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GAME STRUCTURE
A battle is fought in a series of rounds, each of which is split
into 2 turns, one for each player.

SETUP
Pick a battleplan and a mortal realm where the battle takes
place and follow their instructions. Prepare the battlefield,
place terrain, and set up armies.
Models fight in units. A unit cannot include models that use
different warscrolls. A unit must be set up as a single group,
with all models within 1" horizontally, and 6" vertically of at
least 1 other model from their unit. If there is not enough
room to set up all of the models from a unit, any models that
cannot be set up are considered slain.
Some or all of the units from a warscroll battalion may be
set up at the same time rather than by individual unit. If you
are using allegiance abilities, you can take 1 extra artefact of
power for each warscroll battalion in your army.
Reserves are units with an ability that allows you to set them
up in a location other than on the battlefield and deploy
them later. Setting up a reserve unit is not a move, but it may
restrict a unit’s ability to move in the same turn. Any reserves
that have not been set up when the battle ends are considered
slain when you work out the battle’s winner.
Nominate one of the models you set up to be your general
(if your general is slain, pick another model from your army
to become your new general).
If both armies have pre-battle abilities, roll off, and the winner
chooses which player must use all of those abilities first.

BASICS
Each player commands an army. Models from your army are
friendly models, and models from the opposing army are
enemy models. If an effect doesn’t specify friendly or enemy
targets, it affects all models.
Each model has a warscroll, and some models can be included
in formations called warscroll battalions. Battalions are made
up of 2 or more units, and cannot include reinforcements or
understrength units.
Uniquely named champions, standard bearers, and musicians
are called command models and have unique abilities.
When a roll-off is required, each player rolls a dice, and
whoever rolls highest wins. Neither player is allowed to re-roll
or modify any of the dice. On a tie, make the roll-off again.
A re-roll means you can roll some or all of the dice again. If you
re-roll a result that was made by adding several dice together
then, unless otherwise stated, you must roll all of them again.
You can never re-roll a dice more than once, and re-rolls
happen before any modifiers to the roll are applied. Rules
that refer to the result of an ‘unmodified’ dice roll refer to the
result after any re-rolls but before any modifiers are applied.
You can measure distances whenever you wish. Distances are
measured in inches, between the closest points of the bases of
the models. If a model does not have a base, measure to and
from the closest point of that model instead. When measuring
between units, always use the closest model from each unit.

On the first round, the player that finished setting up their
army first chooses who has the first turn. At the start of each
subsequent battle round, players must roll off: the winner
decides who takes the first turn. On a tie, the player who went
first in the last round can choose who goes first in this one.

HERO PHASE
In the hero phase, wizards in your army can cast spells, and
many warscroll abilities can be used.

COMMAND ABILITIES
If you have any heroes in your army, you can use command
abilities. You start the battle with 1 command point (CP) for
each warscroll battalion you have in your army, and you receive
1 CP at the start of each of your hero phases.
You must spend 1 CP to use any command ability.
You can use the same command ability several times in the
same phase if you have enough CPs. Any CPs you do not use
can be used in a future turn. If a command ability doesn’t
specify when it is used, it is used in your hero phase.
These command abilities are available to all armies:
At the Double: Use after you make a run roll for a friendly unit
within 6" of a friendly hero, or 12" of a friendly hero that is a
general. If you do so, the run roll is treated as being a 6.
Forward to Victory: Use after you make a charge roll for a
friendly unit within 6" of a friendly hero, or 12" of a friendly
hero that is a general. If you do so, re-roll the charge roll.
Inspiring Presence: Use at the start of the battleshock phase.
If you do so, pick a friendly unit within 6" of a friendly hero, or
12" of a friendly hero that is a general. That unit does not have
to take battleshock tests in that phase.

MOVEMENT PHASE
Move the models in your units, 1 unit at a time, until all units
you wish to move have done so. No unit can be moved more
than once in each movement phase.
Moves made in the movement phase are called normal moves.
A model making a normal move can move a distance in inches
equal to or less than its MOVE characteristic.
A model can be moved in any direction, but not across other
models or their bases, and it cannot cross the edge of the
battlefield. It may face any direction at the end of its move.
Measure the distance using the part of the model’s base that
moves furthest from its starting position (including pivoting).
If the model has no base, measure the move using whichever
part of the model moves furthest from its starting position.
A unit must finish any move as a single group, with all models
within 1" horizontally, and 6" vertically, of at least 1 other
model from their unit; otherwise the move cannot be made.
Unless stated otherwise, a model can be moved over a terrain
feature but not through it. A model can be moved vertically to
climb or cross a terrain feature, counting the vertical distance
up and/or down as part of its move.

Any extra attacks, hit rolls or wound rolls gained by the use of
an ability cannot themselves generate extra attacks, hit rolls
or wound rolls.

No part of a normal move can be within 3" of an enemy unit.
Units starting a normal move within 3" of an enemy unit can
either remain stationary or retreat. If a unit retreats, it can
move within 3" of an enemy, but must end the move more than
3" from all enemy units. Models in a retreating unit can’t shoot
or charge in the same turn.

Modifiers are cumulative, and can never reduce a dice roll to
less than 1.

You may declare that a unit picked to make a normal move
will run. Make a run roll by rolling a D6 and adding the result

If a unit has an ability that affects friendly units that are within
a certain distance of it, the ability also affects the unit itself.

to the unit’s MOVE characteristic for that movement phase.
Running models can’t shoot or charge in the same turn.
If a model can fly, it can pass across models and terrain
features as if they were not there, and any vertical distance is
ignored. It cannot finish the move on top of another model.

SHOOTING PHASE
Shoot with the models in your units that are armed with
missile weapons, one unit at a time, until all units you wish
to shoot with have done so. Models that have run or retreated
cannot shoot in the same turn.

If the modified roll is greater than the unit’s modified
BRAVERY, the test has been failed. For each point by which
the modified roll exceeds the unit’s modified BRAVERY, 1
model in that unit must flee. You decide which models flee:
remove them from play and count them as having been slain.
Split Units: At the end of each turn, you must remove models
from any of the units in your army that are split up into 2
or more groups, until only 1 group of models from the unit
remains in play. The models you remove count as slain.

ATTACKING

A unit can shoot when it is within 3" of the enemy, but if it
does so it can only target enemy units that are within 3" of it
with its shooting attacks. A unit can shoot at an enemy unit
that is within 3" of another friendly unit without penalty.

A unit attacks with all the weapons it is armed with (including
any used by its mount) as listed on its warscroll. Missile
weapons can only be used in the shooting phase, and melee
weapons can only be used in the combat phase.

Look Out, Sir! Subtract 1 from hit rolls made for missile
weapons if the target of the attack is an enemy hero that is
within 3" of an enemy unit that has 3 or more models. This
rule does not apply if the target hero is a monster.

Pick the target unit(s) for all of the unit’s weapons before any
of the attacks are resolved. Only enemy units can be chosen as
the target for an attack.

CHARGE PHASE
Any of your units within 12" of the enemy in your charge phase
can attempt to make a charge move. Pick an eligible unit and
make a charge roll by rolling 2D6. Each model in the unit can
move a number of inches equal to the charge roll.
You cannot make a charge move with a unit that has run or
retreated this turn, or with a unit within 3" of an enemy unit.

If a unit can use 2 or more different weapons in the same
phase, the unit can use the weapons in any order you wish
after targets have been picked, but you must resolve all of the
attacks for one type of weapon before using the next type.
In order to attack with a missile weapon, the model using
the weapon must be in range of the target unit (within the
maximum distance, in inches, of the weapons RANGE), and
the target unit must be visible to the model with the weapon
(if unsure, stoop down and look from behind the shooting
model to see if a model from the target unit is visible).

The first model you move from a unit making a charge move
must finish the move within ½" of an enemy model (you do
not have to pick the target for the charge before making the
charge roll). If that’s impossible, or you decide not to make the
charge move, the charge fails and no models in the unit can
move in this phase.

A model can ‘see’ through other models in its unit.

Once all models in one unit have made their charge moves,
you can pick another eligible unit to make a charge attempt,
until all units that you want to attempt charges have done so.

The maximum number of attacks that can be made by a
weapon is equal to its ATTACKS characteristic. Make the
attacks 1 at a time, unless using the rules for multiple attacks.

COMBAT PHASE
Players take it in turn to pick units to fight with, starting with
the player whose turn it is. When it is your option to pick, you
must either pick an eligible unit to fight with, or pass (you
cannot pass if there is an eligible unit from your army that can
fight). A unit is eligible to fight if it is within 3" of an enemy
unit, or if it made a charge move in the same turn. No unit can
fight more than once in each combat phase.
If you pick a unit to fight, it first piles in, and then the models
in the unit must attack. Each model in the unit must attack
with all of the melee weapons it is armed with.
If you pass, you do nothing, and the option to fight or
pass goes back to your opponent. If both players pass in
succession, the combat phase ends.
Piling In: A unit can make a pile-in move if it is within 3" of
an enemy unit or has made a charge move in the same turn.
If so, you can move each model in the unit up to 3". Each
model must finish its pile-in move at least as close to the
nearest enemy model as it was at the start of the move.

BATTLESHOCK PHASE
Both players, starting with the player whose turn it is, must
take battleshock tests for units from their army that have had
models slain during the turn.
Make a battleshock roll for each such unit: roll a D6 and add
the number of models from the unit that have been slain this
turn. Add 1 to the unit’s BRAVERY characteristic for every 10
models that are in the unit when the test is taken.

Missile weapons that have a minimum range cannot attack
units that are wholly within the shorter range.
In order to make an attack with a melee weapon, a model
must be in range of the target unit.

If a weapon has an ATTACKS characteristic of more than 1,
you can split the attacks between any eligible target units you
wish. When you split the attacks between 2 or more enemy
units, resolve all of the attacks against 1 unit before moving
on to the next.
When attacking with 2 identical weapons, do not double the
number of attacks; either the ATTACKS characteristic for the
weapon already takes the extra weapon into account, or the
model will have an ability that represents the effect of the
additional weapon.
To resolve several attacks at once, all of the attacks must be
made by models from the same unit, with the same type of
weapon, and against the same target 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.
If a single successful hit roll scores 2 or more hits, make all of
the wound rolls for those hits at the same time, and then all
of the save rolls.

MAKING ATTACKS
Attacks are resolved one at a time. In some cases, you can
resolve all of the attacks made by the same type of weapon at
the same time.
1. Hit Roll: Roll a D6. If the roll equals or beats the attacking
weapon’s TO HIT characteristic, it scores a hit and you must
make a wound roll. If not, the attack fails and the attack
sequence ends.
A hit roll of 1 before modification always fails to hit, and a
hit roll of 6 before modification always hits.

2. Wound Roll: Roll a D6. If the roll equals or beats the
attacking weapon’s TO WOUND characteristic, it is
successful and the opposing player must make a save roll.
If not, then the attack fails and the attack sequence ends.
A wound roll of 1 before modification always fails, and a
wound roll of 6 before modification is always successful.
3. Save Roll: The opposing player rolls a D6, modifying the roll
by the attacking weapon’s REND characteristic. If the result
equals or beats the SAVE characteristic of the models in
the target unit, the save succeeds and the attack sequence
ends without causing any damage. If not, the save fails and
the attack is successful, and you must determine damage
on the target unit.
A save roll of 1 before modification always fails.
4. Determine Damage: Each successful attack inflicts damage
on the target unit equal to the DAMAGE characteristic of the
attacking weapon.

COVER
Add 1 to save rolls for a unit if all of its models are wholly on
or within a terrain feature when the rolls are made. This does
not apply in the combat phase if that unit made a charge move
in the same turn, and never applies to units containing models
with the monster or war machine keyword that have a WOUNDS
characteristic of 8 or more.

WOUNDS
Once all of a unit’s attacks have been resolved, the player
commanding the target unit allocates a number of wounds to
the target unit equal to the damage that was inflicted.
Wounds are allocated 1 at a time to models in the target unit.
You can allocate the wounds inflicted on your units as you see
fit (the models do not have to be within range or visible to the
attacking unit). However, if you allocate a wound to a model,
you must keep on allocating wounds to that model until it is
slain – a unit can never have more than 1 wounded model.
Some abilities allow you to make a roll to negate a wound
or mortal wound allocated to a model; in this case the roll
is made for each individual wound or mortal wound as it is
allocated to the model in question. If the wound or mortal
wound is negated it has no effect on the model.
Do not make hit, wound or save rolls for mortal wounds.
Instead, the damage inflicted is equal to the number of mortal
wounds suffered. Allocate any mortal wounds at the same time
as any other wounds caused by the unit’s attacks, after all of
the unit’s attacks have been completed. Mortal wounds caused
at other times are allocated to models in the target unit as
soon as they occur, in the same manner as wounds caused by
damage from an attack.
After they have been allocated, a mortal wound is treated in
the same manner as any other wound for all rules purposes.
Some abilities allow wounds that have been allocated to a
model to be healed. For each wound that is healed, remove
one of the wounds that have been allocated to the model.
You can’t heal wounds on a model that has been slain.
Once the number of wounds allocated to a model during the
battle equals its WOUNDS characteristic, the model is slain.
A slain model is removed from play.

WIZARDS
Units with the wizard keyword can cast spells in your hero
phase, or unbind spells in your opponent’s hero phase.
Sometimes an ability will allow a model that is not a wizard to
attempt to cast or unbind spells. They do so using the rules
below and are affected by abilities that modify casting or
unbinding rolls, but they are not a wizard for any other rules
purposes.

Wizards are usually fielded as a unit of 1 model. If a unit with
the wizard keyword has more than 1 model, it counts as a
single wizard for all rules purposes, and you must pick a model
from the unit before you attempt to cast or unbind a spell;
measure the distance and check visibility using that model.

GARRISONS
Some terrain features can be garrisoned by units (this is noted
on the terrain feature’s warscroll).

A wizard can attempt to cast spells in its own hero phase.
You cannot attempt to cast the same spell more than once in
the same turn (even with a different wizard).

A unit can be set up as a garrison at the start of a battle if the
terrain feature is wholly within the unit’s territory. Alternatively,
a unit can garrison a terrain feature instead of making a
normal move if all of its models are within 6" of the terrain
feature, and there are no enemy models within 3" of the
terrain feature or already garrisoning it.

In order to cast a spell, announce which spell the wizard is
going to attempt to use (it must be one they know). Roll 2D6:
if the total is equal to or greater than the casting value of the
spell, the spell is successfully cast.

Units that garrison a terrain feature are removed from the
battlefield and are assumed to be ‘inside’ the terrain feature.
Units must treat a terrain feature garrisoned by the enemy as
if it were an enemy model.

If a spell is cast, the opposing player can choose 1 of their
wizards that is within 30" of the caster to attempt to unbind
the spell before its effects are applied. Only 1 attempt can
be made to unbind a spell. Roll 2D6: if the roll beats the roll
used to cast the spell, then the spell is not successfully cast.

The range and visibility to or from a garrisoning unit is
determined to or from the terrain feature instead. A garrisoning
model can attack and be attacked, cast or unbind spells, and
use abilities, but cannot move. A garrisoning unit counts as
being in cover if it is attacked.

LORES OF MAGIC

In addition, subtract 1 from the hit rolls of attacks made
against a garrisoning unit.

CASTING SPELLS

The spells a wizard knows, and the number of spells it can
attempt to cast or unbind in a hero phase, are detailed on the
wizard’s warscroll. Most wizards know the following spells:
Arcane Bolt: Casting value 5. If successfully cast, pick an
enemy unit within 18" of the caster that is visible to them.
That unit suffers 1 mortal wound. If the casting roll was 10
or more, the unit suffers D3 mortal wounds instead.
Mystic Shield: Casting value 6. If successfully cast, pick a
friendly unit within 18" of the caster that is visible to them.
Re-roll save rolls of 1 for that unit until your next hero phase.

TERRAIN
Terrain features are considered friendly to both sides and
cannot be chosen as the target of an attack. When you set up
terrain, you and your opponent may agree to give each terrain
feature one of the scenery rules from the scenery table. Either
pick a scenery rule for each terrain feature, or roll a dice for
each terrain feature. If a warscroll is available for a terrain
feature, you can its rules instead of using the scenery table.
D6
1
		
		
		
		

Scenery rule
Damned: At the start of your hero phase, you can pick
1 friendly unit within 1" of a DAMNED terrain feature to
make a sacrifice. If you do so, that unit suffers D3
mortal wounds, but you can re-roll hit rolls of 1 for it
until your next hero phase.

2
		

Arcane: Add 1 to casting or unbinding rolls for wizards
while they are within 1" of any ARCANE terrain features.

3		
		

Inspiring: Add 1 to the BRAVERY of units while they are
within 1" of any INSPIRING terrain features.

4		
		
		

Deadly: Roll a dice for each unit that finishes a normal
move or charge move within 1" of any DEADLY terrain
features. On a 1, that unit suffers D3 mortal wounds.

5		
		
		
		

Mystical: Roll a dice each time you allocate a wound or
mortal wound to a model within 1" of any MYSTICAL
terrain features. On a 6+ the wound or mortal wound is
negated.

6		
		

Sinister: Subtract 1 from the BRAVERY of units while
they are within 1" of any SINISTER terrain features.

A garrisoning unit can leave in your movement phase. When
it does, set it up so that all models from the unit are within 6"
of the terrain feature and more than 3" from any enemy units.
This counts as their move for that movement phase.
Many terrain features that can be garrisoned include flat areas
upon which models can stand. Only garrisoning models can be
placed or moved onto the flat areas (other models that can fly
can move over flat areas but cannot finish a move or be placed
on that area unless they are part of the garrison). Doing so is
decorative; these models are still treated as garrisoning the
terrain feature for rules purposes.

OBJECTIVES
If a battle has any objectives, the battleplan will say where
they are located upon the battlefield. Represent them with
suitable markers. Always measure distances to and from
objectives from the centre of the marker.
At the end of each player’s turn, check to see if either player
has gained control of any objectives. Both players count up the
number of models they have within 6" of the centre of each
objective; you gain control of an objective where your count is
higher than your opponent’s count. Once you gain control of an
objective, it remains under your control until the enemy is able
to gain control of it.
A model can only be counted towards gaining control of 1
objective per turn. If one of your models could be counted
towards gaining more than 1 objective, you must pick which
one they are counted towards that turn.

TRIUMPHS
If your army won a major victory in its previous battle, roll a
dice when you pick your general and look up the result:
D6
1-2
		
		
		

Triumph
Inspired: Once per battle, when a friendly unit is
selected to shoot or fight, you can say that it is inspired.
If you do so, re-roll failed hit rolls for that unit until the
end of the phase.

Obstacles block attacks to targets that lie beyond them (this
will be noted on the terrain feature’s warscroll).

3-4
		
		
		

Bloodthirsty: Once per battle, when a friendly unit is
selected to shoot or fight, you can say that it is
bloodthirsty. If you do so, re-roll failed wound rolls for
that unit until the end of the phase.

When a missile weapon targets an enemy unit that has all of
its models within 1" of an obstacle, the target unit receives the
benefit of cover if the attacking model is closer to the obstacle
than it is to the target unit.

5-6
		
		
		

Indomitable: Once per battle, when a friendly unit has
to make a save roll, you can say that it is indomitable. If
you do so, re-roll failed save rolls for that unit until the
end of the phase.

OBSTACLES

ALLEGIANCE ABILITIES
If your army has an allegiance, it can use a set of allegiance
abilities, allowing it to use additional abilities and spells.
If an army can have more than 1 allegiance, you must pick 1
to apply to it during the game.
Units owe allegiance to one of the Grand Alliances: Order,
Chaos, Death or Destruction. An army has allegiance to a
Grand Alliance if all the units in the army are part of that
Grand Alliance (including any units you assign a keyword to
during set up).
Many units also owe allegiance to a faction. An army can have
allegiance to a faction instead of a Grand Alliance if all the
units in the army have the keyword for that faction, including
any units that you assign a keyword to during set up.
Allies
One out of every 4 units included in an army can be an allied
unit. They are treated as part of your army, except they are not
included when working out your army’s allegiance, and can be
part of a different Grand Alliance or faction. An allied model
cannot be the army’s general, and cannot use or benefit from
your army’s allegiance abilities.
Units that are added to your army once a battle is under way
can be allies, and warscroll battalions may include allies. They
do not count against the limit on the number of allied units
you can include in the army.
Battle Traits and Command Traits
Armies that share the same allegiance often benefit from
powerful additional abilities called battle traits.
If your general is a hero and the allegiance abilities for your
army include any command traits, you can choose or roll 1 for
your general. If, for any reason, you must select a new general
during a battle, immediately choose or roll for a trait for them.
Command traits have no effect on attacks made by a general’s
mount unless noted otherwise.
Artefacts of Power
If the allegiance abilities for your army include any artefacts
of power, you can choose or roll for 1 to be carried by a hero
from your army. You may choose 1 additional hero to have an
artefact for each warscroll battalion you include in your army.
A hero cannot have more than 1 artefact of power, and an
army may not include duplicates of the same artefact of power.
Artefacts of power have no effect on attacks made by a hero’s
mount unless noted otherwise.
Named Characters
Named characters cannot have a command trait or artefact
of power.
Spell Lores
Wizards may know additional spells drawn from lores of magic
that are only used by the faction or Grand Alliance they are
part of. If the allegiance abilities for your army include any
spell lores, each wizard in your army knows 1 of the spells
from the lore, in addition to any other spells they know.

WINNING THE GAME
Most battleplans will tell you when the battle ends and what
you need to do in order to win the game.
If neither player manages to achieve a victory then the game is
considered a draw.
If the battleplan does not explain how to win the battle, you
must slay all of the models in the opposing army to win a
major victory. If neither player has done this by the end of the
fifth battle round, the player that has slain a higher percentage
of models in the opposing army than they have lost from their
own army wins a minor victory.

On the first round, the player that finished setting up their
army first chooses who has the first turn. At the start of
each subsequent round, players roll off and the winner
decides who takes the first turn. On a tie, the player who
went first in the last round can choose who goes first.

SHOOTING PHASE

SHOOTING PHASE

Shoot with models armed with missile weapons, 1 unit at a
time. Models that ran or retreated cannot shoot. A unit can
shoot within 3" of the enemy, but can only target enemy
units within 3" of it.

Shoot with models armed with missile weapons, 1 unit at a
time. Models that ran or retreated cannot shoot. A unit can
shoot within 3" of the enemy, but can only target enemy
units within 3" of it.

Look Out, Sir! -1 from hit rolls if the target is an enemy hero
within 3" of an enemy unit that has 3 or more models. This
does not apply if the target hero is a monster.

You start with 1 CP for each warscroll battalion in your army.

CHARGE PHASE

HERO PHASE

Any of your units within 12" of the enemy can try to charge.
Pick a unit and make a 2D6 charge roll: each model in the
unit can move a number of inches equal to the roll. Units
that ran or retreated, or those within 3" of an enemy unit,
cannot charge.

Receive 1 CP at the start of your hero phase.
Your wizards can cast spells. You cannot attempt to cast the
same spell more than once in the same turn (even with a
different wizard). Most wizards know these spells:
Arcane Bolt: Casting value 5. Pick an enemy unit within
18" of the caster that is visible. That unit suffers 1 mortal
wound. If the casting roll was 10+, the unit suffers D3
mortal wounds instead.
Mystic Shield: Casting value 6. Pick a friendly unit within
18" of the caster that is visible. Re-roll save rolls of 1 for
that unit until your next hero phase.
Roll 2D6: if the total is equal to or greater than the casting
value of the spell, the spell is successfully cast.
The opposing player can choose a wizard within 30" of the
caster to to unbind the spell. Roll 2D6: if the roll beats the
casting roll, the spell is not successfully cast.
If you have any heroes in your army, you can use command
abilities. Spend 1 CP to use any command ability. These
command abilities are available to all armies:
At the Double: Use after you make a run roll for a friendly
unit within 6" of a friendly hero, or 12" of a friendly hero
that is a general. If you do so, the run roll is a 6.
Forward to Victory: Use after you make a charge roll for a
friendly unit within 6" of a friendly hero, or 12" of a friendly
hero that is a general. If you do so, re-roll the charge roll.
Inspiring Presence: Use at the start of the battleshock
phase. If you do so, pick a friendly unit within 6" of a
friendly hero, or 12" of a friendly hero that is a general. That
unit does not have to take battleshock tests in that phase.

MOVEMENT PHASE
Move the models in your units, 1 unit at a time, a distance
in inches equal to or less than their MOVE. No unit can be
moved more than once in each movement phase.
A unit must finish any move as a single group, with all
models within 1" horizontally, and 6" vertically, of at least 1
other model from their unit; otherwise it cannot move.
A model can be moved vertically to climb or cross a terrain
feature, counting the vertical distance up and/or down.
No part of a normal move can be within 3" of an enemy
unit. Units starting a normal move within 3" of an enemy
unit can remain stationary or retreat. A retreating unit can
move within 3" of an enemy, but must end the move more
than 3" from all enemy units. Models in a retreating unit
can’t shoot or charge in the same turn.
A unit making a normal move may run. Make a D6 run roll
and add the result to its MOVE for that movement phase.
Running models can’t shoot or charge in the same turn.
A flying model can pass across models and terrain features
as if they were not there, and any vertical distance is
ignored. It cannot finish the move on top of another model.

The first model you move must finish the move within ½" of
an enemy; otherwise the charge fails and none can move.

COMBAT PHASE
Players take it in turn to pick a unit to fight with or pass,
starting with the player whose turn it is. A unit may fight if
it is within 3" of an enemy, or if it charged this turn.
A fighting unit first piles in, then the models must attack
with all of the melee weapons they are armed with.
A unit can pile-in if it is within 3" of an enemy unit or has
made a charge move this turn. Move each model in the unit
up to 3"; each must end up at least as close to the nearest
enemy model as it was at the start of the move.

BATTLESHOCK PHASE
Both players, starting with the player whose turn it is, take
battleshock tests. Make a D6 battleshock roll for each unit
that has had models slain this turn, adding the number of
models from the unit that were slain this turn. Add 1 to the
unit’s BRAVERY for every 10 models in the unit when the
test is taken. If the modified roll is greater than the unit’s
modified BRAVERY, the test fails. For each point by which it
fails, 1 model in that unit must flee.
Split Units: Remove models from any of your units that are
split up into 2 or more groups, until only 1 group remains.
Models removed count as slain.

ATTACKING
To attack with a missile weapon, the model must be in
RANGE and the target unit must be visible. To attack with a
melee weapon, a model must be in RANGE.
If a weapon has an ATTACKS characteristic of more than 1,
you can split the attacks between eligible target units.
1. Hit Roll: Roll D6. If the roll equals or beats the weapon’s
TO HIT, it scores a hit. A natural 1 always fails, and a
natural 6 always hits.
2. Wound Roll: Roll D6. If the roll equals or beats the
weapon’s TO WOUND, it is successful. A natural 1 always
fails, and a natural 6 always hits.
3. Save Roll: Opponent rolls D6, modified by the attacking
weapon’s REND. If the result equals or beats the target
unit’s SAVE, the save succeeds. A natural 1 always fails.
Add 1 to saves for units with all models on or within a
terrain feature. Does not apply if that unit charged this
turn, or to monsters or war machines with 8+ WOUNDS.
4. Determine Damage: Each successful attack inflicts
damage equal to the DAMAGE of the attacking weapon.
5. Allocate Wounds: Wounds are allocated 1 at a time to
models in the target unit, as the owner sees fit.

On the first round, the player that finished setting up their
army first chooses who has the first turn. At the start of
each subsequent round, players roll off and the winner
decides who takes the first turn. On a tie, the player who
went first in the last round can choose who goes first.

Look Out, Sir! -1 from hit rolls if the target is an enemy hero
within 3" of an enemy unit that has 3 or more models. This
does not apply if the target hero is a monster.

You start with 1 CP for each warscroll battalion in your army.

CHARGE PHASE

HERO PHASE

Any of your units within 12" of the enemy can try to charge.
Pick a unit and make a 2D6 charge roll: each model in the
unit can move a number of inches equal to the roll. Units
that ran or retreated, or those within 3" of an enemy unit,
cannot charge.

Receive 1 CP at the start of your hero phase.
Your wizards can cast spells. You cannot attempt to cast the
same spell more than once in the same turn (even with a
different wizard). Most wizards know these spells:
Arcane Bolt: Casting value 5. Pick an enemy unit within
18" of the caster that is visible. That unit suffers 1 mortal
wound. If the casting roll was 10+, the unit suffers D3
mortal wounds instead.
Mystic Shield: Casting value 6. Pick a friendly unit within
18" of the caster that is visible. Re-roll save rolls of 1 for
that unit until your next hero phase.
Roll 2D6: if the total is equal to or greater than the casting
value of the spell, the spell is successfully cast.
The opposing player can choose a wizard within 30" of the
caster to to unbind the spell. Roll 2D6: if the roll beats the
casting roll, the spell is not successfully cast.
If you have any heroes in your army, you can use command
abilities. Spend 1 CP to use any command ability. These
command abilities are available to all armies:
At the Double: Use after you make a run roll for a friendly
unit within 6" of a friendly hero, or 12" of a friendly hero
that is a general. If you do so, the run roll is a 6.
Forward to Victory: Use after you make a charge roll for a
friendly unit within 6" of a friendly hero, or 12" of a friendly
hero that is a general. If you do so, re-roll the charge roll.
Inspiring Presence: Use at the start of the battleshock
phase. If you do so, pick a friendly unit within 6" of a
friendly hero, or 12" of a friendly hero that is a general. That
unit does not have to take battleshock tests in that phase.

MOVEMENT PHASE
Move the models in your units, 1 unit at a time, a distance
in inches equal to or less than their MOVE. No unit can be
moved more than once in each movement phase.
A unit must finish any move as a single group, with all
models within 1" horizontally, and 6" vertically, of at least 1
other model from their unit; otherwise it cannot move.
A model can be moved vertically to climb or cross a terrain
feature, counting the vertical distance up and/or down.
No part of a normal move can be within 3" of an enemy
unit. Units starting a normal move within 3" of an enemy
unit can remain stationary or retreat. A retreating unit can
move within 3" of an enemy, but must end the move more
than 3" from all enemy units. Models in a retreating unit
can’t shoot or charge in the same turn.
A unit making a normal move may run. Make a D6 run roll
and add the result to its MOVE for that movement phase.
Running models can’t shoot or charge in the same turn.
A flying model can pass across models and terrain features
as if they were not there, and any vertical distance is
ignored. It cannot finish the move on top of another model.

The first model you move must finish the move within ½" of
an enemy; otherwise the charge fails and none can move.

COMBAT PHASE
Players take it in turn to pick a unit to fight with or pass,
starting with the player whose turn it is. A unit may fight if
it is within 3" of an enemy, or if it charged this turn.
A fighting unit first piles in, then the models must attack
with all of the melee weapons they are armed with.
A unit can pile-in if it is within 3" of an enemy unit or has
made a charge move this turn. Move each model in the unit
up to 3"; each must end up at least as close to the nearest
enemy model as it was at the start of the move.

BATTLESHOCK PHASE
Both players, starting with the player whose turn it is, take
battleshock tests. Make a D6 battleshock roll for each unit
that has had models slain this turn, adding the number of
models from the unit that were slain this turn. Add 1 to the
unit’s BRAVERY for every 10 models in the unit when the
test is taken. If the modified roll is greater than the unit’s
modified BRAVERY, the test fails. For each point by which it
fails, 1 model in that unit must flee.
Split Units: Remove models from any of your units that are
split up into 2 or more groups, until only 1 group remains.
Models removed count as slain.

ATTACKING
To attack with a missile weapon, the model must be in
RANGE and the target unit must be visible. To attack with a
melee weapon, a model must be in RANGE.
If a weapon has an ATTACKS characteristic of more than 1,
you can split the attacks between eligible target units.
1. Hit Roll: Roll D6. If the roll equals or beats the weapon’s
TO HIT, it scores a hit. A natural 1 always fails, and a
natural 6 always hits.
2. Wound Roll: Roll D6. If the roll equals or beats the
weapon’s TO WOUND, it is successful. A natural 1 always
fails, and a natural 6 always hits.
3. Save Roll: Opponent rolls D6, modified by the attacking
weapon’s REND. If the result equals or beats the target
unit’s SAVE, the save succeeds. A natural 1 always fails.
Add 1 to saves for units with all models on or within a
terrain feature. Does not apply if that unit charged this
turn, or to monsters or war machines with 8+ WOUNDS.
4. Determine Damage: Each successful attack inflicts
damage equal to the DAMAGE of the attacking weapon.
5. Allocate Wounds: Wounds are allocated 1 at a time to
models in the target unit, as the owner sees fit.

SEQUITORS

2
7

ORDER, CELESTIAL, HUMAN, STORMCAST ETERNAL,
SACROSANCT, SEQUITORS

CASTIGATORS

BRAVERY

5"
4+

2

SAVE

4+

MOVE
WOUNDS

5"
SAVE

WOUNDS

MOVE

7
BRAVERY

MELEE WEAPONS

Range

Attacks

To Hit

To Wound

Rend

Damage

Stormsmite Maul

1"

2

3+

3+

-

1

Thunderhead Greatbow

Stormsmite Greatmace

1"

2

3+

3+

-1

2

MELEE WEAPONS

DESCRIPTION
Each model is armed with
Stormsmite Maul & Soulshield.
1 in every 3 models may
instead be armed with a
Stormsmite Greatmace.
LEADER
Sequitor-Prime
Stormsmite Greatmace
Attacks: 3

Attacks

To Hit

To Wound

Rend

18"

1

3+

3+

-1

1

Range

Attacks

To Hit

To Wound

Rend

Damage

18”

1

4+

4+

-

1

ABILITIES
Castigator Aetheric Channelling
Start of the shooting phase:
Declare if unit increases
accuracy or power of
Thunderhead Greatbows.

Damage

Burst of Celestial Energy
In your shooting phase:
When Thunderhead Greatbows
make a hit roll of 6+, inflict
D3 hits if the target is daemon
or nighthaunt.

ORDER, CELESTIAL, HUMAN, STORMCAST ETERNAL,
SACROSANCT, WIZARD, EVOCATORS

MELEE WEAPONS

Tempest Blade & Stormstave

CELESTAR BALLISTA

MOVE

BRAVERY

LEADER
Evocator-Prime
Attacks: 5

Range

Accuracy: Re-roll hit rolls of 1.
Power: Rend -2.

WOUNDS

8

LEADER
Castigator-Prime
Thunderhead Greatbow
To Hit: 2+

3"
4+

7

SAVE

SAVE

WOUNDS

Sequitor Aetheric Channelling
Start of the combat phase:
Declare if unit channels power
into weapons or shields.

Greatbow’s Heavy Stock
Greatmace Burst
In the combat phase:
When Stormsmite Greatmaces
make a hit roll of 6+, inflict
D3 hits instead of 1 if
the target is a daemon or
nighthaunt unit.

EVOCATORS

5"
3

ABILITIES
Soulshields
Re-roll save rolls of 1 if any
models in the unit are carrying
Soulshields.

MISSILE WEAPONS

Weapons: Re-roll failed hits.
Shields: Re-roll failed saves.

MOVE

4+

ORDER, CELESTIAL, HUMAN, STORMCAST ETERNAL,
SACROSANCT, CASTIGATORS

7

ORDER, CELESTIAL, HUMAN, STORMCAST ETERNAL,
SACROSANCT, WARMACHINE, CELESTAR BALLISTA

BRAVERY

Range

Attacks

To Hit

To Wound

Rend

Damage

1"

4

3+

3+

-1

1

ABILITIES
Celestial Lightning Arc
In the shooting phase:
Re-roll save rolls of 1.

MAGIC
Unit is a wizard while it has
2+ models.

In the combat phase:
After resolving attacks, pick an
enemy unit within 3" and roll
2 dice for each model in this
unit. For each 4+, the enemy
unit suffers 1 mortal wound.

Empower
CV 6
Pick a friendly redeemer or
sacrosanct unit wholly within
12". Until your next hero phase,
that unit can re-roll failed
wound rolls.

Can only cast:

MISSILE WEAPONS

Range

Attacks

To Hit

To Wound

Rend

Damage

Celestra Stormbolts: Single Shot

36"

1

3+

3+

-2

1

Celestra Stormbolts: Rapid Fire

18"

4

5+

3+

-2

1

Range

Attacks

To Hit

To Wound

Rend

Damage

1"

4

4+

4+

-

1

MELEE WEAPONS

Sigmarite Blades
DESCRIPTION
Ballista and crew of
2 Sacristan Engineers.
Crew must remain within
1" of the Ballista.

ABILITIES
Bastions of Death
In the shooting phase:
If this unit is in cover, +2
to save rolls instead of +1.
Chained Lightning
When you roll for an attack
using Stormbolts, attack inflicts
D6 hits instead of 1.

Versatile Weapon
Before attacking with
Stormbolts, choose Single Shot
or Rapid Fire for that attack.

LORD-ARCANUM

7
9

BRAVERY

ON GRYPH-CHARGER

ORDER, CELESTIAL, HUMAN, STORMCAST ETERNAL,
SACROSANCT, HERO, WIZARD, LORD-ARCANUM

MELEE WEAPONS

Range

Attacks

To Hit

To Wound

Rend

Damage

2"

4

3+

3+

-1

D3

Gryphcharger's Razor Beak & Claws

1"

3

3+

3+

-2

1

Hero Phase: Pick a friendly
unit of evocators wholly within
9". It can automatically cast
Empower in that hero phase (no
casting roll is required, and the
spell cannot be unbound).
Shooting Phase: Pick a friendly
unit of castigators wholly
within 9". You can use Aetheric
Channelling to increase the
accuracy and power of that
unit’s Thunderhead Greatbows
in that shooting phase.
Combat Phase: Pick a friendly
unit of sequitors wholly within
9". You can use Aetheric
Channelling to increase the
power of the unit’s weapons
and shields in that combat
phase.

ABILITIES
Aethereal Strike
Each time you make an
unmodified hit roll of 6 with
Razor Beak & Claws, it inflicts
1 mortal wound instead of 1
damage.
Cycle of the Storm
Once per turn:
When a friendly stormcast
eternal model is slain within
18", you can heal 1 wound
allocated to it. This model
cannot use this ability on itself.
Ride the Winds Aetheric
In your movement phase:
Instead of moving normally,
choose the direction in which
to move and fly up to 6D6". The
move must end more than 3"
from enemies and the model
cannot charge this turn.
Spirit Flasks
Once per battle, at the start of
the combat phase:
Shatter 1-3 spirit flasks. Each
unit within 3" suffers a mortal
wound per flask shattered.
Units within 3" with 10+
models instead suffer D3
mortal wounds for each flask.
Allocate the mortal wounds
to this model last of all.

3+

5
9

ORDER, CELESTIAL, HUMAN, STORMCAST ETERNAL,
SACROSANCT, HERO, WIZARD, KNIGHT-INCANTOR

BRAVERY

Aetherstave

COMMAND ABILITIES
Soul Energy
CP 1
Use in your hero phase, your
shooting phase, or the combat
phase.

KNIGHT-INCANTOR

5"
SAVE

3+

MOVE
WOUNDS

12"
SAVE

WOUNDS

MOVE

MAGIC
Arcane Bolt with Prime
Electrids
CV 5
Pick a visible enemy unit
within 18" to suffer D3 mortal
wounds. If the casting roll
was 10+, D6 mortal wounds
instead.
Mystic Shield
CV 6
Pick a visible friendly unit
within 18". Re-roll save rolls of
1 for that unit until your next
hero phase.
Healing Light
CV 5
Pick a friendly stormcast
eternal model within 18" to
heal D3 wounds. If the casting
roll was 8+, heal D6 wounds
instead.

MELEE WEAPONS

Incantor’s Staff
ABILITIES
Voidstorm Scroll
Once per battle:
When unbinding a spell, use
this scroll instead of rolling. The
spell is automatically unbound.
Spirit Flasks
Once per battle, at the start of
the combat phase:
Shatter 1-3 spirit flasks. Each
unit within 3" suffers a mortal
wound per flask shattered.

Range

Attacks

To Hit

To Wound

Rend

Damage

2"

3

3+

3+

-1

D3

Units within 3" with 10+
models instead suffer D3
mortal wounds for each flask.
Allocate the mortal wounds
to this model last of all.

Mystic Shield
CV 6
Pick a visible friendly unit
within 18". Re-roll save rolls of
1 for that unit until your next
hero phase.

MAGIC
Arcane Bolt
CV 5
Pick a visible enemy unit within
18" to suffer 1 mortal wound.
If the casting roll was 10+, D3
mortal wounds instead.

Spirit Storm
CV 7
Each enemy unit within 18"
suffers a mortal wound.
Until your next hero phase:
-1 from run and charge rolls
for enemy units while they are
within 18" of the caster.

CHAINRASP HORDE

1

DEATH, MALIGNANT, NIGHTHAUNT, SUMMONABLE,
CHAINRASP HORDE

6
BRAVERY

Range

Attacks

To Hit

To Wound

Rend

Damage

Malignant Weapon

1"

2

4+

4+

-

1

Fly
Can pass across models and
terrain features, and any
vertical distance is ignored.

Chilling Horde
Re-roll wound rolls of 1 while
this unit has more than 10
models.

10

DEATH, MALIGNANT, NIGHTHAUNT, SUMMONABLE,
GLAIVEWRAITH STALKERS

DEATH, MALIGNANT, NIGHTHAUNT, SUMMONABLE,
GRIMGHAST REAPERS

BRAVERY

MELEE WEAPONS

6"
4+

5

Range

Attacks

To Hit

To Wound

Rend

Damage

2"

2

4+

3+

-

1

ABILITIES
Ethereal
Ignore + or - modifiers when
making save rolls.
The Point of Death
Re-roll failed hit rolls for
attacks made with Glaives
if this unit or the target unit
charged in the same turn.

SPIRIT TORMENT

MOVE

SAVE

SAVE

10

Hunter's Glaive

WOUNDS

8"

MELEE WEAPONS

Fly
Can pass across models and
terrain features, and any
vertical distance is ignored.

GRIMGHAST REAPERS

MOVE
WOUNDS

1

LEADER
Deathbeat Drummer
A unit including any Deathbeat
Drummers can retreat and
charge in the same turn.

ABILITIES
Ethereal
Ignore + or - modifiers when
making save rolls.

LEADER
Dreadwarden
Attacks: 3
This Horde has a Bravery
of 10 while it includes
a Dreadwarden.

1

4+
BRAVERY

MELEE WEAPONS

4+

GLAIVEWRAITH STALKERS

6"
SAVE

5+

MOVE
WOUNDS

6"
SAVE

WOUNDS

MOVE

10

DEATH, MALIGNANT, NIGHTHAUNT, HERO,
SPIRIT TORMENT

BRAVERY

Range

Attacks

To Hit

To Wound

Rend

Damage

MISSILE WEAPONS

Range

Attacks

To Hit

To Wound

Rend

Damage

Slasher Scythe

2"

2

4+

3+

-1

1

Shacklegheist Chains

2"

3

4+

3+

-2

D3

Death Knell

2"

1

3+

3+

-1

2

LEADER
Extoller of Shysh
Armed with a Death Knell
instead of a Slash Scythe.

ABILITIES
Ethereal
Ignore + or - modifiers when
making save rolls.

Fly
Can pass across models and
terrain features, and any
vertical distance is ignored.

Reaped Like Corn
If the target unit has 5 or more
models, you can re-roll failed
hit rolls for the Scythes.

For Whom the Bell Tolls
Allocate wounds inflicted by
the Death Knell after allocating
Scythe wounds. For each
enemy model slain by a Death
Knell, you can inflict 1 mortal
wound on an enemy unit within
3" of the model with the Death
Knell.

Fly
Can pass across models and
terrain features, and any
vertical distance is ignored.
ABILITIES
Ethereal
Ignore + or - modifiers when
making save rolls.
Nagash's Bidding
Re-roll hit rolls of 1 for friendly
nighthaunt units while wholly
within 12" of this unit.

Captured Soul Energy
Start of the battleshock phase:
If 3 or more enemy models
were slain that turn, pick a
friendly nighthaunt unit within
6" to heal D3 wounds.
If 3 or more stormcast eternal
models were slain that turn,
heal 3 wounds instead.

Alternatively, roll D3 and return
any slain models to that unit
with a combined Wounds of
less than or equal to your roll.
If you have more than 1 Spirit
Torment, at least 3 enemy
models must have been slain
during the turn for each ST that
uses this ability, and none may
use it more than once in the
same phase.

LORD EXECUTIONER

5

DEATH, MALIGNANT, NIGHTHAUNT, HERO,
LORD EXECUTIONER

10
BRAVERY

Decapitating Greataxe
Fly
Can pass across models and
terrain features, and any
vertical distance is ignored.

Range

Attacks

To Hit

To Wound

Rend

Damage

1"

3

3+

3+

-2

1

ABILITIES
Ethereal
Ignore + or - modifiers when
making save rolls.
Disembodied Skulls
Each time this model suffers a
mortal wound, roll D6: on a 5+
the wound is negated.

6
10

DEATH, MALIGNANT, NIGHTHAUNT, HERO,
KNIGHT OF SHROUDS

Fly
Can pass across models and
terrain features, and any
vertical distance is ignored.
ABILITIES
Ethereal
Ignore + or - modifiers when
making save rolls.
Nightmare Lantern
+1 to wound rolls for melee
weapons wielded by friendly
nighthaunt models wholly
within 12".

To Hit

To Wound

Rend

Damage

4

3+

3+

-1

2

Steed's Ghostly Hooves and Teeth

1"

2

4+

5+

-

1

Fly
Can pass across models and
terrain features, and any
vertical distance is ignored.

ABILITIES
Ethereal
Ignore + or - modifiers when
making save rolls.
Stolen Hours
Allocate Sword wounds before
Hooves and Teeth wounds.
Each time a Sword wound slays
an enemy hero, this model
heals 1 wound.

6"
4+

4

COMMAND ABILITIES
Lord of Gheists
Start of the combat phase:
Pick a friendly nighthaunt unit
wholly within 18" and add 1 to
their Attacks characteristic.
A unit cannot benefit from this
more than once per phase.

CAIRN WRAITH

MOVE

BRAVERY

Chill Blade

Attacks

1"

Staring Death in the Face
Start of the combat phase:
Pick an enemy hero within 3".
Subtract -1 from hit rolls for
attacks made by that hero in
that combat phase.

DEATH, MALIGNANT, NIGHTHAUNT, HERO, WIZARD,
GUARDIAN OF SOULS

MELEE WEAPONS

Range

Sword of Stolen Hours

SAVE

10

MELEE WEAPONS

WOUNDS

6"
SAVE

WOUNDS

Beheading Strike
If the unmodified wound roll
is 6, add 2 to the Greataxe's
Damage characteristic.

GUARDIAN OF SOULS

MOVE

5

4+

BRAVERY

MELEE WEAPONS

4+

KNIGHT OF SHROUDS

12"
SAVE

4+

MOVE
WOUNDS

6"
SAVE

WOUNDS

MOVE

10

DEATH, MALIGNANT, NIGHTHAUNT, HERO,
CAIRN WRAITH

BRAVERY

Range

Attacks

To Hit

To Wound

Rend

Damage

1"

3

3+

3+

-1

1

MAGIC
Arcane Bolt
CV 5
Pick a visible enemy unit within
18" to suffer 1 mortal wound.
If the casting roll was 10+, D3
instead.
Mystic Shield
CV 6
Pick a visible friendly unit
within 18". Re-roll save rolls of
1 for that unit until your next
hero phase.

Spectral Lure
CV 6
Pick a friendly summonable
nighthaunt unit wholly within
24" to either heal D6 wounds
or, if it has no wounds, return a
number of slain models with a
combined Wounds equal to or
less than the roll of a D6.

MELEE WEAPONS

Reaper Scythe
Fly
Can pass across models and
terrain features, and any
vertical distance is ignored.

Range

Attacks

To Hit

To Wound

Rend

Damage

2"

3

4+

3+

-1

2

ABILITIES
Ethereal
Ignore + or - modifiers when
making save rolls.
Reaped Like Corn
Re-roll failed hit rolls if the
target unit has 5 or more
models.

Frightful Touch
If the unmodified hit roll is 6,
inflict 2 mortal wounds (no
wound or save roll).

HEXWRAITHS

2
10

DEATH, MALIGNANT, NIGHTHAUNT, SUMMONABLE,
HEXWRAITHS

BRAVERY

MELEE WEAPONS

Range

Attacks

To Hit

To Wound

Rend

Damage

1"

2

4+

3+

-1

1

Hooves and Teeth

1"

2

4+

5+

-

1

Fly
Can pass across models and
terrain features, and any
vertical distance is ignored.

4+

3
10

DEATH, MALIGNANT, NIGHTHAUNT, SUMMONABLE,
SPIRIT HOSTS

BRAVERY

Spectral Scythe

LEADER
Hellwraith
Spectral Scythe Attacks: 3

SPIRIT HOSTS

6"
SAVE

4+

MOVE
WOUNDS

12"
SAVE

WOUNDS

MOVE

ABILITIES
Ethereal
Ignore + or - modifiers when
making save rolls.
Frightful Touch
If the unmodified Scythe hit
roll is 6, inflict 1 mortal wound
(no wound or save roll).

ABILITIES
Spectral Hunters
In your movement phase:
After moving, pick an enemy
unit with any models that a
model from this unit passed
across. Roll D6 for each model
in this unit that passed across
the enemy unit. For each 5+,
that enemy unit suffers 1
mortal wound.

MELEE WEAPONS

Spectral Claws and Daggers

Fly
Can pass across models and
terrain features, and any
vertical distance is ignored.

Range

Attacks

To Hit

To Wound

Rend

Damage

1"

6

5+

4+

-

1

ABILITIES
Ethereal
Ignore + or - modifiers when
making save rolls.
Frightful Touch
If the unmodified hit roll is
6, inflict 1 mortal wound (no
wound or save roll).

