elcome, travellers, to the Inn of the
Prancing Peacock. Have a seat by
the hearth and let me tell you the

i ; tale of the Dwarf King Vidas and
i:hls battles against the terrible Vampire Lord, Erlic von

Bachmann. It was a long time ago in the foothills of

Zhidyrna in the lands of the Kislevites, that Erlic von
Bachmann one night claimed the Castle Blut for his
own and started terrorising the area. His dark heart was
filled with lust for a great prize — a piece of Morsslieb,
the Chaos Moon, the size of a grown man’s head! With

his in his possession, the vampire hoped to gain powers

= beyond measure. Powers that he wanted to put to use in

=

ousting the rlval von Carsteins from his ancestral castle

in Sylvania. The vampire searched for years without

success, but then came upon the notes of the deranged

Arab Alhamrahad. These notes described the Skel‘éton
Key of Oltrakiihl, which was a star map pencilled ByA an
ancient astronomer, that would point to the location of

Pthe warpstone when used on the right night. The

vampire set out to find the grave of Oltrakiihl, but was

ﬁ ~

Nere about to

met by a band of Dwarfs, in what became known as the
Battle of Plattdorf Crossing. The Dwarfs had been
hastily assembled and were il prepared to face off
against an enemy as formidable as the Vampire Lord.
Hence, they were cut down and Erlic von Bachmann
proceeded to find the grave of Oltrakiihl and his
starmap in the vast plague graveyard lying two days ride
from Zhidyrna. Outside the graveyard the Dwarfs
assembled another force to stop the evil deeds, but
without any assistance from the Kislevites of the regidn,
they were not able to stop the Vampire from moving on

into the foothills, where an observatory, long deserted

by mankind, but now in use by the Dwarfs, was his next

«

goal. The wounded Dwarf king sent word ahead to the

garrison at the observatory that foul creatures of ev1l'

The -~ Dwarfs
precautmps and moved troops to bolster the defences of

had

invade. took thelr
the observatory On the day of Hexent

ag,ly\broken when the first leermg g ifls
skulls became visible 1n the,@gnzo
started.




. Th:isrlg'ame is the third instalment int campaign (you can

= W set a points limit that increases by 500 pts for each

- game (e.g.. 1000 pts for the first, 2000 pts for this), and use

“the outcome of the game to decide how the story
progresses. This allows us to'l‘iavéafun narrative to our
battles, as Well as ensuring that we 1ncroase our forces from
game to game 3

Unlike the previous scenarios in the ;‘lmﬁpaign, this
scenario is not just a pitched battle. In_s“t,E'ad the scenario is
built up around the old "observator"v in the mounfajns
south of Zhidyrna. The observatory has long been

~ forgotten by the people living in the area and in the

Kislevetian cities. But the Dwarfs have found it long ago,

and kept it functioning.

Destroying the building: Neither the Dwarfs nor the
Undead will be inclined to destroy the observatory. As
such this is permitted only through scatter shots or misfire.

. Terrain: In the centre of the table an old observatory is
X :

~ placed. It is surrounded by rocky outcrops, small trees, and

. _irbushes.

= observatory This unlt may :

find the two first battles on www.cOwabunga.com). The
Way th1s campalgn is conducted is fairly straightforward. :

If the vampire loses an

4L

i 'ktlled the next scenario will
feature his minions trying recuse hrs remains using his

native soil and his black coach

ill be chased into
the ‘mountains and while he is away the Dwarfs will lay

If the vampire loses and is not killed he

siege to his castle to oust the evil from the area once and for
all - =

First turn: The attacker takes the first turn :
Game Length: 6. Frorn turn 4 and onwards night assault

rules will be in place.

Victorv Conditions: At the end of the game the army
that controls the observatory wins the game. The players
should analyse the situation and come to a conclusion as to

who can claim control of the building.

Night Assault Rules: At the start of each turn roll 4d6. =
The result is the max visibility and allowed range for -
shooting, charging, spell casting, panic/fear/terror sensing
etc. The conditions apply only to living creatures. -‘

The
_defending player (1n our

Deployment

_case, the Dwarfs) sets up his
army first. The army must
' cleployed within 12” of
ntre. As this is a
Bt M;rﬁed position, the scouts
ofﬂt'he opposing army (in

~ our case, the Undead) are

_assumed to have localised
~the troops positions and
-~ reported  back their

to.

- commander. The defending

= player may place a single
unit of core infantry (up to-
25 models strong) to the

leave the obServatory on any

OBSERVATORY




BATTLE REPORT

DR THE VIKING Hmim! We are, gettrng closer to our
goal “of dlscoverlng -the” locatlon of this mun:h Wan.ted
warpstone My force has now grown - to ‘an 1rnpres$1ve

left in the ‘Wallet AR have bought two units of Skeleton
Bowrnen “While their BS 2 doesn’t promise much, T hope
o get off 2 .f%w extra rounds of shooting with Vanhel’s. .

. 2,008 points. “This scenarlo will be a tough nut to crack, i “Lastly, the Ghouls of Charles de Ghoulle have been’ -
thrnk .Going up agalnst defendmg Dwarfs. is proBably ill .  increased with two, so that the uffit is now at 10.1 have yet

adviséd.: My & choices for the army “have not dev1ated so

a -
much from the initial garnes Part of the reason, of course,

-

beTng that T~am. burldlng slowly unto the 1,000 points '

-army 1 started with. One ‘thing I missed in. carlier games
was some sort of way to deal withthe pesky Dwarf artlllery
What better unit to do this than a few Carnons> So I have
Squeezed in two of those Even though I am falrly sure that
the Dwarfs will be totlng their dreaded banner with the
Master Rune of Valaya, which more o less cancels all
plans, I have chosen to brrng a Necromancer also. It Is of

‘to fu]ly appreciate these guys, but they -are a bit more
manoeuvrable than the rest, which should come in handy
when all my maglc 1s denled &

.

Deployment wise I hope to avoid the worst of the Dwarf
shootrng, and get in a decrsrve charge with the cavalry and
charrots in conJuCtlon I am a.little worried that there will -
now be 2 unit of slayers lurkirig on the other"side, whrch
mlght start klﬂrng oft my: characters. The Carrion need to
get busy really quickly and end the Cannon as this poses

y course nong other than Ulrich Kemler, whom some of you * “the greatest threat to my chariots. T am expecting  Jonas to

may know from niy earlier Warhamrner gfforts 1 need this’
~ guy to bolster my units in addition to my V'amprre, SO he s
‘getting - the® Summon - Undead 1d6 spell. Since we are
attacking -the observatory I have also added Oltrakuhl
himself, and rated him as a Mummy Tornb King. He will
lead my unit of Mummies. I hope to make these heavy
hrtters deal wrth the Dwarf Iron Breakers Wrth the’ pornts

,=I. e Sl B SO

puta L Strong unit in the observatory, and fighting that unit
will probably-be really impossible, but my new Banner of
Doom-rnrght help to psyche them out. :

iy . s e *‘




UNDEAD ROSTER SHEET

ERLIC VON BACHMANN.....................450 PTS
Erlic is a Vampire Lord. Erlic carries a single magic item —
the Carstein Ring and his sword - The Stormbringer
(Blood Drinker Sword). The ring restores him to full
wounds, if he should die. Erlic knows the Necromancy
spells: Curse of Years, Summon Undead 2d6, and Vanhel’s
Danse Macabre. -

PROFILE M WS BS ST W I A LD

Vampirelord 6 8 6 7 6 4 9 4 10

20 SKELETON WARRIORS.....................248 PTS
~ The Boneheads - armed with hand weapons and shields.
The unit-has been upgraded with a musician and a

~ standard bearer with thé‘f'Banner of Doom (-1 LD to all

: eﬁemy within 6”)

PROFILE M WS BS ST W I A LD
Skeletons T o L ARG S
MORGENS

GLUCKRAUBERBANK......cccccceveevnvernnnn... 75 PTS
Morgens is a Wraith leading the Boneheads. He is armed
with a scythe. :
M WS BS STW I A LD

PROFILE
Wraith AL =S8R 5 o33 ) 55
HEETIOUNS e v st s 80 PTS

The ghoul unit is lead by Charles de Ghoulle, a former
Bretonnian noble. For the purposes of this scenario de
Ghoulle is treated as a standard ghoul.

PROFILE M WS BS ST W I A ID
Ghoul 20 3 e S
ULRICH KEMLER........ccccccocevevveninene....08 PTS

Ulric is the

Necromancer. Ulrich knows the Necromancy spell

distant relative of a more notorius

summon undead 1d6.

PROFILE M WS BS ST W I A ID
‘Necromancer 44 4 a3 3-8
2 UNDEAD CARRION.......c.cccoiiiiiiien... .90 PTS

~ The spirit riders are armed with hand Weagq’ﬁs.v
PROFILE M WS BS S TW I A LD
Carrioh - g & 3 0385 04 3¢ 7

8 SKELETON WARRIORS...............cc.......80 PTS
Armed with bows.

PROFILE M WS BS ST W I A LD
Skeleton 4 P 933131 5

8 SKELETON WARRIORS... ereseeestinsaee ..80 PTS
Armed with bows. e

PROFILE M WS BS ST W I A LD
Skeleton 43D 23 =3 e S

7 SKELETON HORSEMEN....................288 PTS
Armed with lances, hand weapons, heavy armour, and
shields. Upgraded with musician and a standard bearer

flying the Doomrider Banner (automatic hit on charge).

The unit is lead by Verax the Wight.

PROFILE M WS BS STW I A LD
Skeleton s 233 a5
Steed 8§ 2 O aes L2 45
Wight 4523 O34 3 3-:1 8
SNIUNMIMEES = - . s i 225 PTS
Armed with hand weapons and lead by Oltrahiihl.
PROFILE M WS BS ST W I A LD
Mummy z 3 Qimgas e 359§
BORIS OLTRAKUHL..........ccecveevveeveeer...100 PTS

Boris is a Tomb King. He is armed with a hand weapon.

PROFILE M WS BS ST W I A LD
Tomb King 34 Q58S g 4 3 9
2UNDEAD CHARIOTS...ccvviieiieiiinnnnnenns 132 PTS

The Chariots of Fire. One chariot is equipped with scythes

- (+2 impact hits) while the other is not. Each ¢hariot has a

crewman armed with a bow.

PROFILE M WS BS ST W I A ID
Skeleton 479 =3 3 | O 8%
Steed & 2 0 3 31 745
7 Chariot - = 5259 1 =5
1990 PTS

TOTAL
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: _powcrfull axe forgcd-.‘wﬁh‘
Rune and a Rune of Fu

gm‘?:hig}i-h pes for. :

Ferent direction than Thad
: ¢ _ _pWarfs to face
] the Warhammer Ai'm s book ) he ]cft and since the i
'crossbpws ehould be nimi : Tk : :




Brage
S .

TR

DWARF ROSTER SHEET

AR e

WAMBICHSEVIIAS.. ;.. e coenssonsonessesi- 408 RIS
Vidas is a Dwarf General wearing a heavy armour with the
Rune of Gromril (T10) and wielding an axe with Snorri's
Spangelhelm's Master Rune and the Rune of Fury.
PROFILE M WS BS S T WIA LD
Dwarf General 3 7 6.4 5/10 3 5 4/5 10

BATTEESTANDARD? ... ....... . 5L 0oL . 25T PSS
The Battle Standard is imbued with the Master Rune of
Valaya dispelling all magic on 4+

PROFILE M. WS BSFS T'tWe I A YLD
Dwarf Hero DL s S e N S| SO SRR §0)
8 DWARF QUARRELLERS......................104 PTS
Armed with crossbows

PROFILE M WS BS ST W I A LD
Dwarf Brie 247 1 308 SR Slae) ln 580

8 DWARF QUARRELLERS......................104 PTS
Armed with crossbows

PROFILE M WS BS STW I A LD
Dwarf 2) g B = e s M B D6 )
10 DWARF HAMMERERS.......................207 PTS
Armed with two handed hammers, and lead by the
Champion Boldo.

PROFILE M*“YWS=BSES., T W 1" A~ED
Elite Dwarf 3N SHE S IREY G4 < e SRV ERS)
Boldo ks Sy TR s e SRR ) )
12,TRON BREAKERS.......... .. s ite. .0 1. 5850392 PTS

Armed with axes, heavy armour with the Rune of Stone
and bringing a standard with the Rune of Courage,
meaning that they never break. The Champion Brage leads
the regiment.

PROFILE Maa WS- BS: SHEF WA 1D

Elite Dwarf 3l S| R RN Pt 1 - 31 1 P9,
3 4 R a5 1453 " 280

Steed 8 2 0 12, #1 5

Chariot B L - S e 38 T-Dg -

20 DWARF WARRIORS.....c.............ooo......303 PTS
Armed with spears and protected by light armour and
shields. The champion Eirik leads the unit and wears a

Rune of Stone on his armour.

PROFILE WL WS  BSES T2 W LA LD
Dwarf bl O SRS - A L2 s a9
Eirik o 5 ot SN AR ISERORS ) 1)
DWARF FLAME CANNON.......cccevvvvee.....119 PTS

The Flame Cannon is a fearsome weapon when it works. It
is prone to misfiring and must be looked after carefully.
Crewed by 3 Dwarf crewmen.

PROFILE M WS BS ST W I A LD |
Crew o <A 3083 g, SN e 12489
Cannon o Ty OIS by e e
RANGE STRENGTH SAVE WOUND PER HIT
123 5 none D3
Units wounded must roll panic.
DWARF CANNON........... cesoien s shoassesshosine.. 11UaPTS

The Dwarf Cannon is a trusty machine of destruction.
Crewed by 3 Dwarf crewmen.

PROFILE M WS BS ST W I A LD
Crew Baip 4 3 3R R e O
Cannon - - R A E T
RANGE STRENGTH SAVE WOUND PER HIT
48” 10 none D4
TOTAL 1998 PTS
(
4 \
v “".h.ﬂ_: p
.
l_kﬂ
I _'-_\
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The Doom Riders - Skeleton Horsemen #

The Boneheads - Skeleton Warriors

Kraren - Screaming Skull Catapult
and crew

Charles de Ghoulle and his ghouls

Skeleton Bowmen

The Chariots of Fire
Undead Chariots

Oltrakiihls’ Guard - Mummies
Ulrich Kemler, Necromancer

Erlic von Bachmann, Vampire Lord

Boris Oltrakiihl, Tomb King

E@HE@ Bk e~

Wavrich Vidas, Dwarf General
Battle Standard

Iron Breakers

Dwarf Clansmen

Dwarf Hammerers

Dwarf Crossbows

Flame Cannon

Cannon




-

i

g carefully thought oht %

-

o thyy could il dowe the

long ttadmon- for

£

playnig fantasy In

manage = te _
* ‘things more d1ch
. than they should beby
deploylhg on a whlm %
_and ot _‘to_ my

plan Poirit in case: the _
~ Mummies! _How =
cotld T forget to put
the bloody Mummles
closer to my iZampire?l; y

They were nevf:r- going

UNDEAD nﬂw 1 |

DR.THE VIKING :

Was rat-her 1tless F 1rs

helpless gun crews of either the ;

. flame cannqn or the” canhon

; “next turn. I moved out Wﬁ:h"
- my footsloggers an.d kept the
heavy hitters of the cavalry\ a.nd’*

the charlots back. - ThZey were

s‘afe from any stray can-non !
balls behing the rocks 1 too‘k
_ great comfort in. th1s, see1ng l

.how the cannori had eas
blown,- nty
matchbox sticks last game. )
The-' Screaming Sku-ll 3
Catapult, dubbed Kharen by

the crew for all its agom n;

chariot  ~ o

.

LHOM T4V ¥VIS dHL



“yet again - ﬂ'yrng th

dreadfu].banner wrth :
Mister - Rune - of
% Valaya. Iti 1s a tall order

- BATTLE 'REPQRT' ?

L]
ol
=
S
@
=]
%‘
&
By
5

for sure, but thrnk :

it correspondlng -to
5 S% of the - arrny
3 makes®. it OK. In
ad&ltlon, it was on 2.
. battle s_tandar,d—bedre_r,
which . is -+ dot
1mposs1ble % :_kill.
Prqbably better .that,
than on the s"tandard
bearer in the Iron
Breaker Tinit (ed tbey
can't do that). An){how,-“l_'.roi
.~ *Magic and promptly got two dis
» card Yay Ulrrch Kemle&f Be’

DWARF T‘URN 1 .:'
]ONAS,. Pheev? that” ik .-
Nevartheless, I had to re.-thlnk

other ﬂank ag that was Where th% )
3 targets Were de_ployed, J.nstead

wheeled out ‘of - the way-so my C’

turn around and gct a clear lrn-




as

the “crew ‘managéd 'to
return the favour and
~~~~~ A = do a wound on the

: N \ 'Carr10n§ -causmg the

@ : A ﬁght to be -a draw
oA : overall. I hathbeen' reddy
T % ; : 'to-. sacrifice the- b1rds,
g 754 but L iiust admit thatI
had. hoped o brmg

_rlde to Hel. Amazmgly,
'1n _the rrraglc pHase 1
manéfged to get off first"

a Surnmon Skeletons

. -

the Dw,arf Quarrellers hoplng {Q.
normal rnove ﬁrst mc-hed therh..a littls

.

i s A - “ -
‘average, and of course

along somcthmg for the» -

,2d6, - bolgtorlng ‘my

B

=
g
i
A
o=
=2
>
=
=]
2
&
-
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BATTLE REPORT

R AW LA
“The ﬁame@émnfoz; spor
2 ;z‘nt&dﬂsbwz’t]&nd hoz)e _0f rear
" the regiment 's'tbppéd a fe
open.fo aﬁy', pofe.l}'tial napal
' wa a bit more and were now "_
0, badly damiaged though. -

riors failed to reform, which

RN 2

. s e
. " .some way to" eliminate

LR y Y. 3 VE
.~ ‘thatiin the future. The

% : : really rr}eeci..‘ to find | W AR
o,
)

F§ TU
r Da) \
"« ». Carrion’ de_seerid_ir’ig' on | /

N my Cannon was a réal

*° bummer too. First, one

v ORI GtoésBd;;v.‘f
Lo regiments hé'd to r('.)l_'ll':i , %%
7. ferror test as }_Fley..werel:- | a@
.- facing a Wiaith, __Whi‘c':h"" @ @
"~ ‘they: “passed. -The
.. Skeleton Warrior -
: -regiment - was .comlng
awfully. “close and
wouild have t6 be dealt -
.wjth scioner or later.
My

Hammerers




-

used to bel). -« .

- even with all the hiﬁdrance my Cro‘ssbowmen ahd Flari'le'

" Canndn were now in perfect position to deal out some

some . hammertime.

Argh! Well, on we go.

y Crossbowmen, and- get

‘hand

. combat. -
open to a shot, so1 tried

" way a bit-to the South. I
: 'co'u_ld see  my "way
through the
»‘and the

had

| now
o
- Hammerers ~ that

~exited -the"

would not be able to do e

And e (_Zar_rions had’
“The best retaliation was -
~of courst to charge the'
in-to safety n hand to- .
This

* would Teave the GhOuls:-

“to wheel them out of the. -
. charges‘

build-ing ..

T Ty much next .furn except'

for turnmg a bit around to face a charge Thrs meant, that
. lining m) my ~charrots Was -the rrght thrng to. do. My

LHOM 34V ¥VLS AHL

SerIOU.S damage Wlth the Skel'eton Warrlor reglmem ]uS?t 11‘1 . Skeleton Horsemen Were also moved forv‘var_d to aHQW 22 IR e 1

- front of it, the Flame Cannon had to shoot ‘them (qurte
literally - the Flame Cannon must ﬁre each. turn) and I
guess’ed fors”, then. rofled another 47 and the templ'ate
was just in the‘perfect spot. Ending Wlth 13 total hlts and

charge Qn the Cl;ossbowmen, whrch I thought would be
an easy target The shd'otmg this turn saw the Skeleton
Bow-Men l‘httrng somethrng for the first time. Two of the
sPearmerh(o

warfs!) went down to their deadly arrows.

12 kills. Perfect! BO&I my. un1ts of CI‘OSSbOWInC‘n ShOt the -On the.other side of the burldrng both Kharen and the” :
Skeleton lnfantry too artd 8 more Skeletons dﬁd (ed 2 other B‘ow Men unit failed to ®*hit the Hammerers In,

becarne de- ammateds) A total of 20 Skeletons less to.

) worry abouts In the had-to-hand phase, my Hammerers

" since the' Hammerers had-2 handed Weaans they stl:ucl(

last and the crew couldn’e match the Carrions in Inltlatlve
" The Carrionskilled aff my twq last Cannon Crew and, so
the Cannon did nothrng this game, whdt a’sad thrng that
was. The Hammerers on the other hand managed to kil

- off one Cartiof.and Wi the combat, makrng the second

" Carrion crumble (ed Necrornantrc glue ain't what 1t

-

UNDEAD. TURN 3 g,

DR. THE VIKING: Ugh! The good thrngs ﬁrst The -
army was still there! So was Erlic and his goon Ulrich, tl;le
necromancer Let s not discuss . ‘theé fact “that they re.
cdrrently standrng ina prle of flaming debrrs and burnrng
+ bories-in what used to be my Skeleton Warrior regrment

: ,-hand—;o hand -
_ Crossbéwmén and she Skeletons Warriors was a brief
and Cannon Crew were factng the Carrions together, but 5

combat the battle - between.

-

! aﬂ'au‘ Erlrc von Bachmann, vampire extraordlnarre, swiftly

beheadetl 3 of the Dwarves, and the single Wound caused *

in return was saved by a Skeleton wearrng a shreld' In the

_end the. Dwarfs legged- it, and got run over by the

-Hammerers (see Dwarf Turn 3 map). Now it'was t1me w0
cast a few very 1mportant.spells The Winds of Magic were -

strong 210! Elrst I trled to summon a few more Skeletons

- *to the farrly depleted regrment ‘But Valaya said rio,.then I
oot .trled to summon 1d6 Skeletons, but still it was a ﬁrm NO.

Then I went- for‘a Vanhel’s on the skeleton regiment...

Valayasard no’ again. With the last power card'I tried for a
Vanhel’s on the Horsemen and it was actually “succesful!
:,@Vehoo' i charged tll.LGm into the Qrossbowmen .The

I?warfs chose to stand and shoot whrch actually

shouldn t ,ha-ve come as a surprrs.e to me, But strll it drd'_

They rolled murderously well and got 6 hrts, convertrng to

N e s N, ..o"
5 e S e =

vom W

£he A8

" Skeletons, placmg the regrment ‘right next to . thes
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o)

. +. hot break aptomatrcaﬂy In

5 up-clc)ser and I guess
generally ]ust
| everythrng needed
to find some hand

to-hind action,
besides the “Flame
-'Car’ir?on‘iof course.
Frrst & .the
Harnmerers turned

1ncom-1ng hordes of -
U-ndead but they
Were 1ot be able to

char'ge “this round.”
-The Iron ‘Breakers.

t0 ty and avold
--anofher- shqt from
the Skull Catapult
1 |7 hopefully
" my. dehrrmn_, I forgot' R A
* work out the._charge,_ x
'_Th

to.  win

resolution. & Since
Horsemen ™ no-
outnumbered -

Crossbowrnen, they W‘otﬂd..

fact it turned out to‘be oné %
0 ?

oﬁ those r-are' eccasren

around to face the

- were ]ust closrng .

.




.

left wondermg why I d1d
not aim some Crossbows

- at those damned Charlo‘ts :
when 1 still had the :

._.c'hance e o
Wlth my - Tast

.

Crossbowmeh-engaged' in
combat with the Skeleton

LHDiH TV VIS C-IH'J.'

 Horsemén 1 hoped' to -
“have a- b1t Sk T :
" (.n'o' - HIG,H. hopes- -
-'though), f;ut'_as eXp‘ec'ted
I- l:)st the 'd)rnbat, “'with
_just orle in dﬂference in”
. the -combat resolutlon
 though, but __op top I fail
; -y leadership test. Atthis ...

pomt my‘ bra»m is b(nhng

5 make thlngs worse_ ’che rea
Cannon blows up ta]qng t
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e
-

-nnght ]usr.‘inake as

- it could be that easy-to
- get rid of the bantier of |
- Valaya! T will keep that

. 'bloek . of ‘spearmen R

"'.-guardrng -the observatory
I The Iron Breakers Would

BOE < less A -bit -_or"
tur‘nrng s ‘around ©  the
'obviOusly have lined up to
agaln._I had somehow

conv-lnced my'self that” they

E shquld have done Instead,
I.sent them South In the

'thlck of it it is sometrmes
strange decisipns end up

._taf-)ult rn'i‘s.ﬁxed‘ agaig... i

oppqsrtron
Oh the Spears Just playe_

NDE "TURN 5 NIGHT: I7”

dlﬂ%rence in_ the end 3
Who knows :
UNDEAD' TURN

5 - e
URTHE VIKING
o) my I never thoughe |

in mind ih the future. ‘
* We were in Jthe closrng'.
part of the garne now

and I fele that all T had -
to do to Clarm vrctory'
was to- take out the

e

be hammered by the sLull :
-_catapult . moved'
everythrng Yorwards more
i .mconsrderatron saw me 1ot

chariots.. " They ~ should -

charge the Iron Breakers- ;

close to kllhng oft: the_'

LHOM T4V ¥VIS dHL

e marched up‘next’tq the s

could nét turn 180 ° CBdr ;
rhat, in fact, they couldand

.
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L)

B _ Dwarfs made an awesome charge rrght ingo the ﬂank of 'the

have been moved <

*round of *Undead d01ng

reanimated

on spot for - another
-

- round, P

DWARF TURN O .
].ONAS‘* What a mercrful

nothing, or at least not. killirlg‘
me right away. At this pornt g
really regret that my ¢ Crossbows :
drd hot conceritrate on. the

Charrots rea]'ly rrpped my reglments apart across thE tabl i asks me”whyI amlaughmg so manically: I j ]ust stare blankly
3 Iad done my share of damage though.ahd with SQme luck : aad.srp rny Bugrnans Ale, your move” Isay...
l “could still defend the Observatory At leas; I had td‘ ry EESU P U SRR

~ Wavrich is not popular among his clan and if this would UNDEAD TURN 6

fail Tam afraid he would be forced to take the Slayers oath .DR. THE VIKING ‘Oh no' I dld not expect ‘that the

“abominations. ‘Fodr 3
skeletons hit the dirt, but :
Erlic managed to get the :
.r_est of the ‘dead to- stay -

I feel 4 bit of hope‘ e

'-retur_mng to .my mind -

an‘d .I'h_can’t “help but G 3

: dry unbeatlng heart Dr The Vrkrng looks at me and _? 3

Wrth that in m.md Wavrlch dec1ded to leave the Iron '.' _spearmeén WQUId be able to ch.arge It was with the tip thej._ <

Breakers ‘unit.and go aﬁter Erlrg face to l"acet The Tron =na115 that they could reach . My regiment was dr:awn out
: Breakers wheeled around to face any 1mom1ng foes and, “from the bur-ldmg due to.allgnlng And Ulrich got mauled -

also to be able to get to the Observat'ory gnd maybe rnake a after Erl1c herorcally shoved him quard 1nto the challenge

" final stand, there, if needed. F'nall'y the Foothilf' "Pike‘ ; -Dread 1 Went for a charge with the Mummres, ‘but they

-

Skeleton Horde surrounding Erlic. The Champlon called the hedges and 50 couldn’t really get much done. T aimed

‘out, to challenge Erlic, even- though it m1ght bea deSperate the: Skl-ll'l Catapult atthe emerged Dwarf general. I thought

and - hopeless " cause, but Jinstead Erlrc sengls his .Lt would rnike a nice endr-ng to.have him flattened by
Necrornancer sidekick to face.the challenge Thrs turns dut %

fatal for the Necrornancer; The Dwarfs thrust; the1r gpeargv

_reaming Skulls But nooo The shot devrated far from
'_ ,__l'ung ln,te.sestlng

e cornbat - phase saw Erhc and the

|were. ]ust out of reach. The chariots couldn’t go through . ;




.

, ' DWARF TUEN 6
- . | JONAS: . Hah, Some .
_mlght say I am delusion'all

.

at thlS pomt but follow
-.me now and see my plan

unfolc_l._ % charged “my
“Dwarf Generat rigl’li into -
the Skeleton Warriors and

LHOiH EIHV YIS C-IH'J.'

I sent the Iron Breakers to,”
7’;;:/':/'/' ‘take - back. ~ the o
S % Obs'er;vatory‘ It might *
seem desperate at ~ first
gfahce,, but Dwarfs are
| 1r1herently better ﬁghters
- than 'Skeletons, and even.
a.dqg can bury a bone 4
In- the- hand—to hand
! combat Wavi'lch shoutod
-.but once again Erlic sends a

Wralth. materlcfhses in

en,ough Skeletons to rnake a.
e of se.ven in favour of the .

; z’be stout Vampire Lord ‘Erlz'c-

alternative facts.




BATTLE REPORT

L)

Dwarfs- '_-‘ S

The Skeletons crumble to dust and Erlrc runs to save hls

life, the 8” flight was ]ust'barely enough to get away as the

Spear Dwarf'stood nght behind h1m at7” pursuit. Wavnch
“is chased’ along at* 47 ‘making sure nothlng COInCS up
behind surprising anyonc

A last turn show of mrght if there ever was one' )

CONCLUSION e

:]ONAS What a battle.
Even though we agreed the

deesn’t really feel like a
vicsory. However, for the

wn"" /lh\ Iron Breakers would clear

. seems plau51b‘le that the

=

. . out the Observatory - and
" with Erlrc on the ﬂrght Wavrich 'did win back a bit of his -

" sake ‘of the campargn it

.legrtlrnate onie day 213

- 1RESK Pkl R

DR. THE VIKING:

the end. I did not bother to

chariots, and in doing so, I

_can actually tufn on the

‘ RS spot’ I also: managed to- -

! waste my laSt prec1ous magrc on summonrng more
-

Dwarfs won ‘this .one it Skeleton Warnors rather than Van- Hel’ing the Maurhmies

“into close Gombat In eﬁéct I was® rever using “the”
M‘umnues nor the Ehouls in this batde. Also, the Skeleton
‘Bowmen d1dn t really do ‘much. That is a large chunk of
‘points doing ‘hotl:ung, and still- the Dwarfs only barely *-
made it. It probably‘Speaks a b1t to the relative power level =
of the army books. In the end it seems like a suitable end’
of Erlrc von Bachmann S story that he is chased intQ the

" honour. Next time iy thrnk some of the older Dwarfs from. mountams because ~of tactrcal blunders, -1 have much

to really manage a Dwarf army, not that there is much le&
of it anyway. I thlnk the ‘major ﬂaw of n my plan was- to
devide shootrng and close combat orrented troeps to each
side of the observatory, it Just seemed lrke such a good 1dea

: the clan must take over, Wavrich might still be t0d young « enjoyed playrng this 1 rn1n1—campa1gn w1th Jonas and I tbrnk
g 1t. demonstrates nicely just.how eﬂ:ectlve adding a Jayer of

stolfy untop of otherw1se unconnected battles with yours
friends can be. You actually do not need to- make rules and
add extra laye?s of campalgn movement to make somethmg

, up font. Personally, I blame Wavrrch of course. “The. “enjoyable. Simple letting the games decided the story line is” -

Hammerers really dlsappornted me, Iqrea.lly\th.oug‘ﬁt those . more than enough to make thrn@ come alive. In-add1tron,

guys Would be hard hrttlng and hard to kill. They probably.

~are tough, but I mrght need to use them dr‘fferently

he'nceforth Tam not grvrng up on them. I think every unit
rn the list -will have theirplace eventually and I am \str.ll

learnrng. what to do, when to do it and learning a lot about g

what not to do. I feek positive that I am.on the _righf ‘track

and‘ with' some pr-actise,'l‘ml'gh‘t even, 'wln a game_ 'fully )

Sl _ . gt A - "

& After the vampire Erlic von Bachmann was defeated, he took flight nto |

B \the mountains south of Zhidyrna. Both men and Dwarfs searched the area ||

' and,become a recurring villain.

when I'say ‘the end’ thrs is of course ot the end of Erlic. I :

) am sure he will feature in many more games in-the future

.
- . -
. E . .

: x .
.

i e S P

Hmmm... I think I threw
away the Victory ‘there at’

look - up the  rules for

did not realise that theyl

L



