Lizardmen: 
Scar-Vet on Carnosaur 
6 Saurus Cav with hero 
2x15 Saurus Warriors, one with Skink Priest, 
2 Salamaders, 
4 Kroxigor, 
10 (?) Skink Skirmishers with blowpipes, 
Stegadon. 

Stegadon and Saurus Cav on far left, with the rest of the army central with a skirmish screen of the skinks and Salamanders. 

Bretonnians: 
Lord Arvel (Duellist Lord) and Battle Standard with 7 KotR, 
9 KotR with War Banner, 
8 KE and Paladin, 
5 Grail Knights and Scroll Caddy, 
5 Mounted Yeomen with musician, 
3 Peg Knights, 
3x10 Bowmen 
Trebuchet (of Dooooooom). 

Grail Knights and Knights Errant deployed on my far left, with Pegasus knights on hill overlooking center. 

Center of two bowmen units, Trebuchet and KotR. Final Bowmen on far right. 

Lizardmen Turn 1 

Pete moved first as my Brets knelt to pray to the Lady, moving his entire center forward in the central clearing of the battlefield, with his Kroxigor, skink screen and salamanders at the fore. On his left flank, the Saurus cav and Steg moved forward around the wood. 

Firing their giant bow, the skinks atop the Stegadon missed Lord Arvel’s KotR unit. 

Bretonnian Turn 1 
My Grail knights advanced up the right flank and turned to face one of Pete’s large unit of Saurus warriors through the gap between the ruined building and wood, while the KE advanced at full speed straight ahead to start moving behind Pete’s line. As Pete had carefully blocked any march blocking moves my Peg Knights could make, they advanced into the shadow the ruined building. 

In the centre, the Mounted Yeomen advanced to march block the Lizardmen units in the centre. On the left, my two KotR units moved ahead slightly, one turning to face the center and Lord Arvel’s turning to face the Stegadon. 

In the shooting phase, the Trebuchet crushed both Pete’s Skar-vet and his Carnosaur following a perfect range guess and two rolls of a 6 for number of wounds. The bowmen fired ineffectually. 

Lizardmen Turn 2 
Pete’s center, now bereft of his army general continued to advance, the kroxigo, skink screen and sallies now very close to the Bretonnian centre, while one of his saurus units turned to face the Grail Knights. On the left, his Saurus cav advanced at full speed towards the KotR, ending little over an inch away from the flank of the unit facing the centre. The stegadon stood its ground for a clear shot. 

In the shooting phase, the Saurus cav used their magic banner to charge into the side of the KotR unit they were facing, the Salamanders incinerated three of the Yeomen, making them flee, ending up close to the stegadon which missed again. 

In the combat phase, the saurus cav and veteran murdered four knights, breaking the unit and overrunning into the Trebuchet of doom, though the KotR outdistanced them, ending up behind a unit of bowmen. 

Bretonnian Turn 2 

The Pegasus knights attempted to charge the Salamanders, though insisted that they would far rather wet themselves where they were standing, and the Grail Knights charged the Saurus unit which they were facing, making the distance by a gnat’s gonads. The KE continued their advance up the left, wheeling around the far side of the ruined building. Lord Arvel’s unit turned and advanced toward the Lizardmen centre, now their companion unit had been swept aside. 

Both the KotR unit and the Yeomen rallied and turned to face the nearest enemies. 

Once again the bowmen’s shooting was ineffective, though they did knock a wound off the Stegadon. 

In the combat phase, the Grail Knights massacred the Saurus (rolling seven 6’s to hit in 10 attacks), inflicting ten casualties and running the unit down, advancing 16” into the centre of the battlefield. Unsurprisingly, the Trebuchet of Doom’s crew were rendered into a fragrant mist by the saurus cav, who overran into a bowmen unit. 

Lizardmen Turn 3 
Seeing an opportunity, Pete charged his Salamanders into the exposed rear of the Grail Knights, while his kroxigor and skins turned to face Lord Arvel’s KotR unit in the centre, and the Stegadon resumed its advance up the left flank. 

In the shooting phase, the skink skirmishers poisoned one of Lord Arvel’s KotR to death, whilst the Stegadon crew finished off the two remaining Yeomen. Firing its giant bow, the Stegadon also finally found its mark in Lord Arvel’s unit, though the Lady of the Lake saved the knights from harm. 

In the combat phase, once again Pete’s Saurus cav massacred the small bowmen unit and overran into the KotR unit they had decimated in turn 2, which had been trapped behind the bowmen following their flight. In the centre, the Salamanders fluffed most of their attacks managing a single wound on the Damsel, while losing one of their handlers in return. Losing the combat due by one due to the Grail Knight’s musician, they fled the combat and were cut down by the Knights. 

Bretonnian Turn 3 
Lord Arvel’s LotR unit, finally having a target to aim at, declared a charge against Pete’s remaining Saurus unit, who promptly fled, leaving the unit dangerously exposed between the Kroxigor on one side and the Stegadon on the other. The KE moved to within striking distance of the rear of Pete’s centre, while the Pegasus knights flew into position to destroy the Saurus unit should they fail to rally next turn. 

In the shooting phase the bowmen once again proved ineffective! 

Finally, the Saurus cav finished off the KotR and overran off the board. 

Lizardmen Turn 4 
Both the Stegadon and the Kroxigor declared charge into Lord Arvel’s exposed KotR unit, who in a continuation of the my habit of failing all important psychology tests ran from the Terror Causing Stegadon to be destroyed by the Kroxigor in a Dinosaur crossfire. Elsewhere, the Saurus rallied and turned to face the approaching Knights Errant, while the skinks advanced towards the most central bowmen, and the Saurus moved onto the board careful to stay out of reach of the so far untouchable Grail Knights. 

In the shooting phase, the skinks shot down three of the Bowmen, though they passed their panic test (I passed that one on Ld 5!!!) 

The destruction of the Lord Arvel’s unit and the rampage of Pete’s Saurus cav had now made it very difficult for me to salvage a victory, completely eliminating my early successes. However, with all my remaining knights in good charging positions, the next few turns would decide the game once and for all. 

Bretonnian Turn 4 
The Knights Errant and Pegasus knights charged the remaining Saurus unit, while the Grail Knights shuffled into position for next turn’s possible coup de tat. In my deployment zone, my central bowmen unit charged the skink skirmishers, but were shot down by some precision standing and shooting. 

In the shooting phase, my ten remaining bowmen’s fire was again rubbish. 

In combat, the knights easily defeated the Saurus, who were run down by the Pegs as my KE held fast in the correct position for the next turn. 

Lizardmen Turn 5 
Pete’s Kroxigor turned around to face the Grail knights across the centre of the board while, the Stegadon moved up to support them. The invincible Saurus cav also edged closer to the Grail Knights, while the skink skirmishers moved to within blowpipe range of my final bowmen unit, forcing them to flee from the board with the resulting shots. 

Bretonnian Turn 5 
This was my chance to administer the killing blow, charging my Knights Errant into the Stegadon, once again succeeding by the proverbial Gnat’s gonad, and the Grail Knights into the Kroxigor, who fled from the charge leaving the knight’s flank exposed to the Saurus cav. The Peg knights moved across to march block the Saurus Cav, having no real targets. 

In combat, Sir Kai my Paladin wounded the stegadon twice, but the Knights themselves failed to cause a single wound, leaving Pete a simple stubborn break test, which he passed. 

With the flight of the Kroxigor leaving my Grail Knights exposed and my failure to kill the stegadon, I had effectively lost the game at this point! 

Lizardmen Turn 6 
Predictably, the Saurus Cav charged to flank of the Grail Knights, while the Kroxigor unit rallied. In combat, the Knights Errant and Stegadon traded blows with little effect and Pete once again passed his stubborn break test. 

The Saurus cav struck down two Grail Knights and finished off the Damsel, leaving me a 3 or less to pass my break test. Rolling and one and a two the Knights stood their ground despite the mauling and I had staved off defeat for the final turn of the game! 

Bretonnian Turn 6 
In a death of glory move, the Pegasus knights charged the Kroxigor, though when we diced off to see whether they would hit the side of the front of the unit as they were 50/50 in each arc, they were forced to hit the front unit and thus all 4 dinos! 

In combat, the Stegadon and KE did very little and Pete passed a third stubborn break test. The saurus cav killed two of the remaining three Grail Knights, whilst the survivor insanely stood his ground on a double one, waving the unit’s banner to the bitter end! Against the kroxigor, the Pegasus knights inflicted an impressive five wounds on the beasts, though faced a flurry of wounds in return. Fortunately, the Lady of the Lake saved all but one knight from harm. 

Narrowly losing the combat, Pete passed his break test and the game was finished, with a victory to the Lizzies! 


All in all, Pete played excellently in the face of a huge amount to disgustingly jammy dice from me, and deservedly won, recovering well after the Doom Trebuchet’s opening salvo and taking huge advantage of my one unlucky moment leading to my main combat unit, general, and battle standard kicking the bucket. 

Despite my early advantages, I positioned and manoeuvred my units badly and in particular made very poor use of the Peg Knights and Yeomen, and as a result ended up trapped and exposed several times, and only my insane dice rolling kept me in it at the end, despite the Knights Errant coming up short against the Steg.
