
WARSCROLLS
COMPENDIUM

ISLAND OF BLOOD



MOVE

SA
V
E

BRAVERy

W
O

U
N

D
S

MOVE

SA
V
E

BRAVERy

W
O

U
N

D
S

Warhammer Age of Sigmar © Games Workshop Ltd. 2015

SKAVEN WARLORD
MELEE WEAPONS Range Attacks to Hit to Wound Rend DamageWarpforged Blade 1" 3 3+ 3+ -2 D3War Halberd 2" 3 3+ 3+ -1 1Barbed Blade 1" 5 3+ 4+ - 1

description
A Skaven Warlord is a single model. Some Skaven Warlords enter battle wielding only a dreaded Warpforged Blade. Others prefer to fi ght with a pair of Barbed Blades, whilst yet others wield a War Halberd in one hand and a Barbed Blade in the other. Some Skaven Warlords also carry a Clanshield into battle.

Abilities
Strike	and	Scurry	Away: Aft er a Skaven Warlord has attacked in the combat phase, he can attempt to scurry away from any retaliation. If he does so, roll a dice; on a 4 or more the Skaven Warlord can immediately retreat as if it were the movement phase.

Clanshield:	You can add 1 to save rolls for a Skaven Warlord with a Clanshield against attacks that have Damage 1.

flurry	of	rusted	Steel:	You can re-roll failed hit rolls of 1 for a Skaven Warlord carrying a pair of Barbed Blades, as he has a better chance of landing a blow.

commAnd Ability
Gnash-gnaw	on	their	bones!: If a Skaven Warlord uses this ability, pick one Verminus unit within 13". Until your next hero phase, all models in that unit make one extra attack with each of their melee weapons.

6"

6
5 4+

CHAOS,	SKAVen,	VerMinuS,	HerO,	SKAVen	WArLOrD
KeYWOrDS

CLANRAtS

MELEE WEAPONS Range Attacks to Hit to Wound Rend DamageRusty Spear 2" 1 5+ 4+ - 1Rusty Blade 1" 1 4+ 4+ - 1

description
A unit of Clanrats has 10 or more models. Some units are armed with Rusty Spears, while others wield Rusty Blades. In either case, they also carry Clanshields. 

clAwleAder
Th e leader of this unit is the Clawleader. A Clawleader makes 2 attacks rather than 1.

stAndArd beArer
Models in this unit may be Standard Bearers. If the unit includes any Standard Bearers, it can retreat and still charge in the same turn.

bell chimers
Models in this unit may be Bell Chimers. If the unit includes any Bell Chimers, it can move an extra 2" whenever it runs or retreats.

Abilities
Clanshields: You can add 1 to the save rolls for a unit with Clanshields against attacks that have Damage 1.

Strength	in	numbers:	You can add 1 to the wound rolls for Clanrats if their unit has 20 or more models. If the unit has 30 or more models, you can add 1 to their hit and wound rolls.

6"

4
1 6+

CHAOS,	SKAVen,	VerMinuS,	CLAnrATS
KeYWOrDS
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HIgH ELF PRINCE ON gRIFFON

MELEE WEAPONS Range Attacks to Hit to Wound Rend Damage

Starwood Lance 2" 2 3+ 4+ -1 2

Starblade 1" 4 3+ 4+ - 1

Griff on’s Razor-sharp Beak 2" 1 ✹ 3+ -1 D6

Griff on’s Wicked Talons 2" ✹ 4+ 3+ -1 1

description
A High Elf Prince on Griff on is a single 

model. Th e Prince is armed with a 
Starwood Lance and a Starblade. He rides 

a nimble Griff on which attacks with its 

Razor-sharp Beak and Wicked Talons. 

Fly
A High Elf Prince on Griff on can fl y.

Abilities
Predatory	Leap:	Th e Prince’s Griff on can 

carry him high over the battle line directly 

to his chosen foe. When this model piles 

in it can move up to 6" and can move over 

enemy models. Furthermore, it does not 

have to move towards the closest enemy 

model, as long as it ends its move within ½" 

of an enemy unit.

Starwood	Lance: Add 1 to the wound rolls 

and Damage of a Starwood Lance if this 

model charged in the same turn.

commAnd Ability
Glittering	Charge: If a High Elf Prince on 

Griff on uses this ability, then until your 

next hero phase you can re-roll any dice 

when determining the charge distance 

for Highborn units from your army if 

they are within 16" of this model when 

they charge.

✹

8
10 4+

OrDer,	AeLf,	GriffOn,	HiGHbOrn,	HerO,	MOnSTer,	HiGH	eLf	PrinCe

DAMAgE tABLE

Wounds Suffered Move Wicked talons Razor-sharp Beak

0-2 16" 6 3+

3-4 14" 5 4+

5-7 12" 4 4+

8-9 10" 3 5+

10+ 8" 2 5+

KeYWOrDS

Warhammer Age of Sigmar © Games Workshop Ltd. 2015

INtRODUCtION

WARSCROLL KEy

1
2

3 4

5

6

Once, the aelf Highborn were mighty. 
They ruled, proud and regal, over 
glittering cities and wonders beyond 
count. All of that is gone now. In place 
of their lost lands the Highborn have 
only the endless war against Chaos.

Though they defend enclaves 
throughout the Mortal Realms, the 
greatest concentration of Highborn 
dwells in Azyrheim. Here they fight for 
Sigmar’s alliance, raising militia armies 
to hold back the tides of darkness. 

Screeching and scrabbling throughout 
time and space, the skaven gnaw at the 
fringes of every nation. The Children 
of the Horned Rat infest the Mortal 
Realms much as vermin infest a sewer, 
watching, lurking and sniffing out 
opportunities to further their vile 
agendas. They are each desperate to 
rise above friend and foe alike, and will 
commit acts of shocking betrayal to 
do so, for all skaven possess a vicious 
ingenuity born of a desire for conquest.

The warscrolls in this compendium 
allow you to use your Citadel 
Miniatures collection in fantastical 
battle, whether telling epic stories set 
during the Age of Sigmar, or recreating 
the wars of the world-that-was.

1.	 	Title: The name of the model that the 
warscroll describes.

2.	 	Characteristics: This set of characteristics tells you 
how fast, powerful and brave the model is, and how 
effective its weapons are.

3.	 	Description: The description tells you what weapons 
the model can be armed with, and what upgrades (if 
any) it can be given. The description will also tell you if 
the model is fielded on its own as a single model, or as 
part of a unit. If the model is fielded as part of a unit, 
then the description will say how many models the unit 
should have (if you don’t have enough models to field a 
unit, you can still field one unit with as many models as 
you have available).

4.	 	Abilities: Abilities are things that the model can do 
during a game that are not covered by the standard 
game rules.

5.	 	Keywords: All models have a list of keywords. 
Sometimes a rule will say that it only applies to models 
that have a specific keyword.

6.	 	Damage	Table:	Some models have a damage table 
that is used to determine one or more of the model’s 
characteristics. Look up the number of wounds the 
model has suffered to find the value of the characteristic 
in question.
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HIgH ELF PRINCE ON gRIFFON
MELEE WEAPONS Range Attacks to Hit to Wound Rend Damage

Starwood Lance 2" 2 3+ 4+ -1 2
Starblade 1" 4 3+ 4+ - 1

Griffon’s Razor-sharp Beak 2" 1 ✹ 3+ -1 D6
Griffon’s Wicked Talons 2" ✹ 4+ 3+ -1 1

description
A High Elf Prince on Griffon is a single 
model. The Prince is armed with a 
Starwood Lance and a Starblade. He rides 
a nimble Griffon which attacks with its 
Razor-sharp Beak and Wicked Talons. 

Fly
A High Elf Prince on Griffon can fly.

Abilities
Predatory	Leap:	The Prince’s Griffon can 
carry him high over the battle line directly 
to his chosen foe. When this model piles 
in it can move up to 6" and can move over 
enemy models. Furthermore, it does not 
have to move towards the closest enemy 
model, as long as it ends its move within ½" 
of an enemy unit.

Starwood	Lance: Add 1 to the wound rolls 
and Damage of a Starwood Lance if this 
model charged in the same turn.

commAnd Ability
Glittering	Charge: If a High Elf Prince on 
Griffon uses this ability, then until your 
next hero phase you can re-roll any dice 
when determining the charge distance 
for Highborn units from your army if 
they are within 16" of this model when 
they charge.

✹

8
10 4+

OrDer,	AeLf,	GriffOn,	HiGHbOrn,	HerO,	MOnSTer,	HiGH	eLf	PrinCe

DAMAgE tABLE

Wounds Suffered Move Wicked talons Razor-sharp Beak

0-2 16" 6 3+
3-4 14" 5 4+
5-7 12" 4 4+
8-9 10" 3 5+
10+ 8" 2 5+

KeYWOrDS
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HIgH ELF MAgE

MELEE WEAPONS Range Attacks to Hit to Wound Rend Damage

Seerstaff 2" 1 4+ 3+ -1 1
Elven Steed’s Swift Hooves 1" 2 4+ 5+ - 1

description
A High Elf Mage is a single model. He 
wields a mystical Seerstaff that channels 
his arcane abilities. Almost every High Elf 
Mage also carries a Talisman of Arcane 
Power, be it a tome of spells or a magical 
amulet, to aid them in dispelling the fell 
sorceries of their foes.

elven steed
A High Elf Mage can ride an Elven Steed. 
If he does so, his Move is increased to 14" 
and he gains the Swift Hooves attack.

Abilities
Talisman	of	Arcane	Power:	You can add 1 
to any unbinding rolls for a High Elf Mage 
with a Talisman of Arcane Power.

mAGic
A High Elf Mage is a wizard. He can 
attempt to cast one spell in each of your 
own hero phases, and attempt to unbind 
one spell in each enemy hero phase. He 
knows the Arcane Bolt, Mystic Shield and 
Shield of Saphery spells.

shield oF sAphery
The Mage weaves a dome of magical 
energy around himself and his allies. 
Shield of Saphery has a casting value of 6. 
If successfully cast, until your next hero 
phase, you can roll a dice each time the 
High Elf Mage, or a model in your army 
within 18" of him, suffers a wound or 
a mortal wound. On the roll of a 6 that 
hit is deflected by the magical barrier 
surrounding the Mage and is ignored.

6"

7
5 6+

OrDer,	AeLf,	HiGHbOrn,	HerO,	WizArD,	HiGH	eLf	MAGeKeYWOrDS

ELLyRIAN REAVERS
MISSILE WEAPONS Range Attacks to Hit to Wound Rend Damage

Reaver Cavalry Bow 16" 2 4+ 4+ - 1
MELEE WEAPONS Range Attacks to Hit to Wound Rend Damage

Starwood Spear 1" 1 4+ 4+ - 1
Ellyrian Purebreed’s Swift Hooves 1" 2 4+ 5+ - 1

description
A unit of Ellyrian Reavers has 5 or more 
models. They wield supple Reaver Cavalry 
Bows and deadly Starwood Spears, and 
ride Ellyrian Purebreeds that attack with 
their Swift Hooves. 

hArbinGer
The leader of this unit is a Harbinger. A 
Harbinger makes 2 attacks rather than 1 
with his Starwood Spear.

Abilities
ellyrian	Purebreeds: In the shooting 
phase, before or after making attacks with 
this unit, you can roll two dice and move 
all of the models in this unit up to that 
many inches. Models cannot start or end 
this move within 3" of an enemy unit. 

Swift	Volleys:	Models in this unit make 3 
attacks with their Reaver Cavalry Bows if 
the unit is not within 3" of an enemy unit.

14"

6
2 5+

OrDer,	AeLf,	HiGHbOrn,	eLLYriAn	reAVerSKeYWOrDS
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HIgH ELF SWORDMAStERS  
OF HOEtH

MELEE WEAPONS Range Attacks to Hit to Wound Rend Damage

Greatsword of Hoeth 1" 2 3+ 3+ -1 1

description
A unit of High Elf Swordmasters of Hoeth 
has 5 or more models. They wield mighty 
Greatswords of Hoeth.

blAdelord
The leader of this unit is a Bladelord. A 
Bladelord makes 3 attacks rather than 2.

stAndArd beArer
Models in this unit may be Standard 
Bearers. If the unit includes any Standard 
Bearers, add 1 to the Bravery of its models. 
Add 2 to their Bravery instead if the unit is 
within 8" of another Highborn unit from 
your army that includes a Standard Bearer.

hornblower
Models in this unit may be Hornblowers. 
You can re-roll any dice rolls of 1 when 
determining how far this unit can run or 
charge if it includes any Hornblowers.

Abilities
A	blur	of	blades:	Swordmasters wield and 
spin their blades so deftly that they can 
almost always land a fatal blow. You can 
re-roll hit rolls of 1 when attacking with a 
Swordmaster of Hoeth.

Deflect	Shots:	Such is their skill that 
Swordmasters of Hoeth can deflect arrows 
in mid-air.	You can re-roll failed save rolls 
for this unit in the shooting phase. 

6"

7
1 4+

OrDer,	AeLf,	HiGHbOrn,	HiGH	eLf	SWOrDMASTerS	Of	HOeTHKeYWOrDS

LOtHERN SEA gUARD

MISSILE WEAPONS Range Attacks to Hit to Wound Rend Damage

Lothern Sea Bow 16" 1 4+ 4+ - 1
MELEE WEAPONS Range Attacks to Hit to Wound Rend Damage

Silverwood Spear 2" 1 4+ 4+ - 1

description
A unit of Lothern Sea Guard has 10 
or more models. They are armed with 
Silverwood Spears and Lothern Sea Bows, 
and carry Elven Shields.

seA mAster
The leader of this unit is a Sea Master. A 
Sea Master makes 2 attacks rather than 1 
with a Silverwood Spear.

stAndArd beArer
Models in this unit may be Standard 
Bearers. If the unit includes any Standard 
Bearers, add 1 to the Bravery of its models. 
Add 2 to their Bravery instead if the unit is 
within 8" of another Highborn unit from 
your army that includes a Standard Bearer.

hornblower
Models in this unit may be Hornblowers. 
You can re-roll any dice rolls of 1 when 
determining how far this unit can run or 
charge if it includes any Hornblowers.

Abilities
elven	Shield:	You can re-roll save rolls of 
1 for a unit with Elven Shields. You can 
instead re-roll failed save rolls of 1 or 2 for 
this unit in the shooting phase.

Sea	Guard	Soldiery:	You can re-roll hit 
rolls of 1 for a Lothern Sea Guard if its unit 
has 20 or more models. 

naval	Discipline: If you fail a battleshock 
test for this unit whilst a Lothern Sea 
Helm from your army is within 16", halve 
the number of models that flee (rounding 
fractions up).

6"

6
1 5+

OrDer,	AeLf,	HiGHbOrn,	LOTHern	SeA	GuArDKeYWOrDS
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SKAVEN WARLORD

MELEE WEAPONS Range Attacks to Hit to Wound Rend Damage

Warpforged Blade 1" 3 3+ 3+ -2 D3
War Halberd 2" 3 3+ 3+ -1 1
Barbed Blade 1" 5 3+ 4+ - 1

description
A Skaven Warlord is a single model. Some 
Skaven Warlords enter battle wielding 
only a dreaded Warpforged Blade. Others 
prefer to fight with a pair of Barbed Blades, 
whilst yet others wield a War Halberd 
in one hand and a Barbed Blade in the 
other. Some Skaven Warlords also carry a 
Clanshield into battle.

Abilities
Strike	and	Scurry	Away: After a Skaven 
Warlord has attacked in the combat 
phase, he can attempt to scurry away 
from any retaliation. If he does so, roll a 
dice; on a 4 or more the Skaven Warlord 
can immediately retreat as if it were the 
movement phase.

Clanshield:	You can add 1 to save rolls 
for a Skaven Warlord with a Clanshield 
against attacks that have Damage 1.

flurry	of	rusted	Steel:	You can re-roll 
failed hit rolls of 1 for a Skaven Warlord 
carrying a pair of Barbed Blades, as he has 
a better chance of landing a blow.

commAnd Ability
Gnash-gnaw	on	their	bones!: If a 
Skaven Warlord uses this ability, pick one 
Verminus unit within 13". Until your 
next hero phase, all models in that unit 
make one extra attack with each of their 
melee weapons.

6"

6
5 4+

CHAOS,	SKAVen,	VerMinuS,	HerO,	SKAVen	WArLOrDKeYWOrDS

CLANRAtS

MELEE WEAPONS Range Attacks to Hit to Wound Rend Damage

Rusty Spear 2" 1 5+ 4+ - 1
Rusty Blade 1" 1 4+ 4+ - 1

description
A unit of Clanrats has 10 or more models. 
Some units are armed with Rusty Spears, 
while others wield Rusty Blades. In either 
case, they also carry Clanshields. 

clAwleAder
The leader of this unit is the Clawleader. A 
Clawleader makes 2 attacks rather than 1.

stAndArd beArer
Models in this unit may be Standard 
Bearers. If the unit includes any Standard 
Bearers, it can retreat and still charge in 
the same turn.

bell chimers
Models in this unit may be Bell Chimers. 
If the unit includes any Bell Chimers, it 
can move an extra 2" whenever it runs 
or retreats.

Abilities
Clanshields: You can add 1 to the save 
rolls for a unit with Clanshields against 
attacks that have Damage 1.

Strength	in	numbers:	You can add 1 to 
the wound rolls for Clanrats if their unit 
has 20 or more models. If the unit has 30 
or more models, you can add 1 to their hit 
and wound rolls.

6"

4
1 6+

CHAOS,	SKAVen,	VerMinuS,	CLAnrATSKeYWOrDS
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WARLOCK ENgINEER

MISSILE WEAPONS Range Attacks to Hit to Wound Rend Damage

Warplock Pistol 9" 1 3+ 4+ -1 D3
MELEE WEAPONS Range Attacks to Hit to Wound Rend Damage

Warlock-augmented Blade 1" 1 4+ 3+ -1 2

description
A Warlock Engineer is a single model. 
He wields a Warlock-augmented Blade 
and carries a Warplock Pistol. They are 
also equipped with backpacks used to 
accumulate Warp-power.

Abilities
Warp-power	Accumulator:	When a 
Warlock Engineer attempts to cast Warp 
Lightning, he can super-charge his 
Warp-power accumulator. If he does so, 
and the casting attempt is successful, the 
spell inflicts D6 mortal wounds instead of 
D3. However, if the casting attempt fails, 
the Warlock Engineer is struck by the 
lightning he was attempting to control and 
he suffers a mortal wound.

mAGic
A Warlock Engineer is a wizard. He can 
attempt to cast one spell in each of your 
own hero phases, and attempt to unbind 
one spell in each enemy hero phase. He 
knows the Arcane Bolt, Mystic Shield and 
Warp Lightning spells.

wArp liGhtninG
The skaven points his claw and bolts of 
greenish-black lightning arc outwards. 
Warp Lightning has a casting value of 
5. If successfully cast, select one visible 
unit within 18". That unit suffers D3 
mortal wounds.

6"

5
5 5+

CHAOS,	SKAVen,	SKrYre,	HerO,	WizArD,	WArLOCK	enGineerKeYWOrDS

WARPFIRE tHROWER 
WEAPON tEAM

MISSILE WEAPONS Range Attacks to Hit to Wound Rend Damage

Warpfire Thrower 8" See below
MELEE WEAPONS Range Attacks to Hit to Wound Rend Damage

Crew’s Rusty Knives 1" 2 5+ 5+ - 1

description
A Warpfire Thrower Weapon Team is 
single model consisting of two skaven 
carrying a large vat of pressurised fuel and 
a nozzle that spews bursts of unnatural 
flame. The crew can also lash out with their 
Rusty Knives.

Abilities
Warpfire	Thrower:	When firing a 
Warpfire Thrower, pick a unit within 
range; it suffers D3 mortal wounds. 

	

More-more	flaming	Death:	Before firing 
a Warpfire Thrower, the skaven crew can 
attempt to pump through even more warp-
laced fuel. If they do so, roll a dice; on a 1 
the model immediately suffers D3 mortal 
wounds as the fuel ignites prematurely, 
knocking the crew off their feet. On a 2 or 
more, the Warpfire Thrower inflicts D6 
mortal wounds instead of D3.

6"

4
3 6+

CHAOS,	SKAVen,	SKrYre,	WArPfire	THrOWer	WeAPOn	TeAMKeYWOrDS
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POISONED WIND MORtAR 
WEAPON tEAM

MISSILE WEAPONS Range Attacks to Hit to Wound Rend Damage

Poisoned Wind Mortar 6-22" 1 4+ 4+ -2 D6
MELEE WEAPONS Range Attacks to Hit to Wound Rend Damage

Crew’s Rusty Knives 1" 2 5+ 4+ - 1

description
A Poisoned Wind Mortar Team is a single 
model consisting of two skaven carrying 
a Poisoned Wind Mortar that fires deadly, 
warpstone gas-filled orbs. The crew can 
also lash out with their Rusty Knives.

Abilities
High-arcing	Shot:	A Poisoned Wind 
Mortar Team can shoot at enemy units that 
are not visible to them. 

	
More-more	range:	Before firing a 
Poisoned Wind Mortar, the crew can 
attempt to lob their payload further. If 
they do so, roll a dice; on a 1 the model 
immediately suffers D3 mortal wounds 
as, in their excitement, they drop an orb. 
On a 2 or more the maximum range of the 
attack is increased to 30". 

Wind	Mortar	Gas	Cloud:	You can add 1 
to any hit rolls for a Poisoned Wind Mortar 
attack if the target unit has 10 or more 
models. In addition, if the target unit has 
20 or more models, increase the damage of 
the attack from D6 to 6. 

6"

4
3 6+

CHAOS,	SKAVen,	SKrYre,	POiSOneD	WinD	MOrTAr	WeAPOn	TeAMKeYWOrDS

PACKMAStER

MELEE WEAPONS Range Attacks to Hit to Wound Rend Damage

Herding Whip and Blade 2" 3 3+ 4+ - 1
Herding Whip and Things-catcher 2" 2 4+ 4+ - D3

Shock-Prod 2" 1 4+ 3+ -1 3

description
A Packmaster is a single model. Many 
wield a Herding Whip and Blade to 
keep the Moulder clans’ monsters under 
control, whilst others carry an aptly named 
Things-catcher alongside their trusty 
whip. A few Packmasters instead prefer 
the zapping power of a Shock-Prod, which 
packs a punch powerful enough to get the 
attention of any rampaging Rat Ogre.

Abilities
Herded	into	the	fray:	In your hero phase, 
pick one Moulder unit within 6". Until 
your next hero phase, you can add 1" to all 
run and charge rolls for that unit, and add 
1 to all hit rolls made by that unit in the 
combat phase.

Packmaster:	Moulder units from your 
army that are within 6" of a Packmaster in 
the battleshock phase double their Bravery.

6"

5
3 6+

CHAOS,	SKAVen,	MOuLDer,	HerO,	PACKMASTerKeYWOrDS
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RAt OgRES

MISSILE WEAPONS Range Attacks to Hit to Wound Rend Damage

Warpfire Gun 16" 1 5+ 3+ -1 D3
MELEE WEAPONS Range Attacks to Hit to Wound Rend Damage

Tearing Claws, Blades and Fangs 1" 4 4+ 3+ -1 2

description
A unit of Rat Ogres has 2 or more models. 
Rat Ogres fight with Tearing Claws, Blades 
and Fangs. Any Rat Ogre can be equipped 
with a Warpfire Gun, which is grafted onto 
one of their limbs.

Abilities
rabid	fury: On a turn in which a unit 
of Rat Ogres charges, they are in such 
a frenzied state that each time you roll 
a 6 or more to wound for their Tearing 
Claws, Blades and Fangs, that model can 
immediately make one extra attack.

6"

5
4 5+

CHAOS,	SKAVen,	MOuLDer,	rAT	OGreSKeYWOrDS
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HIgH ELVES

ALtHRAN StORMRIDER’S HOSt

SKAVEN

SKREEt VERMINKIN’S HORDE

orGAnisAtion
Althran Stormrider’s Host consists 
of the following units:

•	 1	High	Elf	Prince	on	Griffon
•	 1	High	Elf	Mage
•	 1	unit	of	Ellyrian	Reavers
•	 	1	unit	of	High	Elf	Swordmasters	

of	Hoeth
•	 1	unit	of	Lothern	Sea	Guard

orGAnisAtion
Skreet Verminkin’s Horde consists 
of the following units:

•	 1	Skaven	Warlord
•	 2	units	of	Clanrats
•	 1	Warlock	Engineer
•	 	1	Warpfire	Thrower		

Weapon	Team
•	 	1	Poisoned	Wind	Mortar	

Weapon	Team
•	 1	Packmaster
•	 1	unit	of	Rat	Ogres

Abilities
bond	of	friendship: Prince Althran and the High Elf Mage Caladris have been 
comrades in arms ever since the Battle of Stormkeep, and when fighting side by 
side, few foes can stand before them. You can re-roll hit rolls, wound rolls and save 
rolls for the Heroes in Althran Stormrider’s Host whilst they are within 10" of 
each other.

Heroic	Valour: Under the leadership of Althran Stormrider, the warriors of his 
host know that victory will surely be theirs. Units in Althran Stormrider’s Host 
add 1 to their Bravery whilst their Prince is alive.

Abilities
Verminous	Ambition:	Skreet Verminkin and his treacherous lieutenants, the 
Warlock Engineer Ratchitt and the Packmaster Greel, will slay anyone who stands 
in their way, including each other! You can add 1 to all hit rolls made for Heroes in 
Skreet Verminkin’s Horde. However, each time you roll a 1 for one of these models’ 
hit rolls (before modifiers) and another Hero from Verminkin’s Horde is in range, 
that attack is resolved against your own Hero instead (you can choose which model 
is hit if both of the other Heroes are in range).

Kill-kill,	Quick-quick: Skreet desires the deaths of his enemies, and his 
underlings know better than to disappoint him. You can re-roll hit rolls of 1 for 
Clanrats and Weapon Teams in Skreet Verminkin’s Horde whilst their Warlord 
is alive.


