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Designer Notes  

When I sat down to do these rules, the end goal 

was to provide a structured way to play out a 

Warhammer Campaign that involved a little 

more than playing some games and trying to 

link them together somehow. 

The Mighty Empires rules (the original rules 

from the 80s) form the basis of much of this 

document.  These rules are a combination of 

the Mighty Empires rules mixed with ideas from 

ǘƘŜ DŜƴŜǊŀƭΩǎ /ƻƳǇŜƴŘƛǳƳΣ ƳƛȄŜŘ ƛƴ ǿƛǘƘ Ƴȅ 

own ideas. 

Having run and played in campaigns for many 

years, I have seen what has worked for my 

groups and what has ultimately led to their 

failure. 

Campaigns can be complicated, or they can be 

very simple.  I find that the biggest downfall 

that all campaigns suffer from and where 

tournaments excel at is simply time.  

Simply put, campaigns require a lot of time 

from the players in it, and it is common for 

players to drop out as their interest wanes and 

they do not wish to uphold their commitment 

any longer. 

While epic campaigns that span dozens of turns 

are a lot of fun and memorable, they are also 

for the most part not very realistic for most 

groups.  As such when sitting down with this 

ruleset, it was intentionally designed with a 

beginning in mind, and with an end point in 

mind that could be realistically reached. 

Any and all rules within this document can be 

ƳƻŘƛŦƛŜŘ ǘƻ ǎǳƛǘ ŀƴȅ ƎŀƳƛƴƎ ƎǊƻǳǇΩǎ ƴŜŜŘǎΦ  LŦ ŀ 

group wishes to play this campaign for longer 

than six turns, it should be no problem to do so 

without any modification of the ruleset. 

Campaigns and Balance 

One thing to remember when sitting down to 

participate in a campaign is that not all games 

will be balanced.  Players that win are going to 

gain bonuses.  Players that lose are going to 

lose abilities. 

The Strategem rules were created to partially 

help assist players who are vastly outnumbered 

or outmatched by an opponent and can be 

expanded on as necessary.  

Map Campaigns 

These rules are not for map campaigns, though 

tiles from Mighty Empires can be used to 

ǊŜǇǊŜǎŜƴǘ ŀ ǇƭŀȅŜǊΩǎ ǊŜŀƭƳΦ 

Ultimately it was decided to try to mix the 

complexity of a map campaign and resource 

allocation with a narrative style of gaming that 

did not require a map to play. 

The reason for this is that map campaigns are 

highly reliant on everyone showing up, and if 

one person fails to be present or drops out of 

the campaign, it can make movements and 

orders difficult to carry out, especially when it 

comes to attacking the absent player. 

I would rather have games against people that 

will be there then give out a bunch of free 

games where players did not show up or 

dropped out. 

Have fun and enjoy and any suggestions can be 

dropped to the author at icedcrow@yahoo.com 

Happy Gaming! 
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Starting the Campaign  

The campaign is suggested for between four 

and six players.  A campaign reference sheet 

has been included with this document that each 

warlord can use to keep track of their territory 

and bonuses.  This system assumes the use of 

Warhammer Fantasy Battles 8th Edition. 

Once players have committed to launching your 

campaign, each player picks a faction.  This 

faction cannot change during the course of the 

campaign.   

Next, they choose a lord type and name it.  This 

represents the player.  Kingdoms can acquire 

further lords, and of course lords can die or be 

brutally injured over the course of a campaign.   

This information is noted on the campaign 

tracking sheet that each player has a copy of.   

Starting Territories  

Players start the campaign with a capital city tile 

and four randomly determined tiles, for a total 

of five tiles.  You can represent these tiles with 

anything that you have that seems suitable, 

though the Mighty Empires Tiles make excellent 

representations. 

A capital city is like a town except it is worth 5 

Battle points and allows the controlling player 

to field 2 special units in their army, and funds 

one lord and generates 3 Gold Coins. 

Generating Terrain  

For each tile to be generated, the player rolls a 

D6.  On the roll of a 1-5, a Common Terrain tile 

is generated and the player should roll against 

that table.  On the roll of a 6, a Rare Terrain tile 

is generated, and the player should roll against 

that table. 

Common Terrain 
Generation Table  

2D6  Terrain  
2-5 Barren ς the land is uninhabited and 

relatively unfertile.  It is worth 1 Battle 
Point to the controlling player.   

6 Roads ς the land has a well-built road 
running through it, enabling merchants 
and allied troops to move through your 
lands easier.  The road provides the 
controlling player 2 Battle Points, 1 
gold, and may field +50 points. 

7-8 Farm Land ς the land is fertile and 
dotted with small farming villages.  The 
harvest provides the controlling player 
1 gold coin per turn and is worth 2 
Battle Points. 

9-10 River Valley ς The land is very fertile 
and dotted with villages.  It provides 
the controlling player 2 gold coin per 
turn and is worth 2 Battle Points.  In 
addition, due to the river network, the 
controlling player can deploy armies 
and supplies via ship, adding +1 to all of 
his initiative rolls at the start of each 
turn and allowing him to field an 
additional 50 points. 

11 Town ς A town is a center of commerce 
and trade.  The town is worth 3 Battle 
Points, and in addition generates 2 Gold 
Coins per turn.  

12 Harbor Town ς A harbor town 
functions exactly as a normal town, 
except that in addition to generating 3 
Battle Points and 2 Gold Coins per turn.  
In addition, troop movements and such 
get a hefty bonus from ships.  The 
controlling player gains +2 to all of his 
initiative rolls at the start of each turn, 
and may field an additional 100 points. 

  



 

   
 

Rare Terrain  

2D6  Terrain  
2-3 Forgotten Ruin ς A forgotten ruin is 

worth three battle points.  In addition it 
can offer extra treasures or can cause 
problems for its controlling player.  Roll 
a D6 at the beginning of each turn the 
controlling player wishes to explore the 
ruin (he does not have to).  Note this 
roll comes after revenue is collected. 
 
1 ς The expedition is lost.  The 
controlling player loses a gold coin this 
turn and 200 points of troops. 
 
2 ς The expedition comes back empty 
handed.  The controlling player loses a 
gold coin this turn. 
 
3 ς The expedition retrieves enough 
treasure to cover the cost.  No effect. 
 
4 ς The expedition returns with 
treasure equal to a gold coin. 
 
5 ς The expedition returns with bonus 
treasure and items, giving the 
controlling player two gold coins and 50 
points of magic items that may be given 
to their army this turn. 
 
6 ς The expedition returns with bonus 
treasure and items, giving the 
controlling player two gold coins and 
100 points of magic items that may be 
given to their army this turn. 
 

4 ²ƛȊŀǊŘΩǎ ¢ƻǿŜǊ - ! ǿƛȊŀǊŘΩǎ ǘƻǿŜǊ ƛǎ 
worth three battle points and 
generates one gold coin per turn.  In 
ŀŘŘƛǘƛƻƴΣ ŀ ǿƛȊŀǊŘΩǎ ǘƻǿŜǊ ŜƴŀōƭŜǎ ǘƘŜ 
cƻƴǘǊƻƭƭƛƴƎ ǇƭŀȅŜǊΩǎ ǿƛȊŀǊŘǎ ǘƻ ŎƘƻƻǎŜ 
an extra spell than they normally can. 

5 Monastery ς The monastery is worth 
three battle points.  In addition it 

generates one gold coin and D3 
strategem points. 

6 Temple ς Temples are worth three 
battle points and generate one gold 
coin.  Temples allow armies to field an 
additional 200 points. 

7-8 Allied Settlement ς An allied 
settlement is worth three battle points 
and generates one gold coin in tribute 
per turn.  An allied settlement allows an 
army to field one hero or one troop 
choice from their respective army book. 
 
Settlements must be defined upon 
discovering them and their army type 
cannot change.  

9 Dwarven Foundry ς The dwarven 
foundry is worth three battle points 
and generates one gold coin per turn.  
In addition, it provides a bonus to one 
unit in the army, upgrading armor by +1 
or master crafting weapons to allow the 
unit to re-roll any misses. 
 

10 Mine ς A mine extracts valuable metals 
from the earth.  This piece of terrain 
generates D3 gold coins per turn and is 
worth three battle points.  
 

11-12 Fortress ς A fortress is a well fortified 
piece of land that has a castle that must 
be breached.  A fortress is worth four 
battle points, but costs one gold in 
upkeep (the gold it would generate 
goes into the upkeep of the fortress).   
Fortresses DO generate one stratagem 
point. 
 
In addition, the controlling player may 
always choose to offer this piece of 
terrain up, regardless of special abilities 
and regardless of whether or not he 
used it the previous turn (normally a 
player cannot offer the same piece of 
terrain twice in a row) 

 



 

   
 

Scoring  and Length  

The campaign is scored based off of the total 

value of the resources that a player holds in 

addition to any bonus battle points earned in 

battles (noted in the battle scenario).   

In addition, captured heroes are worth a battle 

point, and executed heroes are worth two 

battle points. 

The campaign lasts a total of six turns.  At the 

end of six turns, the player with the highest 

number of battle points wins the campaign. 

Campaign Turn  

The players all get together to collect revenue 

for their sides, roll random events, buy 

upgrades for their armies, and then attack the 

opposition with impunity. 

Resources in the campaign are denoted by the 

gold coin (GC).  This does not represent a single 

gold coin, rather it represents many gold coins, 

ǎƛƭǾŜǊΣ ƎŜƳǎΣ ǘǊŀŘŜ ƎƻƻŘǎΣ ƭƛǾŜǎǘƻŎƪΣ ŜǘŎΧ ǿƛǘƘ 

which empire upkeep is bought with and with 

which soldiers and mercenaries are paid for 

with. 

A campaign turn consists of the following: 

1)  Random Event ς Each player rolls on the 

Random Event chart. 

2)  Collect Taxes ς All players collect taxes from 

their tiles and note the amount on their 

campaign worksheet. 

3)  Pay Upkeep ς All players pay any upkeep 

costs that they have.   

4)  Roll Initiative ς All players roll initiative and 

take the next steps in initiative order. 

5)  Purchase Army Slots and Upgrades 

6)  Declare Attack Actions ς Players fight one 

battle per turn.  The higher initiative that a 

player has, the better the chance of him 

determining who he fights and being the 

aggressor. 

On the round that they attack they must choose 

one of their tiles to put at stake.  Their 

opponent must also put up a tile that is at 

stake. 

Note that a player may never offer up the same 

tile against an opponent more than once before 

having to offer up a differing tile. 

7) End of Turn Spell ς Any wizard lord that 

remains in the capital and does not participate 

in any battles that turn may cast an End of Turn 

Spell, a potentially powerful and devastating 

spell.   

Players must decide whether or not to use their 

wizard lords on the field of battle, or keep them 

in reserve in the capital for the casting of such a 

powerful spell.   

8) Execute or Ransom Heroes ς Any captured 

heroes may be executed or ransomed back to 

the controlling player. 

9) Fight Battles ς Once all players have taken all 

of their turns, battles are fought and a new turn 

begins. 

Before battle begins, players roll a third terrain.  

The winner of the battle may choose either the 

piece of terrain that the losing player offered 

up, OR may choose the new terrain generated 

before battle. 

If the winning player chooses the terrain that 

the losing player offered up, the losing player is 

down one tile and the winning player gains one. 



 

   
 

Roll Random Event 

2D6  Random Event Table  
2 Catastrophic Events Table 
3 What Was the Plan? ς Letters of intent 

were not successfully delivered to your 
commanders.  Attack lanes were left 
open to the enemy inadvertently.  Your 
opponents may choose which tiles you 
must wager in battle this turn, though 
the capital city cannot be chosen as 
normal. 

4 Spoiled Food ς Lose 250 points from 
your armies this turn. 

5 Corruption ς your tax collectors are 
skimming a bit off the top for 
themselves.  Lose D3 gold coins for 
every four tiles that you possess. 

6 Portents of Ill Fortune ς The oracles 
have warned of bad fortune, and your 
armies are slow to move, for fear that 
they will anger the gods.  You suffer a -
2 penalty on initiative this turn. 

7 Weather Table 
8 Trading and Craftsman Table 
9 Explorer Table ς Scouts in your realm 

have found something! 
10 Bumper Harvest! ς Villages in your 

realm produce an extra gold coin on a 
4+ due to a great harvest! 

11 Allies ς allies have flocked to your 
banner this turn.  You may add +250 
points of an allied force to your army 
this turn.  This force must follow the 
rules for allies laid out in the allies 
section of the rules. 

12 Glorious Tidings Table 
 

Weather 

2D6  Weather  
2 Flooding!  - Horrible floods have 

ravaged your realm.  You lose half of 
your revenue stream due to damaged 

crops and needed repairs. 
3-4 Harsh Conditions ς Extreme wind, cold, 

heat, or rain.  This condition applies to 
all players this turn.  All compulsorily 
and charge distances are reduced by 
1D6. 

5 Fog ς All units must roll 2D6 and 
multiply the result by 3.  This is how far 
that they can see for each turn. 

6-10 Normal Weather 
11 Beautiful Weather ς The weather has 

been perfect for production and the 
controlling player gains an additional 
D3 gold coins. 

12 Perfect Conditions ς Villages produce 
an extra gold coin in the realm.  All 
other gold producing tiles produce an 
extra gold coin on a roll of 4+ 

 

Catastrophic Events 

2D6  Catastrophic Event  
2 Plague ς The player who rolled this 

unfortunate result suffers a horrible 
plague.  Unless you are a follower of 
Nurgle, your banners lose 500 points 
and a random tile is completely 
removed. 

3 Rebellion ς Rebel units have ambushed 
your supply centers and cities.  Lose 
half of your gold income this turn and 
300 points of troops which must be 
used to put down the rebellion. 

4-9 Dragon! ς A dragon has taken interest 
in your kingdom.  Roll on the Dragon 
chart to see what it does. 

10 Winds of Magic Flux ς your wizards 
only receive half of the normal power 
dice that they normally would and 
miscast on a double 1 or double 2. 

11 Bad Crops ς Your crops suffer the taint.  
All of your gold is cut in half this turn. 

12 Skaven Tunnel ς A skaven tunnel pops 
up in a random tile, destroying it. 

 



 

   
 

Dragon Table (roll here if you are 

having a really bad day) 

D6  Dragon Result  
1 Destroyed ς The dragon destroys a 

random tile utterly, leaving it in ruin.   
2 Heavily Damaged ς The dragon heavily 

damages a random tile.  On a further 
roll of a 4+, the tile can be salvaged but 
generates no revenue.  On a 1-3 the tile 
is destroyed. 

3 Marauding ς The dragon is wreaking 
havoc on your realm, lighting fields on 
fire, destroying industry, and running 
off your workers.  You lose half of your 
revenue this turn and 500 points of 
your army in fighting the creature off. 

4 Marauding ς The dragon is wreaking 
havoc on your realm, but your army 
was quick in taking care of it.  You lose 
a quarter of your revenue this turn and 
250 points of your army in fighting the 
creature off. 

5 Marauding ς The dragon is wreaking 
havoc on your realm, but your army 
was quick to take care of it before it 
could cause any real harm.  You lose 
250 points of your army in fighting the 
creature off. 

6 Ominous Flyby ς The dragon does a fly 
by of your capital but does not attack. 

 

Trading and Craftsman Table 

D6  Craftsman Result  
1 Shady ς You have been swindled on 

gear.  Roll a D6.  1) Lose 1 gold coin on 
garbage gear.  2) Tired of shoddy 
equipment, a unit deserts.  Lose 250 
points to your army.  3) Poor Breeds.  
¸ƻǳǊ ŎŀǾŀƭǊȅ ƳƻǾŜǎ мέ ǎƭƻǿŜǊ ǘhis turn.  
4)  Faulty Armor ς you must re-roll 
successful armor saves this turn.  5) 
Broken wheels.  Any model with wheels 

must roll at the start of the game.  On 
the roll of a 1-3 they cannot move that 
game.  6) Phony magic ς magic items 
cost double this turn 

2 Skilled Artisan ς Your people are 
amazed at the amazing quality of work 
that the artisan creates, but this does 
nothing for you militarily. 

3 Weapons ς One unit in your army may 
be equipped with Superior Weapons, 
meaning that they may re-roll misses. 

4 Superior Husbandry ς An especially 
talented breeder of animals has 
perfected a group.  One cavalry unit in 
your army may improve its movement 
ōȅ мέ ǘƻ ŀ ƳŀȄ ƻŦ млΦ 

5 Armorer ς A unit in your army may be 
equipped with heavy armor even if they 
normally cannot.  This upgrade is free. 

6 Increased Trade ς A great influx of 
trade boosts the local economy.  You 
may add +300 points to your army this 
turn. 

 

  



 

   
 

Explorers Table 

2D6  Explorers Result  
2 Enemy Agent! ς Your forces catch the 

trail of a double agent!  It is too late, 
however, and all of your secrets have 
been revealed.  The player must reveal 
all of his army rosters and magic items, 
and hidden units before all games this 
turn. 

3 Ancient Ruins ς Your scouts report an 
ancient ruin from long ago.  This is just 
like having a forgotten ruin terrain 
except that you may only roll on the 
chart one time. 

4 Mercenaries!  - Mercenaries have 
joined your cause this turn, adding 250 
points to your army following the rules 
for Mercenaries laid out on further 
pages. 

5 Merchant Caravan ς Your scouts 
encounter a merchant caravan who is 
thankful for the escort (or you slay him, 
whichever you prefer).  You gain D6 
gold coins in reward / loot. 

6 Shortcut! ς You gain +3 to your 
initiative roll 

7 Secret Information ς Your spy network 
is good.  All secret units and magic 
items are revealed to you on the roll of 
a 4+ for each item next turn. 

8 Village ς An overlooked village provides 
250 points of core troops to your army 
this turn. 

9 Fantastic Boon ς A fantastic location 
has been found.  You may immediately 
upgrade a barren tile to a village, or a 
village tile to a town. 

10 Spy Network II ς Your spy network is 
legendary.  You gain +3 initiative and all 
hidden units and magic items must be 
revealed to you this turn. 

11 Hidden Fortress ς Your scouts have 
found a natural watchtower fortress.  
You may upgrade any of your tiles to a 
fortress. 

12 Ancient Arcana ς Your wizards have 
found an ancient and powerful Arcane 
Stone.  All of your wizards generate an 
extra power die so long as it remains in 
your possession.  Mark which model 
has the stone and treat it as a banner.  
It can be lost to the enemy. 

 

Glorious Tidings 

2D6  Glorious Tidings  
2 Hidden Passages ς Your army has 

located hidden passages that give them 
an edge.  Permanently gain +2 to your 
initiative rolls for the duration of the 
campaign.   

3 Extra Settlement ς You may 
immediately  upgrade a village into a 
town. 

4 Treasure Horde ς You may immediately 
double the gold output of your realm 
this turn. 

5 Egg ς An egg has come into your 
possession and has hatched.  You may 
add a monstrous mount to your army 
for free.  The choice must be 
appropriate for your army. 

6 Spy ς You have planted a spy in the 
capital of whomever you wish.  This 
free spy may make an Espionage action 
for free every turn.  Failure indicates 
that he was caught and killed. 

7 Extra Training ς One core unit may add 
+1 WS or +1 BS.  This upgrade is 
permanent. 

8 Walls ς Any town or city may add 
protecting walls around it for free. 

9 Inspiring Leader ς Your general may 
add +1 leadership or extend his 
ƭŜŀŘŜǊǎƘƛǇ ŦǊƻƳ мнέ ǘƻ муέ 

10 Lucky ς You gain one free re-roll per 
battle for the duration of this turn. 

11 New Army ς Your army is reinforced by 
+500 points for the duration of this 
turn. 



 

   
 

12 Army Specific Glorious Tiding 

Army  Details  
Beastmen A massive minotaur emerges from 

the dark wood to join your army.  
This chosen of chaos has the 
following stats:  M6 WS7 BS3 S5 T5 
W5 I6 A6 Ld10 

Bretonnia Will of the Lady ς until the end of 
the turn all Bretonnian units may 
reroll failed Psychology rolls 

Chaos 
Dwarfs 

Slaves discover a rich vein of ore.  
Immediately gain +3 gold coins. 

Dark Elves The dark elves have crafted a 
powerful artifact ς The Forbidden 
Rod ς this rod can be used once 
per turn to cast any spell with 
irresistible force.  The controlling 
caster must make a leadership roll 
every round or take a wound with 
no save of any kind allowed. 

Dwarfs The dwarfs invent a new 
warmachine.  Either add +1 
strength to an existing 
ǿŀǊƳŀŎƘƛƴŜ ƻǊ ŀŘŘ сέ ǘƻ the 
range of any type of warmachine. 

Empire Recruiting yields a permanent 
boost of 250 points to your army 
that lasts the duration of the 
campaign. 

High Elves An elven prince comes of age.  You 
may take an additional elven hero 
in your army (but may not mount 
him on a monster) and he costs 
nothing. 

Chaos 
Warriors 

Boon of the Gods!  As long as the 
army wins its battles this turn, all 
enemy characters taken prisoner 
automatically convert and join the 
ranks of chaos (adding heroes).  
These heroes do not cost gold to 
maintain (but must still be paid for 
in points as normal) 
 

Lizardmen Salamander Spawning ς 
permanently gain one salamander 
pack for free. 

Orcs & A giant of enormous size joins the 

Goblins tribe.  He has an extra point of 
toughness and 3 extra wounds! 

Skaven The skaven may immediately 
plague an enemy tile, destroying 
it.  In addition, this action will wipe 
ƻǳǘ рлл Ǉƻƛƴǘǎ ƻŦ ǘƘŜ ŜƴŜƳȅΩǎ 
troops this turn as they fight the 
sickness.   

Tomb 
Kings 

Ancient Loot ς You may freely 
distribute 200 points of items to 
the army for free.  This lasts the 
duration of the campaign. 

Vampire 
Counts 

An ancient battlefield rich in 
human remains is discovered.  
Immediately gain +250 points of 
permanent troops.  In addition, 
any one unit may upgrade either 
its weapon or armor for free. 

Wood 
Elves 

The Treemen, fearing an enemy 
invasion that could decimate the 
forest, dispatch a powerful friend 
to your army.  This treeman lord 
may be added to your army and 
costs no points (and is in addition 
to anything you buy so you could 
have two in your army if you 
bought one as a normal hero 
choice) 

 

Collect Taxes  

During the tax collection phase, all players at 

the same time add up all of their revenue from 

their tiles (plus or minus anything that needs 

modified from random events). 

Pay Upkeep  

Upkeep is generally a fairly easy thing to 

calculate in the campaign.  All players must pay 

at a minimum two gold coins (2GC) to keep up 

their 2000 point army.  In addition, every lord 

on the roster receives one gold coin (1GC) for 

their upkeep. 



 

   
 

In addition, every fortress in the realm costs 

one gold coin (1GC) for their upkeep.  

Fortresses that cannot be upkept fall into ruins 

and the tile degenerates into what it was before 

it was upgraded.  If the fortress was randomly 

rolled, it degenerates into a village. 

Lords that are not given upkeep cannot be 

fielded that turn. 

Roll Initiative  

After upkeep has been paid, the players all take 

their turn to roll initiative.  This is done by 

rolling 2D6 and adding any modifiers that they 

may have.   

Ties are broken by rolling off between the tied 

parties.   

A list of all players and their initiative should be 

kept, as the remaining turns are taken in this 

order. 

Army Slots and Upgrades  

Your gold is used to build up a force for that 

campaign turn as well as to upgrade any tiles in 

your realm that you wish.  

All players start with the ability to field 2000 

points.   

Capital Cities in your realm allow an army to 

field a combination of two special units and/or 

two hero slots (or one hero and one special, 

two heroes and no specials, two specials and no 

heroes etc) as well as two magic items. 

All players start the campaign with one lord 

choice (which they must pay for in upkeep 

every turn whether or not they use them in 

their games).   This applies for all lords on the 

ǇƭŀȅŜǊǎΩ ǊƻǎǘŜǊǎ όǎƻ at times a player may have 

to cut a lord choice from their roster if they 

cannot afford them as they may gain more in 

the future) 

Characters can be killed or taken hostage (note 

characters taken hostage do not have to have 

upkeep applied to them). 

Players do not have to field their lord choice, 

but are limited to only spending up to 25% of 

their points on lords per the core rules (should 

they acquire more)  After this, players may 

spend gold coins on slots and hero choices as 

well as allied units.  See the chart below: 

Note the cost for allied mercenary units are for 

non-player units.  Player-units are covered in 

the Allied Players section. 

Note:  Allied units cannot make up more than 

25% of your total army points in total. 

Cost Upgrade 
1 GC One hero slot 

One special slot 
One allied troop choice 
+100 points (max 3000) 
One magic item 

2 GC One rare slot 
One allied hero choice 
One allied special choice 

2 GC/200 Army Special Character (2 GC for 
every 200 pts of cost 

  

Cost Realm Upgrade 
2 GC Upgrade barren tile to farmland 
3 GC Upgrade farmland to town 
5 GC Upgrade tile to Fortress 
 

Cost Espionage Attempt  
1 GC Sabotage Attempt 
1 GC Espionage Attempt 



 

   
 

Sabotage & Espionage 

Once per turn you may hire an agent to attempt 

to sabotage an enemy tile or spy.  The 

exception is for skaven or dark elf players, who 

may attempt this twice (but must pay both 

times). 

The agent has a Leadership score of 8.  The 

controlling player states his intent and then 

makes a leadership score.  If it fails, the agent is 

caught and executed.  If it succeeds, the agent 

carries out his plan. 

Espionage ς If successful, the agent reveals 

hidden units and magic items that the 

controlling player brings to the table. 

Sabotage ς If successful, the player states which 

tile he is attempting to sabotage.  The player 

must then roll higher than the battle points 

value of that tile.  If successful, that tile does 

nothing for the controlling player this turn.  If it 

had generated gold, the revenue is lost. 

End of Turn Spell  

Wizard lords (wizards of at least third level) may 

opt not to fight this turn and instead attempt to 

cast a ritual of power which can have 

devastating effects. 

A player who opts a wizard lord character to 

cast this spell may not field the character that 

turn at all as they spend it recovering from the 

exertion of utilizing such power. 

An end of turn spell may be cast for every 

wizard lord that the player has on their roster, 

though the rules for them all apply; if they cast 

an end of turn ritual then they cannot be 

fielded. 

When rolling for the ritual, the wizard rolls 2D6.  

A double 1 indicates a massive miscast.  

Otherwise refer to the below chart for the 

results. 

1D6 Miscast Result  
1 The wizard is slain in a burst of 

explosive energy 
2-3 The wizard loses a wound 

permanently 
4-5 The wizard is in a coma and is out 

of the campaign for this turn and 
next. 

6 The wizard is plagued by a 
disfigurement.  The magical 
energies around him are 
permanently altered.  He will 
miscast on the result of double 1 
or double 2. 

 

  



 

   
 

2D6 End of Turn Spell  
2 Epic Miscast 
3 A lightning storm rips up the 

ŎŀǎǘŜǊΩǎ ŎŀǇƛǘŀƭΦ  [ƻǎŜ нлл Ǉƻƛƴǘǎ ǘƻ 
your armies this turn. 

4 Power drain.  The army only 
generates half of the normal 
power dice they would normally. 

5 Enshrouding mist.   A mist covers 
your lands.   If you lose any battles 
this turn, and your opponent 
chooses to take one of your tiles, 
on the roll of a 4+ you can force 
them to take the random tile 
instead.  

6 Scrying ς you may gaze at any one 
tile from any of your opponents.  
CƻǊ ǘƘŀǘ ǘǳǊƴΣ ǘƘŀǘ ǘƛƭŜΩǎ ōŜƴŜŦƛǘǎ 
are sent to your army instead of 
your opponent. 

7 Flood.  The wizard causes a 
massive deluge which prevents his 
lands from being attacked this 
turn. 

8 Prosper / Curse.  The wizard may 
add a boon or remove D3 gold 
from any realm. 

9 Swarms.  The wizard summons 
swarms to aid the armies.  Players 
may add for free D6 swarm bases 
to their army.  Choose an 
appropriate swarm from either 
your own army list or an allied 
army list if your army has none. 

10 Magic Item ς The wizard has 
crafted a magic item from the 
army list.  You may add it to your 
army for free, note which hero 
carries it. 

11 Wizard Duel.  Choose any wizard 
from one of your opponents and 
roll a D6.  On the roll of a 1 or a 2, 
he permanently loses a wound.  
On a 3 that wizard temp loses a 
level.  On a 4 that wizard temp 
loses two levels.  On a 5 the wizard 
temp loses two levels and miscasts 

on doubles.  On a 6 the wizard 
permanently loses a wound. 

12 Cataclysmic Destruction.  The 
player may choose a tile held by 
an opponent and destroy it.  
Capitals are immune to this spell. 

 

  


