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Vision of Rivalry

gs the Blade of Reckoning down onto the [ast of the pirates at

Agenc Carr brin
che forcification. Ris Doggin steed’s ears twitch, bis quadrupled eyes scanning

the battlefield for the source of an unknown noise. Over a nearby ledge,

the two Vydar followers find ac least five more enemies scactered across the
Wellspring's shore: Uellow- fleccbed arrows protruding from the unmoving
bodies. Surrounded by the dead, a few timid Vikings clad in crimson cbarge a

lone archer. In three beartbeats, che sailors join their comrades in the sand’s

indifferent embrace—an incricately-carved arrow procruding from the beart

of eacb of them.

jabs, surveying bis work.

"Welcome to the party, small- ears,” Syvarris
machines outside these days.’

"I was beginning to think Vydar only let bis

" t.
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"I show up when I'm needed. Nice portfolio you got bere.” Gbe two bumanoids
and the Doggin catch their breach as the bactle rages around them.
"I see you bave eigbt bere. Not a bad total’
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"Ghirty-€ight, actually. And plenty more on the way as I make it to their

commanders.”

"Ghircy-€ight? Impressive. Almost as impressive as my Forty-Gbree.”

T Gbhe combatants’ eyes meet, sunglasses reflecting Syvarris’ glare right back
< at bimself, both waiting to se¢ who breaks first. Gbe two are interrupted by
g Deamotaur. Ina blink. an arrow and a bullet both lodge

a rogue chargin:
themselves in the pirace’s TOrso. e topples to the ground as the €lf and

Human recurn to their staredown.
"So, it’s a game then?’
"If you can call sometbhing so easy a game.”

Gbe next few bours callied into the bundreds.




Required sets: Age of Annihilation Master Set (x1), Battle for the
Wellspring (x1), Lands of Valhalla (1x), and Waters of Valhalla (x1)

The Wellspring of Obsession, famed battlefield of old, lies within
Ekstrom’s borders. Though many have attempted to hold it long-term,
a recurring spring-borne plague prevents anyone from maintaining
continued control over it. As the years passed, ruins of the fortresses of
aspiring Valkyrie began to litter the once-tranquil pools. Now overflowing,
its waters beckon a new aspirant: The King of the Crimson Fleet.
Thormun the Chronicler.
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Online Scenario 22

Online Scenario 22: The Admiral's Blockade (Master Game)

While Thormun begins his Rite of the Void at the Wellspring’s core, his
top commanders hold a perimeter against the disparate and uneasily
unified forces of the Valkyrie Generals. As these armies approach,

Admiral EJ-TM and the Crimson Widow direct a horde of defectors and
scallywags to push back any who could disrupt Thormun’s master plan.

GOAL: Breach or hold the pirate’s blockade.

SETUP: The players decide who will be the Crimson Fleet Player and
who will be the two Valkyrie General Players. Valkyrie Players 1and

2 each build 500-point Armies and place them in the green and cyan
start zones respectively. The Fleet Player builds an 800-point Army, and
places all figures in the red start zone and purple exit spaces. The Fleet
player cannot include more than 1 copy of any Army Card.

VICTORY: The Crimson Fleet Player wins if all of the Valkyrie Players’
figures are destroyed or if the end of Round 5 is reached without the
Valkyrie Players reaching their goal. The Valkyrie Players win by scoring
800 points (combined) with figures that break through the blockade.

SPECIAL RULES:

All Players
- Obsession’s Might: Figures occupying a Wellspring water tile increase
their Attack and Defense Values by 1.

- Onward March: At the end of each round, in Initiative order, each player
may move any unengaged figures they control a number of spaces equal
to the current round number.

The Crimson Fleet Player

- The Crimson Fleet: The Fleet player treats all squad figures they control
as Pirates instead of what is listed on their Army Cards. They cannot
include more than 1 copy of any Army Card in their Army. Additionally, all
Pirates, Captains, and Admirals controlled by the Crimson Fleet Player do
not end their movement when entering water tiles.

Skullduggery: At the start of each round, before placing Order Markers,
the Fleet Player may take a turn with 1 Pirate, Captain, or Admiral Hero
they control.

Valkyrie Players

Break Through: Determined to reach the Pirate King behind all of this,
figures controlled by either of the Valkyrie Players that end the round on
one or more of the marked purple exit spaces are removed from the game
and score their Points Cost, counting towards their goal of 800 points.
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COMBINING SCENARIOS:

Thormun’s Obsession can be combined with the Confronting Thormun
map found in the Thormun and the Kraken Army Expansion scenario
instructions to create the Wellspring of Obsession in its entirety. Connect
the Confronting Thormun map to the Thormun's Obsession map so that
the brown and blue starting zones are connected to the purple exit hexes.

You can also play these
2 scenarios sequentially
by linking them together:
When the first scenario
ends, the Valkyrie
Players take all of their
figures that they scored
and place them in the
starting zones of Players
2 and 3 for the second
scenario, if possible.

If either player has
scored less than 100
Points Cost of figures,
they begin the second
scenario with 200 points
from their first Army.

If a player has more

scored figures than

there is room in their

starting zone, they must place any unused figures outside of the game
board. At the beginning of Round 2 of the second scenario, these unplaced
figures may be placed in their starting zone. If there are still any figures left
over at that point, they are removed from the game.
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