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GAME REFERENCE SHEET 

 TURN ORDER 

Event I  Initiative and Personal Challenges  
 Event II Spell Casting  
 Event III Ranged Attacks  
 Event IV Movement  
 Event V Melee Combat 
 Event VI Rally  
 

 

Troops Making Ranged Attacks 

Roll 1D6:   (D6 Roll +/- Ranged Modifiers) / Target’s Armor Value 
 

 

 

Individuals Making Ranged Attacks 

Roll Number of D6s equal to Ranged Prowess: 
Result needed to hit:  (D6 Roll +/- Ranged Modifiers +/- Armor Modifier) = 5+ 
 

 

 

Troops Making Melee Attacks 

Roll 1D6:   (D6 Roll +/- Melee Modifiers) / Target’s Armor Value 
 

 

 

Individuals Making Melee Attacks 

Roll Number of D6s equal to Melee Prowess: 
 Result needed to hit:  (D6 Roll +/- Melee Modifiers +/- Armor Modifier) = 5+ 
 

 

 

 

  
  

Rally without a Leader 

Rallying  
Unit 

D6 Roll must meet or 
exceed this number to Rally 

Peasants 5+ 

Yeomen 4+ 

Knights 3+ 

Creatures 4+ 

MORALE CHECK CHART 

  Unit Taking the Morale Check 

Cause of Check Creature 
Mounted 
Knights 

Foot 
Knights 

Mounted 
Yeomen 

Foot 
Yeomen 

Peasants 

Creatures 3 3 3 4 5 5 

Mounted 
Knights 

3 2 2 3 4 5 

Foot Knights 3 1 2 2 3 5 

Mounted 
Yeomen 

2 1 1 2 3 4 

Foot Yeomen 0 -1 1 1 2 3 

Peasants -1 
No 

Check 
No 

Check 
0 1 2 

Ranged Attacks 1 0 0 1 2 3 

Spells & Fire 3 1 1 2 3 5 

 ^  Roll must meet or exceed to pass ^ 

MORALE MODIFIERS 

Situation 
(The  Unit Checking Morale is…) Mod 

…is being attacked in the Flank -1 

…is being attacked in the Rear -2 

…has lost 50% or more Troops -2 

…has lost 50% or more Vitality -2 

Attached Leader has been killed 
this turn 

-1 

Army Commander has been killed 
this turn 

-1 

…is attacking an enemy in the Flank +1 

…is attacking an enemy in the Rear +2 

…outnumbers total of all combat 
opponent(s) in contact.   
   *Each Cavalry count as 2 each.   
   *Individuals use their remaining 
Vitality to calculate. 

+1 

…has a friendly unit also engaged in 
the combat 

+1 

…has a Leader attached +1 CREATURE MORALE FAILURE TABLE 

D6 Roll Result 

1 to 4 
The Creature withdraws one full move to its rear.  It will remain 
there until rallied.  It will fight anyone who attacks it. 

5 
The Creature Flees.   It withdraws one full move to its rear.  It will 
continue to move in that direction until it has moved off the table.  
It will attack ANY units or figures that block its way. 

6 

The Creature goes Berserk.   It turns in a random direcion, see the 
Random Movement Table (9:8), then moves up to its full distance 
towards the nearest unit it faces (in 180 degree arc), and attacks.  
It will continue to move in this fashion every turn, even if engaged 
in combat, until destroyed.  The creature cannot be rallied. 

RANDOM MOVEMENT 

D6 Result 

1-2 Moves to its rear 

3 Moves to its right 

4 Moves to its left 

5 Moves forward  

6 
Stands in place.   
+1 Melee Modifier. 

 

Charts for  

Ranged and Melee 

Combat Attacks  

are found on the 

back interior cover. 
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Copyright © 1987 Ral Partha. All rights reserved.   
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Copyright © 2015 Iron Wind Metals.  All rights reserved.   
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 36:0 . 
Chronicles of Romanni the Wanderer 

 
It began innocently, quietly, and as a result of the diligence of a well-intentioned priest.  Brother Thaddeus unriddled the hiding 

place of the long-lost Chalice of Lentagern from certain obscure passages in Zentarch’s Great Book of Thaumaturgy.   Desirous of 
gaining the beneficial powers of the artifact, Thaddeus urged his master, the powerful border princeling High Lord Roderick, to 
mount an expedition to recover it.  That lord, seeing only good to come of it, agreed. 
 

As is the way of the world, word was spread.  It soon came to the ears of Duke Torin, Roderick’s 
chief rival and a greedy and conquest-hungry man.  He desired the Chalice for himself and set out to 
beat Roderick to the site. 
 

The gods were kind at that time, for Torin did not outpace Roderick.  Their forces met in the Valley 
of Cumberand in pitched battle.  With the aid of the Chalice’s guardians, Roderick defeated and 
scattered the Black Duke’s troops.  Torin himself escaped to plan further evil although the battle cost 
him allies and the services of his henchman Sir Butkel, said to have been slain by Roderick in hand to 
hand combat. 
 

After the battle, the Chalice was carried to Lord Roderick’s castle.  For months, Brother Thaddeus 
puzzled over the runes graven on its surface.  He was unable to discover how to utilize the Chalice’s 
reported powers.  At last, he asked Roderick to send the Chalice to the Abbey of Calthway, center of the 
Cherrionite Order of the God of Knowledge, that its secrets might be unlocked.  The High Lord, his lands peaceful and bountiful these 
many months, was content to agree. 
 

As it was agreed, it was done.  Still, the trip was not without its dangers and excitements.  Excited by the challenge of discovery, 
the Cherrionite priests set to their task with a right good will.  Unknown to them, there stirred a Power intrigued by the Chalice’s 
reappearance in the world. 
 

Deep within his otherworld palace, the Lord of the Greater Demons sat brooding.  Minor demons and air sprites slipped between 
pillars of chalcedony and lapis lazuli and flitted up the carved bone steps of his throne to whisper in his ear.  They brought tales of 
battles and dark deeds from the mundane world and the dark places underground.  One spoke of a battle in the Valley of 
Cumberand.  And so the Demon learned of the gaining of the Chalice.  Another spoke of great excitement among the Cherrionites 
and of swellings of mystical forces around their holy place.  And so the Demon learned of the Chalice’s whereabouts. 
 

The Lord of the Fire Demons conceived a desire to possess the Chalice of Lentagern and add its’ power to his own considerable 
store.  He rose from his throne, the flicking whip “Tangler” scattering servitors, and spread his wings.  The Demon’s mighty pinions 
beat and carried him up, out of his palace, and into the glittering darkness between the dimensions.  As he flew, he sang a Song of 
Power to call air spirits to guide him to the Abbey of Calthway. 
 

At the Abbey, the Cherrionite priests sensed a disturbance in the order of the world.  Auguries and omens were dark, ominous, 
and confusing.  A lay brother went into a fit and prophesied a great doom to come before falling forever silent.  Ibranham, 
Grandmaster of the Order, called his followers together.  He set the martial brothers to preparing for war and the mystic brothers to 
strengthening their magical defenses.  He ordered the Chalice of Lentagern carried to the deepest cellars of the Abbey.  When all left 
to carry out his orders, he stood alone with his fears for what was to come. 
 

Resenting the resistance posted by the Order’s preparations, the Lord of the Fire Demons swept down upon the Abbey in full 
power and fury.  The physical defenses he swept away.  The magical defenses merely slowed him.  His laughter echoed through the 
Abbey’s halls as terrified priests struggled to flee.  Ibranham realized that only the Chalice could have attracted the Demon to the 
Abbey and feared its use in the demon’s hands.  He gathered his inner circle of wizard-priests and rushed to defend it. 

The final confrontation occurred in the lowest chamber of the Abbey’s cellars.  The Demon, sensing victory near, battered at the 
magical shields of the last survivors of the inner circle.   

 
 
 
 

  Romanni 

BACK STORY 
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Ibranham, watching his wizard-priests crumble one by one, knew defeat was soon to come.  Hating himself for deserting his 
charges, he decided to use his own magic to teleport away with the Chalice to try to take it somewhere safe from the Lord of the 
Fire Demons. 
 

As Ibranham began to weave his spell, the  
Demon sensed the swelling of magic and  
discerned the nature of the spell. Thinking it  
would be just fine to have the Grandmaster  
teleport into his arms rather than to the intended  
destination, the Demon Lord reached out with his  
magic-warping ability.  The energies of demon’s  
power and priest’s spell began to twine about  
each other.  Both suddenly whirled into a vortex  
as a third source of magical energy joined them. 
 

Wind swept the chamber, the sound of its’  
passage drowned out by a clear ringing from the  
chalice.  As the wind died the ringing rose higher  
and higher in pitch until, with a sound as of a  
thousand windows shattering, the chalice  
vanished from sight.  In its’ place was a swelling  
spot of darkness shot through with lightnings and  
otherworldly colors. 
 

Ibranham, lying battered and half-conscious  
against one wall, heard the Lord of the Fire Demons  
scream with rage and frustration.  He saw the  
demon gaze into the darkness and lash his terrible  
whip at it.  The Demon roared again but this time  
the sound carried what in a lesser being might  
have been described as a tinge of fear.  The demon  
started to turn from the growing blot and  
vanished in a wild crackle of energy. 
 

The Grandmaster stood and gazed into the darkness himself.  What he saw there no man knows; but he began his own spells to 
disperse it.  The blot moved away from Ibranham.  It passed straight through the ceiling, leaving a hole with edges rimed with ice.  
Peering after it, he saw it disperse in the gathering gloom of the approaching night. 
 

Ibranham examined the spot where the thing had appeared.  On the floor,  
damp from the frost that had covered them, lay an odd collection of objects.   
Some he recognized although they seemed made of unknown materials; others,  
while made of common substances, were of unknown use.  The Grandmaster  
began to understand the nature of what had happened.  A rift to other  
dimensions and realities had been created…a rift which was growing.   
Trembling with fear for the world, Ibranham cursed the Lord of the Fire Demons  
and swore to devote himself to the destruction of that creature.  
 
The Chaos Wars had begun.   
 
  

BACK STORY 
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 37:0 EXPANSION ARMIES .  

 

37:1 THE BASICS 

These armies are built in a manner  
that allows players to incrementally  
increase the size of the army in a way  
that allows for the game to be expanded  
easily for new players.  These Armies  
were specifically designed to be used  
with the Narrative Campaign ‘Ancient  
Rivalry’ (See. 38:1.1 thru 38:1.14). 
 Each force is broken into multiple  
parts:  Required Forces,  
            Expansion Forces I,  
            Expansion Forces II,  
            Expansion Forces III, 
            Expansion Forces IV.     

Players must field the ‘Required  
Forces’ portion of the list.  If players  
agree, they can field any or all of the  
Expansion Forces # I to #4 as part of  
their armies.  The expansion forces at  
each level balance each other.  Be sure that both players play the same numbered Expansion Forces.  Players should agree ahead of 
time as to what size forces are being used in the game.  

For beginning players we suggest starting with the ‘Required Forces’ or the ‘Required Forces’ and ‘Expansion Forces I”.  
After getting the hang of these armies, try adding more Expansion Forces. You can add them cumulatively, to create larger and 

larger battles, or agree to field only some.  Example: Players agree to use Required Forces and Expansion Forces I, III, and IV. 
 
 
 

Level 
Points in the  
Force Level 

Total  
Cumulative Points 

Elf Miniatures  
Needed for the Force Level 

Orc Miniatures  
Needed for the Force Level 

Required  
Force: 

86 Troop 
15 Fantasy 

86 Troop 
15 Fantasy 

12 Archers, 12 Swordsmen,  
1 Hero, 1 Mage.   

(all available in the  
Chaos Wars Basic Starter Set & 

Expanded Starter Set) 

12 Goblin Archers, 12 Orcs,  
1 Hero, 1 Mage.   

(all available in the  
Chaos Wars Basic Starter Set & 

Expanded Starter Set) 

Expansion  
Force I: 

156 Troop 
0 Fantasy 

242 Troop 
15 Fantasy 

12 Spearmen,  
12 Honor Guard,  

6 Heavy Cavalry, 6 Cavalry Archers.   
(all available as part of the  

Chaos Wars Expanded Starter Set) 

12 Goblins,  
12 Lesser Goblins,  

12 Wolf Rider Cavalry.  
(all available as part of the  

Chaos Wars Expanded Starter Set) 

Expansion  
Force II: 

2 Troop 
17 Fantasy 

244 Troop 
32 Fantasy 

Elf Chariot, Griffin, Treeman. Hydra, Wyvern, Goblin Hero. 

Expansion  
Force III: 

44 Troop 
30 Fantasy 

288 Troop 
62 Fantasy 

6 Elite Elf Cavalry,  
Elf Hero, Colossus,  

Sea Dragon, 3 Kraken Cavalry. 

6 Trolls, Troll Hag,  
Orc Hero,  

Catapult, Cannon. 

Expansion  
Force IV: 

12 troop 
28 Fantasy 

300 Troop 
90 Fantasy 

Elf Priest, Catapult,  
Cannon, 2 Ballistae, 10 Elves. 

3 Ogre Cavalry, Orc Priest,  
Goblin Hero, 2 Ballistae. 

  

EXPANSION ARMIES 
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 37:2 ELF ARMY.  

 

R
eq

u
ir

ed
 

 Elf Archers         

 Qty. Race Type Inf / Cav Move Armor  Base Combat Modifier  Points (F) Points (T) 

 12 Elf Yeoman Inf 8" 2 0 0 48 

     Upgrades:  Common Bows (Range: 12”).   

 Elf Swordsmen         

 Qty. Race Type Inf / Cav Move Armor  Base Combat Modifier  Points (F) Points (T) 

 12 Elf Yeoman Inf 8" 2 0 0 36 

 

R
eq

u
ir

ed
 

 Elf Warlord             

 Qty Race Type Rank 
Inf / 
Cav 

Ground 
Move 

Flying 
Move 

Melee 
Prowess 

Range 
Prowess 

Vitality Magic 
Armor 
Value 

Points 

 F T 

 1 Elf Champion 4 Inf 8" n/a 8 8 4 2 (D) 3 3 0 

 

    
Upgrades:   Army Commander (one free per army). 
    Upgrade Rank 1 to Rank 4.  (1st rank free for one Character).     

 Elf Mage             

 Qty Race Type Rank I / C Move Flying M Prow R Prow Vitality Magic Armor F T 

 1 Elf Wizard 4 Inf 8" n/a 2 2 4 13 2 12 2 

   Upgrades:  Captain to _____________________ (Declare one unit prior to the game).   

 

Ex
p

an
si

o
n

 F
o
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es

 I
 

 Elf Spearmen         

 Qty. Race Type Inf / Cav Move Armor  Base Combat Modifier  Points (F) Points (T) 

 12 Elf Yeoman Inf 8" 2 0 0 36 

 Elf Honor Guard         

 Qty. Race Type Inf / Cav Move Armor  Base Combat Modifier  Points (F) Points (T) 

 12 Elf Knight Inf 6" 3 +1 0 60 

 Elf Heavy Cavalry         

 Qty. Race Type Inf / Cav Move Armor  Base Combat Modifier  Points (F) Points (T) 

 6 Elf Yeoman Cav 12" 4 +1 0 30 

 Elf Cavalry Archers        

 Qty. Race Type Inf / Cav Move Armor  Base Combat Modifier  Points (F) Points (T) 

 6 Elf Peasant Cav 12" 2 0 0 30 

     Upgrades:  Long Bows (Range: 18”, +1 Ranged Modifier)   

 

Ex
p

an
si

o
n

 F
o

rc
es

 II
 

 Elf Chariot             

 Qty Race Type Rank 
Inf / 
Cav 

Ground 
Move 

Flying 
Move 

Melee 
Prowess 

Range 
Prowess 

Vitality Magic 
Armor 
Value 

Points 

 F T 

 1 Elf Machine n/a n/a 10" n/a 6 2 3 1 3 4 2 

     Notes: Crew equipped with Common Bows (Range 12”).     

 Griffin             

 Qty Race Type Rank I / C Move Flying M Prow R Prow Vitality Magic Armor F T 

 1 Monster Griffin n/a n/a 8" 12" 4 n/a 5 0 2 4 0 

 Treeman             

 Qty Race Type Rank I / C Move Flying M Prow R Prow Vitality Magic Armor F T 

 1 Monster Treeman n/a n/a 8" n/a 10 4 10 4 3 9 0 

     Notes: Ranged Attack is 12".     

 
 
 
 
 

EXPANSION ARMIES 
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x37:2 ELF ARMY. Continued 

 

  

 Elite Elf Cavalry       
 

 

 Qty Race Type Inf / Cav Move Armor  Base Combat Modifier  Points (F) Points (T) 

 6 Elf Knight Cav 10”  4 +2   42 

 

   
   

   
   

   
   

   
 E

xp
an

si
o

n
 F

o
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es
 II

I 

 Elf Hero            

 Qty Race Type Rank 
Inf  
Cav 

Ground 
Move 

Flying 
Move 

Melee 
Prowess 

Range 
Prowess 

Vitality Magic 
Armor 
Value 

Points 

 F T 

 1 Elf Champion 3 Inf 8" n/a 6 6 3 1.5 3 3 4 

     Notes: Colonel for Elf Yeomen.     

 Colossus             

 Qty Race Type Rank I/C Move Flying M Prow R Prow Vitality Magic Armor F T 

 1 Creature Giant 2 Inf 8" n/a 4 1 4 1 3 5 0 

 Sea Dragon             

 Qty Race Type Rank I/C Move Flying M Prow R Prow Vitality Magic Armor F T 

 
1 Creature 

Lesser 
Dragon 

4 n/a 6" 12" 12 n/a 10 n/a 4 13 0 

 Unit of Kraken Cavalry            

 Qty Race Type Rank I/C Move Flying M Prow R Prow Vitality Magic Armor F T 

 3 Titan Kraken n/a Cav 10" n/a 3 n/a 4 3 3 9 0 

 

Ex
p

an
si

o
n

 F
o

rc
es

 IV
   

   
   

   
   

  x
 

 Elf Priest             

 Qty Race Type Rank I/C 
Ground 
Move 

Flying 
Move 

Melee 
Prowess 

Range 
Prowess 

Vitality Magic 
Armor 
Value 

Points 

 F T 

 1 Elf Priest 1 Inf 8" n/a 1 1 1 3 3 2 4 

     Upgrades:  Colonel to Elf Yeomen     

 Catapult             

 Qty Race Type Rank I/C 
Ground 
Move 

Flying 
Move 

Melee 
Prowess 

Range 
Prowess 

Vitality Magic 
Armor 
Value 

Points 

 F T 

 1 Machine Catapult n/a n/a 4* n/a 2 4 8** 0 3 8 0 

 

    

Notes:  Artillery may not Move after shooting in the same turn (*).        
                  All Artillery suffer double damage in melee combat (**). 
                   Range distance is 36”.  Reduces the Target's Armor Value by 2.     

 Two Ballistae             

 Qty Race Type Rank I/C Move Flying M Prow R Prow Vitality Magic Armor F T 

 2 Machine Ballista n/a n/a 4* n/a 2 2 8** 0 3 4 x 2 

 

    

Notes:  Artillery may not Move after shooting in the same turn (*).        
                  All Artillery suffer double damage in melee combat (**). 
                   Ranged distance is 30”.  Reduces the Target's Armor Value by 1.     

 Cannon             

 Qty Race Type Rank I/C Move Flying M Prow R Prow Vitality Magic Armor F T 

 1 Machine Cannon n/a n/a 4* n/a 2 5 8** 0 3 10 0 

     

Notes:  Artillery may not Move after shooting in the same turn (*).        
                  All Artillery suffer double damage in melee combat (**). 
                   Ranged distance is 48”.  Reduces the Target's Armor Value by 2.     

 

x 

 Partial Unit - 10 Elf Militia        

 Qty. Race Type Inf / Cav Move Armor  Base Combat Modifier  Points (F) Points (T) 

 10 Elf Peasant Inf 8" 1 -1 0 10 

 
 

EXPANSION ARMIES 
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 37:3 ORC & GOBLIN ARMY .  

  

R
eq
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 Goblin Archers        

 Qty Race Type Inf / Cav Move Armor  Base Combat Modifier  Points (F) Points (T) 

 12 Goblin Peasant Inf 8" 1 -1 0 36 

     Upgrades:  Long Bows (Range: 18.  +1 Ranged Modifier)   

 Orc Warriors         

 Qty Race Type Inf / Cav Move Armor  Base Combat Modifier  Points (F) Points (T) 

 12 Orc Knight Inf 6" 3 +2 0 48 

     Upgrades:  Swords (benefit already reflected on stat line)   
 

R
eq

u
ir

ed
 

 Orc Warlord             

 Qty Race Type Rank 
Inf / 
Cav 

Ground 
Move 

Flying 
Move 

Melee 
Prowess 

Range 
Prowess 

Vitality Magic 
Armor 
Value 

Points 

 F T 

 1 Orc Champion 4 Inf 8" n/a 8 8 4 2 (D) 3 3 0 

 

    
Upgrades:  Army Commander (one free per army) 
                          Upgrade Rank 1 to Rank 4.  (1st rank free for one Character)     

 Orc Mage             

 Qty Race Type Rank I / C Move Flying M Prow R Prow Vitality Magic Armor F T 

 1 Orc Wizard 3 Inf 8" n/a 1.5 1.5 3 9 2 12 2 

   Upgrades:  Captain to Goblin Archers   
 

Ex
p
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 Goblin Warriors        

 Qty Race Type Inf / Cav Move Armor  Base Combat Modifier  Points (F) Points (T) 

 12 Goblin Yeoman Inf 8" 2 0 0 84 

 
  

Upgrades:  Great Weapons (Reduces target's Armor Value by 2) 
Berserkers: (Roll two dice when attacking in melee combat.  The higher of the two dice 
rolls is used as the unit’s melee result. ) 

 

 Lesser Goblins        

 Qty Race Type Inf / Cav Move Armor  Base Combat Modifier  Points (F) Points (T) 

 12 Goblin Peasant Inf 8" 1 -1 0 12 

 2 Units of Goblin Wolf Riders      

 Qty Race Type Inf / Cav Move Armor  Base Combat Modifier  Points (F) Points (T) 

 6 Goblin Yeoman Cav 12" 3 +1 0 30 (each) 

  

Upgrades:  Cavalry Spears:  (When charging, on the first turn of Melee Combat, the spear 
reduces the target's armor value by 1.)  
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 Hydra             

 Qty Race Type Rank 
Inf/ 
Cav 

Ground 
Move 

Flying 
Move 

Melee 
Prowess 

Range 
Prowess 

Vitality Magic 
Armor 
Value 

Points 

 F T 

 1 Monster 
Hydra, 
Giant 

n/a n/a 6" n/a 15 n/a 16 1 4 11 0 

 Wyvern             

 Qty Race Type Rank I/C Move Flying M Prow R Prow Vitality Magic Armor F T 

 1 Creature 
Lesser 
Dragon 

2 n/a 8" 16" 6 0 4 0 3 5 0 

 Goblin Captain             

 Qty Race Type Rank I/C Move Flying M Prow R Prow Vitality Magic Armor F T 

 1 Orc Champion 1 Inf 8" n/a 2 2 1 0.5 3 1 2 

     Upgrades:  Captain to Goblin Archers     

 
 

EXPANSION ARMIES 
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 37:3 ORC & GOBLIN ARMY . Continued 
 

 

 6 Trolls        
 

 Qty. Race Type Inf / Cav Move Armor  Base Combat Modifier  Points (F) Points (T) 

 6 Troll Knight Cav 10" 4 +3 0  42 

  

Notes:  On any turn in which Troll Troops or a Troll Character is not in combat, not in 
magical light, or attacked by missile fire (magic or ranged), it will regain one casualty.  
Causalities caused by enchanted weapons, magical spells or dragon fire cannot be 
regained in this way.  Troll characters regain 1 vitality point in the rally phase, but may 
not regenerate damage caused by enchanted weapons, magical spells, or dragon fire.    
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 Orc Hero            

 Qty Race Type Rank 
Inf 
Cav 

Ground 
Move 

Flying 
Move 

Melee 
Prowess 

Range 
Prowess 

Vitality Magic 
Armor 
Value 

Points 

 F T 

 1 Orc Champion 3 Inf 8" n/a 6 6 3 1.5 3 3 2 

     Upgrades:  Captain to Orc Swordsmen     

 Troll Hag             

 Qty Race Type Rank I/C Move Flying M Prow R Prow Vitality Magic Armor F T 

 1 Troll Wizard 3 Inf 8" n/a 1.5 1.5 3 9 2 9 2 

   

Upgrades:  Captain to Troll Unit 
+1 Melee Modifier for being a Troll 
Troll characters regain 1 vitality point in the rally phase, but may not regenerate damage 
caused by enchanted weapons, magical spells, or dragon fire.     

 Catapult             

 Qty Race Type Rank I/C Move Flying M Prow R Prow Vitality Magic Armor F T 

 1 Machine Catapult n/a n/a 4* n/a 2 4 8** 0 3 8 0 

     

Notes:  Artillery may not Move after shooting in the same turn (*).        
                  All Artillery suffer double damage in melee combat (**). 
                   Ranged distance is 36”.  Reduces the Target's Armor Value by 2.     

 Cannon             

 Qty Race Type Rank I/C Move Flying M Prow R Prow Vitality Magic Armor F T 

 1 Machine Cannon n/a n/a 4* n/a 2 5 8** 0 3 10 0 

     

Notes:  Artillery may not Move after shooting in the same turn (*).        
                  All Artillery suffer double damage in melee combat (**). 
                   Ranged distance is 48”.  Reduces the Target's Armor Value by 2.     
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 Orc Priest             

 Qty Race Type Rank I/C Move Flying M Prow R Prow Vitality Magic Armor F T 

 1 Orc Priest 1 Inf 8" n/a 1 1 1 2 3 3 6 

     Orc General.       

 Goblin Captain             

 Qty Race Type Rank I/C Move Flying M Prow R Prow Vitality Magic Armor F T 

 1 Goblin Champion 2 Inf 8" n/a 4 4 2 1 3 2 2 

     Upgrades:  Captain to Goblin Warriors     

 Unit of 3 Ogre Cavalry            

 Qty Race Type Rank I/C Move Flying M Prow R Prow Vitality Magic Armor F T 

 3 Titan War Elephant n/a Cav 8" n/a 8 n/a 6 0 3 15 0 

 Two Ballistae             

 Qty Race Type Rank I/C Move Flying M Prow R Prow Vitality Magic Armor F T 

 2 Machine Ballista n/a n/a 4* n/a 2 2 8** 0 3 4x2  

     

Notes:  Artillery may not Move after shooting in the same turn (*).        
                  All Artillery suffer double damage in melee combat (**). 
                   Ranged distance is 30”.  Reduces the Target's Armor Value by 1.     

  

EXPANSION ARMIES 
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 38:1.1 ANCIENT RIVALRY: BORDER RAIDx 

 
 Through the night, the Orc and Goblin raiders  
drew closer to the small village, located on the  
outskirts of the Elfin territory.  As dawn broke, the  
greenskins began to roar, and rushed to loot the  
unsuspecting village. 
  
ARMIES 
 This scenario is specifically designed to be used  
with the Elf and Orc & Goblin Expansion Armies  
(See 37:0).  Players are be able to play this scenario  
with any Chaos Wars Armies. 
 
ELF VILLAGERS - DEPLOYMENT IN THE VILLAGE 

The village is only defended by hastily-gathered  
levies of Elf villagers.  No more than 1/2 of the total  
number of Elf units (not including Characters) must  
be deployed inside the dotted line around the village.   
Only Peasant and Yeoman Infantry may be considered Villagers, and deployed inside the line. 
 
ELF BORDER PATROL - STARTING OFF OF THE BOARD 

A minimum of 1/2 of the total number of Elf units (not including Characters) must begin the game off of the board.  All Knights, 
Cavalry, Creatures, War Machines, and Titans are considered Border Patrol, and must start the game off the board.  Elven Border 
Patrols will move onto the board during the movement Event in turn 2, where the road intersects with the Northern board edge. 
 
ELF CHARACTER DEPLOYMENT 

The Army Commander is attached to a Border Patrol.   The Elf player may choose whether the Mage (from the required 
forces) is also attached to a Border Patrol, or deployed inside the village.  Any additional Characters must be attached to Border 
Patrol units. 
 
ORC DEPLOYMENT The Orc & Goblin forces deploy up to 12” onto the southern board edge.   
 
FIRST TURN INITIATIVE Due to the scenario, the Orc & Goblin side automatically wins the first turn’s Initiative. 
 
RAIDING BUILDINGS 
 There are 9 buildings in the village.  These simple dwellings are unguarded and unlocked. To successfully raid and burn a building, 
an attacking unit must engage the building in combat, and cause 2 points of damage to it.  Treat the buildings as Armor Value 2.  
Once the building has been successfully set aflame, place a token next to it.  Each building can only be raided and set on fire once 
per game.  These buildings cannot be occupied.  The greenskins are on a mission to loot and kill.  They will not waste their time 
hiding inside a dwelling.  Buildings do count as impassable ground, and block line of sight.  Elves may choose to occupy the buildings.  
See (8:4.2). 
  
OBJECTIVES 
 The goal of the Orcs & Goblins is 
to raid and burn as many of the elf 
buildings as possible.  The Elves are 
attempting to mitigate damage, and 
drive off the invaders. 
 
 At the end of 10 turns, use the 
following chart to determine victory 
points.  The side with more victory 
points has a Solid Victory.   
If both sides have equal victory points,  
the result is a draw. 

Forces of Darkness Victory Points   Forces of Light Victory Points 

Each building burned 5 points   Each building not burned 5 points 

Each Orc or Goblin unit alive 
at the end of the game 

5 points 
  

Each  Orc or Goblin unit 
destroyed or routed at the 
end of the game 

10 points 

Each Elf Villager unit 
destroyed or routed at the 
end of the game 

5 points 
  

Each Elf Villager unit alive at 
the end of the game 

10 points 

If the Elf Border Patrol is  
destroyed or routed at the 
end of the game 

5 points 
  

If the Elf Border Patrol is 
alive at the end of the game 

10 points 

CAMPAIGN SCENARIO #1 
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 38:1.2 ANCIENT RIVALRY: BLOCKADE x 

 
 The Orcs and Goblins have just raided a small village at the far edge of the Elven territory.  All of the Elves from the village have 
scattered or fallen.  The remaining Orc & Goblin units are carrying their loot back to their camp.  Unbeknownst to them, the some 
units of Elven Border Patrol have circled behind the Greenskins, and are blocking their path home. 
 
DEPLOYMENT 

The Orc & Goblin forces deploy anywhere  
inside the dotted line around the village.  The Elf  
units are deployed Southern deployment area, up  
to 6” from the board edge.  One in every 3 Elf units  
may deploy in the Northern deployment area up   
to 6” from the board edge.  All Characters must be  
deployed in the Southern deployment area. 
 
ARMIES 
 This scenario is specifically designed to be used  
with the Elf and Orc & Goblin Expansion Armies  
(See 37:0).  Players are be able to play this  
scenario with any Chaos Wars Armies. 
 
BUILDINGS 
 These buildings cannot be entered.   
The Orcs and Goblins have set them aflame.   
Instead the building counts as impassable ground,  
and blocks line of sight. 
 
OBJECTIVES 
 At the start of the game, each Orc or Goblin Troop  
unit has one Treasure token with it (up to a maximum  
of 7 tokens).   

If the unit with a token is routed from Melee Combat,  
the treasure token moves to the unit that caused them to  
rout.  Orcs & Goblins can always recapture the treasure, by  
routing the Elf unit in Melee Combat. 
 The following chart shows how victory points  
are to be calculated at the end of 10 turns.   

  
 
 
 
 
 
  

Situation Victory Points 

Each Orc or Goblin unit that has 
voluntarily (not thru rout) left the board 
via the Southern board edge, with one 
treasure in their possession. 

25 points to  
Forces of Darkness 

Each Orc or Goblin unit alive on the 
board, with one treasure in their 
possession. 

10 points to  
Forces of Darkness 

Each Elf unit Routed or Destroyed at the 
end of the game 

5 points to  
Forces of Darkness 

Each Elf unit alive on the board, with one 
treasure in their possession. 

15 points to  
Forces of Light 

Each Orc or Goblin unit Routed or 
Destroyed at the end of the game 

10 points to  
Forces of Light 

Victory Point Difference Result 

0 - 10 Draw 

15 - 25 Minor Victory 

30 - 50 Solid Victory 

55+ Major Victory 

CAMPAIGN SCENARIO #2 
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x38:1.3 ANCIENT RIVALRY: CARAVAN x 

 
 While pillaging and looting the outskirts of the 
Elf Kingdom, the greenskins spot a very heavily 
guarded caravan. 
 
ARMIES 
 This scenario is specifically designed to be used  
with the Elf and Orc & Goblin Expansion Armies  
(See 37:0).  Players are be able to play this scenario  
with any Chaos Wars Armies. 
 
DEPLOYMENT 

The Orc & Goblin forces deploy along the south 
board edge, up to 12” onto the board. 

The Elf forces deploy in the 12” x 24” 
deployment area in the northeast corner of the board, along with 3 Baggage Trains under their control. 
 
BUILDINGS 
 There are 3 buildings on the board.  These simple dwellings are unguarded and unlocked. To successfully raid and burn a 
building, an attacking unit must engage the building in combat, and cause 2 points of damage to it.  Treat the buildings as Armor 
Value 2.   

Once the building has been successfully set aflame, place a token next to it.  Each building can only be raided and set on fire once 
per game.  These buildings cannot be occupied.  The greenskins are on a mission to loot and kill.  They will not waste their time 
hiding inside a dwelling.  Buildings do count as impassable ground, and block line of sight.   

Elves may choose to occupy the buildings.  See (8:4.2). 
 
CARAVAN 
  The Defending side (Elves) has 3 baggage trains accompanying it.  Each Baggage Train consists of 3 pack animals.  The objective 
of the Elves is to get the baggage trains off the western board edge, to safety 
 If a Baggage Train is destroyed, place a ‘Treasure Token’ with one of the enemy units that were in Melee Combat with it.  They 
will carry this token with them.  If the unit with a token is routed from Melee Combat, the treasure token moves to the unit that 
caused them to rout.  Orcs & Goblins can always recapture the treasure, by routing the Elf unit in Melee Combat.  Treasure can only 
be transferred from one unit to another by defeating them in Melee Combat. 
 All 3 Baggage Trains have the following profile: 
 

Baggage Trains         

Qty. Race Type Inf / Cav Move Armor  Base Combat Modifier  Points (F) Points (T) 

3 Human Yeoman Cavalry 12" 3 -2 n/a n/a 

  Notes:  The 'Base Combat Modifier' already represents the fact that the unit is only at half-strength  

 
END OF GAME 

The following chart shows how victory points are to be calculated at the end of 10 turns.    

 
 

  

Victory Point  
Difference 

Result 

0 - 2 Draw 

3 - 6 Minor Victory 

7 - 15 Solid Victory 

16+ Major Victory 

Situation Victory Points 

For each Baggage Train or Treasure Token 
controlled (still on the board) 

5 points 

Each Baggage Train taken off the western board 
edge by the Elves 

7 points to Forces of Light 

Every 1/3 of enemy's Troop Points destroyed 5 points 

Every 1/3 of enemy's Fantasy Points destroyed 5 points 

Each Building Raided / Burnt 2 points to Forces of Darkness 

Each Building Not Raided / Burnt 2 points to Forces of Light 

CAMPAIGN SCENARIO #3 
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x38:1.4 ANCIENT RIVALRY: OUTPOST x 

 
 The roving Orc and Goblin Horde finds a remote Elven Outpost, manned by a full contingent of Elf Warriors.and choose to take it 
for themselves. 
 
ARMIES This scenario is specifically designed to be used 
with the Elf and Orc & Goblin Expansion Armies  
(See 37:0).  Players are be able to play this scenario with 
any Chaos Wars Armies. 
 
OUTPOST  The outpost sits in the middle of the board 
and is approx. 12” x 12”.  One Tower is attached to one 
corner of the structure. 
 
DEPLOYMENT  The Orc & Goblin forces deploy along the 
south board edge, up to 12” onto the board. 

All Elf Infantry must deploy inside the Outpost.  Cavalry and monsters may choose to be set in reserve, and move onto the board 
(via the Northern board edge) during the Movement Event of Turn 1. 
 
DEFENDERS ON TOP OF THE OUTPOST WALLS, TOWER, OR THE GATEHOUSE 
A maximum of two friendly units may be on top of a Outpost Section at one time (and only if they both fit). 
Opponents on foot may engage a unit that is on top of a wall or gatehouse, by moving in contact with the section the target is on. 
Only opponents with Flight may engage a unit that is on top of a Tower, again by moving in contact with the section the target is on.  
If there is room, the flyer may land on top of the tower. 
Opponents suffer -1 on Melee and Range Attack rolls against them.  Occupants gain +1 to Morale Rolls. 
 
DEFENDERS INSIDE A TOWER 
Only one friendly unit may be inside a tower at a time.  All Melee and Ranged Attacks at the unit inside will strike the building.   

Any time a Tower suffers damage, the attacking player rolls a D6.  On the result of a 6, any unit inside or on top of the section 
suffers 1 automatic hit.   

The unit may fire its ranged weapons from inside the tower, in a 360 degree arc, via arrow slits in the tower walls. 
For the attackers to enter any tower, they must destroy the Tower Door (Vitality 3, Armor 3), or the Defenders must voluntarily open 
the door.  Note:  The door can only be destroyed or entered from the courtyard.  Melee Combat inside a tower is done as normal. 
 
DAMAGING / DESTROYING A SECTION OF THE OUTPOST 
Sections may be damage/destroyed in melee combat or with ranged attacks.   
Once a section is reduced to 0 Vitality, it is destroyed and becomes a Ruin.   
Any unit inside, on top of, or in base contact with the section at the time of  
its destruction suffer hits as a result of the collapse.  Roll 6 Dice for each unit.   
Results of a 5 or 6 cause 1 hit on the unit. 
 
THE COURTYARD  Defenders on an Outpost section that route will always flee into the Courtyard.   
 
ENTERING THE OUTPOST The castle can only be entered by destroying a wall section, destroying the gate, or climbing onto the 
wall (killing the defenders) and climbing down into the courtyard. 

Once inside the Outpost, units may move from one part of the Outpost (courtyard, wall, tower, etc) without any penalty.   
 
SHOOTING DOWN FROM OR UP ONTO A UNIT ON A CASTLE SECTION 
 All shooting is treated as if on a 2 dimensional plane.   
This means that you do not need to take vertical distance into  
account when using missile weapons.  Only horizontal distance  
needs to be calculated. 
 
END OF GAME After 10 full turns, the game ends.  

Use this chart to determine the winner of the game. 

Outpost Section Vitality Armor 

Tower 10 3 

Wall 6 3 

Gatehouse 5 4 

Tower Door 3 3 

Difference in number of 
Attacker & Defender units 
alive inside the Outpost 

Result 

Equal Number Draw 

+ 1 or 2 units Minor Victory 

+ 3 or 4 units Solid Victory 

+ 5 or more units Major Victory 

CAMPAIGN SCENARIO #4 
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 38:1.5 ANCIENT RIVALRY: AMBUSH x 

 Incensed by the carnage that the Orc and Goblin raiders brought to their lands, the local Elfin Lords sent contingents south to 
track the raiders and deliver justice.  The Elfin host journeys deep into the Orclands, following the tracks left by the raiders.  But 
aside from the odd Lesser Goblin, here or there, the Elves find none of the greenskins that they are pursuing.  With a distant roar, 
echoing across the valley, the mighty Elfin Army is charged from all directions.  In their anger they have marched into a greenskin 
ambush.  Now they must fight just to escape. 

 
TERRAIN 
 The Orclands are inhospitable at best, with very little good soil or clear spaces.  The winding boot-trodden path is the only flat 
surface in the valley.  To all sides, and throughout the middle, massive rocky cliffs stand tall, blocking out the sun.  They are 
incredibly steep, and thus impassable.  Any terrain marked on the board with the Mountain Range represents these cliffs.  The only 
way onto or off of the board is via the roads.  Marshes and swamps are plentiful here.  Even the undefined areas of the map (and 
hills) are thick with tall brambles, rotted trees, thorns, thistles, tangle-weeds, and heavy vines.  It is difficult to see very far into the 
brush, and an enemy greenskin unit can emerge from seemingly nowhere.   Treat all ranged attacks as having a -1 modifier, when 
shooting across or into anything that is not the open path.  All Elf movement suffers a -1 modifier when not on the road, or in a 
swamp or marsh. 
 
ELF DEPLOYMENT 
 The Elf forces must enter the valley, and move thru in column formation.  This means that their units must be placed, one before 
the other.  The furthest unit back must be within 1” of the board edge, and there may be no more than 1” of space between friendly 
units.  The column of troops may be organized as 2 units wide, but must be 100% on the road during deployment.  The column must 
remain on the road, and must move forward at least 6” per turn, moving further down the road every turn, until the first greenskin 
unit emerges from hiding.  Once the ambush has been initiated, the Elf forces may leave the road if desired. 
 
 

CAMPAIGN SCENARIO #5 
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 38:1.5 ANCIENT RIVALRY: AMBUSH (Continued)  

 
AMBUSH MARKERS 
 For every 4” along each side of the road, a letter indicator has been marked on the map.   Without their opponent seeing, the 
Orc & Goblin player should mark on their army roster, the letter indicator for the corresponding spot on the map, to show where a 
unit is in ambush.  This determines where the greenskins will appear when they ambush their opponents.  No more than one unit 
may occupy each marked space on the map. 
 
THE AMBUSHERS 

The unit may emerge from ambush during any turn the controlling player wishes.  This may only occur during Event I, after 
Initiative has been rolled.   

Not all of the ambushers must be revealed at once.  Some may stay in hiding until the controlling player wants to reveal them.  
Once placed on the board, the unit acts as normal. 
 
BITTER RESOLVE  

The enraged and embittered Elves are very unlikely to rout.  All Elves receive a +2 modifier to all Morale Checks.   
 
ARMIES 
 This scenario is specifically designed to be used with the Elf and Orc & Goblin Expansion Armies (See 37:0).  Players are also able 
to play this scenario with any Chaos Wars Armies. 
 
OBJECTIVES 
 The objective is for the Elves to escape the board, going back and exiting by one of the 3 roads on the Northern board edge 
(voluntarily or by rout).  The Orcs and Goblins objective is to kill as many Elves as possible. 
 
 After the first greenskin unit emerges from ambush, begin counting turns.  After 15 complete turns, the game ends.    
 

Once the game ends, count up how many units (not characters) the Elves started with, and how many escaped off the board.   
Use the following chart to determine which side was victorious.    
 
 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 

% of Elf Units That Escape Victory Points 

90% to 100% Major Victory for Forces of Light 

75% to 89.9% Solid Victory for Forces of Light 

55% to 74.9% Minor Victory for Forces of Light 

45% to 54.9% Draw 

25% to 44.9% Minor Victory for Forces of Darkness 

10% to 24.9% Solid Victory for Forces of Darkness 

Less than 10% Major Victory for Forces of Darkness 

CAMPAIGN SCENARIO #5 
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 38:1.6 ANCIENT RIVALRY: ENEMY TERRITORY x 

 The Elves who managed to escape the Orc and Goblin ambush drug themselves back to safe territory, and word spread 
throughout the Elfin Kingdoms.  Each Elfin Noble sent troops to the southern gates, and soon a war host was amassed, the like of 
which had not been seen in generations.  The Elves entered the Orclands in force, funneling into the valley by three Northern roads, 
determined to crush their ancestral enemies, and ensure that the greenskins at their southern border will not be a threat, well into 
the future. 
 

ARMIES 
 This scenario is specifically designed to be used with 
the Elf and Orc & Goblin Expansion Armies (See 37:0).  
Players are also able to play this scenario with any Chaos 
Wars Armies. 
   

ELF DEPLOYMENT 
 The Elf forces must deploy on all three roads, in 
column formation.  This means that their units must be 
placed, one before the other.  The furthest unit back must 
be within 1” of the board edge, and there may be no 
more than 1” of space between friendly units.  The 
column of troops may be organized as 2 units wide, but 
must be 100% on the road during deployment.  During 
movement, the units are free to leave the road as 
desired. 
 

AMBUSHERS 
 Up to two units from the Orc & Goblin Army may wait in ambush (at no cost).  The Orc & Goblin player should make a copy of 

the map, and (prior to the game) mark the two places on the map where the ambushers are hiding.  The unit may emerge from 
ambush during any turn the controlling player wishes.  This may only occur during Event I, after Initiative has been rolled.  Not all of 
the ambushers must be revealed at once.  Some may stay in hiding until the controlling player wants to reveal them.  Once placed 
on the board, the units act as normal.  The characters may not 
be put in Ambush. 
 
ORC DEPLOYMENT 
 The Orc & Goblin units not in ambush may deploy anywhere 
on the south ½ of the board.  The Orc & Goblin player may place 
three Barricades anywhere on their side of the board.  See 
Terrain (section 8:4.1) for details. 
 
TERRAIN 
 The Orclands are inhospitable at best, will very little good soil 
or clear spaces.  The winding boot-trodden path is the only flat 
surface in the valley.  To all sides, and throughout the middle, 
massive rocky cliffs stand tall, blocking out the sun.  They are 
incredibly steep, and thus impassable.  Any terrain marked on 
the board with the Mountain Range represents these cliffs.  The 
only way onto or off of the board is via the roads.  Marshes and swamps are plentiful here.  Even the undefined areas of the map 
(and hills) are thick with tall brambles, rotted trees, thorns, thistles, tangle-weeds, and heavy vines.  It is difficult to see very far into 
the brush, and an enemy greenskin unit can emerge from seemingly nowhere.   Treat all ranged attacks as having a -1 modifier, 
when shooting across or into anything that is not the open path.  All Elf movement suffers a -1 modifier when not on the road, or in 
a swamp or marsh. 
 
OBJECTIVES 
 Both sides are intent on destroying as much of the opposing forces as possible.  
The Elf forces may earn extra victory points for moving their units off the roads along 
the Southern board edge. 

Use this charts (to the right) to allocate victory points: 

Situation Victory Points 

Each Elf unit that has voluntarily (not thru 
rout) left the board via the roads on the 
Southern board edge. 

10 points to  
Forces of Light 

Each Elf unit alive on the board. 
5 points to  

Forces of Light 

Each Orc or Goblin unit Routed or 
Destroyed at the end of the game 

10 points to  
Forces of Light 

Each Orc or Goblin unit alive on the board. 
5 points to  
Forces of 
Darkness 

Each Elf unit Routed or Destroyed at the 
end of the game 

10 points to  
Forces of 
Darkness 

Victory Point Difference Result 

0 - 10 Draw 

15-25 Minor Victory 

30-50 Solid Victory 

55+ Major Victory 

CAMPAIGN SCENARIO #6 
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x38:1.7 ANCIENT RIVALRY: MESSENGERS x 
 

In their zeal to pillage enemy lands, the attacking Orc and Goblin forces have crossed far into Elven territory and now find 
themselves stuck behind an enemy army’s battle line.  The greenskins have opted to send an expert messenger to sneak past the Elf 
lines to deliver scouting reports and demand reinforcements from the larger Orc and Goblin army.  The Greenskins have opted to 
assault a vulnerable portion of the Elf line, to help their messenger break through.   

The defending Elves have spotted the invaders, and are attempting to send their own messenger past the Invaders, to call for 
their own reinforcements from the Elven Kingdoms on just the other side of the Orcs and Goblins. 

  

TERRAIN 
Generate as normal, using the Battlefield Type:  Standard Battlefield.  See Terrain (8:0). 

 

ARMIES 
 This scenario is specifically designed to be used with the Elf and Orc & Goblin Expansion Armies (See 37:0).   
Players are also able to play this scenario with any Chaos Wars Armies. 
  

DEPLOYMENT 
Both forces deploy along opposite sides of the long board edge, up to 12” onto the board. 

 

MESSENGERS 
 Each side has one Messenger, with the following profile: 
 

Messenger on basic Mount            

Qty Race Type Rank 
Inf  
Cav 

Ground 
Move 

Flying 
Move 

Melee 
Prowess 

Range 
Prowess 

Vitality Magic 
Armor 
Value 

Points 

F T 

1 Unique Champion 3 Cav 12" n/a 6 6 3 1.5 3 3 4 

    Notes: General for any unit in the Army.     

 
If not attached to a unit, the messenger can not be targeted by Ranged Attacks, unless it is the only viable target. 
It may join any units it wishes, and may not be Challenge or be Challenged. 
 
END OF GAME 

The game ends after 10 full turns.   
 
VICTORY POINTS 

Using the chart shown here, calculate victory points to determine the winner of the game. 
 

 

 
DETERMINING THE WINNER 

 
  

Situation Victory Points 

Get your messenger off the opposing side’s back board edge  2 Points 

Kill your opponent’s messenger  1 Point 

For every 1/3 of enemy Troop Points killed  1 Point 

For every 1/3 of enemy Fantasy Points killed 1 Point 

Control your opponent’s Deployment Zone (have a greater number of 
units in the zone at the end of the game, than your opponent does.            

1 Point 

Difference in Victory Points  Situation 

0 Draw 

+1 to +2  Minor Victory 

+3 to +10 Solid Victory 

+4 to +10 
And the side’s Messenger has successfully left the 
board through the opponent's deployment zone. 

Major Victory 
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 38:1.8 ANCIENT RIVALRY: TOTAL WAR x 

  
 Following the Elfin crusade into the south, both armies mustered forces again, and meet on the vast plains between the southern 
Elfin Kingdoms, and the Orclands. 
 
 
 
 ARMIES 
   This scenario is specifically 
designed to be used with the Elf 
and Orc & Goblin Expansion 
Armies (See 37:0).  Players are 
also able to play this scenario with 
any Chaos Wars Armies. 
  
 
  
DEPLOYMENT 
 Forces of Light deploy in the 
Northern Deployment Zone, as 
shown on the Map.  Forces of 
Darkness deploy in the Southern 
Deployment Zone. 
 
 
 
 
END OF GAME / OBJECTIVES 
 The game ends after 10 complete turns.  Both sides are intent on destroying as much of the opposing force as possible.   
 
                                                                                                  At the end of the game, use the chart below to determine the winner: 
 

Situation Victory Points 

Each 1/3 of your initial Troop Points 
still alive on the board. 

5 points 

Each 1/3 of your initial Fantasy Points 
still alive on the board. 

5 points 

Each 1/3 of your opponent’s initial 
Troop Points destroyed. 

5 points 

Each 1/3 of your opponent’s initial 
Fantasy Points destroyed. 

5 points 

Opponent’s General is Killed 5 points 

Opponent’s Highest Ranking  
Spell Caster is Killed 

5 points 

Each Opponent’s Unit Standard 
Captured 

1 point 

 
 
 
 
 
 
 
 

Victory Point  
Difference 

Result 

0 – 5 Draw 

10 Minor Victory 

15-25 Solid Victory 

30+ Major Victory 
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 38:1.9 ANCIENT RIVALRY: INVASION x 
 

 Note:  the side which won the Total War Scenario (38:1.8) is the Attacker in this scenario.  Otherwise roll off to determine 
Attacker. 
Having successfully routed the opposing forces, the Attacker has chosen to press the advantage, and drive further into enemy 
territory.   [See section (8:0) for information on occupying and damaging buildings, towers, and barricades.]   
 

 ARMIES 
 This scenario is specifically designed to be 
used with the Elf and Orc & Goblin Expansion 
Armies (See 37:0).  Players are also able to play 
this scenario with any Chaos Wars Armies. 
 
DEPLOYMENT 
 The Defender deploys in the Northern 
Deployment Zone, up to 24” on from the board 
edge.  The Attacker deploys in the Southern 
Deployment Zone, up to 6” onto the board. 
 
FIRST TURN INITIATIVE    

The Attacking side automatically wins the 
first turn’s Initiative. 
 
BUILDINGS 

There are 9 buildings in the territory.  These simple dwellings are locked. Their locks must be broken, and doors kicked in, if 
the attacker wishes to either Burn or Loot the building (note:  you cannot do both).  To successfully enter the building, an attacking 
unit must engage the building in combat, and cause 2 points of damage to it.  Treat the buildings as Armor Value 2.  Each building 
can only be set aflame or looted once per game.  Buildings do count as impassable ground, and block line of sight.   
 
BURNING BUILDINGS 

 If the Melee attack to break in successfully causes more than two points of damage (cumulative), the attacker may choose 
to set the building on fire.  No further roll is needed.  If a building has been successfully set aflame, no units may enter or stay within 
it.  Place a token next to the building.   

If more than two points of damage have NOT been 
inflicted on the building, and the attacker wishes to burn it, they 
must wait until the Melee Event next turn to inflict enough 
damage to set the building on fire. 
 
LOOTING BUILDINGS 
 Buildings that have been broken into, but not set aflame may 
be looted during the next turn’s Melee Event.  Once this is done, 
place a treasure token next to the unit that has looted it. 

 If the unit with a token is routed from Melee Combat, 
the treasure token moves to the Defending unit that caused 
them to rout.  Attackers can always recapture the treasure, by 
routing the Defending unit in Melee Combat. 
 
END OF GAME / OBJECTIVES 
 The game ends after 15 complete turns.  The attacker may 
choose to burn buildings, loot them, and of course destroy the 
enemy.  At the end of the game, use this chart to determine the 
winner: 
 
  

Situation Victory Points 

Each Attacker’s unit alive on the 
board. 

5 points to Attacker 

Each Attacker’s unit Routed or 
Destroyed at the end of the game 

5 points to Defender 

Each Defender’s unit alive on the 
board. 

10 points to Defender 

Each Defender’s unit Routed or 
Destroyed at the end of the game 

5 points to Attacker 

Each building Burned  3 points to Attacker 

Each building Undamaged 3 points to Attacker 

Each Treasure Token controlled 10 points 

Each Tower Destroyed or Occupied 
by the attacker's forces at the end of 
the game 

10 points to Attacker 

Each Tower not Destroyed or 
Occupied by the attacker's forces at 
the end of the game 

10 points to Defender 

Each Attacker unit to leave the 
board via the Northers board edge 
(not through rout) 

10 points to  
Attacker 

Victory Point Difference Result 

0 - 10 Draw 

11-20 Minor Victory 

21-40 Solid Victory 

41+ Major Victory 
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x38:1.10 ANCIENT RIVALRY: RIVER CROSSING x  

 Note:  the side which won the previous Campaign game is the Attacker in this scenario.  Otherwise roll off to determine Attacker. 
 
 Venturing far into enemy territory, the 
attackers reach a massive, raging river that 
seperates them from prime looting targets. 
 The river has no ford, and its unnatural 
churning has the army’s Warlords 
suspecting that some Water Mage must be 
behind the occurance. 
 
RIVER 
 The River should be at least 8” across, 
and has no ford.  One large Stone Bridge 
crosses the river at the center of the board, 
and there are two towers on each side of 
the bridge.  They bridge is very large and 
sturdy.  It is 8” wide.  Up to 2 units may 
stand side-by-side while on the bridge.  Units may move freely on to and off of the stone bridge.   The stone bridge is so tall,  
that units in the river may not attack those on the stone bridge. 
 At the far East and West of the board, are two small wooden bridges.  They are in good condition, but so small that only  
1 unit may occupy it at a time.  A unit may not move onto and then off of the wooden bridge during the same turn.  The  
wooden bridges are relatively close to the water, and aquatic and amphibious units may attack the wooden bridges, or any units  
on them.  Units on the bridges that are attacked may fight back.  Note: units that are in the river and in combat will still be swept 
downstream. 
 The wooden bridges each have a Vitality of 20, and Armor Value of 4.  The Stone Bridge has a vitality of 100, and Armor Value 4.  
Good luck trying to destroy it. 
 
SWEPT DOWNSTREAM   

Any Amphibious or Aquatic units that enter the river will be automatically swept downstream (EAST) a distance of D6”.  In 
subsequent turns, they will be swept downstream again at the start of the Movement Event, but then may move as normal.   
Any units moved off the board by the stream will be beached on the shore, against the board edge, on the side that the entered  
the river from. 
 
ARMIES 
 This scenario is specifically designed to be used with 
the Elf and Orc & Goblin Expansion Armies (See 34:0).  
Players are also able to play this scenario with any Chaos 
Wars Armies. 
 
DEPLOYMENT 
 The Defenders may deploy anywhere on the three 
bridges, in the four towers, or anywhere on the Northern 
side of the river.  Amphibious and Aquatic units may 
deploy in the river. 
 The Attacker’s units may be deployed along the 
southern board edge, up to 12” onto the board. 
 
TOWERS 

See section (8:4.13) for information on  
occupying and damaging towers.   
 
END OF GAME 

The game ends after 12 complete turns.   
Use these charts to allocate victory points and  
determine the winner: 

Situation Victory Points 

For each Wooden Bridge controlled  
(last occupied by your side) 

5 points 

Controlling the Stone Bridge  
(last occupied by your side) 

10 points 

Every 1/3 of enemy's Troop Points destroyed 5 points 

Every 1/3 of enemy's Fantasy Points destroyed 5 points 

For each Tower controlled  
(last occupied by your side) 

2 points 

If none of the Attacker’s Troop units are on the 
North shore of the river that the end of game. 

10 points to  
Defender 

If any of the Attacker’s Troop units have left 
the board by way of the Northern board edge. 

10 points to  
Attacker 

Victory Point 
Difference 

Result 

0 – 9 Draw 

10-14 Minor Victory 

15-29 Solid Victory 

30+ Major Victory 

         Attacker Deployment Zone 
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x38:1.11 ANCIENT RIVALRY: SACRED TEMPLE x  

 Note:  the side which won the previous Campaign game is the 
Attacker in this scenario.  Otherwise roll off to determine Attacker. 
 
 The marauding army finds a lightly-guarded Temple, glowing 
with strange energies, and shining with jewels, trophies, and fine 
metals. 
 
PLACING THE TEMPLE 
 The Temple itself should be about 12” x 6” in 
size.  It consists of an open-air praying area, and a 
monument in the center.  It can be entered from 
any point along its perimeter. 
 Place the Temple with its center at 24” onto the 
board, and 18” from the western board edge.  
 
DEPLOYMENT 
 Up to 1/2 of the Defending Force (by unit count) may be deployed in the Temple, or within 6”of it (as shown on the map).  Only 
Troop Infantry, Colossi, and Spell Casters may be deployed in the Temple.   
 The other half of the Defending forces must be kept off the board at the start of the game.  They move onto the board during the 
Movement Event of Turn 1.  They must enter using the two points where the road intersects with the Northern board edge. 
 The Attackers deploy in the area marked on the map as the Attacker Deployment Zone. 
 
ARMIES 
 This scenario is specifically designed to be used with the 
Elf and Orc & Goblin Expansion Armies (See 37:0).  Players 
are also able to play this scenario with any Chaos Wars 
Armies. 
 
DEFENDING THE TEMPLE 
 All Defenders with at least half their number inside 6” 
of the Temple, gain a +1 Morale Modifier.  No Defenders 
within this 6” may refuse a challenge.  Any defenders 
physically inside the temple gain +1 Armor Value against 
Ranged Attacks. 
 
DAMAGING / DESECRATING THE TEMPLE 
 The Temple can be damaged by way of Combat or 
Ranged attacks, as normal.  It has a vitality of 25, and 
Armor value of 4.  Due to the temple’s towering heights, 
flyers may attack it without landing, and there are no 
Ranged Attack modifiers due to cover / terrain. 

The temple also suffers damage in the presence of malevolent forces.  Every turn, after the Attacker has moved their forces, 
check to see if there are any unengaged Attacker units within 6" of the Temple.  The Temple suffers D3 damage for each unengaged 
Attacker unit that is within range.  Check for this and roll every turn.  
 
MAGICAL AURA 
 As the Temple takes damage, the structure begins to defend 
itself in a variety of ways.  As the Temple’s Vitality drops, check 
the chart to see how the temple responds.  All Defenders that  
have at least 1/2 their unit within 6" of the temple are eligible  
for the bonuses / benefits on the chart. 
 
END OF GAME 

The game ends after 12 full turns.  Use these charts to determine the winner. 

Temple's 
Vitality 

Defensive Measures 

24 to 19 
Arcane Boost:  All Defender spell casters within range 
have double the number of Magic Points, Magic Range, 
and may draw line of sight from the monument itself. 

18 to 13 

Backlash:  Every time an enemy unit damages the 
temple, it fires a bolt of raw magic back at the attacker.  
Roll 1D6 for every point of Vitialty the temple loses due 
to that attacker.  Roll results of a 5 or 6 cause 1 hit on 
the attacker.  Armor does not modify this roll.  Damage 
from this attack provokes a Morale Check against 
Dragon Fire. 

12 to 7 
Protective Vines: Every turn during Event II, the Temple 
restores 1 Vitality point on itself. 

6 to 1 
Blood-Frenzy:  Defender Troop units roll 2 D6s in Melee 
Combat, and use the higher of the dice rolls, as if they 
were Berserkers. 

0 The Temple has been destroyed 

Victory Point Difference Result 

0 - 5 Draw 

6-10 Minor Victory 

11-29 Solid Victory 

30+ Major Victory 

Situation Victory Points 

Every point of Vitality the Temple has lost 1 point 

Every point of Vitality the Temple still has 1 point 

Every 1/3 of enemy's Troop Points destroyed 4 points 

Every 1/3 of enemy's Fantasy Points destroyed 4 points 
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x38:1.12 ANCIENT RIVALRY: ADVANCING UNDER FIRE x 

 Note:  the side which won the previous Campaign game is the Attacker in this scenario.  Otherwise roll off to determine Attacker. 
 
 As the attacking forces march farther into enemy territory, the 
defenders set up a fortified Artillery Line in their path. 
 
ADDITIONAL SUPPORT 
 In this scenario, the Defenders get to use several 
free Artillery pieces, in addition to what is used in 
their Army Roster. 
 The Defender receives: 
  3 additional Ballistas 
  1 additional Catapult 
  1 additional Cannon 
 
ARMIES 
 This scenario is specifically designed to be used with the Elf and Orc & 
Goblin Expansion Armies (See 37:0).  Players are also able to play this 
scenario with any Chaos Wars Armies.  Due to the nature of this scenario, 
we do not suggest playing this fewer than 300 Troop Points. 
 
DEPLOYMENT 

Attackers deploy in the 12” zone along the southern board edge.   
Defenders deploy in the 36” zone on the northern half of the board. 
 
DETERMINED ATTACKERS 
 The attacking commanders knew full well that they were leading 
many of their forces to their deaths.  In preparation, they laced the 
previous night’s feast with powerful psychotropic potions.  This has 
provided some much-needed bravery to their forces.  As a result of this, 
every unit in the attacking force (Troops, Monsters, Giants, Dragons, 
Titans, War Machines) all operate as if they have a Unit Musician with them.  This effect will last for the entirety of the game. 

A unit with a musician may attempt to Rally in Event VI, in the same turn that the unit has routed, even if it has suffered damage 
during this turn. 
 
OBJECTIVE 
 The attackers’ goal is to get into the northern 12” of the board, 
 in the area marked as “Attacker’s Goal”.   
 
END OF GAME 

The game ends after 16 full turns.  Use these charts to determine  
the winner. 

  
Situation [end of the game] Victory Points 

Every unit of the Attacker's force, in the northern 
area on the map marked as the ‘Attacker’s Goal’ 

1 point to 
Attackers 

Every 1/3 of enemy's Troop Points destroyed 1 point 

Every 1/3 of enemy's Fantasy Points destroyed 1 point 

Victory Point Difference Result 

0 – 1 Draw 

2 – 3 Minor Victory 

4 – 7 Solid Victory 

8+ Major Victory 
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x38:1.13 ANCIENT RIVALRY: SHORESIDE VILLAGE x 
 

 Note:  the side which won the previous Campaign game is the Attacker in this scenario.  Otherwise roll off to determine Attacker. 
 

Roaming freely within enemy territory, the 
attackers spot a small shoreside village, and draw close 
to plunder it. 

 

ARMIES 
 This scenario is specifically designed to be used with 
the Elf and Orc & Goblin Expansion Armies (See 37:0).  
Players are also able to play this scenario with any 
Chaos Wars Armies.   
 

DEPLOYMENT 
Attackers deploy in the 12” zone along the southern board edge.   

Defenders deploy their forces in both the Village and on Ships. 
 

THE VILLAGE 
 All of the Defender’s Troops that are Yeomen or Peasants must be deployed in the village.  The village begins at the horizontal 
line 18” up from the south board edge, and goes north to the shore line.  Any Creatures or Engines that do not have Flight, or 
Amphibious, or Aquatic abilities will start in the woods along the shoreline. 
 

AT SEA 
 Any of the Defender’s Troops that are Knights, War Machines, or 
Titans will begin the game off of the board.  During Event IV of Turn 1, 
the Defender will move each unit onto the board riding in a warship, 
and measuring from either the NorthEast or NorthWest board corners.  
Creatures & Engines that have Flight, Aquatic, or Amphibious rules will 
move onto the board from the Northern board corners as well.  All 
flyers begin the game flying.   
 

LOOTING BUILDINGS 
These buildings’ locks must be broken, and doors kicked in, if the 

attacker wishes to Loot the building.  To successfully enter, an 
attacking unit must engage the building in combat, and cause 2 points 
of damage to it.  They have an Armor Value of 2.  Each can only be 
looted once per game.  Buildings count as impassable ground, and 
block line of sight.   
 Buildings that have been broken into, looted during the next turn’s 
Melee Event.  Once this is done, place a treasure token next to the unit 
that has looted it.   If the unit with a token is routed from Melee 
Combat, the treasure 
token moves to the 
Defender unit that 
caused them to rout.  
Attackers can always 
recapture the 
treasure, by routing 
the Defending unit in 
Melee Combat. 
 
END OF GAME 
 The game ends after  
12 complete turns. 

Use these charts to  
determine the winner: 
 
  

Victory Point 
Difference 

Result 

0 – 8 Draw 

8-14 Minor Victory 

15-29 Solid Victory 

30+ Major Victory 

Situation 
Victory 
Points 

Controlling a Treasure Token 4 points 

Each Unlooted Building 
4 points to 
Defender 

Every 1/3 of enemy Troop 
Points destroyed 

4 points 

Every 1/3 of enemy Fantasy 
Points destroyed 

4 points 

CAMPAIGN SCENARIOS #13 

 

WARSHIP RULES      (see 11:1 for complete details) 

 
1)    A ship moves 6 +D6 inches per turn. 
2)    A vessel may never move onto land.  
3)    Units may move from vessel to land, or land to  
        vessel, as if moving across land, provided that the  
        vessel is touching land at the moment.   
4)    The turn that a vessel comes into contact with  
        land, units moving off of it will move at half  
        speed. 
5)    Only one unit from each army may occupy a  
        vessel at a time.   
6)    Enemy units on the same vessel are automatically  
        in Melee Combat. 
7)    If a unit on a vessel uses missile weapons, the  
        vessel suffers no movement penalties. 
8)    If a unit leaves a vessel, the vessel becomes ‘up  
        for grabs’ and another unit (friend or foe) may  
        claim it by moving a unit of troops into it. 
9)    Melee Prowess of a vessel is only used against  
        opponents that are inside the water-based  
        terrain.   
10)  Melee and Ranged attacks directed at the vessel  
        will always be directed at the unit inside the  
        vessel.  If no unit is in the vessel, all of the  
        damage is done against the vessel. 
11)  Some Damage may transfer from the troops to  
        the vessel.  Whenever 3 or more casualties are  
        inflicted on a unit inside a vessel byan attacker in  
        one turn, the attacker may “waive” one of the  
        casualties for an attempt to damage the vessel.   
        Roll 1D6; on a result of 5 or 6, the vessel suffers 1  
        point of damage.  If the vessel is reduced to 0  
        Vitality, all of the crew are removed from the  
        table (killed, routed, or dispersed). 
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 38:1.14 ANCIENT RIVALRY: SIEGE x 

 Note:  the side which won the previous  
Campaign game is the Attacker in this scenario.   
Otherwise roll off to determine Attacker. 
 

Looting and pillaging their way across their  
enemy’s lands, the attacker finds themselves  
at a moderately sized enemy fortress, and  
prepare to lay siege to their foe.  
 
FORTRESS SET UP 
*The castle should be set up in the center of  
the board.    
*At minimum, it would include four Towers,  
and Four 8”-12” long Wall Sections. 
*The castle may be made larger as desired.   
*For every tower or wall section added, the  
Attacker’s army should receive 75 more  
Troop points, to spend as it wishes.  
 
ADDITIONAL TERRAIN 

The Defending player may place three 
Barricades anywhere in their deployment area.  
See Terrain (section 8:4) for details. 
 
ARMIES 
 This scenario is specifically designed to be used 
with the Elf and Orc & Goblin Expansion Armies 
(See 37:0).  Players are able to play this scenario 
with any Chaos Wars Armies. 
 
ARMY DEPLOYMENT 

Both sides deploy as shown on the map.   
The Attacker deploys all their forces first, at least 8” away from the fortress, as shown above.  Then the Defender deploys their 
forces, either inside the castle, and/or in the 8” area around the fortress. 
 
REPLENISHING FORCES 
 To balance out the powerful benefit that the defenders get from the castle itself, the attackers receive this rule.  Whenever a 
unit from the attacker’s army is completely destroyed, it will become available in the next Movement Event, to move onto the 
board, from whatever board edge that the attacker desires.  This applies to all models from the attacking army.  
 
DEFENDERS ON TOP OF CASTLE WALLS, TOWERS, OR THE GATEHOUSE 
A maximum of two friendly units may be on top of a Castle Section at one time (and only if they both fit). 
Opponents on foot may engage a unit that is on top of a wall or gatehouse, by moving in contact  
with the section the target is on.  Only opponents with Flight may engage a unit that is on top of  
a Tower, again by moving in contact with the section the target is on.  If there is room, the flyer  
may land on top of the tower.   
 

Opponents suffer -1 on Melee and  
Range Attack rolls against them. 
 

Defenders gain +1 to Morale Rolls. 
 

Defenders gain +1 Armor Value  
against Ranged Attacks. 
 
 

CAMPAIGN SCENARIOS #14 
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 38:1.14 ANCIENT RIVALRY: SIEGE x Continued  

DEFENDERS INSIDE A TOWER 
Only one friendly unit may be inside a tower at a time. 
All Melee and Ranged Attacks at the unit inside will strike the building instead.  
Any time a Tower suffers damage, the attacking player rolls a D6.  On the result of a 6, any unit inside or on top of the section suffers 
1 automatic hit.   
The unit may fire its ranged weapons from inside the tower, in a 360 degree arc, via arrow slits in the tower walls. 
For the attackers to enter any tower, they must destroy the Tower Door (Vitality 4, Armor 3), or the Defenders must voluntarily open 
the door. Note:  The door can only be destroyed or entered from the courtyard. 
Melee Combat inside a tower is done as normal. 
 
DAMAGING / DESTROYING A SECTION OF THE CASTLE 
Sections may be damage/destroyed in melee combat or with ranged attacks.   
Once a section is reduced to 0 Vitality, it is destroyed and becomes a Ruin.   
Any unit inside, on top of, or in base contact with the section at the time of  
its destruction suffer hits as a result of the collapse.  Roll 6 Dice for each unit.   
Results of a 5 or 6 cause 1 hit on the unit. 
 
THE COURTYARD 

Defenders who route will always flee into the Courtyard.   
Any Defenders in the Courtyard at the start of Event 6, no  
matter when they routed, will automatically rally. 
 
ENTERING THE CASTLE 
 The castle can only be entered by destroying a wall section,  
destroying the gate, or climbing onto the wall (killing the  
defenders) and climbing down into the courtyard. 
 
MOVING INSIDE THE CASTLE 

Defenders may move from one part of the castle (courtyard,  
wall, tower, etc) without any hindrance or penalty.  Attackers  
attacking from the courtyard up onto a wall, follow the rules  
just as if attacking a wall from the outside of the castle.  The  
towers may only be entered (by the attackers) after destroying  
the tower’s locked door. 
 
CAPTURING (AND LIBERATING) CASTLE SECTIONS 
 A Wall Section, Tower, or Gatehouse can be captured by the Attacker if they begin a Movement Event on/in a Castle Section and 
no Defending unit is also on/in that section.  Mark the section as captured, using a token.  Defenders can liberate a captured section 
in the same way.  If a section is liberated, remove the token. 
 
OBJECTIVES 

The goal of the Attacker is to seize the castle, before running out of supplies, or before the Defender’s reinforcements 
arrive.  The Defender’s goal is to hold out until reinforcements can arrive to drive off the attackers. 
 
END OF GAME 

The game ends after 12 complete turns.  Use these charts to allocate victory points and determine the winner: 
 

 
 
 
 
 
 
 
  

Castle Section Vitality Armor 

Tower 12 4 

Wall 8 4 

Gatehouse 6 4 

Tower Door 4 3 

Situation Victory Points 

Each Castle Section Captured 10 points to Attacker 

Each Castle Section Uncaptured or Liberated 10 points to Defender 

Each Defender unit (not Characters) Destroyed 5 points to Attacker 

Each Defender unit (not Characters) Alive 5 points to Defender 

Victory Point Difference Result 

0 – 5 Draw 

10-15 Minor Victory 

20-35 Solid Victory 

40+ Major Victory 

CAMPAIGN SCENARIO #14 
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  39:0 PERSONALITIES OF THE CHAOS WARS: VETERANS  
 

39:1 USES:   If both players agree, each may field up to three of these Personalities in their Roster.  
 
 
 

39:5.1  ELF WARLORD - DARTHEREN MYTHOS 
  

       When still very young, Dartheren the Elf’s village suffered the same fate that many colonies near  
the borderlands did.  With their cottage burning, and family lying dead, the young elf spent the next  
several years in chains.   
      The Elf boy spent his days cutting down trees, carrying endless piles of bones, and hauling boulders.  
Dartheren was regularly tossed into the fighting pits, to be attacked by some form of wild animal.   
Over the years, he became quite adept at dodging attacks, and learned to use the animal’s weight and  
ferocity against them.  
      When the next batch of young Orcs had been reared, they were sent into the pits to train for battle,  
against the unarmed Elf.  The Orcs equipped their spawn with blunted blades, and sent them into the  
pit to batter the Elf with their weapons.  Unarmed, he would dodge and parry and evade their attacks  
as best he could, but before the end of the day, he collapsed from blood loss.  The old Orc Shaman spat some healing herbs and 
wolf-blood on the unconscious Elf, and he laid in the pit unconscious for several days.  When he was able to stand, the process 
started again.  It went on for years; he would collapse broken and weak, the Shaman would patch him up, and he would be thrown 
back into the pit to be battered again.  
      In this way, he grew from a very young Elf boy to an adult, never able to move without hearing the clank of rusty chains smacking  
against each other.  One day, as a young Orc charged at him with a dull broadsword, he side-stepped, kicked the legs out from under  
the young Orc, and took his sword.  The Orc Master gestured and more young Orcs jumped into the pit to assault the Elf.  Dartheren  
disarmed them and knocked them around with the side of his sword.  One by one, the older Orcs began jumping in.  The fights were  
long and difficult, but ended with Dartheren’s blade wet with Orc blood.  He looked up out of the pit, the old Shaman threw down a 
handful of thick, sticky substance, splattering his face.  It burned his skin, and smelled of troll.  Then he passed out…   

He awoke to the sound of rhythmic drum beats.  His arms were bound and he was tied to a post in front of a massive cave 
entrance.  As the drumbeats sped up, a great Black Dragon emerged from the cave and unfurled its massive wings.  As it reared up 
and opened its wide maw, a burst of liquid flame spouted forth, engulfing the elf.  Dartheren let out a scream of pain, but it was not 
a new feeling to him.  The horrors he endured at the Orc camp had been as bad or worse.  His ragged clothes burned away, but 
fortunately he was covered in a thick layer of gore and grime from the fighting pit.  He had been burnt badly, but not enough to kill 
him.  The dry ropes holding him quickly burned away, and Dartheren plunged himself into the murky swamp water below the 
dragon.  It extinguished the flames, and soothed his seared flesh.  He stayed under as long as he could, and found where the swamp 
flowed into the cave.  When he surfaced, he was deep inside the Dragon’s lair. 
 Outside, the Black Dragon lashed around at the water and roared in anger.  Unable to find the Elf, the beast satisfied its hunger 
by biting into the Orc Shaman.  Deep in the cave, Dartheren could hear Dragon roaring outside, and the Shaman’s handlers trying to 
fight the beast back.  Between the middle and back of the cave, he found a pile of the Dragon’s past victims, hundreds of different 
corpses, from many different places and times.  From these bodies, he gathered weapons, a helmet, shield, and some armor, which 
caused him great pain as he placed it over his burnt skin.  He laid down amongst the corpses and pulled some of them over him, to 
obscure his form.  He clutched an old spear in his hands, and bellowed out to the dragon.   
 When the dragon heard the Elf, it flung itself into the cave.  As it flew past the pile of corpses, Dartheren stuck the spear out, and 
caught the Dragon in the eye.  It thrashed and clawed at the air around it, sending the corpses flying.  With a sword in one hand, he 
lept onto the dragon’s face, and wrapped his free arm around the spear.  The Dragon burst from the cave’s entrance, and began to 
flail and roll, tearing and breaking its wings as they battered mercilessly against the dense terrain. As Dartheren held onto the spear, 
he struck at the Dragon with his sword.  By nightfall, the beast finally fell to the ground, quite far from the cave.   
      The next morning found his bearings, and started his expedition to find the place of his birth, to see if any remnant of the village 
from his childhood still existed.  
 

DARTHEREN MYTHOS 

Qty Race Type Rank 
Inf 
Cav 

Ground 
Move 

Flying 
Move 

Melee 
Prowess 

Range 
Prowess 

Vitality Magic 
Armor 
Value 

Points 

F T 

1 Elf Champion SPEC Inf 8" n/a 12 0 4 1.5 4 7 0 

 Notes:  Carries a Sword and Enchanted Shield (bonuses reflected on stat line already).   
Inspiring Presence:  Any unit he leads will Checks Moral as if they were a unit of Knight Infantry. 
Blademaster:  Counts as an Enchanted Weapon, with a +1 Melee Modifier.    Immune to damage by Dragon Flame. 
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 VETERANS.  
 

39:5.2  ELF WARLORD – HEMSLE THE HUNTER 

Written by Mike Noe 
 

With silent steps the dour elf known as Hemsle the Hunter entered the small  
cavern, moving so lightly he scarcely stirred the hide-curtain stretched from wall  
to wall across the curving entryway. Even more than most of his kind, Hemsle  
never felt wholly comfortable underground, much preferring the open spaces of  
the forests. However, this night’s work would require most of his concentration,  
as well as the light from the small ritual fire already burning on the cave floor, so  
the dank cavern was a far more secure location than the hilly woodlands above.  

After starting the fire and preparing the various tools and components he  
would need, Hemsle had slipped outside and done one last patrol. The midnight  
forest was quiet, save for the usual calls of the night creatures, hunters and  
prey. A life-long hunter himself, Hemsle was well versed in the sounds of the  
woodland night. The activity of the night creatures confirmed his patrol – there  
were no intruders in the forest for miles. The twisting cavern tunnel betrayed no  
hint of his small fire, light, smoke, or smell. Hemsle would be secure for his long  
nights work. 

Satisfied, Hemsle settled in to sit cross legged next to the fire and turned  
towards his supplies. Three score arrow shafts waited,  
along with fletching materials and the deadly sharp elvish arrow  
heads. Each arrow would be carefully assembled by hand, from flight to razor point, and then painstakingly crafted with elvish 
magic. Hemsle was no real mage, but many years before had learned the secret of working charms on his arrows, to let them fly 
faster and truer than even the arrows of his fellow elves. Each arrow would be hand painted with magical runes. Each would be sung 
to, blessed with ancient elvish ritual songs. Finally each needle sharp arrowhead would be anointed with a potion made in part from 
the blood of his intended prey – orcish, in this case. 

The work would be long, the effort taxing both mentally and physically. But the results would be well worth it. The Chaos Wars 
were heating up again, orcs and worse prowled the elf lands in ever increasing numbers, and the skills of a true Hunter would be 
needed… 
 

HEMSLE THE HUNTER 

Qty Race Type Rank 
Inf 
Cav 

Ground 
Move 

Flying 
Move 

Melee 
Prowess 

Range 
Prowess 

Vitality Magic 
Armor 
Value 

Points 

F T 

1 Elf Champion SPEC Inf 12" n/a 6 6 3 1.5 3 7 0 

 Notes:  Carries a Longbow (Range: 18”, +1 Modifier to Ranged Attack).   
Hunter:  Prior to the start of the game, but after deployment, Hemsle may be deployed anywhere on the board, 
and may fire two sets of Ranged Attacks at any one target within range. 
Hunting-Knife:  In Melee against Beastmen or any kind of Hound, Wolf, Tiger, Bear, or Beast (not Horses), Hemsle 
gains a +1 modifier to Melee Combat rolls. 
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  VETERANS. 
 

39:5.3 ELF WARLORD – WENTLE THE TRAPPER 
 

A young Sea Elf, she was a recluse amongst her own kind for journeying to  
the beaches in the middle of the night and sleeping in the sand dunes.  As the  
morning waves washed over her, she would awaken and rush back to the village,  
her bare feet covered in wet sand.  She studied the many shells that washed up on  
the beaches of the Sea Elf colony, and collected thousands of them.  In her gear,  
she carries several satchels of distinct and colorful shells.   

Wentle is fond of animal life, from both the land and sea.  She regularly  
accompanies herself with small rodents, and earned disdain from her Sea Elf  
neighbors for constantly bringing stray animals into the village.  Refusing to leave  
her beloved animals, she declined service in the Elven Fleet, and for that act of  
revolt, she was banished from her homeland.  She and her flock of strays ventured  
away from the shoreline, and deep into the forests.   

As she traveled, the number of small furry animals following her actually  
increased, the further she went.  She came upon a group of Wood Elves, and was  
welcomed into their community.   They took her to their ancient meeting place, the  
Tree of Life, and taught her the secret ways of forest life.  

When the Chaos Wars broke out, and news of the destruction of the  
Benden Woods reached her, she packed up her gear and (with many animals  
following) began walking to the Capital of the Elfin Kingdoms.  There, she lent her  
skills to the Elf Generals, training hundreds of Scouts and Rangers how to prepare  
the battlefields and set traps to ensnare enemy troops. 

 
WENTLE THE TRAPPER 

Qty Race Type Rank 
Inf 
Cav 

Ground 
Move 

Flying 
Move 

Melee 
Prowess 

Range 
Prowess 

Vitality Magic 
Armor 
Value 

Points  

F T  

1 Elf Champion SPEC Inf 8" n/a 3 9 3 1.5 3 7 6  

 Notes:  Carries a Longbow (Range: 18.  +1 Modifier to Ranged Attack).   
Trapper:  May place 3 markers on her side of the board.  Each marker must be at least 12" away from one 
another.  When an enemy unit (of any kind) moves within 6" of a marker, roll a D6.  on a 4+, the trap has been 
sprung, and the enemy unit suffers a ranged attack as if fired upon by a unit of archers with common bows.  
Resolve immediately. 
Sea Ranger:  As a skilled Sea Elf Ranger, may move over any water-based terrain (even rivers and ponds, etc) at 
half-speed. 
Friend of Rodents:   Wentle is accompanied by a unit of small forest animals (12 Peasants, without upgrades).  
She may stay with them, or send them off on their own.  While she is with them, they do not take Morale 
Checks, and may ignore the same terrain penalties that Wentle does. 
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 VETERANS. 

 

39:5.4 ORC WARLORD - GAXKEN LUKCOKVICH, WIELDER OF THE DREADED AXE TRBO 

  
      Born the runt of his family, Gaxken was bullied relentlessly, and nearly killed by his  
litter mates.  Of sharp mind and iron will, he lifted his broken body off the ground and  
limped into the lost swamp.  He hobbled through the vegetation, journeying so far under  
the canopy of half-dead trees that the sunlight was blotted out.  After several days of  
dragging his broken body, he came upon the rotting carcass of what, at first, appeared to  
be a large serpent.  As he looked further, he found it to have thicker scales than any  
snake he’d ever seen… and then he found, broken and wrapped around its body, a pair of  
massive pinioned wings.  This was no jungle snake, it was (or had been) a great Black  
Dragon.  Imitating the rituals he had seen the tribe’s Shamen perform many times before,  
he tore the flesh of the beast and bathed himself in its thick, congealed blood.  He was so  
starved that when it hit his mouth, he instinctively drank.   
      Blinded by hunger, he entered a frenzy, and began tearing pieces of the great beast  
off, and devouring it.  In time he fell back, exhausted and his stomach swelled.  It was  
only then, laying in the middle of the dragon’s now-flayed corpse, the he noticed the  
strong, sharp odor coming from the meat.  He was beginning to think he had made a  
mistake when he grew warm, and passed out.  The next few days were filled with  
hallucination and vomiting.  Delirious, he drug his broken body further into the swamps.   
He thrashed and ran, and chased images that only he could see.  When his fever-dreams  
finally ended, he awoke on the altar of a long-abandoned Orc temple.  It was mostly over-grown with moss and vines, but he did  
make out the name “Thoraxcar” carved deep into the stone.  He remembered hearing the name before, but did not recall from  
where. 
      As he explored the ancient temple, he was surprised to find that his crushed leg was now working properly, and his broken 
fingers were now strong.  He even felt taller, and his bright green skin had turned a darker hue.  As he drank from the muddy swamp 
water, he caught his reflection, and found that he had indeed grown much larger.   
      In the temple, he found a rune-adorned Great Axe with a broken handle laying in the debris.  On the axe-head read the Orc 
symbols “Trbo”.  He had never heard this name before, but thought that it was a good name for an axe.  While examining it further, 
the axe head seamed to lunge at him and cut open the side of his hand… almost as if it had struck out to harm him.  He bandaged 
himself and this time was careful to keep his hands away from the blade.  He rounded off the broken end of the handle.  It may no 
longer be a great-axe, the thought, but it was the largest hand-axe he had ever seen.  He began hunting the massive swamp lizards 
with his new blade, and it cut through their thick scales with ease.  But when he was idle, the blade seemed to jump at him.  He 
quickly learned to keep a tight grip on the handle, lest the blade bite into his flesh again.  With his new weapon, the young Orc slew 
all manner of beasts found in the jungle, but every now and then, the weapon would move by some otherworldly force, and cut him 
as well.   
      Deep in the temple, he pulled an ornate grime-encrusted suit of armor off of a mummified Orc skeleton, and found a Shaman’s 
face mask that was so disturbing, he wore it just so he would not have to look upon its face.  With his new armor and weapon, and 
feeling strong enough to fight the world, he journeyed back to his home tribe, intent on ‘reuniting’ with his siblings… 
 
 
 

GAXKEN LUKCOKVICH, WIELDER OF THE DREADED AXE TRBO 

Qty Race Type Rank 
Inf 
Cav 

Ground 
Move 

Flying 
Move 

Melee 
Prowess 

Range 
Prowess 

Vitality Magic 
Armor 
Value 

Points 

F T 

1 ORC Champion SPEC Inf 8" n/a 12 0 6 1.5 3 9 0 

 Dreaded Axe Trbo: Always treats the target as having an Armor Value of 1.  However, every '1' rolled to cause 
damage removes 1 point of vitality from Gaxken, as the bloodthirsty axe yearns to cause pain... even from its own 
master.  
Cursed Mask:  Opponents and Friendly troops engaged in the same combat as Gaxken become un-nerved by his 
presence.  Enemies suffer -1 to Morale Checks at the end of combat, and friendly troops gain no Morale modifier 
for Gaxken joining them. 
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 VETERANS. 

 

39:5.5 ORC WARLORD – GARRIK, ORC PRIEST 

 
With a start, Garrik awoke from his meditation. The din from the cavern floor far 

below his cliff side lair was still irritatingly loud, even at this late hour. As a cleric of the 
dark Orcish gods, Garrik had the luxury of his own quarters, a small cave in the cliff wall 
high above the crowded floor of the enormous main cavern. But not even hundreds of 
feet and the heavy hides that served as his doorway could keep out the noise from below 
with all of the tribes gathered for war. 

With a snarl he rose from his seat and moved to the entryway, tossing aside the hide 
to crouch on the outer ledge. Eyes squinted against the roiling smoke he surveyed the 
scene below him. The huge floor of the limestone cavern was dotted with fires, many and 
many fires, bonfires and torches beyond Orcish counting, bathing the cave in flickering 
yellow-orange light. It was an awesome sight, and calmed his rage at the interruption. The 
scattered tribes had gathered, here below the mountains of the Spine; gathered to at last 
wreak vengeance on the hated elves and all of their allies. 

Outside of his cave, the noise was near deafening. Tens and tens of Orc tribes had 
answered the war call, as had many of their smaller Goblin kin. The guttural sounds of 
Orcish blended with the hoarse squealing of Goblin speech.  Harsh laughter and garbled 
talk mingled with occasional cries and the clash of steel as offense was taken and 
answered in kind. There would be many dead by sun rise, as always when the tribes met; 
petty squabbles leading to blades and bloodshed. A few deaths were no matter, they kept 
the kindred’s blood hot for the real fight to come, and all knew better than to break the general truce this night. Even the dead 
would have their uses - the bodies looted of anything useful and then fed to the snarling mounts of the Goblin wolf riders, snapping 
and growling in their pens, their cries adding to the great cacophony of noise. 

Regretfully, Garrik drew away from the amazing sight and returned to his sanctuary. He still had a task to do. Growling a guttural 
chant, he dropped the spell holding his personal chest locked, and opened the heavy iron lid. Reaching inside, he removed the soft 
pale leather bag and, returning to his seat, carefully poured the contents onto his hand. The bones were old, and full of power. 
Garrik had found them all, and carved them with ancient sigils of power. Most were the bones of various forest or cavern dwelling 
creatures. Some were from other, darker sources. Thick dwarven finger bones mingled with longer, thinner human ones. Two of the 
bones had once pulled the strings of an elvish bow. Now they would read the strings of Orcish future… 

Muttering dark invocations, Garrik scooped up the bones in his cupped talons. Slowly he rolled them in his palms, letting the 
chant grow, and with it, the power. He felt the darkness growing in him, the touch of his gods entering his spirit. With a last 
whispered prayer he tossed the bones unto the wolf skin rug. 

Leaning forward, eyes gleaming, Garrik read the bones. Blood they cried; blood and more blood.  A crimson river would wash the 
fell lands on the morrow. Satisfied, Garrik gathered up the precious bones, placed them back into the pale skin bag, and returned it 
to his iron chest. After re-activating the spell to lock the chest, he returned to the ledge, gazing into the firelight far below. The 
bones had said rivers of blood, but not who’s blood. But really, did it matter? The dark gods of the orcs feasted on blood and chaos, 
and whether the blood was human, dwarf, elf, goblin, or even orc, they would dine well tomorrow.  Whatever the outcome of the 
battle, it would be a great day.  

Smiling, weary from the effects of the magic he had channeled, Garrick offered up one last prayer to his gods, and turned back to 
his cave, his matted fur bed, and a well- earned rest. When the morrow came, he would be ready. Win or lose, live or die, there 
would be blood, and a beautiful fight… 
 

GARRIK, ORC PRIEST 

Qty Race Type Rank 
Inf 
Cav 

Ground 
Move 

Flying 
Move 

Melee 
Prowess 

Range 
Prowess 

Vitality Magic 
Armor 
Value 

Points 

F T 

1 ORC PRIEST SPEC Inf 8" n/a 3 3 3 6 2 9 0 

 Sacred Bones:  The bones give Garrik special glimpses into the future.  This makes him very adept at avoiding 
damage.  When an opponent does damage to a unit of troops, and opts to waive an attack in attempt to harm 
Garrik, a result of 6 will be required to transfer the damage, as opposed to the usual 5 or 6.   
Dark Blessings:  The magical talismans cause Garrik to constantly generate an aura of magical darkness, with a 
radius of 3”. 
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99:1  CONTRIBUTORS 
 

The following people have donated time, talent, and energy to make the return of the Chaos Wars successful.   

ARTISTS 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 
 
 
 
 
 
 
 
 
 
 
 
 

EDITORS, PLAYTESTERS, DEMO TEAM MEMBERS 
 

Wes Hempfield    James Shaw      Ross Rodman         
Mark Graham     Rob Dean      Norm Dean       
Jeff Berry      Jim Dupps      Rich Smethurst 
          

  

MINIATURE PAINTERS 
 

Jeff Moore      Cail Hill        Luke Trimble      Joe Elverson    
Mark Iddings      Tom Sheaffer     Mike Hernandez     Corey Lenigar  
Wes Hempfield      James Shaw       Ross Rodman      Mikael Igge Holmberg 
Jamie Long       Kam Aronhalt     Greg Jones       Justin Chandler    
Brad Cashdollar     Ed White       Chad Thorson       

Chad Thorson   

Contributed Artwork for:       book. page.    

Beastmen Troops       b.1 p.10 
Fae, Gnome, and Halfling Troops  b.1 p.11 
Orcs Encounter - Dwarven Tunnels  b.3 p.27 
Elf Warlord – Dartheren Mythos   b.3 p.29 & b.5 p.14 
Elf Warlord – Hemsle the Hunter   b.3 p.30 & b.5 p.15 
Elf Warlord – Wentle the Trapper  b.3 p.31 & b.5 p.16 
Orc Warlord – Gaxken Lukcokvich   b.3 p.32 & b.5 p.17 
Orc Warlord – Garrik      b.3 p.33 & b.5 p.18 
Personalities – The Doom Bunny  b.5 p.12 
Orcs Encounter - Wraith     b.6 p.9 
Orcs Encounter - Skeletal Sabretooth  b.6 p.9 
Orcs Encounter - Dwarven Statues  b.6 p.10 
Elfin War Chariot       b.6 p.15 
Commission and Contact info at: 

Black and White Illustrator 
Email:      chad.thorson@yahoo.com 
Website:      MaximumRockRolePlaying.blogspot.com/ 

Loren Muzzy 

Contributed Artwork for:  book. page.  

Goblin Archer        b.3 p.4 
Orc Shaman        b.3 p.13 
Hooded Goblin Archer     b.3 p.17 
Bugbear         b.6 p.29 

Commission and Contact info at: 

Email:  arlingtongraves@gmail.com 
Facebook:  FaceBook.com/Loren.the.Black 

Gennifer Bone 

Contributed Artwork for:  book. page.  

Orc Encounter – Steam Cannon   b.2 p.19 
Elf Study         b.3 p.17 
Elf Warlord        b.3 p.20 

Commission and Contact info at: 

Email:    genniferbone@hotmail.com 
Website:   onwingsofink.blogspot.com/ 
Patreon:  patreon.com/ladyredfingers?ty=h 

Cynthia Kirk 

Contributed Artwork for:  book. page.  

Goblin Archer        b.3 p.19 
Orc Command       b.3 p.24 
Starburst Shield & Cleric’s Shield  b.3 p.30 & b.5 p.15 
Round Elfin Shield      b.3 p.31 & b.5 p.16 
Elite Elfin Shield       b.3 p.31 & b.5 p.16 
Elf Swordsman       b.6 p.15 
Orc Shaman        b.6 p.53 

Commission and Contact info at: 

Email:    vanyell1967@gmail.com 
Phone:   740-253-1691 
Facebook:  facebook.com/vanystuff 
Twitter:  twitter.com/vanyell1967 

Bill Stolpin  

Contributed Artwork for:  book. page. 

Dwarf Steam Cannon      b.4 p.28 
Fire Breathing Salamander    b.6 p.21 

Commission and Contact info at: 

Email: Bill@Stolpinart.com 
Website: StolpinArt.com 
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 99:2  NOTESx 
 
YOUR EXPERIENCE  
 We hope you enjoy playing these introductory Fantasy Rules.  Whether you are an experienced gamer or a beginner, these rules 
were designed as a simple, straight-forward gaming system.  Experienced players should find these rules ideal for a quick evening 
game.  The newcomer to miniatures gaming should find our rules easy to understand, yet challenging to play. No matter what your 
gaming experience, as you master the rules, we encourage you to invent your own rule variations, create new spells, and discover 
new monsters.  As you come up with new ideas, we invite you to share them on the forums at www.RalPartha.com.   
 
THIS DOCUMENT 
 In addition to providing you with the Classic CHAOS WARS rules, this document is also a celebration of everything that has come 
before.  After much consideration, we chose to attempt to find and use as much classic Ral Partha artwork as possible.  We wanted 
to share with you, everything that brought us to where we are today.  This document contains most of the artwork from past blister 
cards, bag headers, boxes, catalogs, and magazine advertisements, generated from Ral Partha’s art department.  We have attemted 
to include all of the artwork, stories, scenarios, and ephemera that have made Ral Partha miniatures a staple of the hobby industry.  
It is with respect and rememberence of the past, that we move forward together into the future. 
 
WEBSITE 

 Visit our website:     WWW.RALPARTHA.COM    where you will find: 

 

Regularly Released New Material    New Scenarios         Background Information 
  Sample Army Rosters         Campaign Settings       More Artwork 
  Army Building Tools        Alternate Spell Lists      Experimental Rules 
  New Special Characters       Interviews         Concept Sketches 

Previews of Upcoming Releases      Forum          Unreleased Minis 
Skirmish Rules          Advanced Rules 

 
CONCEPTS FOR THE ADVANCED RULES 

We have a lot of weird and fun stuff planned for the Advanced Rules.  As much as the classic rules are for introductory or quick 
and fun games, the advanced rules will be a setting that allows players perform complex maneuvers, field lots of spell and weapon  
options, for a immersive experience. 
  

 Troops can be fielded in groups of 12-51 Infantry or 
6-27 Cavalry. 

 Features a “Command Event” where the player may 
Move, Shoot, Cast Spells, etc. in an order of their 
choosing. 

 Features progressive Morale levels, where Morale 
diminishes, and troops weaken, before they break.  

 Combat is resolved by rolling 1 (or more) D6 per 
figure engaged in combat, applying some 
situational modifiers, and rolling against the target's 
Combat Ability, Armor Value, and Defense. 

 Allows players to field any type of model they wish, 
under both generalized and many specific unit 
entries, with appropriate points costs. 

 Options for troops to be equipped with a vast array 
of combat weapons, ranged weapons, armor types, 
and special equipment for Characters and Elite 
Troops. 

 Ability to field Beast masters & Hounds, with 
optional upgrades to small and medium sized 
monsters. 

 Artillery, Weapons Teams, Chariots, War Wagons, 
Steam-Powered Engines, Air Ships, Baggage Trains, 
War Ships, and Battlefield Fortifications. 

 Character Skill Types allow for Engineers, Sappers, 
Hunters, Bards, Assassins, Rangers, Clerics, and 
more. 

 Designed for both controlled, competitive play, and 
narrative scenarios games. 

 Options to Break from Combat, Countercharge, 
Make Way, and perform combat operations like 
Shield Wall or Push Forward. 

 Multiple troop formation options such as Rank & 
File, Line, and Skirmishing. 

 The gaming community will be actively involved in 
the development and refinement of the rules. 
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AN INVITATION  
FROM IRON WIND METALS 

 

    Having  successfully funded our kickstarter to produce Wave 1 of the Chaos Wars miniature 
releases, Iron Wind Metals is in full swing preparing to send out rewards to our backers, and 
preparing the reformatted Classic Rules and new Advanced Rules for Chaos Wars. 

    As members of the gaming community ourselves, IWM leadership has always appreciated the 
elaborate story backgrounds, wonderfully painted miniatures, fan generated artwork, and special rules and campaigns that gamers 
have created for many gaming systems.   

    Many of these efforts go unpublicized and many fans never get a chance to enjoy them.  We intend to change that.   

   We are inviting active MINIATURE PAINTERS, ARTISTS, WRITERS, PHOTOGRAPHERS, and potential DEMO TEAM members to work 
with us to create the authorized lore of the Chaos Wars.    

    We can’t pay you for your work but will give you credit in the publication, exposure to the marketplace, and published work to 
build your portfolio.  Here is how it works: 

MINIATURE PAINTERS 

    IWM holds the production rights to the vast majority of the classic Ral Partha fantasy ranges.  This gives us a portfolio of 
miniatures sculpted over 25 years by some of the best sculptors in the business.  Currently, IWM is producing over 1200 miniatures 
that are compatible with Chaos Wars.  Our plan is to expand the range by re-mastering and releasing an additional 1800 classic Ral 
Partha sculpts, so that 3000 different miniatures are available, in a variety of sculpting styles, scales, and themes.    

    We are offering skilled painters the opportunity to paint a 12 figure unit of infantry or a 6 figure unit of cavalry which we will use 
in demo games, and feature in advertising, and on packaging.  You will be compensated with an additional set of the unpainted 
figures.  We will also credit you for your work wherever it is used or pictured.   

    IWM will offer the best painters the opportunity to paint additional miniatures, including monsters, dragons, and new releases.   

ARTISTS & DESIGNERS 

    We have several major projects that will feature artwork in the coming years:  Advanced Rules, additional RPG modules, Skirmish 
rules, and several Campaign books.   

    All of the written Chaos Wars materials (plus scenarios and background stories) will be available on our website as a free 
download.  We will be regularly plugging the availability of these downloads in our electronic and physical advertising, with inserts 
inside our sets of miniatures.   Printed copies will also be available.   As a miniatures company, we want to get the Chaos Wars rules 
and stories into the hands of as many gamers as possible. We believe that your artwork (and contact information) will end up in the 
hands of thousands of gamers and industry professionals.   

    When the artwork is used by IWM, a clear and visible caption will be included in the document, stating the title of the piece 
(Determined jointly by IWM and the artist), artist’s name, and whatever contact info the artist desires.  If the artwork is on the 
front or back cover, the caption will be placed on the interior front or back cover, respectively.  The artist will have permission to use 
the Chaos Wars logo, and the branding: “[Title], of Ral Partha’s Chaos Wars” whenever the artist sells prints or the original artwork 
for this specific piece of art, and may use the image of the artwork for self-promotion such as in a gallery or on a website.  Additional 
details will be worked out between the artist and IWM. 

PHOTOGRAPHERS 

    Photographers are invited to help us create a vast array of images for our catalogs, advertising, and future rules and campaign 
sets.  All Photography work will be credited. 

WRITERS 

    The world of the Chaos Wars is a fantasy setting where a Greater Demon has torn holes in reality, allowing forces from various 
places, times, and realities to spill into the world.  This is a large canvass to work on, and allows for many interpretations of new and 
classic fantasy concepts.  Once the basic guidelines of the Chaos Wars world are available, writers are invited to create storylines and 
background for specific armies within the Chaos Wars world.  The only requirement is that the writing must remain within the 
guidelines.  Submissions will be reviewed, and if published electronically or in print, the writer will be credited.  We will especially be 
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looking for the individual histories of the warriors fighting the Chaos Wars. We will invite the best writers to create and develop new 
characters and campaign settings.   

DEMO TEAM 

    We are currently building a network of Demo Teams.  We are looking for active players with a strong sense of sportsmanship, and 
a dedication to fantasy war gaming.  We need point-persons in every community, and a local demo team to support each point 
person at regional events, and local conventions.  IWM will invite the best Demo Team members to demo at major gaming events.  
Demo Team members will help IWM create new rules, consider revisions, and build future scenarios and campaign settings.  Demo 
team members will also be supported with badge assistance at major events, special discounts, exclusive miniatures, and the 
opportunity to purchase new releases before the retail market. 

In Conclusion 

    Help us shape the world of the Chaos Wars, and be publicly recognized for your efforts.  Together we can build a unique 
miniatures driven fantasy gaming universe that the entire fantasy gaming community can participate in. 

Personal Messages from Iron Wind Metals 

    As someone who more and more with each passing year finds himself limping further into that venerable group known as 
“industry old-timers” it takes a lot to get me excited about a project. While 33 years of making minis doesn’t exactly make me an 
elder sage of the gaming community, it certainly qualifies me for the title of “grizzled veteran”, and as such I’m a bit jaded. The 
amazing response and support that we’ve received for our KickStarter to re-ignite the Chaos Wars and return to the timeless 
miniatures of Ral Partha’s golden age, and further, to move forward with exciting new sculpts in that grand tradition has re-lit a fire 
in me - one that I hope we can all share in.  
    I look forward to joining together with dedicated friends and partners, and with the creative and talented brothers and sisters of 
the gaming community, as we work to build a new fantasy universe made by and for people who love amazing miniature sculptures 
and miniatures gaming. 
 
Sincerely,   

 
Michael Noe 
President, Iron Wind Metals 
 

Last weekend [March 2015], I had the pleasure of introducing my 22 year old son to Ral Partha's Chaos Wars. We have been 
gaming together since he was five, but I had never played Chaos Wars with him.  

It was wonderful to pull out the classic Ral Partha Elves and Orcs that I love, and to play a traditional fantasy war game with him.  
Thanks to everyone who is backing us and helping bring Tom Meier's exquisite fantasy minis back into this world and into the world 
of the Chaos Wars.  By the way, I lost the game.  
 
Sincerely,  
 
Marc Rubin 
Partner, Iron Wind Metals 
   
 
    As a longtime proponent of tabletop fantasy battles, this project is very exciting to me personally.  For years, I had hoped for a 
game that would allow players versatility and range in their choices of what they field on a tabletop, and access to a more enriching 
and fulfilling experience.  The classic rules for Chaos Wars come a long way towards this.  With the Advanced Rules, we intend to go 
even further towards making the best game possible.   
    This is your opportunity to participate in that effort, and create a game that we all can enjoy for many years to come.  If you are 
interested in participating in this project in any way, please contact me directly.   

Thank you for your time and consideration. 
 

Sincerely,  
 

Jacob Fathbruckner 
Partner, Iron Wind Metals 
Chaos Wars Sales & Product Development 
Jacob@RalPartha.com 
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EDITION 2.0 
 

BOOKS NEEDED TO PLAY 

Book 1:  GAME MECHANICS 
Concepts – How to Play - Campaigns 

 

Book 2:  BUILDING AN ARMY ROSTER 
Options - Step by Step Instructions 

      

ALSO AVAILABLE 

Book 3:  ANCIENT RIVALRY CAMPAIGN 
Elf and Orc & Goblin Army Rosters – Personalities - 14 Campaign Scenarios 

Book 4:  LEGENDARY SCENARIOS 
10 Classic Chaos Wars Large Scale Scenarios 

Book 5:  PERSONALITIES OF THE CHAOS WARS 
Classic Chaos Wars Personalities – RPGs – Additional Materials 

Book 6:  ARMIES OF THE CHAOS WARS 
Sample Army Rosters 

Book 7:  ARMY BUILDING TOOLS 
To Assist with Army Roster Building        

FUTURE RELEASES 

Book 8:  CLASH OF RUNES AND BONE Campaign 
Dwarf, Undead, and Troglodyte Army Rosters 
New Campaign Scenarios (Tunnel Fighting, Cursed Grounds, Jungles) 
New Dwarf, Undead, and Troglodyte Personalities 

Book 9: CHRONICLES OF THE WANDERER 
History / Timeline of the Chaos Wars world 

Book 10:  DAE-SHIRU RETURN Campaign 

Book 11:  CELESTIAL CONFLICTS Campaign 
 

 

 

 

As these books are made available, they will be available for free download at: 

www.RalPartha.com 

TO BE ANNOUNCED 

 
TO BE ANNOUNCED 
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GAME REFERENCE SHEET 
 

Troops Making Ranged Attacks 

 (D6 Roll +/- Ranged Modifiers) / Target’s Armor 
 

 

 

 

Individuals Making Ranged Attacks 

Roll Number of D6s equal to Ranged Prowess: 
(D6 Roll +/- Ranged Modifiers +/- Armor Modifier) = 5+ 
 

 

 

 

Troops Making Melee Attacks 

 (D6 Roll +/- Melee Modifiers) / Target’s Armor Value 
 

 

 

 

Individuals Making Melee Attacks 

Roll Number of D6s equal to Melee Prowess: 
 (D6 Roll +/- Melee Modifiers +/- Armor Modifier) = 5+ 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Rule Name Details 

Amphibious May move across rivers, ponds, and larger bodies of water at half speed.  Movement through swamps or marshes occurs at normal rates.   

Aquatic 
Moves thru all water-based terrain (rivers, ponds, larger bodies of water, streams, marshes, swamps) without penalty, and increases their 
movement by +2" when doing so.  Suffers -1” when on solid ground. 

Demonic Benefits from the rules: ‘Relentless’, ‘Fearsome’, and ‘Super-Natural Armor’. 

Dragon Fire 
Ranged attack used primarily by Dragons.  Range distance is 12”+ the Dragon’s Rank.  The attack does not apply any modifiers due to the target’s 
Armor Value, when rolling to cause damage.  Non-Dragons with this rule count as having a Rank of 0. 

Fearsome Opponents in Melee with this unit suffers a   -1 modifier to their Morale Check rolls.  Units which have this rule are immune to this modifier.   

Forest Walker 
Suffers no penalties for being in a woods, forest, swamp.  Gains the Regenerate ability when in contact with a woods, forest, stream, pond, 
marsh, river, or lake. 

Flaming Pitch Ranged attack distance is 14".  Target suffers -2 to Armor Value. 

Flight 
When flying, Infantry Troops move 10”, Winged Cavalry Troops and Characters move 16”.   
When not flying, Troops suffer -1 movement.  Additional rules for Flyers found in section (10:0). 

Incorporeal 
The unit gains +2 Movement, are unaffected by terrain, and immune to non-enchanted missile fire (not immune to magic spells and dragon fire).  
They may move through friendly and enemy models without penalty, and have a magic resistance of D3, rolled each time the unit is magically 
attacked.  When in magical light, enemies gain a +1 Melee Modifier against the unit. 

Regeneration 
On any turn in which the unit is not; in combat, in magical light, or attacked by missile fire (magic or ranged), it will regain one point of Vitality.  
Causalities caused by enchanted weapons, magical spells or dragon fire cannot be regained in this way.   

Relentless Does not Check Morale, unless in Melee Combat against a Priest, or unit with a Priest attached.    

Super-Natural 
Armor 

Gains +1 Armor value against all non-enchanted, non-magical attacks.  Note: all Creatures have magical attacks.   Maximum Armor Value is 
always 4. 

Tough Hide Modifies Armor Value by +1, due to their thick hide or scaly skin.  Max Armor Value is always 4. 

Undead Benefits from the rules: ‘Relentless’, ‘Fearsome’, and ‘Super-Natural Armor’. 

MELEE COMBAT MODIFIERS 
Situation Modifiers 

Attacker is a Peasant Troop Type -1 

Attacker is a Yeoman Troop Type 0 

Attacker is a Knight Troop Type +1 

Attacker is riding a Standard Mount  +1 

Attacker is riding a Large Mount  +2 

Attacker is riding a Very Large Mount  +3 

Attacker is riding a Giant Mount  +4 

Every 2 Infantry missing from Attackers unit -1 

Every 1 Cavalry missing from Attackers unit -1 

Attacking the enemy's Flank +1 

Attacking the enemy's Rear +2 

A Leader is attached to the attacking unit +1 

Attacking while in a River Ford -2 

Attacking while in a  Stream -1 

Attacking an opponent that is Uphill -1 

Darkness or Unable to see -1 

RANGED ATTACK MODIFIERS 
Situation Modifier 

For every 1 Cavalry Casualties from the firing unit -1 

For every 2 Infantry Casualties from the firing unit -1 

Firing thru or into terrain -1 

Firing from, thru, into Darkness/Magical Darkness -1 

The Target is airborne -1 

Less than half of the firing unit have line of sight -1 

Firing over friendly troops (Volley Fire) -2 

Firing from an elevated position (hill, tower, etc.) +1 

Firing at an elevated target +1 

Troop Attacks 

Modified Roll Divided by Armor Value 

Modified 
Roll 

Target's Armor    

1 2 3 4   

1 1 1 0 0 

<   
Number 

of  
hits on 
target 

< 

2 2 1 1 1 

3 3 2 1 1 

4 4 2 1 1 

5 5 3 2 1 

6 6 3 2 2 

7 7 4 2 2 

8 8 4 3 2 

9 9 5 3 2 

10 10 5 3 3 
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