
BATTLEPLAN
GIFTS FROM BEYOND
Legends across the realms tell of a mysterious warrior, clad 
in sleek and unrecognisable armour, who will appear in 
times of need to dispense powerful relics in exchange for 
strong beverages.

THE BATTLEFIELD
Set up terrain using the instructions on the Warhammer Age of 
Sigmar rules sheet, but do not place any terrain features within 
12" of the centre of the battlefield. 

SET-UP
Do not use the set-up instructions on the Warhammer Age of 
Sigmar rules sheet. Instead, both players roll a dice, re-rolling 
ties, and the player that rolls higher decides which territory each 
side will use. The territories are shown on the map below. Mark 
a point at the centre of each territory to be the two objectives. A 
small counter or coin is ideal for this.

Place Grombrindal in the centre of the battlefield. 

The players then alternate setting up units one at a time, starting 
with the player that won the roll-off to determine territories. 
Models must be set up in their own territory, more than 12" 
from enemy territory. 

Continue to set up units until both players have set up their 
armies. If one player finishes first, the opposing player can set up 
the rest of the units in their army, one after another. The player 
that finishes setting up their army first can choose who has the 
first turn in the first battle round. 

A MIGHTY GIFT!
Place a small marker such as a coin next to each unit when the 
unit is set up. The marker represents a crate of potent alcohol 
that the unit can use to impress Grombrindal, in the hope that 
he will bestow gifts upon them.

At the start of each of your hero phases, one unit from your 
army that is within 3" of Grombrindal may exchange their 
alcohol marker for a mysterious gift. The unit immediately opens 
the gift and unleashes its powers. Remove the alcohol marker 
from the unit, then roll a dice and consult the table below to see 
what the gift is.

D6 RESULT
1 Potent Fireloque: Pick an enemy unit within 12" of this 

unit and roll a dice. On a 3 or more that unit suffers D6 
mortal wounds.

2 Shimmering Aethershield: Until the start of your 
next hero phase, roll a dice each time this unit suffers 
a wound or mortal wound in the shooting phase. On a 
roll of 5 or more that wound or mortal wound is negated 
and has no effect.

3 Lupine Blades: Pick one model in the unit. Until your next 
hero phase, add 2 to the Attacks characteristic of one of 
that model’s melee weapons (it cannot be the weapon of a 
mount, if they have one). In addition, you can re-roll failed 
wound rolls for that weapon until your next hero phase.

4 Transportation Contraption: Remove the unit from the 
battlefield. In the subsequent movement phase you can set 
it up anywhere on the battlefield, more than 9" from any 
enemy models. This counts as that unit’s  move for this 
movement phase.

5 Babbling Relic-skull: Until your next hero phase, you do 
not have to take battleshock tests for this unit.

6 Glowing Stormblade: Pick one model in the unit. Until 
your next hero phase, you can add 1 to wound rolls you 
make for one of that model’s melee weapons (it cannot 
be the weapon of a mount, if they have one). In addition, 
change the Rend characteristic of that weapon to -3 until 
your next hero phase.

VICTORY 
Do not use any of the victory conditions on the Warhammer 
Age of Sigmar rules sheet. Instead, the game ends at the end of 
fifth battle round. A player wins a major victory if they control 
both objectives at the end of the game. If a player controls more 
objectives than their opponent, they win a minor victory. If both 
players control the same number of objectives, the game is a draw. 

A player is considered to control an objective if they have more 
models within 3" of it than their opponent.
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