










Artifice: Kill Box – If a player ends his turn with a friendly 
warcaster/warlock within 10" of any board edge, starting on the 
first player’s second turn, that warcaster/warlock is destroyed. 

Mark a 36" x 8" zone in accordance with the diagram below. 

At the end of each player’s turn, starting on the second 
player’s second turn, either player can earn 1 control point 
by controlling the zone. 

Victory Conditions
The first player to earn 2 control points immediately wins 
the game. 

The winner receives additional league points equal to twice 
the bonus points for the size of the game played and all 
other participants receive additional league points equal to 
the bonus points for the size of the game played.

Core #2 — Boom  
and Bust
Special Rules
Summary: Players attempt to control the nearby objective, 
destroy the distant objective, and control a zone on the 
opponent’s side of the board

Mark two zones (12"-diameter circles) and place two objectives 
(Fuel Caches) in accordance with the diagram below. 

Player 2 Deployment

Player 2 AD Line

Player 1 Deployment

Player 1 AD Line
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18˝

18˝
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OBJ 2

Core #1 — Occupy 
Special Rules
Summary: Players attempt to control a zone in the center 
of the board. 
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Player 1 Deployment
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At the end of each player’s turn, starting on the second 
player’s second turn: 

• a player earns 1 control point if he contests the zone on 
his opponent’s half of the board while he controls the 
objective on his own half of the board. 

OR (cannot score both ways in one turn)

• a player earns 2 control points if he controls the zone on 
his opponent’s half of the board and the objective within 
that zone is destroyed. 



Victory Conditions
The first player to earn at least 3 control points and have 
more control points than the opponent wins the game. 

The winner receives additional league points equal to twice 
the bonus points for the size of the game played and all 
other participants receive additional league points equal to 
the bonus points for the size of the game played.

Core #3 — Fight Club 
(team)
Special Rules
Summary: Players attempt to destroy all their opponents’ 
warjacks or warbeasts.

Two or four players can play Fight Club. The two-player 
version uses standard 10" deployment zones. In the four-
player version, players have a deployment zone of 10" x 10" 
in the corner of the board and an Advance Deployment zone 
that extends 6" forward from the standard deployment zone. 

Determine the first player with a standard starting roll. Play 
proceeds clockwise around the table.

For every 10 army points of warjack or warbeast models in 
a Fight Club army list, the list can contain only 5 points of 
warrior models.

Warjacks that would become inert and warbeasts that 
would become wild instead become autonomous (see 
WARMACHINE: Prime Mk II, p. 80).

Victory Conditions
A player wins the game if the last opposing warjack or 
warbeast is destroyed or removed from play. A player does 
not win the game if the last opposing warcaster or warlock 
is destroyed or removed from play.

In a two-player game, the winner receives additional league 
points equal to the bonus points for the size of the game played.

In a four-player game, the winner receives additional 
league points equal to twice the bonus points for the size 
of the game played, and all other participants receive 
additional league points equal to the bonus points for the 
size of the game played. 

Core #4 — Mosh Pit 
(team)
Special Rules
Summary: Mosh Pit is a bitter, disorganized brawl in the 
center of the battle field in which the only rule is to seize 
the initiative and never back down.

In a multiplayer game, all players have equal deployment 
zones, equidistant from each other.

Mark a 14"-diameter circle on the table. This is the mosh pit.

A player controls the mosh pit if he has one or more models 
completely within it and his opponent does not. For a unit 
to control the mosh pit, all models in the unit that are still 
in play must be completely within it. A warrior model must 
have a CMD of greater than 1 to control the mosh pit. Ignore 
wrecked or inert warjacks, wild warbeasts, and fleeing 
models when checking for control.

Victory Conditions
A player wins the game when he has the only remaining 
warcaster(s) in play. Starting on the first player’s third turn, 
a player will also win if he ends his turn in control of the 
mosh pit.

The winner receives additional league points equal to twice 
the bonus points for the size of the game played and all 
other participants receive additional league points equal to 
the bonus points for the size of the game played.

Core #5 — King of the 
Hill (team)
Special Rules
Summary: Players attempt to take and hold the high 
ground at the center of the board.

Two or four players can play King of the Hill. The two-player 
version uses standard 10" deployment zones. In the four-
player version, players have a deployment zone of 10" x 10" 
in the corner of the board and an Advance Deployment zone 
that extends 6" forward from the standard deployment zone. 

Determine the first player with a standard starting roll. Play 
proceeds clockwise around the table.

Place a large hill in the center of the table. Beginning on the 
second round, at the end of each player’s turn, that player 
earns 1 control point if all of his warcasters/warlocks are 
on the hill.



Player 2 Deployment

Player 2 AD Line

Player 1 Deployment

Player 1 AD Line

10˝

6˝

7˝

6˝

18˝

24˝

24˝

Place three flags in accordance with the diagram below. All 
flags are models with a 40 mm base and the following qualities:

•	 Incorporeal, stationary models

•	 Immune to all in-game effects

•	 Do not activate

•	 Cannot be targeted, damaged, moved, placed, or 
removed from play

At the end of the second player’s first turn, randomly 
remove one flag from the board. 

At the end of each player’s turn, starting on the second 
player’s second turn, a player earns 1 control point for each 
flag he controls.

A player controls a flag if he owns one or more models 
B2B with a flag that an opponent does not contest. When 
checking for control conditions ignore inert warjacks, wild 
warbeasts, models that are fleeing or out of formation, 
and models a player owns that are under the control of 
an opponent. There are no additional requirements for 
warcasters, warlocks, warjacks, or warbeasts. 

If the model B2B with the flag is a member of a unit, the unit 
must contain 50% or more of its starting number (rounding 
up) and all those remaining models must also be within 4" 
of the flag.

If the model B2B with the flag is a solo it must have an army 
point cost of 1 or more. For solos that consist of multiple 
models, divide the point cost of the solo by the model count 
on the card to see if each model is worth at least 1 point. For 
multiple-model solos to control a flag the solo must contain 
50% or more of its starting number (rounding up) and all 
those remaining models must also be within 4" of the flag.

Victory Conditions
The first player to earn at least 3 control points and have 
more control points than the opponent immediately wins 
the game. 

The winner receives additional league points equal to twice 
the bonus points for the size of the game played and all 
other participants receive additional league points equal to 
the bonus points for the size of the game played.

If all players agree, the scenario can be modified to one of 
the following:

•	 Prince of Thieves – replace the hill with a large forest 
terrain feature

•	 Lady of the Lake – replace the hill with a large shallow 
water terrain feature

•	 Lord of the Castle – replace the hill with a large ruins 
terrain feature

Victory Conditions
The first player to accumulate 3 control points wins the 
game. A player also wins the game if the last opposing 
warcaster or warlock is destroyed or removed from play.

In a two-player game, the winner receives additional league 
points equal to the bonus points for the size of the game played.

In a four-player game, the winner receives additional league 
points equal to twice the bonus points for the size of the 
game played and all other participants receive additional 
league points equal to the bonus points for the size of the 
game played.

Core #6 — 
Encroachment 
Special Rules
Summary: Players attempt to control two flags on the 
centerline of the board. 



Core #7 — 
Confinement 
Special Rules
Summary: Players attempt to control a circular zone on 
their opponent’s side of the board while their warcaster/
warlock is within a zone. 

Core #8 — Unlikely 
Alliance (team)
Special Rules
Summary: Two teams of players attempt to destroy their 
opponents’ warcasters or warlocks.

Unlikely Alliance is a scenario for at least four players, split 
into teams. Each team is composed of an equal quantity of 
legal armies of the agreed-upon game size.

The players on each side of the board fight as a team. Their 
teammates’ models are considered friendly models (but are 
not considered Faction models unless they actually share 
the same faction). Teamed players share a standard 10" 
deployment zone.

Players on the same team take their turns simultaneously.

Until the victory conditions are met, a player continues 
to play even if his last warcaster/warlock is destroyed or 
removed from play.

Victory Conditions
A team wins the game if the last opposing warcaster or 
warlock is destroyed or removed from play.

The winner receives additional league points equal to twice 
the bonus points for the size of the game played, and all 
other participants receive additional league points equal to 
the bonus points for the size of the game played.

Note that an Event Organizer will award 1 map point to 
each victorious player for his own faction.
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Artifice: Kill Box – Starting on the first player’s 2nd turn, if a 
player ends his turn with a friendly warcaster/warlock within 
10" of any board edge, that warcaster/warlock is destroyed.

Mark two zones (8"-diameter circles) in accordance with the 
diagram below. 

At the end of each player’s turn, starting on the second 
player’s second turn, a player earns 1 control point by 
controlling the zone on his opponent’s half of the board 
while his warcaster or warlock is within a zone. A player 
controls the zone if he has one or more models completely 
within the zone and his opponent does not.

Victory Conditions
The first player to earn at least 3 control points and have 
more control points than the opponent wins the game. 

The winner receives additional league points equal to twice 
the bonus points for the size of the game played and all 
other participants receive additional league points equal to 
the bonus points for the size of the game played.


