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The following is a list of  the terrain features for maps of  
the Call to Arms Five Fingers Free-for-all Tour along with 
rules when applicable

(2) Barrier Walls - 1” x 6”
A Barrier Wall is a 1� x 6� obstruction that is a minimum of  2� tall. 
(2) Building 4� x 6�

Beach
When an AOE attack with POW 14 or greater does not directly hit 
its target and the center point of  the AOE is on beach terrain after 
determining deviation, center a 3� shallow water template on the center 
point.

(2) Broken Coast Ships
A Broken Coast Ship is a 14� x 36� man-made construction that 
features many elements (see diagram). In some scenarios, Broken Coast 
ships are structures.

Forecastle/Aftcastle: The forecastle and aftcastle are obstacles that 
provide at least 1� elevation. Masts: Unless speci�ed otherwise in the 
scenario, masts are obstructions.

Crane: The center mast serves as the ship�s crane. A warrior model with 
CMD 3 or greater in base-contact with the crane can take a special 
action to pick up any friendly model completely within 8� of  the crane 
and place it anywhere completely within 8� of  the crane. There must be 
room for the placed model�s base in the new location. Models picked 
up by the crane may suffer free strikes. Models picked up by the crane 
must forfeit their movement if  they have not already activated this turn.

Paddlewheels: Unless speci�ed otherwise in the scenario, paddlewheels 
are obstructions.

Ship�s Rail: The ship�s rail is a linear obstacle surrounding the outside 
edge of  the entire ship.

(2) Building 5” x 5”

Cobblestone Pavement
Cobblestone pavement is a man-made construction.

(1) Crane - 2” Diameter
A warrior model with CMD 3 or greater in base-contact with the crane 
can take a special action to pick up any friendly model completely 
within 8� of  the crane and place it anywhere completely within 8� of  
the crane. There must be room for the placed model�s base in the new 
location. Models picked up by the crane may suffer free strikes. Models 
picked up by the crane must forfeit their movement if  they have not 
already activated this turn.

(4) Crate Stack 2” x 4”
A crate stack is a 2� x 4� obstacle that provides elevation. A crate 
stack may be targeted like a structure (ARM 12, damage capacity 15). 
Models standing on a crate stack when it is destroyed are knocked 
down.

(2) Field Stone Wall 1” x 6”
A �eldstone wall is a linear obstacle that can be slammed by heavy 
warjacks and heavy warbeasts. When a �eldstone wall is slammed, turn 
the slamming model so that it contacts the �eldstone wall and its front 
arc is parallel to the wall. All models within 2� of  the slamming model 
in its front arc suffer an unboostable POW 8 damage roll. Then the 2� 
wide slammed section of  the wall becomes rough terrain.

(2) Fire Fount 2” diameter
A Fire Fount is a 2� diameter obstacle. Models with any part of  their 
base touching or passing across a Fire Fount take a POW 12 damage 
roll and suffer Fire.

(1) Forest 4” x 6”

(4) Gated Wall 1” x 12”
A Gated Wall is a 4� tall wall that is 12� long. A Gated Wall has two 
3� wide gateways going through it spaced 2� from each end and 2� 
apart. The gateways should be at least 3� tall. Models of  all base sizes 

can �t though the gateways.

(2) Hedge Row 1” x 6”
Hedge rows are linear obstacles that provide concealment.

(2) Hill 8” diameter

(1) Hill - 12” Diameter

Large Building
A Large Building is made up of  any combination of  Gated Walls, Solid 
Walls, and table edges. A Large Building can be entered through the 
gateways of  any Gated Walls making up the Large Building. Models 
targeting a model inside a Large Building with a ranged attack cannot 
bene�t from arching �re. Additional rules for Large Buildings may be 
dictated by speci�c scenarios.

(2) Piers - 4” X 8”
Unless speci�ed otherwise in the scenario, piers are a man-made 
construction.

(2) Platform 8” x 8”

(2) Ruin - 4” X 6”

(2) Ruin - 5” X 5”

(1) Sage Brush 4” diameter
Sagebrush is rough terrain that provides concealment.

(1) Sage Brush 6” diameter
Sagebrush is rough terrain that provides concealment.

(1) Shallow Water Pool 4” diameter

(4) Solid Wall 1” x 8”
A Solid Wall is a 4� tall wall that is 8� long.

(2) Wheat Field 6” x 8”
Wheat �elds are rough terrain for small- and medium-based warrior 
models. Small-based models gain concealment when completely within 
a wheat �eld.
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Scenario 3

Description
Detachments and specialized units can 
move from leader to leader, con�ict to 
con�ict. When a battle starts before 
allied groups can merge, they must meet 
in the middle.

Special Rules
Before the start of  the game, divide the 
table in half  with a line running west to 
east through the center of  the table.

A player controls the center line if  he 
has friendly models within 4� of  it and 
his opponent has no models within 4� 
of  it. Ignore wrecked or inert warjacks, 
wild warbeasts, �eeing models/units, 
and warrior models with CMD stats of  
1 or less when checking for control.

Beginning
Determine deployment zones and turn order with a standard starting roll. Each player has two 10� x 10� deployment 
zones in each corner of  his table edge. A player must deploy his battlegroups and/or warlocks and warbeasts in one 
deployment zone and all his other models in the other.

Victory Conditions
Primary Victory Condition: After the end of  the second round, a player wins a primary victory when he controls the 
center line at the end of  his turn.

Secondary Victory Condition: A player wins a secondary victory if  the last opposing warlock/warcaster is destroyed or 
removed from play.

(from Tour 1: Occupied Llael)								        Note: There is no scenario 1 or 2
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Scenario 4

Description
With bellies empty and coffers dry 
The time for plunder has come nigh  
- Traditional pirate song, Carre Dova 
version. 

Special Rules
The lower-ranked player chooses to be 
the attacker or the defender.

Before the start of  the game, the 
defender places four crate stacks equally 
spaced along a line parallel to his two 
10� square deployment zones (see map). 
The defender controls a crate stack if  
he has one or more models completely 
within 5� of  the crate stack and his 
opponent has no models within 5� of  
the crate stack.

Beginning
The defender uses two 10� square deployment zones in the corners of  his table edge. The attacker uses a standard 
deployment zone and takes the �rst turn.

Victory Conditions
Primary Victory Condition: The attacker wins a primary victory when he has destroyed three of  the crate stacks with 
melee attacks. Any crate stacks destroyed by the defender are counted toward the attackers primary victory.

After the end of  the second round, the defender wins a primary victory when he controls all remaining crate stacks at 
the end of  his turn. If  no crate stacks remain, the defender cannot win a primary victory.

Secondary Victory Condition: A player wins a secondary victory when the last opposing warcaster/warlock is 
destroyed or removed from play. 

(from Tour 3: Broken Coast Raids)
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Scenario 5 

Description
Army leaders rush to acquire more 
power. 

Special Rules
Before the start of  the game, players 
place three (3) crate stacks along the line 
dividing the battle�eld from east to west 
(see map). Remove any terrain indicated 
on the terrain map that overlaps these 
crate stacks. These crate stacks are 
Supply Crates and cannot be destroyed.

When a warcaster/warlock performs 
a special action in base contact with 
a Supply Crate, they gain the bonuses 
listed below for the rest of  the game. 
A warcaster/warlock cannot gain the 
same bonus more than once. More than 
one warcaster/warlock can gain a bonus 
from the same Supply Crate.

Supply Crate #1: +1 MAT
Supply Crate #2: +1 ARM
Supply Crate #3: +1 RAT

Beginning
Determine deployment zones and turn order with a standard starting roll. Use standard deployment zones. 

Victory Conditions
Primary Victory Condition: A player wins a primary victory when a single one of  his warcasters/warlocks has gained 
all three bonuses from the Supply Crates.

Secondary Victory Condition: A player wins a secondary victory when the last opposing warcaster/warlock is 
destroyed or removed from play. 

(from Tour 4: Caspia-Sul Incursions)
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Scenario 6

Description
An army cannot run without supplies, whether 
sent from home or stolen from the enemy. 
Sometimes taking or protecting supplies becomes 
a goal onto itself. 

Special Rules
The higher ranked player is the �attacker� in 
this scenario, the lower ranked player is the 
�defender�.

The defender places a 4� x 6� building centered 
on the front edge of  his deployment zone (see 
map). This building is the �supply depot�. The 
supply depot is a reinforced wood structure 
(ARM 14) that can sustain 50 points of  damage 
before it is destroyed.

A warrior model within 1� of  the supply depot may take a special action during its activation to reinforce it. 
Reinforcing the supply depot removes one point of  damage from it. The supply depot cannot have more than �ve 
points of  damage removed per turn.

At the beginning of  each of  the defender�s turns, he rolls 2d6 and discards the lowest die. The result is the number of  
crates of  supplies that workers successfully moved out the back of  the supply depot. The defender wins the game if  he 
can remove 20 crates of  supplies from the supply depot before it is destroyed. 

Beginning
Determine deployment zones with a starting roll, and use standard deployment zones. The attacker takes the �rst turn.

Victory Conditions
Primary Victory Condition: The attacker wins a primary victory when he destroys the supply depot before the 
defending player can remove 20 crates of  supplies.

The defender wins a primary victory when he removes 20 crates of  supplies from the supply depot before it is 
destroyed.

Secondary Victory Condition: A player wins a secondary victory when the last opposing warlock/warcaster is 
destroyed or removed from play.
 

(from Tour 2: Bloodstone Borderlands)
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Scenario 7

Description
No soldier is safe when �jacks and beasts go on a killing spree in the center of  the battle�eld. 

Special Rules
Mark a Point in the center of  the table before the game begins. A player holds the Point when he has one or more friendly 
warjacks/warbeasts within 6� of  the Point while his opponent has no warjacks/warbeasts within 6� of  the Point.

Warjacks/warbeasts within 6� of  the Point gain Berserk. Every time a model with Berserk destroys another model with a melee 
attack, it must immediately make one melee attack against another model in its melee range, friendly or enemy.

Warjacks/warbeasts within 6� of  the Point gain +1 MAT against warrior models, friendly or enemy. 

Beginning
Determine deployment zones and turn order with a standard starting roll, and use standard deployment zones. 

Victory Conditions
Primary Victory Condition: A player wins a primary victory when he holds the Point at the end of  his turn, starting after the 
second round.

Secondary Victory Condition: A player wins a secondary victory when the last opposing warcaster/warlock is destroyed or 
removed from play.

(from Tour 2: Bloodstone Borderlands)
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Scenario 8

Description
Leaders rush to steal valuable 
information from their enemy and 
deliver it safely to their headquarters.  

Special Rules
Before the start of  the game, each 
player places a 5� x 5� building in his 
deployment zone to represent their 
HQ. The buildings should be placed in 
opposite table corners 5� from the table 
edges (see map).

A warcaster/warlock in base contact 
with his opponent�s HQ can take a 
special action to become a Spy. A player 
may have more than one Spy. 

Beginning
Determine deployment zones and turn 
order with a standard starting roll. Use 
standard deployment zones.

Victory Conditions
Primary Victory Condition: A player wins a primary victory when he has a friendly Spy in base contact with his HQ.

Secondary Victory Condition: A player wins a secondary victory when the last opposing warcaster/warlock is 
destroyed or removed from play. 

(from Tour 4: Caspia-Sul Incursions)
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Scenario 9

Description
Guns blaze as enemy ships pass one another on the 
open water. One nation will claim victory and one 
will feel the cold embrace of  the Meredius.

Special Rules
This scenario uses its own rules for terrain setup (see 
map).

At the start of  each player�s maintenance phase, his 
ship moves forward 2d6�. The terrain in the area 
previously occupied by the ship is deep water.

Each ship is a reinforced wood structure with ARM 
14 that can take 250 points of  damage before being 
destroyed. The ships have DEF 9 due to the motion 
of  the sea.

When a ship has taken 150 points of  damage, it 
moves forward at 1d6� instead of  2d6�.

Models on a ship can only gain an aiming bonus 
against targets on the same ship and may not make 
combined ranged or combined melee attacks. 

Beginning
Determine deployment zones and turn order with 
a standard starting roll. Use the deployment zones 
indicated on the map.

Victory Conditions
Primary Victory Condition: A player wins a primary 
victory when he has destroyed his opponent�s ship.

Secondary Victory Condition: A player wins a 
secondary victory when the last opposing warcaster/warlock is destroyed or removed from play. If  the ships have 
completely passed one another (the back ends of  the ships are no longer in contact) and both players still have 
warcasters/warlocks in play, secondary victory goes to the player who�s ship has taken the least damage. 

(from Tour 3: Broken Coast Raids)
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Scenario 10

Description
The race for an ancient artifact sparks aggression 
between rival nations.

Special Rules
Before the game begins, place a 5� x 5� ruin 
5� from the north table edge, centered east to 
west. This is the �dig site�. A unengaged heavy 
warjack/warbeast completely within the dig 
site can dig as a special action. When the same 
warjack/warbeast digs for two consecutive turns, 
it unearths the artifact. 

Beginning
Beginning Determine deployment zones and turn 
order with a standard starting roll. Deployment 
zones are 10� squares in the southeast and 
southwest corners.

Victory Conditions
Primary Victory Condition: A player wins a primary victory when he unearths the artifact.

Secondary Victory Condition: A player wins a secondary victory when the last opposing warcaster/warlock is 
destroyed or removed from play.

(from Tour 2: Bloodstone Borderlands)
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Scenario 11

Description
Prisoners of  war are key sources of  information 
for their captors. When rescue is not an option a 
captive may become the target of  an assassination 
to protect clandestine plans. In these situations, 
prisoners often �nd themselves under the 
protection of  their enemies. 

Special Rules
Each player must use a small-based model to 
represent their prisoner. A prisoner is a living 
independent model under the player�s control that 
cannot run and has SPD 6, STR 5, MAT -, RAT 
-, DEF 12, ARM 14. A prisoner has 5 wounds 
and Tough. When a tough model suffers suf�cient 
damage to be destroyed, its controller rolls a d6. 
On a 5 or 6, the tough model is knocked down 
instead of  being destroyed. If  the tough model 
is not destroyed, it is reduced to one wound. A prisoner is not considered a friendly or enemy model and may activate 
and advance during its controller�s turn.

A warrior model in base-to-base with a knocked down prisoner may stand the prisoner up as a special action. 

Beginning
Each player has one 10� x 10� deployment zones and one 10� x 10� safe zone located in opposite corners of  the 
table (see map). One player deploys in the northwest and southeast corners. Prisoners must be placed in the player�s 
deployment zone. The other player deploys in the northeast and southwest corners. Each player deploys a prisoner 
under their control. 

Victory Conditions
Primary Victory Condition: A player wins a primary victory when, at the end of  his turn, his prisoner is completely 
within his safe zone.

Secondary Victory Condition: A player wins a secondary victory when the last opposing warcaster/warlock is 
destroyed or removed from play. 

(from Tour 2: Bloodstone Borderlands)


