PITCHED BATTLE

OVERVIEW

WARHAMMER CHAMPIONSHIP SCENARIO

Two forces clash in a straight-up fight. The battle has
begun...now get moving!

ARMIES
Both players select their forces to an agreed upon
points value.

BATTLEFIELD
Lay out the terrain in any mutually agreeable manner.

DEPLOYMENT
Deployment Zones are per the Pitched Battle
deployment described on p. 199 of the
Warhammer rulebook.
Both players roll a D6. The player with the higher result
may select in which Deployment Zone he wishes to
deploy. His opponent then places his first unit. Players
then alternate placing units until all forces are deployed.
War machines are placed at the same time but do not
have to be deployed together.
Characters are placed at the same time after all other
units but do not have to be deployed together.
Scouts can be deployed after everything else and are
deployed per the rules found on p.112 of the
Warhammer rulebook.

WHO

GOES FIRST?

Each player rolls a D6. The player who finished placing
all his units first (excluding Scouts) may add +1 to this
die roll. The player with the highest result may choose
whether to go first or second.

GAME LENGTH
The game lasts 6 turns or until time is called, whichever
comes first.

SPECIAL RULES
None.

VICTORY CONDITIONS
This scenario uses Victory Points as described on
p. 198 of the Warhammer rulebook.
Battle Points are as follows:
Loss: 5 points
Draw: 10 points
Victory: 15 points
Mighty Victory: 20 points
To achieve a Mighty Victory, you must win the game by
1,200 or more Victory Points.
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MY KINGDOM

HORSE

FOR A

WARHAMMER CHAMPIONSHIP SCENARIO

OVERVIEW

In the middle of a roaring battle, a person of some
importance has been cut off from the main battle line.
One side seeks to capture this person, while the other
attempts to defend him.

ARMIES
Both players select their forces to an agreed upon
points value.

BATTLEFIELD
Lay out the terrain in any mutually agreeable manner.

DEPLOYMENT
Both players roll a D6. The player with the higher result
may choose to be the Attacker or the Defender.
The Defender must take one of his Messenger models
(representing the Important Person) and between 500750 points worth of troops to deploy in Defender Section
A. The rest of the Defender’s units must deploy in
Defender Section B. The Attacker must split his army
into two separate forces of approximately equal size with
one half going into each Attacker Deployment Zone.
The Attacker places a unit on the table first. Players then
alternate placing units until all forces are deployed.
Scouts can be deployed after everything else and are
deployed per the rules found on p. 112 of the
Warhammer rulebook.

SPECIAL RULES
Important Person. The Important Person has the
following profile.
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The Important Person has a 5+ ward save and is armed
with shield, hand weapon, and light armor. He is immune
to Fear and Terror. He does not prevent enemy units
from Marching regardless of how close they are. In
addition, the Important Person does not trigger events or
reactions in enemy units of any kind (e.g., Night Goblin
Fanatics or units with Frenzy). The Important Person
may not charge enemy units of any kind for any reason
but will fight back as normal if he is engaged in combat
and may make charge reactions as normal.

VICTORY CONDITIONS
This scenario uses the standard Victory Points as
described on p. 198 of the Warhammer rulebook with the
following exceptions. If he is dead at the end of the
game, the Important Person is worth +200 Victory Points
to the Attacker. If the Important Person survives at the
end of the game, he is worth +200 Victory Points to
the Defender.
Battle Points are as follows:
Loss: 5 points
Draw: 10 points
Victory: 15 points
Mighty Victory: 20 points
For the Attacker to achieve a Mighty Victory, the
Important Person must be dead or fleeing at the end of
the game, and the Attacker must control both table
quarters on the opposite side of the board.
For the Defender to achieve a Mighty Victory, the
Important Person must be alive at the end of the game
in the Defender’s Section B, and the Defender must
control more table quarters than your opponent.

WHO GOES FIRST?
Each player rolls a D6. The player who finished placing
all his units first (excluding Scouts) may add +1 to this die
roll. The player with the highest result may choose
whether to go first or second.

LENGTH

OF

GAME

The game lasts 6 turns or until time is called, whichever
comes first.
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