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The warriors of Order fig

Whether they are the servants of the mig ‘

of Order or entirely concerned with their peoples ow

innovative technology. arcane skill and raw courage,

unimaginable horrors and perils to achieve their g
X

Warcry: Sentinels of Qrder 18 youl essential guide to the
i ’ - 231 » e

~

v foht in the lands of

P4 1‘ 3 - ’ 3 . '\\‘ i
warbands devoted to avilisation that gt
the Varanspire. The warriors and commanders of Order
, o N
ad varied in orgin; from the noble tempest

~

< of the Stormcast Eternals to the mysterious
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and murderous Daughters of Khaine, all manner of deadl)
fichters can be counted amongst their diverse ranks. As a
result. the forces of Order offer a great variety ol different

choosing 2 warband; no matter what you're looking for,

you're sure to find a faction that appeals to you, whether in
terms of the tactical possibilities it offers or the potential for
delivering a stunning paint job

Y : s 11 > 1 N a . e
In Sentinels of Order, vou 1l find complete rules for every

Warcry warband dedicated to Sigmar or his allies. Along
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The Bloodwind Spoil is
marauding warbands

against these foes

ht to protect their civilisations .‘md way of lite against all those who woul
hty God-King Sigmar, dey oted to one of his fellow deities in
n agendas, all are united by their hatred of the
they fight in the hostile expanse of the Bloodyyi

0'.\18.

the p,
l)‘.\l‘l'\ (
"d Spoil, Iy,

l(‘(l.\. \\y

with a detailed background that delves Lo the |
\ CNistory

18 l\llllim;
ave all (e

culture and motivation of many of the { 1Clion
tor supremacy in the Eightpoints, you wil] |
information you need to muster a warl

| : and jump g
into the tray. JHIIP Straig)yy

WENATIOoS, gIVINE you greater ins

For those experienced warband leaders who h
battled their way across the Bloodwind Spoi
a slew of campaigns, you'll find plenty
to enhance your games of Wa rcry. New le
expanded ally rules and a wide variety of deadly
all offer more freedom than ever before w
constructing your perfect warband, while a host of new
abilities allows you to effectively represent the unique skills
of these creatures and champions in fast-paced and brutal
skirmish battles.

ave already the Bloodwind Spoil and how th

POlland compleeq
ol creative w
ader options,

their mark on this cursed land
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1 lll\ . rF ¢ ’ ’ s BB ; - . - e
hen it comes to play, cralting engaging narrative experie:

leadership skills in the heat of competitive mate
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YOUR JOURNEY CONTINUES..

The jaw-dropping expanse of the Eight Realms is all but limitless. and so are the
opportunities for exciting games of Warlhammer Age of Sigmar.

The Warhammer Age of Sigmar Core Book

is your in-depth guide to this fantastical
setting. As well as a full and detailed history
of the Mortal Realms, from the legendary
tales of the Age of Myth to the triumphant
crusades of the Stormcast Eternals, you will
find a detailed overview of several of the meost
heavily contested realms. Included within are
introductions to each of the Grand Alliances
battling across these magical lands, from the
tireless legions of Death to the rampaging.
howling hordes of Destruction.

Exciting narrative sections, breathtaking
world-building and detailed timelines - along
with a showcase section presenting beautifully
painted Citadel Miniatures in all their glory
- will offer plenty of inspiration for your own
hobby collection.

Of course, within the pages of the Core Book,

you will alse find the full core rules for the
Warhammer Age of Sigmar tabletop game,

laying out each stage of a battle in intuitive

and easy-te-follow stages. Whether you

wish to take on your friends in a balanced
competitive match or prefer to simulate a

mythic encounter between fantastical armies

in the form of a narrative campaign, this weighty

tome provides everything you need to lead vour mighty army inte battle!



HOW T0 USE
) THIS BODK

H'arcr/‘v: Sentinels of Order contains all of the rules you need to field the
battlefields of the Bloodwind Spoil and beyond.

ORDER \VARBANDS Ihe rules in this book are split into
The rules in this book will often refer | the following sections:

to Order warbands. Every warband abilities and o l.es all the

LN Warcry belongs to one of the HEROES AND ALLIES warbands. Ti ‘g.llel cards fOl’Ordcr
tollowing 4 Grand Alliances: Chaos. This section explains how to include avaihble\(. *;tle i 12 factions
Death, Destruction or Order. An heroes and allies in your warband. ( > €hoose from,

Order warband is a ny warband that |

has one of the faction runemarks CAMPAIG
listed in the box below. MONSTERS This section incll\iges 4 fated
ate

'\LJI'Cry war -
arbands of
. l’dcr 0
N the

WARBAN[)S

[his section Incluc

This section contains rules for usin -
| In addition, if any rules have the monsters in your Warcry battles, : 251e§;i£}:gssy e "arband =
Order runemark (38F), those rules including abilities for fighters to use |
apply to all Order warbands. For against monsters and abilities for the
| example, the fated quests in this monsters to use themselves. There CHALLENGE BATTL
| book all have the Order runemark are also rules for including monsters | This section contains rules f; S
(¥8F) and can only be embarked upon | in your warband, plus fighter cards playing challenge battlc-:lses Sr
by Order warbands. and abilities for the monsters includes 6 challenge battl:?that
available to an Order warband. Order warband can embark upo;my

ORDER FACTION RUNEMARKS

S

Cities of Sigmar

Tempest’s  The Living Daughters of Idoneth Khainite Kharadron
Eye City Phoenicium Khaine Deepkin Shadowstalkers  Overlords

W 4

Anvilgard Hammerhal Lumineth Fyreslayers Seraphon

Realm-lords
b

v

. . ternals
Greywater Hallowheart Stormcast Eternals  Stormcast Eternals ~ Stormcast Efte

. , A4 Auxiliary
Fastness Sacrosanct Chamber  Warrior Chambei Vangtlcl;’(znbm.
1

heroes

This section provides rules for
special types of fighter known as
heroes and allies. These rules allow
you to include more than | fighter
with the Leader runemark ($¥) in
your warband, as well as fighters
with a different faction runemark to
your warband. This gives you even
more ways to theme your warband
and make it unique. For example,
your Stormcast Eternals might

be accompanied by a mysterious
emissary from an Idoneth Deepkin
enclave, or perhaps your Seraphon
are led by a Sunblood who is advised
by a cunning Skink Priest.

[f you have the Warcry: Monsters
and Mercenaries expansion, the rules
in this section supersede the allies
rules in that book.

INCLUDING HEROES
AND ALLIES IN
YOUR WARBAND

Any fighter with the same faction
runemark as your warband and
the Leader runemark («‘Q) can be

included in your warband as a hero.

Any fighter with a different faction
runemark to your warband and
either the Leader runemark (&%)

or the Ally runemark ({)) can be
included in your warband as an ally.
However, warbands can only include
allies from the same Grand Alliance.
For example, Order warbands can
only include allies with an Order
faction runemark.

In the Bloodwind Spoil, each day is a battle for survival

and champions, for together they stand far gre

Many warbands seek to make alliances with powerful
ater chance of mastering the wilds than sither does alone.

[here are limits on how ma nv heroes

and allies you can include in vour allies from yo ...' warband r e iz
warband, depending on the stvle of your warvand for that campaign
game you are playmv_g. | battle. Heroes and allies cost .'-
JUSE 1K€ any other Dgiser, bt 2 :
OPEN AND MATCHED PLAY | areignored for the purposes of the
In open play and matched play, rule that requires zll fighters in 2
when mustering for a battle, you warband to share the same faction
can include 1 hero or ally in your | runemark. In 2ddition, whes
warband. Heroes and allies cost | mustering your warband, heroes and
points just like any other fighter, but | allies are not considered 1o have the
allies are ignored for the purposes | Leader runemark (42
of the rule that requires all fighters |
in a2 warband to share the same | If your warband can include thra
faction runemark. In addition, when | when mu: tering for 2 campaign
mustering your warband, heroes and | battle, any heroes or allies vou
allies are not considered to have the | include in your warband do -
Leader runemark (3¥). \I decrease the number of thra :

NARRATIVE PLAY

[n narrative play, heroes and allies | Like other fighters, heroes and alli=s
can be added to your warband | can receive destiny levels, players
roster like any other fighter, either 'i must make injury rolls for them and
when you are first filling out your | they can bear lesser artefacts Heroes
warband roster or during the Add can bear artefacts of power 2nd be
and Remove Fighters step of the chosen to become fzvoured warmors
aftermath sequence. but allies cannot

Your warband roster can include

up to 3 heroes or allies in any \ HEROES AND ALLIES

combination. When adding fighters \ NEVERLEAD
to your warband roster, heroes and | Whena fghter s mcdudad m 2
allies are not considered to have warband as a hero or ally, 1 they
the Leader runemark (3¥) and do | have the Leader runemark (&5 ) oo
not count towards the maximum | their nghter card, this runemarX
number of fighters you can add. \ 1s only usad to determine which
| abilities the fghter can vse; the hero
When mustering for a campaign | or ally is not consaderad © have ;:
battle, you can include 1 hero orally | Leader runemarX (&) for any othes
from your warband roster forevery | purpose or rule. This means that
2 areas of territory your warband | any rule that refers to the leader ot 2
has dominated. For example, if you \ warband does not refer 1o any heroes
have 5 areas of dominated territory, | oralliesin that warband



The Eightpoints is home to more than )
tainted land; the strongest warbands se

This section refers a type of ighter
known as a monster. Monsters are
fighters with the Gargantuan ({¥)

runemark.

[f you have the Warcry: Monsters
and Mercenaries expansion, the rules
in this section supersede the monster
rules in that book.

Monsters are subject to the

following rules:

DEPLOYING MONSTERS
When monsters are deployed, they
must be placed wholly within 5
horizontally of a deployment point
instead of wholly within 3".

ACTIVATING MONSTERS

A monster can be activated 3 times
in a battle round instead of only

ust corrupted tribesmen.

ok to bind such creatures to their will, though that is easier sajg th

once. but each time it is activated, it
can make only 1 action instead of 2.
Each time a monster is activated, it

can use 1 ability before or after its

action.

[f a monster makes a wait action,

its activation immediately ends;

the monster is not said to be
waiting and the rules for waiting do

not apply.

MOVE ACTIONS WITH
MONSTERS

A monster can climb and jump
like any other fighter; however,

if at the end of a move action, its
base is not wholly on a platform
or the battlefield floor, it is said to
have fallen.

[f a monster is said to have fallen,
any part of the model’s base can be

Monsters and beasts of all kinds dw

placed on the point picked |
- " " |
opponent inste i

ad of just the centr
e,

MONSTER-HUN"I‘ING
ABILITIES

I~f any monsters are in play, al]
fighters except the monstcx)';
themselves and fighters wilim

th
Beast runemark () c )

an use th
Monster-hunting Abilities ;

opposite. oy
MONSTERS AND
UNIVERSAL ABILITIES

Monsters cannot use universal
abilities. Instead, if any monsters are

in play, they can use the Monster
Abilities shown opposite.

MONSTERS AND
TREASURE

Monsters can never carry treasure

MONSTER-HUNTING ABILITIES

|Double] Bindi
inding vge P e .
| Ing Ropes: Pick an enemy fighter with the Gargantuan runemark

this fighter and roll a number of dice equal to the
the Move characteristic of that fighte

pg— g oy Y.' '. : »
ralue of this ability. For each 4+

r (toa minimum of 3) until the end of the ¢

L !

[Double] Dodge and Evade: Until the end of the battle round, add the value of this 2b

- e eo. > S AE D s e

'I‘( J - Q » : s - . . ' 4
?ug,hnc..ss characteristic of this fighter when it is being targeted by an attack action made &
with the Gargantuan runemark (). | |

D ; e Diek ~ :

[h ouble| Jump on its Back: Pick an enemy fighter with the Gargantuan runemark (@) Uns
the end of the battle round, if that fighter starts a move action within 1" of this fizhter. then -
that move action, you can remove this fighter from the battlefield and set them op within |

that fighter.

}
[Triple] Go for the Eyes: If the next attack action made by this fighter this activation that tarsets ‘L
an enemy fighter with the Gargantuan runemark (§¥9) scores any critical hits, subtract 1 from the
Attacks characteristic (to 2a minimum of 1) of attack actions mac‘;e by that fighter until the end of '
the battle. ’ : |
[Triple] Gutting Strike: Add the value of this ability to the damage points zllocated by 2ach critica
hit from attack actions made by this fighter this activation that have 2 Range characteristic of 3 o

less and that target an enemy fighter with the Gargantuan runemark (f9).

S

[Quad] Taunt: Pick a visible enemy fighter with the Gargantuan runemark (§9) that is w

this fighter and roll a number of dice equal to the value of this ability. If 2 £+ is rolled oo 2ov

-

dice, then until the end of the battle round or until this fighter is taken down, attack action

that fighter must target this fighter.

-~ — - — - - .

_—t . sas

A

[Triple] Drag and Maul: Pick a visible enemy fighter within & of this nghter. Remove

value of this ability. For each 4+, allocate 3 damage points to that nghter.

from the battlefield and set them up within 17 of this fighter. Then, roll 2 number of dice
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choice, place each objective, treasure token and fighter that is on that ter

&‘\:\ F‘.y n ey O

—

e ——————————— E—

A A

other terrain feature that is on that terrain feature, on the battlefield floor in 2 location

#

[Quad] Demolishing Rampage: Pick a terrain feature within 17 of this fighter. In an order of you

3 :
L AN SALNAAN, AL

placed on the battlefield in this manner suffers impact damage. 1hen, remaove the terrain kature

as close as possible horizontally to its current location. Then, in an order of your choice, sach hght

W
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Monsters of the blackest depths, Kharibdysses are primaeval -

horrors prized by aelven beasthunters. When threatened, KHARIBDYSS ABILITIES

they are capable of emitting a howl that chills the very soul,

rendering their prey easy pickings to be soon devoured.
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In this section, you will find complete
rules for a wide variety of warbands
that have dedicated themselves

to Order. As well as a detailed
background exploring the history and
motivations of these warriors, there

are fighter cards for every fighter and
hero available to each Order faction

in Warcry, providing an easy reference
guide for consulting during hard-
fought skirmish battles.

Each warband is also equipped
with a range of unique abilities for
both the warriors‘and their heroic

leaders, allowing you to leverage their
particular skills and tactics to claim

victory over your rivals.
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The Mor eals © nt ‘
ortal Realms are rife with host. These grand armies of e R IR TR

- Yy \ R JVN . .
dangers. Rampaging greenskins and

marauding Chaos warbands ravage
the land. The dead do NOotL rest C\\.\‘\il\\
rising on the darkest of nights to
menace the living. Evil thi\nas lurk
In the shadows, and even the lands
themselves are perilous, stalked by
living spells and atavistic terrors. Yet,
somehow, the mortal followers of

Order survive. Though they do not

wield the powers of the gods. nor are

they immortal champions of battle
1 wit

or blessed with ruinous might, still
they hold onto their domains and
push back the corrupting scourge of
Chaos. Their courage and sacrifice
1as won them a hard, but prosperous,
existence in the Eight Realms.

Sigmar s sprawling cities form the
cornerstones of his mighty Sigmarite
Nations, bastions of civilisation in
realms still largely under the sway of
the Ruinous Powers. Each morning,
the city bells clamour, heralding the
departure of another great crusading

mortalkind march on ancient ruins
and sacred sSites, s;\nctif\'in\; the |
with the blood of the fg\i‘lhl'\ul and
erecting new frontier settlements to
expand Sigmar's claim.

While humanity dominates most
of these crusading forces in the
torm of the disciplined Freeguild
regiments and the learned wizards
of the Collegiate Arcane, other
races have also taken up the banner
of reclamation, among them the
Dispossessed duardin clans and a
wide array of aelven subcultures,

ranging from the cruel beastmasters

of the Scourge Privateers to the
swift pathfinders of the Wanderers.
When the call to battle is sounded,

these disparate forces put aside their
differences — if not their tensions and
prejudices — to fight for their homes.

The first free cities to be founded
by the God-King’s faithful were
located in Agshy and Ghyran, and

A l\\l

they now serve as Key lynchpins in
the Sigmarite Nations of Capilaria
and Verdia. Greatest of these is
Hammerhal, the Twin-Tailed

City, which spans the Stormrifi
Realmgate between the two realms
and forms the capital city for botl
the primary Agshian and Ghyranite
nations, Hammerhal is justly famed
tor its martial academies and the
militaristic pride of its Frecguild line
infantry, the Goldjackets.

In the Realm of Life are clustered the
Seeds of Hope; the Living City is the
most famous of these, blessed by the
magics of the Everqueen. Its armies,
known as the Viridian Shield, are
masters of ambush and the feigned
flight, striking from an unexpected
quarter to slay trespassers. Situated
in the desolate Ghoul Mere is the
smoke-belching metropolis of
Greywater Fastness, an industrial
powerhouse that has long been the
stronghold of the great Ironweld
guilds. Its warriors are armed with

Lthe mortal armies of Sigmar
".I.HI‘[IH}" Al the foot of the Arborean
Mountain is the Phoenicium. bastion
of the Phoenix lemple, The eternal

{ lllll’l’"ll 0l Ill" Ur ['ll‘l"llll Cd i be
tound in great abundance amongsi
the spires of this strange place, and
Its mortal inhabitants fight with a

vengeltul resolve to honour the sacred
creatures.

A — - - pan— .
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Tdon't care if they've got two heads,
no heads, tentacles for arms or their
skin'’s turned inside-out. You're men
of the Hammerhal Goldjackets,
damn you - now start acting like

it and fill their sorry hides full of
Sigmar's blessed lead!’

r—
-

- Trovan Joth,
Marksman Sergeant of the
Hammerhal Goldjackets

— _pa————— -
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[n Agshy, Hallowheart rises from the
realmstone-laced Shimmering Abyss
as a centre of magical learning. Its
soldiers are well used to battling

the protean horrors that stalk the
Abyss’s depths, and their warbands
are often led by mystics endowed
with great arcane power. On the
Charrwind Coast to the north sits
gloomy Anvilgard, a port city rife
with intrigue and cut-throats. The
grim warriors who make up the
city's armies are ferocious raiders
who delight in spreading terror

and death. To the south, proud
Tempest's Eye stands atop Titanspear
Mountain. Within the towering
minarets and observatories of the
city can be found great scrying
orreries and far-seeing artefacts,
allowing the Eye's ranging patrols
of swift skirmishers and veteran
outriders to react swiftly to any
perceived threat.

To most mortals, the Eightpoints

1s an infernal hellscape that dehes
sanity and understanding. Few
would be daring enough to risk
travelling there; fewer still would
expect to return, Yet there are some
inhabitants of the great cities who do
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Cities of Sigmar warbands work
warbands. When vou muster

slightly differently to other
A C1ties of Sigmar warband.

trom which they hail. To do so.
CiIty runemarks:

you must also choose the citv
Pick 1 of the following '

+ Hammerhal (@)

+ The Living City (i)

* Greywater Fastness (%)
 The Phoenicium ()

« Anvilgard (éﬁ)

« Hallowheart (¥)

» Tempest’s Eye (3%)

HAMMERHAL FIGHTER ABILITIES

[Double] Reclaim for Sigmar: A fighter
can use this ability only if they are
within 3" of an objective. Add 1 to the
Strength and Attacks characteristics of
attack actions made by this fighter this

of 3 or less.

activation that have a Range characteristic

[Double] Pulverising Strike: Add half
the value of this ability (rounding up) to
the number of damage points allocated
by each critical hit from the next attack
action made by this fighter this activation

that has a Range characteristic of 3 or less.

[Double| Rapid Redeploy: A fighter can
use this ability only if they are within 1"
of an enemy fighter. This fighter makes a
bonus disengage action.

[Triple] Cavalry Charge: Until the end of

fighter finishes a move action within 1"
of an enemy fighter, pick a visible enemy
fighter within 1" of this fighter. Allocate a
number of damage points to that fighter
equal to the value of this ability.

this fighter’s activation, the next time this |

[Triple] Volley of Shots: Add half the

value of this ability (rounding up) to the
Attacks characteristic of the next attack

action made by this fighter that targets an
enemy fighter more than 3" away.

[Quad] Righteous Purpose: This fighter
makes a bonus attack action that has a
Range characteristic of 3 or les§. Thex.l,
pick 1 friendly fighter within 3" of this
fighter. That fighter makes a bonus a.ttack
Jction that has a Range characteristic of

3 or less.

.:\ll fighters in your warband with the Cities of Sigmar
faction runemark (3s%) are also considered to have the
chosen runemark of their city, which will determine the
abilities to which they have access.
CITIES OF SIGMAR WARBANDS

IN CAMPAIGNS

\\\’hen playing your first campaign battle with a Citie
Sigmar warband, you must choose the
they hail and write it on your warb

s of
city from which

. and roster. In any future
campaign battles with that warband. you must choose the
same city runemark as the one written on your roster.

HAMMERHAL LEADER ABILITIES

[Double] Form Shieldwall: Until the
end of the battle round, add 1 to the
Toughness characteristic of friendly

fighters with the Bulwark runemark ()
while they are within 3" of this fighter.

[Double] Hunters of the Hidden
Paths: Add half the value of this ability i
(rounding up) to the Move characteristic
of this fighter for the next move action
they make this activation.

[Double] Pulverising Strike: Add half
the value of this ability (rounding up) to
the number of damage points allocated
by each critical hit from the next attack |
action made by this fighter this activation |
that has a Range characteristic of 3 or less.

[Double] Forgefire: Pick 1 friendly
fighter within 9" of this fighter. Until
the end of the battle round, add 1 to the
Attacks characteristic of attack actions
made by that fighter that have a Range
characteristic of 3 or less.

[Double] Rapid Redeploy: A fighter can
use this ability only if they are within 1"
of an enemy fighter. This fighter makes a
bonus disengage action.

- [Double] Form Shieldwall: 1/nr:] 15,

| | (& x¢
- SA

[Triple] For Sigmar and for
Hammerhal!: A fighter can use this
ability only if an enemy fighter has been
taken down by an attack action made

by them this activation. Until the end

of the battle round, add 1 to the Attacks
characteristic of attack actions that have
a Range characteristic of 3 or less made
by visible friendly fighters while they are
within 6" of this fighter.

[Triple] Cavalry Charge: Until the end of
this fighter’s activation, the next time this

l

fighter finishes a move action within 1°
of an enemy fighter, pick a visible enemy
fighter within 1" of this fighter. Allocate a
number of damage points to that fighter
equal to the value of this ability.

[Triple] Volley of Shots: Add half the
value of this ability (rounding up) to the
Attacks characternistic of the next attack
action made by this fighter that targets an
enemy fighter more than 3" away.

and roll a number of dice equal to the

damage points to that fighter.

[Quad] Twin-tailed Comet: Pick a visible
enemy fighter anywhere on the battlefield

value of this ability. For each 2+, allocate 3

(Quad] Strike and Melt Away: This
fighter makes a bonus attack action. Then,
they make either a bonus move action or a
bonus disengage action.

|Double] Forgefire- Pick | visa

aghter within 9 of ¢
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|Double] Greywater Welcome: A fighter
can use this ability only if it is the first

battle round. This fighter makes a bonus
attack action that must target an enemy
highter more than 3" away.

|Double] Pulverising Strike: Add half
the value of this ability (rounding up) to
the number of damage points allocated

by each critical hit from the next attack
action made by this fighter this activation
that has a Range characteristic of 3 or less.

|Double] Form Shieldwall: Until the
end of the battle round, add 1 to the
loughness characteristic of friendly
fighters with the Bulwark runemark (Cﬁ}’)
while they are within 3" of this fighter,

[Double| Vengeful Revenant: A
fighter can use this ability only if a
friendly fighter has been taken down
this battle round. This fighter makes a
bonus attack action that 'hax a Range
characteristic of 3 or less. |

[Double] Rapid Redeploy: A fighter can
use this ability only if they are within 1"
of an enemy fighter. This fighter makes a
bonus disengage action.

[Double] Forgefire: Pick 1 friendly
fighter within 9" of this fighter. Until
the end of the battle round, add 1 to the
Attacks characteristic of attack actions
made by that fighter that have a Range
characteristic of 3 or less.

(Double] Pulverising Strike: Add half
the value of this ability (rounding up) to
the number of damage points allocated
by each critical hit from the next attack
action made by this fighter this activation [
that has a Range characteristic of 3 or less.

[Triple] Cavalry Charge: Until the end of
this fighter’s activation, the next time this
fighter finishes a move action within 1°

of an enemy fighter, pick a visible enemy
fighter within 1" of this fighter. Allocate a
number of damage points to that fighter
equal to the value of this ability.

B
v

[Triple] Volley of Shots: Add half the
value of this ability (rounding up) to the
Attacks characteristic of the next attack
action made by this fighter that targets an
enemy fighter more than 3" away.

[Quad] Runic Munitions: This fighter
makes a bonus attack action that must

target an enemy fighter more than 3".
away. In addition, add the value of this

ability to the Strength characteristic of
that attack action.

the end of the battle round, add 1 to the
damage points allocated by each critical
hit from attack actions that target an
enemy fighter more than 3" away made

within 6" of this fighter.

[Double] Rapid Redeploy: A fighter can
use this ability only if they are within 1"
of an enemy fighter. This fighter makes a
bonus disengage action.

[Triple] Rune of Unfaltering Aim: Until ‘

[Triple] Cavalry Charge: Until the end of ]
this fighter’s activation, the next time this
fighter finishes a move action within 1"
of an enemy fighter, pick a visible enemy
fighter within 1" of this fighter. Allocate a
number of damage points to that fighter
equal to the value of this ability.

by visible friendly fighters while they are

D

B4
@®

[Quad] Descending Ash Cloud: Until
the end of the battle round, subtract 1
from the Attacks characteristic (to a

this fighter.

[Triple| Volley of Shots: Add half the
value of this ability (rounding up) to the
Attacks characteristic of the next attack
action made by this fighter that targets an
enemy fighter more than 3" away.

minimum of 1) of attack actions m'ade"by
enemy fighters while they are within 9" of

[Quad| Witness to Destiny: This fighter
makes a bonus attack action. In addition,
until the end of the battle round, subtract
2 from the damage points allocated by
each hit and critical hit (to a minimum
of 1) from attack actions that target this
fighter.

THE PHOENICIUM LEADER ABILITIES
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ANVILGARD FIGHTER ABILITIES ANVILGARD LEADER ABILITIES

[Double] Merciless Raiders: A fighter can
use this ability only if it is the first battle
round. Add 1 to the Move characteristic
of this fighter this activation. In addition. [Double] Imb
R e L | ouble] Imbued with Eldritch Ener -
e ks e Attacks ch ‘m}‘g“btlt ol | [Double] Form Shieldwall: Until the Until the end of this battle round 2
attack actions made by this highter this end of the battle r 1, add 1 to tl subtract 1 f h int
activation that have a Range characteri t1 ‘ Olll?( ; ’ - ‘ b e

g cteristic Toughness characteristic of friendly allocated by each hit and critical hit (to a [Double] Form Shieldwall: Until the

of 3 or less. : Inj -
fighters with the Bulwark runemark (§3) muinimum of 1) from attack actions that end of the battle round, 2dd 1 1o the
hile thev ithin 3" of this fiel target this fighter. e ==
while they are within 3° of this fighter. Toughness characteristic of friendly
fighters with the Bulwark runemark (§3)
while they are within 3” of this Gghter.

[Double] Pulverising Strike: Add half

::e vaJueboftl}icsi ability (roundiﬁg up) to ‘ (Double] Falennan i
€ number of damage points allocated N S LELRE? a
by each critical hit from the next attack :EZ :"]ilr‘:b‘;i to};'lcsl ability (rounding up) to
action made by this fighter this activation by each critical l?;?;%;f?;}:t;:ﬂo:jzi

that has a Range characteristic of 3 or less. action made by this fighter this activation
that has a Range characteristic of 3 or less.

[Double] Forgefire: Pick 1 friendly | 4

fighter within 9" of this fighter. Until g YA [Double| Forgefire: Pick 1 friendly
the end of the battle round, add 1 to the fighter within 9" of this fighter. Until
Attacks characteristic of attack actions the end of the battle round, add 1 to the

Double| Rapid Redeploy: A fi - %!
| e|] Rapid Redeploy: A fighter can made by that fighter that have a Range [Double] Rapid Redeploy: A fighter can Attacks characteristic of attack actions

use this ability only if they are within 1" T

: X ; S : de by that fig Rang

of an enemy fighter. This fighter makes a A cleListcoL S orless use this ability only if they are within 1 v rcr;xaacht}e:istitcﬁgfh;e;rtlheastshave ) :‘3
of an enemy fighter. This fighter makes a ’

bonus disengage action.
bonus disengage action.

[Triple] Cavalry Charge: Until the end of [Triple] Cavalry Charge: Until the end of ‘

{tih 115 ﬁgzte."ls activation, th.e peal l}i”“elahls [Triple] Make an Example of the Weak: this fighter’s activation, the next time this
AR RN 0100 Pick 1 friendly fighter within 3" of this | fighter finishes a move action within 1"

of an enemy fighter, pick a visible enemy
fighter within 1" of this fighter. Allocate a
number of damage points to that fighter
equal to the value of this ability.

[Triple] Warding Brand: Until the end of
the battle round, add half the value of this

OfAD ene.n;)f ﬁg{wtefr,lp.lcl; alwsnb‘{f“enent]y | fighter. That fighter is taken down. Then,
fighter within 1" o ln.s 5 uel]" ﬁo}c]a e | until the end of the battle round, add 1 to
number of damage me]ts t(,) t JaEtgies the Attacks and Strength characteristics bility o h P
equal to the value of this ability. of attack actions that have a Range e SotROE ER) o theTouphness
. characteristic of friendly fighters while
characteristic of 3 or less made by visible they are within & of this fighter.

friendly fighters while they are within 6°
of this fighter.

[Triple] Volley of Shots: Add half the [Triple] Volley of Shots: Add half the
value of this ability (rounding up) to the

value of this ability (rounding up) to the | s ot i Jagyed ;

Attacks characteristic of the next attack | tttflc S C ?r;df}?'suﬁc T“t let;e:tt attatc

action made by this fighter that targets an | action made by this fighter that targets an
enemy fighter more than 3" away.

enemy fighter more than 3" away:. |

[Quad] Vitriolic Spray: Pick a visible
enemy fighter within 3" of this fighter and [Quad] Ignite Weapons: Until the end

roll a number of dice equal to the value of of the battle round, add 1 to the Attacks
[Quad] Show No Mercy: This fighter this ability. For each 2+, allocate 3 damage 1A Ch line: Roll characteristic of attack actions made by
makes a bonus attack action. In addition, points to that fighter. In addition, until [Quad] Arcane Channelling: Roll a visible friendly fighters while they are
number of dice equal to half the value of B e e o
within 6" of this fighter.

if the target of that attack action has 1 or the end of the battle round, halve the this ability (rounding up). For each 4+
more damage points allocated to them, Toughness characteristic of that fighter | You'zaintliadditionalwildidice At the start

add half the value of this ability (rounding (rounding up). of the next hero phase.

up) to the damage points allocated by
each hit and critical hit from that attack

action.




TEMPEST’S EYE FIGHTER ABILITIES

|[Double] Outriders of the Realms: A
fighter can use this ability only if it is the
fi<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>