
DEATH FACTION 
RUNEMARKS

BRINGERS  
OF DEATH

Only death can tame the beast.

Flesh-eater 
Courts

Soulblight 
Gravelords

Nighthaunt

Ossiarch 
Bonereapers

Death

The legions of Death are numberless, and vast swathes of the Mortal Realms suffer beneath their pallid 
grasp. From bloodthirsty vampire cavaliers to shambling cadavers and unquiet spirits, all exist only to serve 
Nagash, the Great Necromancer. By his will, even the Realm of Beasts shall be brought to heel.

Only the foolish would believe the hour of Death to 
have ended when the aelven gods Teclis and Alarielle 
broke the back of the Necroquake, finally putting an 
end to the great waves of life-ending magic surging 
forth from Shyish. The Great Necromancer, Nagash, 
might have suffered a setback in his quest to subjugate 
mortalkind, but his armies are still limitless in 
number and filled with a malicious desire to snuff out 
all life. Teeming hordes of undead thralls still rise at 
the command of the master of Shyish, lurching forth 
in search of mortals to slay.

Having retreated to Nagashizzar to lick his wounds 
in the wake of his defeat against Teclis, Nagash now 
seeks further methods of extending his dominion. He 
orders his servants forth across the span of the realm, 
tasking them with seeking out sources of arcane power 
or rare artefacts that might be twisted to serve his will 
or destroyed in order to impede his many enemies. 
Necromancers, vampiric champions and the feared 
bone-lords of the Ossiarch Empire all wish to earn the 

favour of their undying master, and they venture forth 
alongside lifeless retinues to fulfil his decrees.

The Gnarlwood is of great interest to Nagash’s spies, 
for rumours of its hidden treasures – lying untouched 
within the legendary ruin of Talaxis – have reached 
as far as the court of Nagashizzar. Though the bestial 
denizens of the hungry forest are not opposed to 
feasting upon carrion, undead travellers possess at 
least some resistance to the horrific conditions within 
the Gnarlwood. Death is inevitable, and so is the fate 
of Talaxis: to be seized in the name of Nagash.

Tormented souls subjected to eternal punishment 
by the Great Necromancer, the spectral Nighthaunt 
can be found in any corner of the realms where death 
and suffering have rocked the land – in other words, 
everywhere, including the Gnarlwood. Spirits roam 
the forest, sent forth by their heartless master to 
purge it of the living. Such a task is almost impossible, 
of course, for in Ghur, life abounds with ferocious 
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aggression. Yet Nagash has no shortage of ethereal 
horrors doomed to serve his every whim, no matter if 
it takes them a thousand years.

Somewhat less predictable in their devotion to the god 
of Death are the mordants of the Flesh-eater Courts. 
These flesh-craving ghouls are in the grip of a cruel 
delusion, believing themselves to be noble knights and 
lords displaying the highest qualities of chivalry, even 
as they rip their prey to shreds and stuff their mouths 
with gobbets of flesh. Intrepid packs of stunted 
mordants roam deep into the Gnarlwood, seeking 
to recover the ‘hallowed relics’ that reside within 
the Ravening Ruin – in their madness, the ghouls 
believe these cosmic treasures are rightfully theirs, 
having been stolen centuries ago by evil dragons from 
beyond the stars.

The Ossiarch Bonereapers were constructed to act as 
the military spearhead of Nagash’s conquests against 
the living. Crafted with delicate precision from 
osseous matter and given animus by soul-melding 
magic, they blend the resilience of undead creatures 
with the tactical flexibility of a sentient army. This 
fearsome combination is alloyed with an innate 
grasp of strategy and bolstered by devastating war 
machines. The Bonereapers are best suited to pitched 

battles on open ground, for that is their purpose 
and specialty. Yet, immune as they are to starvation, 
sickness and psychological distress, they possess 
the qualities required to tame the Gnarlwood in the 
name of the Great Necromancer. This task they have 
taken to with customary efficiency, carving their way 
deep into the forest and fashioning both temporary 
fortifications and replacement warriors from the 
bones that litter the topsoil.

The Soulblight Gravelords are perhaps granted the 
most autonomy out of any of Nagash’s underlings, for 
within their withered souls resides a twisted ember 
of humanity. As mighty as the Great Necromancer is, 
he is not omnipotent. Beyond his gaze, the vampires 
scheme to advance their own interests: to wriggle out 
from under the thumb of Nagashizzar or send a stake 
into the heart of a bitter rival. Still others seek to earn 
the favour of Nagash by any means possible, knowing 
that, in doing so, they will advance the cause of their 
dynasty and perhaps gain a seat at the Death God’s 
court. It is for this reason that a number of Soulblight 
adventurers have entered the Gnarlwood, typically 
accompanied by a cadre of cadaverous servants. 
They seek to plunder the vaults of the Seraphon and 
perhaps emerge with something that might earn them 
the favour of Nagash.

Res ple n de n t  in  h is  mac abr e pa n opl y,  a  r o v ing B lo o d Kn igh t  e m ba r k s u po n a 
da nge r o us q ues t  in to th e de p th s o f  th e Gna r l wo o d to  ea r n Nagas h’s  fa vo u r.
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MONSTERS OF DEATH
The power of necromantic magic can raise not only rotting humanoid cadavers but also the mightiest predatory 
monsters. In death, these beasts have retained all their horrific killing power, now bolstered by an unnatural 
resilience and a terrible craving for flesh that can never be sated.

TERRORGHEIST
The piercing shriek of a Terrorgheist is enough to shatter 
the mind of any who hear it. Its rancid flesh seethes with 
dark magic, and upon its death, its rotten hide bursts 
open, unleashing swarms of bloodthirsty bats to assail 
those who manage to land a telling blow.

ZOMBIE DRAGON
The Zombie Dragon descends upon tattered wings, 
spitting forth a cloud of flesh-melting putrefaction.

DAMAGE TABLE

Da m a g e Po i n t s a l l o c at e D m o v e Da m a g e

0 -10 12 4 /8

11- 2 0 10 3/6

21-30 8 3/6

31-4 0 6 2 /4

41-49 4 1/2

TERRORGHEIST ABILITIES

[Double] Swooping Dive: Add 3 this fighter’s 
Move characteristic for their next move action in 
this activation.

[Triple] Death Scream: Roll a dice for each visible 
enemy fighter within 8" of this fighter. On a roll 
of 5, allocate 1 damage point to the fighter being 
rolled for. On a roll of 6, allocate a number of 
damage points to the fighter being rolled for equal 
to the value of this ability.

[Quad] Infested with Bats: A fighter can only use 
this ability if 10 or more damage points have been 
allocated to them. Allocate a number of damage 
points equal to the value of this ability to all visible 
enemy fighters within 3" of this fighter.

TERRORGHEIST

DAMAGE TABLE

Da m a g e Po i n t s a l l o c at e D m o v e Da m a g e

0 -10 12 4 /8

11- 2 0 10 3/6

21-30 8 3/6

31-4 0 6 2 /4

41-49 4 1/2

ZOMBIE DRAGON ABILITIES

[Double] Swooping Dive: Add 3 this fighter’s Move 
characteristic for their next move action in this 
activation.

[Triple] Sword-like Claws: Add 3 to the Attacks 
characteristic of the next melee attack action made 
by this fighter this activation.

[Quad] Pestilent Breath: Pick a visible enemy 
fighter within 8" of this fighter and roll a dice for 
that fighter and each other fighter within 3" of that 
fighter and visible to that fighter. On a roll of 2-5 
allocate a number of damage points to the fighter 
being rolled for equal to the value of this ability. On 
a roll of 6, allocate a number of damage points to the 
fighter being rolled for equal to double the value of 
this ability.

ZOMBIE DRAGON
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THRALLS OF DEATH
It is not only the remains of warriors that can be bound by necromancy. Swarms of blood-hungry bats and the 
corpses of slavering wolves make war alongside the forces of Death, enthralled to the will of dark champions.

DEATH THRALL ABILITIES

[Reaction] Necromantic Bonds: A 
fighter can make this reaction after an 
enemy fighter finishes a move action 
within 3" of a friendly fighter with the 
Hero ( ) runemark. This fighter makes 
a bonus move action. After that move 
action this fighter must be within 1" of 
the enemy fighter that made the move 
action. Then this fighter makes a bonus 
attack action.

[Double] Slavering Charge: A fighter 
can only use this ability if there is a 
visible enemy fighter within 6" of them. 
This fighter makes a bonus move action 
and must finish closer to the closest 
visible enemy fighter than they were at 
the start of that move action.

[Triple] Scent of Gore: A fighter can use 
this ability only if there is a visible enemy 
fighter within 1" of them that has 5 or 
more damage points allocated to them. 
This fighter makes a bonus attack action.

DIRE WO LF

FELL BAT

S u m mo n ed f r o m th e glo o m y s k ies b y th e ir  va m pir ic  mas te r,  a  pac k o f  blo o d-h u ng r y Fel l 
B a ts  tea r s in to a  wa r ba n d o f  th e R o t m ir e C r eed.
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1/3331

108 3

130
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FLESH-EATER COURTS
Trapped in a tragic delusion, the mordants of the Flesh-eater Courts believe themselves to be noble knights and 
kings, inheritors of a proud lineage. In truth, however, they are vile, troglodytic cannibals who descend upon their 
foes in a rabid frenzy, slashing with filth-encrusted talons as they stuff chunks of torn meat into their mouths.

FLESH-EATER COURTS FIGHTER ABILITIES

[Reaction] Baffling Parlay: A fighter can 
make this reaction after they are targeted 
by a melee attack action but before the hit 
rolls are made. Subtract 1 from the Attacks 
characteristic of that attack action, to a 
minimum of 1.

[Double] Feeding Frenzy: A fighter can 
only use this ability if an enemy fighter has 
been taken down by an attack action made 
by them this activation. Remove a number 
of damage points from this fighter up to 
the value of this ability.

[Double] Skewering Strike: Add 1 to 
the Strength characteristic of the next 
melee attack action made by this fighter 
this activation. In addition, if that attack 
action scores a critical hit, until the end of 
the battle round, the target fighter cannot 
make move actions or disengage actions.

[Double] Chosen of the King: A fighter 
can only use this ability if they are within 
6" of a visible friendly fighter with the 
Flesh-eater Courts ( ) faction runemark 
and both the Hero ( ) and Berserker  
( ) runemarks. Until the end of this 
fighter’s activation, add 2 to the Attacks 
characteristic of melee attack actions made 
by this fighter.

[Triple] Death Scream: Roll a dice for 
each visible enemy fighter within 8" of this 
fighter. On a roll of 5, allocate 1 damage 
point to the fighter being rolled for. On 
a roll of 6, allocate a number of damage 
points to the fighter being rolled for equal 
to the value of this ability.

[Quad] The Royal Hunt: This fighter 
makes a bonus move action. Then, they can 
make a bonus attack action. In addition, 
add 1 to the Attacks characteristic of that 
attack action if this fighter is within 1" of a 
visible friendly fighter.

FLESH-EATER COURTS HERO ABILITIES

[Double] Unnatural Vitality: Remove a 
number of damage points from this fighter 
up to the value of this ability.

[Triple] Terrifying Frenzy: Add 3 to the 
Attacks characteristic of the next melee 
attack action made by this fighter this 
activation.

[Triple] Bringer of Death: Until the 
end of the battle round, add the value of 
this ability (rounding up) to the Move 
characteristic of friendly fighters while 
they make a move action that starts within 
6" of this fighter.

[Quad] Stir of Black Hunger: Until the 
end of the battle round, add 1 to the 
Attacks characteristic of melee attack 
actions made by visible friendly fighters 
while they are within 9" of this fighter.

C r y p t Ha u n te r
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FLESH-EATER COURTS QUESTING GALLANTS

CRYPT GH O U LCRYPT INFERNAL 
C O URTIER

CRYPT FLAYER

CRYPT HAUNTER 
C O URTIER

CRYPT H ORROR

CRYPT GHAST 
C O URTIER

CRYPT GHAST

CRYPT HAUNTER 

CRYPT INFERNAL

VARGHU LF 
C O URTIER

ABH ORRANT 
ARCHREGENT

ABH ORRANT 
GH O U L KING
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55

1/3331

85 3

105

2/4341

125 3

235

2/4441

2810 4

305

2/5541

3610 4

185

2/4441

286 4

225

2/5441

326 4

250

2/5541

366 4

275

2/5441

3210 4

135

2/4441

165 3

205

3/5441

255 4

165

2/4441

205 4

285

3/5532

358 4



NIGHTHAUNT
Even the boldest warrior might lose his nerve when confronted by the Nighthaunt, for these ethereal horrors are 
every dark folk tale and lingering nightmare made manifest. With phantom blades and icy, spectral claws, they tear 
the living asunder, sending their souls screaming to Shyish to face Nagash’s judgement.

NIGHTHAUNT FIGHTER ABILITIES

[Reaction] Flickering Form: A fighter can 
make this reaction when an enemy fighter 
finishes a move action within 3" of them. 
Note the distance between this fighter and 
the enemy fighter that made the move action. 
Remove this fighter from the battlefield and 
then set this fighter up on a platform or the 
battlefield floor no further from the enemy 
fighter that made the move action.

[Double] Aura of Dread: Pick a visible 
enemy fighter within a number of inches of 
this fighter equal to the value of this ability. 
Until the end of the battle round, subtract 
1 from the Strength characteristic (to a 
minimum of 1) of attack actions made by 
that fighter. A fighter can only be targeted 
once per battle round by this ability.

[Double] Chilling Horde: A fighter can 
only use this ability if there is a visible 
friendly fighter with the Minion ( ) 
runemark within 3" of them. Until the 
end of this fighter’s activation, add 1 to the 
Attacks and Strength characteristics of 
attack actions made by this fighter.

[Double] Soul-marked Prey: Pick a visible 
enemy fighter within 3" of this fighter 
with 1 or more damage points allocated 
to them. Until the end of the battle round, 
add 1 to the Strength characteristic of 
melee attack actions made by friendly 
fighters that target that fighter. A fighter 
can only be targeted once per battle round 
by this ability.

[Triple] Harrowing Shriek: Pick an enemy 
fighter within a number of inches of this 
fighter equal to the value of this ability and 
roll a dice. On a roll of 3+, until the end of 
the battle round, that fighter cannot make 
move actions or disengage actions.

[Triple] Frightful Touch: Until the end 
of this fighter’s activation, count each hit 
from melee attack actions made by them as 
a critical hit instead.

[Quad] Reaped Like Corn: Allocate a 
number of damage points equal to the 
value of this ability to all visible enemy 
fighters within 3" of this fighter.

NIGHTHAUNT HERO ABILITIES

[Double] Stolen Hours: At the end of 
this fighter’s activation, heal a number of 
damage points allocated to this fighter up 
to the number of damage points allocated 
to enemy fighters this activation.

[Triple] Unholy Light: Remove up to D3 
damage points allocated to each friendly 
fighter within 6" of this fighter (roll 
for each).

[Triple] Phantasmal Discorporation: 
A fighter can only use this ability if they 
are not within 3" of any enemy fighters. 
Remove this fighter from the battlefield, 
then set this fighter up on a platform or 
the battlefield floor, more than 5" from all 
enemy fighters.

[Triple] Sentenced to Eternal Torment: 
Pick a visible enemy fighter. Roll a dice 
for that fighter. If the roll is equal to 
or less than the number of the current 
battle round, allocate 6 damage points 
to that fighter.

[Triple] Spectral Summon: Pick a friendly 
fighter that has been taken down. Set that 
fighter up on a platform or the battlefield 
floor, wholly within 3" of this fighter. The 
fighter set up on the battlefield no longer 
counts as being taken down. Remove a 
number of damage points allocated to that 
fighter equal to the value of this ability.

[Quad] Captured Soul-energy: A fighter 
can only use this ability if an enemy fighter 
has been taken down by an attack action 
made by them this activation. Remove a 
number of damage points from all visible 
friendly fighters within 6" of this fighter up 
to the value of this ability.
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NIGHTHAUNT GHEISTGALES

GUARDIAN OF 
S O U LS

KNIGHT OF S HRO UD S 
ON ETHEREAL STEED

KNIGHT OF 
S HRO UD S

SPIRIT TORMENT

DREADBLADE 
HARROW

LORD EXECUTIONER

KRU LGHAST 
CRUCIATOR

S CRIPTOR M ORTIS

CRAVEN 
HUNTMASTER

C r a ve n 
Hu n t mas te r

Kr ulghas t 
C r uc ia to r
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175

3/6323-7

206 41/4321

270

2/4441

2810 4

190

2/4441

206 4

195

3/5522

256 4

235

2/4441

2510 4

175

3/6521

206 4

205

1/44410

256 4

155

1/4431

226 4

135

1/3423-10

156 41/3321



CAIRN WRAITH

TOMB BANS HEE

HELLWRAITH

S LAS HER CRONE

DREADWARDEN

EXTO LLER OF 
S HYIS H

A Kn igh t  o f  S h r o uds s e n s es a n oppo r t u n it y to  tak e o u t  h is  bit te r r age u po n th e l i v ing – 
in  th is  c as e ,  a  f ie r y wa r ba n d o f  th e S c io n s o f  th e Fla me .
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200

1/4342

2510 4

175

2/54210

186 41/4341

180

2/5432

186 4

165

156 4

2/4351

125

2/4331

6 4 12

135

2/4332

156 4



D r eads c y the Har r idanC hainghas t

CHAINGHAST

CHAINRASP

GLAIVEWRAITH 
STALKER

BLADEGHEIST 
REVENANT

DREAD S CYTHE 
HARRIDAN

GRIM GHAST 
REAPER

MYRM O URN 
BANS HEE

HEXWRAITH

SPIRIT H O ST

CRAVENTHRONE 
GUARD

10

130

1/44212

156 4

85

1/233

90

1/3332

106 4

1

86 4

100

106 4

105

1/3351

106 4

105

1/4332

106 4

120

2/4431

106 4

160

1/3342

2010 4

1/4431

170

1/3361

286 4

105

1/3423-10

106 41/2321



OSSIARCH BONEREAPERS
The Ossiarch Bonereapers are a military force like no other. These soul-forged skeletal champions were fashioned 
by Nagash to wage his endless wars against the living. With every mortal cut down, they grow stronger, for their 
strange bone-shaping priests fashion new warriors from the remains of their enemies.

OSSIARCH BONEREAPERS  
HERO ABILITIES

[Double] Endless Duty: A fighter can 
only use this ability if an enemy fighter 
has been taken down by an attack action 
made by them this activation. This fighter 
makes a bonus move action or a bonus 
attack action.

[Triple] Soul-guide: Until the end of 
the battle round, add 1 to the Attacks 
characteristic of melee attack actions made 
by visible friendly fighters while they are 
within 6" of this fighter.

[Triple] Unstoppable Advance: Until the 
end of the battle round, add half the value 
of this ability (rounding up) to the Move 
characteristic of friendly fighters that are 
in the same battle group as this fighter.

[Triple] The Boneshaper’s Art: Remove 
up to D3 damage points allocated to each 
friendly fighter within 6" of this fighter 
(roll for each).

[Quad] Soulreaper Scythe: Allocate a 
number of damage points equal to the 
value of this ability to all visible enemy 
fighters within 3" of this fighter.

OSSIARCH BONEREAPERS  
FIGHTER ABILITIES

[Reaction] Deathly Prowess: A fighter can 
make this reaction after they are targeted 
by a melee attack action but before the hit 
rolls are made. If each hit roll from that 
attack action results in a miss, allocate 5 
damage points to the attacking fighter.

[Double] Nadirite Weapon: Until the end 
of this fighter’s activation, add 1 to the 
damage points allocated to enemy fighters 
by each hit and critical hit from melee 
attack actions made by this fighter.

[Double] Form Shieldwall: Until the end 
of the battle round, add 1 to the Toughness 
characteristic of friendly fighters with 
the Ossiarch Bonereapers ( ) faction 
runemark and the Bulwark ( ) runemark 
while they are within 3" of this fighter.

[Double] Hunt and Kill: A fighter can 
only use this ability if there is a visible 
enemy fighter within 6" of them. This 
fighter makes a bonus move action and 
must finish closer to the closest visible 
enemy fighter than they were at the start of 
that move action.

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

[Triple] Unbridled Ferocity: This fighter 
makes a bonus move action.

[Quad] Blade-strike Aspect: Until the 
end of this fighter’s activation, add 3 to the 
Attacks characteristic of attack actions 
made by this fighter.

Mo r tek Hek a to s
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OSSIARCH BONEREAPERS DEMI-COHORTS

M ORTISAN 
S O U LMAS ON

12

165

3/6323-7

254 42/4332

LIEGE-KAVALO S 270

2/5541

308 5

M ORTISAN 
B ONES HAPER 150

3/6323-7

204 41/4331

M ORTISAN 
S O U LREAPER 150

3/6323-7

204 42/4432

M ORTEK HEKATO S 105

1/4441

153 5

KAVALO S DEATHRIDER 
M ORTEK HEKATO S 220

2/4441

258 5



IMM ORTIS GUARD

M ORTEK GUARD WITH 
NADIRITE SPEAR

KAVALO S DEATHRIDER 
WITH NADIRITE BLADE

M ORTEK GUARD WITH 
NADIRITE BLADE

MORTEK GUARD WITH 
S OULCLEAVER GREATBLADE

KAVALO S DEATHRIDER 
WITH NADIRITE SPEAR

Os s ia r c h B o n e r eape r s ba t t le  th e ir  ha ted S to r mc as t  fo es fo r th e c ha n c e to  c o n t r o l  a 
t i ta n’s  g r a ve ya r d – a v i tal  s o u r c e o f  o s s eo us ma t te r.

13

165

3/5522

284 5

145

1/4341

208 5

55

1/4331

103 5

55

1/5322

103 5

50

2/4421

103 4

145

1/5332

208 5



M ORGHAST ARCHAI 
WITH SPIRIT HALBERD

NECROPO LIS STALKER 
WITH SPIRIT BLADES

NECROPO LIS STALKER 
WITH DREAD FALCHIONS

M ORGHAST ARCHAI 
WITH SPIRIT SWORD S

M ORGHAST HARBINGER 
WITH SPIRIT HALBERD

M ORGHAST HARBINGER 
WITH SPIRIT SWORD S

Ka valo s Dea th r ide r  
w ith Nadir ite  B lade

Mo r tek G ua r d w ith 
S o ulc lea ve r Gr ea tblade

Nec r opo lis  S tal k e r w ith 
S pir it  B lades
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280

3/5532

358 5

200

2/5451

285 4

195

3/6531

285 4

275

2/4451

358 5

270

3/5532

358 4

265

2/4451

358 4



SOULBLIGHT GRAVELORDS
The pallid and darkly handsome visage of a Soulblight vampire masks the horror of its true nature, for they are 
inhuman monsters that crave the taste of fresh blood. Possessed of unnatural strength and the power to resurrect 
the dead to serve their will, they wage an unceasing war against the living.

SOULBLIGHT GRAVELORDS  
FIGHTER ABILITIES

[Reaction] Unfeeling Flesh: A fighter can 
make this reaction when they are targeted 
by a melee attack action but before the 
hit rolls are made. Subtract 1 from the 
damage points allocated to this fighter 
by each hit from that attack action (to a 
minimum of 1).

[Double] Shambling Horde: A fighter can 
only use this ability if they are within 6" of a 
visible friendly fighter with the Soulblight 
Gravelords ( ) faction runemark and 
the Hero ( ) runemark. This fighter can 
make a bonus move action up to a number 
of inches equal to the value of this ability.

[Double] Vampiric Agility: Until the end 
of this fighter’s activation, do not count 
the vertical distance moved when this 
fighter is climbing.

[Double] Blood-maddened Feeding 
Frenzy: A fighter can only use this ability 
if an enemy fighter has been taken down 
by an attack action made by this fighter 
this activation. This fighter makes a bonus 
move action or a bonus attack action.

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

[Triple] Thirst for Blood: A fighter can 
only use this ability if an enemy fighter has 
been taken down by an attack action made 
by this fighter this activation. Remove a 
number of damage points allocated to this 
fighter up to double the value of this ability.

[Quad] Chosen Champion: A fighter 
can only use this ability if they are within 
6" of a visible friendly fighter with the 
Soulblight Gravelords ( ) faction 
runemark and the Hero ( ) runemark. 
This fighter can make a bonus attack action. 
In addition, add half the value of this ability 
(rounding up) to the Attacks and Strength 
characteristics of that attack action.

SOULBLIGHT GRAVELORDS  
HERO ABILITIES

[Double] Beheading Strike: Until the end 
of this fighter’s activation, add half the 
value of this ability (rounding up) to the 
damage points allocated to enemy fighters 
by each critical hit from melee attack 
actions made by this fighter.

[Double] Necrotic Siphon: Pick a visible 
friendly fighter with the Soulblight 
Gravelords ( ) faction runemark and 
the Minion ( ) runemark within 6" of 
this fighter. Allocate a number of damage 
points equal to the value of this ability to 
that fighter. Then, remove a number of 
damage points allocated to this fighter up 
to double the value of this ability.

[Triple] Summon Undead Minions: Pick 
a friendly fighter with the Soulblight 
Gravelords ( ) faction runemark and 
the Minion ( ) runemark that has 
been taken down. Set that fighter up on 
a platform or the battlefield floor, wholly 
within 3" of this fighter. That fighter no 
longer counts as being taken down and has 
no damage points allocated to it.

[Triple] Call the Crimson Feast: Until 
the end of the battle round, add 1 to the 
Attacks characteristic of melee attack 
actions made by visible friendly fighters 
while they are within 6" of this fighter.

[Quad] Vanhel’s Danse Macabre: Pick a 
number of visible friendly fighters with 
the Soulblight Gravelords ( ) faction 
runemark and the Minion ( ) runemark 
up to the value of this ability within 6" of 
this fighter. Those fighters can each make a 
bonus move action or a bonus attack action 
(some can make a bonus move action and 
others can make a bonus attack action).
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O u t r aged b y a k i l l-ba n d o f  Kha in ite  S hado ws tal k e r s in vading h is  te r r ito r y,  a  Wigh t  King 
o r de r s h is  z o m bie m in io n s to  tea r th e m l im b f r o m l im b.

SOULBLIGHT GRAVELORDS THRALLBANDS

WIGHT KING

NECROMANCER

VAMPIRE LORD WIGHT KING ON 
SKELETAL STEED

KASTELLAN

VARGOYLE

16

2/6441 2/5542

2/5441 2/5441

155

145

270

260

260

2/5441

328 4

253 5

204 3

255 5 288 5

308 5

225

3/6323-7

1/4432



KO SARGI 
NIGHTGUARD

VARGHEIST

BLO OD KNIGHT WITH 
TEMPLAR BLADE

BLO OD KNIGHT WITH 
TEMPLAR LANCE

VYRKO S 
BLO OD -B ORN

VARGSKYR

Kos ar g i  Nigh tg ua r d Va r gs k y rVy r k o s B lo o d-bo r n

17

140

2/5522

304 4

190

1/4441

288 4

205

200

2/4

2/4

4

5

4

3

1

2

25

25

8

8

5

5

1/5441

135

185

3/6522

326 4

158 3



HELL KNIGHT

BLACK KNIGHT

SENES CHAL
GRAVE GUARD WITH WIGHT 
BLADE AND CRYPT SHIELD

GRAVE GUARD WITH 
GREAT WIGHT BLADE

SKELETON CHAMPION 
WITH MACE

SKELETON WARRIOR 
WITH ANCIENT BLADE

SKELETON WARRIOR 
WITH ANCIENT SPEAR

DEADWALKER 
ZOMBIE

SKELETON CHAMPION 
WITH HALBERD

18

160

258 4

2/4331

125

208 4

1/4332

100

2/4531

153 4

55

103 4

1/4431

65

2/4531

103 3

70

1/3341

3 4

40

1/3331

3 4

12

8

40

1/4322

83 4

40

1/4321

103 3

75

1/4332
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