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The dark magics haunt many regions of the world. Foul necromancers, vile vampires or rank ghouls stalk these
places, and leave their mark. Dark magic seeps into the soil, and the dead rest uneasily. Some are remains of
battlefields were great armies of the undead once marched, whilst others are cursed cities or haunted ruins
of those who practiced the magic of Shyish. Death becomes these places, and the living dread to walk these
grounds. When Nagash arose, so too did the foul magics of these lands. Once quiet cairns and solemn fields
became haunted with the living dead, though they need a creature of strong will to guide them.

HAUNTED
BATTLEGROUND

If you decide a battle is taking
place in a place rich with the
dead, then you can specify that
it is occurying in a Haunted
Battleground. If you do, the
following rules apply.

Undeath Ascendant

The magics that bind the
undead are strengthened by the
power of the wind of Shyish.
Roll a dice for every wound
suffered on a Death model. On
a 6, that wound is ignored.

Death on the Winds

The winds of death blow
strongly, and the dead rise in
response. All Death Wizards
get an additional +1 on their
Casting rolls.

Haunted Terrain

world. Many places still bear those
scars. These are haunted by the
spirits of the dead, and are
especially dangerous for mortals.
After setting up terrain, but before
rolling on the scenery table, roll a
dice for each terrain piece. On a 5
or a 6, the terrain is Haunted and
has the following special rules.

Heavy with Death

When a Death Wizard is within a
Haunted terrain piece and attempts
to cast a spell, he may cast three
dice and select the two highest.

Shade Haunt

Death units within 3” of a Haunted
terrain piece add 1 to their bravery.
Any unit without the Death
keyword with 3” of the haunted
terrain piece suffers D3 Mortal
Wounds in the beginning of each
Hero phase.

Many horrors have been
committed in the ages of this
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RAISE ZOMBIES

As the dead walk uneasily,
those who understand the flow
of magic can bind them to their
will. All wizards on Haunted
Battlegrounds know the
following spell, in addition to
any other spells they know.
Raise Zombies has a casting
value of 4. If successfully cast,
you can set up a unit of up to
10 Zombies within 18” of the
caster and more than 9” away
from the enemy. The unit is
added to your army, but cannot
move in the following
movement phase. If the result
of the casting roll was 8 or
more, set up a unit of up to 20
Zombies instead.

TIME OF WAR

The world is filled with deep caverns, tunnels and burrows. Skaven, Night Goblins and Dwarfs endlessly struggle
over these domains. Others who dare venture into the underways might find great treasure, or their doom. This
Time of War ruleset represents the unsound caverns beneath the surface. Perhaps they were once noble dwarven
tunnels, intricately carved. Maybe they are natural caverns, inhabited by sneaky Night Goblins. If you are truly
unlucky, these are the Skaven burrows, and no tunnel is safe. No matter the origin, these realms are shoddy,
derelict and highly dangerous. Only the bravest, most desperate or the entirely unknowing would voluntary
venture into these depths.

DARKEST DEPTHS

If you decide a battle is taking
place underground, then you
can specify that it is occurying
in the Darkest Depths. If you do,
the following rules apply.

Unstable Caverns

Divide the game board into
six equal parts. At the start of
each players turn, before any
actions are taken, roll a dice to
see which square is becoming
dangerously unstable. Then roll
another dice and consult the
chart below.

Gloom and Darkness

The caverns are dank and dark.
No natural light ever shines here,
and the few glowing rocks have
been mined already. Only by light
of torch and good eyesight can the
enemy be found. No attack may be
directed at an enemy more than
18” away. Nor may you draw line
of sight to any unit more than 18”
away. It is simply too dark! This
includes spells, attacks made in the
shooting phase and any other sort
of targeted ability. In addition, and
attacks made in the shooting phase
aimed at targets more than 12” away
suffer a -1 on their Hit rolls.

Low Ceilings

Though the Underway may have
high ceilings and clear roofs, most
tunnels beneath the earth do not.
Any sort of indirect fire is useless
as any shot that goes too high
smashes into the cavern roof.
Likewise, flying is no harmless
affair when stalactites, pillars and
falling stones threaten any who
would take to the sky. Attacks
made in the shooting phase must
have line of sight. This includes
units that would normally not
need line of sight (such as a
Duardin Grudge Thrower).

Models with the Skaven, Moonclan or Duardin keywords ignore the effects of Pitfalls and Underground
Maze, and may reroll the first dice of the Noxious Fumes result.
Cave-ins are a constant danger
1.
in these poorly-supported caverns. These
are feared by all who travel underground.
Simple and brutally effective, few things
can survive being crushed by tons and tons
of rock and gravel.

Each player takes turns placing
numbered markers within the
affected square. Markers cannot be
within 5” of each other. Once there
are 6 markers in the square, roll a
D6. All models within 3” of that
marker must roll a 4 or more, or be
slain! Heroes and Monsters instead
take D6 Mortal Wounds.
2.

Stalactites hang lazily from the
ceiling, threatening to fall down at any
moment. Any man who passes beneath
one is sure to offer extra prayers to their
guardian god.

3 Stalactites fall from the ceiling.
Take turns marking units by
placing a dice next to them.

Starting with the 2 facing upwards.
Keep marking units within the
square, increasing the facing each
time, until you run out of units to
mark or have marked 5 units. A
unit may only be marked once. If
there are fewer units than dice to
mark them with, discard any additional dice. Then roll a dice for each
stalactite. If the dice roll matches
a marked unit, the unit suffers D3
Mortal Wounds. Any roll that does
not match a marked unit is discarded, the stalactite has smashed
harmlessly (but noisily) into the
ground.
3.
Gasses leak slowly out of the
ground in some places. In others, it bursts
out in dangerous clouds of chocking filth,
or pools into invisible deathtraps.

Roll a dice for every unit in the
square. On a 6, that unit is affected
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by the airborne toxins. Roll a dice
for every model in the unit, on a 6
the unit suffers a Mortal Wound.
4.
Heaving with the breath of the
earth, the cavern cracks open and pitfalls
threaten every step.
Any unit within the square which
runs or charges must take a test
as if the whole square was Deadly
terrain.
5.

Small sidecaverns, winding pits
and disorientating geometry are among
the challenges of underground fighting.

Roll a dice for every unit in the
square. On a 1, the unit may not
move is it attempts to reorientate
itself.
6.
Nothing happens! The
caverns is stable, for now.

In addition, any unit with the Fly
special rule must pass a check
if it wishes to fly over an enemy
unit or terrain piece. On a roll of
1 or 2, the unit suffers D3 Mortal
Wounds.

Cave Monsters

There are dark and dangerous
creatures in these caverns. Though
they spend long days slumbering,
the sound of battle and smell of
blood may awaken them. Roll a
dice at the end of the turn if any
model has been slain within 3” of
a terrain piece.
On a roll of a 6, the beast awakens!
Set up a Monster within 3” of the
terrain piece, more than 3” away
from any unit.

The monster moves D6” in each
players movement phase, towards
the closest unit. The monster will
always use it’s abilities and attacks
on the closest enemy unit, if
possible. If the Monster is
within 12” of any unit in any
Charge phase, it must attempt
to charge the closest unit. The
monster treats all other units as
enemies, and both players treat
the monster as an enemy unit.

DARKEST DEPTHS TRIUMPHS

If you win a Major Victory in a battle fought in the Darkest Depths, you can roll on the following table instead
of the Triumph table on the Warhammer: Age of Sigmar rules sheet in your next battle.
1.
Hammer of Drazh. Pick a hero to carry
this weapon. When your opponent selects a unit
within 3” of the model carrying this weapon to pile
in and attack in the combat phase, you can
immediately select the the model carrying this
weapon to pile in and attack before the enemy unit,
even though it is not your turn to do so. This model
can only do this if it has not already attacked in this
phase. In addition, units that suffer one or more
wounds from a model carrying this weapon cannot
be chosen to pile in and attack until all other units
that are eligible have done so.

Magnificent Beetle Armour. Pick a Hero
4.
to carry this armour. Add 1 to the save rolls of this
model. In addition, when surring wounds from an
attack that does more than 1 damage, roll a dice, on a
3 or more, that attack does 1 damage.
5.
Ratbrew. Pick a Hero unit to carry this
brew. Once per game in your hero phase, roll a dice.
On a 1, take D3 Mortal Wounds. On a roll of 2 or
3, you may reroll all failed Hit rolls. On a roll of 4
or 5, you may reroll all failed Wound rolls. On a 6,
the Hero doubles his attack characteristics for Melee
weapons (not his mount!). The drinker suffer 1
Mortal Wound each friendly Hero phase after the one
in which he drank the brew.

2.
Strange Brassy Orb. Pick a Hero unit to
carry this orb. Once per game in any of your hero
phases, you may throw this at an enemy unit within
6”. Roll a dice, on a 2 or more the unit suffers D6
Mortal Wounds. On a roll of a 1, you have somehow
dropped the orb. Your unit takes D6 Mortal Wounds.

6.
Skull Wand. Pick a Wizard to carry this
skull-topped wand. In your Hero phase, nominate
an enemy model within 3” of the bearer. The enemy
must then roll 2d6, if the result is higher than the
model’s bravery characteristic, that model is slain! If
the result is the same or lower than their bravery, you
must take the same test. If you roll higher than your
own bravery, your model is slain! If you roll the same
or lower, nothing happens…

3.
Vile Crescent Banner. Pick a Hero to
carry this odd crescent-shaped relic. Units attacking
the bearer and units within 6” of the bearer in the
shooting phase must detract 1 from their Hit rolls.
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The Siege of La Maisontaal
There are many places that hold valuable
relics throughout the land. La Maaisontaal is
one such place, and this battleplan recreates
how such a battle may look. Interested only
in the contents of the site, the attacker pays
little heed to casualties. Only the resolute and
prepared position of the defenders ensures
that whatever valuable relic is kept safe.
Defence and offence both stand strong, so
only the most cunning general can win such
a battle.
Much lies in the survival of the heroes.
No relic has value without heroes to wield
them, after all. With such a narrow-minded
focus, the attacker needs only slip a single
hero through the lines to claim victory. Such
battles are fought in countless areas across
the realms, where desperate champions or
brutish warlords ignore all else in favour of
their own ascendancy.

THE ARMIES

One player is the Undead, who seeks
to seize the relic hidden behind
enemy lines. Their opponent are the
Bretonnians, proud knights and unsheveled peasants who have sworn to
defend this land, even if they do not
know their opponents true objective.

UNDEAD’S OBJECTIVES

The Undead march on La Maisontaal.
Hoping to cease the artifacts within,
Krell and Arkhan assault the well
defended abbey. Though your foe
does not know what you seek, they
are prepared to sell their lives dearly,
and have called upon valuable allies.
Break through the lines, sieze the
prize. The Undead must gain access
to the abbey and steal the artifact.

BRETONNIAN’S
OBJECTIVES

The Knights of Brettonia have set up
in defence of their holy abbey. They
have pledged their oaths and said
their vows, and now nothing shall
move them. Using its walls and
barricades to aid them, they must
hold the line, lest the Undead sneak
past them to their unknown prize.
The Brettonians must hold the line at
all costs.

COMMAND ABILITIES
Undead

Sacrificial assault: If the general uses
this ability in the hero phase,
nominate a single unit within 12.
That unit may reroll failed to hit and
to wound rolls, but must also reroll
successful save rolls.

Brettonians

Hold!: If the general uses this ability
in the hero phase, no units of 20 or
more models need take battleshock
tests this turn.

THE BATTLEFIELD

There must be at least one terrain
feature in contact with the centre of
the northern table edge (such as an
Orphidian Archway). An additional
two terrain features must be placed
within 18 of this point, representing
the defensive position. The
remainder of the board may be set up
a as described in the Age of Sigmar
rules sheet, ignoring the upper
central square for generating terrain.

SET-UP

The Brettonians set up first, deploying
their entire army within 12” of the
center of the northern table edge.
The undead must deploy no
closer than 24” from the center of the
northern table edge. All units, with
the exceptions listed below, must
be deployed in a column 24” from
the eastern and western table edge.
Monsters and all models with the Fly
special rule must deploy within 18
of either the eastern or western table
edge.

FIRST TURN.

Undead have the first turn.

DARK ENCHANTMENTS

Players must roll off in the first hero
phase of each battle round. Both
players add 1 to the roll for each
wizard in their players army. If the
Undead player wins the roll off, he
gains an additional +1 to all casting
and dispel rolls for the battle round. If
the Brettonian players wins, the
Undead players suffers -1 to all
casting and dispel rolls for the battle
round.
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THE SISTERS OF
ANCELIOUX

The Bretonnians gain an additional
+1 to all casting and dispel rolls for
each wizard if they are within 3” of
another friendly wizard.

VICTORY

The Undead player gains a major
victory if he manages to get a hero
model in contact with the center of
the northern table edge. The hero has
then stolen into the abbey and gained
his prize!
The Undead player scores a minor
victory if he has at least one hero
model remaining by the end of the
fifth battle round, and there are no
heroes alive on the Brettonian side.
The Brettonian player immediately
scores a major victory if all Undead
heroes are slain.
The brettonian scores a minor victory
if he has at least one hero left at the
end of the fifth battle round.
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Theodoric’s Last Charge
It is no easy thing, to keep an army marching.
For those who guide their forces by magic,
much time is spent simply moving a thousand
feet in front of the other. The reinforcing
column has been struck, the defenders
valiantly striking out to behead its
commander. Without their leader, surely they
will falter. The overwhelming advantage that
is just beyond this battle can be turned, if
only this force can be delayed or destroyed.
Desperate charges are not unknown upon
the battlefield. There may come a time when
the battle hinges on a single moment, a
single charge of brave men. Such attacks are
gambits, and this battleplan lets you recreate
Theodoric’s moment of heroism. Had he
broken Arkhan upon his axe, the siege might
have been lifted and victory grasped from the
jaws of defeat. Though a bold move, daring
such as this comes at a price. Should their
moment falter, their foes will press in close
and slay them. Death or glory awaits, for the
dice have been thrown.

THE ARMIES

THEODORIC’S
OBJECTIVES

COMMAND ABILITIES

Everyone knows that to defeat the
undead, you must slay the vile
creature animating them. Only be
ending the source of necromancy can
the undead truly die. You have seen
this ruler of the night, and vowed to
end it before the abbey falls!

Undead

UNDEAD’S OBJECTIVES

Bretonnian

The forces of the Undead have been
flanked, and the very
necromancer who keep their army
together are threatened. This attack
must be repelled if the abbey is to fall.
Above all else, protect the Warlord!
Encircle these fools and teach them
the meaning of eternal life. Their
service should start shortly, sacking
that which they once held dear.

One player is Theodoric, riding into
his final battle against the hordes of
Undead. The second player is the
undead, whose horde is controlled by
a single leader.

Siphon life: If the warlord uses this
ability in the hero phase, nominate
a friendly unit within 6”. That unit
suffers D3 mortal wounds, and the
warlord heals the same amount of
wounds.
Thundering Charge: If the warlord
uses this ability in the hero phase,
nominate a friendly unit within 12”.
That unit adds 1 to their run and
charge rolls, and may reroll failed
to-hit rolls of 1 until the players next
hero phase.

THE BATTLEFIELD

Place terrain as described in the Age
of Sigmar rules sheet.

SET-UP

Players alternate between setting up
models.
The Brettonians set up first, deploying
one unit within 18” of either corner
in his deployment zone. The next
unit he sets out must be deployed in
the other corner, and all further units
must be alternated in this manner.
The undead deploy within 18” of the
table edge of his deployment zone.

FIRST TURN

Brettonians may choose who has the
first turn.

DESPERATE FOR
REDEMPTION

The Brettonian warlord hates the
Undead warlord, and may reroll
failed to wound rolls of 1. His attacks
also have an additional -1 rend.

VICTORY

The Undead player immediately gains
a major victory if the Brettonian
Warlord is slain in the close combat
phase.
The Undead player scores a minor
victory the Brettonian warlord is slain
in any other way.
The Brettonian player immediately
scores a major victory if the Undead
Warlord is slain by the Brettonian
warlord in the close combat phase.
The Brettonian scores a minor victory
if the enemy warlord is slain in any
other way.
If neither warlord has been slain by
the end of the fifth battle round, the
game is a draw.

CASTING THE
ENCHANTMENT

The Undead player must choose a
Wizard as his Warlord (and must
therefore include one in his army).
The Warlord may not cast spells
during the game.
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The Battle of Mordkin Lair
Battles in the deep, dark places of the world
are a confusing affair. Millennia of cave-ins,
digging and monsters burrowing may turn
even solid rock into a web of passages and
deadly falls. This was how Mannfred
experienced his sack of Mordkin lair, and
this battleplan lets you experience that as
well. Only those who are prepared for the
unplanned will succeed in these dark caverns.
Yet all is not in darkness, for each host rallies
to its leader. Travel towards the sharpest
noise and the foulest stench, and you will
inevitable find your quarry.
Battling in such confused circumstances is
hardly rare. Chase a Sylvaneth force into the
roots of their woodland realms and you shall
find nothing but branching paths.
Likewise those who seek plunder or glory in
the Shadowlands will find their paths misted
and their prospects dark. Any number of
forces and regions may play host to such a
battle, but one thing remains true; there is
always a foe on the other end.

THE ARMIES

Mannfred Von Carstein is controlled
by one player, seeking to find and slay
the opposing warlord. Clan Mordkin
is controlled by the other, and they
seek to defeat the interlopers in their
realm. Mannfred Von Carsteins’s
Warlord should be the more powerful
of the two.

MANNFRED VON
CARSTEIN’S OBJECTIVES

Mannfred Von Carstein seeks out the
Fellblade, the bane of Nagash. He has
broken through the outer defences of
clan Mordkin, and now fights to
recover that dread weapon. Despite
the dark and dreadful surroundings,
he has no fear. What threat could
lowly Skaven pose him? Seek out
every rat and slay them, the most
cowardly one will no doubt have your
prize.

CLAN MORDKIN’S
OBJECTIVES

Clan Mordkin rallies to its own
defences. But nothing comes easy
when handling a Skaven army, and
reinforcements are slow to come.
Facing such a terrible foe, Warlord
Feskit had brought out his most
prized possession, and intends to
show Mannfred why this blade is so
rightly feared.

COMMAND ABILITIES
Mannfred von Carstein

Faster! Find them: If the Warlord uses
this ability in the hero phase, nominate two units within 12”, they may
add D3 to their run or charge roll
until the players next hero phase.

Clan Mordkin

This is our lair: If the general uses
this ability in the hero phase, Nominate one friendly unit, excluding the
Warlord, within 15”. That unit may
immediately redeploy as per the Dark
Tunnels rules below.

THE BATTLEFIELD

Generate as described in the Age of
Sigmar rules sheet.

SET-UP

The table is divided into six equal
squares. Players alternate between
setting down one non-hero unit in
each square, until there is a single
unit in each square. Mannfred von
Carstein must deploy a Monster in
one of these squares, and acts as
Ithragar.

Once there is one unit in each square,
Mannfred von Carstein deploys his
Warlord in any of his squares. Clan
Mordkin then deploys his Warlord
in any of his squares. All other units
deploy on the board as per the Dark
Tunnels rules below.

FIRST TURN

Roll to see who has the first turn

DARKEST DEPTHS

This battleplan uses the Darkest
Depths Time of War rules.

DARK TUNNELS

Each army may be reinforced by
up to three units per turn from the
remainder of their army. Destroyed
units may also be redeployed as
reinforcements.
Mannfred von Carstein receives his
reinforcements from the table edge(s)
of the square he deployed his warlord
on. These units arrive in his movement phase, and may deploy up to 9
inches from the table edge, counting
as that units move for that turn. This
must also be more than 9” from
enemy units.
Clan Mordkin receives more troops
from the tunnels that make up their
lair. Assign each square the Clan
Mordkin player initially deployed in
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a number from 1-3. The reinforcements arrive in each of Clan Mordkin’s movement phases. For each
unit of reinforcements, roll a D3 for
each unit to determine which of the
squares they arrive in. A unit may not
deployed closer than 9” to an enemy
model.

ITHRAGAR

Once the gate to the Mordkin fortress, the mighty Ithragar has been
reanimated by Mannfred. It now
hungers after the blood of the Skaven.
The Monster representing Ithragar
re-rolls Hit rolls of 1.

THE FELLBLADE

The Clan Mordkin Warlord carries
the Fellblade in addition to any other
weapons he may have. Unlike other
close combat weapons, the warlord
may choose not to use it in any given
combat phase. The weapon has the
following profile:

For any 1’s on the roll to Hit, the
Warlord suffers D3 mortal wounds.
In each of the Clan Mordkin hero
phases, the wielder of the Fellblade
must roll a dice. On a 4+, the Warlord
suffers a Mortal Wound.
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VICTORY

Mannfred Von Carstein scores a
Major victory if he manages to slay
the enemy Warlord with his own
warlord.
Mannfred Von Carstein scores a
minor victory if he slays the enemy
warlord in close combat with a Hero.
Clan Mordkin wins a major victory if
the Warlord slays the enemy warlord
in close combat, or the Warlord
survives until the end of the sixth
battle round.
Clan Mordkin gets a minor victory
if his own warlord has been slain
outside of combat or survives, and
the enemy warlord is slain by the end
of the sixth battle round.
If neither warlord has been slain by
the end of the sixth battle round, the
game is a draw.

The Fall of Heldenhame
There are many cases of ambushes and surprise attacks, few as cunning as Mannfred’s
assault on Heldenhame. While the outer
walls are beseige d by hordes of shambling
undead, he has taken a fast force to capture
the keep and the treasure within. Using this
battleplan, the defenders will have a hard
time of repelling the foe. Yet such is the
nature of any cunning strike, it would not be
so wise if it was easy to prevent! The dangers
are many however, for only a small force has
arrived to aid Mannfred, and he must rely
on himself as much as possible to achieve his
goal.
The defenders must rally quickly, for time is
short and the threats many. If they can hold
off their foe for long enough, overwhelming
numbers will count and victory may be
secured. This could as easily be a lightning
strike of Stormcast dropping within the walls
of a Dreadfort, or a band of Skryre tunnelers
emergin within the confines of a Magmahold.
Such attacks are rare, for it calls for a callour
or brave disregard for the lives of the distracting force, and a suitably quick and powerful
strike team to deal the decisive blow.

IMPERIAL ARMY’S
OBJECTIVES

The Imperial Army is steadfastly
defending the outer wall. Rudolph
Weskar has seen Mannfred’s sneak
attack, is now rallying the inner keeps
defenders to repel this dastardly
attack. Hold the line, do not allow the
enemy within the keep! Losing it may
cause the outer defences to falter, and
all will be lost.

MANNFRED VON
CARSTEIN’S OBJECTIVES

Mannfred Von Carstein has
distracted the imperial garrison with
an attack on the outer walls. Using
this distraction, he has assaulted the
inner keep with a small band of fast
and flying troops, eager to steal his
final prize. He is outnumbered, but if
he can strike quickly his enemy will
not have time to rally their forces.

THE ARMIES

One player controls the Imperial
Army, the last garrison of the keep.
They have limited numbers at first,
but as the forces of their opponent,
Mannfred Von Carstein, assault
them, further men will be called.

COMMAND ABILITIES
Mannfred von Carstein

Slay the defenders: If the warlord uses
this ability in the hero phase,
nominate a friendly unit within 12”.
That unit rerolls failed to hit and to
wound rolls on enemy units within 6”
of the Keep.

Imperial Army

No time to lose: If the warlord uses
this ability in the hero phase, choose
one unit that has been destroyed
during the game, or is held in reserve.
That unit may immediately deploy
according to the Rally the Keep rule
below.

THE BATTLEFIELD

The game is played on a 4’x4’ table,
rather than the usual 6’x4’. Along
the eastern table edge lies the Keep.
This is represented by a 6” thick wall
that stretches the entire length of the
table. No other terrain is used.

SET-UP

Players alternate between setting up
models.
The Imperial Army set up first,
deploying one unit within 18” of
either corner in his deployment zone.
The next unit he sets out must be
deployed in the other corner, and all
further units must be alternated in
this manner.
The undead deploy within 18” of the
table edge of his deployment zone, at
least 6” away from the keep.

FIRST TURN

The Imperial Army may choose who
has the first turn.

RALLY THE KEEP

The Imperial Army player may
choose to hold up to three units in
reserve during deployment. At the
start of any friendly movement phase,
you may roll to see if they appear, on
a roll of a 4 or more for each unit,
these may enter the field during any
Imperial movement phase. They must
then be deployed within 6” of the
Keep. Any reinforcements that arrive
due to the No time to lose command
ability must be deployed in the same
way, but do not need to roll to check
if they arrive.
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VICTORY

The Undead player gains a major
victory if the Warlord ends a
battleround within 6” of the keep,
but more than 12” from the closest
enemy unit.
The Undead player scores a minor
victory the if Warlord is within 6” of
the keep at the end of the 5th battleround.
The Imperial Army player
immediately scores a major victory
if the Undead Warlord is slain by the
Imperial army warlord in the close
combat phase.
The Army player scores a minor
victory if the enemy warlord is not
within 6” of the keep at the end of the
5th battleround.
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Death at the Nine Deamons
In this battleplan, relive the desperate fight to
prevent the ressurection of Nagash.
Mannfred von Carstein and Arkhan the
Black have begun an ancient ritual of terrible
potency. At the ritual site, Arkhan has seal
himself beyond a powerful barrier, leaving
the matter of war to Mannfred. Charging
down into the crater are the forces of
Eltharion the Grim, seeking to end the ritual
and save the daughter of the Everqueen.
Assaulting a foe in a prepared position is
never an easy task, especially one that has
barricaded themselves with magic. It will
take great heroism to succeed, and much
sacrifice.
There are many sorts of rituals and rites
performed across the realms. The most
dangerous or pwoerful are performed only
by the mighty or the unknowing. In this case,
it is a case of supreme might. Knowing the
full burden of the task, a powerful barrier
has been erected. The ritual is long and slow,
so time is not of the essence. But it cannot
be stopped unless the ritualist dies, and so it
must be. Whether it is a Wierdnob Shaman
calling upon the might of Gorkamorka or the
summoning of an endless host of daemons,
the ritualist must die.

THE ARMIES

Mannfred and Arkhan seek to resurrect Nagash. They have chosen the
crater known as the Nine Deamons,
and have erected a powerful magical
barrier around it. If they succeed, an
ancient evil may once again return to
the world.

Eltharion the Grim leads his warhost
in a desperate attempt to save the
child of his friend. Though he cannot
succeed in this, his heroism may yet
prevent the return of Nagash.

MANNFRED AND
ARKHAN’S OBJECTIVES

Years of planning have come to
fruition. Nagash will soon return to
the world. All the stands between you
and this necessary fate is the puny
force before you. Arkhan, mightier of
the two, has sealed himself away to
complete his ritual. Now Mannfred
must muster their forces and drive
off the foe. Preferably in time to slay
Arkhan and take over the ritual for
himself.

ELTHARION THE GRIM’S
OBJECTIVE

Eltharion, friend of Prince Tyrion,
seeks to save his friends daughter.
Unbeknownst to him, her fate is
already sealed, slain at the hands of
Arkhan. Yet he is determined, and his
force prepared, for no matter what
the undead intend with her they must
be stopped. If Arkhan kan be slain,
the ritual is stopped, and Eltharion
may have a chance to save the world.

COMMAND ABILITIES
Mannfred and Arkhan

Reality weakens: If the Warlord uses
this ability, nominate a friendly unit
within 12”. That unit may ignore
wounds and mortal wounds on a roll
of 5+.

Eltharion

Swift Like the Storm: If the Warlord
uses this ability, nominate 3 units
within 16”. These units may run and
charge for this turn.

THE BATTLEFIELD:

Place a Dragonfate Dias (or other
suitable round summoning site) in
base contact with the center of the
eastern table edge. This represents the
Summoning Site. Generate all other
terrain as per the Age of Sigmar rule
sheet, with the following exceptions.
When rolling for the terrain properties, reroll any result that is not an
Arcane or Deadly terrain piece. Do
not roll for terrain properties for the
summoning site, even if you do not
use the Dragonfate Dias.

SET-UP

Arkhan and Mannfred must deploy
one Hero with the Priest or Wizard
keyword on the Summoning Site.
No other model may be placed upon
the Summoning Site. The rest of the
army must be deployed within 36”
of the eastern board edge. Eltharion
may deploy anywhere within 24” of
the center of the western board edge.
Alternate between placing models.

FIRST TURN

Eltharion takes first turn.

PIERCE THE VEIL

If a Hero is within 3” of the
summoning site, he may break
through the summoners defences.
The Magical Barrier around the
Summoning Site is broken. The hero
who broke through takes D3 Mortal
Wounds.

THE SUMMONING SITE

One terrain piece, as chosen during
Set-Up, will act as the summoning
site. No model, excepting The
Summoner, may be deployed in,
summoned into, fly over, or otherwise
enter the summoning site. Nor may
any attacks in the shooting phase or
hero phase be directed towards The
Summoner.
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This effect lasts for as long as the
Pierce the Veil ability has not been
used, though The Summoner cannot
leave the summoning site for any
reason.

THE SUMMONER

Arkhan and Mannfred must nominate one model to be the summoner.
This model must be deployed as per
the Set-Up section. The Summoner
cannot move beyond the
Summoning Site for any reason, even
if there are special circumstances that
would be able to force him. Nor may
the summoner target any model
beyond the summoning site in the
Hero or Shooting phase.

MASTER OF MAGIC

One Hero on the side of Eltharion
with the Wizard keyword may have
this ability. All friendly wizards
withing 12” of this model add 1 to
all cast and dispel attempts. May not
be the Warlord or the model with
Mistress of Blades.

MISTRESS OF BLADES

On Hero on the side of Eltharion may
have this ability. All units within 12”
of this model may reroll 1’s to hit in
the combat phase. May not be the
Warlord or the model with Master of
Magic.
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VICTORY

Mannfred and Arkhan win a Major
victory in the enemy Warlord is slain
and the barrier still stands at the end
of the 6th battleround.
Mannfred and Arkhan win a minor
victory if the barrier is broken and
the enemy warlord is slain by the end
of the 6th battle round.
Eltharion gains a major victory if The
Summoner is slain, and neither the
Warlord, Master of Magic and Mistress of Blades is slain.
Eltharion wins a minor victory if The
Summoner has been slain, but either
the Warlord, Master of Magic, or the
Mistress of Blades has been slain

Battle of Skull Chasm
Traps, reinforcements and monsters all
add to the dangers of fighting battles. This
battleplans lets you recreate a battle with
all three elements in play. It is easy enough
o find yourself in a an ambush against a
suitably cunning foe, as Neferata has. Grulsik
is as cunning as any Goblin, and has seized
his chance. But not all things can be prepared
for, and Neferata has aid coming to here
side. Krell marches with his legion, and will
put an end to any who threatens his charge.
The battlefield itself will also play its part,
for the Underway is infested with dangerous
monsters. No matter how brave or bound,
battle will inevitably draw forth the shadows
in the dark.
It is a desperate battle for survival, as every
plan goes awry. As Neferata, you must slay
the enemy ambushing you for his impudence,
whilst making sure to escape the ambush.
This sort of battle can be found anywhere
from the glades of Ghyran to the valleys and
hills of Ghur. Anywhere where there are wild
creatures unbound by either army, a
catastrophic conflict such as this may occur.

THE ARMIES

In this battleplan, one player takes
the role of Neferata, the ambushed,
and Gruslik, her dastardly ambusher.
Each player should choose a suitable
leader for their forces. In addition,
there are many monsters in the dark,
so make sure that there are additional
non-aligned monsters available to
ambush the players later.

NEFERATA’S OBJECTIVES

Neferata, seeking an artifact to bring
her favour with Nagash, has been
ambushed. She must hurry out of
the ambush site and continue on her
quest. If she cannot, then the Great
Necromancer may look upon her
with displeasure. She will be aided by
Krell’s Doomed Legion, so there is no
excuse for failure.

GRUSLIK’S OBJECTIVES

Gruslik has finally threatened,
cajoled, bribed and murdered his
way to a sizable army. Using his
knowledge of the caves and passages
through the World’s Edge Mountains,
he intends to launch an ambush that
will destroy the vampire and secure
his position as the greatest Goblin
this side of the dark lands. There are
only two things unaccounted for;
how hard it is to kill the dead, and the
countless monsters lusting for blood.
Surely the mighty Gruslik kan
overcome such minor obstacles!

COMMAND ABILITIES
Neferata

Protect me you fools: If the Warlord
uses this ability, on a 2+ the Warlord
may redirect any wounds suffered,
including Mortal Wounds unto a
friendly unit within 6”. These count as
being Mortal Wounds on the
redirected unit.

Grulsik

Arduous Authority: If the Warlord
uses this ability, nominate a friendly
unit within 8” and inflict D3 mortal
wounds on it. For every model slain,
one unit within 12” does not take
battleshock tests until the players next
Hero phase.

THE BATTLEFIELD

Generate as per the Age of Sigmar
rule sheet. In addition to this,
players alternate between placing two
monster tokens, as well as one in the
center of the board. Number these
from 1-5. These will interact with
the The Monster Awakens rule listed
below.

SET-UP

Players must deploy at least 12” from
the center line, running from the long
table edges. Neferata deploys first.
Alternate between setting up units.
Gruslik must have an additional force
of ambushers ready to strike. These
enter play from a randomly
determined long edge. This force
must include at least one Monster.
This force is activated by the The Trap
is Sprung rule below.
Neferata must also have a small force
in reserve. This force enters play from
a randomly determined long table
edge. A hero must be present in this
reserve force. These units are
activated by the Doomed Legion rule
below.

FIRST TURN

Gruslik takes first turn.

DARKEST DEPTHS

This battleplan uses the Darkest
Depths Time of War rules.

THE MONSTERS AWAKEN

In the start of each battleround from
the second, roll a dice. On a 1-5,
deploy a unit with the Monster
keyword on that token. Then remove
the Token. On a 6, or a roll on a
removed token, nothing happens.
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The Monsters that arrive using this
rule are treated as enemy models by
both sides. They move 3D6 in each
movement phase, fire their weapons
in each shooting phase, charge in
each charge phase if possible, pile in
and attack the closest unit in each
combat phase. Activate the monsters
before any units under player control
have acted in each phase.

THE TRAP IS SPRUNG

At the beginning of Gruslik’s third
turn, the reserve force arrives from a
randomly determined table edge.
Deploy them anywhere within 8” of
the table edge, more than 9” away
from an enemy model.

DOOMED LEGION

At the beginning of Neferata’s fourth
turn, the reserve force arrives from
a randomly determined table edge.
Deploy them anywhere within 8” of
the table edge, more than 9” away
from an enemy model. If a Hero is
deployed with these rules, that hero
rerolls all failed to-hit and to-wound
rolls on enemy Monsters.

GAME LENGTH

The game lasts 6 battlerounds.
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VICTORY

Neferata wins a major victory if she
ends a battleround in base contact
with Gruslik’s table edge, and the
enemy Warlord is slain.
Neferata wins a minor victory if she
ends a battleround in base contact
with Gruslik’s table edge.
Gruslik gains a major victory if the
enemy Warlord is slain.
Gruslik wins a minor victory if the
enemy Warlord has not ended a battleround in base contact with the his
table edge by the 6th battleround, and
the friendly Warlord has not been
slain.

Battle of Valaya’s Gate: part 1
NEFERATA AND KRELL’S
OBJECTIVES

When multiple parties seek the same
objective, it is not always best to be there
first. Thorek Ironbrow has found an ancient
gate bound by runes older than many holds.
This is the greatest task he has given himself,
for if his suspicions are true, no prize can
be greater. Arriving only shortly thereafter,
Neferata and Krell find the dwarfs have not
dug into their battlelines. Haste has made the
dwarfs vulnerable, even if that same haste
has prevented their own lines from forming
orderly ranks. Such battles are not
uncommon when time is of the essence, or
caution thrown to the wind.

Neferata and Krell have arrived at
their destination. They seek now to
complete their task, and seize the
power behind sealed dwarfen doors,
and defended by dwarfen arms.
Neferata and Krell must prevent the
Gate of Valaya from being opened.

The battleplan can be used to represent any
number of situations in the Mortal Realms.
Perhaps the Bloodbound are ambushing
Stormcast attempting to open a closed
Realmgate, or Ironjaws assaulting an
Arcanite cult trying to pry apart a portal to
the Realm of Chaos? The defender must in
any case rearrange his battleline before his
strung out position is smashed aside by the
attacking force.

Thorek Ironbrow has found a treasure
of incredible value. A gate, so well
wrought and well sealed that it has
not been disturbed since the
beginning of the Dwarf empire. He
seeks to open the gate, and uncover
the great secrets within (though their
nature is unknown to him).

THOREK IRONBROW’S
OBJECTIVES

COMMAND ABILITIES
Neferata and Krell

Gloom and Darkness: If the Warlord
uses this ability, nominate one enemy
unit within 8”. That unit suffers an
additional +2 on their battleshock
test. If they suffer no casualties that
round, they must still take a test if it
possible for them to fail it.

Thorek Ironbrow

Riddle of the Runes: The Warlord
may use this ability from the
beginning of battleround 3. If he is
within 6” of Valayas Gate, roll a dice.
On a 6, the gate opens. If used in
battleround 4, on a roll of 5 or 6, the
gate opens. If used in battleround 5,
the gate opens on a 4 or more.
If the Warlord is slain, nominate a
second hero to act as Warlord in his
stead. This model may use the Riddle
of the Runes command ability. If this
model is also slain, then Thorek
Ironbrow cannot win the game.

THE ARMIES

Each player picks an army, then
decides who plays as Neferata and
Krell and who plays as Thorek
Ironbrow. If one player wishes to have
the larger force, that player should act
as Neferata and Krell.

THE BATTLEFIELD

Generate as per the Age of Sigmar
rule sheet. In addition to this, place
a single structure in the center of the
southern board edge.

An Orphidian Archway or a
Baleful Realmgate is ideal for this.
This represents the Gate of
Valaya, and follows the rules below.
In addition, leave space open in the
northeastern and northwestern table
corners, as these will interact with the
Tunnels of Death rule listed below.

SET-UP

Neferata and Krell must deploy
within 6” of western or eastern table
edge, in a corridor which stretches
24” from the northern edge. Units
must alternate between being
deployed in the western or eastern
deployment zone.
Thorek Ironbrow may deploy his
force anywhere within 12” of a center
axis, running from north to south.
In addition, the Warlord must be
deployed within 6” of the Gate of
Valaya.

FIRST TURN

Neferata and Krell take the first turn.

DARKEST DEPTHS

This battleplan uses the Darkest
Depths Time of War rules.

MAGICAL DEARTH

TUNNELS OF DEATH

No units belonging to Neferata and
Krell may enter the battlefield from
any point other than northeastern
and northwestern table edges. This
does not apply to models who do not
need to enter within a certain
distance of the table edge. (For
example: units that must deploy
within 9” of the table edge with
arriving as reinforcements may only
arrive within 9” of the specified
corners. Summoned units may be
summoned as normal)
Units belonging to Thorek Ironbrow
may only enter the battlefield from
the eastern or western board edge
within 24” of the southern table edge.

GATE OF VALAYA

Place the Gate of Valaya in base
contact with the center of the
southern table edge. The Gate of
Valaya does not use any terrainspecific rules (such as the ruled for
the Orphidian Archway or Baleful
Realmgate), nor does it roll on the
scenery table. The Gate of Valaya
always counts as Inspiring for the
forces of Thorek Ironbrow. It has no
effect for the forces of Neferata and
Krell.

Due to the effects of Valayas
becalming runes, all spells require an
additional 2 on their casting value.
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VICTORY

Neferata and Krell win a major victory if slays the enemy Warlord, and
any secondary Warlord if applicable.
Thorek Ironbrow gains a major
victory if the Gates of Valaya are
opened by the end of the fifth
battleround.
If there is any other result, the game
is drawn.

Battle of Valaya’s Gate: part 2
When an artifact of surpassing power or
worth is found, it always draws the attentions
of vile things. Such was the case for the Battle
of Valaya’s gate, when armies of Dwarfs,
Undead and Goblins clashed. Thorek
Ironbrow has unearthed the greatest treasure
in Dwarven history, but finds himself trapped
and assailed by two foes. Neferata and Krell,
who have been relentlessly fighting the dwarfs
also find themselves ambushed by Gruslik’s
return. Only the strongest, most cunning and
most desperate can survive such a battle. And
in this case, the dwarfs are desperate indeed.
This is a truly chaotic battle, worthy of the
prize they seek. It is not unthinkable to see
such a confusing series of events happening
in the glades of the Sylvaneth, assaulted by
Rotbringers and drawing the attention of a
nearby Orruk clan perhaps. These battles are
rare, but no doubt each side considers it well
worth the fight.

THE ARMIES

There are three players for this
battleplan. Decide between you who
shall be Neferata and Krell, who shall
be Thorek Ironbrow and who shall be
Gruslik.

THOREK IRONBROW’S
OBJECTIVES

Thorek Ironbrow has achieved his
lifes greatest triumph. He has found
one of the lost ancestor Gods, and
must now defend her body with all
that he has, lest this victory become a
tragedy.

NEFERATA AND KRELL’S
OBJECTIVES

Grulsik

GRUSLIK’S OBJECTIVES

Generate as per the Age of Sigmar
rule sheet. In addition to this, place
a single structure in the center of the
southern board edge. An Orphidian
Archway or a Baleful Realmgate is
ideal for this. This represents the Gate
of Valaya, and follows the rules below.
In addition, leave space open in the
northeastern and northwestern table
corners, as these will interact with the
Tunnels of Death rule listed below.

In addition, Thorek Ironbrow should
prepare a reinforcement force, led by
King Kazador. See the Royal
Reinforcements rule below.

Units belonging to Thorek Ironbrow
may only enter the battlefield from
the eastern or western board edge
within 24” of the southern table edge

SET-UP

FIRST TURN

ROYAL REINFORCEMENTS

Neferata and Krell continue to push
their relentless attack. Their prize
must be secured before the cursed
dwarfs realise what they might
achieve.
Grulsik strikes back. Drawn by the
fighting, and eager for revenge,
Grulsik intends to spare neither
dwarf nor undead, even if he doesn’t
know why they’re fighting.

COMMAND ABILITIES

Neferata and Krell

Gloom and Darkness: If the Warlord
uses this ability, nominate one enemy
unit within 8”. That unit suffer an
additional 2 on their battleshock test.
If they suffer no casualties that round,
they must still take a test.

Thorek Ironbrow

The Power of Valaya: The Warlord
may use this ability if he is within 6”
of the Gate of Valaya. If he uses this
ability, no spells may be cast within
24” of the Warlord until the Warlords
next hero phase.

Sneak Attack: Nominate three
friendly units within 18”. These may
reroll 1’s to hit on either Neferata and
Krell’s forces or Thorek Ironbrow’s
forces until Grulsiks next hero phase.

THE BATTLEFIELD

Thorek Ironbrow sets up his forces
within 9” of the southern table edge.

Roll to see who takes first turn.

Neferata and Krell set up their forces
more than 18” away from the southern table edge, and more than 20”
away from the northern table edge.
Gruslik deploys as per the Waaaaagh!
Grulsik rule beneath.

This battleplan uses the Darkest
Depths Time of War.

DARKEST DEPTHS

MAGICAL DEARTH

Due to the effects of Valaya’s
becalming runes, all spells require an
additional 2 on their casting value.

WAAAGH! GRULSIK

Grulsik and his army enters the
battlefield at the beginning of his first
movement phase. Deploy the army
within 12” of either the northwestern
or northeastern table corner. If there
is no space left in either zone, the
remaining units will stay as
reinforcements, and will deploy in
Grulsiks next movement phase.

TUNNELS OF DEATH

No units belonging to Neferata
and Krell or Grulsik may enter the
battlefield from any point other than
northeastern and northwestern table
edges. This does not apply to models
who do not need to enter within a
certain distance of the table edge.
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King Kazador marches to the defence
of Thorek! During setup, Thorek
Ironbrow should set aside a force
roughly half as large as the other
forces. This must include a Hero. This
force enters the battlefield during
Thorek Ironbrows third movement
turn, following the rules for Tunnels
of Death described above. As
Kazador enters the field, he blows
the legendary Thunderhorn. None of
Thorek Ironbrows forces need take
battleshock tests until Thorek
Ironbrows next hero phase.

the game which point counts as the
entrance, the doorway of the Orphidian Archway, or the gateway of the
Baleful Realmgate are ideal for this.
Due to the low ceiling of the gate,
models may not use their fly move
(if any) to enter the Gate of Valaya, if
defenders are blocking the way they
must be slain first!

THE ANVIL’S DOOM

In any of Thorek Ironbrows hero
phases, within 6” of the Gate of
Valaya, the warlord may elect to
strike the anvil. If he does so, the
warlord is slain. Every unit within
3D6 suffers D6 Mortal Wounds. Any
unit within 3” suffers 2D6 Mortal
Wounds instead.

VICTORY

Place the Gate of Valaya in base
contact with the center of the
southern table edge. The Gate of
Valaya does not use any terrainspecific rules nor does it roll on the
scenery table. The Gate of Valaya
always counts as Inspiring for the
forces of Thorek Ironbrow. It has no
effect for the forces of Neferata and
Krell or the forces of Grulsik.

GATE OF VALAYA

Neferata and Krell win a major victory if the Warlord enters the Gate of
Valaya by the end of the fifth battleround.
Thorek Ironbrow gains a major victory if the Warlord is still alive and the
Warlord of Neferata and Krell have
not entered the Gate of Valaya.
Grulsik gains a major victory if both
the enemy Warlords have been slain
by the end of the fifth battleround.

Now that the Gate of Valaya is open,
the Warlord of Neferata and Krell
may enter it. Agree before the start of

Any other result is a minor victory to
Thorek Ironbrow (such is his accomplishment).
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The Defence of Alderfen
The gates are breached! That is at least
something one might say playing this
battleplan. The Auric Bastion, a vast shield
of faith, has opened, and now daemons pour
forth through it. All is not lost, for the faith is
strong, and the wall will heal. The defenders
must hold the line for as long as possible,
hopefully pushing back the attackers before
they can get through. Slowly the wall will
close, and crush any who stand in its way.
Vast, self-healing walls may be rare, but both
the woodcraft of the Sylvaneth and the works
of the Duardin could create such a bastion.
Indeed, Vandus Hammerhand himself fought
to breach such a bastion at the Bloodcombe,
where only the might of the Godbeast Ignax
could penetrate the defences.

THE ARMIES

This scenario may be played as either
a two-player or a three-player game.
If it is played as a two-player game,
use only the rules for Valten and
Gurug’ath, with the exceptions noted
below. Once the number of players
has been decided, each player must
choose to be either Valten, Vlad Von
Carstein (in the case of three-player
games) or Gurug’ath.

VALTEN’S OBJECTIVES

The Auric Bastion has been breached,
and only Valten stands in the way of
the forces of Chaos. He prepares his
defences for a battle he may not
survive. Valten must hold until the
Auric bastion closes.

VLAD VON CARSTEIN’S
OBJECTIVES

Vlad Von Carstein has arrived to
shore up the defences and buy time
for the lord of undeath. The
Empire cannot fall, and that means
the Auric barrier must be held! Vlad
Von Carstein seeks to destroy any
threat to the Empire

GURUG’ATH’S OBJECTIVES

Barging through the cursed wall of
faith, the Great Unclean on Gurug’ath
seeks to spread nurgles rot to the
Empire beyond it. Gurug’ath must
sweep aside any opposition.

COMMAND ABILITIES
Valten

Push them Back!: If the Warlord uses
this ability, nominate one enemy unit
within 12”, and within 3” of a friendly
unit. That unit must move D6 back
towards the Gurug’ath table edge.

Vlad von Carstein

Haunted battlegrounds: If the
Warlord uses this ability, nominate
a piece of terrain within 16” (not
included the Auric Bastions). Any
enemy unit within 3” of that terrain
piece suffers D3 Mortal Wounds as
the undead stir to life and attack.

Gurug’ath

Plague Horde: If the Warlord uses
this ability, you may deploy one unit,
previously destroyed in the game,
within 6” of your table edge. This
counts as their move for the turn.

THE BATTLEFIELD

Generate as per the Age of Sigmar
rule sheet, with the following
exceptions. Do not generate or deploy
any terrain on the northern half of

ble edge, this represents the Auric
barrier. Anything between this line
and the corresponding short table
edge is also the Auric barrier. Any
model which touches or is within the
bastion is destroyed.

Valten wins a Major Victory if the
Barrier is sealed and two thirds of the
enemy force have been slain by the
end of the fifth battleround.

SET-UP

In the beginning of each Hero Phase,
the Bastion closes further. Roll two
dice to determine the distance the
barrier moves. Apply the highest
result to one marker, and the lowest
result to the other. Move the markers along the center line towards the
opposite table edges (so one barrier-half may move past the half-way
point should the other half be slow).
The player whose turn it is determines which result is applied to each
marker. If the two markers meet, the
Barrier is sealed.

Vlad Von Carstein gains a Major Victory if the enemy Warlord has been
slain and the Barrier is sealed by the
end of the fifth battleround.

Valten deploys in an area along the
southern board edge, 12” from the
center line, on the left half of the
table.
Vlad Von Carstein deploys along the
southern board edge, 12” from the
center line, on the right half of the
table.
Gurug’ath may deploy anywhere
between the northern table edge and
12” from the center line. You may not
deploy on or within the Auric Bastion.
Note on two-player games: If only one
player is the defender, alternate deployments
between Valten and Vlad Von Carstein’s
deployment areas.

FIRST TURN

Roll to see who takes first turn.

THE AURIC BARRIER
CLOSES

The Auric Bastion is a magical wall of
supreme power. Draw a line between
the markers and the northern ta-
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VICTORY

the table. This is the place of the
Auric bastion, and is completely
barren. To represent the Auric
bastion, place two markers on the
center line (running east-to-west),
each 3” from the short table edges.

HOLD THE BARRIER

Gurug’ath wizards know the
following spell:

Hold the Barrier:
The wizard bends mind and will to
hold back the holy wall, if only for a
while. The spell has a casting value of
4.You may target a single half of the
Auric bastion within 10”. If the spell
goes of successfully, the Auric bastion
retreats D3”.
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Valten gains a minor victory if the
Barrier is sealed, but less than two
thirds of the enemy force have been
slain by the end of the fifth battleround.

Vlad von Carstein wins a minor
victory if the barrier is sealed, but the
enemy Warlord has not been slain by
the end of the fifth battleround.
Gurug’ath wins a major victory if the
Barrier has not been sealed, and he
has slain at least one enemy Warlord
by the end of the fifth battleround.
Gurug’ath wins a minor victory if the
barrier is not sealed by the end of the
fifth battleround, and his Warlord is
still alive.
Any other result is a draw.

Death of a Traitor
Balthasar Gelt, Supreme Patriarch of the
Colleges of Magic, has uncovered a
conspiracy to assassinate the Emperor.
Perhaps unwisely, he has chosen to accuse
Valten of this plot, and to use his newfound
skills in Necromancy to slay him. The good
people of the Empire do not take kindly to
this, and arms are taken up against the
Supreme Patriarch. Neither side whishes to
slay the most important person on the field!
Rather, this is a battle of wills and
misdirected fury. A tragic misunderstand
pitting good men against each other, such is
the ways of Chaos.
In this battle, Gelt seeks not to kill the Emperor, but rather the boy Valten. Such a misunderstanding is easy, for the ways of chaos
are mysterious. It might as well be a Runeson
accusing another of a plot to
murder their father, or a Lord-Veritant
accusing a Freeguild General of harbouring
sympathies for Tzeench. In either case, there
is a true assassin at large, but neither side
knows who it is.

BALTHASAR GELT’S
OBJECTIVES

Balthasar Gelt has rushed to Castle
Von Raukov to reveal a plot to
assassinate the Emperor. Mistaken
in his accusation, but correct in his
fears, Gelt takes desperate measures
to save Karl Franz. Balthasar Gelt is
must slay Valten, for he believes the
young boy to be an assassin.

VALTEN’S OBJECTIVES

Valten, falsely accused of treason, is
now rushing to defend his
Emperor against the true traitor. He
must reach the Emperors side to
protect him from the rogue wizard,
though he does not know that there is
still an assassin amongst the
Emperors ranks.

THE ARMIES:

One player acts as Balthasar Gelt,
whilst the other controls the forces of
Valten.

COMMAND ABILITIES
Valten

Kill the Wizard, end the Battle: If the
Warlord uses this ability, all
friendly models within 6” may reroll
1’s on their Hit and Wound rolls
when attacking the enemy Warlord.

Balthasar Gelt

A Demon! A Demon!: If the Warlord
uses this ability, nominate one enemy
unit within 20”. That unit suffers -3
bravery until your next hero phase, as
the accusations of Gelt hit home and
their faith is torn between Valten and
the Supreme patriarch.

THE BATTLEFIELD

Generate as per the Age of Sigmar
rules sheet.

SET-UP

The Valten player may set up the Karl
Franz objective marker
anywhere within 12” of the center of
the northern table edge. Valten has
two deployment zones. The northern
deployment zone is an area within
12” of the Karl Franz marker. The
southern deployment zone is within
18” of the southwestern corner.
Valten must alternate placing models
in each deployment zone, starting
with the northern. Balthasar Gelt
deploys his army within 24” of the
southeastern table edge.

FIRST TURN

Roll to see who takes first turn.

PROTECT THE EMPEROR

The Reiksguard have formed an
impenetrable barrier around the
Emperor. Karl Franz is now well
protected from any army, and the
Reiksguard will strike at anything
that comes too close. Any unit from
Balthasar Gelt’s army that has comes
within 6” of the Karl Franz objective
marker suffers D3 mortal wounds.
Any such unit that ends its turn
within 6” suffers an additional D3
Mortal Wounds.
No unit from Gelt’s army may move
closer than 3” to the Karl Franz
objective marker under any
circumstances, including
summoning, moving by spells and
abilities.

THE TRUE ASSASSIN

Unbeknownst to either side, the real
assassin is primed to slay the
Emperor. Roll a dice at the end of
each battleround and add the turn
number. If the result is 8 or more,
play one last battleround, then end
the game. The Assassin is about to
strike!

24

25

VICTORY

Valten wins immidietely if Balthasar
Gelt’s Warlord is slain.
Valten suffers a crushing defeat is
he is not within 6” of the Karl Franz
objective marker, and the game ends
by the True Assassin rule.
Balthasar Gelt wins immediately if
the enemy Warlord is slain.

Heffengen: River of Undeath
Heffengen was a massive battle, one of the
largest of the latter days of the Empire. Across
three flanks, Chaos and Empire clashed in
an attempt to hold off the followers of the
Archaon. On the Eastern flank, boardering
the river Revesnecht, Crom the Conquerer
heralds the coming of Archaon. Facing the
Herald of the Everchosen is Valten, now
wielding the hammer Ghal Maraz. Vlad
Von Carstein too has pledged himself to the
Empire’s defence, and intends to use the
Revesnecht to outflank the forces of Chaos.
Using the terrain to one’s advantage is always
important. This battle lets you use a river to
command a flank and strike at your leisure.
Any commander would know to use that if
they can, such a a Fyreslayer force parting
a magmaflow to pass, or a Sylvaneth army
growing a bridge across a deadly chasm.

THE ARMIES

CROM THE CONQUEROR’S
OBJECTIVES

Crom the Conqueror leads the army
of the dark gods on the eastern flank
of the Battle of Heffengen. He is
determined to crush his foes and
herald the coming of the Everchosen.

IMPERIAL DEFENDER’S
OBJECTIVES

Fighting in a massive battle, Valten
and Vlad von Carstein rush in to
reinforce the eastern flank.
Heffengen is but the first step to the
wider Empire, but the forces of Chaos
must be held back here, on the banks
of the river Revesnacht.

The players must each decide which
force they wish to play. One must be
Crom the Conqueror, the other the
Imperial Defenders.

COMMAND ABILITIES
Crom the Conqueror

Herald of the Everchosen: If the
Warlord uses this ability, all enemy
units within 6” suffer an additional
-2 modifier to their Battleshock tests
until your next hero phase.

Imperial Defenders

We hold them here!: If the Warlord
uses this ability, nominate up to three
friendly units within 12”. Those units
are immune to battleshock until your
next hero phase.

THE BATTLEFIELD

Generate as per the Age of Sigmar
rules sheet, with the following
exception. Along the eastern edge of
the table, the river Revesnacht flows.
Set up a suitable terrain piece to
represent it. If you do not have a
suitable river, mark the edge of the
river with some markers, 8” from the
board’s edge. No models may move
into the river or across it, unless they
have the Fly special rule or are arriving as a part of the River
Reinforcements scenario rule.

SET-UP

Crom the Conqueror deploys
anywhere within 12” of the northern
table edge. The Imperial Defenders
deploy anywhere within 12” of the
southern table edge. Also set up two
objective markers, each along the
center line of the board, 24” from
each other and the table edges.
The Imperial Defenders may choose
to hold up to half of their units in
reserve, to arrive as River
Reinforcements

FIRST TURN.

Crom the Conqueror takes the first
turn.

RIVER REINFORCEMENTS

The River Revesnecht flows slowly in
this part of the world. With cunning
and guile, the defenders of the empire
have positioned reinforcements on
the other side of the bank, hidden
and prepared to cross over on a
moments notice. Or perhaps it is the
undead, hidden in the dark depths
of the river who seek to cross and
aid their mortal allies? The Imperial Defenders may call upon their
allies at the beginning of any movement phase. Deploy then the entire
force held in reserve within 6” of
the Revesnacht. This counts as their
movement for the turn.
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CAPTURING THE FIELD
OF BATTLE

Both sides seek to take the battlefield
for their own. To this end, each side
seeks to accomplish deeds that will
drive their foe from the field, these
deeds are represented by battlepoints.
Consult the following chart to see
how many battlepoints each side generates during the battle. These stack if
several come into play at once (such
as slaying a hero model). An objective
marker is held by the side that has the
most models within 3” at the end of
each turn (so twice per battleround).
Each side gets points for:
•
Destroying an enemy unit (1)
•
Slaying a Hero model or a
Monster unit (1)
•
Slaying the enemy Warlord
(1)
•
Holding an objective marker(1)
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VICTORY

Crom the Conqueror wins a major
victory if he has at least 8 points more
than his opponent by the end of the
fifth battle round.
Crom the Conqueror wins a minor
victory if he has at least 4 points more
than his opponent by the end of the
fifth battle round.
The Imperial Defenders win a minor
victory if they have at least 4 points
more than their opponent by the end
of the fifth battle round.
The Imperial Defenders win a major
victory if they have at least 8 points
more than their opponent by the end
of the fifth battle round.
Any other result is a draw.

Heffengen: Fire and Iron
The battle of Heffengen hangs by a thread.
The center has stalemated, and the
eastern half is helf by the Imperial
Defenders. To break through and secure
victory, the riders of the north have been
unleashed. The Western flank holds much
of the Empire’s artillery, a perfect target for
swift-moving forces. Such a reckless battle is
common for the forces of Chaos, as they seek
glory and blood against prepared,
dug-in foes. Not everything can be solved
with subtly, and many a Lord of Chaos has
risen from battles such as these. Yet as the
men of the Empire know, many more hordes
of Chaos have been shattered by the
cannonade of artillery and shots of muskets.
This battle is between a swift-moving force
and a prepared line of artillery and gunmen.
It will be brutal, bloody and fast. Either the
charging forces reach their foe largely intact,
or the weathering hail of gunfire breaks
them before they can turn their swords red.
Perhaps amongst the most common battles
between the forces of Order and Destruction
or Chaos, for it has little subtlety.

NORTHERN CAVALRY’S
OBJECTIVES

On the western edge of the battle
of Heffengen, the northern cavalry
charged true. They aimed to encircle
their foe and smash them from all
sides. Only their attack could break
the stalemate developing in the
center. The Northern Cavalry must
destroy the Talabheim men.

TALABHEIM’S OBJECTIVES

The men of Talabheim were given the
task to defend the western flank.
Digging in, they drew up their
artillery and gunners. Any foe that
dared meet them would bear the full
brunt of an imperial cannonade, and
the cold, hard steel of Talabheim’s
finest.

THE ARMIES

One player acts as the men of
Talabheim, whilst the other controls
the Northern Cavalry. The player
with the most War Machines should
play as Talabheim.

COMMAND ABILITIES
Northern Cavalry

Charge of the Light, medium and
heavy brigade: If the Warlord uses
this ability, all friendly units within
12” may run and charge in the same
turn.

Talabheim

Cannons to the left! Cannons to the
right! If the Warlord uses this ability,
nominate D3 friendly War Machine
units within 12”. Those units may fire
twice in the following shooting phase.

THE BATTLEFIELD

Generate as per the Age of Sigmar
rules sheet.

SET-UP

VICTORY

The Northern cavalry deploys
anywhere between the western board
edge and 12” of a center line running
north-south.

The Northern Cavalry win if they slay
at least two thirds of the Talabheim
models by the end of the fifth battle
round.

The men of Talabheim deploy between the eastern board edge and 12”
of the center line. They must include
at least 2 War Machines in their army.

The men of Talabhein win if they slay
at least three quarters of the enemy
models by the end of the fifth battle
round.

FIRST TURN

Any other result is a draw.

The Northern Cavalry takes the first
turn.

HOLD STEADY

No Talabheim unit may declare a
charge before the third battleround.

TRUST IN FIREPOWER

All Talabheim units may reroll To Hit
rolls of 1 in the shooting phase.

HORSEMEN OF THE
NORTHERN WASTES

All Northern Cavalry units may reroll
failed Hit and Wound rolls of 1 on a
turn they have charged.
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Heffengen: Gurug’ath’s Doom
And so it comes to this. At the center, the fate
of Heffengen, and perhaps the Empire, is
decided. Karl Franz has taken up the center,
urging the army to stand firm. Gurug’ath has
returned, breaking free from his prison
within the Auric bastion. Now he seeks to slay
the Emperor and break the back of the
imperial army. The battleplan represent
the all out slaughter of the battle, revolving
around the two mighty heroes.
This is a simple battle of heroes, where the
lives of soldiers are spent as currency.
Anywhere in the realms where two armies
must break each other, this battleplan can be
used. It has little room for ploys and tricks,
the only measure of success is in blood and
skulls.

THE ARMIES

Each player picks and army, then they
must determine who shall play as
Gurug’ath and who shall play as Karl
Franz.

GURUG’ATH’S OBJECTIVES

Gurug’ath has returned after his
humiliating defeat at Alderfen.
Simmering with rage, the greater
demon now leads an all-out assault
on the men of the Empire, and their
righteous lord. Gurug’ath seeks to
destroy the imperial army, and their
Emperor too.

KARL FRANZ’S
OBJECTIVES

Karl Franz has personally taken
command of the center of the
Heffengen lines. Now he faces a
Greater Demon of Nurgle, and an
endless horde of marauders. Only his
presence can keep the imperial lines
fighting. Karl Franz must repel the
enemy attack, and gain the day for
the Empire.
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COMMAND ABILITIES
Gurug’ath

A plague upon you!: If the Warlord
uses this ability, nominate an enemy
unit within 14”. That unit suffers 1
Mortal Wound, and has a -1 To Hit
penalty until your next hero phase.

Karl Franz

Men of the Empire, to me!: If the
Warlord uses this ability, all friendly
units with 12” are immune to battleshock.

THE BATTLEFIELD

FIRST TURN.

Generate as per the Age of Sigmar
rules sheet.

Gurug’ath takes the first turn.

Gurug’ath has two deployment zones.
One goes from the northern table
edge and 9” into the table. The second
goes from that zone and a further 9”
into the table. Gurug’ath must alternate between deploying units in the
first and second deployment zone.

Gurug’ath inspires a vengeful hatred
against the foes that humiliated him.
All Gurug’ath units may reroll wound
rolls of 1 within 12” of Gurug’ath’s
Warlord.

Karl Franz sets up anywhere within
18” of the southern table edge.

All units belonging to Karl Franz
detract 2 when rolling for Battleshock
within 24” of Karl Franz’ Warlord.

SET-UP

GURUG’ATH’S REVENGE

KARL FRANZ, MANKIND
INCARNATE

VICTORY

Gurug’ath immediately wins a crushing victory if he slays Karl Franz’
Warlord.
Karl Franz wins a major victory if
he slays the enemy Warlord and two
thirds of the enemy models.
Karl Franz wins a minor victory if he
slays half the enemy models.
Any other result is a draw.
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Battle of Blight Water
At the Battle of Blight Water, Krell met King
Phar upon the banks of the Blight Water. In
Krell’s case, quite literally. Crossing a river
is always a dangerous affair, and this battle
was no different. Battle order is disrupted
as troops are channeled over bridges, wade
across shallows or march across the bottom.
Krell knew he could rely on his troops making
it across, but it was impossible to tell when
they would arrive, stuck in mud and debris
beneath the waves. So it fell to him tactics
and his skill at arms to secure the far side
of the river. Only then could he march into
Nehekhara proper.
Such a battle often represents a defenders
best chance at destroyed their foe. Any army
will be vulnerable as it crosses a river. A
cunning defender will know to
concentrate their entire army against the
enemy’s piecemeal march across the waters.
Though the undead crossed by marching
beneath the river, most armies will cross in
barges, on bridges or over shallows. An Order
Draconis force could easily repell a Clan
Verminus horde many times their size by
assaulting each warband as it landed. Or a
cunning Bonesplitter who attacks a Beastclaw
raider force as it crosses a frozen bridge of its
own design, tearing into the monsters before
they can ready a devastating charge.

KRELL’S OBJECTIVES

Krell, Mortarch of Despair strikes
the first blow in Nagash’ campaign
against Nehekhara. Crossing the
Blight Water river, he pits his
indomitable will against that of King
Phar of Numas. He must strike
swiftly, and create a beach head so the
full force of his army may pass into
the land of the Tomb Kings.

KING PHAR’S OBJECTIVES

King Phar of Numas has been tasked
with defending the border. Knowing
the Blight Water to be the first
obstacle his opponent must pass, he
seeks to drive any crossers into its
turgid water. Though he has
countless miles behind him from
which to counter attack his foe,
Phar knows that the Blight Water is
his greatest chance of stopping the
enemy.

THE ARMIES:

In this battle, one player chooses the
side of Krell, attack from across the
river. The other play acts as King
Phar, and must repell the enemy
marching on his shores.

COMMAND ABILITIES
Krell

Tactical Acumen: If the Warlord
uses this ability, nominate a friendly
unit within 12”. Select one model in
that unit, and reform the rest of the
models in the unit around this model.
They must be able to deploy within
5” of the nominated model. This does
not count as a move for any purposes.

King Phar

“And by the thunder of their
hooves…”: If the Warlord uses this
ability, all friendly units with 6” may
run and charge in the same turn.
Generate as per the Age of
Sigmar rules sheet, with the following
exception. Along the northern table
edge, stretching 6” down, lies the
Blight Water. The Blight Water always
counts as Deadly terrain.

Once this group has been made, each
of the remaining three waves must
have an equal number of units in
them, as far as is possible. These will
be deployed as per the Attack Waves
rule described below. The wave with
flyers must be deployed on the table
in a deployment zone stretching 18”
south from the Blight River. King
Phar may deploy anywhere within
24” of the southern table edge.

SET-UP

FIRST TURN

THE BATTLEFIELD

Krell must divide his army into four
waves. The first must include all
models with the Fly special rule.
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Roll to see who takes first turn.

ATTACK WAVES

Starting from the second battle
round, Krell’s may deploy one of his
attack waves at the start of his hero
phase. These must be deployed within
the Blight Water. The second wave
may not contain the Warlord. If the
Warlord has the Fly special rule, he is
deployed along with the other Flyers
as described above.

TIME IS OF THE ESSENCE

At the end of each Battle Round, roll
a dice. Add this to the current battle
round number. If the total is 10 or
higher, the game ends.
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VICTORY

Krell wins if he has any models without the Fly special rule more than 18”
from the Blight Water at the end of
the game.
In any other case, King Phar wins.

Battle of the Salt Plains
Across the scorched earth of the Salt Plains,
King Phar now runs a campaign of hit and
run. Failing to drive Krell back, he now seeks
to use his superior mobility to strike deadly
blows. Against any other foe, he would expect
the desert itself to take its toll, but the dead
care not. Krell’s undead horde marches as
long as its Necromancers keeps it going.
Knowing this, King Phar now aims to use the
terrain to his advantage, to draw out his foe
and strike at their key weakness. Only the
will of Krell stands before him.
This battleplan represents a longer series
of skirmishes rather than a pitched battle.
The armies do not get into orderly ranks,
nor do they know exactly where they are in
the battle. It is a confused affair, spread out
over place and time. The general most able
to adapt his troops to the situation will come
out on top. The ability to move fast will be the
determing factor of this battle.

THE ARMIES

After both players have decided on an
army, decide who shall be King Phar,
and who shall act as Krell. The player
with the most wizards should take the
role as Krell for this battleplan.

KING PHAR’S OBJECTIVES

King Phar has failed to drive the
servants of Nagash into the Blight
Water. Yet all is not lost, for the Salt
plains are vast, flat and excellent
terrain for fast moving chariots and
buried constructs. Aiming to slay the
necromancers that keep Krells army
marching, the full cunning of King
Phar is about to be tested.

KRELL’S OBJECTIVES

Krell’s skill at arms and leadership has
seen him cross into ancient
Nehekhara. Miles and miles of sunparched plains now stretch before
him, and countless foes led by a
cunning and clever commander.
Realising his own weakpoint, the frail
Necromancers needed to keep his
army together, Krell anticipates the
ambush to come.

COMMAND ABILITIES
King Phar

Ambushes within ambushes: If the
Warlord uses this ability, nominate
a friendly unit within 12” that is not
within 3” of an enemy. This unit is
removed from the battlefield, and
may reenter as reinforcements in
your next Hero phase.

Krell

Protect the living: If the Warlord uses
this ability, nominate a friendly
Wizard within 16”. Any wounds or
Mortal Wounds this model suffers
may be redirected unto a friendly
unit within 3” on a roll of 3+. That
unit suffers an equal amount of
Mortal Wounds in the Wizards stead.

THE BATTLEFIELD

Generate as per the Age of Sigmar
rules sheet.

SET-UP

Divide the table into six 2x2’ squares.
Roll to see who deploys first.
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The winner must then place one or
two units without the Hero keyword
in a single square. His opponent then
selects a square to deploy one or two
units without the Hero keyword.
Continue this until every square has
at least one unit in it. Each player
may then deploy a single hero in one
of their squares. Krell must deploy a
Wizard. Any remaining units enter
the battlefield as reinforcement

FIRST TURN

Roll to see who takes the first turn.

REINFORCEMENTS

Any units that were held back as
reinforcements may enter play in the
controlling player’s hero phase. The
unit must be deployed within 6” of a
table edge of one of the player’s three
initial starting squares. Roll a D3
to determine which square the unit
arrives at.
Units arriving via the Ambushes
Within Ambushes rule may choose
which square to use. Any of Krell’s
units with the Wizard keyword must
enter play by the third turn, or not at
all. They are lost in the deserts, perhaps already ambushed and slain!
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VICTORY

King Phar wins the game if there are
no enemy wizards on the battlefield at
the end of a battle round.
Krell wins if he has at least one wizard on the battlefield at the end of the
fifth battle round.

Ambush in the Deep Desert
Mannfred Von Carstein is the most cunning
of the Von Carstein line. Unfortunately for
him, he is also the proudest. Having crossed
into Nehekhara without resistance, he now
believes his foe to be either cowards or fools.
Likely both. King Behedesh will not stand for
the children of Nagash enjoying the sun of his
lands, and has been waiting for Mannfred.
The vain and mighty vampire now marches
into a deadly ambush.
Ambushes are difficult to plan and execute.
A commander must rely on troops to act on
their own, not acting too early or too late.
Yet, properly executed, an ambush can
devastate a far superior foe, turning the
tables of a war. Vanguard Hunters are
masters of the ambush, destroying threats
before they ever grow strong enough to pose
one.

THE ARMIES

One player must choose to play as
Mannfred Von Carstein, marching
boldly into an ambush. The other
player is King Behedesh, springing
his trap upon his hapless foe.

MANNFRED VON
CARSTEIN’S OBJECTIVES

Mannfred Von Carstein leads the
Sylvanian elite into Nehekhara.
Choosing the western road close to
the sea, he has gone unopposed past
the Salt Plains. Confident in victory,
Mannfred marches into a wellprepared ambush.

KING BEHEDESH’S
OBJECTIVES

King Behedesh lies waiting. Feeling
the distaste of letting the cursed vampires and their minions unto sacred
Nehekhara, he bides his time. The
ambush is well set, and
Mannfred shows no sign of
caution or suspicion. This should be a
crushing victory, unless the vampire
himself can salvage it.

COMMAND ABILITIES
Mannfred Von Carstein

Might of the Vampires: If the Warlord
uses this ability, any unit of the
Sylvanian Elite may reroll failed Hit
and Wound rolls in the combat phase.

King Behedesh

Like the desert wind: If the Warlord
uses this ability, all friendly units
within 10” treat retreats from combat
as a normal move. They can shoot
and charge as normal after such a
retreat.

THE BATTLEFIELD

Generate as per the Age of Sigmar
rules sheet.

SET-UP

Mannfred von Carstein is marching
his column through the desert. He
deploys his force within a rectangle
12” from the northern and southern
table edge, and 24” from the eastern
table edge. Nominate two non-hero
units as the Sylvanian Elite.
King Behedesh deploys his force
within 12” of the eastern table edge.
He may also choose to hold up to a
third of his units in reserve. After
deployment, set one marker up for
each of these units, anywhere on the
battlefield. Each marker must
correspond to a single unit.

FIRST TURN.

Roll to see who takes the first turn.
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THE DESERT COMES
ALIVE

From his second movement phase
onwards, King Behedesh may roll to
see if his entombed troops dig their
way to the surface.
Roll for each marker that you wish
to check for. On a 1, the unit remains
buried beneath the sands. On a 2-3,
the opposing player may choose to
deploy the unit anywhere wholly
within 8” of the marker. On a 4+, the
unit arrives. Set up a model on the
marker, and deploy the rest of the
unit around him.

THE SYLVANIAN ELITE

The two units nominated as the
Sylvanian elite reroll 1’s on all Hit
rolls.
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VICTORY

Mannfred Von Carstein wins a major
victory if both Sylvanian Elite units
and his Warlord are alive at the end of
the fifth battle round.
Mannfred Von Carstein wins a minor
victory if either his Warlords and a
single Sylvanian Elite, or both
Sylvanian Elites but not the Warlord
are alive at the end of the fifth battle
round.
King Behedesh wins if neither the
Sylvanian Elite nor the enemy
Warlord is alive at the end of the fifth
battle round.
Any other result is a draw.

Lord of the Vampire Coast
King Behedesh has triumphed! The Sylvanian
army is in ruins. Mannfred Von Carstein
has lost, and has now retreated to make his
stand. He is surrounded, and a superior force
besieges him upon his hill. Unbeknownst
to both, Luthor Harkon sails to Mannfred’s
aid. The self-serving pirate has responded to
Nagash’ call, and sails up the river to the aid
of his fellow Mortarch.
In this battle, one force is mightily besieged,
with a relief force en route. Such battles are
always hard fought, for the defender fights
for his very life. Only the timely intervention
of an outside force can save him, and so the
goal is simply to survive. But the besieger
too knows that aid may come. If he does not
prepare for this, defeat may be snatched from
the jaws of victory.

THE ARMIES

For this battle, one player takes the
role of Mannfred Von Carstein, the
other as King Behedesh. The player
with the largest army should take
the role of Mannfred and his piratey
reinforcements.

MANNFRED VON
CARSTEIN’S OBJECTIVES

Mannfred Von Carstein, ambushed
and defeated, has retreated to a rocky
hill. Making a desperate stand, he is
unaware of Luthor Harkon’s zombie
fleet coming to aid his beleaguered
forces. If he can hold on until the
Harkons pirates can arrive, he may
yet survive.

KING BEHEDESH’
OBJECTIVES

King Behedesh has smashed the
vampiric army, and now aims to
end this invasion. With Mannfred
cornered on a small hill, he sets the
full weight of his army against him.
He does not expect the Pirate lord
Harkon to make an impromptu naval
assault in his desert.

COMMAND ABILITIES

Vampire Forces

Catapult Fodder: If the Warlord is
within the Rocky Outcrop terrain
piece and more than 3” from an
enemy unit, he may use this ability.
Any wounds or Mortal Wounds on
the Warlord are deflected to a
friendly unit within 3”, as the
Warlord decides that survival is the
better part of valour. The unit suffers
a number of Mortal Wounds equal to
the amount of wounds the Warlord
would have suffered.

King Behedesh

Siege Tactics: If the Warlord uses
this ability, any friendly unit within
8” that does not move this turn may
reroll failed saves.

THE BATTLEFIELD

Generate as per the Age of Sigmar
rules sheet, with the following
exception. In the north-eastern
square of the table (2x2’ square),
place one large piece of terrain. This
is the Rocky Outcrop that Mannfred
has made his stand upon. The Rocky
Outcrop is Damned.
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SET-UP

The Vampire Forces must divide their
army. One third of the units,
including the Warlord, must deploy
in the north-eastern square of the
table. The remainder of the army,
including at least one hero, must be
held in reserve.
King Behedesh may deploy his army
anywhere outside of 12” of the
Vampire Force’s deployment zone.

FIRST TURN

Roll to see who takes the first turn.

LUTHOR TO THE RESCUE:

From the second movement phase
onwards, Luthor Harkon’s rescue
zombies may enter the fray.

Roll a dice to see which table edge the
force appears from. On a 1, they appear from the western table edge. On
a 2, they appear on the southern table
edge, on a 3-4 they appear from the
eastern table edge, and on a 5-6 they
appear on the northern table edge.
These reinforcements may be deployed anywhere within 9” of the
table edge, and no closer than 9” to
an enemy model. They may also not
be deployed within the initial deployment zone.
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ROCKY OUTCROP

The Rocky Outcrop is a Damned
terrain piece. In addition to that, only
units from the Vampire Forces may
be summoned upon it or deploy on
it in any manner. Other units may of
course move unto it normally.

VICTORY

The Vampire Forces win if their Warlord and at least a third of their army
is alive at the end of the fifth battle
round.
King Behedesh wins if he slays the
enemy Warlord and at least two
thirds of the enemy army.
Any other result is a draw.

Battle for Ruined Lahmia
Lahmia, the city of Queens, is under siege.
Neferata has returned to the city where she
once slew her cousin, and now the flames of
hatred burn bright. Khalida has refused the
orders of Settra to return to him, knowing
that Neferata would return here. Neferata
has played her part, and returned to lost
Lahmia once more. Now the duel shall be
fought once more, with the stakes being their
eternal lives and that of their city.
Lahmia is a ruin, and no longer the
strategic position it once was. Yet, it holds
strong memories for the two commanders,
and they have chosen this battleground to
make their stands. Hatred defines this battle,
and nothing short of slaying the enemy
general is good enough. There is no
shortage of such places in the Mortal Realms.
Any prince of Helsreach would yearn for
a rematch with the destroyers of their city.
Likewise no few Stormcast Eternals have met
their slayers upon a familiar battleground.

THE ARMIES

In this battle, one player is Neferata,
the disgraced vampire queen of
Lahmia. The other player is Khalida,
the slain cousin and chosen of the
Asp Goddess.

NEFERATA’S OBJECTIVES

Neferata, returned to Lahmia after
centuries of exile, is prepared to
reclaim her kingdom. Though only
a distraction in the great assault
upon Nehekhara, This meeting has
more meaning to her than most. She
returns to a burned out city, long
decayed from the glory she
remembers. And she returns to
Khalida, the cousin she once slew and
tried to corrupt.

KHALIDA’S OBJECTIVES

High Queen Khalida has defied
Settra’s order to march here. She
knows it is not wise, nor prudent, to
stand in the ruins of a city no longer
worth defending. Yet she stands to
face her destiny, and to face her killer.
The Asp Goddess saved her soul once
so she may have vengeance, and now
she shall claim it.

COMMAND ABILITIES
Neferata

“And behold, the return of the
queen!”: Drawing upon the ruins of
her city, Neferata conjures a terrible
spell to bring ruin to her foes. If the
Warlord uses this ability, nominate
an enemy unit within 16”. The whole
unit must take a check as if they had
run over a piece of Deadly terrain. If
the unit has been in a Deadly terrain
piece in the preceding movement
phase, they fail the check on a 1 or a
2. Does not effect Khalida’s Warlord.

High Queen Khalida

Chosen of the Asp Goddess: If the
Warlord uses this ability, all friendly
units within 12” may run and charge
in the same turn, and ignore the
effects of Deadly Terrain until your
next hero phase.

THE BATTLEFIELD

Generate as per the Age of Sigmar
rules sheet, with the following
exception. When rolling for Mysterious Landscapes, ignore the regular
chart. Instead, roll a D3.

On 1, the terrain is Damned, on a 2
the terrain is deadly, and on a 3 the
terrain is sinister.

SET-UP

To determine the deployment zones,
draw a line from the northeastern
table corner to the southwestern table
corner. Each deployment zone is from
this line to a corner. Players may not
deploy within 6” of this line. Neferata
deploys in the north-western corner,
and Khalida in the south-eastern.
Before deploying their army, each
player must roll a dice for every unit.
On a result of a 1 or 2, the unit must
be held back in reserve. After rolling
to see which units end up in reserve,
roll off to see who deploys their entire
army first.

FIRST TURN

The person who deployed second
may choose who goes first, if he
manages to roll a six. Otherwise the
person who deployed first chooses.

FROM THE ASHES

Either way, they must be more than
9” away from an enemy model, and
this counts as their move for the turn.

KHALIDA’S VENGEANCE

High Queen Khalida’s Warlord may
single the enemy Warlord out for a
duel. If the Warlords are within 3” of
each other in the combat phase,
Khalida may declare a duel. From
that point on, neither model may
move further away from each other.
Nor may any other model attack or
use abilities on either combatants.
The duel is to the death, and none
may interfere!

FIGHTING OVER RUINS

All terrain pieces may be captured for
the purposes of victory conditions. To
capture a terrain piece, you must have
a unit within 3” of it. If both players
have a unit within 3” of the same
piece, the player with the most
models within 3” controls the
terrain. A unit may only control a
single terrain piece at the time.

Units in reserve may enter the battle
starting from their controlling
player’s second movement phase.
They may either deploy within 9”
from the long table edge of their
deployment zone, or wholly within a
terrain piece.

40

41

VICTORY
Neferata immediately wins a major
victory if her Warlord slays the enemy Warlord.
Neferata wins a minor victory if she
controls more terrain pieces than
Khalida does at the end of the fifth
battle round.
High Queen Khalida immediately
wins a major victory if her Warlord
slays the enemy Warlord.
High Queen Khalida wins a minor
victory if she controls more terrain
pieces than Neferata does at the end
of the fifth battle round.
Any other result is a draw.

The Humbling of Settra
Settra the Imperishable, the King of Kings,
High King of Nehekhara, Lord of the Earth,
Monarch of the Sky, Ruler of the Four
Horizons, Mighty Lion of the Infinite Desert,
Great Hawk of the Heavens, Majestic
Emperor of the Shifting Sands, Eternal
Soverign of Khemri’s legions, stands before
Nagash. The will of titans will be tested, as
the Master of Undeath conspires to destroy
the kingdom he doomed so long ago.
This battle is the ultimate test of will. One
side has but a single hero, a colossus of might
and power who seeks to overpower and
destroy all before it. Against it is arrayed the
full panoply of war, glittering and ready to
destroy its foe utterly and eternally.

ARMIES

One player wields Nagash, the
Usurper. That player picks a single
model. The other player may choose
as many models as is in their
collection.

NAGASH’ OBJECTIVES

Nagash has risen. Striking out from
his Black Pyramid, Nagash does
battle with all of Nehekhara. Having
consumed Usirian, the God of the
Underworld, Nagash now stands as
a God unto men. Nagash faces the
full might of Nehekhara. Only Settra
stands in his way. Only the will of
Settra may defy him, and only the
strength of Settra may right this
wrong before the world is once more
threatened by the Supreme Lord of
the Undead.

SETTRA THE
IMPERISHABLE’S
OBJECTIVES

Fooled, denied, and facing a
power not matched since the fall of
the Polar Gates, Settra the
Imperishable rides for war. His will is
indomitable, and he will not bow to
the Usurper. Settra is King of
Nehekhara, now, and forever more.
The Great Usurper has returned.
Show him that Settra does not kneel.

ABILITIES
Nagash

No Gods or Kings, only Nagash: Keep
a tally of every model that Nagash
slays. If the Warlord uses this ability,
he may roll a dice for each model
slain the previous turn, to a maximum of six dice. On a 4 or better,
Nagash heals a wound on his Warlord
or any friendly model within 12”.

Settra the Imperishable

There can only be one: If you
Warlord uses this ability, nominate a
unit within 24”. That unit adds 2 to
it’s Bound to the Will of Nagash rolls,
as if it were within 3” of Settra the
Imperishable.

THE BATTLEFIELD

Generate as per the Age of Sigmar
rules sheet.

SET-UP

The battlefield is divided by a line
in the center going from north to
south. Nagash deploys in the western
deployment zone, and Settra deploys
in the eastern. No model may deploy
within 6” of the center line.
Nagash may only deploy a single
model. Nagash is one, and all are one
in Nagash.

FIRST TURN

BOUND TO THE WILL OF
NAGASH

Settra the Imperishable must roll a
D6 for every unit within 12” of Nagash’ Warlord in the beginning of the
Hero Phase, and any units that wish
to charge the Warlord. On a four or
better, nothing happens. On a 1, 2 or
3, the unit has fallen beneath Nagash’
indomitable will, and become a part
of Nagash’ army from then on.
Heroes, and units within 3” of friendly heroes, add 1 to this dice roll. Settra the Imperishable, and units within
3” of Settra, add 2 to this dice roll.

Nagash chooses who goes first.

USIRIAN CAST DOWN

The storm of magic released from
the Black Pyramid and from Nagash
himself is overpowering. Even to
move towards him is difficult. No
attacks in the shooting phase or any
spells may target Nagash’ Warlord if
they are more than 18” away from
him.

VICTORY

If Settra the Imperishable is slain,
or is Bound by the Will of Nagash,
Nagash wins immediately.
If Nagash’ Warlord is slain, Settra the
Imperishable wins immediately!
If neither has happened by the end of
the fifth battle round, Nagash wins.
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Mighty Battles: The Rise of Nagash
THE ARMIES

One player takes the role of the
Dark Summoner, and the other
is the Destined Defenders.
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
Dark Summoner general adds
1 to his Guile characteristic,
whilst the Destined Defenders
adds 1 to his Planning
characteristic.

CAMPAIGN SPECIAL
RULES

CAMPAIGN
STRATAGEMS

Holy Defenders:

Embrace the Darkness:

The Destined Defenders know
that their actions serve a much
greater purpose, and will stubbornly fight. When rolling
battleshock tests for a Destined
Defender unit, roll two dice and
select the lowest.

Dark Magic Rising:

Already the blasphemous rituals
are having a terrible effect. All
Dark Summoner Wizards add 1
to their casting rolls.
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Whenever a model is slain, roll a
dice. On a 6, the model ignores
the last wound suffered and is not
slain.

Strength in Numbers:

At the start of your movement
phase, you may place a single
destroyed Battleline (see the General’s Handbook) unit anywhere
within 6” of your board edge,
more than 9” from enemy models. This counts as their move for
the turn.
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