
OF WOOD AND WATER 
 

In the far south, the Forests are turning red… 
 



Two of the People stepped out of the shadows beneath the 
trees. They did not meet one another’s eyes as they stared 
towards the water. 
 
“There is a storm coming,” said the first. “A storm brought 
here by wood and water, to be broken by wood and water, 
but not before fire and wind have spoken loudly.” 
 
“I hear you, Sculptor,” said the second. She drummed her 
fingers on  the shafts of a pack of javelins at her belt, and 
watched the horizon nervously. “The statues have felt 
uneasy, when I have watched them of late.” 
 
One was half-submerged in the sea inlet beneath them: 
ancient, skewed at an angle, the Moai’s eyes stared wide and 
out to sea. 
 
Somewhere overhead, a bright-tailed bird screamed. 
 
“I share their unease,” said the sculptor. “I know the skinks 
of the valley share it: I would not be surprised if even the 
goblins, cursed creatures, know that something is coming.” 
 
A short whistling shout came from behind: a scout standing 
high on a tree-branch, perched between the bromeliads. 
 
They turned and followed, needing no explanation. The 
hunters and scouts would not call them in such a way if 
there was time for an explanation. Following the scout, 
they hopped between branch and stone, wood and water, 
until they reached a peak overlooking the sea. 
 
Ahead of them, far closer than the horizon, two great ships 
were locked in combat. The iron-clad hull of a dwarf steam-
ship was being beaten upon by savage, heavy-set warriors, 
demonic in strength. The dwarfs cursed as the damp heat 
settled their blackpowder, the legions of Chaos struggled 
with the weight of their armour, and both yelled cries 
unfamiliar to the land they knew as the Turtle Islands, and 
the two watching people knew only as home. 
 
“Why do they fight here?” wondered the Chief, her eyes 
weary. 
 
“We do not choose such things,” said the Sculptor. “We 
choose only how we live through them. Come: we will have 
guests, I think. And soon.” 



Introduction 
 
This book contains the rules you need to run a map-based 
campaign set in Warhammer’s Turtle Islands. This strange 
part of the Warhammer World is a land of deep jungles, 
volcanoes, thick rainforests and mysterious monsters. The 
islands are far from uninhabited, too, and your campaign 
may see you befriend or battle some of those who called 
this place home before you ever so much as found it on a 
map. 
 
Whatever brought your army here – a lust for rumoured 
treasure, exile and the pursuit of a new home, the power of 
chaos demanding pillage and waste or a genuine desire to 
protect these lands from other would-be conquerors – you 
will face challenges of strategy and generalship as you 
attempt to outwit other players not just on the battlefield 
but in your operations and strategy as well. 
 
 

Starting the campaign 
 
“The world is not divided into bad forces and good forces. 
There are, always and only, the bad forces --- But some of 
them are on opposite sides.” 
 
Your forces will move around the Turtle Islands on a 
square-based map, which it is your duty to conquer and hold. 
 
At the beginning of the campaign, each faction must have a 
500-point army list, which must start as a single army. 
 
Roll for campaign priority (this will be the order in which 
layers make their turns), and once this order has been 
sorted each player (in reverse order of turns) must 
nominate a starting map tile, not adjacent to any other 
player’s, to begin the campaign. This tile will always be a 
town with a Meeting Hall and no other buildings present. 
Players may immediately construct buildings with any points 
they did not spend on troops. 
 
The players must put their symbol in the corner of their map 
tiles. Ideally, do this in pencil to make sure it can be 
changed later! 
 
Finally, each player must nominate one of their heroes of 
any type to be their faction leader. This character may use 
character advancement tables in battle (see appendices). 
 



Campaign Turn Sequence 
 

1. Move and Explore 
2. Fight! 
3. Use Remaining Movement 
4. Income 
5. Build orders and troops 

 
 

Army Composition 
 
The army composition rules are as follows; 

- You may have 1 lord per 2000 points 
For every full 1000 points in your army 

- You may have +3 heroes 
- You must have 2 core units 
- You may have +3 special units 
- You May have +1 rare unit 

 
Army composition must only follow these rules over your 
whole faction – a specific banner may have all rare 
choices, as long as the core choices are there elsewhere in 
your regions of the Islands. 
 
Special Characters and regiments of renown can only ever 
be taken ONCE in the campaign. That is to say only one 
player can ever hire each one and once they die they cannot 
be returned to play. Special characters may never be your 
faction leader. 
 
 



Movement and the Map 
 
The movement points below show how far each faction’s 
forces can move. Your forces will be organised into armies. 
Each army must have at least one hero or lord acting as its 
general. Armies with no general must move towards the 
nearest base or force with a general by the most direct 
route. Heroes may have a force of up to 1,500 points under 
their command. Lords may have up to 3,000 points – no 
larger force can be used as a single army. If an undead or 
tomb king army ends its turn outside a settlement and with 
no general in charge, it is automatically lost as it crumbles 
to dust. 

 
Movement Points 
 
Undead/Dwarfs   4 squares 
Basic     5 squares 
Elves/Beastmen/Lizardmen 6 Squares 
Undead all mounted   7 squares 
All mounted    8 squares 
All Fliers     10 squares 
 

 
Starting the turn 
 
Each player moves as per the order of play. 
 
At the start of the turn players able to may declare 
alliances (see Appendix A). Distrustful allies may ally, but 
suffer a –1 leadership penalty when fighting alongside 
each other. 
 

The First Movement Phase  
 

In the first movement phase of each turn, each army may use 
up as much of its movement as it wishes. Armies move as fast 
as the slowest unit. Each player takes it in turn to move one 
of their pieces one square, until everyone has their 
movement used up or are in combat.  
 
There are many types of square – when exploring territory; 
 
1 Roll again – 1-3 Mountains, 4-6 Water 
2 Open Ground 
3-4 Forest 
5 Hills 
6 Roll again – 1-3 Thick Forest, 4-6 Resource… 
 



If adjacent (including corners) to a Mountain square, use 
the following chart; 
 
1-3 Mountains 
4 Forest 
5 Hills 
6 Roll again – 1-3 Thick Forest, 4-6 Resource… 
 
If adjacent (including corners) to a water square, use the 
following chart; 
 
1-3 Water 
4 Open ground 
5 Forest 
6 Roll again – 1-3 Thick Forest, 4-6 Resource… 
 
If adjacent to a Mountain square and a water square 
(including corners), use the following chart; 
 
1-2 Water 
3-4 Mountains 
5 Roll on the basic table 
6 Resource… 
 
The corners rule 
You may never have a cross of water and land with two 
squares of each at diagonals. Where such a diagonal 
occurs, when three squares are filled in fill the fourth in 
as water.  
 
Mountains and water are impassable, thick forest requires 
triple movement to move through. Forest and hills require 
double movement to move through. Flying stacks never take 
movement penalties in this way. 
 

Resource Chart 
 
Resource squares are open ground for battle purposes 
unless otherwise stated. 
 
11 Mysterious Tower… (Roll a d6; on a 1-3 one wizard in your 
force may gain a power stone, on a 4-6 any hero may gain 
Fozzrik’s Folding Fortress, regardless and surplus to 
magic item limits) 
12 Moai Village 
13 wood Cutter (forest, all buildings built in adjacent 
squares are 25% cheaper) 
14 Gold mine 
15 Pool of tranquillity; free giant’s blade, regardless and 
surplus to magic item limits 
16 Gold Mine  



21 Old Ziggurat (200pts free) 
22 Tree of Life (Gain seeds of rebirth on all heroes that 
visit this square, regardless and surplus to magic item 
limits) 
23 Jungle Goblin Village 
24 cannibal Village  
25 Standing Moai; +1 power dice per turn to both sides when 
fighting here 
26 Jungle Goblin Village 
31 Old Ziggurat (200pts free) 
32 Moai Village  
33 Volcano! 
34 Skink Village 
35 Moai Village 
36 Gold mine 
41 Lair (Gain any monster from your army list free worth up 
to 350pts) 
42 Jungle Goblin Village 
43 Gold mine 
44 Cup of Jamshid (While the player owns this, they may re-
roll any random encounters they wish to) 
45 Skink Village 
46 Old Ziggurat (200pts free) 
51 Volcano! 
52 Gold mine 
53 wood Cutter (forest, all buildings built in adjacent 
squares are 25% cheaper) 
54 Moai Village 
55 Blessed Temple (One model in the finding army may 
become a wizard as if they had found a wizarding hat item, 
surplus to magic item limits and without risk of stupidity. 
Dwarfs may not use this.) 
56 cannibal Village 
61 Volcano! 
62 cannibal Village 
63 Ancient Armoury (100pts of free common magic items, 
player’s choice.) 
64 Jungle Goblin Village 
65 Gold mine 
66 Moai circle; all wizards in faction gain +2 to all 
channelling rolls. 
 
Also, roll a second dice, on a roll of a 6 you have a random 
encounter, roll on the random encounters table. 
 

Villages 
 
Local villages are the dwellings of factions native to the 
Turtle Islands. They may not have buildings added to them, 
other than roads.  
 



You can negotiate with villages you encounter, if you wish 
to pass unhindered or ally with them. 
 
For factions you CAN ally with: 
1-3 You may pass unhindered 
4-6 The village joins you as an ally 
 
For factions you CANNOT ally with: 
1-4 The village is hostile: you cannot pass unless you attack 
5-6 You may pass unhindered 
 
If the village is hostile, or you choose to attack it at any 
other time, a village may be destroyed by facing a 500pt 
army of the faction in question. If you ever attack a village, 
all villages of that type will be permanently hostile to you 
thereafter. 
 
If a player manages to ally with a local faction, core 
troops from their army list (see “Peoples of the Turtle 
Islands” later in the book) may be recruited at their 
villages. Special and Hero units may be recruited on the 
roll of a 4+ once per turn, and rare units may be recruited 
on the roll of a 6+ once per turn.  
 

Volcano! 
 
The army has found an active volcano! It may use any 
remaining movement it has and fight battles as normal. 
 
After the second movement phase, the lava starts to 
spread. On a roll of anything but a 2+, it spreads to every 
adjacent square. Then on a roll of a 3+, it spreads to every 
square adjacent to all the squares it now occupies. Then a 
4+, 5+, and so on. A roll of a 6 will always allow the lava to 
spread. Lava never spreads to rock or water squares. 
 
Armies and towns caught in the lava are removed. The 
terrain where the volcano is impassable for a turn, then 
reverts to open terrain, excepting the central volcano 
itself which is always impassable. 
 

Random Encounters 
 
Random Encounters can be done in 2 ways; 
1. “Realism” Version 
For every stack not in combat on the map that is in a square 
discovered this turn, roll 2d6; on a 9 or more that stack 
gets a random encounter. 
 



2. Play-inclusive version 
All players not fighting, after the first 2 turns, must be 
split into 2 at random; half of these will be given a random 
encounter from the following table, the other half will 
control “gaia” troops. 
 
If the creature(s) you encountered is/are from your army 
list, you may on the roll of a 2+ negotiate with them and 
they will join you. If they could be your trusted allies, the 
roll is a 4+. Otherwise, you must fight them. 
 
11 12 Moai 
12 2 x 10 spider riders 
13 10 Tichi Huichi’s raiders 
14 20 Red Crested Skinks 
15 8 snotling bases 
16 2 units of 2d6 Flesh Eaters 
21 Skink Tribe, 4d6 Skinks w/blowpipes, 1 stegadon, d6 
terradons, skink chief w/blowpipe)  
22 10 Moai Hunters  
23 Snotling horde! 3d6 snotling bases 
24 1 Horned Dragon 
25 10 Shadow Warriors 
26 10 lost adventurers (Dogs of War Pikemen) 
31 20 Red Crested Skinks 
32 20 + 4d6 Goblins 
33 10 Flesheaters 
34 10 Spider Riders, 20 Goblins 
35 10 Marauders 
36 20 Goblins 
41 1 Carnosaur 
42 Skink Tribe, 2 units of 4d6 Skinks w/blowpipes, 3d6 
chameleon skinks, skink chief w/blowpipe)  
43 8 snotling bases 
44 30 Goblins 
45 2d6 Terradon riders 
46 10 lost adventurers (Dogs of War Pikemen) 
51 1 Stegadon 
52 d3 Razordons 
53 10 Moai Hunters 
54 Lost Warrior: 1 DoW captain, HA, shield, Sword of Might 
55  1 mother carnosaur with d6 young (profile of DoW ogres 
w/hw) 
56 Lost merchant party (20 Pikemen, 2d6 Crossbowmen, 1 
DoW Captain w/ HA and shield) 
61  20 Red Crested Skinks 
62 Exiled Prince; A non-mage High Elf hero worth <100pts 
63 Skink Tribe, 3 units of 4d6 Skinks w/blowpipes, d6 
carnosaurs, 2 skink chiefs w/blowpipe) 
64  10 lost adventurers (Dogs of War Pikemen) 
65 1 Moai 
66 Squiggoth 



 
Contingency plan/players not present. 
Either an ally must make their moves for them (see 
alliances, later on) or if they have no allies their troops 
stay stationary, retreating in the event of an attack. 
 



To battle! 

 
“When outnumbered, assaulting an enemy in a fortified 

position, with no reserves, and facing superior firepower, 
General Tacticus gave the following advice – ‘Don’t have a 

battle’ ” 
 
Battles in the forests are never easy, and are brutal, 
deadly affairs. When starting a battle, make the map up as 
the campaign map shows, with forest covering about 30% of 
forest/hill squares and 60-70% of thick forest squares. 
Hill squares should have plenty of hills. armies deploy on 
the side of the square they came in on. Troops defending 
towns, mines, villages and other special locations deploy in 
the centre of the battle map, and take a result as if they 
had rolled one less than the normal for armour and 
shooting penalties. 
 

Shooting penalties 
Roll a d6 before each battle to work out the extent of the 
rain. Effects are cumulative. 
1-2 no rain 
3-4 –1BS to all, -1str to any blackpowder attacks 
5 Blackpowder attacks require 6s to hit always, -1 to 
misfire rolls on non-powder machines. 
6 No blackpowder works, all shooting needs 6s to hit, -3 to 
misfire rolls on non-powder machines. 
 

Armour penalties 
The weight of armour causes the following penalties. Magic 
Armour confers the penalty of normal armour of its type (if 
no normal type is given and it doesn’t obviously give a 6+ or 
5+ save, assume it’s heavy). The base save given by a mount is 
not used (but barding is), and scaly skin is not counted. 
Undead & Tomb Kings never take armour penalties. 
6+ No penalty 
5+ -1 WS, -1 I 
4+ -1 M, -1 I 
3+ Always Strike Last 
2+ -1 WS, -1BS 
1+ -1M 
 

Ending the Battle 
After the battle, all troops lost must be removed on the 
main army roster. All wholly wiped out units are wiped off 
the army roster, and any units that have fled into an Enemy 
held part of the map are all lost. Remember that troops 
that flee to friendly territory will regroup and reform 
into a stack. Note that undead armies never lose troops in a 
battle they win, as long as they have a necromancer or 



vampire present (this means that the undead can end up with 
more troops than they start with!). 
 
The losing army must use its remaining movement to retreat 
away from the winner as far as possible. 
 
The second map movement phase follows, in which troops 
may use any remaining movement up. 
 



Income 
 

It is wealth that moves the world, and profit that rules it. 
 
Resources and mines are there to make you money. That’s 
why many factions are in the Islands in the first place… 
 
All squares you own gain you profit, as follows: 
 
Hill, Tunnel, Cavern, Bridge, thick Forest, or forest +5 pts 
(+ upgrade bonuses) 
Open/resource Square +10 pts (+ upgrade bonuses) 
Local Village +25 pts 
Town +20 pts (+ upgrade bonuses) 
Gold Mine +100 pts 
 
For each battle you win, you receive 100 pts, representing 
coin from your faction to pay for your expenses and Losses 
and whatever loot you got from the battlefield. 
 
Certain Buildings can add to your income as well. 
 
Now we’ve worked out your income, let’s spend it! 
 

Buying Troops 
 
Troops Can be drafted from Towns during the Income phase 
of the turn. Troops must be bought as per unit restrictions 
and in full units as given in your army book. What you can 
get in each town is restricted by the buildings present there 
– see the building lists. 
 
Also, you can spend that hard-won income on buildings to 
make your lands and cities better fortified, tougher, or 
simply easier to fight in. 
 
Note that existing units can be brought up to strength, have 
upgrades bought for them, and so on without penalty. In 
addition, for characters, if there is an obvious Lord-level 
character type equivalent to a hero then they can be 
upgraded for the points difference plus a 25% surcharge 
rather than having to buy a new lord. If the hero is your 
faction leader no surcharge is taken 
 

Buildings 
 
A variety of building upgrades are available, dependent on 
the type of square being built in. Square upgrades and 
towns cannot be started in anything other than open 
squares, except for Lizardmen who can build them in Forest 



squares. Buildings can be built in any area of the map 
controlled by the player: if building in a square with at 
least ten army core troops in it, the building cost is halved 
as the army can be drafted in to help complete the 
construction. 
 
In battles, buildings should be a reasonable size and may be 
garrisoned as per the rules in the warhammer rulebook. 
Unless otherwise stated buildings are t8 and have 10 
wounds. 
 
Note that any buildings marked with a + may be built 
multiple times, other buildings must not be built more than 
once per Square. Buildings that take 0 turns to build you 
may build as many as you like per square per turn: 
otherwise, each square can only get 1 upgrade per turn. 
 
Buildings may be demolished; only 1 per square per turn, and 
the player recoups 50% of the original cost. They may also 
be burned, removing as many as you like but with no cost 
recouped. 
 
One town can be your designated capital if you build a 
palace; this town can have certain upgraded buildings, and 
troops gain+1Ld (to a maximum of 10) when defending it. 
  

Non-town square upgrades 
 
Type Turns Cost Effect(s) 

Bridge 1 20 Allowing Troops to cross any 
single water square in one 
direction, in the same way as 
clearing (roll to find the terrain 
on the opposite side first). 

Clearing 0 10 Turns a Thick forest square to 
forest, or a forest square to 
open ground. May also be used to 
heal Dark Elf desolation. 

Canal 
Building 

1 30 Turns an open ground square (the 
only type eligible) to water. The 
square must already be adjacent 
to water to do this. 

Road 1 30 Troops only Use ½ movement 
points when crossing the square.  
May be built in hills, reducing the 
movement rate required to 1 
instead of 2. 

Toll 
Gate 

1 20 Requires Road. Represented as a 
tower in battle, gives +10 
pts/turn 



Watch 
Post 

1 45 Represented as a tower in battle, 
Allows you to leave troops 
garrisoning The Square without a 
hero. 

Farm 1 20 +20pts/turn. May be burned for 
free while moving an army 
through the square. May only be 
built on open ground. 

 

Town Upgrades 
 
Type Turns Cost Effect(s) 
Meeting Hall 1 50 Starts the town. Lets you 

train Core Troops and 
heroes from your army list. 
Allows you to leave troops 
garrisoning the square 
without a hero. 

Fence 1 20 Gives a t6 wall around the 
centre of the square. 

Walls 1 40 Req. Fence, t8 Walls as 
above. 

Fortifications 1 50 Req. Walls, T10 walls as 
above. Units should be able 
to stand 2 models deep on 
the fortifications. 

Mound 1 40 Gives a hill in the middle of 
the Square on which the 
town is built. 

Fort 1 50 Req. mound, gives the hill t7 
walls. 

+ House 0 20 Represented as a small 
house in battle, gives +5 
pts/turn. 

Tavern 1 30 Lets you hire Dogs of War. 

Toll Gate 1 20 Represented as a tower in 
battle, gives +15 pts/turn. 

Merchant’s 
House 

1 50 Gives +25 points/turn for 
each other House/guild that 
can be reached by a friendly 
network of road squares. 



Barracks 1 40 Required to build special 
troops from your army list. 

City Barracks 1 40 Requires Barracks. Required 
to build Rare troops from 
your army list. 

Hall of 
Heroes 

1 40 Required to build Lord 
troops from your army list. 

Siege 
Workshop 

1 40 Requires Barracks. Required 
to build War machine troops 
from your army list. 

Ferry 0/1 50 Only available on towns 
adjacent to water. Stacks 
may move between any two 
friendly ferry points on a 
single body of water in a 
turn, using all their 
movement to do so. Roll a d6 
when they do; on a 1, the 
stack is lost as the ferries 
sink. You may build a ferry 
and port in one turn, but 
otherwise it is a 1 turn 
building as usual. 
 

PORT 1 50 Requires Ferry. Stacks may 
move to any explored square 
bordering the body of water 
in a turn, using all their 
movement to do so. Roll a d6 
when they do; for friendly 
squares/towns the stack is 
lost as the ferries sink on a 
1. For an enemy owned 
square, a 1 or 2 causes 
sinking. For a square with an 
enemy stack or an enemy 
town, a 1-3 will cause 
sinking. To go to an 
unexplored square, roll as 
normal for the journey, if it 
is successful roll to 
explore; if the square is 
impassable, the troops are 
assumed to return. 

Monster pit 1 40 Requires Barracks. Required 
to build Monstrous troops 
from your army list 

 



Capitals Only 
 
Type Turns Cost Effect(s) 

Palace 1 100 Makes the square your 
capital. 

Manor 1 50 Gives +10 points/turn for 
each hero you own. 

Palatial 
Manor 

1 100 Req. Palace. Allows a second 
character to gain character 
advancement. Ignore if total 
advancement optional rule is 
in play. 

Merchant’s 
Guild 

1 150 Gives +75 points/turn for 
each other guild that can be 
reached by friendly roads. 

 
Other actions 

 
Some other actions are taken at the end of the turn, as 
detailed here. 
 
Tribute 
You may give money to any other player as you wish. This can 
occur regardless of normal alliance rules – Chaos can 
still beat tribute out of puny Empire types. 
 
Troop Granting 
You may sign away troops to another player’s control. You 
must move all the forces into a square with a stack of 
theirs and move them across the stacks. Note that you may 
only give them troops from their army list, dogs of war, or 
trusted allies. 
 
Changing Faction Leader 
Your new leader MUST be in a town, and you must spend 100 
points on the coronation. You may spend more; for every 
full 100 points above the minimum the new leader gets a 
free advance, to a max of four advance rolls. If you have a 
faction heir, they must be crowned rather than any other 
character and you must set a new heir at the same time. 

 
Faction Special Rules 
 
“You know what does equal power? Power. Power equals 
power. Crazy, huh? But the type of power? Doesn’t matter as 
much as you might think.” 



 
Brettonia 
Civilisation: When brettonians clear a square, they may gain 
a road, Farm, or Watch Post for free. 
 
Chaos Warriors 
Fire: May set fire to a forest square, which spreads in the 
same way as a volcano, although it may only move to towns, 
native villages, forest and thick forest squares. Stacks are 
unaffected, but all buildings/towns are removed. The 
terrain is then considered open ground. 
 
Ogres 
Perpetual wanderers; May create a new stack (which must 
be at least 500pts) on any unexplored map square that is at 
least 2 squares (inc. diagonals) away from any owned 
square rather than making them at their base. 
 
Lizardmen 
May move through forest as if it was open ground, and build 
in it: only take double movement for thick forest. 
 
Chaos Beastmen 
May move through forest, hills and thick forest as if they 
were open ground on the map. 
 
Chaos Demons 
Summoning circle: each time an enemy town is captured and 
you have a wizard of any sort in your force, gain a single 
core unit of demonic troops worth up to 100pts. 
 
Chaos Dwarfs 
Lava: Chaos Dwarfs may move across volcano squares, and 
a chaos dwarf magician on a volcano square may reactivate 
the volcano as if it had just been moved onto. 
Slavers: On defeating a native village, roll a d6. On a 4+, 
the village is enslaved and you may take troops from it as if 
they were your allies. 
 
Orcs & Goblins 
Spoiling for a fight: If it brings them into contact with an 
enemy force, Orc and Goblin stacks may gain up to +2 MP per 
turn. 
 
Dwarfs 
Tunnellers: Dwarf forces with over 20 models may use an 
extra 1MP to tunnel into any mountain terrain, allowing it 
to be crossed with a relatively thin tunnel in battles. 
Dwarfs may enlarge any tunnel (with an extra MP) into a 
cavern, which counts as open ground and may be built in, 
and collapse any tunnel or cavern to turn it back into 
mountains. In caverns and tunnels no shooting or armour 



penalties are ever suffered, in tunnels war machines may 
not be used. A dwarf force including over 20 miners may 
tunnel without using the extra movement point. 
 
Empire 
Pioneers: Each empire stack may, once per turn, look at the 
contents of an adjacent square before moving into it. 
Empire forces may clear squares of trees for free using 
movement points in the same way as Dwarf mining. 
 
Dogs of War 
Used to war: Dogs of war take one less level of penalty for 
both armour and shooting in each battle than other armies. 
 
High Elves 
Bridge Builders: High elves never take tests for ferrying or 
boating, it is always considered a success. They may build 
bridges over 2 squares rather than just 1 (at double cost). 
 
Dark Elves 
Desolation: Dark elves may desolate squares, removing all 
buildings and preventing anyone building on them or gain 
until they are cleared. 
 
Undead 
Undead never take armour penalties, and may buy core 
infantry for existing units or create new units (although 
not with command groups) anywhere without needing to be 
in a base. 
 
Tomb kings 
Tomb Kings never take armour penalties, and Arrows of the 
asp ignore wet bowstring rules. 
 
Skaven 
Skaven armies may use all their movement for a turn to move 
directly from any of their cities to any of their other cities, 
via the under-empire’s tunnel system. 
 
Wood Elves 
May turn open ground into forest, or forest into thick 
forest. This replaces the normal clearing rule. If they heal 
desolation, it turns straight to forest. Ignore move penalty 
for forest, and only take –1 for thick forest. 
 
 
 



Victory and Defeat 
 

“If we don’t end the war – war will end us.” 
 

Defeat 
 
A player is knocked out of the campaign through defeat in 
the following circumstances; 

- Having no heroes or lords left to command troops and 
being unable to buy any at the end of the turn 

- Controlling no map tiles at all 
 
 

Ending the Campaign 
 
Whilst you can play the campaign until only one player is 
left standing, normally running a game for 6, 8, 10 or 12 
campaign turns is a better approach (and even a six turn 
game will likely take some weeks to complete). 
 
When you end the campaign, the winner is the player with 
the most victory points. Victory points are calculated by 
adding together: 

 your current treasury 
 10 points per square you control 
 the income bonuses of each square that has one 
 Half The points value of all your surviving troops 
 The full value of all surviving buildings. 

 
Whoever has the most points has achieved their goals in the 
islands! With their mastery of wood and water, they can 
tear the land apart, build shining new port towns, or 
ensure a renewed future for the local factions, as they see 
fit. But there can always be another campaign – the wheel 
of power never stops turning… 
 



Peoples of the Turtle Islands 
 

People of the Moai 
 
The Moai, as refernced, are mysterious statues from these 
Islands. A strange tribe of diminutive, mystical people 
create and guard these statues and have no other purpose 
to their culture. The Moai are sometimes stationary, 
sometimes mobile. They are highly magical and probably 
sentient, and nobody knows what their purpose is, but their 
magic can be harnessed for good or evil. 
 
Moai tribes can be trusted allies with any faction except 
Chaos hordes/daemons/beasts, Orcs & Goblins, Ogres, and 
Skaven, as these factions tend to desecrate their statues. 
 
HEROES 
 
Moai Sculptor 40 pts/model; 
M 3 WS 3 BS 2 S 4 T 3 W2 I 2 A 1 Ld 6 
Hand Weapon. Level 1 Wizard, Level 2 +30pts. Lores of 
Beasts, Light OR Life. 
 
Chief of the People 35 points/model; 
M 3 WS 4 BS 3 S4 T 4 W 2 I3 A 2 Ld 7 
Hand Weapon. 
Shield +1pt, Javelins +1pt, Great Weapon +1pt. 
 
CORE 
 
Stonesong Warriors 3 pts/model; 
M 3 WS 3 BS 2 S3 T 3 W 1 I 2 A 1 Ld 6 
Hand Weapon, shield 
May have a Champion for 8pts, Standard for +8pts, Musician 
for +4pts 
 
Forest Hunters 6 pts/model; 
M 3 WS 3 BS 3 S 3 T 3 W 1 I 2 A 1 Ld 6 
Hand Weapons, Javelins, Skirmishers 
 
RARE 
 
Moai 200 pts/model; 
M5 WS5 BS0 S4 T7 W4 I1 A2 Ld10 
Unbreakable, Causes Fear, MR(1), Gives +1 power dice to 
owning force (+1 dispel to Dwarfs) 
 



People of the Consuming Forest 
 
These ferocious peoples of the wood eat anything – 
Lizardmen, humans, even elves who wander the wrong way. 
The consuming people can ally with any chaos, Skaven, Dark 
Elves, Wood Elves, Undead (but not Tomb Kings), and Ogres. 
 
HERO 
 
Headman of the Feast 40pts 
M4 WS5 BS0 S4 T4 W2 I2 A3 Ld8 
Hand Weapon. Frenzy. 
 
CORE 
 
Warriors 4pts/model 
M 4 WS 3 BS 2 S4 T 3 W 1 I 2 A 1 Ld 7 
Hand Weapons, Javelins, Skirmishers 
May have a Champion for 8pts, Standard for +8pts, Musician 
for +4pts 
 
SPECIAL 
 
Flesh eaters 6 pts/model; 
M 4 WS 3 BS 3 S4 T4 W1 I2 A2 Ld 7 
Hand Weapon, skirmishers 
Flesh eaters; they eat the flesh of their victims… At any time 
a unit of flesh eaters wipes out a unit, they must Miss a 
movement phase as they eat the corpses, with the following 
Cumulative bonuses depending on the VPs they eat; 
0-50 no bonus 
50-100 Frenzy 
100-200 +1T 
200-300 +1A 
300-400 +1S 
400-500 +Regeneration 
500-600 + Fear Causing 
600-700 +1A 
700-800 +1S 
800-900 +1A 
1000+    + Terror Causing 
 
Rare 
 
Flesheater Giant 220 pts; 
Counts as a Dogs of War giant, but with Frenzy. 
 



Jungle Goblins 
 
The vicious and cunning goblin tribes of the jungles are a 
force to be reckoned with – partly as they are the only 
ones capable of taming the fearsome squiggoth. Jungle 
Goblins can ally with any Orcs & Goblins or Ogres. 
 
HEROES 
Jungle Goblin Boss 30pts/model; 
M4 WS4 BS3 S4 T3 W2 I4 A3 Ld7 
Poisoned Hand Weapon 
May take An additional poisoned HW (+5pts), and ride a giant 
spider (+30pts). 
 
Jungle Goblin Shaman 50pts; 
M4 WS2 BS3 S3 T3 W2 I3 A1 Ld6 
Uses the Lore of the Little Waaagh! May ride a giant spider 
for +30pts, or become level 2 for 35pts. 
 
CORE 
Jungle Goblins 2pts/model 
M4 WS2 BS3 S3 T3 W1 I3 A1 Ld5 
2 poisoned hand weapons. May have a Champion for 8pts, 
Standard for +8pts, Musician for +4pts  
 
Spider Riders – See O&G rulebook 
  
RARE 
Squiggoth 350 pts/model; 
M6 WS4 BS0 S7 T7 W6 I3 A6 Ld10 
Causes Terror, Frenzy, 4+ tough hide save 
Utterly massive: the Squiggoth deals 2d6 S4 hits to any unit 
it charges as it mashes into them. 
 

Skink Tribes 
 
Without Slann to guide them, these small tribes hunt and 
fight under  skink chieftains. They may ally with Lizardmen, 
Dwarfs, High Elves, Dogs of War, Wood Elves or Brettonia. 
 
HEROES 
Skink Chief, Skink Priest  
 
CORE  
Skink skirmishers 
 
SPECIAL 
Chameleon Skinks 
 
RARE 
Terradons, Stegadon 



 

Character Advancement 
 
Faction leaders are eligible for character advancement, 
and one other hero/lord – referred to here as the heir - if 
the faction has a palatial manor. 
 
Advancement works by characters gaining “Character 
Points” as follows; 
 
+1 Slaying an enemy character/Monster 
+1 Winning a Challenge 
+1 Channelling successfully 
+1 surviving a battle without fleeing or taking a wound 
+1 General of a victorious army 
+1 General of an army capturing a city 
+2 General of an army capturing a faction capital 
+2 Slaying enemy faction leader/heir 
+2 slaying foes worth over 3 times the character’s own 
cost. 
 
Characters can also lose points; 
-1 Fleeing as a charge reaction. This only loses 1pt per 
battle no matter how many times they do it. Goblins, Skaven, 
wood elves, and characters in fast cavalry units do not 
lose points for this. 
-1 Failing to cast a spell with a natural 1 or 2 
-1 fleeing 
-2 Being slain 
 
Characters may never go below 0 character points. 
 
Every time a character gets 6 points they may remove them 
and roll on the advancement table below; 
2-3 Legendary Ability 
5  Increases character’s magic item allowance by +30pts 
6  Characteristic boost; 1-3 +1S, 4-6 +1A 
7  Characteristic boost; Choose +1WS or +1BS 
8  Characteristic boost; 1-3 +1I, 4-6 +1Ld 
9  Characteristic boost; 1-3 +1W, 4-6 +1T 
10+  Legendary Ability 
 
LEGENDARY ABILITIES 
 
ALL 

- Fear Causing 
- Reroll 1 failed to hit and 1 failed to wound roll per 

game. 
- Re-roll dice determining first turn 
- 5+ ward save 



- Shoot a missile weapon a number of times equal to 
their A value, all at the same target 

- Immunity to panic 
- Gain a free suit of light or heavy armour and a shield, 

as well as 1 missile and 1 combat weapon from the 
rulebook (even if these cannot normally be taken by 
your army). Wizards do not get the armour. 

- Scout special rules (US1 characters only) 
- Scouts only – may move over any terrain of any sort as 

open ground (but may never end their turn in 
impassable terrain) 

- Monsters within 12” may use the character’s 
leadership 

- Duelling… May opt, when in a challenge, to fight 
defensively (-1A, all opposing attacks are at –1 to hit) 
or Target a weak spot (strike last, but all attacks 
count as poisoned) 

- Daring… May opt, in a challenge, to fight like a dervish 
(+d3 attacks, all enemy attacks are at +1 to hit and 
wound) or relentlessly (if the character is slain 
before they attack they still get to fight. If they are 
not slain their opponent gets +1 attack this turn). 

 
WIZARDS ONLY 

- +1 to all casting rolls 
- +1 power dice to player’s army 

 



Appendix A - Faction Alliances 
 

  Bretonnia Chaos Dark 
Elves 

Dogs 
of 
War 

Dwarfs Empire High 
Elves 

Lizard
men 

Orcs & 
Goblins 

Skaven Tomb 
Kings 

Undead Chaos 
Dwarfs 

Ogres Wood 
Elves 

Bretonnia B X X D T T T T X X X X X X T 

Chaos (all 
types) 

X B D T X X X X D D D D T T X 

Dark 
Elves 

X D B T X X X X D D D D D D X 

Dogs of 
War 

D T T B T T T D T T T T T T D 

Dwarfs T X X T B T D T X X X X X D D 

Empire T X X T T B T T X X D X X T D 

High 
Elves 

T X X T D T B T X X D X X D T 

Lizardmen T X X D T T T B X X D X X D T 

Orcs & 
Goblins 

X D D T X X X X B D X D D T X 

Skaven X D D T X X X X D B D D D D X 

Tomb 
Kings 

X D D T X D D D X D B X D D D 

Undead X D D T X X X X D D X B D D X 

Chaos 
Dwarfs 

X T D T X X X X D D D D B T X 

Ogres X T D T D T D D T D D D T B D 

Wood 
Elves 

T X X D D D T T X X D X X D B 

 



 
 

Appendix B – Optional Rules 
 
Playing as a Local Faction 
 
A player wishing to play as a local faction has some obvious 
disadvantages due to their limited army lists. They should 
however gain some converse bonuses. Firstly, in addition to 
their regular starting money, they gain 250 points of 
buildings for their starting town. This represents the great 
 
Second, they may immediately scout all squares adjacent to 
their starting town, including diagonals, without having to 
move into them. 
 
Third, they may always ally with villages of their own 
faction, and when they do so the village is treated as a town 
with an immediate 200 points’ worth of buildings that can be 
constructed immediately. 
 
Finally, some costs are reduced: clearing may be done for 
5pts, and roads may be built for 20 rather than 30. 
 
Total Advancement 
 
In this system, ALL characters gain character advancement. 
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The statues were still again. 
 
The sculptor picked their way through the dead humans: the 
bright colours of an Imperial banner mingled with leaf-
litter, wet mud, blood, and mould. 
 
Even now, the elves boarded their swan-ships to sail for 
home: difficult allies, but they had been true to their word 
and defeated the enemies of the statues – and of the People. 
 
And then, a sound, from somewhere in the mud. A round face, 
bloodied, beneath a battered saucepan-pot helmet. A 
hacking cough that clung to life. 
 
The sculptor looked deep into the halfling’s feverish eyes. 
 
“You have lost much, little thief. And know so little.” 
 
“I din’t know nothing about this place! None of us knew 
nothing! We thought it were all gold and jewels and not…” 
 
The sculptor sighed and motioned to the warriors to pick 
the hapless creature up. Would it be better to kill it? 
Perhaps, but the People had their fill of blood. 
 
“You lived. And so, you will learn.” 


