
 

  

SCENIC STEAMROLLER 
A Steamroller Variant 

Disgruntled Wargamer 
http://disgruntledwargamer.com 

Where the terrain is the scenario! 
Playing Privateer Press’s Steamroller games with meaningful, engaging scenarios that use terrain 

as the scenario elements rather than arbitrary squares, circles and flags.  



  

Welcome to Scenic Steamroller, a modification to Privateer Press’s Warmachine and Hordes Steamroller 
method of gameplay. This document explains modifications to table setup, the beginning of the game, 
and how to control Scenario Elements. Replace the indicated sections of the Steamroller document as 
indicated below.  

Page 5: Scenario Selection 
Replace whole section with the following:  

“Scenic Steamroller Scenario Elements are 
determined by the players after rolling for 
initiative, but before deployment. Prior to each 
round, the EO can either choose the number of 
scenario elements (4 to 6 recommended) or roll 
1d3 + 3 to determine the number of scenario 
elements. It helps if each table has a description 
of the terrain elements present. “ 

Page 6: Terrain 
Replace paragraph 2 (beginning with “As a 
general rule”) with the following:  

“The size of terrain is important, as well as 
composition and density. Terrain sizes should 
be between 3 to 8 inches in length and width. 
Walls, obstacles less than 1 inch tall, should be 
between ½ inch to 1 inch wide. Obstacle and 
Obstruction height should be noted.”   

Page 6: Terrain 
In Unrestricted Terrain bulleted paragraph: Add 
crater. 

Page 6: Terrain 
In Restricted Terrain bulleted paragraph: 
Remove crater. 

Page 6: Terrain 
Replace bulleted line “Do not place terrain 
pieces within 6˝ of any table edge” with  

• Do not place restricted terrain pieces within 
6˝ of any table edge. 

Page 6: Terrain 
Delete bulleted paragraph beginning with 
“When placing restricted terrain within scenario 
zones or near flags and objectives…” 

Page 6: Terrain Setup Methods 
Add the following to the beginning of the 
section: 

“Terrain density should be high enough to force 
player decisions when selecting scenario 
elements. To determine the appropriate 
density, use the following guidelines: 

Less than 50-point games: Fill a 24 x 24-inch 
area with terrain. A third of the terrain in the 
square should be restricted terrain. 

50 to 75-point games: Fill a 20 x 20-inch area 
with terrain. A third of the terrain in the square 
should be restricted terrain.  

Above 75 points: Fill a 15 x 15-inch area with 
terrain. A third of the terrain in the square 
should be restricted terrain. 

When using the following three methods of 
terrain placement, fill in the gaps with the left-
over terrain pieces.  

Inevitably, some terrain will be placed within 
deployment zones. This is permissible, and 
encouraged, but remember to avoid placing 
restricted terrain in deployment zones. Having 
rough terrain in a deployment zone may 
encourage players to choose sides rather than 
go first.” 

Page 9: Scenario Elements 
Replace Scenario Elements with the following:  



  

“After rolling initiative, and choosing sides, the 
player who chooses sides selects the first 
Scenario Element, and places a token on it 
indicating whether it is scorable by a unit 
leader, solo, or warjack/warbeast.  

The player who goes first selects another 
terrain piece as a Scenario Element, and places 
a token on it indicating whether it is scorable by 
a unit leader, solo, or warjack/warbeast. 

This process repeats, alternating between 
players until the number of scenario elements 
indicated by the EO is reached.  

No terrain piece may be selected more than 
once.  

No terrain element within 12 inches of a 
player’s table edge may be selected as a 
Scenario Element.” 

Page 9: Contesting 
Replace the first paragraph (“A player must 
control at least one model…”) with:  

“A player must control at least one model 
within a Scenario Element to contest that 
Scenario Element, or base to base with the 
Scenario Element if that element is an obstacle 
or obstruction. 

A model may contest more than one Scenario 
Element at a time.” 

Page 9: Controlling Scenario 
Elements 
Delete the section on Controlling Zones, the 
section on Controlling Flags, and the section on 
Objectives. Add the following sections in place 
of Controlling Zones, Controlling Flags, and 
Objective.  

Controlling Scenario Elements: 
The model must be completely within the 
Scenario Element to control the element, or 

base to base with the element if it is an obstacle 
or obstruction. 

For a warcaster/warlock/infernal master model 
that is a member of a 
warcaster/warlock/infernal master unit to 
control a scenario element, all models in the 
unit must be in formation. 

A model may only control one Scenario Element 
at a time. In other words, a huge-based model 
can’t score a forest and a wall on the same turn. 
It only earns a single point, no matter how 
many terrain elements it is base to base or 
within. 

Controlling Scenario Elements marked 
with a solo token: 
A player controls a scenario element marked 
with a solo token if they own one or more 
warcaster, warlock, infernal master, or solo 
models within or base-to-base with the scenario 
element, and no opponent contests it. 

Controlling Scenario Elements marked 
with a unit token: 
A player controls a scenario element marked 
with a unit token if they own one or more 
warcaster, warlock, infernal master, or unit 
commander within or base-to-base with it, and 
no opponent contests it. For a unit commander 
to control a Scenario Element, all members of 
the unit must be in formation. 

Controlling elements with a 
warjack/warbeast/battle engine token: 
A player controls a scenario element marked 
with a warjack/warbeast/battle engine token if 
they own one or more warcaster, warlock, 
infernal master, warjacks, warbeasts, or battle 
engines within or base-to-base with it, and no 
opponent contests it. 

  



 

End of document. 


