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TIME OF WAR

The Chaos Gods wax in power, and Nagash has torn the wind of Shyish from the Vortex. The winds of magic now flow in unsteady rythms,
struggling against the wards set long ago. Great power awaits those with the strength to harness it, but great dangers waits as well. Not since the
Great Cataclysm has the winds of magic blown with such force.

THE GREAT VORTEX WEAKENS

The Winds Blow
At the beginning of each battle
round, roll a dice to see how the
winds of magic flow.
Note that the effects of Magic on
the Wind, Powerful Gusts of
Magic and Storms of Magic all
stack.

CATASTROPHIC MISCAST

If a Wizard rolls a double when rolling to cast it suffers a Catastrophic
Miscast. The spell is automatically cast, and may only be unbound on
an unmodified roll of 12. In addition, roll a dice. On a 1, the Wizard
is sucked into the Realm of Chaos. The Wizard is slain, and no abilities may save him. On a 2-4, every unit within 6” suffers D3 Mortal
Wounds, and the Wizard suffers a single Mortal Wound. On a 5-6, every
Wizard on the table suffers a Mortal Wound.
THE WINDS OF MAGIC RISE
Wizards know the spells on the opposite page whilst the Great Vortex Weakens, in addition to any other spells they know.
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The Battle of Moonspire
The pleasurebound daemonhordes of N’Kari
have ravaged Ulthuan. While Tyrion’s eyes
have been elsewhere, countless battles have
been fought on the shrouded isle. When Teclis
reminded his brother of his duty, the two
worked together to defeat the intrusion. Now
they have come to the ancient Moonspire,
a temple to the goddess Lileath. Here Teclis
hopes to cast a spell so powerful it will banish
all daemons across Ulthuan. N’Kari herself
has come to prevent this fate, and finally get
her revenge upon the two brothers.
This is a breakthrough battle. One side
guards a site of great power, which the other
aims to use. Though the High Elves in this
battle are righteous, any number of such
battles could occur where the other side
was evil. Perhaps the Stormcast defend an
ancient holy site from Chaos defilers, or two
Orruk forces crash together, each hoping to
use a powerful site of Waaagh! Magics.

N’KARI’S OBJECTIVES
The Keeper of Secrets N’kari, eternal
foe of the elves, anchors the daemon
host on Ulthuan. As long as she
remains, Ulthuan will be under siege.
Slaanesh desires elven souls, and the
greater demon will do whatever it
takes to please her master.
TYRION AND TECLIS’
OBJECTIVES
Tyrion and Teclis aim at the heart
of the demonic host. Teclis figured
out that N’kari is the key that binds
the demonic assault. If she could be
slain, Teclis can use the power of the
moonspire to banish the enemy host
back to the realm of chaos.

THE ARMIES
One player commands the daemonic
host of N’Kari, whilst the other player
must banish them with the host of
elves under Tyrion and Teclis.

COMMAND ABILITIES

N’kari

For pleasure and pain: The Daemons
of Slaanesh feast on the exctacy of
pain and suffering. Such is the
pleasure they derive that it binds
them further to the mortal plane. If
your Warlord uses this command
ability, nominate a friendly unit
within 8” (which may be the
Warlord). Roll a dice for each wound
that unit suffers. On a 4 or more,
that wound is ignored, and another
wound is healed. On a 3 or less, the
unit suffers the wound as normal, and
another friendly unit within 3” takes
a Mortal Wound as well.

Tyrion and Teclis

Defend the Prince!: The fabled
Phoenix Guard have read their fates,
and know their doom. If you Warlord
uses this ability, nominate the Body
Guard unit. Any wounds suffered by
heroes within 3” of them may instead
be redirected unto this unit, on a roll
of 3 or better. Any wound redirected
will be inflicted as a Mortal Wound
upon the Body Guard unit.

THE BATTLEFIELD
Generate terrain as per the Age of
Sigmar rules sheet, with the
following exception. One piece of
terrain should be placed at the center
of the southern table edge. This
represents the Moonspire.

THE MOONSPIRE
An ancient site of mystical power,
Lileath empowers her champions
upon it. Teclis (or the model
representing him) knows the Power
of the Moonspire spell if he is within
8” of the Moonspire.

SET-UP
N’kari sets up first. She must first
place her Warlord anywhere within
8” of the Moonspire. Then the rest of
her army must be set up.
Tyrion and Teclis then deploy their
entire army. Nominate one unit to
be the Body Guard. You must also
deploy at least two Heroes, one of
which must be a Wizard. One Wizard
in your army must take the role of
Teclis, and one other Hero must take
the role of Tyrion. The model
representing Tyrion must be the
Warlord.

The Power of the Moonspire has a
casting value of 10. If successfully
cast, all models in the enemy army
suffers a Mortal Wound.
DAEMON LOCUS
If the N’kari Warlord is within 8” of
the Moonspire, add 3 to the casting
value of the Power of the Moonspire
spell.
GAME LENGTH
The game lasts for five battlerounds,
or until the battle round the Power of
the Moonspire spell is cast.

FIRST TURN
Roll to see who takes the first turn.

N’kari wins a minor victory if it can
slay either Tyrion and Teclis, and the
Power of the Moonspire spell is not
cast.
Tyrion and Teclis immediately win
a major victory if the Power of the
Moonspire spell is cast. The Power of
the Moonspire has a casting value of
10.
Tyrion and Teclis win a minor victory
if they slay N’Kari and do not lose
either brother.
If both Tyrion and Teclis are slain,
then Tyrion and Teclis cannot claim
victory.
Any other result is a draw.

THE GREAT VORTEX WEAKENS
This battleplan uses The Great Vortex
Weakens Time of War sheet.
CHAOS ASCENDANT
This Battleplan uses the Chaos
Ascendant Times of War rules. If
N’kari’s Warlord has the Slaanesh
keyword, Slaanesh is always the
Ascendant God in this Battleplan.
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VICTORY
N’kari wins a major victory if she
slays both Tyrion and Teclis, and the
Power of the Moonspire spell is not
cast.
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Slaughter at Eagle Gate
The Eagle Gate has stood vigil against the
Dark Elfs for thousands of years. As one of
the major bulwarks defending the inner
kingdoms, it has been besieged countless
times. By the might of the Asur upon its
walls it has never fallen. Yet Malekith must
get through the gates if he is to reclaim his
throne. Knowing that any direct assault upon
the fortress is folly, he has struck a terrible
bargain with the dragon riders of Caledor.
Many of the defenders are in truth traitors,
and the walls shall fall by treachery, not
strength of arms.
This battleplan is difficult for the defenders
to win. Beset by a superior local force, the
defenders must hold out for reinforcements.
Yet those reinforcements may not be as
forthcoming as one would think. A full third
of the defender’s forces may be traitors! This
provides a dangerous dilemma, to bring on
potential traitors, or hope that whatever
forces remain are sufficient to hold out.
Designer’s note: It may be a good idea to give
the defenders a slightly larger army in total,
so that there is a larger risk and reward for
summoning each contingent.

THE ARMIES
One player acts as the defender of
the gate, Prince Yvarn. The other
commands Malus Darkblade, given
the honour of first battle by Malekith
himself.

PRINCE YVARN’S OBJECTIVES
Prince Yvarn hold the Eagle Gate.
Though the walls have been breached,
his host is stout, and ready to defend
against anything.
MALUS DARKBLADE’S
OBJECTIVES
Malus Darkblade has the honour of
leading the charge against the Eagle
Gate. Though a suicidal mission, he
knows that there are deadly surprises
waiting for the defenders.
ABILITIES

Prince Yvarn

Call for reinforcements!: This ability
is available from the second turn. You
may deploy one of the two
reinforcement contingents.

Malus Darkblade
Unleash the Daemon: In his hands

is a cursed blade, a blade harboring
an angry and vengeful deamon.
If your Warlord uses this ability, roll
a dice. On a 5 or less, the Daemon
within the blade is under control,
Add the following weapon to the
Warlord’s profile:

You must continue to roll for this
ability every friendly hero phase after
the sword has been activated. If you
roll a 6, the daemon is unleashed!
Replace your Warlord with a Daemon
Prince (or a suitable model
representing one). Note that a
Daemon Prince set up in such a
manner cannot use the Immortal
Champion special rule, and must be
unaligned to any Chaos God. The
Daemon Prince may not wield the
weapon above, for obvious reasons.
THE BATTLEFIELD
Generate terrain as per the Age of
Sigmar rules sheet, with the
following exception. Going 6” in
from the northern and southern
table edge, 24” in length, is the wall.
It is too high to fly above or land on,
so treat it for all intents as “off ” the
board. As this is a large breach in a
gargantuan wall, the terrain pieces
should be bits of rubble, debris, wall
repairs and temporary battlefield
fortifications, if possible.
Once the terrain has been set up,
Prince Yvarn must place 3 objective
markers in his deployment zone.

These must be at least 12” from each
other.
SET-UP
Prince Yvarn must divide his army
into three contingents. Each much
have at least one unit. If your army
has any duplicate warscrolls, then
each of these must go into the same
contingent. Divide all units except
the Warlord in this manner. Once the
army has been divided, Malus
Darkblade chooses one of the
contingents and deploys the Warlord
with that group. He must then write
down in secret whether one of the
other contingents is a traitor group.
If so, he must specify which group is
loyal and which is traitorous. He may
also choose that neither are traitors.
The group with the Warlord is then
deployed on the battlefield, with the
remainders arriving as
reinforcements. Prince Yvarn may
deploy this contingent anywhere
within 24” of the eastern table edge.
Malus Darkblade then deploys his
entire army, anywhere within 24” of
the western board edge.
FIRST TURN.
Malus Darkblade takes the first turn.
THE GREAT VORTEX WEAKENS
This battleplan uses The Great Vortex
Weakens Time of War sheet.
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REINFORCEMENTS
Starting from the second battle
round, Prince Yvran may call for
reinforcements. Note that you do
not need to call for reinforcements,
if you feel you don’t need them or
fear traitors. These contingents must
be deployed within 9” of the eastern
table edge, more than 9” away from
enemy units. This counts as their
move for the phase.
After having deployed the
reinforcements, the Malus Darkblade
player must declare if they are loyal
or traitors. He must speak the truth
and have the result written down
already (see the Set Up rules). If the
first contingent is Loyal, he need not
reveal whether the second contingent
is loyal or not. When the traitorous
contingent has been placed, or both
loyal contingents are placed, Malus
Darkblade must reveal his note.
If either of the deployed contingents
are traitors, activate the Infamy!
Special rule.
CAPTURING OBJECTIVES:
Each objective can be captured by
having the most models within 6” of
it. A unit may only capture a single
objective. If a unit is in range of
several, controlling player may
specify which one the unit controls.
Heroes and Monsters cannot capture
objectives.
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INFAMY!
If one of the reinforcing contingents
are traitors, then they fall under the
control of Malus Darkblade’s forces.
After deployment, when their status
as traitors is revealed, they
immediately count as enemy models
for Prince Yvarn’s forces, for all intents and purposes. Malus Darkblade
may command the traitorous
reinforcements from his following
turn. The traitors may pile in and
attack as normal in the combat phase,
if they are attacked.
GAME LENGTH
The game lasts for five battlerounds.
VICTORY
Prince Yvarn wins a major victory if
he holds two objectives at the end of
the game.
Prince Yvarn wins a minor victory if
he holds one objective at the end of
the game.
Malus Darkblade wins a major
victory if slays half or more of the
enemy starting models, and he holds
all three objectives at the end of the
game.
Malus Darkblade wins a minor
victory if slays half or more of the
enemy army, and the enemy holds no
objectives.
Any other result is a draw.

The Battle of Reavers Mark
Caradryan, Keeper of the Flames, finds his
army scattered upon the field. In a display of
great power, Morathi has used the magics of
the Ellyrion plains to scatter his army. Now
Malus Darkblade rides with all haste to shatter the fragmented army before any
reinforcements can arrive. Both he and
Morathi knows that Prince Tyrion is on his
way, and neither wish to face the wroth of the
Prince of Ulthuan.
In this battle, using every defensive
advantage possible is crucial. Units might
have to be sacrificed to secure overall victory.
It is rare that a battle is fought under such
difficult conditions. One can only imagine
that the realm of Shadow or Light may hold
regions of such tricky space. In either case,
this is a battle of daring heroics and
desperate retreats.

THE ARMIES
One player commands Caradryan
and his allies, whilst the other is
Malus Darkblade, seeking to slay the
enemy.

CARADRYANS’ OBEJCTIVES
Caradryan has been ambushed!
Though outnumbered,
outmaneuvered and under the
influence of terrible magics, he stands
his ground. Only the intervention
of prince Tyrion can save the day,
though the battle hangs in the
balance. Caradryan and his forces
must hold out until reinforcements
can arrive.
MALUS DARKBLADE’S
OBJECTIVES
Morathi has harnessed the powers
of the Ellyrion plains to ambush her
foes. Scattering the High Elves across
the battlefield, Malus Darkblade,
commander of the Dark Elf army,
now attempts to divide and conquer
before reinforcements can arrive.

COMMAND ABILITIES

Caradryan:

All-Round Defence: Commanding
his warriors to hold firm, Caradryan
musters the inner strength of the
phoenix guard. If your Warlord uses
this ability, all friendly units within 9”
of the warlord add 1 to their save roll,
and may reroll failed save rolls of 1.
Any units affected by this ability may
not move or charge, but may pile-in.

Malus Darkblade:

Power of the Plains: The plains sigh
with magical energies, and a
magician as powerful as Morathi may
attempt to harness its powers. Though
Malus himself cannot cast such spells,
Morathi keeps watch over the
battlefield, attempting to aid the
Naggarothi without being seen. If
your Warlord uses this ability, select
one of the table squares (see Set-up).
Every enemy model in this square
must be moved to another table
square of your choosing, as long as it
does not have any of your units in it.
You may place the models as you see
fit. Your opponent may then move
the models as if it was his movement
phase.

THE BATTLEFIELD:
Generate terrain as per the Age of
Sigmar rules sheet.
SET-UP:
Caradryan must divide his army
into three contingents. Each much
have at least one unit. Every unit
with movement 10 or more must be
placed in the same contingent. This
is Tyrion’s Reinforcements, and are
not set up during deployment. Once
the army has been divided, Malus
Darkblade chooses one of the other
contingents and deploys the Warlord
with that group. This is Caradryan’s
contingent. The third contingent is
Korhil’s contingent, which arrives as
reinforcements later.
Divide the battlefield into six equal
squares. Players alternate between
setting up units within these squares.
Malus Darkblade starts by
deploying one unit wholly within a
square. Caradryan then deploys a
unit within a square of Malus
Darkblade’s choice. Caradryan may
set up the unit in any way he wishes
within that square. Units may only be
deployed in squares where there are
no enemy units. Keep doing this until
both Malus Darkblades entire army
and Caradryans forces have been
deployed.
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FIRST TURN.
Caradryan takes the first turn.
THE GREAT VORTEX WEAKENS
This battleplan uses The Great Vortex
Weakens Time of War sheet.
THE DEMON, UNLEASHED
Though Morathi seeks to drain the
High Elves of their strength, she
cannot allow Tyrion to fall. So she
wields the Demon chained within
Malus, and will unleash it if he threatens he chosen one.
If Malus Darkblade’s Warlord is
within 3” of an enemy Hero during
his hero phase, the demon is
unleashed. Replace your Warlord
with a Daemon Prince (or a suitable
model representing one). Note that a
Daemon Prince set up in such a
manner cannot use the Immortal
Champion special rule, and must be
unaligned to any Chaos God. The
Warlord also counts as slain for the
purpose of victory conditions.
REINFORCEMENTS:
Tyrions Reinforcements arrive during
Caradyans first movement phase.
Randomly determine which short
table edge they arrive from. You may
then deploy the entire force within 9”
of that table edge, more than 9” away
from enemy models. This counts as
their move for the phase.
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Korhils reinforcements arrive during
Caradryans third movement phase.
Deploy them within 9” of the same
table edge as Tyrions reinforcements
arrived from, more than 9” away
from enemy models. This counts as
their movement for the phase.
GAME LENGTH:
The game lasts for five battlerounds.
VICTORY
Caradryan wins a major victory if at
least half of the models in Caradryans
contingent survive the game, and the
enemy warlord is slain.
Caradryan wins a minor victory
if at least a third of the models in
Caradryans Contingent survive the
game.
Malus Darkblade wins a major
victory if slays two thirds of the
models in Caradryans contingent and
his Warlord survives, or if he slays all
of Caradryans contingent.
Malus Darkblade wins a minor victory if slays half or more of Caradryans
contingent and the Warlord survives,
or if he slays more two thirds of
Caradryans contingent.
Any other result is a draw.

Battle of The Blighted Isle
For five thousand years, Malekith has known
that this isle would define his destiny. Here
rests his fathers blade, the Sword of Khaine.
Upon the Shrine of Khaine, the heirs of
Aenerion do battle. Though Malekith is first
to the scene, he is met by the indomitable
Revenants of Khaine. These warriors have
sword an oath to prevent Malekith from
reaching the blade. Behind the Witch King
rides Tyrion with all his might. One of them
shall draw the sword, and claim the legacy of
the first Phoenix King.
The moment of fate for the elven races, this
battle is a race to claim one of the most
powerful artifacts of all, the Sword of
Khaine. Within it sits Khaine’s essence,
ready to be unleashed. Though there are few
artifacts in the Mortal Realms as powerful
as this, there are some. The pinnacle of the
Heldehammer Crusade saw Vandus
Hammerhand seek Ghal Maraz itself, in a
battle not unsimilar to this. And across the
realms, the eight Lamentations awaken.
Weapons forged with the souls of mighty
daemons, each weapon is itself enough to
turn the tides of a war. Fight then, for power
unimagined!

THE ARMIES
One player commands the host of
Malekith, the Witch King. In hot
pursuit is the other player, controlling
the Aestyrion.

MALEKITH’S OBJECTIVES
Malekith seeks out his fathers blade.
Long drawn to its power, he must
now claim it, and the elven kingdoms
with it. Though the curse weighs
heavily upon him, he is pursued by a
foe who craves it higher still.
TYRION’S OBJECTIVES
Tyrion is in pursuit of Malekith.
Driven by anger, depression and
a rage to blot out the stars, Tyrion
intends to finish the elven civil war
once and for all. Khaine’s curse
compels him, and the power of a god
is not far from his grasp.
COMMAND ABILITIES

Tyrion

A Perfect Word: If your Warlord uses
this ability, roll a dice for each enemy
unit except the Warlord. On a 5 or
6, that unit immediately falls under
your command, and counts as your
unit in every way. It may not move in
the following movement phase.

Malekith

Singular Purpose: If your Warlord
uses this ability, he and any friendly
unit within 6” may retreat and charge
in the same turn. If you move units
affected by this ability, they must end

their movement closer to the Widowmaker than they began.
THE BATTLEFIELD
Generate terrain as per the Age of
Sigmar rules sheet, with the following
exception. Place a suitable terrain
piece at the center of the southern
table edge (a Dragonfate Dias is
perfect for this). This represents the
shrine of Khaine. Do not place any
other pieces of terrain within 12” of
the Shrine of Khaine. Place a Marker
on the Shrine of Khaine to represent
the Widowmaker.
SET-UP
Tyrion must divide his army into
two equal halfs. One half, called the
defenders, will be deployed on the
battlefield and the other half will
arrive as reinforcements. The
Defenders must have at least two
heroes, but may not contain the
Warlord. The Reinforcements will
have the Warlord.
Alternate placing units. Malekith
may deploy anywhere more than 12”
north of the center line, and the Defenders may deploy anywhere more
than 12” south of the center line.

FIRST TURN
Malekith takes the first turn.
THE GREAT VORTEX WEAKENS
This battleplan uses The Great Vortex
Weakens Time of War sheet.
CLAIMING THE WIDOWMAKER
The Widowmaker can only be
claimed by the Warlords of either
army. To claim the Widowmaker, the
Warlord must do either of the
following:
Begin your hero phase within 3” of
the Widowmaker to pull it from its
resting place.
or
Slay the bearer of the Widowmaker in
the combat phase.
In addition to the added weapon, the
model wielding the Widowmaker
must declare a charge if it is able to
do so. If the distance rolled allows for
a successful charge, then the model
must complete the charge, though the
player may choose how and where if
there are multiple options available.
The model that claims the Widowmaker gains the following attack on
their profile:
Weapon
Type
Melee
Weapon
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In addition, the wielder of the
Widowmaker must end its turn closer
to the enemy Warlord than it started,
it didn’t draw this mythic blade to not
kill things!
If the wielder of the Widowmaker
is slain in any way other than in the
combat phase by the opposing
Warlord, the blade is lost.
SHADOWBLADE
If a Warlord attempts to claim the
Widowmaker by pulling the sword
from its pedestal, Shadowblade will
attack them. Use the profile from
Warhammer Compendium: Dark
Elves, and resolve one round of
combat from Shadowblade against
the model attempting to draw the
blade. If this slays the Warlord, the
Widowmaker has not been claimed,
and is therefore not lost.
Regardless of result, Shadowblade has
made his attack. He then disappears
into the shadows, do not make any
attacks against him. He only gets one
shot at preventing the blade from
being drawn, he does not try to stop a
second attempt.

Attacks Range

Hit Wound

Rend

Damage

3

3+

-2

D6

2”

2+
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REVENANTS OF KHAINE
After deployment, Tyrion may
declare one unit to be the Revenants
of Khaine. The Revenants of Khaine
are immune to battleshock within 6”
of the Shrine of Khaine.
REINFORCEMENTS:
Tyrion’s Reinforcements arrive at the
start of his second Hero Phase.
Tyrion’s Contingent arrives on the
northern table edge. You may then
deploy the entire force within 6” of
that table edge, more than 9” away
from enemy models. This counts as
their move for the turn.
GAME LENGTH:
The game lasts for six battlerounds.
VICTORY
Whichever side has claimed the
Widowmaker wins a crushing
victory!
If the Widowmaker is lost, the side
that slays the largest percent of the
enemy models wins a minor victory.
If the Widowmaker is not drawn,
then the side whose Warlord survives
wins a minor victory.
Any other result is a draw.

The Battle of Withelan
In the lore of the elves, few conflicts were as
devastating as the war between Khaine and
Kurneous over the hand of Isha. Now Tyrion
and Orion replay this ancient tragedy. They
fight as the fates demand, and the prize is
the hand of Allarielle. The Everqueen herself
wants no part in this brutal conflict. Can she
avoid being pulled into this fight to the death?
In this battle, two titans of war face against
each other. One seeks a mighty prize, and
the other seeks to deny him. Such a conflict
with inevitably lead to grueling battles as
each side engages in mass slaughter. Yet this
is no helpless maiden they fight over. Should
her wrath be awakened, then the grounds
themselves shall tremble.

TYRION’S OBJECTIVES
Tyrion has come to the forest of
Avelorn to claim Allarielle as his wife.
Riding at the head of the Aestyrion,
his army now comprises both High
and Dark elves, and all who are loyal
to Khaine.
ORION’S OBJECTIVES
As Allarielle refuses Tyrions offer,
she is struck by a spell from Morathi.
Put into a coma, Orion takes the task
of guarding her from the Avatar of
Khaine. The Wood Elves stand firm
as they defend their king and queen.

THE ARMIES
One one side stands Tyrion, the
Avatar of Khaine. Facing him stands
Orion, avatar of Kurneous.

COMMAND ABILITIES

Tyrion

She shall be mine!: Tyrion, raging as
Khaine poisons his soul, ushers his
armies forward. If he uses this ability,
he and D3 other units may run and
charge in the same turn, and add 1 to
both run and charge rolls.

Orion

The fate of Kourneous: The Elven
prince and the remnants of the god
both recognize their fate. They must
replay the ancient battle, and may end
the same. Knowing this may be their
last day, they burn all the brighter. All
who stand near feel the power and
glow of Orion. If your Warlord uses
this ability, do not take battleshock
tests for units within 16” of Orion.
THE BATTLEFIELD
Generate terrain as per the Age of
Sigmar rules sheet. It is
recommended that you use as many
woods as possible to better represent
the forest of Avelorn.

SET-UP
The player must nominate one Hero
to represent Orion, who must be your
Warlord. He must also nominate one
Wizard to be Alarielle. In addition,
he must nominate one model to take
the role of Araloth. Tyrion’s Warlord
must be a Hero, and will represent
Tyrion in this battle. Alarielle is not
deployed at the start of the battle, but
instead lies in a coma until the Seed
of Darknes rule is activated.

6” of the center line and 12” of the
relevant table edge. This places them
at the head of their armies, but quite
far from one another. Place Araloth
in the center of the table.

Roll to see who deploys first.
Alternate placing units. When deploying a unit, roll a dice and consult
the chart below:
Deployment Table
1
Left Flank
2
Right flank
3-5
Centre
6
Player’s Choice

THE EVERQUEEN’S CURSE
Alarielle is not deployed at the start
of the battle, but is instead carried by.
Araloth cannot run, fly or charge as
long as he protects the Everqueen, but
may pile in. Should Araloth be slain,
place a marker where he stood. None
would dare harm the Everqueen, for
Tyrion seeks her. If Tyrion starts his
hero phase with a Hero within 1” of
the resting Everqueen marker, he has
captured her.

The flanks each go in 18” from the
relevant table edge, with the center
being the place between these.
Models may be deployed anywhere
within this area, up to 12” from the
center line.
After deploying the rest of the army,
Tyrion and Orion are deployed. Roll
to see who gets to deploy first. That
player may choose whether to place
his Warlord on the eastern side or
western side. The other model must
be placed on the opposite flank.
Deploy Tyrion and Orion within
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FIRST TURN.
Orion takes the first turn.
THE GREAT VORTEX WEAKENS
This battleplan uses The Great Vortex
Weakens Time of War sheet.

You may attempt to awaken the
Everqueen in your hero phase. Roll a
dice, on a 7 or more, she is awakened.
Add 1 to the dice roll for any Wizards
within 3” of Araloth.
In addition, if Orion is slain, Alarielle
wakes from her sleep, and appears on
the battlefield in wrath.
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SEED OF DARKNESS
If Alarielle wakes, immediately
place her upon a Fulcrum (see The
Great Vortex Weakens) anywhere in
Orion’s center deployment zone. All
enemy models within 6” must take a
pass a bravery test or suffer a Mortal
Wound. After this, all enemy
models reduce their bravery by 2 for
the remainder of the Battle Round.
GAME LENGTH:
The game lasts for five battlerounds.
VICTORY
If Tyrion captures the Everqueen and
his Warlord survives the battle, he
wins a crushing victory!
If Orion is not slain, and Alarielle is
not captured, Orion wins a crushing
victory.
If Alarielle has not been captured
or slain, but both Orion and Tyrion
have been killed, Orion wins a major
victory.
If Orion and Alarielle are both slain,
but Tyrion’s Warlord survives, he
wins a minor victory.
All other results are a draw.

The Traitors Due
Though Tyrion has drawn the Sword of
Khaine, there are still those who love him.
Korhil, his captain of the White Lions, knows
that it is the sword which torments Tyrion.
Taking his chance after Tyrion is wounded
from battle, he steals the blade and escapes,
hoping that its influence will diminish if it is
away from the Phoenix King. Morathi cannot
accept this. The blade is her lover’s by rights,
as heir of Aenerion. Enraged by this blazen
theft, she marches ahead with the Aestyrion
to kill Korhil and regain the Sword.
This is a classic last stand. One brave group
of heroes must hold out against
overwhelming odds. Though they have
reinforcements, they cannot be sure they will
arrive in time. Such battles are fought in
nearly every corner of the realms.
Embattled Kharadron treasure hunters holding off hordes whilst waiting for extractions
might be just one example of such a struggle.

KORHIL’S OBJECTIVES
Korhil, captain of the White Lions,
has betrayed Tyrion. Stealing the
Widowmaker and escaping, he makes
north. Shadowblade arrives ahead of
Hellebrons army, and together they
must hold off Morathi’s army long
enough to escape.
MORATHI’S OBJECTIVES
Morathi discovered Korhils betrayal
quickly. As Tyrion is too wounded to
pursue, she takes to the task
personally. The Aestyrion are
maddened by this betrayal, and will
stop at nothing to return to
Widowmaker to their Phoenix King.

COMMAND ABILITIES

Korhil

Desperate Stand: Knowing that they
face maddened foes, Korhil and his
White Lions stand their ground.
None expect to survive, but they may
yet save their prince if the blade can
escape. If your Warlord uses this
ability, nominate a friendly unit
within 3”. Whenever your Warlord
suffers a Wound or Mortal Wound,
he can ignore it on a roll of 2 or more.
If he succeeds, the nominated unit
suffers a Mortal Wound for each
ignored. In addition, the nominated
unit does not need to test for
battleshock.

Morathi

THE ARMIES
One player acts as the hunted Korhil
and his reinforcements, whilst the
other player is Morathi, wrathful in
pursuit.

Bound by dark magic: If your
Warlord uses this ability within 6” of
the model carrying the Widowmaker,
you may transfer the Widowmaker to
your Warlord on a roll of 2 or better.

THE BATTLEFIELD
Generate terrain as per the Age of
Sigmar rules sheet, with the following
exception. Place a suitable terrain
piece in the center of the board to
represent Analdar’s Shrine. This
terrain piece is always Inspiring, and
does not roll on the Mystical Terrain
chart.
SET-UP
Korhil must divide his army into two
parts. His Warlord, one unit and one
additional Hero is deployed within
Analdar’s Shrine. All other units
arrive as reinforcements.
All of Morathi’s units arrive as
reinforcements.
FIRST TURN.
Morathi takes the first turn.
THE GREAT VORTEX WEAKENS
This battleplan uses The Great Vortex
Weakens Time of War sheet.
REINFORCEMENTS
Both armies rush towards the
battlefield, speed trumping order.
Time is short for either side, and
some units are quicker than others.
In each player’s first hero phase, all
models with movement 10 or higher
arrive on the battlefield.
In each player’s second hero phase, all
models with movement 6 or higher
arrive.
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In each player’s third hero phase, all
remaining models arrive.
Due to the chaotic nature of the
battle, roll a D3 for each arriving unit.
On a 1, it arrives in the western third
of the battlefield within 6” of the table
edge. On a 2, it arrives in the center
third of the battlefield within 6” of
the table edge. On a 3, it arrives in the
eastern third of the battlefield within
6” of the table edge.
Each arriving unit arrives on
either the northern table edge for
the reinforcements of Hellebron, or
the southern table edge for Morathi’s
army.
THE WIDOWMAKER
Korhil’s Warlord carries the
Widowmaker at the start of the battle.
He cannot wield it, nor can any other
model. Its powers are Tyrion’s alone,
all others seek only to remove it from
him or return it to him. The model
carrying the Widowmaker cannot
run, fly, or otherwise move or be
moved further than its movement
characteristic.
Should the bearer of the sword be
slain, control of it transfers to an
enemy model within 3” if present, to
a friendly model within 3” if not. If
there are no models within 3” when
the bearer is slain, place a token
where he stood. The first model to
come within 3” of that token picks up
the sword.
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The model carrying the
Widowmaker cannot pass it on in any
way save death.
GAME LENGTH:
The game lasts for six battlerounds.
VICTORY
The side carrying the Widowmaker at
the end of the battle wins.
If neither side holds the Widowmaker, the game is drawn.

The Final Battle
The Great Vortex of Ulthuan. Long has it
protected the world against the daemons of
the realm of chaos. But it is no longer
sufficient, greater champions are needed.
Malekith, Phoenix King, knows this. But he
too knows that it is Tyrion, the Avatar of
Khaine, which stands before him. Not since
Caledor Dragontamer has an act been so
bold or so dangerous. Even success would
doom Ulthuan itself, but it may be the only
chance to save the world. Such a burden is
Malekith’s and Teclis’, and Tyrion must deny
them.
This battle is fought for control over a mighty
magical vortex. One side seeks to break it
apart. Should they manage to unbind it,
incredible powers will be theirs. The other
side will stop at nothing.

THE ARMIES
A player must act as Malekith,
seeking to unravel the Great Vortex.
The other player is Tyrion, out to slay
all before him and prevent the Great
Vortex from being destroyed.

MALEKITH’S OBJECTIVES
Malekith, the Phoenix King, has
landed upon the Isle of the Dead.
Desperate to end the fighting and
prepare for the Rhana Dandra,
Malekith has consented to Teclis’
plan. To unbind the Great Vortex, to
bind the winds of magic into mortal
hosts, and to doom Ulthuan in the
effort.
TYRION’S OBJECTIVES
Tyrion, Avatar of Khaine, has come
to stop him. Ulthuan is his, and all
the traitors of the land must die. His
brother must die, his lover must die,
Malekith must die and so too must all
who stand against him. Khaine has
returned.
ABILITIES

In addition to any other spells the
Warlord knows, he knows the
Vengeance of Asuryan spell. If the
Warlord is not a Wizard, he may still
cast this spell as if he were one.
Vengeance of Asuryan has a casting
value of 6. If successfully cast, you
may summon up to three High Elf
Princes, armed with either a Starblade or an enchanted Polearm, or
mounted upon a Purebreed and
armed with a Star lance. You may also
include a High Elf Mage instead of a
High Elf Prince. These model ignores
Rend when taking saves. You may
place each model anywhere within
12” of the caster. If a model is set up
within 3” of an enemy unit, the unit
takes D3 Mortal Wounds.

Tyrion

Malekith

Vengeance of Asuryan: Calling upon
the righteous power of Asuryan,
Malekith commands the spirits of
past Phoenix Kings. They owe him
a debt beyond repayment, and they
repay willingly. Only Aenerion does
not heed the call, for he owes nothing
to his people.

The Curse of Khaine: If your Warlord
uses this ability, you may place a unit
of up to 20 Skeleton Warriors within
18” of you Warlord, more than 9”
away from the enemy. You may also
set up a Wight King within 3” of this
unit. This counts as their movement
for the turn.

THE BATTLEFIELD
Generate terrain as per the Age of
Sigmar rules sheet, with the following
exception. Place a suitable terrain
piece (it should be round and fairly
large, a Dragonfate Dias or a Large
Blast template can work) at the center
of the northern table edge. This is the
Great Vortex.
SET-UP
Malekith must set up one wizard
within 3” of The Great Vortex, taking
the role of Teclis. This Wizard cannot
be your Warlord. You may also place
any number of Wizards within the
Great Vortex. These do not take
damage for crossing the Threshold
(see The Great Vortex scenario rule).
Tyrion’s Warlord takes the role of
Tyrion.
Alternate placing units. Each unit
may be placed anywhere more than
12” from the center line, north of it
for Malekith and south for Tyrion.
FIRST TURN.
Tyrion takes the first turn.
THE GREAT VORTEX WEAKENS
This battleplan uses The Great Vortex
Weakens Time of War sheet. Add D3
to all rolls to determine the winds of
magic.
THE GREAT VORTEX
The Great Vortex at the heart of
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Ulthuan has kept the winds of magic
at bay for millennium. Caledor
Dragontamer’s last spell has siphoned
the magic out of the world, keeping
the teeming hordes of deamons at
bay. Now his heirs seek to undo his
spell, for it is the only option available
to them.
No model may move into, under, over
or in any way across the Great Vortex
unless they have the Wizard keyword.
If they are not Wizards, they are
utterly destroyed.
A wizard may attempt to enter the
Great Vortex. The Wizard suffers
D3 Mortal Wounds as it passes the
threshold.
A model that has entered the Great
Vortex may not leave it for any
reason.
A model within the Great Vortex
may not interact with models on the
outside in any way. They cannot be
targets of spells or attacks, nor may
any abilities cross through the Vortex.
Models within the Vortex may affect
other models within the Vortex as
usual.

Controling the Vortex chart
D6
Result
1
Slaanesh is released! The game
ends immediately as a victory for
Tyrion.
2-3 One of the Winds of Magic escape
4-5 The tempest is contained.
6
One of the Winds of Magic is
bound.

CONTROLLING THE GREAT
VORTEX
At the end of each battle round,
Malekith must roll a dice and consult the chart below. This roll cannot
be altered or rerolled for any reason
other than those stated here.

VICTORY
Unless Slaanesh is released, the victor
is decided by the winds of magic. If
more winds are bound than escape,
Malekith wins. If more escape than
were bound, Tyrion wins. Any other
result is a draw.
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In addition to this chart, there are
numerous modifiers.
Modifiers
+1
+1

-1
-1
-1

Teclis is within the Great Vortex
There are at least 3 Wizards in the
Great Vortex, not counting Teclis or
Wizards belonging to Tyrion.
There are any of Tyrion’s Wizards in
the Great Vortex
Malekith has cast Vengeance of
Asuryan in this battle round
Any spell has been cast with a roll of
12 or more

GAME LENGTH
The game lasts for six battlerounds.

Mighty Battles: The Return
THE ARMIES
One player is the Pretender, and the
other is the Incumbent.

Helpers in High Places

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.

Wrath of the Regent

Generate Strategic Characteristics as
normal. The Pretender general adds
1 to his Guile and his Persuasion
characteristic, whilst the Incumbent
general adds 1 to his Planning and
Persuasion characteristic.

CAMPAIGN SPECIAL RULES

The Pretender may reroll any failed
Persuasion tests during the course of
this campaign.
Driving his loyal and mighty cavalry
forward through sheer force of
presence, the Incumbent adds 1 to
the damage of all units who have
charged in the same turn.

Uncertain loyalties

Civil war is a terrible thing, and
nobody can be trusted.
In each of your hero phases, you may
roll a dice for any enemy units. On a
6, that unit is a traitor amongst the
ranks of the enemy! You immediately
take command of the unit as if it were
your own, though it cannot move this
turn. You may only attempt to do this
once for each enemy unit, though you
may try for multiple different units
during each of your hero
phases. You cannot attempt this on
the opponents General!
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Home of Magic

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

High Ground

All missile attacks may add 6” to their
range, as long the unit is in its own
deployment zone. In addition, add
1 to all hit rolls for missile attacks in
the first battleround.

Local Allies

You may add one additional unit to
your army, beyond the limits that
were agreed with your opponent. This
unit should be roughly one tenth of
the full army size. If this unit comes
from a different faction or Grand Alliance, it does not break the allegiance
of your army.
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