
Grimnak IX, Volarak’s chief negotiator, sits at a wooden desk. The window 

behind him overlooks New Haukeland, a city built over an impossibly fast 

time frame. With steepled fingers, the well-dressed Orc listens as Jandar’s 

representative finishes presenting his case, leaving a calculated pause to 

measure an official response. 

“We would be honored to consider an alliance with such a renowned 

Valkyrie,” the statesman speaks. “Of course we need to discuss mutual profit 

in such a venture, but your offer of a formal agreement is certainly worth 

bringing to general Volarak.” 

He beckons for Adelbern to be seated. The Ursine maintains a stoic 

countenance, but moves stiffly to his seat. Clearly, he was expecting 

to parlay with a Vorid from his homeworld, appealing more to shared 

commonalities than monetary benefits.

Reading his itinerary, the statesman calls upon the next presenter. 

“Ambassador of Revna, you come with an offer as well, correct?” 

Misaerx steps forward. Kilkorax and the other acolytes wait uncomfortably 

despite the cushions of their manufactured seats.

“We are deeply grateful for your assistance in holding the heathen hordes of 

Utgar at bay during the battle at the Pools of Sorrow,” Misaerx begins. “We 

come to pursue a solidified alliance and bring about a peaceful future for 

Valhalla. One guided under Lady Revna’s infinite wisdom.” 

The statesman raises a bushy eyebrow, red eyes analyzing Misaerx. 

“We lost many soldiers that day,” he says. “Lives were lost, and expenses 

accrued. Expenses which wisdom cannot suitably repay. Surely you have 

more to offer than just some alleged omniscience?” 

His words send a ripple through Revna’s representatives. Acolytes clench 

their fists, and Misaerx’s eyes flash with disbelief quickly followed by 

indignation.

Good, Grimnak thinks. A clouded mind is easier to outwit in a business deal.

“You misvalue priceless insight in favor of mere materials,” Misaerx rebuffs. 

“Clearly your general has amassed physical resources in healthy measure. We 

offer a different value, a hope for the future, something worth far more than 

gold or supplies.”

Perfect. She’s angry, but still wants to negotiate. Some swift placating 

apologies will make her think she has the upper hand in this negotiation. She 

just needs to offer shared use of the Myrkheim tunnels and—
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Misaerx falls lifelessly to the floor. Smoke rises from Grimnak IX’s officer’s 

pistol, swiftly pulled from its holster and gripped tightly by one of his own 

guards. Both the statesman and the Orc behind the trigger stand with eyes 

wide in shock. Then, chaos. 

“MURDERER!” Kilkorax shouts. Behind her, acolytes rise to their feet, knives 

drawn. “This treachery shall not stand!” 

Before any of Grimnak’s guards can stop her, the congregants rush out of the 

meeting hall. Adelbern glares at Volarak’s representatives, already on his feet 

and gripping his maul. Weapons are drawn as the guards rise to protect their 

commander. Grimnak manages to utter a quick order: “Hold, enforcers!” He 

has no idea why one of them shot the undead Kyrie, but he will not let another 

ambassador be killed.

“You dishonor the very concept of peace,” Adelbern snarls, maul in hand. 

“May your coffers overflow until you drown in your own coinage, you greedy 

cowards. I withdraw Lord Jandar’s offer.” 

He makes his way to the exit as well. Two Gruts go to block him with 

mechanized axes but then stop, deciding not to antagonize the Ursine 

champion any further.

Grimnak IX turns to his security, already shackling and detaining their 

murderous compatriot. The killer sputters: “I didn’t do it! My hand moved on 

its own, before I knew what was happening, she was dead!” 

As the guards prepare to take him away, Einar’s representative, a samurai 

officer, finally speaks:

“Treachery,” he states. The samurai firmly grasps his belt, hand closer to his 

jitte than his swords. “Treachery by the hands of that witch. The one who fled. 

My years in this land have shown me a variety of sorceries and otherworldly 

evils, and I believe there is trickery afoot, honorable one.”

 Grimnak studies the Human, searching for deception. None can be found. His 

brown eyes are unwavering, his jaw set, his breathing steady despite the stress 

of the situation.

“And you wish to seek alliance as well, representative of Einar?” Volarak’s 

statesman asks. 

The officer replies, “Lord Einar has plenty of gold to offer, and I swear to you 

my service in investigating this spineless attempt to frame your general.”

Grimnak smiles, revealing clean, well-kept tusks. “It is only proper to do 

business with an honest partner,” he replies, accepting the samurai’s offer. No 

manipulation is needed; Einar’s servant would see right through it. Finally, 

some good old-fashioned business…
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Volarak’s industrial forges create plenty of byproducts in the process. 
Most notably, New Haukeland’s refi neries produce a sludge that has no 
commercial purpose and is hazardous to those exposed to it. To reduce 
risk of illness, this sludge is pumped out of New Haukeland and into the 
surrounding countryside, away from any sapient life. Revnan acolytes, 
forced to fl ee the city, have gathered in this runo�  zone, regrouping after 
the chaos of the ambassadors’ meeting.

Map: New Haukeland Industrial Runo�  Zone
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Online Scenario 13: Persecution (Master Game)
“It is of the utmost urgency that we prevent the undead scourge 
from corrupting the innocent minds of the people of New 
Haukeland. Enforcers are permitted to use lethal force in the 
removal of these cultists.” – Grimnak IX

Following a sudden murder during a diplomatic meeting, many 
Revnan acolytes spread throughout the city, seeking to gain 
sympathizers within its walls. After Volarak’s statesman issued a 
bounty on the heads of any who follow Revna, the acolytes took to 
hiding, hoping to wait out this persecution and eventually return to 
New Haukeland to spread the story of Misaerx’s martyrdom and 
Revna’s truths. Now, a Revnan Highpriest rallies the congregation 
to resist those who would strike down the true believers, uniting 
acolytes and converts alike against the brutal enforcers under 
Volarak’s command.

GOAL: Be the last Army standing or achieve your Army’s special victory condition.

SETUP: Choose who will be the Enforcer Player and who will be the Acolyte Player. The Enforcer Player creates or drafts a 
550-point Army. The Acolyte Player creates or drafts a 450-point Army.

The Acolyte Player’s Army must include at least 1 Unique Hero. After placing fi gures, the Acolyte Player chooses a Unique Hero in 
their Army to be the Revnan Highpriest. 

VICTORY: Each Army has its own special victory condition.

• ENFORCERS: Destroy the Revnan Highpriest before the end of round 6.

• ACOLYTES: End a round with the Revnan Highpriest on any of the Sewer spaces (marked in blue on the map) and not 
   engaged with any enemy, or reach the end of round 6 with the Revnan Highpriest still on the battlefi eld.

SPECIAL RULES:

Industrial Waste
Poisoned by hazardous chemicals, these areas weaken any who occupy them. Figures on 1 or more swamp water tiles reduce 
their Defense Value by 1 and subtract 3 from any rolls for Special Powers using the 20-sided die.

Reinforcements
At the beginning of each round, before rolling for Initiative, the Enforcer Player may place 1 previously destroyed Squad fi gure 
who follows Volarak on any empty space in their starting zone.

Revna, Preserve Us
At the beginning of each round, before rolling for Initiative, the Acolyte Player may remove 1 wound from a Unique Hero they 
control who follows Revna.

Sewers
In a desperate bid to escape, the Highpriest may attempt to enter New Haukeland’s sewer systems. At the end of any round, if 
the Acolyte Player’s chosen Highpriest is unengaged and occupying any of the sewer spaces (marked in blue on the map), the 
Highpriest sneaks into the city and the Acolyte Player wins.
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For The Eyes of Lady Revna,  

from the pen of Kilkorax the Warrior

Misaerx has joined the martyrs. She is now the symbol for our 

movement amongst the faithless materialists of New Haukeland.

It is as you predicted. Volarak is here as an invader. A looter wanting 

to pilfer our promised inheritance and the sacred waters of the 

Wellsprings. Her representative showed a keen interest in physical 

wealth and resources, eschewing any morality in favor of coin. As 

ordered, I have orchestrated Misaerx’s martyrdom to prevent any 

alliance with the invader. Some simple witchcraft directed the hand of 

an enemy guard, and a twitching of sinews have provided our people 

with a name to rally behind. The other generals’ representatives now 

have a reason to loathe the war’s newest arrival as well. In scoffing at 

your wisdom, Volarak’s war machine has unwittingly played folly to 

your higher plans for ultimate peace.

In time, I hope you can offer Misaerx one more chance at life. Though 

she failed at the summit of the Shattered Table, her honest faith is 

a resource we cannot waste in the long term. I had begun to see her 

as a younger sister, another rebirthed from death in your service as 

I was. Though I do not regret my part in her ascension, I miss her 

companionship and inspiration for the missionaries you sent with 

us. Even in her second death, I can feel as if she’s watching over me. 

Strengthening me to serve you better. I will carry on in her memory, 

and spread her tale to gain support 

in this new war for the 

minds of the people within 

Ostrivick’s borders.

	     	 Your Servant,

	    	 Kilkorax


