ER 1

Sonlen’s Journ, try #1

DNineceenth Day of Astara

Fraccured. Gbe bonds of alliance are fractured.

Amidsc the first bint of the war's end, represencatives of the most influencial
generals gath ered: RKnight Irene and ber migbty Ursine presented for Jandar.
Garo the hatamoto and bis retainers lobbied for €inar. "Queen’ Qbyrion

(a kyrie of unknown nobilicy) claimed to represent Vydar. Xenithrax the

de. Derinse the bard, spoke on bebalf of Aquilla. Loviatak

dragon and ber ai
and the curncoat Raelin stood in service of the vile Urgar. I myself spoke on

bebalf of Lord Ullar, alongside Gaamin the Duntcer.

Unforeseen to all of us though, was che arrival of Revna, a new Valkyrie
general wishing to reach peace as well. Der advocates, (Disearx and Raakcbott,
lefc many soldiers across the various armies uneasy. A kyrie back from the
dead and a soul-bending wizard did not inscill a great deal of trustin this new

contender’s goals.

As negotiations were underway, infigbting began across the differenc generals’

encampments. What started as a spark of petty squabbles quickly ignited
inco an inferno of indignance. It did not take long before any negotiations
were called off and the forces all recreaced a distance after skirmisbing.

Since the peace summit, suspicion and a bitcer bate bave sprouted up in
¢. the weary nations bave been plunged

people’s bearts. At the brink of respit

into a renewed war, maintaining their views that peace cannot be acbieved
undil all chreacs are removed from che world of Valballa. With the timing of
Lady Revna's arrival, it was not long before the correlacion bexween ber public

revelation and the summic’s collapse firmly etch ed icself into the minds of all.
ion, most seek them in

While a select few seek answers in fact and investigatt
blood and recribution.
I fail co see the benefit for a genet'al o announce their eminence before
instigacting atctacks, only to immediacely deny any involvement. Convincing
my soldiers bowever was not fruicful. Pleas for patience are melodies oft
unbeard by batxle- deafened ears.

(Dulziple warbands bave splintered out of the various armies: some even

unifying across banners in the cause of justice. While the various encampments

reorganize and forcify hemselves, many soldiers depart from their camps
seeking recaliation, chasing he bulk of Revna's forces all the way to Anund.
Gonigbt, Valballa weeps. It weeps the bitrer tears of one who bas tasted relief,
only for it to be crusbed underfoot once more. While we await orders from
our generals, it bas become difficulc to know wbo we can Trust. Old wounds
bave been reopened, and it is unclear if any of the longstanding bonds of

the past still bold any of the Valkyrie togetber in alliance. I do not know if
my incuicions of Revna's involvement are correct, buc regardless of wbo is

resp%msible, I mourn the peace that shall not be.




Map 1: The Regenerated Riverside

Required sets: Age of Annihilation Master Set (x1), The Grove at Laur’s ~P—

Edge (x1) , Battle for the Wellspring (x1)

The Marro pollutants from upriver in Bleakewood have gradually dissipated, g r’ ﬂ ca g
and the land of Anund is slowly returning to life. Small woodlands have

resurrected during the past decade, drinking in the snow-melt water and

growing despite the blood and wreckage winding downstream from the e

highlands. These hopeful groves lie tranquil, unaware of the renewed war
which is poised to tear apart their fragile ecosystem before it fully recovers.
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Online Scenario 1

Online Scenario 1: Claiming Wayward Souls (Master Game)

Amidst the underbrush near one of Anund’s rivers, Revna’s congregation waits. Round
Their prey, an Einar warband on the hunt for deserters, is marching past the NTlarkEr
rac

Soul-Cairns. This army is formidable, outnumbering the acolytes hidden in the
trees. Despite this, Revna’s forces remain undeterred in their ambush, for the
faithful know that as long as the Soul-Cairns surround them, death is only a
temporary setback.

Revna promises to protect and embrace the deserters seeking her. With this
promise comes the swift and hateful justice that her warriors will bring down
upon any wayward souls that dare strike down her newest believers.

GOAL: Destroy all of your opponent’s figures.

SETUP: Both players decide who will be player 1and player 2. Player 1is the
warband player, who builds and places a 450-point Army in the purple starting
zone. Player 2 is the ambush player, who builds and places a 300-point Army in
the orange starting zones. Place randomly chosen Glyphs facedown where shown
on the map (in the hexes marked with a “?”).
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VICTORY: When the other player has no figures left on the battlefield, you win! At the end of round 6, if both Armies still have figures on the battlefield,
the warband calls for backup and player 1 wins the game.

SPECIAL RULES:

Ambush
Look alive, it’s an ambush! At the start of the first round, instead of rolling for Initiative, player 2 is given Initiative. Initiative is rolled for as normal after
this round.

Soul-Cairns
Before starting the game, place the six Glyphs shown on the map facedown. These Glyphs cannot be revealed.

At the start of each round after the first, after rolling for Initiative, player 2 may reveal the ‘X’ Order Marker on the Army Card of a Small or Medium
figure to return a previously destroyed figure from that card to the battlefield and place it on one of the face-down Glyphs. Then remove the Glyph the
figure was placed on. If the placed figure has a Life Value greater than 1, place Wound Markers onto its Army Card (or figure, if it is a Squad figure) until
until it has a number of Wound Markers equal to one less than its Life Value.

If any figure enters a space with a face-down Glyph on it, the figure ends its movement as normal, then removes that Glyph from the battlefield
immediately without revealing or activating it. Kicking over the Cairns appears highly destructive to their magic.
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