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ESCALATION LEAGUES

Participating in an escalation league is a
fun way to get in a lot of games of
Warhammer and can encourage you, your
friends, and your fellow club members to
assemble and paint a few new miniatures
or possibly start a new army. Players
begin an escalation league with a small
warband of 200 points. As the participants
play games over the course of the league,
their warbands will slowly increase in
size. By the end of the month-long
escalation league, each player will have a
good sense of the effective tactics for his
new warband, probably a few ideas about
how he wants to expand his warband into
a full-fledged Warhammer army, and most
importantly, at least 500 points worth of
painted models!

HOBEY[CERTERS

WARHAMMER
WARBANDS LEAGUE

In November, all U.S. Hobby
Centers will be running the very
warbands escalation league
presented in this article. The
action will run every Tuesday
night and Saturday afternoon, as
the Warhammer warbands build
from 200 points to 500 points or
more. Ask the staff of your local
U.S. Hobby Center for details of
the league and the painting and
modeling workshops that will, no
doubt, accompany it.
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A High Elf warband defends itself

ESCALATION

LEAGUE STRUCTURE.

Each player begins by creating a 200-
point warband per the rules in this and last
month’s issue of White Dwarf. Over the
course of the 4-week league, any two
players can get together to play a game of
Warhammer warbands, though players
should not play the same person more
than twice in a row. It is up to the players
to organize games for themselves, but
league organizers can certainly set up
“Bring and Battle” nights to facilitate
league play. There is no formal schedule
of games, however. Players use the Little
War scenario from last issue for each
regular league game.

against its age-old foes, the Dark Elves.

The base size of each warband — or
starting warband size — increases each
week. In addition, each time a participant
plays a game, he adds to his warband a
number of points, determined by whether
he massacred his opponent, scored a
victory, tied, or lost (see table below).
Warbands are restricted to a maximum
size, regardless of the number of games
played. For instance, in the middle of
Week 3, Ross’s warband has won two
victories and lost once; thus, his warband
size is 435 points [i.e., starting warband
size of 400 + (bonus of 15 each for two
victories) + (bonus of 5 for the loss) =
435]. If Ross played more games, his
warband would continue to increase in
size but could never exceed 450 points,
the maximum warband size for week 3.




Each week, players start anew at the
starting warband size given for that week.
Thus, regardless of the number of games
played or the number of massacres,
victories, draws, and losses a player
scored in the previous week(s), he will
always begin each week of the escalation
' league at the starting warband size listed
on the table.
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Name | Type Size

Players may change their army lists from game
to game to reflect both the increased size of
their warbands as well as whichever models
and tactics they prefer to use against a particular
opponent and/or warband type.

Participants should keep track of the number
massacres, victories, draws, and losses as well
as the number of “league points” they have
earned. Players earn 6 league points for

(2 pts each)

\ {umber
~of Losses
“(1pt eac_h)

massacring an opponent, 4 for a victory, 2 for a
draw, and 1 for a loss (whether the loss was a
result of a massacre or a victory). League points
accrue over the course of the entire escalation
league and are not reset at the beginning of each
week as is the starting warband size. Players
may want to post a scoreboard like the one
shown below, which represents an escalation
league in progress somewhere in the middle of
week 3.
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Helmut
Nightbringers
Plague of Undeath

Vampire Counts
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The Sea Lizards Lizardmen
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Baltius

HE:‘.: 's Beasts

MEGA-BATTLES

At the end of each week of league play,
players may participate in the mega-battle,
which can involve all or some of the
participants. League organizers should
appoint a Games Master (GM) to facilitate
and act as referee for each mega-battle.
Winning a mega-battle earns players 6
league points, whereas losing earns 3.
Going into the mega-battle with a lead in
warband size is an obvious advantage, and
winning a mega-battle can yield benefits to
the victors in the remaining games of the
escalation league. The following rules
apply to mega-battles.

Warbands & Teams. Each player brings a

¢ | warband selected up to the maximum

points total allowed for his warband as
determined by his massacre-victory-draw-
loss record, the starting warband size for
the week, and the maximum warband size
for the week. Participating warbands will
likely have different points values. The GM
will divide the warbands into “good’” and
il “evil” teams (e.g., Dwarfs, Empire, and

- High Elves vs. Orcs and Skaven). The
teams should include an even number of
warbands where possible, and the GM may
have to ask one or more players switch
sides to even things up (e.g., “This Empire
army has been corrupted by Chaos and
thus will fight on the evil team.”).

Once teams are established by the
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GM, each team fights as one army, with
each player controlling his own models.

Honor & Glory. Over the course of the
mega-battles, warbands may earn Honor &
Glory in addition to other bonuses. Each
time a player earns Honor & Glory, the
GM should give him a single Honor &
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Glory token. These tokens may be used at
any future point in the escalation league to
reroll a single die. Once used, the

token must be discarded and cannot be
used again.

On the following pages, we list four
possible scenarios for your mega-battles.




OVERVIEW

A massive assault has left a local city in ruins. Though the
battle is over, small roving bands of warriors pick through the
ruins in search of anything of value.

ARMIES

Warband teams should be set up as described in Warbands & Teams.

BATTLEFIELD

The GM sets up a 4' x 6' area (or larger if you have a lot of
players) representing the aftermath of battle. Burned
buildings, piles of corpses, and rubble litter the battlefield
(but don’t clutter things too much). The GM places seven
loot counters on the battlefield at least 12" from any table
edge and at least 6" from each other.

DEPLOYMENT

The GM nominates one long side as the good table edge and
the other as the evil one. Players deploy in order of total
league points, from highest to lowest, regardless of each
warband’s team affiliation for this battle. Each player deploys
all of his models at the same time. An entire warband must be
set up within 12" of its table edge in an area no wider than
12". Any models that cannot fit in this area cannot participate
in the game. Scouts and other units with special deployment
rules may be set up according to those rules.

WHO GOES FIRST?

The team with the fewest number of players may choose to
go first or second. If both sides have the same number of
players, the team with the lower combined total league point
score may choose to go first or second.

LENGTH OF GAME
The game lasts 6 turns.

SPECIAL RULES

Loot. Whenever a model or unit that is not fleeing touches a
loot counter, roll a D6 and consult the chart below to see
what type of loot is found. The unit/model must try to survive
the battle and guard its loot. Units/models may move
normally with any number of loot counters, which may be
captured by enemies (but not by teammates) exactly like unit
standards. If a loot-bearing unit/model is destroyed for any
reason and the loot is not captured by a pursuing enemy,

place the loot counter on the board on the spot where the
unit was destroyed. Any uncontrolled loot counter may be
captured by any unit/model that comes in contact with it.

VICTORY CONDITIONS

The team that ends the game in possession of the most loot
counters wins. Warbands in possession of loot counters at the
end of the game reap the benefits described below.
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OVERVIEW his models at the same time. Each warband must be set up within
es on a mountain, large hill, or other 12" of its table edge in an area no wider than 12". Any models that
he warband that takes the cannot fit in this area will not participate in the game.

WHO GOES FIRST?

- The team with the fewest number of players may choose to go first
- orsecond. If both sides have the same number of players, the
- team with the lower combined total league pomt score may
choose to go first or second.
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Greenskins put their fear in check to assault a fortified position held by the Undead.

_WARBAND MECA BATTLE WEEK 4 BESIECING THE KEEP

OVERVIEW

A group of warbands has fortified its position in enemy territory by
constructing a crude keep. The 1nd1gen0us forces have 'but one |
mission: capture the keep' ) ’ 4

uld be set up as descrlbed in Warbands o

al league points of all the warbands of each
team. The side the higher total acts as the Attackers in this
scenario. Neither'the Attackers nor the Defenders may purchase
siege equipment for this scenario, but some will be provided for

them for free. y \
BATTLEFIELD,
The GM sets up a % x 0' area (or larger if you have a lot of players)

representing the raiders’ fortified camp and places a small keep
with a footprint no/larger than 12" x 12" in the center of the board.
The rest of the battlefield should have very sparse terrain: a few
tents, campfires, and the like.
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will not participate in the game. 'F

3. The Defending warband with the most total league points
deploys last inside the keep in the center of the table
and/or within 6" of it. Any models that cannot fit in this
area will not participate in the game.

4. Scouts and other units with special deployment rules .
must be set up as normal and cannot use their special
rules for this scenario.

WHO GOES FIRST? - M e
The Attackers go first. - . .":/H-"I"’ 14l .’r
LENGTH OFGAME ., P,,(,y
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WHAT COUNTS AS A CORE
SELECTION FOR WARBANDS?

All warbands must include a minimum of
two Core selections. Core units that do
not count toward the minimum number of
Core units in the regular army list (e.g.,
‘Warhounds in a Chaos army or Huntsmen
in an Empire army) do not count toward
the minimum two Core selections for a
warband. Of course, these units can still
be included in a warband; they simply
don’t count toward the minimum Core
units required.

WHAT COUNTS AS
A MAGICITEM?

Per the basic warbands rules, warbands of
199 points or less cannot take magic
items. Exceptions to this rule are magic
items that are available to regular troops
(i.e., not exclusive to character models)
and/or those items that are not listed in the
magic item list of the Army book (e.g.,
Wight blades, Chaos armor, tomb blades,
and Skaven warp weapons). It is
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FURTHER RULES "AND CLARIFICATIONS

ABOUT WARBAND SELETION

permissible to take models with these
items in small warbands, and the items
count as magical per the normal
Warhammer rules.

UNIT SIZES
AND UNIT OPTIONS

Last month, we published a modified list
of minimum unit sizes for use with
warbands. After additional playtesting and
subsequent rethinking, we found it
prudent to clarify the existing warbands
rules for minimum unit sizes as follows.

The minimum unit size for models on 20-
mm or 25-mm bases is three models; the
minimum unit size for models on 25 x 50-
mm bases is two models; and the
minimum unit size for models on 40-mm
bases or larger is one model. However, no
warband regiment may take any unit
options, other than weapon and armor
upgrades, unless the regiment meets its
normal unit minimum listed in the Army
book. Thus, only when the unit meets its
regular unit minimum listed in the Army

book can it take normally available
options such as:

¢ Command models

* Magic standards (only available to
units in warbands of 200+ points)

e Upgrades in status such as those
that promote Empire Knights to
Knights of the Inner Circle, Orcs to
Big’Uns, Chaos Warriors/Knights
to Chosen, Chaos units to a Mark
of Chaos other than Undivided,
Saurus Warriors or Skink Cohorts
to a Sacred Spawning, Grave Guard
to Drakenhof Guard, and the like.

Exceptions to these restrictions can be
found in Army-Specific Rules and
Clarifications below.

Note also that some units have a
maximum unit size. These unit maximums
apply to warbands just as they do to
regular Warhammer armies.

q
ﬁ( i ARMY SPECIFIC RULES AND CLARIFICATIONS
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