


Required sets: Age of Annihilation Master Set (x1), 
Swamps of Valhalla (x1), Major Q11 Promotional Figure

The once-magnifi cent Montfre Manor was the family estate 
of the Valkyrie Vydar, passed through generations of Anund’s 
rulers. Built into a cli�  face like many of Anund’s structures and 
fortifi ed by tall gates, it was a symbol of Anund’s strength. But the 
Region of Anund withered in the early years of the war, when its 
water was poisoned by Utgar’s Marro infestation, and its people 
deserted the region. Montfre Manor’s disrepair has become 
complete, as the estate itself now sinks into unseen hollows 
below Vydar’s grounds. If hope for Anund still lives, it no longer 
dwells here.

Map 1: Montfre Manor
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Online Scenario 10: Loose Cannon (Master Game)
The newly forged Soulborg Major Q11 is on the warpath, blazing a 
trail across Valhalla in search of Utgar. But there is a problem. He 
cannot yet tell friend from foe, and his array of missiles are fi red 
at both indiscriminately as his programming locks him into a battle 
frenzy. As he stumbles into a stando�  between Queen Qhyrion’s 
guards and a warband intent on breaking into Vydar’s estate in 
search of abandoned treasure, both mistake him for an enemy and 
launch their assault. 

GOAL: Player(s) 1 (and 4) must survive until the end of round 6. Player(s) 2 (and 
3) must break into Montfre Manor by destroying all enemy fi gures or unlocking 
the door.

SETUP: Place Major Q11 in the pink starting zone. Shu�  e the Glyphs of Brandar, 
Rannveig, Dagmar, and Quillivon and place them symbol-side up where shown.

●  TWO PLAYERS: Player 1 drafts or brings a pre-made 450-point Army. 
Player 2 drafts or brings a pre-made 550-point Army. Neither player’s 
army may include Major Q11. Player 1 starts in the blue starting zone, and Player 2 starts in the orange starting zone.

●  THREE PLAYERS: Player 1 drafts or brings a pre-made 750-point Army. Players 2 and 3 each draft or bring a pre-made 300-point Army and 
play as a team. No player’s army may include Major Q11. Player 1 starts in the blue starting zone. Players 2 and 3 are considered friendly to 
each other and start in the orange starting zone. 

●  FOUR PLAYERS: Players 1 and 4 each draft or bring a pre-made 350-point Army and play as a team. Players 2 and 3 each draft or bring 
a pre-made 400-point Army and play as a team. No player’s army may include Major Q11. Players 1 and 4 are considered friendly to each 
other and start in the blue starting zone. Players 2 and 3 are considered friendly to each other and start in the orange starting zone. 

VICTORY: Player(s) 1 (and 4) wins at the end of round 6 if they have any fi gures remaining on the battlefi eld. Player(s) 2 (and 3) wins by destroying 
all enemy fi gures or if the Manor Door is unlocked using the Skeleton Key (Glyph of Brandar).

SPECIAL RULES:

Major Q11 is on a rampage! 
Any player may place Order Markers on Major Q11’s Army Card to take temporary control of him and take turns with him. Additionally, when 
revealing any numbered Order Marker, a player may reveal their ‘X’ Order Marker on Major Q11’s Army Card to take a turn with him instead. 
Players who do not control any fi gures on the battlefi eld may continue to take turns with Major Q11 in this way as long as a friendly player still 
has fi gures remaining. 

At the end of his turns, Major Q11 reverts to being controlled by no player. Major Q11 does not make leaving engagement attacks. Major Q11 
cannot be destroyed. If a player infl icts 1 or more wounds on Major Q11, he ignores those wounds and that player may instead remove an 
unrevealed Order Marker from Major Q11’s Army Card.

Swirling Fog
Vydar’s estate is cloaked in fog that makes it impossible to see. Figures cannot establish Clear Sight or clear Line of Sight to fi gures more than 
3 spaces away while the fog is active. Ignore the e� ects of the fog while any fi gure is on the Glyph of Rannveig.

The Skeleton Key: The Glyph of Brandar is the Skeleton Key. When a fi gure begins its movement on the Skeleton Key, it may carry the Glyph 
by moving it along with that fi gure. The fi gure may drop the Skeleton Key at any point during their movement, and cannot move onto other 
Glyphs while carrying it. Instead of attacking, a fi gure carrying the Skeleton Key that is on the marked Manor Door space may choose 
to unlock the door to Montfre Manor. If the Manor Door is unlocked, Player(s) 2 (and 3) wins as the marauding treasure seekers break into 
the mansion.
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From the pen of Sonlen, Twenty-Ninth of Dagmar, Continued 
From the pen of Sonlen, Twenty-Ninth of Dagmar, Continued 

It has been hours since I left off writing this letter and I am not 

through with odd tidings, it seems. I entered the forge to find a 

great Soulborg with a strange face awakening, and he seemed not 

to recognize either Queen Qhyrion or myself. Instead he pointed 

a cannon at me. At my plea he held his fire, and he has listened to 

some explanation of who and where he is. He is called Major Q11 now. 

He speaks stiffly and has no memory of me or his own past. He is a 

literal kind of fellow—when I explained our quest against Utgar, he 

immediately began jaunting south in search of the dark Valkyrie 

himself. 

By the time Queen Qhyrion and I managed to stall him, we found 

ourselves near Montfre Manor, Vydar’s estate. The manor was 

dilapidated, the front gates collapsed and sinking into the ground. 

I had heard that the manor was ill-used, but I was perplexed to find 

it defended only by Queen Qhyrion’s militia, and beset by intruders 

attempting to break down the main door. Queen Qhyrion stated that 

no one must be allowed to enter the manor, but before I could speak 

diplomacy to the intruding party, Major Q11 sent a storm of rockets 

flying into the mists.

There came a moment in the ensuing battle when Major Q11 smote 

a shivering orc with a first swing of his hammer and readied to bring 

a second blow down upon its head. I worried that our friend was 

truly gone, for Q10 did not raise his weapons against the defenseless. 

However, without intervention from me, Q11 lowered his hammer of his 

own accord, and the orc crawled away through the mire. I do not know 

yet if that was a display of mercy, or a product of his single-minded 

mission to stop Utgar. 

When the fight was over, and silence prevailed, I asked Queen Qhyrion 

bluntly if Vydar still dwelt in Montfre Manor, and she bade me 

enter and see with my own eyes. We walked through dust-stricken 

halls, through rotting oaken doors, until we came to a room with 

extinguished braziers on each side. Vydar’s throne sat empty, and his 

court in darkness. 



Qhyrion explained that the last time she saw Vydar she was only 

a child, and Vydar was passing through her flourishing village as a 

venerated Archkyrie. She has taken up his banner to keep alight the 

fire of Anund, and to unite its shattered people. We came to stand at 

the mouth of a hidden passage leading to tunnels far beneath the 

estate. They extend deep into that realm of caverns below Valhalla, 

Myrkheim—but there was no trace of Vydar or his mechanical legions. 

I wonder what he might have found in those depths that would take 

his attention away entirely from the world above. What is it that he 

seeks below?

It is high time you return to us, Shiori. Major Q11 is keen to meet you, 

and I believe he would benefit from your influence in this formative 

time... His questions about the world are relentless. 

–Sonlen


