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The Skorne are an ancient 
barbarian civilization, 
godless in a world where 
gods are an everyday reality.  
They know nothing of 
Sigmar or his crusade for the 
Mortal Realms.  They seek 
only to prove their strength 
in the harsh and uncaring 
mortal realms. 
 
At first a trickle, the denizens 
of the Furious Wilds are 
becoming aware of the 
Realms around them.  
Ancient Realmgates are 
stirring from their slumber.  
The savage hordes of Ghur 
have been dragged into 
Sigmar’s war against the 
Gods of Chaos. 
 
This is Monstrous combat in 
the Age of Sigmar! 
 

n the edge of Ghur 
and Chamon sit 

the Furious Wilds, 
where man and beast 
make war as one. 

O 



Battle Traits 
Armies with the Skorne allegiance have 
the following abilities.  
 
Fury:  Warlocks lead their beasts into 
battle by helping to quell and stoke their 
fury as the flow of battle dictates. 
 
Any Warbeast unit may gain a Fury point 
at any time to re-roll a single roll to Hit, 
Wound, Run, or Save rolled for it.   
 
At the start of your hero phase, choose 
one Warlock in your army.  You may 
move D6 Fury points from friendly 
Warbeast units within 12” of that 
Warlock onto that Warlock.  Each 
Warbeast unit then suffers a mortal for 
each Fury remaining.  Then, remove all 
Fury from your Warbeasts. 
 
Any Warlock may spend a Fury point 
allocated to them at any time to re-roll a 
single roll to Hit, Wound, Save, or Cast 
rolled for it. 

   
Caged Fury: Skorne warbeasts are abused 
and broken by their vicious beastmasters.  
Through mistreatment they have learned 
to focus their pain and make it their 
strength. 
 
Whenever a Skorne Warbeast suffers one 
or more wounds, you may remove one 
Fury point from them. 

   
Power Attacks:  Once per turn, during the 
combat phase, a Warbeast unit can gain 
one Fury point to gain a Power Attack 
ability from the list below. 
 
Flurry – After this Warbeast unit piles in 
and attacks, choose one model from the 
unit to pile in and attack again. 
 
Slam – If your Warbeast charged this 
turn, choose an enemy unit consisting of 
no more than one model and within ½” 
and push it up to 2D6” in a straight line in 
any direction. If the model passes 
through any models during this 
movement, those models each suffers 1 
mortal wound.  A Warbeast cannot Slam 
a model that has a higher Wounds 
characteristic than itself. 
 
Spiny Growth – Choose an enemy unit 
within 1” and roll a dice.  On a 2-5, that 
unit suffers D3 mortal wounds; on a 6, it 
suffers D6 mortal wounds. 
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Command Traits 
In addition to their command abilities, 
the general of a Skorne army can have a 
command trait from the list below.  Pick 
the trait that best suits your general’s 
personality.  Alternatively, you can roll a 
dice to randomly determine a trait.  If, for 
any reason, you must select a new 
general during a battle, immediately 
generate a trait for them. 
 
D6 Command Trait 
1 Field Marshall: The warlock has 

driven their warbeasts to their limits. 
 
 Warbeasts within 12” of the general 

have +2 Move. 
 
2 Blood Drinker: Drinking the blood of 

one’s enemies is vile, but does have 
its uses. 
 

 At the end of the combat phase, if 
the general slew any models in that 
phase, they heal D3 wounds. 

   
D6 Command Trait 
3 Darkstalker: The warlock vanishes 

into the darkness leaving no trace. 
 

 After the general attacks in the 
combat phase, they can immediately 
make a retreat move (they cannot run 
during this move). 

 
4 Beast Master: The Skorne are great 

beast masters, manipulating the 
simmering fury within not only their 
own warbeasts, but also the enemies’. 
 

 During your hero phase, you may add 
or remove 1 Fury point from a single 
Warbeast within 12” of the general. 

    
D6 Command Trait 
5 Killing Gaze: The most severe 

warlocks can kill with a stare. 
 

 During the hero phase, choose one 
enemy unit within 8” and roll a dice.  
On a 4+, that unit suffers D3 mortal 
wounds. 

 
6 Dark Ritualist: Some warlocks have 

learned to channel the life force of 
their own troops in order to increase 
the range of their spells. 
 

 When the general casts a spell, they 
can measure the spell’s range from 
any friendly model.  If they do, after 
the spell has resolved, roll a dice.  On 
a roll of 1 or 2, that unit suffers D3 
mortal wounds. 
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Tyrant’s Artefacts 
One Skorne Hero may be given one of 
the following Tyrant’s Artefacts. 
 
D6 Artefact 
1 Reiver Pistol: It may not be an 

honorable weapon, but none question 
the effectiveness of the Reiver Pistol. 

 
 During the shooting phase, choose 

one enemy unit within 8” and roll a 
dice.  On a 4+, that unit suffers D3 
mortal wounds. 

 
2 Bloodquenched Armor: This suit of 

armor has enchanted grooves carved 
into it to catch the blood of the fallen. 
 

 Add 1 to the bearer’s Save rolls if they 
have slain any enemy models in any 
preceding combat phase. 

   
D6 Artefact 
3 Cyclopean Helm: Wearing a helmet is 

just a good idea.  It can be the 
difference between life and death, 
and the Skorne (for the most part) 
understand that. 
 

 If the bearer has two or more wounds 
remaining and would be slain by an 
attack, they are instead reduced to 
one wound. 

 
4 Assassin’s Fan: Some Skorne are 

trained in the art of the fighting fan, 
using it to conceal their attacks, 
distract enemy combatants, and 
obfuscate their movements. 
 

 Enemy units subtract 1 from rolls to 
Hit the bearer. 

    
D6 Artefact 
5 Slaver’s Barbs: The Skorne adorn their 

weapons and armor with cruel barbs 
that they use to torment their 
captives and warbeasts as well as 
their enemies. 
 

 When you roll an unmodified Save 
roll of 6 for the bearer during the 
combat phase, the attaching unit 
suffers D3 mortal wounds. 

 
6 Icon of the Arch-Domina: This ornate 

standard whips the armies of the 
Skorne into a frothing frenzy. 
 

 The bearer gains the Totem keyword.  
Skorne units from your army wholly 
within 12” of the bearer may re-roll 
charge rolls. 
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Lore of Pain 
Each Skorne Wizard in a Skorne army 
knows one additional spell chosen from 
the Lore of Pain.  Pick one that best 
matches the background of your wizard.  
Alternatively, you can roll a dice to 
randomly determine which extra spell is 
known to the wizard. 
 
Note that each Wizard model in an 
Skorne army can know a different spell.  
If you prefer, you can instead generate 
(pick or roll) one spell that will be known 
by all your Skorne Wizards. 
 
D6 Spell 
1 Admonition 
2 The Lash 
3 Quicken 
4 Carnivore 
5 Parasite 
6 Flashing Blade 

1 Admonition 
Admonition has a casting value of 7.  If 
successfully cast, choose a friendly 
Skorne unit within 18” of the caster.  
Until your next hero phase, when an 
enemy unit ends a charge move within 3” 
of the chosen unit, the chosen unit may 
immediately pile in and attack.  It does 
not attack during the ensuing combat 
phase. 
 

2 The Lash 
Psychic Fortress has a casting value of 4.  
If successfully cast, choose a friendly 
Skorne unit within 18” of the caster that 
is not within 3” of any enemy models.  
Move the chosen unit up to its Move 
characteristic. 
 

3 Quicken 
Quicken has a casting value of 5.  If 
successfully cast, until your next hero 
phase, friendly Skorne units can charge 
even if they ran earlier in the turn while 
they are wholly within 18” of the caster. 

4 Carnivore 
Carnivore has a casting value of 4.  If 
successfully cast, choose friendly Skorne 
unit within 18” of the caster.  Until your 
next hero phase, each time an enemy 
model is slain by the chosen unit, heal 1 
wound allocated to any model in that 
unit. 
 

5 Parasite 
Parasite has a casting value of 6.  If 
successfully cast, choose an enemy unit 
within 18” of the caster.  The chosen unit 
subtracts 1 from Save rolls, and the caster 
adds 1 to Save rolls until your next hero 
phase. 
 

6 Flashing Blade 
Flashing Blade has a casting value of 4.  If 
successfully cast, the caster immediately 
piles in and attacks as though it were the 
combat phase. 
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Melee Weapons Range Attacks To Hit To Wound Rend Damage 
        Blades of the Dominar 2” 2 3+ 3+ - D6 

          Deathdealer’s Greatblade 2” 3 3+ 3+ -1 D3 

6” 
5 3+ 

10 

Keywords     Chaos, Skorne, Mortal, Warlock, Wizard, Hero, Dominar Tyrant 

Description 
A Dominar Tyrant is a single model armed 
with paired Blades of the Dominar or a 
Deathdealer’s Greatblade. 
 

Abilities 
Blood Quenched: Add 1 to the Attacks 
characteristic of the Dominar Tyrant’s 
melee weapon if they slew any enemy 
models in the combat phase of the 
preceding turn. 
 
Sidestep: After the Dominar Tyrant 
suffers a wound or mortal wound during 
the combat phase, they may make a 
retreat move. 

  
Warlock Anima: Whenever this model 
would suffer a wound or mortal wound, 
roll a dice.  On a 3+ you may have a 
Warbeast from your army within 12” 
suffer a mortal wound instead. 
 

Command Ability 
Defiance of the Void: You may use this 
ability in your hero phase.  If you do, 
choose a friendly Skorne unit wholly 
within 12”.  Until your next hero phase, 
whenever a model from the chosen unit 
is slain, it immediately piles in and 
attacks before being removed. 

Magic 
A Dominar Tyrant is a Wizard.  They can 
attempt to cast one spell in each of your 
hero phases, and attempt to unbind one 
spell in each enemy hero phase.  They 
know the Arcane Bolt, Mystic Shield, and 
Carnage spells. 
 

Carnage 
Carnage has a casting value of 7.  If 
successfully cast, until your next hero 
phase, friendly Skorne units add 1 to rolls 
to Hit while they are wholly within 18” of 
the caster. 

An Unofficial Warhammer: Age of Sigmar Supplement 

Dominar Tyrant 



Keywords     Chaos, Skorne, Mortal, Warlock, Wizard, Hero, Exalted Lifetaker 

Description 
An Exalted Lifetaker is a single model 
armed with either an Obsidian Staff or 
Life Drinker Dagger.  They can also hurl a 
potent Death Blast at their enemies. 
 

Abilities 
Obsidian Staff: If the Exalted Lifetaker is 
equipped with an Obsidian Staff, enemy 
Wizards within 12” subtract 1 from 
casting rolls. 
 
Life Drinker Dagger: If the Exalted 
Lifetaker is equipped with a Life Drinker 
Dagger, they heal D3 wounds allocated to 
them during the battleshock phase if they 
slew any enemy models during that turn. 

  
Warlock Anima: Whenever this model 
would suffer a wound or mortal wound, 
roll a dice.  On a 3+ you may have a 
Warbeast from your army within 12” 
suffer a mortal wound instead. 
 

Command Ability 
Void Wind: You may use this ability in 
your hero phase.  If you do, choose a 
friendly Skorne unit wholly within 12”.  
Until your next hero phase, that unit’s 
Saves cannot be modified and it has the 
ability to Fly. 

Magic 
An Exalted Lifetaker is a Wizard.  They 
can attempt to cast one spell in each of 
your hero phases, and attempt to unbind 
one spell in each enemy hero phase.  
They know the Arcane Bolt, Mystic 
Shield, and Annihilation spells. 
 

Annihilation 
Annihilation has a casting value of 8.  If 
successfully cast, choose an enemy unit 
within 18” and visible to the caster.  That 
unit suffers D3 mortal wounds.  Then, roll 
a dice for each enemy unit within 6” of 
that unit.  For each 4+, the unit being 
rolled for suffers D3 mortal wounds. 
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Exalted Lifetaker 
Missile Weapons  Range Attacks To Hit To Wound Rend Damage 

Death Blast 10” 3 4+ 3+ -1 2 
Melee Weapons Range Attacks To Hit To Wound Rend Damage 
Obsidian Staff 2” 1 3+ 3+ - D3 

Life Drinker Dagger 1” 2 3+ 4+ -1 1 

5” 
5 5+ 

8 



Melee Weapons Range Attacks To Hit To Wound Rend Damage 
  Beastmaster’s Whip 3” 4 3+ 3+ - D3 

Ripper Claws 1” 6 3+ 3+ - 1 

7” 
5 4+ 

8 

Keywords     Chaos, Skorne, Mortal, Warlock, Wizard, Hero, Vicious Paingiver 

Description 
A Vicious Paingiver is a single model 
armed with either a brutal Beastmaster’s 
Whip or Ripper Claws. 
 

Abilities 
Beastmaster’s Whip: During your hero 
phase, if the Vicious Paingiver is armed 
with a Beastmaster’s Whip, you may 
choose one friendly Warbeast unit within 
6”.  The chosen Warbeast unit suffers a 
mortal wound and adds 1 to its hit, 
wound, and charge rolls until your next 
hero phase. 
 

  
Master Tormentor: When you roll an 
unmodified 6 to hit with the Ripper 
Claws, the attack inflicts 1 mortal wound 
in addition to any other damage. 
 
Warlock Anima: Whenever this model 
would suffer a wound or mortal wound, 
roll a dice.  On a 3+ you may have a 
Warbeast unit from your army within 12” 
suffer a mortal wound instead. 
 

Command Ability 
Pain & Suffering: You may use this ability 
in your hero phase. If you do, choose an 
enemy unit within 12”.  Until your next 
hero phase, the chosen unit loses all of 
its keywords and abilities. 

Magic 
A Vicious Paingiver is a Wizard.  They can 
attempt to cast one spell in each of your 
hero phases, and attempt to unbind one 
spell in each enemy hero phase.  They 
know the Arcane Bolt, Mystic Shield, and 
Torment spells. 
 

Torment 
Torment has a casting value of 4.  If 
successfully cast, choose  a Warbeast unit 
that is within 18” and visible to the 
caster.  The chosen unit suffers D3 mortal 
wounds and adds 1 to its rolls to hit and 
to wound until your next hero phase. 

Vicious Paingiver 
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Melee Weapons Range Attacks To Hit To Wound Rend Damage 
Officer’s Blade 1” 3 3+ 3+ - D3 

7” 
5 4+ 

8 

Keywords     Chaos, Skorne, Mortal, Hero, Skorne Officer 

Description 
A Skorne Officer is a single model 
equipped with a Tyrant Blade. 
 

Standard Bearer 
The Skorne Officer is accompanied by a 
Standard Bearer.  Whenever the Skorne 
Officer is wounded, roll a dice.  On a roll 
of 1 or 2, the Standard Bearer is wounded 
instead.  If the Standard Bearer fails a 
Save, they are slain and the rest of the 
damage is ignored. 

Abilities 
Standard Bearer: Where the Standard 
Bearer is on the battlefield, friendly units 
wholly within 18” add 1 to the Bravery. 
 
Penetrating Strike:  When you wound 
with an attack with the Officer’s Blade, 
you may choose to inflict a single mortal 
wound and end the combat sequence. 

Command Ability 
Battle Plan: You may use this ability in 
your hero phase. If you do, choose a 
friendly Mortal Skorne unit that is wholly 
within 8” and choose either to Hit, to 
Wound, or Save rolls.  The unit adds 1 to 
rolls of the chosen type until your next 
hero phase. 

Skorne Officer 
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Keywords     Chaos, Skorne, Warbeast, Cyclops, Raiders 

Description 
A Cyclops Raiders unit has one or more 
models.  Each Cyclops Raider is equipped 
with a Heavy Reiver and Punching Spike 
 

Cyclops Brutes 
Models in this unit can be Brutes.  A 
Brute is equipped with a Polearm and 
Shield instead of its other weapons. 
 

Cyclops Savages 
Models in this unit can be Savages.  A 
Savage is equipped with a Falchion 
instead of its other weapons. 

Cyclops Shamans 
Models in this unit can be Shamans.  A 
Shaman is equipped with a Polearm 
instead of its other weapons. 
 

Abilities  
Futuresight: You may re-roll one rolls to 
Hit, Wound, or Save for this unit during 
each phase. 
 
Shield Guard: When a wound or mortal 
wound is assigned to a Cyclops Brute, roll 
a dice.  On a 5+, the wound is ignored. 
 
Heavy Reiver: Add 1 to the Damage roll 
for Heavy Reiver attacks targeting enemy 
units with a Wounds characteristic of 5 or 
greater. 

Cyclops Raiders 
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Missile Weapons Range Attacks To Hit To Wound Rend Damage 
Heavy Reiver 10” 2 3+ 3+ -1 2 

Melee Weapons Range Attacks To Hit To Wound Rend Damage 
Falchion 2” 3 3+ 3+ -1 3 
Polearm 2” 4 3+ 3+ - D3 

Punching Spike 1” 6 3+ 3+ - 1 

6” 
5 4+ 

6 

Magic 
The unit is a Wizard while it includes any 
Shamans.  They can attempt to cast one 
spell in each of your hero phases, and 
attempt to unbind one spell in each 
enemy hero phase.  It knows the Evil Eye 
spell.  It cannot attempt to cast any spells 
other than Evil Eye, but any number of 
units of Cyclops Raiders can attempt to 
cast Evil Eye in the same hero phase. 
 

Evil Eye 
Evil Eye has a casting value of 5.  If Evil 
Eye is successfully cast, choose  an enemy 
unit that is within 18” and visible to the 
caster and roll a dice for each Shaman in 
this unit.  The chosen unit suffers 1 
mortal wound plus an additional mortal 
wound for each 4+ rolled. 



Missile Weapons Range Attacks To Hit To Wound Rend Damage 
Titanic Cannon 12” 1 4+ 3+ -2 D6 
Melee Weapons Range Attacks To Hit To Wound Rend Damage 
War Gauntlets 1” 6 3+ 3+ - 2 

Halberd 2” 3 3+ 3+ - 1 
War Mace 1” 2 3+ 3+ - 3 

Keywords     Chaos, Skorne, Warbeast, Titan, Gladiators 

Description 
A unit of Titan Gladiators has one or 
more models.  Each is equipped with War 
Gauntlets. 
 

Titan Bronzeback 
Models in this unit can be Bronzebacks.  
A Bronzeback has 8 Wounds instead of 6.  
While this unit includes any Bronzebacks, 
it must declare a charge if possible and 
must make a charge move if that move 
could bring it to within ½” of an enemy 
unit. 
 

Titan Cannoneer 
Models in this unit can be Cannoneers.  A 
Cannoneer is equipped with a Titanic 
Cannon and War Mace instead of its 
other weapons. 
 

Titan Sentry 
Models in this unit can be Sentries.  A 
Sentry is equipped with a Halberd and a 
Titanic Shield instead of its other 
weapons. 

Abilities 
Tusk Charge: After a unit of Titan 
Gladiators finishes a charge move,  roll a 
dice for each model in the unit, for each 
4+ one enemy unit within 2” of the 
model being rolled for suffers a mortal 
wound. 
 
Titanic Shield: When a wound is assigned 
to a Titan Sentry, roll a dice.  On a 6, the 
wound is ignored and the Sentry can 
immediately pile in and attack with its 
Gladiator Weapon. 
 
Counter-charge: At the end of the enemy 
charge phase, this unit may attempt a 
charge. 

Titan Gladiators 
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4” 
6 4+ 

7 



Melee Weapons Range Attacks To Hit To Wound Rend Damage 
Grotesque Claws 1” 4 4+ 4+ - 1 

Keywords     Chaos, Skorne, Warbeast, Titan, Agonizers 

Description 
A unit of Agonizers consists of one or 
more models.  They fight in melee with 
their Grotesque Claws. 

Abilities 
Gnawing Pain: Enemy units within 12” of 
the Agonizer subtract 1 from their rolls to 
hit. 
 
Maddening: Friendly Skorne units wholly 
within 12” of the Agonizer add 1 to the 
Attacks characteristic of each of their 
weapons. 
 
Spiritual Affliction: Enemy units within 
12” of the Agonizer cannot casts spells. 

    
Power From Pain: For each wound the 
Agonizer suffers, gain 1 Command Point. 

Agonizers 
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4” 
5 6+ 

7 



Missile Weapons Range Attacks To Hit To Wound Rend Damage 
Harpoon 12” 1 3+ 4+ - 1 
Incindus 8” 1 5+ -   -   -   Special   -   -   - 

Melee Weapons Range Attacks To Hit To Wound Rend Damage 
War Spear 2” 2 3+ 3+ - 1 
Harpoon 2” 2 3+ 4+ - 1 

Incindus Blade 1” 1 4+ 4+ - 1 

Keywords     Chaos, Skorne, Mortal, Cataphractii 

Description 
A unit of Cataphractii consists of 5 or 
more models.  The unit can be equipped 
with either Harpoons, War Spears and 
Cataphract Shields, or Incindus and 
Incindus Blades. 
 

Captain 
This unit is led by a Captain.  The Captain 
makes an additional attack with its melee 
weapons. 

Abilities 
Harpoon: After attacking in the shooting 
phase with a Harpoon, any units 
damaged by the Harpoon and consisting 
of only 1 model must move D6” directly 
toward the nearest Cataphractii. 
 
Incindus: When you hit with an Incindus, 
the target suffers 1 mortal wound. 

   
Cataphract Shields: Units bearing 
Cataphract Shields re-roll Save rolls of 1. 
 
War Spears: When an enemy unit ends a 
charge move within 2” of a Cataphractii 
unit bearing War Spears, roll a dice for 
each Cataphractii that is within 2” of that 
unit.  For each roll of 4+, the charging 
unit suffers 1 mortal wound. 

Cataphractii 
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5” 
2 4+ 

7 



Melee Weapons Range Attacks To Hit To Wound Rend Damage 
Barbed Whips 2” 1 3 3 - 1 

Assassin Blades 1” 2 4 4 - 1 

Keywords     Chaos, Skorne, Mortal, Paingivers 

Description 
A unit of Paingivers consists of 5 or more 
models.  A unit can be equipped either 
with Barbed Whips or with Assassin 
Blades. 
 

Painmaster 
This unit is led by a Painmaster.  The 
Painmaster makes an extra attack with its 
melee weapons. 

Abilities 
Anatomical Precision: When you roll an 
unmodified 6 to hit during the combat 
phase, that attack gets Rend -1. 

   
Beast Mastery: During your hero phase, 
you may choose a Warbeast (friend or 
foe) within 6” and roll a dice.  On a roll of 
1 or 2, the Warbeast suffers a mortal 
wound.  On a 3+, choose one of the 
effects below: 
 
Enrage: The Warbeast may immediately 
pile in and attack as though it were the 
combat phase if it is within 3” of an 
enemy. 
 
Prod: Move the Warbeast can move D6” 
if it is not within 3” of an enemy. 

Paingivers 
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7” 
1 6+ 

6 



Melee Weapons Range Attacks To Hit To Wound Rend Damage 
Folded Steel Blades 1” 2 4+ 4+ - 1 

Keltarii Glaive 2” 1 4+ 4+ - 1 
Pike 2” 1 3+ 3+ - 1 

Keywords     Chaos, Skorne, Mortal, Praetorians 

Description 
A unit of Praetorians consists of 5 or 
more models.  The unit can be equipped 
with Folded Steel Blades, Keltarii Glaives, 
or Pikes and Karax Shields. 
 

Captain 
This unit is led by a Captain.  The Captain 
makes an additional attack with its melee 
weapons. 

Abilities 
Folded Steel Blades: A unit equipped 
with Folded Steel Blades can choose to 
make precision strikes instead of 
attacking normally.  If they do, make only 
one attack per model.  For each 
successful roll to wound, inflict 1 mortal  
wound and end the attack sequence. 
 
Keltarii Glaive: A unit equipped with 
Keltarii Glaives can be chosen to pile in 
and attack twice during each combat 
phase. 

   
Karax Shields: A unit of Praetorians 
bearing Karax Shields adds 1 to its Save 
rolls. 

Praetorians 
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5” 
1 5+ 

7 
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Pitched Battle Profiles 
Skorne 

Skorne Unit Size 
Unit Min Max Points Battlefield Role Notes 
Dominar Tyrant 1 1 140 Leader 
Exalted Lifetaker 1 1 120 Leader 
Vicious Paingiver 1 1 120 Leader 
Skorne Officer 1 1 80 Leader 

Cyclops Raiders 1 10 70 
Battleline if army has Skorne 

allegiance. 

Titan Gladiators 1 5 100 
Battleline if army has Skorne 

allegiance. 
Agonizers 1 10 50 
Cataphractii 5 10 180 
Paingivers 5 10 40 
Praetorians 5 10 60 


