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SCREAMING BELL

WARSCROLL

MELEE WEAPONS Range Attacks To Hit To Wound Rend Damage

Warpstone Staff 2" 3 4+ 4+ -1 1
Rat Ogor’s Claws 1" 4 4+ 3+ -1 2

Rusty Wheels and Spikes 1" D6 ✹ 3+ - 1

DESCRIPTION
A Screaming Bell is a single model crewed 
by a hulking Rat Ogor who heaves on a 
great chain to ring the dreaded bell. A 
Grey Seer perches atop the Screaming 
Bell, exhorting his minions and casting 
spells. He carries a Warpstone Staff. A 
brazier of warpstone burns at the fore of 
the Screaming Bell, disrupting the abilities 
of spellcasters unaccustomed to the baleful 
vapours. Any who come too close to the 
Screaming Bell meet a quick and messy 
end beneath its Rusty Wheels and Spikes 
or are pulverised by the Rat Ogor’s Claws.

ABILITIES
Pushed Into Battle: For every 3 Skaven 
models that are within 1" of a Screaming 
Bell at the start of your movement phase, 
add 1" to its Move characteristic until the 
end of the phase. If there are at least 10 
Skaven models within 1" of this model 
when you roll the dice to see how far it can 
charge, it makes 2D6 attacks with its Rusty 
Wheels and Spikes in the following combat 
phase rather than D6.

Warpstone Brazier: The fell stench of 
burning warpstone disrupts the flow of 
many spellcasters. All Wizards must 
subtract 1 from their casting rolls if they 
are within 6" of any Screaming Bells. This 
does not affect Chaos Wizards.

Peal of Doom: In your hero phase, the 
Screaming Bell tolls. Roll two dice, add the 
scores together and consult the table below 
to see what happens (no modifiers can be  

 
applied to this roll). If a result says that it 
effects units ‘within range of the Peal of 
Doom’, consult the Damage Table above to 
see the current range of that effect. 

2  Magical Backlash: The Screaming 
Bell immediately suffers 1 
mortal wound.

3-4  Unholy Clamour: The Screaming 
Bell can move an extra 6" in its next 
movement phase.

5-6  Deafening Peals: Roll a dice for every 
enemy unit within range of the Peal 
of Doom. On a 4 or more, that unit 
suffers a mortal wound.

7  Avalanche of Energy: Add 1 to all 
casting rolls for Skaven Wizards 
that are within range of the Peal of 
Doom during this hero phase.

8-9  Apocalyptic Doom: Roll a dice for 
every enemy unit within range of 
the Peal of Doom. On a 4 or more, 
that unit suffers D3 mortal wounds. 

10-11  Wall of Unholy Sound: All Skaven 
models from your army that are 
within 13" of the Screaming Bell 
when they attack in your next 
combat phase make one extra attack 
with each of their melee weapons.

12  A Stirring Beyond the Veil: The 
bell summons a Verminlord to 
the battlefield. Set up a single 
Verminlord anywhere on the 
battlefield that is more than  
 9" from any enemy model. The 
Verminlord cannot move in its next 
movement phase.

 
13  Improbable Victory!: Against 

all probability and reason, you 
immediately win the battle (and 
are hereafter branded a cheat – 
not that that should bother a true 
skaven general).

MAGIC
The Grey Seer atop a Screaming Bell is a 
wizard. He can attempt to cast one spell 
in each of your hero phases, and attempt 
to unbind one spell in each enemy hero 
phase. He knows the Arcane Bolt, Mystic 
Shield and Cracks Call spells.

CRACKS CALL
With an arcane incantation, the Grey Seer 
causes the very ground to split asunder. 
Cracks Call has a casting value of 6. If 
successfully cast, select a unit within 18" 
and roll two dice; that unit suffers a mortal 
wound for each point by which the total 
score exceeds its Move characteristic (for 
example, if you rolled a 7, and the unit’s 
Move was 4", it would suffer 3 mortal 
wounds). Cracks Call has no effect on units 
that can fly.

COMMAND ABILITY
The Altar of the Horned Rat: If the Grey 
Seer atop the Screaming Bell uses this 
ability, then until your next hero phase you 
can add one to the Move and Bravery of all 
Skaven units from your army that can see 
the Screaming Bell.
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DAMAGE TABLE

Wounds Suffered Move Rusty Wheels and Spikes Peal of Doom Range

0-2 4" 2+ 13"
3-4 4" 3+ 11"
5-7 2" 4+ 9"
8-9 2" 4+ 7"
10+ 1" 5+ 5"
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