Choose commands who will
scout.

Mot WE's command.

Mo stupid units, XH armour.
Mo pikes or polaarms.

Mo swarmsfanimal units.

¥

DB par scouting command.
206 per scout in army.

¥

Wood Elves:

May add TWO Woods (12"+ from opp deploy)
DEPLOY SECOND
May deploy HOLD & DISORDERED
into any Woods.

OPPONENT

the start time.

'--._‘*

+5Scouting BL Leaderships.
+1 per A\ unit.

#1 per MOUNTED unit

+2 per VETERAN unil.

+3 per ELITE unit.

+3 per FLYING unit.

¥

+Astrologer Bonusas

15 here
a x2
winner?

% there a
winner?

Normal 1 feat per 12" long

Table is min 6ff wide
Swamp | 1featper 12"long | and 4ff long - 1ft of

50% swamps deployment zone &
Forest 2 feat per 12%long | 2ft of separation.
S0% woods

Table is 2t wide

Mountain | D& features x4t long.
May choose

Place terrain as wishad

DEPLOYS FIRST
IN CENTRE 3/5 OF BASELINE

Wood Elves:

May add Woods (12"+ from opp deploy)

Start time is
random {1-3
DAY, 4-8
NIGHT, DE for
hour)

Flace terrain as wished. On a
D& of 5+, opposing player can
veto/move tarrain

DEPLOY SECOND
May deploy HOLD & DISORDERED
into any Woods.

LAY IMIGHT roll
may be re-ralled
Falale =]

Winnar places larrain as
wished. On a DE of 4+,
opposing player can
veto/move terrain

OPP DEPLOYS

OUTMANEUVERED

QUTSCOUTED

~a

All Scouting units:
More than 12" from BL.

FIRST

OE + WC leadership.

Less than 6" from
baseline.

HOLD & DISORDERED.

D& + WC
leadership. (Re-
roll if tied),

/

NO WINNER

Start time is
random {1-3 DAY,
4-5 MIGHT, D& for
hour)

\

All Non-scouts:
Less than 12 from
baseline.

Any order.

|5 here a
winner?

Smallest army by unit
count.




Picld @ Must charge. Must charge. Must charge. Must charge.
Di‘;g;% May not reorganise. May slow for terrain. May slow for terrain.. May slow for terrain.
May pass through. May reorganise. If shooters with ammo, may stop when | May reorganise.

If shooters with ammo, may stop when within short range. If shooters with ammo, may stop when
within short range. May not pass through units or be within short range.
May not pass through units or be passed through. May not pass through units or be passed
passed through. through.

Oppose May reorganise. May move. May reorganise if disordered.

n terZ’/;e; May move. Must not move into contact. May move.

Must not move into contact. May pass through friendly unit if it is Must not move into contact.

not disordered and it is under Oppose. | May pass through friendly unit if it is not

disordered and it is under Oppose.

May not move. May not move. May not move.

May expand or reorganise. May expand. May expand or reorganise.

May not be passed through. May not be passed through. May not be passed through.
Retreat Must move max distance towards baseline. May end moves facing enemy.

'Will not slow for terrain — will become disordered.

May not reorganise.

Must not move into contact. Any contact results in shaken.
May not pass through units or be passed through.

May not darken skies.

May not reorganise if has Firewater.




Expand / Contract

Reorganise

Pass Through

Charge

D6+quality figures may move to or from rear rows to a flank. (Undead gain bonus +1 per standard). Must be at start/end of move.

The unit does not move and loses its DISORDERED status.

Friendly units may pass through each other provided both have OPPOSE orders and neither is DISORDERED.

Must move max possible distance towards nearest enemy/nearest unengaged enemy. May not slow down for terrain — will collect
DISORDERED as appropriate.




Do you want to
Raad tha
Omens?

Do you have
Soothsayers

D6

+1 for having any soothsayers

+Astrologer Bonuses

+Sacrifices

Da thay

Does your want to
opponant have make you
moare 1/ Read the

Soothsayers Omens

Any soothsayers
are killed, but
some remain.

Last remaining
soothsayer is
Killed.

GOOD OMENS

BAD OMENS




PRIEST INTERVENTION

Do you have
priests

available
?

OPPONENT MUST RE-
D6 per oL

Priest in

Group
Y
l& there a dice
roll to force a
re-roll of
’ D6 per
Priest in
Group
. EACH DG MEANS A
N D6 per PRIEST MUST SAVE

9

Priest in
Group

o

SUBTRACT TOTAL

N FROM WIZARD'S MP Enermy
Wizard
overdrawn
7

EACH D& MEANS A
PRIEST MUST SAVE
OR DIE

DONE

WIZARD MUST SAVE
OR DIE




Threatened Shoot Combat Combat Combat Orders Influence Command
Casualties To Hit Wound Casualties Test
Undead Unused +1 for +1 for Unused +1 for Wraith +1 for Wraith Unused Unused
Wraith Wraith 2pwr — +Str
Dice D6 D6 per fig D6 per hit D6 D6 per wor D6 per hit D6 D6 D6 D6
Xvolleys +str +D6 champ +attk str +Leadership +Leadership
-res -enemy res
Target 4+ 4+ Per wpn See Table 4+ Per wpn See Table See Table < Leadership See Table
Bloodlust +2 -1 +2 +1 +2 -1 per unit Wrong — kill BL
Succ — OK
-2 -2 -2 Wrong — Rout
Succ — OK
Firewater +1 -1 +1 -1 +1
Disorder -1 -1 -1if any
Attack D6 per 5 +1if BL=fan
Hold +1
Oppose -1
Bad Light -1 -1 -1 -1 -1 -1
Bad Omens -1
Good Omens +1
Bad Boast -1
Good Boast +1
Elite +2 +2 +2 +1 better +2
-1 worse
Vet +1 +1 +1 +1
a\%:4
Poor -1 -1 -1 -1
Unpred +3/-3 -1 +3/-3 +3/-3
Soft Cover -1
Hard Cover -2
Target Shield -1 +1if not
Unit Std +1 +1 +1 for -1 for loss
defending +1
Unit Ldr +1 +1 +1
Unit Hero +1 +5D +1/-1 D6 / Worth +1
Unit Mus -1 opp count
+1
Any Losses -1 -1if greater
+1 if fewer
25% Losses -1
50% Losses -3 -3
(current)
Terrible Creature -1 enemy -1 enemy -1 if fighting
<6" +1 friendly
Dread <12" -3
Ranks >1 -1
Mercs Paid-up,%,% 1,-2,-4 1,-2,-4
Others -1 volleys >1 +1if by WC +1 BL has banner +1 per talisman
-1 if diff race -1 BL diff race -1 per lost cmd
+1 if courier -3 for WC lost

-2 if BL w/unit




