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One Last Charge
Averheim has fallen. The Everchosen stands
triumphant over the last ruin of the Empire.
The vast hordes of chaos sack the city,
pillaging and burning as they go. Yet the
courage of men has not faded. The Emperor
gathers to him the last remains of the Empire
and Bretonnia. Hope is now their last redoubt, and all is gambled on a single stroke.
The final charge goes straight to the heart of
the enemy army. They must slay the
Everchosen here. Death and revenge are
their only options. Honour, glory and victory
are all forgotten, for it is only the life of the
Three-Eyed King that matters.
This scenario recreates the last true charge of
the Empire and Bretonnia. Defeated behind
broken walls, they sally forth. They charge
down the Steilstrasse, an open clearing in a
burning city and Archaon awaits them.

THE ARMIES
One player acts as Averheims
defenders. Leading a lessened force
of cavalry and shattered troops, they
charge forth. Led by the Emperor
and Duke Jerrod, they are desperate
but committed. They have refused to
surrender to despair. Their fate now
set, they ride.
Awaiting them stands the Horde of
Chaos. Led by Archaon the
Everchosen, the legions are spread
across the city. At his call, they return
to him. Though left without much of

a bodyguard, the Everchosen cannot
flee. He must face this challenge. In
fact, he eagerly awaits the chance to
take the Emperor’s head.
AVERHEIM DEFENDER’S
OBJECTIVES
All is lost. The Empire is no more.
Bretonnia has fallen. Only the
glorious few remain to stand against
the numberless horde. So they seek
the only option they have; to slay the
Everchosen. If he can be defeated,
his horde will shatter. The ruins of
this world may yet be saved, even if
all they have held dear is destroyed.
Fight for tomorrow and ride for the
end of the world!
HORDES OF CHAOS’
OBJECTIVES
Victory. Sweet. Perhaps a little bitter.
The city means nothing; only the Emperor is important. For too long have
the lies of the gods dominated this
world. The human Emperor
represents the worst of all. Even after
the end of all things, they challenge
me. This shall end today. The warriors
return with haste! There will be no
escape for them now.

COMMAND ABILITIES

Averheim Defender

Ride for Ruin:
Spurred on by the Emperor, already
furious warriors charge with the
strength of giants. If your Warlord
uses this ability, apply the An Empire
to Avenge rule to all friendly units
that have charged, not just those
who rolled 7 or more. If a charging
unit does roll a 7 or more, D3 Mortal
Wounds are caused instead of 1.

Hordes of Chaos

Summon the Tribes!: When Archaon
commands your presence, it is best
to attend with haste. If your Warlord
uses this ability, immediately deploy
one unit according to the Converging
Conquerors rule.
THE BATTLEFIELD
Do not set up any terrain within 12”
of the center line which bisects the
board, going from east to west. This is
the Steilstrasse. Outside of this there
should be plenty of burnt out ruins
and other broken remains of the city.

SET-UP
Alternate deploying units, with the
Averheim Defenders deploying the
first unit. They may deploy up to
24” into the Steilstrasse from the
western table edge. The Hordes of
Chaos must roll a dice when trying to
deploy each unit. On a 1, 2 or 3, they
are busy sacking the city and are not
deployed on the battlefield. They will
arrive according to the Converging
Conquerors rule. On a 4, 5 or 6, the
unit may be deployed up to 24” into
the Steilstrasse from the eastern table
edge.
FIRST TURN
The Averheim Defenders take the
first turn.
THE GREAT VORTEX WEAKENS:
This battleplan uses The Great Vortex
Weakens Time of War.
CHAOS ASCENDANT
This Battleplan uses the Chaos
Ascendant Times of War rules.
AN EMPIRE TO AVENGE
Drawing on their last reserves of
strength, the Averheim Defenders
charge.
If a unit from the Averheim
Defenders rolls 7 or higher on
their charge roll, they do additional
damage. For each friendly model
that finihses a charge within 1” of an
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enemy unit, the enemy unit suffers a
Mortal Wound.

edges and more than 9” from enemy
models.

In addition, all Averheim Defenders
can choose not to take a battleshock
test. Their fates are sealed and they no
longer fear death.

If any Hordes of Chaos units have
been destroyed during the battle, roll
a dice for each unit at the start of each
Horde of Chaos’ movement phase.
On a roll of a 3 or more, another
identical unit may be deployed as
above.

IRRESISTIBLE CHALLENGE
For too long, Archaon has long
watched the Emperor eluded him.
Now he is cornered and like a mouse
it strikes out. There can be no tactical
withdrawal, or shrewd strategy now,
for the challenge is issued. He shall
meet the Emperor head on.
The Hordes of Chaos Warlord may
not move off the Steilstrasse under
any circumstances.
CONVERGING CONQUERORS
Archaon’s horde stretches from
horizon to horizon. So vast is it, that
even now it mostly sits beyond the
walls of the city. Archaon’s vanguard
now sacks the city and spreads itself
out. But his will is absolute and he
now draws together his army to trap
the rallied defenders.
In the beginning of each of the
Hordes of Chaos’ movement phase,
additional troops may enter the
battlefield. Roll a dice for each unit
not deployed at the start of the battle.
On a 4 or more, they may be set up
anywhere within 6” of the long table
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GAME LENGTH
The game lasts five battlerounds.
VICTORY
If the Averheim Defenders can slay
the Hordes of Chaos’ Warlord, they
win!
Any other situation is a victory to the
Hordes of Chaos.

Siege of the Black Pyramid
For millennia, the Black Pyramid stood silent
in Nehekhara. It watched over the desolation
of Nagash, forever a reminder to the proud
Tomb Kings that there was a master greater
even than them. For all those long years, the
Black Pyramid also served another purpose.
It drew in and accumulated dark magic
becoming a beacon of vile and forbidden
power. Now Nagash rests within it, absorbing
powers beyond belief.
The forces of Chaos have arrived to defeat the
Great Necromancer before he becomes a true
challenger to their dark overlords.

THE ARMIES
One player acts as the Pyramid
Defenders, commanded by Arkhan
the Black. Besieging the Black
Pyramid is Isabella the Accursed and
her besiegers. She is controlled by the
other player.
PYRAMID DEFENDER’S
OBJECTIVES
Nagash slumbers within the pyramid,
and he wishes not to be disturbed.
BESIEGER’S OBJECTIVES
Once beautiful and fair, now she is a
fallen vampire in service to Nurgle.
She commands a legion of daemons,
and seeks to destroy the Black
Pyramid before Nagash can awaken.

SPECIAL ABILITIES

Spring the trap.

If the Warlord of the Pyramid
Defenders uses this ability, activate
the Lying in Wait special rule.

Besiegers Dual Strike

Isabella’s plan requires a two-pronged
strike. The first force is her own
which must distract the defenders
for whilst the other team completes
its task. The other force is the Drill
Team, which must penetrate into the
Black Pyramid and destroy it. Each
force has its own Warlord who may
use command abilities etc.
THE BATTLEFIELD
Divide the battlefield into two parts.
One part is a 4’x4’ section
representing the outside of the Black
Pyramid. The other part is a 2’x4’
section representing the inner chambers. There is no crossover between
the two sections. No unit may move
across from one to another, nor do
any attacks or abilities of any kind
affect across sections. The walls of the
Black Pyramid are too thick and
empowered to allow any such trickery.

Along the western walls of the
Pyramid (the eastern wall of the
table), there lie two great lakes of
Death Magic. No models may
willingly enter the Lake of Death
Magic. Any models that enter it for
any reason other than Lying in Wait
are destroyed. Only an isthmus allows
entrance into the Pyramid. The
isthmus is 6” wide and on the center
of the eastern table edge. Roll for
other terrain as per the Haunted
Battlegrounds Time of War.
Inside the Pyramid there is little
terrain. Do not roll on the Mystical
Terrain chart for these.
SET-UP
Before setup, the Besiegers must
choose a drilling Team and the
Pyramid Defenders must choose a
Sanctum Watch. Each of these groups
must consist of at least one Hero and
one other unit. These two groups
cannot be more than a third the size
of your total combined army size.
Then the Pyramid Defenders must
declare who is slumbering within the
Pyramid. This must be a model with
both the Monster and Hero
keywords. He is The Pyramid’s
Master, and follows the rules with the
same name.
Alternate deploying units, starting
with the Pyramid Defenders. The
Pyramid Defenders deploy within
12” of the eastern table edge (of the
Pyramid’s Outside), and may deploy
any models they like in the Lake of
Death Magic. If you choose to do so,
place them to the side and activate
them as per the Lying in Wait rule.
The Besieger deploys within 12” of
the western table edge.
Players must also alternate setting up
Bomb Markers within the Pyramid.
Starting with the Pyramid Defenders,
place a marker anywhere within 8” of
the centre line (going east-west). The
Besieger sets up the second within
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the same area, more than 6” from
the other marker. Then the Pyramid
Defenders place the last marker, with
the same criteria as above.
FIRST TURN
The Besiegers take the first turn.
THE GREAT VORTEX WEAKENS
This battleplan uses The Great Vortex
Weakens Time of War.
CHAOS ASCENDANT
This Battleplan uses the Chaos
Ascendant Times of War rules.
HAUNTED BATTLEGROUND
This Battleplan uses the Haunted
Battleground Time of War, applied to
the battle outside the Black Pyramid.
BATTLE IN THE PYRAMID
At the beginning of any of the
Besiegers movement phases after the
first, you may elect to start the battle
in the Pyramid.
When the battle in the Pyramid
starts, the Besiegers deploy the Drill
Team within 9” of the southern table
edge; this counts as their move for
the turn. Having the head start, the
Sanctum Defenders are not deployed
until their next movement phase.
Deploy the sanctum defenders
anywhere within 9” of the northern
table edge. They may be deployed
within 3” of enemy units.
The Warlord of the Drill Team carries
warpstone bombs. For each bomb
marker he touches, he deploys a
bomb. If any unit from the
sanctum defenders come within
3” of a deployed bomb, they may
attack it in the combat phase as if it
were a normal foe. Each bomb has 3
Wounds and a save of 5+. Destroyed
bombs are removed and have no
further effect. You may place any
number of bombs, but only one on
each marker at a time. Too many
active bombs close together may
result in a unplanned, somewhat
premature detonation…

LYING IN WAIT
Any units deployed in the Lake of
Death Magic are put to one side until
this ability is active. They are simply
too well hidden to be affected by
anything on the battlefield.
If the Pyramid Defender’s Warlord
uses the Spring the Trap command
ability, immediately place all of the
units set aside within 6” of the Lake
of Death Magic, more than 3” from
enemy units. Units that have emerged
from the lake are super-charged, and
may reroll charge and hit rolls.
THE PYRAMID’S MASTER
If the Besieger’s Warlord comes
within 12” of the center of the eastern
table edge, by the isthmus, the power
within the Pyramid is awakened.
Deploy the Master on the isthmus, or
as close to it as possible. This model
ignores the Lake of Death Magic.
In addition, add 1 to all its Hit and
Wound rolls, as it has grown in power
whilst sleeping.
Alternately, if the battle in the
Pyramid has begun, you must deploy
the model within the Pyramid. That
is where the true threat lies, and the
Pyramid’s Master will respond with
all its might.
CORRUPTING TOUCH
Isabella has been blessed by Nurgle
with a curse so terrible, even Nagash
would fear it.
If the Besieger’s Warlord attacks the
Pyramid Defender’s awakened model,
or enters the Pyramid, she has
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infected the Pyramid’s Master. To
enter the Pyramid, she must end a
movement phase within 3” of the
centre of the eastern table edge.
In each combat phase, when the
Warlord makes the rest of its attacks,
also inflict D3 Mortal Wounds to an
enemy unit within 1”.
The gods protect the Pyramid Besieger’s Warlord with the lives of their followers. Any wound suffered outside
the Combat Phase is ignored, instead
a friendly unit within 3” suffers the
same number of Mortal Wounds. If
there are no friendly units within 3”,
the wounds are applied as normal.
GAME LENGTH
The game lasts 5 battlerounds.
VICTORY
If the Besiegers have at least 2 bombs
active, they win a minor victory.
If they can also manage to infect the
Pyramid’s Master, they win a Major
Victory.
If there are not enough bombs
planted to destroy the pyramid, the
Besiegers can draw the game if they
can infect the Pyramid’s Master.
Any other result is a victory to the
Pyramid Defenders.

Battle for the Chasm
The Zhufbarak flee Averheim. Behind them
are the Skaramore, deadliest of Khorne’s
mortal followers. They have marched long
ahead of this terrible foe but at the end of the
Chasm of Echoes they were outrun eventually. Turning to face the foe and buy time for
the Dwarfs, Balthasar Gelt stood his ground.
Let it not be said that any dwarfs fled while a
manling stood, for each and every Zhufbarak
turned and faced their enemies. Unknown
to either party, Caradryan and his host were
rapidly approaching and may yet save the
Zhufbarak.
Bloodied fanatics, a desperate stand and
divine intervention, all the pieces needed for
an epic battle. There are many moving pieces
in this fight, least of all the Sword of Khorne.
This makes it unpredictable and difficult for
either side to know if they are winning until
the final moment. Though Khorne himself
rarely intervenes in the Mortal Realms, there
are no few stories of Sigmar’s wrath pouring
through a Lord-Relictor to smite their foes.
Indeed, it was such an event that prevented
Khorgos Khul from slaying Vandus Hammerhand by the Red Pyramid..

THE ARMIES
One player is the Zhufbarak. The
other plays as the Skaramore.

ZHUFBAR’S OBJECTIVES
The last survivors of the great hold
of Zhufbar and perhaps the last
dwarfs of the Karaz Ankor. You are
entrenched at the end of a dangerous
and narrow chasm, ready to fight to
the last. Gelt, the Incarnate of Metal,
empowers your runes and
strengthens the force but you are
hopelessly outmatched. Far to the
west, help arrives. Raise the shields,
take aim and hold out until help
arrives!
SKARAMORE’S OBJECTIVES
Assaulting them is the Skaramore.
They are led by Skarr Bloodwrath, a
deadly champion of Khorne. They
seek the glory of blood and a tally of
skulls for their mad god. Only the
destruction of the Zhufbarak can
satisfy their thirst. Should any others
intervene, then they too must be
destroyed.

SPECIAL ABILITIES

Zhufbarak Command Ability:
Runic enhancements

If the Warlord uses this ability, D3
friendly units within 15” may reroll
failed wound and save rolls of 1.

Skaramore: The Sword of Khorne
His gaze drawn by the blood
sacrifice of his own favoured
champion, Khorne acts. Drawing
his sword, a power endlessly beyond
mortal comprehension, he strikes
the battlefield. The true nature of
the blade is unknown to most of the
soldiers, but those steeped in magic
know the terrible truth.

The first time your Warlord is slain,
do not remove him. Instead, immediately place a marker anywhere on the
battlefield. Then roll 6D6, and place
another marker within that distance
of the first. Every model (friend and
foe) between these two markers suffer
D3 Mortal Wounds. Heroes and
Monsters suffer D6 Mortal Wounds.
Then restore the Warlord to his
starting wounds characteristic,
ignoring any effects gained during the

battle. Note that this ability can never
slay more models than it touches in a
unit, any excess wounds are ignored.

CHAOS ASCENDANT
This Battleplan uses the Chaos
Ascendant Times of War rules.

THE BATTLEFIELD
The battlefield is restricted to a 6’x2’
zone. Divide a regular table in half,
or go 12” from the centre line. There
are cliff walls all along the northern
and southern edges. The western
side is higher, and should be hilly if
possible. Place one piece of terrain,
or 2-3 smaller pieces in the canyon to
represent fallen rocks.

LAST STAND
The Zhufbarak have seen and
experienced much. They are
determined to meet their ancestors
with honour. Models deployed as
Zhufbarak do not take battleshock
tests.

SET-UP
The Zhufbarak deploy anywhere
within 24” of the western table edge,
and the Skaramore do the same from
the eastern.
When deploying, the Zhufbarak must
hold two units in reserve for each
they deploy. These are later deployed
under the Timely Arrival rule. Those
initially deployed are the Host of
Metal, whilst the units held back are
the Host of Fire.
FIRST TURN
Each player rolls a dice. The player
who rolled the highest can decide
who takes the first turn.
THE GREAT VORTEX WEAKENS
This battleplan uses The Great Vortex
Weakens Time of War.
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UNSTEADY FOOTING
The Chasm of Echoes is steep and
treacherous, an excellent defensive
position.
Any units that make a charge move
closer to the western board edge than
they started must roll a dice for each
model. For each roll of a 1, the unit
suffers a Mortal Wound. This does
not apply to units with the Fly rule.
TIMELY ARRIVAL
Drawn to the intruder’s corrupting
presence, the Host of Fire arrives.
At the beginning of the Zhufbarak’s
third movement phase, the Host of
Fire enters the fray. Any unit with the
Fly rule may appear anywhere on the
battlefield more than 9” from the
enemy. Units that cannot fly must
deploy anywhere within 9” of the
western table edge, more than 6”
from enemy units. This counts as
their move for the phase.
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GAME LENGTH
The game lasts 6 battlerounds.
VICTORY
If the Skaramore can slay all of the
models deployed as Zhufbarak, they
win a Major Victory.
If they can only slay half of the models deployed as Zhufbarak, they win a
minor victory.
If more than half of the Zhufbarak
survive and more than half of the
Skaramore models have been slain,
the Zhufbarak score a major victory.
If more than half of the Zhufbarak
survive, they win a minor victory.
Any other result is a draw.

Defence of the Eternal Glade
Hellebron, twisted by madness and fate,
attacks the Eternal Glade. Guided by the
invisible hand of Be’lakor, the imprisoned
Coeddil and his throng of vindictive forest
spirits join the attack. To make matters even
worse, the First-Damned assaults with his
demonic minions. These forces have little love
for each other, but their hatred of the
defenders unites them in purpose, if not in
spirit. Raising their armies in defence, the
Eternity King Malekith and the Everqueen
Alarielle are swift to act. Together, they must
defeat the terrible gathering of foes before
them.

THE ARMIES
This is a battle for 2, 3 or 5 players. In
either case, the Glade Defenders are
controlled by 1 or 2 players, whilst
the Defilers are controlled by 1 or 3
players.
Designers note: though normally a two-player game, this battleplan scales well up to 3 or
5 players. Use the rules as normal, with the
exceptions noted below if you wish to play
with multiple players.

GLADE DEFENDER’S
OBJECTIVES
None may assault the Eternal Glade
and live. Shatter the foes before you.
DEFILER’S OBJECTIVES
Kill the betrayers, slay the intruders
and corrupt the Oak of Ages.

SPECIAL ABILITIES

United Command

You must select one Hero to be the
Warlord for both the Host of Shadow
and the Host of Life (see below). If
commanded by a single player both
Warlords may use their command
ability. If commanded by seperate
players each Warlord’s command
ability can affect models in the other
host and all models from each host
count as friendly models for any
purpose.

Divided Command

Hellebron’s Blood Cult, Coeddil’s
Dark Coven and Be’lakor’s Daemon
Host are treated as a separate force.
They must each have a Hero to act as
their Warlord. Treat units in different
forces as friendly models for
movement and combat purposes, but
no abilities or spells may affect across
forces. They simply don’t want to help
each other!
THE BATTLEFIELD
Place a terrain piece in the center of
the southern table edge. This is the
Oak of Ages (use a suitably large and
impressive piece!). It is always
Inspiring. Place the rest of the terrain
as per the Age of Sigmar rules.

SET-UP
The Glade Defenders must divide
their army into two parts. One is the
Host of Shadow, the other is the Host
of Life. These forces should be
roughly equal in size.
The Defiler must split their army
into three parts. These should be
roughly the same size as each other.
Each force, Hellebron’s Blood Cult,
Coeddil’s Dark Coven and Be’lakor’s
Daemon Host should be roughly the
same size as either the Host of
Shadow or Host of Life.
See the map for where to deploy each
force.
Designer’s note: If you wish to play with three
players, two of them should divide command
of the Glade Defenders. One player using the
Host of Life and the other using the Host of
Life. The third player then plays all three of
the Defiler armies. For a five-player match,
split command of the Defiler armies, letting
one player each control one of the forces.

FIRST TURN
The Defilers take the first turn.
THE GREAT VORTEX WEAKENS
This battleplan uses The Great Vortex
Weakens Time of War.
CHAOS ASCENDANT
This Battleplan uses the Chaos
Ascendant Times of War rules.
ON SACRED GROUND
Standing before their King, Queen
and the Oak of Ages, the defenders
refuse to yield.
The Glade Defenders roll two dice
for their Battleshock rolls and use the
lowest.
DEFILING THE OAK OF AGES:
If the Warlord of Be’lakor’s Daemonic
Host is within 3” of the Oak of Ages
in his Hero phase, he can begin to
corrupt it. To do so, roll a dice. Keep
a tab of the results, adding each to the
last. If the total reaches 10 or more,
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the Oak of Ages has been corrupted.
If Be’lakor’s Warlord attempts to
corrupt the Oak of Ages, Coeddil’s
Dark Coven will turn against him.
All units in that force are
immediately counted as enemy
models by the other two Defiler
armies. The Glade Defenders then
takes command of that force for the
remainder of the game. They are still
enemy units to the Host of Life and
Host of Shadow.
Designer’s note: If playing a 3-player game,
randomize which of the Glade Defender
players takes command of Coeddil’s Dark
Coven. If playing a 5-player game, the player
keeps control of his army, but now treats all
other forces as enemy armies. See the Victory
rules for updated victory conditions should
this occur.

GAME LENGTH
The game lasts 6 battlerounds.
VICTORY

2-player game

If the Defilers succeed in corrupting
the Oak of Ages, they immediately
win a Major Victory.
If the Defiler manages to slay more
than half of each of the Hosts of Life
and Shadow and at least one of the
Warlords by the end of the game, they
win a Minor Victory.
The Glade Defenders win a Major
Victory if they slay two of the three
opposing Warlords and half of the
total enemy forces by the end of the
game.

The Glade Defenders win a Minor
Victory if they slay at least one enemy
Warlord, and do not lose either of
their own Warlords.
Any other result is a Draw.

3-player game

If the Defilers succeed in corrupting
the Oak of Ages, they immediately
win a Major Victory.
If the Defiler manages to slay more
than half of each of the Hosts of Life
and Shadow and at least one of the
Warlords by the end of the game, they
win a Minor Victory.
The Glade Defenders win if they slay
two of the three opposing Warlords
and half of the total enemy forces
by the end of the game. Keep a tally
of the amount of units destroyed by
each player. The player that slew the
most gains a Major Victory, while the
other play scores a Minor Victory.
The Glade Defenders win a Minor
Victory if they slay at least one enemy
Warlord, and do not lose either of
their own Warlords.
Any other result is a Draw.

5-player game

If the Defilers succeed in corrupting
the Oak of Ages, Be’lakor’s
Daemonic Host immediately wins a
Major Victory. Hellebron’s Blood Cult
scores a Minor Victory.
If the Defilers manages to kill the
Host of Shadow’s Warlord and more
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than half of each of Hosts of Life and
Shadow, Hellebron’s Blood Cult gains
a Major Victory, and the other
Defilers score a Minor Victory.
If the Defilers are able to slay the Host
of Life’s Warlord and more than
two-thirds of the Host of Life,
Coeddil’s Dark Coven scores a Major
Victory, while the other Defilers score
a Minor Victory.
Should Be’lakor’s Daemonic Host
attempt to defile the Oak of Ages,
Coeddil realizes the deception. He
must then seek to slay Be’Lakor’s
Warlord. If Be’Lakor’s Warlord and
at least half of his Daemonic Host is
slain, Coeddil’s Dark Coven scores a
Major Victory.
The Glade Defenders win if they slay
two of the three opposing Warlords
and half of the total enemy forces.
Keep a tally of the amount of units
destroyed by each player. The
player that slew the most gains a
Major Victory, while the other play
scores a Minor Victory.
The Glade Defenders win a Minor
Victory if they slay at least one enemy
Warlord, and do not lose either of
their own Warlords.
Any other result is a Draw.
Designer’s note: If multiple Major Victory conditions are achieved then both are
applied. The Defilers have entirely separate
goals, and it is possible for more than one of
them to in.

The Blood Hunt Unleashed
Archaon has loosed the Blood Hunt upon the
Council of Incarnates. No longer bound to
sit idly by as he unearths his prize, the Blood
Hunt seeks that which the Everchosen could
not claim in Averheim. The Emperor’s head
and the skulls of the other Incarnates are the
chosen mark. The rage and fury of Khorne’s
most vicious hunters emerges into the King’s
Glade, breaking up the council. Isolated from
their armies, the Incarnates must fend of this
terrible attack.
A classic battle of few against many. The
Council of Incarnates are outnumbered,
outmatched, and must sell their lives dearly.
But for such mighty beings, is there no hope
of victory? There is, at least, on the tabletop.
Such a battle has happened a thousand times
in a thousand places. In each of the lost holds
of the Dispossessed, kings and heroes made
their stands and lost their lives. Likewise,
there are no few of the Stormcast Eternals
who met their fates in such circumstances.
Perhaps now is the age where the scions of
Chaos will experience such a doom?

THE ARMIES
The Council of Incarnates is
controlled by one player. Until
moments ago, they were having
heated arguments and reasoned
debates. Disrupted by a roar of fury
and madness, the Incarnates quickly
realize their predicament. Far from
their standing armies and guardian
sentinels, the greatest heroes of the
world must stand together and fight.
Unempowered, this would have
been slaughter, but they are each an

incarnate, and mighty beyond mortal
reckoning. Amongst these gods stride
a few good men and dwarfs. Eager
to fight and well able to do so, they
are nonetheless outmatched in the
slaughter to come.
Ka’Bandha leads the Blood Hunt!
Eager to gain glory in the eyes of
Khorne, he now does Archaons
bidding. Sent to claim the skull of the
Emperor, Ka’Bandha is determined to
succeed where the Everchosen failed.
Only then can he draw Khorne’s gaze
and ascend to the ranks of second
host. Blood must be spilled. Destroy
the Council of Incarnates and claim
their skulls for the skull throne!
COUNCIL OF INCARNATE’S
OBJECTIVES
Survive. Defeat the Blood Hunt. This
is not the place that determines the
fate of the world.
BLOOD HUNT’S OBJECTIVES
Slay them all! Each skull is worthy in
the eyes of Khorne, and even more
so if the owner was once mighty
and powerful. But above all, slay the
Emperor

SPECIAL ABILITIES

Council of Incarnates

The Incarnates are each mighty
beyond their mortal forms.
Each model selected to be an
Incarnate makes an additional attack
with each of their weapons, and may
reroll failed save rolls of 1.

Blood Hunt
Command ability – Marked for
Death.

When the leader of the Blood Hunt
marks a prey for death, the insensate
rage burns even brighter.
If the Warlord uses this ability,
nominate an enemy model within 15”.
All models in the Blood Hunt may
reroll failed hit and wound rolls of 1
when attacking that model.
THE BATTLEFIELD
Generate terrain as per the Age of
Sigmar rules sheet.

SET-UP
The Council of Incarnates may only
consist of models with the Hero
keyword. They are too far from their
armies to be assisted and the
attendants at court are too
insignificant to count. Nominate up
to 6 models to be the Incarnates. Your
Warlord cannot be an Incarnate. You
must specify which model is which
Incarnate (Shadow, Life, Light, Fire,
Metal or Death).
The Council of Incarnates deploys
within 8” of the center of the board.
The Blood Hunt can deploy anywhere
more than 24” from the center of the
board.
FIRST TURN
Blood Hunt take the first turn.
THE GREAT VORTEX WEAKENS
This battleplan uses The Great Vortex
Weakens Time of War.

DRAWN TO THE HUNT:
In the start of each of the Blood
Hunt’s movement phases, roll a dice
for each of their units that has been
destroyed. On a 3 or more, a new,
identical unit is drawn to the battlefield. Deploy this unit anywhere
within 9” of a board edge, more than
9” from enemy models. This counts
as that units move for the phase.
SUMMON ANCIENT BEINGS
In addition to any other spells the
Incarnate of Life knows the Summon
Ancient Beings.
Summon Ancient Beings has a
casting value of 8. If successfully cast,
place a Monster within 16” of the
Incarnate of Life, more than 9” from
enemy models. This counts as the
monsters move for this turn.
GAME LENGTH:
The game lasts 6 battlerounds.

CHAOS ASCENDANT
This Battleplan uses the Chaos
Ascendant Times of War rules.
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VICTORY
Players each score 1 victory point for
each unit destroyed. In addition, the
Blood Hunt scores 2 points for each
Incarnate destroyed. If the Blood
Hunt manages to slay the enemy
Warlord, they score 3 points.
If the Blood Hunt has the most points
by the end of the game and have slain
the enemy Warlord, they win a Major
Victory. If they did not catch their
prey and slay the Warlord, they win a
Minor Victory.
If the Incarnates score the most
points and lose only 1 or 2 of the
Incarnates, then they score a Major
Victory. If they lose 3 or more
Incarnates, they score a Minor
Victory. Note that unless they
nominate at least 3 Incarnates, they
can only score a Minor Victory
Any other result is a Draw.

Middenheim: Edge of the Abyss
Teclis’ great spell, cast at the cost of his god,
succeeded. The Incarnates have been
translocated to Middenheim to face the
Everchosen once more. The spell has
transported Caradryan and his host to the
lip of a great canyon. Standing at the top of
Archaon’s excavation, they have nowhere
to run or hide. Yet all is not lost, for their
arrival was unexpected. The marauding
hordes camped nearby have not yet woken
to their peril and need time to be roused to
war. Caradryan’s only hope is to act quickly
and break his foes before their innumerable
hordes overwhelm him.

THE ARMIES
One player acts as Caradryan,
Incarnate of Fire. Now empowered as
an Incarnate, Caradryan has found
purpose in destroying the scions of
the Dark Gods. Not an elf for
politics, ruling or arguing, he has sat
uncomfortably at the Council until
this moment. Now his Host of Fire
marches with him, eager in purpose.
A keen battle commander, Caradryan
knows his predicament. He must rally
his troops and drive the norsemen
off, lest he be cornered and thrown
into the pit.

The other player is the Norse Tribes.
They are only slowly coming out of
their stupor. Encamped in the center
of Middenheim, itself surrounded
by a numberless horde of troops, no
marauder has expected a fight for
weeks. Only drunken brawls and
challenges for leadership has kept the
blood flowing. Now they wake to find
a ready army upon them. Eager to
fight, but not quite ready, the hordes
rally to the slaughter.
CARADRYAN’S OBJECTIVES
Counterattack is the only option.
NORSE TRIBES’ OBJECTIVES
Awaken, slaughterers of the world.
The foe has come, and it is time to
slay them!

SPECIAL ABILITIES

Caradryan: Command Ability
The Spreading Fire:

Caradryan has quickly mastered his
connection to Aqshy. Now he divides
the flame so it may grow stronger.
If your Warlord uses this ability,
nominate one friendly unit within
14”. That unit may reroll all failed
wound rolls for the rest of the game.

Norse Tribes: Command ability
Sound the horns!

Rally the troops. Let all who wish to
be seen by the Everchosen and the
Dark Brother heed the call. Here is
the foe!
If the Warlord uses this ability, you
may immediately redeploy one unit
that was previously destroyed in battle, anywhere within 9” of the northern table edge more than 9” from
enemy models.

THE BATTLEFIELD
Generate terrain as per the Streets of
Death Time of War rules, with the
following exception. Stretching up
12” from the southern table edge is
the excavation pit. This is a nearbottomless chasm; a hole in the very
Fauschlag itself. Do not place any
terrain in the pit, but delineate it off
with a suitable marker.
SET-UP
Caradryan may deploy anywhere
within 12” of the lip of the excavation
pit. Only models with the Fly rule
may be deployed over the pit.
The Northern Hordes deploys
anywhere within 12” of the northern
table edge.
FIRST TURN
Caradryan takes the first turn.
THE GREAT VORTEX WEAKENS
This battleplan uses The Great Vortex
Weakens Time of War rules.
CHAOS ASCENDANT
This Battleplan uses the Chaos
Ascendant Times of War rules.
STREETS OF DEATH
This Battleplan uses the Streets of
Death Times of War rules. Do not use
the Sewers special rule. Nor may the
Defenders use the Ambushes or
Barricades special rule. They are
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simply not prepared to be attacked!
Caradryan is the Attacker and the
Northern Hordes are the Defenders.
ENDLESS HORDE
In the start of each of the Norse
Horde’s movement phases, roll a dice
for each of their units that has been
destroyed. On a 3 or more, a new,
identical unit is drawn to the battlefield. Deploy this unit anywhere
within 9” of a board edge, more than
9” from enemy models. This counts
as that units move for the phase.
INTO THE PIT
If a model is within 1” of a model
which is within 6” of the excavation
pit, that model may exchange one of
its melee weapons for a push in the
combat phase. If the model doing the
push is not a monster or hero, roll
a D3. You may push any model in a
unit within 1” up to that many inches,
in whichever direction you choose.
If a Monster pushes its foes, roll a
D6 and move up to three models in
an enemy unit within 1” up to that
many inches in whichever direction
you choose. Heroes that are not also
monsters roll D6, but can only push a
single foe. Heroes subtract 2 from the
dice roll when being pushed, Monsters subtract 4.
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If the model overlaps the excavation pit in any way, it falls in and is
removed from the battlefield. Flying
units are not removed (but can be
pushed) by falling into the pit.
GAME LENGTH
The game lasts 6 battlerounds.
VICTORY
Caradryan wins a Minor Victory if
more than half of his models survives
the battle.
He wins a Major Victory if more than
two thirds survive.
The Norse Hordes win if they slay
half or more of Caradryans models.
They win a Major Victory if they
slay at least two thirds of the enemy
models.

Massacre in the Middenplatz
Though Teclis’ mighty spell sent the
Incarnates and their armies to
Middenheim, they were spread out. Alarielle
and her small detachment were translocated
to the northern part of the city. Hemmed in
by Beastmen and Skaramor, the Host of Life
was soon engaged in a desperate struggle.
Even worse, leading these crazed followers of
the Blood God was Hellebron. Lost beyond
all sense and wit, Hellebron now sought
nothing but the death of Allarielle. But
unbeknownst to both, a mighty throng is
about to enter the battle.

Leading the slaughterfest is Crone
Hellebron. She has given herself to
the Blood God and has spent her
waking hours bathing in the blood of
countless lives. Now, faced with the
queen who nearly destroyed her, she
seeks revenge.

Though Alarielle never wished to fight these
battles, fight she must. This is a battle where
one player finds that they are overwhelmed
in the early stages of the game, before the
tides are turned. It is a bloody affair that has
been played again and again throughout the
Mortal Realms.

HELLEBRON’S OBJECTIVES
Kill the Everqueen and force the
blood from all her followers.

ALARIELLE’S OBJECTIVES
Take up position. Sell your lives dearly, for aid may yet come.

THE ARMIES
On one side stands Allarielle,
Incarnate of Life. Her Host of Life is
controlled by one player.
Outnumbered by the Beastmen and
Skaramor before her, Alarielle aims
to put up as much of a fight as she
can. Yet she is already tired from her
ordeals in the King’s Glade and her
forces are heavily outnumbered.
Only if the Throng of Metal, led by
Balthasar Gelt, can arrive in time
does the Everqueen stand a chance of
surviving this challenge.

Alarielle:
Protect the Everqueen: Those who

have sworn to guard the Everqueen
now face their destiny. It shall not
find them wanting.
As long as the Warlord is alive, no
units in the Host of Life take
battleshock tests.

Hellebron:
Command ability – To the
Slaughter

Guiding her armies to her chosen
slaughterground, Hellebron
commands the legions.
If your Warlord uses this ability,
nominate D3 units within 15”. Each
of these units add 1 to Run and
Charge rolls, and may Run and
Charge in the same turn.
THE BATTLEFIELD
Generate terrain as per the Streets of
Death rules.
SET-UP
Alarielle must first divide her troops
into two forces of equal size. One will
wait in reserve. This is the Throng of
Metal.

ABILITIES

The other half must be deployed on
the table; this is the Host of Life. The
Host of Life may deploy anywhere
within 6” of the center line, going
north to south.
Hellebron must alternate deploying
her units either 12” from the eastern
table edge or 12” from the western
table edge.
FIRST TURN
Hellebron takes the first turn.
STREETS OF DEATH
This Battleplan uses the Streets of
Death Times of War rules. Do not
use the Sewers special rule. Hellebron
is the Attacker and Alarielle is the
Defender.
THE GREAT VORTEX WEAKENS
This battleplan uses The Great Vortex
Weakens Time of War.
CHAOS ASCENDANT
This Battleplan uses the Chaos
Ascendant Times of War rules.

Hellebron’s Warlord must end each
turn closer to Alarielle’s Warlord,
unless she starts the turn within 3” of
an enemy unit. Add D3 to any charge
roll for Hellebron’s Warlord if a valid
charge target is closer to Alarielle’s
Warlord than your Warlord currently
is. If the Warlord can charge Alarielle’s Warlord, you must attempt to do
so. Add D6 to any such charge.
EXPLOSIVE ARRIVAL
Smashing down the western wall, the
Throng of Metal arrives with a bang.
At the start of Alarielle’s second
movement phase, the Throng of Metal arrives.
Before deploying them, you may fire
all missile attacks in the Throng of
Metal, drawing ranges from any point
on the western border edge. If they
do so, they may not fire in the following shooting phase. Then deploy the
Throng of Metal anywhere within 9”
of the western board edge, more than
3” from enemy units. This counts as
their movement for the turn.

ONE WILL STAND, ONE WILL
FALL
Both Alarielle and Hellebron know
the coming fight to be inevitable.
Hellebron is too crazed to do
anything but seek out the Everqueen
and too powerful to be stopped. Her
madness has consumed her.
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GAME LENGTH
The game lasts 5 battlerounds.
VICTORY
Alarielle wins a Major Victory if she
can slay the enemy Warlord and less
than half of the Host of Life has been
slain.
She wins a Minor Victory if she can
slay the enemy Warlord.
Hellebron wins a Major Victory if
she can slay Alarielle’s Warlord and
destroy all units in the Host of Life.
Hellebron wins a Minor Victory if she
can slay the enemy Warlord without
losing her own.
Any other result is a draw.

The Western Wall
Middenheim’s walls were once thought to
be impregnable. Vast curtains of stone and
mortar surrounded the City of the Wolf,
guarding against foes for thousands of years.
Now the walls are infested by Skaven, home
to countless warrens, dens and fouler places.
Once proud guard houses and barracks act
as bases for vile Warlords, while the parapet
stands unmanned. Into this, the hosts of
Tyrion and Karl Franz have arrived near
the western wall. Though separated, they
are within sight of each other. Tyrions light
blazes so brightly it acts as a rallying beacon
and the men of the Empire rush towards it.
If they are to drive further into the city, they
must regroup.
In this battle, one side is surrounded on
either side. However, they have the
advantage of superior numbers,and do not
need to slay their foes quickly. They need only
keep them separate, trusting in numbers and
time to grind down their enemies. This too,
must be the defender’s objectives.

Rushing out to meet this new foe
are the Skaven, led by the Warpseer
Visretch. Banished from the site of
the Everchosen’s focus, they instead
squabble and squeak. With the arrival
of these new foes, Visretch sees an
opportunity to gain favour with
Archaon and further the cause of the
Horned Rat.
ALLIANCE OF LIGHTS’
OBJECTIVES
Regroup the forces of Order.
SKAVEN’S OBJECTIVES:
Slay-kill the Emperor. Slay-kill the
Elf. Gain-get much influence and
power, yes.

THE ARMIES
Tyrion and Karl Franz command the
Alliance of Light. They are both great
leaders and know what little chance
they truly have. Only with haste may
they unite their forces and push into
the city. Their goal lies far from here
and every loss is a death that cannot
be avenged.

THE BATTLEFIELD
Generate terrain as per the Streets of
Death rules, with the following
exception. Place a wall along the
entire Northern table edge. This
represents the Western Wall. The wall
should be roughly 6” thick.
SET-UP
The Alliance of Light must first divide
their troops into two forces of equal
size. Tyrion will command the Elven
Contingent whilst Karl Franz
commands the Imperial Contigent.
Each contingent must contain at
least one Hero to represent the two
leaders. The Elven Contingent may
deploy anywhere within 12” of the
western table edge, and more than
12” from the Western Wall. The Imperial Contingent deploys anywhere
within 12” of the Eastern table edge,
more than 12” from the Western
Wall.
The Skaven have streamed out of
their warrens in disarray. They may
deploy anywhere within 6” of the
center line going north-south, and
more than 12” from the southern
table edge.

FIRST TURN
Skaven take the first turn.
STREETS OF DEATH:
This Battleplan uses the Streets of
Death Times of War rules. Do not use
the Sewers special rule. The Alliance
of Light is the Attacker and the
Skaven are the Defender.
THE GREAT VORTEX WEAKENS
This battleplan uses The Great Vortex
Weakens Time of War.
CHAOS ASCENDANT
This Battleplan uses the Chaos
Ascendant Times of War rules.
IMPERIAL VENGEANCE
Now is the time for the sons of the
Empire to strike back. Long have they
suffered and only revenge remains.
All units in the Imperial Contingent
may run and charge in the same turn,
as well as rolling two dice for any
battleshock tests and choosing the
lowest.

BLINDING LIGHT OF HYSH
As Tyrion’s charge picks up speed, a
terrible light spills from the elf. Any
attacks targeting the Elven Contingent during the first battleround
suffer -1 on their Hit roll.
FROM THE DEPTHS OF THE
FAUSCHLAG
The Fauschlag is now home to
countless Skaven. Sensing a chance
for plunder, power and slaughter,
they now stream up from the depths
of the proud mountain.
If any Skaven units are destroyed,
set them aside. At the start of the
next Skaven movement phase, each
destroyed unit may be deployed
anywhere within 9” of the Western
Wall, more than 9” from enemy units.
GAME LENGTH
The game lasts 5 battlerounds.

VICTORY
The Alliance of Light seeks to
regroup. If three separate units from
both the Elven Contingent and the
Imperial Contingent are within 3”
of a unit from the other group at the
end of the game, they win a Major
Victory.
If 2 separate units from each
contingent are within 3” of a unit
from the other group at the end of
the game, the Alliance of Light wins a
Minor Victory.
If only 1 unit from each contingent
can reach the other at the end of the
game, the game is a draw.
The Skaven seek to slay Tyrion and
Karl Franz. If either of them, or the
Warlord, is slain, change the
victory result one point in the
Skaven’s favour.
If either Tyrion or Karl Franz is the
Warlord, change the result two points
if that model is slain.
For example, this may change a Major
Victory for the Alliance of Light into
a Minor Defeat, should the Skaven
slay their targets.

18

19

Death Comes to Neumarkt
Nagash has arrived in Middenheim. Brought
to the slave pens in the Neumarkt, he quickly
ends the suffering of the wretches, adding
them to his army. Nagash scatters the
resistance of the Kurgan tribes and the
Undead Legion marches through the Great
Park and unto their greater goal. Finding
himself far from his pleasure palace, Sigvald
now stands at the head of a demonic force.
Seeking glory and great rewards, he throws
himself into the battle. Unbeknownst to him,
Throgg marches with his monsterous horde,
ready to defeat the dead and exact revenge
upon Sigvald.
Not all armies bow to the wishes of their
commanders. Some lieutenants think
themselves better equipped to lead the army.
Or in the case of Throgg, not interested in
cooperating at all. In such cases, the
commander must be wary, lest he get a
dagger in the back. Skaven armies are
notorious for such antics and many a battle
has been lost because of it.

THE ARMIES
In this battle, one player acts as the
Undead Legion, whilst the other plays
as Sigvald.

UNDEAD LEGION’S
OBJECTIVES
The Undead Legion commands an
early advantage. Nagash has raised
many zombies and Arkhan keeps his
Doomed Legion marching. Led by
Krell, the force is nighunstoppable. Nagash has chosen to
conserve his strength, for he alone
knows the nature of the challenge the
Incarnates face. So he entrusts his
Mortarchs to lead the battle.
SIGVALD’S OBJECTIVES
Charging ahead, Sigvald believes
his god will shower him with gifts.
Though he would have preferred to
spend the last days of this world in
a hedonistic feast, the pleasures of
combat have a great allure. He cannot
defy his god and so will fight as only
his glorious self can. Throgg, king of
the Trolls, gathers his forces. Nearly
beheaded by Sigvald, Throgg has no
intention of sparing his so-called ally.

THE BATTLEFIELD
Generate terrain as per the Age of
Sigmar rulesheet.
SET-UP
The Undead Legion deploys anywhere within 12” of the southern
table edge.
Sigvald must divide his force into
two parts. The first must contain his
Warlord and one third of his force.
This is Sigvald’s Daemonic Host. The
remaining two-thirds must contain
at least one Hero. This is Throgg’s
Horde, with the Hero representing
Throgg. It will arrive according to the
rules below.
Sigvald may deploy anywhere within
12” of the Northern table edge
FIRST TURN
The Undead Legion takes the first
turn.

THE GREAT VORTEX WEAKENS
This battleplan uses The Great Vortex
Weakens Time of War.
CHAOS ASCENDANT
This Battleplan uses the Chaos
Ascendant Times of War rules.
HERE BE MONSTERS
Throgg’s Horde arrives at the start of
Sigvalds third Movement Phase. They
may deploy anywhere within 9” of the
Northern table edge, more than 9”
from enemy models.

VINDICTION
If Sigvald’s Warlord has been
wounded during the battle, Throgg
will take his chance to slay his rival.
Throgg must attack Sigvald’s Warlord
in the Combat phase. Should Sigvald
survive, he must attack back. No
other units in Sigvald’s army, even
from Throgg’s Horde, may attack
either model. This is a personal
grudge!
GAME LENGTH
The game lasts 6 battlerounds.

VICTORY
The Undead Legion wins a Major
Victory if they can slay two-thirds of
Sigvald’s Daemonic Host, including
the Warlord.
If the Undead Legion can slay twothirds of Sigvald’s Daemonic Host,
but not the Warlord, then they gain a
Minor Victory.
If at least one third of Sigvald’s
Daemonic Host survives the battle,
then Sigvald gains a Minor Victory.
If at least one third of Sigvald’s
Daemonic Host survives, but Throgg
manages to slay Sigvald’s Warlord,
then Sigvald (or Throgg, rather) gains
a Major Victory.
Any other result is a Draw
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Battle of Ulric’s Bones
Drawn by the blazing inferno surrounding
the Host of Fire, the Incarnates make their
way to the Ulriksmund. Hard pressed by the
Skaramor, Caradryan’s forces are making a
stand to defend what must surely be the path
to Archaon’s dread device. Tyrion and the
Emperor’s forces are the first to arrive,
driving hard on their steeds. Nagash,
Balthasar Gelt and Alarielle also arrive,
running from their own lost battles. Only
Grimgor and the mighty Beast Waaaagh!
arrives gladdened, for they have found
enough foes to give them a good fight! And
so the Incarnates are united. Now they must
drive the Skaramor from the Ulriksmund
before an even more terrible foe arrives…
Designers note: This battle is meant to be the
largest battle fought in Middenheim. The
final battle of armies. Choose a suitably large
army of each side.

THE ARMIES
The Incarnate Host is commanded by
a single player. It is divided into many
parts, arriving scattered across the
battlefield. This is the
remaining might of the free people,
all the remains of hope in the world.
The Legion of the Everchosen
opposes the Incarnates. Greatest of
those standing against the last free
people is the Skaramor. Yet as the
Incarnates arrive, Khorne’s gaze is
drawn to the battle. The Blood Hunt
arrives anew, ready to claim the skulls
they failed to collect in Athel Loren.

INCARNATE HOST’S
OBJECTIVES
Unite the Incarnates and drive the
Legion of the Everchosen from the
Ulriksmund.
LEGION OF THE
EVERCHOSEN’S OBJECTIVES
Slay the Incarnates by the command
of Archaon and for the glory of the
gods!
THE BATTLEFIELD
Generate terrain as per the Age of
Sigmar Rule sheet. Note that the
Eastern table edge is the edge of the
excavation. No models may enter
the battlefield from that side. It is a
sheer cliff plunging into unknowable
depths, after all.
SET-UP
Before deploying, the Incarnate Host
player must assign a Hero to each of
the winds of Magic; these will be the
Incarnates. Assign one hero each to
Heavens, Light, Fire, Beasts, Shadow,
Life, Death and Metal. The Heroes
who have been assigned thusly are
the Incarnates for the purposes of this
battleplan. The Incarnate of Heavens
must be your Warlord.

The Incarnate Host must then divide
the army into three equal parts.
One is the Host of Fire, which must
include the Incarnate of Fire. The second is the Host of Light and Heavens,
which must include the Incarnate of
Light and the Incarnate of Heavens.
The third part is the Beast Waaaaagh!,
which must include the Incarnate of
Beasts and the Incarnate of Shadow.
The remaining Incarnates and Hosts
are deployed separately during the
battle.
Set up the Host of Fire anywhere
within 12” of the southern table edge.
The Legion of the Everchosen must
divide his force into two parts, none
should be more than twice the size
of the other. One part is the Hordes
of Chaos, and the other is the Blood
Hunt. Deploy the Hordes of Chaos
anywhere within 12” of the Northern
table edge. The Blood Hunt will arrive
during the battle.
FIRST TURN
The Incarnate Host takes the first
turn.

THE GREAT VORTEX WEAKENS
This battleplan uses The Great Vortex
Weakens Time of War.
CHAOS ASCENDANT
This Battleplan uses the Chaos
Ascendant Times of War rules.
COMETH THE LIGHT
Riding to the rescue of their
desperate allies, the Host of Light
and Heavens comes charging into the
battle.
In the Incarnate Host’s second
movement phase, the Host of Light
and Heavens arrives. Deploy it
anywhere within 9” of the western
table edge, more than 12” from the
southern and northern table edge.
This counts as their move for that
turn.
THE HUNT BEGINS ANEW
Sensing blood and skulls worth the
taking, the Blood Hunt enters the
battle.
In the Legion of the Everchosen’s
third movement phase, deploy the
Blood Hunt. It may be deployed anywhere within 9” of the northern table
edge, and more than 6” from enemy
models. This counts as their move for
that turn.
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WAAAGH!
Racing up from the south, Grimgor’s
Beast Waaagh! seeks more foes to
fight. Malekith follows closely behind.
In the Incarnate Host’s fourth movement phase, deploy the Beast Waaagh! and the Shadow Host. They may
be deployed anywhere within 9” of
the southern table edge, more than
6” from enemy units. This counts as
their move for the turn.
LONE SURVIVORS
Together Alarielle and Balthasar Gelt
arrive, fleeing a lost battle. Though
Nagash would never admit it, he too
came from a battle that was lost long
before it began.
During the Incarnate Host’s fifth
movement phase, deploy the Incarnates of Life, Metal and Death. The
Incarnate of Life and the Incarnate
of Metal arrive anywhere within
9” of the northern table edge. They
must be within 3” of each other and
more than 6” from enemy models, if
possible. The Incarnate of Death must
be deployed within 9” of the southern
table edge, more than 6” of enemy
models if possible. This counts as
their move for that turn.
GAME LENGTH
The game lasts 8 battlerounds.
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VICTORY
To determine who wins the battle,
keep a tally of the score during the
course of the game.
The Host of Incarnates scores points
in the following way:
1 point for every enemy unit
destroyed.
1 point for each friendly unit
remaining at the end of the battle.
2 points for slaying the
enemy Warlord.
2 points for slaying the leader
of the Blood Hunt.
The Legion of the Everchosen score
points in the following way:
1 point for every enemy unit
destroyed.
3 points for each of the
Incarnates slain.
1 additional point for slaying
the Incarnate of Heavens.
The player with the most points at the
end of the battle wins!
Any other result is a draw.

The End of All Things
The fate of the world rests upon this moment.
By the sacrifice of thousands of warriors, the
battered remains of the Incarnate Host enters
Archaon’s excavation site. Stretching across
the cavern is an artifact, ancient beyond
understanding. It pulses with energy barely
contained within. With this arcane device,
Archaon the Everchosen means to end this
world. Victory is worth any sacrifice, for
defeat means the end of everything they have
ever known. Reality hangs in the balance and
only by the almighty effort of the Incarnates
can the doom of the world be stopped. This is
the final effort.

THE ARMIES:
The Incarnate Host stands together.
One player controls this gathering of
heroes. Each is a hero beyond
mortal recognition, ready to fight to
the bitter end. Sigmar, returned in the
body of Karl Franz, denies Archaon.
Tyrion, dead and resurrected, knows
that hope is barely a glowing ember
buried in a long-dead fire. Alarielle
is sullen, feeling the very death of the
world heavy in her heart. Balthasar
Gelt is perhaps the only among them
who truly believes the end can be
prevented. Grimgor understands
nothing of the magics at work, but
understands that the best of the best
hides in these caves and that’s enough
for him. Nagash strides into the
battle, countless millennia of
planning ruined by the machinations

of the dark gods. Malekith, more
than any, faces despair, his kingdoms
no more, even if the world is his by
rights. Teclis was captured shortly
after his arrival in Middenheim, and
now stands chained to the wall
unable to help the fight.

Place a marker 12” between the
center of the board and the center of
the northern table edge. This
represents the Arcane Device. During
setup roll a D3, no models may
deploy within than many inches of
the Arcane Device.

Archaon, the Everchosen, Lord of the
End Times, stands upon the
precipice of victory. The end has
already arrived. The artifact is broken
and its ancient power is corrupting
the world even now. Yet he faces the
greatest heroes ever assembled. Could
they prevent the end? Such an
outcome cannot happen. So the
Swords of Chaos march to battle to
serve the will of their master. In the
balelight of the arcane device, they
draw their swords for the last time.

SET-UP
Before deploying, the Incarnate Host
player must assign a Hero to each of
the winds of Magic, these will be the
Incarnates. Assign one hero each to
Heavens, Light, Beasts, Shadow, Life,
Death and Metal. The Heroes who
have been assigned thusly are the
Incarnates for the purposes of this
battleplan. The Incarnate of Heavens
must be your Warlord. Place a Wizard
to represent Teclis along the western
table edge, 18” from the northern
table edge.

INCARNATE HOST’S
OBJECTIVES
Prevent the end of the world.
ARCHAON’S OBJECTIVES
Finish this miserable existence, deny
the gods their prize.
THE BATTLEFIELD
Generate terrain as per the Age of
Sigmar Rule sheet, with the
following exception.

The Incarnate Host may deploy
anywhere within 12” of the southern
table edge.
Archaon may deploy anywhere
within 12” of the northern table edge.
In addition to the Warlord, Archaon
must have a Wizard in his army to
represent the Magister.

Designers Note: you may include an
Incarnate of Fire if you played the Battle
of Ulrik’s Bones in a linked battle and the
Incarnate of Fire survived that battle. If not,
the Incarnate of Fire is not present in this
battle at all.

ENCROACHING DOOM
The rift created by the Arcane
Artifact grows. Pulsing outwards, any
caught too close are swallowed to a
fate unknown.

FIRST TURN
The Incarnate Host takes the first
turn.

At the start of each battleround, roll
a dice. The Chaos Rift pulsing from
the Arcane Device grows by that
many inches. In the first battleround,
add that to the D3 already rolled
before deployment. Each dice roll is
cumulative, evergrowing. Any model
within the Chaos Rift is swallowed to
an endless doom. Remove the model.

THE GREAT VORTEX WEAKENS
This battleplan uses The Great Vortex
Weakens Time of War
CHAOS ASCENDANT
This Battleplan uses the Chaos
Ascendant Times of War rules.
DARKEST DEPTHS
This battleplan uses the Darkest
Depths Time of War rules.
CHAINED AND UNARMED
Teclis cannot move or act in any
way until he is freed. Nor may he be
attacked or targeted by any ability, for
Archaon demands his witness. If any
model of the Incarnate Host comes
within 1/2” of Teclis, he is freed.
However, he does not have any of his
weapons or other items. He may cast
spells, but may not attack or use any
other abilities until the Magister is
slain.
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LAST CHANCE TO SAVE THE
WORLD
All units in the Incarnate Host are
immune to battleshock.
THE POWER OF THE
INCARNATES
The Incarnates must bend their
power and will towards the growing
Chaos Rift. If they can gather enough
strength, they may perhaps stop
Archaon’s plan.
If an Incarnate is within 8” of the
Chaos Rift in the Incarnate Host’s
Hero phase, they may attempt to turn
the rift back upon itself. Roll a dice
for each such Incarnate. On a 3 or
better, the Incarnate has successfully
channeled his magics to stem the
rift. The model may not move for the
remainder of the battleround.
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ULTIMATE SACRIFICE
If Teclis is free, and an Incarnate
dies, Teclis takes control over that
Incarnates Wind of Magic. Count
Teclis as that Incarnate from that
point forward. If a second Incarnate
is slain, Teclis will grab that Wind as
well. Such power is not meant for any
mortal however, and Teclis will suffer
one Mortal Wound in each of his
subsequent Hero phases. If three
Incarnates perish whilst Teclis is
freed, his body will disintegrate.
Remove Teclis from the game.
If Teclis commands any of the Winds
of Magic, he may make a roll to stem
the rift for each one as per the Power
of the Incarnates rule.
GAME LENGTH
The game lasts 7 battlerounds.
VICTORY
If at the end of a battleround five or
more Incarnates have successfully
bent their winds to stem the chaos
rift, the rift is closed!
If Archaon’s Warlord has been slain,
this is a Major Victory. If Archaon’s
Warlord yet lives, this is a Minor
Victory.
Any other result is a Major Victory to
Archaon.

Mighty Battles
Plague and Death
THE ARMIES

CAMPAIGN SPECIAL RULES

CAMPAIGN STRATAGEMS

One player is the Despoiler and the
other is the Guardian.

Chaos Ascendant

Empowered Summoning

Both players must select armies of an
agreed upon size. Both players must
select a single army for use
throughout the entire campaign.
Players may switch out 1 Hero and 1
other unit between each battle.
Generate Strategic Characteristics as
normal. The Despoiler general adds
1 to his Guile, whilst the Guardian
general adds 1 to his Planning
characteristic.

Use the Chaos Ascendant Times of
War rules for each battleplan in this
campaign.

The Great Vortex is unravelled

Use the The Vortex Weakens Time of
War rules for every battleplan in this
campaign.

Haunted Battleground

Use the Haunted Battlegrounds Time
of War rules for each battleplan in
this campaign.
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Once during per battle, you may
summon more troops to the fight.
Place a unit anywhere within 18” of
your general, more than 9” from
enemy models. This unit should be
as big as roughly one tenth of your
army.

Corrupting the land

Calling upon the powers of their
gods, the land or their own resevoirs
of might, the general twists the
battlefield to his own liking.
Nominate D3 terrain pieces. Each
of these are corrupted. If any enemy
models attempt to enter them, they
suffer D3 Mortal Wounds, as well as
1 Mortal Wound in each hero phase
they remain within it.
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