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MATT HUTSON

Lead Designer

This month marks Matt’s
twentieth year with White
Dwarf! That's longer than some
of our readers have been alive.
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To celebrate, he made some
maps for the Battle Report — he
just loves maps so much! He's
also painted a few more Titans.
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With the help of his faithful
clipping shark (we couldn't
make this stuff up...), Shaun
has made this issue of White
Dwarf look even more swish
than usual. He's also just
bought Gutrot Spume, and

This month, Ben has been
helping our new columnists
and guest writers with their
articles, though he did also get
time to draw some flowers (no,
really). He's also joined in with
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shots, we're pretty sure you'll
love the picture that Jonathan
took of the Crimson Fists on
page 90. On the hobby front,
he's been painting Evocators
for his Anvils of the
Heldenhammer army.

photograph this month’s Battle
Report from atop a ladder, he
also joined Jonathan to take
pictures of Adam Elford's
Chaos army in what can only
be described as a one-day
photography extravaganza.
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ell, this is exciting! If | could go back in time
and tell my twelve-year-old self that one day |
would be the Guest Editor of White Dwarf, |
think | probably would have popped with
excitement. But it's even better than that. This is the first
issue in a whole new direction for the magazine - one
that over the next few issues will become clear. White
Dwarf is going back to its roots!

But, what does that mean? It means the White Dwarf
team is sitting, once more, in the middle of the Design
Studio. They are surrounded by everything that is going
on with Warhammer, and the pages of White Dwarf will
soon be filled with content you would usually expect to
see in the General's Handbook, Chapter Approved, codexes
or battletomes. These are exciting times for the magazine.

In this issue we bring back an old favourite - Index
Astartes. This in-depth look at the Crimson Fists Chapter
is something that we have wanted to do for ages in the
Design Studio, but up until now haven’'t had a way to
publish it. Well, now we do. And this is just the start.
White Dwarf will be packed with all the articles you
know and love - painting guides, conversion articles,
new stories and background. And of course, tonnes of
great rules content for all of our games, written by the
games development teams and 100% official.

JANUARY 2013

A BRAND-NEW BEGINNI

One final thing before | sign off. Our amazing community
is full of tremendously kind, welcoming and talented
people. | want to thank you for all your input into the
worlds of Warhammer. Going forward, we would like to
feature more articles created by members of our
community — army showcases, house rules, games,
stories, all of it. If you know any talented hobbyists who
fit this bill, then please let us know, as Grombrindal
would love to get in touch with them. This magazine is
ours, so let's make it awesome together. | hope you enjoy
this issue as much as | have enjoyed putting it together.
And get ready for an exciting

future for this magazine.

White Dwarf has come home! /ML
PETE FOLEY

Guest Editor

As head of the Book and Box Games
Studio, Pete gets to cast his eye over
all the new rulebooks, battletomes,
codexes, and now White Dwarf, too! A
former 'Eavy Metal painter and an
avid gamer, Pete embraces all aspects
of the hobby. Follow him on Twitter
here: Pete Foley @geekjockpete
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WARHAMMER AGE OF SIGMAR

DEADLY VENTURE

A new short story featuring
the Kharadron Overlords.

RULES OF ENGAGEMENT
Games developer Jervis

Johnson chats about FAQs.

WARHAMMER AGE OF SIGMAR:
SKIRMISH

Introducing new and
updated rules for
Warhammer Age of Sigmar:
Skirmish.

FANTASTICAL REALMS

The first in a new series of
modelling and painting
guides for the Mortal
Realms. This month: Agshy!

CHILDREN OF CHADS

We present an incredible
army of skaven and
Maggotkin of Nurgle
painted by Adam Elford.
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THIS MONTH'S ARTICLES

CONTACT! b
Have your say on our letters page.
READERS’ MODELS 8

A selection of Warhammer Underworlds warbands. Painted by
you, loved by us!

WORLDS OF WARHAMMER 10

Background writer Phil Kelly tells us what goes into writing a
Warhammer short story.

MERCENARIES FOR HIRE b2
Exclusive rules for using Kroot in Warhammer 40,000: Kill Team.
ILLUMINATIONS 66

Illustrator Paul Dainton explores the art of Blackstone Fortress.

THE PINNACLE OF PAINTING 12

Guest columnist Darren Latham joins us to chat about entering
Golden Demon.

THE "EAVY METAL CHALLENGE 84

Five of the best painters in the world compete in a challenge
of Magic and Ritual.

INSIDE THE STUDIO 142
What we've all been up to this month!
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WARHAMMER 40,000

THE HERALD OF DOOM 92
Darkness comes to Vigilus in this new

short story by Nick Horth.

ECHOES FROM THE WARP 98

Robin Cruddace explores the genesis of
the latest edition of Warhammer 40,000.

INDEX ASTARTES: CRIMSON FISTS 102
New background and rules for this
iconic successor Chapter of the
Imperial Fists.

THE NEW SONS OF DORN 112
We take a closer look at Dan Hyams'
Crimson Fists Space Marine army.

PAINTING CRIMSON FISTS 116

A stage-by-stage painting guide for
the brothers in blue.

DECAPITATION STRIKE 120
Two tournament gamers knock seven
bells out of each other in this Aeldari
versus the Imperium matched play
Battle Report!

GLORY POINTS 58 GOLDEN DEMON 16
Games developer Dave Sanders investigates the different We show off eight pages of the very best
game boards for Warhammer Underworlds in this new article. entries from last year’s Forge World Open

Day, including models
from the Warhammer
40,000 vehicles
category and The Lord
of the Rings™.
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MISSING PLANET

I've collected Flesh
Tearers Space
Marines for years,
but | don't know
where in the galaxy
their Chapter planet
of Cretacia is
located. As far as |
know, the home of
my favourite red-
and black-armoured
psychopaths has
never been
revealed! With the
Cicatrix Maledictum
now dividing the
Imperium, | would
really like to <now
which side | should
be fighting on!

Lucas Clarke,
Essex, UK

Well, Gavin, Black
Library author
Andy Smillie had
the answer.
Cretacia is in the
Segmentum
Tempestus. On
the good side!

HIRED MERCS

Hi guys, great job
with the mag - 1it's
back on top form!
Now, just a quick
one — |'ve just read
through the Kill
Team core rules in
the amazing new
boxed set and |
only have one
issue. Why no
Kroot in the T"au kill
team? Surely they
would be ideal for
Kill Team and really
add to the game?

Ben Merritt,
Birmingham, UK

Yeah, Kroot! We
love Kroot, too,
so we asked the
games
developers if
they could write
some rules for
using them in Kill
Team. You can
find them on
page 62!

JUST A THANK YOU
| just want to thank from the

bottom of my heart all the
people at Games Workshop and
White Dwarf for creating a hobby
that | can truly enjoy. As a
disabled hobbyist who can only
use one hand in everyday life, the hobby has
been difficult for me to truly enjoy as painting
and building is a pain when you only have one
hand. But thanks to your new painting handles, |
can finally build and paint the army | want, rather
than struggling and being impeded by my
disability, which resulted in shoddy paint jobs
and wonky models!

| also want to thank the store managers who have
made this hobby truly special for me, being so
patient and accepting of my difficulties — they
have given me such a positive customer
experience and enabled me to play in a cheerful
and friendly gaming atmosphere.

And, of course, | want to thank the folks at White
Dwarf! The August issue is the first White Dwarf |
have read in a decade and | am floored at the
quality of the content within the magazine. It's
safe to say, I'll be sure to pick up the next one!

Charlie Chittle,
Eastbourne, UK

Where you get to have your say on all
things Warhammer... Send us your
letters and pictures and we'll print
the best ones we get!

And thank you for writing in, Charlie! We're
super-happy that the Painting Handle has
proven useful to you - perhaps the new
Assembly Handle will be even more use! We're
glad you had a great experience in our stores,
too — the chaps and chapesses on the front lines
will certainly appreciate your compliments!

WHITE DWARF IN THE WILD

Occasionally we get sent a picture of White
Dwarf out there in the real world. This month,
we received this picture of White Dwarf taking a
lovely holiday on an oil rig off the coast of
Qatar. This great pic was sent in by Rob Budden
who, we think, clearly captured White Dwarf’s
best side. If you've got a picture of White Dwarf
out in the wild, please send it in!

PAINTING QUESTION: SEEING RED (AND BLACK)

Hey, team. | recently saw images on the
Warhammer Community site of an awesome
black and red Skitarii Ranger. | love the colour
scheme and it got me wanting to start a kill team
of Skitarii, which I will definitely be doing when
my Kill Team boxed set arrives. Would you guys
be able to find out what colours were used on
this model so | can paint it on my models?

Harry Lam,
Miami, Florida, USA

Hey, Harry, glad to hear you're excited about
Kill Team - it is pretty awesome! The Skitarii
Ranger model you saw is from Stygies VIII -
you can tell by their black robes. Jay Goldfinch
from the Studio army painting team painted
the unit shown in the Core Manual - his advice
is to paint all the metal areas first and wash
them before blocking in all the main colours.
We've listed the colours for the robes, armour
and undersuit to the right for you.
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LOVING IT, HEART AND SOUL
Hi, White Dwarf team.

| recently painted the Nighthaunt army from the
new Soul Wars boxed set and the miniatures are
amazing! Can you tell the design team they did
an awesome job please? | had a blast painting
the Nighthaunt models and | wanted to share
some pictures with you of what I've painted. Also,
| wanted to thank you for the great articles and
Battle Reports you write every month — | can't
wait to read the next issue.

Yaél Guery,
Brest, France

We agree, Yaél — they are excellent models and
we passed on your comments to the designers.
We even showed them a picture of your
Chainrasps. Colin Grayson — one of the
miniatures designers behind the Nighthaunt
range — had this to say about them: 'l really like
the real-world rustiness of the weapons - it
contrasts well with the ethereal glow around the
models. | also like how the glow around the
Nighthaunt makes it look like they are rising up
from the ground. Or possibly tainting it with
their presence...’ High praise indeed!

JUST POINTING SOMETHING OUT

I've been loving White Dwarf recently, and I've
beerr meaning to write in to let you know that |
really appreciate the use of arrows and captions
to help illustrate the movement of units in your
Battle Reports. My one suggestion to improve
them even further would be to reduce the
amount of close-ups in your games, in favour of
more (or at least less cluttered) full shots of the
battlefield. | feel that Battle Reports work best
when they're allowed to show the ebb and flow of
entire armies rather than the details of a single
unit. It's one thing to read about a player’s tactical
decisions in text, but it definitely helps to also
see those moves visually.

ASK GROMBRINDAL

| know you're not really a fan of
anything with pointy ears but, just
out of interest, what would Drukhari
Incubi do if they were forced to fight
an Avatar of Khaine? Would they
follow orders, or submit to the whim
of their beloved deity?

twan Osborne,
Lt’{’ds, UK

Gah, another question about stargelves ~.den't you people
cever gel pored ofthem? Ask.a guestion about beards or axes
for a change! The first thingyou have.to remeémberis that the

Incubi. like all D

ruknart, havemo maraly— they would kill each

other, their leader, e¥en their best friend if there exists such
a thing in Drukhari society) in a heartbeat if it led to personal
gain, Bhesmoraldilemma of fighting an avatar of the deity
they'worship Would likely give them pause, though :E]l"i!,{h'_:ibh’
not for long#* defeating such an incarnation in combat would

likely raise thei
immeasarably. an
Sseéen as a sacrihice to

standing in Commorrite society

d any Incubi that die fighting it would be

the [".-ln;n;}t{_\,—h.{mdt‘d God. Of course; the

likelihood of an Incubus actually defeating an Avatar in battle

is highly unlikely

As | said, the current White Dwarf has been
fantastic. As a Warhammer 40,000 player since the
days of Rogue Trader, the current run reminds me
a lot of what I loved about the magazine during
my favourite period of the hobby (the second
edition of Warhammer 40,000). The return of
Necromunda, Blood Bowl, and Adeptus Titanicus
are only helping my nostalgia!

Thank you all for continuing to produce a well-
crafted magazine, and if | can add one tiny final
request: the occasional Horus Heresy Battle
Report would be most appreciated!

Jeffrey Arp,
Kansas City, USA

Thank you for your feedback, Jeffrey! As you
can see in this month’s Battle Report (page
120), we've included maps so you can see what
all the models are doing and where. We might
even include maps and full shots of the
battlefield in the future depending on what
game we're playing. We're also looking into the
possibility of a Battle Report for the Horus
Heresy, too — we've had a number of people ask
now, so we’'ll see what we can do!
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SO It's probably a moot pointanyway!

Grombrindal

A LITTLE LIE...
In the April 2018
edition of White
Dwarf, Grombrindal
seemed adamant
about the rarity of
undead duardin,
but | thought I'd
remind him about
this little gem. |
wondered what
Grombrindal had to
say about It...

lan Connolly,
Portsmouth, UK

He's furious! He
says he needs to
know your
address so he
can tell you so
personally...
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epulchral Guard
y Chris Pike

Ironskull’s Boyz
by Roberto Barciela Salcedo

Garrek's Reavers
by Jean-Baptiste Garide!
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" | | OUR TOP TIPS
Steelheart’s Champions

y Chris Pt FOR TAKING
by Chris Pike R
MINIATURES

In Readers’ Models,
we want to show
off the very best
miniatures painted
by you, our readers.
Of course, great
miniatures also
need great pictures,
S0 here are our top
tips for taking
pictures of your
favourite models.

Firstly, always use a
white background
— a large piece of
plain white paper IS
perfect. This helps
reflect ight back at
your camera (unlike
a black background,
which absorbs it),
making your shots
brighter and
cleaner.

The Chosen Axes
by Joshua Dunkerly E

Make sure you've
got good lighting.
We recommend
using daylight bulbs
— a couple of desk
lamps aimed at the
front of the model
should provide
plenty of light and
eliminate any
unsigntly shadows
behind the model.

Find the model's
nunin,s Mﬂnﬂ. oF THE MGNT“ golden angle — the

angle that shows

This month’s reader’s model is, of course, not Garrek’s Reavers to the left). Jean-Baptiste 2;5,;3,{,?: S

one miniature, but a whole warband. Jean- opted for a dark and gritty colour scheme for i you're ever in
Baptiste Garidel painted Ironskull’s Boyz to his orruks, using plenty of washes to give their doubt, take a look
add to his collection of Warhammer armour a dark and oily appearance. He used Etatmh:smv?;ﬂ:hno;he
Underworlds warbands (you can see his red as the spot colour on their armour and axes. website and you
{ should get a good
N idea of what angle
\ to take the picture
from.

Make sure the
picture is in focus! If
parts of your model
look blurry, move
your camera back a
few inches and try
another shot.

For more advice on
taking pictures of
your miniatures,
check out this
photography article:

warhammer-
community.com/
the-model-photo
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PHIL KELLY

Phil Kelly is a senior background writer for
Games Workshop, but back in the murky
past of 1999 he actually worked as a
graphic designer for this very magazine.
Since then, he has used his fevered
imagination to explore the worlds of
Warhammer, and painted literally thousands
of miniatures along the way. We poked him
with sharp sticks until he told us about it.

efore we get stuck in to the grim
darkness of it all, I'd like to tell you
about what my colleagues and | do in the
background writers team. At its most
basic level, our job is to write stories about
Citadel Miniatures. | sometimes refer to this as
‘writing about goblins’, and sometimes, that's
exactly what it is. But what we do has a more
integral contribution to the hobby than just
telling fun stories.

We are called background writers because we are
building a backdrop against which the sculptors’
heroes and villains can duke it out, a setting in
which your own stories and games of Warhammer
can take place. And much like our opposite

JANUARY2019

numbers in the Rules team, we put a lot of
thought into it — some might say a little too much.
In the grand scheme of things, it matters little
how many grots can dance on the head of a pin
(or how many Space Marines can fit in a
Repulsor), but it matters to us, and we know it
matters to you too.

My fellow writers and | are all keen hobbyists, with
ravening hordes of Citadel Miniatures guarding our
desks (and a hoard of boxes underneath that
could topple over at any moment). These
miniatures are ultimately the source of everything
we write. We are always inspired by the models
that we get from the designers, as well as the
illustrations from Games Workshop's artists — and,
sometimes, the designers and the artists are
inspired by what we write. So it goes in an irregular
but creative cycle that refines, refreshes and
reinvents some of the best science fiction and
fantasy concepts to ever grace the page.

So how does this work, in practice? Well, the
stories we write generally focus on the heroes of
the hour, and by that | mean the models and
armies that are being released at the time of the
relevant publication. The heroes (and anti-
heroes) don't always win, but they always get to




look good in their scenes; even if they get
defeated, they acquit themselves well. We get
our cast list, as it were, when models from the
miniatures designers are finalised. We examine
them in exhaustive, forensic detail and then,
together with the sculptors themselves, find the
right way for them to be sown into our worlds. A
lot of what we write is informed by the miniatures
we have painted in the many display cabinets
around the studio, as well as a collaborative effort
with the games development team to make sure
these characters behave like we say they do
when on the tabletop. But other than that, we
have a lot of free rein with the stories we want to
tell, and the way they shape our universes.

SOLID FOUNDATIONS

There is another part of our job that | want to talk
about this month — an aspect some people rather
grandly call ‘world building’. There is a
construction element to it, so prepare for a
laboured analogy. Together, my fellow book-
botherers and | are the latest contributors in a
massive building project that has spanned almost
forty years (and involved at least that many
writers). It is so rich in detail, with so many
offshoots and rabbit holes, that once you've
ventured inside, you can spend a lifetime
exploring it and never look back.

Every new story we write, or that is written by our
fellow author types in the Black Library, is
another brick in a far greater edifice (presumably
one with lots of spires, statues, vestibules, flying
buttresses, cybernetic gargoyles and the odd
flying baby). It is built on solid bedrock, with its

own unique style, signature designs and gritty
texture, and over the years that has proven a
fantastic repository for exciting new material. Just
like the sculptors and artists, we've extrapolated
upon the first blueprints that Games Workshop
ever devised back in the 1980s, and built new
extensions upon them in a hundred different
ways. Sometimes we've engineered brand new
structures that have grown and developed in
their own right, but many of those first characters
and tales still exist today (albeit reinvented and
often wearing much cooler armour - here’s
looking at you, Marneus Calgar). We've kept the
best heroes (and villains), stories and artwork out
of respect for the past, as well as to maintain a
sense of history and continuity across the
decades. It add a richness to our universes that
makes them seem all the more real, and gives a
sense of weight and history.

... once you've ventured inside,
you can spend a lifetime
exploring it and never look back.

VERY SHORT STORIES

We don't expect people to explore Games
Workshop’s monolithic worlds all at once. Far from
it, in fact; we're always looking for points of entry
to make the voyage easier to start. There are
hundreds of books and games out there set in the
Warhammer universes, and even we can't read
through every one of them (though collectively we
get very close, and we know the right people to
contact if in doubt). So how do we make all this
more accessible? Well, we write not only the main
background text of each book to give an in-depth
look at each army, but also snippets and story
threads that lead to a much greater tapestry.

S———
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Below: Arch-villains
such as Arkhan the
Black have appeared
In novels, battletomes,
sourcebooks and
countless other places
over the years —
Arkhan actually made
his first appearance In
Warhammer 25 years
ago! Every new piece
of background or short
story adds to their
ever-growing legend.
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Below: The short
stories in the Malign
Portents seres
themselves dire
prophecies of the
darkness and horror to
come — took
Warhammer Age of
Sigmar down a far
darker and more
sinister path than ever
pefore. Even the nobdle
Stormcast Eternals
found themselves
doubting the method
of their reforging -
were Sigmar’s goldan
children all they
appeared to be?
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Space is at a premium in our codexes,
battletomes and rulebooks, so alongside the
main text we also write lots of miniature stories
that give you glimpses into these worlds. They
might be small, but they are carefully made. Each
is written to fill a neat little box on the page, but
also gives an insight into that body of
background, usually from the point of view of a
character that lives there. | think these are
integral to the world building of the Warhammer
universes. There are a couple in this magazine,
such as ‘Herald of Doom’ by Nick Horth on page
92 or, if you're more into Age of Sigmar, ‘Deadly
Venture' on page 16 instead. Go and read one (or
both), if you haven't already.

It's tough to write a good story,
with characters, conflict and
maybe a twist at the end, in just a
couple of hundred words.

All done? Right then. Time for some numbers. In
the goblin-starved world of everyday
publications, a short story is usually around ten
thousand words long. The ones we publish in
White Dwarf are usually about ten times shorter
than that, and the ones in our gaming books can
be ten times shorter again. These really short
stories often share the page with jaw-dropping
artwork and the finest miniatures in the world, so
they have to be punchy. They usually take the
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form of a quick vignette to get a battle scene or
another, more personal conflict across. They may
be short, but they are tough to nail down, a bit
like a ratling heretic on frenzon. It's tough to write
a good story, with characters, conflict and maybe
a twist at the end, in just a couple of hundred
words — that's roughly the size of this paragraph,
to give some context. But if we're doing our job
right the little stories in our books and magazines
are quick to read, digestible and fun. Taken
together, they do a better job of showing a world
than a single perspective ever could.

MALIGN INTENT

| think the best recent example of this can be
seen in the Malign Portents stories. These were a
set of fifty-two pieces of short form fiction,
published twice weekly on the Malign Portents
website and available for free. With these stories
we got a chance to delve into dozens of
perspectives, agendas and events over the
course of the Time of Tribulations, when the
Legions of Nagash were on the march and the big
bony bad guy was working towards the cosmos-
wrecking ritual that reshaped so much of the Age
of Sigmar. It was a tremendously wide-ranging
project that enabled us to look deep into the
Mortal Realms, establishing a lot of the detail and
grit that people had been asking for to fill out the
epic fantasy, gods-and-monsters crusades we'd
been telling thus far. People were asking — what
about the little guy? Well, these twice-weekly
stories were a perfect opportunity to tell those




stories too, and parcel them out so people could
come along for the ride.

At the beginning of this process, we mapped out
all fifty-two pieces, with story names, protagonists
and one-line synopses. These were aligned with
the dates upon which they would be published,
so they could better support the battletomes and
miniatures released at that time. Over the next
few months we showed people the Age of Sigmar
through the eyes of a farmer whose fields had
yielded not crops, but bones, teeth and unliving
skeletons. We opened the diaries of young
garrison guards whose cities were slowly falling to
their own superstitions. We showed an ageing
prizefighter step into the ring one last time, only
to find his last big fight is not against a younger,
stronger champion, but life itself. We met
conniving Grot Shamans, charismatic Warqueens,
cursed clockmakers, paranoid skaven and dying
goddesses. We saw the free people of Sigmar
realise the Stormcast Eternals had become so
uncompromising they could be terrifying
executioners as well as shining saviours. At the
same time, we told the story of the Stormcast
Eternals slowly realising their blessing of
immortality might actually be a curse.

Over the course of these stories we also
introduced new factions — via the machinations of
Morathi and Malerion we met the Daughters of
Khaine. We then read about a Necromancer sent
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to slay the defenders of a populous fortress, only
to find that the Idoneth Deepkin had stolen their
souls away first. The stories went on, layering in
new factions and revealing secrets as they built to
the crescendo of the necroquake. In the process,
they showed the Mortal Realms through so many
sets of eyes that a massive swathe of the setting

was fleshed out and given new life (sorry, Nagash).

It's your Citadel Miniatures that
are the heroes and villains making
this worldwide story come to life.

It's something we will be doing with Warhammer
40,000 as well, as we delve further into the
beleaguered planet of Vigilus and its place in the
Imperium Nihilus. The ‘Herald of Doom'’ is just the

start. If you want to know the sort of thing to expect,

why not hunt down the Malign Portents stories on
the website — if you have a spare ten minutes |
recommend reading a few. Each one should be like
watching a scene cut from a film, and each one
should leave you wanting to watch more. That's
where you come in, of course, because this is as
much your story as it is ours. It's your Citadel
Miniatures that are the heroes and villains making
this worldwide story come to life. Though we will
help set the stage, it's you that will determine the
ending for your own heroes, and hopefully start
some brand new stories along the way.

'
H i
r -

< *--+-'-1—----—:n—— i
i

|

JANUARY 2019

!

Above: The war
taking place on Vigilus
S explored in depth In
the Imperium Nihilus
Vigilus Defiant book.
Alongside swathes of
new background
about the beleaguered
world, you'll find short
journal extracts and
speeches from some
of the background
characters, helping to
set the scene for the
ongoing war.

MORE STORIES

Want to read all
the short stories
that Phil mentioned
in his column?
Head over to the
Malign Portents
website now to
read them

malignportents.
com/stories
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the Eight Realms were born. And with their
birth began a war that would last an

From the maelstrom of a sunde
eternity. This mon

we feature short
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stories, new rules and a stunning army




DEADLY VENTURE

Admiral Hengtsson and his
crew journey far beneath
the city of Hammerhal
Ghyra in search of an
ancient treasure. But what
will they find lurking in the
darkness? Read this new
short story on page 16.

FANTASTICAL REALMS

This month’s modelling
and painting article tackles
a hot topic — how to paint
and convert models from
Agshy, the Realm of Fire.
Turn to page 38 for flaming
swords, burning braziers
and a whole lot of orange.

CHILDREN OF CHAOS
Renowned hobbyist Adam

Elford joins us in the White
Dwarf bunker with his

Impressive skavewd
Nurgle armies fo@~
Warhammer Age of

Sigmar. We ask him all

about them on page 48.
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DEADLY VENTURE

Following the Shyisian necroquake, treasures beyond imagination have been

uncovered. It is a time of discovery and opportunity, as the crew of the Arkanaut

Ironclad Dammerung are about to discover in this short story by Nick Horth.

‘Navigator, shouted Arkanaut Admiral Hengtsson, resting one
booted foot upon the fore firing step of the Dammerung. ‘Your
readings, if you please.

Aetheric Navigator Greggun took his time to respond, as
always, but Hengtsson did not press him. Greggun was a
cautious old salt - he measured a thousand times before

the cut, said the crew of the Ironclad. Yet there was no finer
aether-reader in all of Barak-Zilfin, and Hengtsson knew he
was fortunate to have the greybeard in his employ. Few others

could have guided the bulky airship safely through these
) winding, subterranean tunnels. They were deep below the
surface of Hammerhal Ghyra now, venturing into places that
none had explored for centuries beyond counting.

Beyond yonder wall, said the Navigator, after several long
moments. Fierce aether-currents, Admiral. If I didn't know better,
[ would say we were sailing into storm-wracked skies. Either that
or theres a source of arcane power somewhere in these caverns that
could power the Windswept City for a season or more.
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T know which option I choose to bet my reputation on, said
Hengtsson. 'In my experience one tends to run into very few
underground storms.

That drew a few chuckles from the crew.

It seems the city-dwellers spoke sense for once, the Admiral
continued. "You've all heard the tales. There’s a temple filled
with treasure hidden beneath Hammerhal Ghyra, and every
tomb robber and cutpurse from here to Tempest’s Eye wants
a piece of the prize. Now, I say to you - who beats the crew
of the Dammerung to the mark, when there’s coin and glory

to be had?’

‘Not a soul in the realms!’ roared his crew.

Hengtsson grinned beneath his mask. He gestured towards
the immense, sheer wall of stone that rose ahead of the
Dammerung. It was slick with dripping water and glowing
softly with luminescent algae. A shelf of rock jutted out from




the port side of the cavern, forming a natural bridge to the
centre of the cliff. It was almost as if it had been purposefully
crafted to act as such, though there appeared to be no
opening in the glistening surface. Hengtsson was not about
to waste his time searching for some hidden entrance. He
had the only key he needed.

‘Bring her about!” he roared. ‘Full volley, fire as your guns bear!’

With the sound a thousand thunderstorms, every single
cannon and torpedo port on the Dammerung opened up.
Contrails of smoke and fire spiralled towards the wall and
detonated in flowers of white fire, hurling chunks of stone
the size of gunboats free to topple into the abyss below.
The cataclysmic force of the cannonade shook the cavern,
dislodging chunks of rock and clusters of vegetation that
rained down upon the skyfarers. Soon the cavern was filled
with smoke so thick it masked all movement.

Guns readied, the Kharadron waited for the dust to clear. As it
did so, it revealed an enormous, jagged breach blasted into the
cliff face. Intense, blue-green light bled from the newly formed
scar, bathing the Dammerung and her crew.

‘Form up!” Hengtsson bellowed. ‘Let’s fill our hold to bursting.

With a chorus of eager cheers, the crew raced towards the
boarding ramps. The Ironclad descended, its aether-endrins
keeping the immense bulk of the ship aloft as the ramps
slammed down upon the shelf of rock at the centre of the

FICTION
/

cavern. Gunnery Sergeant Sootbeard and his Grundstok
Thunderers took the lead, hefting decksweepers, mortars
and assorted weapons of destruction. They advanced
cautiously, picking their way through the debris and fallen
rocks, sweeping their guns across to cover all the angles with
practised movements.

Guns readied, the Kharadron
waited for the dust to clear. As it

did so, it revealed an enormous,
jagged breach blasted into the
cliff face...

Sootbeard gave a sharp gasp as he stepped through the
ragged opening the Ironclad had blasted in the cavern wall.
Admiral Hengtsson soon saw what had moved the normally
taciturn duardin.

“That’s an impressive sight and no mistake, the Gunnery
Sergeant muttered.

They had entered a roughly spherical chamber large
enough to berth a skyfleet, and thoroughly blanketed by
an untamed mass of vegetation: clusters of purplish thorn-
vines, phosphorescent fungi and blossoming flowers of every
conceivable hue and shade. Crystal-clear water poured from
apertures in the smooth walls, falling into a yawning abyss
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below. The deluge cast shimmering rainbows across the
glistening walls of the cavern. Admiral Hengtsson tended to
see greater beauty in pristine metalwork and well-forged steel
than he did in the creations of nature, but even he could not
deny the raw splendour of the place.

A great bridge of carved stone led to the centre of the cavern,
and to the foot of a set of marble stairs. Beyond these lay a
colonnaded amphitheatre, its roof decorated with complex
patterns of tilework. The clearly artificial structure seemed
strangely incongruous amongst the natural splendour of the
surroundings. The Kharadron cautiously strode out across the
bridge, staring down into the darkness below. The walls of the
pit were covered with more luminescent lichen, but they could
not see to the bottom of the cavern.

‘Keep your wits about you and your eyes sharp, said
Hengtsson, uncomfortably aware of how narrow and
exposed their path was.

They made the far side of the bridge and climbed the
marble stairs, entering a vast, circular courtyard dominated
by a platform of black stone. A great sphere was mounted
upon either side of the dais, formed from concentric

rings of golden metal and supported by marble pillars.

As Hengtsson strode across the plaza he could feel the
static tingle of magic in the air, but the strange devices
stood silent and unmoving. In the very centre of the
amphitheatre, upon the dais, was a golden font, its surface
decorated with runes and lightning bolts.

‘Powerful electro-aetheric aura in here, said Greggun, the
crystal lenses of his helmet magnifier flickering as he scanned
the walls and floor. As his gaze passed over the font at the far
end of the chamber, he stumbled and gasped in pain, raising
his gauntleted hand to cover his eyes.

‘Grungni’s beard!” he cursed, smashing the butt of his staff
upon the ground.

‘What is it, Navigator?” Hengtsson said, as the Grundstok
Thunderers formed up around the stricken duardin.

Greggun shook his head, and gave a snort of laughter.

“Think you've found your prize, Admiral, he said. “‘Whatever’s
in there's got enough charge in it to power a skyfleet!

As Gunnery Sergeant Sootbeard barked orders to his warriors,
forming them up around the dais, Hengtsson strode forward
eagerly. His volley pistol held at the ready, he peered over the
lip of the font. This close, the glare emanating from within
was almost blinding. The Admiral’s helmet lens darkened as
the lur-crystal from which they were crafted reacted to the
intense light, aiding his vision. As the flare ebbed away, he saw
that the font contained a pool of bubbling, crystal-clear water.
Lying at the bottom was an object the size of the duardin’s fist
that exuded a sparkling light so bright it hurt to look upon.

Reaching into the font, Admiral Hengtsson closed his
fingers around the object and wrenched it free. He peered
at it through narrowed eyes, ignoring the painful light that
seared into his skull.

[t was soft to the touch, with a smooth, organic texture like
that of a seed. Hengtsson could feel a gentle warmth radiating
through his armoured gauntlet.




‘Is that it?’ said Gunnery Sergeant Sootbeard, sounding
distinctly unimpressed.

‘There’s power in it I've not seen the like of before,
insisted Greggun.

‘Krukig!’ Hengtsson swore, and released the strange object.
It had flared with intense heat, and he could feel the flesh
beneath his metal gauntlet blister.

The seed did not fall to the ground, but floated in mid-air,
glowing ever brighter by the moment. Hengtsson took a step
back. Tendrils of glowing, amber energy lashed out from the
object, whipping through the air and across the ground.

The chamber shook. Dust and stones rained from the ceiling.
There was a sound in the distance like rushing wind, coming
closer and closer by the moment.

‘Grungni’s beard" he cursed,
smashing the butt of his staff

upon the ground...

‘Navigator!” Admiral Hengtsson bellowed. “To your task!

It's no use, Admiral, Greggun said, his voice trembling with
exertion. Aetheric currents whipped around the Navigator’s staft
as he channelled arcane energies in a desperate effort to smother
the seed’s power. “This is magic beyond my power to unmake.

The chamber shook once more. Hengtsson looked up and saw
what at first he took to be an immense serpent squeezing its
way through a crevasse in the cavern wall.

Sir!” yelled Gunnery Sergeant Sootbeard, gesturing to the
other side of the chamber. Another shape wound its way
through the rock face, curling and twisting in the air above
them. The two serpents entwined as one, and as they passed
through the light of glowing lichen, Hengtsson saw that they
were not creatures at all, but thousands upon thousands of
crawling vines, moving with a singular purpose. More and
more snaking vines emerged from the cavern wall, until
almost the entire ceiling was covered. At the centre of the
writhing mass blossomed a crown of white flowers, like a great
eye staring down upon the Kharadron.

“You... should not have come here, a melodic voice echoed inside
Hengtsson’s head. “Thieves... or... trespassers. It matters not. This
is a place for the lost. The cursed and the rightly forgotten.

A snake-like cluster of vines descended and swept towards
Sootbeard’s Thunderers. Several were smashed from their
feet, flung clear of the amphitheatre and into empty space.
The Gunnery Sergeant was yanked from his feet and lifted
into the air. Sootbeard bellowed and cursed as he tried to
struggle free, and blasted away at the mass of vines with his
aethershot rifle to no avail.

FICTION

A haunting note split the air, 2 mournful song that sent a

chill down Admiral Hengtsson’s spine. Sootbeard stopped
struggling. The vines smothered him entirely, until the blue

of his uniform could no longer be seen. Then they gently
lowered the duardin to the floor. The old duardin’s body rolled
free of their clutches, his armour rent and torn in a dozen
places. Pale-white flowers protruded from these breaches,

forcing their way through the eye-lenses of his war-mask.

‘Fall back!” Hengtsson ordered, appalled by the manner of his
crewmates demise. The Grundstok Thunderers kept up their
barrage while the rest of the crew retreated across the narrow
stone bridge. Several more were snatched up by the reaching
vines. White petals drifted through the air, and that terrible
song continued. The Admiral reached the breached wall of the
cavern and scrambled through. The Dammerung was there,
still moored along the shelf of rock.

Its deck was covered by a carpet of white flowers. Strange,
irregular shapes lay amidst the unnatural meadow. It took
Hengtsson a moment to realise they were the corpses of
the rest of his crew.

‘No, said, Hengtsson, overcome with loss. So many years
spent in pursuit of a commission, an Ironclad of his own. All
wasted in a moment,

Vines twisted around his waist and he felt himself being raised
into the air. Snarling, he struck at them with his hammer,
pulping several strands. It was useless. More creeping tendrils
snaked around his arms, locking them tight. Slowly he was
turned about, and found himself facing that great crown of
pale blossoms. Hengtsson struggled and kicked, but he could
not even free his arm to fire his pistol into the damned thing.

‘Peace, little one, came that soft, sad voice again. ‘Cease your
struggle. Join Ghillnarad Dhor in eternal repose.

As the words echoed in the Admiral’s head, the field of flowers
rippled like the surface of a lake. Spores drifted all around,
and the haunting melody grew louder. Hengtsson's eyes began
to ache, and the strength drained from his hands. He felt his

hammer slip from his grasp. All he could hear was the song.
As his eyes closed and darkness swirled to envelop him, he
heard the voice speak once more. It was tinged with regret and
sorrow, but also with burning conviction.

‘None but the faithful may look upon the secrets of the Jade
Temple and live. Such is the God-King’s decree.
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RULES OF ENGAGEMENT

how the rules for Warhammer Age of Sigmar are

JERVIS JOHNSON designed. Hopefully they will help you get more
Jervis Johnson has worked for Games out of your games and, at the very least, they

Workshop for many years — some might should give you a good understanding of the

even say decades! He is currently the design philosophy that underpins the rules. Well,
lead games developer for Warhammer that's the plan, anyway!

Age of Sigmar, but has worked on just

about every game in the Games For this first article, | am going to take a look at

Workshop catalogue at one time or the thorny and vexing issue of rules questions
another, including Warhammer 40,000, and how we deal with them. In the process, |

Blood Bowl and Adeptus Titanicus. hope to give some guidance on how you can

solve the vast majority of rules questions that

t is quite a while since I've had a chance  might arise in a game of Warhammer Age of

to write anything for White Dwarf, and it Sigmar for yourself. I've been working on the

is a real pleasure to get the opportunity  game as the lead rules writer since its conception,

to do so once again. Veteran readers and it has been one of the most interesting
may remember my Standard Bearer column from  projects of my career. Our desire was to create a
a few years back, while real grognards may just system that is both easy to learn and easy to
about be able to recall my old ] Files articles and  play, but which at the same time includes enough
the many reports of the battles I lost against my mechanical ‘crunch’ in the rules to bring the
fellow games developers back in the day. Mortal Realms and the warriors that fight there
However, the purpose of Rules of Engagement is  fully to life. Speaking for myself, it is the
not to wallow in nostalgia, but, as its name balancing act between simpleness and
implies, to discuss the game that currently fills accessibility on the one hand, and detail and
my working days: namely, Warhammer Age of immersion' on the other, that makes designing
Sigmar. My aim with this column is to give you all  tabletop wargames such a fascinating and
some insights into the whys and wherefores of satisfying experience.

“The act of moving or shooting asmodgi 18 part of
the rules of the game, but those Tules shapuld




Rules of Engagement is our second new column, this time penned by veteran games designer
Jervis Johnson. Each month, Rules of Engagement focuses on the creation, design and
evolution of the rules for Warhammer Age of Sigmar - this time around, Jervis tackles FA(s.

However, there is another very important aspect
to creating the rules for a game like Warhammer
Age of Sigmar, which is writing them in a way that
makes them both easy to comprehend but also
comprehensive enough to cover their use in the
game. In practise this is another balancing act,
because writing rules to cover every possible
situation that could arise during a game would
create rules that were needlessly long-winded.
Instead, you go for a balance between accessibility,
preciseness (ensuring there are no vagaries or
areas within the rules that are likely to be
misinterpreted) and mechanical robustness (do
they work on the tabletop? Or, to put it another
way, will they survive contact with the enemy?).

‘Our desire was to create a
system that is both easy to learn
and easy to play...

In the first edition of Warhammer Age of Sigmar,
we erred on the side of writing rules that were as
accessible and precise as possible, with the
result that the robustness of the rules sometimes
suffered. So, when | started work on the second

edition, | was determined to write rules that kept
the accessibility and precision of the first edition
rules, while making them equally robust. By and
large, and with considerable help from my fellow
rules writers, editors and playtesters, | think that
goal has been achieved with the second edition
of the game.

All of which begs the question, why am | writing an
article about rules questions? Surprisingly, it's
actually because of the work we all did developing
the new Warhammer Age of Sigmar rules. You see,
as | started work on the new core rules, | ran into a
problem. What | found was that there were
situations where the rules were accessible, precise
and robust, but questions still arose about them. A
good example of this is the rules for movement,
and how these interact with terrain. Here's what
the core rules say (page 229 of the core book):

‘Unless stated otherwise, a model can be moved
over a terrain feature but not through it (so
models can't move through a wall, or pass
through a tree, but can climb up or over them). A
model can be moved vertically in order to climb
or cross a terrain feature, counting the vertical
distance up and/or down as part of its move.’

[ am using iImmersion
here to aescribe the
feeling you get when
you're playing a game,
but the rules allow you
to iImagine what Is
happening ‘in real life’
— you are no longer
rolling dice and moving
around Crtadel
Miniatures, but
watching a
life-and-death struggle
unfold before you.

. 4 &
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USEFUL LINKS
The advice in this
column applies just
as much to games
of Warhammer
40,000, Warhammer
40,000 Kill Team
and Warhammer
Underworlds as it
does to Warhammer
Age of Sigmar.
Players of all our
games can find
designers’
commentarnes and
errata on the
Warhammer
Community website:

warhammer-
community.com/

fags/

Any rules questions
can be sent to the
following email
addresses:

Warhammer Age of
Sigmar: aosfaq@
gwplc.com

Warhammer
Underworlds:
whunderworlds
@gwplc.com

Warhammer

40,000: 40kfaq@
gwplc.com

Warhammer
40,000 Kill Team:

kiliteam@gwplc.
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This allows models to move up and down
terrain, and even finish a move part way up or
down a terrain feature. Although an abstraction,
when combined with the rules for garrisoning
buildings and used as written, it allows models
to interact with terrain straightforwardly and
easily, and avoids odd situations where a model
can't be attacked because it's perched in a
location where there isn't any room for other
models to stand. Even so, players continued to
ask if they were allowed to move or charge up or
down terrain features, especially when the
feature was also occupied by enemy models. |
tried re-writing the rule to make it clear such
moves were allowed, but this considerably
increased its length and basically came down to
adding several sentences that said “Yes, this
rule means exactly what it says it means.” This
would make the rule anything but accessible or
precise, while not really adding anything
tangible to its robustness.

‘Design commentaries are
intended to provide guidance,
help and insight...

A NEW APPROACH

So, | needed to come up with another solution,
and, in the end (after a couple of false starts), |
decided to look at the way we presented the
FAQs we write for Warhammer Age of Sigmar.
Until that time, FAQs were published on a pretty
ad-hoc basis, to answer questions we had

JANUARY 2019

received about our rules and make any
corrections to the rules that were necessary. |
decided to change this, and replace the old FAQs
with two different things:

|. A set of ‘designers’ commentaries’ that | would
use to answer questions about the rules, where
the rule was correctly written but players were
still asking questions about it.

2. A set of errata, where corrections were made to
published rules to make them more accessible,
precise and/or robust.

DESIGNERS' COMMENTARIES
As you can see, designers’ commentaries are

intended to provide guidance, help and insight,
rather than being a way to modify or change any
rules. This is an important distinction - the
answers given in the commentaries are not
‘rulings’ per se, they are a way of helping players
to understand the rules, rather than a way to
update them. This change in perception proved
to be something of a breakthrough; by putting
the answers to these questions in the designers'’
commentary, | could let players know how to
apply the rules during their games, but | could do
it without having to add unnecessary verbiage to
the core rules themselves. If you visit our
community website (you can find the link to the
left) and download the designers’' commentary for
the core rules, you will see how this works in
practise. You will find that the commentaries
cover the nuances of how to move over terrain,
along with all kinds of other aspects of the

""::]-".4':.1; r
b Brutes can still hit the Stormcast Eternals on t!
. 8 floor above withMtheifehoppas. They just have |
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RULES OF ENGAGEMENT

Warhammer Age of Sigmar core rules. For
example, if you're not sure what we mean by
‘within’, or wonder if there is a difference between
us saying ‘this unit’ as opposed to ‘that unit’ in a
rule, or are unsure about what you need to do
when several abilities are triggered at the same
time, you will find the answers to your questions
and many more besides.

ERRATA

The errata documents on our website are now
kept separate from the designers’' commentaries,
because they are where we make actual changes
to the rules. These changes can come about for
three reasons. Firstly, we publish an errata if the
rule as written is confusing or incomplete in its
original form. Secondly, we'll publish an errata if a
rule is too powerful in its original form and can
unbalance gameplay. Finally, we'll publish an
errata in order to bring old rules into line with
changes we’'ve made to the core game rules.

To make sure that the designers’ commentaries
and errata are as up to date as possible, we
review and update them twice each year, and also
shortly after the publication of any new rules (the
vast majority of questions about any rules come
up in the first week or two). To help with this, we
have several email addresses (see the opposite
page) where you can send any questions you
have. The questions we receive are all reviewed
and, when necessary, a new design comment or
an errata is generated for them, to be published
when the next update occurs.

The vast majority of questions are
already answered, either in the core
rules or on the community site.

All of which leads to probably the most important
part of this month’'s column. You see, it's my job
to review the rules questions that come through
to the Age of Sigmar email address. | do this each
morning, along with taking a look around the
various forums where rules questions are asked.
One of the things | have found is that the vast
majority of questions are already answered,
either in the core rules or on the community site
- if a player looks in the right place, they can
answer the question themselves. Following the
adage that if you give someone a fish you feed
them for a day, but if you teach them how to fish
you feed them for life, I've come up with a set of
guidelines that should help you deal with almost
any rules questions that come up in your games.
Here's how to do it:

1. Read The Rule. This may seem obvious, but
first of all, read the rule in question — it's best
not to rely on what you've been told, so we

WARHMAMMER

Warhammer Age of Sigmar (37)

BLOOD BOWL
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The Warhammer Community website features designers’
commentaries and errata documents for the core rules and all
the existing factions in Warhammer Age of Sigmar.

recommend you find the published version of
the rule and read it word by word. Often this
will resolve the question.

2. Go Upstream. If re-reading the rule doesn't
provide an answer, read any other rules that
relate to the rule in question (we call this
‘following the question upstream’). For example,
if the rule modifies hit rolls, re-read the rules for
modifiers and the rules for hit rolls. More often
than not you'll find the answer you seek upstream.

3. Check The Official Designers’ Commentaries
and Errata. If you are still stuck, read the official
designers’ commentaries and errata documents
on the Warhammer Community site to see if the
question has already been answered.

4. Apply The Rules As Written. If you still don't
have a satisfactory answer, use the rule just as it
is written if you possibly can, even if you are not
completely happy with the effect the rule has.
You can always email us at aosfag@gwplc.com
about any rules you find unsatisfactory when
used as written, and we'll review them to see if
they need to be modified or changed.

5. Ask Games Workshop. Finally, if the rule still
remains unclear, roll a dice to resolve your
question (1-3 = yes, 4-6 = no), and then after your
game send your question to aosfag@gwplc.com.
It will be reviewed by me and added to the
questions that we will consider answering in the

next update to the official designers’ commentaries

and errata documents on our website.

And with that, | shall leave you until next month.
Until then, may all your battles be glorious
victories, and all your dice rolls be 6s!”

-
=

. well unless it

happens to be for a
battleshock test, of
course. ..

JANUARY 2019

AN AGE OF
ENLIGHTENMENT

If you have a topic
about Warhammer
Age of Sigmar that
you would like
Jervis to tackle,
please write in and
let us know:

team@
white-dwarf.co.uk
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BLOOD ON THE STREETS

Across the Mortal Realms, roving warbands clash among the ruins of dead civilisations,
seeking riches, glory and artefacts of untold power. Here, games developer John Bracken
introduces-the new rules for playing games of Warhammer Age of Sigmar: Skirmish.

JOHN

BRACKEN

John may be new
to the games
development
team, but this Is
already his second
contribution to the
pages of White
Dwarf following
last month's

Glass-mad Gargant

scenario. As a
lifelong fan of
skirmish games,
John couldn't wart

to tackle this article.
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he Mortal Realms are rife with war and
death on a truly terrifying scale.
Traversing the arcane Realmgates that
span the void between worlds, vast
campaigning armies endlessly march to warin a
conflict as old as the world-that-was. Yet not all
battles are fought as large, sweeping
engagements. Vicious street-fights erupt as
opposing warbands fight for control of forgotten
cities. Blood is spilled as rival chieftains seek to
prove their superiority or protect their territory.
Groups of adventurers find themselves facing oft
against each other as they search the realms for
ancient artefacts of incalculable value.

Skirmish games put you in command of one such
warband of warriors, whose skill, wit and
determination are put to the test as they venture
into the far-flung reaches of the realms in pursuit
of power, riches and glory.

JANUARY 2019
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Sounds exciting, right? Well, playing Warhammer
Age of Sigmar: Skirmish couldn’t be easier — you
can find the updated (and entirely official, in case
you were wondering) rules for the game over the
next few pages. As long as you've got a few
models and a battlefield to fight over, you can
start playing immediately! There are even seven
battleplans for you to play through, including
Dangerous Hunt, where you have to track down
and capture a predatory endless spell.

The rules presented here are quite flexible and,
while we recommend you use them as they are
presented here to begin with, there are endless
opportunities to add in extra flavour to your
games once you get used to how they work.

Make sure you pick up next month’s issue, too,
which includes rules for playing a Warhammer
Age of Sigmar: Skirmish campaign.
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HOW TO USE THESE RULES

These rules are an extension of the
Warhammer Age of Sigmar core rules and
the Pitched Battle profiles found in the latest
version of the General’s Handbook - so you'll
need a copy of those in order to play Skirmish
battles. The only change you need to make

is that where a rule refers to an army, it now
refers to a warband instead.

WARBANDS

To fight a Skirmish battle, each player needs to
select their warband of fighters. Each warband
is a group of warriors drawn from a single
Grand Alliance under the leadership of your
general - a hero amongst their kind who will
see your will done upon the tabletop, or perish
in the attempt. The full rules for how these
warbands are chosen from the warscrolls
available to you are described later.

CHAMPIONS

Many units in Warhammer Age of Sigmar
have leaders - Liberator-Primes from the
Liberator warscroll, Kairic Adepts from Kairic
Acolytes, Brute Bosses from Orruk Brutes

and so on. These are referred to in these rules
as champions and those models gain the
CHAMPION keyword.

UPGRADES

Many units in Warhammer Age of Sigmar
have a variety of equipment options available
to them. These include weapons, standards,
instruments of war, and other, more esoteric
choices. The majority of these are choices
common to the unit, whereas some are limited
in number.

Where an option on a warscroll is limited to

a certain number of models in the unit it is
referred to here as an upgrade. Upgrades are
powerful additions to your warband, but as
with all power in the Mortal Realms, there is a
price to pay for it, which is covered later.

[t is also worth pointing out that some
upgrades available on a warscroll may have
little to no effect in Skirmish battles, so bear
that in mind when making your choices.

CHOOSING YOUR WARBAND

To select which warriors you will include

in your Skirmish warband, follow the rules
below, using the renown calculator over the
page to determine the total renown of your
warband. Then simply find a fellow player with

a warband of their own and you are good to go.

First, choose which Grand Alliance your
warband will hail from: Chaos, Death,
Destruction or Order. All models selected for
your warband must hail from the same Grand
Alliance as the one you have chosen.

Decide what size of Skirmish battle you wish
to play. A good starting size warband for a
game that will last a little less than an hour
is 250 renown, whereas a Skirmish battle of

!
!

'SKIRMISH BATTLES

500 renown or more will last much longer.
Bear in mind that if you wish to play Skirmish
matched play games, there’s a recommended
size for your warband - see the Skirmish
Matched Play section over the page.

Your warband must include a minimum of
three models, one of which must be a HERO to
be the general of your warband.

You may ignore the minimum unit size
requirements on a warscroll - all count as
having a minimum unit size of 1 model. For
example you could select 2 Orruk Brutes
rather than the minimum 5 on their warscroll.

You may choose any combination of weapon
options for models from the same warscroll,
including upgrades (though these will cost more
renown when calculating the renown of your
warband). For example you may select an Orruk
Brute armed with two brute choppas, as well as
an Orruk Brute armed with a jagged gore-hacka.
In addition you must adhere to any limitations
on weapon options stated on the warscroll. For
example, no more than 1 in 5 Orruk Brutes in
your warband can be armed with a massive gore-
choppa, regardless of the weapon combination of
the other models from the same warscroll.

You can only include each warscroll once in
your warband.

You may only select each CHAMPION once
per warscroll.

Your warband may not incorporate any
warscroll battalions, even if your warband
would otherwise fulfil the battalion’s
organisation requirements.

SKIRMISH FORMATION

In Skirmish battles, all models in your warband
fight as individuals rather than cohesive groups.

Each model in your warband is treated as a
single unit, and does not have to obey the
usual rules for remaining within 1" of other
models from their warscroll.

In Skirmish battles, abilities from upgrades
that would affect an entire unit (such as

a model equipped with a banner, or an
instrument) affect friendly models from the
same warscroll whilst they are within 6" of any
friendly model equipped with the upgrade.

CAN I TAKE NAGASH?

NEW RULES

ALLEGIANCE ABILITIES

Every warrior in the Mortal Realms owes

their allegiance to one of the four Grand
Alliances: Chaos, Death, Destruction or
Order. In Skirmish battles you must select
warriors for your warband entirely from a
single Grand Alliance, which allows you to use
the appropriate allegiance ability listed below.
Note these are the only allegiance abilities
available for use in Skirmish battles.

CHAOS

Bloody Offerings: Roll a dice when a friendly
CHAOS model from your warband is slain
within 3" of an enemy model, but before it

is removed from play; on a 6 that model can
make a pile-in move and then attack with

all the melee weapons it is armed with. Then
remove that model as normal.

DEATH
Deathly Vigour: Roll a dice each time you

allocate a wound or mortal wound to a friendly
DEATH model; on a 6 that wound or mortal
wound is negated.

'DESTRUCTION

Savage Killing Spree: Roll a dice at the end of
the combat phase. On a 5+ you can pick one
friendly DESTRUCTION model that is within
2" of an enemy model; that model can make a
pile-in move and then attack with all the melee
weapons it is armed with.

ORDER

Unwavering Will: You can re-roll failed
battleshock tests for this warband.

Eagle-eyed readers might have noticed that there are no restrictions on taking larger,

more powerful models such as Alarielle the Everqueen or a Lord-Celestant on Stardrake

in Skirmish battles. This is done on purpose - once you have calculated the renown value
of these models you will probably find that many of them are out of reach of the average
Skirmish battle (Nagash, Supreme Lord of the Undead, is a mere 800 renown!) In matched
play you'll find there are rules governing the size of games, but for open and narrative play
it’s up to you. This means that you could absolutely play a narrative game where a selection
of warbands are sent to attempt the assassination of one of Nagash’s Mortarchs, or even the
Great Necromancer himself! We wish you luck in your efforts though - your warbands will

need it!
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Every warband is led into battle by a general
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= a heroic individual who demands respect
and commands authority within their group
of warriors.

Each general can be given a command trait
and an artefact of power from the following
tables. These lists are the only ones available
to choose from when selecting an artefact of
power or command trait for your general in
Skirmish battles.

COMMAND TRAITS

Each general in Skirmish battles recognises
that a different style of leadership is required
to maintain order amongst the disparate
fighters that make up their warband - that of
leading a group of fighters to victory through
personal valour (and in some cases, murderous
bloodlust or lethal cunning). Either roll a dice
on the following table or pick a command trait
that best fits the character of your general.

D6 Command Trait
1 Impetuous Crusader: This warrior is
ever at theﬁ}rqfrunr qf battle, lmdr’ng the
charge against the enemy.

You can re-roll charge rolls for this
general while this general is within 6" of
another friendly model.

2 Ambitious Fighter: This leader seeks
greater glory and will fight all the harder
to ensure that none surpass them on

the battlefield.

Add 1 to wound rolls for attacks made
by this general while it is within 6" of
another friendly model.

3

-

.
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‘end of that combat phase.

T
Inspirational: When all is lost and
courage is flagging around them, true

commanders stand fast and become a
beacon of hope and determination.

Add 2 to the Bravery characteristic of
this general when taking battleshock
tests while it is within 6" of another
friendly model.

Indomitable Will: Such is their contempt

for sorcery that spells often drain

away into nothing before this general's
unconquerable soul.

This general can attempt to unbind one
spell in the enemy hero phase as if it
were a WIZARD while it is within 6" of
another friendly model.

Gifted Commander: Specifically chosen
to lead this warband, whether through
natural affinity or mutual respect,
warriors simply perform better under the
leadership of this general.

[f this general is within 6" of another
friendly model at the start of your hero
phase, roll a dice. On a 5+, you receive 1
extra command point.

Ruthless Conqueror: To this leader,

failure is unthinkable and they will

callously spend the lives of their fighters

to achieve their goals. Sacrificial rites,
shoving a comrade onto an enemy weapon
to distract them - nothing is beneath this
general if it results in victory.

At the start of each combat phase you
can choose to sacrifice another model

to give this model an advantage. If you
do, choose one other friendly model
within 3" of both this general and 1 or
more enemy models. That friendly model
suffers D3 mortal wounds but you can
re-roll hit rolls of 1 and wound rolls of 1
for attacks made by this general until the

ARTEFACTS OF POWER

Few indeed are the leaders that go to war

with weapons or artefacts fashioned by

arcane artificers and smiths. Others make

do by stealing from the dead, or are deadly
enough to do without. Either roll a dice on the
following table or pick an artefact that best fits
the miniature or temperament of your general.

D6 Artefact of Power
1 Blessed Amulet: Overflowing with
power, the bearer of this amulet is
magically fortified against harm.

Add 1 to the Wounds characteristic of
the bearer.

2 Cursed Tome: Only legible to the bearer,
powerful, yet foul and uncomfortable
truths about the nature of magic are
written within this evil manuscript.

Add 1 to casting rolls made for the
bearer. In addition, if the casting roll is
a double 1, this model sufters 1 mortal
wound after the effects of the spell have
been resolved. If this general is not a
WIZARD, then the bearer can attempt
to cast 1 spell in your hero phase as if it
were a WIZARD instead. They know the
Arcane Bolt and Mystic Shield spells.

3 Masque of Horror: This blank mask
twists when others are near, showing them
their own face caught in thrall to their
greatest fears - cast aside, palsied and
weak or even a slave to the Dark Gods.

Subtract 1 from hit rolls for attacks
made with melee weapons that target
the bearer.

4 Armourbane: Cast upon an anvil made
from broken armour plates, this weapon
shatters shields and cleaves breastplates
as if they were made from parchment.

Pick one of the bearer's melee weapons.
Improve the Rend characteristic of that
weapon by 1.

5 Oblivion Charm: Gifted to the bearer by
a devious overlord, this amulet ensures
that, should this warrior fall to enemy
blades, their death will not have been
n vain,

[f the bearer is slain, roll a dice for each
enemy model within 3" of them before
removing them from the battlefield; on
a 4+ the model being rolled for suffers 1
mortal wound.

6 Zephyr Shield: This amulet causes brief
gales of wind to blow around the bearer,
knocking missiles aside and fouling the
aim of enemies that target them.

Subtract 1 from hit rolls for attacks
made with missile weapons that target
the bearer.
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COMMAND POINTS

Most command abilities are used as normal,
according to the core rules. Command points
are generated in the normal way.

COMMAND ABILITIES AND
BATTLESHOCK

Command abilities that affect battleshock tests
cannot be used in Skirmish battles.

BATTLESHOCK

Do not use the normal rules for the
battleshock phase. Instead, in each battleshock
phase, a battleshock test must be taken for
your whole warband if any models from your
warband have been slain during that turn.

To take this battleshock test, roll one dice
and add the number of models from your
warband that were slain that turn. If the
modified roll is greater than your general’s
Bravery characteristic, the battleshock test has
been failed. For each point by which the total
exceeds your general’s Bravery characteristic,
one model of your choice from your warband
must flee - remove them from play and count
them as having been slain. If your general has
been slain, treat your warband as having a
Bravery characteristic of 5 for this test.

SUMMONED UNITS
Any spell, ability or trait that would allow

you to add models to a unit, or add a new unit
to your warband once the battle has begun,
cannot be used in Skirmish battles.

REALM OF BATTLE RULES

The Realm of Battle rules cannot be used in
Skirmish battles.

REALM SPELLS
Realm Spells (including those in Malign

Sorcery) cannot be used in Skirmish battles.

WARHAMMER AGE OF SIGMAR SKIRMISH

RENOWN CALCULATOR

armed with a massive Gore-choppa.

Step 1: Pick a unit from which you wish to take a model for

your warband.

What follows is a simple calculator to allow you to convert your
favourite models from Warhammer Age of Sigmar into individuals
you can select for Skirmish battles. To begin with there is a step-by-
step guide, and after that are modifications for certain, more powerful
models you can take, such as a Liberator-Prime or an Orruk Brute

£ .t} ,'3-. &= 2 8o

D I.ESS SPEI.l.S

Warbancls cannot include endless spells.

BATTLEPLANS

On the following pages you'll find seven
Skirmish battleplans. The maps included
assume that the battlefield is a 30" by 40"
rectangle. If you are using a battlefield that
is a different size or shape, you will need

to adjust distances, and the location of
territories, objectives and terrain features, to
fit your battlefield.

SKIRMISH MATCHED PLAY

Matched play games use the same rules as any
other game of Warhammer Age of Sigmar:
Skirmish, with the following modifications.

MATCHED PLAY GAME SIZE

We recommend a limit of 250 renown for

Skirmish battles. This is a good-sized warband,

and the game will be usually be finished in less
than an hour.

MATCHED PLAY BATTLEPLANS
Matched play allows two players to pick

warbands of equal power, and there are a
selection of battleplans which are designed to
provide a tactically challenging game where
each side has a more or less equal chance

of winning.

Below are three battleplans that are ideal for
matched play. Players can either choose which
one to play or roll on the following table:

D6 Battleplan

1-2 Clash at Dawn
2-4 Treasure Hunt
5-6 Hold the Centre

You can also use any of the battleplans in

the ‘Pitched Battles’ section of the General's
Handbook, simply by altering the size of the
board to a 30-36" by 40-48" area and adjusting
the distance between objectives appropriately.
All of these battleplans have been designed

NEW RULES

to present both players with matching
objectives and territories as well as a variety of
tactical decisions.

TOURNAMENTS

For tournament play we recommend warbands
with a value of 250 renown. From there there
are many options open to a tournament
organiser. You could increase the renown
value of the warbands after each game by a

set amount, or allow players to improve their
warbands using the ‘Between Games’ section
in the Campaign section which will come in a
later issue of White Dwarf (stay tuned!).

In an eight hour period it should be possible
to play five or even six Skirmish battles,
allowing for a relaxed pace and time for some
lunch, as well as the option to play a variety of
battleplans to keep things fresh and exciting.

To determine a winner, you could choose to
pick the player who earned the most renown
over the day, or assign a value to a player’s
result from each battleplan as show below.

‘Major Victory 30

Minor Victory 20
Draw 10
Loss 0

To further divide up your players and prevent
tied placements, you could also track the
renown value of models slain by a player’s
warband and use that total to determine which
players stand triumphant at the end of the day.

HOUSE RULES

There is almost no limit to the ways you might
choose to customise your Skirmish battles.
You could require that all starting warbands
include at least one WIZARD, or place
restrictions on certain types of models - so
only those with the Leader battlefield role and
so on. Each of these tweaks can provide an
interesting tactical challenge to players and
add greater variety to games of Warhammer
Age of Sigmar: Skirmish.

CHAMPIONS AND UPGRADES

The model you selected can have any weapon option that is available

to all models in the unit at no additional cost.

[f you wish for the model you selected to have an optional upgrade
that is available in limited numbers on its unit’s warscroll, add 5 to the
cost of the model. Remember that you must abide by any limitations

on such upgrades as described earlier.

[f you wish your model to be a CHAMPION from that unit, add 5

to the cost of the model. Remember each CHAMPION can only be
selected once per warscroll.

Step 2: Look up the cost in points of the unit from the most recent

version of the General’s Handbook.

Step 3: Take the points cost and divide it by the minimum size of the

unit to give the cost for a single model.

Step 4: If there is a remainder, simply round down the number - in
other words, remove any fractions that remain after step 3. So 10.2
would become 10, for example. This is the model’s renown.
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BATTLEPLAN

A TIME FOR HEROES

Every warband contains great
champions, warriors for whom no
obstacle is too great to overcome.
As the warbands meet on the field
of battle, these worthy warriors
have a chance to prove their
supremacy once and for all.

THE WARBANDS

The players choose their warbands as
described earlier.

THE BATTLEFIELD

Set up the scenery for the battle as
described in the Warhammer Age of
Sigmar core rules.

SET-UP

Both players roll off, and the winner

decides which territory each side will
use. The territories are shown on the

map below.

The players then alternate setting

up models one at a time, starting
with the player that won the roll-off.
Models must be set up wholly within
their own territory, more than 9"
from enemy territory. Continue to
set up models until both players have
set up their warbands. If one player
finishes first, the opposing player sets
up the rest of their models in their
warband, one after another.
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