
Battle Orders

BRETHREN OF THE CRIMSON FLEET, THE TIME OF OUR 

VICTORY IS NEAR. WE SHALL HAVE OUR REVENGE ON THE 

VALKYRIE AND SEND ALL THOSE S
VALKYRIE AND SEND ALL THOSE S
VALKYRIE AND SEND ALL THOSETOLEN FROM THEIR OWN 

WORLDS HOME. THESE ARE YOUR FI
WORLDS HOME. THESE ARE YOUR FI
WORLDS HOME. THESE ARE YOUR FNAL ORDERS. 

THIS BOTTLE CONTAINS MISSIONS FOR ALL ACTIVE 

THIS BOTTLE CONTAINS MISSIONS FOR ALL ACTIVE 

T

CRIMSON 

FLEET SHIPS. GONE IS THE TIME FOR SUBTLETY AND STEALTH. 

WE MUST LAY WASTE TO THE SHORES OF VALHALLA. WE ARE 

LAUNCHING SIMULTANEOUS ASSAULTS AGAINST THE KYRIE’S 

SHORELINE DEFENSES TO KEEP THEIR ARMIES SPREAD THIN 

WHILE THE CREWS OF THE VOIDWING AND THE GOLDEN 

FLAME INFILTRATE THE WELLSPRING OF OBSESSION IN 

LLSPRING OF OBSESSION IN 

LL

EKSTROM.

AT THE WELLSPRING, A RITUAL SHALL BE COMPLETED 

AT THE WELLSPRING, A RITUAL SHALL BE COMPLETED 

A
WHICH WILL SEND ALL OFFWORLDERS HOME AND DESTROY 

THE WELLSPRINGS FOR ALL TIME. IT IS CRUCIAL THAT THE 

VALKYRIE DO NOT INTERFERE. 

FIGHT WELL, AND SHOW THE 

FIGHT WELL, AND SHOW THE 

F
KYRIE THE MEANING OF FEAR. 
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Map: Revna’s Teeth

There is a cavern hidden in the rocky cli� s of Anund’s shoreline. It is 
battered by grey winds and crashing waves, and appears to passing 
sailors as a black mouth receding into the cli�  face, with jagged stone 
teeth jutting from its fl oor and ceiling. Chittering whispers echo out over 
the waves from this place, and spectral lights sometimes glow deep within 
the cavern, beckoning. Treasure hunters tell rumors of a fabled entrance to 
the stone-carved halls of Myrkheim hidden deep within these caverns. But 
Revna rules over all that lies beneath the surface of Anund, and the beach 
is littered with the gnawed bones of all who trespass here now.

Required sets:
Age of Annihilation Master Set (1x), Caverns of Valhalla (1x)
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Online Scenario 18: Midnight Raid  (Master Game)
To ensure that Revna’s armies are kept busy during the 
Crimson Fleet’s fi nal assault, a ship has been dispatched to 
the cavern known as Revna’s Teeth, where her forces have 
been sighted scuttling within the rocky depths. Relentless 
cannon fi re will certainly stir the nest, but Revna will not 
divert the bulk of her legions to this distant outlet for 
anything short of a full-on invasion. The pirates will have to 
get deep into the rune-carved halls of Myrkheim for that. But 
where danger lies, there is also reward: who knows what 
plunder might have been left behind by the civilization that 
built those ancient halls?

GOAL: Player 1 must get any of their fi gures past Player 2’s 
horde of defenders and into Revna’s fortress. Player 2 must 
defend their fortress until the end of Round 8, or destroy all 
of Player 1’s fi gures.

SETUP: The players draft or bring premade 600-point Armies. Player 1 places their Army in the navy starting zone and Player 2 places 
their Army in the brown starting zone.

VICTORY: Player 1 wins at any time if one of their fi gures ends its movement on one of the 5 marked Exit Spaces. If no one has won by 
the end of Round 8, Player 2 wins. Either player may also win by destroying all of their opponent’s fi gures.

SPECIAL RULES:

Sheer Cli� s
The opening into Revna’s caverns is set in a sheer cli�  face. Figures cannot move or be moved onto rock spaces, and cannot count 
across rock spaces for range or clear sight. The Glide In, Glider Landing, The Drop, and Orbital Deployment special powers cannot be 
used to place a fi gure on a rock, shadow, or dungeon space.

Teeth of the Cavern
The cavern has sharp stalactites. If a fi gure begins to Fly on a dungeon or shadow space, it takes 1 wound.

O� shore Cannons
The pirates’ ship is ready to bombard the shoreline with cannon fi re! The Glyph of Brandar is the Signal Torch. At the end of each 
round, if Player 1 has a fi gure on the Signal Torch, they may choose an enemy fi gure within line of sight of that fi gure and roll 3 
combat dice. For each skull rolled, that enemy fi gure and all fi gures adjacent to it take 1 wound (each). 
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“What do you see?” says Revna. She stands with her hands 

crossed behind her back, wings outstretched over her cape made 

from the deceiver’s wing-leather. The sanctum’s pitch darkness 

is illuminated only by the cyan flames that burn in Iron Lich 

Viscerot’s vents and the glowing yellow lenses of his sensor array. 

The Eisenek’s massive leader seethes in the shadows, and the cables 

that run from his clawed arm off into the darkness rattle and 

twitch as he speaks. 

“I see betrayal,” says the Iron Lich, and his breath fills the cave with 

a festering stench, although Revna has long grown used to the 

smell of decay. “A lifetime of it, betrayed and betraying in turn. He 

was feared on board a ship called the Viper’s Blood. I see a mutiny, 

a most treasonous act. Failure, defeat. After that…” 

Here the Lich turns his glowing eyes to the ceiling of the stone 

cavern as if lost in thought, and the cables that trail into the dark 

tighten. “Adrift. Broken by a captain, a vicious Marro. Reduced 

to the lowest of the low, scrubbing decks on one ship and then 

another. They seem to know little, these pirates, except the orders 

they are given. And the orders…” 

The Lich tilts his head, and one of his yellow lenses shines brightly 

to project a series of sigils across the floor of the cavern. The 

blurred light takes a moment to sharpen into images she can 

interpret; a folded scrap of paper with words upon it that say:

AT THE WELLSPRING, A RITUAL SHALL BE COMPLETED 

WHICH WILL SEND ALL OFFWORLDERS HOME AND DESTROY 

THE WELLSPRINGS FOR ALL TIME. IT IS CRUCIAL THAT THE 

VALKYRIE DO NOT INTERFERE. 

“So that is their game,” says Revna. “This ill-fated little intrusion 

is only a distraction from their real goal. Do you think the other 

Valkyrie know of this?” 

“What care you for the other Valkyrie?” says the Iron Lich, metallic 

breath rattling. 

Vision of Viscerot



“If I alone hold this information, the power is in my hand,” Revna 

says. “I could share it, and the Valkyrie would rally, and together 

eradicate these pirate wretches. Show them the meaning of 

persecution, of destruction, of all that they have tried to bring upon 

me since the day they framed me at the peace summit. Their effort 

would be broken. They would pay. 

“If I stay silent, the pirates may fail of their own accord—but if their 

mission is successful, the power of the Valkyrie might be undone. I do 

not know yet which will further my mission to redeem Valhalla best.”

“What fate do you wish for the prisoner?” says the Iron Lich, rising 

taller on his four stilt-like metal legs. 

“You may release him. He has served his purpose,” says Revna. 

Iron Lich Viscerot’s glowing gaze casts long into the shadow, where 

the bulky, horned figure of Cornelius Breech, former brigand prince of 

the highways of Feylund, is on his knees. The cables that snake out 

from Iron Lich Viscerot’s claw wind their way across the ground in 

loops, finally travelling up into the Deamotaur’s spinal column and 

skull, needling through his thick hide into the grey matter. 

“Unless you have any further need of him,” Revna adds.

“I can think of an experiment or two yet,” says Viscerot. 

Revna turns, and as Cornelius begins to scream again, she walks 

briskly into the shadows. Above her, she knows Queen Qhyrion’s 

forces are repelling a similar assault. In the face of the oncoming 

flood, was it the time to let the other Valkyrie sink, or to learn to 

swim together?

Vision of Viscerot  (CONTINUED)


