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ARMY COMPOSITION corrionat,

Keywords: Army Composition is based on Keywords. Keywords you can find at the very bottom of every
Age of Sigmar Warscroll. Warscrolls which does not have any of the following Keywords you can find
below, must be at least 25% of your army. If a Warscroll contains both Hero and one of the following:
Monster or War Machine Keyword, the Keyword Hero takes precedence. If a Warscroll contains both War
Machine and Monster keyword, you may choose which Keyword takes precedence.

PERCENTAGE
KEYWORD OF ARMY SIZE
HERO Max. 50%
MONSTER Max. 25%
WAR MACHINE Max. 25%
UNITS (Warscrolls without the Keywords: Min. 25%

Hero, Monster or War Machine)

Warscrolls: There is also a maximum number of Warscrolls you can bring to a battle of Age of Sigmar.
This limitation is listed below. This limitation shows percentage of the army size you decide to play. You
can lower and raise this number as you see fit, or even remove this limitation completely. Your choice...

PERCENTAGE
WARSCROLLS OF ARMY SIZE
NUMBER OF WARSCROLLS 1%

Command Groups: Every unit may only have one Leader, one Standard Bearer and one Musician. If a unit
have two or more options of a Command Group member, the player may choose which option to bring
along to the field of battle.

Designer's note

This PDF document contains point cost for every Warhammer model you
can field in a battle of Age of Sigmar. It also include Army Composition rules
and Amended rules - both these additions to Age of Sigmar is optional to
use. The points value of models do not need an army composition or
amended rules to create a fair and fun game between two generals.

Links
Polling site: which point values do you find unfair - vote here:
http://www.aoscomp.org/home.htmi

If you want to calculate your own points, you can here:
http://docdro.id/15039




ARMY POINTS
Beastmen

?(E‘ﬁl(o)rl?"cie Beastlord1133921;\4\5?}:Sl Note: all Foe—rand_ers, Gouge-horns,
Halfhorns, Bloodkines, Gorehoof, Warherd
Khazrak the One-Eye.......cccorvinnricsnniinennnnn. 150 Banner Bearers, Banner Bearers, Centigor
Malagor, the Dark Omen.......c.cooccovceenineecneeneens 225 Banner Bearer, Brayhorns, and Warherd
Morghur, Master of SKulls.....c..ccoumrnerrrnenn. 250 Drummers free of cost.
Ghorros Warhoof.......onnnenneneeneenes 160
You can also choose to carry any one of the
Beastlord......omeneeeeeeee s 105 weapon combinations in the Warscroll
Wargor Standard Bearer.........c.ccocovnnienienenn. 80 Description for free of cost.
Great Bray Shaman.........ccoeneencnnencenneneens 95
1DZ0T0) 151 0101 | ST 155
MONSTERS
057500 ) TP 225
GROTZON..c.cre st 250
63 = o 1 TR 290
Jabberslythe........c e 175
UNITS
L0T0) ST 9
BeStigors. ..o 13
Tuskgor Chariot. ... 75
80 470 PN 5
Ungor Raiders.....oeeeneenseeneeserseeseseesseeeees 8
MINOTAULS.....cueeirrer e 65
(0153 1110 ) SO 21
RaAZOTrGOTS. . 38
Chaos Warhounds.........courreneneeneesenseneneens 8
Harpies.... s 13
Chaos SPaWN....ereses s 55




ARMY POINTS

Bretonnia
Eﬁ?ﬁggncoeur ............................................ %)931%}181 Note: all Ga}lapts, Cavaliers, Paragons,,.
Wardens, Villains, Banner Bearers, Grail
The Fay Enchantress........ccooeneernenineeene. 285 Banner Bearers, Grail Reliquaes, Relic Bearers,
The Green Knight.......ocovenneneeneneesenniens 180 Trumpeters, Lutists, Drummers are free of cost.
Bretonnian Lord.......inncncneeneeneeeene. 160
Bretonnian Lord on Pegasus........cccucueneene. 190 You can also choose to carry any one of the
e weapon combinations in the Warscroll
Paladin...oeeeeeeeeeee s 95 Description for free of cost.
Paladin Standard Bearer.......ccoumirnnceninnn. 90
Damsel of the Lady.....cccccouneonenneeneeneeneenseeneenne 110
Damsel of the Lady on Purebreed Steed....... 125
Damsel of the Lady on Pegasus 150
WAR MACHINES ; .
Field Trebuchet.......cinnnenncnceiens 140 gﬂér
UNITS
Knights of the Realm......c.ccooenninricnincinene. 25
Knights Errants.......nmnnn. 23
Questing Knights.......ccoumonninninniesiencennes 32
Grail Knights......oenennneesecneeeeeseeeseeeeens

Pegasus Knights.......nnnnnnnnnnns
Battle Pilgrims......meesseeseeeenns 8.~
Men at ArmS.....ce s



ARMY POINTS

Daemons of Chaos

HEROES POINTS
Bloodthirster of Insensate Rage.........cccc..... 385
Bloodthirster of Unfettered Fury................ 400
Wrath of Khorne Bloodthirster..................... 475
SKRUIItaKET ...t 155
Karanak.......ceeceecese e 195
Herald of Khorne.......vvcvcsenccnercenene 75
Herald of Khorne on juggernaut...........c.u...... 100
Blood Throne of Khorne........cccocoeevevernerernnnas 150
Great Unclean One.......cocoevenevenencenseneseneens 445
EPIdemus......omenernirnesceseisesrse s 155
Herald of Nurgle......neonncneineeneineenns 95
Kairos Fateweaver ... 755
Lord of Change.......ooeeeseenesineeesessseenns 525
The Changeling......eeeweumerereeessssssmsssssssesssenns 115
The Blue Scribes.... e 150
Herald of Tzeentch.........cvevcveeeccsccenee 155
Herald of Tzeentch on Disc of Tzeentch............ 205
Herald of Tzeentch on Burning Chariot............ 280
Keeper of SECret. . 420
The Masque of Slaanesh.......cccoovvvevrerniriennnn. 120
Herald of Slaanesh..........ccuvveeecceecrecneennee 65
Herald of Slaanesh on Lithe Steed..................... 80
Herald of Slaanesh on Seeker Chariot.............. 130
Herald of Slaanesh on Exalted Seeker Chariot..... 230
Daemon Prince.... e 195
Daemon Prince of Khorne........ccccocveveenennee. 225
Daemon Prince of Nurgle.......ccoovnincenen. 195
Daemon Prince of Tzeentch........................... 205
Daemon Prince of Slaanesh...........cccceveuucene 190
MONSTERS

Soul Grinder.... s 615
UNITS

Bloodletters of Khorne..........cccooceeeeverecnnnneee 15
Bloodcrushers of Khorne..........ccccoocveevcunee. 70
Flesh Hounds of Khorne.......cccccovvevrrevcrnnenee. 35
Skull Cannon of Khorne..........ccrcercuneee. 245
Plague Bearers of Nurgle........ccooconeeniennen. 15
Plague Drones,of Nurgle..................ccccoonciuev.. 95

®

NUTGINGS.cooeeieeeeeereere et seeensseeseeseenes 38
Beast of NUrgle......coonenenneneenneenecneeeeeneenne 95
Pink Horrors of Tzeentch........coecveuvecreenceee. 18
Exalted Flamers........cvveveeecceverncsnecersceneenns 125
Flamers of Tzeentch.......covvveneccevcncenincnnas 68
Sceamers of Tzeentch........coeecevccccecnne, 48
Burning Chariot of Tzeentch........cccccounruunce. 215
Daemonettes of Slaanesh........cccccovevevcennee. 15
Seekers of Slaanesh.........eeicvcececnenee. 43
Fiends of Slaanesh.........cccccscceennee 80
Seeker Chariot of Slaanesh.......cccecvvvenenee. 115
Exalted Seeker Chariot of Slaanesh............. 200
Hellflayer of Slaanesh.......ccoonnnineecninceennns 125
FULIES...coiiccrrr e 18

Note: all Bloodhunters, Plagueridden, Plaguebringers,
Iridescent Horrors, Pyrocasters, Alluress, Heartseekers,
Icon Bearers, Hornblowers, Pipers, Bell Tollers are free of
cost.

You can also choose to carry any one of the weapon

combinations in the Warscroll Description for free of cost.

Amended Rules:

Call of the Hunt: Maximum size of Flesh Hounds
entering the board due to Call of the Hunt ability
is 10 Wounds.

Summoning: Replace all Summon spells with
Manifest Chaos spell.

Manifest Chaos: Pick one friendly unit within
16". The targeted unit must have one of the
following Keywords listed below. All Keywords
are Healed D3 Wounds, except Daemon Keyword.
Daemon Keyword adds D3 models. Furthermore,
all units affected by Manifest Chaos gains +1
Attack in their next Combat phase.

Keywords & Casting Values: Models with one
or more of the following Keywords, the Keyword
with the highest casting value take precedence.

Monster 10+ Heal
Hero 9+ Heal

Karanak, Bloodcrushers, 6+ Heal
Skull Cannons, Plague

Drones, Beasts of Nurgle,

Flamers, Screamers,

Horror, Fiends, (Exalted)

Seeker Chariot, Hellflayer:

Daemons 5+ Adds models




ARMY POINTS
Dark Elves

HEROES POINTS
Malekith, the Witch King......cmeeseeeseessseesnneens 655 15 =1 g o) (1RO 13
|V (O L 00 s e e SRS S TSR 270 R 472 U =X T T 16
Malus Darkblade......eecisnnnnssseeiinssn, 160 Scourgerunner Chariot...... 105
| S = U] o) 0 ) o VO 105 Doomfire WarloCKS .o 45
Hel]ebron on Cauldren OfBIOOd ............................ 260 Sisters Of Slaughter _____________________________________________ 12
LoKir Fellheart. ..o 90 BloOAWIACK SHIINEC.coovveeeeeereeeereeeeseeseesessessses 160
Shadowblade......cccooorenrrererrrererrssresensiseenenas 90 Bloodwrack MeAuUsSaC.... oo 85
| DI QISY=Y0 | (o) e NN 140
Dreadlord on Cold One......ueeececeeeeeeseesrenananns 160 Note: all Dread Knights, Reavers, Lordlings,
Dreadlord on Black Dragon...........ccceeeeeeunencee. 470 Guardmasters, Heralds, Tower Masters, Master
SOTCETESS errreeeeerensreseeesssmsssesssssmsssessssssssseessessessn 130 of Warlocks, Handmaidens, Hags, Draich
SOTCEress 0n Cold ONe.nmmeeeeeeeeeeeeeeeseseeoeeeseoeoe 150 Masters, Standard Bearers, Hornblowers and
Drummers are free of cost.

Sorceress on Black Dragon.....esessessnens 425
Master Wlth Battle Standard .................................. 60 You can alSO Choose to Carry any one Ofthe
Master with Battle Standard on Dark Steed........... 78 weapon combinations in the Warscroll
Beastmaster on Maniticore......... e 175 Description for free of cost.

............................................................... 7
Death Hag 0 Army Composition:
Cauldron of BloOd.....ccooeeeeeeeeeeeeeeeeeee e 185 If your Army general is a Beastmaster on
Black Ark Fleetmaster........coeeenerineeene. 65 Manicore, you can change your Monster
A SSASSIN et eeeeeeeeeeeeeeseeeereeeeeeeeeeseeeaeasseeeseneeen 75 allowance as below.

MONSTERS: 50%

MONSTERS
War Hydra......ceeeeseeseeeeseiseeieeees 295
Kharibdyss.....oooeieneneeneeeeeseenseeseessessesseennes 230
WAR MACHINES
Reaper Bolt Thrower.......onneincniisnens 80
UNITS
Black Ark COSairS...ininrisseseseneseseseseineesenes 11
13 PPV S0 1040) (e K-y A 9
DreadSpPears. .. e 9
Darkshards‘I 135S
WILCH EIVES .ot 10
| D Vg S 24 6 U= j!r32
Black Guards of Naggarond J
Cold One Knights.......coounereeereernmeennerneeseesseeens
Cold One Chariot.....ee s sereseseseseseseenes

Har Ganeth Executioners......ococoveeeeveveveennn. .
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ARMY POINTS
Dwarfs

H_EROES ] EQI%}:SI Note: all Keepers of the Gate, [ronbeard,
Highg King Thorgrim Grudgebearer........... 210 Ironwardens, Old Guards, Veterans, Giant
Thorek Ironbrow.........vnvcennesessesnesneen. 250 Slayers, Prospectors, Icon Bearers, Standard
Kraggi. ..o 35 Bearers, Throng Musicians, Hornblowers and
Belegar Ironhammer.........coooeemeecensecernn. 160 Drummers are free of cost.

Ungrim Ironfist, the Slayer King.......coccoueuereunen. 165 You can also chease to carry any on RN
Josef BUgMan........ooneeneeneeneeeseeseessessesseeseseees 90 weapon combinations in the Warscroll
Grimm BurloKSSON......oooeeeceeeeeeeeee e 115 Description for free of cost.

DWarf LOTd....ceeeerereeseeeeeesessessesseenns 100 a1

Dwarf Lord on Shield Bearers......uumesssieninns 140 Army Composition: : -t .
RUEIOT e 130 Ifyour Army genciilinaipart Ensliicgg
Dragon Slayer........n, 85 as below. -

DWArf ENGINEET ..o 75 WAR MACHINES: ———
Thane with Battle Standard........eseeeen 90 e

WAR MACHINES "
GYTOCOPLET S cuieieerisereesenersrssssessess st sessssssssssenes 75

(€27 501 00) 101 1<) 430 100

Dwarf Bolt ThrOWer.......ccocvvverveeeeeererereeneene 115

Dwarf CannoN.......sessens 180

Flame Cannon......reneneneescsenseseesesessesenns 105

Organ GUIN.....couereereeereeeeesessseeseesseseesse s ssssssssnas 110

Grudge ThrOWeTr ... seeeseeseeseens 130

UNITS

Hammerers....enee e 14

Ironbreakers......eenenrssneesesssessesessensens

Irondrakes.......ceonnnessesesseeesssn Bt s

Ignoheards,........cdime &7 oo Sl .. 1

Dvarf\\asriois:..... W= T 5%
Min ... el

Quarrel TN & .. g i Lo
Slayers... :




ARMY POINTS
High Elves

HEROES POINTS
187 10 o TP 325
2l e TS 300
Eltharion on Stormwing..........evencnsnescenennns 420
Prince Imrik, the Dragonlord...........coccnureenene. 520
Prince Althran.......ene. 95
Alith Anar, the Shadow King.........cccuveesessessenenns 125
Alarielle the Radiant......ccccoeoenenenencneencenens 185
Caradryan.. . seeeeeeseeessessesnns 125
Caradryan on Frostheart PROENiX..c...cuveresesreens 575
KOThilco oot 105
High EIf Prince.....coononenieeneeseeneeneens 130
High EIf Prince on Elven Purebreed..............cu.... 145
High Elf Prince on Griffon.......ncnnn. 340
High EIf Prince on Dragon......eeeeessssnn 585
High Elf Mage.....ccooomncenecneeeereeseeeeeeens 100
High Elf Mage on Elven Steed.........oucrvnsereennenne. 115
High Elf Mage on Dragon........eeeseensenenn. 485
Dragon Mage.......cocovoinincnincscseseessees 500
Handmaiden of the Everqueen.........cccuuuu... 75
Anointed of ASUTY AN 80
Anointed of Asuryan on Flamespyre Phoenix..... 490
Anointed of Asuryan on Frostheart Phoenix....... 485
Loremaster of Hoeth.......ccoonnennscncenseneens 130
Lothern Sea Helm.......oooneneneneneenceens 100
Lothern Sea Helm on Skycutter.........ceeveueeenee 180
MONSTERS

Flamespyre PhoeniX.......mmn 315
Frostheart PhoenixX.........ccooneneinncnecencenens 265
WAR MACHINES

High Elf Repeater Bolt Thrower.................. 105
UNITS

High Elf Spearman.......coooeneoncennineennsneennns 9
High EIf Archer......eneeseeeeeenne 12
Silver Helms......ocunieneerereecreeseeeeeeeeeaei 27
Ellyrian Reavers.......neeeneeeeeseenseens 38

Dragon Princes of Caledor........ccoveeoerneerrennn. 40

Tiranoc Chariots......ncncsescserceseenns 85
Great Eagles....nenns e 65
Shadow Warriors.........eeceenceesseesnenn. 17
Sisters of AVelorn..... e 18
Phoenix GUAards.......csesennns 20
High Elf Swordmasters of Hoeth.................. 12
White Lions of Chrace.......cccocoveveveevercnecennee. 16
White Lion Chariot.......ececcenccreenene, 95
Lothern Sea Guards.......cccccoocoeeveverveceercrnereerennens 14
Lothern SKycutters......n: 155

Note: all Sentinels, Hawkeyes, High Helms,
Harbringers, Drake Masters, Shadow
Walkers, High Sisters, Keepers of the Flame,
Bladelord, Guardians, Sea Master, Standard
Bearers, Hornblowers and Drummers are
free of cost.

You can also choose to carry any one of the
weapon combinations in the Warscroll
Description for free of cost.




ARMY POINTS

Lizardmen
POINTS
HEROES Per Model Note: all Alphas, Masters of Skies, Alpha
LOTrd KroaK....cser s 630 Knights, Alpha Guardians, Alpha Talon,
Kr‘oq-gar ON CATNOSAUT «.cveecrnereeesesesiisneeeeeessseessanes 485 Stardrake Icons and Wardrums are free of cost.
Chakax, the Eternity Warden..........oueceeeeeesneesenns 140
(€70) i e ) - U 170 You can also choose to carry any one of the
Tehenhauin, Prophet of Sotek 105 weapon combinations in the Warscroll
, Prophet of Sotek.........cooovnieniunnnnns Description for free of cost.
Tetto'€KO s 150
()74 701 VOO 90
Slann Mage PriesSt........wmmmmmmsssssssesssnnn 335 Amended Rules:

ann wage wries Cosmic Engine: A result of 14-17 can only
Saurus O]dblOOd .................................................. 165 Summon unit With a total Of 10 Woundsl
Saurus Oldblood on Cold One............ccucvuunnen. 160 s e Rep] he follow s with

. ummoning: Replace the following spells wit
Scar Veteran with Battle Standard...............c....... 120 Celestial Conveyance spell: Summon Saurus
Scar Veteran on Carnosaur.........eecenens 405 Warlord, Summon Oldblood, Summon Knight
. . . . . Veteran, Summon Eternity Warden, Summon
Sk.mk PIl‘leSt With Priest Trappings...c.....eeeees. 65 Sunblood, Summon Astr(ﬂ,ith Bearer, Summon
Skink Priest with Cloak of Feathers.....mssssss 105 Carnosaur, Summon Saurus, Summon Saurus
Engine of the Gods......cnenernmeeonceneineirnninnns 290 Guard, Summon Saurus Knights, Summon Skink
h . Prophet, Summon Starseer, Summon Stalker,
Sklnk Chlef ------------------------------------------------------------- 75 Summon Skink Priest’ Summon Skink Chief‘
Summon Skinks, Summon Chameleon Skinks,
Summon Terradons, Summon Ripperdactyls,
MONSTERS Summon Skink Handlers, Summon Salamanders,
Y =2 16 [0) o FN0PN OO ORI 315 Summon Razordons, Summon Kroxigors,
: . . Summon Stegadon, Summon Engine of the Gods,
Bastiladon with Arc of Sotek.........cureneneeneeneen. 220 Summon Bastiladon, Summon Troglodon.
Bastiladon with Solar Engine..........uceeeveerserseenenn. 325
Celestial Conveyance: Pick one unit within 15"
Troglodon.. .t 335 The targeted unit must have one of the followin
Keywords listed below. All Keywords are Heale
UNITS D3 Wounds, except Seraphon Keyword.
7 Seraphon Keyword adds D3 models. In addition,
Saurus Warriors. .....ccerneerercesereneseseeereeenene 11 you can reposition the affected unit wholly
Temple GUATAS....eeeeeeeeeeerereseeeeeeeeseesssssssseee 19 within 10" of their original position, following
Saurus Cavalry 29 the normal rules for Movement.
Skinks with Missile Weapons..........eoeneseennes 11 Keyword? % C?slfing Values: M(c)ldeli with one q
- . or more of the following Keywords, the Keywor
SKinKks with Melee Weapons........c.ouwwereessessessennes 9 with the highest casting value take precedance.
Chameleon SKinKs......ommmeens 21
Taradon Riders........oeeerceeeeeeeeereesseseenne 65 xonster 190+ Hea%

z . ero + Hea
Rlpp?rdactyl Riders.......cumgimianmnmmmmmennes 75 Kroxigor: 8+ Heal
KI‘OXlgOI' .................................................................. 92 Sa]amanders’ Razordons: 8+ Heal
Skink Handlers........oneoninicneneeineeeeeneenne 14 Ripperdactyl Riders, Tarradon Riders: 7+ Heal
Salamanders 70 Seraphon 6+ Adds models
12E/70) 6 (0] o 00T 75
Jungle SWarms.......eneeseeesseeenas 35




ARMY POINTS
Ogre Kingdoms

HEROES POINTS
Greasus Goldtooth........eninen, 200
Skrag the Slaughterer.......oonnenenieneen. 160
Bragg the GUESMAN.....ocreeeeereeeeereineseeneeeees 130
Golgfag Maneater.....ninenmnnsnssssens, 210
TYTANT...cieee s 185
12101 o3 1=) o 165
Bruiser Standard Bearer..........ccoovennceneennn. 160
Firebelly....coeeseeeesee e 175
HUNEET ..t 155

MONSTERS

Y 7010 1] 0 10 ) & ¢ VHNRR USSR
ThundertusSK... et ees e s ese e

Gorgers.........., o
Manegiet ST RN .....................

Note: all Icon Bearer, Rune Maw Bearer,,
Banner Bearers, Bellower, Horn Blowers,
Crushers, Thunderfists, Groinbiters, and
Gutlords are free of cost.

You can also choose to carry any one of the
weapon combination in the Warscroll
Description for free of cost.

Army Composition:

If your Army general is a Hunter, you can
change your Monster allowance as below.
MONSTERS: 50%




ARMY POINTS
Orcs & Goblins

HEROES POINTS  unNiITS

Gorbad Ironclaw......: 170 O CSrrrerrereerrenseere e sens e ssesssssssssssanes 9
Azhag the Slaughterer.........oonnninnnns 470 O1C Arrer BOYz....oronensesersssssssssssssesens 8
Grimgor Ironhide........coomeeneeneneescneineens 180 Orc Boar BOyz.....cninissssisnns 18
Wurrzag, Da Great Green Prophet..........vunne. 165 Orc Boar Chariot......enceneenceeeenennes 65
Grom the Paunch........nonnencnnene, 110 Ruglud's Armoured Orcs.....omeeeeneeneereenneens 11
Skarsnik, Warlord of the Eight Peaks.........cc.uuvu. 140 Black Orcs....crceeceesceeee e 22
O1C WarboSs.....cccvemeeeeerereerseesesesseseesseseessenens 95 SaVaZe OTCS..oieceerireireeeiie e 11
Orc Warboss on War Boar..........eeseeen: 115 Savege Orcs Boar Boyz.....ccoeenecrneeennseennne. 19
Orc Warboss on Wyvern. ..o 305 60010313 4
Orc Great Shaman.........cconenenneeneeseenseseenees 105 GODIIN WOIf RIACTSu e 16
Orc Great Shaman on War Boar.........u. 120 Goblin Wolf Chariots. ... mwmmeeessmesreneens 52
Black Orc Big BOSS....ccovneireenieneineereeeeseseneene 100 NaStY SKUIKETS..rerrrseessvessssssesesssssssssssssssssnssens 8
Savage Orc Warboss......mninnssssninns 85 Night GODIINS...ooooeeeeeeesereersesseeeeeeseseeeesssseneesee 5
Savage Orc Warboss on War Boar......uu 105 Night Goblin FanaticS..........ommmmmereeeees 35
Savage Orc Shaman........ccnnrecvnrvssrerienenns 100 Night Goblin Squig HOPPersS.....cweese... 18
Savage Orc Shaman on War Boar........ccoeneeenees 115 Night Goblin Squig Herders. ... 3
GOBIN WarbOSS. cvvvevsvrsvrsvrsors s 55 CaAVE SQUIZS...verrreeseererssssssessesssssssessssssssssessessens 35
Goblin Warboss on Giant Wolf...........ccuereereeereenees 70 Forest Goblin Spider Riders.........cn. 18
Goblin Warboss on Gigantic Spider ..., 110 SNOLIINGS ettt sssssseees 22
Goblin Shaman.......e, 80 Snotling Pump Wagon..........eeceeeeeesnnnnnn 65
Goblin Shaman on Giant Wolf..............eww.. 95 O] | TSSO 105
Goblin Shaman on Arachnarok Spider............... 435 StONE TTOIIS. vt ssssnssens 94
Night Goblin Warboss.......msnnn. 65 RiVET TTOIIS ... sssssessssssss 100
Night Goblin Warboss on Great Cave Squig..... 85

Night Goblin Shaman.........cnnnecneenes 110

(O} ol 3101 PN 45

Note: all Orc Bosses, Orc Boar Boy Bosses,
Ruglud, Black Orc Bosses, Savage Orc Bosses,

MONSTERS Savage Orc Boar Bosses, Goblin Bosses, Goblin

» Wolf Rider Bosses, Night Goblin Bosses, Flag
[0 P2 0 TR 290 Waver, Standard Bearers, Maggot, Glyph Stealers,
Arachnarok Spider.......comemreneeereeerneesneenne. 275 Icon Bearers, Waaagh! Horns, Gong Basher,

Waaagh! Drummers, Tribal Drummers,

Arachnarok Spider carrying Forest Goblins..... 350 Hornblowers are free of cost.

Mangler SQUIg.....c.oernineenmeireesneeeessesseeseenns 285
You can also choose to carry any one of the
weapon combinations in the Warscroll

WAR MACHINES Description for free of cost.

Goblin Spear ChuKkKa.......cccooeverveenesenininiennnns 95

Goblin Rock Lobber ... 115

Doom Diver Catapult......ccouerneenreeereeeneeenee 90



ARMY POINTS

Skaven
HEROES POINTS Rt 0gres .. 75
Thanquol and Boneripper......n. 595 Stormfiends with Ratling Cannons........owen. 115
Queek Headtaker..........cevcevccerneeernereencen, 120 Stormfiends with Windlaunchers...............cc.u..... 120
Warlord Spinetail.....vi 90 Stormfiends with Warpfire Projectors.............. 95
TKIt ClaW..ececececrceecse et sesenes 285 Stormfiends with Doomflayer Gauntlets............. 90
Throt the Unclean........vnecseeecesnnnns 140 Stormfiends with Grinderfists.......o.ouereeereenn. 110
Lord SKrolK......neeeeenesiseeeseseseeens 165 Stormfiends with Shock Gauntlets......c..cuuuwsvenen. 85
Deathmaster Snikchu....conrieae 170 Night RUNNETS...ccoeivvercerreneeesensesessiseseeseesenes 10
Lord Skreech VerminKing.......ccooummviviinnninns 525 GUELET RUNNETS..ouuervvveeensessieeesessessesssssesssssnnnes 17
Tretch Craventail.......ccovveeeccieseeceeeeeenee 80 Plague Censer Bearers.......eeeessnseens 12
Packmaster Skweel Gnawtooth.................... 95 Plague MONKS...........coommreereeeeeeeeeesessseeseesessssenee 8
SKaven Grey SEer....... . neneeeeeneenseeeenseens 170 Poison Wind Globadiers.......c.couuenineeenieneees 18
Screaming Bell.......cooonnnnnceeeees 405 Warplock Jazzails........mnseesssssssssnsesssnns 38
Skaven Warlord........ncnsnnnssseeenn, 115 Doom-flayer Weapon Team..........ccccccreeeeeen 50
Warlock Engineer......nencenseneenneeneens 160 Ratling Gun Weapon Team................ 50
PaCKMASEET.....rreeeeeereeessissseessesssseeesessesssssssssssssssseens 25 Poison Wind Mortar Weapon Team......... 45
Skaven ASSasSiN....sssesssssneens 110 Warpfire Thrower Weapon Team............ 30
Plague Priest......nnenneseeeesseesesseeennes 90 Warp-grinder Weapon Team...........o.... 20
Plague Furnace........coueneeeneeeneeereeene. 300
Verminlord Warbringer..........ceeunnnnee. 395
Verminlord Deceiver........encennenne. 455
Verminlord Corruptor...... e 400
Verminlord Warpseer........nininen. 530
Skaven Chieftain on Battle Standard................ 55
MONSTERS
Hell Pit Abomination.........eneenseescenneene. 395
WAR MACHINES
Plagueclaw Catapult.......ormineeneeneenensennes 125
Doomwheel......coerrereeeeee s 175 Note: 3l Pawleaders, Clawleaders, Nightleaders,
Warp Lightning Cannon........ccnreeeneenn. 60 Fangleaders, Plague Harbringers, Standard
Bearers, Icon Bearers, Pack Drummers, Bell
Chimers and Bringers of the Words are free of cost.
UNITS
TR e R 5 You can also choose to carry any one of the
) weapon combinations in the Warscroll
Y0180 0 1771 4 4 011 o SRR 12 Description for free of cost.
Skavenslaves.......enenneenneeseseeeeeens 3 Army Composition
GIANT RALS .ot 2

Rat SWarmS. .o s s sesrenenens 35

Weapon Teams: max. 25%




ARMY POINTS
The Empire

HEROES E 911\14\}:11:51 Empire Crossbowmen.......cumncneneens 8
Karl Franz, on Deathclaw.........uuenensesneeneeneens 465 Empire Handgunners........comnerneenenens 10
EHBEER@TD ... e e 120 Empire Archers......eneneeneene 8
Balthazar, The Supreme Patriarch...........ccoeuun... 230 Empire Greatsword......nnn. 11
AT VLY=)o VT 70 Empire Pistoliers...... o 27
Valten on Warhorse...... o eeeesrensinssessssnssenes 100 Empire OUtriders. ....eoneoneenseeneenneennes 33
Marius Leitdorf. ... 130 Empire State Troops....ceeeneeneeseeesennns 7
Ludwig Schwarzhelm..........cconinnnne. 130 Empire Free Company Militia.......c.cccocuuuncee 6
Markus Wulfhart. ..., 125 Empire Flagellants Warband..........c.cccccuuune. 9
Volkmar the Grim on War Alter of Sigmar......... 420
Volkmar the Grim......ccocmvcnrnnneieeeesssseneene 115 Note: all Preceptors, Reikscaptains, Marksman
Luthor Huss, Prophet of Sigmar..........uceeeeneune 85 Count's Champion, Outriders, Sharpshooters,
The War Altar of Sigmar........ccconenneeneeereeenne 385 ggﬁgg% glégfearsljegff;;;g;g’hlfitseorf&])Oom’
Empire General......cooonnneneenerieenenneenens 95 Hornblowers and Trumpeters are free of cost.
Empire General on Warhorse.........cuueeeeennns 115 o

i You can also choose to carry combinations in the
General of the Empire on Imperial Griffon...... 395 Warscroll Description for free of cost.
Grand MaSter....oeeeeeeereseeerseeessssesssesesssennns 85 Armv Combosition:
Empire Master Engineer........coonnininins 65 Ifyoa,r Arml; generai is a Empire Master
Master Engineer on Mechanical Steed.............ccuuuvees 80 Engineer, you can change your War Machine
WaTTIOF PTIESE ... 70 e o
Witch HUNEET .t 55
Celestial Wizard on Celestial Hurricanum......... 335
Empire Battle Wizard on Warhorse.........c....... 100
Empire Battle Wizard........ccoooonenneonrneenens 85
Amber Battle Wizard on Imperial Griffon........ 395
White Wizard on Luminark of Hysh.........c.cccuuen 395
WAR MACHINES
Empire Cannon.......e 145
Empire Mortar.......: 110
Helblaster Volly GuN......cooconneoneneceneeneeneenne 115
Helstrom Rocket Battery......ommeneeneenes 125
Empire Steam TanK.........cccovionnnencineeneeeens 495
Luminark of Hysh......conncnceeens 300
Celestial Hurricanum.........cconeomeeneeeneeeneennenne 275
UNITS 26
Demigryph Knights.......ooconninnnineinineennenn. 52
Empire Knights......cooonnennnncensneeneenee 26
Reiksguard Knightsazed 2. e a5 24

®



ARMY POINTS
Tomb Kings

HEROES POINTS
Settra the Imperishable........commninrniennns 370
High Queen Khalida.......coocconmeniereernnernirineeinens 200
Prince Apophas.....n 130
Tomb KiNG....oeeeerereerereeereeeeireesere s 150
Tomb King on Royal Chariot.......ccccoveuuneenn. 185
Royal WarsphinX.....n 465
Tomb Herald......cocoveveceeeccereceeceercee 65
Tomb Herald on Skeletal Steed..................... 85
Liche Priest... e 115
Liche Priest on Skeletal Steed........c.ccconune... 135
|\ 0l 0] o =T o1 50
Casket of Souls.....coocvevevcevrreresercsceeeensneeenas 155
MONSTERS

Khemrian WarsphinX........ccccoonnensensenneneen. 325
NeCroSphinX.....unnnenssssssesens 390
J370) s TSI €3 721 o | v 205
WAR MACHINES.

Screaming Skull Catapult......ccoocovennennn 140
UNITS

Skeleton Warriors..........eeceecieeceeenecseenas 9
Skeleton Archers..... e 11
Skeleton Horsemen..........occvcvenencrverncsninens 22
Skeleton Horse Archers.......ooorrenereneneen. 25
Skeleton Chariots.......vcvevcveeeeveeeceeneeenn, 60
Tomb GUArd.......coeveereecreeeeee e 15
Necropolis Knights......ccooceneneenceenneeneeene. 75
Sepulchral StalKers......coninn 60
Tomb SCOTPION....erereeereecee s 125
WSHADLI..........coccooemreecene e s i seesesnmae e snenaas 70
0721 1 0 (o) P 40

TOMD SWAIINS ..ot ee e eeeerereeeens 35

Note: all Skeleton Champions, Master of
Arrows, Master of Horse, Masters of Scouts,
Tomb Captains, Necropolis Captains, Icon and
Standard Bearers, Hornblowers and
Drummers are free of cost.

You can also choose to carry any one of the
weapon combinations in the Warscroll
Description for free of cost.

Amended Rules: Replace the following spells
with Invocation of Shyish spell: Raise
Skeletons, Raise Skeleton Archers, Raise
Horsemen, Raise Horse Archers, Raise Tomb
Guards, Reanimate Necropolis Knights,
Reanimate Tomb Scorpion, Reanimate Ushabti,
Stone Shaping, Reanimate Stalker, Reanimate
Wrath, Raise Skeleton Crew, Summon Carrion
and Summon Tomb Swarms.

Invoction of Shyish: Pick one unit within 18".
The targeted unit must have one of the following
Keywords listed below. All Keywords are Healed
D3 Wounds +1 for each point the Wizard rolled
above the casting value, except Death Keyword.
Death Keyword adds D3 models +1 for each
point the Wizard rolled above casting value.

Keywords & Casting Values: Models with one
or more of the following Keywords, the Keyword
with the highest casting value take precedence.

Monster 10+ Heal
Hero 9+ Heal
War Machine: 8+ Heal
Reanimant, Skeleton Chariots: 7+ Heal
Carrion: 6+ Heal
Tomb Swarm 5+ Heal
Death 4+ Adds models




ARMY POINTS
Vampire Counts

HEROES POINTS
Nagash , Supreme Lord of Undead........ccuuenienernnes 1050
Arkhan the BlacK.....cccormnnnnnsnesseseseneene 550
Neferata, Mortarch of Blood...........ccccueeveenereeesenns 560
Mannfred, Mortarach of Night.........cucueeeessensenns 595
Count Mannfred......ocneneneensrneeeesesnsenees 270
Count Mannfred on Barded Nightmare............. 300
Vlad von Carstein........ceenreveeseneensenesensenens 190
I[sabella von Carstein.......n. 140
Konrad von Carstein.......eeeens 115
Heinrich Kemmler, the Lichmaster.................. 225
Krell, Lord of Undeath..........ucceeeeeenerneenernessenenn, 160
Vampire Lord..... s 195
Vampire Lord on Nightmare........cuoneereeneenn. 220
Vampire Lord on Abyssal Terror... s 310
Vampire Lord on Zombie Dragon.............ccoceu.... 680
Strigoi Ghoul King.......ccoonenenennineeineeseeineenne 150
Strigoi Ghoul King on Terrorgheist.......c.cuuu.. 590
Coven Throne.... s 350
\\L=T00 0 0 P21 o Lol =) VPR 130
Necromancer on NIGRtMATC..eeveerererireereraens 145
Wight King. ..o e 75
Wight King on Nightmare........onioneeesennens 90
Tomb Banshee......cooovvvrvenrncsnerescreseeen, 100
Cairn Wraith......cseecscss s 105
Black Coachu..nnsssssssssssssessens 160
MONSTERS

Z0mbie Dragon.....cooemineenmeeneeeneeseesseessseeesseens 360
Terrorgheist..... e 405
UNITS

Skeleton Warriors. .......nenenessesseseenennens 9
Grave GUATS....oenrnrsneeesresnssnssssssssssssssssseses 14
Black Knights.....ccooonmninneneeneneeseeeensees 26
/0] 101 0] (=3 5
Dire WOIVeS.....onnenneninsnessesss s sssssssssesens 18
Crypt HOITOTS. ..o 70
Crypt Ghouls......coeeeeeerreerecreeseerreseeseeseeenne 11
Eell Basa. . 20 st e e T 42

Bat Swarm.......n: 65
Corpse Cart.....eeseees s 120
Blood Knights......coccmenenerneeneeneeneesnernens 7
Vargheists.... e 84
Varghulf.....eee e 220
Morghast Harbringers.........meneenens 125
Morhast Archai......s 165
SPIrit HOSt...o e 55
HexXWraiths.....ooneenirssseseeeesenseeenae 40
Mortis Engine......ovnnniecceceseeenen 390

Note: all Kastelans, Vargoyles, Skeleton
Champions, Senechals, Hell Knights, Crypt Ghasts,
Crypt Haunters, Hellwraiths, , Doom Wolves,
Standard Bearers, Icon bearer, Hornblowers and
Noisemaker are free of cost.

You can also choose to carry any one of the
weapon combinations in the Warscroll Description
for free of cost.

Amended Rules: Replace the following spells
with Invocation of Shyish spell: Summon
Harbringers, Summon Archai, Raise Grave Guard,
Raise Zombies, Raise Skeletons, Summon
Vargheists, Summon Fellbats, Summon Bat
Swarms, Summon Dire Wolves, Raise Black
Knights, Summon Ghouls, Summon Crypt
Horrors, Summon Varghulf, Summon Wraith,
Summon Banshee, Manifest Spirits, Summon
Hexwraiths, Summon Terrorgheist, Summon
Zombie Dragon.

Invoction of Shyish: Pick one unit within 18".
The targeted unit must have one of the following
Keywords listed below. All Keywords are Healed
D3 Wounds +1 for each point the Wizard rolled
above the casting value, except Death Keyword.
Death Keyword adds D3 models +1 for each
point the Wizard rolled above casting value.

Keywords & Casting Values: Models with one
or more of the following Keywords, the Keyword
with the highest casting value take precedence.

Monster 10+ Heal
Hero 9+ Heal
Crypt Horrors, Reanimant: 8+ Heal
Vampire, Malignant: 7+ Heal
Soulblight: 6+ Heal
Corpse Cart 5+ Heal
Death 4+ Adds models




ARMY POINTS
Wood Elves

HEROES POINTS
ATalothu. s 150
Orion, King of the WoodS......cuevereeeesessseesssnessseens 300
The Sisters of Twilight on Forest Dragon........ 690
DUrthu.......ccersscscne i sensssnesseanns 520
(€= T L0 1) il PP 150
Glade Lord on Great Eagle.........cueveneenereensenens 195
Glade Lord on Great Stag........cccuveeeneereeressensenens 175
Glade Lord on Forest Dragon..........ueeeieeninns 425
Mounted Glade Lord......ccoonnrrnenecniniennens 140
Glade Captain with Battle Standard Bearer....... 135
SPElIWEAVET ... serees 135
Spellweaver on Purebreed Steed...........ccveeunne. 150
Shadow Dancer ..., 145
Waywatcher Lord......ieenens 115
Branchwraith.......ccooononscrsescneees 130
MONSTERS

Treman / Treelord......eceeneeneenne. 405
Treman Ancient / Treelord Ancient........... 585
UNITS

Glade GUATdS.....cmeninenees s 12
(€= To [0 2416 =) oY 38
Wild Riders....coonrveeenenessrsersssnsssesssssessesssssssenes 35
Hunting Hounds......cocnenenneneenenneneeseineens 24
WardancCers. .. nnenennseseesessessesessenens 14
WayWatCher ... 22
Eternal Guard.......mseens 13
Wildwood Rangers........cceeeeemneemeerseeesnenes 16
Warhawk Riders.......onnnnnneens 80
Sisters of the Thorn......vnnens 47
Great Eagle....... s 65
1D 7721 11
L R L Tt 1 e cacesvesanec snessesssennnessassssessessasanease 65

Note: all Wild Hunters, Bladesingers,
Waywatcher Sentinels, Glade Knights, Eternal
Wardens, Wildwood Wardens, Handmaidens
of the Thorn, Branch Nymphs, Lord's
Bowmen, Pennant Bearer, Standard Bearers,
Hornblowers and Drummers are free of cost.

You can also choose to carry any one of the
weapon combinations in the Warscroll
Description for free of cost.

Army Composition:

If your Army general is a Branchwraith or
Durthu, you can change your Monster
allowance as below. ;
MONSTERS: 50%




ARMY POINTS
W arriors of Chaos

HEROES POINTS
Archaon, the EVerchoSen.... . ensssssssens 450
Be'lakor, the Daemon Chaos Prince..........couueeene.. 470
Crom the Conquerer........ 110
Waulfrik the Wanderer........vcnencrnineens 105
Valkia the Bloody.....ccccooenenninecnieneeineeneeneenne 160
Skarr Bloodwrath........ccnncsencncseciieis 150
The GlottKin......coooeveeeeeeceeceeeeeeece e, 1060
131 (oF=1 o J0 RU0T ] o T 11174 s WU 610
Morbidex Twiceborn......escnceneseneens 475
Orghotts Daemonspawn.......cocoeencereeeens 490
GULTOt SPUME.....cco s 185
Festus Leechlord........ceevccncccceceene, 190
Sigvald the Magnificent.........cccconeeneernereneeene. 170
(€71 0r= 10 (ol o PP 490
Vilitch the Curseling.......ccovnneneeneenens 220
TRIOZE ..ottt 235
Chaos LOTd..eerrsnssessinssssssssssssessssssssssssssesnes 195
Chaos Lord on Daemonic Mount.......erecunenn. 215
Chaos Lord on Manticore..........oeeeviseererrineee. 500
Exalted Hero with Battle Standard........cueuveeeerrenns 140
Chaos Sorcerer Lord......ccovonererrenerernercenenens 135
Chaos Sorcerer Lord on Chaos Steed................ 150
Chaos Sorcerer Lord on Manticore.......c..c.u..... 445
Khorne Chaos Lord on Juggernaut.................... 230
Khorne Exalted Hero.......ccooevevevcvcecerrcnnnnee. 90
Nurgle Chaos Lord.......comenneneeneeneenneens 155
Nurgle Chaos Lord on Dawmonic Mount.......... 275
Nurgle Sorcerer LOrd......oneneeneeneenneeneeneene. 145
Chaos Lord of Slaanesh........cccoevevencrcencrnenn. 115
Chaos Lord of Slaanesh on Daemonic Mount... 210
Tzeentch Chaos Lord on Disc of Tzeentch........ 230
Tzeentch Sorcerer Lord.......vvcverennnee. 185
Dragon Ogre Shaggoth.......cocoenneneenenn. 275
Daemon Prince..... o vcseevenenececeesnenenas 195
Daemon Prince of Khorne.......ccocovevevnennee. 225
Daemon Prince of Nurgle.......cccooneoneneeneen. 195
Daemon Prince of Tzeentch..........ccun..... 205
Daemon Prince of Slaanesh........................ 190

MONSTERS

Scyla Anfingrimm........coocnceoneeneenneeneeeneeneeseeneens 200
03 =) o | TR 290
(0051051 - VO T 350
Mutalith Vortex Beast.....ccooveevevcecrrccceennn. 435
Slaughterbrute......oonnoneneneseeneeseees 245
(00 o1 €= s (ol TSN 175
Great TauruS.....cccsercce e 165
P2 001 0 = 13 R 180
WAR MACHINE
Hellcannon.........enceeeeee et 290
UNITS

Chaos Warriors..........ccceneceeeesecaneeeens 22
Marauders of Chaos.......cccovevcnenereeneereeenees 7
Chaos Warhounds.........ccooeveeevrrenescereeneneeenns 10
FOrsaken...... e 18
Chaos Chariot......ccceeeeee e 95
Marauder HOrsemen.........oneceneeneneieenennns 28
CROSEN.ccecec ettt 28
Chaos Knights.....oonineneneeneeeeeneesseenns 55
Gore Beast Chariot......ceneeiesncnennnns 135
Chaos Warshrine..........evceecereccceeennee, 340
Chaos SPaAWN.....eeer s 55
Wrathmongers.....esnseees 32
SKUIITEAPETS.ceeerrreeemsreeeesseeeeesseeseesssseseessssessesssns 38
Skullcrushers of Khorne........coocoveveenenennnes 85
Putrid BlightKings.......cccooonnneeneesercenenne. 36
Hellstriders of Slaanesh............ccocceceieeceunee. 40
Chaos OBres.....coeeneerneenerseesseeseesseeseessessesseens 45
Chaos TrollS... e 95
Dragon Ogres..... 85
Chaos Familiar.......cevcncvceescse e 30



Note: all Aspiring Champions, Marauder
Chieftains, Horsemasters, Exalted
Champions, Doom Knights, Exalted
Charioteers, Wrathmasters, Skullseekers,
Skullhunters, Blightlords, Hellreavers, Ogre
Mutants, Icon Bearers, Standard Bearers,
Sonorous Tocsin, Hornblowers, Skull
Drummers, and Drummers are free of cost.

You can also choose to carry any one of the
weapon combinations in the Warscroll
Description for free of cost. Furthermore, you
may appy any one Chaos Mark on a Warscroll
for no point cost.

Amended Rules
Unending Legion: The reinforcement units
can only have a maximum cost of 150 points.

Summoning: Replace Summon Daemon
Prince spell with Manifest Chaos spell.

Manifest Chaos: Pick one friendly unit within
16". The targeted unit must have one of the
following Keywords listed below. All
Keywords are Healed D3 Wounds, except
Daemon Keyword. Daemon Keyword adds D3
models. Furthermore, all units affected by
Manifest Chaos gains +1 Attack in their next
Combat phase.

Keywords & Castin% Values: Models with
fo

one or more of the following Keywords, the
Keyword with the highest casting value take
precedence.

Daemon Prince: 9+

SR TR

R



ARMY POINTS

Stormcast Eternals

HEROES POINTS
Lord-Celestant on Dracoth.........enenenins 260
Lord-Celestant........oovevecneneneensessensenessennens 135
| 0} 6 B 21 1 161 o) PR 100
Lord-Castellant.......coooeniorersnenenenceneresennens 130
UNITS

Gryph Hounds........ononinenneneeseeeeseeeeneens 32
ProSeCULOrS.. e 45
Retributors. ..t 50
Judicators with Skybolt BOWS.........ccuwereeneesessensanns 30
Judicator with Shockbolt BOW.........oueveereesererensenss 36
Judicators with Boltstorm Crossbows.................. 24
Judicator with Thunderbolt Crossbow.................. 32
|51 7<) o= 10 ) oF SRS 22
Liberator with Grandhammer/Grandsword........ 37

Note: all Prosecutor-Primes, Retributor-Primes,
Judicator-Primes, Liberator-Primes are free of cost.

You can also choose to carry any one of the
weapon combinations in the Warscroll
Description for free of cost.

[

ARMY POINTS

Khorne Bloodbound

HEROES POINTS
Mighty Lord of Khorne........coovoineeoneeneeenennn. 185

|57 (Yo Yo K-Y=Yod =1 10 ) VNN S RO 125

137 e Yo e (3 (0] ;=) NN 100
MONSTERS
Khorgoraths......seeseeeeeeenne 160
UNITS

Blood WarTiorsS. .. eses s 20
BloOdreaversS. .o 7

Note: all Chaos Champions, Chieftains, Icon
Bearers, and Hornblowers are free of cost.

You can also choose to carry any one of the
weapon combinations in the Warscroll
Description for free of cost.




“y UNOFFICIAL AMENDED RULES \'
(OPTIONAL)

THE BATTLEFIELD

Be they pillars of flame, altars of brass or
haunted ruins, the realms are filled with
strange sights and deadly obstacles.

THE ARMIES
Before the conflict begins, rival warlords
gather their most powerful warriors.

In order to play, you must first muster your
army from the miniatures in your collection.
Armies can be as big as you like, and you can use
as many models from your collection as you
wish. The more units you decide to use, the
longer the game will last and the more exciting
it will be! Typically, a game with around a
hundred miniatures per side will last for about
an evening.

WARSCROLLS & UNITS

All models are described by warscrolls, which
provide all of the rules for using them in the
game. You will need warscrolls for the models
you want to use.

Models fight in units. A unit can have one or
more models, but cannot include models that
use different warscrolls. A unit must

be set up and finish any sort of move as a single
group of models, with all models within 1" of at
least one other model from their unit. If
anything causes a unit to become split up during
a battle, it must reform the next time that it moves.

TOOLS OF WAR
In order to fight a battle you will require a tape
measure and some dice.

Distances in Warhammer: Age of Sigmar are
measured in inches ("), between the closest
points of the model's base or unit's bases you're
measuring to and from. You can measure
distances whenever you wish.

Warhammer: Age of Sigmar uses six-sided dice
(sometimes abbreviated to D6). If a rule
requires you to roll a D3, roll a dice and halve
the total, rounding fractions up. Some rules
allow you to re-roll a dice roll, which means you
get to roll some or all of the dice again. You can
never re-roll a dice more than once, and re-rolls
happen before modifiers to the roll (if any) are
applied.

Battles in Warhammer: Age of Sigmar are fought
across an infinite variety of exciting landscapes
in the Mortal Realms, from desolate volcanic
plains and treacherous sky temples, to lush
jungles and cyclopean ruins. the dominion of
Chaos is allpervading, and no land is left
untouched by the blight of war. These wildly
fantastical landscapes are recreated whenever
you play a game of Warhammer: Age of Sigmar.

The table and scenery you use constitute your
battlefield. A battlefield can be any flat surface
upon which the models can stand - for example
a dining table or the floor - and can be any size
or shape provided it’s bigger than 3 feet square.

First you should decide in which of the seven
Mortal Realms the battle will take place. For
example, you might decide that your battle will
take place in the Realm of Fire. Sometimes you'll
need to know this in order to use certain
abilities. If you can’t agree on the realm, roll a
dice, and whoever rolls highest decides.

The best battles are fought over lavishly
designed and constructed landscapes, but
whether you have a lot of scenery or only a
small number of features doesn’t matter! A good
guide is at least 1 feature for every 2 foot
square, but less is okay and more can make for a
really interesting battle.

To help you decide the placement of your
scenery, you can choose to roll two dice and add
them together for each 2 foot square area of
your battlefield and consult the following table:

Roll Terrain Feature

2-3 No terrain feature
4-5 2 terrain feature
6-8 1 terrain feature

9-10 2 terrain feature
11-12  Choose from 0 to 3 terrain features



MYSTERIOUS LANDSCAPES

The landscapes of the Mortal Realms can both
aid and hinder your warriors. Unless stated
otherwise, a model can be moved across scenery
but not through it (so you can’t move through a
solid wall, or pass through a tree, but can choose
to have a model climb up or over them). In
addition, once you have set up all your scenery,
either roll a dice on the following table or pick a
rule from it for each terrain feature:

THE SCENERY TABLE
Roll  Scenery
1 Damned: If any of your units are

within 3" of this terrain feature in
your hero phase, you can declare
that one is making a sacrifice. If
you do so, the unit suffers D3
mortal wounds, but you can add 1
to all hit rolls for the unit until
your next hero phase.

2 Arcane: Add 1 to the result of
any casting or unbinding rolls
made for a wizard within 3" of
thisterrain feature.

3 Inspiring: Add 1 to the Bravery
of all units within 3" of this
terrain feature.

4 Deadly: Roll a dice for any
model that makes a run or
charge move across, or finishing
on, this terrain feature. On a roll
of 1 the model is slain.

5 Mystical: Roll a dice in your
hero phase for each of your
units within 3" of this terrain
feature. On a roll of 1 the unitis
befuddled and can'’t be selected
to cast spells, move or attack
until your next hero phase. On a
roll of 2-6 the unit is
ensorcelled, and you can re-roll
failed wound rolls for the unit
until your next hero phase.

6 Sinister: Any of your units that
are within 3" of this terrain
feature in your hero phase cause
fear until your next hero phase.
Subtract 1 from the Bravery of
any enemy units that are within
3" of one or more units that
cause fear.

BATTLEFIELD

Thunder rumbles high above as the armies take
to the battlefield.

You are now ready for the battle to begin,
but before it does you must set up your
armies for the coming conflict.

SET-UP

Before setting up their armies, both players roll
a dice, rolling again in the case of a tie. The
player that rolls higher must divide the
battlefield into two equal-sized halves; their
opponent then picks one half to be their
territory. Some examples of this are shown
below:

The players then
alternate setting up
units, one at a time,
starting with the player
that won the earlier
dice roll. Models must
be set up in their own
territory, more than 12"
from enemy territory.

Your Territory

Enemy Territory

Your Territory Enemy Territory

You can continue
setting up units until
you have set up all the
units. Any remaining
units are held in
reserve, playing no part
unless fate lends a
hand.

Your Ttm'ﬁulj

Enemy Territory
The opposing player

can continue to set up

if he has more units.

When they have finished, set-up is

complete. The player that finishes setting up
first always chooses who takes the first turn
in the first battle round.

THE GENERAL

Once you have finished setting up all of your
units, nominate one of the models you set up as
your general. Your general has a command
ability, as described in the rules for the hero
phase opposite.

GLORIOUS VICTORY

In the Mortal Realms battles are brutal and
uncompromising - they are fought to the bitter
end, with one side able to claim victory because



it has destroyed its foe or there are no enemy
models left on the field of battle. The victor can
immediately claim a major victory and the
honours and triumphs that are due to them,
while the defeated must repair to their lair to
lick their wounds and bear the shame of failure.

If it has not been possible to fight a battle to its
conclusion or the outcome is not obvious, then a
result of sorts can be calculated by comparing
the points cost of models left on the battlefield.
The player who has the highest point score left
on the table can claim a minor victory.

SUDDEN DEATH (Optional)

Sometimes a player may attempt to achieve a
sudden death victory. If one army has a third
more models than the other, the outnumbered
player can choose one objective from the
sudden death table after generals are
nominated. A major victory can be claimed
immediately when the objective is achieved by
the outnumbered player.

TRIUMPHS (Optional)

After any sudden death objectives have been
chosen, if your army won a major victory in its
previous battle, roll a dice and look up the result
on the triumph table to the right.

THE SUDDEN DEATH TABLE
Assassinate: The enemy player picks a unit
with the Hero, Wizard, Priest or Monster
keyword in their army. Slay the unit that
they pick.

Blunt: The enemy player picks a unit with
five or more models in their army. Slay the
unit that they pick.

Endure: Have at least one model which
started the battle on the battlefield still in
play at the end of the sixth battle round.
Seize Ground: Pick one terrain feature

in enemy territory. Have at least one
friendly model within 3" of that feature

at the end of the fourth battle round.

THE SUDDEN DEATH TABLE
Roll Triumph

1-2 Blessed: You can change the result of a single dice to
the result of your choosing once during the battle.

3-4  Inspired: You can re-roll all of the failed hit rolls for
one unit in your army in one combat phase.

5-6 Empowered: Add 1 to your general’s Wounds
characteristic.
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BATTLE ROUNDS

Mighty armies crash together amid the spray of
blood and the crackle of magic. Warhammer: Age
of Sigmar is played in a series of battle rounds,
each of which is split into two turns - one for
each player. At the start of each battle round,
both players roll a dice, rolling again in the case
of a tie. The player that rolls highest decides who
takes the first turn in that battle round. Each
turn consists of the following phases:

1. Hero Phase

Cast spells and use heroic abilities.
. Movement Phase

Move units across the battlefield.
. Shooting Phase

Attack with missile weapons.
. Charge Phase

Charge units into combat.
. Combat Phase

Pile in and attack with melee weapons.
. Battleshock Phase

Test the bravery of depleted units.
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Once the first player has finished their turn,
the second player takes theirs. Once the
second player has also finished, the battle
round is over and a new one begins.

PRE-BATTLE ABILITIES

Some warscrolls allow you to use an ability ‘after
set-up is complete’. These abilities are used
before the first battle round. If both armies have
abilities like this, both players roll a dice, re-
rolling in the case of a tie. The player that rolls
highest gets to use their abilities first, followed
by their opponent.

HERO PHASE

As the armies close in, their leaders use
sorcerous abilities, make sacrifices to the gods,
or give strident commandes.

In your hero phase you can use the wizards in
your army to cast spells (see the rules for wizards
on the last page of these rules).

In addition, other units in your army may have
abilities on their warscrolls that can be used in the
hero phase. Generally, these can only be used in
your own hero phase. However, if an ability says it
can be used in every hero phase, then it can be
used in your opponent’s hero phase as well as
your own. If both players can use abilities in a
hero phase, the player whose turn it is gets to use
all of theirs first.



COMMAND ABILITY

In your hero phase, your general can use one
command ability. All generals have the Inspiring
Presence command ability, and some may have
more on their warscroll.

Inspiring Presence: Pick a unit from your army
that is within 12" of your general. The unit that
you pick does not have to take battleshock tests
until your next hero phase.

MOVEMENT PHASE
The ground shakes to the tread of marching
feet as armies vie for position.

Start your movement phase by picking one of
your units and moving each model in that unit
until you've moved all the models you want to.
You can then pick another unit to move, until
you have moved as many of your units as you
wish. No model can be moved more than once in
each movement phase.

MOVING

A model can be moved in any direction, to a
distance in inches equal to or less than the Move
characteristic on its warscroll. It can be moved
vertically in order to climb or cross scenery, but
cannot be moved across other models. No model
may move further than the model’s Move
charracteristic.

ENEMY MODELS

When you move a model in the movement
phase, you may not move within 3" of any
enemy models. Models from your army are
friendly models, and models from the opposing
army are enemy models.

Units starting the movement phase within 3" of
an enemy unit can either remain stationary or
retreat. If you choose to retreat, the unit must
end its move more than 3" away from all enemy
units. If a unit retreats, then it can’t shoot or
charge later that turn.

RUNNING

When you pick a unit to move in the movement
phase, you can declare that it will run. Roll a dice
and add the result to the Move characteristic of all
models in the unit for the movement phase. A unit
that runs can’t shoot or charge later that turn.

FLYING

If the warscroll for a model says that the model
can fly, it can pass across models and scenery as
if they were not there. It still may not finish the
move within 3" of an enemy in the movement
phase, and if it is already within 3" of an enemy
it can only retreat or remain stationary.

SHOOTING PHASE

A storm of death breaks over the battle as
arrows fall like rain and war machines hurl
their deadly payloads.

In your shooting phase you can shoot with
models armed with missile weapons.

Pick one of your units. You may not pick a model
that ran or retreated this turn, or is within 3" of
an enemy unit. Each model in the unit attacks
with all of the missile weapons it is armed with
(see Attacking). After all of the models in the unit
have shot, you can choose another unit to shoot
with, until all units that can shoot have done so.

If you choose to Attack a enemy unit that is
within 3" of a friendly unit, the friendly unit
suffers a Mortal Wound equal to the Damage
characteristic of your weapon on To Hit rolls of 1.

CHARGE PHASE

Howling bloodcurdling war cries, warriors
hurl themselves into battle to slay with blade,
hammer and claw.

Any of your units within 12" of the enemy in
your charge phase can make a charge move. Pick
an eligible unit and roll two dice. Each model in
the unit can move this number in inches. You
may not pick a unit that ran or retreated this
turn, nor one that is within 3" of the enemy.

The first model you move must be able to move
in a straight line and finish within %" of an
enemy model. If that’s impossible, the charge
has failed and no models in the charging unit
can move in this phase. Once you’ve moved all
the models in the unit, you can pick another
eligible unit to make a charge, until all units that
can charge have done so.

COMBAT PHASE
Carnage engulfs the battlefield as the warring
armies tear each other apart.

Any unit that has charged or has models within
3" of an enemy unit can attack with its melee
weapons in the combat phase.

The player whose turn it is picks a unit to attack
with, then the opposing player must attack with a
unit, and so on until all eligible units on both sides
have attacked once each. If one side completes all
its attacks first, then the other side completes all
of its remaining attacks, one unit after another.
No unit can be selected to attack more than once
in each combat phase. An attack is split into two
steps: first the unit piles in, and then you make
attacks with the models in the unit.
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Step 1: When you pile in, you may move each
model in the unit up to 3" towards the closest
enemy unit. This will allow the models in the unit
to get closer to the enemy in order to attack them.

Step 2: Each model in the unit attacks with all of
the melee weapons it is armed with (see
Attacking).

BATTLESHOCK PHASE

Even the bravest heart may quail when the
horrors of battle take their toll.

In the battleshock phase, both players must take
battleshock tests for units from their army that
have had models slain during the turn. The
player whose turn it is tests first.

To make a battleshock test, roll a dice and add
the number of Wounds lost this turn. For each
point by which the total exceeds the highest
Bravery characteristic in the unit, suffers one
Mortal Wound. Allocate wounds as per normal -
see Inflicting Damage. Allocated Wounds
suffered from Battleshock, which did not
remove a model from play, are healed at the end
of the Battleshock Phase. Add 1 to the Bravery
characteristic being used for every 10 models
that are in the unit when the test is taken.

ATTACKING
Blows hammer down upon the foe, inflicting
bloody wounds.

When a unit attacks, you must first pick the
target units for the attacks that the models in
the unit will make, then make all of the attacks,
and finally inflict any resulting damage on the
target units.

The number of attacks a model can make is
determined by the weapons that it is armed
with. The weapon options a model has are listed
in its description on its warscroll. Missile
weapons can be used in the shooting phase, and
melee weapons can be used in the combat
phase. The number of attacks a model can make
is equal to the Attacks characteristic for the
weapons it can use.

PICKING TARGETS

First, you must pick the target units for the
attacks. In order to attack an enemy unit, an
enemy model from that unit must be in range of
the attacking weapon (i.e. within the maximum
distance, in inches, of the Range listed for the
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weapon making the attack), and visible to the
attacker (if unsure, stoop down and get a look
from behind the attacking model to see if the
target is visible). For the purposes of
determining visibility, an attacking model can
see through other models in its unit.

If a model has more than one attack, you can split
them between potential target units as you wish.
If a model splits its attacks between two or more
enemy units, resolve all of the attacks against one
unit before moving onto the next one.

MAKING ATTACKS

Attacks can be made one at a time, or, in
some cases, you can roll the dice for attacks
together. The following attack sequence is
used to make attacks one at a time:

1. Hit Roll: Roll a dice. If the roll equals or beats
the attacking weapon’s To Hit characteristic,
then it scores a hit and you must make a wound
roll. If not, the attack fails and the attack
sequence ends.

2. Wound Roll: Roll a dice. If the roll equals or
beats the attacking weapon’s To Wound
characteristic, then it causes damage and the
opposing player must make a save roll. If not,
the attack fails and the attack sequence ends.

3. Save Roll: The opposing player rolls a dice,
modifying the roll by the attacking weapon’s
Rend characteristic. For example, if a weapon has
a -1 Rend characteristic, then 1 is subtracted
from the save roll. If the result equals or beats the
Save characteristic of the models in the target
unit, the wound is saved and the attack sequence
ends. If not, the attack is successful, and you must
determine damage on the target unit. A model
can never have a Save better than 2+.

4. Determine Damage: Once all of the attacks
made by a unit have been carried out, each
successful attack inflicts a number of wounds
equal to the Damage characteristic of the
weapon. Most weapons have a Damage
characteristic of 1, but some can inflict 2 or
more wounds, allowing them to cause grievous
injuries to even the mightiest foe, or to cleave
through more than one opponent with but a
single blow!

In order to make several attacks at once, all of
the attacks must have the same To Hit, To
Wound, Rend and Damage characteristics,

and must be directed at the same enemy unit. If
this is the case, make all of the hit rolls at the
same time, then all of the wound rolls, and
finally all of the save rolls; then add up the total
number of wounds caused.



INFLICTING DAMAGE

After all of the attacks made by a unit have been
carried out, the player commanding the target
unit allocates any wounds that are inflicted to
models from the unit as they see fit (the models
do not have to be within range or visible to an
attacking unit). When inflicting damage, if you
allocate a wound to a model, you must keep on
allocating wounds to that model until either it is
slain, or no more wounds remain to be allocated.

Once the number of wounds suffered by a model
during the battle equals its Wounds
characteristic, the model is slain or fled if model
suffered damage due to Battleshock. Place the
slain model to one side - it is removed from
play. Some warscrolls include abilities that allow
wounds to be healed. A healed wound no longer
has any effect. You can’t heal wounds on a model
that has been slain.

MORTAL WOUNDS

Some attacks inflict mortal wounds. Do not
make hit, wound or save rolls for a mortal
wound - just allocate the wounds to models
from the target unit as described above.

COVER

If all models bases in a unit are partially within
or on a terrain feature, you can add 1 to all save
rolls for that unit to represent the cover they
receive from the terrain. This modifier does not
apply in the combat phase if the unit you are
making saves for made a charge move in the
same turn.

WIZARDS

The realms are saturated with magic, a
seething source of power for those with the
wit to wield it.

Some models are noted as being a wizard on
their warscroll. You can use a wizard to cast
spells in your hero phase, and can also use them
to unbind spells in your opponent’s hero phase.
The number of spells a wizard can attempt to cast
or unbind each turn is detailed on its warscroll.

CASTING SPELLS

All wizards can use the spells described below,
as well as any spells listed on their warscroll. A
wizard can only attempt to cast each spell once
per turn.

To cast a spell, roll two dice. If the total is equal
to or greater than the casting value of the spell,
the spell is successfully cast.

If a spell is cast, the opposing player can choose
any one of their wizards that is within 36" of the
caster and attempt to unbind the spell before its
effects are applied. To unbind a spell, roll two
dice. If the roll beats the roll used to cast the
spell, then the spell’s effects are negated. Only
one attempt can be made to unbind a spell.

Only spells from Warscolls that are in play, can
be cast by a Wizard model.

ARCANE BOLT

Arcane Bolt has a casting value of 5. If
successfully cast, pick an enemy unit within 18"
of the caster and which is visible to them. The
unit you pick suffers D3 mortal wounds.

MYSTIC SHIELD

Mystic Shield has a casting value of 6. If
successfully cast, pick the caster, or a friendly unit
within 18" of the caster and which is visible to
them. You can add 1 to all save rolls for the unit
you pick until the start of your next hero phase.

HEROES

Among the regiments of sublime and savage
warriors, stand individuals whose actions will
echo throught the ages of time.

Look-out, Sir!: A model within 3" of a friendly
unit, with the Hero Keyword, can escape deadly
attacks. If a spell or shooting attack rolls a hit,
before opponent has rolled to Wound, roll a Dé.
On a roll of 4+, the hit is transferred to a friendly
unit within 3" (if multiple units are within 3",
player who suffered the hit can choose which
unit to suffer the hit). Roll to Wound and Damage
against the new unit which suffered the hit.
Models with both the Hero and Monster Keyword
cannot benefit from the Look-out Sir! rule.

THE MOST IMPORTANT RULE

In a game as detailed and wide-ranging as
Warhammer: Age of Sigmar, there may be times
when you are not sure exactly how to resolve a
situation that has come up during play. When
this happens, have a quick chat with your
opponent, and apply the solution that makes the
most sense to you both (or seems the most fun!).
If no single solution presents itself, both of you
should roll a dice, and whoever rolls higher gets
to choose what happens. Then you can get on
with the fighting!








