
Adventurer
Control a runic pool 
in the opponent’s 
deployment zone.

101

1 VP
-1 VP 1 SP

Axe Beats Flesh

  2 VP 
-2 VP

Slay an opposing 
characters, in melee,  
that was in full health 
in one turn.

2

2 SP

Capture
To capture an opponent, an 
enemy  model must be in 
base-to base contact and 
spend an EP per life point to 
capture them. If  EP spent 
equals the remaining life, 
they are captured. 

The defending model may 
also spend EP to counter it. 
Captured models are 
removed from the board.

3

2 VP
-2 VP 2 SP

Charge
A character must 
successfully attack and 
damage two enemy 
targets on a turn they 
charged. 

4

2 VP
-1 VP 1 SP

Flesh Wound
At the end of  the 
scenario, all the 
opponent’s models have 
at least one point of  
unhealed damage.

5

3 VP
-2 VP 1 SP

Get a Clue
Discover a clue for what 
happened to the Dragons. 

To find a clue you must be 
in base-base-to-base contact 
with a slain opponent’s 
character, spend an EP and 
roll an A(2) test.  This roll 
can be modified by spending 
EP to increase the TN up to 
a 6.

6

4 VP
-1 VP 2 SP

Initiative
Win the initiative at 
least 3 times during 
the battle.  

The Initiative roll can 
be amped.

7

1 VP
-2 VP 1 SP

Control Freak
Control the Runic Pools.  
Start scoring V.P.’s at the end 
of  Round 2.  

1 VP - Runic Pool in your 
deployment area.
2 VP - Runic Pool in center 
of  battlezone.
3 VP - Runic Pool in your 
opponents deployment area.

0

3 SP

DUEL



Natural Born 
Killer

A single character 
must kill two or more 
opponent’s models 
during a mission.      

9

4 VP
-2 VP 2 SP

Out Flank
Have at least one of  
your characters in each 
of  the deployment 
zones at the end of  
the game.

10

1 VP
-1 VP 2 SP

Runic Master
At the end of  the 
battle, control all the 
runic pools on the 
table. 

12

3 SP

DUEL

5 VP

Runic Hoarder
At the end of  the 
battle, control more 
pools then your 
opponent.

11

3 SP

DUEL

4 VP

Survivor
Have the commander 
that the Warband 
chooses at the start of  
the game alive at the 
end of  the scenario, 
and at least half-way 
across the battlefield.

13

2 VP 
-2 VP 2 SP

Total Annihilation
At the end of  the 
scenario, all of  the 
opponent’s characters 
have been slain.

14

4 VP
-2 VP 4 SP

Unexpected Demise
Slay an opponent’s 
character in Ranged  
combat.

15

1 VP
-2 VP 1 SP

Wooded Allies
At the end of  the 
game, control at least 
one forest. If  there are 
no forests on the 
table, this Mission 
must be discarded.  

16

3 VP
-1 VP 2 SP



Wounded but Alive
At the end of  the 
scenario, all of  your 
characters are 
wounded, but still 
alive. Wounds must 
have been inflicted by 
an opponents 
Warband.

17

3 VP
-2 VP 4 SP

Ogre
Place an Ogre in the center of  the 
battlefield. The goal is to bring him 
back to the table edge in your 
deployment zone.

To control the Ogre you need to 
be in b2b contact and spend 3 EP. 

If  a character from another 
Warband is in b2b and spends the 
EP, they then cotrol him. Character 
must stay in b2b to keep control.

18

3 SP

DUEL

3 VP

Cornered
Have a character in all 
four sections of  the 
battlefield.

19

3 VP
-2 VP 4 SP

1 2

3 4

Center
Mark a 6” square in the 
center of  the battlefield.

Control the square and earn 
2 V.P.’s. Start scoring at the 
end of  Round 2.  

20

3 SP

DUEL


