EuroGT IX – Warmaster Scenarios 

 written, arranged or redone by Lex van Rooy & Gerald Denk

The following scenarios were played at the EuroGT IX, 12.-14. March 2004-03-16

At the “Europe Get Together”-Event the players would give orders between Cross Border (which would mean they often had to play high risk scenarios), Offensive (where the empire you played for could lose much if you lost the scenario but the scenarios were quite balanced) and Defensive (which would mean you often would play the easy part of the scenarios)

That also means some of the following scenarios are more or less unbalanced like Breakthrough and Attack at Dawn, others are quite balanced like Contraband while the next could bear some surprise like Treasure Hunt or Secret Mission. 

If you like you could play most of the  missions on their own or you could organise a campaign where every player tries all (or some) of the scenarios against the other players. The players could also swap sides after the first try.

Hope you have fun with them!

Army lists: 

You may create one 2.000 pts army list. Deduct 100 pts reserved for magic items etc. you might get through EuroGT IX, so actually you make a 1.900 pts list with 2k min and max. In this list no magic items are allowed, except one dispel scroll. Every player may draw at least one magic item before the event begins and may win other magic items during the event. 

Divide this list into four parts:

1. Core Army (~1.000 pts; no more than 1.000, no less than 960 pts). The Core Army must include the General and may not have any artillery. Characters may be included as you wish.
2. Defensive Contingent (~300 pts, no more than 320, no less than 270 pts). Must include all artillery. Characters may be included as you wish.
3. Offensive Contingent (~300 pts, no more than 320, no less than 270 pts). Characters may be included as you wish.

Mission accomplished: Each time a player accomplishes a mission he may draw a magic item card.
Short Battles

Short Standard Battle

(Core Army + 2 contingents of your choice) 

Standard Rules with following modifications: Armies are deployed 65cm away instead of 80.

Attack at Dawn


Your camp is ambushed at the crack of dawn with enemy troops coming from all sides. Can you hold your position?


The Cross Border player has first move. 
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Breakthrough

Cross Border (Core + 1 contingent) vs Offensive (Core + any 2 contingents)

A scouting force has been surrounded by a much bigger force. The only chance of survival is a breakthrough. 
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	Cross Border Player

no more than 150 cm wide


The Offensive player deploys first. The Cross Border players objective is to bring as many units behind the enemy's line as possible. The Cross Border player deploys at least 60cm away from the opponent's edge. 

Driven into the corner: The scouting (Cross Border) force is grim and determined as this is their last chance to survive. The attackers know that and so all Cross Border units give the opponent -1 on command rolls in 40cm instead of the normal 20 (undead units of course are still unaffected).

The Offensive player has first move. Additionally to standard rules the game ends immediately if the Cross Border player gets as many units over the opponent's edge as he has breakpoint (even units that leave the edge reduced to one stand count).

Characters (except the general) may leave the table anytime too. Characters that are forced to attach to a friendly unit may instead choose to go over the opponent's edge if it's not more than 30cm away (again that doesn’t refer to the general). 

Victory Conditions: Are determined as usual except that every unit and characters over the edge gives the Cross Border player half victory points (flyers do not count towards that, but units that had to fall back over the edge and characters do). If the Cross Border player reaches at least half of his breakpoint by sending units over the opponent's edge his mission is accomplished.

Contraband

Offensive (Core + 2 Contingents) vs Defensive (Core + 2 Contingents)

"Bring this load of guns to my brother-in-law. He urgently needs them to organise defense in the south! But I guess we need some kind of trick to fool the enemy!"

Players deploy 65cm away of each other instead the normal 80.

The Defensive Player deploys first and has first move. He places 3 wagons in his deployment zone. Only one of them contains the contraband (use a sticker to mark the wagon secretly). Each wagon has 3 hits, an armour of 6 and a move of 20. The wagons may only be brigaded with each other and may not be targeted by magic (friend or foe). Before the beginning of the command phase the wagons get a 20cm extra move. In the Command Phase characters (except the general) may give the wagons commands just as usual, but at a –1. The wagon may be driven back but never is confused. If a blunder is rolled ignore the blunder table - the wagon just stops. 

Victory Point: Determined the normal way. The Defensive player has accomplished his mission if the wagon with the marker leaves the table at the opponent's edge. Additionally he gets 200 VPs for that extra

The Offensive player gets 100 VPs extra if he destroys the contraband wagon.

Long Battles

Destroy the Bridge

Cross Border (Core + Offensive +Patrol) vs Defensive (Core + all contingents)

"Without the Furtheim bridge the enemy has to march many miles more to reach us. That would give us exactly the time we need to organise our defense. Destroy this bridge at all cost!"
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In this scenario the Cross Border player gets +1 on his breakpoint because of his determination 

A river with a bridge is placed in a 30x30cm corner of the table. The river may not be crossed except at the bridge. Troops on the bridge count as defended against shooting (and shooting only).

First the Defensive player may pick one contingent of his choice and place it in the Bridge Area. Then the Cross Border player deploys his army, the Defensive player then puts the rest of his army in his deployment zone. 

The Cross Border player has first move. In the first round the Defensive player may only move the troops at the bridge.

Every time the Cross Border player has “cleared” the bridge (means no not-confused enemy unit is touching the bridge) one Cross Border infantry unit may try to blow up the bridge in the shooting phase. At the first try the bridge blows up on a 6, at the second try on a 5 and so on. 

If the bridge blows up the game ends immediately in the same way as if the enemy’s general had been killed.

Victory Conditions: are determined as usual, but if the Cross Border player has destroyed the bridge he gets 200 victory points extra and has accomplished his mission. 

Defend your Home

Offensive (Core + all contingents) vs Defensive (Core + all contingents)

"They are strange and vicious warriors with animal heads. They burned down farmer Bauers. And they’re coming towards us!"

Before deployment the players place 5 houses on the table. The Offensive player places one house in the Defensive player’s deployment zone and two houses anywhere on the Defensive player’s side. Then the Defensive player has to put two houses on the Offensive player’s side. 

The Offensive player tries to burn down as many buildings as possible while the Defender tries to prevent that. All offensive units bring flaming torches with them. A unit not in combat and touching a building may try to burn down a building in the shooting phase on a dice roll of 6. 

If all the houses are destroyed, game ends immediately.

Victory Conditions: Determined as usual. 

Defensive: +100 pts for every house still standing. Mission is accomplished if more than half of the buildings are not destroyed at the end of the game.

Offensive: +100 pts for every destroyed building. Mission is accomplished if more than half of the buildings are destroyed.

Treasure Hunt

 (Core + all contingents) 

You have been scourging the countryside for a supposed treasure cove and with your target finally in sight you find an opposing army looking for the same. 

Event Ops will place 3 counters on the central axis of the table. Each of those could be the place you are looking for. 

Any unit that comes in contact with an undisclosed counter can be ordered to inspect it. Roll 1d6, and apply the result from the table below. Inspecting the second site gives a +1, the third a +2 on the roll.

1 – The Guardian awakes – no treasure found

2 – Nothing happens – no treasure found

3 - The Guardian awakes 

4 – The Guardian awakes – whoever kills the Guardian realises that it has just before stolen one of your opponent’s magic items – after the battle you may secretly draw one of your opponent’s magic cards

5 - No Guardian – you may draw a magic cards

6 – No Guardian – you may draw two magic cards, discard one

The Guardians

Obviously nobody leaves treasure laying around without setting up some precautions.  The table reflects this:

The moment a guardian awakes place a monster base at the treasure site (Move 20, Att 6/3, Hits 6, Armour 4+ Size 1). The monster has 360° sight and immediately attacks the nearest unit (in case there are more units equally far away your opponent chooses). A Guardian never leaves the treasure site, so he may never move more than 20cm away of the site. If a Guardian’s move (because of combat or shooting) would bring him more than 20cm away of the treasure site he will fall back if possible or be destroyed. If a Guardian has lost more than half his hits he will be reduced to Att 3/3, Hits 3 after the end of the combat phase.

In every following turn the opponent may move the Guardian after a player has finished his movement phase. Still the Guardian may never leave the 20cm Treasure Area and if another unit is within the Treasure Area the Guardian has to attack it if possible. 

Victory Conditions: Determined as usual. If you are not playing a campaign or tournament, every treasure is worth 50 VPs.

Secret Mission

Cross Border (Core + two contingents) vs Offensive (Core + all contingents)

Standard rules with following modifications: 

The Cross Border player picks two of the following mission cards and may choose one. After accomplished mission he has to show his mission card to the opponent. 

A hint for the Offensive player: Try to guess the secret mission your opponent could have drawn. Be aware that the secret mission might cost you the victory if you’re ignoring it!

	Get the officer

"This man has knowledge we urgently need!"

The mission is accomplished if you manage to capture (destroy) an opponent character (wizard or hero). 

For catching the character you get 200 VPs extra.

	Destroy the artillery

"Our walls will not withstand their hellmachines longer than it takes me to drink a pint! Take some men and get them before they get us!"

If you manage to destroy all opponent's artillery victory points for them are doubled and your mission is acccomplished. 

Only if opponent has artillery!

	The Messenger

"Fool them, confuse them, lead them on! But bring this paper behind their lines!"

Before deployment note one of your non-flying units secretly to be your messenger. If you manage to exit the board on the opponent’s edge with this unit your mission is accomplished and game ends immediately and you get 200 Victory points extra. 

Game ends with accomplished mission



	Marksman’s Challenge

"Let us show them how accurate our bows are!" 

Every unit that is destroyed by shooting counts double victory points. Note the unit's victory points immediately when destroyed. Mission is accomplished if at least one unit is destroyed by shooting. 

Only if you have at least three shooting units!


	Suicide attack

"There is no way out for us, but we will sell our lifes dearly! They shall know that our race is no race of cowards!"

In the first round you command an attack at the opponent every unit you lose in that round and in the following opponent's round does not count toward the opponent's victory points. 

Mission is accomplished if you lose at least two units during that time.
	In from the Cold
"He was an important source of information for years and years!.."

Secretly nominate an enemy unit after deployment (write down). This unit includes an important spy of yours who wants to come to your side. You take over the spy the very moment you make contact with the nominated unit (if that happens show your opponent this mission card). The unit now having the spy has to leave the table over your edge to bring the spy to safety. You get 100 pts extra and your mission is accomplished. 

The spy is killed if the unit he is with is destroyed.

Game ends with accomplished mission


Victory Conditions: See the Mission cards. 
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