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What you hold in' your handsis the
‘culmination of a year’s worth of work that
has consumed the efforts of literally dozens
of people. This end product, a book of a
couple hundred pages, is only the tip of an
iceberg that just a short time ago was nigh
unfathomable.

In - April L of 2003, WARMACHINE:
PRIME entered game stores. At the time,
Privateer Press consisted of less than ten
people: While many people contributed
to the creation of the original game, all
production of models was outsourced and
e\'Er‘VDnE, as we Iikf to 5-:1:.".. wore TI'IEln:.'
different hats. Today, Press
has become largely self—sufficient, having

Privateer

grown to over 30 crew members, and while
the duties of the individuals have become
more specialized, every Privateer has
plaved an essential role in the end product
before you —a book called ESCALATION,
and the models therein.

Game design, writing, artwork and
sculpting are the core of any game product,
but nothing would exist without the crew
of supporters that have gathered under
our banner. From customer service, to our
production team, to the very folks who hand
pack each and every single component of a
model into blisters and boxes —the suceess
of WARMACHINE is dependent on a
dedicated collection of people who believe
in the mission of Privateer Press and our
commitment to quality.

A quick perusal of our credits list will
show that the daily duties of the Privateer
Press crew are not the only aspect of their
involvement with our products. Many

Privateers from all corners of the company
participate in the ongoing playtest and
development
normal office hours. Their dedication to
WARMACHINE, simply for the love of
the game, haslead to fantastic developments

HES—EiﬂﬂS I'IEI('I GHlSIIIIIE ui\

and an achievement in quality that would
otherwise be impaossible.

Two other major components in the
propagation of WARMACHINE are our
crack line-up of out-of-house playtesters,
and a phenomenal group of enthusiasis
known collectively as the Privateer Press
Gang. Our playtesters generate, quite
literally, reams of data that is critical to
the balancing of this game. And while
the playtesters do their best to wreck our
work (for the better, of course!) the Press
Gang works equally hard to introduce
and promote WARMACHINE to those
who have not yet experienced the glory of
this metal mayhem. The Press Gang also
provides amazing convention support to
Privateer an the road, and organizes events
so numerous they can't be calculated. They
are almost completely responsible for the
exponential growth of the WARMACHINE
player community.

WARMACHINE would scarcely be a
ripple among an ocean of games, were it not
for the tireless efforts of our crew at home,
and our many supporters abroad. We are
blessed as a company to have attracted such
distinguished individuals underneath our
flag, and hope that in future years, we will
be fortunate enough to continue to grow our

association as we have in the past year.

It'sa gnur] time to be part of this crew—
Privateer Press.



It started as a manifesto of our
dispnsilion—rhe phiinsnph_v with which
we created WARMACHINE. We never
expected it to be the pavement of our
common ground, the doctrine of a movement
of players, or the center of controversy and
a source of unlimited debate. Love it or hate

it, Lhaug]‘t. you l'_‘iiFIit &k"ﬂ'i.d 'i.[.

Is it about sexism? An anatomy lesson
for the testicularly impaired?

No.

Page 5 is about honesty. It's a self
awareness of what we're doing, why we're
dcing it, and who we're duing it for. It's.a
declaration of our stance, the 10-40 on our
attitude. It's about the kind of people we
are and the kind of people we want to face
across the table.

We pour blood and sweat into this game,
into the stories, into the art, and into the
metal, We want to see WARMACHINE

cxpericnced the Wiy we intended 1t.

Escalation takes it to the next level and
were piling it on heavy, We've spent a
year hammering away at this gallery of
ass kickers and ensuring that everything
you see is as borken as you expect it,  but
nothing here stands alone. Escalation raises
the bar, but it stands on the shoulders of the
nine-ton gianis who came before it.

This is the triple shot in your 8 AM
ESPresso. This is the nitrous injection in your
426 Hemi. This is the depleted uranium tip
an your armor-piercing round. We threw
out anything that slowed down the fight.
This is the final cut—pure grain, grade A,
distilled aggression,

You're going to need a hernia belt to lift
these new warjacks. They're bigger, badder.”
and pissed off. They don't fill the cracks in
your armies; they work your opponent
aver like a school girl who wandered into a
back-alley cage match. We've given you the
warcasters to lead them too— professional
name-takers specifically designed to kick
your foe in the nuts and belts while a
procession of solos, troops, and blazing field
nrtil]er_v rumn thn}ugh his back-entrance like
a [reight train on a mission from God.

Still, the new models are only half of the
pants=soiling experience found within these
pages. The Escalation campaign pitches
you headlong into a conflict between four
nations that will leave no one unscarred or
uncharred. ll'you like piﬁa coladas, getting
caught in the rain, show tunes, romantic
comedies, and happy endings, then you're
crying into the wrong Kleenex™, pink boy.
This is a story about war. It's 87 pages of
mud-slogging,  blood-drenching,  mind-
blowing brutality. We've given you the
lenses to see the Iron Kingdoms through
our eyes. Better wear a helmet.

Page 5 was only a page number in a
freshly printed book a year ago. Now 11's the
creed for a new era in wargaming, the banner
tor plavers looking for a challenge, and the
battle cry for a game with serious stones.

You just hefted two scoops of whoop-ass
for your Wheaties™, Waldo. Remember to
lift at the knees. We've given you a vear to
master the basics, and it's time to do your
business or get off the pot.

.I'.'I.TII'.I now !l'l.f-tl wc're AH T [hE same page —

Play like you've got a pair.



'KIN\,.

_fIND

gh atop the crencllated warchtower of
the Cygnaran fortress of Morthguard, a
soldiér nudges her Fellow guard. “You hear

something?" she whispers:

*Huh? What?" The second soldier stands up.
They are surrounded by darkness, broken only by the
stars overhead. They can see the lights in the fort, the
shadows of the nearby hills, and the rippling reflection
of the stars in the lake to the east, *1 can't see nuffin',”

he says. “Calder ain't our, Too bloody dark.”

"Clear your lug-hole and listen up." says the
first, a sneer in her voice. “Tsaid 1 fear something...

out there.”

The second soldier leans through a crenature over
the parapet, one hand cupped to an ear, He pauses for
i moment, then snorts, "You mean the water?”

She nods."Yah.”

*'Course you hear water,” he says, sitting back

deswn: “1t's a bloody lake, Now, lemme rest.”

“No, it's too lond, like. T think there’s something
aut there,”

*Right then, so some gargling fishis keeping me
from my sleep. Stuffit.”

“MNo, like a‘boat.”

“Mow what kind of bloomin® idiot would be out

in a boat in this darkness? Huh?

schoolmarm!”™

Answer me that.

°l dunno. Smugglers, mayhap?”

"Hey. yah, now that would make sense, now
wouldn't it?" He rolls his eyes but stands up and cups
his hand again. Alter a moment. he looks at her more
seriously. She's right, He nods, "1 hear what you mean,

now. Kinda like someone's swimmin' or somethin.”

*Paddlewheel, you reckon?”

| NHTIONS
GODS

" gRHRT I

He squints into the dark, stll listening, then
says, "No engine, but rowers mayhap, Ull pass the
word; well get a launch out there.” He starts o
disappear down the trapdoor. then pauses. “Good

ears, mucker.”
"Ta. Now hurry up.”

She turns and peers back out over the battlements,
wishing for more light on this dark night. She hears
the soldiers below, speaking, first casually, then in
muffled voices. Good, malar, she thinks, keep the chatter

Aowree Noiwe travels over water too .n:l':'i'llr_'l.l'.-

She barely hears a squad moving stealthily down
to the lake’s edge, and she sees the dim glow of a
shuttered lantern. The soldiers push a launch into the
water, and the wood creaks as they clamber in, one
at a time. The last soldier pushes the launch out. his
feer splashing the water. On the lake, she still hears
the steady splash-splash of the mysterious intruder.
MNearer at hand, she begins to hear the subtle groaning
of oarlocks.

Suddenly, a beam of light pierces the night as the
guards open the lantern's shutter. The beam sweeps
slowly aeross the lake, looking for a target. To the
right of the launch, she hears a quick commotion
on the water. and then a shower of sparks flies up
into the air.

*Stack Hare!” someone bellows. “There they are!”

The boat’s lantern swings about 10 rest squarely
on the intruder vessel. [t's a sidewheeler galley, long
and slim with a large, trim paddlewheel an each
side. Its narrow, sharp bow indicates that the ship is
built for speed, probably for the express purpose of
running past fortifications like this: And the size of the
stack fare indieate thatit's about to show what it can
do. With no more need for stealth. the oars run in and
the engines begin to sputter and churn.



of water into the air, The blockade runner 1ungea
forward like a hound, almest shpping out of the

lantern’s beam.

"Oh, bloody bum,” mutters the guard, thumping

her fist on the merlon. “There they go.”

rand - Strutator Severius rises from s

knees and bows before the altar to Menoth,

thick with burning candles. He steps
backward, his robes whispering on the marble Aoor.
As he reaches the grear double door to his private
sunctum, he bows again, slowly and reverently. Then
he reaches for his mask —a custom-fit milded steel
plate shrouded with an ivory hood —takes it off is
stand, and places it over his head.

Reaching behind him. he undoes the latches that
hold the doors closed. Immediately, servants on the
outside pull the heavy saken doors open, and he backs

out of the room.

Onee the doors have been quietly closed again, he

turns about. 1 have had a revelation,” the scrutator's
voice resonates through the chamber. “As our efforts
near their fruition | am compelled to inspect the

progress of our armories.”

“With the crusade growing near, and the words
of the Harbinger guiding ocur wisdom as Menoth's
willing vessel. diligence is our shield while we forge
pur own spears. The servants nod, dumb to the true
meaning of the words Severius has spoken. The aged

scrutator beckans to a single servant,

I leave within the hour. Ensure thar my vassals
are prepared for travel to Tower Judgment.”

At this pronouncement. the room bursts into
activity, as servants and acolytes hustle to prepare
everything that such a tip requires, Severius moves
thraugh the bustle like a swian amongst chickens, his
red-trimmed jvory robes trailing elegantly behind
him. He pauses at the rack that holds his staves.
Ordinarily, he would take up the Staff of Wisdom,
but he will be traveling to Tower Judgment, near
enough to the Bloodstone Marches and Cygnaran
outposts that there might be trouble. His hand passes
over the Stall of Wisdom, the Staff of Pepance, and

The sidewheels start turning, sending a spray

- the time he gets to Tower Judgment, and the faithful

hmdg-und glmtenﬁ, and ﬂ‘lt iran blnde on r!u:
the sprar shines from Iresh sharpening. Thé head of .
the stall s hu\ry and benrs the mark of Menothr an .-_'
ancient-@ind revered pendant has been p-.*mmnenl!hr
mopnted there to help artract Menoth's gaze. Heé"

needs the extra attention; the older ke gets, the
harder it is to wield such heavy equipment effectively.
Thankfully. he'll be wearing his warcaster armor by

will nor have to endure & display of the weakness of
morial Hesh,

"My lord Menoth,” he pleads, whispering, "please
take me ere the fesh fails. Grant that [ die in combar,

SETVINE your cause.”

awn breaks in the east, staining the cloudy

shkies red and blue. The fady af Llae! moves

quickly downstream. It's an easy pace for
the wim vessel, and only a very little smoke escapes
thie ship’s stack.

Captain Hugh climbs ta the deck, buttoning his
coat with one hand and rubbing the sleep from the
corner of his eye with the other. He shuffles over
to his first mate, yawning. The mate has a sour

Exprer.sinn. more 50 tl'h'.lﬂ u51.|?l.|1

“What's she want now, Rosado?” he asks his mate
quietly; gesturing slightlywith his head 1o the tall, thin

Khadoran woman whio stands ar the vessels: prow.
"To go Faster.”

“Why ig that? We're goin’ faster than all but the
bestest horees can do.”

"Ghe says the horses don't have to follow the river,
like we do. She says we wind back and forth, but they
can go.straight across felds and such. 5o, she wants
us to go faster,”

"What a potful.” grumbles Hugh. He glowers at
the woman's back as she watches the sun break the
horizon. She had insisted on shipping two damnably
huge crates. The mazsive wooden boxes sat on the deck
like barrels ona donkev's back, making the ship op
heavy and hard to handle. Too much more speed and
they'd capsize ana sharp turn if theyv were lucky. "Very
well then, let's shovel an some more bloody coal.”



= “favern on a rver somew I'ucn.-s
>

FT weduldn't salk like thi now, " sayE Hubh qu.r,etly
*There's a good chap.™

.
% - But the mate persists. “And ifn we goes deep
ingo. Cygnar, them Khadorans'l never find us Too
many guards at the borders: There's so many sabers
rarthing, nobody'd have their eves out fora couple o

smugglers, They say there’s a war comin’and all."
“Shh1”
"What, voul think she’s ganna hear?”
Mo, bur—"

“But what then” What's wrang with that plan®®

asks the first mate, a bit of a whine in his voice.

“Well.."
for a trice, then fixes Rosado-with an imtense loak: 1

the captain looks back over his shoulder

think she's one o' them warcaster types.”

The two sailors cast sidelong glances at the
woman, The wind starts whipping up across the
vessel's brow, ruffling the woman's hair beneath her

WINLET Cap.

A sudden chill gust billows the Arst mate’s jacket,
“They wouldn't waste a warcaster guarding a boatload
of gears and such. C'mon,” he adds with a wink, °1
gots a plan on how to off her.” He takes the captain
by the elbow and turns toward the stern, and finds the

Khadoran woman standing directly in their path.

"Wh—"
glince over their shoulders at the bow again. No one

stnmmiers Rosado. He and Hugh both

is there. "H —how did you—"

The woman smiles. *Lam nat a wench.” she says in
her fine Khadoran accent, and she grabs the first inate

by the neck, “And you are no more a sailor,”

Even as she speaks the words. the captain feels
the wind change unnaturally: It whirlsaround them,
fast and cold: The captain glances at his mate and sees
the man transfixed, the wind whipping his hair tightly
around his head in o speeding vortex. Rosadogurgles
in pain between chapped lips. Right before the
captain's eyes, Rosado’s skin blisters with frostbire,
then turns black and begins shredding beneath the

punishing wind. His eves frost over.

The woman lets go of the first mate’s neck and the
wind dies away in an nstant. Rosado slumps 1o the

teck, and Hugh dires not move o see if he yet lives.

_cnp‘l:iil'l. rL".i"lzll.l-n“ .51131_53 .. 5 P

“Increase our 5pe~ed."_

palanquin  moves steadily  through  the
badlands near the edge of the Bloodstone
Marches, borne by eight strong bearers whe
move in perfect stride acroés the uneven terrain. To
jostle the heavy litter would be unthinkable, a heresy.

It's & warm day for late autumn. Inside the
palanquin, a bead of sweat makes its way down the
nose of Grand Scrutator Severius. Deep in devoted
prayer to: Menoth, he does not note its passing, nor
fieel 1t drip onto the gilded menohix clutched fghtly in
his penitent hands. The gentle sway of the palanguin
sets the rhythm of his prayers, and his lips move
silently as he steps his soul through thé rituals of
supplicanon,

At last, he leels Menoth's peace wash over him.
Hig spiritual flagellation is complete. His evils have
been atoned for. Menoth’s fire burns brightly in his
soul. He raises his head reverently. His eyes have
been tightly closed for so long that he squints at even
the few stray beams that pierce the closed windows of
his transport. He blinks a few times, a minor scawl on
his face, until his eves adjust. Then, squinting again,
he slides back the wooden panel that seals the window
at his left hand,

Severius immediately sees two of the forty guards
that encircle him, carefully watching the empty
terrain about. Bright sunlight reflects ofFtheir shining
helmets, and the Grand Serutator bows his head uniil
hig eyves can withstand the assavlt. He looks again,
past the glinting helms of his escort, But a bowshot
away, he spies the camp.

Camyr dindeed, he thinks. The facility sprawls with
metalworks, boilers; and smelting furnaces running
in unison; the largest concerted effort of mechanikal
manufacturing the Protectorate had ever undertaken.
The armory is no mere camp; it is the forge of the
Protectorare’s main  battle forees complete  wath
warjacks built and designed by the fithful, and soon
to be guided into battle by their own warcasters.

The Priestess of the Flame would be waiting,
having guided the efforts of the facility for aver two
months now. The scrutator frowns at the thought of
having to endure Frora's petulance. He would not
enjoy seeing her. She wis alwiys a challenge. Siill,




i -’m::-l'i_r;

JEM& Pm'.u.nqmn draws close to the camp, he

“can sce the runner approaching, an envay sent to

receive news of his arrival and set preparations for his
reception into achion.

Severius smiles, a faint gesture of pleasure rhar
rarely graces his face, and reaches for his mask.
Menoth's timing i perfect as ever. He sequesters his
menofix properly and arvays himself for his duties.
His anticipation of seeing the effortsof their planning
firsthand urges an invocation to Menoth, and then he
watches the runner sprint back toward the acility.

ricler bearing the standard of a Cygnaran
Amcss:ngcr gallops hard down the King's

Highway [rom Corvis. To his rght are
leagues of scrub-filled plains and to his left are the
ralling waters of the Black River. As he rides, he
keeps glancing nervously across the river ar the
wasteland beyvend. Though he has seen nothing on

this ride, he remains alert.

His face relaxes a hit when he sees the bastions of

Fort Falk, Cygnar's easternmost outpost. Fort Falk
sits on the banks of the Black River, and overlooks the
torbidding hills of the Caerlys Craig, the frontier of the
Bloodstone Marches. Knowing he's close, protected
under the watchful eves of Cygnaran guards, he
whispers a few encouraging words to his mount.

salute. "Smugglers on the river, sirs, 2 :'a.pfn

qum'ir.lv, stumbles over to |]'|é|n m&nﬁ?ﬁ

sidewheealer: Fast as'sals through an ol Tady:
The soldiers nod, “Aye.” says one,

",‘L"l,ré._';:' says the messenger,” as undl:rsl.ln_ding E

dawns-on him, -

* adits

“We zent a ship to try to run ‘em down,
the guard:

“Bloody hell,” says the rider. "My arse is chafed
and my legs are raw, and all that for nothin'”

Some guards lead away his lathered mount for a
well earned meal and some’ rest. Meanwhile, ane of

the guards remains with the rider.

"Dion't fret, man.” he says politely. “Whenever ['m
an duty, | think of the ophons.”

The rider gives him a wearv-eyed glance, and the
guard continues while ushering them both toward
the méss hall. "I could take a plague-ridden arrow
in the threat fired by some leering thrall, | could get
flattened by some clapped out Khadoran ‘jack, some
mad Menite could lob a firebamb in me lap; or some
freakish creature from me worst nightmare could
Then | thinks ta
meself that wastin' me time is a fairoption, and'1 get

cross yon miver and eat me head.

paid & mite or two just to be bored silly,”

Arall that, the rider ehuckles tiredly. *I suppose
you're right,” he admits as they ascend some steps.

“Well, friend, here's to a right boring winter, then.”



~Neora, Priestess of the Flame, watches as
=4 Grand Scrutator Severius steps.down from

his palanquin. As soon as his foot touches
the earth, she bows, precisely as deep as required
by the rituals and not one inch more. Behind her,
two squads of Flameguard, touling a score. -and a
CDHECIiﬂ“ uf zE‘a.IDt!.. \'35531 m“hﬂn;l‘[si_ E.n.’d u'l!hl_':‘
staff remain deeply bowed in reverence. Bevend
thent, inside the workings of the facility, numercus
i;|t|'|.~.$ra_a._l_l:.ﬁ|1 their work o crtical to interrupt even
for the serutator'svisitation.

“Rise.” he says gently, and Feora bridles at the
gentleness of his tone. “Show me how Menoth has
blessed our work here.”

As they tour the Facility, the Grand Scrutator
begins to leel his'flesh grow weary From the heat
Damning his age, and asking Menoth for strength,
he stands taller. Not wanting to let Feord see him
in a moment of weakness, he changes his approach.
He keeps his questions fast, often complex, and
sometimes direct in order to keep her attention off his
condition and on answering his ingquiries.

Finally, after
gearwrights: mechaniks, and weapons manufacturing,

long moments ol  observing
they arrive to the foremost reason he has come—
warjacks. Feora steps aside and gestures toward the

main work area.

“If you pledse, your eminence,” she says, and
escorts him to & cluster of completed ‘jacks. Their
fresh pa.m't glistens, blood-hued menolixes stark and
powerfol against theavory background. Ser in rows,
the constructs serve.as silent sentinels to the ongoing
labor of the workers, Each completed warjack stands
ready. hoppers full, boilers stocked wath pure water,
awaiting anointment by a cleric designated to call

upon Menoth's favor.

“These are complete.” she says, not bothering
to mask the pride in her voice. "They stand ready

for service.”
“Ah, Reckoners,” says Severius. "Field tested?”

“The prototype. yes,” she answers. “Quite

thoroughly.”

She points across the open ground, to where
another dozen wirjacks stand beneath a scaffolding

Jon't jink it;” he

of cranes and winches. Their torsas -aretlaid '
like eggshells, and small parts and lar ssemblies

nearly finished, and then all shall be complete.” She
waifs & half heartbeat to finish, "We only await the
needed parts [rom those of the north sympathetic to
our cause,”

“Very good, " nods the Grand Scrutator. "We shall
take our crusade to the threshold of our oppressors
and see them fallen for all time. I look forward o
seeing them proven in bartle.”

“As do 1" Feora says. "It shall not be much longer
now. Shall we continue, your eminence?”

“Later,” Severius replies, then clears his vaice in
order to hide his weariness. “First, to my chambers. 1
wish to cleanse mysell and offer supplication for the

grand things | have seen this day.”

he steamship’s wheels reverse with a
respunding bang, followed by a familiar series
of rhythmic clunks from somewhere in the

vessel's guts. It drifts to the pier, slowing its speed,

while the caprain at the helm begs a silent prayer
ta Morrow for saving his soul from a Frosty death.

Poor- Rovade, he thinks, then observes as two of his

“riverdogs”—riffraff hired out of Five Fingers —moor

the fady of Lilael to the dock with lines built to hold

fast and cut last.

The ramp lowers, the dark-haired and dangerous
Khadoran beauty standing at the top of it ready 1o
meet a gathering of men at the stone pier. Judging
from  their garh, they are Menites fram  the
Protectorate, a score or more at first count. Cortex
ameegpling. It figures, Captain Hugh thinks. No eonder
He el wbe offered wa s oweel,

He watches the woman siride smoothly down the
ramp. her cloak flaps open to reveal her Khadoran

attire.

“You're late.” The man in charge steps forward.
“Da you not realize the importance of what we do?
The season draws to a close and soon winter will be
upon ts... He pauses and looks about for a moment,
checking the ship’s deck, The man's brow furrows.
“Where is Dragosm? It was he we were to meet. Not

some girl!”

“I do apologize. Captain: Dragosni has another
commitment.” Her voice draws the supervisor into
silence. "He has found new employment, in some

western gulag, | do believe,”
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L and Capml.n Hugh itk Loy

: Mﬂnghuﬂsn behind a metal bax. He's seen what

- the woman can do. He has no doubt she can handle
twenty as easily as one, and having dodged stray five
before, his survival instincts take over. Several among
the crew follow their captain's example, while others
stand about, stupidly looking on.

"So, girl, what did you think to bring in those
crates? Cortexes or no, you'll be coming hack with
us... a scrutaror will wipe that smirk off your prety
face.” The man moves forward threateningly.

“Twice yvou have called me “girl.” You will not
do so a third time, do you understand? My name
12 Kommander Kratikoff.” Her voice cuts through
the men, drawing them silent, The Menites pointing
muskets at the woman lower their weapons upon
hearing her name, fearing to draw the renowned

Warcaster s ire.

“I' am here to deliver a proclamation, Listen

and mark my words. Her majesty Queen Vanar
formally requests that the Protectorate immediately
cease calling upon her subjects to assemble in their
damnable theocracy. No matter their faith, they are

Khadorans first.”

With those words, she levels her gaze at the
"You,” “Tell your
overseer there will be no more cortex deliveries from

supervisor, she points at him.
Khador. From this day forward, Khadoran labors are
not tor the Protectorate to exploit. Consider our gages
and factories closed. Do you understand?”

The man appears baffled. He hesitates, his mouth
moving as if strugeling to form words, but no sound
cames forth. A muffled, clanking noise emanates from
the deck of the river vessel, grabbing the attention of
most of the crew, as well as the Menites on the pier.

The noise yields an unpleasant familiarity.

Sorscha Kratkoff's eyes bore inta the man,
bringing him back to focus on her hardening face.
“Do you understand, you fool?"

The man swallows and nods awkwardly. “Y-

yes, Bur—"

“Best
to run quickly if you wish to avoid the fate of your

The woman does not allow him to say more.

comrades. Go now.”

The noises on the deck increase in volume, and the
crew 15 now moving away from two massive crates.
The supervisor turns to face his men, then begins
rimning back down the pier at top speed. The others
watch him retreat, then catching on, they, too; begin
running: for them, however, it is too late. An ity wind,

" who'has nga'r]‘\r cleared the pierin his Highe

i:li.n-'rm m*dﬁ&‘mliqfas he }nilhmmﬂ] h
immediately Frozen in place, save B, thmr"]

"Tr'lll Vours warcasters- to  stay out ﬁf'[j'agH'!'_. :
‘inru:hn yclls alter the Reeing Menire.

* She turns and strides back up the ramp a.m:l antad
the deck of the Lady of Llael; The two massive crates
burst open, and a pair of Destroyer warjacks emerges
from the ruined tinder. The constructs” torsos pivot
toward the pier; and they aim their weapons: The low
thumps of the bombards precede the explosive shells
that rain death onto the helpless Menites, turning
each man intoicy. bloody shards. From the bank, the
supervisor watches; aghast. and once the carnage is
complete, he serambles away [ram thee river as fast a5
he possibly can.

en days after his arrivali the Grand Scrutator

strides: across the factory quad, his boots

unparted seemingly with the will of Menoth
as clouds of dust rise with each step. His impatience
grows as he paces, and the anger inside of him boils,
Had he the men to do so, he would strip Feora of her
rank and put her screaming on the menofix right now,
but he keeps himsell in checlk.

The Priestess: of the Flame emerges from her
quarters. A group of Flameguard immediately snaps
to atention and moves to escort her. She nawvigates
across the quad, meeting the Grand Serutator
halfway.

You wished to speak with me, Severius?" Her
address, calling him by his proper name. shows
such disrespect for his station he can barely contuin
himself. They had not gotten along well, as he had
anticipated, during his stay. He forces his emotions

down likeangry dogs, and compases himself.

“You have done nothing abour this Khadoran
kommander's message. Wothing!™ He feels his rage
rise again.

“Perhaps because, in your zeal, you wracked
the messenger before 1 could gather much needed
information. We have no way of proving anything
to the Hicrarch save for the fact that we are more
than two dozen cortexes short and our efforts are
now delayed by months! At least the man lasted
long enough for us to determine it waw a Khadoran




i Jh.;_ Grari:'[ &:rutmr 'begma to sp-e--l: hut Feora:
p

"‘ jﬂmmnce You don't run thjarﬁw:lm. and you nre

‘off. “Consider your words carefully, your

Sk my tommarder, nor-in: pmes ofwar or peace,

" and certainly not here! Ny Faith is as str ong as yours;

should

however. my inner fire tempers my wrath. You
Mook to your inper fire, as well.”

The- Priestess hesitates for Severius to respond,
burthe masked serutator merely stares at her. She can
see the wrath inthe eyes of his mask, and she can only
imagine how contorted the remainder of his face may
appear. He is a sermonizer, and not one given to being
preached 1o, even by a priestess of the same faith.

Fefira realizes that she needs to distract his
attentions, if bur a little; to soothe the man's rage.
She looks about the lactory and shakes her head. "Set
back at least three months, perhaps six. | imagine the
Hierarch will call for lensing all around. With so few
Reckoners in the arsenal, we'll need more cortexes to
complete our army.”

Severius's masked countenance looks away from
her, taking in the goings-on about them. Slowly,
he neds in agreement, and Feora can feel his anger
washing away with the waters of reason. “We
shall have to raid For cortexes,” he speaks softly.
“If possible, we must seize more of those who can
Heed me, Feora...

create them, .. I have just had a

aln "
VIS v o

Feora steps closer, and begins to listen to
Severius plan.
5 P

1y in damnation are they sending a bloody

warcaster after bloody smugglers?” the

sergeant asks hiz lientenant, voice low o
avoid being overheard. “This don't seem right to me,
takin’ over your command like this, sir.”

Captain Gormleigh casts a sidelong glance at
the warcaster who stands yards away ar the bow
of the warship before he answers his mfuriated
sergeant. "1 reckon it's because we're not chasing
your regular rumrunners, sergrant. We're likely

afier something larger.”

"So wot's all so blondy important then I wonder?"
asks the sergeant, wiping his nose with a heavily

soiled rag.

o f‘r."_

2 -' l-'.' ; i
“Scuttlebutt is that o fAll
some Menites, could be som r

siys Gormleigh. "That might be ‘whul‘ we're af = A

can't say for certain.”

“Blimey! Double-crossin’ rotgut bastards! Curse
them and their—"

“That will be all,

tersely, his eyes narrowed. The man salutes and steps

sergeant,” says the captain
away, leaving the captain to finger the tiny golden
menofix he keeps hidden in his pocker.

Rather than try to unravel the conflicting

emotions. of Cygnaran  patriotism  and  Menite
spiritualism that twist his guts, Gormleigh walks
across the deck to stand beside the warcaster, who is

scanning the left bank:

“gir
continue; the warcaster spins about.

begins Gormleigh, but before he can

“Hard over!” the lean warcaster shouts.
“Helmsman, make for that stone pier! Soldiers on
deck, weapons and ammo only! Everyone debark as

soon as we drop anchor! | mean everyone! Move!”

The warcaster begins stomping aft but Gormleigh
bellows atter him, “Lieurenant Came! Might Linquire,
sit, what this is-about?”

"That's where they unloaded.” replies Allister
Caine, aiming a gloved finger to the starboard shore.
“The bodies, captain. You can't smell them? Doesn't
look like the smugglers left much more than gibbets

for the ravens.”

Caine snorts sharply, clearing the stench of

rotting flesh from his nostrils, *1 hope your tracker’s
up to the task; | doubt there were survivors, but you
never know.”

As the ship lands® ashore, long gunners and
trenchers hop inte the shallow waters of the riverbank,
scanning the shattered corpses with rifles at the ready.
Caine and the captain leap from the deck as well, their
boots splashing in the thick silt. The bodies around
the stone pier are ripped apart. Large craters leave a
telltale sign. Caine grunts in recognition.

“Licurenant?” Gormleigh inquires.

I'd be a fool
for saying, but these were bombards. No mercs

“These craters, premty distingt,..

in this territory that 1 know of have dccess or use
bombards.”

“Khadorans, then? Here?”

“1 doubt it
riveted to a Nomad by some dodgy junker. It

Likely just a salvaged bombard

definitely looks Like the smugelers weren't on the



les, nrmle:gh feels & fHush of
mge t'.u.lmmg I'illT!Sl.‘If he attends to Caine while
carefully hiding his displeasure.

.

Off in the distance a long gunner yells something
indistinct, then from a group of nearhy trenchers a
trooper runs over to the lieutenant, “Sir, we've found

samething.”

“What?" Caine expects a dead smuggler. Maybe
A priest

“Tracks, sit. Prolly a survivor. Dead run, due

east... trail is a day old, maybe two.”

“Let's get a move an then, soldier! Let's go.”

s the two warcasters huddle over maps and go
over Severius’ strategy, a lone man runs past
hem velling over the din of the manufaciuring
efforts, “Now, what might that be about?” inquires the

Grrand Scrutator; raising his head.

Feora looks in the same direction. She spies
the lone Menite running in a most unecclesiastical
fashion, waving his arms and yelling something that
is inaudible over the hissing, pounding, and ratling
sounds of mechanikal industry. She turns 16 one of
her aides, but the man is already moving to intercept
the p."l.l'iil.‘l(ed L“s(‘iph_-.

The priestess confers with Severius for a few more
minutes, speaking loudly to be heard over the work,
and explains the nuances of navigating the route
north to Llacl. She pauses, and glances up to check on

the progress of her aide.

He is already returning, crouching low, and
- sigzagging as he closes. Further on, Feora sees the
formerly panicked disciple lying face down, a pool
of blood encircling his head. She glances to her aide
in time to see him stumble and fall. He gets back up,

imping badly, blood spattering his white robes. He
jerks to the side, falls once more, and does not move.

“Toarme!” she bellows, and the force or her voice

carries over the din. “Ta arms!”

She Hexes the grotesque fingers of ber mechanikal
gauntlets and mentally commands ber warcaster
Now,

she says, “permmt me ro demonstrare.”

armor to runat full power. your cminence,”

“But the boilers —° the Grand Scrutator protests
but, in defiance of decorum, Feora takes immediate
leave, not allowing him ro finish. She runs purposefilly

lgmhng 1!1:- puiql fires, staking ates,
pulling off the. transport locks, but the clupcﬁil}ﬁ‘-m
their eyes betrays the furtility of their work. It hiﬁéﬂ

a long time 1o properly heat & steam boiler to proper
operating temperature —far (oo long it Cvgna.ran long .+
gunners are nearby. :

Feoriy, intones a prayver to Menoth, begmng hils':
intervention to assist in the destruction of Morrowsn
heathens. Then she opens the valves on her gauntlets
and bathes a chosen warack’s burner and boiler
with & blast of Menoth's Fury from her gauntlets.
The Aame bums brightly, too brightly 1o be natural,
and engulfe the wnrj.'lclc.en.tirol_}'r. In a few moments,
the hres fade and the warjack lumbers to h&: stoam’
wisping away from its vents. Feora watches thé bailer
cool from its red-hot state, dumping its heat into
the water. The metal pings and ereaks with thermal
stress, but the boiler holds and the great mechanikal
warjack steps forward.

The priestess scans the battlefield. Ahead, she
sees a line of long gunners aiming their weapons in
preparation foranother volley. No sign of other forces
save a few trenchers scattered about. While trenchers,
with their dirty tricks, ordinarily give her pause, this
is her battlefeld, not theirs.

Among the Menite [aithful, warkers scatter back
and forth, one step away from panic. Around the
camp, loval Flameguard return from their posts to
assist in defending the camp, but they won't arrive
at her side for several moments. Behind her, Severius
raises hiz arms to heaven; beseeching Menoth's aid.
She has little to back her counterattack, but then, it
appears the Cygnarans have no warjacks.

She reaches out with her mind and touches. the
cortex of her warjack, then also makes control of a
Vanquisher that had just been completed and moved
into position. Although: neithér is running ar Full
power, Feora is confident that they will be enough for

her to crush the Cygnarans.

She boldly strides toward the foe, her faith well
placed in both Menoth and her warcaster armar. The
new warjacks ake their positions, one to each side of
her. She'd rather charge the enemy line outmght. but
she can sense the warjacks' boilers haven't bl up

enough pressure to sustain such a long run,

Feora watches the line of long gunners erupt in
cottony blossoms as they let loose another volley.
She staggers slightly as the lead projectiles impact
her armor’s protective Beld. apd she. hears the
whistle of other missiles just missing her. Suddenly,
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x f.. . Mﬂnﬂtl‘fs stripes!” the 'incredulous pni!in:su
e -_nhnnts beneath her breath s common soldier’s curse,
Th-ﬂ'l. she sets her jaw and unloads twin blasts of
l"k’lmnrh 5 fire at her warjacks’ boilers, praying that
Imrgud will help the Hames stoke them to s & full head
“bf steam. She-urges her warjacks in frant af her as
protection from further sniping, slipping portians of
her will into their cortexes, goading them o charge.

Henotly et them bave enough to lawt, she prays sileatly.

Feora runs juse behind them; her c_vés aﬁsmtl_}r
taking in the terrmin; keeping her focus on the
warjacks like this makes her feel like she is in a stupor:
Only her rigorous training keeps her moving. As the
trio reaches the enemy, she hears the long gunners cry
out, The Vanguisher warjack unloads a heavy Blast of
Menoth’s fire, and their agonized screams harmonize
wonderfully with the crackle of the fire and the sizzle
of body fats, The Reckoner's condemner cannon fires
a hot shell inte a trencher, sending him burning to
Urcaen. As the trenchers pull back, the Reckoner
closes in and smashes two of them into bloody meat
with the heavy Consecrator mace in its left hand. A
thick ¢loud of incense begins to surround it as the
Consecrator emits choking smoke partially concealing
the warjack from enemy fire.

A blow from behind penetrates her armor's field
and impacts heavily on her burnished helmet. She
furns to see a trencher looking with: surprise and
dismay at the butt of his firearm, broken by its impact
with her blessed armor. She lashes out with one hand
and opens the flue of ber gauntlets, letting fire purify
his heathen soul.

Glancing around, Feora spies some survivors
Reeing away from her and the ‘jacks. She indicates
for her Flameguards to intercept the survivors before
they can ger away and they begin pursuit. In mere
moments, just like that, the skirmish is over. Feora
breathes a sigh of relief, becoming more aware of the
rising pain in_ her shoulder, She stops short, “Those
heretic dogs will pay for this,” the priestess vows.

"Indeed they will,”

approaches from several yards away.

comes  Severius voice a8

The Grand Scrutator arrives at her side, leaning
heavily upon his staff. In the bright light of day, she
sees nothing behind the glossy reflections of his mask
but dark shadows.

“Cygnar will ndked pay for their temerity,
Priestess,” he says coldly.

. . a
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'Fm nods hi

her eyes ﬁnnlh mnm! 10 rest
corpses of the enemy. “As you say. It lppm
resting is suddenly ahead of schedule.”

She looks back at the Grand Scrutator's masked

Visafe,
Imer, | must prepare the Flameguard.”

*1 zhall accompany you on your return (o

it will e . long trép bomne, the scrutator thinks.

ieutenant Allister. Caine lies concealed by a

I thin shrub growing along the bank of the
river, It is scant cover, so the majority of his

body is in the water, slowly growing more chilled as
time passes. Only his head, shoulders, and one arm

are above the water's surface, and he watches the

events downstream with bitter self-loathing.

He'd expected 1o find Menite warjacks, to be sure:
He just hadn't expected 1o find them fully assembled
and under a head of steam. He also hadn't expected
to find two warcasters. Two! IF only he'd had more
soldiers, if only there'd been just one warcaster, il only
his shat had been on the mark and struck the Menite
wench in the threar, if only...

Caine grimly clenches his jaw. The sacrifice of his
entire detachment was a hard price to pay for his near
escape, but the knowledge he now had from witnessing
the facilities size must reach the ears of the Royal
Assembly. The Protectorate was gearing up for war
like never before, or at least not since the Civil War,
Damned bloody zealots! Firat nmpanctioned warjacks, now a
atanding army, Evdently, treatics Jowe power over Hime

Caine still has the tang of his own blood in his ]
mouth. He spits soltly. His gaze scans for enemies
in the' pre-dusk. They had abandoned the search
for him, no doubt thinking he was long gone. He
waiches, quiet and motionless, as workers carry the
hodies of the Cygnaran soldiers and sailors aboard
the river vesszel, dropping them in a haphazard heap.
Their grisly task done, they cast the ship adrift on the
river, while the warcaster wench burns away any last
vestiges of Cygnaran blood.

Soon ‘there will be ne trace of the group that
debarked here in pursuit of the smugglers.

Nothing lefi... but Caine.

As the last of the Menites [eaves the area. he pulls
himself our of the muck of the riverbank and begins
walking purposefully in the direction of Fort Falk, his
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t Eﬁglirﬁnlim’ oy just begun.

l I nder a starlit sky, crisp with the promise of

winter, a ship drifts slowly downstream. “Tis
canted rudder causes the vessel 1o spin ever so slightly
as the current carvies it along:, A Cygnaran flag
hangs limply from its stern, as if the Aagpole itself is
shrouded in mourning for the dead seldiers carelessly

piled on s deck.

Mo sound breaks the funereal silence: even the

wiver frogs have stilled their incessant croaking as the
ship passes by. The water stirs beneath the ship's keel,
an unnatural welling that spreads across the glassy
siver like a rash. The shift sets the ship to rocking, and
ms timbers creak as it rolls. Then it slows 10 a stop,
and the passing current trickles and burbles past the
pow-stationary hull.

Hands paw their way to the surface of the river,

then dig unfecling claws into the wood of the ship’s

Sl |

fact, it appears for Cygnar-

and work their way p
arid onta'the deck. Their biir'e, de Vi
the darkness as they moye over mtﬁe ﬁle nfc A
Cine-by-one ‘they huu_[ the carcasses 1o ther l;nﬂlﬁg'!:.g - I_
thoughtlessly pulling them by-limb, clothes, or haire =~

Floating above them on wings. of guqs_amcf )
shadaw,"a figure in irod and black cloth: descends
to the steering house. As he lands, o ghostly “‘isl:i'.
resembling & woman in dark armor settles 1o the deck
beside him. Slowly solidifving in the cold nighs, the
warwinch called Deneghra stands beside Asphyxious

to witness the worl of their minions on the deck of the

leaning riverboat.

“So silent and diligent in their tasks, so perfect in
their funcrion ... beautiful really; the order of undeath
itsell.” Deneghra looks upon the thralls laboriously
working to salvage the remains on the deck.

"Yes, and as war takes its toll, our numbers shall

grow, filled with the reanimated dead of our enemies.”
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o Peneghrs gazes Asphyxious; looking upon the
sfce of her mentor. “We shall swell op From below and
‘mh!l_.lmﬂ them all.”

The iron lich nods silently in agreement, satislied
with-the work of“the thralls.” Turning. ti, face the
ishore he signals to Deneghra that it is time fo leave
the boat. His dark wings take light agan, carnying
him to the silent shore of the Black River. Deneghra
follows closely, her ghostly form fitting across the

desp cold waters,

Splashes break the darkness as the dead are tossed
into the dark water.. The bodies float for an instant

hefore unseeir knnds tug them down, leaving nothing

but a few Hny bubbles

A"

surface world. A F TS

e &

Once the decks are-cleared of all But hlo&ﬁ:'iﬁ! L

shralls lumber back off the deck and let themselves
drop into.the water’s icy embrace. They sink to the
hottom as the derelict vesselis released 1o the current
oncemore. Then, as a group, the dead creatures move

away with their grisly burden, toward a rendezvous

with their masters,




t As WARMACHINE continueés 1o grow  and
1 evolve, regular model releases will introduce’exeiting
) new elements and options to the game including new
unit types and abilities. WARMACHINE: Escalarion
adds dozens of never-before-seen models such as

weapon reams, jack marshals, and unit arachments,
This section details the new rules fequired 1o play
. with the models introduced in Escalation.

JACH MARSHAL

A rare combination of mage and warrior not
common in the lron Kingdoms, warcasters are elite
military leaders, Supporting their armies are capable
~ soldiers specially trained to command warjacks without
~the benehit-of magical skills. These specialists, called
L ack marshals; can control warjacks using gestures and
While

' ehas is not as efficient as using focus, the jack marshal

commands shouted our across the battlefield.

gan guide a warjack to perform maneuvers it normally
Beauld not be able to do on its own, Though they are
not warcasters, jack marshals may begin the game
controlling one or more warjacks,  These warjacks are

not part of any warcaster’s battle group.

The number of warjacks a jack marshal can
contral is hsted in parenthesis beside the Jack
Marshal special ability in the model’s description.
For example, Juock dfarchal (2) van be found i the
Man-0-War Kovnik's model description, so be may
" begin the game contralling two warjacks, Each jack
marshal has a marshaling range equal to his CMD stat
in inches. A controlled warjack within marshaling
" range of its controller may run, charge, or boost an
*attack or damage roll ance per activation. A warjack
F.Il!l‘i these benehits even ifits controlling jack marshal

& stationary.

r,,;_- If the jack marshal 15 destroved or removed from
Cplay; his warjacks become autononond but do not
..‘_iiamm-_- inert. Autonomolis warjacks remain active
"Bt do not have a controller. An autonomous warjack
*aets normally but may not be marshaled or allocated
focus, though it may receive focus from other sources.
A warjack must have a controller ar the start of the
game and may not begin autonomous.

A jack marshal may reactivate one friendly inert
warjack of the same Faction per turn in the same manner

2s @ warcaster. The reactivated warack comes under

the jacknarshal’s contrdl unless he already controls |
his limit of warjacks. If the jack marshal already”
controls his limit, the warack becomes jdutonomois.
Likewise, -if. an opposing player takes control.ol a
jack marshal, with the use of the Convert or Dark
Seduchon spells for example, & warjack controlled by
the marshal remains under the control of its original
player and becames autonomous. 1F control of the
jack marshal is retorned to his ongimil player, the

juck marshal resumes control of the warjack.

A warcaster or jack marshal who does not already
control his limir of warjacks may take control of an
autonomous [riendly warjack of the same faction.
Ta take control of the warjack, the warcaster or jack
marshal must be in base-tobase contact with the
jack and forfeit his action but may still cast spells
and wse special ahilities. The warjack must Forfeit
its activation and cannot channel spells on the turn it
becomes controlled, Beginning with the next turn, i
may be marshaled or allocated focus.

MERCENARY WARCASTERS, JACK MARSHALS,
AND WARJACES

Mercenary warjucks may anly be included in a
battlegroup controlled by a mercenary warcaster or
assigried to a mercenary jack marshal. Warcasters
belonging to a faction. miy not control mercenary
warjacks. Mercenary warcasters and jack marshals
can_only contral mercenary warjacks and canoot
control warjacks belonging to a faction. Marcennry
warcasters may only give orders to mercenany units

and may rally only mercenary models.

REPLACING MODELS

When replacing one model with another, place the
new model so that the area covered by the smaller of
the bases is completely within the area covered by the
larger. If two bases are the same size, place the new

model in the same location as the one being replaced.

UNIT ATTACHMENTS

Linit artachments are made up of one or more
models that may be added to a unit specibied in
the unit attachment’s description.  Only one unit
attachment may be added to any unit. A model in the

unit attachment with the Officer special ability



‘e;mm& issue ur&trs w:thuul the.{.dn&ur abifity
':!‘.-u: may use all of its ather ahlllt.‘l.vl!"l If the new unit

[ux.let 15 destroyed or removed from play: the. unguul
- unit leader regains its Leader abality.

For instance, ita Monolith Bearer unit attachment
.'iali added toa Holy Zealor unit, the Monolith Bearer
bécomes the new unit leader. The Priestis nolonger
the unit leader and may not issue commands ra.the
anit bur may stll use Prayers of Menath. 1f the
Monolith Bearer is destroyed or removed from play,
the Priest becames the unit leader again,

A umit attichment increases the victory pomt
value gf the unit to which it is-added by an amount
detailed in the deseription of the unit attachment.

WearoN CHEWS

Weapon crews are small units that operate large
or cumbersome weapons. Weapon crews are made up
of a Guaner and one or more Crewmen. Unlike other
units, weapon crews do not have leaders, A weapon
crew cannot run or charge: The Gunner gains 427
of movement for each Crewman from his:own unit
in base-to-base contact with him'when he begins his
activation, IF the Gunner takes sufficient damage
to be destroyed, a Crewman within 17 can take the
destrayed Gunner’s place immediately, becaming &
new Gunner. Remove the Crewman from the table
instead of the Gunner. The damaged Gunner is
destroyed. Any effects or spells on the damaged
Gunner expire. Any effects or spells on the removed

erewman are-applied to the new Gunner,

Even though the Gunner is on a larger-sized
bases it is tredted as a small-based model: A Gunner
only blocks line of sight-to models with small bases,
It does not bloek line of sight to 'a model with a
medium-sized base or larger, nor does it sereen such
a model from a ranged or magic attack. Intervening
models of any base size block line of sight to a
Gunner and screen him.







PROGER -
Commander Coleman Stryker strides  toward «th
small group gathered in the proving grounds, his battered

greateoat swaying with his confident gait: The grass
is all bt gone from the rocky soil; killed by iron leet.

electric strikis, and magical explosions, and the hobnails. -

in Stryker's boots scratch and elack on the multitude of

exposed stanes in the dirt.

A hundred yards beyond the group, a warjack
stands immaobile, un-powered, stark against the overcast

autumn sky.

Strvker heads for the silver-haired man at the center
of the assembly, As he draws near, the others gathered
about nod in greeting to him as they move respectfully

aside, continuing to excitedly talk amongst themselves:
i &S

Strvker stops and hails his fellow warcaster, the
renowned Sebastian Nemo, "Siry | heard you were

looking for me?” he asks casually.

Nemo watches the group move away from them a few
more yards, then turns to regard Coleman Stryker over
the rim of his spectacles, "Locking? You henrd wrong. 1

inmipngined you.”

Sirvker Frowns. "After all this time and me even
a commander; vou still insist on treating me like an

apprentice.”

Nemo's blue eyes become as cool asa mountamn lake
in winter: Stryker immediately ducks his head and holds

up i hand: " Na! Mo stare downs, Please.”

MNema-smiles thinky, *1 am a commander adept. My

apprentice youll remain until you have the iron to—"

I know, | know. Don't bather saving the rest, lest
cither my ears or yvour tongue develop a repeated stress

fiszure,”

Al that, Memo's countenance ‘cracks; amd the. two
laugh together. They clasp forearms. “Heow have you
been, my boy?"

“Well enough for six months busting hump in the
field. Knackered. flea bites to last me all winter; and 1
think 11 have 1o chisel the mank from my pits.” Stryker
stretches his shoulders back. "Thank Morrow winter will

end the campatgn seasan.”

Nemo smiles. “Aye that. The Assembly has me on
winter watch this vear. A couple patrals, a lot of grog
by the fire. They 'must think the years are catching up
ta old Nemn.”

Strylershaldes his head and mevely grants his meator
a barely audible snort.

The older man seems to take nore of the younger
one’s reticence, but decides it's not much of an issue for
debate. Whatever the Royal Assembly wants. For king
and country and all that. Nemo nods and moves the
conversation along. "Sa.. . how're those borders?"

“Secure enough. Although the smugglers are making
akilling.”
MNema nods sagely. “Spill it, bay.”

“It's tense out there,” Stryker replies. “Khadorans
angling lor a scrum o prove their mettle, Menites who'd
lenifie you in the back s soon as spit.on you, and always
reports of black ships off the coust, Everyone wants
something, and they're all ready to carve it out of our

hide, seems like.”

They pause for a moment, and then Stryker asks, “So

what have you been doing up here all this time?”

Memo smiles thinly: ‘1 knew you'd ask: 1 think
you'll want to see this. My latest experiment in warjack
mechanika,”

Strvker scratches the side of his head as he looks out
ar the behemoth in the field, “Looks like a clapped-out
Ironclad to me.”

“It's one of the first, " says Nemo, “You recall the one
with the warble in its cortex? The mechaniks wanted to
scrap it, but | asked them to ler me have it instead.”

“Oh, aye?”

“Aye. Sal putalittle time into it and swapped out the
furnace for a storm chamber,”

“What 2" Stryker raises his eyebrows appreciatively.
*Like in a storm glaive?”

“Something like that... 6n a much larger scale, |
reckon this old ‘fack should bust out & lot mare power
now, More than what coal can provide, Better yet, no coal,
no need for a steam boiler: It's proven miore respongive,

more reliable. With a company of these, Coleman, wé can
have the best military tool in the world,

“Think of it,” whispers the commander adept. "No
smoke plumes to give away our pesition. Operating for
days away [rom base camp—dow my boy! No need
to depend on supply traing for eoal. Our first-strike
capability will be top crack, and the enemy will never

know where our strongest defenses are '|lu‘1:'mg.




" Nemo stunds up straight,n smug smile on his face. "1

present for the first feld test. Apprentice.”

Stryker rubs his chin. “1F it's all that you say it1s, the
Khadorans are going to be spitting teeth over it Thfy'“-
- say we re gearing up for a scrum. You're not concerned
that Queen Ayn won't use the {lephl}rmel'lt ni this warjack
s an excuse to attack vs again?”

" Sl

that. I've never known a war to start because Cygnar was

Nemo soorts and waves a hand dismissively,

too- strong. Now, pay attenton.”

nearby nide waves a red Hag,

¥ Ot on the field, 4 gobber sidles up to the warjack. He

~ leans gingerly forward, reaches with his left hand toward

a bright yellow lever on the warjack’s back, then inches

forward again until bis hand can grasp the handle. After

a moment's hesitation, the gobber thinks better of it and

1 :lrn!ps the handle with his nght hand. He then pulls his

* hand back, wipes the sweat off on his jersey, then grips

& the handle one more nme. To his right,. Stryker hears
Nemo murmur impatiently.

Then, in one fluid moton, the gobber throws the

* switch and dashes madly for cover, arms covering his

 head.

-

Stiyker hears a howl, sounding like a gale through
tree branches, as the ‘jack powers up. The howl rises in

pitch to & whine, then to s sort of whistle. The '.\:'I.I'li.l:‘tl.
\ comes to life, its eves and vents glowing with a powerful
* wce-blue light, not the customary coal-fire red that Strvker
L 5 used to seeing, The behemoth starts quivering like it's
 ready o surge forward, and even from that distance,
- ryleer’shair stars to stand on end.

“Goggles,” says Nemo.
“Right," says Steyker distractedly as he fumbles in the

\ packets of his greateoat for his gogeles dnd puts them on,
s do the other lookers-on clustered to their far right

There is a long pause, and Stryker hazards a glance a

as mentor. Memo wears a wry smile.

P o
¥Let's see what this great bucket of dregs can do, shall
- we!" says the commander adept,

¥ I-Srr-;.-her plugs his ears. If Nemo intends o test the
“Sick the way he gambles, well ..

. Nemo stretches out his arms and forms his hngers

B! thiumbs ioto) s Samiond shape, his eyes glowering
with concentration. As he exhales, the wanack bursts into
action. 1t steps bacl; swings aleft backfist at an imaginary
erger, and follows immediately with a right hook. The
momentum of the swings pulls the wanack forward, and

* asked you to be here because, my boy, Iwanted you fo be

Nemo gestures and @'

'.é;;-' T ol T 5{‘“.4‘

Sralf it Ncmuu face breaks jnto a combat sm{kl. i
andd SH}"M‘T can feel l:he nrl:am.\ power the co‘rﬁln:m:lur
adept is pumpmg inta the machine. It starts fo l;hrgt
ALross the open ground.

The warjack abruptly  explodes—a single high-
pitched concossion of intense blue energy.

Stryker winces with the flash and sound, hears alarge
sl'in.rd ol the warjack’s armored hull whistling as it spins

ks, mére feet over the group: The pattering ol iroh rain
thuds all about them, and the commander looks skyward

to ensure that ne large pieces are destined 1o fall near him,
his mentor, oF any of the others. Fle realizes then that he is
the only one standing; the rest of the assembly are prone,
their arms coverng their heads. .. except for Nemo, who
lies flat on his back. a rivelet of blood draining from one
nostril

"Sir!" Stryker drops to his knees beside the older
man. He bites the ingertips of one glove and yanks it off,
then gently presses his fingers to Nemo's neck 1o check
for-a pulse.

“Get your' filthy hands off my grzard.”

Memo,

Eroins

Stryker leans back on his heels as Nemo pulls off his
goueles, rubs his temples, then smears the blood across
his fage wath the back of his hand. With a long exhalation,
he rolls to his knees, then uses Stryker's extended arm to
stand upright on wobbly legs.

He squints out ar the runed warjack, little more than
a pair of arms and legs attached 1o a smoldering bowl of
twisted metal.

“The storm chamber must have overloaded,” he
grimaces, "Feedback blew the cortex. Bloody near fried
mine, too.

"Well," says Stryker helpfully, “1 have 1o admit it
certainly his more power than what I'm used o secing.
Have to be able to control it better... maybe throttle it
back some.”

Memo'looks ar Stryker and snorts: “That's funny,” he

says. " Listen to you, my boy.”

“Funny®”
“Throttle it back?" he says, poking Stryker in the

chest, “You saying that ro me.”

Stryker laughs, and then helps a shaken looking man
nearby to his feet. “We'd best see ta this wreckage, sir,
Good thing you have a lang, quier winter ahead of you to
work out all the kinks."

Nemo survevs the smoking rimn of his latest project

with a scowl and grumbles.



Commander Adept Sebastian Nemo has served
the nation he loves well ‘into " his twilight  years,
becoming the most famous warcaster in. Cygnaran
history. The magelock-toting Allister Caine - has
been overheard referring to Nemo as "a relic whose
reputation eclipses his fading power.” Despite views
by some self-siyled radicals such as Caine, the
Commander Adept is a porent and welcome presence
on any battlefield and a man who has had a legendary
effect on the Cygonran Royal Army.

Sebastien MNemo had a keen insight beyvond his
years from an carly age. His heart was stirred by
tales of turmoil and glory, and as a youth he was
close to his grandfather who had foughi and lost two
brothers in the legendary Bartle of the Tongue during
the Thornwood War, Nemo showed a proclivity for
magic early on as well; but rather than be apprenticed
to one of s wealthy family's wizards, he requested
enrollment in the Royal Cygnaran University's
Strategie Academy. In Caspia, Nemo excelled as a
smudent of the sciences as-well as in the arts of both
war and magic. He eventually graduated with honors
and chose to sty on at the Academy to become one
of the very few to bear the title of commander for his

martial prowess and adept for his mystical abilites.

Over his- lifetime he has  endured  several
hardships. not the least of which was the loss of
a brother during a secrer mission under MNemo's

command. The next year, he lost one of his best

friends in a similar gituntion. A few years after that,
his wife took their davghter and left him because
he could not pull himself away {rom his work. She
died just months later of the disease rip lung, anid the
guilt of not being there for her with all of his family's
resources and connections haunts him still. He was
saved from the hottle by the survival of his little gicl,
but he soon enough became engrossed with his duties
again and sent her away from Caspia to be raised by

his Family in the Shieldpoint province

During Vinter the Elder's reign, Memo became
rather embittered with the Crown, although he was
wise enough to keep most of his opinions to himself on
how he Felt about the despor Raelthorne’s treatment

of the kingdom and its people. Indeed, MNemo's

e -
Eewtassmens  WARCASTER _
W:ﬂﬂmfj"”f'”f Cygnar will not lpng be forqotten. On the face of Tmmoren, it & legendary.
Tt i certainly the-most powerfal. .. the wealthiodl, .. bl becatuse of this, we bave a responaibility
to uphold, to protect the people, eapectally the poor, the wnderprivileged, the weak, and the young. ..
great is thenatuva that looks to ite future,”
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— Excerpt feam Commander Adwp Sebusiian Nemd's graduation speech adressed 10 he Siraegic Acaelemy gradusting elass, Solesh of 604 AR

continued service had him rising rapidly in the ranks,
yet he chose to pass up the position of general to
focus on weapon research-and development —neither
choice sat well with him ar the nme, but he preferred
to be away from the atrocities committed in the Reld
by Vinter's hand-picked troops. Decades later, no
one denies that Nemos inventions are changing
the way Cygnar hights its battles, In addition to
many experimental devices, he is credited with the

development of the infamous storm glaive.

MNemo was roused from his work during the Scharde
Invasions aof 584-588 AR. He ook

to the years-long smuggle moa

guit of warcaster armer of

his own design. based




qu&rmmuml in ]:m-_-.ulang t]n_- intruders back from Cyvinar’s
" shores during that bloody, horrific campaign in which he
witnessed “untold bromlity and hborors beyond mention.”

A few short years thereafter, the graying
warcaster made the décision to lend his hand agamst
his own King Vinter in lieu of his brother, the usurper
Leto the Younger. [t 1s a decision he does not regrer.
Since King Leto's rulership. Nemo has once again
taken to the batlefield with a renewed commitment.
In combat, he relies primarily on his magical prowess.
His ability to control and infHuence warjacks 1s
legendary, as is the variety and power of his aroane
repertoire. Though he prefers to rely on his magic,
he carries his lightning rod for when the banle gers
personal. His armor makes him a curious sight a8
well: while most warcasters are demarked with & red
furnace glow and smoke plumes, Nemo crackles with
crawling static releases and, in the darkness, emits a

faint nimbus of light.

For the past decade and a half, several high
shinkers have denigrated many: of Nemo's theories,
calling them madness induced by tireless decades
of over-study—and perhaps a wuch of combai
neprosis—but like his namesake, the legendary
Sehastien Kerwin, he has ProvEn himself the rarest
of crestures: a visionary who forges his dreams into
reality. Nevertheless, there may be a kernel of truth to
their claims. The lervor with which WNemo hones his
mventions indicates he may well be, at the core of his

Being, a madman—although cerrainly a geniis one.

Many say he throws himself into his worle because

b o the loss of 3o many of those who were dear to_him.
True or not, today his only true friend seems to be
Commander Coleman. Stryler,

shrouih his journeyman days. Nemo sees great potential

whom he mentored

i Strvker and he constantly belintles his “apprentice,”
goading him to excel ever more. Strvker responds with
mock sarcasm, but Nemo can see his good-natured
badering has instilled a burning desire in Stvker 1o

surmount all barriers, be they personal or in the held.
S E

Cammander Stryker aside, Nemo is misunderstood
for the most part by the rest of his contemporaries.
He i= viewed as harsh, arrogant, demanding, and an
eccrntric ".'ihil.')l]ﬂl::\' |.|.I.'J'§..IIIE social refinement, but the
gruth is quite different. Despite his fortunate birth
wnto o wealthy, connected family, he has a deep sense
of noblesse oblige —he started with more than most,
s he feels he must give all of himself to his country.
# his standards are soaring, it is because he drives
Simsell as hard as ke can and expects his subordinates
t6 keep up. If he flaunts his power, iris 1o show others
what they can achieve sl they persevere. IF he has few
friends, it is because he has embraced Cygnar itsell as

:J"I- one n.I'|II,‘| IJJII_".' II)".'I.!.

FEAT: ELECTRICAL STORM

Commander. Adepr Memo ' 'can  exert
control over the forces of voltaic encrgy, and
i capable of bending electro-magnetism o his
will with the advanced mechanika packed inia
‘i warcaster armor. By anuning the coils and
resonunt accumulators in his warcasier armiog,
and summoning a sulficient amount of arcane
energy into the coily; hecan unleash'a dynamic
storm ol intense static énergy. The resonatng
pulse of electrical force released destroys
foreign  warjack cortices  and| irre parahly
tamages their mechanikal svatems.

All endmy  warnacks: gurrently within
MNemo's control area suffer s POW [4 dinmgi:
roll and Bsruption. This damage may be
booated, A warjuck damaged by Elecinical
Storm takes one additional paint of damage to
fts firat available cortex svstem box. Mark this
dumage itfter marking the normal damage from
Eleetrical Starm.

Pednt Cost

Fiell Alkowance

Victory Polnts

SPECIAL RULES
o Arcane Accumulator — When another model casts a spell within Wemo's
control area, Nems gains o power token —max 3. On his next control phase,
replace vach wken with a focus poinr.

5 » Owerpower — During each of his congrol phases Nemo can increase his
control area by 17 per focis pomnt spent for one round.

» Rapid Recharge — Far every focus paing Nemo spends to regenerate his
power hield he removes 2 damage points mstead of 1.

» Supercharge — During each of his control phases, Nemao may allocate up o
& focus paints to one af his battle group'’s wricks within is control area.

ELECTRICAL BURST

= Critical Disruption — On a Critical Hit, target warjack mexlel suffers
Dhisruptien. & warjack sulfering Disruption loges any unused focus points
and cannot be allocated focus points or channel spells for one round.

LIGHTNING ROD

= Disruption — A warjack suffering Disruption loses any unused focus paints

and cannot be allocnted focus points or channel spells for one round.

Spells : Cost RNG AOE POW UP OFF

Accolorate Spec 6 - - Na Ne
Increose targel warfack's movement by 1° per focus poind spent for 1 round,
Ball Lightning i B 4 13 Mo Yes

On_ & Critical Hit, all warjachs within ADE take one additionsl point of damage (o thedr first
.available corox system bax, before marking normnl darmage.

Binding Flash 2 Caster CTRL - Ma Ma
All gnemy models within ADE whan speall s cast suffier =2 RAT for cne round,
‘Chaln Lightning 3 10 T 10 Ho Yeu

Lightning sres from targed moded to d additionsl models. The Hghining arcs. automatically
hitting the naarest modal within 47 of the last model Mt but cannet strike the same medel morne
than once. Each modod hit suffers a POW 10 damage roll,

Disruption Field 3 6 - - Yes Na
Targot friendly warjock gains +1 STR and its melee attocks cause Disruption.
Electrily F ] - - Yes No

If targel modal I hit by 8 melee attack; otor damage i dealt the attscker is pushed back d3°
and suffers a POW 14 damage roll which moy not be bodstsd. The spoil then oxpines.

Voltsic Snare -] L] = e Mo Yes
Targat warjack gannot mowe and suffers -4 DEF, While within 3° of target warjack. warjacks
! cannat run, change, oF sinm and can only move directly tewnrd thie target warjsck, Voltale Snare
Lasts for one nound.




hloody

voup that resulted in Leto Raelthorne's rise

In' the aftermath following - the

SPD STR MAT RAT DEF ARM

[ 5 [11] 65 ]12]18]
19
?

RNG ROF ADE POW

RIGHT nn - m
e

Lto power, there was much dissension. amongst
those troops who were asked to light againg
their own countrymen. Soldiers had. cot down

| Friends and neighbors in barde, and Cygnar had

some very ppen wounds to heal, Even King Leto
had suffered the loss of his beloved wite to his
L brother's outlaw, forces. Turning from sorrow,
| the new king set his mind toward rebuilding
his country and honoring those heroes who had

stood by him.

During the overthrow, few of his suppariers
showed as much devotion as the knighily
Stormblades, Leto

doubted if his with

GEHEF!ATOR

%, Specal  PON ws
LUl criteas | 8 |19 8

DAMAGE 1 2 3 4 5 & 3
GRID ol

to bestow unto them a special reward. Such

Without their sacrifice,

coup would  have  met

success. To bolster their ranks, as well as thank

them personally for their vigilance in the face

the Exile’s tyranny, Leto felt he needed

5YSTEMS

e e [
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Mgkt ) or a commendation. For their integral role in

it . overthrowing Vinter Raelthorne, Leto set his

Swvwet [

greatest engineers to the task of developing a
Puint Cost grand new weapon to serve the Stormblades in
Ficld Allowance

Victory Points

the field, and the Siormelad was the resulting

b masterpiece and o suitable addition to the ranks.

Base Size: Large

SPECIAL RULES
* Martly Standard — I"|'|.|.~nd|:.' Cygnar modelafunit within 107 of the Stormelad
dever ee. Fleeing friendly Cygnar modelsfunits within 107 of the Siarmelad
immedintely rally
* Chain Reaction — Afier a suceessful blast attack made by a friendly Stormblade
within 37 of the Stormelad, |.|.5!1Ir|i||E arce from the target maodel to the closest
non-Stormblade wodel within 47, The model soffers o PFOW 10 damige roll

GENERATOR BLAST & GENERATOR BLADE
s Critical Chain Lighining On o Crinienl Hir, lightning arcs from target model
o 13 addivonal non-Stermblade medels. iglll.‘il'lll'lﬁ the Stormclad. The |i]‘.EIIlI'IiI'I}=r
arcs, wutomatically hitting the nexrest model within 47 of the L model hit, bu

canot stpike the same model more than onee. Each model hit suffers a POW 10

roll. Critical Chain Lighining i not a'melee attack,

1T, |j_!

OFEM FIST
— The Buckler adds +1 1o the Stormclad’s ARM. The Stormelad loses
ws Af its lelr arm sysiem 1= thisabled.

- l,.‘_

A vow oo e mie through tyeaniy and feary v shall these tokenas of my gratitude stand beside
oy Leatdinng therr atvengtlotbrondgh the braals ta conte. =

:King Lirtis Raaltharne, 1o the issesihled Seormblades of Caspia at the Stormelad defication cencmony

By taking the impressive bulk and chassis of the
Ironclad and arming it with an enormous mechanikal
energy weapon, the King's engincers constructed a

walking tempest of iron and lightning. Leto gathered

his troops in Caspia to witness the Stormclad’s

presentation to the remaining twelve units of his clite

Stormblades, The knights cheered their new king

with such feeling that it is said all of Cygnar seemed

to be present that day.

A constant nimbus surrounds each massive
Stormelad. Thick bolis of blue energy cascade down
from the tip of its mighty generator blade, super-
charging nearby storm chambers. BEnergy  Hows
through the generator blade making it unto a force
af nature that melis and cleaves through armor like
a storm splitting a tree. With ease, the weapon is
capable of projecting electrical singuiari:r'u:.-i of raw
cataclysmic power, leaping ar nmes from targer-io-

31} I-‘g__t'l-

The Stormclade stood shining and new ar their
unveiling each one bearing the sleck banner of the
unit to which it was assigned, Since that day, they
have become a reminder of good

King Leto and his faith in his
troops. Mow, though patched
and worn, the banners rising

the

have come o represent

above Srormelads
the* stroggle o defend

all *of Cygnar, and each
soldier Feels that proud surge

of patriotism in his heart when

they look up to find one of the

Stormeclads  marching  alongside

them into battle:
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Height /Welght
Armamont

Fuel Load,/Bum Usage
Initial Service Date

Cortex Manufacturer

Orig. Chassis Design

12' 3° [not including banner) / 6.5 tons

Gemerator Blade [right srm), Buckler
(keft arm)

120 Kgs / 6 hrs general, 1 br combat

597 AR

Fraternal Order of Wizardry / Cygnaran
Armory

Engines East, commissioned by order of
Ring Leto under instruction from Com-
mander Adept Nemo




@ capTAIN ADEPT |CMD 8 |

SPD STR MAT RAT DEF ARM

SPECIAL RULES
s Commander = A Gun Mage Captatn Adept bas s command
ranige qual 1o his CMD in ke Friendly Cygnar models
- v within command range miy wse the Adept's CMD
when making a command check. The Adept can rally and

Field Clicer — An acdditional Arcane Tempest Gun Mage
init sy bee (ielded over narmal Fiold Allewamoe hmitshons
fuir wach Captain Sbept inclisded in the army.

+ Tre Sight — A Cagitain Adepe ignores Camonflage.
Comcealmeni, sl Seealib

MAGELOCH PISTOL
vreane Tiifeer — Each time the Magelock Pistol is usid eo
imiloe & ranged aunck, chooss one af the Fnllowning effects
Wlare — Adid gn acldisinal dis 10 1he damage roll for tha
anunrk

Flush Fire — Targer any muxdel sithin range regareliess of
lime st sight. Flash Fire ignores cover, obstructions, and

Isterisning models.
Leg Shat = The range ol the Magelock Phatol in incressed
o 167

» Shecker -

Target Warisch hit by thid jeinch sutamatically

wow. Wark hin damage before making the damage rofl

OIn & Critical it targes model is sl kaocked down

RS,

ghve orders to iriendiy Crgnas models within command. ramge

raken one point of damage tn jos frst asailable contes sysiem

{ — Target model i by thiv attack is pushed hack

“Victory and the smell of burning powder are listked 1o the triggers pall.”

= Capramn Adepi Everety Wallia, Milinng Crder of the Arcane Tempran

The journey to becoming a gun mage is
difficult and long, and few are good enough
to take so much as the frst step. OF those who
sirvive. the trials and have what it takes 1o take up

the coveted magelock pistol,
only a very few make the rank
of captain, and fewer still of

"l.‘ﬂ.Pli'l.in and mlcpl:. Gun mages

this Fu_'l.‘..l.‘:rr'l,li are rare, and
the army reserves them for
the most crucial battles and

Their
skill and prestige is such that

demanding  missions.
they are often given commanid
of addirional gun mages in the
held, typically a unit of eager
young “spell-slingers” always

| keen to impress.

Many a poor fool has taken cover, thinking
himself safe from the deadly aim of a gun mage, but a
captain adept need not see his quarry to place a shot
in them. Who knows what naked landscape they
see when they close their eves and level the muzele
of their Rhulic-steel pistol? Nevertheless; sure and
certain is their aim, and neither concealment por
stealth aids their intended mark. Indeed, several sopn-
to-be corpses have peered [rom the trenches to taunt a
gun mage for the modest reach of his pistol and swiftly
abtained a “blackpenny” between the eyes. The arcane
words they speak into their rune-cast rounds greatly
increase their range with the famous long shot, and
the flagh fire bullet is like a thing possessed as it zings

from wide to true in the beat of a ruprured hearr.

For services rendered, gun mages of this level of
power typically earn the utle "favorites of the King,”
but if they are vaunted hy those who brought them
into being, then they are doubly reviled by thase who

have the misfortune to face them in the hield.




“Starmblades are the wona of thunder, and thetr commanders, the eve of the atorm.”

~Srormblade Lewtenant Vincent, Radstrom

It is rare lor warriors to enter into legend while - unjfed ey, his blade-brothers come forward. As they,

they live ane breathe and walk upon the earth, but  raisd theif glaives, the crackling energy aves from one

so it is with those known throughout the kingdoms  to the othed and energizes each in turen. Fully

. as Stormblades. These renowned Cygnaran knights.  charged, the Stormblade Lieutenant calls his |8 :
B LIEUTENANT |cmp 9

and unleash it through the enchanted mechanika. ~ before the massed ranks of the enemy, but it is 5PD STR MAT RAT

hald the elemental force of lightning in their grasp. -knights into line—it is a line that might look thin

of their stormglaives. A single Stormblade i an the thinness of a carting blade.

: ! Exle
awesome sight, but to watness them en masse hghting . 4 i v
; £ & y Ihe Lieutepant's subordinates are-not the

under the banner of the Royal Knights of Cygnar isto ] - : :
p 1 e only things he commands; for he is‘also trained
glimpse the ancient force that ravaged the bedrock of = : :
to give orders o warjacks in order to rouse them

the primal world. : :
/i to battle, Many a foe has been gent to Hight by

Fierce winds tear at their banner, but the standard.  the sight of a warjack I|I|11|:11.~|"|:1E forward 1o the
bearer holds fast. He is in his element, raising his  commands of a Starmblade Licuteénant, and while

standard in-salute to the storm as black clouds gather.  the Stormblades live, no wanack attacks alone.

STORM GLAIVE

his feet in the earth and prepares to embrace the unleashes the "blades, and they roll farward with E,’j Special  POW P45
]
e v S—

Lisidtenait's Damags
Liewtenand & Standard Bearer

over him like the very embodiment of fury. He plants. With a slash of his stormglaive the Lieutenint

terrifying energy that would render 1o ash any mortal  the heavy read of doom. Forks of energy blast

of lesser steel. Then the sky tears open and a searing  Forward as they make controlled fre attacks,
bolt of lightming forks dewn from the boiling clouds  and as they close on the enemy, the Lieutenant

to engull him. Heds ot consumed; be stands there,  bellows the final command, "Lightning, strike!”
Field Allowance

harnessing the power; annl the standard  and incandescent spikes lance from their glaives
- Victory Podnis

pulses with light, and then ¥ with. a  as they lead the charge to victory.

?1’.1 f[? L

Base Size: Small

FSPECIAL RULES
LIEUTENANT

v Cantrolled Fire (Onber) — When jswomd this order, Stormblades may combene their anueks ai the same
targut imtead ol making ranged sriscka separarely, s long 2s they are in open formation o closer, The
Stoemblacde with the highest AT in the antacking grougp makes one ranged anack roll for the group, sd<dng
+1 i the antnck and damage ralls for each Starmblade, snchuding Haell, parsscipstang in the snack. Conerolled
Fib iy A Eargeg ol ks nedloe:

dack Marshal (1) = The Liewienant may stant the game comtrofling osn warpsch: The Lismenant [
marshaling range squal ia his CMID i inches. 1f the controlled warjock s within the Lisutenant’s marshaling
mnge, it can run charge, or boost an anack or damage roll once per sciivagion. 1T the Leutenan is destroyed
or remowed From play, the warack does nat beeoms fnert. The Lisutenant may reactivals one fremlly dmert
Cygnor warisch per arm in the some manner as a sarcaster. The mactivated wanack comes ander bis
conrol unkess he already coptimls another wirjack

* (Micer — The Lienrenant s the unit leader,

STANDARD. HEARER

® Conduin — Al Siormblades within open formanon gain « | range and 1 10 the POW of thesr woenpmne

# Lightming Strike — Once per gasne, as part of & Chasge, afber meving. cach Stormblade may ‘make aanged
annch fallowed by & charge atack with his melee weapan, A Stormibdube s not conideeed 10 bein’ metlee
whien making the Lighinmg Senke's ranged attack

» Uniy Standard — When the Siandard Bearer rabkes sufficions damage w0 be desirogal wnon-beader moocpes
musddel of this ymis within 1™ ol the Standard Bearer nuy take up the srandand. Remove the mrooper model
fronm the eabile aned wéplace it with the Simndand Bearer model. Ay elfects or wpkeep spells om the roplaced
rocper aeeappiied 1o the Standard Bearer model, Effecta and uplesp spells an the destrogal Staadard

O i

UNIT

* Combined Melee Aitack — lasicad of makieg melec artacks u-|u|..:rl_-. Saprmilslaides in melee range of the
saime target may combing thidr siacke. The Ssormablade with the highess MAT in the sttacking grmip »
wine meelpe utrack roll for sthe groap, adding «1 ro the smack and damage rolls for sach Swarmblade, including
itself, participating in the attack

= Fearlesn - Stormblatde units mewer flee,

* Unip Arachment — The Sooemblade Unit Arachment can be sdded to anmy Stormblacle tinit. The umis’s
Wictory Poim fotslssdoonesied b 1




When the Stormblades first strode across the fiekl
of battle, the enemies of Cygnar retreated from the

-

crackling energy of their blades, but now there

‘4% nowhere left to run, since from those might}'

fknights now come the Stormsmiths, and. thiy

| STORMSMITH

SPD STR MAT RAT DEF ARM el terrifying to behold. Stormblade ranks part

when the Stormamiths advance, They come on
 slow as clouds gather above them, rising up in a
| brutse-black thunderhead, and the smell of ozone
surrounds them like the miasma ol impending

doom.

A blast of cold air precedes their march like
Then,

standing alone before the encmy, they raise up

" Paint Cost

! Flgld Allowance force of nature as closer they come.

Victory Painis
_ their dire countenance and electrical light flickers
Base Sire: Small F 3 ] L

¢ bin their eyes. They carty neither arrow nor b
neither pistol nor long-barreled rifle. They do
not need such weapons, for in their mortal hands
they
power able to call down fire from the heavens.

PECIAL RULES

Staremuall (Bl = As & Spacal
Acbaty, the Seormeminh - mxy wall
e ane o8 the Tollwdng Tightning
wirsked, Stormeall lghuing serikes
are tat consibered ranged artachs
anil o pon requiry line ol sght,
| Models hit by 8 Bghowing werike
siller a POW 10 demage voll and
wariseks are Deimuped. Warkicks
sitfering Dierupoon hose any dutsed
fociss-poents wnd canoal be allcated
[ paints or chanee] spells loe pac

vannil

# Single Strike (® Ardon) — With
a iatoessiul skill chick, the
Sawrmamith valls down & single
Tighiming serake himang any model

weithin 107

o Sirge i Aeriond — A
Searmimith may tnake 4 Surge
speecial action i thene {s nilehor

1y Srormamath v iilisd07

The S1opmenath nady targes upiia

v mepdele wl

sy line drawn between the bases

o the reto Stormaminha. Make 3

kil ehieck o hit each model with

a lighining sirike. Mandeld may

sl b targwied v pet Biags

epecinl sctinn

n (% Action )

she

i

ae bases intersect

Triamgmlat
A Searmamith may

& Triangulagin special action

i he and 1w cther Trendly

Sacrmaenai e ane within 207 of

cach other, The Siarmemith may

warget up tthree models whoss

brases are af least partially within
thie rriangydsr aren berwesn tha
three Starmumithe. Make's skill
claech trs 1wy madel with o
lightning werilir M odeds may andy
ba 1argeted onee pas Trasngulation
special action

- Communder Adbept e, after the enveding of the firn Seormcaller

hald Stormeallers, mechanikal  staves of

Planting their feet in the carth, they raise ther
Stormeallers high. They cannot be heard over the
rising gale, but their lips move as they form the words
of arcane power and call upon the latent charges of
the air. Suddenly the sky splits in fury. Dark clouds
are rent apart by incandescent bolts that lance down
16 blast asunder those foolish enough to remain when
Starmamiths are abroad. Do not think it sufhicient o
duck fram view ‘and hide. The Stormsmiths need not
see the flesh of the enemy to sear it from their bones.
The sky is their eyes. and the twisting forks of light,
their wrath. So flee... and pray that the Stormsmith
comes alone, for when two or three combine their

might, the firestorm that ensues can rage so fieree as

to scar the earth for ye:



One !;::.-_r;.l!-f fawt da ke |

The legendary Sword Knights are masters of the

Caspian battleblade. Every knight practices tirelessly

with the weapon ontil it becames an extension of

his will. Upon dubbing, each knight is bestowed a
ceremonial battleblade to be kept with him at all imes.
He is expected to maintain' this weapon throughout
his life. It is never to be drawn in battle, and upon a
valiant Iin'igl'lt-ﬁ death, the blade iz buried .'|_|n|;|E'5idu

him to keep him safe in the wilds of Urcaen,

For centuries, the Sword Knights have served
as part of the Royal Knights of Cygnar, keeping the
realm free of brigands and rampaging beasts, but since
the dawn of the warjack, the Sword Knights have
also adapted their nime-honored tactics 1o deal with
monsters of metal as well as Hesh. Upon achieving
mastery of the sword, the knights are expected to
study the internal workings of warjacks. The intimate
knowledge of a Yjack's inner mechanisms allow @
knight to pick and choose his targets at openings and
joints to wreak considerable damage where it 15 most

effective,

the warjacks, we dearned bow (o wirk agatnat them. "

Captain Fenl Hasekwosnd, Swdrd Kalght

o o

Sword Knights who remain in the seérvice lor, ™

long tours are rewarded with private tutelage in

“tack ‘marshalling, and esteemed units are ofien -

dcaPTAIN ____[cmo o

SPD STR MAT RAT DEF ARM
6Jef7fafis]aa]
KNIGHT ____[cwp 7 |

S5PD STR MAT RAT DEF ARM

granted warjacks ol their own, Becavse of
this practice, these knights are well-versed in

maneuvers alongside rtheic jack, using their

massive counterpart as a spearhead and often

fanning out to Hank the enemy—a successful

gactic they pur 1o use with other. endly

warjacks as well il given the chance. The knights

accompany their warjack into battle and hald

their shields in a Fashion to maximize protection

From the hail of enemy atacks —no doubt headed el PN P51
— a +
Y Emnn

L ——————— ]

Leader and 5 Troops

for their metal comrade. Long-standing knights

often see ther unit's ‘jack as a battle brother and

have Been known to lay their lives down far it

just as they would any other warrior of Hesh

Up to & Additional T
and blood that marches under the banner of the . .

Field Allowance

(.:_'\'E naran F!'\'L'il:]] =

| Vietery Paints

Base Size: Small

SPECIAL RULES
CAFTAIN

- lack Murshaal {11 2AThi Caglik ray stbrt the
gume conirlling mne wariack: The Capeain has s
marshaling rmage equal o his CMI in inches, ke

o wearjack in withan the Caprain’s marshaling

ranpe i i rum, charge, or oot an @tk or
daindge roll wiee per pctivation. I the Capaain is
deseroyed or renwived. from play, the wanack does mos
bevaise inere, The Capiad
imert Cygmar warjack per tun
awarcaster. The reactivaded warpsck comes wnedar bis

comrod unlens he already conrrols another wariack

sy repctivale var frumlly

L I.III\.' Sdmig manner as

* |ende

UNIT
* [Delenuive Ling — Angy Swr
lormarion with one of more Sword Knights 1s e g
Exins -« ARM.

Flank = When atacking enemy models thas sre
wathin melew range of a fiendly Cygrar warjack;
Buietd Rirghts guin =2 ink miihicke ratla. el s
additional dnmnge &ie o vocceslul anachs,

! Knight In tighi

& Penerranng Senhe — Aler a msecesaful azack
aguini & watack orwatbease, & Swond Knight may
astoematically inilict one dumape poipt madead ol

making » damnge roll

» Ywmrdmaster — Swond Knighe may mabe ane
addirinnal melee amack
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Before Cygnar commits the bulk of its forces
to battle, it sends in the trenchers. Unable to
quickly lug their heavy equipment around the
battleheld, the gritty chain gun crew knoow they
Gunner and Crewman e ; '
must hold the ling-even at the cost of their own
“ v Field Allawance

lives. It's o dangerons cxistence tor Trenchers
Victary Painis It's ange existence fot icher

and few return home—at least in one piece.

U S Those who do make it back to the homestead

Gun), Small [Crewman]

SPECIAL RULES

CREWMAN

* Apmims Feedor (3cAcrion) — The Gunnor cun malke 2n silitional ranged anack with the Chain G4i8 tharing his

eiirrent scivation. The Crewman muse be in base-tn-hase contsct with the Gunper and not eagaged o use Ammo

Fepder

UNIT

e Abintce Depletyment — Plice Trencher Chain Guis Creve afoer normal deplayments up o |27 beyronal the
lished deployment sone.
Aetion) — The Trencher Clisin Gun Crwsr-can ilig & bty battle position o the guncl. gaaning

Cala

* kg In |
cover [ +d DEF} aa

nanmade conarctsans Chain Canness may hegit the gime dug in,
+ Weapon Crew — The Trentlser Chain Gun Crew ¢ up ol a Gamper and Crimisan. The Gunner s ot

o Large hase with the Chaingus). A-weappa e sanuod rui af charge, The Gunner gaina =27 of movensent
4wttty the Crewman. 1€ the Ganner takes suffizient e (o bie

cannat dig inta solid rock or

i b beging activatbon in haso-tu-base conta
.|.-,|.-.-_._-,-.I sl the Creveman s within 17 the Crowman is remonid

the damageil Gunner expire, Any eflects ar sells on the rpmoved Cresonan are apphivd o the new Guiner

CHAIN GUN ==CGUNNER ONLY&

 [dghe Artillery e Chain Gin cannot be vsed 1o make ranged ata
daf recebve un simimg taonas for frleiting mavement when arnching with the Chadn' Gain. The Cunner canni
make ranged atachs with the Chain Gisncamd nnocher mnged weapon thering the sasie actyanan.

o A wiveche attack with the Cliain Gt has the poteatial 1 hit the wrges and beveral nomrly modele Fos,

enake o normal ranged stk againet an eligibb model. 17 she il sk hiss. eoll o 43 v dewrmine the tital

ianber ol Strafe ateki the initial snsck geonfases. then divide the reanly berween the prigmal target and any

poe sitack; tnit casirnot peceive mone attachs than

for each Sirafe attack generated, Cosnplerely

each attack by pesalved

ka1 the Gunner mmes The Cunner does

menlels within 276l i Bach todel may receive more than
allocabedd 1o the mitks] arger. Make separace bit and damags rolls
anack individiially, applyng the targets special rales immediarele s

| o4 ARM. The Chain Cunnery remain dug in untl they move or are engngrd. Chiin Ganners

§ framm the wble instsacl. Any effecis nr spells an

sually bless the courage of the chain gun erews, or

“chainers,” for the opportunity.

S5 [ur ahead of the rest of the army, the Cygoaran
chain gun—originally developed for the Sentinel
itk —may be the enly thing that stands berween the
crew and death. Their guns fav down a hail of shet 10
cover advancing forces as the gunners crank away at
the firing pin while crewmen feed belts of pre-packed
raiinds into them, Every chainer team carmies 4
great deal of ammunition into battle, and prays
bthar they will live for the chance to use each and
Levery shot

Even with the protection of shoveled out

L trenchies and a devastating rate of fire, chain

| gunners know the odds are stacked against them.
b Trencher platoons often treat their chainers with
a bt

their stalwart partnership might one day buy

of reverence and I'}r\{_":ﬁl.IEt"_ I-cnuw'mg thiat

them enough time to live beyond a batde gone
sour. A round of drinks and 4 hot meal are never
bought at so high a price. Hard-noged and grim,
the chainers eat their supper. gulp down their
drinks, and savor each mouthful, .. as it may well

be their last.
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“Beara wary eve the Hunter. You becoitte etiare of the reach, (hen of fl-afrfuﬂy tow fate, Beal then 1
call for your chief mecbandk, and bape to the bells your cortex watill tagetber,” '

——r—ry

_————

Hhadovan hapitan sdvisiog a jinioes offses

Height /Weight E3 LR 11H .4

LTELITLU Losnig Arm Cannon (left arm), Battle Axe

[right arm)

(G EER TR TEETI 75 Kgs /10 hrs general, 1.5 hr combat
603 AR 2

Cygnaran Armory

Initial Service Date

Cortex Manufacturer

Ovrig. Chassis Design

Cygnaran Armory

The Hunter is a ‘jack assassin. Ranging far ahead
of warcaster and company, it is the unknown element
lurking in any mountain pass or forest valley. Acting
as its master’s eyes, the Hunter is equipped with
advanced mechanika relays developed to increase
range, etfectively doubling the distance at which a
wircaster may contral it, as well as an innovative
gyvroscopic device to stabilize its gun. Its lightened

chassis and armor permits it to pass through

challenging terrain, and an inventive bailer desizn

incorporates-a reserve steam tank that can be
expelled for a short burst of impressive speed.
A favored combar tactic i 1o use this accelerated
movement to withdraw quickly from combat
and retreat inta cover to strike again from afar,
This impressive array of features allows the
pioneering Hunter 1o deploy well in advaneeof

its battle group.

The Hunter's Long Arm cannon is designed
for a specific task: penetrating heavily-armored
opponents over distance. The gun relies on
alchemically hardened rounds to punch through
thick armor as easily as a hammer shatters clay.
Far situations where a Hunter might be trapped in
melee, or for the clearing of paths in particularly
difficulr terrain, it is also outfitted with a weapon

resembling a woodsman's axe.

The Hunter is'a recent addition to the ranks,
but it has already made a name for itself in the held.
More than one border incursian has ended due-to
well-placed Long Arm bre mcapacitating incoming
‘jacks before they ever reach their intended
targets. Indeed, few military developments have

been so disquiening 1o Cygnar's rivals.

acke

- SPECIAL RULES
= Advance Deployment — Place 1the Hunter
after normal deplovement wp to 12 heyond the
extublishod deployment zone
Al Terrain = The Humter igrores movemsneni
penabies from rough errsan s
Thee Humur may charge or alam aomes rough
terTain
Extended Comrod Range
see il e Hanier & in
cantrol arcs for the p
doohls the arva for this check
& Pressurired Hesenve Tank — Qe per game
the Hunter canmake an adilitional move a1
the ead af fts actvation. Alir w.-uplmn__- ite

normal activation, the Huster can Advance an

e

LONG ARM

* Armor Pierciag — Targets with medzusm-siand
or larger bases have their ARM stmiv halved
when calculsting damage from the Lang Arm
Effects that Further mebif: ARM are na
redoced. The Long Arm get «2 POW agaimn

modals with small hasie

' SPD STR MAT RAT DEF ARW
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Victory Paints

Base Sire: Medium
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Heavy WARJACH

.

“Place @ Centurion at cach flank and you can be certain, none sball past.”

& Comimanelcor Coloman Strysinr

Cygnaran military doctrine 1= grounded in

larce: vet sometimes fire must be fonght with
fire. As warfire evolves in western Immoren
'Cygnar's mechanikal “engineers continually
develop wondrous innovations and always
push their art to greater levels. Challenged ro
design a warjack to rival the size and strength
of Khadaran beavy ‘jacks, the engineers of
(:ﬁspL:{ r]ct'elhpc{] i hfnr:.'. .-r[l!rkJ:I'l,' l.'l|1..l.'_7:.‘ﬂ-|‘\. .ll'h.J
outhitted it with some of the most advanced
mechanika available, dubbing it the Centurion.
This steam-belching behemoth of iron is the
heaviest warjack in E:\'E]Iilrlﬁ formidable arsenal,
and though the increased bulk of its chassis
makes it Cygnar's slowest warjack, what it lacks

in speed it makes up in durability.

Unassailable to frantal assault, the Centurion
is both immovable and nearly invulnerable
fram behind its mechanikally-enhanced magno
shield. Powerful electrical coils embedded in the
shield are capable of two unique effects: it can
stop charging attackers dead in their tracks by
emitting a repellent field powerful enough to slow

a4 runmng wariack, iII::rL'iI."Ig maost effective attacks

Hokght /Wekght [§rie-Rg it

LTl Magno-Shield (left arm). Piston Spear
[right arm]

[ T LT T 180 Kgs /5 hrs general, 1 hr combat

Initial Sorvice Date EEELL

Cortex Manulacturer [ERVUEELE UL

TN =TT R O Cygnaran Mechaniks Coalition at the
Royal Cygnaran University

1o cireumvent the shield and come from behind—no
mean leat—and also, when the shield's polarity 1s
reversed, it is a powerful magnet able to latch onto an
enemy's arm or head, often locking its weaponry tight

and rendering it useless,

Even the hardest targets are ground 1o scrap ar
the working end of the Centurion’s piston spear
The wickedly sharp paint, crafted for plercing layers
of .armer, is h_wfir;uuli-_-aliyap(mor;:d o rip through
anything in the warjack’s path. Once activated, the

5r||_-;|_r'-_, !ri.>.l|._|:r| hammers AWy 1'-_'|-_'n111::~t-l_\' at n'll'l}‘ll'lil'lg

within simking distance.

SPECIAL RULES
MAGNO SHIELD

» Flocers-Liock (% Anack) <= The Cenfurmn can use
the poserfil magnet incis shasld to 13 up an enomy
warisek's arm or head fo prevent s use. Declare
which cinponent the Centurion is atemguing o lock
beFire making the anack roll. On s ssceenful hit, the
1argeed component i locked with the same effects a0
wr Artithor b Hieadlock power arsck. The Centurion
getn «2 on tts STH rull 1o maimeain the kock. The
Magrar Shield cannos generate a Polanity Firkd whike

g an Bectro-Laock. The Centurion does

an ARM bonus For the shiekl while using

Lok

& Polariy Field =The Conturian cannot be charged
ar peewer attack Slammed by o model that began its

sctivatian b the Centurina's frimi as

PISTON SPEAR
» Critical Sustained Assch - On o' Critical Hit,
aalditional arincks with the Piston Spear againist the

s rget. ihin fuam agtnemarically hi No sddirional

anack rolls ard necesany
= Hpach = 2° males range







High Exemplar Mikael Ereoss moves  eazily
throwgh the city streets of Imer, his armor, blazoned
with the Holy Menofix. clanking slightly with every
step. As i traditional, a mask covers his face, @
depicrion of the stern face of Menoth the Creator.

The ragged crawd. mostly Idran and lowhorn
Sulese, parts For him as he walks, the people shuffling
aside th open a clear path for him down the center of
the cobbled street. Even carts and carriages pull to the
side of the road as he approaches. His path is clear,
although it is also constantly surrounded by whispers,
pointing fingers, fearful and devoted gazes, and the
oceastonal brave soul erving out for his blessing, The
crowd eloses again in his wake, covering his path

behind him. Some of the faithful continue following,

Originally, Mikael Kreoss found the crowids that
gathered about him whenever he went abroad 1o be
disconcerting;, but he eventually came to accept them
as an allegory For his life: although his way might not
seem clear, Menoth shall free his every step of the
many distractions and temptations that endeavor to
lure him aside. So long as he ignores the world, as he
ignores the crowds, the way will open up before him.
Now, he is used to the fame, the notoriery, the privilege
and isolation of his status, Now, he moves with grace
and purpose in the knowledge that he is a powertul
agent of Menoth and a reflection of his glory.

Kreoss' fingers are intertwined, both hands raised
to his breastbone ns ke strides to the Sovereign
Temple of the One Faith, He petitions Menoth to
free his heart From uncertainty. He has doubts;, dark
fearsin the corners of his soul, that same of those who
direct the temple may not, in Fact, teuly be its servants.
“Menoth,” he says aloud, "divine Creator, search our
hearts, Flense the weak and impious in your clergy.

Tuarn each heart 1o you or to dust, as you will.”

As if in answer, one person in the crowd stands in
his path: Tt is the Priestess of the Flame, of course; no
one else has Feora's untamed will. She is arrayed in
full battle armor. far heavier than the peacetime gear
that Kreoss wears, and wisps of steam vent from the
rear grates. A stray. lock of long, black hair shows
from beneath hér mask, and Kreoss surmises that she

donned her armor in haste.

He stops; his countenance darkening beneath
his mask. She i froudle, he thinks. Although Feora is
generally calm and placid, even congenial, she has a
Fimous temper. Every mament in her presence is like
holding a rifle with a hang-fire, wondering whether
or not any given words or actions will end in an

explogion,

Kreoss says nothing for a long moment, forcing
her to hold her tongue lest she undermine her
argument by breaching etiquette. However, if she
waits too long, the same effect shall be had. Finally,
the Priestess speaks nonetheless, her voice as smooth

as softened butter: "What is the meaning of this?”™

The High Exemplar shruge nonchalantly, “I'm
sure | have no answer, for I've no idea what e
might be.” He steps past her as if he has nothing more
10 say. For some reason, the high exemplar derives
pleasure from treating Feora like an impertinent
child. He considers it only fair; she acts that way

much of the time.

Instead, she reaches out and grabs his arm with
ane of her massive gauntlets, forcing him to turn and
face her.,. ot obe wonld o servant. Kreoss' eyes narrow
menacingly behind his golden mask. He peers down
at her hand, stll gripping his arm.

She remains placid. Holding a finger from her
remamning hand aloft like an instructor, she asks,

“Why have [ been removed from my temple?”

Kreoss shrugs her restraining hand away. "You are
no god,” bie growls: "Therefore, you have ne temple.”

“Yau know what I mean. Why have 1 been removed
s commander of my Flameguard? U've overseen the

security of the Sovereign Temple for years.”

*Your Flameguard? They are not ywir Flameguard,
Feora, nor is it your temple,” says the High Exemplar,
“The temple is Menoth's. The Flameguard are
Menoth's, Even your service belongs to Menoth. And
the Creator's highest servant, the Hierarch Voyle, will
personally direct security of the temple, now that .+
is here. IF you take exception: to this, I suggest you
ask the Hierarch to pention Menoth directly for
judgment.”



o P ou ks m_y point, High Exemplar,”
says levelly. reasonably. "I have led the
~ Flameguard at the most holy sitean the Protectorate

for the past seven years. [ have been told there s na
more precious site. To be removed from this position
questions mi ability, my very layalty, in fact.”

Kreoss begins to reply, but pauses, He cénsiders
ber point, and, finding no fault, he bows his head
and says, "Forgive me, Priestess. | have misjudged
vour complaint. But, in all honesty, there can be no
question of your devotion to your duty, Menoth has
spoken through Hierarch Vovle: and we can only
do our duty.” He glances once more at her steely
evies, saving, 1 must now gzo to the temple. Menoth's

temple.” he addswith awry lilt.

He turns and leaves, but Feora steps up to'keep

It is not ary

temple, although afier these past few years it is more

pace, "You are right. of course,” she says. ”
of 2 home to me than the place | slecp. But vou are
B P ;

& also wrong. It is miy Flameguard.”

“The Flameguard were institured by Hierarch
Sulon himself, well over a century ago. They have

sworn their lives to the temple, not to you, Priestess.”

1 trained them,” counters Feora. "They are my

Seamrades, my brothers and sisters... my cbiliben,”

Kreoss raises one hand, "Enough,” he says. “1

“weeary of this prattle. You Hirt with blasphemy,

woman. Heed my words.”

“Asyou wish,” says Feora, seemingly unpermurbed.
“What business sends you to the Sovereign Temple?”

“There is too much mllk: Some claim Menoth's will
N drives us to war, some claim otherwise. I'will find oot
Bt e says. And if she says we go to war, 1 will seek

Mher blessing and, with it, Menoth's."

The two walk through the town, side by side,
#he crowds gazing upon the High Exemplar with
dmiration, and avoiding the eyes of the Priestess of

'ﬂu Flame.

Az they draw near the Sovereign Temple, Kreoss
rves the Flameguard presence has been sizably
. ‘A verntable ring of iron surrounds the
ilding, soldiers dressed in flowing white tabards,
vy golden-hued armor, and all-concealing helmets.
BEach carries a weighty seven-fool spear at the ready,
| s wisps of smoke emanate from the guttering flames
S0 cach spear's slotied blade. The crowds give the
- Flameguard a wide berth: none of them approach the
sordon closer than Aoy yards.

: ﬁsmgm':wlth ﬂmm'

At Ie.u,sr. nat il he- ippma:ﬂ)m‘tﬂtl’hm cE
Unl:lr.u the crowd, theydo net open a par.h hni'qml:ms,.
Their lite-enhanced spears vemain leveled; dmnguﬂg
ro cross their line. Kreoss stops short, unused to ﬂ_uﬂ[r._‘,'
behavior. He turns and looks back toward Feora, ¥

irritation creasing his brow beneath his mask. % 00

b
.

s e

“L'm sorry, brother Mikael,” she savs innocently,
“Twas lost in thought.” With that, she walks up 1o join
him, and the Flameguard soldiers pop to attention,
cigidly erect wath their spears held high. The motion
I;JIPPII:E along in both directions, looking almest like a
wave breaking at the beach, until every Flameguard

surrounding the entire temple stands ar attention.

Feora passes through the line, Kieoss now at fer

heels. She wives one hand. “As you were,” she says
quietly, and behind her the Flameguard resumes their

wiarchful stance.

Kreoss glowers at Feora, but her face reveals less
than her mask. As they approach the Hundred Steps
of Duty to the temple doors, Kreoss realizes his ire
threatens to raint his soul, o dangerous situation just
belore an audience with the Harbinger, for it 1s said
that only those pure of purpose can enter nto ber
presence. Taking a deep breath, he channels his anger
into o fervent prayer; and immediately feels Menoth’s
peace returning to him, As he slowly ascends each
of the one-hundred steps, he petitions Menoth for
Feora's soul. A hundred prayers for his companion, ..
each with, perhaps, a bit more supplication for

Hensing than usual,



Henoth :!I.?ﬂljw.l:r st at e e b wal, Sene are quided to greatneas by i

Light. .. otbens are wtterly comiumed by thespiritual conflagration”

Priestess. Feora ta & gatberiig of Mefube worshipgpers

Forged in' the fires of faith, the woman called  spear. That very night, her own father handed her
Priestess - Feora, having renounced her surmame  over to scrutator justice, but rather than dispatch
for Menoth—as all Flameguard do—is known for  her to Tower Judgment, some scrutators debated her
her will of won and her blazing temper. A nigh  actions and decided that in wiclding the llame spear
unstoppable vessel of divine power, her ferocity in
battle is without compare. She is a Ining example 1o
the Temple Flameguard who attend her with absolute

devation.

Born to a family ranked high
within the Temple and raiged by
devoutly religious tutors, Feora is
a rare sight in the Protectorate: a
powerful woman with grear standing
among  the clergy. - However unusual her
statuire may be, none within the -|11:I'Ilp||'_‘ EVEeT
comment upon it, as even the most feckless
worshippers in the laity recognize Menoth's
hand upon her life and work. During Feora's
childhood, she was drilled mercilessly in the
Canon of the Trie Law until she could quote the
whole of the scripture from memory. She was
also trained in intercessory prayer, and the
pedfection of her faith verged on the divine,

impressing even her visgoth proctors,

Those who knew her as a
child say she has always been
drawn to fire, but the truth =
is that the purity of fire has g
always been drawn to her.
As o young girl, she began
ta steal away with her
brother's  fame spear
a5 he slept. She trained
hersell in its use, even
learning 1o commind
the hnl_'l.' lames
contained  wathin it
Upon “her discovery
one evening by a family
member, she was seized
by the men ol her house
to be punished. In
her attempt too escape
them, she s6t a portion
of the maner house on

fire with her brother’s



1114 rﬁnhhﬂ?\'ine call. Feora was given the
‘ "gg to begome a Flameguard which she readily
epted. Despite repeated discipliniey actions over
the next several months for her impulsiveness Jand
rash tongue, she eventually graduated with high

honors and even higher expectations.

She rose quickly through the ranks. but Feora
soon tired of the monotony of guard duty and patrols,
Before long her superiors assigned her 1o hieldwork
and on patrols to border garrisons, as much to remove
ber from the guiet intrpspection of the temples as
anything, but in her heart, Feora longed lor batile

and the day she could lead her own legions to victory,

FEAT: SCORTCHED EARTH

Lsing her talenr for controlling Hame,
Feora has learned how fo focus her haly
fury info & singular burst of hegy wrath. By

l,'J“I"H’ upean Menoth's name. the Priestess of
the Flame can ignite a massive cloud of cruel
hve. The rEhIJ!liIIE cunl'l.]gm:i:m. guided b"."
her will, surroonds and 1.'1:|Hl|.|.f.1 any enemy
unforiunate 1o be close h_l,'.. l'mu'nt: them o
fect the smoldeéring hatred of her prayers.

All enemy models currently in Feoras
control area suller Fire. Fire iz a continuofis
elfect that sets medels ablaze. A model ‘'on
fire takes o POW 12 Li.ulu.gc roll each turm

during its maintenance phase until the Fire
expires on a db roll of | or 2

Then came the most momentous day of her fife —one
which, again, many attribute to Menoth's: direct

intervention. While abroad in the desert wastes, the .

SPECIAL RULES

» Death Pyre — Feora explodes into flames
if shie 1% destroved. All models within 37
suflfer a FOW 14 damage roll and soffer
Fire, Damage rom Death }"_-.-rw cannot be

Priest of the Flame fell suddenly very ill. In the past
wears, he had grown fond of Feora, and in his final

hours, he called lor her o be by his side. Breaking
i - - i : D
tradition, with his last few breaths he commended his T
1 . Point Cost
B stall into her care, and suddenly. Feora had become boosted.
Field Allowance

Victory Poinis

Inspiration — FFIII."I:II.EI.IT |‘-|d.muﬁu.1r:! units

the new Priestess of the Flame and the steward of the ey =
within Feoras command range never Qe

TIEEHP"L‘ I'rillﬂl-‘g'-lil-rlj- anid i|:||||rL‘1tiI|.I!|.'=;|.' I‘.IHI'!.'.
Base Slze: Semall

Since that day she has been prepaning her temple

FLAME THROUER

for war, specihcally against Cygnar, She considers the - e 3 . e

o i ? - :bl a1 he i |': & | - ® Critical Fire — On a Crtical Hit, target modle] suflers Fire, Fire is a

Jewel of the lron Kingdoms” to be inherently Hawes b | eontinuous effect that sets the target ablaze.- A 'model on fire takies a2 POW

and a bastion of heretical Morrowan evil; that they - 12 damage roll each o during its maintenance until the Fire expires on a
- . ] .

Bave authority over the Protectorate galls her. She dt rall af 1 or 2

Bolds her people to a high standard and expecis them

TRUTH & CONSEQUENCE
o Crincal Fire — On o Cratkeal Hin tiirgret muosdel suflers Fire. Fire is a
eontinuous ¢ifect that sets the target ablaze. A model on fire mkes 2 POW

o live up to it She would be extremely, unpopular; i
#xcept her actions mirror her lofty principles, and as a

result, she is loved by her troops.

12 damage roll each turn diring its maintenance untilthe Fire expires ona

; ; dé roll of 1 or'2,
As one might expect with such a devoted and

mtense woman, she tends to lead from the front.
entering the fray with the righteouns satisfaction of the
yuet, laying the purification of flame upon the wicked

with her fiery fists fueled by her warcaster armor

and, at such times, Menoth anawers her cills for

Spells Cost RNG ADE POW UP OFF

Blaring Etfigy 4 B L o Ho Mo
Tasget frienaly warock erups in fiames but takes no damage. Enemy models within 27 sulfer
& POW 14 damage rodl that moay be boosted. Enemy models/units within 27 must make a CMD
check or flme

his fire, ever ﬂ{!'.-.u:u::ug His own Ereat canse, -]

Il Feora has a fault it is a signihcant

one: her intolerance of evil has made her .
; : - 5 = Bl Engine of Destruction 2  Caster - - Mo o
more and mare possessive ol power—she ot Fror gains +2 5P0. +4 STR. +2 MAT for one round, This spell may be cast onve per sctlvation,
trusts no one else. Thus, on her advance Hex Hammar 3  Caster CTRL — You Hao
rhrnugh tlin—ole ray, she! las grown Enemy models thiat spend focus points to cast @ spail within ADE suffer d3 points of damage,
% - v it h Ignite 2 & - - Yes Mo
distant from those around her as she Tasget motel/ unit gains +2 FOW and Criticai Fire on maloe attacks.
graspingly amasses more authoriy. 4 Tmmalation z B - 12 Mo Yes
ln truth, the Temple Flameguard On & Celtical it target modal sufters Flre.
- Wall af Flra 2 B Wiall " Yes Mo

o or alome, H a0 r
answer to her alone, and it may only Feora creates & curtain of flame. The wall tempdate may not be placed ouching a model’s base

or an ohstruction or cbstacle. Any model maving Into or ending Its activation within the ternplate
orea suffers a POW 12 domage roll, which moy not be boosted, and Fire, The wall provides
concepiment bul IS not an cbstachs.

be a matter al time before Feora i
sees herself as the church’s proper L
leader,

Hierarch Voyle's opinion

notwithstandi ng.
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el Are Mode — The Guardian miy channel spells, [

. Bﬂ'ﬂi-! Standard — Fﬁcﬁm}' Protectorpte models/unirs of the
“within 10" of the Guardian never flee. Fleeing friendly
Protectorate modelsfinits withia 107 of the Guardian

tmmediately mlly,

& Wird of Retrihution —Any time the Guardian is

s
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“Menoth doea m!_:'_r,rrﬁnr .*m'_a's gifld aa these lghtlyl Hivworks are great and By rewardy greater!”

— Hirrarch Gassiek Veuls, anvedling the Guanfiag in Ui assembled Temple Flameguiard of Sal during his Recognition Ceremany, 588 AR

The great sites of worship are no less importint
as an ammuniton depot or training camp; and
Higrarch Voyle lknows that a blow *against
the faith is as devastating as any sacked city
or razed village: The Flameguand “stand -in
harm’s way at Menoth's temples; so 1o them
Hierarch Veyle bestowed a blessing during his
Recognition Cercmony in 588 AR. He ordered
the ;-clilling of some Crusaders, re-casting them
in iron and brass to reflect the glory of Menoth’s

| favor, and assigned the re-dubbed Guardians 1o

disinguished Flameguard units,

Currently, Guardians are deploved as onc
of the most versatile close combar ‘jacks in the
Menite army. The role of the Temple Flameguard
seems to be changing from temple senninel to that
ofwarcaster defender, and the Guardian wanacks'
roles’ have been evolving ‘as well. Indeed, the
Vassals of Menoth thematcally designed these
Yincks to hit with the supplies, combat styles, and
various methods of warfare employed by the
Flameguard, and Guardians have become tactical
support weapons, vanguards, and primary units
in close combat. In many cases, Guardians are
teven: deploved without Flameguard contingents
at all, since the jacks are quite formidable on

their own.

In recent vyears,
some say due to the
passionate  ‘appeals
the Flame, Hierarch
Voyle has ordered a
number of Guardians

to  the - battleheld.

damaged by @ melee attack, ic can spend one [orus paint

ta cavse the attacker to sufler dn equal damage roll.

FLAME PIKE

« Critical Pitch' = On s Crrical Hity the Guardian may
throw its targer rather than make 2 normal damage roll.
The target s thrown d6” with the same effect as a Throw
power attack and suffers a POW 17 damage roll. Do
oot wake a devinton roll when determining the thrown i
inodel’s point of impaet. Models hit by the thrown madel
siifTer a colloreral damage roll of 246 plus STR 11

A Reach — 2% melee cange,
- ® St Defense — The Guardian gees +2 DEF agains: Charge

s anid Sk attacks from us front anc

[ 1T i

B e,

Their impact has been
monumental. Adorned
with  hundreds « af
engraved symbaols
and  scripture  from
thie Camonr of the Trie
gach Guardian
is a walking icon. Ifa

particular force shows

Priestess of

promise; the Hierarch often grants the commanding

warcaster stewardship of a Guardian

The ‘jacks are fitted with a long pike filled with
Menath's Fury. The super-heated core allows the
weapon to shear through heavy armor and, if its aim s
trive, the Guardian can use it to pitch an enemy aside.
However, & distinguishing characteristic of this ‘jack
is its arc node—a surprising modification for heavy
facks. The spell-channeling capabilities have raken
many enemies unaware, making the addition worth

every hour the Vassals spent on them.

The divine protections inscribed upon the armor
of the Guardian warjacks are not for show, Indeed,
the symbols are powerful pravers designed to afflict
anyone who attacks them with the wrath of the god
Menoth himself. The Ward of Rerribution rings with
a powerful intonation, and woe be to those who assail
a Guardian while the ward is active —as dictated by
the Trie Law: “an eye for an eyve.” Hence, the ward
vepays in kind any hurt dealt to the Guardian with

equal pain,

Affxed to the shoulders of each Guardian
are a pair of banners bearing
the menofix, nypically

scrawled

-

w L iEh
scriptures from  the
Canorr. Menoth watches  his

faithiul during battle, seeking out the

righteous 10 bolster and reclaiming the cowards
tor fodder in Urcaen. The bartle standards of the
Guardian rise above the Menite army as a reminder
that the Creator's rewards are reserved for the loyal
and faithful—a platitude that can impel even the
maost ﬁuig’uu:l soldier onward, Such is the power of

Menoth,




Helght /Weight

Armament

Fuel Load/Burn Usage
Initial Service Date
Cortox Manufacturer

Orig. Chassis Design

12" {not nchisding banner) / 8.4 tons

Flame Pike [right arm], Mark 1l Diwinity
Arc Node

115 Kgs / & hrs general, 1 hr combat

SEB AR

Vassals of Menaoth

Engines East / Steamwerks Unlon (refit-
ted by Sul-Manite Artificers]




Giaier and 2 Crowmed
! Fleld Allowance
Victery Painis

Base Size: Large (Gunner and
Sunburst), Small [Crewmen]

SPECIAL RULES
CREWUMAN

* Tarfgsting O Actmnd — The Guimor gaine a cumalasive el
HAT For e ot The Crtseian mus be i baseo-ti-hae
cvnstat swith the Tisiomer wnd nox engaged 1 wer Targening:

UNIT
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Large buaer with she Sunls
chiarge. The Gunner gair
with which ks bsrgind norivat
tht Cisrunenr talies amfficient (magy 1o be desnord
Clrwereary i witbin 1%, this Crawanan is remived o oy
wable-inuead, Ay effects of spells an Hhe anmsgred G
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SUNBURST “SGUNNER ONLYE

¥ the Sisntiarss bive & targer witha

= Addigicnial Flaats
mediimeared or larger Lase, 4% sleltboal biaaes will be
dischargrl, Roll deyiariom fir vach sdditional bldst from the
ahst's isiirial gk, Aeklithonal blaans havir s 57 ACE and
cuizse & 1POW 6 damage roll 1o 4l modeds within AQE

Fhe Sunfiqest cunmnt be ased 10 make

Raghr Artilleny,
Fanged attacka if e Crunner maas. The Cunner doss s
receive ait alming Fusstiiy fine Surfisiog. mmnmgment.
¥ ey iy e

mobile

“Conver bebisid your- walls, enemids of Menoth! Brick and mortar will mot vave you! Fire the
Seenduratol Blow pheir damped vl to bitsl”

L=

Menite  enginecrs  were

recently ‘tasked to build a

weapon  platform

the

based

hurling

on shrapnel-

Skyhammer

" launchers employed by the

Redeemer ‘jacks; After several

unsuccessful tests, the new
design was simply too heavy
to  be man-portable, The

Vassals of Menoth ultimately

settled  upon © a simpler
delivery “method o launch
ammunition,

liﬂ.‘ |‘Jl.‘i.1 VIET

With

and centuries-old design; they

mechamecal ingenuiry
utilized ballista technology 1o
forego the random nature of
fuel-propelled rockets. They

dubbed this the Sunburst.

Dieliverer crews operating

the Sunburst ballista are stout

= Aminicetisnd M prica ucombar as his crew brngs & Sunborst 1o beas

zealots with a keen eye and a nose for mEaEuring

distances and the wind. Warking in tandem, 4 gunner
and his crew can easily range and attack targets as
long as they stay in close communication. In the dase
af the Sunburst, ehoosing the right mark is critical 1o
ensuring that the unique capabilities of the Sunburst
are‘nat wasted: Waste, after all, 15 the antithesis of

Menite virtue:

As a ballista, the Sunburer hurls a stoum wooden
shaft tipped with a shaped meral head into the enemy.
It olten plows right through solt targets such as men,
but like the Skyvhammier rockets, the metal hiead halds
several secandary charges that are thrown about if the
head crumples against a more resistant target such as
a warjack: Certainly effective a5 a ballista 1 its awn
right, the Sunburst's true purpose is to shower hidden
enemies with its deadly payload. Thus its primary use
is against warjacks in the accompaniment of other
troops. Menites believe thatthe enemy's unwillingness
to die for their cause will be their undeing, and the
Sunburst is just another paintul and effective tool that

exemplibes this certainty.




cwith stronger
Leither,

Chrethren, With his twin blades the

Sthrough the enemy tirelessly, sowing death with every

EaxemplurS'nmhﬂll

.

Vo blade ir maamed Law. Thiv one, Order,

L

The power of beliel is never in guestion among
Menoth's congregation. Never more than farty-eight
in number, the seneschal is both knight and priest
faith than the commen: example of
These holy knights are living pillars of faith,

Cand where they go the Wall of Menoth follows. They

“are among the Creator's most diligent followers, and

Wity sends them to wherever the Hierarch's orders

are, ta be carried cut with the highest prionty.

The seneschal is nothing less than a force of nature
wn the battleheld. Upon rising to the rank of seneschal,
the knight 15 granted a second relic blade pried from
she hingers of one of the seneschal’s fallen exemplar

seneschal wades

Step, Those unfortunate enough o be caught between

ghe onslaughts of blades are smote by the sheer power
ol Menoth's

bal opponents like waves against the shore.

holy fury which sunders even the largest

50LC

beir wiclder,
fardl il wbess vy Bife dida They are to e ao £ am tothé Crentpr"

— Freim thie “thard of Phovosiit " s n bivievory exemplat seneschal

-

PH“-.- ﬂP! T

eir raatens dlavany geap aport thee

inhefent bond with

Most notable is a seneschal’s
his fellow. Menites, Like the exemplar knights
who rage at the sight of a fallen battle-brother;
the seneschal feels the demise of every Menite
like the cutting of his own Aesh: Indeed, one tale
relates the saga of a seneschal charging from the

very gates of Urcaen to avenge the deaths of his

f EXEMPLIR SENESCHAL | cD_9 |

SPD STR MAT RAT DEF ARM

Menite brethren at heathen hands: Such is their
conviction the seneschal will never relent [rom his
holy duty until his broken body can carry him no
further, and sometimes his will goes even beyand
this, [or as the tale relates, their broken bodies
will undertake a last ditch effort to avenge the
transgressions of the unenlightened, whereupon
they can finally move on fram this world to join

Menoth's forces in the hereafier.

+ Point Cost

Field Allowance
Victory Poinls

SPECIAL RULES

® Megin of Faith

* Copaimuniles

destroyed

Righiecus Fury

o Dl CALEV iminghes
= Weagen Masier
ahbional din go

An Esiis gl Stesirehisl s s alfoceel
hJ.- enmitinviaie cflocia,

® Chain Matack-Swvitn — I e Exemplar Seneschal Rits
the same tasges with beth bis infiial Relic Blade attucks
dhiring the samn actvanion. afer fosalving the amacks
fee mvay immihiately neahe sn additional melec snack
afpdnst by thrget. [ the srack roll suceeeds, the targe
in (lameed 6 dbirectly away from ihe Seneschal wirh
the same elfect os's Slam jeover aptsch, suffiring o POW
11 damiage roll. De ot rollan sddisions] damage die for
Weapon Masier/on sucorssfal Simiie artacks

= An Exenmplar Seneschal han o comman!
st evial 10 hik T knnches. Friarely Eroiediara
rrimd el v waies imridle lis command range miy use the
Semesghal’s ML when maling & command kheck.
e Saneschal can rally and ge onders to fenidly
Prvspctosste mindels within s command mnge.

® Feardess — An Exemplar Seneschal never Hees

& Field Officer = An wdditional ynie of Koighia Esgiplar
sl lse Gl smwr narmal Fielid Allisvance lmdlatdiens
for each Exemplar Sensschal melyded m the srmy

* Reunrmpion — An Exsmplar Senesthal rigain one
waienely dge 10y bils maximam, each tme a friendly
Progecterate muade] wizhi
desrroyed, When the Seacechal Toses Tis last woiind, e
18 Erssckesl i drstesd of Teang dastrayed. 1F he has np
bspam remterred v gt beasy wne wound by the commlling
phiger’s neext maintenance phase, thi Sesschal

s eeivinand range i

An! Exemplar Sanes fal gnana -3
ST and ARM for o ratsnd when pae o imore [riemily
Prteciursts mindr ls are destroyed within o range squal

- An Exemplar Sereschal dedda an
melee damage rolls.
i — 3

Base Sire: Small



The Menofix is a powerful icon to any Hente,
1t is & symbol 6f past pains, ancient history, and the
future, and irs very presence on the bartletield
the farthful
Some  of .them feel. the

Menofix's call morethan others, andin a show af

can S-l)ml."f.il'l'lk‘s away ..1.L'|-|l‘.ll'll:'r- 'l.?li

troops to greatness.

{ MONOLITH BEARER | CMD 9 |

SPD STR MAT RAT DEF ARM remendous faith these zealots bear massive haly

symbiols 1o the field in order to encourage their
fellew Menites. These hulking gramite or basalt

monoliths weigh thousands of pounids. bur the

HEAVY MACE

= Special  POW P45
EJ —nm holy zealots bear them up nonetheless asif taking
— on but a fraction of their actual burden. Such is

Damage their drive; they heft this great weight and

' Point Cost go before the throngs of their brothers and
Field Allowance sisters, praying loudly and singing the

Wiclory Polats hymns of the Shaper of Man.

fann firel Suns To the teeming masses. the
1o maonolith. bearer is a  powerful
reminder of Menoth's  awesome

PECIAL RULES
Fier Ascuiibt — I the Mavolnh
Bieartr = dlessrened Bt nn wnsty
ymaidel. all midals f the ik
Foabor umit van run withot bamng
ordered ga o so amd perborm &
comhat setinn aftar rusning. This
abilige lants for the remainder ol
the gae.
Gieearer Destiny (% 'irtlr."ﬂ -
Sodels in 1he Monokich Bearer's
cirit chis put: tarkon damuue aml
canond ba :{—mwﬂ" e e poined
Ciroater Dieitiny WI'G & hhl,uncvr
e ganse
Holy Monnlish —While |.|'u
Manobitl Bearer remaims on tue
wable, wdeln in the sinie never flee.
Whign coe ar maore models i the
unit wre destrosed the rempming
el gain «3 TIEF ancl ARM frer
s Tl
CHficer = The Manalith ikm-.r in
b wmit beacler,
o Teaygh — Whennves the Moandith
Dearer mshés sulficent damage
to i illemtraesl, the costrolling
plaver rolls 4 36, O a5 or 6. the
Momobih Bearer s knocked dearn
mstwadd of being destrenved. 1E the
Menolith Tearer i nor destroyed,
he tu recineal 1 onee wioaned,
[inis Artae hangat = A Holy Zealot B
Ut Artachiment' cam ke nibiled oy
sy oty Benlat e The uni's
“tary Prans wial is incrvasel o | g8

power and strength. The presence of
the bearer extends a divine vigor into his

peers and i“a\.pirns |_1|:1u.'.'|1.-uj'-|ng I.l;1:..'il|[_'q," as the

Y

Faoodkf faok “Pn_i! the pinver of ¢ HMenarh and tremble! In Hiowll, all things are .rm;'.-?r postaedile

— Aholy sealotdeslvae, i b fesr lifed his Menalia monaliah

"l f"

beareshrugs off otherwise mortal wounds. When the
bearers do finally succumb 1o the damage wrought
upon them. their monoliths topple from their grasp
and they lie in‘an unbelievable ruin of blood-soaked
fesh and bone, Their loss i& justas moving as their
march into combat, even more so it might seem, for
the zealots that followed the monolith bearer drive
themselves ever harder into the Fray so that they. too,
might receive a likewise and honarable demise mn the

ultimate service of their great god.




Al the world s execrations must be hatled tn the flames of purity.”

— Fevwen, Priviteas of IhrlFb:lh-

Never intended for foreign helds of war, the role Onee called to duty, they saturate the heretic home
of the cleansers was originally seeded in domestic  or hidingplace with purifier Hamethrowers, reducing
conflict. Much feared as the disciplinary arm of the  the building: the inhabitants, and —as the scrutatars
Flameguard Temple, the infamous cleansers are decree—the taint of corruption to ash. As theirfires
merciless and wnyielding. 1t is their job to sanctify. begingcleansers stand watch over the blaze and
she land from the touch of accused’ heretics or ~ cur down those who might try to escape —most

practitioners of witcheraft. With blessed fire they  cleansers choose to merely wound or hobble a

| ARMS MASTER

“scour those places touched by heresy burning the = bumming escapee before tossing them back into SPD STR MAT RAT DEF ARM

Secciised and their homes to the ground along with  the inférno; thus carrying out their senfences 1o

Pall of those too close to the source of the heresy. The  the letter of the law.

mizht of a cleanser unit solemnly marching through a s 2 .
) LT J Though they were created for domestic
Protectorate city is enough 1o make anyone aringe, let : P
. | | k Faiel purposes, the expansion of hostilities has called
alone those af weak faith.

for the deplovment of cleansers against heretics

outside the Protectorate borders. Their highly- PURIFIER

shielded armor protects them as they stand vigil O
over the blazing buildings they immeolate, but n-m
PURIFIER BLADE

it alza ofters protection from their enemies in

the field. Evidently, the armor iz less effective

Special  POW P45
from behind —where the fuel for their punfiers 1
= T
is stored in tanks that can explode when _H-

ruptured —hut what god-fearing Menite is found Leader and 5 Troops

with their back to the ene my s Up to 4 Additional Troops E
! Field Allowancs

Victory Points n

Base Size: Small

¥ SPECIAL RULES
ARMS MASTER

# |ncinerstin (Chber) — When issted this arder, evesy Cleanies in the uiniz may cobtbine Rin
fiow o the same target within 57 This anack requives a1 least three eligible modals, ahch
must be im open formarion with another pariscipant. able s declare s rapged antaclc agsinn
|h¢ el 1 L. ahal b In range, The Closswer with the ldghen ﬁ.ﬂ.T i the sk i
gronp makes one raaged smek yoll frr the gronpe sdding =1 1o the anack rall Fae cach
Clesnser. including inelf, particrpaning in the attack. Incineranon in a POW 12, A0F 47
aitack which leaves o cloind eifoct thar resnakne |sl.|.ll|- [k gmie sl lnceease the POAY In
ol fur each Cléanser parcipating i the anack. Models moing through or snding thesr s
within the cloud suffier a POW 12 damage rall. Incingrate may not rarget s moded i oosdec

* Lealer

LINIT

® lrregular Armor — Cleassers have ARM 14 agnina artscks thar origmate s thase Eonor
and ARM 11 agaimes prticks thas ongiaie i their hack are

PURIFIER
= Crincal Fire = On o Critcsl Hit targes model suffors Fier, Fire is a conmmuens iffmer e
weis the target u|: lare. A model an fire sulfees & POW 12 damage roll wach o dusingie

T e T T T T i
» Exploaive — IFa Cleanser s distroved by an stuaek originating i his bl g, he exploees
All mieskels wihln 57 suller o !'ﬂ'l'- 4] dumu.pt gl il mre #ct 1 ire.

] by

Fa
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7 .j-lnf.' .‘.Elr.r:.r can -.rH .rm! f:l.ne to the by of man, Hay their !ﬂr.r':!.u:.‘. qrine .-;r'l; atitd eraek with thetr
praises. Finer gifte dare not-be given than the prayers of offered fleab.”

— Trom ths e af the Troe faw, m cunted by the scritutors

ln lhg L'.J;jgm g:.i' J.{vr ]r:rm‘ Tarar, :'r'n:nmh'x L'equcs.t
“to hear the screams of the profane so as to
find the sacred soul which delivers them™ is i
very literal translabion” by the Menire clergy.

Serutators within the Protectorate have taken

SPD STR MAT RAT DEF ARM
0 0o|Jo|5 |10

it upon themselves since the Civil War 1o make

their primary sacrifice the sereams of those put

" Point Cost to the lash or worse, It has become the fuel for

thq,-ij' hcﬂ:.' Wl.:ll‘it. .'|.|"||.‘.| one F.||- I!hi.' -‘iiﬂlﬂ-’ﬂi '-'.IJ. Ihi';l'

Fiald Alowance

Victory Points sanctified fury is the frightful wrack,

Base Size: Medium Non-Menites have a difficulr time stomaching
L this concept. Those who are sentenced to the
wrack —sometimes self-imposed [ —spend days,

sometimes weeks, hanging from the sharp-

edged chains, shrouded in a fog hazy
K E 4

M incense. Suspended there, the sufferers of

SPECIAL RULES
* fubvance Deplasment — Placethe
Wrach slter nermial deplovment.
up o 127 leyomd the eosabilzshed
deplaymem zone

Drund — The Wik jx a terrifiing

the wrack are forced 1o reflect upon their
sing as they ery out their misgivings.

The pain is unbearable, and even the

strongest of wills quickly. wears

Tmmodnde — Thie Wirack camman
ooy e mrvd, o kticched dosn
Clbuirst = When the Wrack takes
suFacwent dbimage te b bers b, it
exphonbds iyr i ball of sosulfire with s 57
AR A iwadels i the ADE sulfer
 POW 15 damage soll When tbe
Wrack exglonles, remove 3t fram play

-

can be heard over the sounds

of battle, even from afar a

| digturling thing 1o non-
Menites:  Sometimes y
the order is given ,

B among the enemy 1o

Siffering’s Prayer — The Wiack

i Fioc . premivet- ilumimgg it s .
R gl B e silence the rerrible
player’s control phase. A any tume
during a Ireadly Proecrorate

warcaiber's aerivaison, he ey

cries, (o impart

rempae A by oo Fcus foing fmom mercy to the

ane Wear K withia his controd area. sulferin £ [
scibing i e his eunrem roeal. Ay i
time achoeus point s remoxed fnom as well as J‘I
roll @ d6. O & roll aof 123 il those ) =

cxplodes with the same
sfect as Sonilhisran and s removed
from play, 1 focws paind renLine
an the Wratk, &l ranged anncks
wirgeting the Wrack suzoatarically
mams. The Wrask bagms the game
with o froms peim. The Wik
may anly have wp oo one fnous
prum ARyt

within

ey, Ennmy modrlafunits wishin The o P .

. - AWy e cries of the penitent, !

4% af the Wrach must pass 2 ELT) : ‘ : P n*

4 BEREE R R T, known as the Suffermg o Prayer, =
)

earshot, but the haze of incense makes them nigh-
impossible to target from afar, Only the sufferers:
spiritual release gives some small measure of peace
to those lefe behind in the realm ol

maorials.

The wrack has a powerful effect

on Menite warcasters. Their faith 15
bolstered by the energies released by
the sufferer, and as a result their holy
powers increase. When the sufferer has
velinquished his soul, whether by finishing

his penance or by other means, the release

of spiritual energy is consumed in a plume of

I'u:rl\' cssenoe —yet ong more l:-'!rigihh'.' reminder

of Menite faith and glory. The wrack and s
usage are topics of much discussion in the Iron
Kingdoms, but for good or ill, it is an acute image

of the Protectorate’s zeal and determination, and
it iz for this reason thar the Hierarch Voyle has
ordered the distribution of several dozen more among

his commanding clergy.




Order o fatling and Twant Devoubs 1o accompany th
proceanian o the Temple, Your Kndghto of the Wall? Let thenr atiy up where bhey elong: i the wall”

fr.ﬁ.rp.- i Wt .f.lfw..l L your .f-i'.r: iy, it

Hisrarch Garrick Vo, relegating nn Ovcer of the Wall capenin to a lesser station prior io Suleasphar, 400 AR

Exvery component lends to the Devout's ability

Helght /Welght [§:ral X EETH

Rl (o protect 1ts controller. It is are Light enough

LUGETGDLI Pole Axe [right arm), Great Shield {left
arm)

to: keep up with the feet-of-foot warcasters
+/ SPD STR MAT RAT DEF ARM '

BHHHE
massive shield is layered with proteetive spells
and durable armor plates capable of shrugging B Qj GREAT SHIELD

off a great deal of damage. The true power of Special  POW P45

o AR
@

Special  POW P+§
wor EERENED

b : DAMAGE
to the mechanikal masterpiece While seme older Menites remember the GRID

and wvses its enhanced mechanikal reflexes 1o

bl L 60 Kigs /7 hrs general, 2 hrs combat intercept attacks “or bring weapons to bear

Initial Service Date [LRLTES B acainst a foe drawing too clése to its ward. Its

Cortox Manufacturer REEESIERER LT

P R ERT T Sul-Menite Artificers / Cygnaran Armory

A the shield’s enchantments is to protect its nearby
The Order of the Wall has been in decline for

gver a gencration. It struggles 1o remain significant

controller from the accursed magic of oursiders.

For its size, the Devout can withstand a heavy

to the Protectorare, but EVEry year their

amount of damage and will certamly perform its

numbers wane, Indeed, the Orders 4 - until the last smoky sigh drifts From its

role—that of guarding Menoth's Erarthiie
g E 1

clerical elite —has Erl_-gun r1.;|.z-5.|1'|E_

known asthe Davant; glory days of the Order of the Wall, most cannot

SYSTEMS
argue Ihl.‘lr I'L‘jhln.'l.l_'l.‘l'l'l-t'l'ﬂii are nor an |mprn'.'um(.'nr Lot e L)

in MARY Wiys. The Devouts are ever Fl:ﬂ.l‘]:.’ to g e ()
[ ]

defend their commanders. They do not slesp;

M rmint W]

eat, or ball morals at wartime decisions. In truth.

they are perfect Protectorate soldiers to stand | Point Cost

guard over the elite. " Fleid Allowance
Victary Points

N ™. > ] 3 Base Sire: Mediam

SPECIAL RULES
® hefomoive Sarike = The Uevoat may make o Defensmve Stnke aguine an eneemy maodel
thit einds e modmmens within the Deyvou’s melee mnge, Besalve the Defensive Sarike
immediasely after meovement ends. This Devout may make & Dylemive Strike with g aingle
meles weapna and gaims +2 on the stmck roldl. 1 the amack socceeds, add an addirionad Jdie
o its dlamage mill. The attack anid damage mils may naot be farthor boosaed. Models hit by
Thelemrve Sirihe muflfer <2 MAT wnti] the el of 1(hie turs Maolels invalmitaly r|||||.'i.'|,!
inte the: Dlevout’s melee mnge do ot osifer o Defengive Sprke. 1 the Dey
Dhefomsive Sicike, ot may nen make annther until afier iis conrolling playes's nexr nem

1 akirs &

Shield Grard — Chice per rapnd, when the Dieve

by & ranged anack during an opponet’s turm

‘s contrbling warcasier bs direcitly hit
tereept the attack: The
Dhevvonat mut be within 27 of s warcases and be alilé to positios i1l an an inervening
meide] between the warcaster and the attacker using ity narmal micemens, The Deso
then moves and is ki surcmanically by the anack, sulfering [ull damage and @lieces [T ohe
Dot usen Shiel] Guand. it may not wse o again untd afier it conrolling playes's nex
wirn. 1§ the Dievens ds detrid its il vocmesl mevemeist it canont ise Shishd Goanl

| gy v b

GREAT SHIELD
* Spell Darner — During ity acrivasion the Devoar may spenid one locus poiin 10 sctivite
o-buse cuntact with the [ e
Cinee Spell Barrier is activaned, the wascaser capnat be argered by enemy spells for one

Spell Barreer ol s contrnlling warcuster b+

Eo

POLE AHE

= Meash — 1° meler range
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* Lot~ Aayears o s shuripr,
sliwr g s et kisner may
et & single rangel al bk
Prllowedd by a wlarge aftick.

CONDEMNER
'+ Critiesl Splash = Oh'a Craiesl
Wik target warjack or warbman
silfare 1 ot ab disage 1a
tach-pulemn of av damagr grd
of heanch. 17 s waraek
coluymin i | then apply the
damugl oy the next colomin te the
righef IT o wearbioar: biramch s full
them apply the slimagw m the nexy
Teamthiin onder,
Plage = Naulels hie by the
Camiigtnes siilffer — DYEF foor
e rampel This penaliy is oo
umubsfive ikl ol

AT
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ONSECRATOR
hokimg Wil = Living non- *
A+ wemad by coalels wathan 2ol the
i Fackime s wuiler 22 ro adlanack
e -"‘f%ﬂdﬁ Vil provuden
sstsiment 0 the Kechoner.

T

y i

o the Menite roops

Heavy UWARJACH -

3 i g -
“Under @ vei of flameand a wbroudof asb, He will walk amangst them, and their flesk will be as
chraat oot the wiredls”

—fAn cxterpt from theCapen of by Trae Law, inscribed upon the first Rechoner warpsch

As tensions between the Protectorate and

Cygnar move toward open conflict. the great Height Weight [EIETI

power of Menoth's warjacks have become A B Consecrator (ight arm), Condemner
manifest. Yet, even the formidable Crusaders Cannon [left arm|

and  the powerful Vangquishers remind PARITIY MNTWMEY |\ jgs 5.5 hrs general, 1 hrs combat

Hierrach Vovle of the Protectorate’s impure Initinl Service Date Ror B

dealings with the heathen northlanders of —

Khador. His nation needed something of its

[ PEETEY PR Sul-Manite Artificers.

own—a symbal of the faith and dedication

to the holy war eflory and a testament to the
Creator: The first solely Menite warjack — ; : .
: Al ; consecrator, Heavily reintorced and banded in won,
devaid of the impurities of outside design —was f ; 5 : !

. 4 it emits a thick cloud of holy incense thar chokes
10 become one of the Faces of the Lawgiver as 2

= 2 ¥ heathen enemics approaching too near and makes the
foretold in the Cangn of the Tree Law. B =

tack’s location difficult to pinpoint from a distance.
According to the Codex: *He who is the Indeed, among the forces ol the Protectorate, the

Grand Reclaimant is, too, the reckoner of man, massive Reckoner stalks the battlebeld within a

hurning away the sins of the faithful with but  burning miasma, bringing reality and mechanikal

the merest glance.” Designed with this image in  motion unto the damning prophecies of the Caron,

mind —zaid re be an agent of Menoth in the End

Times—the Reckoner s a monstrous hulk of iron

and bronze. The warjack’s powerful Condemner

cannon —able to fire even ‘as it charges into /
combat —launches pyromite-filled shells and
yields brilliant fiery displays that often
blind and disortent the enemy. These
shells burn so hot that armor literally
liguefies like molten lava wpen
impact, wreathing its target in

a cloak of fame. The blaze

Frequently acts as a beacon

and attracts  thor
combined  Fury.
The Reckoner’s
o b e
weapon 18 it

smoke-belching






“ELEVENTH HOUR

It's-cold and wet n the foothills above Laedey. A
light drizzle falls fram the low-hanging cloutls and
drips from the shon needles of tall pine ‘trees and
lealy cedars, landing on the packed dirt svith small,

wet thumps.

is on the

Within the trees and the mist, an army
move. Several lengthy columns meander carelully
diwn' . hillside,” the brown, dead needles of the
forest floor clinging to their water-spattered boots,
concealing the once spit-polished black sheen and
camouflaging it 1o match the color of the ground.
Likewise, the precipitation has turned brown leather
greatcoars toa darker hue, The faces ol the soldiers are
grim, fatigue showing on some of their features from
the bane-wearying pace set by their kommandant, but
in spite of the size of the army and its exhaustion, they

malce as little noise as possible.

Just behind the van, a Khadoran kemmand group
winds among the trees. Wallang at the center of this
group is the heralded Kommandant lrusk, stern,
professional... and restless, awaiting word on the

enemy disposition,

The campaign has already begun, although the
Liaelese don't know it yer. To the south, Kommanders
Kratikell and Zokavir strike eastward to Elsinberg
and Redwall, several divisions of troops and heavy
contingents. of warjacks in_tow, The inclement
weather should obfuseate the steam plomes of
their ‘Jacks, granting them the clement of surprise
and a few days’ grace before anyone knows the
Motherland is reclaiming its rightful lands. 1Fall goes
well, KratikofFs and Zoktavir's sieges should: both

conclude within a week's passing.

Irusk's-offensive, however, is the hammer strike
to absolutely squash the enemy —seizing the nation
without rq_-sm'qing toa |}rnrl.|ni_u:d ﬁ'iegt.‘. Onee |..:u:1!|'_';
falls; they will march east across the North Road,

isolating Rynyr and assaulting the town of Riversmet.

And once Riversmet falls, the trade route to and lrom
Rhul will be cut off, not only crippling the rest of
Llael, predominantly the capital city of Meégewyn,
but also their hegemonic puppet master, Cygnar,
Controlling the Black River is a major stride in the
toral domination of the Iron Kingdoms ane, hence, the

rebirth of the Khardic Empire.

This assaule across the north is the most difficult of

the tasks, which is why among all the High Kommand,

the gqueen appointed Kommandant Trusk 1o the
operation, It was a challenge that, in many ways, he
relished. He needs to ensure that the three northern
bastions are isolated or defeated swiltly, and he must
do so with troops weary from weeks of marching and
a light contingent of warjacks when compared o
Kratiloff's and Zokiavir's forces. 1t would be nigh
impassible if he didn't have two batteries of long-
range siege guns deploving on the escarpment o
the north. Firing from such an advantageous spot,
they can rain down shells anywhere in Laedry; vsing
angles and charges carcfully caléulated by the best
ballistic mathematicians in Khador. Irusk has planned
several barrage patterns, and will choose the one best
suited to disrupt the enemy formations. Once he has
that information, the Llaclese garrison will vanish in

aran ol fire.

Suddenly, a perimeter guard on the north side of
the van crouches low behind a fallen cedar's trunk,
raising one hand. Irusk and his retinue scatter behind
irees, and the calumns of soldiers halt Footsteps
approach and a scout appears, trudging up the slope
toward the kommandant. A Winter Guard licutenant
and a kapitan of the Widéwmakers bireak formation

and sidle upto the kommandant, as well.

As the seout comes near, Irusk recognizes the man
in-spite ol the black mud and pine needles adhering
wetly to his uniform. The kommandant pauses for
the man to catch his breath; then asks, “What news,

soldier?”

“The town garrison 8 as you predicred, sir,"
the old man rumbles through a mouth hall empty
of reeth. “Fire Patern A will serve well. But there
are mercenaries. Many. A heavy  battalion at [eitst,
I'Fl.ji.l'l.'llﬂ_' More. . . '['hl“-'_'r iare -:|1'|lll'l-d|:.|']'|l.‘|m.=. I I-H:“I‘.‘\'l.'.

Kommandant.”

“Indeed? Where?" asks Irusk. pulling out a
campaign map [rom his coat. The Thunderhelm
Irregulars was a storied mercenary company, known
for their part at the Ironfields in dealing Khadoar a
major loss. 1t was a long time ngo. Just over three
centuries, But not a single Thunderhelm was abou

to let anyone forget that momentous time, when they




i quum?l tfu- town.” says the hunter, pointing to a
" spot on the kommandant’s map. "They camp in, these
" rolling ridges.”

lrusk crinkles the map, closes his eves. removes
his fur ‘cap, and tucks it in his armpit to free up'a
* gloved hand so that he can run it slowly through his
sf;l.r\'-s}m.nglrl.! hair and down the back of hix neck.
" The nearby kapiran and licutenant move in closer,
concern clearly etched on their veteran faces, while
the scout takes a step back and looks aside at somé
nenrh:r trogpers.

*"We march into the proverbial lead Furnace, fellow
parriots,” says lrusk quietly, as he dons his cap once
more. | suspected they may have remnforcements
b stationed here. but had hopes that [ was wrong. T'am

not. We atrack a numerically superior foe.”

* “"But we never concern ourselves with numbers,
wir,” says the licutenant. "Our troops will slay them

the ciartload. Thunderhelms or not they are

mercenaries, not Khadorans,”

lrusk smiles grimly. The lieutenant had roughly
‘guoted —a bit out of context— from the kommandant’s
Wwewn book on Khadoran tactics, freed om Congreeat.
“True, but we will not make the same mistake our
Brothers made long ago. The city will have their
‘wwn jacks starioned there, as will the Thunderhelms.
Always, they are said to have their jacks, at least a
daren, likely more. Our siege guns have no trajectory
Selotted o the mercenary camp. IF we bombard them,
we fire blind, and the uneven terrain protects the

v from shells thar fall off target. Pointless:

“Instead, we shall hit Laedry as planned. Then...
e will retreat. This will deaw out the mercenaries. |
fve not known one that will not take the opportanity
B8 harry a retreating army. Once they are out, Twill
them in the open. | shall hit them first with an
pecburst, then you fire the guns and érush them.
Seming is everything, patriots. Understand? We must
Slraw them into the target zone. It is dangerous. .. but

e must laak like we break.”

The officers nod.

i
- “Very good: Deploy vour troops,” he orders,
waving his arm.

Jaments more.

“I must study the maps a few

" Asthe soldiers depart, Irusk sits on a sodden cedar
soft with moss, and opens his map. He pores
Sewer it as the columns move along. Three divisions

L& Winter Guard. A Widowmaker batralion. An
“Eon Fang battalion, A raucous unit of Man-O-War

.

ten wnr;m:kr-spwn Jugg:rrnal.tl#. )
and one Mavauder. The march had hegun
EJ.E!'LI‘ Juggernauts and two Marauders, but a rofted?
outworn bridge had ;.'tr“a.p.wd: beneath their weight,
hasténing a ;
respectivascarts, and their drivers several hundred

Juggernaot  and a  Maraoder, their

feet toa rodky demise. Their salvaged corfexes weret

presently housed inside an enclosed carriage near the

rear of the column,

One “indrgack to a LAY woldiens, “Trusk thinks. The
pullsing of cortexes hum in his head s he watches the
‘lacks and Man-O-Wars tread by, trampling through the
brush and snapping branches. tmiling two gom-faced
jack marshals, bold men who had without guestion
descended the cliffs to appraise the fallen constricis:

Last comes the baggage trinn, the noisiest portion

of his army: cooks, launderers; battle mechaniks and
jack stokers struggling with muddy-hoofed mules

and their cumbersome cartloads of coal and water,

e,

maore beasts, surgeons, even Morrowan and Menite

)
v

’

)
!

prigsts alike —at opposite ends, of course—to sanctify
the dead of their respective clergies. The kommandant
pays them little heed as they move by, once again lost
in his maps. He looks up only when he realizes the

sounds of his troops are diminishing.

Irusk watches the last of thel train and the
rearguard dissolve into the misty drizzle to hiz right
and, alter several moments of sitfing alone, stands
and rearranges his gear. He is just about 1o follow the
ik and jingle of the fading army, when an mntuitive
awareness flares in the back of his skull. A rhythmic
pulse, not unlike the heartbeat of a man or beast,
Cortexes, he thinks, but nof mine. There are wrfamiliar,.

ased aere i vomething el ..

He lingers, breathing softly, peering into the dark
trees 1o the south, and the feeling grows in clanty and
strength. He realizes he is practically alone, although
a farceful bellow would surely grab the attention of
the réarguard, now well over a hundred vards away.
The kommandant tenses, his eyes narrowing into
slits. What waarpels dre thase? I cannof be...
witlikely. ..

ne, b o
smipaniile even. Yer who elve ea it el

A lone hgure emerges from the shadows of a dark
pine. It takes bur an instant for him to recognize the

impressive; armored figure. It is as he suspected.
"Prince Teepesci,” Irusk says with a puckered brow.

The Umbrean prince approaches and nods, a
hint of a smile playing at the corners of his thin lips.
“Kommandant lrusk,” he says with a voice like

black satin.
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S5 "I e dangerous to defy t'l::l! quieen, . 1”."ﬁm:=,' sy
~ Aruslk, adding an extra plm.wc 1o the noble fitle.

1 defy nothing,” replies the dark-eyed warcmifr
I vill be at the assigned place on the a_-'-sngnl:d day. ™

The kommandant raises his brow. T I'um -.-.hat are
vou doing derel”

Vladimir offers a lopsided-smile and ignores the
question, instead saving, "It is vastelul to ne down
varriors like us vis purse strings. Victory requires speed.

It requires power. It is not had through the counting of

coins, like others in our High Kommand believe.

“Between your great guns and my varjacks, there
is no doubt Laedry will fall. After that., vou mke your
troops throogh the pass and seize Rynyr baldly.
Meanvile, 1 push my varjacks to Riversmet and take
it ahead of schedule. Once done, | board a ship down
the Black River to Ravensgard, arriving there on'time
and as promised. In fact, Laedry may not be as vell
garrisoned as vee are led to believe: Llael's Prime
Minister has plins that are, shall vee say, not guite in
alignment vis that of his fellow countrymen.”

Trusk knew as much, having heard from Queen
Ayn’s own lips that the Prime Minister Gilabryn had
been timming garrisons in the west for quite some
time. His seour so much as confirmed the sitvation in
Laedry, although the mercenaries and their warjacks
admittedly made things more difficult,

As they talk, the distinctive sound of mechanika,
thie heavy tread and rhythmic hissing of warjacks on
the move, ion the rise. The trees tremble, shedding
sheets of rain droplets like veils. The ground, built
up thraugh years of slowly decomposing evergreen
needles, vibrates, and for a moment Irusk Fancies
that the mountain itself had'a heartbear. Then he sees
them, lighter shadows against the darker gray of the
drizzle-masked trees. They move. swiltly, brushing
aside branches and even small saplings. Their riin-
slicked armor shells refleer the light that scatters
through the cloud cover. Steam vents from engines,
blending with the low-hanging clouds. The shadows

resolve into shapes:

“Those are Berserkers,” he savs. When the prince
does not acknowledge the comment, he- presses
they are unstble,

the issue. “Their cortexes are...

Perhaps they blow in the heat of combat?”

Prince Viadimir favors him with a pointed look.
*There are those who think [ am unstable,” he says.

0 ot %
danghterof the Mu‘lhcl‘lnnd

The words dohttle to alleviate Lrusk's cmnﬂ'hu.

already have warjacks.”

"Ciuar.ly you do, Komm andant. 1 have more. So
does Laedry, So do the mercenaries. You do not have
efough for this siege.”

“It can be done.”

“Perhaps, yes: IF anyone stands a chance, it is the
mighty Kommandant frusk. But vie take the chanee!
Vie not be stire of victory 7"

His personal distaste for Tzepesci aside, Trusk
could not debate the prince's logie. "Very well. How
many do you have?”

“All of them."

“Twenty-seven? COmly a fool would think to

control that many!”

The prince fixes lrusk with a stare and the tension
between them s as palpable as ever, but suddenly
Tiepesci waves his hand dismissively. "I can conirol
enough. The others replace those destroyed. You may
field as many asyou vish, Kommandant. Together vee
launch a new type of var the Iron Kingdoms has not
seen belore.”

“Tell
me... how did you get them here? It is leagues from

“Six suit my needs,” says the kommandant.

the nearest supply center, and —"

A mnl-'.: My oW plans. EI."IIIITIE'Sq Tl‘l:}" rm tll.‘I:]:!l:r
than those of our beloved queen’s.”

“Or perhaps... 'not quite in alignment B

The prince shrugged. “If you mean. to imply

something, Kommandant, then by all means—~

“No matter, Prince. 1 do not mean to imply
Py

anythmg, or to be impolite. So, how & you loresee
this?"

throughout these mountains. Spare parts, as well.

asks Irusk, "You would need coal cached

Assuming you knew we would attack through this
pass? 1f we had attacked Rynyr directly—" And then
realization dawns on him, and he stops dead in his

tracks; eyes narrowing.

Prince Viadimir laughs, and he trudges an through
the rain. It is an eeric sound in the:dack forest. “That
is right, Kommandant Irusk,” he calls out, without
“If vee had made to attack Rynyr, 1
vould il have brought you as many Berserkeérs as

looking back.

you needed ! Now, shall vee continue bandying vords,

orshall vee attack?”
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Rommandant Gurvaldi Irusk was born o make
war. His mother died when he was young, leaving his
father. a retired veteran officer, to raise him. In spite
ol a cappling battle wound sustamed right around the
time [rusk was born in 550 AR, the old soldies imbued
his son with his knowledge of battle, his martial skill,
and his ruthless persisience, so when Irusk was
sent to Molningrad at the young age of 12
to train as a Winterd Guard, he swifily
became an accomplished soldier in

prder to make his father proud.

More  than  seldiering

came naturally to young
Irusk. His superior officers
recogmized  his'  arcane
potential  during  his
training and  dispatched
him to the Drizhina —ihe
elite  military  academy
in Korsk —at the age ol
17, Without his

sk was already

AlCanc

abilities, Iru
a formidable soldier; with
them, he was soon to
become  an

His

tactics

unstoppable
machine. INSONCHVe
grasp . ol

wiea L’. NEESEE

R
where  others
{!i.d Tiisl, hi:'u- L1.":I1II.II"‘I.IIII.|:;.I‘|.E_"

presence rallied and
organized troops to press
the attack, and his &pr“i.
exploited every situation to

its uimost. An othcer at 19,

orrmetttdanit Teeioky alfon ine to oy your are a living legend

sir. .. andd il dpeo the Motherfand

privgid bo Bave you fead & ot wear.”

+ Oewen Agen Vienar X vo the Komimardani-ait o recine summit of the High Kommand

he became avested warcaster by 21 and reached a staff

position in the High Kommand by age 25.

As hie rose to even greater power, he lefi in his
wake a growing number ol admirers, ‘enemies, and
grieving lamilies. One ching & certain, however,
and that is that to the common soldier in Khador's

army, [rusk 1= nigh unto a god. Troops are never
more fearless than under his order, lor

they know for ceriain that if "they
die, theirs will not be a useless

death

Cwver the last owenty
years  or so, he has
moved up through the
High Kommand 1o
become  Queen

Vanar XI's chiel advisor

Ayn

on military matters. In
his new position, he

has begun his personal

dream: building
a  new Khadoran
military,  modernizing

and enhancing it to
conform to his vision.
His
the common 2ol

led him 1o

the  development

connection to

er

OVErsee

of an improved
blunderbuss for
military  use

as well as jis




II!d‘h.ll'h 16 order the di:vl:!upim:nl
he mortar. based on the gpecs of the Destrover's
bﬂmhurri and his tactical brlliance literally wrote
the book on Khadoran menes, a siartlingly insightful
tome on combined arms entitled Irusk on Conguesi:

H'-l:i' A f"r.n'u"{l.l .‘r}:fyga_;pr.fr ]':J.r.r!‘ f‘.}lrmj,r.

Due to hissuccess in hfe's undertakings, moesi
Tverkursk,
: : ! :

» iz a popular man. lrusk’s reputation has transformed
him

Motherland, and he is often surrounded by hangers-

notably. his victory the Kommandang

into a  famed persopality throughout  the I
an and the upwardly-mobile. Still; he does not brook
wnorance in his company. During his rise through
the ranks; he focused solely on the art of war. All his

magical traming is bent toward war, and for leisure he

reads old texis by a variety of military geniuses such "
as Baromitzk and Zerkova. He depends upon those

weho gather around him tohave like interests.

: In Queen Ayn's hall during her various summiis,

& Be negotiates the subtle interplay of politics like a

Ssmarjack: barreling through a haze of mirrors. His

hr.].\‘sl'llll: manner Erﬁrﬂ'ﬂ)l{'h <Af a'lir rl‘I .II’I'I:IL!.JI\E"‘L'. |1{
B which he is selFadmittedly guilty but For goad reason.
His battleheld prowess and Hawless reputation place
Bim above his peers in many ways. and those who
B marht try 1o stab him in the back politically find their J

wwn careers ended hrst, if not their lives. ]

Irusk's loyalpy is to the Motherland only; he is
sruly bebalden to his profession. In trath, it maters
Sttle to him who rules Khador so long as he s able
o direct the delense of his beloved country. In such

O defense he carrics Onslaught, a cannon-sward that is

s unsubtle as he is. His magical abilities change the
- "'f:‘l!.i!tll.!rli‘]l'l to suit his sirategies, causing havoo among
enemy lines and providing his troops with fervor and

protection.

~ Inhospitable Ground 3

FEaT, UNDYING LOYALTY

With his reputation az a [earless and
Irusk has

FOCus 7 CMD 10

SPD STR MAT RAT DEF ARM

Eu_l,-al Khadoran Kommandant,
gained the eternal respect and devotion: of
the éntire Khadovan military. His ordecs, his
wards even his VEry steps inta battle inspire
men to view him as a parmgon of soldieriog.
an icome representation of everything that

they strive to bel As o naticnil hero’and
military mind held in the highest eseem,
will follow Trusk imio battle

ir LHJEJL'I: -1

without hesitation, bolitered l'.r_l.' his words
ol ‘inspiration they leave doubt behind, In

doubts ph.. e, a relentless courage exiats that

delies fear. injury, and even death, Damage

Point Cost

For

WAl s

one round, all frendly Khador
models  currentdy  within lrusk's
control area become fearless;, gain 2 on
attack rolls, and if they take sulhicient
damage 1o be destroyed. the controlling
player rolls 4’ d6. On a 4-6, the model
remains o phay but s redoced 1o one

Field Allowance

Victory Points

Bave Sire: Small

“'L'IIJI'II.I.

SPECIAL RULES
o Assaulr — As part of @ clinrge, afrer moving, Trusk may muke a single

ranged aack followed by a charge attack with Onalaighe. Trusk may not
spend focus points to make additional ranged amacks this mren.

ONSLAUGHT

* Slaughier (% Anack) — IF Onslaught dambges a target, immediavely make
an additional POW 13 damage roll against the targer. This adduwional
damige roll is cansed by the Sword Cannon, The damage roll may be

boosted.

Spells Cost RNG ADE POW UP OFF

Abrburst 4 CTHL 3 B Ho Tos
Alrburst may target any model In Inesk's control area regandiess of LOS, Alrbirst ignores
Intervening madels, cover, concealment, and elevation. All models within the ADE suffer o POW
8 damage o,

Battle Lust [ - - Mo 1]
Targel warrior model/unit becomes Teardss and gans an additional damage die on 8l meles
pttocks bor 1 round,

Confusion 3 10 - - Mo Yeu
Targel non-character warrior model/unit muest pas & command chech during s nexd
Maintenance Fhase at CMD =2 or forfeit its activatkan,

Grind p | L] - 14 Mo
Targot warjack domaged by Grind tales one pdditkonal point of domags to ita first svaiiahie
moviement system bow Mark this damage after marking the normal domage from Grind

Caster CTRL - Mo Mo
Whibe in Inssk's control nrea, all anemy modols treat opon bermain &s rodgh iefrain. Inhospitable
Grownd has o duration of 1’ mund,

Wes

Iron Flash 4 B - - Yes Mo
Target warrlor modol/unit gnins +3 DEF and sullers -1 SPD. .
Superiarity 3 6 - - Yes Mo

Target warjack galns 2 SPD, MAT, and DEF and cannot ba knocked down
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"WARJACH OF RERNOWN
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_“Thew are tike the cive-feara dratned iy onr anccalang, WEgth them, we will whred e enemy. Theoe

Tackes renmind i the iHatberland does not forget ber fallen! The ecucation our legion recedive &l e
Tongie i not lang forgotten ertbers Todaw atir heari ave farged in tron andwteel!”

Alter their heinous defear in the Thornwood
War at the Bartle of the Dragon's Tongue at
the hands of L.‘:.'gnm‘eu'l and Llaglese gaialie m

513 AR, tempers flared high for many of the

7

ARMORED FIST

pecia V
Multi 2 14
g ARMORED FIST
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- SPECIAL RULES
o All Terrain — The Kodiak jgheres mevement penalties from rough terrain and
ohstacles. The Kodial may charge or slain across rough terrain.
Chain Atack-Spine Crusher — I the Kodiak has both arm systemé functional

anid suceeeds with bath ing

Khadoran soldierswhen orders came from Korsls
tol withdiaw —some units lingered and others
refused outright to give up land they had fought
so hard o take. One such tinit was the 5th Border
Legion. These mighty veterans of the Winter
 Guard were some of the first-zoldiers o hit
Cygnaran soil in the beginning, and they refused
to acknowledge delear for years alier the war had
entled. When they returned o Volningrad, the
tales of their grisly successes behind enemy lines

had them regarded by many asheroes.

Asa reward for their duty, King Sagriv Vanar

Il aridered the Khadoran Mechaniks Assembly to
refit a handful of Juggernatins spe ifically for the
5th Border Legion. With the woodland legion
in- mind; they received heavier payloads ot Fuel,
 larger boilers tor extended (or fervent) use; and
a lack ol bulky weaponry that would otherwise
hinder a ‘juck in the thick wilderness. The

Kodiaks must have been a sight to behold —those

tral Armared Fist attacks A st the snme warjach

or warbeakt, after resolving the atacks 1t miy immediately make in additional
melee attack roll against the target, IF the artack sueceeds against o warfack,
this target suffers nne damage point i the first aviilable box of each sysiem,
ineluding it bull, and is knocked down. I the attack succeeds against a
warbeast, the targer suffers one paint of damage to overy aspect and i knoeled

"Il.'l“'l'l 4

Heavy Bojler — The Kodink can run without spending a focus point

Vent Steam (% Atrack) —

The Kodiak crearesa 'cloud elfect with.a 37 AOE

centered on itsellthatremains i play for ane yound, The cloud remnins at the
spor placed even if the Kodiak moves. Warrior models wathin the AOE when
the cloud is put in play aoffer a POW 12 damage rell. All damage rolls must be
boosted seperately, Thie Kodiak does not get an additional damage die on charge
seoacks with Vent Steam. The Kodialk can spend locus points 1o make additional

ARMORED FISTS

o Bt Hewh the Kodiok's Armored Fisis have the abilives of an Open Fist. &

artacks after a Ment Steam atrack;

o Bt — Add an additional die 1o damage polls agains: knocked down targens
. Tl U Wi T, T T e S (e cNEL L

~ Rapitan Grela Peergvich of the Seb Bordwr Lajtion. o her croogp

enormals I!-rhl.-rl:'l'u‘u.'l_-.c:« ||| iran .|!'||J sleam -1.'-'|:-.'.'1
they first paraded down the avenues of Volningrad in

Front of the assembled Goard and the King himself.

The Kedink rakes a utilitarian look ar the bagtlefield
”""'i"b' l}lllll.'l.' hl |:-.1i:' ol re 'II!IIl\.'I.'li |:-'-:- i3 |'||.|||J1||'| I:|:'||.'
epemy like an eleven-ton barroom brawler. To cull

such o devastanng, puithstic effect ongof the creanon,

the t;l'l.'_'; lords Covenant had insh e el ity melee

strikes as roufine paiterns in their cortexes,

When a Kodiak is set into acton, |.h'.!.'li|'l'=_ can

1.1.'|r||-_-\.:.|-_|-_'[ ir- -r|-.|'||1|i|ix-.'|' .-.‘--.:'.Ilr.. "|'5-|-'|'-|l"~ -I-Ihl

l.'|||'|l_'|' |||I||L':|:-ill'l'r1|'- |I| TETTaIT sl :‘-I|‘:_". ||'||I|.I'I{ ns

the ‘jack rushes over or ||:'.'n|:::|| them wath case

Irnln.‘ll-:'l.'i.:{ |.'l-. SHAPTIE |:-'.'.||'..".|r.- or ﬁl'.l.illlll'-_-_' "irl:'--.

To achieve such s AN SUrges ol titane power,

I:|1|." H;_le!i.ﬂ: ||._|.~ |..|.‘-._-|'. "'|_':'|.-=| with a ||||.||I|-".'..|.|||."-.! !1r||||'|.
rh_':i|11|1|'l_'|'|:|. '.'l.i.:|l |.l.'|5|1';.- ol ar mor=-Eriie, 1ron which are

T'o

h to

still not dlwavs enoug eontain the pressure

compensate the ‘juck has 4 “dragon vent” 1o exhale

L'll'll]l]." I'Il. l'l.!l"'l_'fll:'ulli || b} |:|"|| - |'||'\. B .I‘II\.I.III!_; ncd |'Ir|_\.

1_|'|::II.'II_'I_"1 .|'|'|I‘| "I"\'i'%i?l"il"_‘_‘ INE Willjal in. e A |'|.I./.\' I-l-E.
With itz concentrated energy store, the Rodiak places
|1-=|._[.‘-|'||L|.|'I'|,' amounts.ol force Into s evVery movement
Those unlucky enough 1o suddenly [l under the
shadow of this warjack are not long for this woild,
for its hammec-falling lists are powerful enough 1o

powder marble and shatter steel

The Kodiak was never mass-produoced due o
thie ‘extreme cast of its apecialized cortex and mulr-
walled boiler apparatus, In Fact, only a small pumber
al them ever saw servace and those who commuand
||'|.t'|':"‘| must hF'lL'nfi !.'l'"!_'l‘ AMmOunts ||I resnmiurces II§'|.'|'||||;_.\.'
them in working and battling condition. Today; they
are produced —albeit rarely —as a reward for loyaley
to the Motherland and are 1y i .||i_'-' :1.-5*-Ij__'l'l1'l| '-I-'l"-'i'ln_‘.' (4]

!E'H.' mosl I_l:'l'_l|1 |EII'III'\- ol warcastors.



Helght /Weight
Armament

Fuel Load Burm Usage
Initial Service Date

Caortex Manufacturer

Orig. Chassis Design

1.7/ 11.2 tons

Armared Fists (right and left arm)

240 Kgs / & hrs general, 1.5 hr combat

547 AR

Greylords Covenant

Khadoran Mechaniks Assembly
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The wizards of Khador are true bartlemages. §t
has been many years since the war-wizards of the
Grivlerds Covenant forsook the walls of the
Fraternal Stranghold in Ceryl and mimed their
backs upon the Fraternal Order of Wizardry.

Their duty to Khador was paramount, and the

droLoun oo 9

SPD STR MAT RAT DEF ARM
call ‘of the Motherland was too strong to-deny.

Mow many of them ride along wiath the arimes
of Khador, and the bitter laws ol winter are
theirs to command. Their enchanted plate armor

shimmers with the rime of diamond frost, and

the blades of their rune axes are deeply etched

RUNE AXE
— Special  POW P+S

{rl
Y meEan

. Hobdum amd 2 Magziev

snhane b o .
P F oL new way to enhance their power. Mo longer de

Wictory Palnis

with arcane linesand symbaols of power,

Mighty is the army that counts Grevlords

among its ranks, and now they have found a

the wizards enter the battleficld alone. Recently,

they have [ormed into. triptychs known as

Basa Stro: Smal) ternions: three wizards bound together as one.

. Where one can slow an enemy with a blast of

FTI.‘EZi]'IH air. two or rl'l.l't".‘ |{|‘L'k'|:l'!'i‘|:' can |?liI-|I-J ‘hi-'l'll

W
] ; '
i

a

SPECIAL RULES
HOLDUN

* Leader

UNIT

Mugle Aldive [7] = As @ combat sctivn, esch Greylond van
ke noe of th Felliming g Al ks ddinimg hin actrvarion
Insieddl af making a kil c ek, determine the success of a magw
srtack by rollimg 206 aml ‘sdlding the Crdonds Magie Mbilsy
soce &l & 10 e voll equale or pxceads the mrgets EF. 1be
artauk sccevds. The ey lorf canno meke & meles ddiack alies
making o magic anack or make & magic arisch alier making &
rloe atack, Cireylord magic anscks are conbdared spells

& Nilomanl - Targel e wattin 107 b sisevoisiled I:Iq. A
Brrand chousk elfece wath AMIE 37 fior 'one rouhed The cloud
rrmastis ceaterrid an the madel even Il moves, Mofels
within the clod suffer -2 SPDVamd RAT I the magic
stk poll Taile poshing hapgeas do not ol for deviation, 17
ergel maodlel {5 dearrmed or remans] Trom lay, e effeces
o Blisrand fmmediately cajiin,

® Frost Mliae o Froa Wite 5 o POW 12 spray ansclc

Targe mendel wishin 10 «iffers o comiilazve
o marn ioa minimum ol DEF 5 Apply thds
an udher DEF mislifrer 172 model i hiz
with thrre or more Tee Cage aqtackio [ il bame e

sratmngry lor ome fuviend

“Fearu, :‘ﬁr‘l.r:.?u Theiraveal Mood turns totee befire our opellvork eoen begunn.”

An unnamed Gereylord: making & remark 10 his ternion comrades

[ast in & 'crystal fist of ice. They render the strongest
warrior ar finest marksman powerless by surrounding
them in a blizeard of sleet and doving snow. Unable
to see and unable to fight, their victims simply hunker
down and shield their eyes from the nipping teeth of
cold. The wizards’ breath ghosis before their lips as
they channel the element ol sce; and thrusting out
their arms they project a storm of blade-sharp hail,
blasting from their gauntleted hands in a killing

siream known as the Frost Bite.

Fear af the Greviord ternions is not restricted
to the enemy, and while the simple lolk of the
Motherland might be grateful for théir protection,
cheering at the sight of these wizards of war, they spit
all the same to divert the evil eve. As the wild stallions
appear to bear the wizards off, talk of familiars and
suspicions of dark magic are slow to fade from the

murmurings about the hearthfire’s glow.
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“Vee are fron Fangs

The Iron Fangs are devoted 1o being the finest
examples of martial prowess in all Immoren. Their
recruiting regimen borders on superhuman and
_ ensures that those who “earn their fangs” are pikemen
: without equal and the men who bear the honor of
: commanding them as kapitans are consummate
leaders. When lron Fang units charge into action.
they are spurred ever onwird by the calls of their
kapitans. double timing toward the enemy across any
terrain no matter how difficuli —trained s they are
to weather the elements and ta brave the harshest of
conditions. Once the Iron Fangs are within striking
distance, the kapitans lead them i skilled precision
artacks with their blasting pikes intended o dismantle
their targets where they stand, specifically the iron-

hulled warjacks of the enemy.

Some revered veterins among the Iron Fangs

are bestowed with the honor of carrving the unit's

e fear nothing. Tell wy destroy enemy jack.. v done, Vee do mort
falter,.. veecawse there ta no fear in Iron Fang, no senve of dread that wornial man fecls ven be seeo
ftalting voocpacks 20 means nothing. Ly oty wentted g vee deatray.. . losimple thong.”

Kapitun Dioheik Gosorka, 605 AR

standard, A rallying point on the field, the bearer
holds high the banner of the Motherland and
fills the hearts of his countrymen with pride and

SPD STR MAT RAT DEF ARM

determination. Under the sinking red Khadoran

colors, the Iron Fangs truly become men of wron.

Signaled into motion by the standard

bearer, the umir swifily forms a
shield wall in the thick of battle:

Since these soldiecs are respected

veterans of countless frays, they
their expertly-deilled
Amid

the compelling hue and

drive

units  to excellence,

ery of the kapitans and

T Hapltan's Damage
beckon of

the valiant

. Kapitam & Standard Bearer

the SO .‘l[.‘lnl.'.l.ﬁ.l'l’l Field Allowance

|:}¢11.I'Er5. no  encmy
the
Fangs cannot

Victery Palnts

EXISIE [ron

Base Sire: Small

OYErcome.

% SPECIAL RULES
RAPITAN

= Cambined Melee Artack — Instead of making melen anacks separaly, Pikemen in melee range of ihe
same targrt may vombine theiranacks. The Pikeman with the highest MAT in the stacking group makes
ape meles antack mll for the groop, adding «1 to the attack snd damage rolls for zach Pilieman, induling
imelf. participating in the ariach

Furisis Charge (Chaler) — When this order is grven, every Tron Fang niay charge ad o8 5P} across rough
termain theugh they sulfer normal movemene peaaltion.

Coficer — The Fapita is the undi leader

Precisitn Serike — When be damages & warack in meler comls, the Iron Fang Hapian chooses wh
column mkes the damage

Shield Wall ((rder)
4 ARM against winacks from his front ase. Models tat do not end thesr mavemem in tight forma
st Isevicfit from the shield wall This banus Lasts For vae round even B sliacen inmdels are destroe
remawed (rom play, Troopers in tight focmation can perform combar setman as aormal.

When thes arder in grvem, eyary Trom Fang who moves into right [ormazion gaims

BLASTING FIHE “SSHAPITAN ONLYS™

= Critical Kosckidwan = On a Crisical Hit. target model i knocked denan.

® Reach — 2% mrclee range

STANDARD BEARER

» Delfunsive Formativn — Afer all Tron Fangs in the Standard Bearer s unit completn she combas sco
mnadiately move all models in the anat wathin open frrmation i e 57 b aghs Dermatios. wis o
Standart] Bearer, formmg the Shickd Wall srder, as albove. The Standand Bearer mag oot seeir during
Delenstve Furmation. Defenane fwmation may be used once per gama

Unit Standand — Manbels in the Lion Fang enit dienot lee while the 51
Whn the Ssanidand Bearer wkes sufficient damuge o be destroged. 2 1
wimih withim 17 ol the Stamdard Bearer ey wake up the stendand. Remove
and. replace it with the Sandard Bearer model. Any effects ne upkeep spedl

appliedd 10 the Standard Bearer model, Efects anid spkrep spells oo thi denn
IF thee Seamiband Bearer is ngt replaced, the unit pmust nmediaiely pass o oo

UNIT

# Unit Avachment —= An fron Fang Unit Anachmentean be added 10 any Fren Fang unit. The umat's
Victory Foant total s ircroased by L
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Somie call the port-eity of Ohk the gateway
; to Khador, aod for those ‘newly arrived and
L e,

8 Scroeant [cwo 7
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planning to make for the interior, they wWould

woodsmen are the scouts of choice, but one munst
take care, for the rumor 15 that these nativés of

the northern mountains cannot be trusted roo far

or too much —it is said they serve the Khadorian
Ther

knewledge of tracking and the art of ambush

Cregime  with an uneasy sulferance.

are renowned, but so, too; is their reputation for
" being shrewd'and devious, sometimes returning
from the mountains without the people they were
hired ta lead. Truth be known, this is because
they have the skills to survive whereas others die

for want of hearth and home.

These woodsmen  know the. sways of the

Leader and 5 Troops wind and the earth and the creatures that move

ot & bt Troe upon it. Tireless trackers and deadly hunrers,

they trust in no one and nothing save their own
Fleld Allowance o Al . R

- abilities: Their clothes are motley, but their minds
Victory Paints 4

Base Skrei Small

SPECIAL RULES
SERGEANT

» Ddaler

UNIT
bushy — Koasiie Wondemaen dio nid have §o be
g im playemn the start of the pama, Tlee Konmives™

vy plaver iy put ane or more ums of
Kosmte Wandweman in pldy durng ki conero] phass
vharing amy wurn When i inieplay, plece Kosrite
Woesdsenen kn skirmish formabion wethin 3% of

sy table edge except the back of the apjsmerit’s
emEnd Sne, Fomnante Winsmmiisen ﬁui.!l v o
arsachs dusimg their aceivation the wrn they i o
ot i ot gain an additional akmiang baous
frte their morvemene thar ters

ape = Kossite Wendimpen gain an
nal +3 TEF when henefiting from
Lo oA,

* Pag ler — Kossite Woodsmen igroms monvemend
rees {roen fnq;!-}. imrrain ancd obiptackes, Masuie
W et iy charge soross rongh terrain. i
- tdarer — Frt r||1ll1 woadebs ignure movement

st e renighy terrain while remaining within 5™
se Wondsman but may woe charge or slem

S AEFTHLN.

e oir anyuiere yand waady fong i yoi pay Foel o com apen

aurwell ey elever e

b well to take a guide..In those lands: Kossite-

= Haity ot Ntk Volgeitabeyer 1o o patendial customer

are sharp. and while their muskets and elk-horn short
bows might resemble antiques and bear the patina of
years, they can Lill just the same. Many is the army
that thought itself well deployed only to be undone by
hidden Kossites whio laid in ambush, waiting with the
patience and the instinets of the wild 1 sirike,

Some folk mistake them for barbarians in their
winter furs. Some folk think they are mad when
they speak of death’s voice upon the wind. Some
falk think a deal paid in silver is enough o earn the
lovalty of these fell hunters, but the Kossite sense of
duty was learned in the school of tooth and claw and
in the merciless freeze of winter. They might lead a
column of warjacks through the treacherous gullies of
Hellspass or shadow the enemy for days without ever

being seen, but those who think they own the Kossite

L'.-'Ufrdjrnl_"n re t"iiﬂ]‘.i il!flt‘[,'l:‘.




My metal brothers and 1 have an understanding .. vo lony aa they reatatn steadfast and
atalieard, { will lead them, aad they, i tisen; swill be led wéll.”

— Kownik-Rolf Dwyerdk! Mani0-W
1r ‘:’I’F

The Man-0-War armer allows some' of the kl:r-.mlr..u. sare not only troop leaders, bur maste’
bravest —some say maddest —men of Khador to'walk |i|c|t n'L;.rBh..lIs The kovnik also carries hPLL'I-I]I-?mLi
alongaide warjacks as virtual equals, These strong, armaments more suited o his battlehield role
proud Khadorans in. their sweltering iron skins, ke than the weapons carried by his subordinates. .

. 4 KOVNIK [cmD 9|

SPD STR MAT RAT DEF ARM

any unit among the armed forces of western Immoren; - His cannon’is fixed with a heavy mechanikal
have an established rank and fle, and amaong them the nxe blade pl)wl.‘rﬁli enough. to cleave through
kovniks are dedicared officers who have worked their & jack’s hull; "and s great shicld can even

way up the ranks due to their shining records: They - batter aside these' constructs with/ s m!._ll‘.h CANNON SHOT

RNG ROF ADE POW

: , —F

alwaysin their armor, are truly living machines of war. ©  small mmrlelrltht-se J'l:ard-ars-t.'d yeteians think t{ nna
themselves living warjacks— for all intents and

8 AXE CANNON

Specisl POW P45
& warjack than someone who lives like one? Hence, s _BE
—— ]

Damage
Polnt Cast

: Fleld Allowance
Victory Peints

lead the Man-O-War troops into battle and, almost | sheer motive foree its boiler can muster. It is no

Rare military-grade cortexes are only assigned to ;
Mo purpbses. they are indeed.
the most trusted officers;, and who better to control

Base Size: Medium

- ¢
e—

| SPECIAL RULES

o Comminder — A Map-0-War Kennil has i commind
range equal so kis CMLY in mches. Friendly Khador
musdels or units within his command range may e e
Kapenik ' CMIY when moking 2 commam] checl The
Faventk can rally and giee orders 40 fiendly Khadaor
mysdiehs within command rmnge)

Fearless — & Man OuWar Kovnlk never flees

Fechl Officer — An sbdnsnnal Man-00War anir sy b
Fielded aver normal Field Allovunce Bmizations lse cac)
Man-0-War Hovmk ineluded i1 the anmy.

Jack Marshal (1)~ The Maa-O-War Kovnik

comtrnl wp 1o bae wariacks at the sarn ol a game, 15e
Bapenik has w marsbaling range equal e hisy T s
inebios: 11 & comtrolled warjack s within the Koond's

-

marshaling Fange, i can run, charge, or bowss s stk
ar daninge roll once per activation, I the Kok
dearmoyed or removetl Fram play, his wariacks 4
becnmne mert. The Kovnck mav reacnvate «
men Khador winrjsck per vam IPETTL
A warrasier. The reactivaned w
crmntrnl umbeas lie alsesdy contmls eee o
Mabes Attsch [ Drine) = A Maee 0o War Barvsile <ae
artempe o Dirve cach warjsch ttder-Toe ool b

ey wme

b mearfArks

il Aty gt o I & e gt
mil fmake a CMIY chieck ar sy v dorng e
ucrivation. If the check mjotesle the warisek cea =uks

an sdddinions] mebee apack with amy sespon G
activation this rom. I the check Gails the wans
Bod beasfin from Jack Marahal tha pom

* Shan — & Man-0-War Koansk

Annchy Domot roll s pddimonal damage die i

* Warpmn Manter on sueeesidul slam asias ks
= Weapdn Sapter — A Mas O-War Kowvnik sdda an

addiipnalidie to his meler domsge malb
g AL -
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The mortar was developed under the direction
af Kommandint lrusk in an attempt to - further
modernize the military and is the latest addition

Ad— to the Winter Guard's arsenal. This new weapon
mm Lhas added considersble hirepower to the Guard.
SPD STR MAT RAT DEF ARM

Tt is already proven in combat, and the troops are

grateful for the long-range covering fire provided

by the martars.

The mortar is'a man-portable variant ol the
bombard used on the Destrover warjack. While

heavy, it is simple to operate, easy to maintain,

b inexpensive to build, and it fires very large
L projectiles, In short, like the blunderbuss, it 1s an
ideal weapon for the Khadaran military: cheap

and effecnve.

. ELUNDERBUSS

= ﬁ RNG ROF AOE POW ,
[s]1]-]e2

. Specidl POW P45

Y man

5

The weapon is new enough tha Khadoran

officers are atill developing tacrics to integrate the

| mortar into uge with infantry and warjacks: The

Gaimper and Crewman X
o Field Allowance
Victory Pobnts

Base Slze: Large (Gonnor and
Mortar], Smaill {Crewman)

SPECIAL RULES
CREWMAN

= Range Finder (% Action} — The Gunner gains +2 RAT for oo rouml
The Crewrman misst e in hase-pe-hase coneset with the Guaser and nat

eegaged m nse Runge Finder,

URNIT

* Weapan Crew The Wi

i Crwwenan. The

Guand Martar crew i made up of s

mmmer o maunted om a lange Base vwith

ar. A weapon crew camnot rianor charge, The Guuner gaing

i laseo-base dontact with the
vt dlamage ta b destroyed snd the
a0 i within |7, the. Coewman i immoved Tromn the jable jnsead:

wement if he beging senivasio

v i ihe Guaper inkos snf

i, .

v spells on the damaged Gunner-expare. Any effects o
e remmirocd Crewman are applied to the pew Crsper

MORTAR ~SGUNNER ONLY&
= g b When anacking with the Mortar the Gunner may ignore all

mandels eqreg those thut wsuld seenally sereen the anget

¢ — The Guanner suffers a = penaltyns v atsch rolls with

¢ — The Mortar cannot be used o ke ranged anacks
t reweivie dn aiming bomus

g merement when attacking with the Murtar, The Gunier
evet griwchs with'the Mortar amil another ranged weapon

= = mueves. | he Dunner docs

. — Arrach

macke with the Morar cannor targer.any

“Hail them. Tet martar fire vignal the Fifth « arrival.”

Eagetan Cerla Perrovich of the Sth Bander Legion

favorite tactic o date is the so-called “Thundering
Barrage " in which scveral mortar teams lay down fire
onthe enemy lines and create a serics of explosions
reminiscent of a raging storm—il such a storm
spewed chunks of rock and meat in the air, of course,
Winter Guard troops charge from behind this curtain
of cavering fire as the mortar crews stistain fire until
just belore the Guard reaches the opposing line. Truth
be told, the mortar’s inaccuracy and the crew’s lack of
expertise has led toa number of deaths in friendly fice,
but most officers shrug off these addifional casualoes

as the price of war.

lrusk has p|'u|1mm] a massed volley of mortar fire
as an ellective alternative to sieges and has reportedly
commissioned  the

development  of  mcendiary

ammunition. Mo doubt other developments are

Elll'L‘iLll.:l.' il:l [l"'lt" 'I.'\'rll'l".ﬁ.
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eapectiully, Kommandant, | must oubmal that even Zoktavir baa questioned the Berserker
wtability, Need there be mare evidence they arefoo dangerom f wac?”

— Excerp lroa a feport by Kommagder Sorseha KratikolF e Kommandang Tk

soldiers and miany warcasters fear an aceidental

L T T 107 11" / B4 tons - detonation,  the most canny  warcasiers

i
-
{ LY BTGB B Twin 'War Axes [right and left arms)

consider . this  another weapon at  their

+/ SPD STR MAT RAT DEF AR
4 |11 4| 3|9 |18

diﬁpu&a].

TN EET R TN TR 75 Kgs /10 hrs general, 1.5 hr combat

Initial Service Date EEGE

Armed with'a pair of immense axes, the

Cortex Manufacturer [[AENERTEEP Berserkers are ruthless/ih ¢lose combat, They

L PR BELEY O Khadoran Mechaniks Assembly are F1|':|r1:k‘|!1‘.'t| with as much armor’ as other

Rhadoran warjacks, although the aging wron

plates are oot fitted together with quite the

Among Khador's earliest warjack designs . = : .
& i arjack ‘designs, the same precision (nor do mechaniks wish to try

Bersecker has come to exemplify its name in a manner I:
v Lo Iq'ia.u‘uliluul.].

that even Khadoran warcasters lind unsettling. First

manufactured well sver 4 century ago, the primitive The success of the Berserker chassais

Berserker cortexes have become unstable determined the development

over the years. Repeated deployments in of Khadors modérn

- ".'.'l]'iﬂl_'l.' of !'H"IS'I{t:J' NJ\.iI'III.INl'II_“{ I‘I..'I.".-'l," '-'-'-'ITI-'IC'I{ forces.

lefr the cortexes skewed toward As  wuch,  this

Wil I':l-'l‘."li htl | li & i

aggression, or ionized are,”
Ay tim (9]

Curtn T
in the history |[R——

of Khadoran

technical B8

revered place

gs  Khadoran  baitle

mechaniles refer ot
The blaodthirsty
manner with
which il
slaughters

Poini Cost
" Field Allawancs
Victery Polnts

Base Siee: Large

GppPOsing

inlfantry

SPECIAL RULES

* Berwrerk — The Berserbicr van Charge withour

has  long

b e & n

3 Jc_gcm.lél.!'\.'. spensding & fogas paint. Each tims the Bernerkes
Y miccrd
gains a cumulative ol im s anack o
I""'.uml:m'l ralls for all sulmepient aftescks that e

development —if :
Chasin Artavk-Brutaling — 1 the Berserkes
hiim thr same targut with bath oo
Ame inmcks, after resalving the
imimediztely malie a HesdBast Poaes

1 FIGns,
sitoarions current events don

Berserkers are i il
not forever tarnish

& prone to charge

th its reputation. Mast gl fhie finiet srithoeu spuibiling » focat
srders, s ; - :
i orders civilized nations [l o FRR
L drawn to the Irenzy ol * Dipeapeid Cortea — The Nerserber begiss warh

would  have renred the | coe cones damage bow flled. The dar

combat. Some warcasters refuse to use Berserkers corton b cannnt by repaieed §

Berserker long ago, but Khador's

Head Spike — While nor a weapon sn 1a awn
the Flesd Spike gives the Bersocker POW 2 for
sl Dt asencks.

simply for the risk that they will, at some point, charge traditional disregard for human life
e the BRI et dlEtriat the v rcistar's Intantions: :
to the held heedless of the warcaster’s intentions. kept: them in the field where

* Unstphle ~ The Derserhet’s £

About the best one can say of the Berserkers is th ; . ;
e.c By | ik ers is that they will continue to serve unnl they

dangerously unsialile and ca
catastrophically. Roll & d5 as
ativation the Bersiches ope
fomcus povnes. 1 the rull is expial v or Jess than
the atimler of oce peants spent, the Bersrrker
explodes. All muodels witkin 57 of the Berserker
suffer a POV 14 damage roll snd the Bersecker
oen play. A Berserbier that eaplides

they rarely attack Irnendly forces.

cause more losses o Khador than 1o

Worse yel, their L.m."_._wg' maotal ‘.1|[“}._‘ 11:41-':.' the nation’s encmies —at which point
the Khadoran High Kommand may

grown brittle and are prone to concussive overload if

stimulated with too much arcane energy. While most recvaluate their deployment. 1

b reamee
manner does not keave s wrecked warjack
marker.

i




* HEAVY

CH

T i e E;r;}t.-;; p.tlz.n.&:&? back: lot doive the Devabators, Letua push forward. . always forward. "

- 8" With the notable exception ol the ¥
Widowmaker's hunting rifles, Khadoran balfistic
science remams several STepPs behind Qvgnur.
Khador's: chiel” mechaniks have" favored

m A O] . pursiing the dl:'\.'chjpr.rll_‘nl of PJ'I:E'.ISI: l‘-’!l‘lE— .

“range warjack firearms for quite some time,
4 |12]5]| 3 |10]17

21

but Queen Ayn has o differing opinion;
regarding . sich  projects  too  expensive.
25 Instead, she has ordered the improvement of
ballistic protection fariher ‘jacks. Not so very

ﬂ SHIELD +50 long ago, engineers unleashed the Devastatar,
e el 3 and the jack has proven better than anticipated,
Fist 2|14 and aleo less-expensive, much to the Queen’s

approval.

ﬁ SHIELD FIST
nechs POW P The Devastator's massive arms are covered

: Fist 2 |14 with a series of thick armor plates designed to

fortify i with sturdy coverage, However, the
D 6 true ingenuity of the design reveals iself when

the warjack brings its arms defensively in front

3 of its torga: the armor plates interlock o give

the Devastator Fully-armored protection nigh

impossible to breach. Asa regult, the warjack does

weigh almost half again as much as any ather,
bk clue to this, it can push aside nearly anything
in its path using this ability to wade into the
thick of the opposing lines. Early on, the added
heaviness proved oo great for the prototypes

chassis to handle effectively — especially on any

SFECIAL RULES

» rmianod Shell — Thee Devanator b protected by i cocoan of heavilys
aryared plates giving & ARM 25 The Devastiior's ARM s reduced 1y 4
for sach Jiaabded aren gyueemi B the Devastsror makes an spack, e ARM
drops io 17 umil the slare ofits next sctivarion. The Devastator may not
b aeims-lrekeal. Tive Devaseasos’s Armored Shell s oot o shield.

Billdoce — I the Devaimpor moves imtnbase-po-luse cantael with another
medel, the deber model ks maved up o 2" in the derection; the Devasiatar
12 miowving as the Devastator continpes s movement. Amadel can anly be
2w il ance per activation snad cannal miry thesugh o over
e msoidel, Moslebs maved by Midlldoes sre norsbiect m free strikes

1z this mareemeni

Heaid Spike — Wikle net & wespon on it onmy, the Head Spolie gives (e
e POW 2 for Heasl bait stacks

of Diwath (8 Avack) = Al modeln in Base-po-drase contace with the
vastabie suiler a POW 1R damage rill. Al gl models wishin 5% of

= POW 1 damage rall Al damage mlls misd be

The Devastamor does nat grs an additicanl damage die
il Death. The Devastaror can spend focus
[van asrachs afier o Hain of Dearh atiack

SHIELD FIST
. — Theah the Devastaeor's Shigld Fiues have the aknfiies of an Open Finl |

~ Pringe Yisdimir Tavpesci, desp in enemy termitory

X E 11" 5" / 16 tons

Twin Shield Fists [right and left arms),
Rain of Death Short Range Grenade
Lawnchers (inbegral)

aad/B L 220 Kgs /4.5 hrs general, 1 hr combat

e Da 598 AR

orte 2 Greylords Covenant

0 A Dhrnig Khadoran Mochaniks Assembily

kind of grade more than ten degrees —and the ‘jack
prut'l_‘{i unﬂ.'l.!llr_'. The IJ.L‘EignL‘I'H. |i.gh1um::] the luilll |-J_'|"
scaling back the worso armor, stabilizing the ‘jack, but
also making it more vilnerable when its arms are in

combat pasition.

The Devastator is equipped with a series ol short
range gl’L‘Ih‘lL'L‘ launchers. It can hre these when it
extends its arms; unleashing what the Khadoran
troops like to refer 1o as the “Rain of Beath." The
resulting blasts tend to ravage enemy units, clearing
the battlefield so the ‘jack can hnish its devastating
work. It goes without saving that this recenty
fashioned warjack 18 a cause of great toncern to

enemy forces.







“DARE._WATERS
O reight ke this, muses Asphyxious, it b good that 4

e e,

He stands in the captain’s cabin of his blackship,
iron claws resting on the windowsill as he stares out
at the fury of the storm. Although it is midnighr and
the avercast sldes thwart the staclight, his glowing
undead “cyes pierce the darkness, watching  the
sheefing rain and:the potent waves that crash one

against the other.

Had he béen alive: he would surely be seasick,
perhaps even fearful for the safety, of his pitiful life,
at the mercy of his living weakness. Tnstead, he is
able to enjoy the dark energy of the storm; draw some
cold pleasure from its terror, e doesn’t even need to
attend to the salty spray or raindrops that splash his

grinning skull: they are inconsequential.

He hears his cabin door slam epen as the ship
lurches to port, then slam shut again as the waves
roll the ship to starboard. Uncertain footsteps walk
across the pitching deck to stand a respectful distance
behind him.

" Artend, Goreshade,” commands Asphyxious. He
takes a step awiy from the xill. “Gaze thee out upon
the gea.”

“As you wish.” Goreshade stalks up to Asphyxious’
side and looks out.

Meanwhile, Asphyxious locks Goreshade over.
Though he shares the lithe shape of the losans, his
heavy armor makes his frame seem massive, His
natural grace belies any unease he may expenience by
the rolling deck. Goreshade is striking, even beauiful
in a feral, alien way, His catlike cyes have power and
confidence, and seem to burn like embers in his once
elegant face. His formerly feminine skin has puckered
and turned pallid with his descent into undeath,
Framed by his ebon hair, every feature of his face

demands attention.

No one alive knows what Goreshade has done to
transform himsell into an eldritch. No one at all, save
Asphyxious. And when the last of Goreshade's soul
slipped away during the transformation, Asphyxious

tasted the bitterness of distrust and ambition therein,

Eventually, he surmised, Goreshade will think he
knows enough to attempt a betrayal. Asphyxious
would have to ensure that when that time came,

CGroreshade was very, very wrong,
Iy A

Coreshade's face
is calm, betraying none of the losan's misgivings

At this moment, however,

about his present ally and mentor. He leans on the
windowsill, his elbows braced against the sides-for
stability as the starm-tossed ship lurches side to side,

and gazes at the storm with narrowed eyes,
"Whar seest thou?" asks Asphyxious.

“Just a storm,” replies Goreshade. “Waves, rain,
lightning that splits the sky.”
of his
apprentice, Asphyxious presses onward. "I see a

Annoyed at the apparent thickness
metaphor. Waves slapping each other into foam.
Sound and fury, force and drive, and ultimately what
changeth? Nothing! The sea is as it is, and the waves
be but afterthoughts of the storm.

“We, however, use the storm to press forward,”
continues Asphyxious, warming to his subject. “We
ply acrass the waves. They carry our ship to its goal.

“The sea is Caen, and the waves are the Tron
Kingdoms. They fancy their petty clashes to be the
storm, but they are wrong, pitifully wrong. Thestorm
is history: and history pusheth us forward, We must
sail upon the wars of the living to the complete and
utter conquest of all Caen. the slanghter of the living,
and the death of Lord Toruk's insolent brood.”

Asphyxious sees the fire of pride and conquest fill
Goreshade’s shited eves. His mouth draws into a wiy
smile, and the eldritch straightens up. 71 see it my
lord,” he says. "It is beantiful,”

“Excellent,” says Asphyxious. " Now, for thy fist
assignment: we must redirect the wind of the storm,”

Theiron lich ambles across the swaying deck to the
heavy table in the center, his mechanikal body hissing
and whirring as he walks with the surefootedness of
aveteran sailor, The iron soul cages at his waist sway
and clank at the end of their chains, scattering green
speckles across the walls of the cabin. Goreshade
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" Asphyxious reaches his right hand down to one of
the soul cages and loosens the valve ar the top. With
his left, he makes several mystical passes, and his iran
talons leave gossamer trails of Hickering motes in their
wake. The slight hiss from the soul cage’s valve grows
in strength into an echo of a scream filled with agony
and despair. It is the cry of an old man, a wizened and
loving grandfather, as his essence is siphoned off 10
fuel the caster’s whim. Truth be told, Asphyxious na

longer hears the sereams,

As the iron lich makes the last Few passes, bright
light illumines the mable and the maps tacked o its
surface.

Goreshade |eans over the table, legs spread apart
and hands gripping the table’s edge. "Where am |
going, my lord?" he asks.

Asphyxious stabs the table with one iron talon,
piercing the map. "To the Protectorate of Menath
We will drop thee here; by the coast, this very
evening.”

"It will be a dangerous landing,” observes

Goreshade.

"Land? MNonsense. ['ve too much necronte on this
ship 10 gamble it among the shoals. Thou shaly be
weighted by thy ankles to sink, and thou canst walk
to shore,”

Goreshade pauses, then snors in Amusement.
“As you wish,” he says “Ir seems the ‘most
expedient solution. When | reach shore, whar is my
assignment?”

Again the iron lich stabe the parchment map. “In
Imer, in the great temple of the Menites; they hold a
young woman. She 15 barely bevond her vouth, and
hardly a woman. The words of Menoth [l her ears;
her lips are a spigot, spilling his commarnds. This

cannot continue.
*1 shall kill her, then?"

"o, " says Asphyxious, “rather thou shalt change
her song. Let her be the mouthpiece for Cryx. Let the

" words she hears come from me, not from him. Let her
* words subwvert the Menites and work our will among

them.”

Goreshade smiles. “Twisting a young Menite girl

- will pleasure me.” he purrs. “She shall be ours, But

how to penetrate the temple? Surely they shall sense

~ the perfidy with their foul magic.”

“Nay," says Goreshade.

"Whergfore  not?” - counters  Asphyxious. 1

thinl-:',.a. does it not "

Goreshade starts to reply, but realizes he has no
answer,

"Awarjack,” says Asphyxious levelly, "hath po
soul. Meither dost thow, Thy brain is no mere alive
than a gortex. They will not detect impure thoughts
in thee. Merely shroud thysell like a pious sérvant of
Menoth, and all shall go well.”

" As you wish, " says the eldritch with'a darck smile.
“I go to prepare.” He turns and ldaves the eabin,
Asphyxious watches him depart,

A ftew minutes pass, then Asphyxious strides
across the cabin and bars the door. He glides to the
window and does the same. He castsan abjuration
against magical serving, fueled by the soul cage, then

lets the soul leak out for a few extra momenis.

He moves across to the back wall of the cabin,
a wide expanse of polished black cherry studded
with brass hixtores, He casts another spell, touches
three hrass balts that prorrude from the wall, then
presses on a wooden panel. The panel shides in and
Asphyxious reaches up inside the wall to release a
catch. He then moves to his Aght and taps on another
piece of dark wood, and the panel falls open; revealing

a small compartment.

Ingide is a piece of niricate mechanika, quictly
generating, 4 magical field thatr evades detection,
arcane or mundane, Even though he created i
Asphyxious has a hard vme looking ar the maching;
it blurs itself to evade his gaze, redirecting his eyes to
the back panel of the compartment.

The ironlich reaches in and gently takes hold
of the other item in the small compartment: a large,
golden soul cage decorated with a pattern of eight-
pointed stars: The interior of the cage glows brightly,
casting stars on the iron lich's desiccated skull, He
cradles the cage in his arm, and reaches one iron talon

through the perforations to caress his own soul,

Someckry, he thinks, someday £oball be wihale agpacs.

-
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15 MOnNStrosity Wis once an

Pt e o et~ g ae i b
- elfl Even for one obihat ilk. Goreshade was an oddiry.

Uncommonbedong of imb and a giant in both stature
and ambition, today his onee reed-thinness is lavered
with powerful muscles. He 15 clad in armor forged
with the enchonted verdigris of bronze. His black haw
hangs down over the parchment skin of his skeletal
Face, and his dead eyves glow with'a raddy Tight like
candles glimmering through an orb of erusted blood:

How did he come to be so?

Fram an early age, the elf known as Ghyrrshyld
displayed a deep insight into the Source, while ar
the same time he was unusually adroit in the art of
WWET I[l_" }ll‘{'i‘rill" L’.l'lr'l'\'u'rl '.r'll' I'll'L I:'l'l"”l-ill'""!" ||.|||‘I '{ilt‘fl[
many years in the lands around lryss in study of the
arcane, delving into the secrets of the hereafter and its
myvstical and spiritual juxtaposition with the world of

the material and mundane.

He looked to the stars for answers, but it is said
that whatever he stumbled upon, unbeknownst to his
contempararies, af some poaint turned his soul as black
a5 the Void that envelopes the Veld, Lord Ghyrrshyld
soon made his renown on the feld of battle against
rollkin ;:-;[1.'..|.|||.'i|:1§ into los. Such was the visceral
ferocity with which he Foughe thar he would emerge
from the frayv drenched in blood and dripping with
gobbets of Hesh. When the battle was won he would
shake the wet meat from his gauntlets. throw back his

blood-soaked hair, and laugh.

Those around him, in a moment of unfamiliar
prescience, were once heard o say, "...the lord casis
a shadow in blood! To follow him is 1oiwalk in the
veryt shade of gore.” Yet, it wils in these days the lord
grew almost unopposed in pawer and importance (o
the losans as a High Consul, through both his feats
in combat and in magieal lore: Howgver, once he had
risen in authority and commanded both sectors of the
military and the high sciences, his appellation grew
ever darker. He became Goreshade the Ruthless or
the Pitiless uneil, amang allies anid enemies alike, he
became known—in whispers —as Gaveshade the

Bastard

True, Lord 1_1-|1I1.'I'|'--I1_'|.'!|:| thid not foster I'i.il:'lsl'l.ijh
he lelt he had no need of fnends. Repeatedly he
Houted the losan leaders and challenged the priests
by announcing "Scyrah is dying!"” Indeed, his tyranny
became evident when, in a bt of rage and arrogance,
he took a newborn elf child before the Consulate.
“Look at this,” he raged shaking the mute infant in
hiz fist. "Another effigy of los born without a soul!”
The babe's’ mother howled as his fist came down

and dashed the innocent’s skull an the markle court

FEAT: DARR SUMMONS

Reaching into the realms of podeath the
Eldritch Goreshade may summon a laval
grodp of Bane Thralls sworn to protect. Him
it any cost. These lethal bodyguards appear
at his bebest whenever e deems o call. Flis
power over undeath does not solely extend
bo . SUmMMOonInE however.  Goreshade  has
alsn mastered the arts of terror and mav call
l.ipun the hleak power of the dark ro create a
terrifying aura that can cause veteran soldiers

Point Cost

tiy =otl themselves in fear,

Fleld Allowance

Gareshade may . either summon . unit
E ! Victory Points

of Bane Thrally or 1.I'.'I‘I'i|:'!{ hiz enemies. H he
summaons Bane Thralls, place a Lieutenant
and 5 troopers within 37 of Goreshade. The
Bane Thralls may activate the turn they are
pitt into play. 1F Goreshade opis 1o ternlfy his cnemies instead, all enemy models
unitd in his control area muse pass a CMIY cheek or Nes.

SPECIAL RULES
+ Siphon — During his control phase,
Goreshade can driain up fo either 3 focus points or 3 wound points from
atie Frendly warcaster within his comrol area and add thesn o his current total.
Gaoreshade cannct siphon more wound points than he has lost,

* Terror — Enemy modelsfunits within melee range must pass'n command

check or flee.

* Undead — Goreshade is not a living model and never Becs.

BLOODCLEAVER

¢ Dieath Walk — If Bloodelaaver i used 1o destroy. a living enemy model,
replace thar model with a Deathwalker under your control and remove the
clent r::u_re:].mmjej from PJ.:L:..-.

* Reach — 27 melee range.

Spells Cost RNG AOE POW UP OFF

“Blesd 2 B -— 10 Mo Yeu
Goreshade mmoves @3 demage points fram himself sach tima he destroys 8 lving model with Bleed.
The Claiming 3 B - - Mo Tes

Mave enamy upkesp spell from targat model to another elighhie n:mjal within Goreshade's control
area The enemy spell coster must continwe to pey the spall’s upkeap ar suffer o6 damage. The
Ciaiming lasts untll he tarpet upkeep spefl expires.

Cloak of Shadows 4  Castor - - L1 No
Goreshade cannot be charged, slimmed, or targeted by mnged or magical attocks and ignomes
frive siriloes for one round, Goreshade cannot charge this furn

Consumption 3 10 - - Mo Yea
RLy  Tergot waruck tohes dB damage points. Roll an sddifionat die each time 8 1 or 2 is ralled
Dark Shroud z 6 - oy Yes L&

Enemy models within target friendly model/unit's meles range suffer -2 ARM, Multiple Dark
Shrowds are not cumulstive, J

"Mage Biight 5 Castor CTRL - Nao L]
Whils in Goreshade's control anga, Wving models miay nat cast spells or e feats. Mags SRgm
s & duration of ene round.

Soul Oate 4 B - - MNa L
Remove any friendly Cryx troopar within Gomeshade's control area from ploy and replace it with
tanget friendly Cryx wafach The warjack ignores free strikes. There must be snough sgece o
plice the warsck's base, A warlick cannat move Biter soul geting this tum




| DEATHWALKER

SPD STR MAT RAT DEF ARM

Bof Shyrr. His kinsmen, it-is said, were horrified. bt
.This \;'.‘l.ﬁ simply the beginning of Ghyrrshlyd's spiral
into. madness. His' power became” g0 absolute
that records indicate over the next bwo VEALS
from thar day ar the Consulate his goards serzed
sver 2,000 elven infants. They were probed anich
tested until their demise; and some elves say that

the numbers may actually have heen twice as

[e— e

@

Palnt Cost
Fleld Allowance

Base Shze: Small

DEATHWALHER
& Peenth Taker — Al lving models within 5™ of the Demhwallier sallér <2 STR and DEE

* Croated

Empn
]
=}
M

many, Thase who spoke out against him or who
SOUZIL [ L s G s sants “uandatiine s Yadon o

were summanly execoted or experimented upon

themselves.

his kinsmen assembled
oroanized  resistance;  Though  Ghyrrshyld

i cont |'r;r|||:l,| much of the 1|1.igh1. nF r|l.|.* .'H;I:‘I.'II'I.!". the

Eventually an

other consuls assembled their houses and branded

him an outcast. So it was that he eventaally fell

trom his pinnacle of power through the might of
the other houses combined and the spilling of more
elven blood.

However, the High Consul was never taken.
In hit research of lforbidden knowledge and arcane
lore he had learned the secrets of necromancy and
his personal journals that were seiced during the
s1mgg]-_~ stated that he had realized the I'n"y af the

elves: "o tar all their longevity, lang lilfe is no life if

The Deathwalker docs nol |.H.-E;in the game in ].r:lﬂ._'l.'. When Goreshade.

uses Bloodeleaver 1o destroy a living enemy model, remove that model from
play aned replice it with a Deathwalker under your control. Goreshade may anly
have one Deathwalker in play at a fime. A Deithwalker cannot sctivate in the
tirn it comes into play. A Deathwalker s desiroyed if 18 ends jie activation mone
than 37 away- from Goreshade.

ark Restoration — IF Goreshade mkes sufficient domage 1o be destroved

i 37 ol the Denthwalker: the Demhwaller is destroyed inspead. Remove it
from the table and replace it with Goreshade. Remove all urspent focus pornts,
continuons ellecis, and r.tllr-iL'L'Fl dpells [rom Goredhade, Goreshade 12 reduced to

woutnd

Girip (% Action) — Target model in melee range becomes a stationary

r one round. The 1
Erath Chall special action,

o Unlead

Yeathwalker is destroyed immedintely afier making a

The Dicathwalker is not a living model and never lees,

And so he turned ro Toruk, Lord

of Dragons, and some years alter his disappearance.

it comes to an end.

Lord Ghyrrshyld, born of los but sired by death,
strode upon the shores of the Nightmare Isle of Cryx
as the eldriteh called Guoreshade the Bastard.

Today, he wislds Ploodeleaver, a gift from the
Jron Lich Asphyxious. It is a heavy-bladed sward and
locked within it is the ability to make a “deathwalker;”
an undead servitor that rises up, if Goreshade so wills
it, after being slain by Bloodcleaver, The Deathwalker
walles the field of slaughter at the eldnich’s side, ahle
to-steal the life force of Coreshade’s enemies and.
if need be, sacrifice its existence to gilt s lord the

means of cheating death,

As for the realm of magic: the Basturd wields the
lore of los warped and commingled, like blood and
bile, with the sepulchral power of Cryx. He blights
the mind of living mages and renders them useless
and insensible. He can shroud himsell in darkness
to deny the barbs of steel and magic. With arcane
wards of corruption and decay he can consume the
iron of a mighty warjack and, by sheer force af will,
Gll the enemy with dread. His voice reaches beyond
the grave 1o summaon forth bane thralls, Indeed, even
Cryxian warcasters guard  their focus closely lest
Goreshade tap their souls, and troopers give him wide
berth lest he single them out as a portal bor helljacks
and bonejacks answering his summons, emerging
through the gateway of a trooper's soul and bursting
forth [rom their shredded carcasses.

Baptized in blood and blessed with an insariable
appetite for death, Goreshade the Bastard rose to
power on the wings of steel and slaughter. With
Bloodeleaver in his® fist and the banner of the
Diraganfather snapping in the wind, he now looks
out From the Schardes upon the realms of western
Immoren, wondering if there his lust for bload and

power might yet be sated.







Migh unconmrollable killing machines, Seethérs
are an accomplishment of malign intent. These
fueled” by the

all-consuming rage of souls bound to endless

necro-steel  abominations  are

_ | SPD STR MAT RAT DEF ARM
6 |10]| 7| 4
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Special  POW P45
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14|17 torment. Tearing through any obstacle in their

path; - the u1u1':lr.‘|.'uu3]_'.' |rmﬂl-‘if'11l Seethers will
stop-at nothing to’ réach their prev. Even more
disturbing, their blazing eves glow with alien fire
capable of disquieting even the dead.

The origins.of the Seethers are buried beneath
p mountain of half-truths and speculation. Those
who have researched the demented experiments
of Master Necratech Verrik Kurr believe him
to have been a degenerate lunanc, even by the
backward standards of Séharde necromancers.
It is commonly believed that Kurr acted in
concert with otherworldly forces in the creanon
of the Seethers, succeeding in feats of aberran
engineering that have not been repeated since.

Though many atempts have been made to

Lt hers 1) duplicate Kurr's experiments, alll have been

ghet A W]
Corten (]

marred with Failure and hery ruin.

Originally charged with developing a reliable

Paiat Bast process to manufacture necrotite, Kure's early

Field Allewance

Victory Points
L ___ - =~ -3
Base Size: Large

experiments invalved the systematic torture and
life Force distillation of countless victims in hopes
of gathering insight into the conditions required
to create the charnel -mineral. After & time;

= 3 his extensive research led him to theorze the

SPECIAL RULES

destraved ar femoved From play, the helljack femains active and does not become iner.
» Terror — Enctny modelsfinis within melee range must pass a command check or flee,

-

soecnal mrtacks il possible and musr use all allocated focus poings on additional atiacks.

DEATH CLAUWS
(¥ Anmck) — The Seether has'a par of claws tha

oo Seriles

mmurks with

T E_. of the Scether's l'.lulh Clayes have th: nhﬂlllu ui an Open lJSL

Sl =

* Relentless Charge — The Seether may charge across rough terrain and obstacles without penalty.
» Sl Drive — The Seether automatieally receives one focus point during its control phase and it may be allocated up to 2 additional focus
points by its ponteolling warcaster. The Seether still receives one focus point from the Soul Dirive even il Disrupted. IF the Seether's controller i

Tusks' — I addition to providing an extra weapon for attacks, the Seether’s Tushs gve it POW 2
Uncontrolled Rage — The Secther's controller must pass o CHD check atihe start of the Seether's activation to maintain contral aver the

Seethier and may spend a focus point o resroll & failed test. 1F the- teat falls or il the Secther is autside command range, the helliack charges the
~eavest model within LOS, fraend or foe. unfess thie helljack is already engaged: I the Seether cannot charge the nearest model ar there are na
= cadels within LOS, the Seether advances foward and atiemnps 10 attack the nearest model, Uncontrolled Secthers always make combo sinke

= can be used simultaneously fora 1.|.|:\'.1.\|:..1.l|||5 atwcke, 1t can make normal
cach claw i|1-:i'i1."r||u;|.|.|_v. o it may make a-special attack with both Death Claws ar the same time. Both cliows must be aperational to
b v e by Sarike: Make one attack roll for the Combe Strike. The damage roll adds the model's STR once and the POW of bath clasws,

e S o -

“Kurr powessed it wingilanly dieeed mend. If anly we had o thowsand more like bim...”

- Lich Lond Termiams

potentinl for- other death-laced artlacts. Dnven to
obsession ]jllr' lormulae just out ol his ETasp, Fouarr
bécame canvinced that the accursed Libriim Hebineerin
contained all the answers that he sought; hence, his duays
were dominated by an exhaustive search for the tome
After a time, Kurr dropped completely out of sight and
waz nearly forgotten, believed lost to the melancholic

madness that consumes so many of the deathless.

Kurr's laboratory was eventually searched alter

a protracted absence. Though no sign was foond of
thie necrotech, the bodies of his massacred assistants
hittered the oo, All thar remained were a score of inert
Sevthers. Though Kurr's incomplete notes scatiered
about the lab made extensive mention of the Librum

Mekanecrus, the book itzell could not be found.

A cursory inspection of the Seethers revealed tha
Hlil_\'l.'l

while they followed the basic compositian,

Kurr had taken some rather extreme liberties with

their design. Though the horrific works of the
necrotechs are expected to vary widely —each priding
himzell on his own secretive methods and maker’s

marks — Kurr's:  alterations  ‘seemed  particularly

Muost
devices grafied 1o the
so-called

encased within an alchemical apparaius of steel and

Ll_]'l\'.'.l'l |_'lll' same
These

contained malevolent spints

abhoreent. nomble were  the

-H"L'||'|'i'|':‘-.

cOrtexes,

"soul drives”

glass that provided the helhjacks with a bonmomless

font of untapped rage

Since nightmares and ill omens. are more

for Head-butt power attacks.

* L Ceerowion — On a Critical Hin targe: model suffers Corrosion, a continuous effect that slowly erndes its targer. Corrosion docs anepoing (8
B e pich surn during the target model’s maintenanee phase until it expires on a db roll of 1 or 2 Carobion i not alteoned by watar,
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: {! ‘omens ‘are more

than 'daylizht in Cryx, the Height /Weight [ERRR
[EETUTDT Twin Death Claws (right and left arms],
tle mind, yet the early trials ended Tusks (head]

in bloody dizsaster., The Scethers were erratic B T RN R TEE R 45 Wgs (necrotite) or 120 Kgs (coal) / 12
] hra general, 2 hrs combat

and hard to controli Warse vet, they seemed

to possess a level of awareness that bordered LLCIE UL 566 AR, decommissioned 567 AR

on sentience. Cryxian warcasters cumplainmi (=gt Y PUTR T Master Mecrotech Verrik Hurr

bitterly that keeping control over the Seethers Orig. Chassis Design  [TLEEERE

was a continuous steuggle of will; af their ;

attention lapsed, even for an instant, -the ¥

machines would browlly lash out at anything them away in the vaults beneath Skell where they have
that crossed their path. All that could be done was' beeneversinee, In recent days, preparations forwan have
ta wait for their furnaces to go cold and hope the  brought cenewed attention to- the Seethers;moldering
destruction they wrought was acceptable. away in their tombs. It may not be long belare these

. ; . 3 ~ inhuman atrocities walk the earth once more.
After losing a small army of thralls to the Seethers

murderous tendencies, the decision was made to seal




“The wuivivors whinds are too borrifie. We can bt offér them a prayer and a quick death,”

- Kommandani Trisk, afjer his ficsi-messing withbloay shralls in the fiekd

Cryian engineers are always exploring new and  mounted directly into its bowels. Before each battle,
mére afrocious methods of slaughter, forever Wisting massive storage tanks are latched to the valve and
their trademark. blasphemies of flesh and iron  their bodies are pumped full of the caustic sludge.

s o _ Sy ; -
Arg o ] B into fresh applications: of the mechanikal art. The bl boalle. ke with Bivid ]
| : i - e blont thralls, mibe with livid, wWeeping seams

S BLOAT THRALL m L Obsessed with their fuids, necrorechs are ever : o c ke .} E_
; : : and cozing sores, their turgid forms bulging with the
SPD STR MAT RAT DEF ARM seeking the perfect concoction. Hence: a recant

S e x acidic ooze nearly 1o the bursting point, shamble into
crew ol insidious engineers has struck upon a -

combat and with seizure-like quivering expel their

contents thmush a brass cannon. Upon impact, the

most volatile recipe indeed —a gelatinous muck

DESPOILER
RNG ROF ADE POW

- 7 poam
[BLUDGEON |

s0 potent that the tanks in which it is stored must : k p .
i 3 1 viscous fluid hungrily devours both Hesh and irom,

be alchemically treated lest they dissolve ino = f ;
and those who are struck endure sereaming, bubbling

malten sludge. 5 2 ?
&t deaths as the fesh sloughs from their bones. It a

BLUDGEON

Pleased with this latest compound, they = bloat thrall is ruptured, it explodes and showers the

Special  POW P45 ] : v : . ; ; =t 4
/l have: fashioned o creative delivery system for  surrounding area in corrosive foulness. The ultimare
—m the wretthed chemical. Assembled from crudely  irony in battlelield design, this type of thrall is as
te amputated body parts, bloat thralls are stitched dangerous to destroy as it is to leave whaole.
o E) : :

| Puoint Cost together and fied with a thick ron  valve

7 Fiald Allowance
Victory Poinis

Base Sizo: Medium

SPECIAL RULES

s Ruptire — Wi the Dloay Teall
nabes sulTeivnt damage 1o be
dustriaral. it explocm i a shawer
of oaling Fleh wich a 57 ACES AR
weodels jn ACHE budler o POW
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# Terror — Enemi mideluiini
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— Laeutenani Alkisd
\

Little is known about the nightmarish appantions
called machine wraiths. That they are some deviant
warping of mechanikal artifice is certain. though their
origin remains a mystery. Some folks whisper they
are the bitter ghosts of arcane mechaniks, some say
they are priests of Cyriss. and others maintan they
are fallen warcasters, but all of these rumors are mere
speculation. What is known is that the sound of their
arrval strikes a chill into the marrow of even the
staunchest warrior; it is.a keening soreech that serves

as the machine wraith's clarion call —something

between the howl of a banshee and the straning of

massive, I'li:iI_".' EEars.

The ethereal forms of the machine wraiths are both
ghostlyand mechanikal, and lacking corpareality, they
drift as insubstantial specters amongst the rank snd
file of the Cryxian armies. Only arcane methods are
prool against such beings, and their unlife is doven by
one absession: the possession of warjacks. Preferring
to ignore the physical world entirely, a machine
wraith seeks to dominate the cortex, severing any
warcaster s link and seizing control of the construct,
although they are adequately capable of dealing with
the living with their rending claws.

When the machine wraith seizes control of a jack,

it pits it against its former comrades and intends

nothing less than the summary destruction of all

Caine, ata debriching fallowing & couly banle

Enemy WIrCAsters.

Indeed, these great

wielders of  magical
energies are anathema
3] ll::;' rr|..1\'|:’ii|'|.|: wr:u't]'l.
for an oCcasion

warcasters  have been

|"I'|‘ W' [l.‘ 1.".'\Cr1l'l."i!-'\.L' a
machine wraith  From
its mechanikal  host

through a concentrated

effort of will' “and
the use of powerful
magic. A machine

wraith thus exorcised

becomes corporeal, if

but for a short fime,
1.]'“' j‘! (‘H!“hk"i [ |1'|1=
mundane but all-too-
real dangers of killing
foroes on the barlefeld.
Thus, machine wraiths
quickly and unerringly
geek the destruction
of warcasters who
wield such magic as
to threaten their very

existence,

fender eyed, Fivowld bavevworn they were nothireg.
bt o mechandk o decinken delusion. At that moment, 1 decarme a belivver.”

MECHANO-CLAWS

Special PO P45
j’

Y mmon
Point Cast El

Fiold Alkowance
Victory Poinis

Ea
N
Base Sire: Mediam F

SPECIAL RULES

* Incorpareal — While Incarpuereal. the Machine Wiraith lgnares

I cam

movement penaliies from rough terrmin and ol
through obstrutioms sad sther midels i s has enmigh mor

mave completely pass the alarrsciion or madel's hase. A
e throagh the Wraith without effecy W
o meve completsly past the Wraith's base. The Wraith does
coutst s an intervening model The Wranh cannm engage
or be engaged. The Wraith anly suffers damage and effeci i
sprells wnd foams sl is mot alfectod by caminoous eflecan. © T
effeces o shie incorporeal model expire during rw congruling
mamtenance phase. The Weaith canms be charged. slammed, or

pualed. Slammed and thrown models mave through the Weaith

witlious effect. The Wraith cannot cherge. When the Wraith mokes

playee s

an attack i lndes the Ineorporeal abilisy for one rousd
Makhine Meld (% Apack)
imert or enemy waraiks, The Wraith may not. possess a wa
with & disalsded Carter The Wraith must smccesd in a mecies arach

= The Mbchine Winshih may posices

ack

b posneas & warjach A successiul artack caoives ta damage. bui the
Wrasth's contralling player takes comirel of the wanack. Kemous

the Machine Wraith maodel From the b, Any
rud. Th e
may. ot activate The warjack e = round after
possciied wariaek canzor be allocaved Focun perimia. A
swath the Foous .'.1..-:-.||u|!mu-.. aliliey nuy atiempt o regain

wup sl on
lling Crvx playe
i possesred. A

the Wiaith expire when b i

rerlbes

ik
al lus posscised wasiack warhin his control ares by spanding »

Foecus poine during hin activathon, The controller thin make
boostable magic attack eoll (246 + FOC) againm the Wia
Il suceesslul the Wranth i expelled. The conmroler can sprod &
fucus poine i re=roll [nifed checka! Eack nis
sullers on ta, the Wirai
check: 11 the check fade, the Wralth exits the w
Weaith muy exit the warjack during its Main
IT the Wraith beaves & warjack For any resson, contml of the merjad
retuans fo e contradler, The Wrnian 3
wariack and loses the Incorpareal abifeiy for | nownd 1F
[

& possrased warjach

el atange g

el {1 pladiwiE

warisch s controller has been destroved or remaove
ik becanes inert anleis it was controlled by s mede i
Marshal, The Weaiel js destreyd il the prascssed warack
ar ilesteoed

o Lindesd —The Maching Weaith is mog 2 living model and ne
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Frequent bartles thronghout the borderlands © others: the gut splitter. Bent over carcasses and
“of the west have left behind bloody trails of human  attended by stitch thralls bearing fresh parts, the
dehris. For leagues around, heaps of the dead  necrosurgeon drills, digs, and sews enthusiastically.
and dying are attended by carrion scavengers  Any thrall that disrupts the grotesque industey with an
m of a grishy kind. Stitch thralls move slowly  unsatistictory delivery— the parts they have chosen
S5PD STR MAT RAT DEF ARM

sfelelsfiz]s
| STITCH THRALL | CMD 4 | Like patrons at a fruit stall, they pause amidse

SPD STR MAT RAT DEF ARM the fallen to gather the best bits —arms, legs,
64|33 |14]12
GUT SPLITTER

through this charnel realm of flies and moans, - spoiled, indiscominate, or too small —receives a hiss

crunching their way over ribcages and oot- and a backhand, sometimes atoning for the difference

Aung hands and carefully taking in every detail. © with one or more of its own limbs.

Incessantly mumbling as it toils over its task, the

necrosurgeon works with a child's glee. " You're a fing

torgos, and heads—and, il need be, severing y : - =
' = one... Does this hurt...? Not vet? How about this?

hem. Then, the stitch thralls pather the pars : 2
. Do Tt Ry Fekhd Wand el YEeEESEL,

Secal  POW P+ and deliver them to their ghoulish masters, the

( NECTOSUFEEOnS. Quickly, the surgeon opens each body living or
_Hm oairs g hanik e, o dead, adds steamwork rubes and pumps and stitches
_ As bands of mechamika-enhanced necrotic

k. : : i X together limbs of flesh and steel before fnally boltin
i Pecrisuemen i Dansiph soldiers campaign from ane killing field to the e ' N

 Eorinmicobesa n next, the necrosurgeon often calls for a halt ; , Y :
" Field Allowance : of necrotite therein is ignited, the conglomeration
ol X to. evaluate the troops, and usually some kind

Victery Paints

a grease-stained furnace into place. Once the lump

! : ; abruptly rises in undeath as an awkward and
of spontaneous surgery is required on various ; :
menacing mechanithrall —a flesh and metal soldier

Base Sizo: Small thralls in states of disarray. As'a specialist ] 2 e s 3
- vk ol the Nightmare Empire of Cryx. Thereafter each

among necrotechs, the necrosurgeon favors i - : ;
2 - . by |ﬁn1,‘!1;|ﬁ:l|‘|:|‘.;|,“ s I.'II.IH.';I:“‘.' Iq."i.']. (] farmanun, ruadl'l.' o

one instrument in its occupation above  all x

march for war.

SPECIAL RULES

NECROSURGEON
® Doedy Sratcher (3) — Gals o cnrpae tokes cach time a Mechanithrall or
g melel in destroyed within 3° of the Newromirgeon, IT more than one
midel in eligible 1o claim & corpee, the modol pekrest the destronved muodel
receives the corpee token, The Necrosurgean ca Bave 4 maxiomam of 3

eorpee 10kenis ot any fime.
= (HFcer — The MNecrosurgeon i the unit leader,

» Reanimate [B] (% Action) — With a successfinl akill ehecli. the Necrosurgron
cevaten ane Mechanithrall for each corpee token it possesses. Dhiscand jsa
corpae takena and place an rqual sumber of Mechanithralls within 37 of the
Nearmmrgeon. These Mechankbiralls sre par of the Necrosurgeon's unit but
camist sctivare i the mirn they are put in play.

» Terrnr — Enemy models/snin within meles range of the Wecrosurgeon musy

pass & command check or flee.

GUT SPLITTER ™SSNECEOSURGEON ONLY&

STITCH THRALL
] n. b Snatcher (13 — Gamn a corpee tokom each fme & Mechanizhrall ar

g moded jn destroyed within 37 of the Stfich Theall. If more than pre

Ie eligilde to clafm & corpee. the model nedrest the destroyed model
fves the corpse wken. A Sitch Thrall can have s masienm of | carpee
when at amy time. [Fa Stirch Thrall with a corpse iohen ends its actymrnion
1 17l thin Mecrsirgean, give it corpae token o the Necrmaurgeon

e Mecrovargeen already has § corpee tokenal)

UNIT

— The Necrosurgeon and Stitch Thralle arn oot living madels and

s-hmant’ = & Mechanithrall Unit Avachment can be added bo any
wit, I the Nectowwrgeoa i destroged o remaved from play,
b Thralls in the anit from play, The wmat's Victory Poind total
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“1 weerr one once at the erossroad. 1 Bere atn 1 no siame in telling, me mucker, I turned fal
ang made a good runepf i

- "|r|.1|F|h|!ul Mook, sorggant af tha wapeh in Corvis

If the mask of a skull is said to weara grin then.  to slay. Indeed, it could be that these monsirosities

‘tis doubly so for those called. pistal wraiths, Tor  were born of dark sorcery. for only sorcery &

d PISTOL WRAITH | cmD 7 |

SPD STR MAT RAT DEF ARM

smile they do... and they murder while they smile. . can'harm: them. They do not bleed nor fear the
Throughout the kingdoms, few inhabitants dare to - cutting ‘of their fesh, ‘for no earthly blade or
meet the challenge in those dead-black eyes: No one  -buller can harm these ethereal gunmen... unless

knows from where they came, but some say they rose’ they draw first

in the coiled stredts of Skell. Those who have seen the WRAITHLOCK PISTOL

; ] o et wraith susceptible to attack one must allow him RNG ROF ADE POW
gaping holes in the swirling smoke of their flesh, the : . . 15

Y : ; ; . to artack first-and pray that the shots from his L4 n!

waounds of their demise preserved like a curse in their "

WRAITHLOCK PISTOL
quickly because their forms only coalesce for a

s RNG ROF AOE POW
Some say the very fArst pistol wraith was a  short time, becoming solid and vulnerable o the {J (10 1 | = ]12]

legend of the Broken Coast and a favored minion”  dull weapons of steel and powder-driven lead.

: X And there's ik b, for ‘end istol
pistal wraiths in the dark hours of the might speak of B Ao e e i =T

i 5 wraith pistols fly wide. Then one must retaliare
|rI.|;u|'F|-ul'4.',|.] bodies.

of the Firate Kings, and it was they who petitioned  Dragged into the material world by their carnal S

: : . ¥ = d ¥ Podnt Cost
the necromancers of the Dragonfather to bring him . desire for revenge, the pistol wraith can be killed
Fiold Allowance

back from the Fae of 8 coward'’s bullet. Those who  orrather dispatched into eternal exile. However,
Victary Palnils

were forced to accept the challenge of this first wraith ~ should one tarry, the wraiths dissalve once more

always fell and then rose again on the next eve, into smoke and malice, raising their pistols, Base Size: Small

seeking out mystical forgelocks called weaith pi.:.u;i.-t pu”ing back the .l'.pq:r:tr.n.] hammers, and h_"r:“ng

and wandering the world in search of other pistoleers  the barrels upon one’s very soul.

SPECIAL RULES

= Chaine Ateack-Death Chill — 17 glae Pazod Wiraih his
the same trget with both Wraithlock Pisiols dising
the same activation, sfler resalving the asesclo il by
immediately nake an addivienal ranged sanack ayacie
the target. Il the anack sicceeds, the targat miisi
Farrdult withes s smoveineoil oF SUGOUR OB H3 Aesl WD
This anuck dees not inflict any damage

* Cruck Shot — The Pistnl Weaith's tegets do not
Laenefit frven being scseened.

= Incorparsal — While Tncorpareal, the Pistol Wiraith
igneires movement peastnies fron raugh tervain and
ohwtacles. It cun move vhioogh slbatrocaons s
otber madels iF i has encugh movemenn i move
complesely past ihe obstrucien or mode]’s Tase, A
mndel may mave threngh the Wesith withour effen
i ey enough movemens in move r.nuq:h:':- i
the Wraith's base. The Wiraith does o cu
an intervening medel. The Weaith cannot
models or be engaged, The Wraith only suffecs
damage and effects from spells am! boam snd i nat
allwetpd by combinuous effécm Continons efigcm on
the iniorpareal model expive during the contrislng
plaver’s maimenance phase. The Wralsh car ;
chargped. slamamed, o pushed. Slammed and thr
models mone thrsugh the Wranh withoat ifice. T)
Waith cannmt charge. When the Wrealth makes o
attach fi loses the Incarporeal abaliey for one rus:

ii

T

A

Undead — A Pistal Wralth is net & living mosd
nurver (lers

WHAITHLOCH PISTOL
* Body Count — A Pastnl Wraith gaims g sie
eack rime bt destrovs a lemg model. A Wia
have & maximiem of 5 soel tokens anany te
Tukiens may bie spens so boosr atack ne dagmags




"To =il in the wind of the dragon’s wangs
tn. sail ‘into_greammess...” Thus say the corsairs of
renown and thus say the Revenant Créw of the
Atramentons, the cnder-ship that was baptized
i i the Fery breath of Lord Tornk Himself. To
' spy the blackened timbers of this deathly ship
is enough 1o sink the heart of many a brave
captain.
thesightof their black funereal galleon, and even

L QUARTERMASTER | cMp 7
SPD STR MAT RAT DEF ARM
(6]ele]s 13|12
[PIRATE ___|cwp s

. | SPD STR MAT RAT DEF ARM

The coastal warches cry out in fear at

on the battlefield the brave retreat before these
apparitions. They Ay the flagof the Dragonfather

NECROTITE PISTOL

RNG ROF AODE POW
Y poEm

CUTLASS

and the mystical flames of his breath lick around
the scorched sails that belly out in the slightest

wind. Indeed, such is the enduring heat of the

Dragon's fire that the very sea bailsin the wake

of the dframteaton  Black hull.

E,.{: —Bﬂ ,_"'uu{ what prize for
— service to the Lord of

*  Leader & 5 Troops Diragons? What gift for

Up to 4 Additional Troops those who looted in his

Fiold Allowance
Victory Poinls

name and bathed the

Base Sire: Small

SPECIAL RULES
QUARTERMASTER

elpesihloond — Pirntes in the wnit destroged within 7
iriches ol the Ouanermaster revurn 1o the tabde diring the
comtinlling player's mainienance phase i the Coartsrmaster
lska ot been deatraved or removesd from play. Place the
mndlels ansawhers within 37 of the Quartermaster.

* Lesder
» Tagh — Whenever the' Quarntensaster tales sulficien
dumagr b be deatreved, the controlling player rolls & de,
Cin n Boor G, the Quarermaster i knocked down mateail of
lschng destroyed,

UNIT

» Deathiatroke — Afber & succesaful melee armek roll, a
Kevenant can make a Desthsiroke, dovbiing its STR w12
Fur the damage roll. The Bevenant i destroyed immediately

afpar the anack i resalved

® Termor — Enemy modelsfumite withan ineloe range of a
Bevenant must pas & comiaml cheeli ar fees

gl — Revenants are not Giving models and never flee

"\E{ HCI'T1TE PISTOL

Chin l'.n.1. al 1l susger model suffers

“Giive tho atormia and rocks, give te niutory and plagae, but save ws from the Atramentos.”

— Casper Ayeryy coprain, of the Mot

deck of theirship in the blood of innocents? Why, to
pass through the furnace of undeath inte His semvacel
Thase who served the Dragonfather in lite, sailing the
waters that lesser pirates feared to sound. return as
His servants in death, and werror fills their sails. They
may die a thousand deaths in the service of their lord
all the while warched over by the Cuartermasters, the

b, and

custodinns of the Bevenants’ service and rebirt
when Lord Toruk is victorious over the world, then
Meredius and all who sail upon its vast deeps shall

belong to the Revenants:

They advance with deliberation. In one sheletal
fist, the Revenants wield their vicious cutlasses hlled
with the ghostly light of the crescent moon. In the
other they hold antique pistols loaded with necrotite
harvested from many a scuttled wreek. They come on
:.||1'\.i.-J_l,-_ .I'.l‘“."' cannot be 1|:~r-[r1|n_'|.'|_'i!... at least not 'L".'!'Iill."
the Quartermaster lives. Indeed Revenants have but
one life to offer, and to kill one is to waste & bullet, but
1o kill the Quariermaster? Thar, it is said, is perhaps
the only way to sever the Revenant crew's undead

cord of life
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“Theve abwmenations ondy direngthen our resolve baboveg His ligist cntir dark places.”

High Exemplor Kreow, smmdinp bloodied véer the wreckage of & Stalker

purpeser to butcher those who oppose the wall of

Height /Weight [ T e- SR Cryx. Nearly invisible at a distance, .the surfacés

LRLERNETE Twin Eviscorators (right and left arms) of theirshadow-torged hulls appear to ripple

IR ORI 1 5kgs (necratite] or 30 Kgs (coal] / 16 contntiously with rwisted, formless shapes

hrs general, 2 hrs combat ' SPD STR MAT RAT DEF ARN

T]7]6]|4|16]13

EVISCERATOR

Special  POW - Pe3

e N
T e
EVISCERATOR |

watch over their comrades until the hattle’s end.  wounded by such malelic weapons find not only |8 Special POW P45
s IEEIENED
e e e

horrors skulking out of view, reaping all manner of  feed dn the mystic energies of their victims, DAMAGE 1.2 .3 4 & &
GRID

gazing out Balehilly through their black metal

Initial Service Date QLIS ENTIFONnS.

Cortex Manufacturer EIEUTETH]
Orig. Chassis Design @IETHETE

vault

Moving at blinding speeds, they

effortlessly over anything in thetr path like

great black-iron insects. Onee within' reach

The battlefield breeds superstition. Some soldiers of their prey, they lash our. savagely with

believe that the souls of the fallen remain behind o their dreaded  eviscerator blades; Warcasters

©thers believe that Fighting on grounds once bloodied  their Hesh rent but also their arcane defenses, for

& by war is to tempt ruin, and some speak of unseen eviscerators draw more than blood; the Stalkers

misfortunc upon the living. Those warcasters whohave  expending it in relentless attacks.

- o J . SYSTEMS
tallen prey to the Stalker’s soything blades know that . .

il R e For the better part of a century, Stalkers f—

at the heart of every wale 12 a spark of truth i - .

: Ao have untailingly served the dark designs of gl e 0}

—

Mt 81

The Stalker is a thing out of nightmare, an insidious  Cryx by brutally murdering their victims from

adow and steel designed but for one -  shadow, Like an apparition of death, the Stalker

fusion of sk

15 something the enemy cannot see, cannot study, SSEESETEAS
and cannor hope o predict. Thus, the Stalker ST

shall never become obsolere, but remaina Wictory Points
[ e T R e )
E
Base Size: Medium '

killing machine of timeless design.

SPECIAL HULES
= All Terrain = The Stalker ignores movement pesaltees from roagh
batfatty AL clietaclon The Sealier ik g or slain Screnl bl

ferrain

Leag — ARer moviang bt Lefore peslorming an action, the Salker
can spenid & focus poim w0 beap an odditional 57 The Sraller canno
leap i ie rums, chargee o slams. Wien leuping. the Stalker can move
over ather moslels i i has coough movement to meve comipl
[aaE their bases. gnores free spnkes. pough 1eeram and of
anal wll nehor movement penaltios and effeves. The Sealke
navmally afies baging. Any effeen el prevens charging o slamm
slsm prevens the Stalker from leaping

gy whiach

o Siealth — All nischs ugainst the Stalker from greater than 5 away

antomaterally mive A Stalkor greatar than 5° away from an attscke

thoes not coant B an inerveming medsl

EVISCERATOR

= Arcane Intecference — A motel with 3 Power Felld dajmaged b= s
Eviscernror canmi recharge it Power Field for | roand

* Power Sink — Fagh time the Eviscerator hits o madel with 'the Faces
Mamipolaricn abiling. the Salker gaine & power token and the meeiel
hit recerves one less facus posng om s mEal Tien. Ohe the Sealket's

mea cintral phuase replace each power token with a loc

foacms podnts are in addition v any feme polngs allocated w0
|.||||!l1|“ir|.,5 wapcaskrr,

.




4 |12 18

HELLJACH

e o L

"W didn 1 wtand'a chirnce. . Jrose from the waterand cil ws down where we wtood....”

— Last voorda af s dving long gunines

Y As Coyxian raiding parties thrust further and
further into the belly of western Immoren, they
found it increasingly difficult to” move in
secrecy. Their helljacks were simply ill-suited
to negotiate the weacherous landscapes: at

any kind of speed. Thus, Cryxian warcasters

(j ?F‘!H.EIH

y Fiat.

turned 1o the grstle-and-grease workshops
ol their necrotech engineers and demanded
a_=olution:’ The Dragonfather’s engineers

glecfully accepred the challenge and in due

13| 3| —113 : : :
time unleashed the Leviathan—a creeping
g CRUSHING CLAW black-iron atrocity of unparalleled mobility.
. An  amphibious horror, the Leviathan
i Multi 5|17 is favored among the reaver captains of the
nightmarish  blackships, Their  watertight
et furnaces seal for a short time, allowing the
hellinck ‘to be deployed at sea, whereupon it is
shoved overboard and left to scuttle to shore.
Onee on dry land, there is no place where men
L R * F
A AE can hide that the diligently murderous Leviathan
" cle cannot track them.
Po 125 : 2 .
Onee the helljack finds its prey, Morrow
e help them, for it bearsan array of truly gruesome
weapons cffective - even against the durable
f design  of swarjacks themselves. A massive
sinching claw adorns: one of the Leviathan's
. arms,  alchemically treated to  withstand
-
»
SPECIAL RULES
o Al Ter The Leviathan igrimoes mernemesit
sswstaltien From rough terrain and obersclee The
Lesanthan inay charge or slamoacreas cough terrain,
a s — The Leviathan’s furmece is not 4
weed i it mieeen fnto desp water. The " I
sy meave through deep and shallow '
wev withenst penaliy, While completely within - § . 4 I
g water, the Loviathan eannot inake ranged v ;
achs ar e targesed by ranged or magical anache 3 ” 2
& Spider Legy = The Leviathan cannot be knocked 'r‘.. i
CHRUSHING CLAW '
» Critical Crushing Gnip = Cna Crareeal Hit, the 4 3 4
s Claw can sekior another wansck's ans 1
systpin, crushing it and preventing ins ue
o watem hae been seized after the
b el wiem takes sn additional
5 Lrmag saw il garb v loschied pust
B Tarviarhan had mude o successhal Areloclky
sl k. porwrr stk Mark this demage before
g eha damige ool v
- Thi ls & Craghing Claw has the i

Haoight /Weight BTSRRI

I Spiker Cannon [left arm], Crushing Claw

{right arm)

[T LTl 45 Kgs (necrotite] er 120 Kgs [coal) 12

hrs general, 2 hrs combat

BTl Unknown, first documented sighting

586 AR

Cortex Manufacturer RUEELLL]

Orig. Chassis Design

Meocrotechs of Cryx

immense [orce while inflicting grievous mechanilal
devastation. The claw clamps down uponthe limbs of
the enemy ‘jack and holds it immobile and constricts
it. Then, like some sadistic child pulling the legs from
an insect, the Leviathan is able to tear limbs clean
lram H'u_‘-ir 1_'!1;1.-:-si:-. _-"|.:||.||.|i.|:1||..|.51_'.'. I:h1: ol I'II-'I ALrm I'.li.‘ilr'h il
cannon born of vile engineenng called a spiker. When
the Leviathan's soul forge begins to fare, it builds
up an excess of steam. lts hopper feeds crude bur
effective necrotite-tipped spikes into the steam diiven
rEpeating cannon Then, with a steam whistle howl, it
unleashes n barrage of black iron, riddling its victim
and dismantling any system be'it made of gears and

r|-||-'|.'|.| orthe |11|,:|¢-]1. more L'1||511:-.I'.||!|||." flesh il.l'.li.! bane.







A mercenary stalks the aventes of Point Bourne,
limping heavily on his right leg, a detached expression
on his face. The air is crisp with the commg winter,
bringing with it the metal tang of imminént snow.
Furled in his nondescript travel-worn cloak, little
about the man save his swkward gait invites attention
from  others walking the street. A group of them
loudly_carouse fiearby in some personal celebrarion,
but as they happen 1o the man's eyes, they sober and
move quickly aside, for lethal venom lurks in the
darkness of that gaze,

The merceriary keeps his head slightly canted to
one side, asaf 335;:55:ing Ways to kill each person that
crosses his path. He limps noticeably but swiftly and
with purpose. In his wake he leaves hearts chilled
aned fearful, at least unnl the night's passing cajoles
the revelers to forget the cold shadow that crossed

their path.

He moves through the crowd: glowering and
ymoring the various sounds and voices. Here, a1
least, heis unknown. He turns down a second less-
frequented thoroughtare, then again onto an even
slighter Alth-strewn avenue populated by unsafe —or
unmoving —shadevwy higures, but they ignore the
limping man, as he does them. At last, he pauses at the
entrance of a large plaza, and'glances at an inn at the

far side of the square.

Fewer people seem to be gathered outside this
building than any other tavern in the city, and those
who stand outside swilling their mead sing songs thar
are far bawdier and violent than the dimes favored
elsewhere. For the hirst time, the mercenary presents
the merest hint of a smile. It is the expression of one

who has returned at last to Familiar surroundings.

He hobbles directly across the plaza, timing his
uneven gait to slide between the passing carriages.
As he approaches the building, he extracts his leht
armr from beneath his cloak and, per superstinon,

taps the botrom of the inn's sign as he enters, semng

The sign features a faded picture of a [
blunderbuss and & small pile of large ammunition, and
it emblozoned with the words Tie fron Balls.

lnside Tbe Jron Balls, the crowd is more hushed
than on the streets. They do not celebrate the
harvest's closing as lervently as the rest of the city,
for they are mercenaries—swords and guns for
hire —and their harvest is far more grisly than the
wheat and chaff gathered by the farmers. Most of
the patrons hunker over their steins and talk quietly
amongst themselves, although in one corner a piir of
loud-mouthed mercenaries holds a gatherng of aid
listeners in thrall by virtue of their exaggerated stories
and a keg of free-flowing ale.

The mercenary moves across the tavern floor and
stands at the bar, keeping his cloak furled about him.
A sunken-eyed barfly moves over to him; then thinks
better of it and leaves him in peace so she can pursue
easier game. He orders a tall glass of potent brandy.

then leans against the bar and watches the parrons as
he drnks,

They appear to be, most of them, in good spirits.
The campaign season had been fair enough, leaving
them with rousing tales to share and the memories of
many comrades. to toast in bittersweer remembrance.
Now they re looking forward to a long: quiet winter,
carelessly spending the coin they've earned while the
rulers of the nations fret and stew about the next year

and the next war,

The mercenagy snorts. They are dappy fost b fipht
and dlesrek, he thinks. Theyaan aaf fior the plots of mations. . .
That o what arskes them swch exeellent tools,

He downa the rest of his drink and moves to the
stairs that lead 1o the second floor. The old wooden
boards creak under his weight as he climbs, His limp
makes the ascension difficuly, s0 he grips the rail
with one arm, hall pulling himself up the steps. He
navigates the balcony that circles the tavern floar,
ignoring the patrons who lean on the railing and
absently waich the crowd below,

On the far side of the balcony From the stairs
he comes to a hallway that leads deeper into the
inn, back to the suites. Many of these arc de
facto bunkhouses for the more famous mercenary
companies, while others are all bur owned by famous

mercenary leaders.



ing out from & decrepit |mu|r.--dumage-.| wa r_m:l;,

He stops at the second door from the end, opens it
and hobbles inside.

The front room has a solitary tble bedecked with
cards, coins, several empty tankards; and a tarmished
brass lantern with dirty glass panes. Two trollkin st
at the table; one rises from his chair, while the other
gathers the cards and shulfles the deck.

The trallkin lurches into the meércenary’s path.
The lantern light makes his gray skin seem more the
color of pus. "Got yve an appointment, eh?” he asks,
his voice hilling the room with the well-known trollkin

resonince.
SNl

“Right, then. Lessee yer chops,” adds the trollkin,
holding out ane meaty hand for the certificare that

recogmizes the bearer as a recognized soldier-lor-hire.

“Mever signed any buggered charter,” replies the

mercenary levelly.

The trollkin snorts; an alien sound sgueezed
through his teeth. "Cor, we don't wants ver type o’

coin-filchin’, meat-lootin® corpse-thumpers  ‘round

here, Git off wit” ye.”

Instead, the mercenary steps around the trollkin

and toward the room's ather door.

The second trollkin quickly stands, knocking his
chair over, and boldly interposes himself between
the mercenary and the door that leads Further into
the suite. “Right, mate.” he growls, the rumble in his
voice darkening the room with danger, “ve've done
asked ferit..."

The mercenary’s right arm shoots out from
beneath his cloak, a huge mechanikal appendage
built for extreme violence. lts open paw strikes ar
the trollkin, catching his throat in its viselike grip and
alamming him back against the wall. The wood cracks
with the impact. Turning quickly, the mercenary
throws an underhanded gesture at the other trollkin,
and a black-hued magical ray thrusts out of the
man's’ palm and- amites the wollkin square in the
Face, sending him sliding across the room. The fallen
ereature writhes on the floor, clutching at his eves and
grinding his teeth, his booted feet kicking at the floor
in unbridled pain.

The mercenary turns his baleful gaze back 1o the
trollkin against the wall.

“F'm sorry, | din't know

“Care 1o join' me, thénT a.sk: M.ugnus. h'ls‘@‘uﬁ
hand'tightening. =

The trollkin shal{lnﬁ hiz head, clutching at the
mechanikal paw as ut cuts off his windpipe,
boss'll.., £ee ve now,”
his eyes.

Magnus lets him drop to the foor, spittle droaling

from his mouth as his lungs labor for air. “Thank

wou, " he gavs with a wan smile.

Magnus gpens the door to the interior rooms and
enters. He utterly ignores the seven firearms aimed at
his head. As he crosses the common rdom, doing his
best to conceal his limp, the weapons lower one-by-
ane as the bearers opt lor the better part of valor,

Several tables fll the room, and Magnus stops al
the only table that still has someone seated at it: the
trollkin mercenary, captain, eating a late dinner. He
pulls:up a chair and seats himself opposite.

*Magnus;” says the trollkin, munching his food.
He doesn't even look up to meet the man's gaze.

“Boomhowler,”

trolllin's tone. He lets silence settle in for many long

says  Magnus, imitating  the

minuies,

At lasr, Boomhowler speaks. "What news?" he

asks, feigning indiference,
“The time has come.”

Boomhowler glances at his licutenants. “l... we

have other commitmenis,” be says, too nonchalantly.

Magnus  points  to - Boomhowler . with  his

mechanikal arm. °[ paid you verywell, 1nng ago, The

rules of the charter state you well... serve mie.,, mne.”

The trollkin captain meets Magnus' stare for a
long moment, then he simply nods.

Magnus smiles. £t & good binie bo be b snercenary,

"The « 8
he gasps as blackneds flls © - K4




L knew ol Grundback when
follosing the Code Talimost choked on me owin tongue. .. bat, ta know be does our people proad av
a iwarcasfer — thal dearly bricgs o fear b nee eye. ™

-\ @ mane foreman back i Bl Whend beard be wan

— Herne 5““31 wiihel. dhwarven mer ohary

Gorten Grundback of Clan. Dohlan: grew up
guickly in the mines of Rhul. He knew ava voung age
of his inherent abilities 1o wield the magics of earth and
stone. His clan. a long-storied family of ere-smithing
miners, saw great patential in the young dwarf, and
he rose guicklyin the hierarchy of his clan's mining
conglomerate. The higher he roze in station, the more
dwarves and tools he had at his disposal.

Bventually he began to commission mining
steamjarks to further his work, and that is when a

whole new world opened up for Gorten Grundback.

The dwarf found he had a knack for manipulating
mechanika. As
a trader of marerials and labor with the dwarves

beyond Bhul in the lands of Llael and Khador, he

familiarized himself with the mechanikal constructs,

arcane’ energies associated with

spending much time around them on his many treks,
From the resopance théir mult-ton steps made in
the tunnel floors to the miniscule tunes within their
cortexes, Gorten tanght himself how to push and pull
their vibratons just ag he could the rremors of the
earth itsell, and in nme, his inherent posvers gave him

a honed command of his steamjacks.

Ome day Gorten had a revelation: He realized his
own potential as a self-styled warcaster, and he [el

his talents were wasted in the stone bowels of Rhul.




great Imnnr and gh'rn-' of the warcasters, so he
made the decision to leave the mining life behind.
Gorten turned foremanship over 1o his nephew, 1ok

a handlul of his own personil steamjacks with him,
and ventured forth to become one of the few dwarven
warcasters in the lron Kingdoms. For a while, he lived
as any mercenary does: sometimes his coffers. were
Full and his rankards overflowing, while at other nmes
he had barely a scrap to speak of —bur after proving
the worth of his Rholic warmachines @ time or two,
hiz services became highly regarded by those able o

afford them.

Gorten brings a mighty command of sione and
earth 1o the battlefield, causing walls of rock 10 rise
from nowhere, molten ore to slag the enemy, or
robing allies to the ground so nothing short of death
can move them, Such is his command of the earth’s
crust. He can even focus his will into a gigantic
landslide of stone and soil thar careens through the

enemy and leaves his allies virmally untouched.

Corten's magic s powerful ‘and relentless, and
g0 are hiz combar abilities. I1]I_\'$.It .'|||._1.', the dwarf is &
block of armor and muscle. He plods through battle
ignaring most blows i order 1o close quarters and
level a foe with Forgelather, his mechanikal maul made
to withstand terrible impacts and counter-balanced 1o
add titanic force behind its blows, A single strike with
this hammer can knock anyone oft balance —men.

¥ warjacks, and even warcasters. In case Gorten's
foes are too cowardly —or he too slow—to meet in
battle, he also carmies a double-barreled Stoneground
original pistol modified 1o his specifications. Gorten
Grundback - is & skilled technician, a masterful
manipulator of the elements, and a proud and mighty
dwarven warrior; all available fora few thousand gold

coins. Not many can pass on such an opportunity,

FEaT: LAND SLIDE

Gorten's command of the element of earth
extends to an uncanny mastery of tectonic
forces. The powerful warcaster can aetually
force the earth) o shift and slide’ creating
areas of telluric interference that can draw
tis enetmies closer or push them away. Gorten
can quickly mum an enemy offensive infg a
scramhble for esoape.

All - enemy models within
Gorten's control areaaré moved up o 87
toward a table edze selected by Gaortenls
;ull.ln.lnillb' ]"1"." er. All models must be :.I:lm.'l?d
the same distance. Models moved cannot be
moved over anvihing bur open terram -and
stop if they run into obstacles or other models.
Gorten's contralling player chooses the arder
in which the models are moved. Models moved
b Land Shide cannot give or receive orders  JERERS
and suffer 3 'SPD. RAT. and' DEF kor |

gurrently

Point Cost
a| round. Fleld Allowance
Victory Poinis
SPECIAL RULES
Mercenary —Gorten will not work For Crax
or the Protectorate
Mercenary Wareaster — Gorten counts
toward the maximum number of Warcasters
allowed in an army. Only mercenaries may be included in a forée i the only
warcasters are mercenaries, Gorten can only give ordérs to mercenary units
Only mercenaries may use his CMD when making command checks
Rhulic Mercenary Warcaster — Gorten can pnly have Rhulie Mercenary
warfacks in his battle group.

DUAL HAND CANNON
Bath Barrels (% Attack) — Gorten simulmneously discharges both barrels

for a devastating attack, Make one roll for the attack. IFit succeeds, targer
model sulfers a POW 16 damage roll. Gorten cannot spend focus to make
additional ranged attacks after a Both Barrels apack,

FORGE FATHER
Critical Concusston. — On a Crirical Hit, targes modé| sulters Concussion. A
model sulfering Concussion forfeits its néxt activation and carmot allocare
facus for 1 round,

Spells Cost RNG ADE POW UP OFF

Crater a 8 4 13 N Yas
Modais within ADE cannat run, charge or siam for 1 raund,

Molten Metal 2 Az | = - Me Tes
Torget warfook suffers 1 point of damage to every column on its domage grid. i o damags
column is full then apply the damags o the next column on the Aght.

Rock Wall 2 0T Wall = Yes  Ne
Gorten creaies o wall of stond. The wall templade cannod be placed louching & model's base or an
obstruction or obstacke, The wall template is o linebr obstacle, providing cover,

Solid Grownd 2  Caster CTHL — Yos L
While In Solid Ground's AQE friendly models cannot be knocked down and do not suffer Siess
damage from AODE attacks.

Strength of Granlie 3 6, - - Ke Me
Target madel inGerten’s batttegroup gnins +5 STR and Criticol Knackdown on migdes Stec-s for
one roEnd. On a Critical Hit. torget model s knocked down.

L Tt
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“Leave itto a dwarf to putiuck power in sometbing wo vmall.”

= Commander Colemiin Stryker, regardng the Grmdback Gunner

The Grundback Gunnerwas originally intended

‘ b A Height /Weight [E3 LR 10
to carty messages quickly (a relative term for

EY LR N Rhailic Cannon (head)

the long-lived dwarves) through tunnels and

| $PD STR MAT RAT DEF ARM nines rather than perforate the enemy. with Bt ol 75 Kgs /24 hrs genaral, 5 hrs combat

5|6]|]4|5]12]|18 L : : : ,
was actually a cousip of his who hirst erafied [ PTY FOMER IS Varies (each clan refles on their own

i . - « B manutacturers)
@ m ¢ the “tunnel runner® —something . Gorten's L

m mr mE m oW !.|.|I:I'|L' s A Warcaster h{l._"g 1“!“il'l‘l'\|'ll'l] Over D'Il' CHa-sili DES"“ “.".lhﬂ l.‘!".“ldhﬂ(h

HEAD mn-m : rhe years,

After crafty mechaniks added a powerful As with much of Rhul's finest technological

cannon hire. Named after Gorten’s family, it (LTRSS BT 513 AR (Runner] / 526 AR (Gunner)

' + a g .
DAMAGE 5 8. cannan to the chassis: the "Grundback Runner” - wonders, their ‘jacks 'tend to be far more utilitanian

GRID hacame s security jack known as the "Grundback and efficient than anything dreamed of by, human
o o s ‘1 T T 1 ; vl . -3
SYSTEMS Gunner.” The cannon can even be prompted minds Fhe. Gunner takes the firepower of larger
ot ] to add more punch if a warcaster feols the human machines, adds the ingenuity of the Rhuhe
[—]

need. To make room for more fuel and efficiens  engineers, and bolis on a touch of Grundback pride
Mot W

mechanisms, the Gunner is spared a great deal  to forge out ane of the most interesting warjncks to
L B of the exma nternal reinlorcement. under its - lumber through the smoke and hre of Immaren's
Ficld Allowance b thick armor plating, so although it is completely  battlelields,

Victory Points encased in steel, once its armor gives way there 1s
=——————"""— - . ]

Iirtle inside 1o protect 1s |1|'..'1_"iu|.:|s. campanents.
Base Sire: Medium

PECIAL RULES
Rhulic Mereeniuny: Wargack
— The Grundback Gunner
may anly be included

in a Rhulic Mercenary
warcaster's hattle Erotip.

% CANNON
} »- Powerful Blast — Spending
| one focts pomt boosts both |
sttack and damage ralls,

o et
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HEAVY. WARJACH

=
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“Warjack armor is made from metal. Metal is made from ore. Ore i found in the Hone beneath the

mowitacns, Deille are made to break that atone and grind that ope, Sawbat bappeny if we advance the
whole proveas a bit, el G wtraight togrinding armor?”

— Cisrren Grundhack; discossmg spme sbvantages of the Ghordson Dinller 6o 0 patential cuspomer

gl t 11'6" / 8.5 tons

Grappler Hydraulic Claw {left arm), Rock
Dirfll {right arm)

oad /B g 225 Kgs/ 14 hrs general, 3 hrs combat

e Da 446 AR.

orte Varles [each clan relles on their own
manufacturers)

Unknown (attribuied to Yarl Ghordsan)

The Ghordson Driller has been inuse in Bhul for
well over a century. Unlike human engineering, the
Rhulic approach does not just :|l:.w1g_n warjacks solely
for use in battle. They are a mulo-purpose people
with multi-purpose itools that can be called upon
in times of war if need be. In such a manner, Rhul
can be protected by all of its creations at any given
time. A mainstay of Rhulic mercenaries on the road,
surplus Dnllers have been purchased by enterprsing

warcasters at substantial discounts.

L -,
ri ;I.";‘:.'I. 1. w’
. £ ?"1 g %
g .f_\."""-" >N

The Dinller is, not surprisingly, a mining
steamjack used to break down heavy stone
walls and cembankments. It is o massive
monster of iron and hydraulics designed 1o
withstand falling stone or mineshalt collapses.
Because of these factors, the Dinller malkes for
a devastating combatant. lis armor s hedyy
and thick, and the Driller itsellis a behemath
of iron and steel. |t can suffer terrible artacks
anel shrug them off while bringing its own

relentless assault to bear.

The Driller is equipped with a great rock drill
that bores holes through the toughest of armor
and leaves behind tatters of scrap inside and out.
It 1s also equipped with the Grappler hydraulic
claw, a powerful clenching pincer used to clear
and remove rubble From work areas. It also serves
as a very etfective method of holding a trget sull
long enough to bring the rock drill 1o bear, While
not as “fast” or as “nimble” as its ponderous
Khadoran cousins, the Ghardson Driller s :in
unyielding metal monster: Whether it is clearing
the mine of obstacles or the battlefield of enemies,

it does so rrelesshy and etheiently.

! SPECIAL RULES

b
PD | DEF A
4 112|511 4192|139
g GRAPPLER
i P
Multi 3115
ﬁ DRILL
igm Pl F
T Critical S 117
L
L M|C L]
MIM]C
s 112
d u
3
L]

may only be incloded ina Rhulic Mercenary warcistier'’s

» Fist — The Driller’s ﬂru]l]rh:r lias the abilites of an

*'Grip — Abrer a successinl (':r.u.pi'-ltl artack, all Pl

artacks made by this Diriller agains the same target this

turn hit .|.||1|||n.nli4..|||tl.'. Grip only atfects the last mosidel

DRILL

o Critical R} stem Fallure

. On s Critical Hit, every
. ’ wartaclk system (i.j“'l.ll.E{-‘l b the Dl except the Hull

“Sigfhe . » Rhulic Mercenary Warjack — The Ghordsan Diiller
battlegroup
GRAPPLER
B Open Fisr
-
£¥ hit by a Grappler atrack.

system, is automatically disabled. Afier marking regular

damage, those systems that took damage have their

remaining sysiem boxes marked as well



“Saretimes the machimations of fate comepire fo ey o great men, and oo amount of valor or
oyl to king and country can exense bloody deeds vommitied in a tyrant s name.”

= Commander Adegir Sebastian Nemo. speaking agmine Mignus' pardon, 595 AR

A relic of the dark days before good King Leto
took ‘the throne of Cygnar, the war eriminal called
"Mignus the Traitor” is among the most wanted
men inthe known world. With a broken body and
will of iron, he wages a vendetta against hix former
homeland. A warcaster on the run, Magnuos [inances
his pravate wilr with mercenary contracts, spending
the bulle-of his spoils on repairs and supplies to keep
his ragtag battle group in bit condition. He is infamous
for his sheer brunality and callous disregard for life,
and only gains employment from the desperate ar the
ruthless.

He was not abways s man without a country. Years
ago, Commander Asheth Magnus was privileged
to serve Vinter Raelthorne 1V the Elder as an elite
soldier, a canny inventor, and a much-favored
battle leader. He fought with reckless abandon
and directed several border campaigns against
Khador. He was known for sacrificing the
lives af his troops to ensure victory but, to
this, Vinter paid little heed —atter all, life
was cheap, warjacks were not.

,'\Jllx:r I-ISIJI‘[JiI'!g hia |:|'-:rl |'|:.~|"3 1|'||'|:|1||.'. Killg I.tll:'l
Raeltharne sought to heal his country’s wounds by
offering a hearing for a full pardon and militiry
commission ta any olficer who had been loyal
to Vinter. Magnus refused. Instead, he led some
remnants of the Royal Knighis of Cvenar whe still
claimed lovalty to the Elder in a bloody guerilla
war that went on for months. Finally, starving anid
wounded, he was forced to surrender to Leto's terms

at sword point.

Rather than be imprisoned, alter a hearing Magnus
was demoted —and disgraced. He was stationed at a

remote garrison along the Khadoran border where




ﬂ

e aﬂ"u.nné vl aginst Khador’s renowned
th ‘Border Legion, Magnus tortured 1o death a
number of officers 1o gather infoemation. His actions
were immediately reported by an aspiring journeyman
warcaster named Coleman Stryler, Though the sedsitive
information proved vital in halting Khadoran operanons
in the region, his superiors were appalled by his methods:
He was subsequently demoted and endured six months
in the brig.

Insult campounded injury when he was afterward
given over to the command of the recently promoted
Captain Stryvker. He was obstinate; often contradicting
the young Stryker’s orders, and with each passing day
Magnus grew progressively insubordinate, He crossed
the line when he ignored direct orders in the field and
_ forced Stryker to abandon carefully-laid battle plans
to-rush o Magnus' aid. Arriving just in time to keep
a Crusader from landing a lalling blow, Strvker sent
the brutish warjack sprawling o the ground with an
arcane tremor. By mere misfortune, the fjack landed
on top of Magnus and crushed his bady beneath it.
His arm was severed, his leg was ruined, and for
weeks, he lay in the infirmary, clinging to life only
through sheer hatred. To this day; he gets by with a
brace on his hobbled leg and a powerful mechanikal
arm replacing the one he had lost, but in many ways

Magnus never [ully recovered from thar day.

When he was it enough to stand, Magnus rode to
the front lines, revenge heavy on his mind. The day
after his arrival, he joined the unsuspectng Stryker
on the battlefield, and when Magnus saw his chanece,
he struck. He buried his blade in Stryker’s back and
sent him into the dust. He reveled as Stryker sputtered
hlood, but before he could land the finishing blow,
Magnus was battered aside by a stormglanve blast.
Realizing he was outgunned, the Traitor fled the field,
sacrificing warjacks undér lns command to block the

path of his pursuers.

Since thar day, Magnus has served any master
who could afford s price, often bartering Cygnar’s
secrets with his services. A branded war criminal,
Magnus bears a heavy price on his head. Commander
Stryker has sworn personally to bring the villain o

justice by any means necessary.

Fresh rumors concerning Magnus have begun
circulating, It is said in hushed whispers that the
Traitor is commissioning mercenaries for missions of
his own: Some go so far as to claim Magnus gathers
a secret army about him, but the sellswords who
have entered his employ refuse to comment on their
activities, further fueling the conjecture from dingy
saloons and back alley establishments into the oty

strects of Caspia and beyond.

time e-v;nlu.uil_} cost I'!ll'n ]

Arcane Bolt 2 12 - 11 No Yos
| Magical bolts of energy streak towards the target model,
el Blur 2 B - - Yes No
Bl Torget model/unit gains +3 DEF against ranged attocks,
' Disruptor 3 8 = - Mo Yis

FeaT. HIT & RUN

Insanely  reckless . and  uninhibited,
Magnus has learned that motion in' combat is
the key to mainmining a superior inftiative. By
overexerfing his warjacks in combat, "'-'li,gnm
con close in, attack, and then disrance himself
from an  enemy while exploiting his foes
innhiii.t_'l.' o .|.||.1.i.1l 1o the uhnnging ndes of the
battle.

Magrus and all warjacks in his battlegroup
currently within his control area may make an
additional movement at the end of this e,
Alter all friendly models have completed their
normal activation, models affecred by Hit and
Fun may make an additional advance ar run,

ignaring [ree sirikes during this moyement.
Warjacks do not have o spend'a focus point 1o
run during this movement,

Point Cast

SPECIAL RULES

Mercenary — Magnus will not work for
Cyguar '

Backstab — Magnus gains an additional die
to his Back Strike damage rolls.

Frign Lieath — Magnus cannot be targered
by raniged or magical atmacks while knocked
down

Field Allowance

Victary Palnls

Mercenary Warcaster — Magnus counts toward the maximum number of
warcasters allowed in an army. Only mercenaries may be included ina
foree if the anly warcasters are mercenaries, Magnus can oaly give orders
to mercenary units. Only mercenaries may wse his CMDwhen maling
command checks,

FOECLEAVER

Powerful Artack — When artacking with Foecleaver, spending one focis point
bevcanis buth s an..]i;l: r|:|“ .n'lrj I:IH:IIHIEI!‘ roll

Two-handed Stnke (% Attack) — Magnus can mulee o sword strilee with all
the force of his mechanical mrm behind it for a combaned POW + ST of 17
Two-handed Sirikes henefit [rom the Powerful Arack ability, but the target

ie not knocked daown,

MECHANIEAL ARM
Knockdown — On a hit, target model is knocked dovn,

Spells Cost RNG ADE POW UP OFF

Torget warjack loses any unused focus palnts and cannot be allecated focus points or channe!
spedls for one round.

Franzy 3 =3 - =3 Yes No
Tanget warjeck gains +2 MAT and may charge without expanding & fecus painl

Ralning Stosl 4 i0 B 13 e Yes
Wreckage from the battiefield ralns cown on Magnus’ engmies.

Tempor Matal 2 B — - Yes &0

Torget warfach gains 2 ARM and ks not atfected by continuous affects. Contindous effects os
target madel when this spell ks cast gre removed drom play,
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LIGHT WARJACH
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“Keep yer bloody bead. down! If that thing fires, we re done for!”

—Serpeant Blake Warrar of the Eastafall srench arnda; wpon B aasaulped hl-.- Magmus the Trasine

Another of Magnuss infamous creations since
his escape from Cygnar, the Renegade 15his Height /weight U L

idea of the perlect support warjack. When LR RT Shredder Scrapsaw [right arm). Oblitera-

. tor Rocket (&M arm), Reconstructed
i THe A P i e A M e O
designing  the Renegade lagnus. wanted e T o Nk

foatakd il il Bl something that could perform o variety of

- rE e (FUO TN O TEFT Average B0 Kgs / average 7 hrs general,
EHHEB battlefield roles. The result was a-sort of “jack 1 b comsbict

of all tracdes Initial Service Date R

OBLITERATOR Forclose-in armament the Renegade tses o [ LERLELEIZLRY Fraternal Order of Wizardry, Cygnaran
@ 2 ; Armary, Magnus the Traitor

NG ROF AE POW savage chain-driven serapsaw called a shredder
LU EA = RTUIEY SO Engines East/ Cygnaran Armory, Mag-

which tears holes in armor while the angled

o EIENENED S ~ i
teeth bite in further and |.|I.'1.'FH'I'. It caunes .

g SHREDDER W horrible wounds in both metal-and-steam and -

Special  POW  PeS Resh-and-bload troops. To support the need The powerful concussive blast tosses troops about

RIGHT mnm for long-range attacks, Magnus concocted the  [ike rag dolls, if not
e ——————

alchemical Obliterator rocker. Made of heaw obliterating them
DAMAGE

rinisy scrap-chall and expensive chemicals wrapped in  gutriche.

/
a deadly segmented shell, the rocket takes up a
SYSTEMS

Lt e 3
gt e [N far-reaching attack that explodes powerfully n all

great deal of space and finances: but the resultis a

il directions, showering the area with "deadly metal
[r——

hailstones.”

Rw s [

Point Cost
Field Allowance
Victery Points

Base Sire: Mediam

SPECIAL RULES

Custom Warjack — The Renegade may only be included in a battlegroup controlled by
..'\.Iul._[llllﬂ the Traitor.

Faulty, Are Mode <The Renegadi may channel spells bui every time it does so there
is a chance it will backfire causing damage 1o Magnus the Traitor. Eachnme the
i{ﬂ::-g.‘uh: 15 used to channel & s;pr”. roll & d6 after rl.“\.-l.1|u1'|1.|_3 the spell’s eftects. On a rall
of 1-3. Magnus takes one damige point, plus an additional poim for every focus point |

used in |:-|1-:rn.tmE the u.pi.'"'s atack and 1]."|.m.ng‘1.- volls, On a 4.6 Mugnus talied na |la.m.1,g|.-. U :ﬂ.‘!gl‘lu o

mastered  the

OBLITERATOR B assembly of the

Yreing Fire — When stacking with the Obliterator, the Renegade may ignore all f arc node at g young age. It is a talent that allows him
Cimt I'IIiIIE models uxcepl thase that would :|:u::-r|r|.'|.||tl.' screen the target. Lo I_J” 1].“_. l||'|1!'|i!1|.-i.‘.i.1hh!! I'|:-;!_l-_-i|:i'l1|:1||.' i |l|:]1|.'[i1.‘il'|il'|£ are

Buckler— Hu:. Hll:']-!.lt'r adil <1 1o the Renegade’s ARM, The Rencgade loses this bonuos node from damaged or destroved ones. Arc nodes

f the warjachk's lelt arm system is disahled: | A i
.' ' Are oo rare andg exXpeEnsive Or mosl Mercenarnes o
Eneckdown— All models in AQEare knocked down, P
: purchase on the black market; so the Renegades are
e Shaot The Oblierntor can only be used once per game. e
serap-built and, hence, can sometimes be dangerous.

SHEREDDER | Magnus doesn't fret about such things; nosebleeds

antd migraines lrom magical feedback are worth the

— The Benegade may i.rnrnl:l.ii.nh—l:.' make an additional attack agamst any model :
brrmages with the Shredder, Separate attack anil damage rollsare required for cach’ SRl I_'||:"H;'1,- of victorv—and o Magnus, the Renegade is
Samonal attack. Completely resalv atta inlivi N 0 = pargets’ ] i
| atta ompletely resa cnc.h attack individually, applving the wrgets el ot this caa
ules immediarely as each artack is/resolved




FIWoeele) woereane file to bell nee win

— Captain Viceoria Haley, durmg i thwarted capeare attempe upon Magnus the Traslor

cortex-driven mechanika upon striking it Theser

r " ol g *
bl © 325 tans confusing commands cause warjacks to - falegr

LLLEL O Stun Lance (right arm], Shield {left arm) and palsy and makes movement difficulr.or

Fuel Load,/Bumn Usage §El N
[LETETR AN s PO 522 AR, decommissioned 579 AR

7 hrs general, 1.5 hrs combat even impossible,. Eventually the commands

will be averridden l1|1.' the cortex itsell, but ! SF‘I] STR MAT RAT

Hﬂﬂﬂﬂ
B3

Special  POW  PeS
o EENIEIEY
@

Special  POW PeS

worr IETHENED
chirters for a long nme o come.

influence to acquire them. DAMAGE
GRID

sometimes a few moments.are all the Talon

[ P el Fraternal Order of Wizardry

needs to canse & critical blow wath s lance or

Orig. Chassis Design QO IT =

spiked shield,

T N SLTEr . el L
Originally  developed as a fromtline ‘jack by While_ newer, | maretE fschnslogicaly

o ; : : ; . wdvanced ‘jacks are in production throughout
¥Cygnar, the Talon is a common sight in today's ° E &

. . western lmmoren, those wha do not have access
black markets and salvage wvards. Alfter yvears of

. . toroyal coffers or governmental faxes must rely
service, the Cygnaran Roval Armory had the chassis # B e wk?
P, . on that which is available. Although expensive,
decommissioned when newer models took their : = }

p i : the Talon i1s numerous and effective and will no
funcy. Despite retirement, the Talon has remained a 2 i
1 : d doubt be part of many mercenary and freelance
black market favaorite among thase with: the gold or E

The Talon uses a predecessor to cortex-shock
SYSTEMS

Lt e L
Rl e [
Carten [£)

errr e [W

technology in its stun lance. “Stalling® 15 based

around a negatively tuned apparatus in the head of

the spear which sends confusing commands into any

Point Cost
Finkl Allownnoe
Victory Polnis

Y SPECIAL RULES

STUN LANCE

» Powerlul Chirge — A
Talon m;;l-:lns a ch.‘ll'gu
attack with the Stun
Eance jrains a'+2 honus
1o ps artack roll

Reach — 2% meles range

Ll

Stall — A target wanjack
hat: by the Stun Lance
becameas Stalled, Sl is
a continuous effect thar
I'1'1|l.|4.'l"l the warjack’s
base SPD m'] and DEF
o7, Stallwill expire in
the model’s maintenance

phase bna ol or Lor



./ SPD STR MAT RAT DEF ARM
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Special
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Bane Sire: Large
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T hat bedeoms device toré through somie of the Motberland s finest like it wa toppling a bowse of cards,
Woere § not aviwed o avenge niy Kbadooan brothero, Liight admive ouwch strerigtl and ferocity.”

= rince Viadimir Trepsdei, commenting oo'the Mangler during & Llaslese bonder shirmish

When Magnus fled Cygnar after his brutal
attempt to kill Stryker, he was forced o
sacrifice his own ‘jacks to ensure his'escape.
Following that, he reeded replacemients for
when the day would come when he could
go back o finish what he started. Obviously,
steal  [ully-funcrional

Magous . couldn't

warfacks —their installed cortex locks make

such a thing quite difficult indeed. It was

apparent that he would need 1o create a new
torce from salvaged parts vsing a new brand
of bloody ingenuity.

As an inventor for the lormer king of Cvgnar,
Magnus was up to the task, and his first—and
some say greatest—ereation was the Mangler.
Using components locted from Protectorate and
Cygnaran stockpiles, Magnus assembled wha
he considered to be the deadliest combination
of strength, ability, and durability he could
afford and he soon enough had several powerful
scrap-giants assembled. Made almost entirely of
salvaged or stolen bits and serap, fused together
with the Traitor's driven genius, Magnus'
Manglers are’ as formidable as any warjack

fereated by Cygnar's fine engineers.

LU LTS Average 12° /6 tons

Armament 'ﬁ'ﬂtlurr{rl;hl arm|,Punching Spike

[teft arm)

Average 120 Kgs / average 5 hrs gen-
eral, 1hrs combat

Fuel Load,/Burn Usage

Initial Service Date EE31

Fraternal Order of Wizardry, Cygnaran
Armory,’ Magnus the Traitor

Cortex Manufacturer

L P =R DT Engines East’ Cygnaran Armary/

Magnus the Traitor

Manglers make use of a wrecker which s a
thick chain—aoften nabbed from ship's anchors or
drawbridges —used to swing a massive spiked or
studded ball of riveted iron in wide sweeping arcs that
can smash through a dozen or more men in & single
swing. They are also armed with a massive three-foot-
long spike of tempered metal attached to the knuckles,
makmg them deadly in close combat as well. It was
crucial to Magnus that the spike did not impair the
‘jack’s ability to open and close its hand, as he also
uses Manglers for labor and for hauling ordnance and
supplics — essentially a standard ten-ton mule able 1o

level an entire town unaccompanied.

' SPECIAL RULES
® Cusroen Warjack. — The
Mangler may only be mcloded
o I.a.ll.'r;nmp contialled hl\.'

Magmis the Traivor,

PUNCHING SPIHE
« Fiat — The Punching Spike his

the abilities of an Open Fist.

URECHER

reilar Serike (% Artack) = The

Mangler may ke & separate
sck rall agamnat every
asent in melee range of ua
snd hack arce. Completely
esch nteack indivalunlly.
g the wmrgpers’ special
an rach attsch
. Determine damage

Eamd — T melef range.
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“Ob, it may be simple, yab, but we doge like the Nonvad. Tough, tenacious really beara down an
tean Mhange g bl gt ke se; el boye? Wy, evetr the raame el oter fiay of fgfe!”

— Samantha MacHarie, leader of the Devil Dags mercenan conpany, talking abgut her preference far the Nomad warjsek

12.1' / 10,5 tons

Battleblade (right arm], Buckler [lott

arm]
oad,/B 120Kgs / 5 hrs general, L hr combat
1 G 455 AR, decommisstoned 563 AR
arte i Fraternal Order of Wizardry
Ol O Engines Easi

Before disruption, alchemical freezing, and
technolagical development became the deciding factor
i jack warfare — the sword was law, In those days it
was not the efliciency of an engine or the compositian
af the frame; 1t was how much wreckage a warjack
could create before becoming a wreck itsell. That was
the era af the Nomad, but the old ‘jack never did sav

quit, and it can still be found in service roday.

The Nomad is a simple but effecive monster of
baolted iron and reinforced frame. It 15 a reminder
of Cyvgnar's storied history, wielding ‘an oversized
version of the Caspian battleblade employed
by the Swiord Knights for centuries.
While not as sophisticated as some of

the weapons of its descendants, the

Womad'd blade delivers mighty  blows just the
same Acsmall buckler above the Nomad's open
hand grants it additional protection, while not
alfecting its ability to apen and close. The hands = 8 SR
af a ‘jack are especially important 1o mercenary

X ol S|11| 5| 4 |10) 18
companies who use them-as a labor force o
make up for their lack of manpower. [ndeed, 19

the Momad has become o mamnstay For many

2 OPEN FIST
mercenary  companics  throughout  western g --
Immoren. It is reliable and eagy to repair for

less-than-savvy mechanics, and even though its Bucider | 0 ] 11

design predutes anyone living today, it is doubiiul BATTLE BLADE
the Nomad will ever truly be retived. It is an iron ﬂ

tolen of days past and a reminder that newer does

i = 7|18
not always mean betier.
D
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SPECIAL RULES

OPEN FIST

#, Buchler — The Buackler sl
o8 mnihe Noemads ARM. The
ol Lowes thin Bonas i dhe
warjark'’s leliadm yyeeem
|iinldhd s
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il SAM MACHORNE | cmp 9 |
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DEF ARM

SPD STR MAT RAT DEF ARM

HAND CANNON

- RNG ROF AOE POW

SLUG GUN
RNG ROF AQE POW

Special POW  PeS

Y eman
PICKAXE |

——

/J Speciall POW Ps5
Y Enm
[ 5 |
E3

Sam"s Damage

B and § Nevil Maey

Ut to 4 Additional Devil Dags E
[ ¢ |

Field Allowance

Victory Points

Base Slze: Senall

“Crint dhe desil and ye U get-ber bornes.”

—Lacetenan Grelbel M. el Dags mevcenary

With ' history entrenched in warfare. it 15 no
wonder the mercenary trade 15 such aslucranive
profession in western Immoren. Some might even call

it an industry. "Kingdoms crumble and empires

tall, and only the meres shall survive itall.” isa

Fpopular cadence sung by these sellswords, and

with the great number of mercenary companies

throughout the Tron Kingdoms, it may well be
true In fict, many companies have charters

longer than the royal dynasties they have served,

One such company bears the red-blazoned
insignia of a ferocious horned hound! They are

. b called the Devil Dogs, or "Dag Company” as
they olten refer to themselves. This company

L was established over 180 wvears ago by Grigor
Dorenski, a former kapitan of the renowned

L Winter Guard, and they benehted from several

B lccades as a successful army-for-hire often on
the Khadoran payroll, participating in. some
noted campaigns as well as a few sorties into

Liaglese territory.

However, during the Second Expansion
War, the Devil Dogs would rewrite their charter
with a declarationnever to accept Khadoran
coin agan. As Kommander Zerkova pounded
the northern Crdic borders season after season
1ed AR, of Khodoran

disintegrated like ocean waves crashing against

n the lves anldicra
rocky cliffs. Mercenaries were contracted [rom
wherever they could be found —among them,
Dorenski's Devil Dogs. Proud to be in the hire of
his homeland again, Dorenski faithfully carried
“out orders to take Boarsgate as Zerkova led his
army once more against the walls of Midfasi.
Unknown' to Dorenski, the Kommander never
expecied the Dog Company to succeed —only mo
sap forees from Midfast as Zerkova made his grand
entrance. Still, the all-too-capable mercenary army
toppled the fort in a single night and day, sending
most of the Boarsgate garnson retreating for Midkast,

the

delfenders and repelling Zerkova's army once again,

which ulumately succeeded in reinforcing

Embarrassed by this tolly, Zerkova withheld payment

from the Devil Dogs. Upon learning of this, Dorenski
rewrote the company's charter in ' his own' blood,
stating that the Devil Dogs would never again fight
on Khador's behall even if they were the last paying

kingdom on Caen.

MNearly a century-and-a-half later, Dorenski’s
great, great nephew wagered and lost ownership of
the Devil Dogs to an enterprising Thurian female
by the name of MacHorne. The former owner of
the [Devil Dogs later claimed he threw the game
intentionally as an excuse to retive from “years of
mud-slogging,” but t martered little to Samantha
MacHorne wha had keenly perceived the negative
impact of impending war upon her river trade
business and saw an opportunity to line her purse
with the gold of restless governments passessing more

wealth than diplomacy.

Though the Devil Dogs enjoyed a respectable

reputation as a relinble mercenary  company,
MacHorne's upbringing in Ord had taught her to be
wary ol the dangers of falling behind the times. The
weapons and tactics of Dog Company were antiquated
by modern standards, and after selling off her trade
outfit, she guickly invested great sumsreplacing
crossbows with firearms and upgrading her new
troops” armor to something capable of weatheéring the

current mode of warfare,

Tweo years later, Capain Sam MacHorne and
the Dlevil Dogs hired themselves out as the best
professional anti-jack unit gold could buv. Newly-
equipped with custom-buwilt, armor-blasting  slug
guns, warmachine entungling chains and nets, and
heavy pick axes designed to dismantle warjacks
plare-from-piston; the Dog Company re-entered the
mercenary’ market as a force to be reckoned with.
Today, the Devil Dogs preserve the ancient Iron
Kingdoms mercenary tradition upon which they were
established, and the blood of their founder siill reads
red on their vintage charter: "Grgor V., Darensk, 464

AR. Khador Beware.”




P SPECIAL RULES
SAM MACHORNE

Wack. Marshal (1)

the game

warjark. Saiw has & e
range coun! 1o her TN
1F the comamml

run. £harge
damage roll o

S indest

waicaiter. The ivacin s
coies unider her control

already controly amather wars
Eender

HAND CANNON
SRSAM ONLY&E™

STUN SWORD
“SERSAM ONLYE
Stall — A erget warjack b

Siun Sword becomes at

B @ comginisisis ¢ Tect that rm

the warjsck's SPD o 1 and DR

to 7. Stall will expere in the model's

mainienancs phass on d ool of |

ar

DEVIL DOGS

Combined Ranged Anack — lneresel
of naking ranged artacks

arrsclo againe the
same target. The Denl Dog with
tlis Iu,.:h.-n RAT in the attarkeng
group makes one ranged arvacl

rull for the group. adding
the attack and ilamagr
each Devil Diong, inclushi
participating in the atnch

Enrangle (% Anscky — [naveasd of
attacking normally, 2 oc more §
Dlogs may susmpt bo e
iaryes warjark or warbeast wirlin
27 The moedel wiah thie highes
AT iy the anacking gre
ane meler amack roll foe ke proup,
aallling =1 1o the artack For ool
Blevil Flag. cluding himsels,
paimiciparing in the anach. If the
adiach i sucoeselul, the targe

B ksinekend down bist guflers
damage

makies

PICH AHE
WROEVIL DoGs oNLYER
Trash = Duohle POW of 1hi
woapon againdt knocked domo

LB gris.

SLUG GUN
SBDEVIL DoGs oNLYET

UnIT
Mervenary = The Ll Dhage wall
et woek for Ceyne e Fihador
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“The Wolf...? Hinam. { don t Snovies . Why? Hew i madman. £ think there & not o finer
.:f;-;ﬁw_iu'.-.f_,ﬁrrf;'alr,rm'.- aroand. . bt doke f oaid) el i madaran”

o Commantder Coberitin Serykir, when asled abaut the emplay of Garman & Wialle

Barn towealth in Leryn, Gorman di Wulleshowed | Three Rivers Town. He amived just as the assault

great interest at a young age in the path of seholars. * “had begun; Selflessly consumed with the thrill of it all,

; He was eventoally sent to Merywym Academy  Gorman rode hard into the city under fire, weaving

S B ind was a fine student, but he soon waned from  through the enemy and hailstorms of deadly shor.
’ 'mm Eother subjects to become whally enveloped in the © Soon enough his horse went down, but he continued
SPD STR MAT RAT DEF ARM Crucible’s teachings. He left the Academy and  the fight, running on foot from spot-to-spol, tossing

returned to Leryn 1o study alchemy at the Order - jars of his deadly acid and metal-weakening, salves

ALCHEMICAL GRENADES of the Golden Crucible’s Thunderhead Fortress. at  Khador's  finest.  Gorman's  potions: worked

., RNG ROF ADE POW Gorman wias enthralled as an apprentice, : : : : by
- f L ey fe e gLl : howls of fervor. Whether ivwas the fumes or thie fralie,
Bn Every nther facet of his life fell to the wayside I e
s % NE e 3 |} the young alchemist noble had become euphoric in the
i his pursuit of alchemicdl mastery, and he v .
STILETTO I ; k carnage unfolding around him,

——ry surpassed his mentors’ expectanions, decorated
¥
with the mantle of an expert by his Afth year. While Gorman was: bounding arcund  the

7 Spectal
< IEEan ; '
Regarding the mixing of agents to create  battleficld, a rocket suddenly exploded nearby and
[— s —————— ] L+ 3 .

marvelously, and he celebrated their success with

R wondrous effects, nothing  seemed  beyvond  buffetted him aside like a rag doll. When he came ta,

Pt st Gorman'’s skillsand imagination. Frominvisthility  the assault had ended. His body was undiscovered,

R —— to bottled luck to concentrated longevity, naught  having been sheltered ina pile of debris, bur the near-

Victory Points was toa challenging for him =excepr dealimgwith  death experience cansed him to see clearly for the lirst

| the Crucible’s politics. that is. time in his pampered life that he wanted to live on
Base Sire: Small . . gl
e the edyge lorever. Gorman di Wulfe never returned to
Just recently, troops retreating from the west g e »
A : 4 : Thunderhead Fortress. He let them believe whatever
brought news of the fall 1o Khadoran forces ol ]
they wighed —he could be dead, rogue, or a deserter.
Laedry and Rynr iy e ;
s ; . He did nar care. All he wanted was to feel alive,

and of the imminent

assault opon  the Now the rogue alehemist has mbken his skills on

2 ® town of Riversmet the road, He'is keen on the Cygnaran translation of
SPECIAL RULES oo
Mercemary — Gorman i Walle will work for any Factiva
» Hushwhack — Gorman may make & ranged siack befare moving Gorman  beseeched Wolf.” Under that name, be il.il.'l]'tu}' hires himself out
\frer aitacking. Corman cun Asvance normally. but can tahe oo
peldivianal peglope.
Inwhaibligy — Goeman can forfeir his activaiion o become Inyieilde B sllow him o direet working for next-tc --!:ulhin._l._: in the service of both
Wihile imvisible, Gorman cannat be rargeied by ranged or magic r
witackr. cannot b charged, ‘snd gains +d DEF aguin melee attacks
for cuner paunil. Garman connt become invisilibe i1 imgagnd aythe san the  nvaders, but Fll.}li.ll.lﬁ"'_rfl."nddt'i with him, Obluscated by alchemy
al kis activaison; While invialble, Gormman does ot black [ine ol saght e 3 X i T
ar prwide srvening he was denied. and ingeswity, Gorman dars from battle-to-battle,

mere leagues away.  his family name and has taken to calling himself “the
his  supernors  to to anyons FT¢1mi55ﬂ§ an exciting battle, sometimes

his potions against  king and tvrant and of course, he brings his powerful

Smoke Bombe (% Action] — Cuoemist nay plsce i Smoke Bomb B Undeterred and _mixing just the rAght amount of obsession with a
enivered anywhery within 3% of himself: A Smoke Bomb creates & 3 | : - - 3 . ferlial : ;
VOE chowd eifect thay remaine in plag fise g cousd it used to gething Ins !:::..1.'.!!’1_1‘ portion of dedication lor [“lﬁ'-'-'lll'hii results,

Bemalth — All attscks againss Gorman from greater than 57 away b way. he sored up ) e _ :

watically miss, IF Gorman 5 greatee than 5 away frm an i Sometimes the Wolts explosive  reputation

er. be dors fot eowng as an intervening model regardless, The -

’ precedes him, and some commanders have become

alchemisr  grabbed ) - i o
= reluctant to hire him at all, He 15 called a “lunanc

ALCHEMICAL GRENADES

X k . 8 =
Gorman may shrow ane of the follwing - Alchembesl Gromades per a bandolier of  his

and a “loose cannon;” someone who can't be counted

st powerful : b | | p

1 - ! 4 r e on for anything save the swiriin Starm ol cntropy

= b=d Bomb — The Acid Bamls has 3 5 AOE All models withm AGE tinctures. threw on = ’ 2 & i B & X P

Gir & POW 12 dhimage roll ] Correkin: Cofmeion ia a cansinooes e : that Follows in his wake, IF there is a method to

: lerwly’ wrcochen iim targer. Gornesion does one posnt of damngs Fl Wit DEIMEC

« dhering the mudel’s maintenance phase unsil it expices ona i hat o cover 'lus

2 Corrosian is nog alfected by waker, % g I

Black Ol has & 37 AQE, All models within ACE auffer lace, and rode hard

o ome roand, Biml ....,.,,.1.4 ot make ranged or magicsl for the ,_.mL”,Eﬂ.l:d
fer = MAT und DEF, cannet charge, pon, o slam, and

sigml O detion dIErng sCtivaon

Corman's madness, it lies somewherg deep m the
equations of the alchemist’s mind—a labyrinth best

left unexplored.

ok sidFerv—d ARN, Beis ba & contenucas eflec
il it expires duning the models mainmmance
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SPECIAL RULES

Mercenary — Rhipert Canvolo will not work for Cry

or Khadar

SONGS

A Bpecial Avion, Carvolo may play eoe of the

1 recognize Finu

T aais) the peopleof Ord are among the braveat of all. [ dinnac hout that...

bust 1 kermone ye couled seougr the land for berver and nol find & greater nor sadder one than yon
Piper o Sareoin, theat o for S seree. .

—Cagieain Victoria Haley, when ailisl aboal o mercenary with Chedic pipes entering s Cyjgpname bivouac

The courage of Rupert Carvolo is~truly
appalling to those who do not know the depth

B o his suffering, To go on living after what befell
him is more than the stoutest heart can bear, biit
ta sufler so and s1ill retain one's sanity is simply
asking too much., How does a man give voice
to the torment in his soul? The weak may bite
i bullet. The strong might rake a sword 10 seek
peace through a warrior's bloody death. But not

Carvolo..,

They call him the "Piper of Sorraws,” and the
tunes that he ushers forth From his pipes have
the force of compulsion in their lilting melodies.
To hear lim is to forfeit reason and embrace

| despair, for it is said his playing can leave a brave
man weeping in the street, fill his mind with a
nightmare’s dread, or even stop his heart dead.
This is not mechanmka. This is not
“the Gift.” This is the power of
fdesolation, and strong it is. Such
power
Such power never goes unused.

never goes unnoticed,

But Carvalo does not care...

For a silver schilling  he

jabhewing songs, sllecting bimaedf and & wrger umt
wedrhin 37, M| setgs ket for ome rovnd. Carvola may
ne phay the sxme sng two rounds s rowt
Dhirge ol Mt (% Acticn} = Carvola and target unit
e wrapged in obsouring mists, gairing +| DEF and
Terror, All enemy meslelwhunits within meleo range of
el sith Terror s pass & comeand check or (ke
Call {9 Actiond
Tough il Fearlpss abilities. Whenever a Tangh
iel takes sulficion damage 1o be destroyed) ths
Mling player rolis a db. Cn a b or 6, the jsodel
seheel dlwm instosd of beng destroved. Models
carewerd are rrhuced o one woand. Fearleds

Carvolo und wrget unit gain

models mover fler
Suech [ Acibon) — Carvolo and target unit gain ths
mider alaliny and either «27 ol merorment aran
sekeanal mieler aitunk with any weapon. Pathfinder
s imoadels b paore movement penaltes from
s pmrrain and obimcles. Models with: the

will join & troop, wrapping his
minstrel's cloak about the soldiers
of the enemy no matter who they
are. To the proud folk of Cygnar
or the zealots of Menoth, he sells
his services cheap—but never
to Khador. A bull of solid gold
could not buy a note for such

"treacherous weasels,

What does one receive for
What

tunes in his repertoire might be

their mercenary coin?

L of use to a commander of the

hield? Why the Piper's March,

of course. Summeoning all the

donot dally my sweer children, my brave saldiers, You
must keep up, lest the demons of twig and thom find
you alone and drag you down and fill your sobbing
throat with clumps of rotting leaves. March in double
time to the Piper's tune, and see how the Heetness of
his melody grants you the element of surprise. Strike
once, strike twice before your enemy can raise his
guard; and laugh and weep as you skip into battle, for
the melody of misery compels you.”

“And what next, Piper of Sarrows?" the braying
ranks beseech. "Squeeze out a tune o give us

courage!”

The Piper's eves gleam with tears as he pipes the
Heéroie Call, a tune to lift a warrior's heart beyond
fear and reason, Driven by the exultation of Carvelo’s
relrain, they will grip their weapons and charge forth
even into the face of certain death. Though weapons
pierce their flesh, still they wall fight, lor the power
of the Heroie Call will not les them be still —not until
the piping stops or the body is braken. Only then will
the poor wrerches who appealed for courage desist,
lie still, and die.

“Something for the advancing ranks,” say the
commanders of the field. "Play something for them,
Carvolo, Something to protect them and confound the

enemy s alm,

Then shall he gather the men about him and play
the Dirge of Mists, and as the cold slime of the piper’s
aegis runs clammy on their skin, the unit will advance.
Pity the enemy then, for in all the realm of Cryx there
are no'more terrible sights than those that swim in
the vomit fog of the Piper's song. The enemy does not
see a unit of men approaching but a swirling mass of
shadows and gibbering madness: In panic, they loose
their arrows. In terror, they fire their guns. However,
few attacks find their mark, for the Piper of Sorrows
denies them. Lost in the reverie of the damned,
Carvaolo marches ever on with tears on his cheeks and

tunes too horrible to mention resounding in his mind.

subtle menace of a poisoned nursery tale it may go

gomething hike this:

*Seg, children, how the forest pars at the sound
of the Piper's March? See the scrub laid Aar and the

thorny brambles twist aside to let the Piper pass? Bur,
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Military Ranks

A

Eygnaran Mage

Sergeant
Lieutenant O
Apprentice of
the Art
Captain
i @ Journeyvmean
: | Major
" Colonel
; Ad
Commander opt
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Lord General

Warmaster
General
(aka General
of the Crown)
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(GG NARIPATNITINGATECHNTQUES]

One of the key color areas of Cygmar warjacks & the rich
gold colored metal work; and this is peally quite simple
achwve, The I'nllal.\-ing example 13 overa hlack undercoat and- all
the colors are from the Cindel range.

STAGE |
Base coat with Brazen
Brass. Aim for a neat. even

n'n'rrﬂ.gt.

STAGE 2

This stage is optional
but it can give =ome nice
depth ta the detml. Wash
with o mix of blue, green,
and brown ink and aim
for a dirty turquoise color.
This should be thinned
with water and, applied
!hir'_'l; |‘|1_iern|.|11.-, et mvent sew i,
forms into deep poals.

STAGE 3

If vou followed the
optional  instructions  in
stage 2, you will need
follow up with this: Re-
coat and ticdy with Brazen
Birass, leaving the wash
“éolar in the deep areas of
the model.

STAGE %

Highlight the edges
and raiged  derails wirth &
mix of Brass and Shining
Cald. This can cither ' be
.|r_...'-'|'.|r|.||.hed t'al.rn.-l'u”}‘ if
you are pamnng guickly,
or the' highlghts can! be
iuinlﬂhm.

STAGE 5

Top  highlight | by
adding & tiny, spor. of
Mithal Silver to the bHrst
highlight culor and repeat
the MBLruClions {rem
stage 4,
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FORT FALH GARRISON COMBAT DRESS

The customary light gray colors of the Fort Falk
,l:_fﬂrrie-:un came into use in 560 AR when a Llaclese
designer of utilitarian apparel named Alio Mergevine
r|~¢|_-i'.-r_l1! rhe L't'lfl‘ﬂ'l'l'i-‘n‘ilﬂlf‘l h‘ll' |JniH:|rm I.I{.‘B.rgl'l. rl.l'lr.'
Royal Assemblage noted the choice of color at the
time as " Meither significant to the eyves of hosulity nor
inauspicious aim, yet becoming of smart dress as sharp
as Cygnar’s regal blue.” The choice of yellow for cutls
and piping represents the Falk Trust - a commission
that awards valor in combat or astute diligence with
goldén Cygnaran Crowns. Those who wear the gray
and yellow are eligible for the trust as long as they

gerve under Falk's commander.

In modern times those stationed at the Fort Falk
garrison wear the colors as part of their battle dress
while they serve as guardians of the Black River and
the railway that runs along the market line. Because

assignments 1o serve at Fort Falk are greatly desired,

trooper from other garrisons refer (o the bright
vellow “Swan of . Cygnar emblazoned on the

unilarmsof Falk as "the chuffed duck”

PAINTING Tips

Caine's warband has been painted with Hat grey
military colors. A mix of blagk and white or GW
Codex Greywith white can beused for this. When you
are painting minintures in neutral topes, it iga good
idea 1o use o strong eolor as a contrast, and inthis casd
we used & bright golden yellow. Weathering on' the
lower parts of the clothes; especially the greatcoats,

es the appearance of an army that has been in the

field for a while and is made up of hardened veterans.
This is pretty easy to achieve. Just complete all the
shading and highlighting first and then add a warm
mid-brown eolor to the appropriate areas. This can
either be gently dry brushed or carefully blended for

a more subtle effect.

ALTERNATE COLOR SCHEMES=
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The Meno
The Menohix i2 the !yfn]-bxﬂl of Menath,
Creator: of  Man,  originating  in  man’s
prehistoric era before the timeof the Thousand
Kingdoms. While the symbol itselfl is very
l consistent in its representation, the Hourish or
ilumination that is added varies widely,

=<HIGH EXEMPLAR HREOSSE

“=SMoNOLITH BEARERET

=®THE WRACHE

“BEKEMPLAR SENESCHALE=




Prakediugte Paiming
lieahiniilgues

Protectorate deep red can be a tricky color w ger just night
and has a lr:mi:-n-:'y tir look EiLI.l'l:IIE il the mix s off, Here is a fool-
proof way to get it nght. All eolors are from the Citade] range
and it's best to work over a black undercoat | If vou are using o
white undefeoat, base coat with black first

STAGE 1

Mix a tiny spot of Dack
."'u:lEeJn Green with Seab
Red. This will deepen the
red without it turning oo
dlirgy.

STAGE 2

]Hg}l!ighl with  Seab
Red: Apply the paints o
the topa of the creases,

STAGE 3

STAGE %

Add a litlewhite to the
|'|1i:[|'|“EIiI calar and hp‘plli.'
this color to the very I..'TIE{,%
of the creases and amour

plates. 113 ou :|.pp‘_1." thig
oo liberally ‘the overall
elfect will |:|-¢' !:l:lllh. 20 be
careful.

Mix a lintle Blood Red
in Seab Red and il!:li:ll:l." o
the raised arca's details

=HGUARDIANG=
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THE SANGUINE ESCUTCHEON

The colors of the Sanguine Escutcheon represent
the blood al Hierarch Sulon who was killed in 484
AR while attempting to- destroy  the foundations
of Cygnar's pagan faith. It is 4 grim reminder that
every Menite must battle 1o the last to subjugate
the unbelievers. The elite’ Flameguard who guard

Hierarch Voyle and others under his protection wear

these colors year round. The crimson
robes they wear serve as a constant

reminder of their sacred duty,

The ceremonial weapons that holy
militants wield dunng Sulonsphar are
built with only the highest quality sreel
and silver so that they may represent the
utmost properties of rule and law as well
as virtue and purity. Steel is the symbaol
of order wrought by man's hand in the
Hames of the Lawbringer's guidance.
Silver is the symbol of punty of spiri
testeed in the crucible of faith and recast

as the essence of a devoted zealot.

PAINTING Tips

Strong, rich colors always  mve
a religions appearance to an army,
especially when coupled with & clean and
light color. In this case the painter used
astrong red. Notice how he has kept the
shading quite dark o give some depth
and avoid too bright 4 color. The white
is just a lighter variation on the standard
Menoth color and can easily be mixed
by adding more white to the highlight
mix and keeping the deep shading 1o
a minimum. The deep gold trim just
accentuates the effect and gives it -a

slightly antiquated look.

“=BPROTECTORATE ALTERNATE COLOR SCHEMES= [ v‘
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KHADORAN
MILITARY SERVICE
RANKS MARKINGS

=

SERGEANT

EACH PAIR OF

SLASHES
INDICATES
FIVE YEARS OF
SERVICE

LIEUTENANT KHADORAN
MAGE RANKS

; ajM AN-O-UWUARE™
: HOVNIR

“mHoMMANDANT |RUSRE=

LUCHEMIK

RASTOVIK

KoMMANDER

=Bluon FANGE =lroN FANGE—
HAPITAN STANDARD BEARER

KoMMANDANT

SUPREME
oMM DANT

K

FPREMIER
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KHADOR PAINTING
TECHNIQUES

Highlighting ‘boght red can be ericky w0 get just night.
The overal]l effect can either come out oo aringe or too pink,
lepending on the highlight mix vou use. There s ane trick that
can hx these F!l'l.ililt'ﬁ:lb and gi\'e o i rm|l_l.' gl)ﬂd Fii."'l l‘t‘d its
alled glazing and is covered in more detail in the Advanced
Technigues section. Here is the bestway tapply this technigue

o red areas. You can ose any brand of warerproof, light fast

sriist's inks,

STAGE |

{Chnce all af  the
highlights . are applied
you shopld et them |Hr_|.'
II:I.I;IH.H.IEE‘I.I\_',‘. For the besi
fimish it's worth makng the
highlights quite a salman
pink color.

STAGE 2

Mix red and _'L'!‘"I:!'“' ink
and aim for a fery orange
color, Water the mixture
down considerably before
.1['-|_~|_l,'ing it. When gLu.a:m,g
yoit are aiming to apply a
thin, even coat so thor the

color below 15 just tnted:
Let each: stage dry before
J.F.IFJEI\.'i:Hl.' another EIH.;{J:-

STAGE 3

Add & little more red
ke 1o the mix and apply
as above, IH";:I‘!IE careful to
make sure the nk i dryv

between applications:

STAGE %

Lse pure red ink (stll

watered | down,  but ' not
a8 much as :lui"!lk't'jl to add
ST rlu:-plh to the surface,
Only apply it to the arens

0 Want o l"fl.'].'lt“

~lar

W

f
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THE 5TH BORDER LEGION

Ehador's 5th Border Legion, or the *Enforcers”,
5 ane of the Motherland's most feared regiments.
Charged with the defense of the great nation's
southern border, the Sth Border Legion has a history
ol viclent boundary skirmishes with Cygnar that
apans nearly a century. Grim-faced and determined,
the soldiers of the Legion attend to their work while
keenly aware that the security of all Khador rests

upon their shoulders.

Notorious for their brutality and renacity, the
Legion wear drab green uniforms that inspire a
powerful sense of foreboding in their frequently-
ruided enemies. Their uniforms are as wilitarian
as' their arms and are ideally suited to blend into
thé enviroms of the Thornwood. Border wars often
degenerate into sniper campaigns and the Legion's
drab green color fairs far berter than the veds worn by

other Khadoran regiments,

“BHHADOR ALTERNATE COLOE SCHEMES—

PAINTING TIPS

 Traditional military colors like this can be used?
to great effect an WARMACHINE armies and are
especially dppropriate in this case — the drab olive
caolor contrasts quite well with the wsual bnght ved
af thie Khador force, Natice how the Khador Red has
been used an each miniature. This not only gives some
contrast and interest to the scheme, but ivalso ties the
fth Border Legion miniatures in with the reguolar
Khador army. These sorts of military colors can easily,
be mixed by adding a spot of brown to a regular deep
green, and highlighting with a little grey helps to keep
the color neutral and not too bright.
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Cryx Animation Gly phd

MNecromancy achieves the an o of

the ' dead through Arabste spofoesions o

ancient, acane EJ_\';:Iha.. Branded wroced
or carved into the dead flesh —=s

necromantie glyph adds power &=

to the undend thrall

Aathority Animation
Ranky Glyphs

Thrall Rasic
3 Warrior Animation
, ~SUORESHADEE= “SSALT. DENEGHRAGS
AND DEATHUALHER ¢t
I Aggression
Thrall
Lieatenant
l
) Yurength

Thrall Ly
Captaip =
Frotection
“SBNECROSURGEON AND STITCH THRALLSE !g[
Intellect
Mark D|
Asphyxious

Yiwalth

=mPisToL WRAITHE =®MACHINE URAITHES



O of the most -:.rl'ikll:lg femtures af {._!jl.'xi:l.ll warjucks is the
_:::,'..lr!|-,|.\. green I'.-"l‘:'“' that emanates from beneath the armored
hull and it is really quite struightforward 10 achieve. It's best
to do this before panting the surrounding areas. The colors
mientioned here are from the Citadel Famg

STAGE |

Waorking over a black
base coat, apply & layer
ol Scorpion Creen mixed
with a  lttle  Sonburst
Yellow. Thia should
b ..1}1]1]|ul.l quite rilil-:;f-t_'r
to make sure the color
I strong Don't WOrry
oo much about retting
the paint on adjaceny

arvas. This iz ."ill|:I|'.ltr'~l‘l-‘ to

represent. light that could
illiminate the areas around
it. Too mich over-spill can

“ESSEETHERE

easily be cleaned up,

STAGE 2

Mix more Sunburst
Yellow into the base mix
and apply to the center of

the area

STAGE 3
Add Skull While to the
above mix and apply toan

even smaller area.

STAGE %

Tidv up around rhe
edges with Chaos Black.

“TBLEVIATHANE




THE JADE MOURN
Dire
are Cr

above the warers of the Broken Const. Goreshade

d in a deep verdant green, the Jade Mourn

inn warriors and helljacks that operate in and

chose the colors for aesthetic reasons, and they
the that claims the
ores: While

the unitorms themselves hold no special meaning, 1t is

represent the dark green.of th

and returns them o th
interesting to note that the colo imilar to the hue
used for some martial orders of los. Goreshade has
probably perverted the color to his.own purposes, and

it no doubt symbolize

Fhe WJade Mourn 1y

raiders

y :"-r:':!t-.l [es s
cing  havoo
i

Ltal | ‘i-||1 VErs:

sottlements and villages along the Broken C

a typical tactic for gue or more off
re, plunginto the deep, and walk inland in order 1o

attack by surpnse at night.

PAINTING TIPS

Tying'the calorof a particular warcaster to-a small
warbiand-really helps to give a visual key that rhis s
his personal force. This becomes especially true when
the smaller 1.'.';.1']:.1:31' ached to a |.'|If::ﬂ' foree, In
s taken from Goreshade and
Thralls and a Levi

élp[_‘l-l | r_'{! [‘i I_'l_"[_l- E reen foa ”. [hl." Armo I'I:'I:J

upsed on-a unit of Bane
yut notce
also how we used red quite subtly on the minaiures
and kept the gold areas to a similar tone. Small
totches like this can really help-to give a coherent

look toan army.

“2CrYH ALTERNATE COLOR SCHEMES




=B MANGLERE= “=BGHORDSON DRILLERE=




“=BRAUPERT CARVOLOE =B TALONE=



-Tonn _ARRINGTON'S CrYx ARMY

All ‘of the painted miniatures depicted

in' this book show the afficial colors of the
Iron Kingdoms armies. When vou paint
vour own mintatires its really up to you
whether you want 1o fallow these schemes
or not. Tedd Armingion decided to come up
with' an onginal scheme for his Cryx army
~ pale paturil ‘tones that were inspired by
some of the maritime scenery of the Pacihic

MNarthwest where hie lives:
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-ADVANCED AND DIFFICULT ASSEMBLY

. "There is a huge and ever increasing numbér of
miniatures in the WARMACHINE line' that ranges
fromithe smallest Stitch Thrall ro the mighty Khador

Devastator.  Many of these: mmiatures consist of

single pieces that merely need to be attached foa base,

while others can have upwards of ten pieces that need
to be carefully cleaned and assembled. While this
might seem like an onerous task it is a necessary part
of the hobby. A well-assembled minjature is going to
be easier to paint and far more resistant to damage. All
WARMACHINE miniatures are designed with case
of assembly in mind, but inevitably there are some that
will provide a certain amount of challenge to even the
most skilled hobbyist. However, by emploving a few
techniques the difficulty can be kept to a minimum.

Let's start with some universal rules that should
be applied when putting any miniature together:

» Always make sure thar the areas that you
are joining are properly cleaned. Any casting marks
should be filed off, and both surfaces should be lightly
rubbed 'with abrasive paper (600 grit wet and dry is
ideal). This removes any oxidation from the metal
and provides a far stronger join. This will alsa help
the glue set quicker.

» Check the At berween the pieces — small
imperfections can often develop over the course of a
mold’s life-and these are transferred to the casnng. IF
the join is a 'peg and hole"type, make sure that the peg
fits snugly into the hole — you might have to file a little

awiy to make sure it goes in properly.

* Clean all the pieces before vou assemble them.
If you glue the miniature together first and then

attempt to file away the mold lines, there is a good

chance that the pieces will come apart agaim,

* Remember that the larger the surface areas
that meet; the stronger the join will be. If the join
occurs between two Hat surfaces, make sure that they
are as flat and smooth as possible. There is a rick
that you can use on larger surfaces to see how close
the join is. Cover one surface with a very thin layer oF
paint, then hold the pieces together and twist the join
very slightly. When you pull the pieces apart again,
the areas where the paint has worn off show where
the two pieces meet — file some material away and 1y

again until the join is as flat as possible.

# IF you are joining three pieces together — such
as the arms on-a Stormblade or Exemplar, join two of
the pieces together first - like the two arms- then make
sure they are dry before ataching them to the body.

o Always use super-glue (cyanoacrylate) — it
gives the best bond and dries quickly. Follow the

safety instructions on the packaging carefully.

® Dan't apply too much glue — it takes longer 1o
form a bond and you are more likely o make your
fingers a permanent part of the miniature. ..

* You can greatly speed the bonding process by
using an accelerntor such as Zip-Kicker. Just spray a
little onto the join area and the glie dries instantly. Be
very eareful using accelerator sprays — always vsein a
well-ventilated area and be careful to spray away from
yourself {and not toward anyone else). Avoid using

on painted miniatures — it can re-wet the surface.

»  Fill any gaps left with putty. This may scem
like nwaste of tme but it will make the join many
times ‘strongen in the long run. Two-part epoxy
putties like green stuff work best. Just mix a riny
amount, roll into & thin sausage and apply to the gap.
It can be worked in and smoothed out with a dental-

style modeling tool or even a tooth-pick.




e
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o igoing fo be o gap that
Is filling. it is poss: ble to add the green stufl while
u are actually joining the two pieces. Just add a
tiny (much less than you think you dre going to need)
amount of green stuff to ane halFand a spot of glie
to the other. The pieces will join instantly and ance
the purty is dry the bond will be super-strong. ¥ou
have to leave the miniature alone completely while
the purty is drying though, A great example of where
to use this technique would be on the horns of the
Satyxis. Apply atiny (and | really mean tiny — like
the size of a river...) ball of putty to thé indentation in
the head. The put aspot of glue on the end of the horn

and push the two pieces together,

PINNING

The best way to strengthen joing that are likely
to take a lot of weight or leverage= such as the hand/
weapon on & Man-0-War - is to add a strengthening
pin. Thisis a simple process but can turn'a join that is
likely to break inta a rock-salid band. Tam going to
use the' Leviathan as an example as the long limbs can

be prone to coming apart if handled roughly.

Here is the process broken down into simple

‘.i[.iLE"L'E-:

* Before you start doing anything, do a ‘diy-fic’
to see how the miniature goes together and what
pose you are aiming for. With a large and compléx
miniature such as the Leviathan, there ire several
You should

know what you want to do with it before you start the

different poses that can be achieved.

actual assembly,

#  Clean all the pieces thoroughly making sure to

take the surface off the join areas with wet and dry.

* File the top of the rounded pegs Hat. This will

malce it easier ta drill & pin hole,

= Drill the hole as close to the center as possible,
Start the hole by-gently twisting the point of & cralt

knife into the surface.

e Drill into the opposing piece at the despest

point of the rounded hale.

& A = N

* . Cut'a pin that fits neatly when the two pieces
are held together and make sure it is not too long.
Glue this into the smaller of the two pieces and let the
glue dry before moving on.

* As an optional stage if there is gong tabe a gap
in the join, add a tiny amount of green-stufl on the fat

part of the join area.

* Apply a small amount of glue o the larger of

together.

the two pieces and press them

¢ The arms are assembled differently — it is not
f very easy area to pin, 5o it's best 1o use a variation
of the green-swiff/superglue technique. Apply & small
amount of putty into the arm socket then push thearm
into it. To make the bond instant run a tiny spot of
ghae into the join.

* Thecarapace can be attached by adding a small

amount of green stuff to one side and glie ta the other.

This will create the best bond



-ADVANCED PAINTING TE('HNI{?UES

Miniature painting 15 something you can happily
do at practically any level. It doesn't really. mattesif
younre just painting simple flat colors or spending
hours of painstaking work on each minature; One
thing is almost always true: ence you start painting,
you generally strive to get better. - It really won't
be long belore you: are looking ar other people’s
miniatures and my to work out how certain effects are
achisved. In the next couple of pages we're going 1o
try to take some of the guesswork ourof it and go over

a few so called "advanced” techniques.

PAINTING FACES

The tace is the focal point of a hgure — the place
to which your eye is drawn as soon as you look at
the miniature. Its also the place thar gives you a
real opportunity to add some life and character to a
piece. Whether it's pale and sickly tones for the living
or undead minions of Cryx or frosi-tinged faces for
the troops of Khador, both are easy to achieve and
can really place a miniature firmly in a setting. The
lron Kingdoms has many women fighting for their
lanes, and it's pretty straightforward to emphasize the
differences between them and their male counterparts.
In general female Faces should be treated with a little
more subtlety. Colors should be a litde lighter and
warmer-and the shading should be a lintle less harsh.
You can also add some color and character o temale
faces by adding a little make-up, though this needs to
be handled with care or your Sorcsha will loak like she

is more at home in one of the brothels of Five Fl'll.gl;-l'xi.

Let’s logk at a couple of stage-by-stage examples

of female and male faces, It doesn't really matter a

what stage you paint the face on a miniature — some
3 i

people prefer to do this first and some as the very last

thing. Whatever works for you is just fine.

STAGE-BY-STAGE SORSCHA -
PAINTED OVER A BLACH UNDERCOAT

* Basecoat with Hesh that has a spot of brown
to add a linle depth.
Make sure the coverage
13 cven and the paint
is reasonably thin so it
doedn't fll |l any of the

detail or features,

& Add & ‘spot of
brown ink o Hesh
(Higgins - water. proal

drawing ink is ideal), and
carefully wash this over
Dan't

here

the : whaole Fice.
apply
— you are just arming to-add shading for depth.

too much

* Using a standard
flesh color, start to add
some  highlights. Apply
the paint to the cheek
bones blend

down onta the lower jaw

first and

area. The forehead and
nose are next — be careful to leave the creases dark or

you will have to go back in with a deeper tone later.

*  Use the same flesh
color to paint the upper lip

and chin.

* Add a little grey

to a Resh color and paint
between the top of the eve
and the brow. It's not easy 1o see this on Sorzcha, but
it can clearly be seen on the other female Faces shown

in thiz book.

*  Black in the eves
and mouth:

L .".‘lix a I'iEEﬂl_'l' “(_‘:::.l‘i
color and apply ‘to the
cheek bones, brdge of
chin, and brows.
With the check bones.
blend the
onto the cheek

oS,

color  down

* Mix basic Hesh
with a spor of brght

red for the cheeks. Apply the color just below the
chieekbones and blend into the cheeks. Be'careful to be

subtle here,

* Add a Little more
red to this mix for the
lips. This is just added
to the lower lip. IF you




L g FEN S TR
e Less is more with the eyes. -1 you paint in too
much white shell look like she's starink (or it selreme
cied, Marty Fefdmen). On Serscha a tiny.spotiof a
bone color was added torone side of the eyves.

o The hinal stage is to ¢lean up aronnd the face;

VARIATIONS

Cryx females can be painted with overall lighter
tones, even with a spot of blue added to cool down the
colors, You can alsouse a deep shade beneath the eve
as well'as above to give a harsher feel. A decper lip

color also gives a harsher, less natural feel.

STAGE-BY~STAGE HOSSITE WOODSMAN —
PAINTED OVER BLACH UNDERCOAT
This uses the same techmiques and stages as

Sorscha unless noted.

o Start with o deeper
Aesh tone than with the
female face. Add shghtly
more brown or tan to
the Resh color and paint
evenly over the face and

EArs.

+ Mix a dark Hesh

color with a spot of §
brown ink.and wash over

the face evenly.

dark
Hesh color 1o paint the

* [ize a

forehead. nose, and cheek
bones — blend down onto
the lower cheek. Let this
dry and then pick out
the jaw line and blend
this up onto the cheek.
This emphasizes the jaw
line and gives a stronger
prafile.

¢ Paint the uvpper
lip; chin, and edrs in a

dark Resh color

= Mix a lighter flesh
tone and paint ento the
torchead, hridge of nose,
and cheekbones, Don't
forget the ears also!

-
eves and mouth if open.
e On miale- faces!
ingtefid  of adding color
1o the cheeks, five o'elock
stubble ‘can' be “added.
Add i spot of black and
brown “to your  flesh
color and apply thinly to
the lower face areas and
upper lip, Add a rouch
of Hesh to'this mix and
highlighe
agsin,

the' jaw line

» Add a'spot of red
and brown to your flesh
colar and paint the lower
lip.. ' Male sure this color

isn't toa red.

with
One dot on

* Dot

bone color.

Eyes

cach side of the eyve area
picks out the shape and defines the area,

o A lirtle red can be added to the cheeks of
some figures to give them a more weather-bearen
appearance. This looks especially effective on Khaidor

MiNATLres.

BLENDING

Onece vou have mastered the basics of painting
— such as meamess, highlighting, and shading - you
will be wching toradd some subtlety and depth to
your work to make itoreally shine. There is one
technique above all others thai, once mastered, will
mulce o huge difference o the look of your minamures.
That technique is: blending, There are really two
subdivisions here: blending highlights and blending
shade colors. but the technique is the same far both.
In the example below we will just cover Blending

highlighis.

The theory is that you blend colors as you put
them onto the niiniature and create a subtle gradation
From light to dark tonesi: There are several different
ways to achieve this. bur the one we are going o look
at here is the two-brush technique.  There are a few
paints. to remember that are vital to perfecting this

technique of good blending.

®  Always apply paint to a surface that is totally
dry, 1F you are trying to blend a highlight over a color
that is still wet you will end up with a mess. (There is

a technique that blends two wet colors wogether, but




it’s practically impossible with acrylic paincind is fr

“more suitable for oils and enamels where the drying

time is far longer.)

= The consistency of the paint is key, - You want
to use a fairly thick paimt — the mistake that most

people make is to have the paint too watery, thinking-

that it will make it_easier to blend. © This actually
makesitdry faster when applied and the resulis will
always bie patehy.

* Work in small areas. If you oy and work on
too much at a time you will find it diffhicult and the

paint will dey Before vou finish.

* Wark fast. Once you have the highlight color
mixed, try to work as quickly as possible. As soon as
you apply the highlight to-an area; blend it right away
before it has a chance to dry.

» [on't over-work an area; try to keep it simple.
If you make a mistake it's usually easier ro go back
and fix it later rather than keep on trying to get the
blend perfect.

The basic technique itself couldn'’t be more simple
— you apply the highlight color with one brush and
immediately use the other (which is just damp. not
wet) to blend the edge. As mentioned previously, you
are not rving to blend the two colors together — this
is impossible as the one you dre painting over is dry.
You are tsing the second brush ‘to fade the edge of
the highlight color.  1t's best to keep the second brush
(the ohe with no paint on it) held in your mouth so

you can swap as soon as the color is applied.

That's it] Onece the color is dry you can mix a
lighter highlight and repeat the process but cover a
smaller area. As with normal highlighting the more
shades you apply, the more subtle the finished cffect

will be. For really top qualicy display miniatures it's
not uncommon to apply 8-10 layers of highlights, each

one ]II(‘I'H Il_"lJ B

Once an area is hnished you can go back and
tidy up using a mid tone that is halb-way between the
base color and the highlight. 1fyou want ro add more
depth ta the shading, just blend a deep color inioithe
recesses. Inks are ideal for this but you can also use
deep paint.

Omnee vou have started
highlighting and blending
an ared, it's good to see it
through to the end. That
wiy vou don't hove to mix

colors later. This shows
the gradation of highlighs
colar that you might use

on a'chosen area. It's best to start with far more paint
than' you think you will need: it's better to have oo

much rather than run out.

FREEHAND DECORATION

There i one area of minidture painting that
people seem to be more nervous about than any other
— painting frechand decoration such as symbels, runes,
and tattops. While this should probably be considered
an advanced technique; with a few tips it's really not
that difficult to become proficient. There are a few
things to remember that will make hife much easier:

*  Half the work is‘in the planning. Making an
accurate shketch (to the same gize) wall make life far
easier.. Draw out an acctirate n:pr.l.'suntat'iun ol the area
on which vou are painting the symbol and then carefully




i - painted lines. 1v's good to géj 8'roug
and thea bulk out the !Jmp:: from tlﬂ.t &“E\E‘l"' e
to correct mistakes if the lines are thin, When }opir; e
confident that you have the design right, it's easier e __
add some moreweight to the lines! ’ -

USING INKS

One-of the most useful tools in a painter’s kir 187

ink —you can use it for a huge varienyof different

tasks and it allows you do 1o things that are just not

possible with paint.” The grear thing about ink — and

the quality thut makes it different from paint - is the

faer that it's ransparent. Thiscan be used i all soris

e s & gy
draw out the shape you want to paint in it. This wil of advantageous ways, As a general rule inks are

watered down before they are applied — the pigments

are too strong to use neatly except for oni‘er two

show vou how much space you will have to work,

techniques. Use clean water to thin the ink. - If you

use your dirty paint water, you will end up with dirgy

colored ink.

WASHING
This iz the most basic technique for which inks

can be used.  Basically it invelves painting the ink

fairly liberally aver a heavily-textured area. The ink

runs into the recesses and details and provides depth

and shading.  This technique is best used on areas

such as hair, fur, and chain mail where the texture is
deep enough for the ink to How into; It can also be

used for good effect on metal areas. Try mixing blue

and brown ink (aiming for a dirty purple color) and
washing it aver a base coat of Boltgun Meral.

* Use a good brush with a fine point. A really

good size one brush is abour ideal - it will come 10

a fine poine and the bristles hold enough paint so it

doesn't keep drying out. Windsor and Newton Series

7 are impossible to beat for this sort of work,

ADDING TO PAINT
Because the pigments inink are so strong, you can
get some great deep colors by adding ink to acrylic

paint, «Just put a couple

of drops inte a color on
your palette and mix it in.
This - also has the added

advantage of thinning

» Keep the paint to a nice thin consistency. [t ;.
F I Eh £ R e -‘h g the color slightly so that

‘8 ¢ from the tip, though if it's too )

atiguld fow spoptalafen B & it will How better, but the

thin it will flow onto the mimatore in an uncontrollable - o
opacity will still be good,

way when the point 15 applied to the surface.
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The thin - light of dawn is beginning to. hlter
through the overhanging clouds, heralding another
day of miserable early winter weather in Laedry.
Cullyn Lopryssti steps out of the Rancid Boor tavern,
chewing on his lower lip. He takes a few steps intoa
cold drizzle and pavses in the muddy streer, pulls-his
custom-made pistol from his belt, and checks the load
and the lock. He holsters the weapon again and turns

around slowly.

“This is your last chance for an apology,” he says,
casting small clouds with his breath,

“Apologize?” scoffs his foe, the strong smell

of wine on his breath; “For speaking soothly? Get
stuffed! You're Llaelese, are you not? You run with
a pack of dodgy war whores who fancy themselves
soldiers, do you not?” The man spreads his arms wide
and raises his voice so that the whole street can hear.
“I said afore and 1' say agan that any wazzock who
hasn't gotthe iron to fight for his country like a proper

gentleman s a gutless craven!”

Cullyn nods knowingly. “Then see to your lock.
Do you wish east or west?™ he acdds, gestunng ta

either side.

The drunken duelist spits.
You decide.”

“l don't give a toss.

Cullyn eyes him and paces off ten stepe to the east,
walking backwards warily.

“A true Llaclese

“No need,”

man of honor wouldn't dare back-shoot in a duel.”

shouts his opponent.

III:' tl‘lﬂ'l'l 5!1’."!)!’- fen i)“:e! “'Eﬂr\\-ﬂﬂl. h;"" E-“il 5-“.:'r|.cn]:.'
sure-footed, with no trace of any alcohalic effects; and

turns smartly about.

Cullyn squares his shoulders, takes a deep breath
and cracks his knuckles, palms toward his foe. Then
he slowly dropa hiz hands to his side, and a lirtle to the

rear. Across the way, his foe wipes the drizzle from

his evebrows with his sleeve, and then settles into.a

relaxed stance, aswell.

He has spent countless hours studying the fine
art of dueling, and he knows what his opponent is
doing: Hes calming himsell, emptying his mind,
freeing himsell from doubts so that the dreaw and fire
is one fluid, reflexive motion, an act without thaught

ar planning.

Cullyn, however, has never been able to find
that peace, so he's had to create a different ducling
style, one that fit his psyche. He stares fixedly at his
foe's gun hand. Cullyn has always made a habit of
practiving his quick draws and marksmanship from
the dueling stance. And he's done it so often that his
body knows its natural shape. He tenses his whole
bady, like a

extending itself in an energetic burst to its natural

tightly wound spring ready to leap.out,

shape. When that gun band moves, Collyn will rélease
the spring.

He sees the duelist slowly opening his gun hand,
and Cullyn pushes himself to the edge as if he's
starning to pull on the mgger thatwill fire his body.

The man goes for his weapon. Cullyn’s hand
swipes forward with blinding speed. His index
finger hooks the trigger guard and pulls forward;
the gun spins as it fies out of the holster, revolving
once as Cullyn raises his hand. Just as it spins to the
horizontal, Cullyn's fist closes about the handle and

he pulls the trigger.

A fash of fire, a clap of thunder, and a hale
erupts in the man's forehead just as his pistol clears
the holster. The body spasms violently as the brain
reacts to it own disintegration. His Hailing arm
throws the pistol into the air, and his legs kick out
from under him.

Cullyn exhales as the body drops té the muddy
street, one leg kicking convulsively.
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. Cullyn' érouches for cover, his arms
reflexively covering his head. Around him, people
scatter, some into the tavern, somé our, some for
¢over, some into the open. He looks all around, bist
sees nothing. Then there, off to his left, a grdup of

lecals pointing north,
“Khador!” he hears sameone shaut.
"Toarms!” shouts another.

Cullyn peersinto the distance, but can see nothing
through the rain. However, several thumps resound

somewhere the darkness, deep percussive sounds.
Silence. Then whistles, thin descending whistles.

Suddenly the area to the north erupts in gouts of
flame, Hashes of light seen dimly through the dreele.
A half-second later, the sound of another zeries of

explosions rolls over him.

“That locks right uncomfortable,” he mutters as he

runs toward the scene.

Whatever in the hells is causing these explosions,
the commander of the Thunderhélm Irregulars will
want to know about i, and Cullyn didn't intend o

stand stock still as whistling death pelted his noggin:
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umm_u!uiﬂnl lrusk moves guickly across

~the apet fields berween the werge oF e

! he woods and the wown of Laedry his
kommand staft close behind. Soldiers-of the Winter
Guard disperse around. him, trofting forward in
watchful vmits, and his™ warnacks—well, Vlad's?
Derserkers as well as his own —dog his footsteps. He
gri.n:; i selfeaisfied look of pride and vindication
twisting his long face. Pride, because his invention
worked. Vindication, because the many of the High
Hummnnd supposed they wouldn't.

“You believe that you can plot with agcuracy
from a thousand spans away with this' ordnance of
yours?” the aged and pursed-lipped Count Gosnovir
had said in typical dubjous fashion, shaking his head,
his supporters in the High Kommand Teaning in, faces
stolc but lending emphasis to the count's unconvinced

tone.

“l do and I have,” the kommandant rephied,
looking to where the quesn sat in her throne, pale and
magnibicent, imparting him with that subtle smile that

said without speaking: | believe you. *Not just spans,

comrades, Leagues.”
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mrmtmt:s He hears [hi.‘ second Larrﬂﬁ: I'Iwng,
g\.nerhaqd whistling as they descend. He ks they
« are designared to fall i aicirele argund the rulund
buildings, -to decimare the Llaelese troops as rh-_:-_u
sabandon their flaming quarters. ' A

A cirele’ of explosions lights up the dawning
landscape and, for a briel moment, Trusk can see the
badies of the panicked enemy silhouetied n.g,.']mnt tl:h!
Hames,

Winter Guard blunderbusses erupt on the left as the

troopers close in on the destroyed barricks. Sporadic

forgelock reports answer, Trusk nates with some small
rebel how few guns are heard returning fire.

Explosions: move toward the west end of town,
discouraging the eneémy troops from moving forwared
as the volleys draw ever closer to the western bivouac

and the prepared defenses around it

The wvolleys also atract the attention of the
opposing leaders, giving Prince Vladimir the chance
to fank the city and fall on the defenders from the
rear. And, above all, they provide cover for Trusk
and his troops as they make for Laedry’s center with
the objective to seize the town hall and square. The
symbolism of such a move will nat be lost on the
defenders or their mercenary allies.

The kommandant moves his warjacks forward,
They
move inte the city streets, lrosk in their center and
flanked on both sides by an entire company of Winter
Guard. A large building, hit by a stray shell, burns
brightly; as if heralding their advance.

mindful of the Berserkers' delicaie cortexes,

The flash of gunfire cracks from a-window ahead,
and a Khadoran soldier falls, Others in the company
charge the building, crouching against its wall, A
licutenant gives a few hand gestures; and one of the
troopers scoots over toa window, bhinderbuss at the
ready, while others hunker down near the front door
of the building and pull their axes, On the lieutenant’s
signal, the soldier with the blunderbuss breaks the
window and fires blindly inside, then the other soldiers
kick the door open and charge inside. Desperate shots

ring out; barely audible over Khadoran war cries.

Soon the soldiers emerge, dragging the mangled
bodies of two half-dressed Llaelese regulars mto the

street.

“Well executed, patrior,” [rusk says to the

lieutenant.

as snipers. They fired Fl‘umt e g
than from up above. IF they had ]:ern Wdawnmﬁn‘bq,

Kommandant, ene.of usiwoild not be having ‘thiss

conversatian,”

“Let us hope the enemy makes more such
mistakes,” says lrusk. "Proceed, liewtenant,”

“Yes, Kommandant.”

“ hats it, ‘boyes, give it to ‘eml!” yells
Commander  Jakob  Scull,  company
warcaster of the Thunderhelm Trregulars.

The_ thrill of combat has taken over Jakob's bodys
the exultmtion of fueling his warjacks with magical
energy, the stress-of issuing orders both verbal and
meéntal to his troops and ‘jacks, the ecsiasy of channeling
raw power into the foe, and the all-but-insurmountable
challenge of keeping one's coal when all abour soldiers
are screaming, velling, and dying.

Hie warcaster armor, hastily donned moments after
the first explosions rattled the city, is ronning at hull
stearn. He can feel the heat of its engine through his
grearcoat—his back sweats freely, trapped in what Feels
like a furnace —but the armor's insulation prevenrs his
bady from blistering in painful burns,

He moves into the city square i the company of a
full battalion of ‘helms and nine Thunderhelm warjacks.
As planned, various mercs move into position at other
entrances of the square, all but cutting off the Khadoran
soldiers defending the area. He sees smoke billow from a
few scattered blunderbusses, and several pellers whisper
close by his head before impacting the steel legs of one
of hig ‘jacks.

“We've caught 'em unloaded!” he vells and hundreds
of mércenaries answer with their own battle cries
and charge, cleft spears leveled. Jakob trembles with
anticipation of more bloodshed and impending victory,

"Get the archers on the roofrop there, before these
dogs slip the leash!” he bellows, sending his warjacks
into the Fray, their metal-shod feet spraying earth and
shattering cobbles.

The disorganized shots were deceptive, however,
and as the mercenaries draw close, the Khadorans hit
the charge with a veritable wall of shrapnel from a volley
of blunderbusses. A score of men fall immediately, but
Jakob's warjacks press on, and the warcaster reaches
into their mechanikal minds, leading them his fury and
expertise.
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._mquﬁre lmnng behmd
: Eéhlj"ﬁmmdnd ‘inﬂmdu.uls who huddle

_'"hdp'lessfy hehind the slim cover of the fountain's edge.
One frenzied warjack charges the hurt men and begins

pummeling them into unrecognizable pieces.

“Pramn it!" yells Jakob, Seven of his nine waracks

pursue the fleeing Khadorans as Jakob pulls his
awareness back to himself. He runs to the center of the
square and shouts orders all around, gesticulating like
a madman. “After them! Jaxin, Retnus, gather your
squads and pursue, double quick! Don't gve them a
chance to regroup! Raven Company, with me!”

Colkiy
the elbow.

“I'don’t like it.#ir,” he yells over the din of

shouted orders, stamping boots, and the occasional’

gunshat. “You need to call your ‘jacks back!™

The warcaster rounds on him, one st raised to
strike. " You questioning my orders?!”

*'Course not!” Cullyn hacks up a bit. “It’s just wo
bloody easy! Winter Guard don't nip off like thar.”

“That's ‘cuz they wasn't bloody expectin’ the ‘helms
to bkack their bum-Aulf out the front door, now; ain'tit?”

boasts Jakob jubilantly.
“Sir, 1"

“Forward!" bellows the commander. “Let's go,
boyos!™ He charges out of the square, leading a wedge
of nearly two-hundred soldiers and his two remaining
‘incks in the wake of his other cobblestone-pounding

waracks. Flushed with excitement, he rushes ahead, not

* waiting for Jaxin or Retnus to ready their troops.

A block away, Winter Guard units turn and engage
at key points along the eity sireets, only to crumble as
soon as Jakob's van of warjacks smash thraugh their
defenses. The warcaster and his Raven Company keep
the pressure on, until at last they push the Winter Guard
out of the town.

The mercenary warcaster pauses lor a moment
to catch his breath. He assesses perhaps a hundred
men lost and three of his warjacks were down. The
Khadorans gave a decent fight. bur it wasn't even
close. As Jakob turms to coordinate the pursuit, Cullyn
appears at his side, “1'm tellin® vou, sir, something’s still
not right,” he says, .

Jakob lopks out at the Winter Guard, routed and
Heeing across the open fields. He had a feeling Cullyn
was on to something, after all: *You may be right, boyo.
They're probably planning on bushwhacking us ar the
rree lines Jaxin! Remus!...”

“Retnus is dead. sir.” a mercenary with a bloady

grabs the: commander’s arm just above’

"?cl:.r m:li. Fmrisyw e U
out in close m‘dur' Pickorh bt h-qn;l‘Thny '““l' 'b’ !

stand up to.us at the wmrda but wie'll Foree Tem ﬂu.t!
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pm{ﬂtﬁ but thie officers move olf to arrange the men.

I told y'gu"nbnu: those explosions! We don't knbw yet

\ﬂmt made them or where in the hells they're coming’

froum:,

"Nonsense! Sappers is what we're dealing awith.
Spuck up and placed charges on the barracks. These

h]nlu:& souldn't guard an overfilled outhouse an a
summér day. That's why they hired us. Now. get in
ranks, soldier. Forward!” Jakob waves his moops on

and beging advancing: on the scatteréd” remnants of
Winter Guard troopers.

The Thunderhelms begin crassing the open helds at
the edge of town, and Jakob's smile grows with every
passing step, Bloodshed. Victory: Glory: And a bloody
huge bonus from the government for saving Laedry
from a Khadoran raid,

1F things keep going like this, he thinks, my

mercenary days are over! 'llvetire and —

Suddenly he senses the strange tug ol powerful
magic, and the ground softens to mush beneath his feet.
He pushes forward, but his feet sink in the mud, and he

stumbles.

He bass  thumps coming from

somewhere in the drzzele. The troops begin to murmur,

hears deep,

and he senses the Asing panic. Above, samewhere in the
clouds, he hears a fewe faint whistles. He looks around

for Cullyn, but the man is nowhere to beseen.

The whistles grow in valume, and then Jakob finally
remembers every detail of what Cullyn described.
He waz just too battle-eager before. Toa impulsive.
"Morrow belp us,” the warcaster murmurs, and then

starts to yell something to his troops. .,

+we But there iz nothing more.

chind their firing walls at the west end
af town, the Llaelese troops watch the
Winter Guard troopers pull back from

the farend of Laedry, The soldiers begin to rally their
courage, although continued fire by the Widowmakers
keeps them pinned

Then a mass of Thunderhelm Irregulars march
out from the cover ol the town, perhaps four hundred




‘Wiltnerakers or no, and dive lhf. hastards hmk_

Tb» Khador, but suddenly, across the. bartlefield, a
Khadoran warcastér appears casting w potent arcane

¢ spell. The Thunderhelm mércenaries srall and. a few
seant breaths later, the groupd erupts in missive fiery
iexplogions, altogether consuming the mercenaries. ,

After a stunned mament, a Llaclese “iooper
murmurs, “What in the world was that?”

“Beats: me,” another:

mechanika?”

ANSWETS, “Some neﬁr

“Aye, mayhap they 'gat a bunch of them
whaddayacall ‘jacks hidden in the woods,” posis a
third.

“Diestroyvers, | think they calls 'em. Bloody gurs!
Heavy artillery to the right, Widewmakers to the lefi,
can this get any worse!”

Then, behind them, the hiss and thump of steam-
powered warjacks become evident, The soldiers turn
to see over a dozen great machines each brandishinga
pair of huge axes and, in their midst, a solitary human
attired in ancient, plate armor: Raw magical power
arcs from his hands.

“Surrender,” says the newcomer, his veice like
black satin.

“Right,” says a soldier. “That sounds reasonable,
eh lads?"

The Liaslese soldiers nod, then' their pikes and
muskets clatter noisily upon the cobblestone sireets.

‘ t has been nearly a week since the fall of
I Laedry. The sky is leaden, the rain heavy

as it beats down on a solitary rider emerging

from the Widower's Wood along the Great Northern
Trailway. The horse keeps slipping into a trot or a
walk, whereupon the rider whips it into a gallop ence
mare. Moments after the rider draws within sight of
the lights of Corvis, the steed collapses, tumbling them
koth off the road. down a scree-coated embankment,

and into a muddy ditch.

The man groans and sits up. He gazes for a moment
ar his steed lying dead mere feet away, its great heart
obviously spent in the exhaustive effort of a long, hard
vide. Second bloody horse in seven bloody days, he
thinks, then checks himself over for wounds or broken

~back up the" sloppy embankment to the rurted,

md!dl:hag Aos ey 1 shnﬁlau b L
muddy road: He pulls his fattered soggy coat about
his shoulders, and beging sloshing toward the city at
a trok

Soon, it is nightfall. He has slogged in the rain for
what geems an eternity until finally he comes alongside
the wide and swift running Black River and, shortly
thereafier, arrives. at the north gates of the City of
Ghosts, Soaked to the bone, the man nevertheless

" hunches beneath an archway in a brief respite fram
! the rain; gasping for air. The great gates are shut 50 he

pounds on the door of the cuter watch tower.

“Open upl” he bellows. “Urgent news from the

north!"

He bangs some more but still no answer. "Ungent
news!” he yells yet again, but after waitinga few more
moments, he refills his pistol. praying that the ran
hasn't dampened his powder, and discharges it. The
report is loud, but not the same as thunder.

“Bloody hell!” descends a voice from above him.
“Who goes?!”

The man peers up and shields his eyes from the
falling rain. A lone watch guard leans over a railing,
looking down. He takes a deep breath to focus the last
of his energy and yells, "Open up, you poxy wanker!”

He sags against the arch and slowly sinks to the
ground. At last, a small trap in the wasch tower door
opens, and a suspicious face peers out. “What's all this. -
riot then, wor?"

*Urgent news,” he gasps, “for your commander. [s

there... who's the ranking officer here?”

“Right,"” says the watch guard. "but if yer yankin’,
it's the pillory fior you, especially discharging an arm
like that.” He opens the door and steps out. "You hurr
or somethin?”

“Just... mostly tired,” the man replies, "My horse
dropped a couple leagues back. I've run quitea ways."

The guard bends and helps the man vp. "Let's see
you inside, then.”

Moments later, the guard deposits the man in a
chair near a roaring fire while other armed men fetch a
blanket, some hot mulled wine, and their leaders: Not
lang therafter, severdl military officers enter the room.
One man, bedecked in housecoar and slippers, with a
shock of white hair and a thick white moustache, seats
himself behind a desk and addresses the drenched
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_[l’ﬂmg down, nuge.w the rlms of his SPeLi,a.dL's.

~am the senior officer presently here in Corvis, 5o state

vour name and speak youn mind, and be quick. I'm
miissing dinner.” ]

"My name is Cullyn Lopryssti, commanderadepe,”
siys the messenger through chanering’ teeth. A
mercenary of the Thunderhelm leregulars, Well, that is

hador

has anacked Llel in greater numbers than ever betore,

ifthe ‘helms seill exist. .. Simply pot, it'swar, sir.

men and jacks. And theyve got some sort of heavy
ordnance that drops shells from far oft and wherever
they damn well please. They swepr in completely by
surprise. The city didn't stand a chance.”

The commander adept eves the messenger, “Yau
are certain of this?” he asks, leaning forward.

Cullyn nods slowly, as'if even moving his head is 4
grueling strugele. L was there when Laedry lell. Saw it
with my own eves Passed around Merywyn as it was

under siege on my way here and had a damn time of

it. They'll take the entirety of Llael belore the snow is

Jemee deep, ar this rare.”

“This 15 tnpe,” observes one officer. "Beg your

pardon, but he's having oneon us, sir, Mavhap trving
tey lure us out 56 his band can winrer in our own beds

and drink our drafis.”

“Agreed, sir,” says another, * How is this pocketeer
privy to more than our entive spy corps, eh?®

Cullyn imparts a caustic stare at the aides, then sips
at the mulled wine. "This here's the extent of the helms
knocking back your bloody drafts this season... and
possibly: for all time, as far as 1 know... sirs.” He spits

alter uttering the last word, as if clearing his mouth of

something distasteful.

"Look here, now..." begins one of the officers,

taking a step forward.

“All right. gentlemen. Enough.” Nemo says with a

severe tone that calls the sitwation. “11l have none of

this: Maow; Loprysso, s it Tell me more.”

Cullyn relates to the commander adept everything
hie's seen and endured the past seven days, the men
he's seen di
the thordes of Khadoran soldiers and warppeks that
are even now washing over Cygnar'sally, When he's

the men he's killed, but most importantly

linished, Nemo and his aides sit silent and brooding
as they absorh the dive news. IF what the messenger
speaks s true..,

"All due respecr.” says one of Nemo's aides in
hushed tones, “lidon't buy it sirc How can this be?
We've received no word of such a thing—"

the mmpmg‘nmg Beason isover:”

Campaigning sl;!_a;son?' says  Wemos © “Hellse .

mitn. Yo think a change u the weather will halt the
Khadorans?”

“It hifs before, sir.”

The wispy-haired commander adept fixes. the

afficer with a hard stare.*Well, not this time, captiin.
This ime what's gone before counts bitle indeed.”

The room i& silent fora few moments, then one of

the other aides azks, "Then what shall we do, sir?

*First, have ourassociates in the Order confirm our
friend’s news here and, if what he speaks is wuth, we
muster an attack,” Nemo states emphatically, "And we
must do so immediately. If we doa't move on this, our
awn ally shall unwillingly reinforce Khador's bid for a
restored Khardic Empire, Morrow forbad.”

“But sir,” protests the aide, “we're far from
mohilized. Most of our troops are on winter leave or
committed to civie efforts.”

“Himm. Well then., 1 suggest we kindly ask the good
Clueen Ayn' to suspend her olfensive for a month or
two while we prepare. We'll call them to arms, captain.

Immediately.”

MNemo rises and paces the room. “They planned
this, know thar for certain. They chose the moment and
the battleground. Contentious. Conditioned. Tenacious
people. 1've abways said as much. No. They'll endure
winter's bite, Make no mistakie; they re counting on us
to do as we've always done —wait for good weather; for
the ‘campnigning season’ as we so aptly putit, Bat, not
this time. [F we wait, they'll dig in and all their lorces
shall be arrayed against us come the spring. No, we

st act; and now,”

“Sir,” offers one of the aides, “if the wizands
confirm this man’s claim, we must get sanction from
the Assembly. Only a royal order can muster the army.
Antacking wathout endorsement from—"

"Do vou understand what U'm saving, captam?®
interrupts the aged warcaster. "There is no tme! We
must act now. The king can make his mark on a piece
of paper later: No, gentlemen, the Khadorans have
forced us into a new season of war, They think us
unready, unwilling to act against them, but we must
prove to them that Cygnaran pride is sterner stuff than
Khadoran iron.”

Nemo signals for some mulled wine, then starts

dispensing orders. “Captain Reardan, ferch Abra—

i
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w?l"{- the barest nnn.-sapmn rmd_-,r 10 gu
. '-i:r'asmnn as'can be. In order 1o act quickly, we
izt travel light. Captain anc_i notify citv comman
of our intentions to head uptiver, requisition as many

0 worthy civilian vessels 5is vou eans aod then see to it

that every soldier within a doxen leagues igimuatered.
;Ipquipped, and ready to march. Also send Aders 1o
Stonebridge and Falk-and tell them Corvis requiires
a full regiment each: If Khador thinks to make
downriver and take this city, they are sorely mustakien.
Captain © Gorlick, “juck <inspectéd

L want ‘every

immediately, Rouse the mechaniks. They ‘can sleep-

after we've departed. Which brings me 1o you," he
concludes, potnting to the messenger. “You're in no
shape toridie ] want a dictate of your full report sowe
can make dispatches afore this night is throungh.”

A heavy wool blanket draped over his shoulders
but stll shivering, the messenger named Cullyn
Lopryssti nods;

Nemo sighs. "A full invasion in the middle: of
winter,” he says, more to himself than anyone else.
"Madness. This war, gentlemen, shall have no respite,
and mayhap only darkness at the finish. Let us pray

for the mettle to endure what's 1o came.”
“War, sir?"
“Oh, yes. Make no mistake.”

A rapping sounds “at the door. "Enter,” Nemo

replies.

A damp guard steps inside the room to be grected
by the hard looks of its inhabitanis

“Begging your pardon, sir,, . captains... but more
wisitars have arcived ar this late hour, led by Lord
Lorimer Kex of the Fraternal Order. He has a dire
wiy about him; sirs. Says he's sensed his attention 15
needed tonight?”

af' his
aides, and: then glances at the messenger. He nods

Memao reflects the concerned looks

knowingly. "1 believe confirmation has just arcived,

gentlemen: Show him in.”

hadoran troop ships glide slowly along
the chill warers of the Black River,

utiously searching their way through
Longhoats ply nearest the
riverbank, with lockauts deing whit they can to locate

dark winter's  night

impact in the he.'wf-mm\r.
the annoyingz white v E‘I.I that cuncm]s the shore.

The ships sail in heavy silence, broken only by the
cra.'-,a.;king of oars-and the occasional call of a lookout or
helmsman. Even these signals are muflled in the heavy
enawfill, so that the Honlla seems to be in a world all
IS OWn.

Ar basty thee Tookout in the lead boar calls for the troop
ships to back the oars, and the cry echoes from ship 1o
ship. The boarpulls up to a pier, oy and deserted, and a
lone Khadoran elimbs out, clumsily ascending the ladder
in his heavy greatcoat. A compatriot bands up a lantern by
supporting it on a pole, and the soldier takes the lantern
and moves carefully to a sign at the end of the dock. He
brushes away the snow that clings 1o its face, holds the
lantern up, and reads the mscnption. He smiles.

back:

comrades! Bring in the ships!”

he calls “We are near,

“MNorthguard,”

He swings his lantern back and forth to signal the
location of the dock. Orders pass among the vessels,
and one of the ships begins poling in, its lanterns

ghostly in the snowy darkness,

The guard is happy to swing the lantern, for the
activity helps him warm up. He only stops when the
tip of & spear suddenly erupts from his chest,

He catches a glimpse of Haxen hair before he dies,

Then a o of Defender warjacks opens up their
heavy barrels; aiming towards the murky lights that
mark the locations of the troop ships. In an instant,
screams and cries fill the night. A Sentinel Yjack takes
a step into the icy river's shallows and it chain gun
showers the nearest ship with a hot hail of inch-
wide pellets. Her fingers crackle with energy as
the warcaster, Victoria® Haley, blindly fires arcane
lightning into the darkness, hoping it will ground
itgelf out through Khadoran Qesh.

Within & minute, the only illumination left is the
flames of three sinking troap ships. Somewhere in the
darkness, Khadorans Frantically propel their boats
away. trusting it to be safer in navigating the river
bhindly than to force a landing in the face of enemy

warjachks,

Somewhere in the snowy blackness, Houndering
soldiers ery in helpless dread, struggling to keep their
hieads above the bitter water.

Haley turns away and walks off the dock.

“Let ‘em drown,” she snarls. “We'll be sending
mare of 'em to join their comrades at the river's
battom soon enough.”
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Forces are on the move-ba rebindle ancient énmities and seltle old grudges, burtling the vealmy and peoples of
be dron Kingdoma into an inumense, world-changingconflict. The Kings, Nations and Gods Campaign g

" pliryers the chance 1o experience the sbifting tides of war tnwestern Immaren. From wimmering bostilities to the
boiling point of all-vut war, this campaign bas trsie condeguentes for both victory and defeat. Kings, Nations,
and Gods takes plavers through the eventa of thia all-encompaning storyline and tmmersct them in the ot riggle
foor doseinance and sucvival i the Jron KI}IJF}-!UH-"

It beging with the great northern kengdom of Kbador and itd winter invasion of tie country of Ldael, The
Campaign takes players throwgh dark days as wir beeaks out across wealern fnmoren asa reaielt of Hhis
invavion, A teie Menite prophet, the myaterious one known only ad the “Harbinger, " guides the Protectorate
of Menpth ta prepare its legions for a great crusade to pestore the gliy of the One Faith, Meanwhile, Cryan
forces wtalk the kingdoms ander cover of davkneas, secking horrifee new weapons and a foathold on the matnluand.
Caught between the bammer and the anvil, Cygnar, the Jewel of the Fron Kingdom, girds doelf for a deiperate

CAMPAIGN RULES

Kings, Nations and Gods is ideal for groups of
four plavers, each playing a separate facnion; though
play with more on fewer players:is possible. Please

see Duplicate Faction and Large Group Play,

page 136, for rules for groups with more than

Four players.

At the start of the Campaign, each player

chooses one of the four factions: Cryx,

Cygnar, Khador, or the Protectorate. Players
must continue to |'i"'*."" with the same faction
throughout the Campaign, though they may
include  mercenaries  alongside their Ficton

Forces:if they wish,

The Campaign is divided into four seasons
which sst the tone and location of the major
events. Each season focuses on the machinations
of a particular faction, spotlighting the faction's

ambitions and storyline.

There are three Acts in'each season, Act L s

the leading seenario of the season where players

play a 500-point group game and vie for control
of & major strategic point in the contésted region.
During Act 11 players are paired. ofF in- 1000-
point scenarios. These scenarios are key missions
and events that must be played in chronological order
to preserve the storyline and game balance. In the

climagtic final battle of Act 111, the playerscoring the

fraht to keep a bold on the veryexatenee!

most wins during Act 11 of a season faces off against the

next highest scoring plaver from a different faction.

CUSTOMIZATION. .

Players should Feel free to customize the scenarios
and ritles to moke sure their group has a great time.
For example. if the scale of the scenarios is too large
for vour local group, cut 1000-point games down to a

more manageable level.

Even players whaodo not play through the entire
Campaign will ind it to be aninvaluable resource for
plav. Players can pick and choose from among the
many scenarios and easily modily them 1o suit their
needs, Seven of the scenarios are ideally suited for
competitive play. Sce Index for Competitive Play
Seenarios. The Weather Tables tound on page 137-
138.can also be adapred to play outside the context of

the Campaign.

CAMPAIGN TERRAIN

Some of the scenirios in the Rings, Nations and

Gods Campaign dictate terrain required for play.
Players are encouraged to build tereain tor seenarios it
possibile, but in a pinch, terrain leatures can easily be
improvised. Cut paper can be used to mark the route
af a river. Old paint cans make suitable towers: [Fyou
are in a rush, cut building Aoor plans out of paper. Be
sure to mark doors and windows on the Aoor plans.

When in doubt, rely on your imaginatian.




_'*smmms in the Campaign. Ph} conditions-can. be
. anvthing from randomly rolled weather conditions

o cowering penalties for models that do no leave
their ‘starting deployment zone. Look for the Play
Conditions icons indicating the conditions. ineffect
throughout each’ scenario. Icons are listed below
scenanio titles.

Play Conditions follow:
: Camping: Camping is for cowards!
‘ model or unit remaining in its deployment
zone nfter the third round must pass a
CMD check during ench of its controller’s
maintenance phases or ee the table:

First Blood:
damage to any model in an opposing army

The hrst army 1o cause

b

gains +1 on all atack rolls on the controlling

pl.‘l_'l,-'rr':s- next mrn.

o cnn B B S S Ml i

Hammertime: When the hammer [alls,
you are done. After a number of rounds
described in the scenario, a random chance
sxisis in which the game concludes at the

end of each additional round. At the end of the lasi
player's turn of the round described, one of the players
{sometimes specilied in the scenano) should roll adé:
O a result of 1 the scenario ends; Otherwise, players
continue to play unil the end of the next round. At
the end of each additional vound, roll to see il the
hammer falls. The chance of the scenario ending is
increased by « 1 each additional reund until the thired
round. From the third additional round on, the game
concludes on a roll of -3,

For example, James and Rob are playing rhe
Wieath of Summier’s Flear Act 11 scenang, Lawgiver.
Rob is the first player: Afrer 7 rounds, either Rob or
James rolls a d6 ar the end ol each of Jamess ttirns.
At the end of round 7 the game ends on aroll o 1. A
the end of round 8, the game ends on a roll of 1 or 2
Srarning at the end ol round 9, the game ends at the
end of any round on a roll of 1-3.

Terrain: This scenario uses a special
“ picce of terrain that might require additional
sel-up.

Timed Game: This scenavio lasts a
predetermined number of rounds and ends

after the fnal round.

ang

Warcaster Casualty:
The victory conditions

for one or more players

‘ntended to be played on a 4'%4! table. Some scenaros

scenutio’s ".-'ucmrv Cnnd:uﬁns aectlnn for linmlm e

4 _

Vcnthur Condition: Plavers must roll,
n w._*mhr_-r condition on the table from- the
the game without the welther condition in effect. See

current seasan. H-both plavers agree, their
armies can Swait out the weather™ and play

Neather Conditions on page 157-138 for details.

TABLE:SIZE -~ - B

Mot scendrios described in this campaign are

will dictate & smaller or larger play area.

PLACING TERRAIN

Since every group has access to different terrain

[eatures; there are no hard and fast rules on rerrain
placement. Instead, players have 1o rely on guidelines
Terrain feamures should  be

.'!!"I.'I'.! COMIMon - Sense.

moderately sized, no larger than across unless
mandated by the scenario. A player may place one
large terrain feature instead of tweo smaller ones. Large

rerrn [eatures should be no larger than 127 acress.

When placing terrain features, begin by rolling
to determine which player places first. Players then
alternate placing terrain, cach taking a wrn placing

one terrmn feature at o fime.

VICTORY POINTS.

Victory Points are used in several ways throughout
the Campaign. The specific use of Victory Points ix
d

total number of Victory Poinis scored determines the

led in the text of each scenario; For example, the

winner ol some scenarios, In other scenanos, Victory
Points determine the scale of a player’s reward for

winning.

Players should track their total number of Viotory
Points throughout Act 1] seenarios ofa season. Victory
Point totals are vsed to break ties when determining

which player moves on to Act 111 of the season,

Players also gain a Survival Bonus hased on the
Victory Point iotal of their remaining forces alter each
Act 1 seenario: Survival Points are later added to the
point total of the player's army if they play in the Act

11l scenario of that season,

WARCASTER CASUALTIES

Warcasters are pivotal charagters throughout

the Campaign, Though a warcaster may fall in

combar during the course of play, his hard-bitten
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- How 710 nLL
OUT YOUR
CAMPAIGN

RecorD SHEET

In sddition 1o tracking
warcaster  deployment,  the
Kings, Nations and Gods
Campaign Record  Sheet,
Fonnd an Page 220, will hclp
you track scenario outcomes,
\"il:[nry Points, — Survival
Bommes, and  records  for
mrll wEARON B0 ll'ie Cﬂ.l’l'![l:l.ipl.

To begin filling aut the sheet,
recard vour name, the current
Campaign season, and your
fnction. After playing the
Act | seenario of the season,
record the placement of each
Fl.i}'m‘.l.m:t psie it to deterimine
the arder in which plavers
will deploy their warcasters.
DOmee you are ready 1o move
anto. Act 11 of the season,
write down  the scenarios
you_will be playing as well
ok the warcasters you deplay,
Afer each Act 11 game. bl
in the pertinent information
- helow the . sconario’s
column  incloding  Victory
Points, ~ Survival | Points,
amy rewards  earned,  and
whether or nor yvou mifered
a warcaster casualty, Il your
army suffers & warchster
casualty, place an X" over
the warcaster's name in the
Warcaster Deployment area.
This will lu.-]p you remembuwr
o double’ the point cost of
that warcaster if you want 1o
wse him in your next game.

An lorgér campaigns. w

you 1.\.1“ pf.-;' Ih? ml

scenaria ngainse moFe than
one. player, mark the Final
Result Yes for the game
wou wish to count toward
your record. I you have
a warcaster’ embark on | his
side’ quust, you can ‘record
any rewards he recurns and
whether or not he I-I.I.fl'h"l.-l

as well,

Finally, - mark down  any
results  from the Act I
seaario il you participate
= i With all your game
reecles recorded in one handy
mwference sheet, determining

£ setcome of vour campaign”

wameid be 2 wap.

d'u.rmg a_C.&'m_pmgn gaml: the cantrolling player
. must pay double the warcaster's paint cost to
- uige the warcaster in the plaver's aext game.

warcasters is determined l.w the uummt uFﬂ:u Act
| scenario of the relevant season. The order i:u‘.r;m. :
with the plaver who placed last in the scenario and
ends with the winner of the scenario. Once a player
déploys. his' warcasters, he must inform the other

players of his assignments. In groups larger than twe,

A {:..[ 1 SCENARIOS =4 players are only required to deploy a single wircaster

Act Lscenarios are 500-point group games,
in which several factions come together to-battle

wover control of a particular area or resource;

One player [rom:each facnon represented
in_the Campaign plays in the Act I seenana:
Once o player loseshis warcaster. his forces
Hee the table and he iz eliminated from play.
The outcome of the Act 1 scenario for 4 season
determines  the order plavers reveal their

warcaster deployments in Act [ of the season.

AcCT | MERCENARY WARCASTERS
Players may use mercenary warcasters in
Act | scenarios in place of faction warcasters.
The mercenary wiarcaster has been hired by
the plaver’s faction and represents his aetion
in the game. IF & mercenary warcaster is used,
all models in the army must be mercenaries that

will work for the player's facdon.

AcT Il SCENARIOS

to each seenario - the second will be chosen at the time
of play. If enly two players are playing through the
Campaign, both warcasters must be deployed to the

one scenario played each season.

Far example. after hnishing the ley Grip of
Winter Act lscenano, the Battle for Riversmet, Kevin
(Protectorate), Jason (Cryx), Alex (Cygnar), and
Rob (Khador) ave ready to deploy their warcasters for
the Winter Act 11 scenarios. Each plaver must deplay
ore warcaster to each Act 1l scenario beginning
with Kevin since he was the first player eliminated,
Kevin deplovs Kreoss ta the Well of Truth, Feora to
Over the River & Through the Woods, and the High
Reeclaimer to You Can Run. Next, Alex deplovs his
warcasters, then Jason, and finally Rob, the scenario

winner.

In another example, Adam (Cryx) and Brian
(Khador) play a Campaign. Adam wins the ley Grip
of Winter Act | scenario; the Battle for Riversmer.
Because there are only two players participanng in

the Campaign, Adam and Brian will only play one

Act Il scenarios form a secies of battles
fought over a given season. They are the real
meat of the contlict and lay out the course of
action: for each faction; Act 1l scenarios are

playedin chronological order.

Each scenario in Act 11 is & 1000-point game

in which esch player fields two warcasters.

ACT 11 WARCASTER DEPLOYMENT
Sure, they are powerlul, but warcasters
cannot be everywhere at once. The demands
of the battlefield call upon warcasters tolesd
faction forces into combat or execute secret

Throughout the

players assign their warcasiers

missions in remote Jocales.
Campaign,
marching orders by deploving them to vanous
Aet [1scenarios.

After completing Act | of a season. ecach
player deploys at least one warcaster tocach Act
1l scenario he will play. Deploved warcasters
are assigned to the scenario and must be used
each time the scenario is plaved during the
season. Warcaster deployments are recorded on
the Campaign Record Sheet, page 220,

Winter Act 11 scenario, Within the Dark Soil. Brian
losr in the Act [ scenario, so he deplays his warcasters
first choosing Sorscha and Trusk. Adam then deploys
his warcasters, Deneghra and Goreshade:

If @ player only deploys one warcaster to each
scenaro, he chooses his second warcaster when he
builds his army. During Act 11, a warcaster may not be
used in an army belore playing the scenario to which
he was initally deploved. Plavers may not assign
mercenary warcasters in place of faction warcasters,
but ‘mercenary warcasters may be included in the

army as the second wircaster,

For example, having deployed Kreoss o the Well
of Truth scenario, the first Protectorare scenario in
the loy Grip of Winter Act 11, Kevin must include
Kreoss in s 1000-point army but cannot include any
warcasters that he deployed to larer Act 11 scenarios
that have not yet been played. Since both Feora and
the' High Reclaimer have been deploved o later
scenarios, Kevin must either use Grand Scrutator
Severius or 4 mercenary warcaster as his second

warcaster in the scenario,
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'the rewards détailed in the deséription of the scenario,

W !!ﬁ.lmﬁﬂ'%ﬁ an ‘Act 11 scenario, hé gains

A reward gained from an Act IT scenario may be nsed
once in & single scenario of the Season. Players
must declare the use of a reward before the start of

a scenario and may use multiple rewards during the'

SAIMe T,

Some rewards Eii.-e the winn'mg pln}'cr honus
models or units; however, bonis medels and units
cannot exceed the normal field rating for the models:
Other rewards are strategic bonuses that affect the
Act 111 game of the seasan,

Act 1} rewards cannot be used during side quests.

and do not carry over from season to season.

AcT Il SurvivAL BONUS

Players earn a Survival Bonus for their medels
and units that were not destroyed or removed from
play during each Act 11 scenario, A Survival Bonus
represents forces remaining from earlier bartles thar
may be re-deployed later in the scason. Obviously, the
more troops and warjacks that survive a battle, the

more assets a commander will have at his disposal.

After an Act Il scenanio, each player who
participated in the game totals the victory point value
of his surviving models. Warjacks survive a scenario
if they are not inert, disabled, or wrecked atthe end of
the game. The player then multiplies his total by three
to get his Survival Bonus for the scenario,

A player’s Survival Bonus is added to his army
point: total in the Act TII scenario of the season:
Survival Points can only be used in the season they
were earned. Regardless of the number of Survival
Points earned, players cannot field more than rwo

warcasters in the Act 111 scenario.

Act Il SIDE

Each season,

UESTS

player has the option to send
a certain warcaster on a side quest. Taking place
between the major events of the Campaign, side
quests are special scenarios that focus on individual
warcasters and advance the story and often the
development of the character. 1F the warcaster
succeeds in hisside quest, he gains a reward that lasts
for the rest of the Campaign.

Each warcaster's side quest takes place during a
particular season. During that season, a player may
send his warcaster on the side quest after winning an
Aer 11 scenario in which the warcaster participated
and was not desiroyed or removed from play. Side

quests are optional and &' player can choose not to play

the! playef may c}lm h a.lr th
quest. after ‘complenng fany Act 11 wcnanu
IF the player intendsito play a side quest,ithe

plaver nmust un_der@'nkl‘} it before progressing 1o.°

Act 111

iy i : :

= Sidefjuests are very small engagements that
often pit a lone warcaster against a small force
of enemy models. The enemy force in the side

quiest may be controlled by anyone participating -

in the. Campaign, though it is recommended
thar someone playing the faction deseribed
conirol the opposing force.. Side quest army
compositions are described in the scenario text.

Each side quest iz a specialized scenario
that dictates the dimensions of the play area.
Players do not gain Survival Paints for side
quests and side quests do not add to a player’s
wvictary paint total for Act I1. Players may not use
Act 11 scenario rewards during a side quest. IF
a warcaster is destroved or removed from play
during a side quest, he cannot be used during the
Act I scenano of the season, but also does not
suffer the normal warcaster casualty penalty,

AcT 111 SCENARIOS

The Act 111 scenario is the culminanng battle

of the season, The battle is fought between the Faction
players with the most wins fram Act T af the season,
The Act 111 scenarios of the winter, spring, and summer
are two-player games, but the Fall's Bitter Harvest Act
111 scenario, the Harvest, is the immense four player

elimax of Kings, Nanonsand Gods,

During winter, spring, and summer, the
player with the most wins throughour Act [1 of
the season plays against a player from a different
faction with the next highest tomal number of
wihs. To break a tie, players compire their
Victory Point totals For Act [T of the seasan.
To get his Victory Point total, a player adds
together the Victory, Points he scored in each
Agt 11 scenario of the season. The player with
the highest Victory Paint total throughout Act
I1 of the season breaks the tie and ' moves on to

the Act IT1 battle.

For example. when the dust clears at the end
of the 1(:'\' C-rip of Winter Act [1, Rob {Khador)
has three wins, Kevin {Protectorate) has two

wins, Jason (Cryx) has one win, and Alex

{Cygnar) has no wins. Rob and Kevin go on 1o play
in the lcy Grip of Winter Act I11 Scenario, the Ruins

of Riversmet.

mcenario,

CALC uL HG:.:”
Your RVIVAL
Boxus

Use the followisg fer=sla

1o caleulate you= Sevmval
& Poins at the end o ssch Acs
| 11 scenario:

Victory Poinr Vales of yeer
surviving models =
Survival Bemus

For example, having e
the - Joy Grip. of WWistes
Throat  C=er
Mark rtowls his ssrvees
models afier the game. He
has St.q."lmr (5 VPs). Cane
(5:VPa), a Delender (3 VPs?
b ‘Lancer (2 VPs) a Loeg
Gunner  squad  with  theee
:::.-ﬂmining models (2 Vsl
and m Gun  Mage Capesis
Adept (1 V) for a towal of

18 Victory Poinis. Mark thes

multiplies this total by thoes
to get his Sorvival Bogss
af 54 points, which may be

B acdded to his army in the

Winter Agt JIL peenario, the

: Ruins ufEii‘ii'lhlul-

Act H |
Victory POINTS

Remember - 1o track  voer
tatal Victory Points throegh

At T of each season. Whes

determining which playen
move bato Act 11T of the
scason,  Victory Poingss are

! usied 1o break tes between
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pras I{Iiu{n*"qlnmknd with no wing, To derermine. which

ﬁawrs advance 1o the Act 111 battle. Adam, Mark,
and Brinn must compare their '11'1-I'_"tl.'l-l"\ Point torals for
Act 11 ol the scason. Adam scored 38, Markscored 32,
" and Bran scored 45, Adam and Brian go'on to play
ain the Tey Grip of Winter Act 11 Scenario, the Ruins
of Riversmet, '

DUPLICATE FACTION AND
LARGE Group PLay =

Though the Campaizgnis optimized {or groups of
four players, larger groups can customize it to suit their
needs, Very lirge groups should consider playving the
Campaign in smaller groupings, if pozsible, 10 saosty
the needs of all the players. Alternarively, players may
[orm faction teams and scenarios may be divided up

between a team's players.

AcT | LARGE GROUP OPTIONS

Only one player from cach faction participates in
the Act I'scenario of each season. All players playing the
same faction tace off in a 350-point multi-player duel 1o
determine which player plays inthe Act I scenario. The
winner of the duel plays in the Act 1 game.

Forexample, alarge group begins playing through
the Campaign. Jazon and Adam play Cryx. Eric,
Matt, and Mark play Cygnar. Alex and Rob play
The
Cryx, Cygnar, and Khador players all play in 350-

Khador. Kevin is the lone Protectorate player.

point duels against the other players of their faction
to determine who goes on to play in the Act 1 scenario
of the season. Jason beats Adam and advances to play
for Cryx inithe Act | scenario. Matt trounces Eric anc
Mark, and goes on to play far Cygnar. Rob handedly
beats Alex and represents Khador in the Act | game.
As the only Protectorate player, Kevin moves on 1o

represent the Protectorate in the Act Ugame.

AcT Il LARGE GROUP OPTIONS

After playing the Act | scenario ‘of the season,
players have 1o deploy their warcasters” before
moving onto Aot 1] scenanos, Large group warcaster
deployment varics slightly from the system detailed
previously. Players who did not play in the Act 1
game simultaneously deploy their warcasters for
the Act Il games of the scason before the players
who participated in the Act | scenario deploy their
warcasters. Once the plavers who did not participate
in the Aet Lscenario have completed their deployment,
those who did participate deploy their warcasters in
the order determined by the Act 1 results,

Bascd' on lhe n:arn alier
scenario 15 completed, ]ﬂﬂj‘ﬂ'l Imﬁtr dep -
warcasters for Act 1L The players.that did not
participate in the Act 1 scenario— Fric,. Mark, and
Alex—zimultaneously deploy first. Once the first
wiircaster  deployments have been revealed, the
remaining plavers— Jason, Martt, Rob, and Kevin—
deplay their warcasters in the order determined by

the cutcame of the scenario.

Players deploy their warcasters by filling our their
Campaign Record Sheet, found on page 220, in secret.
Onee all players wha did not participate in the Aci |
battle have hlled out their Campaign Record Sheets,
the deployments are revealed o the players who
did. The Act 1 players then: deploy their warcasters
according to the resulitz of the Act T game,

During Act 11, each player will face off against
each other player vsing the scenario pertaining o
their matched Factions. For example, if a group has
three Cygnar players and two Cryx playérs, both of
the Cryx players will have to play each of the Cygniir
players individually in the Cryx ve. Cygnanr scenario
In this case the Cryx va. Cygnar

seenario will be played arotal of six imes.

of the season.

Because every player in the group must play every
other player during Act 11 players playing the same
facion must face off in basic 1000-point games; [f
bath. players agree, they may play a scenario from
WARMACHINE: Prime instead of a basic game.
Same faction games can be played at anytime during
Act ok a season: Players cannot use rewards earned
during Act II of the current season in games against
other plavers playing the same faction. Players do
not gain rewards or Survival Poines for same faction
games, but should keep reack of their Victory Poinr

totals and wins.

For example, if Alex, Eric, Mark; and Mair are all
playing Cvgnarin the same Campaign, Alex will have
1o pl.;!_\' separate 1000-point games against Mark and
Matt during Act 11 of each season.

Rather than winning scenario rewards each time
the same scenario is plaved. players must choose
which game will counr toward his score. The scenanio
winner, reward, and Survival Bonus will all come
from the same game. A player canonly earna scenano
reward and Survival Bonus ance for any scenario,
regardless of the number of times the scendrio is
played. Rewards won during a given scedario may not
be used in the same scenario if the player must play it
again against another oppanent during the season. All
scenarios played stll add 1o & player’s Vietory Point
total whether the outcame of the scenario affects the
player's wins or Survival Bonus.
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- scoring 15 Victory Paints and 54 Survival Points. He
] ok
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‘then lases to Mark, scoring 12 Victory Points and 69

Survival Points. Rol hag his choice of which game’s
results to keep and he chooses his victory: aver Matt,
scoring o win, the scenario, and 54 Survival Points: Rob

scored a total of 27 Victory Points for the twio games.

NEW TERMS

Starting Roll: The roll made in the Beginning

section ol each scenaro.

Hold: A player may Hold i location if he contrals
all models within the space described during his
maintenance phase, Models that are engaged in meles
combat cannot be used 1o Hold a location. Neither
warrior models with CMD stats of | or less nor

Incorporesl models can Hold a location,

WEATHER CONDITIONS

Weather can have an unpredictable effect on the

fortunes of war. Heavy snowfall can utterly disrupe
bartle plans. dense fog can cover the movement of
whole armies; and heavy rain can turn roads to muod
overnight, distupting the vulnerable supply lines

required to keep warjacks fueled in the Feld,

If a scenaria calls for a random Weather Condition,
roll 2d6 and consult the corresponding season's ble.
Roll for Weather Conditions alter rerrain is placed,
but before players deploy their armies, If both players
agree, their armies can “wait out the weather™ and play

the game without the Weather Condition in effect.

Weather Conditions last the entire battle unless

the description specilies otherwise.

TaBLE I-L:

THE Icy Grir oF WINTER

WEATHER CONDITIONS
2136  Resulr

2 Blizzard Ranged and magical attacks

against any model from greater than &

away automatically miss.

Cold Snap All warrior models that did
not move o are not engaged it melee,
suffer a POW 6 damage roll at the
end of their controlling players morns.

Wiarjacks suller 1 DEF.

Clear Skies No special weather effects.

mn Tl;rq:;f éurlcr..

i3

krocked down model mustralla -~
db anytimé it attempts to stand p.
On p roll of I or 2, the model slipe
and falls on the ice and remains

Rl oo,

12 Deep Snow All non-Ehador models
without All Terrain, Incorpereal, or
Pathhinder suffer | movement but

can-till charge and slam.

TABLE [-2:

THE STORMS OF SPRING

WEATHER CONDITIONS
D6 Result

2 Flash Flood Roll a dé each round
Lefare the Arst players turn, On a roll
af 1 or 2, the banlefield is lash Hooded.
All non-elevated terrain becomes
Shallow Water for the round. See
Shallow Water, WARMACHINE:
Prime, page 61, for details:

5-4  Heavy Rains All models suffer 2 RAT
from decreased visibility and wet
poweer. Living models suffer an
additional 1 CMI.

59  Clear Skies No special weather

effects.

10-11 Powerful Winds All AOE ranged
attacls that misstheir targers
deviate one extra inch and have no
minimum deviation range. All eloud
effects leave play ar the end of cach

rurm.

Thunderstorm All Cygnaran
models gain +1 CMD. Generator
Blades, Lighting Rods, Storm

Rods, and Storm Glaives gain +1

12.

POW on melee and blast or burst
attacks. Ball Lightning, Chain
Lightning, and Electrify spells
gain +1 POW, Stormsmithe gan
+1 POW to all Stormcall special

actions.

| Weather

e pespect....

“Goon. RecorD
HEEPING IS
EssEnTIAL

Since players in large group
| campaigns chose one scenario

mutcome to go on the record,
good | rocord | keeping

gssontial, Players nos et

have 1o record whrtber e

. _'wi_n or lose the corners S

‘alzo the Victory Posts thes

- soore and the Suyrvival Boses

NATURE IS
NOT Your
FRIEND

Condirions  can
veally ruin your day, When
confronted with the fury of
s e amals s
big piles of

enution and respect. During
. l‘il‘lgl! |Jll._\'m-.|-t Eame, a
cyclone. consumed a  unin
aof trenchers, hall o uni
ar giin Ages, o gun mage
caprain - adept; and several
mechanithralls  within o
wurns. After thar, we learned
respect!

Knowing i half the banlel

I Tﬁl.lhh been a p_uth.‘ sETuE
b mhnunmw.nt of the Ruale
| Mochaniks Assembly.
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L Cyclone Plpu_q. 25 cloud elfect in lhe J
~ tanter of the table ta mpmnnt t?t'ﬂ Ve
' evelone. At the beginning of each’

. players maintenance phase, the Lyl:h‘u:
moves 1d6 in a random direction
determined by the deviation template,

- Direction one an the template always
faces the direction the template last
moved in,; Any model touched by the

- cyclope 15 thrown 1d6in a random

- direction determimed by the deviation
template with the same effect as a
Throw power attack, suflering a

POW 12 damage roll. See Throw,
WARMACHINE: Prime, page 43, for
details. Any cloud effect touched by the
evclone leaves play. The cyclone leaves
play when any part of the templite
mowves off the table,

Corpse Candles Divide the table into
4 separate quadrants, assigning each

a number from 1-4, Roll a d6 each
round before the first players turn. On
a rall of 14, corpse candles appear

in the quadrant with the number
corresponding to the die. On a roll of
& or 6, nothing happens. All non-Cryx
mindels in the quadrant where corpse
candles appear must pass a CMD
check or flee. Carpse candles remain in
play for one round.

Flash Fire A flash fire begins on a
randomly determined table edge to

the right or left of the deploymen:
zones. At the beginning of each players
maintenance phase, the flash fire moves
1d6 toward the opposite table edge in a
line running the length ofthe table. Any
model crossing or crossed by the flash
fire line suffers a POW 12 damage roll.

Clear Skies No special weather effects.

3-4  Creeping Mist All models gain
Cancealment.

5-9  Clear Skies Mo special weather effects.

10-11 Stygian Wind All living models sufter
1 STR and ARM.

12 Baleful Moon All undead models gain

Tough. Whenever a Tough model takes
sufficient damage to be destroyed,

the controlling player rolls a d6. On

a b or 6, the model is knocked down
instead of being destroyed. Models not
destroyed are reduced to one wound. If
this Condition has been rolled already
this campaign, roll another Weather
Condition and ignore this result.

Dust Storm Roll a d6 each round
hefore the first players turm. On a

roll 6f 1 ar 2, a dust storm hits the
bartefield. All models sufter 1 on
ranged attack rolls. Maodels cannotgive
or receive orders. The dust'storm lasts

for one round.

Heat Wave Any Non-Protectorate
model that mms must forfert its
movement on it pext turm. All non-

Protectorate warrior models suffer -1

DEF.

P S . . pe——
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The icy grip of winter veizea the nations of weatern Immaoren, and Kbador begins a year of
conflict the Iron Kingdoma will never forget. Queen Vanar, supported by the Kayazy merchan
nobility, sets ber eves upon reclaiming landa unjustly lost when the Council of Ten vigned the
Corvia Treatics almost 400 years ago. The queen comntanda the nation s most loyal warcaster,
Kommandant Trudk, to lead ber forces and breng what iwaw once parl of the mighty Kbardic
Empire back into the arma of the Motherland.

Under Trask s command, Kbadoran forces victoriowaly veize the Llaelese citica of Laedry
and Elsinberg. As the Khadoran sicge on Riversmet and Redwall beginy, Llael’s own armies
route and flee in the face of terrible losses, unable to stand againot the might of the Kbadoran
war march, Wethin dayo, the stunned kingdom of Llael finda itself in the beginning stages of
Khadoran occupation.

[_11,{,;”‘;;- received wore {;f'f)f:;_- advarnce (J,_-zy;r (;_Iijff;' a’.-'.r!..' f.r:.!'la'l rJ_'JfI wetfern L.I'rti'i'!'r- ﬂ'ﬂ'f‘fi{q L:L{:_'.I'HJ:HHH
interference, Khadoran forces out of Ravensgard attempt to cut off the Black River, but
Cygnaran battle groups, desperate to keep open the flow of coal and trade supplics from Rbul,
riwh to atap the eneny from crippling them before the Royal Assenbly tn Caspia can react to the
war movement. If Liael falls under Kbadoran rule, Cygnar will bave fatled a valuable ally and
perhapas as importantly, be cut off from the nation of Rbul and summartly weakened,

Meanwhile in the south, the Harbinger of fenath —born to Caen as the fijWa's&'." aof Menoth,
a divéne vavior in the flesh of a mortal woman —utters a demand for the faithbful to serve the
Protectorate and gird its armies for a boly crusade. The Harbinger bais become a guiding light
and pilgrim. desert their homelands to beed ber clarion call. Thowiands prepare to wpraot their
familiea and bomes to journey to the Protectorate, while Menile warcasters and warjacks ek
et ancient vecrels or move to protect the influx of new 1“1"':'-"34’:;!}?:’4"1'-

Under cover of darkness, Cryx, the toland of Nightmare, the treacherows nation of the
Dragonfatber Lord Toruk, senoes the change and turntodl, Hea plan anfurls as the great dragon
maoves Lo blind the powers of the fron Kingdoma, while also intending to destroy and consume
His own bidden and treacherows dragon hrood. Firat, His black legtons of thralls move to the
whorea then travel inwards to clutch at the reing of control, tentatively measuring the responses
of the other factions. Hiv is a measared game. Eono of patience and planning will finally bestow

-

werto B the chance to wirike down bis own children and become :‘fk'_a;np’ be oncewans
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SCENARIO [, BATTLE FOR
BIVERSMETU S

AyEREA

MurTipLAYER GAME 500 PouNTs
Donard 2nd, Glaceus. 605 AR— Riversmet,
the Three Rivers Town. 15 where two rivers—the

Rangercliffe Run and the Oldwick River—converge
and create the mighty Black River. Two large bridges
span the confluence, and they are key strategic
positions, Khador covers these passageways to the
rest of Llacl. Onee across them, Khadoran lorces
can send troops along the northeastern corridor of
Llagl and raid deep into the nation’s center without
resistance. Luckily, Cygnaran forces have managed 1o
make their way from a military summir at Horgenhold
to meet the Khadorans ar the edge of the Riversmet
Bridges.

Protectarate forces, caught in the midst ol the
occupation by surprise, are in the process of securing
alchemical reagents and volatile liquids to supply their
army. Shipping from Leryn and sailing south in a small
Heer of steamships, their course passes divectly under
the twin bridges. Fearing the fleet’s svulnerabality
in the river's waters, the Protectorate commander
dispatches all of the warjacks accompanving the fleer
to meet the other fachons ar Riversmer. The gambit

Jrelies on o surprise; the unexpected appearance of
Protectorare warjacks wall draw the antention of other

torces while the vital supplies pass by unnoticed,

Fortified' with necrotite harvested fom:ancient
battlefields, Cryx moves under the cover of ‘night,
Their incuraion 15 a pical probing tactic to test the
mettle of the other fctons. Skillbully: placed. the
Cryxian force arrives Just as the remaining three
factions meet, The dead are expendable, and Lord
Toruk’s workshops can produce no end of bonejacks
and mechanikal monsirosities. For Him, this is simply
o game. o test of skill for His warcasters, and a

measure ol the enemy’s resolve.

SPECIAL RULES & SET Ur

For a two-player game, sée two-playver map. A
river approximately 8° wide runs directly through the
middle of the 4" by 4" table; A bridge 8" wide and 107

long spans the river at the center of the table.
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For a three-player game, see three-player game
map. A river 8 wide runs through the mable, forking
at the center to cut the table into thirds: Three bridges

8" wide and 10" long span the center of each river.

Far a tour-player game, see four-player map. The
87 wide river runs directly through the center of the 47
by 4" table, Two bridges 8" wide and 107 long cut the

river mito thirds,

B and R_\.'?l'l,.\-'r. In the da‘yh. L
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L only is the Order of the

i powder has waned as Cygnar

4} Khadoran war olfors, i is no
as crippling as-it might have

Carr 10 War

 Gorim Gth, ARBTb e 600 AR

Cygnar  declares  war on
Khadar immediately
following the fall of Laedry

come, both (hed and  Rhul
doclare | their
.llﬂmul;h the

neutrality

Rhulic: §
stall o
Khador is recalled.

A TOUG.H
BLow

Llael is western  Immoren’s
foremost producer of blasting
powder - and  firvarms.  Not

Golden Crucible the larges:
prnr]:n:vr of blasting powdes
and ' a p-uweri'u] order of
alchemizsts  and | wizands
based in Leryn, but  the
hines of Rynyr alss provide
much of the raw materials
[or powder. In years pass,
the  Order of the Goldes
Crucible, controlled  the
manufaciure and distribution
of  hlaiting  powder | across
the  Iron  Kingdoms. Cher
tima, their ilrulla'lnl'mH over

and Khador have developed
theirown production centers
in recent vears, The Crucible
evalved 1o dominate
trade of powder rather than
monopolise ite  production.
and although the capiure of
Ryrve is a huge prize for the

the

been a generation ago.
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n 3 n}' nnother terain feature, including the

1:-&&: or river. Terrain features may-be placed on
Tﬁ:ﬂs

Kosgite woodsmen may -:m]_]. come mio pta_', in

. Khador's deployment zone

BEGINNING

* Arthe siart of the game, each player rollsa'dé. The
player who rolls highest chooses 1o go first or last.
The plaver who rolls second highest then chooses
to go first or last from-among the remaining spofs
in the play order. The third highest roller does the
same and so on until the lowest roller takes the final
spot. The Arst player gets his choice of deployment
zones and takes the first rurn. Each player deploys
in a 10" by 10” area of the table determined by the

SCEMAMG M

g5 ter haine eh virde of play. s
chooses to go last, Doug is the second highest roller,
so he may choose 10 go first or third, Doug chooses
to go frst. As the third highest roller Jason can
choose o go second or third and decides to go second,
Finally Rob; as the lowest roller; takes:the final spot
and will zo third.

VicToRY CONDITIONS

Whoever ‘has the last surviving warcaster in
play wins, When a player loses his warcaster, his
remaning models are routed and must be removed

from the tabile.

REWARDS

o Warcaster I}ep]u}munt: The outcome of The
Battle for Riversmet determines the order the players
reveal their warcaster deployments for Winter Acr 11
Bemnning with the first player knocked out of the
game and ending with the winner ol the scenario,
each player deploys one warcaster 1o each ley Grip
of Winter Act 11 scenario. In a two-player game,
the losing player must inform the winner of both
warcasters he intends to beld during the Winter Act

11 game.

* Gaining the Initiative: The winning player
alss gains conmrol of key bridges throughout the
winter season and gets a +1 bonus on all Starting Rells

during all Winter Act Il scenarios.
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HHADOR vs. CYGNAR, [000 POINTS

Faook at these fools. 1y do theyowen? Do they it
krbariis they are already dead? Wik, See that one there?
He falabot tirice, bert otill Be \vimasd Wubdorn dusba.
Hiand riee mpy rifle.”

= Kapitan Beleskova Teavarow, Wadowmaker sharpsheatiie

DESCRIPTION

Gorim  3rd, Glaceus 605 AR—Desperation
grips the Cygnaran military as Khadoran forces
methodically invade deeper into Llael. With the hopes
that sheer numbers can forestall the advance, Cygnar
makes the measured risk of rushing in more warjacks
by barge, road, and rail. Now the warjacks need coal,
and supplies are running low. The one thing that can
provide relief is a bulk re-supply of coal brought in

from Rhul.

Using scouts and spies Cygnar gets a request for
aid to Rhul, but there is a problem: Kommandant
lrusk's strategic planning has cunningly predicted
this tactic, and a warcaster battle group has taken
troops to the Black River and set up a massive chain
called the Throat Cutter. Acting as a barricade, the

chain proves lethal 1o oncoming ships.

When the hrst of the Cygnaran coal barges, the
Belching Mary, approached the barricade, its captain
made the unbortunate decision 1o ram through' the
Throat Cutter. The ship hung up on the links of
the massive chain, crushed its own prow, and sunk
within mere seconds. Widowmakers waiting on shore
mercilessly smiped at the crew as they swam away
from the wreck and all hands were lost. Since then a
handful of ships have unsuecessfully tried to pass the
barricade, but their wrecks and crews rest silently as

well in the cold, dark waters of the Black River.

The responsibility of the Khadoran battle group
15 to guard the Throar Cutter untl troops from
Ravensgard can arrive and relieve them. Cygnar must
destroy the chain’s guardhouse and lower the barricade
so that they can replenish their dwindling supplies
before Khadoran fortihcations are staunchly in place.
Timeliness is a factor, as Cygnar has lost a handlul of
coal ships already and more are on the way even now,

unknowingly headed toward a cold and bitter end.

sauth side ni"\'l:r.- b.ltll‘.ll.'ﬁ;]d See ['kep Wnrr.

WARJ'&UI.CH{‘JL. F:'pmc, pg 6l for details! '_ o
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Khadoran forces garrison a guard tower
housing the machinery that controls the slack
of the great chain, Place a tower measuring
4" x 4" in the middle of the
Khadoran deployment zone so that one edge
borders the river. The tower has one door facing
east, but has no other doors or windows. The

approximarely

door is big enough to accommodate medium-
based medels. The door has ARM 16 and cin
take 10 points of damage, The guard tower has ARM
I8 and can take 10 points of damage per inch, The
tower will collapse when 87 or more of its stirface
has been destroyed. See Damaging and Destroving
Structures, WARMACHINE: Prime, pg.. 62 for
details.

If Cygnar forces Hold the guard tower, any model
inside the tower can forfeit his action to pull alever to
release the slack from the chain, The chain s dumped
into the water, allowing the merchant vessels to ance

more traverse the Black Fiver.

The game goes into Hammertime at the end of

round 8. 1F the gamie ends before Cygnaran forces
destroy the guard towen ar pull the lever, Khadoran
reinforcements arrive and diive off the Cygnaran

arrackers.

SET Up

Players take turns placing three (3) terrain
tearures each. The Khador player may not place
terrain within either player’s deployment zone. The
Cygnar player may not place terrain withinithe Khador
plaver's deployment zone. Terrain features may not be

..f‘T HE J-Iﬁ'rom.-'
- OF THHOAT
Cutter

The Throat Cotter scesarss
o Cimspieed - By the el
I-“-or_H CYENIE [m rEal i
sithe Ottoman Ters e sl
to. Constantinople. i sl
from the city, e Taris
‘ihuilt ‘as great fortrrss. calied
tThroariCutter st the ssooc
GF the Black Sea e bkeep
“ahipy from reaching the iy
during the siege. Howorves,
“the Ohristian difends s s
Aok without their own sl
dbloghnde. They wrecched =
l'mv;.r chain acros: o weall
mw:i!,' h.-\.l.ﬂ:lng 1o - the
ity known as the Gelden
Harp, - Any invader  shiss
‘That tricd to cross into the
|ty were ‘torn, apart by the
chain. | nluu]].r. the Turis
Thad encugh of the siege and
cactually dragred thidr shigs
uvur‘fmvr.tltvo bypass thae chain,
i oo s, the sultan's e
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: The Khador player d‘f;llnys Rt by plm.mg his

. mudc_l;_up to 6" from the river. The Cygnar plaver

~ then deploys his forces on the opposite table edge by

placing his models up to 10” from the edge, After set
up, each player rolls a d6. The high roller chooses who
goes firgt,

VicTORY CONDITIONS
The Cygnar player wins il' the guard tower is
destraved orif the lever is pulled to release the chain,

The Khadar player wins ifall Cyenaran warcasters
wre destroyed or removed from play, orif the Cygnar
plaver has not won by the end of the game.

REWARDS
s Supply Ships: If the C
game, the merchant ships escape down the river and

u.{gn.ir I]!E'I."I:I wins '[hli'

supply Cygnaran forees. Once during any single ley
Grip of Winter scenario, the Cygnar player pays 10
points less for warjacks.

¢ Captoured Ships: If the Khador player wins
the game, the merchant ships are captured and the
Cyvgnaran supplies are commandeered by Khadoran
torces. Onee during any single ley Grip of Winter
sconario, the Khador plaver pays 10 points less for
warjacks and Man-O-War units.

SCENARIO 3, THE WELL OF

TRUTH
4

PROTECTORATE VS. CRyH, (000 POINTS
Gorim 6th; Glaceus 605 AR— For long centuries,

Menites have scoured western Immoren for the Well

of Truth, a long-lost relic said to have saleguarded

pilgrims in ages past.
is desaribed as a brass bow] engraved with scripture

In ancient accounts. the well
from the Canon of the True Law. When water is
poured into the basin. it is aid to hide the Faithful from
an enemy's detection, The Well was lost during the
Orgoth Occupation after the Prophet Cassian used it
to conceal the exodus of refugees after the destruction
of Laedry ar the hands of the invaders. Although
periodic rumors of its discovery have cireulated over
the vears, none have been substantiared,

Lang fuurnd lost fareve . .
af the Well of Truth was rc-.fnu.{!djﬁ Hierarc] Vl;lﬁ.n =

in & vision in which he was old 1o seek the fl!ll-l‘-"-ll-'l- l’]ll’:d w

ruing of an ancient. Menite temple south of Leryn, a
plice known to Protectorate scholars. The Menires
bk waited for the opportunity to investigate the site
tor decades but have been unable to secure permission
from Lliel’s Court of Nobles. Now, they teel, is the
time to act, as the distractions of war have provided
the perfect opportunity to recaver the artifact,

However, as the Menites walk through' the dark
weods of the nearly forgotten ruin, the attentions of

+ Toruk's thralls. fall upon their passage. Cryxians, as

well, have been searching the ruins for signs of some
long-forgotten thing, and they have set aside their own
mysterious motives after managing to capture and
interrogate an unforfunate Protectorate trooper wha
straved too far from the others. His lips sorrowdully
and painfully rasp the secrets of the Menites” purpose.
Granting the trooper swift death as his reward, the
thralls and bonejacks then move to interfere with the
excavanions. They will seize the arifact for themselves

and haul it away in their own bloodstained talons.

SPECIAL RULES AND SET Up

Plavers take turns, each placing three (3) ruined
buildings within 127 of the center of the table. Ruined
buildings may be up to 4" x 5" with gaps ar doors lirge
enough to accommodate large-based models. Ruined
buildings may not be placed within 3" of another
ruined building, Each player then places an additional
terrain feature at least 3% away from any other terrain

tearure, ingluding the ruined buildings.

The Well of Truth is hidden within one of the
ruined  buildings: Players roll a d6 during their
Maintenance Phase [or each ruined building’ their
models Hold: On a' 6, the Well is' found. A player’s
medels Hold a ruined building if all models within the
ruingd building are controlled by thar player during
his Maintenance Phase. Models that are engaged in
melee combat cannot Hold a ruined building, Warrior
models with CMD stats af | or less, or Incorporeal

models, cannot Hold a location.

When the Well of Truth is found, it must be
assigned to one of the models Holding the building.
The assigned model is considered to be carrying the
artifact and cannot run, A friendly model in base-to-
base contact with the model carrying the well may
forfeit his action to take the arfifact, but any model
carrying the well is unable to run, Incarporeal models
cannot carry the well, 1F the model carrying the well is
destroyed or removed From play. the artifict remains
at the model's last location. A model in base cantact
with the Well of Truth may Forfeit his action (o pick

it up and carry it
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er playver can get the artifact

: 'lurJ: to his deployment zone, he wins,

BEGINNING

At the start of the game, cach player molls a d6,
The first
player gets his choice of deploviment zanes and takes

The high roller chooses who goes st

the first wrn, Players deploy their forees up to 10"

from the table's edge.

VicTory CONDITIONS
Whoever gets the Well of Truth back to his

deployment zone wing,

REWARDS

s The Well of Truth: The winning player may
use the Well of Truth ance during any single ley
Grp of Winter scenario, The player must declare
the use of the well before the start of the game and
assign it to a faction warcaster —the artifact is much
The Well of
Truth may be used once during the game: It may only

Campaign and,

too valuable to entrust to a mercenary.

be taken into battle once during the C
whether or not it is utilized, it cannot be used again.
The wareaster cannot +un during the game until the
well is used. To use the well; the warcaster ‘must
forfeir his activaton to pour water into the basin,
He then remains absolutely still to keep from spilling
a single drop. Once the Well of Truth is activirted,
all friendly models in the player’s army that are not
currently engaged become Invisible tor one round.
While Tnvizible, models cannot bie targered by ranged
or magical attacks; cannot be charged, and gain +4
DEF against melee attacks: 1f the model moves or
talies any action during its turm, including using Feats,
casting spells, or channeling spells, itloses the benefits
af Invisible. Invisihle modeéls do not block line of sight

O ot lJ L sCrecn i ng.

SCENARIO %, WITHIN THE DARKR
SO -

wo-*

Haapor vs. Cryx, 1000

POINTS
Vendarl dth, Casteus 605 AR—The movement
of enemy troops behind Khadoran lines has caused

much concern in the upper echelons, so units have
been patrolling the rear Hanks, especially alang the
Their goal

borders of Llagl, Cygnar, and Khador,

is 1o monitor any reports of movement by enemy

s e N s s
to gain possession of

Aank of the Tlaclest fing JE3

of Jdittle - smrprrw :l!nt mpn;'h

come_back fram an clife ‘ream
al scouts serying the: B vaatski
Kompani, or the "Wild Boar
Campany.” What  does take

B el B
z-that ‘the, ones observed are
not Cygniran battle groups, but
rather a growing Cryxian foree
praparnng to mine 'for necrotite
in the Aneient batlefields koown
as the Willow Barvens.

The Khadaran High'
passes  down the
order to eliminate Cryx from the

Kommand

""-'Hi“" and ensre that neither
bilious thrall nor uttering witch
Greylord
intelligence has posited a major

survives, However,
coneern: when the n1i.ni.|1§ elforts
go into full swing, pulverized
necrotite dust could potentially
fill the air. These plumes of

toxic dist have horrendons

properties, and every greaveyard

downwind for dozens of leagues

could end up teeming with re-animated corpses called

“risemn.”

of saldiers and dead civilans around Llaedoy, Rynyr,
and lands berween, pessible epidemics. af walking
dead are the makings for a carastrophe to Khador's

mmportant supply lines.

SPECIAL RULES

The Cryx player plages lour (4} mining. rigs
hetween the forward edge of his deployment zone and
the centerof thetable. The mining rigs are eylindrical

in shape approximately

high. The mining rigs have ARM 16 and 15
damage points.. See Damaging and Destroying
Strnctures, WARMACHINE: Prime, pgl 62 for

details.

After seven (7 rounds, the toxic fumes from

the mining rigs force Khador off the field and the

game encs,

SET Up

Taking turns each player places three (3)
additional rerrain features outside his opponent’s
deployment zone and not within. 3" of another

terrain {eature, including the mining rigs: Terrain

features may bie placed on hills.

Haste is necessary, With so many mass graves

2" in diameter and stand 37

HomMANDANT [RUSH,

It is my regret to inform you thar your
suspicions have been confirmed. However,
. the nature of the threat i oot Cygnaran,
The intruders are more sinister than we had
nntl'['ipnled. Moreover, we lack the sxpertse

PP (0 IHIRATE L L8 ————

Three scouts have confirmed oheercs—
of ‘Cryxian forces operating = the fog of
war surrounding the Willos Barsem T
of them fell terribly ill; T vaspees F
overexposure to necrotine dme. Far e
safety ol my hompanis. | bave pes Sem =
the sword.

I cespectiully request a  bamales e
neutralize the Cryxian operation. s s g
thirq I have had to witness, and 1 b
none of this on our own dead, The wiece a=
this time of year prevail o the porh s
west, tovard the thenter of hattle. 1 ssspees

yan kenow what this could mean.
1. loock forward 1o B
Kommandant.

Far the Motherland,

| Kapitan Misori Niederzof, Winter Guard 4th
| Dorder Pli-ml

e

.'\tll.ll'

“EAT HE&Lﬁ?
& Buio
TERRAIN

" When looking arcaseed
for -sufmahle  mining g
fwe  suggest teying  Nour
refrigerator.. Mos:  yogen
containgrs — we like Yoplait
= make excellent muning
llp pice they are emptied of
B ‘their conuents-and rendered
uulmhl}- i}vﬁu




BEGINNING
At the start
of the game cach
plaver rolls a db.
The high roller
chooses who
goes frst. The
first player sets
up and takes the
first’ turn. Players
deploy their forces up to 10" from the table's edge.

VicTory CONDITIONS
Khador wins the game if all mining rigs are
destroved.

Cryx wins il there is at least one mining rig that

has'not been destroyed after seven rounds.

REWARDS

* Territorial Dominance: IF the Khador player
wins, Khador remains in control of the territory after
forcing back Cryxian forces. The Khador' player
may exert his dominance ance during any single Icy
Grip of Winter scenario, allowing him to place one
additional terrain feature and keeping his opponent
from using the Advance Deployment ability during
the scenario. Placed terrain must follow the guidelines

of the scenano.

* Mined Necrotite: If the Cryx player wins,
the mined necrotite reduces the cost of each of his

bonejacks and helljacks by 10 points once during any
fi

single Tey Grip of Winter scenario.

S L

SCENARIO 5, OVER THE BIVER &

,o

CYGNAR VS. PROTECTORATE, 1000

POINTS
I bave o idea bow in Urcaen: they expect wa to alog

edrge throwgh that territory! We may as well pacnt
outr jaks bright vellour and chain their knees fogetber.
1, for-one, am biding febind the Mggant wargack Iean

= uJourmeyman Warcaster Albrecht Juimes,

before recerving orders to lead the march

Malleus 5thy Casteus 605 AR—Caught off
balance - by the aggression and sheer audacity of
Khadoran tachics; Cygnar has found i ditheult
ta’ respond to the demands of a shilting Frontline.
Dashing miadly into Lliel to assist isolated troops and
to retake Fallen outposts, Cygnaran forces have found
their supply lines torn ragged. Widowmakers have
been blowing the heads off of anvone who seems'to be

giving orders, Manhunters haye crept into camps and
slain officers in their tents, and Khadoran warjacks
have trenched roads and dug pitfalls along the supply
lines. Among these underhbanded tactics and a series

of hit-and-run ambushes, Cygnar s bleeding dry

along the northiern front.

With supplies running low acrass the frontline,
the Black River dominated by Khadoran snipers and

“patrols, and time falling short, Cygnar must resort to

using warjacks like mules to haul in crates of food,



| ‘t L
rltan:c againstthe Khadoran nmlaught
Huving crossed the Black River, the supply, rain
must traverse open ground with linfeserrain 1o conceal

the passage of the warjacks and the black eoluomns of

coal smoke nsing from therr furnace stacks: Khadar
will have time to prepare ambushes: and Cypaar's
encumbered warpneks will have to persévers and push

through any traps in their path.

Lying in wait along one.af the less-protecred
paths in the Glimmerwoad lurks a Protecrorate force
waiting to ambush Khidoran or Cygnaran: farces.
Either will do, since what the Menites need are scraps
ol ‘jacks and any sunaving converts they can'till from
the soil of battle: As a Cygnaran contingent heads tor
wre-supply depot; the Protectorate forces stribee and
reap the rewards ol Khador's tactics “‘ilhﬂlll I'l-'l.\"iﬂg

takien any of the risk.

=
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through the E'.hcape Edge. Models tlmr move ;
tahle by, crossing the Escape Lclgc survive the haltlt k‘; 1
but cannol retirnto pLu;.r 11 warenster leavas Flﬂy

viatthe Esci sape Edge, his, wanucks do not lh:u:m:r
ingrt; b_“"‘-"“.‘- can no fenger He alfocated fGus. 11"
a-jack rardhal leaves play via the Escape Edge, his?
warjiicks become autanomous, but do mot become
snert The Cymnar player earns Survival Points for all
models thay exit the table through the Escape Edge.

All L‘i.:'.'u"iﬂj.l.’_\k}. controlled by the Cygnar player are
h{:a.vi.i‘\‘ burdened wath supphll:s and suffer -1 SED.
Warjncks can stll charge despite the SPD penalty:

Cyznar must spend at least ' 300 pif:im.-: on

warjacks.

SET Up

See the map. A road runs through the center 10°
of the table from the rear edige of the Cygnar playver's
deployment zone to the Escape Edge. Players mke
turns each placing three (3} terrain features. No
terrain can be placed on the road or within the Cygnar
deployment area. The Cygnar player cannot place
terrain within  the Protectorate deployment areas.
Terrain cannot be placed within 3° of another terrain
feature, mcluding the road. Terrain features may be

placed on hlls,

BEGINNING
The Cygnar player deploys his forces first,

The Protectorate player takes the first turn.



M;LLEUS ‘ETH;-CASTEUS |
605 AR

Landon,
Praise Menoth you have escaped the eyes of the

hlasphemous l:n.-ylnn].ll You have bean of grear |

wrvice to His Glory, and it is my bope that you
will be of grenter service (o us in the times and

wrinds to come.

I have read your missive wnd understand vour
situntion. The man carrying this message has
arders to deliver you to us. He shall Jead you
to a larger force performing its duties ot the
northern edge of the Glimmerwood, Shoulid
harm bofail him, he will be corrying instructions
an how you might lecate the group and signal
thiem for your rescue.

1 know, that you are accustomed  to) comforr,
Landon, bot you muos brace yoursell. The
times ahead will oot be easy. T koow you have
endured much belore now, but remam strong.
Recite the Praver of Trials and ready vour mind
for the challenge ahead. Toften find consalation
and focus with the scourge and wire. Perhaps
they will do the same far you.

Menoth guide you,

Serutator Avisias Mururr

-
s H =l

' the gamie.

Winter scenario,

aF ;fhl_ .gamth I.'lll'lﬂ- when . all

_'Cyénn-rm warjacks have either
= exited the table from the Escape

Edge or Have been disabled or
wrecked. The player whio scares
the most "Victory: Painis “whing
For the'spurposes

of determining a “winnper, in

- addition to his normal Mictory
b Points, the Cygnar ‘player also
Freceives an amount of Victory
E Pointz for each model or unit
I that makes it off the Escapée
B Edge equal 1o the value printed

L on the model or unit’s stat card.

. REwARDS

#*  Fresh Suopplies: Win

b or lose the Cygnar player gains

additional army points for each

g warjack that leaves the. mble
B through the Escape Edge. Once

during any single lcy ‘Grip of

the Cygmar
playver gains 10 additional army
points lor each heavy warjack

and & additional army points

for each light warjack thar exits the rable, Additional

points must be spent on the same scenario and cannot

be split between scenartos.

s Liberated Supplies: Win or  lose the
Protectocate player gains 10 additional army points
for ench Cygnaran heavy warjack and 5 additional
army points for each Cygnaran light whrjack that
ends the game disabled, wrecked, or inert. The
additional points may be used once during any single
ley Grip of Winter scenario, Additonal points must
be spent on the same scenanio and cannot be split

between scenanios.

SCENARIO 6, YOu CAN RUN..

RHADOR VS. PROTECTORATE, 1000
FOINTS

Donard 3rd, Casteus 605 AR—For years the
Protectorate  has  supplemented its - produoction of
warjacks by smugeling cortexes out of Khador with
the help of Menite loyalists: Khador once ignored the
problem, believing that a strong Protectorate military
Oceasionally

stretched ‘Cygnars  resources thin,

mnoa Khm!m‘n_n u:m.']:duwn to end the practice of
smuggling.. The: Grevlord Covenant has been the
prin'r..-u.':.-. agency seeking out Menite smugglers, their
shserving eyes taking in every deétail they can through
magic and coercion. Despite the redoubled efforts of
the Greylords, the wily leader of the smugglers has so
far evaded capture:

Landon Trellayne s & Menite sympathizer, a
skilled alchemist, and a [laelese merchant of mixed
descent.
Menoth's Trust, he has organized: efforts to provide

As the head of a secret society kfiown as

covert assistance to the Protectorate by shipping
cortexes in crates dispuised with the mark of the
Order of the Golden Crucible. At lepst he did,
until the Grevlords infiltrated the orgamzation and
slaughtered or imprisoned nearly every member of

his group.

With Khadoran forces searching for Trellayne, he
has grown desperate to-evade capture and execution.
Through his remaining contacts, he has managed to
arrange a rescue by Protectorate forees in the area.
He needs to escape, and guickly, The alchemist
knows the locations of several smuggling cachea
along the Black River. and he commands a formidable
khowledge of explosives and the refining process used
to manufacture Menoth’s Fury. A valuable asset 10
the Protectorate, Trellayne desperately rushes for the
satety of his Protectorare rescuers while & Khadoran
force lollows closely behind.

SPECIAL RULES

Both Protectorate. and  RKhadoran Fforces ‘are
attempting to escort smugeler and would-be defector,
Landon Trellayne, off the table. Trellayne does not

begin the game on the table. He is placed during the

YO CAN
REINE

Flﬂ!n h_‘lﬁ'_ltd&
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F-'R—.‘l.!d\.?zw:rua-r";mn..“ﬂu'h en

. ‘may i:ince him inside the Rendezyous Area within 3

* ofany rable edge.

Landon Trellayne has the following stars; SPLY5,
STR S, DEF 12, ARM 11, and CMDy 4.

I p———1

Trellayne s an independent model under the

contral of the Proteciorate player, Both hungry and

exhausted, he iz in lar from bt condition, During

each of his actvanions while under the control of the
Protectorate player, the smuggler may move up o 10"
directly toward the nearest Protectorate warcasger
swithin 127, IF there is not a Protectorate wWarcaster

within 12", Trellayne forfeits his activarion:

Khador can Capture Trellayne by getting two
or more friendly warrior models into base-to-base
centact with him anytime he is not alzo in base-to-base
contact with a Protectorate model, The Khador player
must assign Trellayme to one of the capturing models
and this model becomes his captor. Once he has been

captured, Trellayne can move up to 10" during his

.
r
_?
:
|

captor's actvation and must end movement in base-
ta-hase contact with the capror. If either the smuggler
or his captor are moved out of base-to-base contact
with each ather for any reason outside of normal
movement, or il the captor model is destroved or
removed from play, Trellayne is freed and returns to

the Protectorite player's control.

Any player ending his turn controlling Trellayne
within the Exit Area wins the game. IE the smuggler
is destrayed or remaved from play: both players lose
the game and forfeit their: Survival Bonus for the
SCEMATIDL

Kossite woodsmen may not come into play on the
West able edge.

SeET Up

See the map. The Protectorate player may place
oine terrain Teature within the Rendezvous Area.
Players then take turns, each placing three (3)
additional terrain features. Players may not place
terrain features within their opponent’s deployment
zone or within 3" of another terrain Feature, Terrain

fearores may be placed on hills,

BEGINNING
The Protectorate player deploys first and takes

the first turn,

!
- VicToRrY CONDITIONS

The Protectorate player wins the game at the end

I.n- 1 na.ppgmun tl:l.e r-.u]:ic, the Proteciorate player

u -

The 'i'lihat_lur'ptayr:r ﬁ..'i'n.a _éhcfg.;.&ne‘if :&rhﬂ

: : e
Proteciorage loses its last warcaster or il Landon,
- =

Trellayee is under Kbadoran control within' the it =73 .

Arciar the end-ofthe Khador player's . ™

If Lagdon Trelldvie i destroved or removed
fram pliy, both pluyers lose the game and Forfeit theic:
Survival Bonus for the scenanio.

REWARDS

» Spare Parts: If the Protectorate wins, spare
parts carried by Landon Trelliyne are used to repaira
damaged warjack. During/the ley Grip of Winter Act
111 scenario, The Ruins of Riversmet, the Proteciorate
player may purchase a single light warjack fof halFthe

I“'ll'l'l'l..'ll. J!IIZZI'iI'I[ Cost I'Lﬂl"lit‘t] up.

¢ Commendation: If Khador wins the scenario,
his forces receive additional troops as a commendation
for success on the mission. During the [ey Grp of
Winter Act I scenario. The Ruing of Riversmer,
the Khador player may purchise a single Iron Fang
Pikeman, Kossite Woodsman, or Winter Guard unit

for half the normal point cost rounded up,

]
il



C'a‘ﬁﬂm vSs. CRYX, II}EIET POINTS

~ Gorim lst, Casteus 605 AR=Hungry, dintf,td

; “and harassed ar all ends, Fnrward elements of the
..L_C}.gn.:l.mn army ‘charged with reconnaissance . qf

< the Llaelese countryside have been bloodied s and
beaten za the breaking point, yer their strength of

purpose stands true in their hearts. When heavy

snowfall threatens the mission, Cygnaran fortes vow

to wvait ‘out the stofmuTheir new hami, a guickly

o modicum of shelter from the ‘brutal snows that

impede their progress. The battle groups rest

“in the Dig under the watch of cannons manned

by Cygnaran’ artillerymen: The cannons are

silent thanks to the impeding winds of a raging

 THIN
Cryx plyyors need 1o fight -
the tempiation  to  spread
their forces (oo thin, Whils
it may e movel 1o m.u"ruliqd
{  vour snomy, Cygnaramn Forv:li-'h i
! are not uur]a.l an helplm :l

begin to warm the guns and make sure they can
be fired as soon as the blizzard ends.

In the night the void-like silence of snowfall
gives way to ominous noses. Ever nervous and
fearing the warst, the group readies isell Just
before dawn, troopers hear the unmistakable

roar of ‘jack Furnaces in the distance. As the

sounds move clozser, & chill runs down ‘the

spines of the Cygnarans. Their enemy. is not

some bold Khadoran company. Instead, they

see the baleful green light pouring trom the furnaces
of helljacks. They hear the shambling footsteps of
thralls. Throogh the snows the dark bristhing shapes

of Cryx emerge just before the dawn armives, just

before the hope of a new day: Cryx has come to call

on Keepers Dig, and they have brought enough pain

for everyone. Their time i5 short however, for the

Cygnaran guns will soon be ready.

SPECIAL RULES
This scenaria takes place under cover of darkness.
The LOS of all models is limited to 6",

The Cygnar plaver must spend at least 250 points

on warjacks.

The game ends alter 6 turns, when dawn arfves

and the Cygnaran artillery drives the. Cryaan forces
from the field.

SET Up

The Cygnar player may place two (2) low wall

sections and. twa (2) ather terrain features within
10" of the eenter of the table. Plavers then take turns;

i ﬂl‘:h phcmg up‘tptwa ) i =

assembled firebase codenamed Keepers Ig, provides:

blizzard, but as the storm abates, the Cygnarans.

outside 107 of the  éenter of theiable: ‘and Hnﬁﬁaﬁ]ﬁn'
5" oFanother terrain feawre. Tertain foatores may be
placed on hills,

BEGINNING
The Cygnar plaver deploys first,

|1E.|.|.i|:|5 his
The Cryx
plaver shen deploys his models within 37 of any
number of tabli édges.

models within 67 of the center of the able

The Cygnar player takes the first turn,

VICTORY CONDITIONS

The game ends alter 6 turns. The player who

seores the most Victory Points wins the game.

REWARDS
® Recon: 'i‘Iu- 1.'\.'i|::|||.;||:_" :||.1_\L'|"\- forves are ,||!L||'
Lo nnnp]ﬂr reconnaissance ol the area. Durne the

lcy Grp of Winter Act [1} scenario; The [Ruins
aof Riversmet, the winning player may extend his

deployment zone by 4"

THE Icy GRIP OF
WINTER AcT Il SIDE
?_UESIS____ BT

HEAD IN HAND, CRYX SIDE

e

(GORESHADE THE BASTARD

Of all'the darlkest hends 1o send to the lands of the
Protectorate, Goreshade the Bastard 1= perhaps best
suited for megting Menites in the ficld. Charged with
invading the sacred reliquary of the Scrueator Marios
Grummel, Goreshade must  retrieve the re ently
departed cleric’s skull in arder to interrogate him
on the nature of the Harbinger. Such dark matters
and the desccration of hallowed ground are arcas of
Goreshade's expertise. Suited for the msk, he heads
to thesite of the Scrutater’s remiins within the Shime

of Marius.

Waiting for him are the Finerary Flameguaed
Oistensibly,

primary duty .15 o keep the most Fervent. of the

koown as the Somber Guard. thenr
flock Irom strawving away with® pieces of the hledsed
Sorutator, Even the smallest hinger bone is m blessed
item to his follow eIy, bt removal ol any pare of the

Serutator's body would desecrate his remains.




't bady w _hg\juu]uhsajuumqy
"'huptu,pf'Urc'urr The soul of
FIUS MUst CTOSS Hm treacherous regians of Urcaen as

befits a scrutator, For 77 days and nights, the Samber

Guard must stand mg:lant over his remains, as during
that time his'spirit is tulnerable to necromancy.

A handful of troops are waiting m:arb\r to support .

the Somber Guard in case they sound the alarm,
Admittedly, this heavy of a guard for the remains of
one faithful scrutator is nousual, and it is a mystery
why the Hierarch insisted” on such precaunon.

Undeniably, Goreshade will not havn an easy time. -

completing this raslk.

Darr MusINGS

With a wplash, the beavy form of Gorerbade the Batard
itk it wrter o cold and black wnder the night sk Haat it
fent ma light to the eldritels dercent. The beavy wberckled uf
pron clamped t-fis feet irged hta descent ever quicker into the
daptho af the ven, wntdl after a count of beeniy bis feet frmally
Pasieded Potfom.

The darksess wurvvanding bim belied @ peacefiel calm,
altbough above bimt the sea roiled in anger. Dneway or anatber;
b wbill wonil? burve preferred to disembark at obore, but e ped
o dared contradict Hhe avabes of the fron Lick, .'llj!ﬁjﬂfﬁ?.l{.iu‘fh
srisieds et B aehmired that evil ereature, be deapiaed bivth aur well
bett Gareabade world do this wmall ervand for the lich and laugb
all the while, mundering as be goes,

As be trudged through the blacknes amang the wilt and
thhe rocis of the wea floar, the eldritch reviewed s missian, His
finit alijective wad to.gather infarmation o this "Hackinger,”
the heing b whom the denites flocked and revered, In order ta
feiedd trady saefied intfocration, Goresbiade necded tot interrogate
an avisor or clove attendant of thia boly vesiel. However,
dnly a pelect few would bave attended the Harllnger: and
Aspbyicious bad provided a it of the key candifator. To
Goreibade, the recently dead were better barpets tham living
ones, whe weoald be protected within the Provectarale d fartreas-

fike cefres and fowisi,

Oree. naeme oncthe fist waa that of a serutator who b
recently died. The rites af wiuch. elevics included long und
Brierouad joteeneys during which the voul & particularly
vilrErable to mecromancy, All Goresbade reguired was the
deat af the elerdc omgivinies miind b wae @ @ focus — by bran
or bia akull pecbapel With eltber, be could plinge into the
it v it g eatidy g e dadt plireged into the dark waters,

oveibiade foumd i comvensent that the clerica of Mennth
were oo eager Ip wnﬁrr .:mya'.&i'qg in the mame of their deity,
srmetimen even martifyng. their mrn fleask. This particular
cleric seourged bimaelf to death to keep bia own vile thougbts

hore;, Gdredbade s i oy alovidy ook farm as & emergedfrni 5

| the juttingrocks of the coastal bay, be brusbed the withered

- _{m.f;mg sip i the stary, the ddritel guickly gatbered bis

< belt: Making quict thoughtfl nodes au b read e, be

fﬂﬂr “ .u,&.‘ q'rdw J‘d‘r an rrz‘m.rrr,i' o ﬁmmaf.w e h}

e ni;u{'y Jcp:‘-’x- By the tme be reacted volid griund, Hae
storm that hud rages above bait becinne - quetel breathaf wind
uni‘r;ﬁuﬂﬁ.- }.!rrl'dqiwn wry B calm aned wtarry wkis, Amddt

deauiced anid dand from Bix armie, Neght windd doon pas, e
be denaid the wurr nlready gnawinmg af the édges of davngeager
.M Eg‘bﬂ' r!rr mﬁ

;L_tarm.r: and gulled a miap from the sealed serall bl at ber

loaked about and began to. walk. He auppoded the lick
bad sonie yrand weheme in place, bt it mattered nol.
Goreabade hoped be woudd gain eaatigh favor in the .3 -
FoRENSIC

NECROMANCY

Long  age,

e r_gf._ﬁj.i masaler ﬂ.'rnh!d'!fy fake a plice beaide
Aepbiyeiony it witi all a matter of tiking advantage of

thia npportusiby

along the Broken Coast
and the Scharde Islands
Jearned that questioning the
1 dead was often casier than
" interrogating the living. For
| centuries,  Toruk's agents
had scoured the gravesites
of western Immoren [or the
! rl_-mn;nl aof the exmp:ionl!!}
gifted © deach. Cryx  has
renclessly. relocated:  the
bones | of  many arcane
mechaniks and  stralegic
thinkers in order to sirip
them systematically of their
BECrEIN. 11'IE' Emﬂl-ﬂll RULCERs
of the forensic pecromancers
was unlocking the secrets of §
the arc node before Cygrnar
' even realized the tombs of jts
most venerated imventors had
been desecrated. As a resul
of this practice, Cygnar's bes:
and brightest are currestiy
interred under grear slabs of
stone nd guarded by arcane
wards, constructs, and othes
measures that can challenge B
B the mighi of several warjcks
cambined.

“Never wend o woll to gather obeep...” bis powce
gritted agaimat the night wky, There was a long warlk
b |!|||‘ Bimamd Goreobade wauld bave Ip".lrrn'rf_l.l' of tine

tor think,

CryH ArmY COMPOSITION
Goreshade the Bastard

PROTECTORATE AgMY COMPOSITION

Temple Flameguard unit with 1 Captain
and 9 troopers

200 points spent on  Knights Exemplar,
Flameguard Cleansers, Holy Zealots,
additional Temple Flameguard units, or a ,
Paladin of the Wall

SPECIAL RULES, SET Up, AND

BEGINNING

Place the shrine of Serutator Marius Grummel
in the center of the table: The shrine 15 a structure
approximately 6" x 3" with a single entrance on
the 37 side: The entrance is large enough 1o
sccommodate a medium-based model. The shrine
has' ARM 18 and can take 10 points of damage
per inch, The shrine will collapse when 9" or more of
its surface have been destroved. See Damaging and
Diestroying Structures, WARMACHINE: Prime, pg.
62, for details.

Players then take turns, each placing up to two
(2) additional terrain features. Players cannot place
terrain features within 3" of another terrain fearure,



e TPfﬂlﬂ:lhmte plaver deploys ane, Wit
mple Flamegnard w[l]‘h'lq 5ol the shrine.
Goreshare is then placed amywhere at least 18" from
+ tll'h‘: shrine. Goreshade takes the firss turn,

Once Goreshade enrers the shrine, thetemaining
<Protectorate forces are immediately placed within' 12"

ot any table edge.

If Goreshade Hélds the shrine, he may forfeit
his action to remove the: head of Scrurator Marigs
Grummel: Once he removes the head, Gereshade
carries the head for the restof the game. IF Goreshade
moves. off any table edge with the head in hie
possestion, the' Cryx player wins the game.

VicTory CONDITIONS
Cryx wins il Goreshade moves off any table edge

with the head of Scrutator Marius Grommel.

The Protectorare wins if Goreshade is destroyed.

REWARDS

* Prophetic Visions: IF Cryx wins the game,
Goreshade makes ofl” with the severed head of
Scrutator. Marins Grommel. After animating and
tharoughly questioning  the head through the
application of necromancy. Goreshade may consult
the head before the start of any battle. In games
in which Goreshade 15 used, the Cryx player sets
up his models after all his opporents” models have
been placed; including models with the Advance
Deployment -ability. The order of play remains
unchanged.

DEUs EX MACHINA, CYGNAR SIDE

q_luiil'_

COMMANDER ADEFT NEMO

Commander Adept Nemo 15 Fascinated with the
Cult of Cyriza and his knowledge of their religion
15 quite extensive. While batde groups advanece jnto
Llael, Nemo moves along the Iront in search of a
temple’ rumored to have been abandoned by the
cult hundreds of years ago. Within the temple rests
the secrets of manufacturing advanced mechanilia,
inclading  arcane coils of remendous  potency,
A researcher into the secrets of voltaic . science,

Commander Adept Nemo would be able to command

the farces of lightning with incredible accuracy il the

M TN

e
Cygnarin .i?i'umg,'{-hiad
coils. After nssembling. a small team, Nemo 12 s
briel leave from the Frontlines w i:w'euig.me-mi'nan
al the sire. ;

Alter some explaration, Nemo discovers the Siele

ol 'Cyriss —great mechanikal devices that ace as the

leck wnd key 1o what can anly be the Cyrissist temple.

Enless Nemo lorces the devices to work, he will hive

litele ‘chanee ‘of opening the grear emple doors set
ino the earth. Conduits, cogs, gears. pistons, and
various other mechanika litter the earth surrounding
the rumned temple; and crawling amidsp these heaps af
scrap wron are neceotechs;, unaware of the treasures
they might discover if their own undead minds were
only shghtly more mguisitive. Nemo is faced with a
challenge and his ame has almost run out. He must
make for the temple entrance or abandon his quest
altogether. With war on the winds, he is unsare if he

will ever have another chance 1o explore this site.

Wemmp ScIENCE

e of the finest itinds ever to graap the concepta of

ek, Comnuander Adept Nenno threns tbe weeneh with
all i meglit at the warfeck dn front of bim. Ratber than
ringing againd the upit Nemo bad aimed —the middle of the
ek beiy bull — b e annd ateced wrencl we drawn
the wirrpack y abield und clanged agaimat i mapive soltae

barcter with a revounding ring. The wyench bad wtack: fas,

“HAha! The accumulo-ooltade vt maxintized by i
pucsaing of elécteacity throwgh the sub-cotln Perfeet!” The joy
ot b warrcenafer i vovde weasodinotis, Ornee agatn b b fnng
o Tnare efficient weny fo get i wierick wyatem aperating. “Nowy
& need T recalifrate the rellex nfggens arowird the corte
ba aftinke onere 8 doeani t i lo Bbe Lefd. Bad battle form £
. Opernr tf g afier o sweng. Makes & vulnerable. Eivier
] I|'"J'Hr.|'l over o fhe .rl':u':'flrll /e o fiy .lp'.r.u.f'.n'.lfr.l'.r{-j filar fl.l},r... T H

atiged wlipped inta wnanentary confemplation o be wondered)

R B e T e R R I ST 7 Wr gy gpesss ESRRmeW pommmoe TR TSR e TR W

if e vt wcaveinge vome reliable tniggens front the scrapped
Nonrrare onad i He yard, The entranee af an awsiitant siddealy
chittieefied bir minotig.

Wikt i ity Seoffrew? ™ Nemo glanced ai the youmng mus,

A R EEST L Wl T mEmmapa G D e

eafteey was tarlented with e wpukaf genti, bul the
fered it v drit o hivenioe indhere g corme dir artecvelated tenad,
"Vinee ook ik woer v beent plaebed by i river el ”

“Wherels a... man bere 0 gee o™ The yoaith seented

da ke n ool

Shiatered, a bint of wncertaenty in bis widee. "He sy bl g
adventitrer we Sired, "

Nemn nadsed Bio ripht eyebrow o avcitement. "That
winnle! be Mister Cranke, He amd I bave s tallesng to de.
Seardd easee ars, ek ™

T wibite-batred warcaster aeemed to forget aff abpiet Hhe




T -

e e

farrmiss apear, Nem.*

S R B o d n L R b o e e e e s b e

Vit fo o somie am:nb_.l'br irns, |1 itk b g and

é'mq'nnn- Crinhe it promissed bo deliver, the Conttmander

Adept conled focate the reninied Tellirian - Fovge beford
beading aff ta battle ance mare: The lant beinple of Cyriad i
i etacient; hiban experiment pomie year dga bad gone mlny,
anrtsmee it tinesthe caltiots bad abandened it ledving ftio

o e i

Purported to e within  the  Tellrdan Farge . w
smecBigmeba thal ol twist Hectrival forcevunitke auytbing
Newmo bad ever agen, He loaked oot at the’ ok and willed
the Cestturian inte dormancy. The wrenel fell from the wbizld
e el o the grovnd with @ clatter, 18 was i
Bard o pry facke frongan ddventurer of hid vty they could be
a Little protective af wecrctn, Nat to miention Hhe varidus crtlers
atoeid it ey ran aorose conld warp Hheie meinds and
i —especrally with womany Cryedans aboat —so Nemo
Lot bhe Centtririon o athle o
all but @ wary ,;,r}f,-.rb.u..l,;.f;:,
b conidd reaason with the man @ be beftec i wack filled weth

crineris guider B aorl tinhle.

yortern elarged jral e coes g

The warcmater wenr vonfident

"Wor ko Bow do get fo o man's beard faster than a
The voie af Crndee st eneirtiifial, hest
with an iindectone that upake af b dangeros the maa could
Be. v been looking fnto nrattens for you, and s cugbt o
be your tickel,”

Nemo furmed to oee wbal the man wae bolding, Craske
fooked fike a chewed Bty ragged amd agly, bet Neaw e
better. A formier companin of Profeor Viktae Pendrakess,
Crivifee buel a vepitition for delving inte dingeriis placea amd
Leaviig intact, with valuables bo boot, Right oy, the waa wa
bolding @ wmall pyramidal obieet.

Newta nicdeled ¢ tere grectingg o b peered ab the relic,
“WFbat bave you gt there 2™ The Connnpader Adept coule ey
the wymhols and markingy om ity and be coald clearly dcern

TE et wonened g Cyrtaasat=munde,
“A ey, " the adventurer aniled, "Bt mare imporlantly; it

Gt selnt 8 commgnsL

CyGNAR ArRMY COMFPOSITION
Commander Adept Nemo

Journeyman Warcaster

1 Field Mechanik unit with a Crew Chiel
and 3 Goblin Bodgers

CryH ARMY COMPOSITION

1 Mecrotech

4 Scrap Thralls

1 Mm:hn.ruthra]l unit wuh ll&nuunl.u.t m
-8 Troopers

Cyaiss

‘Cariss in  the Spesre—
poddess of mackisess =
mathematics. From weies
ber cult’s biddew s
ler; priesis siriie s
to unravel the srorros o dhe
pniverse. These mempdes e
vast peceptacles of srome
knowledge, and &y =

respecting arcane mecEE—
fwould trade his  eveseech
for a mere glimpse ar thes
Indeed, . to  tncover &=
abandoned temple s akin =
'g}quaﬂrhng the mother lode
E;Irj‘nsthm;md rinechaniks

P L ]

SPECIAL RULES AND SET Up

The Spelac of Cyriss are great mechanikal
pillars % in dinmeter and 37 high. Place the four
stelme of Eyriss in a 127 square ar the center, of
the table with two of them on each side of the
tuble. The stelae are indestrucnble. To activate &
stele, Nemo on the dourngyman Warcaster must
be 'in base contact with thesiclé and forfeit his
action. A Crew Chiel or 3 Goblin Bodger may

attempt to activate a stele. To attempt to activate

the stele, the mechanik must be in base cogtact
with one and pass'a repair check. Activating a fhle '_
stele is a special action. Goblin Bodgers may
assist the chief in the roll. Wheén all four stelae
are operable, the temple doors open and Cygnar

wins the game,

Destroyed Cryx models and units return to play
during each of the Cryx player's Maintenance phases.
Mailels are placed within 3" of the Ceyx mble edge.
Unigs are retuened 1o play only if all models in the unit

have been destroyed.

The Crys !si.uz,'cr places two (2) lighl warjack
wreek markers and one (1) heavy warjack wreck
marker anywhere on the tble at least 3° from a wble
edge or a stele. Pluyers then mke trns, each
placing three (3) additional terrain features,
Players cannor place terrain features within 3"
'You say STELA,
I sAy STELE
Sl also. smeda {ul) pl
sieles, also stedae (1) An
upright stone or slab with
an inscribed of scalpiubed
surface, uved as a monumend

Int ah 4 commemorative tables
in the face of & building.

Ay A s

of another terrain feature, including one of the
Stelae of Cyriss and warjack wreck” markers,

Terrain features miy be iﬂ-:u‘t'rl an-hills.

BEGINNING
At the start of the game, each player rolls a
di. The high roller chooses who goes hirst. The

first plaver gets his choice of deployment zones

and tukes the First turn. Players deploy. their

forces up to 10" from the tuble'sedge.

Victory CONDITIONS AND
RESOLUTION

Cygnar wins the game if all four stelae are

activated.
Cryx wins the game if Nemo is destreyed.
REWARDS

» Woeather Manipulation: If Cygnar wins, Nemo

enters the temple. Once inside he discovers an ancient



Y

5 Campuaign the
r player may modify, Weather Condition rolls
byep To #2 or -2 in gamesiin which Nemo is used.

Far example, if Nemo is-used daring the Spring Act
11 scenatio Collateral Damage, he cim influence the-
\ Weather Condition roll for the scenagio, IF the' voll is

a3, Heavy Raing, Nemo can add of subtsict up'to 2

: from the die roll, sither increasing the roll 1o 5, C'Irir

Skies, or lowering it to 2, Flash Floods, =~

= Arcane Coils: Nemo also discovers arcane coils
that may be used to supercharge his elecrrical powers
for a short time. Onee during any single scenano’ in
which Nemo is used, the Cygnar player may activare

the coils: The player must declare use of the coils:

before the start of the game. For the durntion of the
game, Nemo' gaing «1 POW on all Lightning Rod,
Electrical Burst. Ball Lightning, Chain Lightning,

and Elecritical Storm damage rolls.

'HOMMANDANT IRUSH

Despite the inexperience of its young kapitan,
the Viastrykia Kompania has 'performed relatively
well due to the leadership of its sergeants. However,
the prospect of taking Saldon Tower from Llael's
allies, a stubborn company of Cygnaran soldiers. on

. the outskirts of Riversmet has proven too great a

challenge for the company and they find themselves
pinned down.

Those who led the initinl charge against Saldon
Tower are now dead. The remaining troops have
taken what little cover 15 available. Constant fire
from Cygnaran trenchers, their chaingun, and two
jonrneyimen warcasters along with their warjacks are
wreaking havoc on the Khadoran troops, and the few
who have attempted to flee from cover are cut down

by bullets, spells, and cannon fire.

In an effort to save his company, the Kapitan has
requested a warcaster and warjacks to cover his men
so that they can move to a safer position and regroup.
However, the battle elsewhere in Riversmet is so
desperate that resources are at the breaking point
While making a tour of the various efforts around
the city, Kommandant Irusk comes upon the Kapitan
and reminds him of his duty. Inspired by the words
of his commanding officer, the young Kapitan makes
a courageous but ill-fated charge 1o rescue his men. -
He falls.

With the remainder of the company cornered and
no other leaders in sight, Kommandant Trusk reilizes
the gravity of the situation. If the Cygrarans retain
control of Saldon Tower, then reinforcements can
approach and ‘create a rallying point. Using the tower
as shelter, Llaelese skirmishers and Cygnaran soldiers
‘may be able to regroup and repel them.

Without hesitation, Kommandant Irusk charges
into the feld. Accustomed to the chaotic climate, he
rushes to Viastrykia Kompania's aid, all the while
bellowing orders and inspiration.

Duty

Endleas whots chirned the muck and ttire wstrrownding

Sarldoe Towvers Stutbers of clbaingun fice wiapped fnto the
pueditles of bloody mud fike deadly rain. A warjack & dammon
wend o el a wnit of Winter Guard troopens became a ragged
e of fenly canvas, and broken metal.




ey (mmpania. The men buddled
1 A the preasire af battle etehied upon them,
m;vnmq J'.ﬁwr resolve: Damst bitt € Sygaarai chatgion

The bigaeat prodlem Tetnk faced wae  that Ldael'y -I.I'.l"a';.'-*' ;

already bad Guch weaponry on-the freld, Hiinkered dount
ariund the tewer, Khadnra enemy ivas dotrg o goodpal of
destyinng biv men the field of Fattle and laying wasle to these
W P, ]

Lopking at the g, oran bende Bat, Iridk apofee
Briakdy, Wapitam ooyt plan fo deave pour men ot there to
il fore the cover'af ndght?”

Each of the soliens trapped net there wara boyal selject

of b Matherband willing fo lay dows bis life for the pamae.

Mennwbile, thiv indecivive coward seemed . incapable Jf
Ve are fintunte théde dre
Bt fpesragyiisen ot fice. { anggest you solve i probilem it

mrcking i elear tetical decerion,

anee, Kapttan, "

“Wiprreiandant, the vaeie of aurgune Lo too short L What
cite B ihwae?

Tive Wagiban, obitonnely asigned ot of necosity to fill a
et i e adhwanceng lines, wa snprepared fora civer and fire
aituation. This was suppoved to be one of the wofter aljectives
of the canpeig, and mow it bad turned fnto o crucial pocnt,
Such were the anpredictadle fortanes of war, fraal noted
that e man wore a sioble creat on Bis tndfors wbicl meant
i appoctment o wtation wa ‘e to privilege vather thin
cervice, and the bard-hitten sergeants trapped oul there in a
forwsard poviting were prodably @ decade Heie moble waeniod,

“Staving bere and doing nothing G wicide, Kapitan:
L R T T T afffcene bo a1 floody death at
the Bazneels of theer deasers-detion wnder preane i the oaly
warg b apeeeas Af your allon the enemy to maintain a firing
alley along thave wally with theer piperior nange, yowr men
will Fematin trapped. Gatber youtr nen and e them snder
civering fire fo the fareoiod wall. ™ He emplbaaized G point
dry geatiering towards e Kbadoran position with i oword
oot Ovilizanglt, “But yove et o Hie ebarye correctly
asted rally the men b follmw, mnderitiond?™

The Kapitan nodded and contemplated Trak o« word fir
a avmmrenth. AMter napping a salute, the voung offieer began
bo clarge and yell to bis men for covering fire. Wiater Grard
trovpery wapped whote at the- Cygmarams in an atterpt fo
crectle i coverimg ket of Slunderfins fires. but bhe cnenty
il ettt Ot Gt aned of range, Lk wiztehed ao rifles
tritsised on the wfficer-and fire from the chatngin snapped at
i feet Like o Bpngry willD Mirciloily, the Kapitan bunded
it 4_Jf'.f|5.|-r'r.-r1};.£r.f,'m_'f}fy edend one of the wirlls protecting B
drogpers. He bed tned B chiege corvectly.

“Bhetels dape for v vty " derk vmeileds He wateled ad
the _.ll:l.',.:_lrl.'fr;rr rallied the alhiers, The e nx'r_!'h UL

.ﬁ:ﬂm.&w L sl Kapitidn, bt the soldiens were firgk

; -ﬂ?ﬁ_&diiﬁ.}m‘«f coelel ace e windthe ondy chance ey bad to

hact Hhere wa mathing b be dove for it new. Tie Kontmandant

.r!"rm.;r{r .:.trr:rmneﬁr f.&r noble m;p.m in the r;p‘m— .'ur.m,.,
Surprived, be -!‘mﬂmﬂ n.-cdn and the Cygrari rﬁnmm
roarede. The: youth @ tarr apart it a sbower of H.fml',gr 3
ehsotka, The troppersarand S weee upattered withgare anid Lo
they T {runfire fracled thens back to the safely,
af thhe sl fronie wibere thoy dginnt chacged —nave of them Jfa-zld"

where they bad atinrted, Duiditee hebimed the lowr atone,

£ W bimate trivipers brapped fiurther vut and elover fo the
Lankee the tower, Eoging the noble Kapitan was a oad acctirrence;
be could bave minlded bhe young man into & compelent officer,

vutied Oheilanght aloft and charged the findt grovup af prrsed
dowint werltiersn, welftng for cover aw bii jackboota pounded the
msecks e ommive sigrroscing Saldn Tower,

HHapor ArMYy COMPOSITION

Kommandant Irusk

3 Winter Guard units each with 1 Sergeant
and 5 Troopers

CyYyGNAR ArRmMY COMPOSITION

2 Journeyman Warcasters

1 Trencher Unit with 1 Sergeant and 5
Troopers

1 Trencher Chaingun Crew

Each Journeyman controls one of the
following warjacks: Charger, Defender,
Hunter, Lancer

SPECIAL RULES AND SET UP

See the map. Place two 12"%long high walls 127
forward From the Khador deployment zone with one
wall bordering the west table edge and the other
bordering the east able edge. Place a third 8° long
high wall in the center of the table.

The Cygnar plaver places all of his: models on
the table, including models with the Advanced

Deployment abiliny.

The Khador player then places one unit of Winter
Guard behind each wall. The Winter Guard should
not' be placed within the LOS of the Cygnar moddels.
The Khadar player then deploys Irusk within the
Khador Deployment Zone.



5 .an'l..-.,.r I,‘icpl:.

Cffn*.arﬁamﬂm D aph
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CHARGE O THE: WENTER

Thn, W'mnr Guard units begin the game *hell
“shocked and must be rallied by Irusk before they
Each Winter Guard

lrusk's command range during the Khador player's

can .activate. unit within
Maintenance Phase can make a command check 1o
steel its nerve. Once it passes a command check, the

unit can activate narmally for the rest of the game,

The game goes into Hammertime at the enid of

round 5. IF the game ends before Khadoran forces
destroy the two Journeyman Warcasters, Llaelese
and Cygnaran reinforcements: arrive and drive the
Khadorans off the field.

BEGINNING

The Khador player takes the fiest turn.

VicTory CONDITIONS AND RESOLUTION
Khador wins the game if both  Journeyman
Warcasters are destroyed.

Cwgnar wins if Irusk 1s-destroved or if the game
ends belore both Journeyman Warcasters have been
destroyed.

REWARDS

* Motivator: I Khador wins the game, Irusk
becomes a living example of valor to his men. For
the rest of the Campaign, all friendly troopers within
Irusk's command area gain +1 movement.

MORNING SERVICE, PROTECTORATE

ID_E__(?UEST'“ g

HiGgH EXEMPLAR HREOSS
High Exemplar Kreoss has traveled many leagues,

"Il.'ll.:tll'l ad ..-.%.-l

m Mmmh Iﬂ‘rown a5 th

hmgdm'na carrving word. of the Hierarch's

Cnrges the Bithful o make pilgeimages to the suuth o

the Plotectorate. Staying near the varions temples, he

speals of faith and devonon o féllow Ménives and of

thewrath of Menoth's hand upon those whi doubit
His calling.

(e morning before heading 1o bartle, Kreoss and
his guards make the short trip ro the Menite shrine for
daily supplication. Their arvival draws-a small Hock
af zealot converts from Llagl who have come to pray

- in the High Exémplar’s company. Their offerings are
~isuddenly inerrupted as the swings of Fell blades and
* the chant of Orgoth steel mark the arrival ol Doom

Reavers, no doubr dispatehed to murder Kreoss and

anyane found with him. FHeeding the call, Kreoss muost

Fulill his duty to protect the faithful and stop Menite

blood from spilling on holy ground.

INSPIRATION

Faitbful servanta of Menoth gatbered around the High
Exemplar ao be walled theovgh the sniwe fwerds the finy
whrine, They bad all vcome theoigh fee and snow b witines
bi prasestce amd to beed the Cremtor s call A Krepas moved
daivarci tbe crowd, be inupected them: They were bueddled i
wiler. eloaks and scarves, many of therm with bandi and
firces itande e frpnn the bitter colds Tealy thewe were faithiul
Merites willinng tocnditre ducaefont tronder teraffer prayer fo
the Danwiiver. Kreows Jelf o dbirriing of b il fuin i beart,

Krewsd pizerredts bus veneichal bebond b balled as well. =

The High Exenplar furried to addpess the mansas, B wodes
ringing wieong and loud, "Fam pleaged you bave comie to pray
with e hefivve miy dattle against the unbelicvers. It g god
for wee your fafth o steonger than your feie of tyranay, ff
there ade il amony you, Menoth vhatl Beal youe. I there are
hrafbera dere taday, Tl alfay your uncertasnly,

"Lhe calf i for all of good fuith. Nowe are wnseen: Al
bt o croked wr Hial pou re!.l".l:u'.f' e Prieat ot Ele Hlierieck.
Very uoan, e time will vorme b paws wber we well be o'wilbole
feaple, siited in prayves; aot frinctired b the dardens of petly
rrilerss ind deapota trtercated only én tingudtly eodeand the vl
il dheir firlee law,

Nowr et o gaather abour the sbring o prayer. We call ;

atport yttt, - Hewnath, for atrength," fle pavised fon a mesent,
allwing the people arvund bim to abaork. bis words. "Here;
i atre toting o the rulene of theve gotfens famce. ikt our
Prvectirate; we bave a b, a place fo warabup e, @ way to
oo aeer anhying fadtls tne winer greal e and, abive all, o
aeeitre plise fesice yoirr grandeier oy Dneden.
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: iroelics and go wouth. The Hierarch
.* i :Iﬁfifﬁ.lf Wil vﬁr drit,

{ong povirineyadio come. o

Just e Krews and bir veneiclal .-!r;ym;" a feiw feels

towrd the wlhrine e sensed aantetBing airyea lingering éol!
claeded femi Lhe ecges afl Bad gt Noddig ta die gueards, be

miade o aynibol with bie riglt band The witreior reirdicd toy

dlrirar fheir weaponas o Kreoss murmured s amadl prayer to
g bia drpor, He dib pot weab do alaoem the fuitbiud,

faf rmger waa wear, and terrapiing an exempler iy

prayer wia it deadly prvpect:

PROTECTORATE ArMY COMPOSITION
High Exemplar Kreoss

Exemplar Seneschal

Holy Zealots unit representing the Menite
Frithful with 9 Zealots and no Pricst

HHADOR ARMY COMPOSITION

Doom Reaver unit with | Licutenant and 5
Troopers

Manhunter

IMORNING*
RO ERVICT

SPECIAL RULES

See the map. This scenario takes place inside
the shrine, a circular chamber 307 in diameter, A 2"
dinmeter pillar stands in the center of the room.

nine  Llaclese

The Holy - Zealots
Menites. The ‘Zealots are independent models and

represent

donot have to maintmin unit coherency. Use the stais
for Zealots; there-is no Priest present. The Zealors
cannot make Firé Bomb attacks during this scenario.
When'a Zealot Hees, instead of moving, he becomes a

stationary model until he is rallied.

"-'mr. let s entter the sbrine and pray for guidince m' the

~ w1 E s
>r, sty
% P ok,
el na 1K ﬂl. th ‘ ! = _:
= L . - -_
BEGIHHIHG - ..»

Set the mbp. ﬁ"lE Pl'ﬂtef'lurn‘ne player cfnplmra Kis. -

mnﬂgls{mwvhem o tlle Pruteﬂnrﬂtn half ok ||'m tables

> ﬂ!{:.ﬁmhr player then ﬂuplq‘rs all his models
within the 5" x 6" area shown on the map: 4

The Protectorate player takes the first tiro.

VICTORY {CONDITIONS AND RESOLUTION

", The Protecturate wins it all Khadaran models are

_destroved befare more than foue (4) Menite Faithful

are destroyed.

Khador wins if either Kreoss ar five (5) or more
Menite Faithful'are destroved,

REWARDS

» Disciples: II the Protectorae player wins,
ward of Kreoss' selfless defense of the Llaelese
Menites cireulates far and wide and his fame beging
o grow: 16 legendary proportions. For the rest of the
Campaign, any time Kreoss 15 used in a scenario the
Protectorate player gains an additional Holy Zealot
unit made up of & Priest and 5 Troopers representing
Kreoss' faithful disciples.

THE Icy GRIP OF
WiNTER AcT III

SCENARIO 8, RUINS OF

RIVERSMET
2RO

Two-PrLavern GaME, 1000 POINTS
Vendarl 3rd. Trineus 605 AR—

winter campaign wears on, supplies run low. With

Az the harsh

stockpiles ol [uel, food; and shot dwindling, ome by
ong, the demands of war are forcing rival factions to
pull back and lose hard-won territory. In the end,
only two forces remain poised for a linal desperate

showdown at the scorched ruins of Riversmet.

The site ol countless battles over the past months,
the former Three Rivers Town has all but burned w
the ground. In fact, same weeks ago Khadoran troops
made sure the destruction of Riversmet was complete
by seting the city ablaze in order to drive ow
remaining enemy forces and to send a warning to the




Order of the Golden Crucible in

nearby Leryn.

Amidst the charred " ruins,

A SOLDIER'S
LerTer HoME

burnt our hulks, and cremated

troopers, not a living thing has

been spared in this former city:

Papa,

First light has come and it's the Day of
Markus, but we can't celebrnte. I've been
tending 1o too many badly-wounded Friends.
I've warched good soldiers die, and the [riends
I've lost ery o me lor help inmy dreans.

however, resources still remain.
B At the epicenter of the conflict
vault: filled wath

B coal beneath the ruins of the

1% A storage

previous Crucible chapterhouse,
Sheltered harmiul

Hames by the order's own

I want desperatcly (o come home. 1 wish 1
could st by the hearth and Lagh with yoo
and mama and cradle little Embeth in oy
arms, All 1 can hu}m in that in the days o
come | can draw [rom the strength ol the
scendant and remember His words. | sill
wear the soldier’s medallion with the face of
Markus upon i, and [ know it has kept me
sale. My prayers grow more [requent as we
enigr more engagements. Having heard your
awn stories of combat, | still never imagined
the reality of soldiering. I hope ©will survive
ax yon did in your times of trial, bt i1 hever
sew you any more on this side of the grave, |
pray that Twill'be able 1o look death in the
(e without fear.

fram the

protective measures, the coal

16 siill usable and protected in

a fortified ‘position. The bomb-
blasted grounds siill hald plenty
of supplies i the depths of

catacombs

the  chapterhouse’s

that wait to be plundered by
anyvone who can hald Riversmel
long enough to gain access to

the vaults. In addimen to rons

Owr company v graced with shilled officers, of coal; the '-‘h-"F'EFhDU'SE 15
and 1 hight alongside the fincst soldiers inall
of Cagmar. As long na my aim i troe, my
prayers filled with faith, and my thoughts
of hoime remain strong, 1 kerow than 1 will
someday find mysell again in the joy of my
Ezemily’s company. Tell mama not 1o fear
for me. On this doy of heroes we should
remember those who have siruggled o' save
what wan dear to them and, in so doing, made
the world a better place for all of us.

purportedly a treasure trove of

alchemical lore as well.

After days of burning.. the

fires have mostly. subsided.

Confident that there 15 no longer
than opposing

armies march n

a threar other

forces, both
A aware of the other. Damage
With love and Morrow's Grace, | am your unaware of the othe &
] o Crocible laboratonies . has

resulted in a volatile mixture of

unstable alchemical compounds. As the banle begins,
once-sealed alchemical reagents begin to intermingle
and activate. When the forces collide, sudden heree
explosions erupt from the ground as the vapors of the
Crucible laboratories react from exposure to the hot

air above!

SPECIAL RULES

The Ruins of Riversmet is a two-player scenaria
berween the: player with the most wins throughout
The ley Grip of Winter Act Il and the player from
another faction with the next highest total number of
wing. In case ofa tie, compare each plaver’s Vicrory

Point total throoghout Winter Acr 11

Players take turns, each placing three (3) ruined
Crucible buildings within 15" of the center of the
table. Assign each ruin a number between one and
gix. The tuined Crucible buildings must be at least 5°
x 5" with gaps or doors large enough to accommodire
large based models. A ruin may not be placed within

5" of another Crucible ruin,

At the start of 1_-,'||_'11. F1|;|_‘;|;"J"5 Maintenance Phases;
the player rolls a d6 to determine if volatile chemicals
within one of the ruins explode. IFa 1is rolled then one
of the buildings will explode and the plaver must roll
again to determine which one goes up in Hames. The
building that corresponds to the number af the second
roll explodes. If the building corresponding to the roll
has already exploded, nothing happens. When a ruin
explodes, remove the ruin from the table: Any model
thar was inside the ruin is thrown 1d6" in a random
direction determined by the deviation template with
thie same effect as a Throw power attack, sufferinga
POW 14 damage roll. See Theow, WARMACHINE:



"&mﬁﬁ’me of afchemioal fore, nsine one ol

player can roll a d6 during his Maintenance Phase for
each building his models Hold. Make this roll after
determining if any ruins explode. On the ‘roll of 6,
the elixir is found. A player's models Hald a ruined
building if all models within the ruined building are
controlled by that player during his Maintenance
Phase. Models that are engaged in melee combaz
cannot Hold a ruined building, Warrior models with
CMD stats of 1 or less and Incorporeal models cannot
Hald a location.

When the elixir is found, it must be assigned to one
of the models Holding the building who then carries
it. A'friendly model in base-to-base contact with the
model carrying the elixir may forfeit his action to
tike ir. If the model carryving the elixir is destroyed or
removed-From play, the elixir remains at the model's
last location. A model in base contact with the elixir

may forfeit his activarion to pick it up.

SET Up

Players take turns,-each placing 2 additional
terrain fearures. Terrain fearures may not be placed
within 3" of another terrain feature, including the
Golden Crucible ruins.
placed on hills.

Terrain features may be

BEGINNING

At the start of the game, each player rolls a d6 and
the high roller chooses who goes first. The first player
gets his choice of deployment zones and takes the first
turn. Players deploy their forces up to 10" from the
table's edge.

- VicTory CONDITIONS
The player with the last survividg warcaiter in
play wins the game,

REWARDS
* Fit Condition: Afier seizing control of the coal
vauilt, the winner's forces remain in fighting condition
i throughout the winter, The winner may add up to 25
points to the size of his army in the Storms of Spring
Act | scenano, the Battle for Aliston Yard.

~ the Crucible buildings is an experimental elizir. A

giine keeeps in 00 no model was

' ul-rn'mg the elixira t.hr.- end of
~the E'.:.me nobedy gets"it. . The

elixit tan be ua,td ‘once _:Eu ring
any singleCampaign scenario.,
The player must declare its use
befare thé start of the game and
aszen it 1o afaction wiarcaster,
Whetheror nor the elixir is used
diring the scenario, it cannot be
ubed again. It may be used anice
during the game during the
When

the warcaster's: power

WArCRSter's  activation.
used,
field is completely regenerated
and all damage points sustained

by the warcaster are removed.

thn.ehxrr at. ri'l,e qmtl uf“'thé'

Toe Crucwic's
SURRENDER OF Lervw

Pressured by Cygnar’s Rowal
to maintain trade tles and keep theis
significant resources. and  assets in o
the Order of the Golden' Crucihle’s leades
replied  to the Griviord, sovoys s =
intimidnte them with a simple "No.”

R -

=

Unwilling 1o concede or accept Fhadoras
authority, the Crder of the Golden Crocids
further antagonized the High Kommand b
using, their own arcane taleots 10 orippls
warjacks, obliterate troops, and establih
the core of a hardencd resistance. Kihsdors
reaction  wias  gnmistakahles  they borss
Riversmet to the ground.

After this | drastic retort o the Goldes
Crucible's  deliance, the leaders of he
order howed their heads and complied with
Khador's dmnln:].i. On Vendarl 1s1, Cintes
605 AR, Khador disparched 8,000 soldiers o
Llaels Prood City of Leryn. As part of their
compliance; the Crucible cosured that the cits
that once held off the o.l'ﬁﬂtl'l ||.|nﬁr:r than any
other aside from Caspin surrendered withoss
A “[}It- With Riversmet's fhte in mind, the
Crucibile leaders ordered their forces 1o
stand down, pulling the Crucible Guard from
Leryn's walls. Shortly after the surrender,
the order signed a contrace to supply blesting
powder exclusively to Khador's milivany.
Leryn remains intact, nllh'nulﬂ'l occupied nom

by Khadoran forces.

A handful of Crucible leaders  refused 1o
e cowed, but they and their families were
summarily executed. Clemency was extended
to. all of the organization’s conforming
ml.'l'l'lhr. ns LJI'IK s IE'H.'.,' ﬁﬂ'rl‘l.'ll (el Lh'.'!"l
in fealty to the Motherland. Scill; several
Crucible alchemints fled south, bearing their
alchomical secrees, materials, and trade with
them, and the Cygnarans weblcomed  1he
exiles, promising to safeguard them from
their enemics and put them to immediae
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Winter fades and spring s thaw melts away the icy cloak that buried the torn bodics of
troops and the rutned wreckd of warfacks durerg the cold monthy. The Black River owells from

the melting mountain snows and envelops roads and waterways as the Black River Valley

becomes a vat floodplain. Khador bas claimed moot of the nation, bul their occupation bad been
challenged by Cygnar s miitary persiatence. The deep waters of the flood bave nol wasbed awvay
the violence, nor prevented further battles; they verve only to binder the movement of Kbadoran
Lroopy for a short time.

The lands between the Kbadoran wtronghold of Ravensgard and ity vomber Cygnaran
counterparty the fortress of Northguard, are full of activity. Trenchers, warjacks, and Winter
Guard troops clash incessantly in tug-of-war battles. The bodies of the dead and wounded are
literally cruabed under the boots of soldiery and the stomping feet of warjacks av litante weapons
clash amidst waves of blood, magic, and fire.

Elsewhere, Protectorate forces are frantically directing Menite pilgrints to the relative safety
and isolation of their own lands. The ptlgrims are often armed, and the chants and prayers are
those of a religion ready to wage war upen an entive world of facthless beathens. Whipped into
frenzy, the Protectorate i1 at the brink of bursting. Serutators and pricsts ready themdielves for a
Holy Crusade upon all of Immaoren, for soon the Protectorate will bring the full might of Menoth
to bear on the west, subjugating all beretics and delivering them to righteousneso.

Meanwhile, Cryee & buster than ever with the sweet harvest of battlefields that yield untold
dead: The bodies of troops and the wreckage of warjacka present a feast for the Necrotechs. Aw of
responding to dome terrefying plan, thralls rise and gather up the wasted dead and bring them to
the necrofactoriun for conversion. The armies of Cryx bloat with the blue-black dead of winter
and grow ever atronger as the attrition of war bolsters them with the barvest of loss,

Caught in the midst of this turmotl, Cygnar readies duelfy the proud nation must rely on its
military might and the skl of its warcasters if it i to survive thus great war of wars. The storm
of apring bave come and with them, the thunder and lightning that Cygnar bopeas will lend them
the JIN.!{M!EI to peraevere and destroy thade who seek to tear !fr;':}*tcjrm! natton apart.
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‘OF SPRING

SCENARIO [, THE BATTLE OF
ALISTON YARD

d W2 R8O

MULTIPLAYER GAME, 500 POINTS
Vendarl 4th, Tempen 605 AR — Ceaseless gpring

storms falling on the lowlands of Llsel have Hooded

the Black River ‘L-’;.]lu_l.r. Izalated hills and high ground
have become islands amidst a sea of Hoodwater,
Outside of the capital ity of Mervwyn, four armies
fight to hold high ground or perish in the flowing

floodwaters around them.

Khadoran  forces have routed the defenders
and Merywyn has fallen to Khadoran aceupalticn.
Cygnaran forces, hoping to lend aid to the city, have
been larced to give up ground in hopes of establishing
some kined of Toothold and waiting out the weather.
Due to the thaw of & hard winter and the endless
spring downpours, the Hooding in the lowlands has
caused the Black River to rise to dangerous levels. The
vast wash has also caught Cryxian and Protectorate
incursions unprepared as they scramble for high
ground. Now, all four forces are staring down cach

other’s throats as the rain soaks them to-the bone,

Aliston Yard 1= a vantage point over the Black
River just north of Mesywyn, Not anly does it offer
a commanding. view of the river, 1t is also ane of
the few patches of semi-dry land in the entive lang
valley. As the forces of cach faction make their way
through the Nood lands, hghting breaks our for
control of Aliston Yard.

SPECIAL RULES AND SET Up

Place a hill no larger than 10" across in the center
ol the mble. Each player then places an additional hill
no larger than 10" across anywhere on the wble ouside
af 3" from another hill or mble edge, Players alternate
plm:iqg pwo (2) rumn terran pieces onany of the hills; A

ruin cannot be placed within 3 ol another ruin.

With the exception of the hills, Shallow Warer
covers (he entire battleficld, See Shallow Water,
WARMACHINE: Prime, pg. 61, for degails.

The first plarer to Hold two hills simultanestsly
for two consecutive rounds wins the game, A player
Holds a hill if all models on the hill are controlled by

that player during his maintenance phase. Models thiat

BEGINNING

At the start of the game, each player rolls a d6.;
The player whao rolls highest chooses 1o go first or last.
The pligyer svho rolls second highest then chooses to
go hirst o last brom among the remdining spots in the
playorder. The third highest roller does the same and
so on nntil the lowest rollertakes the hinal spot. The
hirst player gets his choice of deployiment zones and
tadees the hrst turn. Each player deploys ina 107 by

10" area in a corner of the wable

Victory CONDITIONS AND RESOLUTION
The first player to Hold two hills for two rounds
wins the game. The ranking of the other players
is determimed’ by the amount of Victory Points
vach player scores during play. A plaver's standing
determines the order he must reveal his warcaster

deployments for Spring Act 11,

REWARDS

* Warcaster Deployment: The outcome of
The Battle of Aliston Yard determines the order that
plavers will reveal their warcaster deployments lor the
Storms of Spring Act 11 scenarios. The losing player
with the fewest Victary Points beging the process by
revealing his warcaster deployments for each Spring
Act 11 seenario The lesing player with the nexe fewest
victory pomts reveals his warcaster deployments and
so.on with the winner of the scenario revealing his
warcaster deployments last. [n a two-player game;
the lesing plaver must inform the winnee of both
wircasters he inténds to field during the Storms of

Spang Act 1 game.

* Gaining the Initiatives The winning player
also gains cantrol of most of the dry land remaining in
Western Llael and gets a +1 bonus on Starting Ralls

during all Storms of Spring Act 11 scenarios.




THE STORMS OF SPRING
Act 11

SCENARIO 2, COLLATERAL
DAMAGE _

i Ty ". -
. and this location p

d\ 427

CYGNAR VS. PROTECTORATE, 1000
POINTS

Malleus 2nd, Tempen 605 AR — Cygnaran troops
have been on the lookout for Protectorate forces
running raids against merchant and military caravans
carrying supplies for the war: In addition to the
supphies and refugees approprinted by the Menites,
they have also somehow managed 16 seizea surplus
of Cygnaran jack parts. These supplies could belp

Cyvgnar recover from the assaults of winter,

After some detailed reconnaissance, ‘Cygnarin
forces  have discovered the location of ‘a secret
Protectorate hieling depar near the northeast edge
of Widower's Waod: OF course, the Proteciorate has

esmblished the base on the site of & Menite monastery

A

s

Menite monks are caring  for ou Llaelese
civilians and if harm comes to them, Cygnar we
be cast in a very bad'light, and, second, the monks

Chave a tank full of deadly explosive chemicals capable

ol ‘destroying not only the Cygnaran troops, but the
entire monastery as well. Before Cygnar can claim the
supplies ind “liberate” the refugees; they must disable
the rank of explosive chemicals and neutralize the

threar posed by the Protectarate presence.

Cyegnaran forces need to move in, engage the
enemy, and locate the tank of Menoth's Fury, The
only way to remove the threat safely s to empty

the contents.of the tank and nse a special alchemical

“reagent; a rare material known: as “hArebane,” to

neutralize: the volatile liquid. The rank must be
opened and emptied. With a vial of firebane mixed
mnte the ;spilling contents; the fuel will no longer
be able to burn. The potent alchemical reagent can
disrupt the volatile properties of the fuel long encugh
for the Cygnarans to destrov the Pratectorate forces
and safely evacuate the refugees. Unfortunately,
there's not a lot of ime, as two more Protectorite
battle groups will be returning shortly. Cyvgnaran

troops must move before their chance 15 lost.

SPECIAL RULES

Place the monastery in the middle of the table
bordering the forward edge of the Protectorate
deplayment zone. The monastery 15 a stone structure
approxaimately 5° x 67, It is heavily barricaded and
cannot be entered. The monastery walls have ARM
16-and can take 10 points of damage per inch. The
monastery will collapse after 117 or more of its surface
has been destroyed. See Damaging and Destroving
Stroctures, WARMACHINE: Prime, pg. 62, for
details,

Place & tank of Menoth's Fury that is 2° in
dinnieter and. 37 high' in contact with the monastery,
centeted behind it and inside the Protectorate
deployment zone. The nk has ARM 16 and wall
explode if 1t takes one or more damage points. 1F it
explodes, the monastery will be destroyed, killing all
the civilians inside and causing all models within 10°
to sulfer a POW 16 damage roll.

If the monastery is destroved, both players lose
the game and Forleit their Survival Bonus lar the

SCENArD.

Any Cygoar model in base contsct with the tank
can Forfeir its action to unchain the tank's valve. Afier
the valve has been unchained, any Cygnar model in
base contact with the tank can forfeit its action o

apen the valve and release the tank's contents and




The game goes into Hammertime at the end of

round nine. If the game ends before Cygnaran forces

open the valve on the tank of Menoth's Fury, and
neutralize its contents, Protectorate reinforcements:
arrive and drive off the Cygnaran artackers.

SET Up

Players take wurns, each placing three (3) terrain
features. The Protectorate player may not place
terrain  within either  player’s  deployment  zone:

The Cygnar plaver may not place terrain within

the Protectorate player’s deployment zone. Terrain

features including the monastery or tank. Terrin

leatyres may be placed on hills.

BEGINNING

At the ‘start of the game, each player rolls a dé
ind the higher roller chooses who goes first, The first
pliyer sets up and takes the frst turn. Players deploy
their forces up to 10" fram the table's edge.

VicTorY CONDITIONS
Cygnar wins the game if the valve on the tank is

opened and its contents neurralized.

The Protectorate wins if Cygnar loses its last
warcaster or il Cygnar has not won' by the end of

the game.

If the monastery is destroyed eithes by damage
to the monastery walls ar because the tank explodes,
both factions lose the game and forteit their Survival
Bonus for the scenario,

BEWARDS

* Fuel Depou: If the Cygnar player wins, the
Menites are driven off and the site iz converted into
a supply and fueling depor. Once during any single
Storms of Spring scenario, the Cygnar player pays 10

paints less for his warjacks.

* Arms Cache:
wins, the Menoth's Fury is moved to a new hiding

If the Protectorate player

spot and saved far a later battle. Once during any
single Storms of Spring scenario, the Protectorate
player may purchase a single Deliverer, Flameguard
Cleanser, or Temple Flameguard unit lor half normal

point cost reunded up,

RHADOR vs. CRYX, 1000 POINTS
- Malléus 4th, Tempen 605 AR— Spring thaw has

I brought with it a horrid harvest for eager Cryxian”

handsThe thaw and the rushing Hoodwaters have
uncovered corpses buried by ice and snow, and the
rushing waters of the Hood have-torn mass graves
"i’a'r.!‘.'TL'" dead have been uncovered, and soon they

il win longer rest. Amidst the now silent battlefields,

foatards iy nor be Pladed wittih 5" cPSiba Sadtens Stitch Thralls process the bodies while Necrosurgeons

- gonverr them intd the various types of thralls that

serve the vilé motives of Lord Taruk:

However, the dead still carry secrets, and a single
Khadoran officer fallen on the battlehelds around
Merywyn carries battle plans-for their spring efforis,
This parchment, if discavered, will compromise the
entire war effort and force the Motherland's army
to alter its tactics drastically. Amid the receding
floodwaters outside of Merywyn, the armies of Cryx
and Khador clash, and while Cryx scrambles like a
murderofl crows over the bodies of the dead, Khador
must find ‘one single waterlogged carpse amidst the

reeming mass of thralls, leeches. maggors, and fear.

SPEcIAL RULES AND SET Up

See map: A Shallow Water river approximately 8°
wide runs through the center of the mble, See Shallow
Water, WARMACGCHINE: Prime. pg. 61, for details.

Players take turns. each placing three (3) rerrain
features. Terrain features may not be placed within 37
of another terrain feature, including the river. Terrain
features may be placed on hills.
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l{[‘mﬂumn warcasters can search a covpae lﬂ.'rl.{'n
L special action. Roll-2d6. If thewroll comes up
I:_dnu_b_l‘.us. the plans are discovergd and |}II'_I]-':I:II up by
' the srarching warcaster. Thé last carpse wken in play
“always has the plans; A Khadoran warcaster ending

mevement within basé contact of the Tast corpse token

picks up the plans,

Remove the corpse token fram playonoce Bearched.
If the warcaster carrying the plans is destrayed or
removed from play, the plans remain in the place
the medel lust occupied.
ending movement within base contact with the plans

Khadoran warcaster

picks them-up. The planscan only be picked up by a
Khadoran warcastet. 1Fa Khadoran warcaster carries
the plins into their deplovment zone, Khador wins:

Any Cryx madel, except an Incorporeal model
or a bonejack, may pick up & corpse token in base-
to-base contact by forfeiting its action. Small-based
models ean pick up a single corpse token and move
at half their normal movement rate while carrving
the token. Medium based models can camy up 1o
three (3) corpse tokens without penalty. Large based
models can pick up an unlimited number of corpse
tokens without penalty, Corpse tokens carried into
the Crvx deployment zone are removed from the
table. Il a model carrying a corpse token is destroyved
or removed from play, the tokén remains in the place
the miodel last occupied. A model can drop a corpse
token at any time. Dropping a corpse token does
not reqhire an action. When dropped, the token is
placed on the table in base contact with the model
that dropped it.

BEGINNING

At the start of the game, each playver rolls a d6and
the high roller chooses who goes first. The hirst player
gets his choice of deployment zones and takes the first
turn. Players deploy their forces up to 10" from' the
table's edge,

ViCTORY CONDITIONS AND RESOLUTION
Khadar wins if one of their warcasters carries the
plans into the Khadoran deployment zone,
Cryx wing if the plans have not been discovered

before the last corpse token is talken off the table o if
Ehador loses their last warcaster.

REWHHDE
-~ Battle Plans: 1 thn- ]ﬂ'mdh

game, ‘the plans prove unlunblw 1w thie c:mtmuiu#‘-i \

war effort. Once during any single Storms of Spring
seenario, he may place all the terrain detailed i
the text of the scenario. The terrain musi be placed

legally.

* Fresh Meat: Win or lose, the dead carried

olf by the: Covxian forces provide fresh mear for

the Dragon's charnel army. Once during any single
Storms of Spring scenario, the Croyx player may add
10 additional points to the size of his army for every
corpse token: carried into the Croyx deployment zone.
Additional points must be'spent on the same scenaria

and cannot be split between sceninos,

SCENARIO %, SouL M.~

d o -

—1%

CYGNAR vS. Cuyd, 1000 POINTS

Gorim 6ih, Tempen 605 AR—The number of
Cygnaran soldiers missing in action has swelled sinee
the bnal days of winter. Ar first military officials
attributed these disappearances 1o the dead lost
beneath the snows or misplaced by the Black River's
treacherous current. Then agan, recently, hundreds
of homesick deserters have been rounded up and
offered the chance to return to the frontlines or face
the hangman’s noose. Still, with the thaw, scouts have
discovered Torward positions completely unmanned;
whaele units abandoned without signs of struggle,
guard towers empty of all but the haunting winds
whistling through open windows and cold meils left
half eaten, Though it was common for Cryxian forces
to make off with the remains of the dead, the absence

ol any sign of resistance has been perplexing.

Troops out of Northguard bave confirmed the
worst: @ single man wandering alane near the ominous
Thumwood; the only sign ol his (ealty is a tattered
outhit marking him as a Trencher, Amidst his ranting
and lunanc interludes, he is calm enough to relate
his escape from his tormenters, Taken by surprise
through tell magic, Cryxians seized the soldier and
his comrades fram their camp before they could bring
arms- to bear. Chained and hauled away by thralls
answering the call of the witch: Deneghra, the man

ras tken to a secret camp on the outskires of the
Thornwood. There with other soldiers abdiucied from
the front, he witnessed Neerotechs feeding men to a
nightmarish engine that tore away their very souls
and distilled them inta some sort of fuel for Cryxian

helljacks. He remembers little about his escape —only
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After only o few minutes of ‘speaking with the
man, military advisors send the necessary orders: The
military dispatches a strike force to find the camp, [ree
the living, and destroy any sign of the Cryxian dark

RECIOMAEIC.

SPECIAL RULES
The Cryx player must inchede ar least oné

Mecrotech in his army.

The Soul Mill s a dark and: ugly Cryxian
construction designed - to  draw  souls  from  the
living. Place the Soul Mill in the center of the Cryx
deployment zone touching the forward edge of the
zane, The Soul Mill 15 approximately 3" in diameter
The Soul Mill has ARM 18
30 damage points. See Damaging and Destroying
Structures, WARMACHINE: Prime, pg. 62, [or
details.

and at least 37 high. and

If the Soul Mill is
catastrophically and ends the game.

destroyed, it explodes
If the Mill

explodes, both players lose the game and forfeir their

Survival Bonus for the scenario.

The Cryx plaver then places a' row of six (6]
C_‘I-'Hﬂill'i!l'l l_'dpl_i'l.'ua in base contact with the Soul Mill.
The captives are chained together and must remiin
in a row with each model in base-to-base contact.
During each Cryxe turn, one Warcaster or Mecrorech
within'2" of the row of captives may forfeit its action
to attempt to feed a captive into the Soul Mill. When
the attempt 1& made, the Cryx plaver rolls a dé. On
aroll of I the captive fights off the Necrotech and
remaing in play, On a roll of 2-6 the captive is fed to
the machine and removed [rom play, Remove captives
fed to the Soul Mill From the back of the hne as all
captives are forced to take asrep forward toward the

Soul Mill.

The Cryx player wing the game iFall six captives
are fed to the Soul Mill.

A Cygnar modelin base-to-base contact with any
captive modelin the vow may forfeit his action to free
the caprives at anytime there is not also a Crys model
also o buse-to-base contact with a caprive model in

thie ramw,

The: Cyvgnar plaver wins the game if the captives
are [reed.
The 1.'.'.|.|)|:i1.'||,'-_=‘. have DEF 11, ARM 10: The 1.'._|.ir|:i'|.'uu.

cdnnol moye or JII.‘ I'I!'l.'l'i'ﬂl.

L

ngmal' the eerie marshes of

Insu thn:-Eame,

SET UP-
I'I'H: Cryx p|.-_-,!¢| pl'l.t:na o (2] tErrains |c,=1.l‘u.r¢§ _
within his deployment zone. Terran featores maoy L_
nat be Iﬂﬁr:d within 3% of ‘another" terrain feature, ..
Ferrain features may be placed on hills. Players then”
take’ turns, each placing two (2) additional” tercain
features. These terrain fearures may not be placed
within an apponent’s deployment zone or within 3"
of annthier terrain feature, Terrain features may be

.F'lh_\-:uul on hills:

BEGINNING

At the start of the game, cach playér fﬂ“h 286 i
the high rollerghooses wha goes first. The first player
scts up first and takes the Rrst turn, Players deploy
their forces up to 10" From the table's edge.

VicTory CONDITIONS
Crnar wins if the caprives are freed or i all Cryxian
warcasters are destroved or removed from play.

Cryxwonsif all six captives are fed to the machine
or il all Cygnaran warcasters are destroved or

remaved from play.

Any plaver that destroys or removes a captive

From play loses the game.

REWARDS

* Soul Fuel: If the Cryx player wins the game,
the distilled souls: may be used 1o fuel Cryxian
witrjieks onee duning any Storms of Spring scenario.
During each of the Cryx player’s contral phases, any
banejack or helljack allocated one: or more’ focus
points bya Cryxian warcaster receives ane additional
focus point from the distilled ‘soul fuel. Soul tuel
cannot be used to give a wirjack more than three total

Focus points.

= Freed Prisoners: IF the Cygnar player wins
the zame, the Cryxian death camp is demolished.
Additional prisoners are located in the surreunding
area aned soon many arecable to return ol active
service. Once during any - single Storms of Spring
scenario, the Cygnar player may purchase a single
Long Guoner, Sword Knight, or Trencher unit for

hall normal point cost rounded up.
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- POINTS 5 e
. Malleus 3rd, Cinten 605 AR— Hot on ' the trail of
Protwectorate cortex smugglers fleeing Elael™ Khador

mracks them to a secret base on the Black Rwer where
a barge sits fully loaded with wanack parts

BLigHTSs EvE
Malleus  6ith, Cinten 606
AR=The ongine of B:ia"lt'l
Eve extendd back 1o when the
draEun Teruk's presence first
I bogan to warp the warrors
b of the Tsle of Satyx. Ir began
JEE haly, night when chimfmg
M and sacrifices were offersd in
Il order 1o stave off the effects of §
dragonblight. However, many

blight * made

them girunger, and soon they

can set sail, the Khadoran forces make their

-presence felt.

SPECIAL RULES
See the map. The Protectorate forces are
loading a barge from the Loading Dock, a

4" x 10" area centered in the Protectorate
deployment zone bordering the rear table
edge. The Khador player must stop’ the barge

b Saiyxs fele the

bBegan ‘cavorting in A reverie

: from setting sail within eight (8) rounds. The
of arcang ries and passions

an-feral and-faatiome ks mng Khador player can stop the barge by activating
druidic ritual tolenhance the

[l Bhight's elfects.

one ar more of his models within the ares of the

Loading Doclk. After eight rounds; the barge

Mow the " evenitg Temacks sl sots sail down the river,
manner @b celestial(evepts
anid portents, While drfenken
Schardefolk see i as o tune o
pallage, rape, and murder; it is
af ‘mich more importance to
[ the cunning mages of Cryx,
Bl The Lich Lords. the Sabyais,
and i handful of witch, covens
realize the hidden 1.ign'iﬁ|:.mn'¢
i of the holiday. Due o celebtial
forcess  the dark magic  af
Crvx fida’ made  malleable;
enchantments durmg this time

SET Up

Players take rarns, each placing three (3)

terramn features; Players: cannot place terrain

within their opponents déployment zone or

within'the Loading Dock. Terrain features must

be placed atleast 3° from another terrain featurs,

- Terrdin features may be placed on hills,

BEGINNING
At the start of the game, cach plaver rolls a

gain 4 resistance ta fading. The

streets are filled with drunken
celebrations as dark work s
B done. often -at the expenditure

db and the high roller chooses who goes first,

of the souls of revelers ool
wnorant o netice something
ire s about (o befall them.,

The first player sets up and takes the frst uen.

Players deploy their forees up to, 10" from the

table's edge.

VicTory CONDITIONS
Khador wins if they can keep the bange from

setting =ail within eight rounds.

The Protectorate wins if the barge has not been
stopped within eight rounds or if Khador's last warcaster
is destroved or removed from play.

"'BHIIA]IBS : At r'-‘,r.' ~:.'.

taken from the battlehields. The barge is.'l:.-uunhﬂ_"
for the Protectorate where the parts will help.
fuel the Menite war effort. Before the barge

(] = f

* Warjack Parts: The mﬁuh

Spring seenario, the winning player pays 10 points

!css foir his warjacks,

. o Khdr!c:r DcF]uy'IEﬂt "'

« 3N

W

CvyGNAR VSs. HHADOR, 1000 POINTS

Donard 2nd, Cinten 605 AR—While most of

Llael has fallen. the true bastion of Cygnar in the
north has held fast. The mighty fortress of Northguard
stands againgt the relentless forces of the Khadoran
Ravensgard division. The sentinels of Northguard
fight day and night. trenching the ground and rurning
the felds between them and Ravensgard intoa virtual
wasteland of muck; barbed wire, death. and steam.

The = battleheld Ravensgard  and
Northguard resembles a vision of hell. The dead
are sprawled amidst the muck. and men strugele for

between

hours to' gain a few feet of territory. Once again war
has come to the trenches, and both sides are feeling
the fatigue of the prolonged battle. Acting decisively,
Cygnar séeks to regain lost territory. The order is
issued: push the Khadorans back to the gates of
Ravensgard at all costs. Spare no prisoners, grant no
quarter, and answer their treachery with the lightning
of Cygnar's might.

SPECIAL RULES

Divide the table in halk with a line running wes
to east through the center. Using a picce of string is a
good method for marking the centerline. The objective
of Pendulum is lor a player to get ane or more of his

models across the centerline onto his opponent’s side

the scenario in possession of the |:u|.rg¥ ﬁ:m:[gﬂ' mﬁ gl

warjack parts. Once during any single Storms of

== e
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of the table while keeping his opponent’s models from
crossing the centerline onto-his side of the table. The
first player to have models on his opponent’s side
of the table while there are none of his opponent's
models on his own side for thrée (3) consecutive

rounds wins the game,

For example, Matr and Rob play the Pendilum
seenario. Matt wins if he hias models on Rob's side of
the rahle while Rob has no models on Mart's side of
the table for three consecutive rounds.

SET Up

Players take turns, each placing five (5) low wall,
ruin, sandbag or trench terrain features. Terrain
features. must be placed ar least 37 from another

terrain feature or the centerline.

BEGINNING

At the start of the game, each playerrollsa'df and
the high roller chooses who goes first- The first player
gets his choice of deployment zones and takes the first
turn. Plavers deploy their forces up to 10° from the
table's edge,

VICTORY CONDITIONS

Td win the game; a player needs to have models
on his opponent’s side of the table while none of
his opponent s models are on his own side for three

contecutive rounds.

REWARDS

»  Held Territorys The winner of the game seizes
control of the territery and may deploy his forces 47
further forward ance during the Stormsof Spring Act
111 scenario, Death in the Deepwood.

e
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PROTECTORATE VS. CryH, 1000 POINTS

Garim 3rd, Cinten 605 AR —For the betier part
of a decade Cryxian agents have been searching for
signs of the infamous Deathjack —a black steel horror
of unfathomable: power, Should the hell-wrought
Yack ever fall into the grasp of the Dragonfather, it
would prove a dark day for the nations of western
Immoren,

Pursuing a rumored sighting of the Prearhjack,
a Cryxian expeditionary force travels under cover
of night to scout near the Sea of Graves north of
Elsinberg. Arriving betore dawmn, they roust the
marning mists ta obscure their movements before
Khadoran forces in the area discover them. They
do not-know a Protéctorate force has camped on
the ancient battlefield just after o ternifying kettle-
black fiend “decimated their. forward position the
evening before, Unaware of any Khadoran threat
and rattled by the predations of the dark warjack,
the Protectorate troops holi Fast ta their position and
remain vigilant in case the enormous black armared

ack stalks them.

Unknown to cither force, Khadoran trocps are
situated on a well-defended vantage with Iruslks
long-range siege guns targeted on the battlefield.
After observing both Cryx and Protectorate troop
movements below them, the Khadoran Kommander
decides to hold fire until the two Forces engage, He

1= happy to take the chance 1o kill two enemies with
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' See map, Place a pillar of rock, an approxunaielv 8”
x 8" obstruction standing arleast 8% high, in the middle
of the table 87 forward from the north'table edge.
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A continuous Khadoran ariillery barrage pounds
the battlehield during this scenario, To determineg the
points ol impact for the artillecy blasts, each plaver
nominates a point on the table at the start of each ol
his maintenance phases, The blast then deviates 2d6°
inches from this point 1 a divection determined by
the deviation template. Centera 5" AQE blast on the
point of impact. All models within the AQE suffer a

POW 12 damage roll,

9""f -

.,'-' .,.h-‘

8" x 8" space between the pt“.u:r itnd north table edge.
Playets may not nominate artillery points of impact

with the Shadow Area

The first playver 1o Hold the Shadow Area for three
cofsecnlive urns wing the game: A player Holds the
Shadaw Arenifall models within the Area are contralled

by that plaver during his Maintenance Phase:

SET Up

Players take turns; cach placing three (3) terrain
leatures. Tervain Features must be placed at"lease 37
from another terrain feanire.

placed on hills.

Terrain features may be

BEGINNING

At the start of the game, each plaver rollsa d6. The
high roller chooses who goes hirst. The first chooses a
deployment zone along the east orwest table edge and
takes the first turn, Players deploy their forees up o

10" from the ahble's l.'IJEI.'.

VicTory CONDITIONS
The brst plaver (o hold the Shadow Area lor three

COnsCCUlve turns wins 111'.‘ gam.

REWARDS

« Battle Ready: The winner of the game escapes
in fit highung condition and may deploy his forees 47
further forward during the Storms of Spring Act 111

scenario, Death in the Deepwood




I.‘!.

“ﬂ{c:r_]LSmE (%UESIS R
DIRTY DEEDS, CRYX SIDE QUEST

WARWITCH DENEGHRA

,"'I,_q a L'r:,r_\"!a'n wm"u.‘ill.‘h. L}enugh'm hu"l-S- -11“'13‘\."5
craved power=her twisted upbringing - saw  to
it. Satyxis courtesans trained her for battle and
necromancers gave her incantations and sweet
cantrips to seduce men, but no matter how sufficient
her power, she wants more. Thus, her sights are hixed
an that opposite reflection of her own dark sell, her
twin sister, Deneghra is convineed her sibling is a
path to greater power. While arcane abilities closely
link their fwo souls, their minds and motives could nat
be more opposed. Using a private network of spies
and informants —and her own powers of seduction
and ntimidation —the warwitch has managed
twin: the Cygnaran

uncover the idennty of her

warcaster, Victoria Haley

The plan Deneghra has Formulated is so twisted
yet simple that it speaks of her inborn brilliance: She
must release the sonl of her sister by cavsing her fo
die through some noble act then draw it nto herown
body through necromancy. Ta do this, the wars itch
must place a rrinket on her twin's body and see ot

that she dies fighting a hero's battle.

The warwitch wishes nothing more than o use
her own hanes ta snulf out the life in her sister's eyes.
She wants to reveal the truth to her sibling: but the
ritual forbids it. so Deneghra plans to do the next best
thing. Berrayal will suffice as a sweet enough message.
Through spies, Déeneghra has learned of 4 young
alficer just recently ordered ro Haley's stall, Seeking
1o set a trap that may take months to bring to fruition,
she wishes to locate the man, as even the most loyal

soldier is no match for her darke powers of seduction,

Onee she has broken him with the manipulations of

her dark magic, her sister's officer will be more than
happy to play his part in her designs.

Best Laip PLANS...

A curd formed ar.the cormer of e Warwitels moth, Her
eves elmed balfway i an expreson of velf~atisfaction —the

befndd that comnes fre the realizatipn of o fawdess plan. Soar,
b wanefd de complele,

;mml'.‘&r ancaac gwrﬁnﬁl i.&:.{p;ﬂ, b .
reatd Pherm iy -'.mu;'i.':' ane) veppgndized phernt- fot bﬁl"‘ nm'-u"

inte. the conmplex description. of « spell designed 1o J'm,rt l‘f
apeetfie witel vaw e e rJﬁwpw Victorraa Hﬂﬁy b

Her Wiiter ddenttity WARE ST thoagly, barelly @ ; o
:?.ﬁwp;,uu}m:ma.r. Flaley wis d reaenirised Cygriaran wutrcaafers
IF wiae ot whame wich potential was squandeced on a'life -;!r
servitude to amndune s, Dt @ wold e pledaend o

e Ber tistee wioter  soul frons bermovted prio i elain

il foor her ot

The trapping of @ apecific amal was naf an eday tiok, It
waneled fake el asnd the comrelina b ﬁ_,f. i .I".'l'ilfl'-ﬂ';f-f:ff:y‘
timed plan. This single cage, a vimple vessel for weh patent
force, e the ey to Do desigm, yet there i siseal roee 1

et L et

A fight fap at the done wlifted ber attestion. Her spy bad
returned and, o alui, the [ittle il timimg vds perfect,
Bencghra called for bim to enter and furned foward the door
witl the soul cage still i ber bandy.

Tihe hencbman atepped it the Naly it chawmber, eves
chranpoeriets e averted fis eyes from Hhe wamoitel ar often ao
be eounlels 1wt @ rare peeaaton that whe allowed amyone fo
e b without belm or armee i place, and whe facw ber
bianting enmitdity wiirred cmotions i the living, for the
izl eonld wiald) weapois of desive e effectively o ony

AR g

“t Bve the dnformation you avked fin, my sk, " the
gy i aoftly. “Depluyrment orders for Cygnaran infantry
wnder Captacn HileyAaiganients aed macching ok ..
ot foe e dendt saleleer. ™

evrct memnhera asnd feleabiling

“Excellent,”
running ber fingertips down bis rough-shaven jaiv line. She

DPeneghbn carcased the little man's fave,

wtd iy pleaied. “Come. Tell me everytbing.”

CryH Army CoMPOSITION
Warwitch Deneghra

CvyGNAR ArMY COMPOSITION

3 Lang Gunner units each with a Sergeant
and 5 Troopers

I Trencher unit with a Sergeant and 5
Troapers

1 Journeyman Warcasier

1 Sentinel Light Warjack




DIRTY ﬁ]fh--f-r—‘ﬁ

SPECIAL RULES AND SET Up

See map. Plice' a barracks, a brick structure
approximately 8" % 12 in the middle of the table
bordering the northern table edge. The barracks
has a single door large enocugh to accommodate &
small-hased model facing the western table edge. The
barracks is too solid a building to be destroved within

the confines of this scenario.

Each Long Gunner unit stands watch around
a Guard Point. One point is located 8" from the

west table edge and 16" from the north mable edge.

s

of the table. Tl-n- Cvgnar F:!a}r:r st pl.mt Long

Gunner unit around each Guard Point and all models
must be placed within 5" of the Point.

This scenario takes place doring a dark and misty
might‘in._which the moons of Caen shed no light.
Under these conditions, all models are limited 1o
8" LOS| The war witch’s natural stealth is forther
enhanced by the darkness and only models within 57
af Deneghra have LOS to her.

Cygharan models without LOS 1o Deneghra or a
model under the Cryx player’s control may not make
ranged attacks.

Long Gunner and Trencher units may only
activate if a model in the unit has LOS to Deneghra
oc.a unit under the Cryx player’s control. The
Journeyman and Sentinel may activate normally.

Deneghra is attempting to enter the barracks to
seduce a sleeping officer. IF she enters the barrachs;
Cryx wins the game. If any model makes a ranged
attack before Deneghra enters the barracks, an
alarm wakes the sleeping officer and Cygnar wins

the game.

The game goes into Hammertime at the end of
round six. If the game ends belore Deneghra enters
the barracks, she is sported by a patrol and forced to
flee the camp.

BEGINNING

The Cygnar player begins by placing one Long
Gunner unit-around each Guard Points. All models in
the unit must be placed within 57 of the Point.

The Cygnar_ playver then places the unit of

Trenchers around the barracks so that all models are

within&"of the structure.

Fidally the Journeyman Warcaster and Sentinel
are placed anywhere within 12" of the north rable

cdge.

The Cryx player places Deneghra within 5° af the
southern table edge.

The Cryx player takes the frst turm.

VicTory CONDITIONS
Cryx wins the game if Deneghra enters the
barracks.

Cygnar wins if Deneghra is destroved, any mvodel
mikes a ranged attack, or if the game ends belore
Beneghra enters the barracks:
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‘machinations and begins ‘a r;'nmpmgn of sedumng

officers 1o expand her network of pavens !'rmu_gh I

the enemy artmies. In‘any game Deneghea is used, 'l'ﬁl:
Cryx player may add any one solo from any. other
faction to his army free of cost. The sola is contralled
by the Cryx player but is not a Cryx model and
none of the information on his stat card is altered.
A Journeyman Warcaster or ‘jack marshal may not
begin the game controlling warjacks, Medels: wuh
the Field Officer special ability donot-allow Cryx o
play with additional non=Cryx models: For e:a.mple,
if Deneghra is used in a game, the Cryx plq:,-cr could

add & Man-0O-War Kovnik to his army. However, the. . |

Kovnik cannot begin the game controlling warjacks,
nor can' the Cryx plaver use the Kovnik's Field
Officer ability to take a umit af Man-0-War.
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LIEUTENANT ALLISTER CAINE

After trading favors with a mysterious stranger,
Lieutenant Allister Caine seéts out on a grim task of
redemprion, His target is a kapitan in the Khadoran
military and a man with whom Caine has dealt befare
in the mists of his own nebulous past. It seems that
whatever “happened between these: two men has
left -a vendetta hanging over their heads. Whether
the motives are business or personal is: something
that only Caine knows as he rreks off to unload a
inonth's warth of ammunition into the man and his

companions.

The ploy is simple. Throngh mercenary contacts,
Caine has arranged a meeting between the Kapitan
and his returning brother, who was believed lost in
the Menite exodus to the Protectorate. The Kapitan
awaits his hrother's return, not knowing his sibling-
is dead somewhere at the hottom of the Black
River. Along with a group of gun mages in disguise,
Allister Caine has taken the brother’s place and is
convincingly garbed in rags and chains. He hopes to
get Elose enough to pay the Khadoran back for their
past bad dealings, and to ensure no witnesses survive

to tell the tale,

A Man Wares Into A Bar

Tihe harroam dooe creked: opert and @ man o a rif-
drenched greatooal atepped into. the roam. He kapt bis face

5 of b e, bt e/ the s
~afa mmpnﬁmquw"‘ R oy

dizert of theae Moaaty walering boles in .*& riveritk 'Jm..
Mmbmﬂ')ﬁr é&-wﬂﬁmw rbrdf_ymi.w a rektf, ﬂ.-w’mf
:J':M thesivay location. .

.-'i f.auyr . .ﬁ-;m;.&r;." al i Lr."y table frirtbeat from the

I rﬂfﬁfm"fmpfmkﬁffﬂl bibokss below-{he uneven rafters of

L the F.a'.l'ﬂ- :.‘fu'm_g, quittering lanterns oot flickering ahadowd”
i J'&r ﬂm: rusart. Newtled amongat abadosn the large many
;o-iwamr w100 tamgible, even from within bio dhrouwd of
dgl.rimq.l, AFGh o motion. Jowed fy W wear of war, He
ﬁ'.lmr.r _,u'n[' imoted foor olid-a-ebair a few duches it the

ﬂ.:p.mur. i dlirebtiot. Metal elinked aa be Fue i ron,

S e g f.l.r;y' teme, Lacenbeniannt, ™ patns? thelneduloe
Sguare with a voice likegravel on a ruste Jack bull

“Ave, " replied the mew avrival, Water powred off biv coat
and collected in a dirty puddle on the floortmsrcs beneatly bim,

He leitraed firvarrd carefiully. “You bavewbat I eame for?”

The abadwy figure lifted o farmisbed tankard to b
smotath g apoke mnre Gt e ik than bo Bis guest. "You
breng mry bok?™

“Blagaed. it. Dead wimple. Tu the alockade pieonyg coot,
Junt 0t vou waid | don’t thimk heyive bosicked thal funk
" The Licuternant reached beneatl the
hreaat of bis greatcoat and produced a wmall, leather-found

i yotg kiewe wben, |

ook et cragking vellai pages, Stamped on the weathered
tome waa, o wimple aigel, the Sunburat of Mareow, The fook
wias w proale dncdne lesl, fusd B simple commaiers copy
af aome Enkbeiridion. weriptires, "I never took you for a
charclie.”

The hunchdd-over bulk af @ man reitched forvarel Steam
piatams bissed and'a mietal fist thrice the size of any pormal
it baand emerged front the wbadme to pluck the boly fook
franm the Lacitenant o grawp The man v other band, noemmal
exeept for callives and weare, reached ont with wn envelope
dealed with - wixen sigil He placed it i the Licittenart o

subtretcbed bamd “Fram somedees. . tpecial "

e rialed a fot 1o get your litele praver book to' wit, s
therinfarenation better not e dodgy.”
theeat Biders St the decy warers of the Licutenanl s wive. He
fore ppen the envelope and lnnled e,

There werr a mremonred

s il therr,
a mieetomy. OF courie, § don't think the poar Kapitas will

Caine. Lve taken the liberty of arranging

e expecting to wee you,” The grin ov the tmany face was

tnttimidiiting and wply, Lke that of a deacodile,
“Heller not be, " the Licatemant replied ae e tood wp.

“Caine, " the Bunched fignee waidd i votce suddherly devel

and without threat. “Uve beard from pim.™




W Piack, ﬁ-r,: lume for 'm,-! L-'_rr.-n
d trivinisngy atssinet You don Lot 1o be oo the
"mmw ikt fimes Covme w.f#mf il 'l ke cure vt gt

a _{ﬂﬂpﬁh‘r ad Bt ™

LU Aot you kaow, " Caine valled back, alrady beading
tbard the e, “Right pone 1 bitve otber buines™ -

&'H-

o Bl it tog fong, ™ the lange. stan cnlle? rfﬂ‘:'.r e
Lidewctenaal as be vaioked into the rain,

CyaNAR ARMY COMPOSITION
Lieutenant Allister Caine

1 Arcane Tempest Gun Mage unii

Huapor Army COMPOSITION
1 Manhunter

1 Man-O-War unit with 1 Kapitan and 2

Troopers
1 Widowmaker unit

1 Winter Guard unit with | Sergeant and &
Troopers

1 Winter Guard unit with 1 Sergeant and 9
Troopers

L'.u:-er

Vi, xi g
.-.t.' L .

Rher

THE BIG
HIT

SPECIAL RULES

See map. A river 24" wade runs throogh rthe
center of the table. Spanning the middle of the rniver
is a stone bridge 8" wide and 28" long. The bridge is
much too strong to be damaged during this scenario.
Any models slammed past the edge of the bridge will
fall into the nver. Any model falling off the bridge is

removed fram play,

S:nnﬂlng against
bridge 15 a amall stone hm

into 'a Khadoran check pmn:. Tlm.—-ntrutm_rb,w B

approximately 4” x 6" and has one door facing east
and'a simgle window Ficing the bridge. The door is

big enough to accommodare small-based models.

The door has ARM 16 and can take 10 points of

damage, The building has ARM 18 and can ke 10
paints of damage per inch. The building will collapse
when 107 or more inches ol s surface have been
destroyed. See Damaging and Destroving Structures,
WARMACHINE: Prime, pg. 62, for desails.

Khadoran forees have arrived on the scene to buy
back a Khadoran prisoner, Allister Caine pretends 1o
be the prisoner and intends to kil the Winter Guard
Kapitanwhois overseeing the exchange. Convingingly
costumed in chains and rugs, Caine hopes to get close
enough to the Khadoran Kapitan to dvop him where

he stands with one shot,

Plans start going wrong when the Kapitan sends.

a subordinate in his place 10 make the exchange.
Instead the Kapitan watches the events as they unfold
from the relative safety of the stoneswalled check
point. An absolute coward, the Kapitan will not leave
the checkpomt for any reason, Caine must assassinate
the Kapitan and the rest of the Winter Guard unit
that witness the act and then move safely off the rable

across the southern tahle edge.

SET Ur

The Khador plaver may place three (3) terrain
features anywhere on the table. Terrain cannot be
placed within 3" of another terrain feature, including
the bridge ar check point. Terrain featnres may be
placed on hills.

BEGINNING

The Khador plaver must place the ten-man
Winter Guard unit on the north side of the bridge
The Man-O-War

may he placed anywhere north of the center of the

within 5% of the center of the rable

table outside of the checkpoint.

The second Winter Guard unit is placed within
the checkpoint. The onit’s Sergeant represents the
Kapatan.

The Cygnar plaver then places Caine and the
Arcane Tempest Gun Mage unit anywhere on the
gourhern fhal ol the dndge.

Finally, the Khador player may  place the
Manhunter and Widowmaker umr nqx-xxrho.'e on the

table, off the bridge.

Cygnar gets first turn.
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A K e bk destrayed and Calne moves

"oft'the southern table edge.

Khador wins il Caine is destroved of remoyved
from play.

REWARDS
* Practice Makes Perfect:
Alligter Cane is left pondering the events thiat led

If Cygnar wins,

up to the assassination of the Winter Guard kapitan.
He clears his head by practicing for hours with his
Spellstorm . pistols, remporarily uening lrom drink

Slowly: he ot nu]_',,-' begins to formulate his ptams, -

but he alse refines his contral over the pistols. Far
the rest af the Campaign, il Caine voluntarily forfeits
his movement by not changing position or. Ficing,
he gains a +2 bonus to magical attack rolls en spells
cast direetly From him thar are projected throogh his
pistols. Additionally, Caine gains +1 to all magical
attack damage rolls on spells cast directly from him.

Channeled spells do not gain either benelit,

CHURCH & STATE, HHADOR SIDE
r.%m:sr_

(E)ﬂ

BUTcHER OF HHARDOV

Largely free from many of the ethnic and religious

conllicts that have plagued other kingdoms, Khador
has prided itself on the loyalty of its people. Largely a
Menite stare, Khador is alse hame to a huge populanon
of Morrowans, but nationalistic pride generally comes
first to most Khadorans, Faithful adherents of Menoth
have seen themselves as Khadorans first and Menites
second, but as relations between the Protectorare and
Khador sirain and break, many Menie citizens have

begun to gquestion their loyalties.

As the war intensifies and brings Khadoran
forces into dircct conflice with the Protectorate,
Menite visgoths start calling for a mass exodus to
the Protectorate sthere the fathful can better serve
the Creator, Adding weight is news of the Hierarch's
eall for pilgrimage, and ignorng the emissary ol
Menoth's will iz pot & wise thing to do. With the firs:
signs of spring, refugee flocks gather their families
and belongings to make the trek south escorted by
Paladins: of the Wall at the behest aof the Menite

visgoths,

Queen Ayn has long prided herself on the lavalty

of her people. Such’ insolence deminds immediate

'She n:ques:s a.ssutnn:e i n:mmdmg ox pnﬂpl!r 3’{1:1.- £

consequences of treason, and beinga trup pmrgut. ﬂ'r’!fa'
Burn:hcr niwwa .umwm'ﬂ the call. o

Thn.- Butcher comes npon a caravan of pilgrims )
departing F i community and he lers loose with a
lrrrihil_-.liuwl He charges them, wading llm:rugh thl.“'lr
crowil cutting men down Wwith each” and every step.
Paladin escarts call for 2 small retinue of holy zealots
A attenipt 1o hold back the Butcherwhile the pilgrims
mike their escape.

THE SLAUGHTER

Bilvadabat ey wtared wnblinting ab the foare of thesecret
Menite aanctinry o Bundred yards fiay. Puffs of wteam
wented from the breatbing boles in the Bateber s ivt dirdsd
et b opronefiad words ol i bt breatl rouched the ivy air

afa. ..t

He mumbled the name over and over agidn,  bis
ek aceeal welghing o dewen ke cron. They never gl
Bave tapdeers bere from Bins, Sometimes wben bbe greef came over
bitean, all e couled see wis the eolor af rage and the Blickness of
Baste. He cinild feel bbe cdpes of that dark: precipive clowmg i on

Biieny stivar s o contistssed S mamible the wieeee.

Tl "

T statrs snaprnted) Oroge Zoktavie, the Butcber af Kbarilos,
b 2t e eddge af the e, e buall o verslabile barrioade fone
e wingle path fnn-'r'rl‘r.l' ap to bbe sancluary doond, The guecn
Il requiesied i aoislance B uneomrtgig i wtelden el
af Hemite fretbful {t war o pégueat be was bappy bo fulfill

Small onowlates danced o the div an the oo
wpened. Kbadorien pilgrimy fadern with provisiing foe Hedr
Lo overmey hegan filing wt. These religivn devobecs bad
vertesstced Hoede couniey, and bbe Butober fad come for fhea.
e twin gasiatleted fists be clutehed fio tassive mechandal
e Ll

Tk togn, prelty, " e Butcher u'.f?r',rprrrr’ fir e WAl it
“fi time o do bee work agace.” He lnvered bis bead and

ctarged, tellenng fke-a tuld

ot Taole ! The Butcher befted biv wxe, "ot Lol
NOIE, gt ™
J"l'-l'il.hl.- q_f'jf.r.rﬂr il b elotly

He sliced . bandfud of fleeing pelgrima info

"Risat, pigt! Seream! The Butcher finke you!™ The crowd
reacted chaativally ta the mad warcaster swiddenly arng
therm. Ty Enew the man. Hiavery sarme tvoked fright, and
i presence wammaned a kied of fraatic, animal borror - the
kefenet felt iy prey ao ot realizes a predatar faowm over it
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e Buitcher oty

R enabling, oyl Filled - bi buart. "Snw creatnviy, be
i'.'ﬁ-wiu bl i gt bd ¢

B

J"h*m'ﬁ,.l it weare of armied nten wid 4 Pd:‘mﬂm df.l'ﬁt Pl
o prepared to fight bim, Their beais witeald ol then the redt of

S b Matherland. Witk o mighty man the Bidh-ﬁ'n"
chargeds Hiemind fell into.a black pit, and be labthoights :13"
all el bict slizizghier,

HHaDOR ArmY COMPOSITION
Butcher of Khardoy

PROTECTORATE ARMY COMFOSITION
1 Paladin of the Wall

2 Holy Zealot units each with 9 Troopers

SPECIAL RULES.

See map,  This
scenario isplayed ona 10"
x 24" table.

the

The - Holy" < Zealots
represent Memite pilgrims
preparing
to the Protectorate. Only

"IUR.CH i

T “rT'{"\Tt t o their journey
trooper models are used in
this scenario. The models

independent
than part of a unit, The

are rather

Zedlots cannot make Fire

Bomb attacks during this

SCERArD,

The Protectorate player must get as many Holy
Fealots off the table as possible by moving them
across the southern table edge, or BEscape Edge.
Madels that move off the able by crossing the Escape
Edge are pilgrims that have escaped to safely. Fleeing
Holy Zealots move toward the Escape Edge rather
than the Protectorate Deployment Edge.

All Protectorate models that have been destrayed
or that exit the table by meving across the Escape Edge
are put back into play during each of the Proteciorate
player’s' maintenance phases. These models are placed
within the Pratectorate deployment zone and may

activate on the turn they come into play.

The game lasts for five (5) rounds. The Khador
player most destroy 20 or more Protectorate models
to win the game.

-E'*‘ﬂﬂ' R Suﬁﬁgﬂ jr.. e :‘l-a.;.f‘:':\' rbmy; ;mrdp af”

“placed o hills,

the pilgrime lvondd) J‘.._,- Dleedivng i the udd fike fﬁ?\ryﬂbfﬂw y
4 berd they were, The fools would pay dectry for ﬂ:m‘mg by .
then'deploys the Butcher up to 57 from the appesite

- VicToRy CONDITIONS

Flﬁwrs ta'ke turns. uch “’F
Features. Terrain anturef. must be plaged avl
from mmh&r terrain featdre, Terrain features may be

BEGINNING
The Protectorate player deploys his forces up
to 5" from the north rable edge. The Khador player

table edge,
:  The Khador player takes the first turn.

Khador wins if 20 or more Protectorate models
are destroyed before the end of the game.

The Protectorate winsaf the Butcher is destroyed
or if the game ends before 20 Protectorate models
have been destroved. ]

BEWARDS

s Infamy: If Khador wins the game, the Burcher
gathers the heads of the slaoghtered pilgrims and
sends them down the river on a barge bound for the
Protectorate as a warning to those who would betray
the Motherland. In the coming days, the Burcher's

reputation reaches new heights of infamy. In any

game the Butcher is used, all enemy models sutfer -1

CMD.

MALEDICTOR, PROTECTORATE
0

FEORA, PRIESTESS OF THE FLAME
Manths ago while traveling to. the frontlines,

Feora, Priestess of the Flame, and her Flameguard
escorts sought reluge from a harsh winter storm a
a tiny Menite enclave in southern Llael. Myrr is an
isolared village of Llaelese Menites. and its residents
have long welcomed pilgrims passing through the area.
When the villagers met Feora and her troops, they were
overjoyed. They provided warm meals and a place to
rest, and though their stay was briek; Feora was touched
by Myrr's generosity and unguestioning faith.

Early in spring, news reached her that the
Myrrans had extended the same hospitaliny: o
Cygnaran troopers mere weeks after her forces

departed. The enemy then elaimed the settlement as
a base of operations and the residents happily hosted




Recently, a

shart lull in huﬁﬁl‘itjed provided the

Priestess with the o unity to return-te. Myrr.
pportunity

Having called upon - unit of loyal. Flameguard

Cleansers, Feora prepared for the rask of a-l:m:llvz.ng_

the village of its fatal Naws. She intends to deive the
Cygnarans from the village and redoce it to ash.

Funy

Feorn iatched the procession of Flameguard prowdly i
they performed a spear fighting deill Avembled i ranby,

* SpECIAL RULES AND SET Up

theae faithful were ber charge, ber childven, and ber group

of warriaee, Hierarch Sulivn bad founded them b protéct
the temples, but Feora bad refined their brateing. Now, the
Flameguard were an elite grosp withowd reprogch. They were
et oyl o Menoth an they were to ber. Watehing ber-troope,
wbe felt fearleas and defiant. Feora was proad,

A Flameguard warrior stepped inte the poom. The erest of
it Busrvting menafie on bix showlder pad indicated bis slation.
He e one of ber pérvonal quard. T bave five clanser
valurmteers, Pricateas, They are ready.”

Feora nodded, ber eyes marreving amd ber countenasee
growing grom “dake auere they kaow to be dscrete. " Her
beart beat with anger. “Tf we are going o cldamse dHyrr and
remine the presence of Hhe beretics, we can afford fa let no one
ke oof e,

“Theyire iwre, Pricoteas, Four of the mer were with e
it My wbest we itapped thére. They know wibal bas bappenied
strtel e eger to ke . The fifthy Tam wot wee. ™ The guard
beattated. "F thesk be bas never ween’ Cygrarams in combal,
it e frerely winbes o da e, ™

Feora omirked. “He'll bave bis chance then, wor tbe? " The
wildier wordd bave 1 story or twe to tell after thix “Very well®

She turned again lo witness bhe Flameguard apinning
their upeary i anisom, theer moverments precise and Hudd)
“We tl ke deere no toaitors nemain and that the dyrrame
Jourr oier by Creator in Urcaen, thenr we U bur the vitlage.
Better to abliterate the faithleds than allow beteiyal to linger
and ferter.”

She remembered e welcoming smides of 1he oillngers.
After the neww of their welcome of the Cyguarans, Feora
couldt not vtomach the menory of theor falee fices, Menoth o
Fury whall wipe their countenances clean. Harboring the
ERenie l_'.l" the Pnrfajfm-': Wl alrr it .::,r' freaaont, ol e
mention a blaspbemy, It was a pity wbe conld mat wrapk
them all, One dayy pertapy wbe wonld make seech pudgments,
Menoth willing,

5 h'l_- I-#' :;"‘ }ﬁh‘ £ .
Fmg_. of the Lt ;.f{' 2= -
K & I . 'ﬁ J-..
1 Fhmngurﬂ Cleanser unit mt.]'r 1 Arms L,
Mmrunﬂ 5 Gla:.nueru : ™

C?GH;\B“ ARmy CUMPGS[’!‘[{)H
. .-? v
1 Gan Mage Captain Adept

'i.';.:?l"re_m:hcr Uinits each with 1 Sergeant and
5 Troopers

* Players take turns, each placing five (5) buildings,
The
buildings cannot be placed within 5" of another
bulding.

approximately 4" = 6" anywhere on the table,

Players then take twrns, cach placing two (2)
additional terrain teatures. The terrain [eatures may
not be additional buildings. Terrain features may
not be placed within 3" of another terrain feature.
including the buildings. Terrain features may be
placed on hills,

To win the game, the Protectorate player must
set all the buildings on the table ablaze. Protectorate
models within 8" of a building may Forfeit their action
to set the building on fire. Any model that moves
into & burming building, ends its activation within
a burning building, or occupies a building when it
catches fire sutters a POW 12 damage roll. A building
continues to burn throughout the game once it has

been set on fire.

The game goes into Hammertime at the end of
round five (5). IF the game ends before all buildings
have been set an fire, Cynarin reinforcements arvive
fram the nearby area and push Protectorate forces off
the table.

BEGINNING

The Cygnar player deploys his Forces first and
places them anywhere on the table. The Protectorate
player. then chooses a rable edge and deploys his
forces within 107 of the edge.

The Cygnar player takes the first tum.

VicTory CONDITIONS
The. Pratectarate wins when all buildings on the
table have been set on fire,

Cygnar wins if the game ends belore all buildings
have been set on fire or if Feora is destroyed.
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—Fr_-dm be-:amﬂus an r::a.mp!: of ﬂcc!'r:nc-r for,
nites to'lollow a5 stories of hn:n-r[uﬂl:- civenlste

%_-i_-.‘{hroughwul the Protectorate’s armies, Far the Test

of the Gampaigo. all troop models within' Feora's

gk curnn'ra."d range Emn +lto a:ml:l( rn“: ."L:]iilllﬂm“"-'q

in games Feora is used, all friendly models gain 32

Tmoevementon their first activation of the game:
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SCENARIO 8, DEATH IN THE
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is especially vital to Cygnaran security as Khador

Deepwood Tower

begins to move greater concentrations of forces along
the barder. However, the fighting in Llagl has badly
drained Cygnaran military strength 1o the point that
they lack sufficient numbers 1o continue o operate
the tower’s defenses. The troops that should garrison
the tower re-deplay to Northguard, while another
contingent defends Meriwyn. In order (o e¢ngure its
enemies cannot use i against them, Cygniran farces

prepare to scuttle the fower,

Mot knowing the present state of Deepwood
Tower, Khador is prepaning an assault against the
tower defenders. 1f the tower falls, Khador will have
little: trouble bypassing Northguard and Hanking
Merywyn,  Should Khader manage 1o outflank
Cygnaran positions: they will cut off” supplies 10
Merywyn and easily surround the city.

Khador and Cygnar are not the only factions with
Deepwood Tower is

an easily-defensible position within close proximity

a stake in the site. For Cryx,

to vast quantities of mecrotite and endless fields of

corpses. Because of its nearness to the Tharnwood,
controlling this tower would be hike controlling the

toll gate of an open road.

The Protevtanae s interest in the tower is one of
operation and acquisition. Not only can they use the
tower to observe Khadoran movements south, buyin
can act as a vital smuggling point for cortex materials
and other erucial supplies for the Proteciarate’s war
efforts, in wddition to being an ideal staging point for

pilgrims and converts.

At Tea: svopl the *'E‘"""‘ - p
way to the tower. The others, Ee&-up 2
they encounter along the way, do not make it in time
to lay siege. Whoever gets there first is the most
fikely o gain its use until Cygnar can regroup and

concentrate s efforts on reclaiming or destroying it.

SPECIAL RULES

Death in the Deepwoond is a two-player scenario
between the player with the most wins throughout
The Storms af Spring Act 1l and the player from
another faction with the next highest rotal number
of wins: In the case of a tie, compare ecach player's
victory point total throughout Spring Act 1L

Place a hill in the center of the rable. - The hirst
playver 1o Hold the hill in the center of the table for
three consecutive rounds wins the game. A player

Holds the hill if all models on the hill are contralled
by that player during his maintenance phase. Models
that are engaged in melee; warrior models with CMD
stats of 1 or less, and Incorporeal maodels cannor Hold

thie hull.

Place a watchtower on the center of the hill. The
watchtower is approximately 47 in diameter and 6
" tall. Mo model may enter the watchtower during
walls have ARM 20 and can

take 20 points of damage per inch. The watchtower

the game. The tower

will collapse after 8 or more af the surface has been
destroved. See Damaging and Destraving Structures,
WARMACHINE: Prime, pg. 62; for details.

If Cygnar is playing in this scenario, Cygnaran
The

may place one unit of Long Gunners

forces have not yet scuttled  the watchtower.

Cygnar player
with 1 Sergeant and & troopers: on top of the
watchtower. The Long Gunners benefit from cover

(+4 DEF) and will not Hee during the banle.

SET Up

Players take turns, cach placing Four (4) terrain

features. Terrain features must be placed at least

n [feature, including: the

e
3" hrom another ter

watchtower. Terrain features may be placed on hills,

BEGINNING

At the start of the game. each playes rolls a db.
The high roller chonses who goes first. The first
plaver sets wp i bis deployment zone-and takes the
first furn. Players deploy their forces up to 10" from

the table’s edge.




Emrplaynrm HDH the hill in the center of the
tu.b'fc for three (3) consecutive rounds wins the game.

REWARDS

* Border Controlt After seizing control of

Deepwood  Tower, the winning player gaing a
foothold in the Thornwood and 1z able to move men
and supplies across the Cygnar-Khador border with

case for the time being, The winner may add up 1o

25 points to the size of his army in'the Wrath of

Summer's Heat Act | scenario, the Wrath of Menoth.

* Ohservation Post: Deepwood Tower stands
at a strategic point along the Cygnar-Ehadar barder
and 1= a valuable observation post. The winning
player may use the Observation Post reward once
hefore the start af any single Campaign scenario. The
winning plaver then gets to look ar his opponents’
final army composition and make changes to his own
army composition before the start of the game. An
opponent may not alter his army composition once he

declures it as hig fnal composition.

THe FALL oF MERYUYN

Malleus 5th, Rowen 605 AR—Ffeaing the
battle for Dicepvood Tower. Cyg

rie-ahscss its roop deploymes Lttt

of the war, troops wWere

border garmsons 1o the fro

Llaglese cagital of . Merew Fem 2

contniked | o Hood into Y

Mot Hq_.:u:l.lsl to countes the | Khadorss e

at the cost of leaying Oy .
defended, When Khadoe Sttempes o ==
the: defenders, ol Menwam by crossisme =

bhorder and marching aroand Northges
=3 z
becomes apparent thar the security stz
Y
grown eritical.

Ulqim.ﬂely. Crgnir is [oreed 1ol
its-own miernal secunty and the
Merywyn: A substantial force s re-

from  Meryrwiyn 1o shore up border

while  ar the' same tfime Khador reps

oflengive agju'll.ut the city. In the week

Merywyn i the sie of the hercest

date. Khador slowly breaches the walls of i
al-and zuffers horrendous losses i c

protces, l..ll.il]LI.II.-I_l.. the  defenders are foroed

I'-:I'F

into a rout as the city falls (o Khadoran a 3
forces.
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Amassing on the castern borders of Cygnar, Protectorate ranks fill with pilgrim zealots
dedicated to the defense and expansion of the Menite faith. Heeding the Harbingery call,
warcasters have formulated their baltle plans and built their arniies. The Prolectorale readies
thoelf for the march to bring the fadthless to beel. In opile of the wweltering desert heat, facthful
Menites are spurred-onward by the Harbinger of Mentoth; ber divine proclamations moving them

rapturously toward battle.

ﬁ}fgr:.:nr:m grou fﬂ.:‘r;’;m:}{g.r{y nervous as the rwmﬁfr}w.r e.g,r" the Protectorate army become
more evident. Soldiers througbout Cygnar are called to Caspia in an effort to fortify and defend
the eity should Menoth's army otrike. This depletes defenses elsewbere and, along the coadly,
village after village bas become an abatloir, grounds flowing red with the work. of Cryxdan

R R EEES———

raiderd,

Lf‘n.n"' L a"mﬁ. KJ':?{I(}HP o a’rug:;m.ﬂccupy .r.l'frf f_‘.:rpf.'mf cf:':l,.r q'f fffr.r'_l,ru-:wa. Ttaiwally ;-J.r;l;?f.:! Wi be devered
J'S{,'ﬂ{.l‘u' 1.5';“ .f'r'h'fﬂ':lll" .ﬂ!ﬂq’?”_‘;? !I&t‘ {:ﬂf{ff{.‘f! ILE!I .I"'l':‘"{-'!t’d, e HI).:'_',I'.:?J"J'H:.'!' P.I'".l}ﬂf /’ff}”}'f:"ﬂ" j}fyﬂf G.Ilrl’fflf:yﬂ
II".I'.’J” (c};.'i'illffft'ﬂ Jﬁf:.' J:fppm'f _ﬁ”‘ s f'.t'."fu'!.!! {.I’f I'.rlé'f K.I'I:J'f.!f'-ﬁ}fr{.‘ Efﬂpf}k'. I‘E?IETIIL' SN f'ﬂ'.f:-.'.lrfffﬂ'f .Elur nrf.ilfr.llr
attempted bere and there by Llaelese nobility and token rebel groups, moat of the kingdom i
within the tight grip of the Motherland s fist.

The Kbadarans bave set their .u:q}fu’.i eyl (:Tf__ffﬂ;?!‘:! narthern borders. { -{r.'}t_;; the .:I!:'ﬂf'fy Lo
traverse Hhe Black R;'ir:r:d u-;'ﬂr, !.nfw_‘a,-' have nrade inciraions inlo (:t,{gnm' fo rad variow 1.1'1".!}:5;;:!
e .wpp{y depats. Worse yet, Cygnaran lroops bave f.qﬂf My qf the northern communities
;mr:-';_',lf;'r:(f;'rj f!y ;l;:ff;}:_g away lo ,I‘}.:nf{,ffl,.r the fmffn'lm the Protectorate Horeal,

The weather itoelf seema to conspire agatnat Cygnar. A beat wave withers cropas, drice the
ftelds with drought, and kils livestock by the bundreds, The people of the Protectorate are
acciatomed to the beal, ffi-f}r_c; £l hﬁf_t,.r do at the f(:!:?:’ qf the Bloodstone Marches. The m.*rf;{'flu_{;
dead among the Cryoctan forces, too, are affected little —aave for thick clouds of flico flitting
amidat the thralls. Whereas the ff'fnu?fj;?ﬂa- are pﬂ}?zf'rj to ﬁ'e‘_gr.t}r their Hﬂfy Crisade, f.frfl,i';uw.u
of Lord Toruk o bordes are on setting up masdive excavation operations near old battlefields

where vetna of necrotile are thick with death,

e T -

o

o T e -
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 SUMMER'S HEAT ACT I

SCENARIO [, THE CISTERN OF
ASHERIUS

MdWuitnnoe

MULTIPLAYER GAME, 500 POINTS

Malleus 4th, Solesh 605 AR—Hor winds blow
in from Meredius, colliding with even hotter winds
from the Bloodstone Marches. Heat distarts. the

atmoaphere as the Protectorate summer smalders like
a blasting furnace. Stationed at the refinery known
as the Cistern of Asherios, many xealot converts
and newly-arrived pilgrims work all hours drilling
for Menoth's Fury, the volatile oil that fuels many
of the Protectorate’s powerful weapons. In the high
hear of this especially hot summer, the fumes of the
thick oilysubstance turn the area near the cistern o
a toxic wasteland where filtering masks provide lirtle

protection from the noxious vapors.

Some Cygnaran troops have decided to attempt
to liberate “religious captives” from the Menite work
camp. They harbor hopes that by rescuing the ill-
treated converts, they will be able to retrieve uséful
intelligence from them. Khadorans are in the area as
well, but they are motivated more by vengeance than

mercy;: thr}' wish r:nu_-n.-j_r (4] clc—sTrD‘_\" the uprl'ﬂtial!.

A heavy contingent of Menite troops are assigned
to the grounds. Menoth’s Fury is a erucial resource in
the Protectorate war effort, so these troops serve 1o
proteci the cistern and motivate the relocated faithiul
to toil in the sweltering heat. Due to the prospect of
violent conflict and the movements al troaps along the
Black River, the Hierarch has ordered warjacks .and
Wireasiers (o ensure I:|1r cistern s ﬁal!l". I.Iniﬂ ;ﬂlgrime.

produce a sufficient surplos,

As the various factions are spurred toward confhict,
they must tread carefully amidst the battlefield, The
hazards in the fields surrounding the cistern can alter

the balarice of bartle just as easily as a well-placed shot.

SPECIAL RULES AND SET Up

The Cistern of ‘Asherius is a major producrion
center of Menoth's Fury and s the location of many
oil wills. Before the start of the game, the Protectorate
plaver places three (3) wells anywhere within 157
af the center of the table. The wells are structures
approximately 2% in diameter and 57 high. Wells have
ARM 12 and 5 damage points. See Damaging and

features cannot be placed within 3" of another

When s will v destreds 5 muplodegs THE %}:GE ay
camstrophigally.” All ~models within 37 of an &
exploding ‘well suffer a POW 16 damage roll; By the dem of e
catch - Firé: camd are knocked -down. Fire 15 a ﬁh':'h:mcm g
ater. Crpnarss sSstacy
contimuous effect that sets: the target abloze. A MArEEOrE 2 sSeame | She
miodél off lire sulfers a POW 12 damage rall each Llsclese == - sxiSoeed

A R o s | the B i cosmalties @ e o 2%
turn !/ durpg its maintenance phase unt e fre nting 1 TLEE me

dend . Another 5 008 o
or deterted wachas  Swe
ol the HKhadoras s
The extremely hamd wmte
coupled with sl
starvation has had s ompw
effect an the Llaeless or e
population,  scoocsses lmr
another 5.700 desd, “we=h
many. more  left  eohees
home or livelihood. Csome
_u“im:um. s own |los==
Par "85 deond or mieeles
in. action during the Ses
five months af howibce
B Khadoran lovsses FE
_r".ElSJ-"II'Il.I.Hl at 9600, There =
| | nooflicial tally of mercenany

expired orad6 roll or 1 or 24

Next plavers take rurns, each placing two (2)
tervain features anywhere on the table. Terrain

terrain teature; including wells. Terrain features
may be placed on hills:

After terrain is placed, the Protectorate player
places three (3% more wells anywhere within 15
af the center of the mble. These wells may be

placed in close proximity to other terrain features.

Kossite Woodsmen may only come into play in
the Khador deployment zone,

BEGINNING

At the start of the game, each player rolls a dé.
The player who rolls highest chooses to go first or
last. The player who rolls second highest then chooses
to go first or last from among the remaining spots in the
play order. The third highestroller does the same and
so on until the lowest roller takes the final spot. The
first player gets his choice of deplovment zones and
takes the first narn) Each player deploys ina 107 by 107
ared in each corneraf the table.

VicTory CONDITIONS

The player with the last surviving warcaster in
plity wins the game. When & player loses hiswarcaster,
his rémaining maodels are routed —completely remoyve

them from the table.

REWARDS

* Warcaster Deployment: The outcome of The
Cistern of Asherius determines the order plavers
reveal their warcaster deployments for Summer Act
Il. Beginning with the first player eliminatéd from
the game and ending with the winner of the scenario,
cach player deplovs one warcaster to each Wrath of
Summer's Heat Act [1 scenario, In a two-player game,
the losing player must inform the winner of bath
warcasters he intends to held during the Summer Act
11 game.

* Gaining the Initiative: The winning player pushes
bacl his enemies and gets a + 1 bonus oncall Starting Rolls
during all Wrath of Summer's Heat Act [F'scenarios.



= l‘EﬁC_EH,ﬁRID, 2. CLEANSING WATERS -

TIDETABLES

Once  Hammertime  accirs,
the waters begin fo riser

Jrd turn after Hammertime
= Ground level hecomes
shallow water.

&th tarn alver Hammertime
= Ground level becomes deep

;o wWEler.

7th turm aler Hummertime
L Firat elevation becomes
shallow water and ground
level :'.'l-ma;n}dup WAL,

9ih turn after Hammertime -
First elevation becomes detp
water, ground lrvel remaing .
- deep. wnrer, and second
velevation  level hecomes
md!w'ﬂllnf.'

A
)

IMMER' S HEAT Actr__ll

N 4B

HHADOR VS. PROTECTORATE, 1000
POINTS

Donard Sth, Solesh 605 AR~ Khador has
begun to sullér the predations GF Protecrorate
{orces as they mike headway south dlong the
Black - River, The

supplics . the  Profectorite

mflix of zealot converts

with a consmant
srrequm of. renforcements and allows them 1o

fight with freshly supplied —although green
and relatively inexperienced —troops, Khador
i growing tired .of this constant hight, and
Khadoran kommanders are looking for a way
to make a decisive and linal strike againse the
zealot guerillas and battle groups that have been

harassing convays and supply ships.

Using the situation to its advantage the
Protectorate " has decided to exploit Khador's
ire. Knowing that the Khadorans will take a
good opportunity when rthey see it; Protectorate

forces have vacated a firchase located at the

L center of the Ausperine valley just a half day

from the Black River along the eastern side. The
Protectorate hag also leaked information about

a depleted battle group under the command of

awannded wareastes Khadoran ;}?r{-]];;f!!{'l— belirvos

th-t thix unu[ 1 he g

What the forces of the Marf:.-dmdﬂnrnﬂl 'Ithail-';-ll' .

that this i simply bait. Onee lured intothe 'lrﬂp,_‘ht A

Protectorate will attack the Khadorans and lorce

them nto the valley whileat iz Aooded with water

diverted From a tributary of the Black River

By taking the hizh ground and holding it, the
Protectorate hopes to wash the sinners clean in the

eyes of Menoth:

SPECIAL RULES !
See map. Place a hill wath aradins oFapproximately

167 in'the northwest corner of the table. This is the

Escape Hill. A second hill with an 8" radius is placed

an top ol the first hill.

.'\I‘Il[‘ii:]ﬁ rn.'l._'\' move 11". I!II.' l-ll]]‘_‘ 111!4!!]EII dan 1.':-'.‘.-!'.-“.'

passage on the second elevanon of the Escape Hill, Up
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able during each pliyver's turn. Models that use the

pﬁu&gﬁm mas:e off the table cannot remurn 1o play. 1
‘o warcaster leaves play viathe.passage, his warfucks
do not become inert, but can no longer be allocared
focus. 10a Jack marshal leaves through the passage.
his warjacks become autonomouns but do not become
inerr. Players earn Survivil Points for all madels thar

exit the table through the escape passige.

The game goes into Hammertime it the end of
round three, but the game does not end when the
bammer falls. Instead, Aoodwaters begin to rise across
the table fsee callour, Tidetables). Two rounds after
Hammertime is rolled, Hoodwaters cover the EFUIIFII.JE
with shallow water. Four rounds atter Hammertime,
the ground level is covered with deep warerand low
hills dre covered in shallow water. At the end of the
sixth round;, the foodwaters crest and cover the
ground and the bottom hill elevation level with deep
water and the second hill elevation level with shallow
water, For the effects of shallow and deep water see

WARMACHINE: Prime, pg. 61.

Kossite Woodsmen may use the Ambush ability to

come onto the south or east table edges,

SET Up

Players take turns, each plaging one (1) hill
anywhere on the rable. Hills cannot be placed within
3" of another hill. The hills are approximately 16" in
diameter and 17 highi A smaller hill 12" diameter and
1" high is then placed in the center offeach of the ficst
hills: Finally, a third hill 87 diameter and 17 high is

placed in the center of the second level hills:

Players then take wrns, each plicing three (3)
low wall, ruin, or tree base tereain features anywhere
on the table level, Terrain features fmuy not be placed
within 3" of another terrain feature. Players may not

place terrain fearures on hills.

BEGINNING

The Protectorate player deploys his forces fidst
and places hiz models anywhere within 10" of the
north or west table edges but not on the Escape Hill.

The Khador player then deploys his models in a
1075 10" area in the southeast corner of the table.

The Protectorate plaver takes the first turn.

Victory CONDITIONS

The Protectorate wins il either both Khadoran
warcasters are destroved or il they Hald the second
elevation level of the Escape Hill for two consecutive
rounds beginming at the end of the sixth round after

Hammertime,

l.'Il‘."ll'-Cll'i.l';I'I:Iﬂ"\"ﬁ] of the Escape Hi f_ ""_ o i -
rotnds beginning at theend of the sixth rour g
Hammertime, ' ! = ‘.1‘: {
REWARDS

_* Hardened Supply Lines: If Khador wirs,
the Menites are driven back allowiog Ehador “ro?
harden ir; supply lines agamst future attacks. Khadoe
can’ then rush-mare pans and fucl to the front free
of haragsment. Onee during any single Wrath of
Summerd Heat scenario, the Khador player pays 10
points less for his warjacks.

= Pilgrim Recruits: If the Protectorate wins, the
Menites gain ground and pilgrim immigranis swell the
Protectorate ranks. Once during amy single Wrath of
Summer's Heat scenano, the Protectorate plaver may
purchase a single Deliverer, Holy Zealat, or Temple
Flameguard unir for half normal point cost rounded

up.
SCENARIO 3, THE REAVERS

d \ B~

CyGNAR vs, CryX, 1000 POINTS

Gorim 2nd, Solesh 605 AR—As tensions along
Cygnir'’s barder with the Protectorate intensify, the
Cygnaran military begins recalling troops fram across
the country to reinforce defenses ar Caspia. Taking
nd'..'.'inmgc of weakeped defenses, cr_\'#iﬂ-l-‘l riiders
strike up and down the coastline ar will. Confident
in their plans, Cryx beging making bold raids against
undefended coastal 1owns in Cygnar, seizing supplies
and the living or dead, as needed. Lately, raids have
intensified as Toruk's army prepares for a long war
during the summer and fall seasons. The actions of
Cryx have started o sting Cygnar, so the Crown

dispatehes an entive regiment to deal with the threar.

At Clockers Cove; a small village becomes the site
af an embitered contlict as Cryx discovers they are
norin gonprol. Cygnar has caught the armies of the
Brragonfather off guard by laying a complex ambush
in the village just off the edge of the deep warers of the
cove, In order to succeed in their ploy, Cyvgoar must
delay Cryxdan forces from signaling a reaver vessel

waiting altshore.

C,"-'Hﬂ-'lr 15 'l.l.'.'|.iri:1§ !II.':I!' 1w tl‘igatcs 10 arrive 1o
sink the reaver ship and assist in the capture of the
raiders, IF the frigates arrive in time, Cygpar wall win
the battle. Storms have delayed the Irigates’ armival
though, and as the barle begins, it s uncertain which




ol

-\ [

: 'ﬁ\'l'ﬂ Hﬁ: Cygm.rm niayy sinks the

’?' ac ka;‘up. the | Cry:mn bastle groups will have a long

vrﬁ ‘hiome, assuming, of conirse, that they can outrin
+ Eigoar's guns.

SPECIAL RULES
Set the map. The western table edaed is divided
finto four 12" x 12" sections of dock. The Cryx player
wins the game il he cap Hold two or more” dock
sechions simultancously for three consecutive rounds,
allowing transport vessels from the blackship 1o pull
into port, A plaver Holds o dock section'if all models
on the section are controlled by that player during his
maintenance phase. Models that are engaged in melee
combat cannot Hold a locaten. Warrior models with
CMDystits of Lor less and Incorporeal models cannet

Hald a'locaton.
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coast, many miles a“d_} Fl‘u‘mﬂw deserts -u{

Protectorate. Roll a weather effect from the Sprmg

Weather Condition mble rather than the Summer table.

Revenant Pirate units, Satyxis Raider units, and
Levinthan helljacks gain the Advance Dployment
abihiy during this scenario. Place models with the
Advance Deployment ability after normal deplovment,

up tor 127 beyond the established deployment zone.

The game goes into Hammertime at the end of

round seven. IF the game ends before Coyaan forces
Hold rwo dotk sections for three consecutive rounds,
Cygnaran cannon fire forces the Cryxian blackship
out ol port before the main body of attackers can

disembark.

SET Up

Plavers take

buildings anmywhere on the

turns, each placing three (3)
able outside the dock
sections. Buildings can be up to 6" x 8. Buildings
cannot be placed within a deployment zone or within
3" al another building. dock section, or table edge.
ARM 15 and can ke

ol damage per inch. Building doors have ARM 14

All hi.l'h.':lil'lg.\ hawve 5 |1|;1ir|.|n
and can take & points of damage. See Damaging and
Destroving Structures, WARMACHINE: Prime, pg.
62, for detaile

Players then take tumns, each placing two (2)
additional terrain fearures. Plavers cannor place
terrain withn a deployment zone or within 3" of a
table edge or Enather terrain Feature, including the
dock sections ot buildings. Players can place terrain

features an hills.

M ———




H.'Hﬂﬂ -nFr.hc EO‘I.M’! tgl:rlg e&gt but numlde

‘the dock section.

dock section, Lp to one Cygnaran unit or solo may
be deploved in any building as a part of normal
deployment.

Players may place models with ‘the Advance
Deployment ability on dock sections.” Ceyx madels
may not Advance Deploy inside buildings.

The Cygnar plaver takes the first rurn

VicTory CONDITIONS

Cryx wins the game if they Hold two dock sections
for three consecutive rounds. Cryxian  iransport
vessels then arrive and the town 'is overrun by thralls,
The Cygnaran guns are overrun before they can drive

off the ship.

Cygnar wins the game if both Ceyxian warcasters
are destroyved or removed from play or if Cryx has not
won by thee end of the game, Cygnaran cannons open

fire and drive the blackship from port.

REWARDS

* Press Gang: If Cryx wins, their fortes overmun
the town and drag many inhabitants back to the
blackship. The lucky ones drown on the wiy, but all
are turned over to the necrosurgeons. Once during
any single Wrath of Summer's Heat scenario, the
Cryx' player may purchase a single Bile Thrall.
Mechanithrall, or Revenant Ceew unit for half normal
point cost rounded up.

* All Quiet: If Cygnar wins, Cryxian Fforces
scale back their artacks and watch the coast, allowing
Cygnar time to build up its defenses. Once during any
single Wrath of Summer’s Heat scenario, the Cygnar
player pays 10 points less warjachs,

SCENARIO ', LAWBRINGER

A\ Aa?

PROTECTORATE VS.

CYGNAR, 1000 FOINTS

Vendarl 6th, Octesh 605 AR— For manths, if not
years, the Protectorate has prepared its Holy Crusade,
By the Hierarch's decree; it is Menoth's wall the task
begins against the Cygnarans who have long held the
Protectorate in unjust servitude. Once Cygnar has
{allen, all of the Iron Kingdoms shall follow.

w’gﬁ‘jﬁu -‘*’.._ﬁf 1y Engmeilcs gL
thieiwal ;h; i}ygnaru;l ro by of i
'[..‘uwbnngnr m._a mighty ballista of lirass n.ﬂt}% g

o thar throws :n-:-rmnua ‘explosive shells over: grua'f:‘_
The  Cygnar - player  then dx.-pluys liig Furces. 1

within 10" of the north table edge but outside the. priidiarate prepares to attack, Though unprepared

" Cygnaran shore, and at dawn's first light; the walls of

distances. W'l.lh 1E cuns*trucuun finally complete, the

for a ﬁijun ascault; the Menites“intend 1o show
that, if they wish, they can bring down the walls of:
Ca.sPia_-—ium:thins never_z.ccﬂmp“.shml in l'li:'.inr.‘l_.'.
All night-the Menites toil. Through faith, sweat, and
loss) they fermy the massive creation and its volatile
ammunition across the river and assemble it on the

Caspia shudder,

Cygnaran forces within the city instantly race to
their battle stations, but they can' do little From the
city. walls to stop the hery bombardment raining
down. Warcasters and their battle groups rush to the
waterfront to destray the weapon before it does toa

much damage to the mighty walls of Caspia.

SPECIAL RULES

Lawbringer takes place on  the waterfront
outside the massive Cygnaran capital ity of Caspia.
Protectorate forces must hold back the Cygnarans
long 1:;1.:.111.gl-| to breach the cily's walls, Once they
fall, the Protectorate will declare a grear wictory
and halt the-artack, Cygnaran’ forces must overrun
Protectorate positions and distray the cannon before
the walls crumble.

Lawbringerisa ballista approximately 6" x 12%and
8" high positioned in the middle of the Protectorate
deployment zone bordering the north table edge. The
ballista has ARM 16 and can take 80 damage points
before  becoming inoperable. See Damaging, and
Destroying Structures, WARMACHINE: Brime, pg.
62, for details.
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= 'ﬁn!.mmc “thi hallista is :Lnnmgnd the P‘mﬁ!cmmh:
?lﬂ\-‘fl rolls a d6. Il the ‘ballista sulfered 1-5 points
_: of damage from the attack; it explodes op a rall of
I'IF it took 6-10 points of ‘damage from ‘e artack,
"-ig explodes orea roll of 1 or 2. 1F it took 114 points of
diimage from the attack, it explodes on a roll af 1-3, 17
the ammo explodes, Lawhbringer is desiroved and all
models within 8” suffer a POW 15 damage rall.

The Cygnar playes wins the game if gither the

cannon 15 rendered inoperable or s destroyed.

The game goes imto Hammertime a1 the end of
round seven. If the game ends belore Cygnaran
forces have rendered the Lawbringer inoperable or
destroved ir, the ballista blasts through Caspia’s walls

and the Menites elaim sictony.

Smoke from the repeated explosions of the

bambardment gives all models concealment,

SET Up

Players take turns, each placing three (3) low
walls or ruins outside their oppenent’s deployment
zone and not withm 3° of another terrain feature,

including Lawbringer.

BEGINNING
The Protectarate player déplays first by placing
his models within 107 of the north mble edge.

The Cygnar player then deploys within 10" of the
south mable edge.

The Protectorate plaver takes the first turn.

VicToRy CONDITIONS
Cwvgnar wins if Lawbringer 15 made imoperatve

or destroyed.

The Protectorate wins if the game ends before the

ballista is rendeied inoperative or destroved.

REWARDS

* Security: If Cygnar wins; Lawbringer iz
silenced long encugh for them to make o punitive
strike against Sul. The attack temporanily cripples
the Protectorate war effort and gives Cygnar time
o recover and extend its defenses. With no artack
imminent, Cygnir ve-distributes its forces and frees
up much needed resources. Once during any single
Wrath of Summer's Heat scenario; the Cygnar player
pays 10 points less for units.

rebuilt, the Prntnmrat-: is ch to focts on g
war cl'furr andsbuild great numbers of warjacks.
Onee during any single Wrath of Summer’s Heat
scemario, the Protectorate player pays:- 10 points less
forwirjicks.

SCENARIO 5, SPAUNING GROUND

¢

KHapor vs. CryH, 1000 pOINTS

- KHADOR AND 1500 POINTS CRYX

Malleus 4%, Ocresh 605 AR— At first, Khadoran
kommanders scoffed at rumors of raids along their
borders, but significant lapses in supply lines started
them looking into the matter nevertheless. Something
had been undermining the transfer of weapons,
food, and clothing o troops in Llael. Working with
Greylord ternions, they discovered Cryxian forces
deploying from some point dlong the border and

laying waste to Khadoran convoys,

Initially the Cryxian source was unknown, but
troppers assigned to momtor the activity of Menites in
a smallvillage near the border soon revealed a devious
ruse. The denizens of the village, seemingly going
about their busmess, were nothing more than re-
animated husks manipulated by darle magic and made
toappear to have some semblance of life. The village
itsellwas a front for a Crvxian base where necrotechs
and necrosurgeons toiled in the dark tunnels beneath

the town to create fresh nightmares.

After the survivors of «the tunnel expedition
reported “back to Khadoran officers, it was clear
that this dubious ploy needed ending. Khador has
sentan armed force sufficient to level the willage and
ensure nothing escapes. What they do not know is the
extent of the Crysian invasion, nor what they have
planned for anyone who comes to the village seeking
to destray it

SPECIAL RULES

The Cryx p]a}ru:r Fl].'mﬂﬁ five (A) huildings, each
approximately 4”7 x 6", on his halll of the table.
The buildings must be placed outside the Cryx
deployment zone and not within 5" of another
building or table edge. The buildings are dilapidated
brick structures rotted through from the necromantic
energies of the Cryxian industry below. The buildings
have an ARM of 14 and & pointsof damage per inch
of wall. See Damaging and Destroving Structures,

it e e
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tis still limited 1o two warcasters. The player

deplays no models at the start of the game: instead,

models emerge from the buildings remaining wn play.
During each of his maintenance phases; the Civx
player may place ane (1) madel or uniton the table for
eatch undestroyed building remaining in play, A model
must be placed inside or within 3" of the building chat
spawned it. Emerging: models and units activaie as
normal.

A warcaster cannot allocate focus until he has
been placed on the battlefield.

Once all buildings have been destroyed, the Crvx
player cannob put iy additional models in play. At
the end of the game, the Cryvx player gains a Survival
Bonus for all models remaining on the table and does
not gain' a Survival Bonus for models that were not
putinto play.

SET Up

Players take turns, esach placing two (2) additional
terrain fentures. Players cannot place additional
buildings, Terrain features cannot be placed within an
opponent's deployment zone or within 3" of another
terrain leature, including the buildings. Terrain

features may be placed on hills.

BEGINNING
The Khador player deploys his forces within 107
of histable edge,

The Cryx player takes the first turn.

ViCTORY CONDITIONS
Khador wins if, at the end of their turn, all Cryx
models in play are wrecked or inert.

Cryx wins onge both Khadaran warcasters have
been destroyed or removed from play.

BEWARDS

+ Necrofactorium: If Cryx wins the game, a
large number of horrific bonejacks and helljacks are
azsembled on the mainland before Khador manages
to shut down the operation. Onee during any single
Wrath of Summer's Heat scenario, the Cryx player
pays 10 points-less for helljacks and 5 points less for
bonejacks.

» Recruitment Driver I Khador wins,

propagandists have a feld day with the events of
the Spawning Ground scenario: Great numbers of

patriots, outraged that Cryx would dare assault the

pl.lg.’cr may pun,lm.s-.‘- a ;‘l‘[lg]t lron.
Kissite Woodsman, or Winter Guani pnit-
normal point cost raunded up.

b

PROTECTORATE VS. CryH, 1000 POINTS
Dnna.rd_ﬁl.h, Ociesh 605 AR— For Jn_t':'\ Cryxian
forces have closely trailed a large group of Menite
pilgrims as they make their way down the Black
River and across thie treacherous Bloodstone Marches
toward the Protectarate; Mear the end of theicarduous
journey, scouts among the faithful ancover the threat
that trails them and the pilzrims make haste roward
the Tower of Judgment. Realizing their quarry is
gttempting to escape their clotches; Cryatoan forces
make their move, but they are suddenly scattered
when a grear dust storm blows across the wastes.
Praising Menoth, the pilgrims make their way into

the towerand huddle in the sanctity of its walls.

Deciding 1o use the storm o their advantage,

Protectorate forces marrisoning the tower elect to
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‘the dus storm m uc:‘ﬂ-_n deplovment poins. Afrer a.“" "k"" re
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hL _t*:!ﬂ%_-y.; players roll again, and the high rullmchm:q who

I" g ";iﬁ - goes first. .
J’Spmu RULES |
- No- models on either side may. use Advance  VICTORY CONDITIONS !
- Deployment. The player with the last warcaster in play wins |

Each round before the first player's wrn, toll 2 d6
o determine il'a dust storm kicks up. On a roll of 1
or 2, a storm hits the battlebivld. All models suffer <1
to ranged anacks rolls. Models cannot give or receive

orders, The dust storm lastz for ane (1) round.

SET Up

Players rake turns, each placing three (3) terrain
featurgs= Players should choose terrain [eatures
common toa desert setting and avoid such features as
rivers and forests, Terrain features cannot be placed
within 3" of another terrain feature. Terrain features

miry be placed on hills,

BEGINNING

Players roll to determine who chooses his
deployment paint first and then alternate choosing

Each

player chooses three (3) deployment points, but a

deployment points anywhere on the table

plaver may not choose a point within 12" of a point
selected by his opponent.

Players then alternate arranging one (1) unit or
bartle group ar a time anywhere within 6" of one of
their deployment points. When deploving his solos,

a player must deploy all of his solos at once instead

of setting up a unit or bartle group. Players arrange

the game.

REWARDS

* Safe Passage: After destroyving their enemies
in the dust starm, the victorious facrion is able 10
navigate the easiern side of the Black River free of
enemy forces. During the Wrath of Summer’s Heat
Act 111 scenario, Smoke on the Water, the winning

player may choose to go hirst or last.

SCENARIO 7, SILENCER

o\ 4

HHapor vs. Cyanag, 1000
POINTS

DESCRIFTION

Gorim 1st, Octesh 605 AR— With much of Llael
occupied and controlled, Khador has imitiated a plan
ol attack on soft targets down the Black River Valley.
Khador intends to strike southward with a river-
botne fleet of gun ships. Before Khador can begin its
attacks, however, Cygnaran ordnance overlocking
the river must be silenced. Three heavy gons are

trained upon the Black River and are calibrated 1o
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5 h vi ﬂpnbl:mnguud'mn destroy anmwsaalrmth
a .*.mEi: w:l!,~p]acrd shot,

Making theirway byland. a I".hmlwa.nimkqful:cc
prepares to assault the emplacements north of Corvis.

The Khadorans must destroy the three heavy canngns:

so that their own gun ships can come info range;

They have ta do this before Cygnaran-reinforcements.

arrive from dewnriver, lor the Cygnaran soldiers have
signiled lor more troops. -

SPECIAL RULES
The Cygnar player places the three (3) gun

emplacements on hills berween the torward. edge’

of his deployment zone and’ the center of the table,
The gun cmplicements are structures approximately
4" x 4" standing 4" high and their barrels aim high
over the batlefield and are not obstacles to play,
The gins are slow to use and trained on the river,
so they cannot be used during the scenario. The gun
emplagements have ARM 18 and can take 15 damage
points before becoming disabled. See Damaging and
Destroving  Structures, WARMACHINE:  Prime,
pe. 62, for details.

Khador
emplacements are disabled.

wins the game if all ‘three jgun

The game goes into Hammertime at the end of
round five. TF the game ends before Rhador disables
all three gun emplacements, the Cygnaran guns open
fire on the Khadoran ships and force them back

UpPrIver.

SET Up

The Cygnar player places twa (2) lew walls and
two. (2) other terrain features anywhere on his side
of the table. Low walls may be placed in contact with
the guns. Other terrain features cannot be placed
within 37 of another terrain feature, mcluding gun
emplacements and walls: Terrain features may be

placed an hills.

The Khador player then plices rwo (2) terrain
features on his half of the mble. Terrain features
cannot he placed within 3" of a terrain feature,
including walls or gun emplacements, Terrain features

may be placed on hills.

BEGINNING

A the start of the game, sach player rolls 4 d6 and
the high roller chooses wha goes hirst. The first player
gets his choice of deployment zones and takes the hrst
turn. Players deploy their forces up 1o 10" from the

table's edge.

'_u- _ £ 1_‘& v & 1 I;:_,- .-

._Jumhletf.ull thml:gunﬁ-hy rl'm end of the game: &,

'r.-hoc:e i5mdd 27 to his barge movement or not move
=y barEnm all. He may decide after ¢ olling the die for

: ’Cygna: wu.gf {Fall ﬁha.rlnran wmh.umhm =
dl::lttqytd orremoved from play, or if Khador has :r#

=
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. ﬁl‘ﬂpﬂ[‘ﬂ.ﬂﬂul’ Thr winning |1i.:='. er ]13.5 time - Lo
prepare his force’s movements along the river.. Onge
during the Wrath of Summer’s Heat Act 111 seenario,
Smoke unl the Water, the winning player may either

harge movement.

THE WRATH OF
SUMMER'S HEAT AcT 1l
UESTS

TuRNS OF TREACHERY, CRYX SIDE

a8

PIRATE QUEEN SHARRE RAVENMANE
Skarre *Ravenmane, Pirate Queen and reaver

witeh, views the world through smens; portents, and
divinations. ‘Renowned lor her dark gifis; Skarre's
visions are accurate enough to draw amusement from
the Lich Lords themselves. However, as summer
wanes, ill omens seize the satyxis witch: 4 vision. that
all is not well becomes an ohsession, Unable to discern
the exact nature of this portent, she scts her sights
apon the culprit most clearly pictured in her mind's
eve. It is an interesting hgure..,

Thelran Lich, Asphyxions,

Guided by something more than instinet, Skarre
has secredy pursued the skarlock thrall Silshade, an
agent of the'lron Lich, to a remote island. Along the
way, she has taken great care 1o remain undetected,
following the thrall's small craft with her own hlackship.
the Widower. Disembarking, the Pirate Queen and a
group of raiders stalk through the deep jungle forest to
the site of & long-forgotien Orgoth ruin.

From ashort distance away, Skarre observes the
skarlock erdering mechanithralls to lift heavy blocks
of stone and slide them into place, attempring to
restore the ruing and make them appear undisturbed.
Silshade then begins a malefic rite and, soon enough,
the ruins begin emitting a haunting glow. Visions
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ver - Asphymious’ plans  might be,

he-is canvinced they are not in the Interests of the
Dragonfather, and she must notallow the Iron Lich to

= succeed in whatever devious plot be his set in motion.
L lts clear. Skarre must destroy this skarlogk, destroy

sthe mechanithralls; and reduce the Orgoth ruins to
nothing more than shattered debris.

Visions oF A DARRER . Day

Deep i the wanctuary, Skarre the Pirate (een kel an
conlermplation: The wlome andoboidun room e filed witl
the Duimdlf et ol bad seated wit vatyecis, Tn the center,
1he reaer witeh began delving into the amend af the futire, A
eripitielline orlt aet i the mdil of vleaming wlinkong entrads
aefedide ber fict. The Moo of the waerifioe nuede the visioms
dheck, qnd Mhe irrcesmad that Burned in the censers lent direngll
o ber dalente. She Brell and began to Lol ber mid drofly
bellowving to the distant wboals of propbeiy that wbe a0 aften
intrtec tr-der traacelike wtabe.

Her cyer cloved and ber bandy clutched at ber o jist
delir the Lonng bovn futting from ber abull, Suddenly ber bead
throbbed witl wearlel lightning, Wirve after: wave of lraions
aantiled ber. it ber eved one sole visage glied itk a fiery
inilenaity: toe prwerfind aier of a beirtg oo clear & alist-buerned
ber eyen i if b B wlared e lovg ab the wicked v

“Aipbyeivena. .. = the wiede feft ber ol dike Ditter aabe,

The tvertinires af foveboding amnd dangerin the visimt daept
throwgh ber like a sicknew and sbe moaned and swayed: Her
attendante prepured to calel ber if wbewned, but Skavre
beld fant: She wiraighiened beroelf, draiving a vigid of ancient

dentign trr Hoe atry and ber mind oalmed.

Witk accond wieep of ber band, Skaree buetlt it complex:
encluarlient Wbl gace ber wircease from bhe o s olremghh.
Mumnbling words of warding apd taking a deap of rare o,
whe traced @ wynibal Between the Borno o der brow. Al of
these nieanitres pat ber lo eave. The pain_began to wilvide
st the clarity of the ioion becante datarel as if & wére fal a
rementhered drean.

Now centered and.an control of the portent, Skarre dove
ferther mito if looking for a tangihle podnl to anchor, ber
thogbta. Her mind woght some pervon, place, orthing that
ionelel dead ber fo the doviree of Ber visiom. A o throughoa
dictant window, whe vaw one of bie ot tezialed akarlookds
Stlsbereke. The thrall waus boarding a sbip erewed witl bleaobed
bones and tatlooed thealls, It destination war o o and
arngry, darkness fin e soutbert flea of Mhe Brolen Coait.
Wharever dlapbycions v ap fo, i was dire.

.{.rfy.vii Wl él.rh,r #;l'rk .szfr rtined) y
Qucen?” The reaver wilebs firet mate v ealo, daavis
wtdatesredl e vt Sefore, althomgh sose wo conanming e

b Sl wira theremeerely bo werve anid beal, if need be.

“Ready e Wihniers ™ Shirree s votee axty e, ot
the pain ol ehbed bencath ber encbantment; someibere it
wited like caged rabed dog. Whatever splhryvious wis up
iy, e e e doniile off even the aitcients cringe. The hoteled
peeth of bis plan threaded through the warring natione of the
miieidiand, T waa o plot o complex that, altbhough wbe cnuld
weriste £y whe could not perceive everytep, Skarre could mily oce
Bust oreof the fron Lich i wteidks, it whe knew that it was in
ber fntercat bo fnpede ar many .if.qr\- it e el

Sharre looked al ber firab anle wio was preparing
Silfour ber order. “Have the creiv equip for battle;™ whe st
wiftdye “There io dark work to be dore.”

Tbe first nuate nodded and amiled.

CrYH Army COMPOSITION

Pirate Queen Skarre

| Satyxis Raider unit with | Dominatrix
and 5 Troopers

CRrYR ARMY COMPOSITION
1 Skarlock Thrall

2 Mechanithrall units each with 1 Lieutenant
and 9 Troopers

SPECIAL RULES

The scenario takes place on a 3 by 3" able.

The Orgoth shrine is a ruin approximately 6 by
6" the center of the mble. The ruin has ARM 16 and
can take 30 damage points before being destroyed.

The <spiritual - energy surrounding the Orgoth
ruin affects Silshade in two ways: First, the spiritual
energy protects the Skarock and leeps it safe from
harm. Until the ruins have been destrovedi Silshade
cannot be damaged in any way. Second, the energy
fuels the skarlocl's Spell Slave ability. Throughout
the scenario, Silshade may cast spells as if he were
within Asphyxious” control area. Silshade  must
remain nearby the ruins to retain: these abalities and

loses them anytime he is more than 3" from the ruin

SET Up

Players take turns, each placing two (2) additianal
terrain features. Players cannot place terrain within 3°
of another terrain feature including the ruins. Players

can place terrain features on hills.
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EE;II rolling Sl]nhﬂ.ﬂ: sels up hrst and

- placﬁ Silshadé within the ‘tains. The two wnits of

Mechanithralls are then placed anywhere w |||'11|.-_| 8" of

the center of the table.

The player controlling Skarre then deplows his

forces within 3" of any table edge.

The player controlling Skirre takes the first turn.

VicTory CONDITIONS

Skarre wins when the shrine and all opponents.
have been destroved. After the banle, Skarre ordecs
her surviving satyxiz to heft portions of the Orgoth
ruin back to the Widower. She then sinks the thrall
vessel off the island’s shore. As the satvxis sail away,
they drop pieees of the ruin into the dark water so that

it can never be assembled again.

Silshade wins if Skarre is destroyed.

REWARDS

* Death Omens: I Skarre wins, her prophetic
talents grow maore powerful. For the rest of the
Campaign, Skarre may make a special action (o
remove a friendly warnor model within 1% from play,
divining her futire in his innards. After using Death
Omens, Skarre suffers no damage or effects from the
next attack that hits her that round, after which Dieath

Omens expires.

DEATHMARCH, CYGNAR SIDE

cEEE

CAPTAIN VICTORIA HALEY

At the sertlement of Kesselgate, Victoria Hiley

and  her accompanying troops found themselves
suddenly besieged by thralls. The unit sergeant —the
man whose message had drawn her to the quiet Farm
community —was i her unit and amaong the first to
fall in the onslaught of undead. Before he passed
on he voiced his remorse. calling out for Haley's
forgiveness, She had barely known the man, but she
knelt down and he clurched ac him,

“The
couldn’t resist.”

warwitch... forgive. me. Captain... 1
The man's eves began to glaze over,
"It was.,. a trap.” Bot the words thé dying man
uttered with hiz last breath stunned Haley to the
“She...

-il"tl lhk‘h l|"|-l.-' Wals El'l‘rll.‘.

care, she claims.,. she is... your sister—"

P
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The am-a!um'?émz" e i Mf%- ﬁﬁiﬂjﬂ?ﬂﬂ" il
sl td tarin, Tibe indea) thing landed on its Bt il
i fﬁh;nm.‘ Civtof the tilleid ol e then Haley u'ﬁﬂrtﬂm
apear aboat amil briieght 1 bugtt endd off it dwns on the thrally

kel mastrinng of inter fragrmnta”The ereature wmechanitbal £

fiani".'l fu':.rs(h? aeed oesnt il

“Riutt [ She whoseted at the fong gunnery dracing 18 ol
fuurther the progroad of the Cryxlan monstraditics that b
sovern balf ol ber intest apants Bebind thén ane thralls macched,
axee ready b end anylife within thedv reach, which ey gl
dhite @ fowr dimiei Hrio movsiing afready, Nome of thent bad feen
etthle tor ponls throwpts the arcane defoacs whe bad adeerted, but
B isetrdd woueld anedy bicy therrr wdittle more tine.

Flialey et lightering al Hoe evicoming pred ol eredfiines. JE
awbrieck and wearttered Burire thralls Ge burnt goddets of andead
Menbe She turned and van after ber uutit; teir only bape wia
e remirbirelle raine of @ favmbog acro a damp field and
et dinebill fronn o adeeted of winding road that fed back a
few deagites t Weatwatcl, They bad been eovnniong oot
Hhe pre-chawn aud Wbeir mumbers bad dwindled severely, From
within the facmbowse. wbe could regrowp the soltiens before
Hoey bad towtart fighting back owee and forall. Sbe fnew of a
arrtst gl il o teagiee away, bt ey d rmever inake i Hbal
far. Her onfy bope wad that the aentrica might have alreac

Beirrd quupfere’and weee v Wi weay Jo leend Hheir i,

Flaley wag dintrangbt ab bow theae bladk-bearted undead
rbitng Bered seranaged to arnbianb tber. That witch bad planned
i, Haley o aergeant didn b wtased a chare, dnd coen thogh
e betrayed beeaptaing Jbe felt remonse for b man. £t was
at tratp, b dnrcd it thesag b bloodepaattered fipo, And riow obe
kneur more than ahe svanted to —of whal He dying sergeant

bad sard vere froe.

That dark bitel of @ wainwiteh. will pioel Haley ovove it
anver the sergeant i dead hody. She would avenge bine tndevery
veldier whom Dencgliva bad wladn. Sicler or nol, ey bad no
boned af wpiril fietwren them, She waa to Hitley au sight v
o dry

Ll warvadter caplaie s miond dmagped dack e the
prodlenr af band: Her fog gunnera anald not bit the danmn
tane Horalle Hirough their-dark sbrowd, and if they got oo
elvae, e welcierd waueled be cut o pueces,. The mechanitiralls
presested other peobleme, Toe to o, g gunmens could
profably last a mimute ab beal againot therm. Clove combal
wutd ol g abarpeleoter o slrong vl Haley was teir beat
Bope, grene ol wreleh net feave them to e, Anotber folt of
Leghining from ber band thinmed the crowd of perambulating
sirrpees, Sweal gatbered oo ber brow from Hhe exeriion.

“Captainl e e bere! " abmuted ane of the gurnens, Onily
five af them wene lefte The wolidiens were prepared to make theie
wband wrrthe rraned farmibouwe, Sat the clapbored walle were

barely enmugly fo keep them covered.
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"Wy, lintere ¥ atm for the r::a'hmuh:ff-- -‘jm m.rt
the bame thealls’ get efoe «mwgb wrid for -'J'!;Mfr afid
Tamceifrte yer fire, gob it? Let s end fbri.r_]'_m.&g ynbf H‘U‘
ailr families and bved ones, e stand strong! For Cygrr, we

prevait!” She could see Ber whaw of patriotism bd Lifted their
aptriteaoene.. They wanldn 't farget their comndides i Mﬁ@o' -+

firdlete thie parat e, it they believed inlber, .m#.i-ﬁt invr it
ot to farl Hhen,

threaboldool the - building nd saaed another ward,  The
Fitrrier atretebed il to wlow boe vncoming wadead, She awore
wnder ber-breath. One'wiry oranother; wbe would get throcgh
i, if only to he abile to close ber bands around Deneglini
itile Mhrend,

CYGNAR ArRMY COMPOSITION

Captain Victoria Haley

1 Long Gunner unit with 5 Troopers

CryH Army COMPOSITION

1 Bane Thrall unit with 1 Licutenant and 5
Troopers

1 Bile Thrall unit with 1" Lieutenant and 5
Troopers

9 Mechanithrall units each with 1 Lieutenant
and 9 Troopers

SPECIAL RULES

Place & ruined farmhouse in the center of the
table. The ruin should be approximately 47 x 67 with
large gaps in the walls.

Dencghra has sent scores of thralls to  ensure
Haley's demise. To represent their sheer numbers;
Cryx models return to play after they have been
destrayed. . During each Cryx maintenance phase
any unit that has been completely wiped out, with
all models destroyed or removed from play, is placed
back in play within 37 of any table edge.

The game goes into Hammertime ar the end
of round four. TF the game ends before Haley s
destroyed, Cygnaran reinforcements arrive  and

destroy the thrall hordes.

Plavm take rurns; eac '

fentures. Terrain fearures cannot be plibad mthu:u 3’ =k

of anather terrain fearure, including the farmhouse.

Terrain features may be placed on hills.

BEGINNING
The Cygnir plaver places all of his medels within
the ruined building in the center of the takle.

The Cryx player then deploys his models within 3
af any 1able edge.

The Cryx player takes the first turn.

Wikl thooe “ward, Captain Haley otepped 1o féc. VicTory CONDITIONS

¢ Cygnar wins if Haley is not desroyed.

Cryxwins if Haley is destroved,

REWARDS

* Veteran Command: If Cygnar wins, Haley
removes the threat of future betrayals by exclusively
taking command of veteran units she can trust. For
the rest of the Campaign, when Haley is used all Long
Gunner and Trencher trooper models use their unit

sargeant's stat line.

OBJECT LESSON, HHADOR SIDE

E{)UEST
g

HOMMANDER SORSCHA HRATIHOFF

Having repelled the most recent Cryxian incursion,
Kommander Sorécha Kratikoff and the Dark Prince
Vladimir Tzepesci observe the predations of three
alien ‘helliacks left behind. Seemingly possessed.
these dark abominations behave unlike any helljack

yet seen.

Spurred by Viadimic's guidance, Kommander
Surscha decides to test the field capabilities of these
jacks, not by faking on a single one, or even a pair, but
by attacking all three at once, In doing so, she seeks
to find out how best to exploit the weaknesses of the
machines as well as drive them to the depths of their
limits. For herself. this is as much a test of her resolve

az it 15 of her own skills as a warcaster.




- al then ﬁi&qufﬁ;ﬂr, Prince. We lwow ao little of
their mirpiabilities.. . ™ Soiche u volee trailed off da ber gaze
returned to bty the trin of inmn terrors seemingly traphed i
the conrtyard of w vained wllape, The Kbadwean Womdidider
and Prince Viddimir Tzepeasct bad beet oboerving the unkngn
belliacka for aver an bour from the wafely of a bluff abovd e
vite of a recent confrontation with the Cry.

Seetbera, they called them. On e ouluide, !h-:; nd wuich
i common with the Stayer Helfiaek—an opponent with
wbricd e Kbadoran warcasters bail become guite famiiar
over the paat months —but thede abomtinations contiaiazd a
vile iritelligende and o budoted motivation heyond the capacity
of wry wariack ever ween, Thetr necretite-burming furngcer
aroldered, comaerving fuel untid their Ceyiefan mastens conld
recover the abandaned Jacke, Nevertbeless, rage coptinued tn
ol beseath their cold metal whing av breef upasma af fury
manifeated in the form of enffs and wboulder checks that
lisggiably krocked each otber about [tke wild beasts dgraring
off fiar derritory. Dhe homes of @ Ldaclese village bad collapeed
aroend themm, corralling the Seetbers Lile vo many cattle while
thie Kbadorau army finabed the job of repeliing the remaining
Cryx bk to their bidden safetics,

“They are not oo different from otber Cryx, " the Prince
daed after wateling the acks during Serscha'r pare.
"So appreach them as vou vould any otber Crux. Strike
aceuratzly and vz force, and lave them viz po chance T

reliem aftack. ™

" faeka qre top damaged from the engagement: [l
i the guird, " replicd Sorscha au abe rovse lowdy from
ber erouch to-avoid attracting theatteation of the bellfacks,
“We can dectmate then from e topaof =

"W, « Konwnsaider,”  Viadimir interrigpted.  Soracha
aliiis adidreased the Prinee formally, bt be rarely 86 the
winre Fue words, o longer affable, were cleardy am order. ™
et you fo diapatel these minaters winrvelf.”

“Alone?”

wncertainty, fut the Prince tiurned away be continae watebing

The  woman .  éxprosion = betriwéd  ber

the atrange Cryxtan wargacks, The bin of venting wteam
bl intereipled Sorcha o beodation,  “Very well, my lord,
I il oteike viveftly

Vou' rely on gpeed too much, Komonugnder. t miay mot
allvsrye e there for you, " the Umbrean warcaster condinied.
Hio b wet that of a mentor, nod @ comrade, “You bave a
great aptitude for sonceey, ver but vt émploy otber
atrengtbe dfout dnportantly, your steength as a varrior”

Sarveba s face waw teroe, She boisted ber battle voythe
Frot Faing from ity reating place on dber aboulder. She turnied
to move toward the wbufiling black arapaces below, Stogping
to atand a moments whe contemplated ber approac to the
aberviant fedliacks,

i warcaster, her Paltlefield wsperience, and i
wiilihicr; abe bail mop heen weatberedShe rematned uriitif

e afrife ardund b, it erfiect and niviocenl ad chilfh de e

s Fipping the world apurt, but Sorieba bare nol gne scar:
Sﬁwn‘g‘ der artce ity .l‘.rn.:fl?'ﬂ;w? e} aasi i wond,

- 'Fk.#.'::r-._.‘:'arr. nttega dopngiyia. ., Viad said woftly He,
wied! the ferm of endearment even move parely thast fier -‘J'ﬁ‘l{,"'

“Lambere.”

Suricha Lhiked ower ber wboilder ab - the Prince. Frol
Fianig pecliedy and a travl-of glittering abarda of ice fell from
it Blaade. Hér fear it gone, and'ber cia reflected pidly troat.
Gripping the deytbe, vbe evenly and eonfrdenily atrode down
the Biuff ready for inbatever the bellfacks couly deliver-

%

HHADOR ARMY COMPOSITION

Kommander Sorscha

Viadimir Teepesci

CRYH ARMY COMPOSITION
3 Seether Helljacks

SPECIAL RULES

This scenariois played on a 3" x 3’ rable.

The Khador player loses the game at the end
of any wrn in which Sorscha casts Wind Rush or

Vadimir activates.

The Seethers are low an necrotite and therefore
less agaressive than usual, They will not attack each
other under any circumstances. A& Seether will always
churge the nearest Khadoran model within LOS
unless it is already engaged.

SET Up

Players take turns, each placing two (2] terrain
features. Terrain features cannot be placed within 3"
of another terrain feature. Terrain features may be

placed on hills,

BEGINNING
The Cryx player deploys his models Brst and

places them within 5" of the center of the table.

The Khadar player then chooses a table edge and
deploys Sorscha and Vladimir within 5° of the edge.

The Khador playver takes the first rarn.

VicTory CONDITIONS
Khador wins when all three Seethers have been
dizsabled.




wins. Sufsrh:t

Rhador ;
" complotes her mrelage under Viadimir and becomes

¢ luspiration:  If

povol Khador's greatest leaders. An -In.‘-]'!iﬁiiiqﬂ to the
“soldiers under her commaned, Sorscha grants+2 §AT
and an addironal melee amack to any friendly Khador
trooper or solo that ends its charge movément within

Sorscha’s command range ina wrn Sorschacharged.

GONE FISHING, PROTECTORATE

SLDEQJAEST

o 44
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GHRAND SCRUTATOR SEVERIUS

War has intensified, and the Protectorate has
had to extend the manufacture of its warjacks with
salvaged parts from battleficlds: Indeed. Protectorate
elforts have redoubled in brder tof create a’ larger,
stronger hghting force, though one major problem
persists: the Menites have a multitude of ‘jatks ready
for cortex imprinting and deployment, but 3 massive
shortage leaves them with no cortexes to mounl.
This is a problem the Hicrarch has decreed must be
solved within the span of a fortnight or heads will roll,
lirerally.

Realizing the importance of the situation and
tempering the Hicrarch’s fervor for results, the
Grand Scrutator Severius collects intelligence from
Khadoran pilgrims and military defectors. With. this
knowledge he has tracked the efforts of the Greylord
termons, knowing that these wizards have the secret
of cortex manufacture. The Grand Serutator ingends

to capture a Greylord with such knowledge.

Severiug knows of a Greylord with strong ties to
the Menite faith,
and persuade him to aid the Protecrorare. Expecting

and he has set out 1o find the man

some resistance, the Grand Scrutator plans to resort
to'his gifis of persuasion in order to subjugate the
wizard, Severius is prepared should the man prove
unwilling to betray his country. He expects the
wizard will have mixed feelings between dury to his
nation and duty to his faith and, while he can easily
handle a few mages, the Grand Scrutater has taken
along a personal exemplar seneschal guard to ensure
he is not harassed excessively during this important

MISSI0N.

M‘ﬁ'}
tarigue-of a Alenite ratber-than wivel like a lowly dog.”

T dertasane i bie voice ran thick doke o rolltng fame,
N, tell e the surme of your wacle. From whbat I bave
learned, be &g koldun of the Greylurd Covenant, correct?”
Physcally, Severitd wie frol in compariom o the sirmg
watathy, it e stevertbelon cnmanated the presence of a litan.
Hie thin frante contamed sich imtmenae power the youlh cantle)
gt dape b boldl e totigiie.

Yo v, Serafator. He do— " Hia voice tradled off aa be
readizzd be bad betrayed a famitly meptber,

Fear not, young o Oree yore bave dmparted this
knwwiedge; [ wball peroonally wee te & you are forgiven for
withbalding yoiir worde ™ The voice of the Grand Servitator
wgdersty whifted i i chariama cxnded an'aér ol fovgpivenas
ane conpaniget. “Hemth does Lnowe ey, amd i 0 ot
aliisys the merey of the lawb, Now, falfill your dity and tell e
af yesir sencle. Hix manie, b appearance. .. ot importantly,

a e it e Memite? Doeat beatill attend vervice?”

The youung s dooked puzsled, To enliqbten bim, Sevérina
wlagped the bay acrons the fave with bis gacntleted palm.

il ey ingaivies o £ will Bave your famiy sent t
minewall for Kregor Rock.” Severiin bad fittle patience for
uncertaintyy capecially when the information: thiv bay held
coult) aid the Protectorate. “Tell mee. Does your dear anele

attend dervice? "

'.ﬁ'r_er:ﬂrmi_'l.r. Ve
persanal confenser.. .
biry of it

The Servtatorwmiled Wery good. Thatio what I needed
tr By yinigng mian, Now, weite b same dows i thin

rrry dorg) " the wouth sobbed. "He bai o
i Konak, * Teans atreamed from the

parchment, bii appainted watiom. . and whatever el you

cite thind J-'_,l(n .-

The vnath complied. Better to betray an wnvle M to face
M wrahb of the Grand Serilator.

Severi Loeleed avr i He .h:g,.- wrinte s f’(’dfﬁ aertlernce.
The krnowledge the youth was committing te parchent could
not fadl Gt amyone el bandy, fi_ff#ﬂ momeat, the -I'M].r
banded mver the parchment with a :,J'mlﬁmy b,

Tl Groond Serutator aevepled the docterént and wiled at
the youth, "The wrack, T be wuid fo biv guerds, and the young
snaarr 3 ey widened, The youth fell o b seeed pledding, bt
wiiffering vt the only true Wity Meroth conld forgive this
st g for i weskeiean, Sevéritis ticked the parchuent
terka bt rodes and replaced bid mask aw the boy, deveamting for
the very mercy be woild oo recedie, Waa dritgged away.

A
inganls “You would do well ta wtand tafl and apeak with Hae

-




2 Exemplar Seneschals

Hupporn ArmMy COMPOSITION
1 Man-O-War Kownik

1 Greylord Ternion unit

1 Berserker Heavy Warjack

SPECIAL RULES

This scenario i played on o 3" x 3" table.

The Grand Scrutater must use the Convert spell fo
take control of a Greylord and then ger the convertéd

model back to his deployment zone.

The Khader player may not target [riendly models
with attacks. 1§ a Greylord makes & Frost Bite anack
that overlaps another Greylord model. the attacker

forfeits his action rather than casting the spell.

Players take turns, each placing three (3) terrain
features. Terrain features cannot be placed within' 3
of another terrain leature, Terrain features may be

l‘ll:n l_‘cd an h I.H:-\.

BEGINNING

At the start of the game, each player rolls a d6.
The high roller chooses who goes first. The [irst
player sets up in his deployment zone and. takes the
first turn. Players deploy their forces up to 67 from

the table's edge.

Victory CONDITIONS
The Protectorate wins if the Grand Serutator
Severius converts a Greylord using his,.Convert spell

and gets him back 1o his deployment zane.

Khador wins if the Grand Scrutator Severius is
destroyed, or if the last Greylord model is destroyed

ar removed from play before the Proteciorate wins.

REWARDS

= Secrets of the Cortex: If the Protectorate
wing, the converted Grevlord divulges his secrets
to Severius and grants him new insights into cortex
defense protocols. For the rest of the Campaign,
during his activation Severius may spend a point of
foctis 1o shut down the éortex of up to one warjack
within his control area: The warjack may not be

allocated focus for one round.

Schamo 8, SMOHE ON THE
WATER T AL

{6

Tuo-PLAYER GAME, (000 POINTS
Vendarl 6th, Katesh 605 AR— Cygnar
harge crossings on the Black River to facilitate oathe

bnlt

nlong the Great Northern Tradeway. With the war
in Llagl, barge crews have grown used to_military
traffic coming and going from Cygnar, However, the
dangers of war have crept up an them. Due to the
barge dock’s proximity to Widawer's Wood, crews
have had 1o rely on mercenaries to keep marauding
patrols of Khadoran, Cryxian, and Protectorate lorces
at bay, Unfortunately, Cygnas is only protecting the
southern end of the barge lineand has not provided

eitherside with a full warcaster contingent,

The barges on'the Cygniran side have poorly-
protected walls and roads, and several docks and

barges have no security. Access to the barges is

A Wy

T

- e




unhindered in most cases since engineers built the
docks with an emphasis on traflic, not proteciion
from invading forces. It is of little surprise when
enemy forces commandesr a |:|.'|I::_:-:' and use 1t to lerry

their owmn troops.

This, of course, sets the sage For o vicious river
baitle as two barges loaded with opposing forces come
within proxmity. Warjacks smash and wrestle above
the cold waters of the Black River while troopers
and warcasters attemp) to thwart their enemy’s plan
¢|.1‘.q|1"‘. {141 ﬂlldlﬂ tl!" ':.l.'.'ll,k‘- on i"i!i'“."]. '\i‘!(‘ '.ll‘. !}'“.' |||| ar-
These docks are the only aliernative to drowning in
the depths of the murky waters and becoming food
I.L'lr ‘.iT.ll_fH{iE‘_‘E nr.l:l ‘l!'l“_g[:“'l.’-l‘jl'l ar ﬂl'“iillE tlll A% gnlj‘l‘-‘i_lf
for junker crews who routingly, dredge the river for
cogs; gears, and whatever else that can be found in

the muck below
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SeeciaL RULES

This scenario is o battle between rival lorces
passing by each other on barges over deep water,
See Deep Water, WARMACHINE: Prime,

for details.

g bl

See map. Each barge is approximately 127 x 24",
One barge is placed bordering the north table edge
127 from the west table edge. The second barge is
placed bordering the south table edge 12° from the

east table edge.

Each player deplovs his forces on one barge. and
the barge upon which a player deploys moves d6”
directly toward the opposite table edge during each of
his' maintenance phases. The barges will then slowly
pass each other and create no end of mayhem. Care
should be taken t6 align the barges to make sure they
do not collide. A barge has ARM 16 and cannot be
damaged by ranged attacks below POW 14, unless
the atfack also inflicts continuous hire or corrosion,
Barges sutler fire and corresion continuous effects in
the same manner as models. Melee, magic, and area of

effect artacks all do tull damage to the barges,

1'-"»"'11."“ th!" Euil'g\:ﬂ IinL" up Tor pasEs ane ﬂnf}tltc‘r. th‘.":.'
will be close enough for models to move from one
barge to the other without movement penalty. Models
can likewise be thrown from one barge to another. A
model Slammed or Pushed past the edge of the barge
will fall into the water. Any models Ealling into the

water are removed from play.

When a barge moves, any model straddling both
barges must be moved by its contralling. player o

one barge or the other. The model must be placed



.i""f

— . T 4 -
i i e li'lhf:rn- is no Toom to
| accommodute-the models base, i falls into the warer

and the model i removed from play.

Once either barge reaches the opposite rable crge
from its starting position, the barges stop moving for
the rest of the game and the barge that has taken the
most damage sinks. All models on the barge fall inta

the water and suffer the effects described above,

The game ends when one Piﬂ_‘!.'l:l' Halds the last
barge in play. A player Holds the barge if he controls
all models on the barge during his mainrenance phase.
Models that are engaged n melee combat cannor be
psed to Hold a barge. Warrior models with CMD
stats of 1 or less and Incorporeal models cannon Hold

I |1|; |!|.'|.:|'E'|.'

]"]ccing models move to the back 1'\.'5& of the harg-l-

on which they are currently standing.

Models cannot use the: Advanced ['FL'[‘I!#‘I:_';'I!I'IL'HI

ability in this scenario.

ossite Woodsmen cannot use the Ambush ability

i.TI [hib Sul_'l'ﬂn'lnliﬂl.

Gorten Grundback may not use hiz Fean !’.l-!ll'il'lg

this scenaria.

SET Urp

Players take turms, each placing three (3) terrain
fedtures on their barge. Players can place crates,
barrels, or anything else that may be found on a
barge. Terrain features may be targeted. Each tearare
has ARM 20 and is removed from the table iFit takes

any damage:

BEG]NHFHG 3 ¥ ,
At the stari of the gafmq.m'h pb:,'erm I 6

and the bigh roller chooses who goes first. Them'
first plaver deploys his madels on his barge and

WHAT
Apout My
LEVIATHANZ

Al models that Ml into the
?\']1!'-" nre 'rl.'mu'l'L'{J [rl:ll'l'!
play, even the Leviathan
While it is  likely the
Leviathan scuttles up onto
the riverbank a few hours
later, the barges and the
baule! will be  long ‘gone.
Between | the current and
the river deph, you might as
Twell put your helljack's face
on milk cartens.

takes the Brst turm.

VicToRY CONDITIONS
The playver who Holds the last barge in play

wins the game.

REWARDS
»  Waterway:
winner tikes control of a valuable river waterway

After the river battle, the

and iz easily able to fortifys his positions. The
winner may add Gp to 25 ponts o the size of
his army in the Fall's Blighted Harvest Act |

scenanio, the Balebrand.

faction takes

The

control of a vital river crossing. Once during

* Reserves: winning

the Campaign i a single scenario, the winning - =
MARING BARGES
While some of you will no
doubt build highly detailed
burg&-& out of balsa, others
miay not bo quite so inclined.
A warning to the lary: il you
intend simply to cut out
a barge foor plan for this
scenario, use foam core or
eard board and not paper.
When' it comed. time (o
move your barge, you will
appreciate the foam a fot  §
mare than yoo-would paper.

plaver may put one (1) umt into play during

any of his mamienance FIJ'HI.Q.E:.H after the hest
round. The unit may be worth up to 100 points
and is in addition to the player's point total for
the scenario, but it may not exceed normal beld
allowance. The unit is placed on the table within
The

reward may only be used in scenarios in which

the pliyers deployment zone, Reserves
the winning player has a deployment zone
hordering a table edge. The player does not have

to declare the use of Reserves before the game.



IVIATLEUS IST. GOVOVEN BON=ARY 5.~ > - =~ < - oew -

Lord Tovuk bas begun Hes move to sundecthe fron Kingdom, dnd Cryxe bas wnleasbed another diabolieal
weaporin i arcane arienal) The BaleBrand G creation of dark magicborn ol of the schemed of the Lich Lovdy
i ciolluerson with e watel ecovena of Cryce, The brand conoioto of g Jotellation of neeromantic energy brewed during
the celertial alignment of dark bodies i bbe benvena 1 confunction with the maddening moon Jaaris. Thrally
deplayed o the frontlines tn Cygrar are enchanted with the Balcbrand. These fegion of undead farm the veliicle for
{ e W " H.Iluiff-.'.h'l .'.'wht-ﬂ'.m — i fixvic elernent thal i’q.fl‘.'.ﬁl .'.I'lmm'_(ﬂ!r ol eilact, oo contlact with i .lrr]'n"u_.l.r
target, the enchantment beging it fife-sipboiing wark by catimg away af the victin and sapping b wdl,

Crye begine i mave throwghoid wertern fmmoree andwpreads the brand amang the living, The infected return
tir their bomes and apmies, appareat wirvivors of deadly conflict, and are weleomed with open aemo. Haweveey ontee
the stare retlign and Lares becomes full once more, @ wareauter or mage with the proper knowledge can activate
the devioies ik, wieddenly weeating full contral voer the infected unfortanates. At thir erveeeal moment, Cryee il
sk it mave dir the weerelive effecte of the brand muay doipiate and fade fnto mitbésagness, Hhise refleasing those
Sormerly comannred by (b vk enclantment.

Cugrar, baggars fromt ivar, & i mech need of a bero. The Jewel of the Tron Kingdos i on the brink of
Srictering wader the pressere of it aranadeing prodlems, Weth wleide in the Royal Aovermdly, the capital ity of Caupia
serecder aoeanalty aue vareves citees tincer abllack by Kbadaran, Protectorale and Cryxcian forees, King Leto Raeltborne
to despreriade forr a volution. I the face of dwindiing wupplics, Cygnary miditary & basked with nat only figbting a war
arall fronte, feet albso protecting ity coveluan papiface at all o,

I the nortd, Kbador bao atarted 1o feel the wtrian of overexctending i puclitary. Cygnarams are famddiar with
the terrain of Heir vt lands and are emploging effective bilzand-ran strikes on Kbadoran supply lines. The
High Konmand s war éffert may bave bege tpo everconfident; aind their battle on Cugraran soil bas not been-as
wucceslil as planned, Tndeed, the fegendary Kommandint Lreedk & contemplating the withdraval of trovps in prder
ta pegroip aid begin @ new swage of aosadio,

Frenzted and eager fust montheago, the Protectorate af Henoth bao simmmered dowa with swmmer s fading. The
mitton-that their Holy Cradade muat be conducted differently bay dasned on them. Cooler beads bave prevaled,
calling for extended planning, ctrateqn and caation. \While aamermin iHerctes wtdll do it agree, Hierarch Vayle
S iteed it Menotl's will st be meted out with patience and replentabed todl. Tearing dovn the wally of
Cenpea do barrd work and requeiren dedication— qualities exemplified by Menoth s flock. The fadtbful will rise to
fake Hheir appotiiled place in time.

Further taciervinn by Cryxe bad weemicd to be almving, but their metbods bave merely sbifted. Rather than
antcatlcing avoiind e cowtryoide iy night anymare) thele farceas bave been moving diring the day. This change can

only measn ane thing: Cryx & ready for gpen war, and the barvest for which they bavevame w ripe for the reaping.
¢ = : et 5 | & e 4 b P
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SCENARIO I, BALEBRAND

AdEDQEE

MULTIPLAYER GAME, 500 POINTS

Malleus 7th, Goloven 605 AR—In the waning
days of the yeir, the longer :'li[,'hls have Tortilied the
Cryxian advance. Evervday Toruk's legions grow
bolder, siriking deeper and decper into Cygnaran
heartland, Unknown to all, Crysx prepares to unleash
a terrifying weapon that threatens to wrest control of
the populace and sow utter chaos. As the moon Lariz
comes into s fullest phase, Cryxian necromancers
anil witihes re-focus their efforts to act wpon their

long months of planning.

ﬁi.mF||_\- known as the Balebrand, its infection 13 no
mere L'I!l“-lgi-l-lll- bt the qu.ul.hn_'! of endlezs hours ol
demented Cryxian experimentation. As this insidious
enchaniment spreads, leeches living energy and
slowly devours men from the inside out, Cryx spreads
the necromantic :x'!gl| |.||.|'|;1u.§|'| skin contact in hattle.
Weounded soldiers then carry the Balebrand home
where they will wait, concealing the mark uniil
summoned when the time is right and the moon Laris

becomes full .|g;|.i|1.

Agents of the Dragonfather have carefully laid the

groundwork for 4 chance meeting between the rival

{actions in a Corvis bourg called Drewlin's Grove.

Cyunaran scouts discover secret Khadoran bhatile

e X {
plmwﬁ'ﬂ"ln upcar -\h
town; Menite feyalists I‘W'-hbl’ mupﬁ there T

a campaign around.the City of Ghosts, and it s,
mierely 4 matrer of creating an opporiunity fiaall’
theee factions to meeten the field of banle, Onee
gathired; brandid thralls will sweep across the

field and inlect their encmies at will,

Cord™Toruk aneg his Lich Lords hope the
Balehrand will be the insidious lever their
plot. Seeling to use the roiling sea of conflict 1o
giil them into power, the Cryxian armies intend
lar the Balebrand to act as the major deviee to

ensare the VicLoTy.

SPECIAL RULES

Al undead  Cryx models: begin: the -game
infected with the Balebrand. Any lwing model
beginning its activation in base-to-hase contact
with a madel infected by the Balebrand becomes

infected and is marked with a brand marker.

Kossite Woopdsmen may only come into play

in the Khador deployment zone.

SET Up

Players take turns, each placing two (2)
buildings anywhere on the mble. Buildings can
be up o 67 x 87 Bulidings ¢annot be placed
within 3° of another building or table edge, All

 The BALEBRAND

The devious = pecrumantis
siggil hvowen a5 the Balehrand
can oxpress itself only a
few times in the life of i
erchantment. Cher weeks,

“ihe diabolical brand begins

1o lay doubts and thonghis
in the mind of the carrier
of it ‘dark plague and
wears mway at his will with
mglmlmrﬂ and werrilying
vistons. ' 0nce - 1he proger
conjunction occurs and Laris
is close enough 1o extend
her enorgies, the sigil can
reactivate  one lnst time.
A moge with the proper
training  or A warcaster
skilled in necromancy can
easily Jeommand & single
individial carryivg the brand
to sl However, il this
briel window of apportunity

passes, the sigil —an almost

living enchantment — begins
1o fode, and the infected
individuad returmns 1o normal,
starred valy by the orrors §
Yof the ardea} and perhaps 3 |
hruw*ﬁcr illl wear.

A

buildings have ARM 15 and can take 5 points ; Y
of damage per inch. Building doors have ARM 14 | i
and can take & pomes of damage. See J.Jmnngm g andl lﬂ . '

Diestraying Structures; WARMACHINE:

62, |.11|' ﬁl-.‘l._li!h.

" mc, PE-



Players then take turns, each placing one (1)
addinonal terrain  feature. Players cannot place
terrain within 37 of a-table edge or another terrmin
feature. including the buildings. Players can place

rerrain features on hills,

BEGINNING

At the start of the game, each player rolls a

THE . 6. The player who rolls highest chooses 1o go
HURSTWALLEN
REPORT

Malleus 3rd, Goloven 606
AR—=Holden Rebald, Scom
Geaeral of Cypnar, presets
the Hursowallen Report 1o the
Cygnaran
The ‘report 8

first or lasy. The playver who rolls second highest

then chooses to go first or last from among the

remaining spots in the play order. The third

highest roller. does the same and so on until the

lowest roller takes the final spot. The first player

R deploysin a 10%hby 10" area.in his choice of rable

Ronal Assembly corners. The ather !r|.1_w.-r 5 then chose their table

carners and deploy in the order of play.

ACCTITE i II = !l

seqseless

al seeminghy

VicTory CONDITIONS AND
RESOLUTION

In games with only two players, the Cox

attacks ngainat the l-c'ilgl.lul:n
pérpetrated hll.' thee 1
of the Schirde lalands over
the pasz two' confuries. The

shabstants

report draws the unnerving
eomecluzon that  the
against the Cvgnaran ports
OWIE ARG Thed
events, big | are

h |'-|.;|'|.'tlr wing the game |::|1|l:r'ig|1l it 10 or more of
rads +

his opponent’s models in play are infected with

and "’ eoastal
iwolaned
instead s |calculated offenRive
archestrated by

the Balebrand at the end of his turn. In games

with three or more players, the Cryx player

A wins the game outright if 5 or more medels in

the . -Mightmare
Cryx. ~ Mot umsetiling.  the

Ialand of play from each faction are infected with the

Balebrand at the end of his tum

Hurstwallen Beport suggests
agninst
Cygnaran food stures inHichte

that  recent’ stnles

If the Cryx player does not win outright,

R L s Er TN the player with the last warcaster in play wins

report coecults [ an an. ongoing
debate on the PrOper Pekpansd
to thse e revelations

the gume. When a player loges his warcaster,

his remaining models are routed —completely

remaove them from the table.

REWARDS
* Warcaster Deployment: The

Balebrand determines the order players reveal their

outeome  of

warcaster deplovments for Fall's Blighted Harves
Act Il, Beginming with the hrst player eliminated
from the game and ending with the winner of the
I‘l‘ut.-t“i‘j t'.il|'|1 F'l]a'l.".""r I:E‘.'F1|1:II1|'.\ Oone Warcdasier (o Lﬂ‘.h

Fall's Blighted Harvest Act 11 scenario.

* Gaining the Initiative: The winning playver
pushes back his enemies and gets a =1 bonus on all
Starting Reolls during Fall's Blighted Harvest Act 11

ACENRrios.

* The Brand: If the Cryx plaver wins the game
.I,.\I 1|i1k;"L'I1I'I-£ 1.':1|'|||..'|' ||||.“|L.'|_'r \\':Ill ||1|' J‘:ll[’_"Flrﬂnl{. rtlL"
arcane contagion spreads far and wide belore the
end of fall, During the Fall's Blighted Harvest Act
1 scenaro, the Harvest, each {:1'I1.':-c wWarcaster in F'l*‘."'
may take control of enemy models with the Balebrand
instead of asingle warcaster chosen by the Cryx

player befare the start of the game.

FALL'S BLIGHTED
HARVEST AcCT Il

SCENARIO 2, SCORCHED EARTH
d 1o

Cry® vs. CYGNAR, 1000 POINTS
Donard drd, Goloven 605 AR— At the onser of

ll'll-' ||--||‘-'f'!~| BEARON, L:}'\'mn |{'I-FL'L'£1 IJ{":’II'l |.'|r._.{ctin':f

the very thing that keeps the nation vital: food.



mass starvation of entire towns .nnL| u!|.lges rrlppic
Cymnar, but the dead will serve as more grist {or the
armies of Cryx. Moving methodically through the
passes of the Dragonspine Peaks, Cry=ian lorces are
destroying every farim, grain silo, and animal herd

thev encounter.

In an attempt to secure grain and resources for
the military, a company has ridden hard from Point
Bourne to gardson the outlying village of Murrow's
Bluff west of Bainsmarket in order 1o fortify and
protect its important grain silos. The troops’ arders
are simple: defend the gram.

The iroops arrived before the Cryxians and set
up heuv_',' defenses, thus dl:l_crriug a direct assaule.
The Cryvxians have elected to atrack at dawn before
C}'Enllllﬂ-n I"ir‘l“."b h-l"‘: i 4'|||1|=|.1\!' o ‘L‘h‘.‘lngl‘ I-h-'-' Eu“lrd
In the pre-dawn the nighmmarish throng sttacks, and
the Cygnaran soldiers rush to their battle stations
while the bulle of the company races to assemble gear

and activate mert warjacks.

SPECIAL RULES

Place a grain silo in the center of the table.
The Cygnar player then places two (2) additional
silos anywhere on the same half of the rable as his
|_‘|t‘|1!n_'.'l'|11:|'|.l zone. The grain silos are 27 in diameter
and 6" highi Each grain silo hias ARM 16 and can
take 15 points of damage belore being destrayved.
The silos are full of grain and cannot be entered by
models. See Damaging and Destroying Structures,
WARMACHINE: Prime, page 62, for details.

The game goes into Hammertime at the end of

rount Fve, If the game ends before Cryxian forces
destroy the lost grain silo, Cygnaran reinforcements

arrive and drive off the Cryxian attackers.

SET Ur

Players take wuirns, each placing three (3) tercain
features, Terrain features cannot be placed within
5" of another terrain feature, including grain silos.

Terrain features may be placed on hills.

BEGINNING
At the start of the game, cach plaver rolls a db
The first

player sets up in his deployment zone and rakes the

The high rollér chooses who goes first.

first turn. Pluvers deploy their forces up to 107 from
- 0 E

the table’s edge.

-:!calru}-ui.

Gygnarwins when either all Cryx warcasters hiver
been destroved or removed From play, orifa grain silo
hasnat beeri destraved by the time the game ends.

Esmanns

® Siarvation: II Cryx wins, Cygnar begins o
suffer a dire ¢hortage of food: Matters only get worse
as the days grow shorter. Cryxian forces claim the
starving dead sicross Cygnar and add them to their
Fall's Blighted

Harvest scenario, the Cryx player may purchase a

numbers. Once diring any single

single Bane Thrall, Bile Thrall, or Mechanitheall umi

for half normal point cost rounded up:

* Food Stores: I Cygnar wins, ample foad
stores will remain for the harsh winter. Wounded
troops are fed well and recover more quickly. Once
during any single Fall's Blighted Harvest scenario,

the Cygnar player paya 10 points less for units.
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i HHADOR VSs. PROTECTORATE, 1000

L. POINTS :

Gorim 5th, Goloven 605 AR—The facility at
“Kregor Rock is the Protectorate’s major alcheniical
rehnery. Here the Proteciorare manufaciures-a vasi
quantity of Menoth’s Fury, where sworkors tix the
resinous oil with salts harvesied from the Bloodstone
Murches: This process changes the oil into'a vistous
and wvolatile luid, and disalled inte a thinner Fuid,
Menoth’s  Fury “becomés. the [uel for Repenter
Humethrowers " and - Vanguisher  Flame  Belchers.
Skvhammer

propellant, rocket explosives, and firchombs favored

Kregor < Rock  also manofactures

by zealons.

The KEhadoran military has decided 1o sirke a
crippling blow against the Menites by destroying
Kregor Rock. Using a logistical flaw in the facility's
design; the Khadorans intend to blow up:the plant,
for stacks venting wvolatle fumes are its major
vulnerability. Protecrorare troops have managed 1o
respond just barely in nme. Crews have antempted
to shut the stack vents with remote cranks, but the
residue on the closing mechanisms of the stacks have
jammed them, 20 an emergency crew must shut them
manually. If the Khadorans reach the smokestacks
belore  them, o single ncendiary. device: could

potentially destroy the entire facilicy,

SPECIAL RULES
The Protectorate three  (3)

smokestacks ourside his deployment zone up 1o 14°

player  places
from the back table edge of his deployment zone.
The smakestacks must be placed i a row at least
&7 apart. The smokestacks are 2" in diameter and 3°
high. Each stack has ARM 18 and can take 10 paints
of damage belors being breached, but ft will nog
collapse. See Damaging and Destroving Structurces,
WARMACHINE: Prime, pg. 62, for détails.

All Khadoran warrior models carmy satchel bombs
that may be dropped down smokestacks once they
have been breached. To drop a satchel bomb down a
smokestack; a Khadoran warnor model must begin its
activation in base contact with a breached smolestack
and forfent its activation to drop a charge down the
shalt. IF a Khador model successtully drops a'charge

down the smokestack. the Khador |'.1|d}'4.‘|' Wins,

The game goes inte Hammertime at the end of

round seven. IF the game ends before a Khadoran

' wnrﬁdr'{'in'i‘i;' ﬂ down -
smokestack, Protecrorate forge " shur doy

refinery 1o keeping an explosion from ocourring. |

SET Up

Players take turns, each placing o single terrain
feature dae to the sparse terrain around Kregor Reck.
Players should choose terrain features common 1o a
desert setting and avoid such features as rivers and

torests. Terrain features cannot be placed within 37

oFanother tertain leature, including the smoke stacks.
Terrain features may be placed on hills.

'BEGINNING

Ar the start of the game, each player rolls a d6.
The high roller chooses who goes [rst. The first
plaver gets up in his deployment zone and takes the
first turn: Players deploy their forces up ta 107 from
the table's edge.

VicTory CONDITIONS
Khador wins when a warnor drops a satchel

charge down a breached smokestack.

The Protectorate wins if Khador has not won by

the end of the game.

REWARDS

* Secure Supply Lines: If the Khador plaver
wins, Khadoran supply lines will be open for the rest
of the séason: Once during any single Fall's Blighted
Huorvest scenario, the Khador player pays 10 points

less lor warjacks.

= Refinecyr If the Protectorare player wing, the
Kregor Rock facility continues to refine Menoth's
Fury at full outpur. Once during any single Fall's
Blighted Harvest scenario, the Protectorate player
may purchase a single Deliverer, Flameguard
Cleinser, or Temple Flameguard unit For half normal

point cost roanded up.

SCENARIO %, SEERER
d 4 #

CRrYH Vs. PROTECTORATE, 1000

POINTS
Malleus 2nd, Doloven 605 AR—Thus far
Cygnar has borne the brung of the Cmiﬁn incursion,

but now Lord Toruk has turned His artentions to the
Protectorare. With the advent of lall, the strength of
Toruk's dark army has grown as has the boldness

ol His warcasters. Delving deep into the borders
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.I.ﬂ'l:lplﬁ priests and dmg tham eff for animation and

quUEsTIGNIng.

Unknown to Crys, faithful Menites observe their
movements and report back te Protectarate forces, so
just before the assault begins in proper a garrison is
dispatched o defend the shrine.

SPECIAL RULES

At the center of the board. place a 67 by 4" stone
structure to represent the shrine, The shrine has
one door large enough 1o accommodate medium-
based models. The door has ARM 167and can take
15 points of damage. The stone walls of the shrine
have ARM 16 and can take 10 points of damage per
inch. The shrine will collapse when 10" ar more of
its surface have been destroyed. See Damaging and
WARMACHINE:

Desiroying Structures, Prime,

pe- 62, for details,

Place three (3) models representing Menite priests
inside the shrine, The priests are independent models
under the control of the Protectorate player. Priests

have the following stats:
SPD 6. STR 4, DEF 12, ARM 10, CMI28

If the priests flee, they will run toward the shrine

instead of the Protectorate table edge.

When a priest model is destraved, mark the
location of its body with a carpse token, Any Cryx
model, except an Incorporeal model or a bonejack,
may pick up a corpse token in base-to-base contact
by forfeiting its action. Small-based models can pick
up a single corpse token and move at half normal
movement rate while carrving it. Modelswith medium
or large bases can carry any number of corpse takens
without penalty. If a model carrying a corpse token
is destroyed or removed from play, the corpse roken
remains in the place the model last oceupied: A model
can drop a corpse token ar any time. Dropping
a corpse token does not require an action. When
dropped; the token is placed on the table in base
contacr with the model that dropped it

SET Up

Players take  turns, each plaging  three (3)
additional terrain: features. Plavers should chopse
terrain features common ta & desert setting and avoid
stch features as rivers and forests. Terrain features
cannot be placed within 3" of ancther terrain feature,

Terrain features may be placed on hills.

gets his choicenf deplogment zones and takes th

the' hugh Sollerchotuis whnrgﬂcs

turn. ler!rs deploy 'thmr forces up to I{}I"Emm the"“ h;
tthnst&gt .
VICTORY CONDITIONS

Lrw: awins il they can ger one or more pru.b!
carpse tokens mto their deployment zone.

The
warcasters have been destroved or removed From play,

Protectorate | wing once  both  Crooaan

REWARDS

s Forensic Necromancy: If Cryx wins, the
priests are reanimated and tortured for infdrmation,
providing insight not only into the Harbinger but
also Protectorate troop movements. Ceyxian forces
are easily able to move even their largest helljacks
ungeen, Once during any single -Fall's Blighted
Harvest scenarios the Cryx player pays 10 points less
for hielljacks and 5 points less for bonejacks.

o Vassals of Menoth: I the Protectorate wins,
Hierarch Voyle doubles the number of vassals
servicing the warjacks of his victorious warcasters.
Once  during  any  single  Fall's Blighted Harvest
scenario, the Protectorate player pays 10 points less

for warjacks

SCENARIO 5. THE EXILES

d \ B ¢

HHADOR VS. CYGNAR, 1000 POINTS
Donard 6th, Doloven 605 AR—For months.
desperate Llaclese fighters have led a savage guerilla

war against the Khadoran occupation in spite of

everwhelming odds, Hungry and low on ammunition,
their ragrag bands have slowly fallen back across the
Cygnaran border to regroup and rest. Sympathizers
in numerous settlements have done what they can for
the resistance leaders by treating their wounds and

re-supplying their troaps.

Khadoran forces have made it a point to make
examples ol such communitics whenever they come
across them, A Widowmaker sguad was recently
dispatched to pursue the ill-fated Lord Antonin di
Rhys and his men to a safe house. They slaughtered
most of the group and tracked a handful of wounded
stragelers to an unassuming hamlet, The lfollowing
day, the Widowmakers arrived with greater numbers

and o will ta level the entire village,



As it happens, a large Cygnaran border garrison
has set up & fircbase nearby. Having detected the dull
rhythm of mortar fire; a full company was deploved to
investigute, but it will take time before they arrive in
force. Most of their warjacks have not yet heated up

to opamal hghting condition.

SPECIAL RULES

The Cygnar player beging by placing five (5)
buildings within 127 of the center of the tble. The
buildings can be no larger than 4" x 6" and must be
placed at least 3" apart. Each building must have
at least one door large enough for a medium-based
muqll_'[. The {iu-l.:-:'> ol I:Fh- |::|||:J1gil1¥.‘: have ARM 16
and can take 8 points of damage each. The building
walls have ARM 16 and can take 8 points-of damage
per inch. Each building will collipse when half of its
surfnce in inches has been destroved. See Damaging
and Destroying Stroctures, WARMACHINE: Prime,
pe. 62, for details;

Khador must search or destroyall five buildings. IF

Khadoran models Hold a building for one (1) round,
it iz considered searched and its inhabitants killed.
To Hold a location, all models within the building
must be controlled by the Khador player during his
maintenance phase. Models that are engaged in melee

combat cannot be used to Hold a building.

The game goes into Hammertime ar the end of
round six. IF the game ends before the Khador player
destroys or searches all five buildings, Cygnaran
troops arfive in force and rout the Khadorans from

the held.

SET Up

Plavers take rurns, each placing up to twoe (2)
terrain leatures at least 3" from another terrain
1.r_‘a|turr. in.ulutl:ing I:L“- !_lui!l:ling.-\. TL'!'I"-.'I-II:I III.:'.'l'I.l.IfL":'\ rl.i.J."\'

be placed. on hills.

BEGINNING

At the start of the game, each player rolls 4 d6 and
the high roller chooses who goes first. The Girst player
gets his choice of deployment zones and rakes the first
turn. Players deploy their forces up to 10" from the

table's edge.

VICTORY CONDITIONS
Khador wins once all the buildings have been

searched or destroyed.

Cygnar wins if either all Khadoran warcasters
have been destroyed or removed from. play, or if
the ecenario ends before Bhadoran forces destroy or
search all five buildings.

REWARDS

* Replacements: IF Khador wins, the Khadoran
High Kommand repays its victorious officers with
fresh troops. Once during any single Fall's Blighted
Harvest scenario, the Khador player pays 10 points

leds for units,



-";lr.._, A 'fsuppi:,r fines - L'lun.r of

Harvest scenario, the Cygnar player may purchau

a single lighr warjack for halt narmal point ‘cost

rounded up,

SCENARIO 6, MIBED

d 4B 7

HHaDOR VS, CrYH, 1000 POINTS

Vendarl 5th, Khadoven 605 AR—With the
merease of traffic along the Black River, Khador has
had to employ increasing numbers of mverboats 1o ferry
troops south in arder to contest Cygnar's hold over the
lands above Corvis. In many cases, Khadorans rely on
the small channels and waterways that web through

thie marshes of Bloodsmeath in order to circumnavigate
Cygnaran patrols and sentry towers,

One such expedition, & spearhead to establish
the

anfortunate circumstances, The steamship’s rudder

a base within marshes, recently ran upon
and steering lines collapsed from being dragged along
the shallow mire of the swampy channels, and the
Khadorans were forced ro slog through the swampy
lowlands to meet a repair vessel on the banks of the
Black River. A Juggernaut warjack was employed to
haul a heavy assembly back to the ship, but an the
way back to their vessel, the Khadorans encountered
Cryxian thralls in the swamp. The sounds of batile
rang out in the Bloodsmeath, and additional Cryxian
forces were alerted and rushed to the area. ‘Soon;,
the Juggernaut was mired in a marsh pit and the

Khadorans had to fall back.

MNow, the crucial component [or their riverboat,
not to mention aninert warjack, lies in the 'midst of
a Cryxian position. With a limited amount of fime o
effect repairs and an unknown number of thralls and
hellincks in the vicinity, the frazzled Khadorans must
meet a deadline or completely abandon their efforts
and set out for Ravensgard.

SPECIAL RULES

See map. Place a shallow water marsh pit
approximately 87 the mddle of
the table 10" from the north table edge bordering
the Cryx deployment zone. See Shallow Water,
WARMACHINE: Prime, pe. 61, for details.

in diameter in

Place a disabled Juggernaut model in the center of
the marsh pit. The Juggernaut has been knocked down
in the pit and the shallow water extinguish ed its furnace.
The Khador player must assign the Juggernaut to the

WMh On r]urmg. any single Fall’s Blighted Y

* bartle group of & Khadoran warcaster. 1f the wanjack's

furnace is restarted, the Juggernaut will join
that warcaster’s battlegroup, This warjack. is in
addition to the player’s army point total,

THE‘: ,BIGHT
MAN FOR THE
JoB

Il Khador is going to win
“ihix ane, their warjacks have
"o be i tip-top condition]
The. by is to take battle

mechanika | ta keep  vour
BE- Sacks moving: That cudder

| assombly Bnri't going 1o puLI.= '
nch!

Any [riendly model in base-to-base contact
with the Juggernant may. forfeit its action to
restart its furnace. The Juggeérnaut cannot
activate in thee turn it is restarted.

The Juggernaut is holding the rudderassembly
needed 1o repair the Khadoran steamship. Any
warjack with @ functional Open Fist in’ base-to-

bas# contact with the Juggernaur may forfeir its
action to pickup the rudder assembly: 1Fa warjack
carrying the rudder assembly 1s knocked down or
dizabiled, the assembly remains at the warjack’s
last location. A warjack with a functional Open
Fist in base contact with the dssembly may forfeit
its action to pick it up,

SeT Up
Players take turns, each placing three (3) terrain
features: Lecrain features cinnot be placed within 3

af another terrain feature, including the marsh pit.

BEGINNING

At the start of the game, each player rolls a d6 and
the high raller chooses wha goes first. The first player
sets up and takes the first . Players deplay their
ferces up to 10" from the tible's edge.

The Khador player mkes the first turn.

VicTorY CONDITIONS
Khador wins if they get the rudder assembly into
their deplayment zone.

Cryx wins when all of Khador's warjacks with
open hats have been: totaled, or. when both of the
been

Khadoran warcasters  have destroyed - or

removed from play.



A ]m,tur.m forces a.nd may dtp'lo-," his
ﬂ'l'tc.r. 4" further fbn\ard during the: I‘aJI s Blighted
g}%mr Act 11 scenario, ‘T'i'u: Harvest

SEEH.&BIQ,I MM&J.L

d\ 4

CYGNAR V5. PROTECTORATE, 1000

POINTS
Donard 1st, Khadoven 605 AR— The imprezsive

Ravine ' the |Upper Wyrmwall mountains. It s
‘n major” rail bridge that supports traffic berween
Fharin-and Steelwater flais, and because of military
activity it has become a significant link in terms of
supply traffic between Corvis and Caspia. The bridge
helps accelerate armed forces, goods, and ather vital
services such as mail, communigués, and ordérs toand

from Fhirin, the waypoint between the two cities.

The Protectorate has decided to deliver a erippling
blow to Caspia by destroying the Marchbridge. [1f
successful, the Protectorate will also campaigo along
the rail line to destroy trains, raid the wrecks, and, .ol
course, purify the survivors with lame. Massingat the
Marchbrdge. the Protectorate troops plan to sabotage
the tracks along the line to make Marchbank Ravine
impassable for rail traffic and derail transit attempring
to cross. They do not know, however, that Cygnaran
scouts have observed their roop movements. Just as
the Protectorate forces arrive at the bridge, Cygnaran
soldiers appear to engage them. Massing on opposite
sides of the bridge the two forces square off, waiting

o see who will make the hrst move.

SPECIAL RULES AND SET Up

See map. The huge ravine spans the entire table. A
rail bridge 48" long and 12" wide runs nerth-south-and
spans the middle of the ravine. Any model falling off

thie bridge and into the ravine 1s removed from play.

The Protectarate player is amempring to destroy
the bridge, but it was'built to last and is able to take'a
massive amount of punishment. The bridge's weakest
spot 15 its center where it is not as fortified. The only
part of the bridge that may be damaged i5s a 127 5
12* area in the center. The bridge has ARM 18 and
miy b Jamug{r! |::|__v r.u.n*ml attacks wath POW. 14 or
greater and all melee attacks. AOE ranged attacks
mflict full damage regardless of POW, Continuous
effects do nat affect the bridge.

Marchbridge crosses a gap known as the Marchbank

- _d.. ﬂ-._ 1 : L
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Ohnece the bridge suffers a total of 60 damage
points; the bridee supports begin to wrench apart and
create:a 3° hole in the center of the bridge. A model
completely within the area of the hole falls mro the
ravine -and is removed from play. Any moedel falling
through the hale is likewise removed from play. The
bridge beging to collapse once it has suffered a toml of

100 damage points.

When the bridge callapses, the Protectorate wins

and both faction forces rush off the table 1o safety,

The game goes into Hammertime at the end of
round seven. If the game ends belore either faction
bias won the scenario, a train barrels across the brdge,
all madels still on the table are removed from play,

and Cygnar wins.

BEGINNING

During this scenario, plavers do not  deploy all
their models at the start of the game, Instead, players
deploy in waves as their forces make their way onto
the Bridge. At the start of the game, each player may
place as many models on the table as he has room in
his deployment sone. A plaver may deploy his models

up'to 3" fram the rear of his table edge on the bridge.

During  his maintenance | phase, a player may
put additional models in play provided he has room
inside his deplovment zone 1o accommodate them; All

models in a onit must be placed ar the same ome.

Maodels with the Advance Deployment ability may
use the ability normally ar the start of the game. Afrer
the game starts, models with Advanee Deployvment

must be placed on the table as described above.

A warcaster may not: allocate focus until he s

placed on the table.

The Protectorate player chooses a rable edge and

deplovs his forces first.

The Protectorate player takes the Arst tirn,




il i 4 . e
w
) ONS'
Fy 'ﬁhns onoe both Profectorate warcasiers

)

‘ ha\'nhen Heitn:md or rermoved from play orif the -
seenario ends belore the Protectorate wins.

The Protectorate -wins if the  Marchbridge
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REWARDS
* Gaining Ground: The winner of the game
pushes back his enemy and may deploy his forges 4

further forward during the Fall's Blighted Harvest

Act 11 scenario, The Harvest.

FALL'S BLIGHTED
HARVEST AcT Il SIDE
(?m-:s:ts__

SEEDS OF DESTRUCTION, CRYX
SIDE (?_UESL_. Zois o e =il

i B

ASPHYHIOUS THE IRON LICH

Having executed most of his vile plot Asphyxious

the Iron Lich readies for his masterstroke, butfirst he
must ensure that his theories about the Thorpwood
are correct, Within the deep and twisted woad,
dire and ancient Orgoth ruin stands as an anomalons
merging of arcane rite and divine focus: The Umbiral
Cairn is a prison, an entropic snare for souls that has
permeated the Thornwomd preventing spirits that
depart their physical form in the region from ever
making their journcy to the hereafter. The Orgoth
ruin is most certainly why the Thornwood i3 such a

warped, dangerous place.

Asphyxious intends to study the workings of the
Umbral Cairn: firsthand, and he requires victims for
his experiment in the transference of soul energy, His
thearies about o perfect and ineredibly powertul soul
cage must be confirmed, after all, and by trapping
living essence within the area of the Umbral Cairn;

Asphyxious can put his presumptions to a true test. To

quantify the different qualities of usage and storage of

this vital energy, he is determined to discover how the
Orgoth ereated the cairn,

Through his own significant network, he has
managed 1o feed rumors of a dangerous Cygnaran
effort within the Thornwood to act as a precursor to
his trap. He intends to bait some nearby Khadoran
troops—a heavily armed scouting party from the

L L o
Drgmh ruins fear 1b Jopl =
intends to engage them in 2 gane e of car and mou
Little does h1.-. know that the 1n=4m mage | hmﬂ‘

nameed Eiryss has been tracking him through - ﬂ'ugr..

Thornwood for days, E.‘rl-l.‘lmﬁ' her time to attack at tl‘m

masl opportune moment. While Asphyxious positions ©
the Khadarans where he needs them, Eiryss lurks :

amidst the ruins nnd stalls the hunter as he toys withg
his prey.

Souls Torn FRrEee

Aspbrins marveled at the bt before i, Altbpugd
the Orgoth ruiin s eyonnd the percaption of ary martal, bis

wndlead demaen conld detect the bangihle aurd of poet witbin.
The ermte altars and trougha et s a sragadee arcangement
fivmmed a design-famdliar to the frop Lich, Sacrifice and
blaodletting were the prorposea of this rutin, The altany were
aplace of wlanghter designed te produice toe rescrvoieof power
rlapbryviones dersed, The Orgoth were incrediily advanced (n

el peangpic, and Alipbysioue wans impresed,

Jit the dirkiens of the afght, thee rae in the Thornwied
felt: derimted and abandoned by the guds of Caen. Carved
abines i leering faces wlaved enplely. over g pesenvr
perbape it wiaw wetime farntof priso o cage Asplyacin ol
wee the aneient awl epergics were weary from miflennia of

IJH_,I’J.I"J.'F'.I'J'I'H.I‘FI'L

Faseh glowing blae mote that floated ar the night atr s
i ingle wel, At the eddge of the reservair i the potential for
bt peniiter, yet i W) acirrly enpty. Only a feur emprivoned
aiile were el fiaat, no dovlt kifled o aome fnal woient by
ant Orgoth dverfordt making daceifice. Thewlarfitted the riein
amed drefted fike cerant atare

I Auplryevions coild bave expreased b delight, be muy
bave: langbed almid or yelled o exultation, but such Sty
Jinstead el growled
i wtefaction.  The purpose of bhe: place was anclear;

were - dakiznl memaries fo B o,

T ;“'_urff.ﬁ':.‘.i of Hre {.]_r:.'lr.-n.f.ﬂl were ldof event fo one |!.|'. .0
considerable lnoiledge. A b ke i that among every
Cigoil yite be bad wncnvered throgabort westers Juumaren;

BlE wne srtgugattonily the langeat.

Frviaible to the bupva eye, the beart of the Hindinal Caien
wias it apberical arva floating in space above the dads of the
wcrifeoial altars It waa inachle tr Auplyacions as well. He
vonld only feel where it abauld be (ke @ buzztng e Gis bead,
..us.i_lrlrn.:.r._-.f..|rrmr.|.'.|".br'.ar i e vonet Bfack fallets r!.l"q‘-l"ﬂr.r}.‘l'}r-’f
ansd wlale:

The pitlane with their leerinmg faces overgrown ikl
centfurivy af gy and florw, atared fnte the dilece, The vines
g]“gll _H.-Jq'(.u.i aroung .'LIP.EI_I..I.'I.'J"MJ:IF l.f"fl't!h', b\ﬂ’ll'ﬁm rotled and

marked bis apoiling prescnce with a Main. He approached
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apectral Tash. Thetr apiral pittern setmed to incheniie nhu
e ekl e trscovtignct, bt it never e for 53{5{ The viral
eneriies bere coulid ik ascape Hhepull of fhe L ImbralCairn. &

oplypiious reached out dnd grasped d soid in lebiand,

welledh et el and forved it it twoul catge b bés bR Vigpors
aof the ol v uffering drifted from e perforatioms bf the cage
apbyeriom’ conldd aemae, the- madhgs

like wicked fnoense.

within Hoe ol that would ealy make' it maore pﬂf;ﬂl fur.&u

intgte. He conld wtilize the energy around the ritin; be batdd
teabed tBait .I’.{lr'l"i'y' m'l!‘r‘ahf’!.l'. Now be
el ernatragly bo dee the Unibrad Cacen in action, Mo wonld ¢
react to freably decwon woulie? Would it absort bhern or wimeply
dlratne thern i FHle st et ok

Adenturers in thicweod were rare. With the war muot of
the fodng bail taken fo Bty low and wading fora victor to
b heclared, meh like carvion bird unaiting for i man 't die.
Lasring that sort by the ruin winele wot be eawy. The nuiltfary
bowever in all the paraapin, conld be draum ints el an
frbriele anmbiiab r:fl.r.v{k‘ ru},r.";r baut wiere .-L::.:q.ﬂ-.?,

Awgrlnpcioue comatcered e otralegyand mecesoary moliona
nteededd b sl sorcd o deot it becng: So deficately balanced were
bt ploa that if be empbasized ton much danger.a full-blown
battalion might-arreve. Now He meeded wlbtleny and yoet. In
the midtof the dark woods, ailting on q ruwted alope where
Blaochy vietinn once praved fovauwft death, the Teon Lich began
i bk theough the detadival b experdnent,

Yo Hle requicred the liveng. He regreered viclima, .,

CrYR ArmY COMPOSITION
Asphyxious the Iron Lich

1 Skarlock Thrall

HHADORAN ARMY COMPOSITION
1 Man-o-War unit with 1 Kapitan and 2
Troopers
1 Man of War Kovnik

2 Winter Guard units each with 1 Sergeant
and 9 troopers

Eiryss, Mage Hunter of los

SPECIAL RULES

See the map. The Umbral Cairn is a low stone
dais surrounded by six (6) carved obelisks and
dominates the table. Place the stone dais, a low stone

‘in a symmetrical pattern; Use the Duvumn

wintedd) furve fo dure iy

table. Nexu plnce the six’c

ta determing the proper alignment for the lﬁ'lt!ll-'l]-ﬂ

"ﬂw obelisks are approximately 1" in diameter and

3 high..

JAny, living: model  destroyed  during  play s

1 ;'epince{i with a soul token. All soul iokens in play

move 3" directly toward the dais during each player's
maintenance phase. Remove any soul rokens from
pliav that reach the dais.

After moving, the lron Lich or Skarlock Thrall

-may collect any soul rokens within 2°. Collected soul

tokens are used in the same way as those trapped by
the mopdel's Soul Cage ability.
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SET Up

Mo additional terrain is placed m this scenario;

BEGINNING
The Khador player deplays his forces within 107
of the northitable edge.

The Cryxi player then deplovs his forces within
107 of the south table edige.

The Cryx player takes the fiest turn.

VicTORY CONDITIONS
Cryx wins if the Iron Lich and Skarock Thrall
can capture at least ten soul tokens during play.

Khadorwins if the Iron Lich is destroved or if the

dron Lich and Skarlock Thrall do not capture ar least

ten soul tokens during play.

1f the Iron Lich is destroyed or removed from play,
hie may still be used in the Fall’s Blighted Harvest Act

“TIF scenario, The Harvest, but the Cryx player musi

spend twice his normal point cost:




wins, Asphyxious learns

g I 'En mpﬂl.itﬂhe necrotic energies around the Wmbiral

Cairn to create an impenotrable barrier around the
dais, This arcane knowledge may be used during the
Fall's Blighted Harvest Act 111 seenario, The Harvest.
During his activation, if Asphyxious Holds the dais
he may spend three soul tokens to use The Warding.
Asphyxious may Hold the dais if he is theianly model
completely within the arca of the dais during his
maintenance phase. Asphyxious cannot Hold the dais
while he 15 engaged in melee combat. After warding
the dais, Asphyxicus may not move off and nomodel
may muove onto the dais for any reason for one round.
A model on the warded dais cannot be damaged in

any way 1:‘1,' maodels that are not also Sta.l‘ld.i.l‘lg on the

dais. While the dais is warded, Asphyxious may not
make melee attacks against models not on the dais,
but he may stll cast spells normally.

HEART OF DARKNESS, CYGNAR
SIDE QUEST

a0

COMMANDER COLEMAN STRYHER
The tides of fortune have turned against the

Cygnaran people, especially in the north shere wan
has struck hardest. Cryxian raids and the summer
drought followed by a harsh fall have limited the
crops needed 1o survive the winter months. Food
and fresh water have become scarce, and refugees
both Cygnaran and Llaelese have been fooding into
foriresses, supply staps, and the cty of Corvis to
receive stipends from the military.

Commander Coleman Stryker has set out from
Fort Falk to check an the relief efforts in the north
and ensure that refugees are supplied as they relocate
southward. Khadoran forces, currently in the process
of advanding their siege south; have come upeon the
food of refugees. and their officers have decided to
harass Corvis by taking advantage of the bedragglid
civilians. Protectorate troops west of the Black River,
however, hiave also witnessed the heathen refugee
camps setting up south of Corvis and have decided
to exploit the situation. They act quickly o descend
on the camps in force. A Khadoran squad discovers
the attack and, not wanting to lose the advantage in
striking: at Carvis, joins the fray and clashes with
the Menites amidst the terrified civilians. Cleansers
and zealots make no distinction between faithless
heathens and viable militany targets, and the bodies
of innocent men, women, and children soon lay under

s ainied B Gead L mier the mare s neck. He bated riding, ,-',mr

gap betweer them ao be continaed spraying gowets of flame at

only manages. to save & I;n‘ndful- I:uw}iﬁd_. e
execunion at engmy hands, o =R R
AT s ="

RuIN
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Hhere it o finster way to redch the refugee camp soth 1_r.|"
Corvts, Herode faat, for newws of an'attack o the cang bad
e ta bim' by sigual binterna at o guand station severil
Ed_-,rw.:.r.énrﬁ af Corsidas alovig the Black River,

The Beavy moenceg mints “made vonbility - difficudt.
Apparently during the night, a Protectorsle detachiticnt put
the refiuges vampa to the torch, The Blaze biad attrigted the
attentions uf patrolling Kbadsram—dunn then alll—wbo
guiickly moved o engage the Protectondte unthr.

Stryker coutd only imigine the emaicing il bod alpued
the zeiliite” pliats fr the campy bt the repovt stted they eonld)
aof laat el posat devenr, The warcaater kicked the flanks of
bia ateedd, srginig it on to greater apeed in apite of the inist and
iy, conditinnma, and be baped againat bape that be wad in
time £ fernid wibatever belp be conld, He boped thit Corvie miay
bave deer the firee and vertt agme wnits b devestigate, He boped
for anytbing and alf things.

A great plume of amoke a guarter-league abead filtered
the ferit rayie of dawn, chaking them i the Macknes of soot
and cxating o abadin over the lendsape to Lhe el Striker
leserredd the dolater strapver bis band cannon then graiped
the belt of biv blade, Quicksdver, Through ber armored glve
b could feel the vibration of the arvane aecumulator s the
dwrd bimmed 1o life, reatly for battle.

At e entered the fringes of the omelderiny epmmunity,
Stryker leapt from the back of the borwe He. could clearly
detect a change in femperdture, The beal way rsing, amd
emibery pelted bum in the face: Shouting came frone ber left
wibere @ pate of Winter Ghuard aoldters bunst from clapboad

el —onicones  borme — carrying dacka Tamd  dinees,
Pillage torn from the lives of inmogenta. “Put that doier, v
haatardi! " Stryker bellmwed.

The Khatran soldiers suddenly ataved at  Steyker
i Mbelief, drpping their loade and reaching for their
blunderbuses, Suddenly, a burst of flame frome e aide
cugiclfed the men. A Menite cleanger bad pot yeb deen Strpker
amd be afforded the warcaster a preciows moment -t close the

the Winter (Gunard,

Stryker moved G and swept the cltansery legt with
the flab of biv dlade. The Menite fanded with a résounding
critel and the nan's hack arched unnaturally over the tank
atragped t it. Stryker wtomped the clearer'y firlng wigat and
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Thecleander fonk rd‘ Jigrab Steyleer, i fuce blavkened by

-y oot avgapl for Hhe rimgecaroind B eyewhere bl goggles bt

. eeni The eyea were lipht Bl und they alared ab fﬂ'yﬂ-‘r with

idvinia birte.
(Mdy e fr b Meeaplempeds charch atrictiere resai, and
ey do Wil fall, HWepotl wills fef7”

"Vansir Beretic countriumen are dead, s,

Stilers rage grew and b grip tigbtered, The weight of
e it dhadtle Silnde wlie) tivoss the s Hroal, ending
bia fife and blond dpattered moros bhe wrcaatér o armton
Lifting bt bead, be pecred inta the vmaking reine arvund bim
anil diacerned the charred corpecs of the wictinnized eiviliany,

Sorre were grovt me and women; obbers were nol,

He owalfowed bis nausen at the thoughi of theoe paor
people, Testnd welled fn b ever and mixed il elinging asb,
deigping dower Lo medile with the blvod of the Menste on i
breaatplate. Hatred wine the price Cygrar paid for tolerince.
Rt wad the price Cygnar pafd for diploniacy. Destenclion
wird the peward) earned for dending aid g Lael when they
whoule) have fortified their own barders. Stryker bad feen

wrog adhoet mey Hhing.

The warcasterw face became geinn and beoatoked bis
armor fucmace, Tiking oo pastol in e feft band aiid
(redckailoer in bio right, Stewker sel ool dewrth rore fgnres
Lo b
f.';'_;m.lz fi thprr e fiacer, B teetly elenched witl rages It was
setach foye ate tor right the wivmge darte bere, ful the sould of the

rrmnaging i the gray baze and fliekeriag Hames. ¢

veclereiized would nit go lo Urtagn aloag this day.

CYGNAR ArRmMY COMPOSITION
Commander Coleman Suryker

OPPOSING ARMY COMPOSITION

1 Winter Guard- unit with 1 Sergeant and 5
Troopers

1 Widowmaker Kapitan model

| Temple Flameguard Cleanser unit with 1
Arms Master and 5 Troopers

SPECIAL RULES

This scenario is playved on a 3' x 3" table.

See map. Place a church of Morrow in the middle
of the table bordering the north table edge. The
church is a hearty wooden structure approximately
4" x &%
themselves inmde-and no model may enter it

The surviving villagers have barricaded

The

per inch. The church will co o

ol its surface Have been destroyed. See Dam’!ﬂ'lgﬁh d
Destroying Structures, WARMACHINE: Prime, pg.
62, for derails,

The player controlling the opposition forces plays
with-both Khadoran and Protectorate models: These
rival factions are not working together, but they are
both ini Stryker’s warpath. The Temple Flameguard
Cleansers-are attempting to burn down the church
while Khadorans set about eapturing whatevier is left
ol the village.

The opposition player wins if the church is

destroved.

WS Radetly (EF AR L P el

SET Up

Plavers take turns, each placing two. (2) terrain
fearures. Plavers should choose terram features commaon
to o war-torn makeshift camp: such as small wood
bwildings, tents, and ruins. Terrain features cannot be
placed within 3" of another terrain feature, including the

church. Terrain (eatures may be placed on hills.

BEGINNING

The opposition player places his models lirst.
The Temple Flameguard Cleansers may be placed
anywhere within 5" ol the Church of Morow. The
Winter Guard unit and Widowmaker Kapitan may be
placed anywhere within 57 of the center of the rable.

The Cygnar player may deploy Stryker anywhere
within 10" of the south table edge.

Stryker takes the first turn.

VicTory CONDITIONS
Cygnar wins when all enemy models have been

destroyed or removed fram play.

The opposition wins when either Stryker or the
church iz destroved.




P Ehanels it rage and dmp‘: ratign into his attac Ir.s. For
the rest of the Campaign, Stryker may hoost both his

artack and damage rolls by spending one focus point,
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Viapimie TZEPESCI

Viadimir Tzepesci was no stranger to the matters

of the arcane. He had as deep an understanding of
magic as any seasoned Greylord. When his talent for
reading omens was triggered by a vast black. cloud
1o the south; he realized something evil was abour-to

take place.

Within the hour, a lone scaut from the dark
regions near the fringes of the Thornwood straggled
into his encampment. Choking and gasping for air,
with his rl}q.ng hreath the soldier ﬁ[luii:' ol {...JI'\'?LIJI'I
horrors and a deadly black cloud over the land near
the Bloodroot battlefields. Legions of dead rested
within the aneient sepulchers within those barrows.

Cr_‘y?{iun necromancers I.“.'t“.L'IJ upron II!H?" I:]I’.'El.l{
within, they might turn the dormant remains into

countless thralis.

Viadimir guessed that the dark magic over the
Bloodroots had mixed with the foul humors of the
barrows, ereating some form of pecrotic miasmme s
the vile elaud had increased in size so-had Viadimir's
sense of impending doom, and though the position
hl..-h‘l. h}-‘ his |::J|1|!|1||:|i..l wiis vital ta 'I-I'l-E Khadaran I.'I'Tll'l'l.
he knew he could not ignore the deadly black eloud.

The Dark Prince ordered his roQps - o withdraw
and rejoin their forces m the north, During his
contemplation of the storm, Viadimir reahized be must
stop whatever was transpiring. As the death eloud
spread, he feared that the souls of his saldiers. as well
as any of those who encountered the cloud, would be
dreawn into the Thornweod where something lurking
within would grow stronger and more powerful with

every victimized soul

Standing alone before the spreading vapors,
Prince Vladimir Tzepesci drew a final breath of fresh
uir and entered its murky banks: He knew he must do
whatever needed dane to cut off the source of energy

powering this dark and deadly fog.

“Crel Phermont of . bere!” I*';!q:iumr _ycﬂt.'-" nﬁwm a b
oy the recenp e pending i fratting, Finr men, atiily oy Jma
[yl tn the 20, bad vefined toleaves Hes wordy, e desperali
e they were mieaningtal, couls wor inipel these bryal foold

aivy frav ere. " Your very il dire at ekl

Ty Foird e el Dealidle yow mo riatter ekt

e ,gt':.";rm-'rp‘f;f.-a.f el gacirsgeine alelian, b foce ke late.

Novorty was s aveewhelming senee of doom vending bim
st vt wear patnic; buit b voldiers aloo faed bis patiences He
bae) motéimne for dhervice: thongh e bad to revort t dopee of bie
s Voue vonld gladly give yoter woud to, Cryoe: then? Yo
pitled Lo vmere iife o childeen nothing biek a wbambling
gorpise toeall Buicharnd or fupber? Liaten to youir prinee! Lorder
voie b report by Konemader Keatikoff ftiybreakct Begroup

aned dnforim ber of vat b comiedo pass bere.” His videe grew

_l.n'-"f.l'"- B vt HTGN VR IIEONE Jk i .l'ub.l.'_u .l.".m‘."_l.l r'lr_.-,f...'n fa feave.

The ruge i Viada fizce war qu fangehle a Mhreal aa a drawn

rl'l"ﬂ.r‘ !réld."t-lll.' A ek

“Katrlof? Come bere. ™ One af the wildiers, a man mamed
Karlaf Omirow, wto @ trmsted adidant and samrdimar, He

Furrrres) over f be kommander,

Ve iy Prince!” He wnapped a quick and formal salule.

= abtated
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Wi Vg dwrie i Foidlones herpipedéne and e voninded iy g
WS vill-gueitle yoee o 1 bvivelin the patat Ciather thie grmg
Hogetber :lm}‘merrn-" ber dearly. There are bard ot afrend
for brer " e Prinee boped be wondy) live tir vee’ Serdcbit agetts.
He waa anoure what awaited bing i the Thorsminnd,

"Tellber...
yiud gt g et fead oo you wa. Tl elond il st overtipdee
derve: exeept pecbape.o " Viedimir peered dn e dislanice nl
the ot el then Jfooked again ot Karlef, = the
Pragonfatber.”

Witk that, Prince Viadimir Tzepewci clapped Moo soldier
ate e whowelder, "o,

The vodtlier waltited once more, barstec o bris el and
rl'qh.'rhv.' e ORI

Vdadimcr frvced the ancoméing mas o flack vapor: Swiftly,
be left the camp bebind. He ran toward the polling cloned fater
dhairny i condd Bope- b iy Ao it feet eronged Lhe gap
of divtaince i bocende and detpa, bis feans wrsatled with bea
courmge, Within the davknecs, a feeling of batred dncarnate
ausgitecd bim. The Unbrean’ privce armored bimaelf with
the fve e g fire e avveny o five B cownnntey el it dectat
eof sl pneanearian of i beloved wasmtas aa beatifind o a dotl

and s ficree o winder iheelf,

HHADOR ARMY COMPOSITION
Viadimir Tzepesci

Cryx Anmy COMPOSITION

6+ Bane Thrall Licutenants

SPECIAL RULES

The Ciyx player places fve (5) markers anywhere
on the table to represent the ancient tombs. Tamb
markers are approximately 2% in diameter: Markers
inust be placed ar least 5" from a able edge or anothér

tomb marker,

Vladimir must seal all five tombs in order to keep
his men safe from the necrotic cloud. On any turn
Vladimir casts Blood of Kings, he can seal atomb in
base contact by forfeiting his action,

During each Cryx maintenance  phase, the
Bane Thrall
Licutenant 'in play. The Bane Thrall Lieutenant

controlling’ player may place one

Karlof, téll ber 1 vill ace beragitin soaft, Now, ~

v df ol B that bappeme Hhere vill be w0 one for you to -

romb marker, All ‘Bam.'

independent models and are not requ:rnd tn'l!:l.'il'ﬂl n

umit coherency.

1;F'i.u.u:l.'unjr sutfers 2 POW 12
end ef-each Khador murn from the effects of the

damage roll ar the

noxious clond,

All models on the battlefield have concealment
fram.the naxious cloud.

SET Up

Players take turns, each placing two (2) terrain
Features: Terrain features cannot be placed within
3" of anather terrain feature, including the tamb

markers; Terrain fearures may be placed on hills.

BEGINNING
The Cryx Thrall
Lieutenant in baze conmct with each tomh marker.

plaver plices one Bane

The Khador player then places Vladimir within 3°

of any table edge.

The Khador player takes the first turn,

VicTory CONDITIONS
Khador wins if Viadimir seals all hve tombes,

Cryx sins if Vadimir is desrroved.

Regardless of which side wins, Vladimir Tzepesci
disappears within the dark cloud and is not seen
again. The Khador player may not held Viadimir
during the rest & the Campaign.

REWARDS

* Sacrifice: I Khador wing, Viadimir sacrifices
himeell to interfere with Cryvx's plans. As a result,
Crix warcasters cannot use the Balebrand to take
confrol of Khadoran models in the Fall's Blighted

Harvist Act 11 scenario, The Harvest.

DELIVERANCE, PROTECTORATE
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THE HiIGH RECLAIMER
The Knights Exemplar often perform clundesting

mnissions for the good of the Protectorate, relying on a
network of faithful that extends throughout Cygnar,
Khador, and what was formerly the sovereign nation
of Llael. During a
activity in the Thornweod, & group of knights have

migsion (o investigate Khadoran

e e il S o




. lr.mgln; h.'wc been fiken, the Khadorais must have a
great-number of forces in the area

The High Recliimer sensed the passing of the
missing knights bur felt their souls held fast; eaged
at the edge of some houndary that would not release
them. From within the deprhs of his monastic cloister,
he detected their suftering and calls for aid: Only he
could free them, for his vow of silence prevented him

fram voicing their dilemma.

The High Reclaimer took up his mace, Cremator,
and headed north, Compelled by his visions, he
delved into the depths of the haunted Tharnwood,
slaying the beasts that accosted him in the heavy
woods and glades, Driven by his mission to reclam
soulgar Menoth’s behest, the High Reclaimer had oo
ihoice but to find the knights, return them 1o life, and
ke them to the Harbinger. Such was the natre of

his visian.

RecLaMATION OF THE FAITHFUL

L renraator burved with et frery and o Jid e thrall

al the Reclaimer? foet —yel ansther corpae wnashed tnle
burneting flow, The warcanter's iron ik ram thick wirh the
s of Bir ememneay be hadd been i contant whate of batile
it mnctdirnr b way dnfo te wiads, The msive e fbad
apent b fighting the forcol: fighting the creatires witlbin
&1, aand st fightery these nodead that fie dn Bie path. Sweat
ane grime van oo the corded muscles af bis arm and bi
sy ebeat Beaied with the beeath af evertiin: Stepming over
the rutcned dorpae af the thredl be aaved towue) the clearing
abead. The ‘:n’n;}{-} -_=f'rr:.rurl'l.r.hm.|1' cialledd et b B

He entered a sudden efearing and fook i a grely siphs,
Sonels fhnated tn the air, and mannds of bodias were beaped
all o bing: Countleas souls were beldd fast dn thor place,

Within e

clearimg be could make it dolmems of obuidin — puin from

duifferdmg from e force be could nof e,

aie freriern ilI-'I'I'.' AT

He gpied @ wkarfock, & vile Crgclan sevvant of the
damaeds barvertiing wouls i the center of the dark ped
Lhralls wuddendy erugted framn all avound and the High
Reclammer Nt not bestbate to charge them, He Bruwght divi
Creaiator i vl aroe slarmmiing and erebing suieleited hardlica
with magrificont farce. Beyond the comed, Hhe wharlook wiz
statioring i gatberimg amela for aome skrown pcpee
The High Reclimen eovbied mrore thealls and soved teward
the rin, ko bl approach to gither the wouls of the
funethfied trapped therein,

Fir B sminit o ey o (radin ;m_.ﬁ.lﬁj{.:’. Chie of the z.rfmpﬁ]r
Erpigbta badd witnessed snmetbirny that wboeld pot be. The

-Hm_necam&r L i

witis, aclevived by .61,! o mt&-—uw f.h! .!‘.thﬁf mﬁ".ﬁr £
L the Linds of e foiehful. The High Reclaimer wnr;#}a#
Eﬁaur.w;fa fugels for wafetng, ot bbeiy, i deer, u-rmﬁ?rww'rﬁf

-ﬁm'-ufr'n"mh'r.fr.'v.r.urmm:v & darkiesr

Pgon_cmnn‘r: ArMY COMPOSITION
The High Reclaimer

1 Knights Exemplar unit

CryH Army COMPOSITION
3 Skarlock Thealls

5+ Bane Thrall Lieutenanis

DELWVERANCE
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SPECIAL RULES

See the map. The Umbral Cairn, alow stone dais
surrounded by six (6) carved obelisks, dominates
the table. Place the stone dais, a low stone slab
approximately 5 diameter, in the center of the table.
Next, place the six obelisks 127 from the dais in 4
symmetrical partern: Use the deviation diagram to
determine the proper alignment for the obelisks.
The obelisks are approximately 17 in diameter and

5" high.

Models may not mave onto or move off of the dais
for any reason during the scenario, A model on' the
dais cannot be damaged in any way by models that are

also not standing on the dais.

There soul tokens that move from

the obelisks to the dais throughout the scenario.

are 16

Pluring esch player's maintenance phase, rall a
d6 to determine from which obelisk a soul token
maves, When it enters play, the soul moves 3" from
the obelisk directly toward the dais. All soul tokens
already in play also move an additional 37 during each




Sl ‘R'e'l.:ll_l.i!m*r may not reclaim soul tokens odee. they

reach the dais. Collected soul tokens may oot be
"‘ mpln_;_-\eqj with focus: poinis in this H::uunri._n. lnstead,
once the High Reclaimer has reclaimed “six “sanl
“tokens, he mayuse his feat 1o pur a Knights Exemplar
whit into play anywhere within his control aréal The
knights may be placed an the dais when they are pin

into play.

Place the Skarlock Thrall Perfido and three. soul
tokens on the dais. During each of the Gryx plaver’s
turns, Perfido may remove one soul token from’ the
dais to 'put 4 Bine Thrall Lieutenant into play. The
Bane Thrall model'must be placed within base contact
of the dais, but may nat be placed on the dais, Creating
a Bane Thrall does not require an action,

Throughout the scenario, Skarlock Thralls may cast

spells as if they were within Asphy=ious’ control arca.

SET Up

No additional terrain is placed in this scenario.

BEGINNING

The Cryx player plices the Skarock Thrall
Perfida on the dais and then places two (2) Skarlock
Thralle within base contact of the dais, but not on it
The Bane Thealls do not begin the game in play.

The Protectorate player then places the High
Reclaimer within 3" of any table edge. The Knights
Exemplar unit does not begin the game in play.

The High Reclaimer takes the first turn.

VicTorY CONDITIONS

The Protectorate wins when Perfido is destrayed.

Crvx wins if the High Reclimer fails to reclam

six soul tokens, or if he'is destroved.

REWARDS

+ Soul's Deliverance: If the Protectorate wins,
the High Reclaimer gains greater insight mio. the
boimdaries berween Caen and Urcaen. For the rest
of the campaign, anytime the High Reclaimer uses his
feat, he rolls 4d6 instead of 2d6 and keeps the two
highest dice ralled to determine the number afmodels
returned to play.

FALL'S BLIGHTED

HARVEST AcT Il
SCENARIO 8, THE HARVEST

M ui0DE

MuLTiPLAYER GAME, 1000 POINTS
Vendarl 2nd, Ashtoven 605 AR—When it comes

to destroying their enemies, Cryxians can be patient.

|

Most of them are already dead, so they have time
on their side. This is most evident in the ployvs they
have used o draw western Immoren: into bloody
canflict. Metworks of spies. arcane enchantments,
eldritch resenrch, and dark’ magic all contribute to
the same insidious purpose. The timing is nght for
i deadly battle. The Iron Lich Asphyxious controls
the circumstances and the feld, and he plans to
make use of the Umbral Cairn in the Thornwood.
Seeking to weaken the armies of the lron Kingdoms,
he has assembled a vist group of thralls, bonejacks,
and helljacks ready for war. Relying on the best
warcasters at his disposal, Asphyxious is ready to

make hiz move. This shall not be the last battle, but it

:shall be a deciding one.

With

treacherous seeds planted by Deneghra's cautious

Cryx has woven an intricate web,
agents, the plot takes root in the form of false leads
intercepted by enemy intelligence. Khadorans learn
that Cygnar plans to build a base in the Thornwood,
and the Cygnarans hear thar Khador plans 1o do the
same: Compelled by this news, the Khadorans come
secking to bring the Cygnaran plot ta heel under their
mighty iron: boots while, in twrn, Cygnaran troops
trudge with swapds and storm glaives ar the ready;
engzerto spoil Khador's plans. Protectorate forces have
gatheréd here as well, the only ones moving torward
with' &n’ inklitg of what is at stake. Even though
the Harbinger is not ready for battle, warcasters of
Menite faith rush to enter the Thornwood and face

the evil of the Iron Lich and his Umbral Cairn,

Unknown to all, the warring factions are not the
only ones concerned with the wars and bow they
have progressed in the past months. Hidden septinels
within the Thormwood warch silently. They are
observers to a struggle fought with flesh, steel, lire,
and spell, and as these mysterious spectators witness
the carnage, they too ready themselves for the canflict

o Come.




.fh M .rn."."_fnmlf weal even more obell, if uch a ﬁ'urm a mm.&ymﬁ}f mrfr"ff( g.ﬂr A

J'.E.w_.; wnere poiiiile, ao bbe fromiLach Asplycin appreached

b feading warviteh. He towered over bervand whe couldbear

the neeratite bissing in s kettlo-black furnace. Soul cigerut
il warint were stiffee with bumming and fiaing Aol gad,
the Lich fopked spore damgerop than ever. Hid haleful sbull

Sace looked down ab ber with nitlevlent intelligence. She could

wneeratand why atbera found bing oo tervifying, but Denegbes
sret ber el gise calndy,

“Sa we it bere, deep in the fanet of ourcnemied... for
what purpoue?” Hen voice carried the edges of inguisitis,
Hers wa the cold analytical vaice of o woman aceking fruth
bebiinet reqione, She dad sied ber vwn wpy network at by
biheut to lure their enemiea dnta the wood, butbe bae not

fuelly explanined winy.

Tt art bere to witiess a gift left belind by the dricient
eremies of v aivernartes. Thou art bere to age it hodated to
it put will.” Cryptic ao eoer bt sometbing in bis dread
wrice Betraved an emation that wanded miich e ber like
anticipatumn Sbe st bave beenr imagining i, The Tron
Lich i mechanikal beart bad mo place for vk thing,

aritirt fillone me to yen clearing abead.”

“T i

Deneghra becarne mare surprived with Awbyxions” fane,
£t i gorsespeel for Bim lo apealk s guickly and conciely. fe
bai a deatinmation i miind, aud o they made their way through
the warped aviad, Deneghra contemplated, Olitaly wbatever
wite abeard waa of great tmport. The effort Aspbyions bad
expelled to conceal their passage to the Thormwoud spoke of
mutch cattion. Fhe dron Lach bad plans in weotton, plavet
that bad taken bim many years —decades o fact —to bring
b completion, and abe bad a feeling wometbing assential was
Jdat ti grmfidel

The dark pair entered the clearing where thickets gave
way fo an old path of broken wtone. Almng Hoe path at the
center of the clearing, & masive collection of black obwidean
abeliafy displayed deeply caried Orgotly ruries, The utnnding
e were arranged at He pocuts of o bevagram o i the
center, i date of saroetl black wtone bore more E':J:I,ﬂ;!ﬁ -'J?t,i'n'x'-
Deneghra dovmediately felt the posier resanating i thia plivce,
Then, with ber witel eyes, wbe s even mire: captive daiths

litted through the air au tiny widpe of deperale light.

"I this place, Laense Orgoth magie... powerful oy the
iy i wwrd eaels Altanaof |J.|]1'|"J__|‘|'.|'|:"... ani Hhear atomeds, the
wigile. .. " Her vatee tratled off and abe looked al Ayt

5t i @ masodve wined eage! An Umibral Cairn!”

The Jran Lachy wlicl face seemed to grine “Thine
kenandedge tr viteh waltters pleases me, ny warwiteh. These
difiterns, earved fron énsarcelled basall, are an anchoring
et ™
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Fucl' plaet,

Aapdreioog ebuckled: i wat Hrequrgle af o banging ma.
" el aee the wheels turming i thine benitifud wknlll my
iariitol; Thou bact discersed the mationd of iy plita. Tios
arl an apl pupil”

He minde far phe center of the minument, and Deneghra
wrlleed ab-bis aide, She plaerved that alfarownd themy teralli
totled and labored to inereaae the aize of the clearing. The
area st expending. They coceld erect a camp— s, an entire
donerrt —awoaarted e raaind Novonee wonldd Enowe eentil st wito fov

fate, Aspliycious was bitliding a olaging area.

" the armies fall, we aball Jeadeth owr forces couth.
T bt of weatern fenmoren. are o longer a Hhreali
Shaken and frateight with war, they art blind to the true threat
arsongel tbern. They dre bl wbéep.™
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barvest and eoitrol even the migbtient sl
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Sace bearing dowy,

Deneqbrn amiled wickedly. She was banored, Sharing b
plan with ber aboved an wncommon frisels Aaplyocie e
dtot mercly talking about the simple collection of wayward
wirsela. e, b wian afber manch more than that. No miortal sowl
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sl ale,

Aupbyovione wartted aometbing, more, He wanted the
Harbinger.
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one round, ke cantrol of one
enemy. unit or solo within his
control arca during his activation.
The saume unit or solo may not
be controlled by the Balebrand
for two consecutive rounds. The
Balehrand may. not be used on

character units or character solos,

IF Viadimir Teepesci succeeded
in 'his sidequest, the Cryx plaver
may not utilize the Balebrand 1o

tuke control of the Khador player's

models.

SPECIAL RULES

See the map. This game'is played on a 4" x 6 rable:

The Umbral Cairn is a low stone dais surrounded
by six carved obelisks and dominates the middle
of the table. Place the stone dais, a low stone slab
approximately 37 in diameter, in the center of the

table. The daiz does not provide cover or
hinder movement in any way:, Next place the
six obelisks 12" from the dais in a symmetrical

pattern. . Use the Dewvianon diagram to

IT's Going
TO BE A

determine the proper alignment for the obelisks.

The ohelisks are approximately 17 in diameter

LonG Day and 37 high. Neither the obefisks nor the dais

Believe it or not, foar player may be damaged during this scenario.
1 M- proint amies can take a
while to plags Plan an The Place a-soul token on the dais anytime a

Haovestysteokon bobe 0o0 hving model is destroyed whaose base is ar least

all-chgy - event. Stock wp on

T T e partially within the area of the obehisks, and his

lorig haul. soul token is not claimed by another model.

A Cryx warcaster within the area of the dais
may remove any number of soul tokens from the
dais during the model’s activation. During the

Cryx player's next control phase,. replace each soul

token with a focus point

A Cryx warcaster within the area of the dais may
also channel spells through the obelisks. The range of

a spell channeled through the obelisks is doubled.

During. The Harvest scenario, the Cryx player
may utilize the Balebrand spread in Fall's Bitter
Harvest Act 1. At the start of the game, the Cryx
player nominates a single warcaster who will be able
to utilize the Balebrand throughout the game. IF the
Cryx player won the Act I scenano by infecting enemy
models with the Balebrand, both Cryx warcasters can

utilize the Balebrand.

The Cryx player must use the
Iron Lich Asphyxious in this scenario. 1F Asphyxious
was destroved or removed from play during his Fall
Side Quest, the Cryx plaver must pay double the

point cost to use him in this scenano,

Kossite Woodsmen may only come into play in the

Khador deployment zone.

SET Up

Players take turns, each placing two (2) terramn
beattires, Terrain features cannat be placed within
the area of the Umbral Cairn or within 3° of another

terrain feature, including the obelisks.

BEGINNING

At the start of the game, each player rolls a dé.
The player who ralls highest chooses to go first or last.
The player who rolls second highest then chooses 1o
go frst or last from among the remaining spots in the
play order. The third highest roller does the same and
g0 on until the lowest roller takes the Bnal spot. Each
plaver deploys inan 87 by 207 area in one corner of

the able,

VicTory CONDITIONS

The plaver with the last warcaster in play wins

the game.

REWARDS

Victory: After a vear of seermingly endless conflie,
the winning plaver has emerged vicionues from the
first great battle of the war. Though this is a day for
celebration, the festivities will be short-lived. Across
the Kingdom the march of great armies heralds a new

age of bloodshed. Peace is a fading memony.




- .Ii&:r'eu.l:' ~‘Kr& Leto’s elite Stormguard. stand
to either side of the eluborately sculpted double

doors of the Royal Assembly Hall, their charged

mechanikal halberds held crossed in frone of the
doors, and their blue-enameled armor reflecting
the light of the braziers. The familiar but tatrered
figure of Caleman Stryker approaches. As he gears,
the guards snap their heels to atrennon and retract
their weapons, The doors open fram within, and the
battle-weary commander, still caked with the blood-
soaked grime of a dozen consecutive battles, walks
into the chamber, his heavy footfalls echoing with
the weight of his demeanaor,

King Leto
Raelthorne, the Younger. sits in his throne of office;

At the far end of the long hall,

several steps above the main Hoor on o dais ef white
rose marble. To the king's nght stands the General
of the Crown, Olson Turpin, second only to the king
i command of Cygnar’s armed forces: To the king's
left stands an older man who seems illuminated with
a dwinity From within, the Primarch Arius of the
Church of Morrow; but even the presence of Leto’s
warmaster genieral and his lifelong friend and mentor,
the Primarch, cannot dispel the look of consternation
upon his face as one of Cygnar's most famed

warcasters closes the |J::|'|§ space between them.

a dozen adwvisors

At the

T;:prt‘:ﬁtl]lilih" dLE3 many inieresis — E.FDITI- comimerce ll-ﬂl'-'l-

foor of the dais,
tracle 1o arcane research and development— have
gathered, ‘as well. They part as the grim Styker
comes near, He stops at the foot ‘of the dais and
draws his blade, Quicksilver, then drops to one
knee in formal fenuflection. "Your Majesty. Holy
Father,” the warcaster speaks the words levelly and

without emotion. "My lords,”

Before any of them can return the greeting,
Strvker stands, hoists his battleblade, and Hings it
at the feet of the throne. The king and warmaster
general both start-as the heavy sword clangs upon
the' stone steps, shattering the air of formality
like & hammer upon a crystal vase and stopping
every person in the hall in frozen silence. Only the
Primarch does not show surprise, for the man seems
to nearly always expect all things as if the ascendants
themselves attend and whisper in his ear—and
perhaps they do.

Stivker fixes hisgaze on King Leto. The two men
have grown close over the years, but such Hagrant
abandonment of etiquette is staggering. Letos’
posture stiffens, but he places a restraining hand

on General Turpin, whose flushed expression has

TR

My lﬂfﬂ‘]'-lmg.,. the wm-ds strain 1o’ come: aiifs

af kaers mouthe £1 am a warrior. A’ Knight of 7

Cygnar. | have sworn o protect this land, its people;,

and itd king from any, threar, may my life be forfert in y

thie cauﬂ’i have ral-:un an dath to preserve honérin

battle, toact with Bismaneness, even i WhrlEres The'

]’nmarch has taught us that all men arébeloved b‘-

Mirrow, and deserve to be rreated wnh compassian
aud mercy I:n: they brothenor enemy.”

“But | now fuew our enemies, my king, better
Sull paralyzed, the
members of the Roval Assembly scarcely take a

than | shotld: ever care to:"

breath as the warcaster’s eyves become moist Stryker
pauses and tears suddenly stream freely. down
his cheeks, creating rivulets ani his battle-stained
face. "No amount of description can convey the
most remote idea of the hardships 1've seen. [ have
witnessed horrilile things thar 1 will never forger as
long as | live. Such.., such utter disregard for human
life! I'have ohserved such greed and hatred... such
willingness tor destroy everything before them in
their own self-serving goals.

"We are alone, my king. Surrounded on all
sides by the jackals of this world. They will stop at
nothing... until they have gorged on our Aesh. We
are trapped berween imperialism, intolerance, and
unbridled evil! We have been o kind... and itdis too
late 1o reinforce otir borders. They have crumbled,
Olar enemies are well past our doorsteps. They have
burned and pillaged onr homes. They have rent

families apart. They have despoiled our churches.

*This war has only begun, my king... and
will ‘only end with our fall.Cygnar is doomed. I
are doomed—" Upgon hearing this, the members
of the Royval Assembly begin to buze with words
shift

about uncomfortably, some of them imparting the

sotte voce and heated grumblings. They
warcaster with-hard looks, others appearing fearful
to hear such a sinister proclamation from one of their

nanonal heroes.

Stryker looks at them and continues. "Doomed
for our arrogance! We all thought cur way of life
was embraced. We all believed humanity was valued
bevond our borders. We felt safe in our noble regard
and just treatment of those outside our realm. We

were wrong! So very wrong...”

The warcaster looks ance again arthe men upon
the dais, his bload and soot-stamed countenance

impartng them with his remorse, and says, *1 can
P E !




rd"g.ﬂmn, Shuulﬂ' L tal:c up ﬂ'lc !.'“-‘Dﬂ.‘i 3Enm,
ms‘g-nﬂ‘ be for ﬁ-elmgs other “than patriotism “or
'Huty. my only true purpose shall be 16 mere ot
unremitting vengeance, and that blade shall be ever
stained with the blood of oar enemies untiksuch time
there is not a:soul=not anel —left on-all egflmmoren
st threaten the people of this kingdom ar p-u“utn its
soil with their footsteps!

“Sa. before this assembly, 1 must resign ' my smicn
at a commander ol the Roval Cygnaran” Army, lest
wht 1 have said be your wish, my king, is well.”

omewherein the belly of a cold, dimly lie

cave, a broken warrior lays face down,

unmoving on 4 makeshift pallet of leaves
and straw. Infected scars cover his back, a latce of
black wounds, and his broken limbs are arranged in
unnatural positions. The air is heavy with the stench
of strong unguents. Candlelight flickers ominously in
the juts and hollows, and battered picces of ancient
red armor; a now-worthless heirloom of a bloodline
heritage as long as the Iron Kingdoms are old. are
strewn about the cavern.

Beside the broken warrior, a closked Fgure
hunches, making poultices by dipping strips of cloth
in clay bowls and whispering in'a tongue not heard
in Immoren for hundreds of years, Metal claws, each
the length of an assassin's dagger, protrude from the
stooped stranger’s covered mass, delicately peeling
soulced strips of bloodied cloth From the warnior's
body and replacing them with unguent-slathered
bandages.

“Rest now, mey doragry..." the dark fgure's voice
rasps softly ta the anfeeling, unhearing warrior. "Take
vour sleep. The Old Ome vatches over yvou now. Vee
shall repair the damage and vait, my chikl. The

-

Matherland i not yet ready to Face her doom....

n the Menite holy see known as the
Sovereign Temple of the One Faith in Imer,
a massive leaded-glass, bevel-cut window

shaped in_the image of the Holy Menofix filters

Hoor, and the shnduw s size contrasts wuth rlu: snu]l ¢ e
form thateasts it,

She . turns  toward the light in, the great
orpamental window, just a wisp of a girl, her body

.- pirouetting slowly, toes never touching the ground.

“Every day i a new opportunity to serve the will of
Menath, Hierarch.”

“May he 'be pleased with our work,” responds

Garnick Vovle, looking up from the ‘stillness of the

sanctuary. He sits at a lectern, aquill in hand. He has

been endorsing varous holy writs to be carried pur
this diy to burther the splendor that 1s Menoth; but
becomes taken with the vigion of the girl hovering
hve Full spans in the awr. With the dust-speckled
rays of light behind hery she is Little more than a
silhouette, but with a glorious aureale of light about
her form which calls to mind Visgoth Var Bodalin's
cherished tapestry, Niemiec's "Corona.”

Voyle sees that she has turned ro face him in
spite of her blindfold. A radiant smile dances upon
her lips. “Indeed, to die in his name,” she says, "is
a great honor, but to claim victory in his name is to

troly. be exalted.”

She speaks with a wisdom beyond her years,
something that both pleases and unsettles the
Hierarch: "The Menite Faithful have done well,”
she continues: “The erusade to restore the glory of

Menoth is well underway..."

The girl pauses for a moment, raising her
blindfolded face once more 1o the light, her bady
arching weightlessly, outlined in a ' nimbus of lighr.
The Hierarch is acquainted with this sudden ngidity
ol ‘her form. the gentle lite of her body, and knows
she.is in thrall to.a divine interacton. It 15 a direct
connection with the Shaper of Man; or so she claims;

and Garrick Voyle has no cavse ta doubt.

“He is pleased.” he hears her whisper. "Very...

very pleased.”

he tattered black sails trap the wind
like the outspread wings of a raven,
propelling the charred hlackship the
IFidksues down the Dyving Strands ar speed. Its hold is
laden with the spoils of war, although it is a bounty
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At the black galleon's helm, the ‘Pirate Queen

of the Broken Coast stares across the water;: lost in

contemplation. Lord ‘Toruk’s plan. was ‘unfolding,
and the results of hundreds of yeiars of strategic
plotting were nearly within his mighty grasping
talons, The chaos of war wracked the human
kingdoms, and every battle fought between them
was a victory for Cryx,

And yer, the satyxis witch was unsettled. A weh

of schemes had revealed itself to her, the design not

vet understood, but the goal becoming ever more
clear. Asphyxious the Tron Lich had discovered a
spurce of great power—possibly infimte power—
and he did not intend to share this revelation®with

the Dragonbather.

Such Buheis in that ateaming, glowertng okull!
Perhaps the great wyrm would reward her when e
shared the lich's revelation.

Skarre smiles a wicked smile; and then giggles
and sighs in one; but the gigele dominates the sigh,
for the Pirate Queen had decided what new course
she would take. "Helm!” she bawled.

*Aye!” came the reply from the ship’s horned

Slecrswoman.

“Plor a new course! Make for the Dragon's

Roost!”

rusk sits at a large desk in his chambers
overlooking the Gare of Warvotsk and the
imposing towers of the Queen’s Palace
beyond. He is once again behined the walls af the
greatest capital in the world, mighty Korsk. He
has dismissed his retinue and, for what seems like
the first time in a vear, he is alone, dry. clean, and
unencumbered by steam-chugging warcaster armor!

{The long-Faced kommandant pours some of
Khador's best wyatka in a glass, then pores over
reams of reports, mostly scouting observations and
loss assessments—men and equipment expended
these past twelve months in Queen Ayn's bid for
a renewed empire. Thousands of lives sacrificed, a
fortune in warmachines, equipment, supplies, and
ammunition exhausted, -But the Motherland has

s 7
in 'Sﬁllt_'ﬁ*__ ctoriy
forces offering unexpected opposition and Er‘mn :

horrors uprearing their ghastly, decaying :rm'h:rﬁﬁr,

it had been a good year. :
Ty

‘Forthe moment, [Khador rests. This year, wintec

will be their shield rather than their spear, protecting

Cthem from retaliation by their lessers. Ranks shall”

be  rebuile, \machines repaired and, come spring,
the Motherland will be prepared o continde their
pursmt of a manifest destiny to rule all of western

Fnimaoren.

trusk reclines in his chair and glances through
the semi-translucent glass of his suite window. He
can see the shadows of snowfakes drifting on the
wind. “It was & good years” the kommandant says,
reflecting on his trials and succedses:

He then seis aside the parghments in favor
of ripping the vyatka to his lips: He reposes a
few moments more, staring out the window and
thinking private things while he drains the glass
of its intoxicating contents, and then stands and
withdraws to his bedehamber. Servants  have
already thawed the room with a low fire burning in
the hearth, and turned down the layers of his large

bed, The warmth beckons.

Time for' the biear to rettre to bia cave, thinks the
renowned Kommandant lrusk, and he prepares 1o

sleep for several long, well-earned hours.

uske fulls over the twisted canopy of

the Thornwood. Beneath its autumnal

leaves, a° trio of shadowy hgures
stunds at the edge of an open feld littered with
the broken: remains of fout nations. Mountains of
wrecked machinery litter the stained ground still
reeking of death: The smoke and fire has gone,
but the wounded earth scorched 1‘1;!,- Weapons bath
man-made and arcane clearly narrates the tale. For
those with adept vision—such as the o of grim-
faced ohservers —disoriented souls can sill be seen
fluttering in the twisted boughs of the haunted wood,
struggling against the binding gravity of the rernble
Oigoth creation reincarnated by the meddlesome

o .
C CyXIAn Wik rCaslers.
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F 1. Wh-an I:leasu emerge me r.I:mr winter
ﬂ{u]; In,lmnt again, 5o, tao, shall we. 5

rom his vantage atop the northertimost
chak of  Caerlyss Craig, a scowling

warcaster peers across the Greybranch:
Gap, barely discerping the dim lights of that hovel
of a barder town called Térnon Crag. Winded fram
a lengthy hike, the grizzled warrior reaches across his
‘body with his left hand, to massage a cramp from his
lame leg held fast in a brace of steel.

Looking across the expanse to the east, he is
pleased by the clanioy ol the air, Winter's thunderheads
were beginning to make their trek in from Meredius
to the west, but the Marches remained untouched by

the changing of the seasons.

Perfect, the waitor thinks, as he loads a flare round
into a short musket. He aims and pulls the trigger.
The gun's report reverberates down through the gap
and a sparkling missile flies skyward, exploding in a
shower of fire high overhead.

They will uee the aignal. . and then be will dome.
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All Quiet (pg. 183): If Cygnar wins,
Cryxian lorces scale back their attacks. and
watch the coast, allowing Cygnar time to. build
up its defenses. Once during any single Wrath
of Summer's Heat scenario, the Cygnar player
pays 10 points less warjacks.

Arcane Coils (pg. 154): Nemo also discovers
arcane coils that may be used to supercharge his
electrical powers for a short time. Onee during
any single scenario in which Nemo is used, the
Cygnar player may activate the coils. The player
must declare use of the coils belfore the start of
the game. For the duration of the game, Nemo
gains +1 POW on all Lightning Rod, Electrical
Burst, Ball Lightning, Chain Lightning, and

Elecritical Storm damage rolls.

Arms Cache (pg.163): If the Protectorate
player wins, the Menoth's Fury is moved to
a new hiding spot and saved for a later bartle.
Once during any single Storms ol Spring
scenario, the Protectorate player may purchase
a single Deliverer, Flameguard Cleanser, or
Temple Flameguard unit for hall normal point
cost rounded up.

Battle Plans (pg. 164): If the Khador player
wins the game, the plans prove valuable to the
continuing war effort. Once during any single
Storms of Spring scenario, he may place all the
terrain detailed in the text of the seenario. The
terrain must be placed legally.

Battle Ready (pg. 168): The winner of the
game escapes in fit fighting condition and may
deplay his forces 4" further forward during the
Storms of Spring Act I11 scenario, Death in the

Deepwood.

Border Control (pg. 177): After seizing
control of Deepwood Tower, the winning player

gains a foothold in the Thornwood and is ablef
to move men and supplies across the Cygnar-
Khador border with ease for the time being. The
winner may add up to 25 points to the size of
his army-in the Wrath of Summer’s Heat Act |
scenarto, the Wrath of Menoth.

The Brand (pg. 198): If the Cryx player
wins the game by infecting enemy models with
the Balebrand, the arcane contagion spreads far
and wide before the end of fall. During the Fall's
Blighted Harvest Act 111 scenario, the Harvest,
each Cryx warcaster in play may take control
of enemy models with the Balebrand instead
of a single warcaster chosen by the Cryx player
before the start of the game.

Captured Ships (pg. 144): I the Khador
player wins the game, the merchant ships
are captured and the Cygnaran supplies are
commandeered by Khadoran ftorces. Onee
during any single ley Grip of Winter scenario,
the Khador player pays 10 points less for
warjacks and Man-O-War units:

Commendation (pg. 149): If Khador wins
the scenario, his forces rective additional troops
as a commendation for success on the mission.
During the ley Grip of Winter Act 111 scenario,
The Ruins of Riversmet, the Khador player may
purchase a single Tron Fang Pikeman, Kossite
Woodsman, or Winter Guard unit for half the
normal point cost rounded up.

Death Omens (pg. 189): II' Skarre wins,
her prophetic talents grow more powerful. Far
the rest of the Campaign, Skarre may make
a special action to remove a friendly warrior
model within 1* from play, divining her future
in his inpards. After using Death Omens,
Skarre sutfers no damage or effects from the
next attack that hits her that round, after which
Death Omens expires.
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21"0:‘ the rest of the Campaign, any time Kreoss
15 used.in a scenario the Protectorate player
. gains an additional Hﬂ"l. Zealot umt made Jp
of i Priest and 5 Troopers representing Kreoss'
sfaithful disciples.

Divine Example (pg.176): [Fthe Protectorate
player wins, Feora becomes an example of

excellence for all Menites to follow as stories of”

her deeds circulate throughout the Protectorate’s
armies. For the rest of the Campaign, all troop
models within Feora’s command range gain +1
to artack rolls. Additionally, in games Feora is
used, all [riendly ‘models gain +2 movement on
their first activation of the game,

The Elixir (pg: 159): Win or lose the player
whose model carries the elixir at the end of the
game keeps it. If no model was carrying the
elixir at the end of the game, nobody gets it
The elixir can be used once during any single
Campaign scenario. The player must declare
its use before the start of the game and assign
it to a Faction warcaster. Whether ‘or not the
clixir is used during the scenario, it cannot be
used again. It may be used once during the
game during the warcaster’s activation. When
used, the warcaster's power field is completely
regenerated and all damage points sustained by
the warcaster are removed.

Fit Condition (pgz. 159):

control of the coal vault, the winner's forces

Alter 51:'&21'!12;

remain in fhghring condition throughout the
winter. The winner may add up to 25 points to
the size of his army in the Storms of Spring Act |
scenario, the Battle for Aliston Yard.

Food Stores (pg. 199): It Cygnar wins,
ample food stores will remain for the harsh
Wounded troops are fed well and
recover more L!uit:m_\'. Once during any 5ing1t
Fall's Blighted Harvest scenario, the Cygnar
player pays 10 points less for units.

winter,

Forensic Necromancy (pg. 201)% If Ceyx
wins, the priests are reanmimated and tortured

Onee during any single Fall's Blighted Harvest

seenario, the Cryx player pays 10 points less for
helljacks and 5 points less for bonejacks.

Freed Prisoners (pg. 165): It the Cygnar
player wins the game, the Cryxian death camp is
demaolished. Additional prisoners are located in
the surrounding areq and soon many are able o
return to active service. Once during any single
Storms of Spring scenario, the Cygnar player
may. purchase a single Long Gunner, Swordl
Knight, or Trencher unit for hall normal pomnt
cost rounded up.

Fresh Meat (pg. 164): Win or lose, the
dead carried off by the Cryxian farces provide
fresh meat for the Dragon’s charnel army. Onee
during any single Storms of Spring scenario, the
Cryx player may add 10 additional points to the
size of his army for every corpse token carried
uto the Cryx deployment zone. Additional
points must be spent on the same scenario and
cannot be split berween scenarios,

Fresh Supplies (pg. 148): Win or lose the
Cygnar player gains additional army peints for
each warjack that leaves the table through the
Escape Edge. Once during any single ley Grip
of Winter scenario, the' Cygnar player gains 10
additional army points for each heavy warjack
and 5 additional army points for each light
warjack that exits the table. Additional points
must be spent on the same scenario and cannot
be split berween scenarios.

Fuel Depot (pg. 165): IF the Cygnar player
wins, the Menites are driven aff and the site is
converted into a supply and fueling depot. Once
during any single Storms of Spring scenario,
the Cyenar player pays. 10 points less for his
warjacks.

Gaining Ground (pg. 204,205): The winner
of the game pushes back his enemy's forces and
may deploy his forces 4" Further forward during
the Fall's BHEhtcf! Harvest Act I scenario, The
Harvest.

Y ey T —



dunng all Aet 11 scenarios of the season.
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Guerilla Escort (pg. 203): If Cygnar wins,
the Llaclese guerillas keep. Cygnaran supply
lines clear of harassment. Once during any single
Fall's Blighted Harvest scenano, the Cygnar
player may purchase a single light warjack for
half normal point cost rounded wp;

Hardened Supply Lines (pg. 181): If Khador
wing, the Menites are driven back allowing
Khador to harden its supply lines against future
attacks. Khador can then rush more parts and
fuel'to the [ront free of harassment. Once during
any single Wrath of Summer's Heat scenario,
the Khador plaver pays 10 points less for his
warjacks.

Held Territory (pg. 167): The winner of
ll'!L" gﬂ.l'ﬂl‘.‘ El:i.xcﬁ l;nrl'[l‘u] ﬂil l]'“: tL‘TriLurl_',' ﬂrl.l:l ma}'
deploy his forces 4" Further forward once during
the Storms of Spring Act 11l scenario, Death n
the Deepwood.

Infamy (pg. 174): If Khador wins the game,
the Butcher gathers the heads of the slaughtered
pilerims and sends them down the river an a
barge bound for the Protectorate as a warning to
those who would betray the Motherland. In the
coming days, the Butcher's reputation reaches
new heights of infamy. In any game the Butcher

is used, all enemy models suffer il CMID.

Inspiration (pg. 192): If Khador wins,
Sorscha compleres her tutelage under Vladimir
and becomes one of Khador's greatest leaders.
An inspiration to the soldiers under her
command, Sorscha grants: +2 MAT and an
additional melee attack to any friendly Khador
Imopcr or 'SI:JIG th.ﬂ.t E‘n(is it'; I:l'iarg:: movement
within Sorscha's command range in-a turn

Soracha charged.

Liberated Supplies (pz. 148): Win or lose
the Protectorate plaver gains 10 additional army
points for cach Cygnaran heavy warjack and 5
additional army points for each Cygnaran light

Additional paints must hn spent on the 3
T
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Mined Necrotite (pg. 146): If the Cryx
player wins, the mined necrotite reduces the
cost of each of his bonejacks and helljacks by 10
points ofice during any single ley Grip of Winter
SCENATIO;

Motivator (pg. 156): If Khador wins the
game, Irusk becomes a living example of valor
to. his men. For the rest of the/ Campaign, all
friendly mroopers within Irusk’s command area

gain +| movement.

Necrofactorium (pg. 185) If Cryx wins the
game, a large number of horrific bonejacks and
helljacks are assembled on the mainland before
Khador manages to shut down the operation.
Once during any single Wrath of Summer’s
Heat scenario, the Cryvx player pays 10 points
less For helljacks and 5 points less for bonejacks.

Observation Post (pg. 177): Deepwood
Tower stands at a strategic point along the
Cygnar-Khador border and is a wvaluable
observation post. The winning player may
use the Observation Post reward once before
the start of any single Campaign scenario.
The winning player then gets to look ar his
opponents’ final army composition and make
changes to his own army composition before the
start of the game. An opponent may not alter his
army composition once he deelares it as his final
composition.

Pilgrim Recruits (pg. 181): If the
Protectorate wins, the Menites gain ground and
pilgrim immigrants swell the Protectorate ranks.
Once during any single Wrath of Summer's
Heat scenario, the Protectorate player may
purchase a single Deliverer, Holy Zealot, or
Temple Flameguard unit for half normal point
cost rounded up.
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e e nﬂamt-.lv.ad 'up to ﬂ'u:: assassmatmn of the
“Whttter. Guard kapitan. He clears-his head by
= IQ!;r&'m::lu:u:lg for hours with his hpel[sturm pistals,
_temporarily tirning from drink. Slowly, he not
. anly begins to formulate his plans.. but he also
A refines hisicontiol ‘over. the pistols. For the rest
iof the Campaign, if Caine yoluntarily forfeits his
meovement by not changing position or faeing,
he gains a +2 bonus to magical attack rolls an
spells cast dircetly from him that are projecied
through his pistols. Additionally, Gaine gains 41
to all magical attack damage rolls on spells cast
directly from him. Channeled spells do not gain

l:'lth:'r I.'u:m:FJt.

Preparation (pg. 187): The winning player
has time to prepare his foree’s movements along
the river. Once during the Wrath of Summer's
Heat Act 111 scenario, Smoke on the Water, the
winning player may either choose to add 2° to
his barge movement or not move the barge at
all. He may decide after rolling the die for barge
movement.

Press Gang (pg. 183): If
their forces overrun the town and drag many
inhabitants back to the blackship. The lucky
ones drown on the way, but all are turned
over to the necrosurgeons. Once during any
single Wrath of Summer's Heat scenario, the
Cryx player may purchase a single Bile Thrall,
Mechanithrall, or Revenant Crew unit for half
narmal point cost rounded up.

Cryx wins,

Prophetic Visions (pg. 152): [IF Cry=x
wins the game, Goreshade makes off with the
severed head of Scrutator Marius Grummel.
After animating and thoroughly questioning the
head through the application of necromancy;
Goreshade may consult the head before the start
of any battle. In games in which Goreshade is
used, the Cryx player sets up his models after
all his opponents’ models have been placed,
including models with the Advance Deployment
ability, The order of play remains unchanged.

Recon (pg. 150): The winning plaver's
forces are able to complete reconnaissance of
the area: During the ley Grip of Winter Act 111

mnanu,
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Recruitment  Drive (pg. 1856): If Khador
wins, propagandists have a feld day with the
events of the Spawning Ground scenario. Great
niimbers of patriots, outraged that Cryx would
dare  assault  the Motherland, immediately
re-enlist. Once during any single Wrath of
Summer’s Heat scenarin, the Khador player
may purchase a single lron Fang Pikeman,
Kossite Waodsman, or Winter Guard unit for
half normal point cost rounded up.

Refinery (pg. 200): 1f the
player wins, the Kregor Rock facility continues
to refine Menoth's Fury at full output. Onee
during any single Fall's Blighted Harvest
scenario, the Protectorate player may purchase
a single Deliverer, Flameguard Cleanser, or
Temple Flameguard unit for half normal peint
cost rounded up.

Protectorate

Replacements (pg. 202): If Khador wins, the
Khadoran High Kemmand repays its victorious
officers with fresh troops. Once during any
single Fall's Blighted Harvest scenario, the
Khador player pays 10 points less for units.

Reserves (pg. 195): The winming Faction takes
control of a vital river crossing. Once during the
Campaign in a single scenario, the winning player
may put one (1) unit into play during any ot his
maintenance phases after the first round. The unit
mity be worth up to 100 points and is in addition
to the player's point total for the scenario, but
it may, not exceed normal held allowance. The
unit is placed on the table within the player's
deployment zone. The Reserves reward may only
be uzed in scenarios in which the winning player
has a deployment zone bordering a table edge.
The player does not have to declare the use of
Reserves betore the game,

Sacrifice (pg. 210): If Khador wins, Vladimir
sacrifices himself to interfere with- Cryx's plans,
As a resualt, C-]j".'{ warcasters cannot use the
Balebrand to take control of Khadoran models
in the Fall's Blichted Harvest Act 111 scenario,
The Harvest.



Eﬁ:ir'enunues in the duqt storm, the victorigus
faction is able to nav igate the castern side of
the Black River free of enemy lorces. During
the Wrath of Summer's Heat Act 111 scenano,
Smoke on the Water, the winning player may
choose to go first or last.

Secrets of the Cortex (pg. 193): If the
Protectorate the converted Greylord
divulges his secrets to Severius and' grants him
new insights into cortex defense protocols. For
the rest of the Campaign, during his activation
Severius may spend a point of focus to shut

Wins,

down the cortex of up to one warjack within his
control area. The warjack may not be allocated
loeus tor one round.

Secure Supply Lines (pg. 200): If the
Khador player wins, Khadoran supply lines will
be open for the rest of the scason. Once during
any single Fall's Blighted Harvest scenario, the
Khador player pays 10 points less for warjacks.

Security: (pg. 184): If Cygnar wing,
Lawhringer is silenced long enough for them to
make a punitive strike against Sul. The attack
temporarily cripples the Protectorate war effort
and gives Cygnar time to recoverand extend its
defenses. With no attack imminent, Cygnar re-
distributes its forces and frees up much needed
resources. Once during any single Wrath of
Summer’s Heat seenario, the «Cygnar player
pays 10 points less for units:

Soul Fuel (pg. 165): I the Cryx player wins
the game, the distilled souls may be used to
fuel Cryxian warjacks once during any Storms
of Spring scenario. During each of the Cryx
player's cantrol phases, any bonejack or helljack
allocated one or more focus points by a Cryxian
warcaster receives one additional focus point
from the distilled soul fuel. Soul fuel cannot
be used to give a warjack more than three total
focus points.

Soul's Deliverance (pg. 212): I the

Protectorate wins, the High Reclaimer gains
greater insight into the boundaries between

'H"q.l '..ﬂ"
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-.nn3, spare parts car ried by Landon Trellayne?
are used to repair a dnma.gcd warjack: Dunng
the Iy 'Grip of Winter Act 111 scenano, The
Ruins of Riversmet, the Protectorate player

may purchase a single light warjack for half the

normal point cost rounded up.

Starvation (pg. 199} If Cryx wins.Cygnar
begins to sufter a dire shortage of food. Matrers
only get worse as the days grow shorter. Cryxian
forces elaim the starving dead across Cygnar and
add them to their numbers: Once during any
single Fall's Blighted Harvest scenario, the Cryx
player may purchase a single Bane Thrall, Bile
Thrall, or Mechanithrall unit for half normal
point cost rounded up.

Steeled Vengeance (pg. 209): If Cygnar
wins, Stryker channels his rage and desperation
into_his attacks. For the rest of the Campaign,
Strvker may boost both his attack and damage
rolls by spending one febus point.

Supply Ships (pg. 144): If the Cygnar
plaver wins the game, the merchant ships escape
down the river and supply Cygnaran forces.
Once during any single Tey Grip of Winter,
scenario, the Cygnar player pays 10 points less
for warjacks.

Territorial Dominance (pg. 146): If the
Khador player wins, Khadar remains in control
of the territory after forcing back Cryxian forces.
The Khador player may exert his dominance
once during any single ley Grip of Winter
scenario, allowing him to place one additional
terrain feature and keeping his opponent from
using the Advance Deployment ability during
the scenario. Placed terrain must follow the
guidelines of the scenario.

Traitors (pg. 171): If the Cryx player wins
the game, Deneghra lays the groundwork for

5*‘“" Parts (pg. 149% 1f the Protectorate  §i




et

thic enemy armies: In any
e ‘Deneghra is used, the Cryx player may

' add any. one.solo from any wther faction 1o his

~army free of cost. The miﬂ is controlled by the
¢ Cryx player but is not 4 Cryx madel and hane

= of the intormation on his stat card is alwered. A

wourneyman Warcaster or jack marshal may not
begin the game controlling warjacks. Models
with the Field Officer special ability o not allow
Cryx to play with additional non-Cryx models.
For example, it Deneghrais used in a game, the
Cryx player could add a Man-O-War Kovnik
to his army. However, the Kovnik ¢annot begin
the game controlling warjacks, nor can the Crys
player use the Kovnik's Field Officer ability to
takee a unit of Man-O-War,

Vassals of Menoth {pg. 201): If the
Protectorate wins, Hierarch Voyle dounbles
the number of vassals: servicing the warjacks
of his victorious warcasters. Gnce during any
single Fall's Blighted Harvest scenario, the
Protectorate  player pays 10 points less, for
warjacks.

Veteran Command (pg. 190): If Cygnar
wins,. Haley. removes the threar of foture
betrayals by exclusively taking command of
veteran units she can trust. For the rest of the
Campaign, when Haley is used all Long Gunner
and Tiencher trooper models use their unit
sergcant's stat line.

War Effort (pg- 184): IF the Protectorate
wins, the damage done to Caspia's walls forces
Cyvgnar into a defensive posture. For weeks
while the walls are rebuilt, the Protectorate 1s
able to focus on its own war-effort and build
great numbers of warjacks, Once during any
single Wrath of Summer's Heat scenario, the
Protectorate player pays 10 points less for
warjacks.

Warcaster Deployment (pg. 142, 161, 179,
198): The outcome of the scenario determines
the ‘order the players reveal their warcaster
deployments for Act 11 of the season. Beginning
with the first player knocked out ol the game
and ending with the winner of the scenario,

1.:3::!1 p'f.nj'cr dc[ﬂ;ﬁm . -I I"'.l- : er ta each |
scenario, In'a mmqupcr gamie; th Am =3
‘must inform the winner of both warcasters he

intends to leld during the Act 1T game.

The Warding (pg. 207):
Asphyxious learns to manipulate the necrotic
energics around the Umbral Cairn to create
an impenerrable barrier around the dais. This

Cryx wins,

arcane knowledge may be used during the Fall's
Blighted Harvest Act 111 scenario;, The Harvest.
During his activation, if Asphyxious Holds the
dais he may spend three soul tokens to use The
“"ﬂrding, :iﬁph‘\rxinuﬁ may Haold the dais if he is
the only model completely within the area of the
dais during his maintenance phase. Asphy=xious
cannot Hold the dais while heis engaged in melee
combat. After warding the dais, Asphyxious may
not move off and no model may moyve onto the
dais for any reason for one round. A
the warded dais cannot be damaged in any way
by models that are not also standing on the dais.

I'I'l[J[]l.‘l on

While the dais is warded, Asphyxious may not
make melee attacks ;l{::-ﬁn.lil models not on the
dais, but he may still cast spells normally,

Warjack Parts (pg. 166): The winning player
ends the scenario in possession of the barge
loaded with warjack partsi Once during any
single Storms:of Spring scenario, the winning
player pays 10 points less for his warjacks.

Waterway (pg. 195): After the nver
battle, the winner takes control of a valuable
river waterway and is easily able to fortily his
positions. The winner may add up to 25 points
to the size of his army in the Fall's Blighted
Harvest Act I scenario, the Balebrand.

Weather Manipulation (pg. 155-154): I

Cygnar wins, Nemo enters the temple. Once
inside he discovers an ancient mechanikal deviee
that allows him to manipulate local weather
patterns. For the rest of the Campaign, the
Cygnar plaver may modify Weather Condition
rolls by up to +2 or -2 in games in which Nemo
15 used. For l.‘Hi!.l'ﬂ[J]l:r, if Nemo is used during the
Spring Act 1l scenario Collateral Damage, he
can influence the Weather Condition roll for the
scenario: IF the roll is a 3; Heavy Rains, Nemo
can add or subtract up to 2 from the die rall.

e e AT AT T ea——reae—
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The Well of Truth (pg. 145): The winning
player may use the Well of Truth once during
any single Iey Grip of Winter scenano The
player must declare the use of the well before
the start of the game and assign it to a faction
warcastersthe artifact is much too valuable to
entrust to a mercenary. The Well of Truth may
be used once during the game. [t may only be
taken into battle once during the Campaign
and, whether or not it is utilized, it cannot be

The warcaster cannot run during

used again.

ﬂ'ti.‘. g {E T ﬁ I

s T o . oy g

the warcastér must furféu-‘ 5 aﬂh‘an o
water into the basin. He then remains absol

the player's army that are not currently engaged
become Invisible for one round. While Tnvisible,
models gannot be targeted by ranged or magical

attacks, cannot be charged, and gain +4 DEE;

against melee attacks. If the model moves ar
takes any action during its turn, including using
feats, casting spells, or channeling spells, it loses
the benefits of Invisible. Invisible models:do not
block line of sight or provide sereening.

= g

still to keep from spilling a single drop. Dlicﬁ"l‘he )
Well of Truth is acrivated, all friendly models e
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3 ARMACHINE: Prime Rules Errata

The lollowing entries present” additions,
changes, and clarifications for the rules printed
in WARMACHINE: Prime. - If an entry does
not specifically siate that it is a replacement
or a clarification, treat'it as a change to'the
original text.

p-31: Victory Points

Replace the Ffirst paragraph with the

fallowing:

Every model and unit is worth a set number of
victory points. Award the victory points from a
model or unit to the player or team that destroys
it, disables it, causes it to become inert, or causes it
ta be removed from play. 1Fa player accidentally
or intentionally eliminates a Friendly model, be it
his own or a teammate's, award s full vicrory
points to every opposing player or team.

Victory points lor models destroyed or
removed from play are awarded when the
models leave the table: All other victory points
for eliminating models are awarded at the end
ﬂll Tl'li_" gﬂn'ﬂ:‘. ﬂl'l.l.._ﬂ."' il E'Il-'l}’l:l' 11.3.:- EJEL'". H'l.'l.'.'ll‘v:lL\{I
viumr‘v points For ;:|imin;1l:il‘:g a model or unmt,
those pomts are never lost; even if the model
Suhsﬂt'lllﬂn‘ll}' returns to 'l]ﬂ_‘p'. [I.rl"tilr'nﬂil ||1'0[1‘.'JH
are later eliminated, award victory poinis for
them again.

p.52: Activation Phase

Farfeiting  Activation: A model may not
forfeit its activation unless required to do so by
a special rule.

p.aa: Line of Sight

Replace the entive section with  the

lollowiing: .
Many game situations such as charges, ranged
attacks, and some magical attacks require a model

to have line of sight (LOS) to its intended target.
A model has hine of sight to a target it you can
draw a strayght, unobstructed line from the center
of its base-at head height through its frontare 1o
any part of the target model. including s base.
‘i"l'rul'l-iﬂr lnﬂl{_lﬂl_s Pl'{'hﬂ'nl i 8 bligh‘ {:X{'L‘Iiti[ll\ {41 l.!'lih
mule. Unlike warack models, items held in the
hands of warrior models - such as their weapons
ar Mnner I'll'llL"ﬁ = ‘]fl nol count - as F?EH'I Ur II'“.'
model for determining line of sight. For exiample,
a Khadoran Widowmaker does not have line of
sight toa Menite Temple Flameguard ifall he ean
see is the tp of the Flameguard's spear poking

OVIET 2l \'.'il] [

Simply put, having line of sight means that the
Bs £

model can see its target. 1fa model's line of sight
is questionable, it may be easicst for a player to
position himsell to see the table from his model's
perspective, A laser pointer may also come in
handy when determining line of sight.

oy &

Intervening Models

A model blocks line of sight to models that
]'lﬂ."r"l.' El:ll[-'lt- ar Ei.lni"l.!h:l"-‘hi'f;f_'d l'iiﬁﬂ's. ![ iI.J’!_'!." |i|111.:
between the center of the attacking model's base
at head height and the target crosses another
model's base, that model 15 an intervening
model.. You cannot draw a line of sight across
an intervening model's base to models that have
equal- or smaller-sized bases. However, you may
still have a line of sight to the target if its base 1s
not completely obscured by the intervening
model's base.

An intervening model does not block line of
sight to models that have larger bases - ignore it
when drawing line of sight.

Screening

A screening model i= an intervening model
that his an equal- or larger-sized base than the
target model and is within 1" of it. The target
model 15 screened l;t‘v a screening model and gains




S e

npc utm::l:s Thn

o3 M0 - gain bonugif the'i intervening
o e }ms a smaller haﬁt. il the attacker’s line

of sight to the :'n:n:cmng model is mmpiuwh
obstructed by terrain, or if the target's base is
more than 1" away from the screening model's
base regardless of base size. The screening bonus
is only applied once regardless of the number of
sereening models.

Elevation and LOS

When drawing line of sight from a model
on a higher elevation than its target, ignore all
intervening models on lower elevations than
the armtacking model except those that would
normally sereen the target.
can draw line of sight through screening models

.'\:ltliliunulirv_.r, you

that have equal- or smaller-sized bases than the
attacking maodel, but the targer still gains +2
DEF for being screened.

When drawing line of sight to an elevated
target, ignore all intervening models on lower
elevation than the target. Models on lower
elevations do not provide sereening to models on

higher elevations.

p.34: Movement (Clarification)

The term aormal movement refers to the
movement a model makes during the movement
portion of its activation, not to any movement
due to other effects such as spells or being
slammed. Some rules such as charging and
slamming require a model to be able to move its
full normal movement. Although a model's SPD
stat may be modified during play, the model’s
unmodified SPD stat determines® its moemal
nunenieni. Whether doe to a game effect (such
as disabled movement), a spell, [eat, or weapon
cffect
efleet, ar another modifier, a model that suffers

{such as Crippling Grasp), a terrain
any penalty to its SPD or movement (regardless
of offsetting bonuses) is unable to move its full
n{“'[!'h'l.l mavement.

p.38: Charging

A model may attempt to charge another
model, friend or enemy, in linc of sight at the
}H:Einning of its normal movement. Declare the

charge and its target belore moving the model.

tr:}operﬁ' status mba.-u:ﬁ on theu‘ p‘mm mtlﬁ:;rﬁ ui’l‘ =N
arother m-:lrfelw. in formation with him. Ifa unit.
15 widely H:at_mrcg:l_, those troopers in ahu-mnsh' -~
formation with the leader are in formation and

athers are not, ‘even it other ﬁr‘uuPlnEE have  +'§

largen nimbers. If the leader is no longer in plav
then thela rEest coherent E'IT.H.IFIIFIE ol roopers |_5
in formation. 1f two or more coherent groupings
have the largest number of troopers, <the
contrelling player chooses which is in lormation;
A lonesurvivor of a unit 15 alwaysin formation.

Farmations are: not  mutually’  exclusive,
Models in-tight formation also meet the criteria
for being in open or skirmish formation.
Likewise, models in open formanon also meet
the criteria bor being in skirmish formanon,

A tight formation may consist of any number
of ranks, but each rank must be at ledst two
troopers wide,

p-A1: Head-butt

Awarfack may attempt to head-butt a model,
friend or enemy.

p.Al: Slam

A warjack may attempt to slam a madel,
friend or enemy, in'line of sight at the beginning
of its normal movement. Declare the slam and

its targer betore moving the model,

p-A6: Targeting a Model in Melee
the

Replace entire | section ~with the

following:

A model that makes a ranged or magic
attack against a target in melee, either engaged
or engaging, misks hitting model
participating in the combat, including friendly

another

models. The standard targeting rules, including
line of sight and screening, must be observed in
order to target a maodel that is in melee. Combined
ranged attacks cannot target a model in melee
- it is impossible to concentrate such fireponrer
against a single target in a swirhing bght.




A -4 pe.nu]f‘u to the artack roll. All of
: a]{gnts upcmai rules and elfects still apply.
,_‘&'-'ar instance, an attack targeting a model with
‘the Stealth ability from gréater than 5" away still
2 imtumatiua”y misses, while an attack targeting a
" maodel affected by the Death Sentencespell stlll
sautomatically hits, as normal.

IF the attack against the intended target
misses, it may hit another combatant. = The
attacker must immediately re-roll its attack
against anather model in that combat. Randomly
determine which other model in the combar
- not including the intended target - becomes
the new rarget. When determining the attack's
new target, only ‘the models that are in melee
{engaged or engamng) with the attack's intended
target and any other models in melee with those
models are considered to be in the same combat.
Every model meetng these criteria is eligible
to become the new target, regardless of line of
sight, with two exceptions: a model 15 ineligible
to become the new target if it has a special rule
that prevents it from being targeted or if the
attacker’s line of sight to it is completely blocked
by obstructing terrain. [f multiple models in the
combat are eligible targets, randomly determine
which model becomes the new target.

For example, using a d6, il there are three
other models in the combar, the frst model will
become the new target on a | or 2, the second
on a3 ar 4; and the third on a 5 or 6. However,
if the attacker cannot draw a line of sight to
one of those models due to an obstruction (e.g.,
it's-around a corner), ignore that model and
randomize the attack between the other rwo: it
targets the first on a 1 through 3 or the second
on a 4 through 6.
cannot be targeted for some reason (such as
being under the protection of a Safe Passape
battlr.' |1_1,,r'.|1'|.n,'|. r!u:n nn|l‘r one mode] is an E!ig‘ibl&
target and a random roll is unnecessary.

If one of those two models

When re-rolling the attack against a new
target, all modifiers affecting the attacker still
apply, such as a boost die, aiming bonus, spell
effects, and the <4 penalty for targeting a model
All modifiers affecting the newly-
targeted model also apply, but ignore those that

in meles,

unl_v aApp ied tu:tﬁc i

against the new target misses, :
without targeting any more models. .

For instance, Stvker is in melee with a
Revenger affected by the Protection of Menath
spell. A Charger forfeits its movement, aims,
and targets the Revenger with its dual cannon
and spends a focus point to boost its attack roll.
The Charger's attack roll gains a boost die and
the aiming bonus, and it suffers the penalty for
targeting a model in melee. . In addition, the
Revenger's DEF against this attack is enhanced
due to the spell in play on it. If the attack misses,
the Charger re-rolls the attack, this time targeting
SII}"{EF, and includes the Boost die, aiming bonus,
and the penalty for targeting a model in melee.
If Stryker is aftected by the Blur spell or if he is
behind cover in relation to the Charger, then he
gains those benelits against this antack. However,
if Strvker were affected by the Death Sentence
spell, the antack would automatically hit bim
without having to be re-rolled.

f\.ﬁ il ELT:]“('] L‘xdmplt. S‘Il’}'l‘tf_‘]" iE now i“
melee with Deneghra and a Deathripper. A
Trencher enters the hght from the side and
engages Deneghra but not the Deathripper.
The Charger makes a ranged attack against
the Deathripper and misses. Since Strvker is
in melee with the Deathripper and Deneghra is
in melee with Stryvker, they are both in the same
combat as the intended target.  The Trencher
is not included because ir is not in melee with
the intended target (the Deathripper) or with
another model in melee with the intended target
(Stryker - it is far enough from the intended
target-not to be attacked accidentally, A random
die roll determines that Deneghra is the new
target. Unfortunately, since Deneghra is more
than 5" away from the Charger, her Stealth
ability makes the attack automancally miss her
without rolling. Even though Stealth prevents
her from being hit, she can still be targeted.
Since the attack missed both its intended target
and the new target, it misses completely with no
chance of hitting Stryker or the Trencher.

An area-of-cffect attack that misses a targer
in melee deviates normally instead of following
these rules.

| )



L An hrm—of-:i[ﬁ:m attack's point nf impact
determines the direction of the attack for models
receiving blast damage. For instance, suppase an

AOE ranged attack targets a trooper benefiting’

from shield wall from the trooper's front arc,
but the attack misses and deviates behind the
r. Singe the point of impact is now behind
the model and thus the blast damage attacks its
rear are, it does not benefit from the shield wall,

[I'ﬁl‘.l].']-l':

pA7: Spray Attacks

Terrain that obstructs LOS blocks spray
attacks. A model under the spray template
cannot be hit by the attack if the attacker's LOS
to it is completely blocked by terrain. A maodel
under the spray template does not benehit from
being sereencd.

pA8: Special Combat Situations

(Clarification)

Effects with simultaneous timing: [F multiple
speciil  rules with  contradictory  effects are
triggered ar the same time, the attacker's special
rule takes precedence. As an example, suppose
Kreoss and Severius disagree on the best way to
praise Menoth's glory. IF Kreoss hits Severius
with Spellbreaker, it will dispel Severius' Vision
without the spell providing its protection.

Attacks that hit or miss automatically: Some
special rules cause attacks to hit automatically
or miss automatically. In cases of conflicting
special rules, one that causes an attack fo
hit automatically takes precedence over one
that causes an artack to miss' automatcally.
For instance, the Purge special attack hits
automatically, which overrides special rules that
normally cause an attack to miss automatically,
such as the Stealth ability.

pA49: Stationary Targets

Models ean never be in melee with statonary
models. Stationary models do not engage other
models nor does a model engage a stationany
model. A stationary model does not have a

melee range.

screening or: block lifie: of mgih'. nor ;lu%
provide cummlment orcover, All attacks againsie
d k.mrhe&-dmvn model are ta its front are,
knocked down m_r.:dn_‘.‘_] may not be thrown,

p-A49: Combined Melee Attacks and Ranged
Artacks (Clarification)

It the target of a combined melee attack
has a special rule’or effect in play that affects
its attackers (such as Retribution), ‘only the
primary attacker - the model making the attack
roll - sutbers those effects.

p-49: Combined Ranged Attacks (Ist print

Prime)
The first sentence should read:

Troopers with: this ability may combine their
ranged attacks against the same target,

pA9:  Combined  Ranged  Attacks

{Clarification)

In order to participate in a combined ranged
attack, a trooper must bé in open formation with
all other participants.

If the target of a combined ranged attack
can claim concealment or cover in relation to
any member of the attacking group, it gets the
appropriate bonus against the attack.

When a combinéd ranged attack targets
a model with the Stealth ability,
found to be mare than 5" away From the target
do not contribute to the attack and damage roll
bonus. All models participating in the combined
range attack still perform their action whether

any models

or not they contribute to it. If the primary
attacker is more than 5" away from the target,
the entire combined attack automatically misses;

regardless of bonuses.
p-5lk: Corpse and Soul Tokens

Only destroyed models generate corpse and
soul tokens. Models that are removed Fram play
do not generate corpse or soul tokens.

-

-




o pm'r or gﬁ'thhvt
Ecne}mes multiple ‘artack

g ..;nlf.a _a.m:]fnr damage rolls:’  For these attacks.
chmp]ettzlv resolve all uF ﬂ:e atﬂu:lc and damagc
. rolls just like an attack with only one attack and
damagc roll betore applying the targets' apn-:ml

"h_mghts Exemplar. Resolve all three damage
tolls before letting the remaining Knighis
Exemplar benefit from Bond of Brotherhood.

p-50: Recording Damage
Destrayed  viersus Removed Ffrom Play -

Whenamodel talies enough damage to eliminate
it from play, it is destroyed. A model without
diumage capacity is destroyed as soon as it takes
one damage point.  More resilient models are
destroyed after all their damage boxes are filled.
Destroyed models are cleared from the play area
and set aside. Tt is possible for destroyed models
to return to the table during play.

Occasionally models will be outright removed
from play. A model removed from play cannot
return to the table for any reason,

p-61: Disabling a Warjack (Clarification)

A disabled warjack wieck 15 still a warjack,
and is therefore a model. A disabled warjack
has no facing, loses all special abilities, cannot
be allocated focus, and does not gain an ARM
bonus for functioning shields or bucklers.

Wreck markers, both disabled and totaled,
are never intervening models and do not sereen,
however, they do provide cover. Melee attacks
Wreek

markers cannot be sinmmcd. lhl'l]“’h. or !'I‘I.D"-'”BCI-

may be made across wreck ‘makers.

pe03: Warcaster Special Rules (Clarification )

A warcaster can use his feat or cast spells any
time during his activation. However, he cannot
interrupt his movement or an attack to doso, A
warcaster can use his feat or cast spt“s before
or after moving, but not in the middle of his
movement. Likewise, he can use his feat or cast
spells belore and alter each attack, but he cannot

'mtnrru;:t an ‘umg

rulés, For example, ant ADE attack hits three .

his feat or cast ﬂpdlﬁ L
and ‘attack p-nrnnns of a chnrge.. pells a
feats can be used priorto ininating an atrack or
after completely resolving an attack, including
determining hits, damage, and special effects.

p.53: Control Area (Clarification)

A player may measure his own warcaster's
control area at any time. For control area effects
against opposing models, a player does not have
to measzure his warcaster's: control area until
alter the enemy model commits to its movement
ar action. For example, Haley's player does not
have to measure her control area for Temporal
Barrier prior to a model entering it as doing so
may influence that player's decision, Instead,
the opposing player will have to adjust his
model's position if it entered her control area
and was slowed by the spell.

p-55: Offensive Spells

A magic attack does not suffer the target in
mielee attack roll penalty when the attack's point
of origin (warcaster or channcler, as the case
may be) is in melee with the target. IF such an
attack (with a non-AQE spell) misses and there
are multiple models in the melee, the arack
may hir another random model in the melee,
excluding the original target and the originating
model - resolve this per the randomization
rules on p.46. An AOE spell that misses in this
situation will deviate normally.

An offensive spell may not target its own
point of orgin.

pd6: Channeling

A channeler may be used to channel spells
if it engages an enemy model but is not itself
engaged by another model.

If the channeler is entirely in the target's back
arcat the time an offensive spell is cast, treat the
channeled offensive spell as a back strike.




is (Clarification)
it that passes a command check

e

oy
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; "ﬂﬂuﬂa ]:Iy’ lts PI’DY"‘E‘IIIV fo-a h.rl"lr\"ll'lg Enl"}'

‘does not make Further command checks against
thar entity as long as it remains inside the range
that triggered the check. 1Fthese models became
separated and encounter each other again later,
another command check will be required.

Additional General Rules
Clarifications

Leaving the Playing Area: A model that
fAees off the table s removed from play. A model
that would leave the table for any other reasaon
(such as being thrown ar compulsory movement
like Scramble) will stop at the table cdge and
TemaIn in pla:,,r. The table 1:1]51: does not count
as an obstacle; models do not take damage from
stopping there.

Inert warjacks: An inert warjack has no
Facing, loses all special abilities, and does not
gain.an ARM bonus for functioning shields or

bucklers.

WARMACHINE: Prime Models

p-75: Lt. Allister Caine

Crack Shot - Replace text with: Caine's
targets do not benefit from being screened.

Thunder Strike - Targer model hit by
Thunder Strike is slammed d6"
from the spell's point of origin with the same
effects as a Slam power attack.

directly away

p-77: Captain Victoria Haley

Ser Defense - Haley gains +2 DEF against
Chﬂrgc and Slam attacks from her front arc.

Temporal Barrier - Temporal Barrier only
allects enemy models,

.80 Ard "

e S, s > L R

Arcane' Tnforns " (Clareatom e AR
participating models must be'in open aHon

wath the unit leader, who must a.|$ubeom t:hglh' ey
p.uuupam Troopers ‘not able to partlclpaf,‘:

in the attack may ignore the order and act ..
normally,

p-83: Cygnar Field Mechaniks

Profile Block {lst print Prime) - Monkey
Wrench P+5: 6

p-85: Trencher
Trencher Trooper stat bar - CMD) 7, not 6.

p-87: Lancer

Shaock Field (Clarification) - Last sentence:
When the Lancer attacks with the Shock Shield,
mark this damage before making the damage roll.

Set Defense - The Lancer gains +2 DEF against
Charge and Slam attacks from its front arc.

p-88: Sentinel

Strate (Clarification) - A model is ineligible
to become the new target if it has a special rule
that prevents it from being targeted or if the
attacker's line of sight to it is completely blocked
by terrain.

Completely resolve each Strafe attack
individually, applying the targets' special rules

immediately as each attack is resobved.

p-97: Grand Scrutator Severius

Divine Might (Ist print Prime) - second
paragraph, first sentence: "No spells may be
cast or channeled within Severius' control area

except by ather !'rit:m"‘v Protectorate models.”

Divine Might (Clarification) - Divine Might
prevents all non-friendly Protectorate models
with the PFocus Manipulation ability from
replenishing their focus points normally during




O PO, Konghts HepaRgeTn

~ Blessing of Menoth. (Clarificaion) - The
. ¢ affected model can only re-roll aroll that 1s a result
" of its 'own action. Examples include dttack and

slamage ralls, damage location rolls, and devianon.
It cannot re-roll a die roll for effects on itself; such
as Corrosion, nor for continuous effects that it
inflicted on other models, such as Fire.

character troopers.
‘independent and cannot run or charge without
being ordered to do so, nor rally on their own
unless they are dnit leaders or officers or are
forced to do so by some effect.

p-29: High Exemplar Kreoss

Lamentation - Replace text with: All enemy
models in AOE pay double the focus points to
cast or upkeep spells.

Retribution (Clarification) - Retribution is
not triggered by collateral damage, damage from
continuous effects, or damage taken without a

damage roll.

p-101: High Reclaimer.

Feat: Resurrection - Return 2d6 frendly
destrayed Menoth troopers to play, placing
them within the Reclaimer's control area. - The
controlling player chooses which models are
returned to play, and models may be returned
to their original units or formed into new units
of the same type. New units formed cannot be
larger than the maximum size allowed for that
unit. Resurrected models placed in their original
unit cause the unit to lose benefits or effects that
it received from the original destruction of the
resurrected models. Resurrected models cannot
activate the turn they return to play.

p.102: Choir of Menoth
Battle Stafféadd to the Warpriest's and

Acolytes' special rules: Reach - 2" melee range.

Convert - Convert can only be cast on non-
Converted models are

Bond of Brotherhood - R:ei::llaee text wit

e
Knight Exemplar gains +1 STR and +1 ARM L
for every mémber of its unit destrayed. These
bonuses are lost if the model is returned to play.

p-106: Temple Flameguard
Shield” Wall - Replace text with: When

this order is given, every Temple Flameguard
who moves into tight Formation gains +4 ARM
against attacks from his front are. Models that
do not end their movement in tight formation
do not benefit from the shield wall. This bonus
lasts bor one round even if adjacent models are
destroyed or removed from play.

Set Defense - A Temple Flameguard gains +2
DEF against Charge and Slam attacks from his
front are.

p-107: Holy Zealots

Critical Fire - On a Crirtical Hit, every model
in the area of effect suffers Fire,

p-112: Vanquisher

Circular Strike (Clarification) - Completely
resolve each attack individually and apply the
targets' special rules immediately as each attack
is resolved.

p-119: Iron Lich, Asphyxious

Shadow Wings (1st print Prime) - Asphyxious
moves upto 107, ignoring free strikes and terrain
penalties and effects, then ends his activation.

p-121: Skarre

Blood Magic - Replace text with: Give Skarre
1-5 damage points. All Friendly Crvxian models
currently in her control area, including herself,
gain +1 STR and +1 ARM for each damage point
she takes, which lasts for one round

Life Drinker - Replace text with: Skarre
regains one damage point each time she destroys
a living enemy model with Bloodwyrm.




:Skarrt's mnm:f area then takes a :Iamage roll
with POW equal 1o the ARM of the model s

sacrificed. This damage roll may be boosted.

Dark Guidance - Affects all friendly: Cryxan

maodels currently within Skarre's control area.

p-123: Deneghra

Death Rage - Replace text with: When target
be destroyed, it explodes with a 4" AQE. All
“madels within AOE suffer a POW. & damage

madel takes sufficient damage to be destroyved,
Death Rage expires. Target mode! remains in
play for one round and cannot be destroyed
during this time.
destroved.

After one round, the model s

If Ur:ru:g!u'a 15 greater than &"

Stealth -
away from an attacker, she does not count as an

intervening maodel.

Dark Seduction (1st Print Prime) - Can cnly
be cast on non-character troopérs.

Ghost Walk (15t Print Prime) - While Ghl_:::il
Walking, a model cannot charge or slam and
irnores free strikes.

p.124: Bane Thrall

Stealth - Il a Bane Thrall is greater than 5"
away from an atracker, it does not count as an
intervening model,

p-125: Bile Thrall

Purge - Replace text with: (% Atack) -
The Bile Thrall spravs out the entire contents
of its guts, deflating and automatically hitting
all models within 6" of the Bile Thrall's Fromt
arc. Terrain that obstructs LOS blocks the
Purge attack. A model within range of the
Purge attack cannotr be hit by the attack if the
attacker’s LOS to it is completely blocked hy
terrain. Al models hit take a POW 12 damage
roll and suffer Corrosion, then remove the Bile
Thrall from play. Purge is a ranged attack.

: rqltmd‘ me the V&E Claw ‘the N

'&s, ma];ﬂa a.n ap'ack against annther mn.dé‘l,
13 dcsh:vq}%d ‘oris r:mm'ed from play. . &

B 5 L

= ]ndéﬁendcm Model [1st Frmt anc] Ps.n
army must include a Necrotech at the 'b::glnnmg
of the game to field Scrap Thralls,

" Thrall Bomb_- Replace text with: When
thie Scrap Thrall takes, sutficient damage to

roll. When the Scrap Thrall explodes, remove
it from play.

Dieath Burst - Death Burst is a special action
that combines the Scrap Thrall's movement and
Deeclare that a Scrap Thrall is
going to Death Burst when it activates, Move
the Serap Theall up to twice its SPDY (as if it
were running), and then perform the death
burst. Center the AOE on the Scrap Thrall's
target if the attack-is successful and on the Scrap
Thrall if itis not. The Scrap Thrall is removed
from play after performing a Death Burst,

combat action.

p-128: Satyxis Raiders

Profile Black (1st Print Prime) - The correct
point cost for a Satyxis Raider Leader and 5
troops is 64 points.

p-129: Skarlock Thrall

Bound (Elartheation) - A Skarlock Threall may
anly be bound to a Cryxwareaster. Each warcaster
can anly have one bound Skarlock Thrall,

Undead(1st print Prime) - A Skarlock is not

a living model and never Hees.
p-130 Deathripper

Profile - Block (lst Prime) - A
mathﬁppcr has a medinm-sized base,

print
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Yy b_rm{ rturvﬂ‘ﬂf hull bbxes to’ the tl:rp of the

:"@ghmrclch‘s damage grid. Its~damag«.* grid
¥ ;huufd be the same as' the' Deathripper's and
De_ﬁler 5.

1

- p-133 Reaper

Profile Block (lst print Prime)
has'a large base.

- A Reaper

p.143;: Kommander Sorscha

Wind Rush - This spell may be cast once per
‘activation.

p-145: Vladimir, The Dark Prince
Forced March - Dnl_v affects rril:urﬂy

Khadaran warjacks currently within Vladimir's
control area at the time the feat is used.

Mimic - Replace text with: When making a
melee attack with Skirmisher, it may duplicate
one special rule from any melee weapon ol any
warcaster in Vladimir's control area. Declare the
special rule being mimicked before each attack.

Parry - Replace text with: Free strikes
against Vladimir antomatically miss.

Blood of Kings - This spr_‘” may be cast once
per activation,

Signs and Portents - Affects all friendly
Khadoran models currently within Vladimir's
control area.

Wind Wall - (1st prnt Prime) Any rangucl
attack against Vladimir or a model completely
within 3" af him ..',l.!.ltnmat':r.a"y MISS05.

p-147 Iron Fang Pikemen
Shield. Wall - Replace text with: When

this order 15 given, every Iron Fang Pikeman
thar moves into tight formation gains +4 ARM

rint P ) h'J.e'] - ﬁﬁd an

do not benefit from the shield walls Ti‘l s bonus

lasts for one round, even if adjacent models are’

destroved or removed [rom play,

p- 148 Manhunter

Stealth - I the Manhunter is greater than 5"
away from an attacker, it does not count as an
interveming model.

p- 149 Man-O-War Shocktroopers

Shicld Wall - Hcphﬂ‘.c text with: When this
order is given, every Man-O-War Shockirooper
that moves into tight formation gains +4 ARM
Models that
da not end their movement in tght formation
do not benefit from the shield wall. This bonus
lasts for ene round, even if adjacent models are

[tl:.‘i.l F{}_'!.-'L‘{[ or rr.'rnnvr::' !‘I‘!]ITI 1}|-il1"|".

against attacks from his front are.

p-153: Destrayer

Arcing Fire - When attacking with the
Bombard, the

intervening models except those that would

Destroyer may ignore  all

normally screen the target.

p:158 Eiryss

Mercenary (1st Print Prime) - Delete the
second sentence which reads: "No victory poinis
are gained for models Eiryss destroys." * This
restriction has been removed from the game.

Invisibility - While Invisible, Eiryss docs not
block line of sight or provide screening.

p-160: Boomhowler

Mercenary (lst Print Prime) - Delete the
second sentence which reads: "No victory ]}L‘}inls
are gained tor models destroyed by Boomhowler
& co.” This restriction has been removed from
the game.

Tough - Replace text with: Whenever a
Trollkin takes sulficient damage to be destroved,
the controlling player rolls a d6. On a 5 or 6,
the Trollkin s knocked down instead of being



¥
-

Stink Bombs - Throwing a Stink Bombiis a
special attack,

p-162 Herne Stoneground & Arquebus
Jonne

Mercenary (Ist Print Prime) - Delete the
-second sentence which reads: “No victory points
are gained for models destroyed by Herne &
Jonne." This restriction has been removed from
the game.

Slow (1st Print Prime) - Delete “Slow” from
the Barrage Arquebus! special rules block.

p-164: Reinholde

Mercenary (lst Print Prime) - Delete the
second sentence which reads: "Na victory points
are gained for models Reinhaldt destroys.” This
restriction has been removed from the game,

1 15 N0 ,Ht&r;;;lviﬂ. heis -

g
a '.‘

not work for Cryx o th

p:177: Glossary

Elevated Target (Ist Print Prime) - A model
on higher ground than its attacker gainsia +2
DEF bonus against ranged or magic attacks
from that epponent.

p-183: Glossary

Tight Formation - Delete the last sentence
which reads: "Troopers thar begin their
activation in- tight formation. cannot run or
charge.”

Assistant - Remq;'e Reinholdt From pla:-,ri_F-Elilf 1. :
warcaster is destroved or removed from play. S

i



Autonomous Warjack (pg. 17): An active
warjack without a controller. A aufonomouns
warjack acts normally but may not be marshaled
or allocated focus, though it may receive focus
from ather sources. A warjack must have a
controller at the start of the game and may not
begin autonomons,

Campaign Record Sheet (pg. 220): Form
for tracking -warcaster deployment, = scénario
outcomes, Victory Points, and Survival Bonuses
during each seazon of the Campaign,

Camping, Play Condition (pg. 153): Camping
is for cowards! A model or unit remaining in its
deployment zone after the third round must pass
a CMD check during each of 'its controlleris
maintenance phases or flee the table,

Competitive Play Scenarios (pg. 132}
Balanced scenarios in. which neither player
begins with an advantage. Competitive play
scenarios are  suitable for campaign  play.
Competitive scenarios include:

Death in the Deepwood (pg- 176-177)
Dust Storm (pg. 185-186)

Incoming (pz. 167-168)

Pendulum (pg. 166-167)

Ruins of Riversmet (pg. 157-159)
Smoke on the Water (pg. 193-195)

Well of Truth (pg. 144-145)

First Blood, Play Condition (pg. 133): The
first army to cause damage to any model in an
opposing army gains +1 on all attack rolls on the
controlling playeris next turn.

Hammertime, Play Condition (pg. 133):
When the hammer falls, you are done. At the end
of the last pla}rcr's turn of the round described,
ane of the players rolls a d6. Ona result of |
the scenario ends. At the end of cach additional
round, roll to gee if the hammer falls. The chance
of the scenario t‘.m]ing is increased by +1 each
additional round until the third round. From the
third additional round on, the game concludes
onaroll of 1:3.

Hold (pg. 137): A player may Hold a
location if he controls all modelswithin the space
deseribed during his maintenance phase. Models
that are engaged in melee combat cannot be used
to Haold a location. Neither warrior models with
CMD stats of 1 or less nor Incorporcal models
can Hold a locaneon.

Jack Marshal (pg. 17): A non-warcaster
model with the ability to control warjacks. A
jack marshal may begin the game controlling
one or more warjacks.  These warjacks are
not part of any warcasterfs battle group. Each
jack marshal has a marshaling range equal to
his CMD stat in inches. A controlled warjack
within marshaling range of its controller may
run, charge, or boost an attack or damage roll
once per activation. A warjack gains these
benehits even if its controlling jack marshal is
stationary. A jack marshal may activate friendly
inert warjacks of the same faction in the same
manner as awarcasier.



- '*r-'
A
el th ol table is rEmnw:d from
play. A model thar would leave the table for
any other reason (such as being thrown or
compulsory movement like Scramble) will stop
at the table edge and remain in play.: The table
edge does not count as an obstacle; models do
not take damage from stopping there.

Mercenary Warjacks (pg. 17): Mercenary
warjacks may only be included in a battlegroup
controlled by a mercenary warcaster or assigned
Warcasters
control

to, 4 mercenary jack marshal.
belonging to a faction may not
mercenary warjacks.  Mercenary warcasters
and jack marshals can only control mercenary
warjacks and cannot control warjacks belonging

toa faction.

Play Conditions (pg. 1353): Play conditions
are special rules that modify some scenarios in
the Campaign. Look for the Play Conditions
icons indicating the conditions in  effect
throughout each scenario. Icons are listed below
scenario titles;

Replacing Models (pg.17): When replacing
one model with another, place the new model so
that the area covered by the smaller of the bases
is. completely within the area covered by the
larger. If two bases are the same size, place the
new model in the same location as the one being

replaced.

Screening (pg.228-229): A screening model
is an intervening model that has an equal: or
larger-sized base than the target model and is
within 1" of it. The target model is screened by
a screening model and gains +2 DEF against
ranged and magic attacks. The target does not
gain this bonus if the attacker’s line of sight 1o
the screening model is completely obstructed by
terrain. The screening bonus is only applied once
regardless of the number of screening models.

Starting Roll (pg. 157): The roll made in the

Beginning section of each scenano.

were not dﬁw or gnmwﬂ ay d
each Act 11 scenario af the Campaign. After's

Act ' scenario, clch player who pnrm:rpn.tetf
in the garne totals. the. Victory Point yalue of

his surviving’ models and multiplies the mra! b'q.r o

thr:se to get his Survival Bonus.

TFerrain, Play Condition (pg.133): This
scenario uses a special piece of terrain that might
require additional set-up.

Timed Game, Play Condition (pg. 133):
This scenario lasts a predetermined number of
rounds and ends after the final round.

Unit Artachments (pg 17-18): Uni
attachments are made up of one or more models
that may be added to a unit specified in the
unit attachmentis description. A model in the
unit attachment with the Officer special ability
becomes the new unit leader. Il the new unit
leader 15 destroyed or removed from play, the
original unit leader regains its Leader ability.
A unit attachment increases the victory point
value of the unit to which it is added by an
amount detailed in the description of the unit
attachment,

Warcaster Casualty, Play Condition (pg.
153-134): The victory conditions for one or
more players are met if all warcasters from the
indicated Fictions are destroyed or removed
from play. See the scenariois Victory Conditions
section for details.

Warcaster  Deployment  (pg. 134}
Throughout the Campaign, players assign their
warcasters marching orders by deploying them
to various Act 11 scenarios. After completing Act
I of a season, each player deploys at least one
warcaster to each Act Il scenario he will play.

Weapon Crews (pg. 18): Weapon créws are
small units, made up of a gunnér and one or more




APON CEew Bi.i'[;lﬂ" rin or chiarge.
Ti '*.Gsﬁm:jr-guii::‘.é +2%6f movement for each
Srewian from: his own umit in base-to-base
A Wontact with him when he begins his actjvation.
~ f the Gunner takes sufficient damage to he
A Hes[rﬂ}-cd, a Crewman within 1" can take
“the destroyed . Gunner’s place immediately,
shecoming a new Gunner.

133): Players must roll a \weath _
an the table from the current season. Rall for
Weather Conditions after terrain is placed,
but' before players deploy their armies. IF both
‘mies can ‘wait out the

pliavers agree, their ar
weather and play the game without the Weather
Candinon in effect.

Weather Condition Tables (pg. 157-138)
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New Rules

WARMACHINE is TM & ©Copyright, Privateer Press Inc., 2004.
5/25/04
New Rules

As WARMACHINE continues to grow and evolve, regular model releases will introduce exciting new elements and options
to the game, including new unit types and abilities. WARMACHINE: Escalation adds dozens of never before seen models,
such as weapon teams, jack marshals, and unit attachments. This section details the new rules required to play with the
models introduced in Escalation.

Unit Attachments

Unit attachments are made up of one or more models that may be added to a unit specified in the description of the unit
attachment. Only one unit attachment may be added to any unit. A model in the unit attachment with the Officer special
ability becomes the new unit leader. The original unit leader remains part of the unit, but loses the Leader ability whilst the
officer is in play. The original unit leader cannot issue orders without the Leader ability but may use all its other abilities.

For instance, if a Monolith Bearer unit attachment is added to a Holy Zealot unit, the Monolith Bearer becomes the unit
leader. The Priest is no longer the unit leader and may not issue commands to the unit, but may still use Prayers of
Menoth. If the Monolith Bearer is destroyed or removed from play, the Priest becomes the unit leader.

A unit attachment increases the victory point value of the unit it is added to by an amount detailed in the description of the
unit attachment.

Jack Marshal

Warcasters are a rare combination of mage and warrior, and they are not common in the Iron Kingdoms. They are the
elite leaders of battle groups. Supporting their armies are capable soldiers specially trained to command warjacks without
the benefit of magical skills. These specialists, called jack marshals, can control a warjack using gestures and commands
shouted out across the battlefield. While this is not as efficient as using focus, the jack marshal can guide a warjack to
perform maneuvers it normally would not be able to do on its own. While they are not warcasters, jack marshals may
begin a game controlling one or more warjacks. These warjacks are not part of any warcaster’s battle group.

The number of warjacks a jack marshal can control is listed in parenthesis beside the jack marshal special ability in the
model’s description. For example, a Man-O-War Kovnik may begin the game controlling two warjacks: Jack Marshal (2)
can be found in his description. Each jack marshal has a marshaling range equal to his CMD stat in inches. A controlled
warjack within marshaling range of its controller may run, charge, or boost an attack or damage roll once per activation. A
warjack gains these benefits even if its controlling jack marshal is stationary.

If the jack marshal is destroyed or removed from play, his warjacks become autonomous but do not become inert.
Autonomous warjacks remain active but do not have a controller. An autonomous warjack acts normally, but may not be
marshaled or allocated focus. However, it may receive focus from other sources. A warjack must have a controller at the
start of the game and may not begin autonomous.

A jack marshal may reactivate one friendly inert warjack of the same faction per turn in the same manner as a warcaster.
The reactivated warjack comes under the jack marshal’s control unless he already controls his limit of warjacks. If the jack
marshal already controls his limit, the warjack becomes autonomous. Likewise, if the opposing player takes control of a
jack marshal, for example, with the use of either the Convert or Dark Seduction spells, a warjack controlled by the marshal
remains under the control of its original player and becomes autonomous. If control of the jack marshal is returned to his
original player, the jack marshal resumes control of the warjack.

A warcaster or jack marshal that does not already control his limit of warjacks may take control of an autonomous friendly
warjack of the same faction. To take control of the warjack, the warcaster or jack marshal must be in base-to-base contact
with the jack and forfeit his action this turn, but may still cast spells and use special abilities. The warjack must forfeit its
activation and cannot channel spells on the turn is becomes controlled. Beginning with the next turn, it may be marshaled
or allocated focus.



Mercenary Warcasters, Jack Marshals, and Warjacks

Mercenary warjacks may only be included in a battlegroup controlled by a mercenary warcaster or assigned to a
mercenary jack marshal. Warcasters belonging to a faction may not control mercenary warjacks. Mercenary warcasters
and jack marshals can only control mercenary warjacks and cannot control warjacks belonging to a faction. Mercenary
warcasters may only give orders to mercenary units and may rally only mercenary models.

Weapon Crews

Weapon Crews are small units that operate large or cumbersome weapons. Weapon Crews are made up of a Gunner and
one or more Crewmen. Unlike other units, weapon crews do not have leaders. A weapon crew cannot run or charge. The
Gunner gains +2” of movement per Crewman with which he begins activation in base-to-base contact. If the Gunner takes
sufficient damage to be destroyed, a Crewman within 1” can take the destroyed Gunner’s place immediately, becoming a
new Gunner. Remove the Crewman from the table instead of the Gunner. The damaged Gunner is destroyed. Any effects
or spells on the damaged Gunner expire. Any effects or spells on the removed crewman are applied to the new Gunner.

Even though the Gunner is on a larger-sized base, it is treated as a small-based model. A Gunner only blocks line of sight
to models with small bases. It does not block line of sight to a model with a medium-sized base or larger, neither does it
screen such a model from a ranged or magic attack. Intervening models of any base size block line of sight to a Gunner

and screen him.



	Escalation.pdf
	Escalation Errata.pdf

