MIGHTY BATTLES
WHAT IS MIGHTY BATTLES?
The Mighty Battles is a system for
narratively linking your games,
creating a campaign for two players.
Each battle will have an effect on the
overall campaign. These campaigns
are short, usually between 3-6 battles,
and easy to play using whatever forces you have. Designed to be played
over a few weeks, a weekend or even a
single day, the Mighty Battles lets you
quickly and effortlessly play out great
stories. There are many campaigns
already included, featuring some awesome moments from the End Times.
Also included is a helpful guide to let
you build your own campaigns and
create your own narrative in Age of
Sigmar.

BASIC RULES
All campaigns in the Mighty
Battles have a simple rules section,
divided into three parts. The armies
tab will describe how to set up your
force and whether your general gets
any special abilities. The Recreating
the Battle section is for the most
dedicated narrative players. It details
the exact forces you must include in
order to emulate the original battles.
The Campaign Special Rules tab
is where you’ll find any rules and
stratagems that apply to the entire
campaign. Be careful to read these, as
much of the flavour of the campaigns
will be here!
The battles to be fought are organized
in a war chart, acting as the map for
your struggles. Each battle of the
campaign will have its own battle
box with everything you need to
know. There will be a battleplan and
instructions on where to find it. If
you look at a battleplan and wonder
who is supposed to be the attacker or
defender, don’t worry.
Each battle box will clearly state this,
if it’s relevant for the battleplan. Some
battle boxes will even modify the
battleplan, adding or changing the
rules. This makes each fit better to
whatever story is being told, making
the campaign even more cinematic.
One player may have an advantage or
disadvantage based on the result of
previous games. The effect will also be
right there in the box. Finally, each
battle box will instruct you in which
stratagems you can use. Depending
on the situation, you may have to
accept one, or get to choose between
all of them.
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Once a victor is determined, follow
the relevant arrow to the next battle.
This might be straight forward, or
it may branch. Each branch will be
clearly labelled. Usually this depends
on who won or lost, but specific
campaigns may look for other things.
You might end up fighting different
battles depending on who won, or
the result having an effect on the next
one. Then you check the battle box to
see what the next battle will be!
Some Mighty Battle campaigns will
have one or more phases. Each phase
represents battles that happened at
the same time, or otherwise do not
affect the other battles until all in that
phase have been fought. Play each
of the battles in that phase before
moving on to the next phase or the
next battle. These will be indicated
by being in their own square, not
connected to the other battle boxes.
If each phase have any specific rules,
this will be stated in the Campaign
Special Rules tab earlier.
In addition to the battleplans and
special campaign rules, each general
will be unique by the players choosing, and able to use many different
Stratagems. This will make every
campaign play out differently, even if
playing with the same armies!

ARMIES, GENERALS AND STRATAGEMS

ARMIES
To fight in a Lords of War campaign,
both players will need an army! Agree
to an army size before beginning the
campaign. Using points from the
General’s Handbook is usually the
simplest way of doing so, though do
not feel restriction by the Three Rules
of One or restrictions on your army
building (unless you two agree to it,
of course!). Armies should be at least
1000 points from the GHB, though
2000 points or more is often a more
ideal size.
Players will use the same army
throughout the entire campaign, but
most campaigns will allow you to
switch out a single Hero unit and one
other regular unit between battles.
Note that you can never change your
general, unless specifically stated!
Some Mighty Battles campaigns will
restrict armies in various ways. Follow these instructions to better follow
the narrative presented. They will
also come with a “Recreate the Battle”
guide, should you wish to play the
game with armies from the original
story. None of the Mighty Battles presented here are restricted by factions
though, so don’t be discouraged if you
don’t have the armies that the story
was originally about. Just create your
own story, following the same overall
guideline. The Glottkin’s attack on the
Empire can easily be turned into the
story of an Orruk Waagh! Rampaging
through a collapsing Aelf kingdom,
for example.
Units and models slain are all
returned in time for the next battle.
Imagine this as getting reinforcements, training new recruits etc. Even
if you suffer a crushing defeat, your
army will be full strength next battle
and ready for vengeance!

GENERALS
Each player’s leader (the General of
the army) has three Strategic Characteristics which determine his ability
to lead the army.
The Strategic Abilities are Guile, Planning and Persuasion. Guile represents
each general’s cunning and their ability to pounce on any given opportunity. Planning is the strength and depth
of thought in each leader, allowing
them to pull more difficult manoeuvres or complex strategies. Persuasion
shows their ability to convince others
to help their cause, which can manifest itself in many different ways.
A characteristic will be between 1
and 10, and can go neither higher nor
lower than this. When creating your
leader, divide 10 points between the
three characteristics, with at least one
point in each, and no more than 5
in any of them. Some Mighty Battle campaigns will offer additional
modifiers. These can never take them
below 1, but can take them above 5.
You can use the Strategic Characteristics to either Strategic Characteristic Test or Strategic Characteristic
Comparison. If you are asked to
test against a characteristic, simply
roll a dice. If you roll equal or lower
than your general’s stats, the test is
a success. Rolls of 1 always succeed
and rolls of 6 always fail! If you must
compare, each player rolls a dice and
adds their general’s relevant characteristic to the roll. Whoever has the
higher result wins! Reroll all draws
until a winner is found.
If a general is slain in battle, don’t
worry. He is also returned to full
health in time for the next battle.
There’s no penalty for losing your
general, other than some friendly
ribbing by your foe!
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STRATEGIC CHARACTERTICS
AND STRATAGEMS
Stratagems are tactical or strategic
skills that the general can employ
during the campaign. It will be stated
in rules for that battle which, if any,
stratagems can be used. They are
divided into Common, Guile, Planning and Persuasion. Some campaigns may have their own Stratagems, but most will draw from the
standard pool.
Each characteristic is divided into five
levels. In order to use a higher level
stratagem, your general must have
as many or more points in that same
characteristic. Common stratagems
are available regardless of strategic
characteristics. Each battle box will
determine which sort of stratagems
you may use. Usually you will need
to do a test or a comparison in order
to select your stratagem, but you may
gain them by other means as well,
such as winning a battle or achieving
specific objectives.
All stratagems are selected after the
players have chosen sides, but before
deployment begins. Unless otherwise noted they are applied are after
deployment is complete, and before
the first battleround begins. Tell
your opponent which stratagem you
picked, unless it’s stated to be a secret!
They will all state how long they are
in affect. Some are used before the
battle even begins, whilst others are
activated under certain conditions or
are applied for the entire battle.

STRAGATEGMS

Family Heirloom:

Passed down the generations, now it
is drawn forth once again to strike at
these most unholy foes!
Nominate one of your heroes, that
Hero adds 1 to the damage characteristic of one of his weapons for the rest
of the game.
GUILE STRATAGEMS

Level 1: Assassinate

Sometimes it pays well to pay well…

Nominate one enemy Hero, that
model suffers D3 Mortal Wounds.

Level 2: Deception

Not all is always as it seems.

Two units in your army may switch
places. Switch one model in each
unit, then deploy the rest of the unit
around this model.

Level 3: Night Fight
Early bird stabs the worm.

Magic Potion:

Up to D3 units may drink from the
Magic Potion. Roll a D3 for each unit.
On a 1, the unit adds 1 to its movement characteristic for the battle. On
a 2, the unit adds 1 to its save. On a 3,
the unit adds 1 to its Hit roll for the
rest of the battle.
PLANNING STRATAGEMS

Historic Landmark:

There are landmarks everywhere with
meaning for every race. Today you
happen to fight near one of these.
Nominate one piece of terrain on the
board to be the Historic Landmark.
All friendly models within 6” of the
Historic Landmark may reroll failed
Hit and Save rolls of 1.
PERSUASION STRATAGEMS

Level 1: Ambush

Level 1: Local Scouts

D3 units in your army may immediately move as if it were the movement
phase. They do not count as having
moved for any purpose.

Rather than rolling openly for Mysterious Landscapes, you must roll
for each, and secretly write down the
results. Reveal the results only when
your opponent enters the terrain
piece, or if they would be affected by
it.

When attacking unexpectedly, you can cover
a surprising amount of ground.

Level 2: Training
Peace Through Power.

One unit may add 1 to the Hit rolls
of one of their weapons for the rest of
the game.

Knowing is half the battle, or at least a
quarter.

Level 2: Heroic Inspiration

Rousing speeches and ruthless threats often
achieve the same thing.

Level 4: Steal the Initiative

3 units in your army count as having
double their normal movement characteristic for the first battleround.

Your general may use the Inspiring
Presence command ability in addition to any other command abilities
it may have. This means you can
use Inspiring Presence twice, if you
should wish it so.

You may choose whether you or your
opponent takes the first turn, regardless of the battleplan rules.

Level 4: Outflank

Level 3: Propaganda

Nominate one unit and remove it
from the battlefield. It can enter the
battle in your second hero phase from
any table edge that is not in your opponents deployment zone. They must
be more than 9” from enemy models,
and this counts as their move for the
turn.

Nominate D3 enemy units. Their
Bravery is reduced by 2 for the duration of the battle.

For the first battleround, all ranges
are reduced to a maximum of 12”, it’s
simply too dark to see any further.

For when you can’t trust the flip of a coin.

Level 5: Scrying the future

Sometimes, natural instinct and outright
cheating looks deceptively similar.

Once per game, in one of your hero
phases, you may secretly roll a dice.
This dice is used instead of the
normal roll for initiative next battleround.
On a 1, 2 or 3, your opponent has
won the roll and may take the initiative. On a 4, 5 or 6, you have won it.
Declare that you are rolling for this
stratagem before doing so, and keep
the dice hidden, but unchanged (under a cup is ideal).

Level 3: Forced March

A whip behind is better than a carrot in
front.

Who ever said that you had to charge in from
the front?

Level 5: Prepared grounds

Knowing the lay of the land is easy when
you’ve already prepared it.

Secretly note down three terrain pieces. These are rigged with dangerous
traps. This may not be terrain pieces
which already have enemy models
within them! When an enemy unit
enters a rigged terrain piece, reveal
the trap. The unit suffers D6 Mortal
Wounds as a deadly trap goes off.
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There’s nothing like defeating your foes with
your reputation alone.

Level 4: Threaten the loved ones
Everyone cares for something, the key is
pretending you have it.

Secretly nominate one of your opponents Heroes. In any combat phase,
reveal your threat. The Hero may not
attack in that combat phase. One use
only.

Making your own campaigns
So, you’ve read all these rules, maybe
played a campaign or two. Now
you’re thinking about making your
own. Maybe you’ve got a specific
story in mind, or an idea about a cool
battle. To help you out with that, I’ve
written this section to give you some
ideas about how to do it and some
things to consider. It’s really quite
simple!
All good campaigns start with a good
idea. They’re really at their best when
the very act of playing the games tell
a story. Just like the actions on the
table should tell a story, so should the
flow of the campaign. Whether you
base it on an existing story or make
up your own, make sure that the
sequence of games flows naturally. A
defeat should lead to a desperate last
stand, not a triumphant encircling
of the foe. This way, everything that
happens when you’re rolling dice
becomes a natural part of the greater
story!

Since I can’t read your mind through
a piece of paper, we’ll start with an
example idea. The Stormcast Eternals
are trying to conquer a Realmgate
held by the Bloodbound. It’s a story
told across countless lands, and never
quite the same. However, rather than
arriving by Lightning Strike as Vandus Hammerhand did, the Stormcast
must march across the land. We want
it to feel like armies marching to war,
boots on the ground with hammers,
swords and axes in hand.
This all goes into the Armies section
at the start of any Mighty Battles
campaign. We need to define who’s
fighting. We already had a good
idea, so lets name the factions and
their leaders. Giving each side a cool
name is always a good idea. The
Bloodbound belong to the Ashen
Slaughterers, and are led by Broota
Half-Flayed. They are met by the
Nightbreakers warrior chamber, led
by Asturias Nightbreaker himself.
With that set, it’s good to determine
whether or not players should build
new armies between each battle. The
default is to let them switch out a single hero and unit between each. This
is a campaign fought by the same
force throughout, after all. It also
means things go faster and easier,
while still letting players switch out
things to fit the story or the battleplan.

Level 5: Bribery

If you can’t beat ‘em, bribe ‘em.

Secretly nominate one of your opponent’s heroes, other than the General.
At the start of any of your opponents
hero phases, you may declare that you
have bribed the hero. The Hero may
not do any actions for the rest of the
turn.
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The last part of the Armies tab is
to determine if the generals get any
Strategic Characteristic bonuses/penalties. This fits best if you’re adapting
an existing campaign (so characters
match their “actual counterparts”), or
using characters with existing backstory. Otherwise just leave this blank,
the strategic characteristics skill of
each general will be determined by
the players instead!
Drawing all of that into one box leads
us to this:

Next rules tab is the Recreating the
War. If you aren’t adapting an existing
story, like the provided battleplans
are, fill this with your own! Why is
Broota known as the Half-Flayed?
What makes the Nightbreakers into
the Nightbreakers? The more story
you (and your opponent) can write,
the more personal and fun the campaign feels.
If you are adapting a story, don’t go
overboard. Providing full army lists
can be cool, but it makes it really hard
to play that battle. Try to determine
the most important characters or
units in the story. These are the things
the battle revolve around, everything
else can be made to match. It’s a good
idea to limit how players can choose
their army though. By Grand Alliance is the easiest, but will only fit
a few stories (and some not at all).
Narrowing it down to a Battletome
or Compendium is good, since it

still provides players with plenty of
options. If you wished to remake the
Gates of Azyr, you could limit the
Goretide to only models from the
Bloodbound battletome, and must include a Mighty Lord of Khorne. Less
is usually more, as players still need
to play and enjoy themselves!
Since this is the first meeting of these
two foes, we don’t have any story to
adapt. Instead, we fill the slot with
some more backstory about who our
two sides are!

The last rules section is the Campaign
Special Rules. This is where we add
some flavour to the games that we’re
about to play. Each battle will have its
own battleplan and such, but some
rules will apply for the entire campaign. These include any special rules
and any campaign stratagems. There’s
shouldn’t be a lot of special rules,
again more is less. Just a few changes
will really give you a unique series
of battles. Since we like the Ashen
Slaughterers sound like a bunch of
guys from the Realm of Aqshy, we’d
like something to make every battle
feel more fire-and-brimstoney.
The Brimstone Peninsula Time of
War rules are perfect for this. They
add some flavour without being a
huge change. Adding one or two
more rules is certainly possible. Just
be careful that these add to player’s
enjoyment rather than restrict them.
Rules should be able to be played
with or around, and fair to each side.
Adding a campaign stratagem can
be another cool way to add a unique
flavour. You don’t need to add one,
there’s already 18 to choose from for
each battle! But it’s an option. They
can either be used by both sides, or
just by one. Match the story here,

allow the player to do something
that fits, but isn’t recreated in the
battleplans or other rules. It should
also be something that the generals
could reasonably control. Stratagems
are supposed to be examples of each
general’s brilliance after all. Since the
Ashen Slaughters are on the defensive, lets give them a cool home-game
ability. Maybe they are followed
by huge clouds of blood and ash,
blinding and distracting their foes.
Bloodstorm: All enemy models must
subtract 1 from their hit rolls in the
first battleround. It’s easy to use and
remember. The Bloodbound player
can use it by being really aggressive,
while the Stormcast player needs to
be more careful.

That means we’re done with the
campaign rules. Not so hard, really.
What’s next is to pick some battleplans to play!

To make things easier, we won’t
make custom battleplans for this one.
Instead we’ll use some of the loads of
great ones out there. Looking through
the first AoS hardcover book, we find
Breakthrough. Both armies start on
the table, one trying to break through
and get to the other side. Sounds perfect! Lets slot it in as the first battle.
Remember to determine which side
has which role in the battle. In some
battleplans this is interchangeable,
but in many it makes a huge difference!

We’ve faced the Bloodbound in
battle, trying to break through their
lines. A cool battle was had. Then we
have to think about our story. If the
Stormcast win, they move on to the
Realmgate itself. The story continues,
and all is well. But does the campaign
change if the Stormcast lose? You
could say that they are repelled, ending the campaign. But that’s kind of
boring. Instead, the Stormcast break
through either way, but if they don’t
win the battle they’ll need some sort
of penalty for the next battle. They
got through, but just not as many!
This way, there’s a reason in the game
and in the story to play really well.
It makes your results matter both on
the tabletop and in the story. And it
makes sense, without bogging down
the whole campaign.
For the next battleplan, we want
to get to the main battle, the battle
for the realmgate! What we want
is a game where there’s an actual
realmgate on the table to be fought
over. One side has to defend it, and
one side be the attacker. Looking at
some available battleplans, we might
immediately spot Pre-Emptive Strike.
One side defends the realmgate, able
to call in reinforcements through it,
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while the other side uses its larger
army to attack. Perfect! Who to attack
and who to defend? Since the Bloodbound are the owners of the gate, it
makes sense to make them the defenders this time as well. The names
of Sentinel and Trespasser don’t really
fit, but that’s not really important.
We’ll just leave that as-is. In the rules
for the battleplan, the attackers win
by destroying the Realmgate. Normally this doesn’t sound like what
the Stormcast would do. Maybe the
Realmgate leads to Khorne’s domain?
If deamons are pouring out of it, or if
it’s connected to a much larger force
on the other side, then they may have
to destroy it.

So the Stormcast take the role of the
Sentinel and the story continues! But
what about that penalty we thought
about earlier? In this battleplan, the
Sentinel can use the Wrath Awaked
rule to bring in more troops. Usually, it’s on a roll of 3 or more. But to
show the smaller flow of reinforcements, we can change that to a roll
of 4 or more. It’s simple, but could be
really noticeable. It’s important that a
penalty isn’t so bad that the penalized
person can’t win or enjoy their games!
Likewise a benefit shouldn’t be so
great that the player is guaranteed
to win. A predictable change is also
better, because it lets the players play
around it. Apply the modifier before
the game or consistently through
the game to make it something the
players can work with. Here’s what it
looks like:
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Every story needs a grand finale. This
one is no different. Drawing from
the same arcane tome as earlier, we
can find the appropriately named
Hold or Die battleplan. One side
must hold out until reinforcements
arrive, whilst the other wants to wipe
them out. Perhaps the Stormcast are
taking a desperate last stand after
their failed assault on the realmgate.
Or the Mighty Lord gathers his last
followers to him for a final attempt
to counter attack. Either way its
cinematic, fun and a decisive way to
end this campaign. The twist here is
that it could be either the Stormcast
or Bloodbound’s last stand. Otherwise it wouldn’t make sense. So we
need to include a rule about those
roles changing, depending on who
won the previous battle. The Bloodbound aren’t a great defensive faction
though, so we’d like to give them a
small advantage here. If they are on
the defensive, they get to use the
Bloodstorm stratagem. Put together,
it looks like this:

All combined then, here’s what an
example-campaign might look like.

Example Campaign:
Storming the Gates

I hope that was instructive! As you can see, making a campaign using the Mighty Battles system is
easy. Remember, always leave room for the player to act!
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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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Mighty Battles:
The Tentacle Lord’s Conquest
THE ARMIES

CAMPAIGN SPECIAL RULES

CAMPAIGN STRATAGEMS

One player is the Rotbringer, and the
other is the Plaguebreaker.
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 Rotbringer general adds
1 to his Persuasion
characteristic, whilst the Plaguebreaker general adds 2 to his guile
characteristic, but must subtract 1
from his persuasion characteristic.

Blessings of the Grandfather

Accidental reserves

Flames of Defiance

Before deployment, secretly note
down 3 units. If any of these units
have been destroyed, then in your
next hero phase you may reveal that
you have additional reserves. Place
an identical unit to the one destroyed
anywhere in your deployment zone,
more than 9” from enemy units. This
counts as their move for the turn. You
may only do this once per game.

At the start of each of the Rotbringer’s
hero phases, roll a dice for each unit
within 3” of another Rotbringer unit.
On a roll of a 6, the unit heals D3
wounds.
The Plaguebreaker is ready to meet
their foe head on. Add 1 to all Run
and Charge rolls for Plaguebreaker
units.

They should have been here
yesterday, but I’ll take them!

The Lay of the Land

The enemy may have scouts, but ours are
tougher.

Instead of deploying a unit normally,
you may declare that it has hidden
itself on the battlefield. Note down a
terrain piece in secret. You may reveal
the unit in any of your movement
phases, or if an enemy unit comes
within 3” of the terrain piece. Deploy
the unit wholly within the terrain.
They may not move that turn.
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Mighty Battles: The Return
THE ARMIES
One player is the Pretender, and the
other is the Incumbent.

Helpers in High Places

Both players must select armies of an
agreed upon size. Both players must
select a single army for use
throughout the entire campaign.
Players may switch out 1 Hero and 1
other unit between each battle.

Wrath of the Regent

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

CAMPAIGN SPECIAL RULES

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

Uncertain loyalties

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

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

High Ground

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

Local Allies

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

One player acts as the Besieged,
whilst the other is the Besieger.
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 Besieged general adds 1
to his planning characteristic, whilst
the Besieger adds 1 to his Guile
characteristic.

CAMPAIGN SPECIAL
RULES
Death Before Dishonour

The Besieged’s units need not take
any battleshock tests. There is nowhere to run, and they cannot hide.
Either they die fighting, or they win.

Endless Hordes

The Besieger has amassed a vast
horde and utterly surrounded the
citadel. If any Battleline (see the
general’s handbook) units are slain,
an identical unit enters the battle in
the Besieger’s next movement phase.
They may enter anywhere within 6”
of the Besieger’s table edge, more
than 9” from enemy units.

War Beneath the Mountains

Use the Darkest Depths Time of War
rules for this campaign.
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CAMPAIGN STRATAGEMS
Mercenaries

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

Defensive Positions

All friendly units count as being in
cover until the first time they move.

Secret tunnels

Nominate D3 units before deploying.
Keep them in reserve rather than
deploying them on the battlefield.
You may deploy them in any of your
hero phases. Take a Planning test
before deploying. If successful, you
may deploy the unit 6” from any table
edge that is not in your opponents
deployment zone. The unit must be
more than 9” from enemy models,
and this counts as their movement for
the turn.
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Mighty Battles
Plague and Death
THE ARMIES

CAMPAIGN SPECIAL RULES

CAMPAIGN STRATAGEMS

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

Chaos Ascendant

Empowered Summoning

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

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

The Great Vortex is unravelled

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

Haunted Battleground

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

Corrupting the land

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