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In ages past… 
During the Age of Myth, incredible civilizations thrived across the Mortal Realms. Many of these 
cities were bastions of magic and wondrous feats of engineering, leading to unprecedented 
discoveries and artifacts of unimaginable power. 

While the lands grew and prospered, Chaos worked in the shadows, ever hungry and working 
to find a way into the lands. The whispers of Tzeentch poisoned the minds of many magi who 
strove to unlock more and more powerful sorceries. Nurgle’s plagues would find their way into 
the polluted allies of the cities or blossom deep in the fetid swamps of Ghur and Ghyran. 
Complacency led to excess and deviant behavior in many lands, giving Slaanesh an inroad to 
many cults who sought pleasure and pain. Finally, wherever wrath and anger led to violence 
and blood, Khorne’s influence spread bringing many to his battle song.  

Without the strength to unleash a full onslaught across the Mortal Realms, for centuries Chaos 
bid its time, openly warring when they could and corrupting those to their cause when outright 
battle couldn’t achieve their goals. It was at this time in the realm of Ghur that a new Champion 
of Chaos rose to power that would shake the foundations of the Realms. 

The Great Frays of the Beastman have plagued the lands of Ghur for thousands of years, raiding 
settlements and farms and providing a constant threat to caravans traversing the harsh 
wilderness. Occasionally a particularly powerful shaman or beastlord would rise to prominence, 
uniting many tribes under their totem and rampaging across the continent. It was such an 
instance that Orcaloth the Everbloodied, a prominent beastlord rose to conquer a number of 
tribes in Thondia.  

Orcaloth’s conquest took it from the Mawbight to Lake Everglut, leaving carnage and 
destruction in his wake. He had set his sights on far off Excelsis, where he hoped to tear down 
its walls and raise a Herdstone from its stone. It was during this crusade across the hinterlands 
that his Ungor scouts came across a massive cave with the remnants of an ancient temple 
inside it. Though the ruins were ancient, the very air hung heavy with power and eldritch 
energies. Orcaloth was instantly drawn to the heart of the temple and there he found a massive 
blade and staff suspended above an altar. Symbols of the Dark Gods covered the stone and the 
beastlord could hear the items calling to him, whispering promises of infinite power. Grasping 
the items, a wave of darkness blanketed him, and he found himself standing between worlds, 
surrounded by the powers of Chaos itself. They offered him dominion over all of Ghur if he 
would raise the cities of the God King and his pantheon and he quickly agreed. His body was 
infused with the powers of Chaos Undivided and he emerged from the temple as Orcaloth the 



Eye of Chaos Ascendant, a daemon prince of unparalleled power and terrible fury. Orcaloth 
now towered over his minions and commanded devastating magics and titanic strength. His 
furious roars beckoned tens of thousands to his banners and his armies swelled like the bloat 
flies that plagued the realm of beasts.  

The newly raised prince tore holes in the fabric of reality and daemons poured through the rifts 
to fight alongside his legions and together beast and daemon set forth towards the Cities of the 
God King. 

Over the coming months Orcaloth destroyed much of the civilization of Ghur. Epic battles were 
waged, and many heroes fell to the blades of the beast herds. Finally, before the gates of 
Excelsis a gathering of the greatest champions of the age combined to stop the slavering hordes 
of Chaos led by none other than Sigmar himself. At his side stood Tyrion and Teclis who knew 
that the powers wielded by Orcaloth could not be allowed to spread any further lest all the 
Realms should fall. The ensuing battle has now faded beyond legend to become known simply 
as the God Fall, as some claim a number of lesser deities were slain that day on the fields of 
Ghur. In the end, the energies of the Dark Powers were stripped from Orcaloth and his 
shattered form cast into the Sea of Claws. His mighty staff and blade, the receptacles of the 
undivided power were buried deep beneath the City of Secrets, locked behind the strongest 
Stormvaults ever created by Teclis and Grungi. The vault is many miles below the city, far below 
even the labyrinth of catacombs that lie under its streets. Sigmar struck all records of Orcaloth 
from the records and through Teclis’s magic his memory faded beyond time and space… 

 

Rumblings from the past… 

When Kragnos was released and began his rampage across the Realm of Beasts, the Earthquake 
God did more than just tear down walls. The very fabric of Ghur thundered with his presence 
and deep in the bowels of the earth the pulsating heartbeat of the Realm shook the foundation 
of the land. These emanations and tremors managed to crack the Stormvault containing 
Orcaloth’s artifacts and the terrible weapons awoke in the darkness. Chaos once again could 
sense their receptacles of power and their plans once more were put into motion. 

Deep in the caves of Thondia’s mountains, a Beast Shaman’s dreams began to whisper with the 
call of darkness. The Chaos gods sensed in this being the ability to create a new champion that 
could even rise above Orcaloth. With the Stormvault breached the artifacts sent forth their 
promises of power to the void and he hungrily began his quest to find these items that would 
bring him to his dark masters’ favor. 

Driven by this newfound source of power, Lacathoth, as the shaman was known, quickly rallied 
many tribes to his banner. A dark power burned behind his eyes and many of the Beast Lords 
could sense that this shaman was destined for greatness. Surging from the mountains this 
massive horde set their sights on the wounded city of Excelsis and the vaults buried deep below 



its streets. As they covered the lands between many others found themselves drawn towards 
the City of Secrets as well and other dark warbands amassed and began the march. Once more 
the people of Excelsis would find themselves beset by darkness. 

Portents in the Heavens 

The terrible evil growing in Ghur cast ripples across the Mortal Realms. Storms of 
unprecedented magnitude formed in the skies of Azyr and many of Sigmar’s trusted seers knew 
this was not a natural occurrence. Studying the celestial orreries they saw the forces of Chaos 
converging on Ghur and knew that steps must be taken to protect the fragile domains of the 
God King there. Rallying a host of Stormcasts, the God King dispatched them to reinforce the 
city and called to his allies to also come to its aid.  

While the armies muster to defend Excelsis once more, Sigmar has also called upon the 
Soulbound, powerful individuals who possess the favor of their patrons, to undertake special 
missions that could turn the tide of the events unfolding in Ghur. These mighty beings have 
called others to their side and spread quickly to sites of ancient power across the Realms. What 
secret missions they undertake is unknown, but they move with deep determination and speed 
to achieve their hidden goals. 

But Chaos and Order are not the only forces at work in this turbulent time. Champions of Death 
and Destruction also make their way towards Ghur intent on staking their own claims on the 
titanic powers about to be unleashed. 

A new war that will shake the very foundations of the Mortal Realms has begun… what side will 
you fight on? 

Campaign Weekend Rules 

Welcome to the first Games and Stuff Narrative Campaign Weekend for Warhammer Age of 
Sigmar. Over this two-day event we will strive to bring you an amazing experience using an in-
depth storyline and amazing terrain! It is our goal for each player to have a fantastic weekend 
of gaming and leave energized for the hobby and future events. Below you will find the 
tentative schedule and rules outline for the event. If you have any questions about the event 
please contact Jeff Hall at jeff@gamesandstuffonline.com 

Saturday June 18, 2022 
 10 AM – 11 AM: Arrival and check-in 
 11 AM – Games Begin 
      11 AM – 12:30 PM   Game 1 (Path to Glory Game) 
      12:30 PM – 1 PM  Lunch (Provided) 
      1:00 PM – 2:30 PM  Game 2 (Path to Glory Game) 
      2:45 PM – 4:15 PM Game 3 (Path to Glory Game) 
      4:30 PM – 6:30 PM Game 4 (AOS Matched Play Game) 
      6:30 PM  End of Day 1 (Wrap-up and briefing for Day 2) 
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Sunday June 19, 2022 
 10 AM – 11 AM: Arrival and check-in (Participants can enter the store 1 hour early for the event) 
 11 AM – Games Begin 
      11 AM – 1:00 PM  Game 5 (AOS Matched Play Game) 
      1:30 PM – 1:30 PM  Lunch (On Your Own) 
      1:30 PM – 3:30 PM  Game 6 (AOS Matched Play Game) 
      3:45 PM – 5:45 PM Battle for the Storm Vault (Open Play Game) 
      6:00 PM  End of Event and Awards 

Creating Your Rosters 
There are three different types of games you will play over the course of this Campaign 
Weekend. You will need to prepare various rosters for each type of game. The information 
below will detail what kind of rosters you will need and how to create them.  

Part 1 – Path to Glory 

The first three games of day one will be modified Path to Glory games. The games will not use 
Territories in the usual manner. Instead, you may select 3 Territories as you prepare your roster 
and gain their benefits for all games. Please refer to the AOS Core Rulebook for all limits on 
number of units and unit types (Pages 306 – 307). Please note Faction Terrain will not be used 
in Path to Glory games for this event. 
For example: You select Old Keep (+1 Hero Limit), Wild Lands (+1 Monster Limit), and Ancient 
Roads (+1 Allied Units Limit). These options are now available for you for creating each of your 3 
Path to Glory army lists for the event. 

 The games will grow in size with each game and follow the following progression: 

GAME POINTS UNIT LIMIT / VETERAN ABILITIES 
1 – Vanguard 600 6 / 2 
2 – Warband 800 7 / 3 
3 – Warband 1000 8 / 4 

 
As this is a story driven event, players may use the Anvil of Apotheosis rules from AOS Thondia 
to create their Warlord for the Path to Glory games.  
Enhancements – Core and Bonus Enhancements can be given as normal when creating your 
roster. 
Quests – The Quests that each army is attempting to complete will be given out before each 
battle in the event. They will be based on the overall storyline of the event and tie into the 
progression of that story. Players do not need to generate anything as they make their roster. 
Veteran Abilities – As this is a compact event, we will not be using the standard Glory Point and 
Renown Point rules. Instead, you will be able to select the appropriate number of Veteran 
Abilities from the chart on page 318 (or your Battletome) and apply them to any units you 
choose when making your roster. This allows you to theme your force around your Warlord and 
their past great events. These Veteran Abilities are used as listed in their appropriate book and 
can be used once per game as usual.  



Part 2 – The War for Excelsis 

After the Path to Glory games, the War for Excelsis begins! These games will be Matched Play 
games. Each game will be a 2000-point game following all standard Matched Play restrictions. 
The rules in your Battletome will determine how to structure your army.  

Part 3 – The Battle for the Storm Vault 

The final battle of the event is the climatic showdown for the Storm Vault! All the players are 
gathered to see who can claim the powers locked within! 

For the final battle, you will have 750 points to create a roster. This roster falls under the Open 
Play guidelines which means you can do whatever you like! You can create a character using the 
Anvil of Apotheosis rules, you can make a roster of units and allies from various books – it is up 
to you! The only restriction is you cannot take any Monsters/Behemoths for this final battle. 
This battle will be taking place in close confines! 

What we would encourage is that you follow the story of your army that you have planned for 
this event and represent a notable character and his retinue who have broken off and found 
their way into the catacombs beneath the city. Has your Warlord gathered his finest warriors to 
bring this war to an end?  

 

Those are the rules for preparing your army for this exciting event. Once again if you have any 
questions please don’t hesitate to reach out to Jeff Hall at jeff@gamesandstuffonline.com  

We look forward to seeing you in June and what great armies and warbands you have put 
together! 
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