
Battle of old Lithu na 
 

Setup & tactics  
Lithuna was an old Bretonnian settlement on the borders to the Meadow glades. It was prosperous 

farmlands which yielded good crops for the Bretonnian King. However during the Bretonnian wars the 

place was assaulted by the wood elves and burnt to the ground. Every farm was destroyed and the 

place has since been abandoned. After the peace came, Lithuna was defined to be on the border, and 

huge wood elf waystones were raised to mark this. The area is scattered with old remains of 

bretonnian settlements and crops, and has been left unstirred for decades now. 

A dwarf Runelord named Grongnir plans to change this. Given the close proximity to the dwarven 

mountains the old town also served as a trading center between the two empires. Grongnir was 

convinced that there still lies remains of old dwarf treasures buried beneath the ruins. Since the place 

was miles away from the forest of Loren itself, he was convinced that the wood elves would not 

interfere. Perhaps a bit too convinced since he started cutting down trees to feed his warmahinces 

and roaring camp fires. 

The battlefield itself consisted of a relative open field with the ruins of a farm on the north side, 

while only the wheat fields remained of another farm on the south side of the map. Two small 

forests was had grown up in the middle of the battlefield, as well as host the location of a swamp. On 

the western edge there was a wood elf waystone and two roads stretched across the battlefield on 

each edge. 

 



Genesisȭ plan  

This day I played a rather offensive wood elf force, with only a single unit of Glade Guards, and one 

unit of Glade riders, this summed up to 20 archers not counting characters. I would like to try out 

how the wood elves fare in close combat and thus choose as little archers as my miniature range 

would allow me to. I knew Rusty to play his assault dwarves which also defied the sterotype dwarf 

army, and would charge as fast as he could (which would show to be quite fast). Given that he would 

seek close combat as much as I would, and he would probably survive longer in it with his massive 

ranks and armour, I figured I had to maximize my advantages as much as possible. This was then 

mobility. No matter how many runes he puts on his runelord and banners, he is still just a dwarf, and 

cannot match the speed and agility of the wood elves. So I figured I should put up a hard right flank 

and punch through this flank as quickly as possibly , routing his entire army before he could best my 

stubborn eternal guards which would hold the middle. The left flank, I completely ignored, much 

thanks to the organ gun which Rusty put up as defence on that part.  

 
The wood elf battleline 

  



 

2ÕÓÔÙȭÓ ÐÌÁÎ 

For this expedition my Runelord had chosen to march hard and travel light. I therefore chose five 

regiments of heavy infantry for my main push. They were led by my thane, Thorgrim with a Master 

Rune of Challenge. His job would be to taunt any cowardly enemies to charge my main lines. They 

were accompanied by my BSB, Drong. His job was to propel the infantry forwards with Strollaz rune, 

and then hold the line together with his reroll and extra combat resolution. Both he and the 

longbeards had the rune of battle, so together they presented a respectable 8+ static combat 

resolution. For support I brought two bolt throwers for dealing with large monsters and a organ gun 

for clearing out any skirmishers my slow infantry would be unable to catch. Also joining the party was 

Long Drong and his slayer pirates. They were sure to hold any given position to the last dwarf, and 

with their pistols they could potentially clear out enemies unwilling to engage. Finally my runelord 

Grongnir backed up the rear. His job was to provide magic protection and make sure my infantry 

actually made it into combat.  

My overall strategy was simple. Push the main infantry line with characters forward as fast as 

ǇƻǎǎƛōƭŜ ǘƻ ǊŜǎǘǊƛŎǘ ǘƘŜ ŜƴŜƳȅΩǎ ƳƻǾŜƳŜƴǘ ŀƴŘ ŦƻǊŎŜ ƘƛƳ ƛƴǘƻ ǊŀǎƘ ŎƘŀǊƎŜǎΦ tǊƻǘŜŎǘ ǘƘŜ Ŧƭŀƴƪǎ ǿƛǘƘ 

slayers and organ gun while bolt throwers take down any big threats. The anvil would try to propel 

my units into favourable charges, preferably the rear charging miners of the great weapon-wielding 

hammerers.   

 

 
The dwarven battleline 

 



 
Overview of the battlefield 

 

Rusty won the roll for first round. With the plan set, all I could do was to see how fast these so called 

assault dwarves could get across the battlefield and await the coming onslaught. 

  



 

Dwarf turn 1  
Enpowered by the rune of Strollaz on his battlestandard bearer, the dwarves gained a free march 

move before the game began. This was 

used to charge blindly forward as fast as 

their small feet could bear them with all 

his units. His following movement phase 

was used pretty much for the exact same 

thing. He positioned Drong and his slayer 

pirates to meet the coming right flank 

force. Well knowing that they are 

unbreakable and capable of holding their 

ground as well as fire of a redicilous large 

volley of bullets against large targets like the treemen coming that way. Since the left flank was 

pretty much safe, the crew started pushing the organ gun forward, while the bolt throwers fired their 

burning arrows on the treemen injuring one of them severly. Sounding the large anvil filled with 

magical runes, he imbued an extra movement for one of his hammerers, which then had another 

ƳŀǊŎƘ ƳƻǾŜΣ ǘƻǘŀƭƭƛƴƎ ŀ ƳƻǾŜ ƻŦ муΩΩ ǘƘƛǎ ŦƛǊǎǘ ǊƻǳƴŘΦ bƻǘ ōŀŘ ŦƻǊ ŀ ŘǿŀǊŦ ǿƛǘƘ ōŀǎŜ ƳƻǾŜ оΩΩΦ 

 

 

  



Wood elf turn 1  
Ok, so the dwarves moved slightly 

faster than I had anticipated. My 

centre would try and avoid action for 

as long as possible while waiting for 

reinforcements from the right 

flanking. However it seemed that they 

were going to see action long before 

any help would come. The question 

was if they would survive long enough 

when faced when this threat. The 

centre positioned themselves for the 

close combat which came all too 

soon. The right flank consisting of 2 

treemen, the mage lord on great eagle, the glade riders and wild riders marched as far as they could. 

¢ƘŜȅ ŘƛŘƴΩǘ ƘŀǾŜ ƳǳŎƘ ǘƛƳŜΦ L Ǝƻǘ ǘƻ Ǉƻǎƛǘƛƻƴ ōƻǘƘ Ƴȅ ǘǊŜŜƳŜƴ ƛƴ ǘƘŜ ŦƻǊŜǎǘΣ ŀƴŘ Ǝƻǘ ƻŦŦ н 

treesinging, which moved the forest forward with both treemen along with it. 

  

 Rusty chose to save his dispel dice for the 

potentially more devastating spells to come. 

However when I cast the oxen hunts I got irresistible 

force, and he finished this magic phase with all 7 

dispel dice unused, and I got off 3 successful spells. 

With the oxen hunts, I was able to get a charge 

move with my treemen to get him into close combat 

with the slayer pirates. As expected, there was a hail 

of bullets on the treemen, which hurt him slightly, 

but not enough to make me worry. With one march 

move, two treesinging moves and one oxen hunts 

ƳƻǾŜΣ ƛǘ ǿŀǎƴΩǘ ƻƴƭȅ ǘƘŜ ŘǿŀǊǾŜǎ ǿƘƛŎƘ ǎǳǊǇǊƛǎŜŘ 

with uncanny speed. 

  



 

  



Dwarf turn 2  
This turn started off quite good with 

the warriors terrified by the roaring 

treemen which charged through the 

forest. Failing their terror test, they 

took flight and ran away. However, 

this luck was not to last. The main 

bulk of the dwarven army continued 

their march towards my vulnerable 

centre. The longbeards, however, 

were seeing the centre as more than 

handled by the stubborn hammerers 

thought it best to help out on the 

flank. Especially with the warriors 

breaking the line and running away. Also, a team of miners appeared on the right end of the 

battlefield and marched straight towards my mage lord. The bolt throwers fired two bolts at my 

already severely wounded treemen, and pierced him through with a fiery bolt which finally killed 

him, leaving a blazing funeral pyre. To make matters worse, with the extra move granted by the 

runelord, the miners charged my mage lord, which wounded his eagle and routed him. My treeman, 

already engaged in combat, was slamming away at the slayers, killing them off one by one, but their 

countless numbers, ranks and standard bearer still decided the combat in favour of the slayers, and 

the treemen soon after failed his break test and took flight. With one treeman dead, one on the flight 

and my magelord also fleeing, it seemed that my entire right flank manoeuvre had been utterly 

devastated, and the chances of victory were getting dim. 

 



Wood elf turn 2  
After a horrible dwarf turn it was time for 

some payback. I rallied my fleeing treeman 

and magelord and charged the wild riders in 

into the slayer unit which had routed my 

treeman just now. Perhaps their numbers 

might succeed where only the brute 

strength of the treeman had failed. On the 

centre there was a massive charge into the 

hammerers. The dwarf player had obviously 

relied on their stubborn ability, along with 

the presence of the battle standard bearer 

to make them hold their ground. However 

this would not prove to be enough. I 

charged the hammerers with my eternal 

guards and dryads in the front, assisted by 

the wardancers in the flank. After a massive close combat round I finally got just enough hammerers 

killed, so that only eleven were standing at the end. With my dryads outnumbering the hammerers, 

they were overwhelmed by fear and took flight. My eternal guards caught up with them and killed off 

every last one. The dryads pursued into a fresh new fight, namely the warriors. You could already see 

the previously all too confident smile on my opponents face was starting to fade. 

 

 

  



Dwarf turn 3  
At this point things were already getting out of 

handΦ CƻǊ ǘƘŜ ōƻǘƘ ƻŦ ǳǎΦ ¢ƘƛƴƎǎ ǿŜǊŜƴΩǘ ŀǘ ŀƭƭ 

progressing the way we had pictured it. With 

my right flank coming to a halt, and my middle 

actually advancing the main point of threat 

seemed a different than the previous turn. The 

longbeards saw this, and had another change 

of mind. They abandoned the flank defence to 

the warriors which were successfully rallied 

and  the slayers who seemed indestructible. 

However a slight addition to the flank was 

nevertheless added. A single hero left his unit 

and bravely stood alone to take on any 

charge which could come. In fact, he was 

already planning on provoking a charge 

himself. The dwarven artillery continued to 

wrack havoc amongst my army. The organ 

gun could finally see something, which was 

the wardancers on the hill. After a quick 

volley, tattooed body parts were splattered 

across the green hillock, and only three 

models of ten were left standing. The bolt 

thrower made short work of the mage lords 

mount, leaving him on his own feet for the 

rest of the battle. The hammerers charged 

into the eternal guards, while the centre 

warriors not only managed to break the dryads, but also catching up with them and killing them off, 

every last one. Seeing this, the glade guards which stood just by were struck with fear, and fled away.  

 


