
                                                                 WARMASTER SCENERY TABLES 

Decide upon the region in which to fight the battle and how many pieces of scenery you wish to generate.  Each player then takes turns to roll 2d6 

and generate the scenery piece listed, then places it on the board. Refer to the Terrain Type Guide at the end for special rules. If you roll a Scenery 

type that you do not possess, or that is already on the board, you may instead choose any type from the list. 

 

The Lands of Men  

This represents the cultivated, populous areas of the Empire, Bretonnia, Tilea, Estalia and Kislev. In these lands civilisation 

has pushed the wilderness back to the edges of the landscape. 

2d6 roll: 

2 Marshland - An area of marshes or waterlogged farmland. See Terrain Type 6. 

3 Watchtower - A single large building. See Terrain Type 12.  

4 Roadway – This will enter and leave the table from the edges where possible and may connect other terrain features 

and bisect them where appropriate. See Terrain Type 8.                                                                                                                    

5 Low Obstacles - These can be low stone walls, wooden fences, hedgerows or earthworks. See Terrain Type 3. 

6 Wood - See Terrain Type 1. 

7  Farmland - An area of ploughed or cultivated fields, livestock paddocks or orchards. See Terrain Type 7.                           

8 Gentle Hill – See Terrain Type 2.  

9 Village - Three or more buildings with livestock, farm tools and animal pens. See Terrain Type 9.                                      

10 Shallow River - This will either enter and leave the board on one or more edges, or enter on one edge and end at 

another terrain feature. It should include at least one crossing point for every 60cm of length. See Terrain Types 4 and 5. 

11 Deep Water - This can be a lake or river. It might even be the sea! You may include one or more bridges if the feature 

covers more than 30 cm in any dimension. See Terrain Types 14 and 5. 

12 Redoubt – An earthen ditch with palisade wall or stone rampart.   See Terrain Type 10. 

  

The Deep Forests 

 This represents the wilder, uncultivated forests, such as the Forest of Shadows, Drakwald, the Loren Forest, or regions of 

Bretonnia, Naggaroth and Sylvania. It is the abode of Wood Elves, Beastmen, Goblins, and other, darker things. 

2d6 roll: 

2 Obelisk - An Elven Waystone or Beastman Herdstone. It is a single terrain feature. See Terrain Type 12.  

 3 Forest Pool - An enchanted pond to tempt the unwary. See Terrain Type 4. 

 4 Ruined Building - A ransacked structure, either a watchtower, farmstead or wayside shrine, long since abandoned. 

See Terrain Type 12. 

 5  Tangling Thorns – A mass of thornbushes and snaring undergrowth. See Terrain Type 6. 

 6 Wood - See Terrain Type 1. 

 7 Forest – This large Wood should be around 30 cm in diameter. See Terrain Type 1. 

 8 Copse – This small Wood should be less than 20 cm in diameter. See Terrain Type 1. 

 9  Woodland Hill – You may also add a wood to the hill if desired. See Terrain Types 2 and 1. 

 10 Woodland Road – This will enter and leave the table where appropriate and may connect or bisect other terrain. See 

Terrain Type 8.  

 11 Forest River - A shallow river, which will enter and leave the board from the edges and must have at least one 

crossing point. See Terrain Types 4 and 5. 

 12 Forest Settlement - A collection of small buildings, perhaps a human charcoal burner’s hamlet, a Wood Elf outpost, 

or a Beastman den, or a Goblin camp. See Terrain Type 9. 

  

 



 

Wilderness Regions 

This represents the barren lands of the Northern Steppes, the Greenskin infested Badlands, the Eastern Dark Lands and 

Ogre Kingdoms. Settlements are few and far between and the cold winds scour the rocks bare. 

 2d6 roll: 

2 Mire - A deadly sucking bog. See Terrain Type 6. 

3 Wild River - This will be a deep river. It will enter and leave the tabletop from the board edge, and there must be a 

crossing point for every 60 cm of length. See Terrain Types 14 and 5. 

4 Forbidding Forest – See Terrain Type 1. 

5 Cairn - A huge mound of boulders. It is probably the burial place of an ancient chief. See Terrain Type 12. 

6 Cliffs - A sheer drop that cannot be scaled, which may form part of a steep hill. See Terrain Type 11. 

7 Barren Hill – See Terrain Type 2. 

8 Rocky Ground - See Terrain Type 6. 

9 Haunted Ruins - A collection of tumbledown stone buildings. See Terrain Type 9. 

10 Scrubland - A patch of stunted trees and bushes. See Terrain Type 6. 

11 Ravine - A deep and sheer sided chasm. See Terrain Type 13. 

12 Lonesome Road - This may not lead anywhere but will enter the board from one edge and can bisect other terrain. 

See Terrain Type 8. 

  

The Elven Kingdoms 

 This represents the High Elf realm of Ulthuan, or the Dark Elf kingdom of Naggaroth, as well as Elven colonies worldwide. 

2d6 Roll: 

2 Wayside Boundaries - Choose either walls, fences or barricades. See Terrain Type 3. 

3 Enchanted River -  It will enter the board and may either leave on another board edge or join another feature. It must 

have at least one crossing point for every 30 cm of length. See Terrain Types 4 and 5. 

4 Outpost - A gathering of Elven buildings, maybe a military checkpoint or farming village. See Terrain Type 9. 

 5 Watchtower - A lone watchtower, waystone or wizard’s tower. See Terrain Type 12. 

6 Hill - See Terrain Type 2. 

 7 Forest – Either dark and eerie (Naggaroth) or sunlit and peaceful (Ulthuan.) See Terrain Type 1.  

8 Crag – A steep sided hill with one or more cliff faces.  See Terrain Types 2 and 11. 

9  Highway - This road will enter and leave the table from the edges where possible and may connect other terrain 

features and bisect them where appropriate. See Terrain Type 8. 

 10 Deep  Water Feature - This can be a mountain lake, a waterfall, or even an inlet of the sea. See Terrain Type 14. 

11 Farmland – An area of fields or orchards. See Terrain Type 7.  

12 Mist Wreathed Marsh - See Terrain Type 6. 

 

  



Mountainous Regions 

This represents the high peaks of the World’s Edge, where the remnants of the Dwarf realm can be found, or the 

Mountains of Mourn, home to scattered Ogre tribes and all form of monstrous beasts. It can also cover the mountains of 

the Old World, and the Elven Kingdoms. 

2d6 roll:  

2 Tarn - A still, cold, and very deep mountain lake. See Terrain Type 14.  

3 Raging Torrent -  This river will enter and leave from the board edges. It will have one or more crossing points as 

required. See Terrain Types 4 and 5. 

4 Chasm - A gaping cleft in the rock. It can either be a single, impassable feature or a line of impassable terrain with a 

single bridge. See Terrain Types 13 and 5. 

5 Pine Forest - See Terrain Type 1. 

6 Craggy Peak - A sheer sided outcrop of rock, or a single large boulder. See Terrain Type 12.  

7 Rocky Ridge – An impassable cliff face. See Terrain Type 11. 

 8 Steep Hill – See Terrain Type 2. You may include one or more cliff faces on the hill (see Terrain Type 11). 

 9  Rubble - An area of scree or fallen rocks. See Terrain Type 6. 

10 Settlement - This could be a Dwarf mine, trading post or Ogre camp. It consists of three or more buildings and 

scattered equipment. See Terrain Type 9. 

11 Linear Obstacles - A barrier composed of rocks or stunted shrubs. See Terrain Type 3. 

12 Fortification - A defensive wall or barricade suitable for a garrison. See Terrain Type 10. 

  

The Chaos Wastes 

This represents the region to the far frozen north, where magic seeps into the very ground and warps the landscape into 

maddening shapes and sights. Even the earth itself is a danger to the unwary. 

2d6 Roll: 

2 Ice lake - A frozen body of water, maybe even the sea itself. See Terrain Type 14. 

3 Ruinous Barricade - This could be a wall of brass, a magical barrier or a pile of corpses. See Terrain Type 3. 

4 Hungry Woods – Don't linger here. See Terrain Type 1. 

5 Temple of Skulls – A horrific collection of buildings crafted from the skulls of slain foes. See Terrain Type 9. 

6 Cursed Charnel Pit – The corpses within are still locked in an eternal struggle. See Terrain Type 6.  

7 Chaos Monolith – A single towering structure composed of metal, stone, flesh or magic. See Terrain Type 12. 

 8 Mound of Ages. This hill could be the resting place of a Dragon Ogre of old, or an ancient burial mound of a champion 

of chaos.  See Terrain Type 2. 

9 Precipice  - A line of sheer cliffs or maybe the spine of some long dead behemoth protruding from the earth. See 

Terrain Type 11. 

10 River of Blood - It will enter the board and may either leave on another board edge or join another feature.  It must 

have at least one crossing point for every 30 cm of length. See Terrain Types 4 and 5. 

11 Path to Damnation - A road leading the foolish to their doom.  It will enter the board and may either leave on 

another board edge or join another feature. It may bisect other terrain features where appropriate. See Terrain Type 8. 

12 Lava Flow – An outpouring of molten rock. It may have a crossing point if desired. See terrain Types 13 and 5. 

 

  



 Albion 

This represents the mist wreathed isle of Albion, but can also be used for any swampy region, such as the Blighted 

Marshes or the Marienburg Wasteland. 

2d6 Roll:  

2 Deep Quagmire – A lethal pit of ooze and rotting vegetation, home to Fimir, Bog Octopi and other foul things. It is 

impassable. See Terrain Type 13. 

3 Standing Stone - This is a single Ogham stone, rising from the ground. See Terrain Type 12. 

4 Arcane Ruins – A collection of stone buildings, possibly magical, definitely ancient. See Terrain Type 9.  

5 Deep River - A swollen watercourse, possibly full of dead logs and slimy weeds. It will enter and leave the table from 

the edges and must have a crossing point. See Terrain Types 14 and 5. 

6 Brackish Brook - A slow moving and foul smelling stream flowing on from a board edge. It may leave the table via 

another edge or join another terrain feature.  It will have crossing points for every 60 cm of length. See Terrain Types 4 

and 5. 

7 Fen - A patch of normal marshland. See Terrain Type 6. 

8 Stagnant Pool - A shallow water feature teeming with leeches, flies and other parasites See Terrain Type 4. 

9 Wetland Grove - A clump of bedraggled trees. See Terrain Type 1. 

10 Grassy Knoll – This hill is a good spot for snipers. See Terrain Type 2. 

11 Bedraggled Barriers - Tumbledown walls or overgrown hedgerows, theses are Linear Obstacles. See Terrain Type 3. 

12 Stone Circle - A group of four or more megalithic Ogham Stones which collect and focus magical forces. There may be 

pathways between the stones and smaller structures within the circle, such as altars or sacrificial slabs. The entire 

feature counts as Dense Ruins. See Terrain Type 9.  

 

Desert Lands 

This represents the parched lands of Nehekhara, the great sand sea of Araby and the Desolation of Nagash. There is little 

life here but travellers must beware the ever present danger of the unquiet dead. 

2d6 Roll: 

2 Oasis - A haven of water amid the endless sands. It is represented by a pool of water, which counts as a shallow river. 

See Terrain Type 4. 

3 Trade Route. A winding track through the desert, this road will enter and leave the board edges but may connect or 

bisect other terrain features. See Terrain Type 8. 

4 Ravine - A deep gash in the rocky ground. It is impassable but may be spanned by a single bridge. See Terrain Types 13 

and 5. 

5 Palm Grove - A small group of withered palm trees. They count as a normal woods. See Terrain Type 1. 

6 Quicksand – A patch of especially soft and cloying sand that will trap the unwary. This counts as marshland. See 

Terrain Type 6. 

7 Sand Dune - A long hill made from loose sand. See Terrain Type 2. 

8 Pyramid, Obelisk or Sphinx - A single solid building dominating the landscape. See Terrain Type 12.  

9 Sunken Ruins - The remains of an ancient city long since swallowed by the shifting sands. Only the very tops of 

building can now be seen. This counts as Rubble. See Terrain Type 6. . 

10 Mesa - A prehistoric, wind blasted desert crag. It is impassable to all models. See Terrain Type 11. 

11 Temple Complex - Monuments to the gods surrounded by the houses of priests and slaves. It counts as a village. See 

Terrain Type 9.  

12 Sandstone Walls- a line of weathered obstacles eroded by wind and sand. See Terrain Type 3. 

  



Steaming Jungles 

This represents the stifling tropical jungles of Lustria, the Southlands and the Far East. These humid lands are teeming 

with life, and thick verdant rainforest covers much of the available ground. 

2d6 Roll: 

2 Piranha Pool - This apparently placid body of water conceals dozens of voracious piranha fish, which will attack with 

frenzied bloodlust anyone foolish enough to venture in. It counts as a Deep Lake. See Terrain Type 14. 

3 Jungle Hillock – This mound of earth is overgrown with plant life. It counts as a Hill but may include an area of Woods. 

See Terrain Types 2 and 1. 

4 Overgrown Ruins - A crumbling ancient temple rising from the jungle undergrowth. It counts as a Dense Ruins. See 

Terrain Type 9. 

5 Jungle Stream - A shallow, fast flowing watercourse, this will enter from the board edge and either join another terrain 

feature or exit from another edge. It may have one or more crossing points. See Terrain Types 4 and 5. 

6 Tropical Grove – Edible plants farmed to produce food for the natives. See Terrain Type 7. 

7 Rainforest - This can be a very large group of trees if required. It counts as a normal wood. See Terrain Type 1. 

8 Poisonous Thicket – This tangle of undergrowth houses many deadly creatures and plants. It counts as Scrub. See 

Terrain Type 6. 

9 Stepped Pyramid. A single massive building, easily climbable. This counts as a Hill. See Terrain Type 2. 

10 Swamp - This is a normal patch of marshland, filled with amphibian life. See Terrain Type 6. 

11 Sinister Statue – A single impassable feature. See Terrain Type 12. 

12 Chasm - A plunging waterfall or sinkhole, this sheer sided ravine is impassable. There may be a thin rope bridge 

strung across to permit heroic escapes. See Terrain Types 13 and 5.  

  

The Darkness Beneath 

This represents the vast network of tunnels, mines, caverns and sunken cities buried beneath the surface of the world. It 

includes the Dwarf Underway, the Skaven Under-Empire and countless Night Goblin holds. 

2d6 Roll: 

2 Magma River - A subterranean river of molten rock. It counts as Deep Water. See Terrain Type 14. 

3 Bottomless Pit - A single impassable feature. It may have a single bridge spanning the gap. See Terrain Types 13 and 5. 

4 Stone Wall - This could be a rock fall that naturally provides some cover, or a purpose built redoubt crafted from the 

hardest stones. It counts as a High Wall. See Terrain Type 10. 

5 Underground Stream - A very fast flowing, icy subterranean river course. It flows on to and off the board from one or 

more edges and can join other terrain features. It may have one or more crossing points. See Terrain Type 4.  

6 Cliff Face - See Terrain Type 11. 

7 Rock Formation - This could be a huge chunk of raw warpstone, a mineral upthrust or a rocky column. It is impassable. 

See Terrain Type 12. 

8 Fallen Rocks - This counts as Rubble. See Terrain Type 6. 

9 Obstacles - These can be stone walls, barricades or lines of jagged rocks. See Terrain Type 3. 

 10 Mine Works – A collection of normal buildings representing the store rooms, winch house and dwellings of a mining 

colony. It counts as a village. See Terrain Type 9. 

11 Mushroom Patch - A grove of giant luminous mushrooms. It counts as cultivated ground. See Terrain Type 7.             

12 Underway - This paved roadway enters and leaves the board from the edges and may connect or bisect other terrain 

features. See Terrain Type 8.  

 

  



Warmaster Terrain Types  

0) Open Ground.   

Anything not otherwise designated as a terrain type. No special rules.  

   

1) Woods  

Impassable to Cavalry, Chariots, Monsters, Artillery, Machines, and to Characters mounted on Monsters or Chariots.  

Dense Terrain (-1 command penalty.)  

Infantry count as Defended in Woods.  

Woods block line of sight across themselves.  

Visibility within a Wood is restricted to 2 cm. Stands positioned more than 2 cm inside a Wood therefore cannot be seen 
by units outside the Wood.  

   

2) Hills  

No movement restrictions.  

Hills block line of sight across themselves.  

Infantry and Artillery count as Defended when positioned higher up a hill slope than their attacker (shooting and 
combat).  

Artillery on Hills can shoot overhead of intervening units below them that normally would block line of sight.  

Artillery on the flat can likewise shoot overhead of intervening troops to target enemies elevated on Hills.  

Modelling Hills;  

If a Hill is modelled with slopes suitable to place troops on an incline, any suitable stand placed on a position higher up 
the slope than an attacker can claim Defended status.  

If a Hill is modelled with contours, any suitable stand placed on a higher contour than its attacker can claim Defended 
status.  

If is Hill is a single plateau without slopes, mark the highest point on the surface, and suitable stands closer to the 
highest point gain Defended status from attackers further from the highest point.  

   

3) Linear Obstacles - Low Walls,/Fences/ Hedgerows.  

Impassable to Chariots, Machines and Artillery and Characters mounted on Chariots.   

Infantry count as Defended when adjacent to a Linear Obstacle, against attacks from the other side (combat and 
shooting).  

Do not block line of sight.  

   

 

 



4) Shallow River / Stream / Pond  

Impassable to Chariots, Machines, Artillery, and Characters on Chariot mounts, except at designated crossing points or 
Bridges.  

Infantry positioned at the edge of the riverbank can claim Defended status from enemies charging them across the River.  

Does not block line of sight.  

Optional rule: To move across a River, by Initiative or orders, a unit must begin its move adjacent to the riverbank. 
Otherwise the unit must first be ordered up to the riverbank and then given a separate order to cross.  

   

5) Bridges / Fords  

Permits any unit type to cross over other terrain (such as Rivers) without penalty.   

Raised Bridges block line of sight across themselves.  

Bridges modelled with walls along the sides offer Defended status to suitable stands when shot at by enemies drawing 
line of sight across the walls.  

Stands on a Bridge or Ford count as in the open for combat.  

   

6) Marshland / Rubble / Scrub  

Impassable to Cavalry, Chariots, Monsters, Machines, Artillery, and to Characters mounted on Monsters or Chariots.  

Dense Terrain (-1 command penalty).  

Infantry count as Defended within it.  

Does not Block line of sight.  

   

7) Cultivated Ground  

Impassable to Artillery, Machines, Chariots and Characters on Chariot mounts.   

Infantry count as Partially Defended within. This means attackers gain no charge bonuses but still hit on 4+.  

Does not block line of sight.  

   

8) Roads  

Permits any unit type to follow its length without penalty. Roads can bisect other terrain features, allowing units to pass 
through otherwise impassable terrain. Stands must be wholly on the road to benefit in this way.  

Any unit arranged in Column formation wholly on a road may add a +1 Command bonus to orders made along the road. 
If any stand leaves the road this bonus is lost.  

Roads do not block line of sight.  

Infantry on a road that bisects terrain that would offer them Defended status may claim Defended status on the road 
within the terrain.  

   



9) Village / Dense Ruins  

Can be entered by all unit types.  

Blocks line of sight across it.  

Dense Terrain (-1 command penalty.)  

Visibility reduced to 2 cm within.  

Infantry count as Defended within.   

All unit types can be pursued when staring their retreat within it.  

   

10) Embankments / High Walls  

Impassable to Cavalry, Chariots, Monsters, Machines, Artillery, and to Characters mounted on Monsters or Chariots.  

Block line of sight across it.  

Infantry and artillery positioned on top of it can claim Fortified status.  

   

11) Cliffs  

Impassable to all unit types.   

Blocks line of sight across it.  

Can be modelled as part of a Hill.  

   

12) Single Building / Boulder  

Impassable to all unit types.  

Blocks line of sight across it.  

   

13) Ravines / Deep Pits  

Impassable to all Unit Types except at designated Bridges.  

Does not block line of sight.  

   

14) Deep River / Lake / Ocean  

Impassable to all unit types except at designated Bridges.   

Does not block line of sight. 

 

Scenery Tables designed by Iain Standing 20th October 2010. Adapted for Warmaster Revolution ruleset 14th May 2017. 


