UNOFFICIAL

KIRMISH

Warmaster Skirmish isa set of rulesto play much smaller games of Warmaster without
losing too much of the fed of large Warmaster battles. Thissmall scale, fast paced setting
makesthe gamesidea for beginners or those who want to squeeze more gamesinto their
limit time. The game itself alows you to play battles with armies closer to the sze of
those more commonly seen in games of Warhammer while keeping the command and
tacticsof the Warmaster system.

The basicideabehind Warmaster Skirmish isunit sizes are awaysreduced to asingle stand. Thispractice smplifiesa
lot of the rules aswell as changing some tactics used. Asunits are reduced to asingle stand, this cuts down hugely on
the amount of miniatures required and due to the fast paced combats reduces the length of the game. For smplicity
army lists remain the same, a sngle stand of Chaos Warriors will still cost you 150pts With the new unit sizes
suddenly some units such aslarge monsters or exotic war machines become much more powerful. To ded with this
units that started off at less then three stands have price increases to help balance them among their weskened
brethren. Wizards arethe only character to have apoint increase, thisisdueto the extrainfluencetheir spells can have
on the battlefield.

Unit Type Unit Changes Cost

Generd None Same

Hero None Same

Wizard None X15

Infantry Reduced to asingle stand Same

Cavdry Reduced to asingle stand Same A lonestand of Galloping Guns
Monsters (3 stand unit) Reduced to asingle stand Same

Monsters (1 stand unit) None X3

War machine (2 stand unit) Reduced to asingle stand X15

War machine (1 stand unit) None X3

E.g. An Orcand Goblin Giant, originally a sngle stand unit cannot be reduced. Asall other unitsare being reduced to a
third of their power and the Giants isunableto bereduced to athird of its power its cost ismultipliesby threeto 450ptd

Smilarly atwo stand unit of war machinesisreduced to one stand but at a fifty percent cost increase. The thought isthat
a two stand 80pts unit of cannons buys an additional stand , half of their unit cost 40pts bringing it up to a three stland
unit. Thiswaywhen all other unitsarereduced to onestand it will ill befairly costed.



Thisis an example of a 1500pts Chaos army for Warmaster skirmish. It is based off a normal Warmaster army list only
dightly changed to deal with the pointsincrease of theWizard. Onelessunit of Houndsand afew new shiny magic swords.

Warmaster skirmish really lendsitself to scenario based games. M ostly to do with the mor e manageable
forces and quickened game speed but also the flexibility of miniatures people will suddenly have
availablefor army compostion. Wehavefound it very easy to come up with scenario ideasinspired by
othe war games examples or even great bits of fluff. We have taken great influence from the Epic
Armageddon objective system and have adapted it for Warmaster Skirmish. These games have aredl
different feel to them compared to the pitched battlesyou may be used to.

Playing for objectives

Each player istrying to complete objectives for strategic gain on
the battlefield. You win if you have completed two of the possible
five obj ectives by the end of turn 4 and have mor e objectivesthan
your opponent.

Placing objectivemarkers

Roll adiceto decidewho placesfirst thefirst marker. Thefirgt
marker to go down isplaced on that playerstableedge. Thenext
player then placestheir first marker. The second two markersfor
each player areplaced in ther opponentshalf of thetableand at
least 30cmsaway from their table edgeand 30cmsaway from a
marker already placed. Taketurnsto keep placing markersuntil
al sxaredown on thetable.

Objectivemarkerscan beanything you fed may beof strategic
advantageto your army. Thiscould beamine or dependable
building even asacred dhrineor heavily laden caravan. Itsa
nice opportunity to try building somethemed objectivesfor
your armyand it looksalot better than cardboard tokens.

Thefiveobjectivesare:

Occupy: Take control of opponents objective marker
set up on opponent'stableedge.

Giant Sayer: Destroy your opponents most expensive
unit.

Holdtheline:  Contral all three objectives markers on your
tablehalf.

Takeand hold:  Control atotal of two objectives markers in

your opponent'shalf of thetable.
Noneshall pass: Thereareno enemy unitsin your table half.
(Confused enemy unitsdo not count)

Weighingin at amodest 450ptsthe Giant isa
strong candidate for an opponents most
expengiveunit. It may seem steep but wait until
you seethis enraged behemoth smashing your
opponents breakpoint single handedly.



A few quick pointsfrom theauthor...

There are a few units that cause minor disturbances in the pricing sysems such as Empire Skirmishers or
Lizardmen Salamanders. For these wehave been playingthem at tripletheir cost and you can buy asingle stand for
each of the appropriate parent unit you have. So if you have bought stand of Skinksfor 35ptsyou can then buy a
stand of Salamanders for 75pts (3x25pts). These units act independently from each other on the battlefield as
completely separate unitsand you can ignoretheir normal 'parent unit rules.

Magicisunbalanced or obsoletein places. There are some gpellsthat become very power ful dueto the amall size of
unitsand thereareothersthat no longer can takeeffect. Wehavenot even tried to play test all the possiblelistsand
renrite new magic tablesfor each of them. If you are having problemswith certain gpellsthen try to come up with
moreappropriaterulesfor your games.

I would recommend double the amount of terrain you would usein aregular game. Your units do not require as
much space to manoeuvre and your battle linewill bealot smaller. Thisalso hdpsto rdieve the problem of how
eagy it isfor someunitsto now flank each other.

Dueto the single sand unit sizesit isalot easer to suffer from bad luck. The sysem isalot lessforgiving than
regular Warmagter in which bigger combats allow for mor e average performances by units over all. It isfar more
common to see power ful unitsget afew unlucky rollsand perform uncharacteristically badly and lose combatsyou
think they should win. Takecare.

These amall scale armies allow excellent modelling opportunities especially in converting more characterful lone
stands. Objectivemakingisalso alot of fun and | am sure everyone can o eate some inter esting obj ectives specific
tother army

Theserulesaregreat for beginners due to the small amount of miniatures needed to play large battles. Also it is
very cheap to put together anew army, just afew starting blistersto haveaplayableforce.

Thismodification wasdesigned to be arefreshing alternativeto try out new waysof playing Warmaster. Not to try
and replaceit.

Theserulesareby no meansperfect | will not pretend that awkward situationswill not arise during your gamesor
therebeingimbalancesin therules. | leavetheseto you to perfect to your own personal tastes.

Other rulesweareworking out isasmple experience sysem for charactersand unitsaswell asa campaign system
to help tie together games. A list of 'fun' scenarios ranging from impossible defences, huge monster hunts and
pillageand looting.

And rat svarmslooked puny before...

Articlewritten by and all modelspainted by Tom Clark, with special thanksto all the play testers.
If you haveany interest in contributingto the Warmaster Skirmish prgject, Haveany photosof your
own Warmagter kirmish forceor haveany commentsor criticiam pleasefed freeto contact me.

Thisdocument iscompletely unofficial and isin no way endor sed by GamesWorkshop. Any trademarks, names
and racesfrom the Warhammer universeareproperty of GamesWorkshop Ltd and areused without permission.

No part of thismay be borraowed or reproduced, without given consent.



