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MASTER GAME –  Supply Shortage
Required sets: Master Set and Volcarren Wasteland Set 
(2 Players) 
A large store of dry goods has been discovered at the 
top of an unpredictable lava geyser, protected by 
mystical enchantments that keep the food safe from 
harm. Unfortunately the Ruins of Rennoc were not 
protected as well, and were lost for all time within the 
constant lava �ows.
With the di�culty of supplying an army in the Fields of 
Fire, it is vitally important to control the Searing Pass. 
The discovery of such a large food source could win the 
war for the Volcarren wellsprings for any army daring 
enough to take it.

Goal: Gather a band of warriors to secure and protect the dry 
goods, and destroy any opposing force trying to recover it for 
their own needs.

Setup: Keep 10 molten lava tiles near the battlefield to be 
used later. Place the Glyph of Brandar power-side up where 
shown.

Remove the ruins from the Searing Pass Battlefield. They will 
not be used in this scenario.

Army Cards with “The Drop” special power ignore that power 
and are placed just like other figures.

Each player drafts or brings pre-made 
450-point armies. 

One player starts in the red starting zone; the other player 
starts in the blue starting zone.

Special Rules: At the begining of round 2, each player rolls 
three combat dice in intiative order. For each skull rolled, place 
a molten lava tile adjacent to any Lava Field Tile or Molten 
Lava Tile. This space cannot contain a glyph, a water tile, a 
Molten Lava Tile, a Lava Field Tile or a figure with the “Lava 
Resistant” special power. Molten Lava Tiles are placed at the 
beginning of every round thereafter in intitiative order, until all 
10 lava tiles have been used. Any figure occupying the space 
where a Molten Lava Tile is placed is instantly destroyed and 
removed from the battlefield. 

Victory: If the other player has no figures left on the battlefield, 
or you have had control of the Dry Goods (Glyph of Brandar) at 
the end of a round for 4 straight rounds in a row, you win.
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