CATHAY SCENARIO BOOKLET

By Grarrazag

Background:

The scouts of warlord clan Fitzy walked hurriedly through the forests near the town of Min-Yu-Ben, a
major town in the trade lines that crossed the nation of Cathay. They were each carrying a sachet full of
rice cakes that they had stolen from the markets to trade once back in the tunnels. The six cloaked
figures crossed a trail. There were guards stationed a hundred paces or so guarding the town borders,
there ornate gold trimmed dragon armor gleaming in the setting sun. “Master Fitzy will-will be very
pleased with-with us! We-we will be back-back in his favor now-now. We have found a great-great store
of foodstuffs for him!” squeaked a little voice happily.

All of a sudden a horn blew, the guards were shouting orders and pointing at the shadowy figures. One
of the figures squeaked in panic and dropped his sachet and fled into the forest, quickly followed by the
rest.

The guards cought up to the place where they last saw the cloaked beings. One of the guards said to the
other in their Cathayan tongue “I could have sworn | saw a tail”, when the other replied “You are just
over-reacting, the cursed animals wouldn't come this far into the country”. The first guard bent over and
picked up the sachet and was looking through it. He found a dozen rice cakes, some shooting stars and
strange rocks that glowed green in the fading light. “Bad omen” said the second guard pointing at the
rocks, “We should report this to Commander Ming”.

Overview:
The defending player has had reason to suspect a raiding force will attack the town to steal food, slaves
and anything they fancy, word has been sent for reinforcements to the other nearby settlements.

Armies:

The defending player chooses a legal army from any warhammer armies books or other lists up to a
maximum of eight hundred points, except he or she may only have 1 cavalry unit, and 1 artillery piece,
and no rare choices. He also gets two hundred points of troops in reserve, these may be only core units
(No characters, special, or rare)

The attacking player can chooses a legal army from any warhammer armies books or other lists, up to a
maximum of one thousand points, except he or she may have no artillery pieces and no rare choices.

Battlefield:
The table should be at least 4ftX4ft, make a 2.5ftX2.5ft square in the centre, this square should have at
least 6 buildings in it. Placed as if it was an actual town. Place a food counter in each building



Deployment:

The defending player deploys first. His army goes in the square in the centre.

The attacking player deploys next, his army should be at least 10" away from the square in the centre at
the start of the game.

Both players alternate deployment until all units are deployed.

Who goes first?
The defending player gets the first turn.

Special Rules:

Food counters:

Each food counter represents what the villagers have stored in food, wether it is livestock, grains, rice,
or sake. The attacker may only take the food counter if the unit comes into contact with the building the
counter is in, as if the unit goes into the building. If there is an enemy unit in the building with the
counter, the attacker must first break the defending unit, then they may take the food counter. Once
the food counter is taken, it may be lost if the unit fails a Panic test, if it gets wiped out completely, or if
it flees same as taking back a stolen banner. A recaptured food counter stays with the unit that captured
it, therefore it is possible for a food counter to be stolen, then recaptured several times. A unit with a
stolen food counter may voluntarily leave the table-edge if it chooses to, but units that leave cannot
come back.

Reserves:

The defending player has called for help, but the closest villages are a few hours away. Every turn
beyond the first, the defending player must roll a D6, turn 2 he must get 6+, turn 3 5+, turn 4 5+. Turn 5
and 6 he passes automatically. Once the roll is passed, the defending player may place the units in
reserve anywhere he wants on the table edge, the units may march the turn they enter but not charge.
After this they move as though they were on the table te whole time.

Length of game:
The game last six turns.

Victory conditions:

The attacker wins if he made away with 4 out of 6 food counters (le: left the table with the food
counter).

The defender wins if he prevented the attacker from getting 4 or more food counters, as he has stalled
long enough for more help to arrive.



The Temples of Eternal Balance
by Groznit

Background

The Temples of Eternal Balance have stood facing each other over a peaceful reflective pool for
centuries. The two temples were built to meditate on balance within life. One is staffed completely with
monks, while the other is staffed with nuns. Pilgrims would come and meditate at once site, and then
another. Some would not visit either, but sit along the lakes of the pool between the two and meditate
on the Yin and Yang found in life.

This balance is threatened to be disturbed by marauding armies that have broken through into the
heartlands of the Empire of Cathay. Driven by rumors of treasures stored within the sacred walls, raiding
parties have been dispatched to loot the temples. Defenders have scrambled to defend the Temples from
desecration. These raiding parties have bumped into each other and called for reinforcements. Upon the
peaceful dawn of the next morning, two armies stand across from each other in a bid to control the
ancient temples. Ironically, raiding parties of each side have gained control of one of the Temples of
Eternal Balance. The coming bloodshed will determine who hold them both at sunset.

Scenery

The exact middle of the table should have a body
ways of the table, not towards the deployment zones) should be two buildings. They should be the same

size and counted as a standard building. These buildings cannot be set on fire as both sides wants to loot

or save the treasures within. They cannot be destroyed, either.

The rest of the table should have one piece of terrain in each corner that is then scattered with artillery
di ce. I f it would go off the table, it stops at
piece of terrain. This terrain can be determined with any method by the players.

Armies

Each side starts with the same number of points in each army and in accordance with their army rule
books. Each side must nominate one unit to be their advance party. This unit cannot be a war machine,
but can include a character that is not the general or the BSB. Lone characters or characters on a mount
(dragon or chariot) cannot be the advance party. Monsters cannot be the advance party (hydras,
stegadons, giants, etc).



Deployment

Both armies depl oy i @edgeinhsanddrafasidon. Th2 dnly dxdeppianisthéh e t a b |
advance party. This unit must be placed first. The advance unit starts the game in one of the Temples.

The first person to place on the table picks one that he wants and places his advance party in that

temple. The other player must put his advance party in the other temple. Advance parties can be

cavalry, but they cannot be placed within the Temples. They must start off in base contact with the

building. If you place a unit of infantry in the unit, you cannot place a character with a mount in the

advance party.

Turns
The game goes for the standard 6 turns.
Victory

Points are gained in the normal fashion, but no points are gained for table quarters. Instead, each

Temple of Eternal Balance is worth 350 pts to a unit in control of it at the end of the last turn. If a unit is

inside a Temple at the end of the game, it is considered controlling it. If there is no unit inside the

Temple, you can still control it if you have a unit with at least US5 within6” of t he bui |l di ng.
have a unit that is US5 or higher within 67 of th
army that is all cavalry can still control the buildings if they are unoccupied.

Special Rules
Combat in Buildings:

When combat happens within a building, US10 worth of units on each side gets to fight in the combat.
The building is considered a defended obstacle and all bonuses for charging are lost, including who gets
to strike first. Ranks and banners (including BSBs and magic banners) do not count towards CR. Only
casualties do. If a unit loses combat and breaks, it runs standard flee distance. The winning unit then
moves in to take the building. It cannot pursue the fleeing unit. It does win any banners that are held by
the defending unit.

Shooting from Temple:
The open air nature of the building allows an entire unit to fire missile weapons from the building

Fanatics from a building:

If a unit of night goblins has fanatics inside the building, they are able to push the crazed lunatic out of

the building 2d6 whenever an enemy unit comes wit
release their fanatics when this happens. Any fanatics are considered released from the edge of the

building and are not killed by terrain as soon as they are released.



Cathayan Rainbow Bridges, and Bridge Battle Rules for Warhammer.
By Sir Cai Leonas

Historical Reference: Ancient China was renowned for their beautiful wooden arched bridges,
masterpieces of art as well as practical engineering, they were vital to the infrastructure of this nation of
so many rivers and gorges. Because there were so many places where people needed to cross, building
permanent bridges of stone would have been hideously expensive, and not always necessary ...
Therefore semi permanent wooden bridges were used, and evolved into an art form entirely unto its
own.

Image

Section of the 12 century Song Dynasty scroll: Along the River During Qingming Festival,by Zhang
Zeduan.

http://en.wikipedia.org/wiki/Qingming Scroll

Fluff:

In the 345th year of the rule of the Quai Dynasty, in the time of the ascent of the Flaming Serpent, A
great host from the Chau, then still a lawless kingdom in the mountains beyond the Emperor’s wise rule,
was gathered and they set themselves to do great ruin and plunder the riches of Huna, then seat of the
Prefecture... alas, that the city stands no more.

Twas ill fortune that the time of the Chau attack, the Great Magistrate of Huna lay upon his deathbed,
and was unable to rise to meet this threat. But twas with great fortune that in his final decree, he passed
the rule to his young nephew Tai Cain. A man many did not know, and certainly the man they had not
expected to be trusted with the Rule. Twas not more than a few hours since the issue of the decree that
Tai Cain came before the Court of Huna in his war gear and resolved to see the Chau stopped, speaking
the words “Only a fool sits idle and chatters on like an old woman while his enemy strikes, | serve the
Emperor first, and no man is above that duty, especially those that would serve in this hall!”

Thus he gathered to him what forces he could in the City and, with great speed, set to those bridges that
span the chasms carved into the mountains by the mouth waters of the great Huran River. Tai Cain’s
rapid advance did not go unnoticed, and soon the Chau were moving with speed to the bridges also, and
the Battle over the Falls of Kwai was set. The majestic falls, and swirling mists within an emerald
enclosure of the mountains of Huna set a stark contrast in beauty to the battle that would be fought over
the most iconic Bridges... the Rainbow Bridges of Kwai, as often the mists would cast their rainbows upon
them when the sun’s light broke the mountain shroud of clouds.


http://en.wikipedia.org/wiki/Qingming_Scroll

The battle was fierce and desperate, as simple Prefecture Soldiers held as best they could against the
Chau onslaught, while trying to tear down the very bridges upon which they fought. Tai Cain ever at the
fore, and upon the last bridge personally held back the enemy forces till the bridge was cast down. Twas
said that even as the bridge disintegrated around him Tai Cain was locked in a mortal combat with the
Chau War-Khan Horan and that they fought even as they fell into the mists below, and was lost forever.
The Chau were thus stopped, and withdrew in defeat back into the mountains, for there was no other
way for them to go.

In the following year, the Emperor upon hearing the tale of the battle, issued forth an imperial edict, that
all great bridges upon the frontiers of the Empire were to be made of wood in the fashion of the Rainbow
Bridge, and that Tai Cain’s likeness was to be placed upon each Rainbow Bridge looking out to the foes of
the empire in honor of his courage, and as a warning to those who would seek to invade. To this day, the

edict stands.

-From the official Chronicle of the Quai Dynasty, “Age of the Rising Serpents”, as written for the Emperor
Sun Hu Chi

The Cathayan Rainbow Bridge:

Thearchshal | gl ide over the waters, as the |light betw
hYarfveis R h: st 'sEHLId b -l ¢ 'ofnai el eRd - M [F 1" s, [n%e, NI by s imp
web it shall be built anew at the change of theseason,and capture the eye for its

Standard sized Cathayan Rainbow Bridge is approx 7 inches wide, and 12 inches long, Smaller Bridges
tend to be 4 inches wide, by 7 inches long, and larger bridges 10 inches wide by 17 inches long. Small
Bridges are suited for skirmish and small games, while Larger are for epic battles. Standard Bridges are
recommended for 1,000 pt - 2,0000 pt battles.

Standard Bridge
WS: 2*

T:5

W: 10

Large Bridge
WS: 2*

T:6

W: 15

Small Bridge
WS: 2*
T:4



W:5

* This is meant to represent the hardship attacking forces will have trying to strike at vital parts of the
bridge to inflict damage, and not in any way reflect the fact that the bridge may be fighting back
somehow.

Once the Bridge reaches 0 wounds, it is considered to have sustained critical structural damage, and will
immediately collapse. Any models upon the bridge are removed as casualties, and any partial units left
must immediately take a break test as if they had lost a combat.

Bridge Special Rules:

Structure:
The powerful tactics and skills used to rush headlong into battle against other men are not exactly the
tactics and skills needed to bring down a solid b

A unit that elects to attack the bridge cannot fight in normal combat until the next turn, therefore, if a
unit is charged after declaring that it is attacking the bridge, it cannot retaliate. The Bridge attacking unit
otherwise retains all other unit modifiers (Banners, Ranks, etc) for the purposes of Combat Resolution, if
defeated, it will also flee normally.

Any model in base to base contact with the bridge, or upon the bridge may make attacks upon the
bridge, normal rank and formation rules for who can and cannot fight do not apply.

A Bridge cannot be charged.

Because the bridge is an inanimate object, the attacking unit cannot be lose a combat to the bridge.

Fragile:

While mostly sturdy and able to handle the day to day work needs of the common folk, the Cathayin

Rainbow Bridges are not meant to handle the stress of battle.

Each Units that fights upon the Bridge will inflict 1d3 automatic hits upon the bridge with a strength of 2

+ their Unit Strength. Large Targets and Machines will inflict 1d6 hits. If the unit is charging, add an

additional +2 to the strength of the hit. These hits willbe applied dur i ng a unit‘®s attaclk

roll to see if you‘ve wounded the enemy, you shou

Independent Characters (unless the Large Target Rule applies to them) and units with the Skirmish
Special Rule, will not inflict any damage by fighting on the bridge.

High Arch:



Graceful and elegant, the Cathayan Rainbow Bridges soar above the waters or ravines they span.

Any unit upon the Bridge is treated as occupying High Ground, and the bridge will block Line of Sight.

Demolition: Seeing your foes plummet to their deaths brings the exhalation of victory, while watching

your own men fall to their doom brings despair ...

All casualties inflicted from a bridge collapse are counted towards Victory Points, and count double if the
collapse was caused by a deliberate attack upon the bridge.

Bridge Battle Scenario:

There are many possibilities to use a Cathayan Rainbow Bridge, from a straight up battle with several
bridges to fight over, to more complex objective based battles. From the standpoint of game play,
having this kind of intractable terrain brings to life a new set of possibilities.

“Battle of the Kwali Bridge”

Overview:
An attacking force must try and move as many troops over the bridge before the defending force can
destroy it.

Armies:

1,250 pts* Defender Vs 2,000 pts Attacker with a standard Bridge upon the table.

*The Defender must select a standard 1,000pt Army, and then add a single Lord character of up to 250
pts. This Lord Character is automaticallythe Ar my ' s Gener al

Objectives:
The Attacker must try to move more then half their force (50% of total army points) over the bridge,
before it is destroyed.

The Defender must try and destroy the bridge before too many enemy units are able to cross it.

When times get tough...
By Mogsam

Scenario: When times get tough...

Due to the severe food shortages experienced by the campaigning army moral and obedience has started
to dwindle. As the leadership starts to crumble the soldiers have begun to wander further and further
away from camp in search of food and amusement. This scenario represents a detachment of an army
hearing rumours of the large Cathayan Panda and their decision to kill it for food. However the panda is



not that easy to kill and the ignorance of the invaders may lead to their downfall!
Armies:
The attacker may choose up to 200 points of core troop choices. No more than 40 points may be spent

on missile troops. These represent the starving troops who have crept off to hunt their quarry.

The defender receives a single Cathayan Panda.

Battlefield:
The game should be played on around 24" square ta
small er table. The “middle” of the board is anywh

as possible should be used on the map. Specifically around the centre.

Deployment:
The attacker may place his troops anywhere within
This represents the attackers creeping around their prey for an ambush.

The defender must placehi s panda within 4”7 of the middle of thi
attack and is happily eating some Bamboo or being confused about reproductive methodology.

Who Goes First?: The attackers go first.

Length of the Game: The game lasts until either side is dead or the attacker has fled.

Special Rules:
Cathayan Panda:

The Cathayan Panda is a creature of legend, many erstwhile travelers and merchants have been regaled
with tails of it's monochromatic glory since they first arrived in the orient. It is a large beast much like
the common Kislev bear, however that is where the similarities end. The pandas of the east are
unpredictable in their temperament, whilst mostly docile when their territory is invaded they become
ferocious!

Cathayan Panda:
MWSBSSTWIALD Save
54044423106+

Special Rules: Unbreakable. Fear. Fire!

Fire:

Pandas are native to Cathay and like many creatures in the land they have control over the elements.
Pandas are specifically known for their natural abilities at pyromania and their eternal hatred of trees.
Once per turn the panda has a bound spell Fireball at power level 4. The panda may choose to aim the



fireball at a single forest. Any model inside the forest suffers D3 strength 3 hits. This is the only way to
direct the attack at more than a single figure.

G{ KKZ F2NJ{A3IYFINE &l 1S YIFINI> A0YUad RIYy3aASNRdzaHE
The attackers are attempting to get as close to the Panda as possible, if they move at their regular speed

they do not bring any undue attention to themselves, however if they march the sharp hearing of the

panda will reveal them and the 'Nom, nom, nom' rule no longer applies.

'Nom, nhom, nom.":

The panda begins the first turn eating Bamboo as pandas quite often do. The panda takes an initiative
test at the beginning of each turn to become active. This is negated should the attacker fire a missile
weapon, fail a stupidity test, charge/fail to charge or march. If the initiative test is passed the panda can
move as normal as it is aware of it's attackers.

Army specific rules:
Any unit with an initiative of 1 will automatically alert the panda. It's hard not to notice a zombies
moaning.

The Withering
By Taren Foeburna

The horrific diseases unleashed by Nurgle’s followers amongst the armies of the Anointed devastated the
people and armies of Cathay at the beginning of the war. If rumors are to be believed, they were also
responsible for the famine that brought the great nation to the brink of collapse before a blow was even
struck. At times the contagions mixed and mutated, spawning horrors undreamt by even the most insane
sorcerers of the Plaguefather. The Battle of Sua Am was one such example. Cathayan militia clashed with
invading greenskins and an advance force of ogres, only for all sides to be assailed by corrupted
vegetation. Many plants had grown claws, thorns the size of spears, or even gaping mouths with which
they swallowed screaming combatants. In a few hours they had rotted away into a foul-smelling sludge,
leaving behind a village in ruins and a few terrified survivors.

This game represents two armies locked in combat discovering too late that nearby plants, far from

being destroyed by the blight, have been mutated
Both sides bring armies to an agreed points total, and deploy according to the normal rules. The board

should have at least two forests or crop fields on it during terrain placement.

Special Rule:
Explosive growth:

At the end of turn one, roll a D6. The resulting number is the amount of new forest terrain pieces to
place on the board. Take it in turns to put them anywhere you like on the field, providing it is not on top
of another terrain feature. Note that they may be placed on a unit, in which case simply lift the models
up and slide it under. From now on, any unit moving into a forest, crop field, or other vegetation-based



terrain feature will take D6 S4 hits as snaking vines and toothy maws take their toll on the warriors (this
al so applies to units that have a forest grow up

The Withering:
At the end of Turn 2 and all subsequent turns, roll a D6 for each vegetation-based terrain feature. On a
6, it rots away into dust and sludge. Remove it from the table.

Victory Conditions:

The game lasts for 6 turns, at the end of which count up Victory Points as normal. Troops slain by the
terrain grant points to the other side, just as if they died fleeing into impassable terrain.

Ame-no-nuboko

By Denz von Bergkamp

A storm churns in the sky. Lightning lacerates the sky like a spear. The thunder haunts the meeting
armies like the laughter of maddened Gods. At each tip of each lightning bolt, a drip of brine lands upon
Cathay. Izanami and Izanagi have returned, wielding the Spear of Heaven, Ame-no-nuboko. Where each
drop of salt water lands the earth rent asunder, a cleft thundering upward to meet the Gods at dizzying
speeds.

Armies Points: as agreed.

Battlefield: Battlefield is set up as per the Pitched Battle Scenario

Deployment: As per the Pitched Battle Scenario

Who Goes First?
Each player rolls d6. The player who finished setting up first adds +1. The winner may choose to go first
or second.

Length of Game: 6 turns

Special Rules
Ame-no-nuboko:

At the start of each player's turn, roll a d6. On a 6, Ame-no-nuboko spashes brine upon the battlefield.
The player may place the small blast template wherever they want on the board. Roll the scatter dice
and double the number. Misfires count as a direct hit. If a unit is touched by the brine, it takes 2d6+2 S2
hits with no armor saves. If the center hole of the template lands on a unit, it takes 2d6+2 S3 hits with
no armor saves instead.



Silent death
By Demonslayer

Neggi climbed through the small window. Stupid humans, he thought. The whole tower was made of
solid rock, yet the floor where their boss lived had windows. The tiny gnoblar giggled. Aside from
climbing a stone tower, slippery from the rain, this might actually be easy.

The assassin jumped down to the floor and waited, listening. When he was sure there were no guards
around, he started walking towards a massive wooden door which, fortunately, wasn’t locked. He first
peeked through the keyhole, then opened the door a few inches and looked into the hallway beyond.
Only one guard by the door, and the fool had turned his back on him. The rest of the hall was deserted.
Neggi quickly grabbed a metal wire that glistened in the torchlight, jumped up and strangled the guard.
Even though the gnoblar was much smaller, he had the element of surprise. The wire dug deep into the
guard’s flesh, and he died with a soft gurgle.

The assassin dragged his victim into the room he had come out of, hiding him under a bed. Then he
proceeded. Two guards were lazily patrolling the next hall. Neggi waited behind the door for the two
guards to pass, and waited until they had moved a few paces. Then he took out his blowpipe and shot a
traquilizer dart at the guard in front.

The guard grabbed his neck where the dart had hit, and seconds later he fell to the ground. His colleague
quickly rushed to him and knelt down. The diversion would only last a few seconds, but that was more
than Neggi needed to jump on the guard’s back and slit his throat.

Neggi continued his way, checking the map he had received from his client to find the quickest route to
his target. But when he arrived at the paper-walled dining room, there were a whole bunch of guards
watching the door. Fortunately they hadn’t seen him. Neggi wouldn’t survive a fight with that many
guards. Annoyed, Neggi grabbed a pebble and threw it past the guards. The guards were alarmed for a
second, long enough for the nimble assassin to come out of his hiding place and round a corner of the
paper dining room. No more subtlety, the gnoblar thought.

He quickly located the enemies’ leader. His silhouette was clearly visible on the paper wall. Fool! Neggi
thought. They were making his job easy.

The gnoblar reached in his pants and took out an explosive. He put it next to the silhouette and lighted
the fuse.

When the bomb went off, Neggi had already returned back around the paper walls. The guards quickly
ran in the dining room. As Neggi passed, he quickly glanced through the open door. The traditional paper
walls were torn to shreds where the leader had sat. The leader himself lied still on the wooden floor, eyes
wide open and bathing in his own blood. He could see from the guard'’s reaction that the hit was a



success.

Neggi quickly ran to his exit point. Someone had probably found the bodies of the dead guards by now,
but Neggi intended to escape via another window.

When he got to the room, Neggi grinned. It was open. Escaping it would not be a problem. But then he
felt a sudden pain in his chest, and with a gurgle, he fell to the ground.

A dark elf stood behind him, and as Neggi took his final breath, it whispered. “Too bad you got to my
target before | did. But at least now your services are off the market, and instead, demand for mine will
increase.”

With that, the black-robed elf ran towards the window and disappeared.

Intro

Assassination is an effective method of dealing with an opponent, and the art was first practiced by

agents from Nippon and, later, Cathay. These ninja are the terror of many political and military leaders,

and as a result they are extremely paranoid, keeping protection around them even in their own

strongholds. In this scenario, one or more rival assassins attempt to take out an enemy politician in

order to weaken the enemies’ control over the reg
easily as their targets..

This scenario is intended for 2-4 players, although it could be played alone. It uses the warhammer
skirmish/Mordheim rules in addition to several new special rules.

Forces

Assassins: One model from the core choice/henchman section. The model may not use blackpowder
weapons, may only wear light or no armor, may not wear a shield, and may not carry a two-handed
weapon (except ranged weapons). A champion upgrade may be taken, and additional equipment may
be purchased as normal. You may spend a total of 15 points on the model. No model may be mounted.
Guards:

- One politician with basic human stats (M4, A and W 1, Ld7 and the rest 3). The model is unarmed.

- Five guards per assassin with the same stats as the politician, but with WS 4. Guards have hand
weapons and heavy armor.

Set-up

The game is pl ayed owallséoregrédsént alogr ofa tbier, With tallweys Set u
about 4”7 wide. Don’t forget to put in some door s!
Leave' a 4" by 4" roomdsopen “r.n thes centier. This is
The four corners represent stairwells, throughwh i ¢ch t he politician could fl e

killed in time.



The assassins begin the game in the center of a table edge, coming in through a window after climbing
the tower.

The guards are deployed one by one. Each player deploys one guard in turn, but he must place one
guard in the dining room. No guard may be placed where they can see an assassin.

Duration
The game ends when the politician has fled/died and all assassins have escaped/died.

Victory conditions

Award victory points for the following;

- killing the politician: add 30 points

- killing a rival assassin: add 10 points

- getting caught by a guard: subtract 20 points
Whoever scores highest at the end of the game wins.

Special rules
Guard movement:

After all assassins have moved, move each guard 4” straight forward (
bump into a wall; determine the new direction with the scatter die).

No peripheral sight; Guards and the politician do not have a 360 degrees line of sight (assassins do!).

Instead they have the same line of sight as regular units. If a guard or politician ever sees an assassin,

then the assassin is “caught”. The guard charges
warning, and the assassin loses 20 VP.

Walls:

Not all walls are made out of stone (though the outer walls should be!). Decide beforehand which are

made out of stone, and which are made out of wood. The walls of the dining room are paper. If a

wooden wall catches fire, then any model passing through a hall section beside it will take an automatic

S3 hit. However, due to smoke vision is obscured. The hall section next to a burning wooden wall blocks

line of sight (though models can move through it normally).

Paper walls burn quicker and are instantly destroyed by fire. Models can attack through a paper wall,
though they takea-1 penal ty on their roll to hit. Finally p
movement.

Trained:
The assassins operate alone, and the guards call this level of the tower home. No model ever needs to

make an all alone test. Assassins may always run.

Stealth tricks:



Each assassin has several tricks up his sleeve. These tricks may be performed at the start of the
assassin’s turn, before movement. As tahesassin doi
following tricks can be performed.

1. Backstab: the only trick performed after movement, but it must still be declared beforehand. The

assassin may only move 4". I f he finishes his tur
caught, then that model is killed instantly, with no save allowed (assume the assassin strangled the

victim, or stabbed him with a poisonous dagger, or simply broke his neck).

2. Tranquilizerdartt Range of 8" . I f it hits, theeVilktwakeésupn
eventually (with a terrible headache), but by then the assassins will have left the building.
3.Throwstone:Not meant to be used offensively. A smal/l [

can hear the pebble fall (see below) will immediately run to the location where the pebble fell, and will
not pay attention to anything they see that turn.
4. Bomb: One use only. The entire castle will be alarmed, and the politician will start fleeing (see below).

It instantly destroys a wooden or paper wal | , and deals 1d3 S4 hits to ¢
placed at the start of the turn, and detonates at the end of the movement phase.

5.Fire:eThis sets fire to a wall. Assassins aren’t hur
wall s can’t be set on fire.

Hearing; Sounds

Soundr e a ¢ hhough6d sound can penetrate walls of any kind. The only exception is the bomb; this

device is heard across the tower. Sounds occur when a pebble is thrown, when a guard spots fire or an
assassinnorwhen a guard is taken out of action (unless |
dart). If the politician hears a sound then he flees. If a guard hears a sound then he moves to the source

of the sound and has 360 degree line of sight.

Flight:

Once an assassin has been killed, has entered the dining room, is caught by the politician or detonates a
bomb, the politician will flee towards the nearest stairwell, followed by the guards in the dining room.
The politician and his guards run the full movement distance (8"). They will not run through fire unless
they have no other choice.

Escape:

To escape, an assassin needs to leave through a window. Assassins may not attempt to escape before
the politician is either dead, or has fled. Assassins must escape through a different window than the one
they entered through.



Opium Grab: a scenario for Warhammer Fantasy
By Beithir Seun

For centuries Cathay has operated a booming, albeit illegal, trade in the import and export of drugs but
one in particular is hugely popular: opium. While the Dragon Emperor has declared such businesses
illegal, his captains and commanders are unable to police all of the vast and lawless provinces of the
Empire and so the opiate trade flourishes and thrives. Every so often, however, a dealer is caught
unaware by a Cathayan patrol. Even more occasionally, an Indish raiding party or Orc clan will stumble
across an opiate works and attempt to claim the valuable narcotics for themselves....

The Scenario

This scenario is played between two players. One player takes the part of the opiate workers; an ill-
disciplined but numerous force of men, women and children guarded by a small force of professional
soldiers tasked with protecting the opiate works and keeping the workers in check by a local warlord.

The other player takes the part of the opposing force; this might be a Cathayan patrol or a raiding party
who have stumbled across the works by pure coincidence and take the moment of opportunity to seize
a rich prize...

Game Length
The game lasts six turns, or until one player concedes.

The Battlefield

The field of battle is dominated by the opiate works themselves. As such, the battlefield should contain
a central building complex made up of between 2 and 4 buildings, surrounded by 1-4 individual
outbuildings. Vegetation is limited to the poppy fields surrounding the works and long grass.

The Forces
This game is suitable for armies up to 1500pts.

Defenders
The majority of the opiate workers forde i s made
machinery and work in the poppy fields. These use the rules for Settlers as found in the Animosity 4

Campaign Booklet.

Unlike in the A4 Campaign Booklet, Settlers do count towards the minimum Core selections for the
army. In addition, Settler units are the only Core unit available to the opiate workers force; no other
Core units may be taken. Heroes, Special units and Rare units, however, may be chosen as normal from
whichever army book the player chooses; these represent the professional soldiers guarding the works.
In addition, the opiate workers force may not take any war machines of any description.



Attackers

The attackers’ forces can be chosen from whicheve
attacking force cannot contain any Rare units. In addition, the attackers' force must contain at least two

Core units for every Special unit. For example, if the army has 2 Special units it must also contain a

mi ni mum of 4 Core units. This represenmniayt he f act
force but rather a patrol or raiding army expecting little resistance. In addition, the attackers' force may

not take any war machines of any description.

Victory Conditions

The central building complex represents the objective for this scenario; it is the location the opiate

workers are trying to protect and it is the opiates inside the complex that the attackers are trying to

seize. The complex follows the rules for Special Features as described in the Warhammer Rulebook in

terms of controlling the feature. In addition, it acts as an Ancient Idol for the opiate workers force (but

not the attackers’) as the workers defend their |

Whichever side controls the building complex at the end of six turns wins the game; either the opiate
workers have succeeded in repulsing the attackers, or the attackers slaughter the workers and claim the
opiates for themselves.

In the rare case that neither side controls the complex at the end of six turns, Victory Points are
calculated as normal except that the nearest US5 non-fleeing unit to the complex grants its side an
additional 200VPs bonus.

Barbaric Assault Conan is Coming!
By T12

The Barbarians of the North come every year, be it winter, autumn, summer, or spring, they come.
Destructive in their behavior, relentless in their manner, unending in their numbers, they come. All that
stands between the Empire of the Celestial Dragon and these fiends is the Great Bastion, the wall that
stretches across the northernmost reaches of the Empire. These ferocious enemies must break through
this magnificent display of engineering before they can reach the soft and fertile heartlands of the
Empire, but before they reach that they must pass the Cathayan scouts, who do their best to either fend
off the attackers, or should their numbers prove too great, call reinforcements from the Great Bastion.

Armies
Both the Attacker and the Defender should choose armies of equal point size, though 1,000 to 1,500
works best.

Best attacking armies:
Daemons of Chaos, Beastmen, Warriors of Chaos, Dark Elves, Chaos Dwarfs, Orcs and Goblins.
Best defending armies:



Bretonnia, Empire, High Elves, Lizardmen, Ogre Kingdoms.

Table
The terrain for this game should consist of sparse woods and hills, with possibly some water features,
and maybe a watchtower or two on one side of the board.

Deployment

Deployment zones are chosen in the same manner as those for a Pitched Battle. The Attacker deploys
his entire army (except for Scouts etc.). Then, the Defender divides their army up into two equally sized
portions (or as close as possible). Roll a dice to determine which portion is deployed; On a 1-3 the first
portion is deployed, on a 4-6 the second portion is deployed.

Who goes first?
The Attacker always goes first.

Game Length
The game lasts 6 turns.

Victory Conditions
If the attack succeeds in destroy the Defending army or in getting more than half of his points in the
Defender’s deployment zone, he has won. Any other

Special Rules
Every turn, roll a die and add the number of turns that have passed. A result of a 5 or more means that

the other portion of the Defending army has been activated, and will come on as if returning from a
pursuit off the Defender's long table edge that turn.

As well, the Defender may take an additional hero who must be mounted (if possible) and may not take
any magic items, Vampire Count's powers, Wood EIf Kindreds, or anything similar. This Hero may be
sent off the Def en ébkowingsurnthesecend Halfwlil come oe a ifjreturning h e
from a pursuit off the Defender's long table edge, as will the hero.

TKS 5N} 3I2yQa ¢SSiOK
By Al Muktar

The coasts of Cathay and Nippon feature many chains of small islands. To the north of the great island of
Shikkutu lies an island chain known as the Dragon. Nearby is a reef known as the Dragon’s Teeth. The
reef lies along shipping lanes and in rough weather many a merchant or man o’ war has broken upon its
rocks. Just last night a storm wrecked a fat merchantman, if your crew hurries they may be able to save
the survivors. Or salvage the cargo...



Terrain

A coastal sea, the beach is not visible but a diagonal line of 6 to 8 boulders should be strewn across the
center of the board between 2 opposite corners to represent the reef. The boulders should be set up 9
to 24 inches from the table edges and from 3 to 12 inches apart. There must be several gaps for small
ships to sail through but also clumps of boulders to trap the unwary. (Ships need a 10-12 inch gap.)

Set-up

1. Place D3+2 wreckage counters among the boulders. These counters must be placed at least 8 inches

from a table edge and 6 inches from each other. No counter may be placed more than 6 inches from the

closest boulder.

2. Roll a d6 to determine which player sets up first. A player must deploy his ship in the center of

whi chever table edge he chooses with the bow faci
other boats the player may own must be placed within 12 inches of the ship and not farther than 8

inches from the table edge. His opponent must place his ship and boats along the opposite table edge

with the ship placed in the center.

3. Once both players have placed all their models, determine the direction of the prevailing wind.

Special Rules
1. The wrack and ruin. Each wreckage counter may be inspected by a boat or ship ending its movement

adjacent to the counter (touching). At the end of the movement phase roll a D6, on a 1 or 2 the counter

represents 1D3 cargo, on a roll of 3-4 there is just wreckage and on a roll of 5 or 6 there are still 1D3

crew clinging to the wreckage.

2. Salvage. A ship or boat may take the cargo or crew on board on its next turn provided there is room.

Remember that the ship/boat must move its minimum distance unless it is anchored. A boat/ship

traveling at a speed of greater than 6 inches may not load crew or cargo.

3. ‘“ware the Reef! A ship that finds itself withi
see if it has run aground. A ship that is touching a boulder must roll for collision damage and has run

aground!

4. The Honorable Beast of One Thousand Deaths. The sea monster known as the Beast of One Thousand

Deaths has made the reef his home. At the start of the second turn and for every player turn thereafter,

each player must roll a D6. On the roll of a 1 or
The Beast is drawn to loud noises and the sounds of distressed creatures. If on the previous player turn
oneormorehandguns or pistols were fired or ship
1 from the roll to see if the Beast rises. If a cannon was fired or a ship/boat has run aground subtract 2

S cre

from the roll. All of these possible occurrences are cumulative, thus shooting pistols at crew in the water

will cause a modifier of —2.

5. Feeding Time. The Beast’'s tentacles wil/ rise
number of tentacles has been determined the players take turns placing them within 8 inches of the

center of the table. The player whose turn it is places the first tentacle. No tentacle may be placed more

than 6 inches from another. Once all tentacles have been placed they will move up to their full move

toward the nearest source of food. If there is a choice between targets the tentacles will take a single

model first, a rowboat second and a ship third. Add a monster turn after the player turn of the player



who moved second. Once tentacles have appeared they will continue to appear until 6 have surfaced.
Once 6 are in play no other tentacles need to be rolled for until all 6 have been destroyed or dragged

prey beneath the waves, in which case the process

6. Reach. A tentacle may attack a target adjacent to it or within 3 inches of its base.

7. All Wrapped Up. If both tentacle attacks hit a warrior (man or ogre) the model is entangled in the coils
and will be dragged beneath the sea. At the end of the next combat turn the model is removed from the
table and counts as a casualty. Entangled warriors may only make one attack with a dagger while
entangled regardless of the number of attacks on their profile. Animals or warriors that do not suffer
penalties for fighting unarmed may only make a single attack as well.

8. Lopped Off/Burp. A tentacle that has been reduced to 0 wounds does not roll for injury it counts as
lopped off and disappears beneath the waves. Likewise a tentacle that has captured food will not return
to the surface until all tentacles have been lopped off or delivered food.

The Beast of One Thousand Deaths

Profile Tentacle

MWSBSSTWIAL
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Special: All Wrapped Up, Reach, Lopped Off.

Starting the game
Each player rolls a d6. The highest roll may choose to move first.

Ending the game

The game ends when all tentacles currently on the board have been destroyed or are not within 6 inches
of a target AND all warbands but one have routed, or when all possible crew or cargo has been carried
off a table edge.

Experience

+1 Survives. If a Hero or Henchmen group survive the battle they gain +1 experience.

+1 Winning leader.

+1 per enemy out of action.

+1 for destroying a tentacle. If a hero puts the last wound on a tentacle he gains experience in addition
to the +1 for enemy out of action

+1 per enemy boat/raft sunk or captured. The Hero with the highest leadership in a boat/raft which
sinks an enemy vessel gains +1 experience. A hero or henchman aboard an enemy craft when it strikes
its colors gain +1 experience.

Designers Notes:
This scenario has been written to use the Warhammer Ahoy! rules for ship battles. The scenario was
play-tested with Ahoy medium class ships. The ships are armed with Carronades from the Zombie Pirate

list--St rength 7 cannon with a r @emndgperhioahdhd¥eta'Tof 7. Foh e

Carr



Mordhiem battles we assign 2 cannon per ship. The cannon require 2 models to act as crew to fire every
turn. We do not allow a hero to man a cannon.

Finding the Great Wall
By Tiger G

As many of the factions are new to the area they will be sending out scouting parties to lead the way. As
in the past the Republic of Cathy has been invaded from the west many times. A great wall was built to
stop the raiding hordes. This is mainly unknown to our factions. It is important for the scouts to warn
their armies to be prepared to overcome this obstacle.

The game will be played using the skirmish rules.
Models needed:
One side should contain 125 points of scouting type units. Scouts, light Cavalry Skirmish ability No war

machines. No heroes but a champion can be included

The second side will consist of 150 points with no heroes but a champion can be included.

Battlefield:
24” by 36”. On one of the shorter edges should be
edge.Anyot her terrain agreed upon by the players i s acf

be free of terrain.

Objectives:

The scouting side must escape off the board.

More than 2/3rd of the points is a major victory

More than 50% of the points up to 2/3rds minor victory
Less than 50% is a lost.

Deployment
Scouting party within 12" of the wall
Defending party 12" from the other edge.

Who goes first?
The party surprising the scouts goes first.

The advantage of knowing this obstacle exists should be a great advantage to any faction.



Ambush the ambusher:
By Aesiner

When the assault on Cathay began an empire noble named Ludwig Viros rose to prominence within the
order of the dragon shield. Ludwig was a great warrior and word of his valorous deeds travelled far,
unfortunately this news travelled to the ears of the dark pact. this warrior worried the dark pact and so
they sent a skaven assassin called Vishhinak to kill him and terminate the possible threat to their power.
the assassin struck while Ludwig was campaigning against the orcs of da ghost fang waaagh! with his
son Wilhelm, Ludwig was no match for an assassin trained so well in the art of murder and was quickly
overcome. however things did not go completely to vishhinak's devious plans and he was interrupted just
as his dagger had plunged into Ludwig’s heart by the empire noble's son, Wilhelm. the horrified Wilhelm
drove the skaven off in a murderous frenzy. as Ludwig drew his last breath Wilhelm vowed revenge on
the skaven assassin.

Two months later Wilhelm had finally caught up with the Vishhinak as he attempted to kill a prominent
cathayan noble and his retinue. Wilhelm quickly intervened and fought a duel with the skaven assassin,
killing him. Ludwig carries the head of the assassin with him as a trophy and also to remember his
murdered father.

Ambush the Ambusher:

Overview:

A high ranking officer of one army has intercepted a high ranking officer of another whilst he is
ambushing a convoy, the attackers must try to assassinate the leader of the convoy and escape whilst
the defender tries to save the convoys leader and kill the general of the attackers.

Armies: Both armies are chosen from any warhammer army book to a pre-agreed points total.

Deployment:

The defender deploys up to half his army and at least one character who is designated the convoy leader
on one of the short board edges no more than six away from the board edge. the other half of the
defenders army is then kept in reserve. the attacker then deploys his entire army no more than eighteen
inches from the table edge opposite the defender. then the defender deploys scouts and finally the
attacker deploys scouts.

length of game: 6 turns.

Special Rules:
Reserves:

The rest of the defenders army comes in from the board edge the attacker deployed on in turn three
and act as if they had pursued an enemy of the board last turn(if the defender can not fit all his units on
the board edge the rest come in on turn four.)



Personal Vendetta:
One character on the defenders side (not the convoy's leader) may be designated to have a special
hatred against the attackers general and so may re roll all hits against the attackers general

Victory Conditions:

if the convoy commander is killed and the attackers general is alive then the attacker wins
if the convoy commander is alive and the attackers general is dead then the defender wins
any other result is a draw.

Grab the Resources!
By Sir William

Background:

Sir Bedeviere and his men were starving. The company had not eaten in several days. They were
overjoyed to find a field that still contained some food. Their job was to supervise the gathering of the
food and to protect the peasants gathering the food. The knights were milling about, when suddenly orcs
appeared on the horizon. The farm was close, but so were the orcs. The knights would have to protect
the peasants as they finished their harvest. Sir Bedeviere quickly formed up his knights to charge. They
could not afford to lose this food...

Terrain:

The battlefield is an open field with any number of farm fields the generals want in the no-ma n-land.
Two or three fields would work well. In each of these fields, put an equal number of resource tokens so
that the total resources equals 10.

Forces:
The attacker has twice as many points as the defender (2000 v 1000, etc.) The defender has fifteen
workers (peasants, goblins, etc.) and a resource wagon that can be deployed.

Setup:
The attacker and defender each deploy 24" apart
area gathering resources.

Special Rules:
Workers:

These represent the defender’s workers who are
models. They have no armor. They are immune to psychology and unbreakable. They are not worth any

victory points.
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Resource wagon:

This is the depository for the resources the workers gather. It can not be harmed, but if an enemy unit of

unit strength 5 or more comes into contact with the wagon, it is destroyed and no resources may be

gathered during this game. If the defender wishes, they may remove the wagon from the board with all

of the resources which have been placed inside of
happens, the battle continues as normal except that the defender may move his units off of the board to

represent withdrawing from the battle. This does not result in a victory points for the attacker.

Resources: Resources are picked up by the defende
They are deposited in the wagon by moving into contact with the wagon. Each resource captured by the

defender at the end of the game is worth 150 victory points. However, if the wagon is forced to

withdraw, each resource is only worth 100 victory points due to some of the resources being lost in the

hasty retreat.

Gamelength: The game | asts five turns or until all of t

For The Food!
By Gamespoet

Overview:

Since the armies of the six factions in Cathay during the current struggle are all from outside the area,
and this area is vast in size, it is important that such armies seize and hold places where food can be
obtained for their men, since their homes, in one way or another, are all so far away from where they
have traveled. Often times while in the country side of Cathay, armies have been informed by their
scouts of farms with crops or food stores that if captured could be very useful in helping to feed the
troops. Sometimes more than one army comes across the same farm, and thus is set the stage for a
battle .. For The Food!

Rules:
Warband or WFB, including deployment, who goes first, and length of game, etc. unless otherwise
described below.

Terrain:

Two pieces of terrain are located on the battlefield before any other terrain is placed by the players.
One of these must be a building to represent the farm house, and one of these must be a section of
crops that is from 6x6 inches to 8x8 square.

The farm building is placed dead center. Then an artillery die is rolled with one d6. The artillery die is
used to determine how far away from the center that the farm building is moved, and the d6, on a roll
of 1,2 or 3 moves the farm building to the die rollers left, and a 4, 5 or 6 moves the farm building to the
die rollers right.



Then the artillery die is rolled again with the d6, and this time the artillery die is used to determine how
far away the crop field is placed from the farm building while the d6 is used again to determine in which
direction the crop field is placed, and again straddling the center line.

Misfires on the artillery dice are ignored and then rerolled, or for some more variety and instead of the
artillery dice, 3d6 could be used instead.

The crop field (thinking corn or some other tall growing plant) is consider to be moved through as open
ground, but it is also considered to be blocking terrain for purposes of line of site while on the same
level as the crop field. If a unit is on a hill, the unit can not see into the center of crop field nor two
inches beyond on the other side. However, any unit can see two inches in from the edge, as if it was a
woods, and units can only see out of the crop field if they are within two inches from the edge as well.

Also, another variant could be that instead of a crop field there is another building that represents a
storage building, and if this is done, then all WFB rules pertaining to buildings are in effect.

All other terrain is placed as per whatever method the two players decide upon.

Additional Rules:

Victory Points can be awarded for occupying the crop field (or the storage building if used instead, but
not the farm building) at the end of the game, depending on the size of the point total being used by
each army at the beginning of the game. Under 1,000 points equals 100 victory points, 1,000 to 2,000
equals 250 victory points, and anything over 2,000 equals 500 victory points. These have been chosen
because the food is a vital thing for the scenario being described.

No bonus points if the farm building looks appropriate to the area of Cathay, yet it would sure look nice
in those pictures of their game boards that folks sometimes share.



