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With the release of Warlord not too far behind Clay and I decided 
to sit down and hammer out a game.  I knew going into this game 
that I didn’t have a painted Warlord army yet and there was no 
way I’d have time to get one done so we decided to allow proxies 
as long as they were painted.  Clay really burned some midnight 
oil to get a mostly-Crusader army painted but I did take the easy 
way out and busted out my pre-painted D&D miniatures to re-
build a slightly dungeon themed army.

Clay’s Army Selection
It’s always something of an experience when trying to build an 
army list for the first time for a game you have never played.
This time was no exception.  After reading the rules through
once, I saw that this was going to be a learning experience for 
me.  I also saw that I happened to have a number of the models 
that just happened to be on the Crusaders Army list.  So by de-
fault I chose that army to play.  Now I’d like to say that I went 
through some long involved thought process to come up with the 
following army list, but truth be told I simply looked at the mod-
els I had and figured up an army list that used most of them giv-
ing me a wide variety of troop types (best way to see what work 
and what doesn’t right?).  I also went light on the magic since I 
was unsure how that would play out and didn’t want to give up to 
many troops to learn if it was effective or not, so the one Cru-
sader model that I have but didn’t use was the mage.  What I 
ended up with is the following:

Troop A
Duke Gerard (with Bandage spell), Finari, Halbarad (with 
Bandage and Bless spells), 2 Templar Warriors and 3 Tem-
plar Ironspines.

Troop B
Guardian Angel (with Bandage spell)

Troop C
Sir Conlan (with Bless spell) and 3 Ivy Crown Archers

Troop D
Lord Ironraven, Marcus Gideon (with Bandage spell) and 2 
Templar Unforgiven.

Troop E
Sir Broderick and 3 Templar Warriors

Mark’s Army Selection
Since I would be building my army from scratch and not using 
one of the army lists in the book I went with the generic army list 
in the back of the book and made some additions/modifications 
based on the troops that I was bringing.  After all, a Blue Slaad 
and an Ogre might both be Large Monsters, but they are not the 
same large monster.  I decided early on that I wanted three
‘monsters’ in my army running around on their own so that
meant at least three units of guys.  My troop breakdown was as 
follows:

Troop A: The Undead
Warlord (Stock, but using a Warforged Fighter model), 9 
Warrior Gunts (Added shields, undead and a +2 MAV bonus 
to make them worthy of being in the Warlord troop.  Using 
various skeleton models), Journeyman Mage (Stock, but
purchased 2 Fireball spells, 1 Scare spell and 1 Bolt Spell.
Using a Lord Soth miniature) and 1 Ordained Cleric (Stock, 
but purchased 2 Bandage spells, 1 Hold spell and 2 Bless 
spells.  Using a Lich Necromancer miniature)

Troop B: The Orcs
Captain (Added +1 MAV bonus.  Using an Orc Sergeant
miniature), 3 Warrior Grunts (Added +2 MAV bonus.  Using 
Orc Warrior miniatures), 3 Polearm Grunts (Added +1 MAV 
bonus.  Using Orc Spearfighter miniatures) and 1 Tank Hero 
(Stock.  Using an Eye of Gruumsh miniature)

Troop C: The Kobolds
Sergeant in Armor (Added shield.  Using a Kobold Cham-
pion miniature), 6 Polearm Grunts (Stock.  Using Kobold
Warrior miniatures) and 3 Crossbow Grunts (Stock.  Using 
Kobold Skirmisher miniatures)

Troop D: Ogre
Large Monster (Added Ranger and +1 MAV bonus.  Using 
an Ogre miniature).

Troop E: Blue Slaad
Large Monster (Added +3 MAV and +2 MOV bonuses.
Using a Blue Slaad miniature)

Troop F: Fomorian Giant
Large Creature (Added +1 DV and +2 MAV bonuses.  Using 
a Fomorian Giant miniature)

All of the miniatures above are from the WOTC line of pre-
painted plastic figures for D&D, but you could pretty easily find 
most, if not all, of them within Reaper’s extensive line of figures.

Pre Game
We decided to use the volcano rules that Clay wrote up as part of 
his Terrain Workshop that you can find elsewhere in this issue of 
Fictional Reality.  Prior to the game, we came to an agreement 
that the lava splashes would have an AV of 4, and Boulders
would cause an auto wound.  We then built up our deck; Mark 
had six Troops and Tactician for a total of seven cards.  Clay had 
five Troops and Tactician for a total of six cards.  After shuffling 
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cards, the first card was Clay’s who chose the West side of the 
board for deployment.  Also, for this game we decided to take 
pictures and make maps representing the action from turn to turn.

Deployment
Clay deployed with Troop D (led by Lord Ironraven), Troop E 
(led by Sir Broderick), and Troop B (the Guardian Angel) all 
deployed together on the North side of the field (Clay’s left 
flank).  Troop C (led by Sir Conlan) took up position in the center 
of the field, while Troop A (led by Duke Gerard) deployed on the 
right flank planning to go around the south side of the volcano.

Mark put his Undead and Blue Slaad on his left flank facing the 
Crusader Warlord with his own.  The center position was taken 
up by the Kobolds and Ogre, while the Orcs and Giant took
Mark’s Right Flank on the North side of the field.

Rangers move:  Ogre advances to the base of the mountain.  Cru-
saders Archers (Troop C) move up and wheel to cover the moun-
tain and the approach coming from the North.  Marcus, decides 
not to use his free move and stays put.

Clay’s Thoughts
Holy Cow!!  I’m hoping his troops are not very good, because he 
outnumbers me by about %50 and he has three monsters and a 
magic user to boot.  I’ve never felt so outgunned before the game 
even starts in my life.  I guess it’s my imagination getting away 
from me.

Mark’s Thoughts
Ok, just stay on task and collect victory points for the objectives 
and kill people just for the fun of it.  Seriously though, the sce-
nario built into this game demands concentration on the objec-
tives or you’re guaranteed to lose.

Turn 1
First Card: Clay

The Duke starts off by moving his Troop twice taking up 
position between the ruins and the southern part of the moun-
tain.

Second Card: Mark
Mark moves his ogre twice up the trail on the mountain pass-
ing the first temple and getting next to the artifact.

Third Card: Mark
The Undead troop takes a move action spread-
ing apart and leaving an aisle down through
their middle.  The mage then attempts to throw 
a fire ball at the Duke’s troop successfully kill-
ing two Ironspines and wounding Finari.

Fourth Card: Clay
Troop C, with three Ivy Crown Archers, shift to 
a position where they can see the Ogre at the 
artifact.  The all let fly but needed ten to hit and 
all missed.

Fifth Card: Mark
Orcs run up (moving twice) the north side of 
the mountain.

Sixth Card: Clay
Sir Broderick leads his troop to the mountain 
and start up the trail.

Seventh Card: Clay
Ironraven takes his troop to the north side of
the mountain to face the oncoming orcs.

Eighth Card: Mark
The Giant runs up to support the Orcs. 
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Ninth Card: Clay
Clay’s final troop, the guardian angel, moves out far to the 
Left trying to stay out of charge range of the giant, but close 
enough to support Ironraven.

Tenth Card: Mark
Kobolds swarm up the mounting following the Ogre.

Eleventh Card: Mark
Mark’s Blue Slaad runs around to the far left looking to flank 
the Duke.

Volcano roll made – volcano remained quiet

Clay’s Thoughts
Okay, I guess magic might be worth it and archers might not be.
Even with decent line of sight and reasonable range I needed like 
a 13 to hit (luckily 10’s always hit so at least I had a chance).  I 
can see that this game moves fast, and that things will get excit-
ing in about two seconds.  I still feel outgunned on all fronts and 
hoping that my guys pay for themselves.  I can see getting that 
Ogre off the mountain is going to be a pain in the rear.  We are 
playing king of the mountain here and getting that thing up there 
that fast will definitely pose a challenge for me.

Mark’s Thoughts
Ka-boom!  You just gotta love when a fireball spell comes off 
with quality results.  I’m slightly concerned with the Ogre occu-
pying the center of the hill all by himself right now, but he has 
some cover and the Kobolds will be covering his backside.  If 
Clay makes a mad rush for the center of the hill I can see it col-
lapsing and him getting some good footing there.

Turn 2
First Card: Clay

Archers let fly again at the ogre.  This time they don’t need 
to move and get two shots each with their Marksman special 
ability.  All six shots miss.

Second Card: Clay
Duke Gerard moves forward to engage the Undead.  Hal-
barad takes the opportunity to heal Finari using a bandage 
spell.  The skeleton that the lead elements of the troop was 
uninjured, and its return strike was equally ineffective.

Third Card: Mark
The Undead troop takes the opportunity to return the attack 
and surround Gerard troop with chattering sword swinging 
skeletons.  One Skeleton attacks Finari, and two skeletons 

attack each of the two leading Crusader swordsmen.
Both swordsmen fall in the attack but Finari escapes 
being wounded.  All the crusader defensive strikes 
miss.
Fourth Card: Clay

Sir Broderick, seeing the Ogre was above his 
troop and figuring that it would likely be com-
ing down to attack, takes up the lead position of 
his troop.  His troop then awaits the Ogre’s 
charge.

Fifth Card: Mark
The Orcs charge Ironraven’s troop, but only
one orc makes contact.  Neither the orc nor the 
defensive strike does any damage.

Sixth Card: Mark
The Kobolds continue to swarm the mountain 
only slowing long enough to desecrate the tem-
ples.  Some reach the artifact by the Ogre.

Seventh Card: Clay
Ironraven’s troop now countercharges the orcs.
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The two Unforgiven
both miss their tar-
gets, and one is killed 
in return for the ef-
fort.  Ironraven suc-
cessfully brings down 
a spearmen without
injury, but Marcus
kills his swordsmen
taking a wound in
return.

Eighth Card: Clay
The Angel dives in
taking on the Tank
Hero in the Orcs
troop.  The Angel
inflicts only a single
wound and takes one 
in return.

Ninth Card: Mark
Giant moves up try-
ing to reach the rear
of the angel but
comes up short.

Tenth Card: Mark
The Blue Slaad runs
down the side getting 
past the Duke’s sur-
rounded troop.

Eleventh Card: Clay
Extra Card, no action.

Twelfth Card: Mark
Ogre charges down 
the path and wounds 
Sir Broderick without 
getting hurt in return.

Volcano roll made – volcano erupts with lava 
and rocks, but no one is hurt though most 
seem to fall on Mark’s side of the board.

Clay’s Thoughts
Well that turn went about as badly as it could.
Not a single one of my non-characters models 
did any damage to Mark’s guys; in fact when 
they attacked they not only missed but often 

died for
even at-
tempting it.
So much for 
my hope
that I had
better qual-
ity troops…
this is not
going to be
p r e t t y .
Guess I
could al-
ways pray
for the vol-
cano to join 
my side.
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Mark’s Thoughts
Things are moving along pretty darn well from my 
perspective.  I’m rolling very well and have claimed 
enough objectives that even if I lose the one that the 
Ogre is close to and even have some catastrophic 
die rolls and end up not getting the most kills in the 
game I should still come out ahead as I hold the
remaining two objectives.

Turn 3
First Card: Clay

The archers now have a new concern with the 
Blue Slaad coming on fast.  Sir Conlan blesses 
the Archers who then manage to bring down
one of the unengaged skeletons, and wound the 
Slaad.  Sir Conlan then steps up to stand be-
tween the archers and the wounded Slaad.
Brave guy.

Second Card: Mark
The Ogre goes and proceeds to kill Sir Broderick, and taking 
a wound in the process.

Third Card: Mark
The Giant now goes.  After making its disciple check, it

charges and gives two more wounds to the Angel taking one 
wound in return.

Fourth Card: Mark
The Orcs join in on the fun and attack.  The tank hero fin-
ishes off the Angel, and Ironraven is wounded giving nothing 
back in return.  The rest of the surviving orcs do nothing, 
though one dies from a defensive strike.

Fifth Card: Clay
The Duke’s troop, or rather its survivors, finally get the
chance to go with disastrous results. Finari fails to do any 
wounds to the enemy Warlord, but takes multiple hits in re-
turn killing her.  Halbarad misses as does the Ironspine, but 
the Ironspine dies from the counter strike.  Only the Duke 
himself does any damage by taking out two skeletons.

Sixth Card: Clay
Ironraven’s troop spreads out in an attempt to hold the flank.
Marcus attacks and kills the giant, taking another wound in 
the process.  An Unforgiven takes on an orc swordsman and 
both fall from mortal wounds.  Ironraven himself wounds the 
Orc Captain without injury.

Seventh Card: Clay
The crusader swordsmen charge the Ogre but can only get on 
him one at a time.  The lead man fails to do anything but 
impale himself on the Ogres sword.

Eighth Card: Mark
The Kobolds continue in the wake of the Ogre coving most 
of the volcano now.

Ninth Card: Mark
The Blue Slaad attacks Sir Conlan.  Though it kills the Cru-
sader, it also fails to survive the encounter.  Both fall from 
their wounds.

Tenth Card: Mark
Finally the undead troop goes.  First the mage attempts to 
throw a bolt spell but fails to affect the Duke.  Halbarad is 
wounded twice and Duke Gerard is wounded three times, 
however the Undead Warlord also takes three wounds in the 
fight.

Volcano roll made – volcano erupts with lava and rocks agaian, 
there are some close calls but again no one is hurt
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Clay’s Thoughts
Seeing that my characters seem to be the only guys that can do 
anything, this turn was the coup-de-gras.  Killing the Blue Slaad 
at my doorstep was a bit a surprise but it’s obvious everything is 
about to fold up everywhere else.  I wonder if I can at least take 
the nearest temple.  It’s a long shot but I don’t see any harm in 
trying.

Mark’s Thoughts
Damn, that big blue lug got greased right before he could make 
breakfast out of the Ivy crown Archers but at least he took out 
their stalwart leader.  I think I’ll be picking up my mop now to 
take care of any stragglers on the Crusader’s side.

Turn 4
First Card: Clay

Archers once again let fly at the Ogre though two need to 
reposition to do so.  The Ogre takes one wound as a result.

Second Card: Mark
The undead go finishing off both the Duke and Halbarad.
Halbarad’s defensive strike fails, but the Duke 
hits the enemy Warlord as he goes down.  The 
Enemy Warlord makes his toughness roll re-
maining on his feet.  The ill fated Duke is not 
so fortunate, and goes down for good.  The
Troop is wiped out.

Third Card: Mark
Now the Orcs go doing much the same to Iron-
raven’s troop.  Both Marcus and Ironraven are 
killed and all defensive strikes fail to do any 
damage.

Fourth Card: Mark
The Ogre now activates and attacks the nearest 
swordsmen.  Somehow he misses and falls dead 
from the defensive strike with a look of surprise 
forever etched on his face.

Fifth Card: Mark
The Kobolds now go and a lone crossbow shot 
from a distant Kobold miraculously hits and
kills the Swordsman that killed the ogre, he too 

goes down surprised.  The rest of the Kobolds now control 
both temples and the artifact.

Sixth Card: Mark
The final swordsman runs up in a desperate attempt to take 
the nearest temple but fails to do any damage.  Luckily he 
also survives the defensive strike.  He does however success-
fully deny the victory point to the enemy.

Final
Mark controls one temple and the artifact
Mark scores most kills
Victory points: 5

One temple contested, no points to either side

Clay controls no objectives
Victory points: 0

Clay’s Final Thoughts
That was quite the beating.  I have to say I have never felt so in-
effective.  Obviously I need to look closer at the rules to see 
where my force structure went wrong.  Off hand I have to say 
that the Guardian Angel was not worth anything near the points 
he costs (at least judging by his poor performance here).  I’m also 
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no so sure the archers were worth it since they cost nearly twice 
the cost of a normal troop, but they did at least give out three 
wounds which is more than any of my other grunts can say.  As 
far as the game of Warlord goes, I like the speed of the game, it 
was very fast moving.  But the combat system seems a bit to sim-
plified for my taste, it does however make things move fast so I 
guess there are ups and downs.  I also have to think that there are 
some issues with the point system on troop costs.

Sure, I rolled about as well as a steel plate on a beach, but even if 
my luck had been better I don’t see how I could have held a can-
dle to Mark’s army.  The combat system naturally makes this 
game a war of attrition minimizing the importance of who attacks 
who first, and I simply didn’t have the numbers to stand up to 
that attrition.  I also think that increasing the Defensive value 
may well be worth the points (something I did not do).  Hitting 
your opponent is nice, but surviving their return hit is critical.
Now that I’ve had my appetite wetted, albeit with a does of caster 
oil, I’m looking forward to doing it again with a better structured 
force.

Mark’s Final Thoughts
I’ve got mixed thoughts on today’s game.  First, it’s always good 
to win, but I honestly can’t say that the game would have gone 
my way if I had not enhanced some of my troops.  The bonuses 
given to the Slaad proved largely ineffective, but the skeletons 
were magnificent and the orcs were not too shabby either.  I think 
that a huge selling point for Warlord is the ability to use the ge-
neric lists to build whatever force you like.  Most of the time, and 
always in tournaments, this will come from Reaper’s own line of 

figures but even the army I brought today could be built (well, 
I’ll have to scratch my head a bit for a Slaad replacement) using 
Reaper miniatures.  I think the solution to generic versus pre-built
army lists lies in moderation and probably some sort of limit on 
how many upgrades can be given to each model type.

Clearly, eliminating the enhancements is not in order as not all 
monsters or troops are identical and I think that a stock generic 
force would get worked over by a list built from the available 
armies.  On the other hand, allowing any/all enhancements that 
players want is not the answer either.   Putting even low Defense 
Value bonuses on anything makes it a very tough customer and 
additions to MAV are also pretty significant.  I can’t say that mis-
sile fire is ineffective as one of the three crossbow armed Ko-
bolds that I took out one of the Crusaders, but I had better than 
average die rolls all game long and I’d say that I had another 
slight advantage over Clay in having a few games of Warlord 
under my belt by the time we sat down to play.

Magic is definitely worth taking even with the high cost (and 
single casting per purchase) of some spells.  Thinning out Clay’s 
Templars before wading in was partly responsible for me coming 
out on the winning side of that fight.   But, I do think that concen-
trating on the objectives right from the start and then trying to 
occupy Clay’s troops with the rest of my guys paid off big time.
Once the Kobolds scurried up the hill I think things were pretty 
much in hand.  I think next time we’ll do a straight-up book army 
versus book army fight.  That means I’ll have to get my Necropo-
lis troops under the brush soon so I’ll quit yapping here and get to 
work!


