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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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PLAYING THE GAME 

9:0 Morale (page 26) 

15:0 Event IB – Personal Challenges (page 26) 

18:0 Additional Spell Lists (pages 27 – 30) 
      18:3 Runic Magic                        18:5 Hex Magic 
      18:4 Lesser Necromancy           18:6 Blood Rites 

19:7 Summoning Spells (pages 31 – 34) 

22:0 Event III – Ranged Attacks (page 35) 

  22:5 Clarifications 22:8 Clarifications 

25:0 Event VI – Rally (page 35) 
 25:6 Other Actions in the Rally Event 

  

CAMPAIGN ROSTERS & 

SCENARIOS  

37:0 Expansion Armies (pages 36 – 46) 

  37:1 Uses 37:5 Undead Army 

  37:4 Dwarf Army                      37:6 Troglodyte Army 

38:2 Campaign Scenarios (p. 47 – 58) 
  38:2.1 A Call to Arms 38:2.7 Into the Depths 

  38:2.2 Through the Jungle 38:2.8 Armory 

  38:2.3 Desolated Lands 38:2.9 Treasure Vault 

  38:2.4 Into the Graveyard  38:2.10 Dwarven Crypts 

 38:2.5 Breaking the Siege   38:2.11 The Great Hall 

 38:2.6 Defend the Wall 38:2.12 Reinforcements 

39:0 Personalities of the Chaos Wars (pgs 59 – 68) 

  39:6 Dwarf & Undead Veterans 

  39:6.1 Dwarf Warlord – Staegg Steeleye, Engineer  

  39:6.2 Dwarf Warlord – Haggert Hakkson, Bear Master 

 39:6.3 Undead Warlord – Zelktuvia of the Abyss 

  39:6.4 Undead Warlord – Lina Arias,  Vampire Queen  

  39:6.5 Undead Warlord – Clive Coldheart 

  39:6.6 Troglodyte Warlord – Vakk Saar 

  39:6.7 Troglodyte Warlord – S’Sarrlak, Great Shaman 

ADDITIONAL GAME CONCEPTS  

0:0 Introduction (page 5) 

2:7 Basic Special Rules (page 6) 

  2:7.15 Enchanted 2:7.17 Poison 

 2:7.16 Flame  

3:9 Equipment Upgrades (page 7) 

 3:9.2 Weapon Upgrades 3:9.4 Other Upgrades 

3:10 Troops - Skill Upgrades (pages 8 -13) 

 3:10.6 Fighter-Mages 3:10.25 Drunken Troops 

 3:10.19 Hordes 3:10:26 Thunderous Chargers 

 3:10.20 Swarms 3:10.27 Lycanthropes 

 3:10.21 Stealthy 3:10.28 Reanimated Troops 

 3:10.22 Frenzied 3:10.29 Moldering Corpses 

 3:10.23 Shield Wall 3:10.30 Zombies 

 3:10.24 Engineers  

4:16 Individual Characters – Special Attributes (pgs 14-15) 

 4:16.1 Uses 4:16.7 Sharpshooter 

 4:16.2 Master Engineer 4:16.8 Bard 

 4:16.3 Master Assassin 4:16.9 Jester 

 4:16.4 Thief 4:16.10 Animal Kinship 

 4:16.5 Tracker 4:16.11 Lycanthrope 

 4:16.6 Woodsman 4:16.12 Gravemaster 

4:17 Individual Characters – Special Equipment (page 16) 

5:0 Individual Creatures (page 17) 

  5:6.6 Weapons for Giants 5:8.2  Undead Monsters 

 5:8.1 Elemental Aspects  

6:0 Titans (page 17) 

  6:2.8 Undead Aspect for Titanic Cavalry 

 6:4 Weapon Upgrades for Titans 

7:0 War Machines (pages 18 – 19) 

  
7:1.3 Undead War 
Machines 

 7:3.5 Explosives 

  7:2 Artillery Upgrades 

8:0 Battlefield & Terrain (page 20 – 26) 

 8:2.7 Battlefield Generator 8:5.4 Jungles 

 8:3.2 Terrain Generator II 8:5.5 Graveyard 

  8:4 Terrain Types & Effetcs 8:5.6 Cursed Ground 

  8:5 Battlefield Types 8:5.7 Tunnels / Caverns 

Reminder:  Everything found here is also 
available online as free downloads at: 

www.RalPartha.com 

This is a Campaign Book for:   
        CHAOS WARS: CLASSIC RULES, EDITION 2.0 
 

Books 1 and 2 are required to play a game.   
  Books 3 and up all contain supplemental material. 
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 0:0 INTRODUCTION.  
 
 Welcome to the 8th book in the series of Ral Partha’s Chaos Wars Classic Rules.  This is the first book released after the initial 
seven.   This is the first opportunity to clarify some rules, and add some minor new rules to expand on the variety of options 
available to you when building your Army Roster. 
 If this is the first Chaos Wars book you have picked up, we strongly suggest that you also take a look at Books 1 and 2.  They 
detail how to play the game, and how to build your own army roster.  All other books are supplemental. 
 This book contains the campaign rules, scenarios, and Special Characters for playing the ‘Clash of Runes & Bone’ Campaign.  
Please consider the rules within this document to be canon for all Chaos Wars games that you play.  As usual, we do invite you and 
your local gaming group to determine which specific rules you wish to employ, and which you find troublesome.  We invite you to 
give these a try before passing judgement.  They are intended to add a bit more variety and fun to the games.  We believe they 
accomplish this, but await your verdict.  As we do intend this to be a friendly game, we strongly suggest that you ensure your 
opponent has reviewed a copy of these rules beforehand.  A free copy of these rules can be downloaded at www.RalPartha.com.    
 As usual, comments, questions, and suggestions are very much welcome, via the forums on our website, or by emailing us 
directly at ChaosWars@RalPartha.com. 
 
  

 0:1 CLASH OF RUNES & BONE: A CHAOS WARS CAMPAIGN. 
 
 When the hordes of the Undead rise up, the realms of  
mortals tremble.  The Elves fortify themselves behind great  
barricades, safe in their towers and walled cities.  The  
warbands of Orcs and Goblins attack with fury and abandon, 
neglecting any coordinated attacks, and directing their  
vicious attention to the new foes, wherever they are closest. 
  The various Kingdoms of Men find themselves stretched  
thin, struggling to defend their citizenry from the Undead  
attackers.  Amid the chaos, marauding Troglodytes strike  
and loot the panicked masses, with no force to push them  
back.  Even the Wind Lords retreat to their palaces in the  
clouds, for fear of being dragged down by grasping skeletal 
fingers, and the Atlanteans lurk beneath the oceans.   

Across the world, mighty armies and nations take  
defensive postures behind their barriers, while others  
delight in the anarchy.  This allows the Undead to roam  
freely, with no enemy bold enough to strike at the Dark  
Lords and Necromancers that empower the Undead masses.   

Without an organized enemy, the Undead flourish,  
and the ranks of freshly-turned zombies grows ever  
larger, bolstered by recently fallen Elves, Orcs, Halflings,  
and others who have fallen in battle against the Undead.   
  As the mortal realms resign themselves to this new  
reality, a cacophony of drums and horns echoes down  
from the mountains.   The Dwarves march to war.   
Regiments of Dwarves pour down from their mountain  
keeps.  Axemen, Crossbowmen, Gunners, Greatswords,  
Miners, Scouts, Rangers, Berserkers, Bear Cavalry,  
Shield Maidens, Engineers, Automatons, Steam Cannons,  
Ornithopters, Blimps, and Artillery advance to force the  
Undead back into their graves.  
 
 Campaign scenarios can be found in section 38:2. 
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 2:7 BASIC SPECIAL RULES.  
  

Rule Name Reference Details 

Dragon Fire 2:7.4 

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 (hits).  
Non-Dragons with this rule count as having a Rank of 0. 
CLARIFICATION:  Dragon Fire has the Flame special rule (2:7.16). 

Incorporeal 2:7.9 

The unit gains +2 Movement, is 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. 
CLARIFICATION:  Because they can move thru enemy units, an Incorporeal unit may move away 
and disengage from combat during their portion of the Movement Event, if they deisire. 

Enchanted 2:7.15 

The unit’s attacks count as ‘Enchanted’.  This negates the special rule ‘Super-Natural Armor’ on 
targets, and allows others (Incorporeal targets) to be more easily damaged (hit).  This may be 
applied to their Melee Combat or Ranged Attacks, dependant on what item has the special rule.   
(example:  Blessed Arrows only work on Ranged Attacks, Blessed Swords only in Melee).   
Undead and Demonic units that suffer damage (hits) from Enchanted attacks must take a Morale 
Check at the end of the Event. 

Flame 2:7.16 

This may be applied to Melee Combat or Ranged Attacks, dependent on what item has the special 
rule.  (example:  Flaming Arrows apply to Ranged Attacks, Flaming Swords only in Melee).   
    When an attack with this rule has caused damage (hits) to an enemy, after casualties have been 
removed, roll a D6 for each point of damage (hit) caused by flame.  On the result of a natural 5 or 
6, the target is set aflame and suffers an additional point of damage (hit).  Place a Flame Token next 
to the unit.  During the Rally Event, you will roll to allocate additional Flame Token Damage 
(25:6.1).   
At the end of every Rally Event, D3 Flame Tokens are removed from the suffering unit. 

If a Morale Check is caused by an attack with the Flame Special Rule, the target will test against 
either the Unit Type or against Fire, whichever is most difficult to pass.   
Terrain 

When a unit suffering from the effect of Flame Tokens comes into contact with terrain, there 
are several possible outcomes, based upon the type of terrain: 
* Flammable Terrain (Woods, Tall Grass, Bushes, Buildings, Wooden Fences, etc.):  When contact is  
   made, roll a D6 for every Flame Token on the unit.  For each roll of a 5 or 6, the Terrain piece    
   catches fire and receives a Flame Token also.  The terrain will follow all the rules for Flame Tokens  
   as normal.  During the Rally Event, any units in contact with the terrain will roll for Flame Token  
   Damage (25:6.1), rolling for all flame tokens on the unit, and on that terrain.  The Flame tokens    
   on terrain are never extinguished during the rally event (but may still be extinguished by way of  
   Spells or other Special Rules). 
* Non-Flammable Terrain (Hills, Stone Walls, Cairns, Gravestones, Stone Ruins):  No effect. 
* Water-Based Terrain (Ponds, Rivers, etc.):  Immediately remove all Flame Tokens from the unit. 

Poison 2:7.17 

This may be applied to Melee Combat or Ranged Attacks, dependant on what item has the special 
rule.  (example:  Poisoned Arrows only work on Ranged Attacks, Poisoned Swords only in Melee).   
    When a unit (or spell) with this rule has caused damage (hits) to an enemy with a Poisoned 
attack, after casualties have been removed, roll a D6 for each point of damage done.  On the result 
of a natural 5 or 6, the target has been poisoned.  The more 6s rolled, the greater the poisoning.   
Place a ‘poison marker’ next to the target for every successful 5 or 6 rolled. 
     Troops and Individuals are effected in different ways: 

       Troops:  The Unit suffers -1 Movement and -1 to its Melee Combat  
                             roll for each poison token it carries. 
       Individuals & Creatures:  The unit suffers -1 Movement and -1 Melee  
                             Prowess for each poison token it caries. 

    At the end of every Rally Event, D3 Poison Tokens are removed from the suffering unit. 

ADDITIONAL GAME CONCEPTS 
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 3:9.2 EQUIPMENT UPGRADES.  
 

3:9.2 MELEE WEAPON UPGRADES - Additional Options 

Weapon 
Cost Per 
Figure 

Available to: Special Rules      les                                                                . 

Torches 1 All Troops 
Units equipped with Torches are immune to penalties for close combat 
for fighting in Darkness or Magical Darkness.  In addition, their Melee 
Attacks gain the Flame special rule (2:7.16). 

Blessed Weapons 1.5 Knights Only 
A Unit with Blessed Weapons gains a +1 Melee Combat Modifier, and the 
Enchanted special rule (2:7.15). 

Poisoned Blades 2 All Troops 
Melee Combat attacks gain the special rule Poison (2:7.17).   
Cavalry must pay double points for this upgrade. 

Runic Weapons 2 
Dwarf Yeomen 
All Knights 

A Unit with Runic Weapons gains, a +1 Melee Combat Modifier.  In 
addition, this unit’s Melee Attack rolls are immune to any interference by 
any kind of Spells or Magic Items.  It can not be modified in favor of, or 
against the weilder. 

 
 

3:9.4 OTHER TROOP UPGRADES - Additional Options 

 

 
a) A unit may not be given more than one Missile Upgrade.   

Upgrade 
Available 

to: 
Cost in Troop Points 

(1st unit) 
Cost in Troop Points 

(Additional units) 
Special Rules 

Missile Upgrade: 
Brazier or Cresset 
[Flaming Arrows] 

All 
Infantry 
Troops 

+1.5 per figure +2.5 per figure 

Available to units or characters equipped with 
any type of Bow or Crossbow.   Ranged attacks 
gain the Flame Special Rule (2:7.16). 
Movement Restriction:  If a unit equipped with 
Braziers or Cressets moves more than ½ it’s 
movement allowance in a turn, the coals or oil 
are spilled, and for the rest of the game, their 
ranged attack no longer has the Flame special 
rule. 

Missile Upgrade: 
Blessed Ammunition 

All 
Troops 

+1.5 Per figure +2.5 Per figure 
Ranged Attack Rolls gain a +1 Modifier, and the 
Enchanted special rule (2:7.15).   

Missile Upgrade: 
Poisoned Arrows, 
Axes, Darts 

All 
Troops 

+3 per figure +4 per figure 

Ranged attacks gain the Poison special rule 
(2:7.17).   
Cavalry must pay double points for this 
upgrade. 
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 3:10 SKILL UPGRADES FOR TROOPS .  
 
Reminder:   

If a player wishes to have more than one unit with the  
same Special Upgrade, the points cost to upgrade additional 
units beyond the first, will be doubled. 
 

3:10.6 FIGHTER-MAGES (Clarification) 

g)  When you write your Army-Roster, any unit of Fighter-
Mages may choose to swap their List of Common Spells  
with any one list from the the Alternate Spell Lists (See 
18:0), just as a Wizard can.  For example, a unit of Druids 
could choose to use the Elemental Spell list.  A unit of 
Necromancers could choose to use the Dark Arts spell list.  
A unit of Shamen could use the Blood Rites list, etc. 

 

3:10.19 HORDES  
a) Some Generals desire to gather their common troops in 

large hordes, rather than the regimented units that 
commonly occupy the battlefield. 

b) A unit with this upgrade may purchase double the normal 
number of Troops in a unit:   

Infantry units may be purchased with 24 troops.  
Cavalry units may be purchased with 12 troops. 

c) There are no modifiers to Morale or Attack rolls for having 
more than the standard 12 infantry or 6 cavalry troops in 
a unit.  The only benefit is that the unit can sustain more 
damage (hits) before suffering negative modifiers. 

d) In instances where the Melee Combat, Range Attack, or 
Morale Modifier charts state a negative modifier similar 
to “For every xxx Casualties from the unit”; these negative 
modifiers only apply once the troop count falls below the 
standard 12 infantry or 6 cavalry troops in a unit.   

e) All troops in the unit must be equipped in the exact same 
way, and must be the same troop type. 

f) Cost is the full number of points for all 24 infantry or 12 
cavalry, plus an additional +12 Troop Points.  There is no 
point discount for Humans. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 

3:10.20 SWARMS  
a) Swarms are groups of small or very small Troops that are 

grouped together on a larger base.  They are not as strong 
or tough as normal Troops, but benefit from a hive-mind 
like perspective, which makes them unlikely to rout. 

b) Only the following races may give Troops an upgrade to a 
Swarm:  Demons, Fae, Lizardmen, Lesser Goblins, The 
Undead, and Animals. 

c) Only Peasant Infantry can be given the Swarm upgrade. 
d) A Swarm unit is purchased just like regular troops.   When 

fielded on a tabletop, they should be be placed 3 to a base 
(approx 40mm or 50mm wide).   This means that a full 
unit of 12 Troops with the Swarm upgrade will fit on 4 
bases.  You may add more models to each of the 4 bases, 
for asthetic reasons, if you wish.  Each base will still only 
count as 3 troops.  

e) Use wound markers or dice to mark casualties.  Once all 3 
Troops from the Swarm Base have been killed, remove 
that base.   You only reduce your attacks and troop count 
for when the base is removed.  Therefore, when 
calculating your attack modifier, Morale, etc. your Troop 
Count can only be 12, 9, 6, or 3.  

f) All Ranged Attacks directed at the Swarms suffer -1 to the 
attacker’s roll (as if they were flying).    

g) Swarms always pass their Morale Checks, unless the cause 
of the check is fire-based, or has the Flame special rule  
(examples:  Hellfire Spell, Dragon Fire Attack, any spells or 
upgrades that give the attacker the special rule: Flame)  

h) Only Characters with the Beastmaster rule may join 
Swarm Units. 

i) Swarms are fairly inconsequential.  They may not hold 
objectives in scenario games.  They do not cause enemies 
to take Morale Checks in combat, and do not provide a 
Morale Modifier if they are in an enemy’s flank. 

j) Swarms have no Flanks or Rear. 
k) Swarm Units on foot do not block Ranged Attacks or Sight.  

There is no penalty for shooting over them.  Swarm Units 
that are flying can block line of sight, and cause a -1 
penalty to ranged attacks that cross over/through them. 

l) Troops may make Ranged Attacks against units that are 
engaged in melee combat with a Swam, without fear of 
hurting the Swarms themselves. 

m) Swarm Troops may be equipped with diminutive wings at 
a cost of ½ point each.  This does not count towards the 
maximum number of winged troops for any race.  If 
purchased, apply all rules for ‘Flight’.  See section (2:7.8). 

n) Cost to upgrade is +1 troop point per figure. 
o) You may give a unit both the ‘Swarm’ Upgrade and the 

‘Re-Animated Troops’ upgrade (See 3:10.19).  
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 3:10 SKILL UPGRADES FOR TROOPS . Continued  

 

3:10.21 STEALTHY  
a) This upgrade ideal for ninjas or skirmishers of any kind. 
b) The unit may not be mounted (unless Centaurs), and may 

not be equipped with any blackpowder, or explosives.  
They may not carry Torches or use Braziers or Cressets.  
They may not be joined by a Musician, Standard Bearer, 
Bard, Jester, or Army Commander. 

c) Hidden:  In any turn where the entirety of a unit is within 
4” of a piece of terrain, and not engaged in Melee 
Combat, there is a high probability that they will be 
hidden from sight. 

d) Tokens:  Any time the Stealthy unit: moves more than ½ 
its movement allowance, makes any ranged attack, 
initiates a challenge, casts offensive spells, takes flight, or 
lands from flight, place a marker upon it.  These last for 
one full turn.  Therefore, when a new event begins, 
remove any tokens that were placed on the unit during 
that event in the previous turn.  

 Example: During the Movement Event, a token is placed 
on the unit.  When the next turn’s Movement Event 
begins, remove the token. 

e) Any opponent wishing to target the Stealthy unit with a 
Personal Challenge, Spell, Ranged Attack, or enter melee 
combat against them must first roll to determine if it can 
spot the Stealthy unit.  Roll a D6.  Add a +1 modifier to 
your roll for every token that is currently on the Stealthy 
unit.  Only on the result of a 5 or 6, the stealthy unit may 
be targeted.  If the Stealthy unit remains unseen, and the 
attacker must choose another target. 

f) The attacker automatically succeeds in spotting the 
Stealthy unit if:  

* The Stealthy unit has directed an attack, challenge, 
or spell at the attacking unit this turn. 

* The distance between the attacker and Stealthy unit 
is equal to or less than ½ the attacker’s movement value. 

  Example:  The attacker has a Movement of 8.  It 
automatically passes any rolls to spot a Stealthy unit 
within 4”. 

g) Cost to upgrade is +1 troop point per Peasant, +2 points 
per Yeoman, or +3 points per Knight. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

3:10.22 FRENZIED 

a) Frenzied Troops are so battle-crazed that each warrior 
fights with the fury of two men.   They fight with such 
abandon, that they expose themselves to mortal danger. 

b) When fighting in Melee Combat, the unit rolls 2D6 (plus 
any modifiers) to determine damage (hits). 

c) All enemy Troops attacking the unit in Melee Combat also 
roll 2D6 (plus modifiers) to determine damage (hits). 

d) Enemy Characters and Creatures gain +1 to their Melee 
Prowess when attacking the unit. 

e) Frenzied Troops take no note of their losses, and 
therefore never apply any negative modifiers to any 
Morale Checks they are subject to. 

f) Cost to upgrade is +1/2 troop point per Peasant, +1 point 
per Yeoman, or +2 points per Knight.  Cavalry must pay 
double points. 

h) There is no points discount for humans. 
 
 

3:10.23 SHIELD WALL 

a) These well-trained troops are skilled at interlocking their 
shields into an immovable shield wall during battle, 
holding the enemy in place, so that their flanks can be 
attacked. 

b) This upgrade is only available to Infantry Yeomen and 
Knights. 

c) At the start of any turn’s Melee Event, if this unit is 
fighting enemies to its front, and there are no enemies in 
its flank or rear, the unit may declare that they are 
forming a Shield Wall. 

c) While a Shield Wall is formed, the unit and their Melee 
opponents both suffer a -2 modifier to all attack rolls.  The 
Shield Wall unit also gains a +1 Morale modifier while in 
this formation. 

d) If the unit’s troop count falls below six, it can no longer 
form a shield wall. 

e) These Troops may only be equipped with Undefined 
Weapons, Swords, Axes, Spears, or Pikes.  

f) Cost is +2 troop points per figure (Only +1 per figure for 
humans). 
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 3:10 SKILL UPGRADES FOR TROOPS . Continued  

 
  

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

3:10.24 ENGINEERS  
a) May only be given to Yeomen or Knights.   
b) The unit is composed of various engineers and experts in  

artillery and Experimental Technology.   
c) A unit of Engineers may declare itself ‘attached’ to any  

one Artillery Piece at the start of each turn.  This artillery  
piece must be within 3” of at least one member of the  
unit.    

d) If the artillery piece is attacked in melee combat, the 
Engineers will fight in the combat to defend the machine.  
When doing so, they receive a +1 melee combat modifier. 

e) Despite being attached to a machine, they may still use  
ranged weapons, if they have purchased any, but may  
only fire them after the machine itself has fired.   

f)    Repairs.  During Event V, if the Engineers are not in melee  
combat, they may choose to repair any one friendly war  
machine that is within 3” of the unit.   The target must  
also not be in melee combat.  Declare the target of the  
repairs, then roll a D6 for every 4 Infantry or 2 Cavalry  
remaining in the Engineer Unit.  On each result of a 5 or 6,  
the target recovers one point of Vitality. 

g) If the crew of the machine is killed, the engineer unit may 
stay at the machine and man it as normal, but may not 
roll for experimentation, or repairs. 

h)   When the artillery piece they are attached to fires, the  
controlling player may choose to roll to see if the 
Engineers are modifying the equipment.  If so, declare 
your intent to have the Engineers experiment with the 
artillery, and roll a D6 before choosing a target.   The chart 
below indicates how the Artillery piece is modified or 
reacts.    

 

 
 

 
 
 
Engineering Experiments   (Roll a D6) 
 

     D6                                             Result  

1 Bad Idea.  An Experiment that should have been 
better thought out.  Debris flies into the air.  The 
machine suffers D3 points of damage (hits).  The 
Engineers unit suffers an attack as if the machine had 
targeted them.  Neither the crew nor Engineers take 
Morale Checks.  With the Engineers present, this kind 
of thing is expected.  They machine will not fire at an 
enemy this turn. 

2 Extra Torque or Gunpowder.   The maximum range of 
the artillery piece is increased by 12” this turn.   

3 Heavy Ammunition.  All rolls to damage (hit) the 
target gain a +1 Modifier this turn. 

4 Over-Packed.  The player rolls an additional D3 dice 
when rolling damage (hits) on its target.  Any rolls of 
a ‘1’ (from these D3 only) cause one point of damage 
against the machine. 

5 Explosive Shells.  The target suffers a -2 modifier to 
any Morale check caused by the machine this turn.  

6 Quick Reload.  The machine may fire twice during this 
turn.  The secnd shot will suffer a -1 modifier to its 
rolls, if a different target is chosen.   If this result is 
rolled, the Engineers will not have time to fire their 
own ranged weapons this turn, if you choose to make 
the second attack with the machine. 

 
i) Cost to upgrade is +6 Fantasy Points per unit, Infantry or 

Cavalry 
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 3:10 SKILL UPGRADES FOR TROOPS . Continued  

 
 

 
 
 
 
 
 
 
 
 

3:10.25 DRUNKEN TROOPS  
a) Any troop type can be drunken.  Undead, Demons, 

Animals, and Automatons may not be. 
b) All Drunken Troops are immune to all Morale Checks, for 

any reason, from any source, except magic. 
c) Racial specifics:  Due to their strong constitution, Dwarves 

may reroll one of the two D6s each turn, if desired.   
d) Any Character that is attached to a Drunken unit may not 

leave it, and suffers or benefits from the same rules as the 
unit. 

e) The Drunken troops keep a hearty supply of flasks and 
tankards on hand, so they can enjoy another round mid-
battle.  At the Start of each turn, roll 2D6 and consult the 
chart below, to see the extent of their drunkenness: 

 

 
f) Cost to upgrade is +1 troop point per figure (No point 

discount for Humans). 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Roll Effect 

2 to 4 

Feeling No Pain.  Unit suffers a -1 penalty to any 
ranged or combat attacks they make.  Enemies 
attacking them suffer -1 to their attacks, as minor 
wounds seem to go un-noticed by the drunken 
warriors. 

5 Keeping It Together.  No other effects. 

6 

Unruly.  When the unit wishes to make a ranged 
attack, cast a spell, or move, immediately roll a 
D6.  On the roll of 1-2, they do nothing during this 
event.  On a 3+, they may perform the desired 
action.    

7 

Good Cheer.  Paying a bit less attention to details 
than they should.  When moving, declare the 
direction the unit will move.  They may not stand 
still.  Roll 3D3, and move the unit that distance in 
the declared direction. 

8 
Sloppy.  Unit suffers -1 to any ranged or combat 
attacks they make. 

9 
Hung Over.  Unit suffers -1 to any ranged attacks 
they make.  Enemies in close combat gain an 
additional +1 to combat rolls. 

10  
 to  
12 

Liquid Courage.  Unit gains +2 movement and 
must move full distance towards an enemy unit.  
If within range, they must move to enter combat.  
They gain +1 to their melee combat rolls. 
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 3:10 SKILL UPGRADES FOR TROOPS . Continued  

 

3:10.26 THUNDEROUS CHARGERS  
a) Available to Cavalry Troops only.  
b) On the turn that a unit with this Skill Upgrade initiates a 

combat (Charges), it gains a +2 Melee Combat modifier. 
c) In armies where the number of mounted units are limited 

(Dwarves), a unit with this upgrade does not count 
towards the maximum number of Cavalry units available.  

d) Cost to upgrade is +2 troop points per figure. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

3:10.27 LYCANTHROPES  
a) This ability may be given to any race except for the  

Undead and Centaurs.   
b) This upgrade may not be given to any type of Cavalry. 
c) The unit may carry weapons and upgrades as normal.   
d) When deployed, they appear as normal Troops from their  

given race.    
e) At any point during the game, the controlling player may  

choose to have the Lycanthropes transform into their  
creature-forms.  When this is done, the unit must  
immediately be replaced with Lycanthrope models.   

f) Once transformed, they no longer count as carrying  
anything other than Undefined Weapons.  They may no  
longer use any missile weapons they may have been  
carrying.  This is in effect for the remainder of the game. 

g) They now gain the special rule Fearsome, a +1 modifier to  
their Movement, and a +2 modifier to their Melee Combat 
Rolls.   

h) The unit will continue to operate as members of their  
original race.   

i)    The unit may not transform back at any point during the  
game.    

j) Only a character with the Lycanthrope (4:16.11) ability 
may  

join the unit. 
k) Cost to upgrade is +3 troop points per figure  

(Only +2 per figure for humans). 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

3:10.28 REANIMATED TROOPS  
a) This upgrade allows you to field Undead Centaurs, Ogres, 

Fairies, Dwarves, Elves, etc. that actually retain some of 
their race-specific traits. 

b) This upgrade may be purchased by any race or species  
other than common Humans and the Undead. 

c) The Troops retain the traits and special rules of their race,  
but also gain the following rules and restrictions: 

*  Suffer -2 to their Movement Value. 
*  Undead (see 2:7.14) 
*  Immune to effects of Magical Light or Darkness. 

d) If the race’s special rules and Undead rules conflict, the  
Undead rules will always win out. 

e) The Troops count as Undead for purposes of Leadersip  
Abilities, Battle-Standard Bearers, etc. 

f) Cost to upgrade is +2 troop points per figure.  There is no 
discount for Humans subtypes on this Upgrade. 

g) You may give a unit both the ‘Swarm’ Upgrade and the 
‘Re-Animated Troops’ upgrade (See 3:10.19). 

 
 
 
 
 
 
 
 
 

3:10.29 MOLDERING CORPSES  
a) May only be given to Undead Peasants or Yeomen. 
b) This unit begins the game off of the board.  It is not 

deployed. 
c) When the spell ‘Raise the Dead’ (18:4.1) is cast, this unit 

may be summoned onto the battle field, by way of one of 
the grave markers placed on the board. 

d) The unit may purchase weapon or equipment upgrades, 
but the cost for these upgrades is doubled.  They come 
equipped with Undefined Weapons. 

e) Cost is +1 troop point per figure.  The price does not 
increase for multiple units with this upgrade. 
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 3:10 SKILL UPGRADES FOR TROOPS .  
 

3:10.30 ZOMBIES  
a) Available only to Undead Peasant troops. 
b) Zombies must pay double points for any  

equipment or cavalry upgrades. 
c) The unit gains a +1 Melee Combat modifier. 

this negates the -1 modifier for being Peasants.   
The new Melee Combat modifier is now ‘0’. 

d) The unit gains the special rule: Zombie Bite. 
e) Any Characters, Troops ranked as Knights,  

and all of the Undead have the battlefield  
knowledge needed to deal with  
Zombies:  

 Knights and Undead  
troops attacking  
Zombies gain a +1  
modifier to their  
melee attack roll.   

 Characters attacking  
Zombies gain  
+1 Melee Prowess  
for each of their Ranks. 

f) Cost to upgrade Undead  
Peasants to Zombies is  
+1 troop point per figure. 

 
 

SPECIAL RULE: ZOMBIE BITE 
 
At the end of each combat, roll a D6 for every  
model that the Zombies have killed.   

 

 On the result of a 5 or 6, the slain troop is  
reanimated and joins the ranks of the  
Zombie unit.  It now operates exactly as  
all of the other Zombies.  

 

 This allows Zombie units to actually  
grow larger than their initial troop count.   

 

 If a Character or Creature suffers their  
final point of damage (hit) from a Zombie unit,  
roll a D6 at the end of the combat.  On  
the result of a 5 or 6, it is now ‘zombified’ 

   The model is reanimated where  
it stands, with 1 point of Vitality.  It’s  
Melee, Movement, and Ranged Prowess  
are halved.   
 

 It will behave as a creature that has failed  
a Morale Check and is now “berserk”.   
It can not be rallied.   It will attack any  
Troops, other than those with the  
Zombie rule.    
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 4:0 INDIVIDUAL CHARACTERS.  
 

4:16.1 SPECIAL ATTRIBUTES 
 

a) Each Character may be given up to one Special Attribute.  
It is entirely optional.  

b)   When building your Army Roster, you pay Troop Points 
to purchase the Special Attribute. 

c)   If you wish for the Character to have Leadership Abilities, 
those will have to be purchased separately.  See (4:12). 

 
 
 

4:16.2 MASTER ENGINEER 

a)  This attribute allows the Character to join a War Machine 
and apply any leadership to its crew.    

b) An Engineer may not lead a unit of regular troops, except 
for troops with the Engineer Skill Upgrade. 

c)   Repairs.  During Event V, if the Engineer is not in melee  
combat, they may choose to repair the war machine that 
they are attached to.  Roll a single D6.  On the result of a 5 
or 6, the target recovers one point of Vitality. 

d) Cost is 1 Fantasy Point. 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

4:16.3 MASTER ASSASSIN 

a) An Assassin appears as a normal hero at first.   
b) During any turn’s Personal Challenges event, the 

character may reveal themselves to be an Assassin. 
c) During this one Event only, once per game, the Assassin’s 

challenge range is extended to 18”, and their challenge 
may not be refused. 

d) An Assassin is so quick that a Wizard’s spell during the 
challenge Event is less effective than in a normal 
challenge.  Resolve this by allowing the Assassin’s attacks, 
but apply any modifiers caused by the Wizard’s Spell to 
those attacks.  Treat Paralyze as a partially-successful 
spell.  Spells like ‘Confuse’ would take effect after the 
Assassin strikes. 

e) An assassin may not have any Leadership Abilities (4:12), 
but may still attach to a unit for purposes of protection 
and cover. 

f) None of the Assassin’s special attributes apply when the 
target Character is attached to a Bodyguard unit. 

g) An Assassin may never refuse a challenge. 
h) Cost is 1 Fantasy Point per Rank. 
 

4:16.4 THIEF 

a)  When a Thief is involved in a Personal Challenge, the 
controlling player may roll a D6 for every successful point 
of damage (hit) they inflict.  On the result of a 5 or 6, the 
Thief may steal one item from the character (if they have 
one).  If the character has multiple items, the Thief 
chooses which item they steal. 

b)  After stealing a piece of equipment, they may use if for 
the remainder of the game.   The original owner may not. 

c)  Cost is 5 Fantasy Points. 
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 4:0 INDIVIDUAL CHARACTERS. Continued 
 

4:16.5 TRACKER 

a)  This attribute allows the Character to join a unit of Scouts, 
operate as they, and use Leadership Abilities on them.    

b) Trackers gain +1 modifier to Melee and Ranged Attacks 
targeted at Animals or Creatures. 

c) Cost is +1 Fantasy Point per rank. 
 
 

4:16.6 WOODSMAN 

a)  This attribute allows the Character to join a unit of 
Ambushers, operate as they, and use Leadership Abilities 
on them.    

b) Trackers may use any Leadership Abilities on units of 
Ambushers. 

c) Cost is +2 Fantasy Points per rank. 
 
 

4:16.7 SHARPSHOOTER 

a)  The Sharpshooter may target their ranged attacks at 
individual enemy characters, whether attached to a unit, 
or roaming on their own.    

b) Gains an additional 6” to the range of their weapon. 
c) A Sharpshooter must still purchase a ranged weapon, as 

any other Character would. 
d) Cost is +2 Fantasy Points per Rank. 
 
 

4:16.8 BARD 

a)  Any unit with a Bard attached is immune to Fear, and 
gains +1 to all Morale Checks.   
b) A Bard may carry no other equipment. 
c) A Bard may not have any Leadership Abilities (4:12), but 

may attach to any unit of the same race.  
d) Cost is +2 Fantasy Points. 
 
 

4:16.9 JESTER 

a)  The Jester attribute may never be given to a  
character with a Rank 4 or 5. 

b) Provoke.  Each turn, at the brginning of  
Event IV, the Jester may ‘provoke’ one  
enemy unit within range to enter combat  
(therefore this range of his taunt is  
determined by the target’s movement).   
That unit must either move in and engage  
the Jester’s unit in melee combat, or suffer  
a -1 morale modifier for one full turn.   

c) A Jester may not have any Leadership  
Abilities (4:12), but may attach to any  
unit of the same race. 

d) A Jester may not be given any weapon upgrades. 
e) Cost is +3 Fantasy Points. 
 

4:16.10 ANIMAL KINSHIP 

a)  This attribute may only be given to a Character with the 
Leadership Ability ‘Beastmaster’. 

b) When attached to a unit of animals or creatures, the 
Beastmaster is considered to have the same movement 
value as the unit he is attached to. 

c) Note: If the unit takes flight, the Beastmaster is no longer 
considered to be attached. 

d) Cost is +1 Fantasy Point. 
 
 

4:16.11 LYCANTHROPE 

a)  Lycanthropes begin the game as normal, appearing to be 
normal Human, Dwarf, Elf, etc. 

b) A Lycanthrope Character may transform just as Troops 
with the upgrade (3:10.20). 

c) While transformed into were-form, they gain the special 
rule Fearsome, a +1 modifier to their Movement, and a +2 
modifier to their Melee Combat Rolls.  They may not use 
any weapons or equipment while transformed. 

d) Unlike Troops, the Lycanthrope Characters may transform 
back to their original non were-form during Event VI, 
provided that they are not engaged in Melee Combat.   

e) When transforming, the character will dismount.  The 
mount is removed from the game, and may not return. 

f) After transforming back to original form, the character 
may use their weapons and equipment again. 

g) Cost is +1 Fantasy Point per rank. 
 
 

4:16.12 GRAVEMASTER 

a)  This attribute may only be given to a Character that is a 
Necromancer. 

b) This Upgrade work in concert with the troop upgrade 
‘Moldering Corpses’ (3:10.29). 

c) After the board is set up and sides have been determined, 
but just before deployment, the controlling player may 
place three grave markers on the battlefield.   These 
markers may not be within 6” of the enemy’s deployment 
area, or withing 6” of another grave marker. 

d) The Necromancer gains the spell ‘Raise the Dead’ (18:4.1).   
Raise the Dead:   The Caster selects one grave 
marker within range.  (Any Grave Marker will do, 
even if not placed by the controlling player).  If 
successful, one unit of Undead Troops with the 
‘Moldering Corpses’ upgrade that HAS NOT YET 
DEPLOYED ON THE BOARD, may be summoned onto 
the board with the center of the unit over the Grave 
Marker.  Cost is 3 Magic Points.  If the Strength of 
the spell is only 1 or 2, only half of the unit will 
appear (as a partial unit).  The other half will be 
available to be raised again next turn as another 
partial.  

e) Cost is +1 Fantasy Point. 
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 4:0 INDIVIDUAL CHARACTERS.  
 

 
 

4:17 SPECIAL EQUIPMENT FOR CHARACTERS 
4:17.1 Each Character may carry only 1 piece of special equipment, u nless otherwise noted. 
 

SPECIAL EQUIPMENT UPGRADES  

Equipment Weapon 
Fantasy 
Points 
Cost 

Available to: Special Rules      les                                                                . 

Runic Charm 1 Point All Characters Gains +2 Magic Defence, which is also applied to any unit it joins. 

Holy Relic 2 Points Champions & Priests Gains +4 Magic Defence, which is also applied to any unit it joins. 

Blessed Artifact 3 Points 
Wizards, Priests,  
and Necromancers 

Gives the bearer 2 Additional Magic Points each turn, that can only 
be used towards counter-magic. 

Sacred Icon 1 Point All Characters 
Undead or Demonic units fighting against the bearer must take 
Morale Checks at the end of each turn of Melee Combat. 

Lucky Token 2 Points Champions Only 
When fighting in Personal Challenges, the character ignores the first 
point of vitality lost each turn. 

Cursed Mask 1 Point All Characters The bearer gains the special rule Fearsome (2:7.5) 

Magic Scroll 1 Point Wizards & Necromancers Character may know 1 spell from a different Spell List. 

Book of Spells 3 Points Wizards & Necromancers Character knows all spells from two different Spell Lists. 

Potion 1 Point Wizards & Necromancers One use only.  For the turn, wielder’s Magic Value is increased by +4. 

Clerical Vestments 4 Points Priests 
+1 Armor Value, to a maximum of 4.  Gains +4 Magic Points each 
turn, that can only be used towards counter-magic. 

Sorcerer’s Robes 1 Point Wizards & Necromancers Gains +2 Vitality, but suffers a -1 penalty to Melee Combat rolls. 

Magic Wand 2 Points 
Wizards & 
Necromancers 

Melee and Ranged Attacks now have the Enchanted (2:7.15) special 
rule.  Gains +1 Melee Prowess  and +3 Ranged Prowess.  Ranged 
attack distance is equal to 12” + the Character’s rank.  May not be 
equiped with any weapons that require both hands. 

Magical Staff 2 Points 
Wizards & 
Necromancers 

Melee and Ranged Attacks now have the Enchanted (2:7.15) special 
rule.  Gains +3 Melee Prowess  and +1 Ranged Prowess.  Ranged 
attack distance is equal to 12” + the Character’s rank.  May not be 
equiped with any weapons that require both hands. 

Full Plate Armor 1 Point Champions & Priests Gains +2 Vitality, but all movement suffers a -2 modifier. 

Visored Helmet 1 Point Champions & Priests Gains +2 Vitality, but Character’s Ranged Attacks suffer a -1 modifier. 

Full Plate Armor  
and Visored Helmet 

2 Points Champions & Priests 
Character gains +4 Vitality, but all movement is reduced by 2 and all 
Ranged Attacks it makes suffer a -1 modifier. 

Dragon Scale Cloak 2 Points All Characters 
All attacks with the flame special rule (2:7.16), directed at the 
character, suffer a -1 penalty to their roll. 

Runic Armor 2 Points Champions & Priests 
+1 Armor Value, to a maximum of 4.   
The armor may never be modifed to be lower than a value of 2. 

War Paint 1 Point All Characters Character gains +1 Vitality and +1 Magic Value. 

Heirloom Weapon 1 Points All Characters Gains +1 Melee Prowess, and the Enchanted special rule (2:7.15). 

Ancient Weapon 2 Points All Characters Gains +2 Melee Prowess, and the Enchanted special rule (2:7.15). 

Legendary Weapon 3 Points All Characters Gains +3 Melee Prowess, and the Enchanted special rule (2:7.15). 

Mystic Weapon 4 Points All Characters Gains +4 Melee Prowess, and the Enchanted special rule (2:7.15). 

Arcane Weapon 5 Points All Characters Gains +5 Melee Prowess, and the Enchanted special rule (2:7.15). 
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 5:6 CREATURE TYPES:  GIANTS.  

 

5:6.6 WEAPON UPGRADES FOR GIANTS 
 

a) Giants may purchase Weapon Upgrades using Troop 
Points.   

b) Giants pay more points for Weapon Upgrades than 
Troops do.  

c) A Giant may purchase one Melee Weapon Upgrade 
(section 29:4.1).   To purchase the Upgrade, the player 
pays the points cost multiplied by the Giant’s Melee 
Prowess.      
Pay:  (Upgrade Points) x (Giant’s Melee Prowess) 

 

d) A Giant may purchase one Ranged Weapon Upgrade 
(section 29:4.2).  To purchase the Upgrade, the player 
pays 4 times the points cost indicated for troops.   
Pay:  (Upgrade Points) x  4 

 

e) The Giant’s Ranged Prowess is increased by 1.  Reflect 
the change on its Stat Line.  

f) Due to the over-sized nature of the Giant’s Weapon, 
and its own natural Strength, the range of the weapon 
is doubled.    

g)  A Giant that has purchased a Ranged Weapon  
Upgrade will make Ranged Attacks as normal, but may 
apply the range and special rules of the weapon to 
ONE of its Ranged Attacks.  This attack must be rolled 
separately from any other Ranged Attacks the Giant 
makes.   

 

 x5:8 CREATURE UPGRADE.  
 

5:8.1 ADDITIONAL ELEMENTAL ASPECT 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
  

5:8.2 UNDEAD MONSTERS 

Monsters (Sections 5:7.4 & 5:7.5 and 31:4.3 & 31:4.4)  
may purchase the ‘Undead Aspect’ upgrade found in  
Section 5:8.1.  This upgrade may be given to any  
Monster that does not already have either the 
‘Undead’ or ‘Demonic’ special rules. 

 6:0 TITANS. 

 
6:2.8 Titanic Cavalry may purchase  

the ‘Undead Aspect’ found in Section 5:8.1. 
 

6:4 TITANIC WEAPONS 
 

6:4.1 Titanic Infantry and Titanic Cavalry may purchase 
Weapon Upgrades using Troop Points.  You may use 
Fantasy Points if you wish, but it is unadvised. 

6:4.2 Titans pay more points for Weapon Upgrades than 
Troops do.  

6:4.3 The Melee Weapon Upgrade applies to all attacks 
made by the Titanic Infantry or Titanic Cavalry. 

6:4.4 A unit of Titanic Infantry or Cavalry may purchase one 
Melee Weapon Upgrade (section 29:4.1).   To 
purchase the Upgrade, the player pays the points cost 
multiplied by the Titan’s Melee Prowess.      

6:4.5 All Titans in the unit must purchase the same Weapon 
Upgrade. 

Pay:  (Upgrade Points) x (Melee Prowess) x (Qty of Titans) 
 

6:4.6 A unit of Titanic Infantry may purchase one Ranged 
Weapon Upgrade (section 29:4.2).  To purchase the 
Upgrade, the player pays 4 times the points cost 
indicated for troops.   

Pay:  (Upgrade Points) x  4  x (Qty of Titanic Infantry) 
 

6:4.7 The Titan’s Ranged Prowess is increased by 1.  Reflect 
the change on their Stat Line.     

6:4.8 Due to the over-sized nature of the Titan’s Weapon, 
and its own natural Strength, the range of the weapon 
is increased by 50%.    

6:4.9 Titans that have purchased a Ranged Weapon  
Upgrade will make Ranged Attacks as normal, but may 
apply the range and special rules of the weapon to 
ONE of their Ranged Attacks (per Titan).  These attacks 
must be rolled separately from any other Ranged 
Attacks the unit makes.   

6:4.10 For Titanic Cavalry, the weapon is carried by the rider 
(who are generally not Titanic, themselves). 

6:4.11 A unit of Titanic Cavalry Riders may purchase one 
Ranged Weapon Upgrade (section 29:4.2).  To 
purchase the Upgrade, the player pays the points cost 
indicated for troops.   
Pay:  (Upgrade Points) x (Qty of Titanic Cavalry) 

 

6:4.12 The Titan’s Ranged Prowess is increased by 1.  Reflect 
the change on their Stat Line.     

6:4.13 Titanic Cavalry that have purchased a Ranged Weapon  
Upgrade will make Ranged Attacks as normal, but may 
apply the range and special rules of the weapon to 
ONE of their Ranged Attacks (per Titan).  These attacks 
must be rolled separately from any other Ranged 
Attacks the unit makes.   

6:4.14 The range of the Titanic Cavalry’s Ranged Attacks is 
not increased beyond the values listed for Troops. 

Upgrade 

Etherial Aspect 

Examples 

Ghost Giant, Ghost Dragon 

Cost 

1 Fantasy Point 
per every 1 - 2.5 vitality 

Special Rules 

 Gains 'Undead' (2:7.14) and  
 ‘Incorporeal’ (2:7.9) without  
 any bonus movement.   
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 7:1 WAR MACHINES.   
 

7:1.3 UNDEAD WAR MACHINES  
All Artillery, Engines, and Other War Machines (Sections 7:1 to 7:4)  

may purchase the ‘Undead Aspect’ upgrade found in Section 5:8.1.   
This upgrade applies to the machine, and any crew or creatures  

purchased with it. 
 
 
 

7:2 ARTILLERY 
 
7:2.10 Each piece of artillery may purchase upgraded Ammunition, if Desired. 
 

Upgrade Available to:  Effect 
Fantasy  

Points Cost 

Flaming Arrows Ballista Ranged Attacks gain the Flame special rule 1 

Flaming Pitch Catapult, Mortar, Rockets Ranged Attacks gain the Flame special rule 2 

Blessed Ammunition Any Ranged Attacks gain the Enchanted special rule 2 

Poisoned Arrows Ballista Ranged Attacks gain the Poison special rule 1 

 
7:2.11 The upgrade for each piece of artillery is purchased individually. 
7:2.12 No Artillery piece may have more than one upgrade. 
7:2.13 The Flame Cannon, Mortar, and Rockets should all be considered to already have the Flaming Pitch upgrade,  

at no additional cost. 
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 7:1 WAR MACHINES.  Continued  

 
 

7:3.5 LARGE ENGINE UPGRADES   
 
g)  Blimps, Ornithopters, and Dragons that  

are equipped with Howdahs may  
purchase explosives to drop on  
enemies below them.  
 
 
 
Rules for Dropping Explosives 
*  Dropping explosives does not effect  

movement or other Ranged Attacks  
that are made by the unit. 

 *  Range is 6” from the center of the  
unit that is making the attack. 

*  The unit dropping the explosives  
must be in the air. 

*  The target must be on the ground.  
*  Declare a target that is within range.    

   * Roll the appropriate number of D6s 
   * Any results of a 5 or 6 cause damage (hits) 
   * Damage (hits) from these attacks have 

the special rule Flame (2:7.16). 
 

 
 
 
 
 
 

 

 

7:5 NOTES ON WAR MACHINES   
 
7:5.1 If a Blimp is the target of the Paralyze spell (17:1.15), it will not crash into the ground.  Instead, it will drift in a random  

direction a distance of 2D6 inches.  Use the Creature Random Movement Chart to determine the direction (See 9:8). 

Upgrade Details 
Fantasy  

Points Cost 

Barrell Bombs 

Available to:  Bimps and Dragons with Howdahs 

6 each 

A Blimp may be equipped with up to 2 Barrell Bombs. 
A Dragon with Howdah may be equipped with up to 1 Barrel Bomb. 

Each bomb may only be dropped once per game.   

When the Barrell Bomb is dropped, Roll 12 D6s to determine damage (hits). 

Grenades 

Available to:  Bimps, Dragons with Howdahs, and Ornithopters 

0.5 Each 

A unit may purchase any number of Grenades. 

Each Grenade may only be dropped once per game.   

A unit may drop up to two Grenades each turn.    
However, both Grenades dropped at same time must target the same unit. 

Roll a single D6 for each Grenade Dropped. 
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 8:0 BATTLEFIELD & TERRAIN.    

 

8:2.7 ALTERNATE BATTLEFIELD GENERATOR I  
If both players agree to use an Alternate Battlefield, either agree on one of the 3 battlefields listed below, or roll a D6 to determine. 

 

a) Follow Steps 8:2.1 through 8:2.6 (in Book 1) and use the Alternate Battlefield Generator I (above) and Terrain Generator II (upper 
right) to determine the Battlefield Type, Amount of Random Terrain, and which Random Pieces of Terrain to use.   

 
b) Once you know your Battlefield Type, consult the appropriate rules found in section 8:5.  This will list any special rules that are to 

be used, as well as list the automatic terrain pieces to be used. 
 
c)   Section 8:4 details how each piece of terrain works. 
 
d)  If you do not have the right terrain pieces to field these  

types of battlefields, please use the terrain listed in  
rulebook #1, section 8:0. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

D6 
Result 

Battlefield Type 
Amount of 

Random Terrain 

What to Roll to Determine Each  
Piece of Random Terrain 

(on chart 8:3.2) 

If You Do Not have the  
Terrain piece you rolled: 

1 or 2 Jungles (8:5.4) D6 + 3  2D6 Each Piece  use a Carniverous Plant 

3 Graveyard (8:5.5) D3 + 2 2D6+6 Each Piece  use a Row of Grave Stones 

4 Cursed Ground (8:5.6) D3 + 2 2D6+10 Each Piece Use a Charnel Pit 

5 or 6 Tunnels / Caverns (8:5.7) D6 + 3 D6+18 Each Piece  use a Pile of Debris 

8:3.2 TERRAIN GENERATOR II   

Roll Result Terrain Type Reference 

2 or 3 Swamp  8:4.13 

4 Stream  8:4.12 

5  Carnivorous Plant  8:4.15 

6 Temple Ruin 8:4.16 

7 Tall Grass / Brush 8:4.17 

8 Woods  8:4.3 

9 Hedge, Fence, Short Wall  8:4.4 

10 Hill  8:4.5 

11 Impassable Ground  8:4.6 

12 Charnel Pit  8:4.18 

13 to 15 Row of Grave Stones  8:4.19 

16 Mausoleum  8:4.20 

17 Obelisk / Monument  8:4.21 

18 or 19 Cairn  8:4.22 

20 Contaminated Stream  8:4.23 

21 Pool of Water  8:4.24 

22 Deep Pit  8:4.25 

23 Blocked Passageway  8:4.26 

24+ Pile of Debris  8:4.27 
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 8:4 TERRAIN TYPES AND EFFECTS.  
 

Rules for the Swamp, Stream, Woods, Hedge, Fance, Wall, Hill, and Impassable Ground are found in Book 1.
 

8:4.15 CARNIVOROUS PLANT 

Desc:  A large man-eating plant, with sharp teeth, and long 
vines.  Approximately 1” to 2” in diameter.     

Stat Line:  Each plant has Melee Prowess: 4. Vitality: 3. 
Armor: 2.   They can never move, and are immune to 
Morale Checks.  For all purposes, it is a Creature. 

Attack: The plant acts as a NPC.  If it is not engaged in 
Melee Combat, it will make a full set of attacks against 
every unit within 3” of it.   

Destroying It: The plant can be damaged (hit) by spells, 
ranged attacks, or engaging it in melee combat. 

 
 

8:4.16 TEMPLE RUIN 

Desc:  Remnants of a lost temple.  Could be a small statue, 
crumbling wall section, or altar.  Sized from 2x2” to 4x6”.   

Menacing Aura:      In any Melee Combat where part of 
either side is within 3” of a Temple Ruin, all units engaged 
in the combat fight as if Frenzied.   
Frenzy:  in Melee Combat, the unit rolls 2D6 (plus any 
modifiers) to determine damage (hits). 
 Enemy Characters and Creatures gain +1 to their Melee 
Prowess when attacking the unit. 
 Frenzied Troops take no note of their losses, and 
therefore never apply negative modifiers to any Morale 
Checks they are subject to. 

Obstruction:  Temple Ruins can block line of sight, cause  
a -1 modifier to Ranged Attacks if shooting passes thru 
them, and any Temple Ruins taller than 2” are impassable.    

 
 

8:4.17 TALL GRASS / BRUSH 

Desc:  An area of ground packed with tall grasses and thick 
brush that troops must chop their way through.  It should 
be at minimum 4” x 4”. 

Ranged Attacks:  Shooting at targets through or inside Tall 
Grass / Brush will suffer -1 Ranged Attack modifier.  There 
is no penalty for shooting out of the terrain, if the target is 
outside it.  Shooting may not pass thru more than 4” of Tall 
Grass/Brush.   

Move:  All cavalry, yeoman infantry, and knight infantry 
units moving through Tall Grass / Bruch lose 2” of 
movement.  Peasant units may move at full speed.   

Morale:  Yeoman and Knight troops fight and take Morale 
Checks as if they are Peasants. 

Peasants:  Peasants in Tall Grass / Brush add +1 to their 
armor value. 

 
 
 

 

8:4.18 CHARNEL PIT 

Desc: A pit filled with corpses, strewn bones, and gore.  
Used to dispose of the dead, and channel the dark arts.  It 
should be approximately 3” in diameter. 

Dark Power:  The evil energy of the pit enhances the power 
of ruinous spells, and siphons the life energy from 
spellcasters foolish enough to venture close.   
    During Event II, when a spell caster declares a spell while 
within 3” of a Charnel Pit, the strength of the spell is 
increased by D3 magic points.  Roll immediately.  If a 1 is 
rolled, the caster suffers 1 point of damage (hit). 

Movement:  Units moving through a Charnel Pit suffer a -2 
penalty to their movement.   

Grave Marker:  Necromancers may treat the Charnel Pit as 
a Grave Marker when casting the spell ‘Raise the Dead’ 
(18:4.1). 

 
 

8:4.19 ROW OF GRAVE STONES 

Desc:  Four to six grave stones in a row, each stone placed 1 
inch apart.  

Movement:  Units moving over a row of grave stones suffer 
a -2 penalty to movement. 

Cover:  Ranged attacks made through grave stones suffer a 
-1 penalty to the attack roll. 

Morale:  Units forced to take a Morale Check, and within 3” 
of a grave stone suffer a -1 modifier to their roll. 

Grave Marker:  Necromancers treat any grave stone as a 
Grave Marker when casting the spell ‘Raise the Dead’ 
(18:4.1). 

 
 

8:4.20 MAUSOLEUM 

Desc:    A small building, housing one or several tombs.  
Approximately 2”x2” in size. 

Building:  The mausoleum acts as a small Building (See 
section 8:4.2).  The only difference is that units of troops 
and creatures can not fit inside a mausoleum.  However, up 
to two Characters (dismounted) may occupy a mausoleum 
at a time.     

Morale:  Units forced to take a Morale Check, and within 3” 
of a Mausoleum suffer a -1 modifier to their roll. 

Grave Marker:  Necromancers may treat the Mausoleum as 
a Grave Marker when casting the spell ‘Raise the Dead’ 
(18:4.1). 

 
 
 
 
 

ADDITIONAL GAME CONCEPTS 

 



CHAOS WARS: CLASSIC RULES 

  

22 

 8:4 TERRAIN TYPES AND EFFECTS. Continued 
 
 

8:4.21 OBELISK / MONUMENT 

Desc:  A tall statue / sculpture.  At least 2”x2” at its base.   

Obstruction:  Obelisks and Monuments can block line of 
sight, cause a -1 modifier to Ranged Attacks if shooting 
passes around them, and are completely impassable.    

Unknown Deity:  Knowledge of which gods these ancient 
monuments were deciated to is long lost.  Many of the old 
gods are jealous and fickle.   
    At the start of each new turn, before rolling for Initiative, 
check to see if any units are within 3” of an Obelisk or 
Monument.  If a unit is, then roll a D6, and apply the effect 
to the unit. 
 
D6 Result                                Effect 
  1:   The angry god channels its rage at the offending unit.   
         Roll 3 D6s.  Results of a 5 or 6 each cause one point of  
         damage (hit) on the unit.   
  2:   The power emanating from the monument causes the  
         unit great unease.  The unit must immediately take a  
         Morale Check, as against Spells. 
3-4:  The unit is ignored.  No Effect. 
  5:    The presence of the monument emboldens the unit,  
         and it gains a +1 modifier to Morale this turn. 
  6:   The god shows favor to the unit.  Troops gain a +1     
        Modifier to any Ranged or Melee Combat Attacks they  
        make during this turn, and their attacks count as  
        Enchanted.  Individuals gain +1 to their Melee Prowess  
        and Range Prowess for the turn. 
 

 
 

8:4.22 CAIRN 

Desc:    A pile of large stones, covering the grave of one or 
more warriors.   Anywhere from 1”x2” up to 3”x4” in size. 

Movement:  Units moving over a Cairn suffer a -2 penalty 
to their movement.   

Morale:  Units forced to take a Morale Check, and within 3” 
of a Cairn suffer a -1 modifier to their roll. 

Grave Marker:  Necromancers may treat the Cairn as a 
Grave Marker when casting the spell ‘Raise the Dead’ 
(18:4.1). 

 
 
 
 
 
 
 
 
 
 
 

 
 
 

8:4.23 CONTAMINATED STREAM 

Desc:  A stream should never completely bisect a board, 
unless part of a scenario.  It should be 1" to 3" across. 

Move:  A unit moving across a stream loses 2” movement.   

Slow Down:  Cavalry and Engines must pass a Morale Check 
(4+ needed) when they attempt to cross the Stream, or 
they must stop at the edge, and move across in the 
following turn. 

Poisoned Waters:  During the Movement Event, if a unit 
comes into contact with a Contaminated Stream, 
immediately roll 3 D6s.  For each 5 or 6 rolled, place one 
poison marker on the unit.  It will suffer the effects of 
Poison (2:7.17). 

 
 

8:4.24 POOL OF WATER 

Desc:  An area of ground outlined as a water feature.  
Approximately 2” to 4” across. 

Move:  No units may move thru this terrain, unless they 
have the Aquatic or Amphibious special rules. 

Unknown Liquid:  It is impossible to tell if the pool is safe or 
dangerous.  If a unit passes within 1” of a pool, roll a D6 to 
determine the effect it has on the unit. 
D6 Result                                Effect 
  1:   An unknown horror reaches up from beneath the still  
        waters and slashes at the unit.  The unit suffers an  
        attack with a Melee Prowess of 4.   If a Morale Check is  
        taken, test against a Creature.    
  2:  Poison!  The unit suffers the effects of poison (2:7.14).   
        Place two poison markers upon it. 
3-4: Clean Water.  No Effect. 
   5: Flammable Liquid.  If the unit is Troops, one dies,  
       attempting to drink the liquid.  If the unit is a Charatcer         
       or Creature, it immediately loses 1 point of vitality (also  
       for trying to drink it).  If desired, the controlling player  
       may choose to set the liquid ablaze.  If so, if will  
       generate magical light 6” from it’s edge in all directions.   
       Troops within 3” that are equipped with bows or  
       crossbows of any kind, may now treat their ranged  
       attacks as having the Flame (2:7.16)  special rule. 
   6: Blessed Healing Waters.  You have stumbled upon the  
        spring of a gentle water-sprite.  The unit immediately  
        removes any poison markers on it.  If the unit is an  
        individual, it is immediately healed by one point of  
        Vitality.  If the unit is Troops, they gain a +1 modifier to  
        the next Morale Check they must make. 

One time only:  Once the effect has been rolled for, it will 
have the same result for the rest of the game, applying that 
to anyone who comes within 1”. 
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 8:4 TERRAIN TYPES AND EFFECTS. Continued 
 
 

8:4.25 DEEP PIT 

Desc:    An area of ground outlined as a deep void.  
Approximately 3” to 4” across. 

Move:  Only flying units may move over/thru a pit.  All 
others must move around it.     

Unsure Footing:  If a unit passes within 1” of a Deep Pit, roll 
a D6 to determine the effect on the unit. 
 
For Troops: 
D6 Result                                Effect 
1-2:  Test to see if any troops accidentally fall to their   
         doom.  Roll a number of dice equal to half the number  
         of troops in the unit.  For every roll result which is NOT  
         greater than the Troop’s Armor Value, one Troop from  
         the unit is removed from the game.  
         Note: a unit that can see in darkness, or is carrying   
         torches may apply a -1 modifier to these D6 rolls. 
3-6:  The unit passes on safely. 
 
For Individuals (Creatures, Characters, War Machines):      
D6 Result                                Effect 
1-2:  The unit’s presence awakens something slumbering  
         below.  A great winged creature swoops up and  
         attacks the unit before flying off.  The unit suffers an  
         attack with a Melee Prowess of 3.   If a Morale Check  
         is taken, test against a Creature.    
3-6:  The unit passes on safely. 
 

 
 

8:4.26 BLOCKED PASSAGEWAY 

Note:  For use in Tunnels / Caverns (8:5.7) only.     

Desc:  A tall pile of stones, dirt, and fallen timbers that 
blocks a tunnel passage completely, and must be dug 
through to move onward.     

Removing Rubble:  Until the path has been cleared, the 
passage at this point is impassable, even by flyers.  Only 
Incorporeal units may pass thru.  Treat the blocked passage 
as having a Vitality of 4 and an Armor of 3.  Only once the 
vitality has been reduced to 0, can units pass beyond it.   
Once it been cleared, it will remain open for the rest of the 
game.  Ranged Attacks from Troops will not remove rubble. 

Danger:  When rolling to clear (attacking), any natural D6 
results of a 1 will inflict a point of damage (hits) on the unit 
that is attacking the Blocked Passage, as a rockslide engulfs 
them.   

 
 
 
 
 

8:4.27 PILE OF DEBRIS 

Desc:    A pile of any kind of rubble.  Rocks, earth, and 
mining equipment would be appropriate.  Approx 2”x2” to 
3”x3” 

Unknown Contents:    When the first unit to do so comes 
within 3” of the pile, roll a D6 to see if there is anything of 
note in the debris. 
 
D6 Result                                Effect 
1:     The unit suffers a suffers a ranged attack by a Fire- 
        Breathing Salamander.  Ranged Prowess 6.   
        Treat as Dragon Fire.  The Salamander lumbers off. 
2:     Unspeakable Horror.  Unit must take an immediate  
        Morale Check, against a Creature. 
3:     Sharp, rusty spikes.  The unit Suffers a Poisoned Attack  
        with a Melee Prowess of 3.  No Morale Check  
        Required. 
4:     Bundle of Torches.  The unit (or one within 6”) may  
        choose to equip themselves with Torches at no  
        additional cost. 
5:     Map.  With this knowledge, the unit can move along  
        more sure-footedly.  They no longer suffer the  
        movement penalty for moving through unknown  
        passages. 
6:     Heirloom Relic.   May be given to any Character within  
        6”, or the next one to do so.  The bearer gains  
        Enchanted Attacks, +1 to Melee Prowess, and can see  
        in darkness. 
 

Ranged Attacks:  Ranged attacks that pass over piles of 
debris suffer a -1 penalty.   

Movement:  Piles of Debris are not large enough to 
obstruct a passage, but are impassable.  If there is less than 
2” of free space between a pile and the tunnel/cavern wall, 
the unit loses 2” of movement that turn, squeezing 
between the debris and the wall. 

One time only:  Once the effect has been rolled for once, 
the debris is just a hinderance to movement and ranged 
attacks.  Do not roll again for the contents of the pile. 
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88:5 SPECIAL RULES FOR BATTLEFIELD TYPES.  
 

Note:  Special Rules apply to the entire board, even flying units. 
  

8:5.1 WILDERNESS 
a) No Special Rules. 
b) No Automatic Terrain. 
c) Use Battlefield Generator I (8:2.0) and  

Terrain Generator I (8:3.1) 
 
8:5.2 STANDARD BATTLEFIELD 
a) No Special Rules. 
b) No Automatic Terrain. 
c) Use Battlefield Generator I (8:2.0) and  

Terrain Generator I (8:3.1) 
 
8:5.3 VILLAGE OUTSKIRTS 
a) No Special Rules. 
b) No Automatic Terrain 
c) Use Battlefield Generator I (8:2.0) and  

Terrain Generator I (8:3.1) 
 
8:5.4 JUNGLES 
a) Special Rules:   
 

Low Visability, Hazardous Ground 
Due to the thick and dense undergrowth, all 

movement and visibility may be reduced.  At the start 
of each turn, before Event 1, each side rolls a single 
D6.  Subtract the number of the High Roll from the 
Low Roll.  All movement and range distances (for 
Challenges, Offensive Spells, Ranged Attacks) is 
reduced by this number of inches.    

Example:  Player A rolls a 6.  Player B rolls a 4.  The 
difference is 2.  Therefore this turn, all movement and 
range distances are reduced by 2”. 
 
 
Dense Plantlife 

Because of the teeming vegetation, it is easy for 
Troops to hide from the enemy.  Each Player may 
nominate two of their Troop Units to gain the Stealthy 
Skill Upgrade (3:10.22), at no additional cost.  In a 
jungle, Stealthy Troops are always considered to be 
within 4” of terrain. 

 
b) Automatic Terrain: 

Include these on your table top, in addition to the 
Random Terrain you generated: 

       D6+4 Carniverous Plants (8:4.15) 
D3 Temple Ruin (8:4.16) 
D3+6 Tall Grass / Brush (8:4.17) 

 
c) Use Alternate Battlefield Generator I (8:2.7) and  

Terrain Generator II (8:3.2) 
 
 

8:5.5 GRAVEYARD 
a) Special Rules:   

 
Unsettling Aura 

Units that fail a Morale Check will move at double 
their movement when fleeing.   

 
Holy Ground 

If an Undead or Demonic unit fails a Morale Check, 
and does not have an Undead, Demonic, or 
Necromancer character attached to it, the unit is 
immediately removed from the board.  The prayers, 
incantations, and spells of binding in the graveyard 
pull the animating energy away from their physical 
forms, driving them back into the underworld.   

 
The Power of Faith 

Units with a Priest attached gain an additional +1 
modifier to their Morale Check rolls. 

 
b) Automatic Terrain: 
  Include these on your table top, in addition to the 

Random Terrain you generated: 
    D6+6 sections of Fence or Short Wall (8:4.4) 
       D6+6 Rows of Grave Stones (8:4.19) 
    D3+1 Mausoleums  (8:4.20) 
    D3 Monuments / Obelisks (8:4.21) 
    D3 Cairns (8:4.22) 
 
c) Use Alternate Battlefield Generator I (8:2.7) and Terrain 

Generator II (8:3.2) 
  
 
8:5.6 CURSED GROUND 
a) Special Rules:   

 
 

Dread   
All Morale Checks, whenever taken suffer a -1 

modifier to the roll. 
 
 

  Madness 
When any unit fails a Morale Check, it must roll on 

the Creature Morale Failure chart (9:7). 

 
 

b) Automatic Terrain: 
  Include these on your table top, in addition to the 

Random Terrain you generated: 
       D3+1 Charnel Pits (8:4.18) 

D3 Monuments / Obelisks (8:4.21) 
    D3 Cairns (8:4.22) 
    D3-1 Contaminated Streams (8:4.23) 
 
 

c) Use Alternate Battlefield Generator I (8:2.7) and Terrain 
Generator II (8:3.2) 
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88:5 SPECIAL RULES FOR BATTLEFIELD TYPES. Continued 
 

8:5.7 TUNNELS / CAVERNS  
a) Special Rules:   

 
Restricted Space 
 Instead of playing in a relatively open field, this 

battle occurs in tight corridors, underground.  To simulate 
this effect, we suggest laying out the board in one of the 
following patterns.    

You and your opponent may choose set up a tunnel 
system of your own design, or you can roll a D6 to 
determine which of the six pre-generated tunnel systems 
you use. 

Define the corridors on your tabletop.  You can use 
pieces of cloth, wood, or painter’s tape can get the job 
done.  You can also download a set of these templates at 
www.RalPartha.com 

You can print them out and affix to 12”x12” squares, 
then just lay out the tiles on your tabletop.   

 
Notes:   

* The black spaces shown on the maps are completely 
impassable by all except for Incorporeal or Etherial 
units.  

* The deployment zones are marked in gray. 
 
 

DEPLOYMENT ZONE 1 

DEPLOYMENT ZONE 2 

TUNNEL SYSTEM ONE 

DEPLOYMENT ZONE 1 

DEPLOYMENT ZONE 2 

TUNNEL SYSTEM TWO 

DEPLOYMENT ZONE 1 

DEPLOYMENT ZONE 2 

TUNNEL SYSTEM THREE 
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88:5 SPECIAL RULES FOR BATTLEFIELD TYPES.  
Continued 

 
8:5.7 TUNNELS / CAVERNS  Continued 

 
Unknown Passages 

Because you have no firsthand knowledge of the 
tunnel/cavern system you are exploring, all the units 
are very cautions.  Any unit that can not naturally see 
in darkness, or is not in magical light suffers a -2 
penalty to all Movement.   

This applies even if the unit is equipped with 
torches.  If there is not a racial benefit allowing a unit 
to see in darkness, or there is no active spell for 
magical light on the unit, they suffer the penalty. 
 
Battle by Torchlight. 

Unless a unit can naturally see in darkness, their 
ranged attack distance is reduced by the darkness, and 
cramped space. 

At the start of each turn, before Event 1, each side 
rolls a single D6.  Subtract the number of the High Roll 
from the Low Roll.  All ranged attack distances (for 
Challenges, Offensive Spells, Ranged Attacks) is 
reduced by this number of inches.    

Example:  Player A rolls a 6.  Player B rolls a 4.   
The difference is 2.  Therefore this turn, all range 
distances are reduced by 2”. 

 
Dangers of Artillery 

When fired in a cavern or tunnel system, artillery 
deals additional damage (hits) to the target, and at 
times the machine itself, as it may cause cave-ins. 

When an artillery piece makes a ranged attack, 
both the machine and its target receive hits as an 
attack from a creature with a Melee Prowess of 5.   
Roll for each separately. 

    
Low Ceilings 

Even when flying, units may be engaged  
in Melee Combat.  The flying unit does not  
need to land to attack a unit on the ground.   

 
b) Automatic Terrain: 
  Include these on your table top, in addition  

to the Random Terrain you generated: 
    D3-1 Pools of Water (8:4.24) 
    D3+1 Deep Pits (8:4.25) 
       D6+4 Blocked Passageway (8:4.26) 
    D6+6 Piles of Debris (8:4.27) 
c) Use Alternate Battlefield Generator I (8:2.7)  

and Terrain Generator II (8:3.2) 
 
 
 
 

  9:0 MORALE 
9:10 

9:10 Routed Units 
9:10.1 Units that are routed must still take Morale checks if 

they suffer wounds.  If they fail, that will run again, in 
the same direction.  Creatures continue to use their 
previous result from the Creature Morale Failure 
Table, but may move further in  the direction they are 
facing. 

9:10.2 A routed unit that is charged will not turn to face its 
attacker.  Therefore routed units are much more likely 
to be caught in the flank or rear, granting the combat 
modifiers as appropriate.  As usual, Troops may only 
attack to their front.  

9:10.3 A routed unit that moves off the board is destroyed.  
 

  15:0 EVENT IB – PERSONAL CHALLENGES  
 

15:4 CLARIFICATIONS 
15:4.1 Normally, a Creature can not refuse a challenge.  

However, if the Creature or Character being 
challenged is flying, and the Challenger is not, they 
may ignore the challenge, and suffer no penalty for 
doing so, as they are considered out of range to hear 
their opponent.   

The Challenger may not pick another target.  Their 
opportunity is lost as they make the attempt in vain. 
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When writing your Army Roster, you may choose to dedicate a spell caster to a list of spells other  
than the Common Spell List (17:1 & 17:2).  In this instance, the caster will have no access to the  
Common Spells, instead they will use the spells from the Alternate Spell List that they have indicated  
on their Army Roster.   

All casters still know the Common Spell of Counter-Magic (17:1.10). 

 18:0 ALTERNATE SPELL LISTSx 
 
 
 
 
 

 
 
 

x18:3 RUNIC MAGICx 
 
 

All Runic Magic spells are GENERAL SPELLS   
 
 

18:3.1 SIPHON 

May only be cast upon the spell caster.  Once this spell 
has been declared, any spells that target a unit within 6” of 
the caster will require additional magic points to be 
successful.  The additional cost will be equal to the strength 
of this spell. 

 

18:3.2  WARDING 

All damage (hits) directed at this unit suffers a penalty to 
any rolls to inflict the damage (hits).  The amount of the 
penalty is equal to 1 for every 3 magic points used on the 
spell. 
 

18:3.3  QUICKSHOT  

During Event III, the unit may fire twice, provided it fires 
at the same target both times.  Cost is 3 magic points. 
 

18:3.4 DEXTERITY  

Despite any restrictions based on unit type, race, or 
weapon used, the unit may move its full movement value, 
after firing their weapons.  Cost is 3 magic points. 
 

18:3.5 EXTENDED RANGE 

When the target unit makes its ranged attacks, the 
distance is increased by 2 inches for every magic point used 
on the spell. 
 

18:3.6  FORTIFY 

The target unit’s Armor Value is immune to any 
reductions or penalties, due to spells, special rules, or 
weapons.  Cost is 4 Magic Points.  
 

18:3.7  IRON WILL 

The target unit automatically passes any Morale Checks it 
is forced to take during this turn.  Cost is 4 magic points.  

 

18:3.8 DEFIANCE 

 During the Melee Combat Event, the unit makes a full 
round of attacks at every unit that is engaged in combat 
against it.  This includes any enemies engaged in the flanks or 
rear.   Cost is 6 magic points. 
 

 
 
 
 
 
 
 
 

 
 
 
 
 
 

18:3.9 CLEANSE / PURIFY 

Removes Poison Tokens, Flame Tokens, Curse Tokens, 
Plague Tokens, Posession Tokens, or Control Tokens that the 
unit may be suffering from.  Remove D3 tokens from the 
target unit, for every 2 magic points spent on the spell.   
 

18:3.10 SEARING BLADES 
 The target unit’s combat weapons glow white hot with 
energy.  As with Dragon Fire, the unit’s attack rolls of a 5 or 6 
will cause damage (hits).  The target’s armor has no effect on 
the roll needed.  If cast upon a unit of Troops, the unit does 
not fight as normal.  Instead, the unit fights as a Creature 
with a Melee Prowess equal to the number of Troops alive in 
the unit.  Cost is 6 magic points. 
 

18:3.11 REVEAL 

Creates a circle around the spell caster with a radius of 1 
inch per magic point spent.  The existence of any hidden 
objects, enemies, treasures, items, or passages (of any kind) 
will be revealed to the controlling player.   

In the instance that a unit needs to roll to determine the 
contents of something, and this spell is in effect over that 
area, the controlling player may re-roll the initial result. 

 

18:3.12 FEEDBACK 

 For every magic point directed at the target unit this turn, 
roll a D6.  For each result of a 5 or 6, the spell caster suffers 1 
point of damage (hits).  Cost is 6 magic points.   Counter-
Magic must completely remove 6 magic points to negate this 
spell.  
 

18:3.13 REFLECTION 

 This spell target’s an enemy’s offensive spell whose target 
is within range.  The offensive spell has no effect on the 
intended unit, and instead targets the original caster’s unit 
(or caster themselves, if not attached to a unit).  The cost to 
successfully reflect the targeted spell is double the amount of 
magic points the target spell was cast with.   

The Reflection spell can not be negated with Counter-
Magic.  The spell it reflects is still subject to Counter-Magic.  
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 18:0 ALTERNATE SPELL LISTS.   
 

x18:4 LESSER NECROMANCYx 
 

All Lesser Necromancy spells are  
GENERAL SPELLS   
 

18:4.1 RAISE THE DEAD 

The Caster selects one grave marker within range.  (Any 
Grave Marker will do, even if not placed by the controlling 
player).  If successful, one unit of Undead Troops with the 
‘Moldering Corpses’ upgrade AND HAS NOT YET DEPLOYED 
ON THE BOARD, may be summoned onto the board with the 
center of the unit over the Grave Marker.  Cost is 3 Magic 
Points.  If the Strength of the spell is only 1 or 2, only half of 
the unit will appear (as a partial unit).  The other half will be 
available again next turn, to be raised as another partial unit.  
 

18:4.2  RESTORE UNDEAD 
May only be cast upon an Undead or Demonic unit.  The 

spell restores health to the target from a distance.  Choose 
one friendly unit within range.  Restores 2 Infantry figures, 1 
cavalry figure, or 1 vitality point for every 4 strength points in 
the spell.   
 

18:4.3  LEECH 
Cast upon an unengaged enemy unit within range, or an 

enemy that is in melee combat against the caster.  The spell 
causes damage (hits) as a unit firing missile weapons.  For 
every 4 magic points spent, roll a D6 and divide the result by 
the target’s armor value.  The result indicates how much 
damage (hits) the target suffers.  The character or Troop unit 
casting the spell is healed for 1 point of vitality (or lost troop) 
for every point of damage (hits) inflicted.   This may never 
take them beyond their initial vitality or troop count.  Also, 
the caster may never be healed for more points than were 
spent on the spell.  (example:  If 4 magic points are spent to 
cast Leech upon a unit of Peasants, and 6 are killed by the 
spell, the caster will only be healed for up to 4 vitality). 

 

18:4.4 ADVANCE 

The Undead unit may make an immediate move at the 
end of Event II, moving 1” for every Magic Point used on the 
spell. 
 

18:4.5 CURSED BLADES AND MISSILES 
The target receives a +1 Modifier to Ranged and Melee 

die rolls, for every 2 full magic points spent.  The weapons 
count as Enchanted Weapons while the spell is active.  
Maximum Modifier of +2. 
 

18:4.6 UNNERVE 

The target unit suffers a -1 modifier to all Morale Check 
rolls, for every 3 magic points spent. 

 
 

 
 
 

 
 

18:4.7  GATHER UNDEAD HORDE 

The caster selects two undead Troop units (that they 
control) of the same racial sub-type (Skeletons, Zombies, 
Ghouls, etc) that are within 6” of one another, AND both are 
below their initial number of troops (Infantry count below 12, 
cavalry count below 6).  Mounted and Infantry units may not 
be merged. 

The caster declares their intention to merge the two units 
(indicate specific units to your opponent).  A unit that is 
engaged in Melee Combat may have troops added to it, but 
may not give troops to another unit. 

If the spell is successful, move all models from the unit 
that is giving troops, and move them to the back ranks of the 
unit that is receiving troops. 

If the two units are different Troop Types (Peasant, 
Yeoman, Knight), all of the Troops in the new unit will take on 
the Troop Type of the lowest-ranked Type between the two.  
(example:  If a unit of Skeletal Knights merge with a unit of 
Skeletal Peasants, all of the Troops in the merged unit will be 
treated as Peasants for the remainder of the game.)  If the 
troops are equipped with different weapons, they will count 
as being equipped with Undefined Weapons. 

The unit will receive no bonuses of any kind for having 
more than its starting number of troops (though now it will 
be able to sustain more damage). 

After merging, the new unit will only be able to move ½ 
distance during the same turn’s Movement Event. 

Cost is 4 Magic Points. 
 

18:4.8 DIVIDE UNDEAD HORDE 

An undead unit within range that also consists of 10 or 
more Troops may be split into two individual units.  The 
number of Troops must be split evenly.  The new unit must 
form exactly behind the existing one, with a 1” divide 
between the two.  If there is no room behind the unit, the 
new one may form to the left or right flank if room exists.  
Both units will be equipped exactly as they were before the 
split.  Cost is 4 Magic Points. 
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 18:0 ALTERNATE SPELL LISTS.   
 

x18:5 HEX MAGIC.  
 
 

GENERAL SPELLS   
 

18:5.1 CURSE 
 When the cursed target rolls for Melee Combat or Ranged 
Attacks, any natural results of a ‘1’ will cause 1 point of 
damage (hits) against itself.  Troops should apply any combat 
or range modifiers to the result of 1, to determine how much 
damage (hits) they suffer.  Do not divide the result by the 
armor value.  Cost is 6 magic points. 
 

18:5.2 BEGUILE 

Throughout the remainder of the turn, the caster may 
choose to prevent the target unit from taking any actions 
during ONE of the Events (Ranged Attacks, Movement, 
Melee, or Rally). The caster does not have to declare which 
event they will be disrupting until the beginning of that Event. 

Costs: Against units of Troops:  3 magic points   
Against Individuals:  1 magic point per 2 vitality. 

 

18:5.3 TAINTED BLADES 

The target unit’s Melee Combat attacks gain a +1 modifier 
and the Enchanted special rule.  (See 2:7.15)    
Cost is 2 magic points. 

 

18:5.4 BLIGHTED MISSILES 

The target unit’s Ranged Attacks reduce their target’s 
Armor Value by -1.  Range distance is increased by 6”.    
Cost is 3 magic points. 

 

18:5.5 ROT 

The target’s flesh, armor, and any equipment begin to 
putrify and fall away.  For the remainder of the turn, the unit 
loses any weapon bonuses, special rules or modifiers, it may 
not make missile attacks, and armor value is reduced to ‘1’.    
 
Cost is variable based on the target: 
  Yeomen:     Cost is 2 magic points 
  Knights:  Cost is 4 magic points 
  Individuals: Cost is 1 magic point for every 2 vitality 

 

18:5.6 WITHER 

The unit becomes weak and vulnerable. For the remainder of 
the turn, the target suffers a -1 modifier to its movement, all 
attack rolls, and armor value.  Cost is 3 magic points.   
 
 
 
 
 
 

 
 
 
 

OFFENSIVE SPELLS 
 

 

18: 5.7 DECAY 

The target ages rapidly, and with every step taken, their flesh 
tears, bones shatter, and features crumble to dust.  For the 
remainder of the turn, whenever the target takes an action, 
roll the indicated number of D6s.  For each 5 or 6 rolled, the 
unit suffers 1 point of damage (hits).  Cost is 6 magic points.  
 
Action        Qty D6s to roll 
Troops Ranged Attacks     1 for every Troop in the unit 
Individuals Ranged Attacks    1 for each Ranged Prowess 
Movement        1 for every inch moved  
 

18:5.8  TERROR 

 At the end of each Event, including this one, the target 
unit must take a Morale Check, against spells.  The natural 
roll of ‘1’ will always fail.    Cost is 9 magic points. 
 

18:5.9 POX 

The target unit suffers the effects of poison.  Place D3 
poison markers on the unit, for every 3 magic points spent on 
the spell.  

 

18:5.10 UNNERVE 

The target unit suffers a -1 modifier to all Morale Check 
rolls, for every 3 magic points spent. 

 

18:5.11 MADNESS 

The target must pass a Morale Check (against a creature), 
or immediately move in a random direction (9:8) and suffer 
the effects as if a Creature that has gone Berserk (9:7) for the 
remainder of this turn.  Cost is 6 Magic Points.  
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 18:0 ALTERNATE SPELL LISTS.   
 

x18:6 BLOOD RITES. 
 

All BLOOD RITE spells are GENERAL SPELLS   
 

18:6.1 SACRIFICE 
After all spells have been declared, but before the effects 

of any have been resolved, work out the effects of this spell. 
 This may only be cast upon a unit of troops the caster is 
attached to, or the next closest friendly unit within 6”.  The 
caster may choose to inflict some or all of this damage (hits) 
upon himself. 

The caster attempts to sacrifice a number of ‘lives’ to 
appease their dark gods.  Roll a number of D6s equal to the 
number of magic points spent on this spell.  Consult the chart 
below for effects. 

D6 
Result 

Effect (for each D6) 

1 to 4 
No damage (hits) to the target. 
The caster receives 1 magic point. 

5 or 6 
The target suffers 1 point of damage (hits). 
The caster receives D3 magic points. 

 

These new Magic Points, must be spent immediately, on 
any number of Blood Rite spells.  They made not be used for 
Counter-Magic, or spells from other spell lists.   
 

18:6.2 FURY 

 The target unit, and its Melee Combat opponent 
immediately fight a round of Melee Combat.   
Cost is 4 magic points. 
 

18:6.3 RAZOR CLAWS 

  The target’s Melee Combat Attack will reduce the 
opponent’s Armor Value by -1 for every 3 magic points in the 
spell. 
 

18:6.4 TOLERANCE 

The target unit ignores any ill-effects caused by Poison, 
for the remainder of the turn.  In addition, the venom seeping 
from their wounds toxifies their own weapons, giving their 
Melee Combat attacks the the Poison special rule.  (See 
2:7.17).  Cost is 6 magic points.   

 
 
 
 
 
 
 
 
 
 
 

 
 
 
 

 
 

18:6.5 VENOMOUS FANGS 

The target unit’s Melee Combat attacks gain the Poison 
special rule.  (See 2:7.17)   Cost is 2 magic points. 

 

18:6.6 VENOMOUS MISSILES 

The target unit’s Ranged Attacks gain the Poison special 
rule.  (See 2:7.17)   Cost is 4 magic points. 
 

18:6.7 PREDATOR 

 May only be cast upon a Creature or Character.  During 
Melee Combat, for every point of damage (hits) the unit 
causes, roll a D6.  On the result of a 5 or 6, the unit regains 1 
lost point of Vitality.   Cost is 5 magic points. 
 

18:6.8 FRENZY 

The unit follows the rules for Frenzy (3:10.22) for the 
remainder of the turn.  Cost is 2 magic points. 
 

18:6.9 RAGE 

 The target unit may make an immediate move, provided 
that the move ends with the unit now engaged in melee 
combat.  If the unit can not enter melee combat, it may not 
make this move.   The unit may move 1 inch for every magic 
point spent on the spell. 
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x19:7 SUMMONING SPELLSx - Clarification 
 

 

In addition to their chosen Spell List (See sections 17:0 and 18:0), and any additional spells that a Preist, Necromancer, or 
Demonologist may have access to, magic users may also summon certain magical beings onto the battlefield.  See below for details. 
 

19:7.1 SUMMON ANGEL 

Only Wizards and Priests may summon an Angel.   If successful, 1 Angel appears on the board, within the caster’s spell range. 

 

19:7.2 SUMMON DEMON 

Only Wizards, Necromancers, and Demonologists may summon a Demon.    
If successful, 1 Demon appears on the board, within the caster’s spell range. 

 

19:7.3 SUMMON DJINN 

 Only Wizards may summon a Djinn.  If successful, 1 Djinn appears on the board, within the caster’s spell range. 

 
 

19:7.4 SUMMON DEITY 

Only a Priest may summon a Deity.    Cost to summon a Deity is 8 magic points. 
If successful, 1 Deity appears on the board, within the caster’s spell range. 
 
Roll a D6 to determine which type of Deity responds to the call for help. 

Summoned Being Movement Melee Prowess Range Prowess Vitality Magic Armor Value Morale As 

Angel 10" 1 + __* 0 1 + __* 5+__* 3+__* Mounted Knight 

 

Special Rules:  Flight.  Causes Morale Checks in the Undead and Demons as a Priest does.   
                          Constantly benefits from the "Magical Light" spell, with a radius equal to its Vitality. 

 See 19:0 thru 19:6 for additional rules.    Angels and Demons cancel out one another (19:5). 

Summoned Being Movement Melee Prowess Range Prowess Vitality Magic Armor Value Morale As 

Demon 10" 1 + __* 0 1 + __* 5+__* 2+__* Mounted Knight 

 

Special Rules:  Flight.  Fearsome.   
                          Constantly benefits from the "Magical Darkness" spell, with a radius equal to its Vitality. 

 See 19:0 thru 19:6 for additional rules.   Demons and Angels cancel out one another (19:5). 

Summoned Being Movement Melee Prowess Range Prowess Vitality Magic Armor Value Morale As 

Djinn 10" 1 + __* 0 1 + __* 3+__* 2+__* Foot Knight 

 Special Rules:   Flight.  Unaffected by Darkness. 

 See 19:0 thru 19:6 for additional rules.   Djinn and All Elementals cancel out one another (19:5). 

D6 Roll Deity Type Move Melee Prowess Range Prowess Vitality Magic Armor Morale As 

1 - 2 God / Goddess of Wisdom 8" 3 3 3 5 2 Relentless 

 Special Rules:   Flight.  Unaffected by Magical Light or Darkness.  Fearsome. 

 1 Friendly unit of Troops within 6” gains a +1 modifier to their Morale roll. 

  

D6 Roll Deity Type Move Melee Prowess Range Prowess Vitality Magic Armor Morale As 

3 God / Goddess of War 6" 6 0 4 2 3 Relentless 

 Special Rules:   Flight.  Unaffected by Magical Light or Darkness.  Fearsome. 

 1 Friendly unit of Troops within 6” gains a +1 modifier to their Melee Combat Roll.  

  

D6 Roll Deity Type Move Melee Prowess Range Prowess Vitality Magic Armor Morale As 

4 God / Goddess of Life 8" 1 0 8 4 4 Relentless 

 Special Rules:   Flight.  Unaffected by Magical Light or Darkness.  Fearsome. 

 1 Friendly unit of Troops within 6” gains a +1 modifier to their Armor Value. 

  

D6 Roll Deity Type Move Melee Prowess Range Prowess Vitality Magic Armor Morale As 

5 - 6 God / Goddess of the Hunt 10" 2 6 3 3 2 Relentless 

 Special Rules:   Flight.  Unaffected by Magical Light or Darkness.  Fearsome. 

 1 Friendly unit of Troops within 6” gains a +1 modifier to Movement and +1 to their Ranged Attack rolls.  
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 19:7 SUMMONING SPELLSx - Continued 
 

19:7.5 SUMMON CONSTRUCT OR GOLEM 

Any spell caster may summon a Construct onto the board.   

 

19:7.11 SUMMON AIR ELEMENTAL 

Only Wizards, Necromancers, and Demonologists may summon an Elemental. 
If successful, 1 Air Elemental appears on the board, within the caster’s spell range. 
 

 

19:7.12 SUMMON EARTH ELEMENTAL 

Only Wizards, Necromancers, and Demonologists may summon an Elemental. 
If successful, 1 Earth Elemental appears on the board, within the caster’s spell range. 

 

19:7.13 SUMMON FIRE ELEMENTAL 

Only Wizards, Necromancers, and Demonologists may summon an Elemental. 
If successful, 1 Fire Elemental appears on the board, within the caster’s spell range.  

 

19:7.14 SUMMON WATER ELEMENTAL 

Only Wizards, Necromancers, and Demonologists may summon an Elemental. 
If successful, 1 Water Elemental appears on the board, within the caster’s spell range. 

Summoned Being Movement Melee Prowess Range Prowess Vitality Magic Armor Value Morale As 

Construct / Golem 7" 2 + __* 0 2 + __* 1+__* 2+__* Relentless 

 

Special Rules:   The being does not appear within the caster’s range, as other summoned beings do.  Instead, they move 
onto the board via the board edge nearest to the caster.    

 See 19:3 for rules on allocating magic points into stat line values. 

Summoned Being Movement Melee Prowess Range Prowess Vitality Magic Armor Value Morale As 

Air Elemental 20" 2 + __* 2 1 + __* 3 3 Creature 

 

Special Rules:   Flight.  Immune to non-enchanted Ranged Attacks.  
    May pick up and move 1 friendly unit up to 16" as flying.  The number of troops or vitality of the unit may not 
exceed the Elemental’s Vitality. 

 See 19:0 thru 19:6 for additional rules.   Air Elementals, Earth Elementals, and Djinn cancel out one another (19:5). 

Summoned Being Movement Melee Prowess Range Prowess Vitality Magic Armor Value Morale As 

Earth Elemental 5" 5 + __* 3 1 + __* 4 4 Creature 

 

Special Rules:    Immune to any attacks with the Flame special rule.   
    During Melee, if unengaged in combat, and in contact with a wall or barricade, may remove 1" of the terrain feature 
per Vitality of the Elemental.  May create walls in the same way, where it stands, if unengaged, during Melee. 

 See 19:0 thru 19:6 for additional rules.   Earth Elementals, Air Elementals, and Djinn cancel out one another (19:5). 

Summoned Being Movement Melee Prowess Range Prowess Vitality Magic Armor Value Morale As 

Fire Elemental 15" 4 + __* 3 1 + __* 3 3 Creature 

 

Special Rules:      Immune to any attacks with the Flame special rule.    
    Constantly benefits from the "Magical Light" spell, with a radius equal to its Vitality.   
    During Melee, if unengaged in combat, and in contact with a hedge or woods (or other organic terrain piece), may 
remove 1 square inch of woods, or 2" of Hedges per Vitality of the Elemental.  Ranged attack as count as Dragon Fire.   
All attacks have the Flame special rule. 

 See 19:0 thru 19:6 for additional rules.    Fire Elementals, Water Elementals, and Djinn cancel out one another (19:5). 

Summoned Being Movement Melee Prowess Range Prowess Vitality Magic Armor Value Morale As 

Water Elemental 10" 3 + __* 2 1 + __* 3 3 Creature 

 

Special Rules:       Aquatic.    Immune to attacks with the Flame special rule.   
    During Melee, if unengaged in combat, and in contact with a river, may create a 1" wide ford in the river per Vitality 
of the Elemental.  At the cost of reducing its Vitality, may create 1 square inch of Pond or 2 square inches of Marsh per 
vitality point sacrificed.  The terrain feature starts where the Elemental stands. 
    Extinguish:  If in contact with a unit suffering from Flame Tokens, all such tokens are immediately removed.   

 See 19:0 thru 19:6 for additional rules.    Water Elementals, Fire Elementals, and Djinn cancel out one another (19:5). 
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 19:7 SUMMONING SPELLSx - Continued 
 

19:7.15 SUMMON METAL ELEMENTAL 

Only Wizards, Necromancers, and Demonologists may summon an Elemental. 
If successful, 1 Metal Elemental appears on the board, within the caster’s spell range. 

 

19:7.16 SUMMON ICE ELEMENTAL 
Only Wizards, Necromancers, and Demonologists may summon an Elemental. 
If successful, 1 Ice Elemental appears on the board, within the caster’s spell range. 

 

19:7.17 SUMMON DEATH ELEMENTAL 

Only Wizards, Necromancers, and Demonologists may summon an Elemental. 
If successful, 1 Death Elemental appears on the board, within the caster’s spell range. 

 

19:7.21 SUMMON A UNIT OF LESSER AIR ELEMENTALS 

Only Wizards, Necromancers, and Demonologists may summon a unit of Lesser Elementals 
Smoke, Mist, and Wind Elementals are subtypes of Air Elementals. 
If successful, 1 Unit of Lesser Elementals appears on the board, within the caster’s spell range. 
The size of the unit is determined by the strength of the spell.  Include 1 Lesser Elemental for every 1 Magic point. 

 

19:7.22 SUMMON A UNIT OF LESSER EARTH ELEMENTALS 

Only Wizards, Necromancers, and Demonologists may summon a unit of Lesser Elementals. 
Clay and Sand Elementals are subtypes of Earth Elementals. 
If successful, 1 Unit of Lesser Elementals appears on the board, within the caster’s spell range. 
The size of the unit is determined by the strength of the spell.  Include 1 Lesser Elemental for every 1 Magic point. 

 
 
 
 

Summoned Being Movement Melee Prowess Range Prowess Vitality Magic Armor Value Morale As 

Metal Elemental 5" 5 + __* 0 3 + __* 3 4 Creature 

 Special Rules:    In Melee Combat, reduces its target’s Armor Value by -1. 

 See 19:0 thru 19:6 for additional rules.     Metal Elementals, Ice Elementals, and Djinn cancel out one another (19:5). 

Summoned Being Movement Melee Prowess Range Prowess Vitality Magic Armor Value Morale As 

Ice Elemental 15" 4 + __* 0 1 + __* 5 2 Creature 

 

Special Rules:     Immune to Armor Reduction Modifiers. 
                              Frost Aura: Enemy Creatures and Characters within 6” of the unit suffer -1 to Melee Prowess Value. 

 See 19:0 thru 19:6 for additional rules.    Ice Elementals, Metal Elementals, and Djinn cancel out one another (19:5). 

Summoned Being Movement Melee Prowess Range Prowess Vitality Magic Armor Value Morale As 

Death Elemental 12" 1 + __* 0 1 + __* 8 3 Creature 

 

Special Rules:     Flight.  Fearsome. 
    Intimidating: Melee Combat opponents suffer a -1 modifier to attacks at the Death Elemental. 
    Vengeful:  If the Death Elemental fails a Morale Check, it always counts as rolling a Berserk result, and will operate 
as a creature with that result normally does, for the remainder of the game. 

 See 19:0 thru 19:6 for additional rules.    Cancels out Angels, Demons, Djinn, and all Elementals.  

Summoned Beings Move Melee Prowess Range Prowess Vitality Magic Armor Value Morale As 

Lesser Air Elementals 20" 2 0 1 3 2 Creatures 

 Special Rules:   Flight.  Immune to non-enchanted Ranged Attacks.    

 See 19:4 and 19:5 for additional rules.     Air Elementals, Earth Elementals, and Djinn cancel out one another (19:5). 

Summoned Being Move Melee Prowess Range Prowess Vitality Magic Armor Value Morale As 

Lesser Earth Elementals 5" 5 0 1 4 3 Creature 

 Special Rules:    Immune to any attacks with the Flame special rule.      

 See 19:4 and 19:5 for additional rules.     Earth Elementals, Air Elementals, and Djinn cancel out one another (19:5). 
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 19:7 SUMMONING SPELLSx - Continued 
 

19:7.23 SUMMON A UNIT OF LESSER FIRE ELEMENTALS 

Only Wizards, Necromancers, and Demonologists may summon a unit of Elementals. 
Lava and Magma Elementals are all subtypes of Fire Elementals. 
If successful, 1 Unit of Lesser Elementals appears on the board, within the caster’s spell range. 
The size of the unit is determined by the strength of the spell.  Include 1 Lesser Elemental for every 1 Magic point. 

 

19:7.24 SUMMON A UNIT OF LESSER WATER ELEMENTALS 

Only Wizards, Necromancers, and Demonologists may summon a unit of Elementals. 
 Mud Elementals are all subtypes of Water Elementals. 

If successful, 1 Unit of Lesser Elementals appears on the board, within the caster’s spell range. 
The size of the unit is determined by the strength of the spell.  Include 1 Lesser Elemental for every 1 Magic point. 

 

19:7.25 SUMMON A UNIT OF LESSER CONSTRUCTS OR GOLEMS 

Any magic user may summon a unit of Lesser Constructs or Golems. 
If successful, 1 Unit of Lesser Constructs or Golems appears on the board, within the caster’s spell range. 
The size of the unit is determined by the strength of the spell.  Include 1 Lesser Construct or Golem for every 1 Magic point. 
 

  
 
 
 
 

X20:0 CLERICAL PRAYERSx - Clarification 
 
20:1.1 All Priests may cast any Clerical Prayers, in addition to their  

chosen Spell List (See sections 17:0 and 18:0). 
20:1.2 Clerical Prayers can not restore the Undead or Demons. 
 
 
 
 

X21:0 NECROMANCY & DEMONOLOGYx - Clarification 
 

21:1.4 All Necromancers and Demonologists may cast any Necromancy/Demonology  
Spells, in addition to their chosen Spell List (See sections 17:0 and 18:0). 

  

Summoned Being Move Melee Prowess Range Prowess Vitality Magic Armor Value Morale As 

Lesser Fire Elementals 15" 4 1 1 3 2 Creature 

 

Special Rules:    Immune to any attacks with the Flame special rule.   Always count as being in "Magical Light".   
    Ranged attack as count as Dragon Fire Distance of range attacks is 12”.   All attacks have the Flame special rule.    

 See 19:4 and 19:5 for additional rules.    Fire Elementals, Water Elementals, and Djinn cancel out one another (19:5). 

Summoned Being Move Melee Prowess Range Prowess Vitality Magic Armor Value Morale As 

Lesser Water Elementals 10" 3 0 1 3 2 Creature 

 

Special Rules:  Aquatic.  Immune to attacks with the Flame special rule. 
               Extinguish:  If in contact with a unit suffering from Flame Tokens, all such tokens are immediately removed.   

 See 19:4 and 19:5 for additional rules.     Water Elementals, Fire Elementals, and Djinn cancel out one another (19:5). 

Summoned Being Move Melee Prowess Range Prowess Vitality Magic Armor Value Morale As 

Construct / Golem 7" 2 0 2 1 2 Relentless 

 

Special Rules:     The Construct / Golem does not appear within the caster’s range, as other summoned beings do.  
Instead, they move onto the board via the board edge nearest to the caster.         

 Unit suffers a -1 modifier to Armor Value against attacks with the Flame special rule. 
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 22:0 EVENT III – RANGED ATTACKS .  

 

22:2 RESTRICTIONS 

 
22:2.3 Units may not fire at characters, unless the character 

is the only target within range.   
Addendum:  If the Character is mounted on anything 
larger than a basic mount, they may be targeted.   If 
the Mount has a separate stat line, all damage is 
applied to the mount first. 

 
 

22:5 INDIVIDUALS MAKING RANGED ATTACKS 
 
22:5.9 Some times so many negative modifiers can be applied 

that it appears impossible to inflict damage (hits) on a 
D6 roll.  In these cases, the result of a 6 will still cause 
damage (hits), regardless of how many modifiers are 
present. 

 
 

22:8 CLARIFICATIONS 

 
 
22:8.1 Ranged Modifiers for Artillery and War Machines 

Artillery Pieces and War Machines never benefit 
from the modifiers “Firing at an elevated target” or 
“Firing from an elevated position”.   

 
 
22:8.2 Ranged Modifier:  Firing At An Elevated Target 

This modifier is not cumulative with the modifiers: 
“The Target is airborne” or “Firing from an elevated 
position”. 

If the target is flying, it is still considered so far 
away that it is difficult to hit, and only the negative 
modifier for a “The Target is Airborne” applies. 

If both the attacker and target are elevated, you 
only receive a +1 modifier, not +2.  For example:  If the 
attacker is standing on the battlefield, and the target is 
standing atop a nearby hill, the attacker gains a +1 
modifier, because their target is easily visible.   If both 
targets are standing on hills across from one another, 
there is no modifier, as this is no different from 
shooting across an open field at one another. 

 
 
22:8.3 Ranged Modifier: Target Is Airborne 

This modifier is to be ignored if the attacker is also 
flying.  It is assumed that while flying they are able to 
get within good striking distance of the flying target.   

 
 
 
 

 25:0 EVENT VI – RALLY . 
 

25:3 ATTEMPT TO RALLY WITHOUT A LEADER 

 
25:3.6 If the unit has suffered any damage during the current 

Turn, then it may not attempt to rally. 
 

25:6 OTHER ACTIONS IN THE RALLY EVENT 

 
25:6.1 Allocate Flame Token Damage (Hits) 
    At the beginning of each Rally Event, find any units that 
have a Flame Token next to them. Roll a D6 for each Flame 
Token the unit has next to it.  On the result of a natural 6, 
another point of damage (hit) is suffered.  This damage will 
not force a Morale Check.  On the result of a natural 1, 
remove one Flame Token.   
      War Machines, buildings, towers, castles, fences, and any 
terrain will suffer damage (hits) from the token on the natural 
roll of a 5 or 6. 
 
25:6.2 Regain Control 
    At the beginning of each Rally Event, any units suffering 
from any form of Paralyze, Stun, Mind Control, Confusion, 
etc. will revert to control of the original owner, unless the 
specific rules states otherwise.    

Example:  the effects of the spell Confusion would end 
during the Rally Event.   However, the Creature Morale result 
of ‘Berserk’ would not end, because the details state that the 
unit will continue to act in this way for the remainder of the 
game. 
 
25:6.3 Extinguish Flames 
 After all Rally attempts have been made for the turn, any 
unit with Flame Tokens next to it will remove D3 tokens, as 
the army works to extinguish the Flames.  Roll separately for 
each unit. 
 
25:6.4 Recover from Poison 
 After all Rally attempts have been made for the turn, each 
unit that is suffering from poison will remove D3 Poison 
Tokens.  Roll separately for each unit. 
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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  
‘Clash of Runes & Bone’ (See. 38:2.1 thru 38:2.8). 
 Each force is broken into multiple parts:  Required Forces, Expansion Forces I, Expansion Forces II, Expansion Forces III, etc.   

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 
#7 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 Per  
Force Level 

Total  
Cumulative 

Points 

Dwarf  
Miniatures Needed  

Undead  
Miniatures Needed  

Troglodyte  
Miniatures Needed 

Required  
Force: 

134 Troop 
16 Fantasy 

134 Troop 
16 Fantasy 

12 Axemen, 12 Miners,  
1 Hero, 1 Mage   

(all available in the  
Chaos Wars Basic Starter Set 

& Expanded Starter Set) 

12 Archers, 12 Swordsman,  
1 Hero, 1 Necromancer   

(all available in the  
Chaos Wars Basic Starter Set 

& Expanded Starter Set) 

12 Troglodyte Warriors 
12 Lesser Trog Spears 

12 lesser Trog Warriors 
1 Warlord 
1 Shaman 

Expansion  
Force I: 

158 Troop 
2 Fantasy 

292 Troop 
18 Fantasy 

12 Great Axes,  
12 Great Swords, 

6 Bears, 1 Beastmaster   
(all available in the Chaos 

Wars Expanded Starter Set) 

6 Cavalry, 12 Axemen, 
6 Skeletal Hounds,  

1 Beastmaster 
(all available in the  

Chaos Wars Expanded 
Starter Set) 

12 Trog Halberdiers 
12 Trog Swordsmen 

12 Lesser Trog Spears 
1 Champion 

Expansion  
Force II: 

0 Troop 
20 Fantasy 

292 Troop 
38 Fantasy 

1 Dwarf Steam Cannon,  
1 Catapult, 1 Ornithopter 

1 Skeletal Giant,  
3 Skeletal Pegasus Cavalry 

3 Troglodytes  
on Land Dragons 

Expansion  
Force III: 

90 Troop 
13 Fantasy 

382 Troop 
51 Fantasy 

6 Dwarf Bear Cavalry,  
1 Dwarf Air Ship 

6 Skeletal Centaurs,  
12 Necromancers  

1 Undead Fairy Swarm 

12 Troglodyte Bowmen 
12 Troglodyte Spears 

1 Stegasaurus 

Expansion  
Force IV: 

146 troop 
23 Fantasy 

528 Troop 
74 Fantasy 

12 Automatons,  
12 Dwarf Militia 

12 Dwarf Infantry,  
1 Dwarf Engineer,  

1 Dragon with Howdah 

12 Wraiths,  
12 Ghosts, 

1 Ghost Dragon 

3 Greater Dragon Men,  
1 Allosaurus,  

12 Dragon Men, 
12 Troglodyte Axemen 

Expansion  
Force V: 

108 troop 
10 Fantasy 

636 Troop 
84 Fantasy 

12 Dwarf Berserkers,  
1 Dwarf Priest,  

1 Dwarf Engineer, 
6 Mechanical Hounds 

12 Zombies, 
12 Golems,  

1 Necromancer 

6 Raptors,  
12 Troglodyte Bowmen,  
12 Troglodyte Warriors, 

1 Priest, 1 Shaman 

Expansion  
Force VI: 

0 troop 
51 Fantasy 

636 Troop 
135 Fantasy 

2 Cannon, 2 Ballistas,  
2 Dwarf Priests 

3 Wraiths on Titanic Cavalry, 
1 Throne of Bone 

2 Doom Wurms,  
1 Pre-Historic Dragon,  

1 Priest, 1 Shaman 

Expansion  
Force VII: 

72 troop 
25 Fantasy 

708 Troop 
160 Fantasy 

12 Dwarf Shieldmaiden, 
1 Mechanical Giant,  
3 Mechanical Titans 

6 Wraith Cavalry, 
1 Undead Coach,  
1 Undead Dragon 

12 Troglodyte Axemen, 
3 Troglodytes  

on Land Dragons, 
1 Lizard Giant 
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 37:4 DWARF ARMY.  

 

 

 Dwarf Axemen         

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

 12 Dwarf Yeoman Inf 7" 2 0 0 48 

     Upgrades:  Axes (Reduces target's Armor Value by 1)  

 Dwarf Miners         

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

 12 Dwarf Yeoman Inf 7" 2 0 0 84 

   Upgrades:  Ambushers (3:10.10)  
 

 

 
 Dwarf Warlord             

 Qty Race Type Rank 
Inf/ 
Cav 

Ground 
Move 

Flying 
Move 

Melee 
Prowess 

Range 
Prowess 

Vitality Magic 
Armor 
Value 

Points 

 F T 

 1 Dwarf Champion 5 Inf 7" n/a 10 10 5 2.5 (D) 3 4 0 

 

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

 Dwarf Mage             

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

 1 Dwarf Wizard 4 Inf 7" n/a 2 2 4 12 2 12 2 

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

 

 

 
 Dwarf Great Axes         

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

 12 Dwarf Yeoman Inf 7" 2 0 0 60 

   Upgrades:  Great Weapons (Reduces target's Armor Value by 2)  

 Dwarf Great Swords        

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

 12 Dwarf Yeoman Inf 7" 2 0 0 60 

  Upgrades:  Great Weapons (Reduces target's Armor Value by 2)  

 Tamed Bears         

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

 6 Animals Yeoman Cav 12" 3 +2 0 36 

   Upgrades:  Upgrade to Large Mounts (Modifier reflected above)  
 

  

 Dwarf Beastmaster          

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

 1 Dwarf Champion 2 Inf 7" n/a 4 4 2 1 3 2 2 

     Upgrades:  Beastmaster.  Captain to Tamed Bears.     
 

 

 
 Dwarf Steam Cannon           

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

 1 Dwarf Machine n/a n/a 6" n/a 2 6* 10 2 4 7 0 

 

    
Notes: Crew are Dwarves.  Test Morale as Mounted Knights. 
             * Range distance is 36”.   Target suffers -1 to Armor Value against this Ranged Attack.     

 Catapult             

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

 1 Artillery Catapult n/a n/a 4* n/a 2 4 8** 0 2 8 0 

  
Notes:  *May not Move after shooting in the same turn.  **Suffers double damage in melee. 
                Range distance is 36”.  Reduces the Target's Armor Value by 2.   

 Ornithopter             

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

 1 Machine Ornithopter n/a n/a 0" 12” 3 4* 4 0 3 5 0 

     Notes: *Ranged Distance is 18".             Also Purchased 4 Grenades (See section 7:3.5-g)     
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x37:4 DWARF ARMY. Continued 

 

  

 Dwarf Bear Cavalry         

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

 6 Dwarf Knight Cav 10”  4 +3 0  54 

 
 

  
Upgrades:  Large Mount (Modifier already reflected above) 
                     Axes (Reduces target’s Armor by 1). 

 

 

   
   

   
   

   
   

   

 Dwarf Air Ship            

 Qty Race Type Rank 
Inf  
Cav 

Ground 
Move 

Flying 
Move 

Melee 
Prowess 

Range 
Prowess 

Vitality Magic 
Armor 
Value 

Points 

 F T 

 1 Engine Blimp n/a n/a 0" 10” 2 4 8 0 3 8 0 

 

    

Notes:  The  4 Range Prowess attacks are Range 18”, and reduce the targets Armor by 1. 
Upgrades:  Hull Mounted Cannon (See 7:3.5 and 7:2). Stats and points listed below. 
                    Additional Crew (See 7:3.6).  Stats and points listed below.                          

 Air Ship’s Hull Mounted Cannon        

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

 1 Artillery Cannon n/a n/a n/a n/a n/a 5 n/a n/a n/a 5 0 

  Notes:  Attached to the Air Ship.  Range: 48”.   Reduces target’s armor value by 2.   
 

  
 Air Ship’s Additional Crew       

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

 12 Dwarf Yeoman Inf n/a n/a 0 0 36 

     Upgrades:  Crossbows (Range 14”.  Reduces the Target's Armor Value by 1)  
 
 

 
 

 

 
 

   
 

 
 

 

 
 

 

 
 

  

 Dragon with Howdah’s Additional Crew     

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

 12 Dwarf Yeomen Inf n/a  n/a 0 0  36 

    Upgrades:  Crossbows (Range 14”.  Reduces the Target's Armor Value by 1)  

 

  

 Automatons         

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

 12 Undead Yeomen Inf 6”  2 0 0  48 

    Notes:  Relentless, Supernatural Armor, Fearsome  

  

 Dwarf Militia         

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

 12 Dwarf Yeomen Inf 7”  2 0 0  60 

 
 

  
Upgrades:   Spears (On the turn it receives a charge, the unit adds +1 to the Melee Roll) 
                     Crossbows (Range 14”.  Reduces the Target's Armor Value by 1) 

 

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

 1 Dwarf Champion 3 Inf 7" n/a 6 6 3 1.5 3 4 2 

  Upgrades:  Captain to Automatons.    Master Engineer (4:16.2)   

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

 1 Creature Less. Dragon 4 n/a 6" 12” 12 *4 11 n/a 4 19 0 

 

 

Upgrades:  Howdah (+1 Vitality.  Already reflected on Stat Line).  
                    *Equip with 4 Swivel Guns (4 Shots.  Range is 18”.  -1 Target’s Armor). 
                    *Additional Crew (See 7:3.6).  Stats and points listed below.                        
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 37:4 DWARF ARMY   Continued 
  

 Dwarf Berserkers   
      

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

 12 Dwarf Yeomen Inf 7”  2 0 0  84 

 
 

  
Upgrades:  Berserkers (Roll 2D6 in Melee and keep the higher result) 
                     Axes (Reduces target’s Armor Value by 1) 

3
6

3
6

   Mechanical Hounds   
      

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

 6 Undead Peasant Cav 10”  2 0 0  24 

    Upgrades:   Cavalry 

  

 
 Pair of Cannons           

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

 2 Machine Cannon n/a n/a 4* n/a 5 4 8** 0 3 24 0 

 

  

Notes:   May not Move after shooting (*).  Suffers double damage in melee combat (**). 
           Ranged Attack distance is 48".   Reduces the Target's Armor Value by -2. 
Upgrades:  Blessed Ammunition:  (gains the Enchanted special rule)   

 
 Pair of Ballistae           

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

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

 

  
Notes:   May not Move after shooting (*).  Suffers double damage in melee combat (**). 
   Ranged Attack distance is 30".   Reduces the Target's Armor Value by 1.   

 
 Dwarf Priest with Blessed Artifact           

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

 1 Dwarf Priest 4 Inf 7” n/a 4 4 4 8 + 2* 3 11 0 

 

  
Upgrades:  *Blessed Artifact:  +2 Magic Points each turn, only used towards counter-magic. 
                     Uses the Runic Magic Spell List (18:3).   

 
 Dwarf Priest           

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

 1 Dwarf Priest 4 Inf 7” n/a 4 4 4 8 3 8 0 

   Upgrades:  Uses the Runic Magic Spell List (18:3).   

 

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

12 Dwarf Yeoman Inf 7" 2 0 0 72 

    Upgrades:  Shield Wall  (see 3:10.24).  Axes (-1 to target’s Armor Value)  

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

 1 Dwarf Champion 2 Inf 7" n/a 4 4 2 1 3 3 2 

  Upgrades:  Captain to Mechanical Hounds.    Master Engineer (4:16.2)   

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

 1 Dwarf Priest 3 Inf 7" n/a 3 3 3 6 3 7 0 

  Upgrades:   Blessed Relic (+2 Magic Defence, can be applied to attached unit)   

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

 1 Monster Mech. Giant n/a n/a 10” n/a 4 8* 7 2 4 10 0 

  Notes:  Relentless (2:7.11).  *Flaming Pitch (distance is 14".  Target suffers -2 to Armor)   

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

 3 Titans Titan n/a Inf 6” n/a 4 n/a 5 1 4 15 0 

  Upgrades:  Metal Aspect (modifiers reflected on stat line above)   
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            Riding the Cold Wind to Valhalla 
Written by Mike Noe 
  

Icy dawn winds rushing past his face, beard billowing behind 
his neck, Hánarr risked releasing his grip with one hand to adjust 
his goggles.  He quickly re-grabbed the ivory horn and pulled 
rightward, adjusting the dragon’s flight back on course.   

From below him, in the wildly swinging gondola hanging 
under the dragon’s belly, he could hear his navigator, Fundinn, 
shouting directions against the roar of the winds.  

“Right a bit more. Aim for that black mountain 20 degrees to 
your right!”  Hánarr pulled harder on the right horn, thumping 
the dragon’s thickly scaled neck with his right boot heel for extra 
emphasis.  Sindri, the dragon, shook its massive head and 
banked right, bringing the distant black peak into view.  The two 
dragons flying in formation behind followed Sindri’s lead, angling 
in to follow their pack leader.  

“That’s it Hánarr! That mountain is the stronghold of the 
Litch-Lord!” Fundinn yelled, his far-scope pressed to one eye, 
map flapping in his other hand. The so called “Litch-Lord” had 
been plaguing the Iron Mountain dwarves for months, sending 
waves of undead, skeletons and zombies to raid isolated mines 
and homesteads. Now the dwarven king had had enough, and 
commanded his dragon air-cavalry, to destroy the Litch and his 
forces. 

“Get ready lads” Hánarr shouted back from his perch directly 
behind the dragons head. “We’re going in!” From behind and below him, Hánarr heard ratcheting sounds as the gunners, readied 
their deck-mounted repeating crossbows for battle. Farther back, on the two trailing dragons, he knew his flight mates would 
likewise be preparing their weapons.  

The dragon air-cavalry was harrowing work. The spells needed to tame the great mounts had only recently been perfected - 
relatively perfected, that is. The dragons were temperamental creatures at best, almost as likely to devour their crews as an enemy 
combatant. It was said that only the most loyal dwarven soldiers would volunteer for the duty; or at the least, the most insane.  
Serving in the dragon corps offered the crewmen a chance to advance quickly and excel at something most of his kin would be too 
terrified, or wise, to even contemplate.  

As the three dragons began their attack run, Hánarr heard one of the crew yell out a warning, as he saw the dark shapes taking 
flight from the black peak. At least a dozen Skeletal Pegasi, each with an undead knight mounted on its back, rose from the mists 
surrounding the black mountain and headed on an intercept course towards the dwarves’ dragons. Flanking the Pegsi were two 
massive undead dragons, somehow climbing aloft on tattered, moldering wings. 

“Steady boys!” Hánarr yelled to his crew. “This is why we’re loaded with magic weapons. Let’s send these undead back to 
whatever hell they escaped from…” Hánarr pulled hard left on Sindri’s horns, and dug in with both heels. The dragon banked 
suddenly leftward and down, its dive carrying it under the attacking undead. Repeating crossbows hurled enchanted bolts into the 
enemy, as Sindri unleashed a blast of fire that enveloped and incinerated three of the Undead Pegasi, sending them hurtling ablaze 
towards the ground below, skeletal riders tumbling in flames beside them. Another twist on the horns, and Sindri banked hard right, 
claws racking open the belly of an undead dragon as the dwarf crewmen feathered it with enchanted crossbow bolts. 

The undead wyrm shrieked and tumbled off to Hánarr’s right. Hánarr glanced behind and saw his two companion dragons 
engaged in vicious combat, banking and wheeling, surrounded by enemies. One gondola hung loosely, half its chains torn away. 
There was no sign of its navigator, but the gunner fought on, holding onto the dragon with one arm, firing bolts with the other. A 
growl from Sindri pulled Hánarr’s attention forward again, where he saw more flying beasts emerging from the black mountain. Dark 
wraiths on monstrous flying lizards, led by an enormous winged beast whose black-armored rider had to be the Litch-Lord.  

Hánarr smiled grimly and, letting loose of Sindri’s right horn, reached to the scabbard alongside his saddle and pulled his massive 
battle axe, it’s rune-enchanted blade shining in the red light of dawn. The enemy was strong, and their numbers superior. But Hánarr 
and his squad were dwarves, and dragon riders, and the odds be damned. The enemy was ahead, and glory waited.  If this was to be 
their last fight, than let it be a glorious one, and let their enemies fear their coming.  

“At them boys!” screamed the dwarf captain, raising his great axe over his head as he banked his dragon into a dive towards the 
enemy, screaming defiance, riding the colds winds to Valhalla… 
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 37:5 UNDEAD ARMY .  

  

 

 Skeletal Archers        

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

 12 Undead Yeomen Inf 6" 2 0 0 72 

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

 Armored Skeletal Swordsmen      

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

 12 Undead Yeomen Inf 6" 2 +2 0 60 

     Upgrades:  Swords (benefit already reflected on stat line)   
 

 

 
 Undead Warlord             

 Qty Race Type Rank 
Inf/ 
Cav 

Ground 
Move 

Flying 
Move 

Melee 
Prowess 

Range 
Prowess 

Vitality Magic 
Armor 
Value 

Points 

 F T 

 1 Undead Champion 1 Inf 6" n/a 2 2 2 0.5 (D) 3 0 0 

     Upgrades:  Army Commander (one free per army)      

 Liche           

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

 1 Undead Necromancer 3 Inf 6" n/a 1.5 1.5 6 9 2 16 2 

   

Upgrades:  Captain to _____________________ (Declare one unit prior to the game). 
                    Special Attribute:  Grave Master (4:16.12)   

 

 

 Skeletal Cavalry        

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

 6 Undead Knight Cav 10" 4 +3 0 54 

   Upgrades:  Cavalry.  Swords (Modifiers already reflected above)    

 Moldering Corpses - Skeletal Axemen  [Note: Begins the game off the board!] 

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

 12 Undead Yeoman Inf 6" 2 0 0 60 

  Upgrades:  Moldering Corpses (3:10.29)  

 Skeletal Hounds      

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

 6 Animals Yeoman Cav 10" 3 +1 0 42 

  

Upgrades:  Cavalry (Modifier reflected above) 
       Reanimated Troops (Fearsome, Relentless, Super-Natural Armor, etc).  

  

 
 Skeletal Beastmaster          

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

 1 Undead Champion 1 Inf 6" n/a 2 2 2 0.5 3 2 2 

     Upgrades:  Beastmaster.  Captain to Skeletal Hounds.     
 

 

 Skeletal Giant             

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

 1 Monster Skeletal Giant n/a n/a 8” n/a 6 2 12 2 3 8 0 

   Notes: Benefits from the special rule ‘Undead’ (2:7.14)   

 

Skeletal Pegasus Cavalry           

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

 3 Titan Pegasus n/a C 8” 14” 2 0 4 0 2 12 0 

  
Upgrades: Undead Aspect.  Gains special rule 'Undead' (2:7.14). 
Note:   Gains +1 to all Melee Combat Rolls (for being Titanic Cavalry) 
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 37:5 UNDEAD ARMY . Continued 
 

 

 

Skeletal Centaurs    

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

 6 Centaurs Knights Cav 10" 4 +2 0 42 

  

Upgrades:   Re-Animated Troops Upgrade (see 3:10.19) 
                      Follows rules for Centaurs (3:7.2) and the special rule Undead (2:7.14)  

 

 

 

Undead Fairy Swarm    

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

 12 Fae Peasants Inf 6”/8" 1 -1 0 66 

  

Upgrades:   Re-Animated Troops Upgrade (see 3:10.19).  Swarm Upgrade (see 3:10.24). 
                      Purchased Diminutive Wings.  Movement is 6” on the ground, 8” when flying. 
                      Follows rules for Fae (3:7.6) and the special rule Undead (2:7.14)  

 

 
 Ghost Dragon             

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

 1 Monster 
Lesser 
Dragon 

5 n/a 8” 14” 15 0 16 0 4 23 0 

   Upgrade:  Etherial Aspect:  Gains the special rules Incorporeal (2:7.9) and Undead (2:7.14).        
 

 

 Ghosts         

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

12 Undead Yeomen Inf 8”  2 0 0  60 

 
 

  
Upgrades:  Incorporeal (2:7.9) 
                    Equipped with Undefined Weapons. 

 

  

 Wraiths         

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

 12 Undead Yeomen Inf 8”  2 0 0  84 

 
 

  
Upgrades:   Incorporeal (2:7.9) 
                     Great Weapons (Reduces target's Armor Value by 2) 

 

 

 Zombies         

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

 12 Undead Peasants Inf 6”  1 0 0  36 

    Upgrades:  Zombies (3:10.21).   Special Rule:  Zombie Bite.  

  

 Golems         

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

 12 Undead Knights Inf 6”  3 +1 0  72 

    Upgrades:   none.  Equipped with Undefined Weapons.  
 

 
 Liche             

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

 1 Undead Necro.. 2 n/a 6” n/a 1 1 4 6 2 10 2 

 

  
Upgrade:  Using the spell list Lesser Necromancy  (see section 18:4) 
       Captain to the unit of Golems   

 
 
 

 

 Regiment of Necromancers (or Witches)    

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

 12 Human Yeoman Inf 8" 2 0 12 24 

  

Upgrades:   Fighter-Mages (see section 3:10.6).    
                      Using the spell list Lesser Necromancy  (see section 18:4)  
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 37:5 UNDEAD ARMY . Continued 

 

 
 Wraiths on Titanic Cavalry           

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

 3 Titans 
Winged 
Lizards 

n/a Cav 8” 14” 6 n/a 4 0 3 21 0 

   Upgrade:  Etherial Aspect:  'Undead' (2:7.14) and  ‘Incorporeal’ (2:7.9)   

 
 Necromancer on Throne of Bone           

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

 3 Monster 
Throne 
of Bone 

n/a n/a 8” n/a 12 n/a 13 18 3 30 0 

 

  

Notes:  The Throne of Bone may release up to 4 units of 12 Skeletal Yeomen, which then 
operate as independent units.  Each time this is done, the Throne's Movement, Magic, Melee 
Prowess, and Vitality stats are reduced by 2.  Also operates under the 'Undead' Special Rule, 
and may cast spells as a Necromancer.   

 

 
 Undead Coach           

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

 1 Machine 
War 

Wagon 
n/a n/a 8” n/a 4 + 6 4 8 + 8 0 3 13 0 

 

  
Upgrades:  Undead Aspect (reflected in stat line).  Gains special rule 'Undead' (2:7.14). 
           Upgrade mounts to Nightmares (+6 M Prow and +8 Vitality reflected in stat line).   

 
 Undead Dragon           

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

 1 Creature 
Lesser 
Dragon 

3 n/a 4” 10” 9 0 6 0 4 12 0 

   Upgrades:  Undead Aspect (reflected in stat line).  Gains special rule 'Undead' (2:7.14).   

 

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

6 Undead Knight Cav 12 4 +2 0 72 

    
Upgrades:  Incorporeal (2:7.9).     
                    Great Weapons (Reduces target's Armor Value by 2). 
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 37:6 TROGLODYTE ARMY .  
 

 

 Troglodyte Warriors with Poison-Coated Weapons    

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

 12 Lizardmen Knights Inf 6" 4 +1 0 90 

     
Upgrades:  Poisoned Blades: Melee attacks gain the special rule Poison (2:7.17).   
Throwing Darts:  -1 on Ranged Attack Rolls.   Move at full speed after using. 

 

 Lesser Troglodyte Spearmen       

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

 12 Lizardmen Peasant Inf 8" 2 -1 0 24 

   
Upgrades:  Spears (On the turn it receives a charge, the unit adds +1 to the Melee Roll) 
Throwing Darts:  -1 on Ranged Attack Rolls.   Move at full speed after using. 

 

 

 Lesser Troglodyte Warriors        

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

 12 Lizardmen Peasant Inf 8" 2 -1 0 18 

     Upgrades: Throwing Darts:  -1 on Ranged Attack Rolls.   Move at full speed after using.  
 

 

 
 Troglodyte Warlord           

 Qty Race Type Rank 
Inf/ 
Cav 

Ground 
Move 

Flying 
Move 

Melee 
Prowess 

Range 
Prowess 

Vitality Magic 
Armor 
Value 

Points 

 F T 

 1 Lizardmen Champion 5 Inf 8" n/a 10 10 5 2.5 (D) 3 4 0 

 

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

 Troglodyte Shaman          

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

 1 Lizardmen Wizard 4 Inf 8" n/a 2 2 4 12 2 12 2 

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

                     Using the Blood Rites Spell List (18:6). 
  

 

 

 
 Troglodyte Warriors with Halberds      

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

 12 Lizardmen Yeoman Inf 8" 3 +1 0 54 

   
Upgrades:  Polearms (+1 to Melee Roll [listed above].   
                                        Reduces target's Armor by 1.) 

 

 Troglodyte Swordsmen    

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

 12 Lizardmen Knights Inf 6" 4 +2 0 78 

 

 
Upgrades:  Swords (modifier reflected in stat line above). 
Throwing Darts:  -1 on Ranged Attack Rolls.   Move at full speed after using.  

 Lesser Troglodyte Spearmen    

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

 6 Lizardmen Peasant Inf 8" 2 -1 0 24 

 

  
Upgrades:  Spears (On the turn it receives a charge, adds +1 to the Melee Roll) 
Throwing Darts:  -1 on Ranged Attack Rolls.   Move at full speed after using.  

 

  

 Troglodyte Champion          

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

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

     Upgrades:  Captain to _____________________ (Declare one unit prior to the game).     
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 37:6 TROGLODYTE ARMY . Continued 

 

 

 
 Troglodytes on Land Dragons           

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

 3 Titan 
Land 

Dragon 
n/a Cav 6" n/a 9 0 6 0 4 18 0 

     Notes: Attacks receive a +1 Melee Combat modifier, for being mounted.     

 War Paint for Two Characters           

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

 2 n/a War Paint n/a n/a n/a n/a n/a n/a n/a n/a n/a 2 0 

  Notes:  Character gains +1 Vitality and +1 Magic Value.   

 

 

 
 Troglodyte Bowmen      

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

 12 Lizardmen Yeoman Inf 8" 3 0 0 48 

   Upgrades:  Bows (Range: 12”)  

 Troglodyte Spearmen    

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

 12 Lizardmen Yeoman Inf 8" 3 0 0 42 

  Upgrades:  Spears (On the turn it receives a charge, adds +1 to the Melee Roll)  

 

 

 
 Stegasaurus or Triceratops           

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

 1 Monster 
Giant 

Thunder 
Lizard 

n/a n/a 7" n/a 16 0 16 0 4 12 0 

     Notes: Amphibious     

 Equipment for 1 Character           

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

 
1 n/a 

Cursed 
Mask 

n/a n/a n/a n/a n/a n/a n/a n/a n/a 1 0 

  Notes:  The bearer gains the special rule Fearsome (2:7.5)   

 

 

 
 Greater Dragon Men with Swords           

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

 3 Titans 
Winged 
Titans 

n/a Inf 6" 10” 4 4 4 1 3 12 12 

 

    
Notes: Distance on Range Attack is double initial Vitality: 8” 
Upgrades:  Swords (Gains +1 modifier to all Melee Combat attacks)     

 Allosaurus or Tyranosaurus           

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

 
1 Dragon 

Land 
Dragon 

5 n/a 6” n/a 15 n/a 16 n/a 4 11 0 

 

 

 
 Dragon Man Infantry      

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

 12 Lizardmen Yeoman Inf 7/10" 3 0 0 60 

   Upgrades:  Flight (2:7.8)           

 Troglodyte Axemen    

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

 12 Lizardmen Knights Inf 6" 4 +1 0 72 

  Upgrades:  Axes (Reduces target’s Armor Value by 1)  
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 37:6 TROGLODYTE ARMY . Continued  
  

 

 
 Raptor Pack      

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

 6 Animal Peasant Cavalry 12" 2 0 0 18 

   Upgrades:  Upgrade to Cavalry           

 

 
 Troglodyte Bowmen      

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

 12 Lizardmen Yeoman Inf 8" 3 0 0 48 

   Upgrades:  Bows (Range: 12”)  

 Troglodyte Warriors    

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

 12 Lizardmen Yeoman Inf 8" 3 0 0 36 

  Upgrades:  none.  Undefined Weapons  

 

 
 Troglodyte Priest           

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

 1 Lizardmen Priest 4 Inf 8” n/a 4 4 4 8 3 8 4 

 

  
Upgrade:  Colonel to Troglodyte Knights. 
                  Using the Blood Rites Spell List (18:6).   

 
 Troglodyte Beastmaster           

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

 1 Lizardmen Champion 2 Inf 8” n/a 4 4 2 1 3 2 2 

   Upgrade:  Beastmaster.    Captain to the Raptor Pack   

 

 
 Troglodyte Priest           

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

 1 Lizardmen Priest 4 Inf 8” n/a 4 4 4 8 + 4 4 12 0 

 

  
Upgrades:  *Clerical Vestments (Gains +4 Magic Points each turn, that can only be used 
towards counter-magic.  Other modifiers already applied to the stat line.)   

 
 Troglodyte Shaman           

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

 1 Lizardmen Wizard 3 Inf 8” n/a 4.5 2.5 3 9 2 11 0 

 

  
Upgrade:  Magical Staff (All Attacks are Enchanted (2:7.15).  Ranged attack distance is 15”.    
Modifiers already reflected on the stat line above)    Using the Blood Rites Spell List (18:6).   

 
 Pair of Doom Wurms           

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

 2 Dragon Land Dr 3 n/a 6” n/a 9 n/a 6 n/a 4 12 0 

   Note:  There are two separate Doom Wurms.  They operate independently of one another.   

 
 Pre-Historic Dragon           

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

 1 Dragon Lesser D 5 n/a 6” 12” 15 n/a 16 n/a 4 16 0 

 

 

 Troglodyte Axemen    

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

 12 Lizardmen Knights Inf 6" 4 +1 0 72 

  Upgrades:  Axes (Reduces target’s Armor Value by 1)  

 Note:  Attacks receive a +1 Melee Combat modifier, for being mounted.  

 

 
 Troglodytes on Land Dragons           

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

 3 Titan LandDragon n/a Cav 6" n/a 9 0 6 0 4 18 0 

 

 
 Lizardman Giant           

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

 1 Giant Common 4 Cav 8" n/a 8 3 8 3 3 7 0 
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 38:2.1 CLASH OF RUNES & BONE: A CALL TO ARMSx 

 
 A battalion of Dwarves waits for orders, 
garrisoned on the outskirts of a Dwarven 
Kingdom.  Across the open field, they spot a 
lone messenger from another Dwarf Kingdom, 
atop a galloping armored bear, riding towards 
their encampment.  Further behind the 
messenger is a wave of Undead, shambling 
after him. 
 Although the garrisoned Dwarves do not 
yet know, thousands of the Undead are 
besieging the Dwarven Kingdom to the South.  
The keep’s defenses are faltering, and soon the 
Undead will have access to the ancient 
armories and hallowed burial grounds beneath 
their mountain. 
 The messenger must survive the battle, so 
that he can be escorted into the kingdom, and 
deliver his message to the Dwarf king’s court.   
Not only must they save the messanger, but 
also destroy the Undead force, before it 
ventures farther into Dwarf Land. 
 
ARMIES: This scenario was designed to be used with the Dwarf, Undead, or Troglodyte Expansion Armies 
(See 37:4 to 37:6).  Players are be able to play this scenario with any Chaos Wars Armies. 
 
ROLES:  In this scenario, the Dwarves take the role of the Defender.  The Undead take the role of 
Attacker.   Troglodytes can take either role, so long as their opponent is the other. 
  
DEPLOYMENT: The Defending units are to be set up first, and are dispersed evenly, with an equal number 
of units outside each building on the map.  Each character is inside a different building.  During movement, 
the characters will emerge from the buildings and may join any units within range. 

The messenger is placed at the mid-point of the board, facing the Dwarf side. 
 The Attacking units are deployed last, in any fashion desired by the player, within their deployment zone. 
 
FIRST TURN INITIATIVE: Due to the scenario, on the first turn of the game, the Defender side automatically wins the Initiative roll. 
 
MESSENGER: The Messenger is controlled by the Defender’s side, and is treated as a character with the following profile: 

 
ENDING THE GAME: The game ends after 12 complete turns.  Calculate Victory points for both sides and use the difference to 
determine the victor.  If the messenger is killed, the best outcome the Defenders can receive is a Draw.  

 
 

 
  

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

1 As Defender Champion X Cav 10" n/a 4 0 3 1 3 n/a 

 Notes:  Has a +1 Melee Combat Modifier for being mounted.   

Condition Attacker Defender 

Messenger Lives 0 points +10 points 

Messenger Killed +10 points 0 points 

Each 1/4 Attacker’s Troop Points Destroyed 0 points +2 points 

Each 1/4 Attacker’s Fantasy Points Destroyed 0 points +2 points 

Each 1/4 Defender’s Troop Points Destroyed +2 points 0 points 

Each 1/4 Defender’s Fantasy Points Destroyed +2 points 0 points 

Each Attacker Unit Inside the Defender's 
Deployment Zone, at the End of the Game 

+1 points 0 points 

Victory Point 
Difference Result 

0 to 9 Draw 

10 to 13 Minor Victory 

14 to 16 Solid Victory 

18+ Major Victory 

CAMPAIGN SCENARIO #1 
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 38:2.2 CLASH OF RUNES & BONE: THROUGH THE JUNGLEx 

 
 Having learned from the messenger 
that a Dwarf keep was under siege, the 
Dwarves muster a volunteer force to 
relieve their kin.  Leaving the relative 
safety of Dwarf lands, they must travel 
through much hard terrain to aid their 
fellow Dwarves.  First, they must bisect a 
dense jungle, full of dangerous beasts, and 
lurking Troglodytes.  As they soon find out, 
the Undead problem is greater than 
feared, and even the jungles are teeming 
with the long dead, re-awakened.   
  
ARMIES: This scenario was designed to 
be used with the Dwarf, Undead, or 
Troglodyte Expansion Armies (See 37:4 to 
37:6).  Players are be able to play this 
scenario with any Chaos Wars Armies. 
 
ROLES:  In this scenario, the Dwarves take the role of the Defender.  The Undead take the role of 
Attacker.   Troglodytes can take either role, so long as their opponent is the other. 
 
TERRAIN: Use the Alternate Battlefield Generator (8:2.7) and Terrain Generator (8:3.2), to select the 
terrain for Jungles (8:5.4). 
 
DEPLOYMENT: The Defenders deploy first, up to 12” onto the board, as shown in the diagram.  The 
attackers then deploy in the areas designated on the diagram, up to 6” onto the board, along any of 
the other three board edges. 
 
FIRST TURN INITIATIVE: Due to the scenario, on the first turn, the Attacker side gains +2 to the Initiative roll.  
 
SPECIAL RULE: LOW VISABILITY / HAZARDOUS GROUND 

Due to the thick and dense undergrowth, all movement and visability may be reduced.  At the start of each turn, before Event 1, 
each side rolls a single D6.  Subtract the number of the High Roll from the Low Roll.  All movement and range distances (for 
Challenges, Offensive Spells, Ranged Attacks) is reduced by this number of inches.    

Example:  Player A rolls a 6.  Player B rolls a 4.  The difference is 2.  Therefore this turn, all movement and range distances are 
reduced by 2”. 

 

SPECIAL RULE: DENSE PLANTLIFE 
Because of the teeming vegetation, it is 

easy for Troops to hide from the enemy.  
Each Player may nominate two of their 
Troop Units to gain the Stealthy Skill 
Upgrade (3:10.22), at no additional cost.   

In a jungle, Stealthy Troops are always 
considered to be within 4” of terrain. 
 
OBJECTIVES: The Defender’s objective is to survive the assault, and get as many units off the 
opposite board edge as possible. This area is indicated on the diagram as ‘Defender Exit’. 
 
ENDING THE GAME: The game ends after 12 complete turns.  Calculate Victory points for both 
sides and use the difference to determine the victor. 
 
 

Victory Points 

Condition Attacker Defender 

Each 1/4 Defender Troop Points to Exit the Board 0 points +3 points 

Each 1/4 Defender Fantasy Points to Exit the Board 0 points +3 points 

Each 1/4 Defender Troop Points Destroyed +2 points 0 points 

Each 1/4 Defender Fantasy Points Destroyed +2 points 0 points 

Each 1/4 Defender Troop Points Alive on the Board 0 points +1 points 

Each 1/4 Defender Fantasy Points Alive on the Board 0 points +1 points 

Victory Point 
Difference Result 

0 to 2 Draw 

3 to 4 Minor Victory 

5 to 7 Solid Victory 

8+ Major Victory 

CAMPAIGN SCENARIO #2 
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 38:2.3 CLASH OF RUNES & BONE: DESOLATED LANDSx 

 
 Having emerged, somewhat battered, 
fromt the dense jungles, the Dwarves find 
themselves at the edge of a vast wasteland, 
where not too long ago, a massive battle 
had been waged.  Corpses and filth cover 
the churned field, carrion pick at the 
remains, and a sense of dread looms in the 
air.  Scouts report back as the Dwarves 
advance.  Across the gulf of decay and 
carnage, the undead have amassed a wall of 
troops, blocking the route towards their 
destination.  There is no choice, but to 
march forth and break through the enemy 
lines.  This will be enough to test even the 
will of Dwarves.  
 
ARMIES: This scenario was designed to be 
used with the Dwarf, Undead, or Troglodyte 
Expansion Armies (See 37:4 to 37:6).  Players are be able to play this scenario with any Chaos Wars Armies. 
 
ROLES:  In this scenario, the Dwarves take the role of the Attacker.  The Undead take the role of 
Defender.   Troglodytes can take either role, so long as their opponent is the other. 
 
TERRAIN: Use the Alternate Battlefield Generator (8:2.7) and Terrain Generator (8:3.2), to select 
the terrain for Cursed Ground (8:5.6). 
 
DEPLOYMENT: The Attackers deploy first, up to 18” onto the board along the northern board 
edge, as shown in the diagram.  The Defenders then deploy up to 12” onto the board, along the 
southern board edge. 
 
SPECIAL RULES: DREAD 

All Morale Checks suffer a -1 modifier to the roll. 
 
 

SPECIAL RULES: MADNESS 
When any unit fails a Morale Check, it must roll on the Creature Morale Failure chart (9:7).  

 
OBJECTIVES: The Attacker’s objective is to exit the table by way of the opposite board edge, and destroy as many Defenders as 
possible while doing so.   
 
ENDING THE GAME: The game ends after 12 complete turns.  Calculate Victory points for both sides and use the difference to 
determine the victor. 

 
 
 
 
 
    

Victory Point 
Difference Result 

0 to 2 Draw 

3 to 5 Minor Victory 

6 to 9 Solid Victory 

10+ Major Victory 

Victory Points 

Condition Attacker Defender 

Each 1/4 Attacker Troop Points to Exit the Board +2 points 0 points 

Each 1/4 Attacker Fantasy Points to Exit the Board +2 points 0 points 

Each 1/4 Attacker Troop Points Destroyed +0 points +2 points 

Each 1/4 Attacker Fantasy Points Destroyed +0 points +2 points 

Each 1/4 Attacker Troop Points Alive on the Board +0 points +1 points 

Each 1/4 Attacker Fantasy Points Alive on the Board +0 points +1 points 

CAMPAIGN SCENARIO #3 
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 38:2.4 CLASH OF RUNES & BONE: INTO THE GRAVEYARD. 
 
 Finally overcoming the Undead hordes, 
the Dwarves begin to see signs of civilized 
life.  Unfortunetely those signs come in the 
form of an old and abandoned grave yard.  
Night is beginning to fall, and the Dwarf 
General directs his subcommanders to put 
all on alert.  With the darkness, the Undead 
will strike again.  And the Dwarves are in 
the enemy’s territory.  The Dwarf General 
mutters to himself “Thanks the gods we 
weren’t born Elves.  At least we can see in 
the dark.”   
  
ARMIES: This scenario was designed to be 
used with the Dwarf, Undead, or Troglodyte 
Expansion Armies (See 37:4 to 37:6).  
Players are be able to play this scenario 
with any Chaos Wars Armies. 
 
ROLES:  In this scenario, the Dwarves take the role of the Defender.  The Undead take the role of 
Attacker.   Troglodytes can take either role, so long as their opponent is the other. 
 
TERRAIN: Use the Alternate Battlefield Generator (8:2.7) and Terrain Generator (8:3.2), to select 
the terrain for a Grave Yard (8:5.5). 
 
DEPLOYMENT: The Defenders deploy first, in a 24”x24” area at the center of the board.   
The attackers then deploy up to 12” onto the board, along the eastern and western board edges. 
 
FIRST TURN INITIATIVE: Due to the scenario, on the first turn of the game, the Defender side 
automatically wins the Initiative roll. 
 
SPECIAL RULES: DARKNESS: 

The entire game occurs at night.  Any units that are not carrying torches, under magical light, or have the recial ability to see if 
the dark will suffer a -1 modifier to their 
Melee Combat and Ranged Attack Rolls.   
 
SPECIAL RULES: UNSETTLING AURA:  

Units that fail a Morale Check will move 
at double their movement when fleeing.   
 
 SPECIAL RULES: HOLY GROUND:   

 If an Undead or Demonic unit fails a 
Morale Check, and does not have an 
Undead, Demonic, or Necromancer 
Character attached to it, the unit is 
immediately removed from the board.  The prayers, incantations, and  
spells of binding in the graveyard pull the animating energy away from  
their physical forms, driving them back into the underworld.   
 
SPECIAL RULES: POWER OF FAITH:  

Units with a Priest attached gain an additional +1 modifier to their Morale Check rolls. 
 
ENDING THE GAME: The game ends at sunrise, which occurs after 20 complete turns.   
Calculate Victory points for both sides and use the difference to determine the victor. 

Victory Points 

Condition Attacker Defender 

Each 1/4 Attacker Troop Points Alive on the Board +2 points 0 points 

Each 1/4 Attacker Fantasy Points Alive on the Board +2 points 0 points 

Each 1/4 Attacker Troop Points Destroyed +0 points +2 points 

Each 1/4 Attacker Fantasy Points Destroyed +0 points +2 points 

Each 1/4 Defender Troop Points Alive on the Board +0 points +1 points 

Each 1/4 Defender Fantasy Points Alive on the Board +0 points +1 points 

Each 1/4 Defender Troop Points  Destroyed +1 points +0 points 

Each 1/4 Defender Fantasy Points Destroyed +1 points +0 points 

Victory Point 
Difference Result 

0 to 2 Draw 

3 to 4 Minor Victory 

5 to 8 Solid Victory 

9+ Major Victory 

CAMPAIGN SCENARIO #4 
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 38:2.5 CLASH OF RUNES & BONE: BREAKING THROUGH THE SIEGE. 
 
 As daylight breaks, the exhausted 
dwarven force crests the ridge of the 
Graveyard, and finally spots their intended 
destination.  They had hoped that the 
messenger’s fears had gotten the better of 
him.  That his count of the enemy was 
exaggerated by loss and fear.  As they 
witnessed the siege before them, they 
realized that, if anything, the messanger 
had understated the numbers of the 
undead force.   

The keep is besieged from all points 
along the mountain ridge.  The old Dwarf 
keep has no gatehouse or door.  The 
Dwarves of this land enter their keep 
through underground tunnels and 
magically-shrouded passages in the 
mountain.   This has helped them hold out 
against the Undead invasion for now, but it also makes the Dwarves job of getting inside the keep 
all the more difficult. 

Knowing their force is not large enough to push back the entirety of the Undead army, the 
Dwarves find a weak spot along the flank of the undead, where they believe one of the shrouded 
mountain passes exists.  They devise a plan to break through the undead lines, find the Hidden 
Passage, and enter the keep.  There they will bolster the defenders, and pray that relief forces will 
arrive in due time.   
 
ARMIES: This scenario was designed to be used with the Dwarf, Undead, or Troglodyte Expansion 
Armies (See 37:4 to 37:6).  Players are be able to play this scenario with any Chaos Wars Armies. 
 
ROLES:  In this scenario, the Dwarves take the role of the Defender.  The Undead take the role of Attacker.   Troglodytes can take 
either role, so long as their opponent is the other. 
 
DEPLOYMENT: First, the Defender’s divides their army into two equal parts; “Wall Defenders” and the “Relief Force”.  Place the 
Wall Defenders atop the Keeps’ Walls.  A maximum of two friendly units (not counting characters) may be on top of an individual 
wall section at one time. 

Second, place the entirety of the Attackers in the designated area around the wall, within 24” of it.  Up to ½ of the Attackers 
must be in contact with the wall, besieging the keep.    

Finally, the Relief Force is placed in the deployment zone shown in the south east corner of the map. 
 
SPECIAL RULES: KEEP WALL:   

The keep wall is too massive and magically-infused to be destroyed.  The only way for the Attackers to breach it is destroy or rout 
all of the Defenders on a wall section, and then enter the Courtyard.    The wall should be divided into multiple sections, one for 
every four Defending Units that will be manning the wall. 

Attackers on foot may engage a unit that is on top of the wall by moving in contact with the section the target is on.  It is 
assumed they are equipped with the needed ladders and grappling hooks to scale the wall.  If there is room, a flying unit may land 
on top of the wall. 

Attackers suffer a -1 modifier on Melee and Attack rolls against the Defenders on the wall.  Attackers that have landed atop the 
wall do not suffer these penalties.  The Defenders gain a +1 modifier to Morale Rolls and a +1 modifier to their Armor Values (to a 
maximum of 4). 

Due to the incredible heights of the wall, artillery and missile-equipped troops may fire into the units that are engaged in Melee  
Combat with the wall’s defenders.  Similarly, the enemy below may target the wall’s defenders, even if engaged in Melee Combat.  
 
 
Continued On Next Page 
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 38:2.5 CLASH OF RUNES & BONE: BREAKING THROUGH THE SIEGE.  - Continued 
 

SPECIAL RULES: HIDDEN PASSAGE:  To uncover the Hidden Passage, a Defending spell caster with access to Runic Magic (18:3) 
must get to the area on the map where the passage is located, and successfully cast the Reveal spell (18:3.11) to find the passage.  
Once the passage has been found, 1 Relief Force unit per turn may exit the board, by moving onto the spot on the board designated 
as the Hidden Passage. 

 
OBJECTIVES:  The Defender’s objective is to hold the wall, and get all of the Relief Force 
units into the Keep by way of the Hidden Passage.  The Attacker’s objective is to breach the 
wall and enter the courtyard, as well as prevent the Relief Force from finding the passage, and 
escaping through it. 
 
ENDING THE GAME 
The game ends at the start of the first turn where units from the Relief Force are no longer present on the board.   
Calculate Victory points for both sides and use the difference to determine the victor. 
 
 

 38:2.6 CLASH OF RUNES & BONE: DEFEND THE WALLx 

 
Having made it into the keep, the Relief Force joins the other Dwarves, as 
they desperately try to hold the wall, while waiting for more 
reinforcements. 
 
ARMIES & ROLES: See Campaign Scenario #5 (38:2.5).   
 
TERRAIN: As indicated on the map. 
 
DEPLOYMENT: The Defenders deploy first, atop the keep walls or in the 
courtyard.  The attackers may deploy 
anywhere outside the walls. 
 
 SPECIAL RULES: KEEP WALL:   
See Campaign Scenario #5 
 
OBJECTIVES The Defender’s objective is 
hold the wall, and destroy as many 
Attackers as possible while doing so.  The 
Attackers objective is to enter the 
courtyard and destroy the Defenders. 
 
ENDING THE GAME 
The game ends after 15 complete turns.  Calculate Victory points for both sides and 
use the difference to determine the victor. 

 SPECIAL RULES: NORTHEASTERN HILL:   
The Northeastern Hill should be  

considered impassable to all Attackers,  
except for Incorporeal (2:7.9) units.  This  
is where the Hidden Passage is located.   
The Defending units outside the wall may  
enter this space, but may be engaged in  
Melee Combat by the Attacker’s units, if  
they come into base contact with the hill.    
Both units fight as normal (including  
Morale Checks), but the Defender units are not locked into combat.  During the next turn’s Movement Event, Defending units may 
disengage from combat, to approach or exit via the Hidden Passage. 

 Victory Points 

Condition Attacker Defender 

Each 1/4 Attacker Troop Points in the Courtyard +2 0 

Each 1/4 Attacker Fantasy Points in the Courtyard +2 0 

Each 1/4 Defender Troop Points Left Alive 0 +1 

Each 1/4 Defender Fantasy Points Left Alive 0 +1 

Each 1/4 Relief Force Troop Points to exit via Hidden Passage 0 +2 

Each 1/4 Relief Force Fantasy Points to exit via Hidden Passage 0 +2 

Each 1/4 Relief Force Troop Points Destroyed +1 0 

Each 1/4 Relief Force Fantasy Points Destroyed +1 0 

Victory Point 
Difference Result 

0 to 2 Draw 

3 to 5 Minor Victory 

6 to 8 Solid Victory 

9+ Major Victory 

Victory Points 

Condition Attacker Defender 

Each 1/4 Defender Troop Points Alive +1 points   0 points 

Each 1/4 Defender Fantasy Points Alive +1 points   0 points 

Each 1/4 Attacker Troop Points, outside the Courtyard   0 points +1 points 

Each 1/4 Attacker Fantasy Points, outside the Courtyard   0 points +1 points 

Each 1/4 Attacker Troop Points, inside the Courtyard +2 points   0 points 

Each 1/4 Attacker Fantasy Points, inside the Courtyard +2 points   0 points 

Victory Point Difference Result 

0 to 2 Draw 

3 to 4 Minor Victory 

5 to 7 Solid Victory 

8+ Major Victory 

CAMPAIGN SCENARIO #6 
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 38:2.7 CLASH OF RUNES & BONE: INTO THE DEPTHSx 
 

 As the Undead hordes pour over the ancient keep wall, the 
remaining Dwarves fall back into the ancient tunnel stronghold 
beneath the mountain.  The massive stone doors do not hold for 
long against the blows of Skeletal Dragons and Giants.  Soon the 
undead stream down into the maze of long-abandoned tunnels. 
   

ARMIES: This scenario was designed to be used with the Dwarf, 
Undead, or Troglodyte Expansion Armies (See 37:4 to 37:6).  Players 
are be able to play this scenario with any Chaos Wars Armies. 
 

ROLES:  In this scenario, the Dwarves take the role of the 
Defender.  The Undead take the role of Attacker.   Troglodytes can 
take either role, so long as their opponent is the other. 
 

TERRAIN: Use the Alternate Battlefield Generator (8:2.7) and 
Terrain Generator (8:3.2), to select the terrain for Tunnels / Caverns 
(8:5.7).   Choose to any Tunnel System to use, from #1 to #4.   
This map shows Tunnel System #1, with the additional pieces of terrain added. 
 

DEPLOYMENT: Players roll off to determine which deployment zones they take. 
 

SPECIAL RULES: RESTRICTED SPACE 
 Instead of playing in a relatively open field, this battle occurs in tight corridors, underground.  To 
simulate this effect, we suggest laying out the board in one of the following patterns.    

You and your opponent may choose set up a tunnel system of your own design, or you can roll a D6 to 
determine which of the (in this case four) pre-generated tunnel systems you use. 

Define the corridors on your tabletop.  You can use pieces of cloth, wood, or painter’s tape can get the 
job done.  You can also 

download a set of these templates at www.RalPartha.com.  You can print them out and affix to 12”x12” squares, then just lay out 
the tiles on your tabletop.   

 

SPECIAL RULES: UNKNOWN PASSAGES 
Because you have no firsthand knowledge of the tunnel/cavern system you are exploring, all the units are very cautions.  Any 

unit that can not naturally see in darkness, or is not in magical light suffers a -2 penalty to all Movement.   
This applies even if the unit is equipped with torches.  If there is not a racial benefit allowing to see in darkness, or there is no 

active spell for magical light on the unit, they suffer the penalty. 
 

SPECIAL RULES: BATTLE BY TORCHLIGHT 
Unless a unit can naturally see in darkness, their ranged attack distance is reduced by the darkness, and cramped space.  At the 

start of each turn, before Event 1, each side rolls a single D6.  Subtract the number of the High Roll from the Low Roll.  All ranged 
attack distances (for Challenges, Offensive Spells, Ranged Attacks) is reduced by this number of inches.    

Example:  Player A rolls a 6.  Player B rolls a 4.  The difference is 2.  Therefore this turn, all range distances are reduced by 2”. 
 

SPECIAL RULES: DANGERS OF ARTILLERY 
When fired in a cavern or tunnel system, artillery 

deals additional damage (hits) to the target, and at 
times the machine itself, as it may cause cave-ins.  
When an artillery piece makes a ranged attack, both 
the machine and its target receive hits as an attack 
from a creature with a Melee Prowess of 5.  Roll for 
each separately. 
 
SPECIAL RULES: LOW CEILINGS 

Even when flying, units may be engaged in Melee Combat.   
The flying unit does not need to land to attack a unit on the ground.   
 
ENDING THE GAME: The game ends after 15 complete turns.   
Calculate Victory points for both sides and use the difference to determine the victor. 

Victory Points 

Condition Attacker Defender 

Each 1/4 Attacker Troop Points  Destroyed 0 points +1 points 

Each 1/4 Attacker Fantasy Points  Destroyed 0 points +1 points 

Each 1/4 Defender Troop Points Destroyed +1 points 0 points 

Each 1/4 Defender Fantasy Points Destroyed +1 points 0 points 

Victory Point 
Difference Result 

0 to 1 Draw 

2 Minor Victory 

3 to 4 Solid Victory 

5+ Major Victory 

CAMPAIGN SCENARIO #7 

 

http://www.ralpartha.com/


CHAOS WARS: CLASSIC RULES 

  

54 

 38:2.8 CLASH OF RUNES & BONE: THE ARMORYx 

 
Fighting through the labrynth of old tunnels, the rolling 

battles bring both armies into the massive armory where the 
weapons of the Dwarf King’s Army have been stockpiled.  As the 
battle rages, and troops grow weary, some regiments begin 
cracking open the vaults in search of weaponry that might give 
them an advantage. 
   
ARMIES, ROLES, DEPLOYMENT:  
See Campaign Scenario #7 (38:2.7). 
 
SPECIAL RULES: See Campaign Scenario #7 (38:2.7). 

RESTRICTED SPACE 
UNKNOWN PASSAGES 
BATTLE BY TORCHLIGHT 
DANGERS OF ARTILLERY 
LOW CEILINGS 

 
TERRAIN: Use the Alternate Battlefield Generator (8:2.7) and Terrain Generator (8:3.2), to select the 
terrain for Tunnels / Caverns (8:5.7).   Use Tunnel System #5 for this scenario.     
This scenario also uses 10 Armory Vaults, which should be placed as shown on the map. 
 
SPECIAL RULES: ARMORY VAULTS 
 When a unit finds one of the Armory Vaults, it may attempt to open it and take the contents.   
Units may only open the vault by taking it down to 0 vitality through Melee Combat or Spell Casting.   
Each Vault has 4 Vitality, and an Armor Value of 4.   

Once the vault has been opened, and the unit has moved into physical contact with it, roll a D6 to 
determine what is found inside it during the Rally Event.  The unit may take the equipment, and continue 
to use it for the rest of the game (whether they normally could or not).  The Vault will then be empty.   

If they do not take the equipment, the next unit to come along may choose to do so. 
 

 
 
 
 
 
 
 
 
 
 

 
ENDING THE GAME: The game ends after 15 complete turns.   
Calculate Victory points for both sides and use the difference to determine the victor. 
 

  

Vault Contents 

D6 Roll Result 

1 Axes -1 to target’s Armor Value 

2 Halberds +1 to Melee roll.  -1 to target’s Armor Value 

3 Crossbows Range 14”.  -1 to target’s Armor Value.  May not move after firing 

4 Arquebus +1 to Ranged roll.  -1 to target’s Armor Value.  May not move after firing 

5 Blunderbuss 
Treat number of troops as the Ranged Prowess value.  A roll of 5 or 6 causes 1 hit.  
Armor does modify the roll   

6 Great Weapons -1 to target’s Armor Value 

Victory Points 

Condition Attacker Defender 

Each 1/4 Attacker Troop Points Destroyed 0 points +1 points 

Each 1/4 Attacker Fantasy Points Destroyed 0 points +1 points 

Each 1/4 Defender Troop Points Destroyed +1 points 0 points 

Each 1/4 Defender Fantasy Points Destroyed +1 points 0 points 

Each Vault Opened By Attacker +1 points 0 points 

Each Vault Opened By Defender 0 points +1 points 

Victory Point 
Difference Result 

0 to 1 Draw 

2 to 3 Minor Victory 

4 to 5 Solid Victory 

6+ Major Victory 

CAMPAIGN SCENARIO #8 
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 38:2.9 CLASH OF RUNES & BONE: TREASURE VAULT. 

 
 In the darkness, the battle rages on, until the Dwarves 
hear the rattle of coins under their iron shod boots.  Once the 
Dwarves realize they have entered the Treasure Vault, they 
begin looking for the magically sealed chests, known to house 
artifacts of immense power. 
 
 
ARMIES, ROLES, DEPLOYMENT:  
See Campaign Scenario #7 (38:2.7). 
 
SPECIAL RULES: See Campaign Scenario #7 (38:2.7). 

RESTRICTED SPACE 
UNKNOWN PASSAGES 
BATTLE BY TORCHLIGHT  
DANGERS OF ARTILLERY 
LOW CEILINGS 

 
 
TERRAIN:  

Use the Alternate Battlefield Generator (8:2.7) and Terrain Generator (8:3.2), to select the terrain for 
Tunnels / Caverns (8:5.7).   Use Tunnel System #6 for this scenario.     

Replace any ‘blocked passageway’ or ‘Piles of Debris’ terrain pieces with a special terrain feature: 
‘Treasure Chest’. 
 
 
TERRAIN FEATURE:  TREASURE CHEST 

When a unit comes into contact with a Treasure Chest, it may 
search through the contents during the Melee Combat Event, if 
they are not also engaged in Melee with an opponent.   

To do this, the player must roll to see if something of value is 
found.  Only Infantry Troops, Characters, or Titanic Infantry may 
search a Treasure Chest.  If the Reveal (18:3.11) spell is covering 
the area, the roll is automatically successful.  Roll a single D6.   On 
the result of a 5 or 6, something has been found.   

Roll another D6 and consult the ‘Chest Contents’ chart to see 
what is found.   

Only one item may be found in each chest.  The unit may 
choose to keep or destroy the item.  If they keep it, they may not 
search any other Treature Chests.  The effects of the item last for 
the remainder of the game. 
 
 
ENDING THE GAME: The game ends after 15 complete turns.  Calculate Victory points for both sides and use the difference to 
determine the victor. 
 

   

CHEST CONTENTS 

D6 Roll Item Found 

1 War Horn:  +1 to Morale Check rolls 

2 Ruby of Power +1 to Melee Combat Rolls 

3 
Dawnstone:  Unit counts as being under the 
effects of magical light 

4 Glowing Emerald:  +1 Armor Value 

5 Enchanted Sapphire:  +2 Movement 

6 
Runic Standard:  Opponents suffer a  
-1 penalty on D6 rolls to attack this unit 

Victory Points 

Condition Attacker Defender 

Each 1/4 Attacker Troop Points Alive +2 points 0 points 

Each 1/4 Attacker Fantasy Points Alive +2 points 0 points 

Each 1/4 Defender Troop Points Alive 0 points +2 points 

Each 1/4 Defender Fantasy Points Alive 0 points +2 points 

Each item found by the Attacker +1 points 0 points 

Each item found by the Defender 0 points +1 points 

Victory Point 
Difference Result 

0 to 3 Draw 

4 to 5 Minor Victory 

6 to 7 Solid Victory 

8+ Major Victory 

CAMPAIGN SCENARIO #9 
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 38:2.10 CLASH OF RUNES & BONE: DWARVEN CRYPTSx 

 
 Despite valiant fighting, the Undead push the Dwarves 
back into their most sacred of places, the crypts below the 
mountain, where their venerated ancestors lay buried.  To the 
Dwarves’ horror, the Necromancers begin casting their spells 
upon the crypts, reanimating the long dead Dwarf Kings, to 
serve their own dark desires. 
 
ARMIES, ROLES, DEPLOYMENT:  
See Campaign Scenario #7 (38:2.7). 
 
SPECIAL RULES: See Campaign Scenario #7 (38:2.7). 

RESTRICTED SPACE   UNKNOWN PASSAGES 
BATTLE BY TORCHLIGHT  DANGERS OF ARTILLERY 
LOW CEILINGS 

 
TERRAIN: Use the Alternate Battlefield Generator (8:2.7) and Terrain Generator (8:3.2), to select the 
terrain for Tunnels / Caverns (8:5.7).   Use Tunnel System #5 for this scenario.    This scenario also uses 12 
Crypts which should be arranged as shown on the map. 
 
SPECIAL RULES:  CRYPTS:  
* Each Crypt affects ranged attacks as a Fence or Wall does.   
* During the Spell Casting Event, Necromancers may use the Crypts as Grave Markers for the ‘Raise the 
Dead’ Spell (18:4.1).   
* Each Crypt has a Defensive Magic Value of 3, which is used against any spells cast upon them to 
reanimate the dead. 
* In addition to being a Grave Marker, each Crypt may generate one unit of Crypt Dwarves (see below). 
* Any Defender spell caster may preemptively cast ‘Cleanse’ (18:3.9) upon a crypt.  This will reinforce  
its ancient binding spells, and prevent the crypt from being used by a Necromancer for any means.  
 
SPECIAL RULES:  CRYPT DWARVES 

These can be summoned by a Necromancer casting the ‘Raise the Dead’ Spell (18:4.1) on a crypt.  If successful, the caster may 
choose to summon a unit of 6 Crypt Dwarves, instead of the ‘Moldering Corpses’ as usual.  These will be under the control of the 
Necromancer that summoned them.  They fight as a unit of creatures and follow the rules for the Undead. 
 

 
  

 
If a spell caster casts ‘Cleanse’ (18:3.9) upon the unit, the spirits of the ancient dead will regain control of the withered husks, 

and turn on the Necromancers that raised them.  When this happens, control the unit switches to the Defender, and can never 
revert to the Attacker’s control.   The Crypt’s Magic Defense does not apply to the ‘Cleanse’ spell. 
 Reminder:  Each Crypt can only generate one unit of Crypt Dwarves. 
 
ENDING THE GAME: The game ends after 15 complete turns.  Calculate Victory points for both sides and use the difference to 
determine the victor. 

 
  

Qty Race Type Inf Cav Ground Move Melee Prowess Vitality Magic Armor Value 

6 Crypt Dwarves SPEC Inf 4" 2 2 3 4 

Victory Points 

Condition Attacker Defender 

Each 1/4 Attacker Troop Points Destroyed 0 points +2 points 

Each 1/4 Attacker Fantasy Points Destroyed 0 points +2 points 

Each 1/4 Defender Troop Points Destroyed +2 points 0 points 

Each 1/4 Defender Fantasy Points Destroyed +2 points 0 points 

Each Unit of Crypt Dwarves Raised +2 points 0 points 

Each Crypt preemptively Cleansed 0 points +1 points 

Each Unit of Crypt Dwarves Cleansed 0 points +1 points 

Victory Point 
Difference Result 

0 to 3 Draw 

4 to 5 Minor Victory 

6 to 10 Solid Victory 

11+ Major Victory 

CAMPAIGN SCENARIO #10 
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 38:2.11 CLASH OF RUNES & BONE: THE GREAT HALL.  
 
 As the fighting descends deeper into the old Dwarf hold, 
the armies twist through narrow tunnels until they 
encounter each other in a great open hall, long abandoned 
and forgotten.  

With the aid of the ancient Undead Dwarf Warriors, and 
enchanted items found in the Treasure Vault, the Dwarves 
press forward, determined to drive 
the remaining Undead out of their 
mountain. 
 
ARMIES, ROLES, DEPLOYMENT:  
See Campaign Scenario #7 (38:2.7). 
 
SPECIAL RULES: See Campaign Scenario #7 (38:2.7). 

RESTRICTED SPACE   UNKNOWN PASSAGES 
BATTLE BY TORCHLIGHT    DANGERS OF ARTILLERY 
LOW CEILINGS 

 
TERRAIN:  Use the Alternate Battlefield Generator (8:2.7) and Terrain Generator (8:3.2), to select the terrain for Tunnels / 
Caverns (8:5.7).   Use Tunnel System #6 for this scenario.    Any ‘blocked passageway’ terrain pieces will instead be ‘Piles of Rubble’. 
 
FIRST TURN INITIATIVE: The Defending side has rallied and is emboldened.  They gain a +1 to all Initiative rolls during this game. 
 
ENCHANTED ITEMS 

To represent the mystic 
artifacts found in the vault, 
the Defending side may roll 
for three different magic 
items, and distribute them 
to any units they wish.  Roll 
3 times on the ‘Enchanted 
Items’ Chart. 
 
 
CRYPT DWARVES: To represent the Undead Dwarf Warriors who joined the Defenders in the Dwarven Crypts, the Defending side 
may field one unit of 6 Crypt Dwarves. 

 

 
FRESH CORPSES 
To represent the fallen defenders that the Necromancers have ressurected up to support their own forces, the Attacker gains 3 
additional units of Undead Peasant Infantry.  They are equipped with undefined weapons, and the ‘Moldering Corpse’ special rule. 
 
ENDING THE GAME: The game can end after 10 complete turns.  As soon as one army has driven the other out of the large hall in 
the center of the board.  Calculate Victory points for both sides and use the difference to determine the victor. 

 
 
 
 
  

Enchanted Items 

D6 Roll Item Found 

1 War Horn:  +1 to Morale Check rolls 

2 Ruby of Power +1 to Melee Combat Rolls 

3 Dawnstone:  Unit counts as being under the effects of magical light 

4 Glowing Emerald:  +1 Armor Value 

5 Enchanted Sapphire:  +2 Movement 
6 Runic Standard:  Opponents suffer a -1 penalty on D6 rolls to attack this unit 

Qty Race Type Inf Cav Ground Move Melee Prowess Vitality Magic Armor Value 

6 Crypt Dwarves SPEC Inf 4" 2 2 6 4 

Victory Points 

Condition Attacker Defender 

Each 1/4 Attacker Troop Points Destroyed 0 points +1 points 

Each 1/4 Attacker Fantasy Points Destroyed 0 points +1 points 

Each 1/4 Defender Troop Points Destroyed +1 points 0 points 

Each 1/4 Defender Fantasy Points Destroyed +1 points 0 points 

Attackers Control the Hall +3 points 0 points 

Defenders Control the Hall 0 points +3 points 

Victory Point 
Difference Result 

0 to 2 Draw 

3 Minor Victory 

4 to 5 Solid Victory 

6+ Major Victory 

CAMPAIGN SCENARIO #11 
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  38:2.12 CLASH OF RUNES & BONE: REINFORCEMENTS ARRIVE. 
 

As the Dwarves rally and drive the Undead out of the lower tunnels,  
new Dwarf reinforcements arrive from the north, pinning the undead 
between them.  The Undead find themselves manning the keep walls to 
hold back the Dwarven reinforcements.  From inside the mountain, the 
remaining Dwarves advance, pushing the Undead back into the courtyard. 
 
ARMIES: This scenario was designed to be used with the Dwarf, Undead, 
or Troglodyte Expansion Armies (See 37:4 to 37:6).  Players are be able to 
play this scenario with any Chaos Wars Armies. 
 
ROLES:  In this scenario, the Dwarves split their forces into two parts.   
2/3 of the units will become the ‘Relief Force’.  1/3 of the units are t  he 
Attacker Force.  The Undead take the role of the Defender.   
Troglodytes can take either role, so long as their opponent is the other. 
 
TERRAIN: Set up the board as shown on the map.  Half of the board should 
be set up as a tunnel system.  Separate the keep wall into equal sized 
sections, one section for every 4 Defender units. 
 
DEPLOYMENT: Deploy the Relief Force on the northern 12” of the board,  
and the Attacking Force into the southern 18” of the board.   

Then deploy the Defenders into the center 24” of the board, manning  
the keep walls, and occupying the northern part of the tunnel system. 
 
SPECIAL RULES:  See Campaign Scenario #7 (38:2.7). 
RESTRICTED SPACE – Only Inside the Tunnels 
UNKNOWN PASSAGES – Only Inside the Tunnels 
BATTLE BY TORCHLIGHT – Only Inside the Tunnels 
DANGERS OF ARTILLERY – Only Inside the Tunnels 
LOW CEILINGS – Only Inside the Tunnels 
 
SPECIAL RULES: KEEP WALL:  See Campaign Scenario #5 
 
ENDING THE GAME: The game ends after 15 complete turns.  Calculate Victory points for both sides 
and use the difference to determine the victor. 
 

 
 
 
 
 
 
 
 
 
 
  

Victory Points 

Condition Attacker Defender 

Each 1/4 Attacker Troop Points Destroyed 0 points +1 points 

Each 1/4 Attacker Fantasy Points Destroyed 0 points +1 points 

Each 1/4 Defender Troop Points Destroyed +1 points 0 points 

Each 1/4 Defender Fantasy Points Destroyed +1 points 0 points 

Defenders Remain in the Tunnels 0 points +2 points 

No Defenders Remain in the Tunnels +2 points 0 points 

Relief Forces are Present in the Courtyard +2 points 0 points 

Relief Forces are Not Present in the Courtyard 0 points +2 points 

Victory Point 
Difference Result 

0 to 2 Draw 

3 to 4 Minor Victory 

5 to 6 Solid Victory 

7+ Major Victory 

CAMPAIGN SCENARIO #12 
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 39:0 PERSONALITIES OF THE CHAOS WARS.  
 

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

 39:2 WARLORDSx  
 

GRIMSKULL THE REAPER 
 

Certainly a character who no one would be very happy to see.  Wounds from his fell sword require  
twice the normal amount of time to heal, and he wears an Ogre's skull for a helmet. 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 

  

 
 
 
 

 39:3 LEGENDSx  
 
 

 
An ancient Necromancer, both an ally of Lord 

Benithrock, but also a bitter rival.  The Liche is so 
old, his true name has long been lost to time.   

He commands vast legions of skeletal infantry, 
clad in heavy armor from a forgotten age.  Their 
crossbow bolts blacken the skies, as skeletal hounds 
leap and snarl at the living.  With a wave of his 
fleshless hand, large winged skeletons, the 
remnants of long dead Greater Demons, burst forth 
from the ground with their unholy blades engulfed 
in hellfire.  

 
 

 
 
 

 
 
 
 

GRIMSKULL THE REAPER 

Race Type Rank 
Inf 
Cav 

Ground 
Move 

Flying 
Move 

Melee 
Prowess 

Range 
Prowess 

Vitality Magic 
Armor 
Value 

Points 

F T 

Undead Champion SPEC Inf 8" n/a 8 8 6 4 3 6 0 

 History:  

 

Special Rules:  
    May lead any Forces of Darkness unit, but especially favors undead troops (which he 
can lead even in the absence of a necromancer).   
    Undead troops led by Grimskull receive an additional +1 on morale rolls when in the 
presence of Priests, Holy Warriors, or Angels. 

 Alignment:  Forces of Darkness. 

THE LICHE KING 

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

Undead Necromancer SPEC Inf 8" n/a 5 5 20 30 2 40 0 

 Special Rules:  Army Commander. 

 Alignment:  Forces of Darkness. 
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 39:3 LEGENDSx  
 

 

LORD BENITHROK  
ON THE THRONE OF BONE 
 
      The Throne of Bone comes from 
somewhere beyond the world’s 
boundaries.  It is an artifact (or perhaps an 
entity) of immense necromantic power.  
The current master (or perhaps victim) of 
the Throne is the self-styled Lord 
Benithrok.   
      He was originally a scholar of magical 
history, part of an expedition that travelled 
beyond the western mountains.  What 
happened there is a mystery, for Benithrok 
is the only known survivor of a group 
which included many fine and powerful 
heroes.   

Thirteen months after the expedition 
left, Benithrok appeared seated on the 
Throne.  Under his orders, minions of the 
Throne sacked and burned the border 
town of Keralsburg and the victims of this 
great quell became new minions of the 
Throne.   

Benithrok’s depredations have 
continued.  His skeleton army has 
scattered many forces sent against him, driven their proud banners into the dust, and increased its number from their dead. 
      Seated on the Throne of Bone, Benithrok exhibits the powers of a mighty necromancer, whereas before he showed little magical 
talent.  His cruelties and wickedness have already become legendary whereas before he was known for his gentleness and 
generosity.  His swollen and flaccid flesh contrasts markedly with the spare ascetic described by his former friends.  He has become a 
terror to the world. 
      The corpulent, sanguine Lord Benithrok eats and drinks in quantities that would satisfy three men. Yet he doesn’t like to move or 
speak, preferring to store up the tremendous energy of the life-furnace that burns inside him.  This energy, coupled with his great 
abilities of magic and necromancy, permits him to manipulate the living and the dead. 
      Lord Benithrok pours his great store of life-energy into his hordes of re-animated skeletons.  Imbued with his drive, these 
skeletons – more than forty of them – bear up Benithrok and his queen, Bathycolpia, and carry them over the desolate battlefields 
of the Chaos Wars. 

 
    

LORD BENITHROK ON THE THRONE OF BONE       
Race Type Rank I/C Move Flying M Prow R Prow Vitality Magic Armor F T 

Undead Monster SPEC n/a 8" n/a 12 n/a 13 18 3 30 0 

For every Skeleton unit released -2 n/a -2 n/a -2 -2 0 
 

 

For every 6 Skeletons  
that joins the Throne 

+1 n/a +1 n/a +1 +1 0 
 

 

Special Rules:           
Army Commander.  Casts spells as a Necromancer 
The Throne may release up to 4 units of Skeletal Yeomen.   
For each unit released, the stat line is reduced, as shown above. 

 Alignment:  Forces of Darkness. 
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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 Personalities in their Roster.  
 
 
 

39:6.1  DWARF WARLORD – STAEGG STEELEYE, MASTER ENGINEER 

Written by Breton Winters 
 

       In the scarlet sunset a demon lord winged its way upward, rallying his 
troops for the last push in this grim battle against the weary dwarven forces.   The 
Demon’s foul cry rose into the dying day. 

In a thicket below, the dwarf Staegg crouched by one of his disabled 
mechanical hounds. At the battle’s midpoint, the hounds had been committed to 
the flank, but magical overgrowth and the paralyzing blasts of Goblin wizards had 
slowed their advance.   

Most of the hounds had fallen prey to the orcish war machines, catapults, 
and ballistas as they emerged from the tangle of vines and barbs. Staegg had been 
busy keeping the steam cannon from blowing itself apart, but after numerous 
strikes of sorcerous Hellfire, it too had fallen silent.  

With so many of his kinsmen dead or wounded, the resourceful dwarf 
resolved to see what he could do on his own, starting with the mechanical mastiffs.  
He motioned with his oil-stained hand, and the other five hounds he had salvaged gathered around him. Turning again to this one, 
he quickly wrenched the left foreleg back into position. A great ballista bolt had ripped into its body. This was easily levered out of 
the hound’s frame, and he inspected the damage to the differential gearing.  

Recent upgrades to the hound had been his own innovation, improving upon the centuries-old design.   He switched 
wrenches and within two minutes had replaced three gears and reordered a dozen more. He then removed an iron plate and took 
out his knife, pliers, and a sticky-gauze of his own invention. He toiled as arrows stuck the ground around him, and shortly after, the 
iron beast sprang back to life, eyes glowing crimson.  

At that moment he looked up to see the state of the battle – and saw a handful of goblin wolf riders nearly upon him. He 
bristled that his absorption in his labor had caused him to neglect the oncoming danger, even while realizing that this was the 
central truth of his life.  He tucked his tools into his belt, and motioned the hounds forward. With a deep mechanical baying, they 
tore through the goblins in a red spray and continued onward. 

Staegg then turned his attention across the field, to the downed mechanical giant.  Not only had he recently improved its 
gearing, giving it swifter and more accurate motion, but he also introduced the separate condenser, making its steam engine twice 
as efficient. When operable, it was a force to be reckoned with on the battlefield.   

Today the great piston giant had spent itself in battle against four companies of orcs, a wizard, and was finally felled by a 
dark being clad in heavy armor.  It now lay in the mud, slumped forward, wrecked and still. 

Staegg clutched his largest wrench in one fist, and sprinted for the great form, even as arrows began raining toward him 
from another pack of advancing goblins… 

 
 
 

STAEG STEELEYE, MASTER ENGINEER 

Qty Race Type Rank 
Inf 
Cav 

Ground 
Move 

Flying 
Move 

Melee 
Prowess 

Range 
Prowess 

Vitality Magic 
Armor 
Value 

Points 

F T 

1 Dwarf Champion SPEC Inf 7" n/a 5 0 5 3 4 7 0 

 Notes:  Staegg is a Master Engineer (4:16.2).  He may roll for repairs 3 times per turn, all on the same target.  
    He has the special rule Animal Kinship (4:16.10) towards any units of Mechanical Hounds.  
    He carries a variety of tools on his person, most of which double as weaponry.  At the start of each Melee 
Combat Event, he may choose to be equipped with either a:  Hammer, Great Weapon, or Polearm.  
    If Staegg is part of the army, any Mechanical Giants will gain +2 to their movement value. 
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 VETERANS.  
 

39:6.2  DWARF WARLORD – HAGGERT HAKKSON, BEAR MASTER 

Written by Mike Noe 
 

       Remnants of snow fell lazily across the brightening skies as Haggert Hakkonson 
shoved open the door of his cabin, and stepped out into the early dawn. The stocky 
dwarf inhaled deeply in the bracing mountain air, then launched into an explosive 
coughing fit that ended with an impressive hork-and-spit off the side of the path.  

Grunting and grumbling, he limped stiffly to the water barrel, and stared blearily at 
the layer of ice on the surface. The morning’s tasks would not wait for his hang-over to 
subside on its own.  With a resigned sigh, Haggert smashed through the ice with a 
mailed elbow, and dunked his head into the frigid water. Beneath the water’s surface, 
he shook his head and tangled beard from side to side, then yanked back with a gasp 
and stood, blinking away the night’s fog as he blew the ice water from his mustache. 

Grasping his long-axe, which served double duty as a walking staff, and shouldering a heavy pack, he headed off on the trail up 
the mountainside and into the deep forest. As he trudged along, he tucked a battered horned helmet down over his tangled hair. 
The helmet was perhaps Haggert’ s most prized possession, a relic from his days in the Iron Lord’s cavalry, before the accumulating 
effects of numerous battle wounds forced him into an early retirement. Still, there were many ways to do one’s duty.  

Haggert trudged along the mountainside, leaning on the axe for the steeper parts, carrying it on the flats. The pain in his leg got 
worse at first, and then subsided to a distant ache like always. By the time he’d covered a couple of miles, it hardly bothered him at 
all. Haggert had always felt better in the woodlands. He’d never been much for the grand underground cities his people usually 
favored. Other than a few of his old mess mates, he had little use for most dwarves, let alone humans, elves, or anyone else for that 
matter. Cresting a high ridge, Haggert started his descent into a long valley, the path now totally shaded by old growth trees.  

The dwarf was approaching a sharp bend in the trail when he stopped abruptly. Hardly breathing, barely moving, Haggert eased 
the heavy pack to the ground and stood tense, looking for the threat he knew was near.  With a loud roar, a gigantic bear exploded 
from the thicket. As Haggert turned, the bear reared up to more than twice the dwarf’s height and brought heavy paws down on his 
shoulders driving Haggert onto his back, and sending both axe and helmet flying. As Haggert struggled to break free, the huge she-
bear opened slavering jaws, and lunged for his face.  

Haggert’s scream echoed down the mountainside, as he fought in vain. Grasping the bear’s enormous head with both hands, 
Haggert dug in with gloved fingers, scratching behind the she-bear’s ears. It responded with a rumbling purr, and sat back, allowing 
the dwarf to stand.  He continued scratching down the bear’s neck and onto her massive chest. Haggert raised his head to rest on 
the bears, and began a guttural, rumbling chant, sounding very similar to the contented sounds the bear was making.  After a 
moment, he sat back, smiling. “There’s me fine girl, Seadra, so rowdy this morning. And where might yer children be today?’ 

As if on cue, three bear cubs bounded from the bushes and rushed the dwarf, sending him tumbling to the ground again, and 
setting off a long wrestling match under Seadra’ s watchful eye. This was a more even contest, with Haggert able to pin each of the 
cubs in turn, each receiving the face to face purring chant from the dwarf. The matches served multiple purposes, as Haggert was 
able to exert physical dominance on the young ones now while he still could, conduct a quick physical exam on each cub, and 
strengthen the magical bonding of dwarf and bear that would be so vital later on when the cubs grew to become cavalry mounts.  

The greeting rituals completed, Haggert retrieved his pack, and distributed the treats, special honey-cakes, to each bear. The 
cakes were an old family recipe, and contained enough beneficial herbs, not to mention magic spells, to ensure each cub would grow 
large, healthy, and strong. There was a special cake for Seadra as well, specially crafted to ease the ache in her leg from the old 
ballista wound that had forced her retirement from the Iron Lords Bear Cavalry.  

Haggert spent several hours with the bears. As the sun neared mid-day however, he reluctantly bid his goodbyes. “I’d love to 
spend more time with ye Seadra girl. But I’ve another mother and batch of young’uns to look in on today, the next valley over.” After 
a last, heartfelt bonding with his old war-mount, Haggert parted ways with Seadra and cubs, and started the trek to the next valley. 
Seadra was doing fine, her cubs were growing strong, and he’d see her again soon. Meanwhile, he had another batch of future 
recruits to check on before nightfall. Descending into the next valley, humming the low ritual of bonding, he said to himself, “It isn’t 
the exciting life of the cavalry. But it’ll do…” 

 

HAGGERT HAKKSON, BEAR MASTER 

Qty Race Type Rank 
Inf 
Cav 

Ground 
Move 

Flying 
Move 

Melee 
Prowess 

Range 
Prowess 

Vitality Magic 
Armor 
Value 

Points 

F T 

1 Dwarf Champion SPEC Inf 6" n/a 6 0 4 2 4 6 0 

 Notes:  Beastmaster with Animal Kinship (4:16.10) carrying a Great Axe (Reduces target’s Armor by 2).  If attached 
to a unit of Bears, the unit gains an additional +1 modifier to Melee and Morale rolls, and he will never leave it. 
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 VETERANS. 
 

39:6.3  UNDEAD WARLORD – ZELKTUVIA OF THE ABYSS 

Written by Rick Koeppen 
 

       Zelktuvia stood alone atop the forested hill he found himself returning to time and time 
again. That familiar fall scent lingering in the air took him back to an age when he still had 
the flesh of a living being. A time when he was still the valiant knight whose loyalty was 
unquestioned and whose courage was unmatched.  

Just as the surrounding trees began to change with the season, their leaves now 
carpeting the ground, so Zelktuvia had changed with t  ime. He raised his halberd above his 
head and traced a pattern toward the sky with its tip.  

The stars were in the same alignment on that night as well. It seemed like a lifetime ago, 
the final battle he had ever fought on the side of the righteous. Realizing how similar the 
night of that battle was to tonight, Zelktuvia felt a sharp pain in his chest. He returned his 
arms back to his side and looked down.  

His once broad chest now ashy bone with bits of battered armor and torn cloth all that 
was left. Of course his wound remained. The wound which quite literally stole his heart. 
Zelktuvia dropped his shield and held his hand over the missing ribs covering the spot where 
his heart was once kept.  

His final confrontation as a human in the army of the Empire ended with the Demon 
Queen singling him out and forcing him into an impossible situation. His heart in exchange 
for the lives of his men, the men he swore to return home to their families at the conclusion 
of that campaign.  

The Demon Queen had instigated that entire military exhibition to bolster her own ranks 
with freshly risen corpses of former heroic knights of the Empire, and she wanted Zelktuvia 
most of all. Unable to defeat him in battle, she cost him his life in a gamble that she never intended to pay out.  

Zelktuvia's memory had become foggy, and the exact details of that plot were no longer as clear as they had once been. Perhaps 
it was his age, somewhere in the hundreds of years by now, or maybe something more mundane as the Demon Queen's power over 
him causing him to leave the details of his human demise behind. Nevertheless, what he did recall was that once the deed was done, 
and the Demon Queen took possession of Zelktuvia's heart, she had her undead legions carry out the slaughter of his men. There 
was no thought of vengeance, Zelktuvia's heart was hers.  

This forested hill upon which he now stood was the spot of that very incident. Zelktuvia picked back up his shield. There was 
hardly time for the triviality of human emotion for an undead warrior in her ladyship's service, and especially not for a member of 
the 'Arch Devil Triune', as Zelktuvia had now become. The three fiercest warriors in all of the Demon Queen's personal guard. 
Zelktuvia suspected that the other two members must have been acquired by her majesty in a similar fashion.  

Marching his way back down between the trees, he picked up his travel where he had left off before taking the detour to that 
hill, headed off to the next confrontation with the very ancestors of the Empire's finest that he had once considered comrades and 
friends.  
 
 
 
 
 
 
 

ZELKTUVIA OF THE ABYSS 

Qty Race Type Rank 
Inf 
Cav 

Ground 
Move 

Flying 
Move 

Melee 
Prowess 

Range 
Prowess 

Vitality Magic 
Armor 
Value 

Points 

F T 

1 Undead Champion SPEC Inf 6" n/a 8 0 14 2 4 12 0 

 Notes:  Carries an enchanted halberd (Enchanted Attacks.  Gains +1 modifier to Melee Combat rolls, and reduces 
the target’s Armor Value by 1).   
Undead Fury:  He gains a +D6 modifier to his Melee Prowess when directing his attacks at Demons. 
Scourge of Demons:  He is known throughout the demonic realms.  In Melee Combat, he causes Morale Checks in 
all Demons as if he were a priest, and they suffer a -1 penalty to their roll. 
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 VETERANS. 
 

39:6.4  UNDEAD WARLORD – LINA ARIAS, VAMPIRE QUEEN 
 
 

From The Chronicles of Estria:  The Battle of Channer’s Glen  
Written by Stuart Thaman 

 
 
 

“How long will it take for reinforcements to arrive?” Lina demanded, pacing back and forth in her command tent. 
 The man, one of her generals whose name she could not remember, trembled visibly in front of her. He was a competent man 
and had the army’s trust, but in the grand scheme of centuries, he was inconsequential. Lina glared at him, waiting for an answer. 
 “It will take-” he began, nervously casting his eyes everywhere but on his queen.  “Out with it!” Lina barked. “How long?” 
 “At least two weeks, my liege!” the man snapped, his words jumbling together in his haste. The general fell to one knee, hoping 
desperately that Lina’s wrath would not mean the end of his life as it had for his predecessor. 
 Surprising, Lina did not respond. She continued to pace, but her lips did not move. In stunned silence, the general knelt and 
waited for his next order.  “Come with me,” Lina finally said, brushing a lock of hair from her face. Like an obedient dog, the general 
scampered after her, making sure not to follow too closely. 
 Lina’s iron-shod boots clinked on the hard-packed dirt as she marched, but the sounds were soon lost to the din of battle. All 
around the command tent, the battle for Channer’s Glen raged, and Lina’s small force from Estria was losing badly. Half a mile east 
of the tent, the high walls of Chancol rose up from the forest like a towering beacon of grey stone. 

Lina wanted the city badly. In order to lay siege to Chancol, she needed to take the glen first, but the pesky troglodytes who lived 
there were proving harder to exterminate than Lina had planned. “How many men have died?” she asked the general cowering 
behind her.  “More than half the force, my lady,” he yelled back over the sound of a black powder cannon firing nearby. 

“Good,” she mused, just loudly enough for the man to hear. She could feel the strength of all those lost souls whirling in the air 
around her. She called to them gently and they responded, rushing into her fingertips like tiny glimmers of candlelight. 

“What?” the general shrieked, realizing what was happening. “It can’t be true!” 
Lina had planted a number of rumors in her army and the city she had left behind, each one telling a slightly different tale of her 

magnificent powers, but none of them substantiated. Necromancy, as well as her vampirism, was a crime punishable by death. 
Now was the time. With her army falling all around her, she needed to show them her true power. She needed the troglodytes of 

Chancol to witness her true strength. She needed them to bow. 
Turning on the general with fire in her eyes, Lina beckoned him forward. “Are you willing to serve?” she asked the man, grabbing 

him by the breastplate and holding a jeweled dagger to his throat. 
The man swallowed hard. Fear danced in his eyes, but he nodded. 
“Good,” Lina whispered. “Now we show these wretched beasts the real meaning of obedience. They will know fear.” 
Lina’s dagger slid through the flesh of her general’s neck without any resistance. She drank in the man’s life, consuming it 

voraciously, until nothing but black ash remained at the end of her blade. 
“Now you will serve!” Lina bellowed into the air. The leaves nearby shook with the might of her voice and for an instant, the 

battle seemed to cease as time stood still. 
From the aether just beyond Lina’s dagger, a creature stirred. A wraith, one of the most powerful denizens of the lower planes, 

answered the queen’s call. The creature was small and humanoid in form, but Lina fed it all the disembodied spirits lingering from 
her army. The wraith ate and grew, doubling over on itself several times, and always rising to stand taller than it had been. 

When time began to flow once again, the towering wraith stood just a few feet in front of Lina. Fire spewed from the beast’s 
ethereal shoulders and head, though Lina could barely see the creature’s torso far above the trees. It held the form of her late 
general, though only the man’s shape. Its simple mind was formed of emotion in place of logic and it knew only one master.  

Kill these filthy swine, Lina thought, sending her will into the towering menace. It responded with a flurry of emotion the queen 
could only describe as pure, unlimited rage. She conjured the image of a troglodyte to her mind and sent it as well, imprinting the 
awkward humanoid’s form on the wraith’s singular awareness. 

At once, the wraith moved forward, crushing trees and humans alike with each thundering step. 
The wraith only spoke one word of the human language – one Lina had taught it over the years she had spent earning the being’s 

loyalty.   
With a fiery breath that shook the earth and sky, the wraith crashed down on the troglodyte’s army with cataclysmic force.  

“KILL!!!” 
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 Lord Elador, High Magistrate of Chancol, watched the events unfolding in 
Channer’s Glen through a still pool of water one of his mages had turned into a 
scrying surface. As the chief political officer for the grand city, it was his duty to 
keep the people safe. Elador was an old man, nearly seventy of age, and he had 
kept his people safe for decades.  
 The perils of the world had approached his doorstep once more. 

The battle raged in the scrying pool, but the troglodytes seemed to be 
holding the upper hand. Elador smiled. He had allowed the strange humanoid 
creatures to settle in the glen outside Chancol for just such a reason. His city was 
peculiar, of that Elador had no doubt, and with that peculiarity came a host of 
enemies. Permitting the troglodytes to settle in the glen created a buffer, 
another layer of security, and Elador enjoyed watching that buffer in action. 
 Elador moved his magical vision to the strange commander of the army, a 
human like himself, and watched her inside her command tent. He could 
practically feel her trepidation as she paced back and forth under the low cloth 
ceiling. Another man was with her, but he appeared weak and unfit for 
command. Unfortunately, the mages of Chancol had not bestowed the power of 
hearing upon his scrying pool, so Elador had to guess at what the two were 
saying. 
 “Sir,” someone said from the back of the vaulted chamber, pulling the magistrate’s attention away. 
 “Yes?” Elador responded. He turned to see the newcomer, the only other person he ever permitted in the scrying room. 
 The man, a tall, strapping figure with sun-touched skin, was Elador’s only son. As a magistrate, Elador was publicly sworn to 
celibacy, but even the most honorable of men had their indiscretions. 
 “The army from Estria has been nearly routed,” Saveus replied. 
 Elador smiled. “I see that,” he said. “The troglodytes have bred greatly since they came to the glen. Their numbers alone are 
enough to crush such a small force.” 
 Saveus nodded, but his face showed anything but mirth. “Our runner has returned from Estria,” the man continued, obviously 
unnerved. “Their king has no knowledge of the force fighting in the glen. King Arias claims no responsibility for this attack.” 
 “Oh?” Elador asked. 
 Saveus produced a parchment scroll from a pocket on his leather vest and unrolled it before his father. “This woman,” he began, 
pointing to the hand-drawn picture. “Her name is Lina Arias. She has been missing for some length of time and the king has offered 
ten thousand pieces of gold for her return, but our men aiding the troglodytes say she is not their captive.”  
 Elador furrowed his brow. He loved the interweaving political plots which ran the city’s politics, but this new development was 
entirely unexpected. “This woman is King Arias’ daughter? She leads their army!” 
 “There’s more,” Saveus continued. “The king believes she is under the control of a necromancer or some other dark magician. 
She could have brought powerful allies.” 
 The floor of the scrying chamber shook violently, nearly knocking both men from their feet. Eladore rushed to the scrying pool 
and peered into it. His eyes went wide when he saw the colossal beast Lina had just summoned. 
 Lord Eladore’s voice trembled when he spoke. “Call the mages,” he commanded. He thought he heard the wraith’s distant voice 
echoing from Chancel’s high walls. “Gather the army!” 

 
 
 
 

LINA ARIAS, VAMPIRE QUEEN 

Qty Race Type Rank 
Inf 
Cav 

Ground 
Move 

Flying 
Move 

Melee 
Prowess 

Range 
Prowess 

Vitality Magic 
Armor 
Value 

Points 

F T 

1 Undead Necromancer SPEC Inf 10" n/a 15 5 16 9 4 25 0 

 

Notes:  Carries no weapons but may purchase any Melee Combat weapons desired, using Troop Points.   
              Uses the Lesser Necromancy Spell List (18:4).   
Collector of Souls:   For every point of damage (hits) she personally inflicts during Melee Combat, roll a D6.   
On the roll of a 5 or 6, she gains +1 Magic Point to use the next turn’s Spell Casting Event.  
Dark Presence:  Lina is such a malevolent force, that she can easily be spotted from across the battlefield.    
If she is not attached to a unit, she may be targeted with Ranged Attacks. 
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39:6.5  UNDEAD WARLORD – CLIVE COLDHEART 

Written by Mike Noe  Name and Concept by Cliff J. Gould 
 

       Revenant, wraith, haunt, eidolon - mere descriptions fall far short when 
applied to the undead spirit of vengeance known throughout the realms of 
the Chaos Wars as Clive Coldheart.  

‘Tis said he was once a handsome and noble fighting man - a mighty 
warrior who met no equal in combat during his life.  Betrayed by his lord 
and by his true love, abandoned by both comrades and countrymen, and 
finally ambushed, wounded and hopelessly surrounded by the forces of 
those whom he had served so faithfully, he cursed his patron god as he fell 
amidst a mound of slain enemies. Damned by the god for his blasphemy, 
his spirit crossed the dark threshold into the abyss, for what should have 
been eons of torment in the demon realms.  

But not even the god reckoned on Clive’s iron will or the strength of his 
thirst for vengeance and justice. His fighting spirit gave him the strength to 
turn on his would be tormenters, wresting a infernal great sword from the 
talons of a guard, laying waste to his demonic captors, and escaping into the dark realms. The lesser demon lords sent patrol after 
patrol of fiendish soldiers against Clive, but the rampaging spirit evaded capture and laid dozens of demons low that tried to 
recapture or destroy him.   

After several of the lesser demon lords fell beneath Clive’s great sword, the remaining members of the local infernal council, 
almost as afraid that news of the untamed and unrepentant soul running free in their realm would come to the attention of the 
greater demon lords as they were of falling to Clive’s fell blade, sent an emissary with an offer of peace and a deal -“Agree to leave 
our realm in peace, and we will return you to the land of the living...“ 

The chance to return to the mortal realm and be free to seek justice for the wrongs done to him was too tempting to pass up, so 
Clive agreed to the infernal council’s deal, even knowing that such bargains almost always come with a “catch”. As indeed, this 
bargain did. Clive’s spirit was returned to the realm of the living, and to his body. A body which, however, had lain exposed to the 
elements for months. His spirit lived, but did so trapped in a rotted corpse, clothed in what bits of rusted armor the scavengers had 
left behind.  

The distant laughter of the demon lords echoed in his mind as Clive grasped the truth of his situation - grasped it, and smiled. 
Rotted flesh crumbled away to dust as the now animated skeleton slowly rose to its feet, a ghastly rictus grin splitting the boney 
face. A skeletal arm reached out, as Clive summoned the fell blade which he had bonded with in the demon realms to come to him 
in the lands of the living. Thunder crackled the air as the infernal sword ripped thru the dimensions to land in his grasp, tendrils of 
eldritch energy writhing along the blade. As the demon lords’ laughter fell silent, the skeletal warrior turned, eye sockets blazing 
with bale-fire, and pointed the grim blade towards the rapidly closing dimensional portal. The bony jaws parted, and a sepulchral 
voice issued forth from something that should not be able to speak.   

“In life, I was mighty, perhaps the greatest warrior of my time. But flesh was weak, and betrayed, I died. Now I am weak flesh no 
longer, and let my betrayers tremble. Mortal and infernal beware. In death I am greater than ever I was in life, and I’m coming for 
you all…”  

As the portal to the abyss closed in on itself and disappeared, the revenant again smiled its ghastly grin and, shouldering the fell 
great sword, turned towards the road to its former home, and those mortals who had betrayed it. The demon lords could wait, they 
were after all immortal, or at least were until Clive and his blade caught up with them. His living betrayers would see him first. 
Sonorously humming an old soldiers marching tune, the tall skeletal warrior strode up the path leading to the road into town. Clive 
Coldheart was going home… 
 

CLIVE COLDHEART 

Qty Race Type Rank 
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Cav 
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Flying 
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Vitality Magic 
Armor 
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F T 

1 Undead Champion SPEC Inf 6" n/a 12 0 10 4 3 12 0 

 Notes:  He is a General and Carries an Enchanted Great Sword (Reduces the target’s Armor Value by 3).   
Demonically-Infused:  He counts as both a Demon and Undead, and can benefit or be subject to spells or other 
special rules that apply to either.   
Seeker of Vengeance:  When charging into a combat, he and any unit he is attached to gain +4” to their Movement 
Value.  

  

   

   

PERSONALITIES 

 



CHAOS WARS: CLASSIC RULES 

   

67 

  VETERANS.  
 

39:6.6  TROGLODYTE WARLORD – VAKK SAAR 

Written by Breton Winters 
 
 Once, we ruled the lands. 
 When the world was young and covered in humid, steaming jungle.  
The great saurians did our labors and our ziggurats cracked the sky. Our gods 
cherished us. This we know, not just by our shamans words, but because all 
troglodytes know this deep in our memory. 
 Then new gods arose and cursed the earth. Poles shifted and  
seasons formed. Most of the jungles froze, hardened, and died  
with the constantly recurring winters. Warm-blooded races  
appeared: elf and orc, dwarf and goblin…and human.   
 The dominion of the troglodytes was broken. The first,  
and greatest, race was beaten back to the remaining jungles,  
to huddle in caves and warrens in the crumbling stone ruins of  
our glorious past. But the future is always coming.  
 I learned that when I was nine summers old. A group of human hunters stole a clutch of eggs from our tribe. I joined the party to 
recover them and take vengeance against the thieves. I had already been a student of the blade. I slew many alongside my scale-
mates.  
 Their leader was a mage, however, and he killed our chief. As some panicked, I tore the wizard’s head from his body. The others 
rallied to me and the battle ended quickly. We had saved our future – our eggs. 
 I was too young to be chief, but the shamans held a council. They questioned me until the new sun rose and fell, then tasked me 
to perform several feats of strength, precision, and insight. They declared me chief, despite my young age.  
 At that time we were a weak tribe among our kind. Mere survival had been our lot, but I kept one eye towards the future. We 
raided selectively and hoarded food. The tribe’s fortunes improved, and under my leadership other tribes either joined us or 
perished.  
 As my power grew, so did that of the tribes that followed my standard. Many knew my name, and some shamans proclaimed me 
to be a chosen of our old gods.  Others speculated I was a hero from the primordial past, reincarnated. I do not know if that is so; I 
do not care. I am looking to the future. 
 After uniting many troglodyte tribes, we fought other armies. First the miserable orcs and goblins; then dwarves, elves, and 
humans of many different kinds. The elves in particular had mocked our weaponry – the spikes, the hooks, and the waved ridges of 
our blades. As we rent their armor, their laughter turned to death rattles. 
 And now great battles are burning over the earth, and do so on other worlds if our shamans speak true. These are wars between 
light and dark, good and evil, as the warm-bloods define their allegiances. 
 We do not care about such things; they do not affect our kind. These wild wars do offer us opportunity, to gain strength as our 
enemies weaken themselves. We align ourselves as is convenient, but we are our own masters. 
 I am Vakk Saar, Warlord of the present and Lord of the future.   A future where troglodytes shall again rule this land.      

 
 
 

VAKK SAAR 

Qty Race Type Rank 
Inf 
Cav 

Ground 
Move 

Flying 
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Melee 
Prowess 

Range 
Prowess 

Vitality Magic 
Armor 
Value 

Points 

F T 

1 Lizardman Champion SPEC Inf 8" n/a 10 10 5 3 4 8 0 

 Notes:  Army Commander.  May purchase a Land Dragon from the Titanic Cavalry List (6:2), for +6 Fantasy Points.  
Master Tactician:  The army under Vakk Saar’s command gains a +D6 modifier to all Initiative rolls. 
Inspiring:  Any unit he is attached to gains +2 to all Morale Checks. 
Arrogant:  He may never refuse a challenge, and must always issue one if possible. 
Thick Lizard Skull:  While fighting in a Challenge or Melee Combat, regardless of the amount of damage (hit) he 
suffers, his vitality will never be reduced below ‘1’, unless he began the challenge/combat this turn with only 1 
vitality remaining.  This is the only way he may be killed in a Challenge or Melee Combat. 
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39:6.6  TROGLODYTE WARLORD – S’SARRLAK, GREAT SHAMAN 

Written by Mike Noe 

        
The Captain from Avalon moved to the wall and peered outward at the 

open stretch of water that separated their hillock retreat from the swampy 
forest crowding in on all sides. The shallow lake was perhaps two hundred feet 
or so wide from their wall to the woods, ringing the bit of high ground on all 
sides like a moat. Though only a couple of feet deep, it provided a great open 
killing zone for ranged fire.  

One of his predecessors in Avalon’s invasion of the swamplands had 
stumbled on the tiny island and had the foresight to build the low wooden 
palisade around its perimeter. That wall had saved all of their lives four days 
earlier, when they had been ambushed by troglodytes while on patrol. They 
had lost several men during the fighting retreat, the troglodytes having the 
advantage of surprise and the ability to move through the swamp faster than 
men in armor ever could. Once his men made it behind the wall though, and 
could bring their crossbows to bear, the tables had turned. They had beaten off five separate attacks and the shallow water 
surrounding the island was littered with the floating corpses of dozens of troglodytes. 

A blaring horn sounded from the tree line, followed by more from behind and on both sides of the small island. The 
crossbowmen were no sooner in place when the mists around the trees on the far bank swirled and parted. Scores of troglodyte 
warriors emerged from all sides of the island. The reptilian fighters splashed to the edge of the shallow lake and hesitated, seemingly 
unwilling to again face the humans and their deadly barrage of bolts.  

The troglodytes directly across from them moved to the right and left, opening a path for the figure that stepped forward from 
the cover of the mists. An older troglodyte, at least so far as the humans could tell, small in stature next to the warriors, who none 
the less stepped widely aside, heads lowered in deference. Compared to the other troglodytes, who were mostly bare other than for 
weapon belts and scraps of stolen armor, this older troglodyte was festooned with strings of bones, feathers, and other totem items. 
Crude symbols appeared to be painted or tattooed on its mottled-green hide. It carried a long staff, similarly hung with bone 
fetishes, in one hand, and a large bucket in the other. The stooped figure moved to the lake’s edge, planted its staff in the muddy 
ground, and raised its head to gaze with gleaming yellow eyes at the Avalon troops across the water.  

The men in range fired almost in unison. The bolts hissed across the water, then suddenly deflected off down into the lake when 
they came near the planted staff. The shaman opened its muzzle in a yellow fanged grin and reached clawed hands into the bucket, 
carefully removing an upside-down human head, neck neatly severed an inch or so below the jawline. The Captain recognized it as 
one of his men who had been lost during the retreat to the island. The shaman slowly raised the head up over his own brow, and 
began to chant in a low growl. The chant grew louder, and the assembled troglodytes began to bounce on their feet, crashing 
weapons and shields in time to the rhythmic drone. The shaman then slowly tipped the severed head backwards, allowing the dark 
blood to spill out onto its own head.  

The chant reached a crescendo, the troglodyte warriors growling in accompaniment. The shaman, now covered in human blood, 
gave a last hissing roar, and hurled the now drained head towards the island and the humans trapped behind their wall. With the 
roar, all of the troglodyte warriors lunged forwards, splashing at top speed towards the defenders. Crossbows bolts shot forward 
into the oncoming horde, but this time the troglodytes didn’t even slow their advance. Several fell, but the rest continued running, 
lost in the frenzy of the blood magic, many ignoring bolts projecting from torso or limb. The Captain knew that this time the 
troglodytes would not stop.  

Backing away from the wall, he dropped his crossbow and pulled his sword, yelling orders to his panicking men that he knew 
were useless. A wave of troglodytes leaped over the wall, roaring. The last thing he saw was the shaman licking sticky red fluid from 
its muzzle as it pulled its staff from the mud, raising it overhead in triumph. 
 
 

S’SARRLAK 

Qty Race Type Rank 
Inf 
Cav 

Ground 
Move 

Flying 
Move 

Melee 
Prowess 

Range 
Prowess 

Vitality Magic 
Armor 
Value 

Points 

F T 

1 Lizardman Wizard SPEC Inf 8" n/a 2 4 4 9 3 8 0 

 Notes:      Ceremony Leader:   Receives a +1 modifier on the roll to cause damage (hit) during Sacrifice (18:6.1).                       
Using the Blood Rites Spell List (18:6). 
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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.   
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PLAYTESTERS & DEMO TEAM MEMBERS 
 

James Shaw     Ross Rodman     Rich Smethurst    
Mark Graham     Rob Dean      Norm Dean       
Emry Daniels    Maureen Daniels    Michael Shorten     
          

  

MINIATURE PAINTERS – WAVE II 
 

Cail Hill        Mark Iddings      James Shaw       Ross Rodman    
Rich Smethurst     Greg Jones      Justin Chandler     Ed White       
Dale Stafsholt     Marc Blanks      John Bok               Mikael Igge Holmberg  
Tim Flippo      Mike Panko      Rob Dean      Norm Dean 
Drew Clifton      FantasySmith     Fabien Lotz      Weston Hempfield 
Frank Remley     Phillip Nash 

Chad Thorson   
Contributed Artwork for:       book. page.    
Dwarf Berserker vs. Skeleton   b.8 p.4 
Dwarf Explorers       b.8 p.5 
Skeletal Sabretooth      b.8 p.7 
Dwarf Bear Rider Concept Sketches  b.8 p.7 
Fae Swarm        b.8 p.8 
Dwarf Berserker Concept Sketches  b.8 p.9 
Dwarf Transforming into Werewolf  b.8 p.12 
Undead Troll        b.8 p.17 
Dwarf Air Ship       b.8 p.19 
Skeletal Centaur Concept Sketch  b.8 p.20 
Damaged Shield Concept Sketch  b.8 p.22 
Wraith          b.8 p.29 
Skeleton Profile Sketch     b.8 p.43 

Commission and Contact info at: 

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

Trevor Denham 
Contributed Artwork for:  book. page.  
Troglodyte Zombie      b.8 p.13 
Skeletal Centaur Charging    b.8 p.14 
Undead Coach       b.8 p.18 

Commission and Contact info at: 

Website:  tdenham.com 
Email:  denham30@gmail.com 

Jim Wampler 
Contributed Artwork for:  book. page.  
Undead Fairy        b.8 p.8 
Skeletal Centaur       b.8 p.12 
Dwarf Bear Cavalry      b.8 p.35 

Commission and Contact info at: 

Email:    jim@mudpuppymultimedia.com 

Bill Stolpin  
Contributed Artwork for:  book. page. 

Stealthy Dwarves       b.8 p.9 
Dwarf Engineers       b.8 p.10 
Drunken Dwarves      b.8 p.11 
Fire-Breathing Salamander in Mine  b.8 p.23 

Commission and Contact info at: 

Email: Bill@Stolpinart.com 
Website: StolpinArt.com 

Fantasysmith 
Contributed Artwork for:  book. page.  
Zombies         b.8 p.12 
Dwarf Standard Bearer     b.8 p.27 
Dwarf Warband       b.8 p.49 
Troglodyte Warlord on Land Dragon b.8 p.67 

Commission and Contact info at: 

Fantasysmith (Phil Neuscheler) 
8417 Mockingbird Lane (Just down from the Munsters) 
Cincinnati, OH 45231 
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Visit our website:     WWW.RALPARTHA.COM   for more information. 

 

AN INVITATION  
FROM IRON WIND METALS 

 

    Having  successfully funded our kickstarters to produce Waves 1 and 2 of the Chaos Wars 
miniature releases, Iron Wind Metals is moving forward to fill in the ranges with additional 
miniatures, new armies, and new gaming products in the forms of RPG modules, Skirmish rules, 
Adventure Games, and Mass-Combat rules. 

    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 we will give you credit in the publication, and allow you to make your mark on the world of 
the Chaos Wars.  If you are interested in participating in this project in any way, please contact us at:   Jacob@RalPartha.com.   

Thank you for your time and consideration. 
 

Sincerely,  
 
 
Michael Noe                  Marc Rubin         Jacob Fathbruckner 
President, Iron Wind Metals        Partner, Iron Wind Metals     Partner, Iron Wind Metals 

 

 

CHAOS WARS: CLASSIC RULES        EDITION 2.0 
 

BOOKS NEEDED TO PLAY 

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

Book 2:  BUILDING AN ARMY ROSTER 
Step by Step Instructions 

     

ALSO AVAILABLE 

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

Book 4:  LEGENDARY SCENARIOS 
Classic Large Scale Scenarios 

Book 5:  PERSONALITIES & MORE 
Classic Personalities, Additional Materials 

Book 6:  ARMIES OF THE CHAOS WARS 
Sample Army Rosters 

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

Book 8: CLASH OF RUNES & BONE CAMPAIGN 
Dwarf, Undead, and Troglodyte Army Rosters, 
Personalities, Campaign Scenarios 

 

FUTURE RELEASES 

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

Book 10:  NATURE’S WRATH CAMPAIGN 
Chaos Warrior, Dryad, and Fae Army Rosters,  
Personalities, Campaign Scenarios 

Book 11:  CELESTIAL CONFLICTS CAMPAIGN 
 

RELATED FUTURE RELEASES 

Chaos Wars RPG Modules 
Chaos Wars Classic - Skirmish Rules 
Chaos Wars Classic - Historicals Rules 
Chaos Wars Classic - Sci-Fi / Futuristic Rules 
Chaos Wars Classic - Board Game 
Adventure Game – Witch’s Caldron 
Adventure Game – Cavern’s Deep 
Chaos Wars - Advanced Fantasy Rules 

 

         Dowload free copies of the rules at: 

            www.RalPartha.com 

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 

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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