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At the foot of Mount Koula rests the Free City of 
Reaper, home to the mercenary forces of Efengie.  
All are welcome in the Free City, so long as they 
abide the rule of the Reaper King, a regent as 
powerful as he is ancient, who none dare cross. 
 
Reaper is still no safe haven.  Infighting between the 
different factions is a daily occurrence.  While the 
center of town is kept relatively safe by the Order 
Hippopcrene, visiting the Burned District or Blighted 
Row can be a death sentence for unwary travelers. 

Free City of Reaper 
An Unofficial Warhammer: Age of Sigmar Supplement 

A most foul assassination has been perpetrated in Reaper.  Overlord Grimni the Grim has fallen to the blades of an 
unknown enemy leaving behind an empty seat on the Lords’ Council.  Until a new champion arises to fill the vacuum 
of power, the streets of Little Azyrheim will run red. 
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inform you of his passage, I must also implore you 
to act with all due haste and travel to the city of 
Reaper.  Tradition holds that the late overlord’s 
seat on the council will be filled with whomsoever 
shall present his letter of marque to the Reaper 
King. 
 
Best of Luck 

arly yesterday morning, Overlord 
Grimni “The Grim” Goldbeard was felled 
upon the serrated blades of enemies 
unknown.  While it saddens me deeply to E 



A Trail of Blood 

The Battlefield 
The battlefield should have relatively 
dense terrain.  Place a blood counter 
on each piece of terrain within 8” of 
the center of the battlefield. 
 

Set-Up 
Do not use the set-up instructions on 
the Warhammer: Age of Sigmar rules 
sheet.  First, each player rolls a dice.  
The higher roller selects a board half 
to be their territory.  That player sets 
up one unit (or battalion) at least 12” 
from enemy territory.  Then, players 
alternate setting up units until both 
players are finished. 
 

 

First Turn 
The player who finished setting up 
first chooses who takes the first turn 
in the first battle round. 
 

Searching for Clues 
Like grisly detectives, your lackeys 
scour the crime scene for anything 
that might lead you to the victim’s 
secret cache. 
 
At the end of your turn, for each 
piece of terrain with a blood counter 
on it, you may attempt to search that 
terrain piece for clues.  On a result of 
4 or higher, you find D3 clues, and 
remove the blood counter from that 
terrain piece. 
 

Victory 
The battle ends when there are no 
blood counters remaining on the 
battlefield or when one side has 
been wiped out.  If one player has 
more clues than their opponent, that 
player wins a major victory unless 
they were wiped out, in which case 
they win a minor victory. 

An Unofficial Warhammer: Age of Sigmar Supplement 

An Overlord was killed in Reaper last night.  He didn’t make it easy for his faceless butcher.  The duel must have been 
epic; in the dead of night, with none but the sewer rats there to witness it.  Whoever finds the Overlord’s Letter of 
Marque, they’ll have to start here at the scene of the crime.  Any von Hortlak will tell you, if you want to solve a 
murder, follow the trail of blood. 

Command Ability 
“Look Over There”: When it comes to careful 
investigations of this nature, a little bit of guidance 
can go a long way. 
 
If your general uses this ability during the hero 
phase, choose a model from your warband within 
12”.  That model adds 1 to any rolls to search for 
clues this turn.  If they find clues, they add 1 to the 
roll to determine how many clues they find as well. 

Enemy Territory 

Your Territory 
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There are many ways to link your games of Warhammer: Age of Sigmar together.  The following rules allow you to 
play a linear narrative campaign set in the Free City of Reaper after the shocking assassination of Overlord Grimni 
“the Grim” Goldbeard. 

Reaper Campaign Rules 
An Unofficial Warhammer: Age of Sigmar Supplement 

Rules 

 

This campaign pits two players 
against one another in a series of five 
battles, the last of which is a winner-
takes-all decider to determine the 
overall victor of the campaign.  
Playing through a series of games in 
this manner serves as a fun and 
exciting way to develop an ongoing 
narrative for your warband. 
 

This Campaign 
Each player should create a warband 
roster to track their warband’s 
growth over the course of the 
campaign.  You should start off with 
roughly equally matched warbands 
each consisting of about 12 Wounds 
worth of model, or some other 
agreed upon total of points, Renown, 
etc.  At least one model in your 
warband should be a Hero.  While 
you can use whatever means you like 
to grow your warband over the 
course of the campaign (or not), 
some alternative options are 
presented in the Between Battles 
section. 
 
When the battleplans in this book 
are played as a campaign, they 
should be played in the following 
order: 
 
Game Battleplan 
1 A Trail of Blood 
2 The Letter of Marque 
3 Broken Trust 
4 Fight for Survival 
5 A City Block 

 

Between Games 
After each battle, each player earns a 
number of Gold Pieces that they can 
spend to recruit new models for their 
warband.   
 
After each battle, the winner earns 
D6 Gold Pieces, and their opponent 
earns D3 Gold Pieces. 
 
To hire a new model, spend a 
number of Gold Pieces from your 
cache equal to their Wounds 
characteristic. 

The Letter of Marque 
This campaign revolves around possession of the Overlord Grimni’s Letter of 
Marque.  It was not woven with spells or enchanted or written in blood; but it 
is an object of immense power nonetheless.  Over the course of the campaign, 
the Letter of Marque will likely change hands.   
 
Starting with the third battle, the player whose warband holds the Letter of 
Marque must have one of their Heroes carry it into battle. If the bearer of the 
Letter is slain, their opponent gets the Letter in the next battle. 
 
The Letter of Marque begins in the possession of the winner of the 2nd battle 
(conveniently named The Letter of Marque). 
 
The Letter of Marque: During your hero phase, choose D3 models within 6” of 
the bearer.  Those models add 1 to their rolls to hit until your next hero phase. 
 

Underdog Boons 
In a campaign like this, the warbands 
are not always well matched, 
especially as you move forward 
adding new models and possibly 
even removing casualties. 
 
To help even the odds, the player 
with fewer Wounds in their warband 
may include bonus Artefacts for their 
models to carry into battle. 
 
If your warband has fewer Wounds 
worth of models than your 
opponents, you can include one 
bonus Artefact for every three 
wounds worth of difference. 
 
These Artefacts do not have to be 
carried by Heroes.  They may be 
carried by any models in the 
warband.  However, no model may 
carry more than one Artefact (as 
usual). 
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Reaper Campaign 
An Unofficial Warhammer: Age of Sigmar Supplement 

Rules 

1.  Death in Reaper 
You arrive on a gruesome 
murder scene.  All that’s 
missing is the body. 
 
Play the A Trail of Blood 
battleplan on page 4. 
 

To The Victor Go The Spoils 
In the next battle, the winner 
can move each of their models 
as though it were the 
movement phase after set-up 
is complete. 

3. Treachery! 
You took precautions, but 
someone clearly knew when 
and where you would be.  You 
feel the cold sting of betrayal. 
 
Play the Broken Trust 
battleplan on page 11. 
 

To The Victor Go The Spoils 
If the Ambusher wins, they 
may add a model of the same 
type as the Traitor to their 
warband roster. 
 
If the Defender wins, they have 
an intensified hatred for their 
treacherous enemy.  All 
models in the Defender’s 
warband re-roll to hit rolls of 1 
during the next battle. 

2.  The Scroll 
You acted fast, the morning 
mist is still fresh, and your gang 
has assembled outside the 
deceased Overlord’s safe 
house. 
 
Play the Letter of Marque 
battleplan on page 9. 
 

To The Victor Go The Spoils 
The winner must choose a 
Hero in their warband to bear 
the Letter of Marque in the 
next battle as described in the 
Reaper Campaign Rules. 
 

5. To The Wall 
Yesterday morning, you set out 
on a mission.  Now, one day 
later, you stand bloodied and 
tired.  There was no sleep to be 
found in the Murderwood.  This 
is the last leg of your journey.  
Run. 
 
Play the A City Block battleplan 
on page 13.   
 

To The Victor Go The Spoils 
The winner of this battle wins 
the campaign! 

Campaign Ideas 
Reaper is a city of mercenaries.  
Try hiring some models that 
are totally outside of your 
allegiance, but still match the 
theme of your warband. 
 
Examples: An Orky pirate for 
your Kharadron sky pirates. 
 
Some skeletons or zombies to 
go with your Nurgle followers. 
 
Marauders that fight side by 
side with your Bonesplitterz. 

4.  Survive the 
Night 

If you can survive a night in the 
Murderwood, you might just 
make this thing work. 
 
Play the Fight for Survival 
battleplan on page 12. 
 

To The Victor Go The Spoils 
If the Mark’s general survives 
the night, they add 1 to their 
Wounds total in the next 
battle. 
 
If the Mark’s general is slain, 
the model that slew them adds 
1 to the Attacks characteristic 
of each of their weapons in the 
next battle. 

6 



7 

Thankfully, the trail hadn’t yet gone 
cold.  Despite interference from 
some overzealous soulblight, the 
Arkanauts were able to piece 
together what happened from the 
clues left at the scene. 
 
They scraped some Aether-gold 
reside off the ground where the 
Overlord had attempted to shoot his 
assailant. 

Dents in the stonework of a nearby 
inn showed them the progression of 
the fight as it raged in the darkened 
streets. 
 
A stone in the wall was sitting ajar.  
Skragnir pulled it loose and reached 
into the wall behind it.  He felt 
around until he found a small metal 
box. 

Inside the box were a collection of 
papers; a ledger book, some 
contracts with local merchants, and 
the deed to a house in Little 
Azyrheim. 
 
After tending to the wounded and 
recuperating briefly, Skragnir and  his 
crew headed for what they assumed 
would be the Overlord’s safe house. 

Skragnir’s Skallawags 
An Unofficial Warhammer: Age of Sigmar Supplement 

Back in the day, Skragnir and Goldbeard served together aboard a mercenary Kharadron airship.  Hearing the news of 
Overlord Goldbeard’s death sent Skragnir straight to his grudge log to note down his intentions.  After making his 
notes, he stepped out onto the deck of his ship in the chill morning breeze and addressed his crew. 
“We make for Reaper,” he yelled to be heard over the blistering wind, “we have a grudge to settle.”  The ship turned 
as his Arkanaut crew adjusted their bearings.   



8 

Order of the Charnel Lady 
An Unofficial Warhammer: Age of Sigmar Supplement 

Ser Godric of Blood Keep slammed his bloody chalice down on the table.  His knights (equals in their quest to return 
honor, and eventually breath, to their Charnel Lady) watched patiently from the circumference of the table, awaiting 
his words. 
“Good Sers, a seat has availed itself on the Reaper King’s council.  I intend to sit in it to further the honor of this 
order and of its patron.  Who is with me?” 
They answered in silence, lifting their chalices and drinking to his eternal health. 

After a sound defeat at the scene of 
Overlord “Grimni” Goldbeard’s 
murder, the unholy von Hortlak 
knights had to recover.  After 
draining a few of the Beggar Prince’s 
less wary subjects, they felt much 
better and returned to search for 
clues again. 

Lacking clues to the whereabouts of 
the Letter of Marque, Godric found a 
chatty barmaid and cast his glamour 
on her to render her even more 
talkative. 
 
“A few Arkanauts was talkin’ earlier, 
said they’d found a safe house in 
Little Azyr.  Leavin’ already m’lord?” 

Ser Godric and his riders made haste 
to Little Azyrheim, just in time to see 
Skragnir and his crew assembling 
outside an unassuming townhome. 



The Battlefield 
The battlefield should have relatively 
dense terrain.  Together, place 7 
Scroll tokens in No Man’s Land. 
 

Set-Up 
Do not use the set-up instructions on 
the Warhammer: Age of Sigmar rules 
sheet.  First, each player rolls a dice.  
The higher roller chooses one of the 
territory’s shown on the map below 
and places a single model in it.  Their 
opponent then places a model in the 
remaining territory.  Then, players 
alternate placing models within their 
own territory. 
 

 

First Turn 
The player who finished setting up 
first chooses who takes the first turn. 
 

Recovering the Scroll 
Like grisly detectives, your lackeys 
scour the crime scene for anything 
that might lead you to the victim’s 
secret cache. 
 
Whenever one of your models moves 
into contact with a Scroll token 
during any phase they may pick it up. 
 
When a model carrying a Scroll token 
is slain, place the token anywhere 
within 3” of the model before 
removing it from the battlefield. 
 

Victory 
The battle ends at the end of the 
fifth battle round, or when one side 
has been wiped out.  At the end of 
the battle, the player who holds the 
most Scroll tokens wins a major 
victory. 

The Letter of Marque 
An Unofficial Warhammer: Age of Sigmar Supplement 

The Grim Overlord guarded his Letter of Marque with a level of jealousy only a duardin could muster.  He divided it 
into parts and hid them throughout his holdings in Little Azyrheim.  Skragnir the Recalcitrant knew the territory well 
from his frequent dealings with Overlord Grimni.  He lowered an aether-powered lens over his eye and scanned the 
alleys.  Just as he suspected, they had company.  Of course, von Hortlaks don’t stand a chance against Kharadron 
technology. 
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Blood in the Streets 
An Unofficial Warhammer: Age of Sigmar Supplement 

The Blood Knights and Arkanaut Company raced for the prize.  Skypikes and Aether-pistols flashed in the cool 
evening while nightmares shrieked and whinnied.  The Blood Knights lowered their lances to charge, but one by one, 
were unhorsed by a hail of small arms fire.  As Godric came to, hazy with red thirst, he saw the Arkanauts marching 
away, their mission completed. 

“Ser Edvard, I believe it is time that 
we take a different approach.  Where 
brute force has failed us, perhaps 
subterfuge can prevail.” 
 
“Yes Ser Godric, perhaps we should 
try a different approach” 
 
Norin sat at the bar swirling  his ale 
in the glass.  Working with Skragnir 
had its benefits to be certain, serving 
as a member of his crew kept the 
profits coming, and what else really 
mattered in the end, right?  Now 
that work was over for the day, he 
could head down to a tavern and 
sample the local brews. 

A tall, suspiciously pale stranger 
pulled up a stool and sat down next 
to him. 
 
“I’ll have what he’s having,” the 
stranger said, plopping down a heavy 
sack of gold coins on the bar. 
 
“What brings your crew to Reaper 
friend?”  the stranger inquired.  
Norin turned to answer, and couldn’t 
help but notice the stranger’s eyes.  
They were like inky darkness, deeper 
than the ocean, and blacker than the 
new moon. He felt strangely inclined 
to trust the stranger.   

Later, as Norin tread carefully 
through the alleyways of Reaper to 
his crewmates’ planned meeting 
spot, he felt the weighty clinking of 
coins in the sack on his belt.  He felt a 
little bit bad for his decision, but the 
money was too good, and the 
stranger was very convincing. 



The Battlefield 
This battle originally took place in 
Little Azyrheim, so buildings, 
especially those of Sigmarite origin 
would be appropriate for this battle. 
 

The Ambusher 
Choose one player to be the 
Ambusher.  The Ambusher has a 
traitor in the ranks of the enemy 
warband feeding them information.  
Your objectives are to ensure your 
informant’s survival, and to slay the 
enemy’s general. 
 

The Defender 
Choose one player to be the 
Defender.  Someone in your warband 
has betrayed you… destroy them. 
 
Campaign: If you are playing the 
campaign, the player who holds the 
Letter of Marque is the Defender. 

Set-Up 
Do not use the set-up instructions on 
the Warhammer: Age of Sigmar rules 
sheet.  First, the Defender sets up 
their entire warband within 6” of the 
battlefield’s center line.  Then, the 
Ambusher alternates setting up 
models within 6” of each opposing 
battlefield edge, as shown below. 
 

First Turn 
The Ambusher chooses who takes 
the first turn in the first battle round. 
 

Traitor In Our Midst 
At the start of the Ambusher’s 
second hero phase, the traitor 
betrays their allies.  Randomly select 
one model in the Defender’s 
warband that is not the general.  
That model joins the Ambusher’s 
warband for the remainder of the 
battle. 

Victory 
The battle lasts until the end of the 
fourth battle round.  If the traitor has 
been slain and the Defender’s 
general is still alive, then the 
Defender wins a major victory.  If the 
traitor was slain, and the Defender’s 
general was also slain, the Defender 
wins a minor victory. 
 
If the traitor still lives, and the 
Defender’s general was slain, the 
Ambusher wins a major victory.  If 
the traitor still lives, the Ambusher 
wins a minor victory. 

Broken Trust 
An Unofficial Warhammer: Age of Sigmar Supplement 

Skragnir and his Arkanaut crew assumed a low profile as they strode through the busy streets, hoping that broad 
daylight would dissuade their rivals.  They cautiously zagged down an alley to lose any potential tails.  They exited 
onto an emptied street.  It should have been bustling with noon-time foot traffic… they must have been betrayed.  
The Arkanauts drew their pistols and prepared to fight. 

The Defender 
The Defender’s general is smuggling an 
important Artefact.  Choose a bonus 
Artefact from any appropriate list for the 
Defender’s general to bear. 
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Reaper Campaign 
If you are playing this battleplan as part of 
a campaign, the Defender should be 
whichever player currently holds the 
Letter of Marque, and the bonus Artefact 
is the Letter of Marque. 
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The Battlefield 
The battlefield should have relatively 
dense terrain.  This battle originally 
took place in a forest known as the 
Murderwood, so some scattered 
trees, ruins, and encampments 
would be appropriate. 
 

The Assassin 
One player is the Assassin.  The 
Assassin must slay the enemy 
general to achieve victory. 
 

The Mark 
Their opponent is the Mark.  The 
Mark must survive the night. 
 
Campaign: If you are playing the 
campaign, the player who holds the 
Letter of Marque is the Mark. 
 

Set-Up 
Do not use the set-up instructions on 
the Warhammer: Age of Sigmar rules 
sheet.  First, the Mark must set up 
their general within 6” of the center 
of the battlefield.  Then, they must 
set up the remainder of their models 
anywhere on the battlefield that is 
not within 12” of their general. 
 
The Assassin’s models must move 
onto the battlefield from any one 
battlefield edge during their first 
movement phase. 
 

First Turn 
The Assassin chooses who takes the 
first turn in the first battle round. 
 

Daylight 
At the end of the fifth battle round 
and each successive battle round, 
each player rolls a dice.  The higher 
roller may choose to have the battle 
end, and the sun rise. 
 

Victory 
The battle ends when the sun rises, 
or when the Mark’s general has been 
slain.  If the Mark’s general was slain, 
the Assassin wins a major victory.  If 
the Mark’s general still stands at 
sunrise, then the Mark wins a major 
victory. 

Fight For Survival 
An Unofficial Warhammer: Age of Sigmar Supplement 

By the time word got out that Skragnir and his Arkanaut crew had found the Letter of Marque, they were already 
gone to ground.  He laid low at an old encampment at the edge of the Murderwood.  They lit no fire and posted 
guards around a healthy perimiter.  Still, with a whole city of toughs looking for them, they were found sooner rather 
than later.  Fighting makes noise, and noise brings attention.  Will Skragnir survive the night? 

Look Out Sir! 
The Mark is hiding out with only their most loyal 
followers; those who idolize and would lay down 
their lives for their leader. 
 
Whenever the Mark’s general would suffer a wound 
or mortal wound during the hero phase or shooting 
phase, roll a dice.  On a result of 4 or higher, a 
member of their warband within 3” to which the 
attacker has line of sight hurls themselves in the 
way and suffers the damage instead. 
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A City Block 
An Unofficial Warhammer: Age of Sigmar Supplement 

Skragnir survived the von Hortlak onslaught in the Murderwood, but those death-born scum were still out there, 
waiting for their next opportunity to strike.  He and his crew approached Castle Reaper axes and pistols drawn, ready 
for the final gambit.  The accursed vampire and his thralls formed a line across the avenue.  Nothing but a few 
vampires and a city block between Skragnir and a seat on the king’s council. 

Reaper Campaign 
If you are playing the Reaper campaign, 
thematically the only person who needs to cross the 
battlefield is the bearer of the Letter of Marque. 
 
You may wish to play with slightly modified Victory 
Conditions wherein the Runner wins a major victory 
if that model escapes, and the Blocker wins a major 
victory otherwise. 

Blocker’s Territory 

Runner’s Territory 
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The Battlefield 
The battlefield should have relatively 
dense terrain.  This battle originally 
took place just outside the gates of 
Castle Reaper, so a portcullis or 
castle wall at one end would not be 
inappropriate. 
 

The Runner 
One player is the Runner.  The 
Runner needs to make it across the 
battlefield.   
 
Campaign: If you are playing the 
campaign, the player who holds the 
Letter of Marque is the Runner. 
 

The Blocker 
One player is the Blocker.  The 
Blocker must prevent their opponent 
from crossing the battlefield. 
 

Set-Up 
Do not use the set-up instructions on 
the Warhammer: Age of Sigmar rules 
sheet.  First, the Blocker must set up 
their entire warband within 12” of 
one battlefield edge of the Runner’s 
choice.  Then, the Runner sets up 
their warband within 6” of the 
opposing battlefield edge. 
 

First Turn 
The Runner chooses which player 
takes the first turn in the first battle 
round. 
 

Escape 
The Runner’s models must attempt 
to escape via the Blocker’s battlefield 
edge.  At the end of their turn, any of 
their models within 6” of the 
Blockers battlefield edge may leave 
the battlefield to the comparable 
safety of Castle Reaper. 
 

Victory 
The battle ends when one quarter of 
the Runner’s starting models have 
escaped the battlefield, or at the end 
of the sixth battle round. 
 
At the end of the battle, if one 
quarter of the Runner’s starting 
models have escaped, the Runner 
wins a major victory; otherwise, the 
Blocker wins a major victory. 
 

Skirmish Battleplan 
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At the Gates of Castle Reaper 
An Unofficial Warhammer: Age of Sigmar Supplement 

Skragnir cocked his pistol, took aim, and broke into a run toward the castle gates.  His Arkanauts scrambled to 
provide cover fire unloading their pistols at the Blood Knights.  They quickly divided the enemy’s line and pulled 
them off in different directions.  Godric used his superior mobility to lift off and engage the Arkanauts while Edvard 
waited patiently at the gate for Skragnir to arrive. 

Outnumbered 
Godric found himself alone and surrounded 
by Arkanauts.  While they swung at him with 
their axes, he drew his sword for close 
quarters engagement.  Tossing his lance 
aside, he slashed at the Arkanauts, felling one 
and injuring another. 
 
His nightmare beat its batlike wings in an 
attempt to lift off, but as he took to the air 
one of the Arkanauts raised his Skyhook, 
squeezed the trigger, and fired.  The 
Skyhook’s serrated point flew through the 
air.  Godric raised his shield to block it while 
the nightmare took evasive actions.  The 
Skyhook smashed into his shield, shattering it 
and ripping the broken pieces from his grip. 

Hammer Time 
Ser Edvard chewed thoughtfully at 
a meaty arm of some previous 
victim as he watched Skragnir 
hurtle across the battlefield, 
smashing aside enemies with his 
massive Aether-gold powered 
hammer. 
 
Seeing that the time was right, 
Edvard tossed his bone aside and 
drew his sword to charge.  
Skragnir cocked back his hammer 
and braced for impact.  He whirled 
the mighty bludgeon and heard a 
sickening crack as it made impact 
with the vampire’s chest.  
Obstacles cleared, Skragnir 
marched through the gate to 
claim his seat. 


