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CONQUEST OF THE
SAVAGE LANDS:
A WARHAMMER AGE OF SIGMAR
PATH TO GLORY EVENT

The Drench is a mostly unexplored wilderness in the northernmost
part of Thondia. Even by Gurish standards this area is dangerous, and
laying the foundations for new explorations and conquests is profoundly
perilous, for the Realm of Beasts viciously opposes all that resembles
civilisation. For some brave (or foolhardy commanders) hidden riches
can be obtained here, and glimmerling prophecies have started
to spread that something in the Drench could have far reaching
consequences. However it isn’t just the forces of Sigmar that
have obtained these rumours. Forces of the Dark Gods have
started massing on the coast, whilst spies have reported the
gates of the Gutfort have started to open. There have even
been sightings of the undead, although these have been
dismissed as scaremongering.
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1.0 EVENT ESSENTIALS
System:

Warhammer Age of Sigmar Narrative Play.

Format:

Singles.

Registration:

Saturday at 9:00 AM.

Location:	
Warhammer World, Willow Rd, Lenton,
Nottingham, NG7 2WS
Battlepack:

Thondia Path to Glory Battlepack

Monstrous Denizen: Each player will need to bring one extra monster
to act as a Monstrous Denizen (as per the Thondia
Path to Glory Battlepack).
Battle Size:

See section 7.0 for more details

Board Size:

60’’ x 44’’

No. of Games:

Five

Tools of War:	Attendees are expected to bring their army, dice, a
tape measure, all relevant rules publications, and at
least 2 physical copies of their army roster (one for
the Event staff and one for their opponents).
If you are using any electronic devices to carry
your official rules references, please ensure they
are charged and available for reference at all times.

2.0 ARMY CONSTRUCTION AND PAINTING
2.1 Army Rosters

See the Order of Battle section in the Path to Glory Rules later on in this document.

2.2 Modeling and Painting

Playing exciting, atmospheric games with finely detailed, painted miniatures
is intrinsic to the Warhammer experience. With this in mind, all miniatures in
your collection must be Games Workshop or Forge World miniatures (excluding
basing or scratchbuilt components), and be fully assembled and painted to at least
a Battle Ready standard. Below are some examples of models painted to a Battle
Ready standard. (More information on Battle Ready can be found at WarhammerCommunity.com. Each model must accurately represent its entry on your army roster.

Many players “scratch build” or heavily convert elements of their model collection,
and these activities are a hallowed part of Warhammer hobby history. For the sake of
fairness, any conversion should be comparable in size to the most current version of
the model they represent. You may not gain a benefit from converted models, but may
incur penalties.
For any converted or scratch built models, you must seek permission from
whworldevents@gwplc.com including photos of the models in question where
possible, at least two weeks before the event. If you do not obtain permission for
conversions before this date, you run the risk of them being removed from play, or
possibly incurring score penalties.
A Note on Basing: Many models are no longer produced on the bases they originally
came with. Wherever possible, base your models according to their current boxed kit.
As with other exceptions, if you wish to have a model reviewed, please email
whworldevents@gwplc.com for approval.

3.0	THE PLAYERS
CODE & POLICIES
3.1 Player Conduct Policies

There is a famous adage that goes, ‘It
matters not if you win or lose, it’s how
you play the game.’ We believe that
Warhammer Age of Sigmar is a game
best played in this spirit, and to help with
this, we’ve put together a set of guidelines
that we call the ‘Player’s Code.’
The cardinal rules of the Player’s Code
are all you really need to follow, as the
principles that come below them are
really just examples of the cardinal rules
in practice. If you follow the Player’s
Code, you’ll find yourself having more
fun, and what’s more, you’ll be playing
Warhammer Age of Sigmar as it’s meant
to be played – as an enjoyable pastime
played in a spirit of friendly rivalry.

CARDINAL RULES

• Always be polite and respectful.
• Always tell the truth and never cheat.

PRINCIPLES

• Arrive on time with all of the things you need to
play the game.

• Give your opponent the chance to examine your
dice rolls before picking up the dice.

• Make a respectful gesture to your opponent
before and after the game, such as offering a
handshake, wishing them good luck, etc.

• Ask permission before touching any of your
opponent’s miniatures.

• Avoid using language your opponent might
find offensive.
• Ask your opponent’s permission if you wish to
use unpainted models or substitute models.
• Offer your opponent a chance to examine your
army roster before the battle starts.
• Answer any questions your opponent has about
your army and the rules that apply to your army.
• Measure moves and distances carefully
and accurately.

• Remind your opponent about rules they may
have forgotten to use or that they have used
incorrectly, especially when doing so is to your
opponent’s advantage rather than your own.
• Never deliberately waste time during a game.
• Avoid distracting an opponent when they are
trying to concentrate, and be careful to respect
their personal space.
• Never complain about your bad luck or your
opponent’s good luck.
• Never fix the outcome of a game.

CORE RULES

THE PLAYER’S CODE

3.0 THE PLAYERS CODE & POLICIES (cont.)
Everybody Loses from Time to Time.
Finally, be ready to lose a few games
of Warhammer! It seems an odd thing
to say, but it is in the nature of any
event that only a few players (at most!)
will finish the weekend without a loss.
Barring ties, half of you will lose your
very first game of the weekend, in fact!
Winning with skill and grace is a
rewarding and perfectly acceptable goal.
Losing with skill and grace, however, is
both more challenging and more laudable.
These events present you the opportunity
to build friendships with fellow hobbyists
who share your interests - friendships
you can renew and celebrate every time
you travel to Warhammer World or local
events. A single great friendship built out
of your experiences at these will outweigh
any number of individual victories across
your battles this weekend. In fact, if you
do your best, have a great time, and build
some lasting friendships… you haven’t
really lost at all!

3.2 Judges

Event staff will be prominently visible
in the tournament hall throughout the
event and hold the final say on all game
rules and tournament issues. Individual
rulings, however, are never binding
precedent - it’s a game, not a court of
law. Rulings will always be based on
correct rules interpretations rather than
adhering to previous precedent. When
calling for assistance, please be prepared
to provide any relevant rules to the
particular question.

A Note on Active Judging: At
Warhammer World, judges are
empowered to actively stop instances
of illegal play, with or without a player’s
specific request for intervention. If a
player has concerns at any point, they
are always welcome and encouraged
to call a judge. While we will not have
judges at every table, and we cannot stop
every instance of a minor misplay, our
goal here is to make sure all the games
at Warhammer World are enjoyable for
everyone.

3.3 Quit Policy

We expect all players to see the game
through to the very end and not concede,
as doing so can impact tiebreakers
and, ultimately, the final rankings. In
the unlikely event that a player does
concede before the game has reached its
natural conclusion, then the conceding
player earns a loss and zero points. The
winning player records a major victory
and maximum points for their grand
strategy and battle tactics for the rounds
remaining.
Of course, if you have some kind of
emergency that means you can’t proceed,
just let the event staff know right away.

4.0 TOURNAMENT FORMAT
4.1 Event Schedule

The event will start officially on Saturday, but we will be running a small three
game event (600 points) on Friday night for players that arrive early. This will be
a chance for you to help your faction and get to know some of the other players
at the event. You can play all three games, or drop in and out as you like. The
scenarios for this will be provided on the day.

Friday

16:00 - 17:00
Early Registration
17:15 - 18:15
Game 1
18:15 - 19:15	Break for food (not provided)
19:15 - 20.15
Game 2
20:15 - 20:30
Break
20:30 - 21.30
Game 3

Saturday

09:00 - 09:45	Registration in Bugman’s Bar
09:45 - 10:00
Event Briefing
10:00 - 10:30	Faction Pre-Battle Briefing
10:30 - 12:30
Game 1 (1000pts)
12:30 - 13:00	Faction Debrief & Path to Glory Time
13:00 - 13:45
Lunch in the canteen
13:45 - 15:45
Game 2 (1000pts)
15:45 - 16:15	Faction Debrief & Path to Glory Time
16:15 - 16:30
Break
16:30 - 19:00
Game 3 (1500pts)
19:00 - 19:30	Faction Debrief & Path to Glory Time
20:00	Gaming Hall Closes/Bugman’s closes

Sunday

9:00 - 10:00
Bugman’s open
09:30 - 09:45
Faction Briefing
09:45 - 12:30
Round 4 (1500 pts)
12:30 - 13:45	Faction Debrief & Path to Glory Time, Lunch,
Best Army voting
13:45 - 16:30	Round 5 (2000 points)
16:30 - 16:45	Faction Debrief & Path to Glory Time
17:30	Event Recap and Awards Presentations

4.0 TOURNAMENT FORMAT (cont.)
A Note on Lateness:
Should you arrive late to Round 1 of
the event, you may lose your spot to a
person on the Waitlist. Assuming your
spot is still available, you will be paired
with any other late arrivals (again, where
relevant) with a mandate to complete
your game in the original Round time.
A subsequently incomplete game may
result in your faction incurring penalties.
If you arrive late to the first round on
Day 2 of the tournament, your faction
may again incur a penalty.

4.2 Event Awards

Our Path to Glory events will award the
following prizes, along with some as yet
unannounced awards:
• Favourite Army (player voted) 1st,
2nd, 3rd
• Best Painted Army (judge voted)
• Favourite Co-player
• Most Involved Narrative (for the
player that best demonstrates his
commitment to the Path to Glory
ideals…)

4.3 Pairings

The pairings for this event will be done
by faction, so each round your whole
faction will play against another faction.
These will be determined by how the
narrative of the event is progressing and
announced during the weekend.

4.4 B
 est Army Painting
Competition

The Events Team will nominate a
shortlist of players for the Best Army
Competition. This is a prestigious award
for hobbyists who manage to achieve
a truly excellent standard of hobby
consistently across their whole force.
The Events Team may specify additional
requirements during the event for any
unusual or particularly large entries.
If you have any queries regarding the
competitions, feel free to contact us
before the event. Please note that to win
any of our Painting competitions, you
must have built and painted the models
yourself.

5.0 TERRAIN
5.1 Table Layouts

Terrain will be set out on tables prior to Game 1. Before each game please adjust the
terrain to follow the rules for objective and terrain placement. If you have any issues
with terrain placement please ask one of the Event staff for assistance.
The Terrain Chart lists what Scenery Rules each piece of Terrain has. For example a
Shattered Stormvault is considered to be Defensible and Garrisonable. If the terrain is
based then that base is used to define if a model is Wholly On Terrain.

5.2 Faction Terrain

Every effort should be made to allow players to use their faction terrain that they have
spent time to paint. If faction terrain cannot be placed then please speak to a member
of the events team who will adjust the battlefield to accommodate the piece.

5.3 List of Scenery and Associated Terrain Traits
AOS Terrain

Terrain Traits

Terrain
Traits

Terrain
Traits

Rules

Dominion of Sigmar:
Shattered Temple

Defensible

Garrisonable

Blocks Line of See rules 17.1.2 and 17.2
Sight**

Dominion of Sigmar:
Sigmarite Dais

Defensible

Garrisonable

Blocks Line of See rules 17.1.2 and 17.2
Sight**

Dominion of Sigmar:
Hallowed Stormthrone

Defensible

Garrisonable

Blocks Line of See rules 17.1.2, and 17.2
Sight**

Awakened Wyldwood*

Wyldwood

See rules 17.1.4

Thondian Strongpoint

Cover

See rules 17.1.1

Baleful Realmgates

Defensible

See rules 17.1.2

Ophidian Archways

Cover

See rules 17.1.1

Numinous Oculums

Cover

Ruined Temples

Defensible

See rules 17.1.1
Garrisonable

See rules 17.1.2 and 17.2

Azyrite Ruins

Cover

See rules 17.1.1

Azyrite Townscapes

Cover

See rules 17.1.1

Dreadstone Blight

Defensible

Garrisonable

See rules 17.1.2 and 17.2

Witchfate Tor

Defensible

Garrisonable

See rules 17.1.2 and 17.2

Garrisonable

See rules 17.1.2 and 17.2

Skullvane Manse

Defensible

Gloomtide Shipwrecks

Impassable

Rocks (Small)

Impassable

Rocks (Large)

Impassable***

Cleansing Aqualith

Impassable***

Blocks Line of
Sight**

Megadroth Remains

Impassable***

Cover
Cover

Guardian Idol

Impassable***

Domicile Shell

Cover

Dragonfate Dais

Impassable***

See rules 17.1.1

*Any terrain on an old or new style wood base plays in the same way as Wyldwood for Line of
Sight blocking purposes
** Visibility between 2 models is blocked if a straight line 1mm wide drawn between the closest
points of the 2 models passes across more than 3” of a Line of Sight blocking terrain feature.
Visibility to or from models with a Wounds characteristic of 10 or more is not blocked by Line of
Sight blocking features.
*** You cannot move models over this terrain feature unless the model can fly, and you cannot
set up or move a model onto this terrain feature (even if it can fly).

6.0 HEALTH & SAFETY
At Games Workshop, the health and wellbeing of our staff, their families and loved
ones, and the wider community in which we operate is our top priority. When you
attend one of our events, you can rest assured that we will be doing everything we can
to make it as safe and enjoyable a time as possible.
At a minimum, Games Workshop will always follow government guidance in every
area in which we operate. Where we feel we should include additional measures to
further improve the safety of our community, we will.
Any specific details will be communicated with all players closer to the event.

CONTACT US
If you wish to ask any questions, discuss any
conversions or to find out more about our
events, please feel free to get in touch with us:
Email: whworldevents@gwplc.com
Catch up on all the latest Warhammer World
news by finding us on Facebook at Games
Workshop: Warhammer World
For more information on our event privacy
note please follow the link provided here:
Privacy Policy

7.0 PATH TO GLORY RULES
In Path to Glory you will forge an epic ongoing narrative for your army. As you fight
battles you will be able to marshal new warriors to your cause, conquer new lands and
seize powerful artefacts with which to strike fear into the hearts of your enemies!
The rules below outline any changes to the Path To Glory rules found in the Core
Rule Book (pages 304 - 323).

The Path To Glory Roster

At the end of this rules pack you will find a blank Path to Glory roster. The Path to
Glory roster is the record from which you will draw your army for each Path to Glory
battle you fight.
The Path to Glory roster comprises two pages, each with various sections. The first
page includes details about your faction, your territory and stronghold, and your
vault, where you can record the bonus enhancements, battalions and endless spells
you earn during the campaign. The second page includes the order of battle, which
is a record of all the units you can draw upon for each battle. You will need an Order
of Battle for the following four game sizes: 600 points, 1000 points, 1500 and 2000
points. There are 5 steps to completing your Path to Glory roster, outlined on the
following pages.

STEP 1 - Choose faction and realm

The first step is to pick 1 faction for your Path to Glory army and note it down on
your Path to Glory roster. Once you have chosen your faction, choose which Mortal
Realm your army hails from. For this event you must select Ghur

STEP 2 - Choose starting size and starting territories

For this event you do not need to select a starting sze. Your army will grow during the
event automatically. However you will have to follow the limits set out below for each
army size you use during the event.
POINTS SIZE
600 (Friday night pre event games)
1000 (Saturday games)
1500
2000

Unit Limit
6
8
12
16

Starting Glory Points
5
8
-

7.0 PATH TO GLORY RULES (cont.)
Once you have chosen your starting size, you must pick your starting territory from
the table below and add them to your Path to Glory roster:
FACTION
Chaos

Starting Territory
The Northern Wild Lands

Death

The Lake of Chills

Destruction

The Great Gutfort

Order

Ancient Roads

Basic Effect
Increase the Monsters limit on your order of
battle by 1.
Increase the Reinforced Units limit on your
order of battle by 1.
Increase the Heroes limit on your order of
battle by 1.
Increase the Allied Units limit on your
order of battle by 1.

STRONGHOLDS

Your faction will have a starting Stronghold that, as a faction, must expand during the
event. Your starting Stronghold will have a range of benefits that will be released over
the weekend.
As the weekend progresses your faction will be able to upgrade your Stronghold to an
Imposing Stronghold and then a Mighty Stronghold. The type of Stronghold your faction
has will determine how many bonus enhancements you can include in your army.

GLORY POINTS

You will earn Glory points as described in the Core Rules

STEP 3 – ORDER OF BATTLE

The next step is to populate the order of battle on your roster with units. On the order
of battle you will find a series of order of battle limits. These limits will dictate what
types of units and how many of them you can have on your order of battle at any time.
These limits are shown on the table below. The starting territories allocated to your
faction will also have increased 1 or more of these limits.
IMPORTANT INFORMATION! When increasing your army you are adding to your
starting force. This means that the units found in your 1000 point army must also
be present in your 1500/2000 point armies. A unit in your 1000 point army can be
reinforced as your points limit increases.

7.0 PATH TO GLORY RULES (cont.)
STARTING ORDER OF
BATTLE LIMITS
Total Units
Hero Units
Monster Units
War Machine Units
Wizard Units
Priest Units
Reinforced Units
Allied Units

Unit Limit
(600)
6
3
1
1
1
1
1
1

Unit Limit
(1000)
8
3
2
2
2
2
2
2

Unit Limit
(1500)
12
4
3
3
3
3
3
3

Unit Limit
(2000)
16
6
4
4
4
4
4
4

WARLORD

Follow the Core Rules
However your Warlord should improve as the event progresses. Each time the points
limit of a game increases you are allowed to level up your Warlord. You may choose to
do this by selecting models from your army (for example having a Megaboss on Foot
at 1000 points and upgrading him to a Megaboss on Mawkrusha for the 1500 and
2000 point games) or by using an Anvil of Apotheosis Hero from the Thondia Book.
If you choose to do this the following Destiny Point limits should be used:
POINTS SIZE

Warlord’s Level

Destiny Point Limits

600
1000
1500
2000

Sub-Commander
Champion
Mighty Champion
Conqueror

10
20
30
40

STARTING UNITS

Once you have picked your warlord, you can add the rest of your starting units to
your order of battle. You will need to refer to the Pitched Battle profile of each unit
you add. The total points cost of the units added cannot exceed the points limit of the
starting size you chose, and you cannot exceed any of your order of battle limits (this
includes your warlord in both cases). The units must be from the faction of your Path
to Glory army, with the exception of allies, which must be units that can ally with that
faction. The units can be reinforced.
Please note that you cannot include an Incarnate of Ghur in any of your armies for
this event.

7.0 PATH TO GLORY RULES (cont.)
BATTALIONS, ENDLESS SPELLS AND INVOCATIONS

Follow the Core Rules

FACTION TERRAIN
Follow the Core Rules.

STEP 4 – CORE ENHANCEMENTS
Follow the Core Rules.

STEP 5 – PICK YOUR FIRST QUEST
Follow the Core Rules.

Please note that the quests from the
Thondia Path to Glory Battlepack may
not be chosen for this event.

7.0 PATH TO GLORY RULES (cont.)
FIGHTING PATH TO GLORY BATTLES
TIERS OF BATTLE

During the weekend both you and your opponent will be using a Path to Glory army.
The Tiers of Battle will correspond with the points limit being played in each game.
The table below shows how this will work:
TIER OF BATTLE

Game

Points Limit

Lower

Friday - all games
Saturday - Games 1 and 2
Saturday - Game 3
Sunday - Game 1
Sunday - Game 2

600/1000

Middle
Higher

1500
2000

BONUS ENHANCEMENTS

The tier of battle determines how many bonus enhancements from their vault each
player can include in their army in addition to their core enhancements, as shown on
the table below.
TIER OF
BATTLE
Lower
Middle
Higher

Command
trait
1
3
5

Bonus Enhancements
Artefacts of
Spells
Prayers
Power
1
1
1
2
2
2
3
3
3

Unique
Enhancements
1
2
3

COMMAND TRAITS
Follow the Core Rules.

BONUS SPELLS AND BONUS PRAYERS
Follow the Core Rules.

PICKING YOUR ARMY

Use the army you have chosen for the relevant points limit.

FIGHTING AN OPPONENT NOT ON A PATH TO GLORY
CAMPAIGN
This section will not be used during the weekend.

7.0 PATH TO GLORY RULES (cont.)
THE AFTERMATH SEQUENCE

After each Path to Glory battle you take part in this weekend, there is a series of steps
that must be resolved by the players commanding armies on Path to Glory campaigns.
This is referred to as the aftermath sequence, and it goes as follows:
• Earn Glory Points
• Resolve Injuries and Casualties
• Gain Renown Points
• Complete Quests
• Manage your Order of Battle

STEP 1 – EARN GLORY POINTS
Follow the Core Rules

STEP 2 – RESOLVE INJURIES AND CASUALTIES
Follow the Core Rules

STEP 3 – GAIN RENOWN POINTS
Follow the Core Rules

STEP 4 – COMPLETE QUESTS
Follow the Core Rules

STEP 5 – MANAGE YOUR ORDER OF BATTLE

The only part of this section you will complete is recuperating units.
You may not add or reinforce units at this stage. These should all have been done
before the event

FACTION MANAGEMENT

During the weekend you are expected to work together within your faction to
complete tasks and improve your chances of success. The following stages should
be discussed and carried out during the Faction Management Phase which happens
before and after each battle:

PRE-BATTLE
STEP 1 - BRIEFING

Give out any information relevant to the upcoming game. This could include specific
quests for example, or tasks to complete (in the form of specific Battle Tactics or a
Grand Strategy for the faction)

7.0 PATH TO GLORY RULES (cont.)
POST BATTLE
STEP 1 – MANAGE YOUR STRONGHOLD

In this step you can choose to spend glory points to upgrade your stronghold to a
different type and decide whether you want to establish any outposts this turn.

IMPOSING STRONGHOLD

Prerequisite: Stronghold
Cost:	10 glory points per player
Territories:	You can now control 6
areas of territory at once.
Outposts:	You can establish up to 2
outposts.

MIGHTY STRONGHOLD

Prerequisite:	Imposing Stronghold
Cost: 10 glory points per
player
Territories:	You can now control 9
areas of territory at once.
Outposts:	
You can establish up to 3
outposts.

STEP 2 - Faction Quests

Do anything that relates to faction quests

STEP 3 - Controlling and Expanding Territories

To control territories you will require Spoils of War Tokens. Details of how you will
gain these will be given out on the weekend, but will probably include:
• Winning Games
• Keeping your Warlord alive
• Completing quests or tasks
• Interacting with the tables
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