
SKIES OF SLAUGHTER

A WHOLE NEW GAME

Skies of Slaughter is a new set of rules for using
your Warhammer Age of Sigmar flying monsters in
games of aerial combat. The core rules of the
game are based on Stormcloud Attack, which
came out a few years ago for Warhammer 40,000.
This time, however, the lascannons and heavy
bolters have been traded in for lightning
hammers and skybolt bows, not to mention
gnashing jaws and razor-sharp claws.

In this issue you’ll find the core rules for Skies of
Slaughter, which explain how to set up a battle,
how to fight with your units, and how to perform
daredevil midair manoeuvres. January’s issue of
White Dwarf continues the airborne entertainment
with additional warscrolls, scenarios, and a
campaign system for you to play through. So
chocks away (or the dragon equivalent of chocks),
and prepare yourself for aerial combat!

cross the Mortal Realms, wars are waged
on a daily basis, huge armies clashing
over vast, fantastical landscapes. Yet
high above those armies, wreathed in

the fog of war and magic-laden storm clouds,
flying monsters are engaged in duels of their own.
Lords of Change swoop through the sky on
magical pinions, bolts of sorcerous energy
leaping from their taloned hands. Idoneth
Leviadons and Allopexes swim through the air as
if it were water, their riders launching barbed
harpoons at distant foes. Zombie Dragons and
Terrorgheists ambush Stardrakes and Griffons in
midair, their rotting carcasses held aloft by their
undead masters. Kharadron ships ply the
aethersphere, their deadly cannons loaded and
ready for action. And all the while, far below, the
denizens of the Mortal Realms watch on in
wonder as these mighty beasts whirl and swoop,
clash and dive. And, eventually, fall …

SKIES OF SLAUGHTER

LORDS OF THE
SKIES
Did you know there
are close to thirty
flying monsters in
Warhammer Age of
Sigmar that can be
used in Skies of
Slaughter? These
include Arkanaut
Ironclads, Idoneth
Leviadons, Lords of
Change, Phoenixes,
Mawkrushas, and
many more besides.



NEW RULES

SKIES OF SLAUGHTER
Skies of Slaughter is a game of aerial combat in the Age of Sigmar, in which winged leviathans and gun-laden flying
machines engage in thrilling airborne duels amidst the clouds high above the Mortal Realms.

THE MODELS
Skies of Slaughter is played using large
flying models from the Warhammer
Age of Sigmar range, referred to in
the game as flying monsters. When
playing the game, dice are placed
beside each model’s base to show how
fast the flying monster is moving
(called its velocity), and to record any
wounds it has suffered.

FACING AND ARCS
A flying monster’s facing is important
for determining how it turns, and
which weapons it can bring to bear
on a target. Turns and weapon arcs
are split into 45-degree segments
which are measured from the centre
of the model’s base, as shown in the
diagrams below-right. You can mark
the segments on the edge of your
flying monster’s base if you wish.

THE IMPULSE TABLE
Turns in Skies of Slaughter are
split into three ‘mini-turns’ called
impulses. Each flying monster has a
velocity, which determines the order
in which they act in each impulse
and the number of manoeuvres they
must make.

IMPULSE TABLE

Velocity First
Impulse

Second
Impulse

Third
Impulse

6 Zoom! Zoom! Zoom!

5 Zoom! Zoom! Cruise

4 Zoom! Cruise Cruise

3 Cruise Cruise Cruise

2 Cruise Cruise Attack

1 Spin Spin Spin

Zoom!: Carry out 2 manoeuvres,
then attack, then accelerate
or brake.

Cruise: Carry out 1 manoeuvre,
then attack, then accelerate
or brake.

Attack: Attack, then accelerate
or brake.

Spin: Spin.

All the weapons on a
flying monster have
a weapon arc. This
determines which

targets the weapon can
engage depending on
its facing. You can see
the different weapon

arcs below.

The dice at the front of the base indicates the flying monster’s velocity,
while the dice at the back shows the number of wounds it has suffered.



SKIES OF SLAUGHTER
WARSCROLLS
Each type of flying monster in Skies
of Slaughter has a warscroll, which
lists all of the information you
will need to know about the flying
monster during the game. You can
find two warscrolls at the end of
these rules (pg 53).

1 Name: The name of the
flying monster that the
warscroll describes.

2 Description: An overview of
the flying monster and how
it fights.

3 Flying Characteristics:This
set of characteristics tells you
how fast the flying monster
is and how many wounds it
can sustain.

4 Weapon Options:The weapons
that the flying monster is armed
with. The weapons the flying
monster is normally armed
with are listed first, followed
by optional weapons it can use
in italics.

5 Weapon Characteristics :
These characteristics let you
know how effective the flying
monster’s weapons are. The
Strafe rules are not needed for
now. They are explained in the
next issue.

6 Flying Monster Special Rules:
The special rules for a flying
monster describe things it can

do that are not covered by the
standard game rules.

7 ManoeuvreTable:This table
shows all of the aerialmanoeuvres
the flyingmonster can perform,
howdangerous they are to
perform at different velocities,
and how they are executed.

8 Manoeuvre: The name of each
of the manoeuvres the flying
monster can perform.

9 Danger Rolls: Sometimes a
flying monster will have to make
a danger roll before carrying
out a manoeuvre. This is done
by cross-referencing the velocity
of the flying monster with the
manoeuvre being carried out.

10 Execution: This lists the Moves,
Turns, Reversals and Sideslips
the flying monster must
carry out when it performs
the manoeuvre.
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PREPARING FOR PLAY
Skies of Slaughter can be played by
two or more players. The game works
equally well between two players or a
large group of players taking part in
one massive aerial battle!

Each player will need at least one
flying monster and the warscroll to
go along with it. The player controls
the actions of that flying monster
during the game, and is referred
to as the controlling player in the
following rules.

Players can choose to a field a wing
of two or more flying monsters if
they wish, controlling the actions of
all of the models in their wing. As
well as the flying monsters and their
warscrolls, every player will need
a tape measure or ruler to measure
weapon ranges, and enough dice to
record each flying monster’s velocity
any wounds it may have suffered,
and to carry out the attacks that the
monster makes during the battle.

Sometimes you will need to roll 2D6;
to do so, roll 2 dice and add them
together to generate the dice roll.

Games of Skies of Slaughter need
a flat playing area to represent
the combat zone where the battle
takes place. A dining table makes
an excellent combat zone for 2 to 6
flying monsters. Larger games will
need a bigger table, or can be played
on the floor (just be extra careful not
to kick over any of your models in
the heat of battle!).

Finally, you will need to pick a
skybattle to play (we’ve included
one skybattle on page 52 to get you
started, but keep your eyes peeled
on future issues ofWhite Dwarf for
more). Duels are battles between
one flying monster on each side,
and Encounters are battles between
more than two flying monsters.
Once you’ve picked a skybattle and
followed its set-up instructions, you
are ready to start playing the game!

VELOCITIES
At the start of the game, flying
monsters are given a velocity of
1 to 6. This setting may change
as the game goes on. The players
show the velocity for each of
their flying monsters by placing
a dice at the front of the flying
monster’s base.

A flying monster’s velocity can
never be less than 1 or more than
the maximum velocity on its
warscroll. Changes to the flying
monster’s velocity that would
cause this to happen are ignored.

SPINS
Should a flying monster’s
velocity ever fall to 1, then it
will go into a spin (pg 49). This
can be an effective way to get
away from the enemy, but if the
flying monster doesn’t pull out
of the spin in time it may crash
into the ground!



1 Name and Overview :The name of the skybattle and a brief description
of it.

2 Combatants :The flying monsters that can be used in the skybattle.

3 Set-up :Where the flying monsters are set up at the start of
the skybattle.

4 Victory Conditions :How the winner of the skybattle is determined.

5 Map :Themap illustrates how to set up the flying monsters at the
start of the skybattle, and anything else that may affect the skybattle’s
combat zone.

SEQUENCE OF PLAY
After set-up is complete, the game
can start. The game is played in
turns, each of which is split into 3
impulses followed by a recovery step.

Sequence of Play
First Impulse
Second Impulse
Third Impulse
Recovery

IMPULSES
Each turn has three impulses, which
are carried out one after the other.
Flying monsters take an action in
each impulse. They do so in an order
determined by their velocities, from
high to low. So, any flying monsters
with a velocity of 6 will go first in
each impulse, and so on.

INITIATIVE ROLLS
Initiative rolls are made to determine
the order in which flying monsters
take actions when they have the
same velocity. Each tied player rolls
2D6. The player that rolled lowest
must carry out their action first.
Players tied for the lowest roll must
roll again, and so on until there is
only one player with the lowest roll.

After the player that rolled lowest
has taken their action, the remaining
tied players roll for initiative again,
with the player with the lowest roll
taking their action, and so on until
all the flying monsters have acted.

ACTIONS
A flying monster’s action is resolved
in the following steps:

1 The flying monster carries out
its manoeuvres.

2 The flying monster attacks.
3 Enemy flying monsters
can retaliate.

4 The flying monster accelerates
or brakes.

ONE ACTION PER IMPULSE
A flying monster cannot carry out
more than one action per impulse.
Once it has carried out its action, place
the velocity dice at the back of the
flying monster rather than the front
to show that it has had its go. Return
all of the flying monsters’ velocity
dice to the front at the start of the
next impulse.

MANOEUVRES
Depending on its velocity, a flying
monster may have to make up to two
manoeuvres when it takes an action.
Look up the flying monster’s velocity
on the Impulse Table to determine
how many manoeuvres it must
carry out:

• A flying monster that is Zooming
must carry out 2 manoeuvres.

• A flying monster that is Cruising
must carry out 1 manoeuvre.

• A flying monster that is Attacking
or Spinning cannot carry out
any manoeuvres.

DECLARING MANOEUVRES
You must declare the manoeuvre
that a flying monster will carry out
before executing it. If the flying
monster is carrying out more than
one manoeuvre, declare and carry

out the first one, then declare and
carry out the second one.

AVAILABLE MANOEUVRES
Themanoeuvres a flying monster
can carry out are shown on its
warscroll. Look up the flying
monster’s velocity on its Manoeuvre
Table to see which manoeuvres it can
perform. Manoeuvres marked ‘N/A’
cannot be carried out at that velocity.
All other manoeuvres can be
attempted, though some may require
you to make a danger roll.

DANGER ROLLS
Manoeuvres can cause wounds if the
flying monster is moving too quickly.
This is represented by amaking a
danger roll before eachmanoeuvre is
carried out. Danger rolls are made by
rolling 2D6, then cross-referencing the
roll with the flying monster’s velocity
and the manoeuvre being carried out.

If the roll is equal to or greater than
the number listed on the chart,
the manoeuvre has been carried
out safely. If the roll is less than
the number listed on the chart, the
flying monster still carries out the
manoeuvre, but suffers 1 wound
(pg 49), and 1 is subtracted from its
current velocity (this may cause it to
spin in its next impulse).

Depending on a flying monster’s
velocity, it will be able to carry out
certain manoeuvres on a ‘2+’. Such
manoeuvres are always carried out
safely unless a negative modifier
applies. Some other manoeuvres are
noted as being ‘Always Safe’ – you
never have to make a danger roll for
such a manoeuvre.
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MOVE

TURN

REVERSAL

SIDESLIP

CARRYING OUT A MANOEUVRE
Each manoeuvre requires a flying
monster to carry out a certain
number of Moves, Turns, Reversals
and Sideslips. The number and order
of the Moves, Turns, Reversals and
Sideslips that must be carried out is
listed in the Execution columzwwwn
for the manoeuvre on the flying
monster’s Manoeuvre Table. For
example, a manoeuvre might require
a flying monster to make 2 Moves
followed by 1 Turn.

MOVES
AMove is made by picking the
flying monster up, moving it straight
ahead, and placing it back down so
that the velocity dice is at the back
of the base. The velocity dice is then
replaced at the front of the base.

TURNS
A Turn is carried out by pivoting
the flying monster’s base by 45
degrees to the left or right. The
velocity dice is than replaced at the
front of the base. The Turns a flying
monster makes when carrying out
a manoeuvre can be less than 45
degrees. Any Turns that are not part
of a manoeuvre (for example, when
forced to make a Turn as a result of
a roll on the Damage Table) must be
for the full 45 degrees.

REVERSALS
A Reversal is carried out by pivoting
the flying monster’s base by up to
180 degrees. The velocity dice is than
replaced at the front of the base.

SIDESLIPS
Sideslips allow a flying monster
to move in a direction other than
straight ahead. To carry out a
Sideslip, slide the velocity dice
round the flying monster’s base to
anywhere in the flying monster’s
front 180 degree weapon arc. Then
pick the flying monster up and move
it over the dice as shown in the
diagram on the right. Then replace
the dice at the front of the flying
monster’s base. Note that the flying
monster’s facing does not change.



Centre of
Battlefield

The Frostheart
Phoenix is turning
to the right, but will
finish the manoeuvre

touching the
Arkanaut Ironclad…

…so it is moved just
enough to avoid the
collision. On a roll of
1, both models will
suffer 1 wound.

The Frostheart Phoenix
must make a Move, but it

cannot do so without leaving
the battle.

The player commanding the
Phoenix decides it will loop
back. The model is removed
and its velocity dice is left in
place to show where it exited.
Three other dice are rolled
and the Phoenix suffers 1
wound for each roll of 1.

The Phoenix returns when it
next takes an action, so that
its velocity dice is at the back
of its base, and so that the
flyer is facing towards the
centre of the battlefield.

returns, place it back in the combat
zone, so that its velocity dice is now
at the back of its base, and so that
the flying monster is facing directly
towards the centre of the playing
area (see the diagram above). If this
would result in a collision, slide the
flying monster far enough to the

left or right to avoid the other flying
monster and then make a collision
roll as described above.

A flying monster cannot carry
out any manoeuvres and cannot
attack in the impulse that it returns.
However, it can accelerate or brake.

COLLISIONS
Flying monsters can move over other
flying monsters, but cannot finish
a manoeuvre touching any part of
another flying monster (including its
base). If it is impossible to avoid one
flying monster ending up touching
another, carry out as much of the
manoeuvre as possible, as shown in
the diagram on the right, and then
make a collision roll as described
below. Carry out the same procedure
if a ‘forced’ Move or Turn that
occurs as a result of a spin or a roll
on a Damage Table would result in
two flying monsters touching.

To make a collision roll, the
controlling player of the moving
flying monster rolls a dice. On a roll
of 1, the two flying monsters have
clipped each other, and both suffer
1 wound (pg 49). If a flying monster
collides with more than one other
flying monster, make a collision roll
for each one.

LEAVING THE BATTLE
Sometimes a flying monster may
be forced to move off the edge of
the playing surface being used for a
game. This is known as leaving the
battle. When this occurs, the flying
monster’s model is removed , and
it can either not to return, or loop
back and return to the fray.

If the flying monster loops back,
leave its velocity dice on the table to
mark the point where it exited, and
then roll 3 dice; the flying monster
suffers 1 wound for each roll of 1. If
it survives these dice rolls, the flying
monster can return when it next
would take an action.

When (or if !) the flying monster
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SPINS
A flying monster goes into a spin if it has a velocity of 1 at the start of an
action or if a roll on the Damage Table causes it to do so.

To carry out a spin, roll on the Spin Table. When a flying monster has to make
D3 Turns, roll a dice. On a 1-2, it makes 1 Turn; on a 3-4, it makes 2 Turns;
and on a 5-6, it makes 3 Turns.

If the flying monster survives, make an acceleration roll for it (pg 51). On a
7+, the spin is brought under control; otherwise, the flying monster goes back
into a spin. Keep on repeating this process – rolling on the Spin Table and
making acceleration rolls – until the flying monster either brings the spin
under control or is slain.

By bringing the spin under control, the flying monster increases its velocity
by 1 (if it is possible for it to do so). If it was in a spin because it had a velocity
of 1, bringing the spin under control counts as the flying monster’s action.
However, as it will now have a velocity of 2, it will not go into a spin in the
next impulse.

ATTACKS
After carrying out its manoeuvres, a flying monster
can attack one enemy flying monster. The target
must be in range and attack arc of at least one of the
attacker’s weapons.

Range:Measure the range from the closest part of the
attacking model to the closest part of the target model
(including their bases).

Attack Arc: A target is in a weapon’s attack arc if any
part of the target model is in the weapon arc of that
weapon (pg 43). If the weapon has a fixed weapon arc,
then you must be able to draw a straight line through the
centre of the attacking flying monster that crosses any
part of the target flying monster.

CARRYING OUT AN ATTACK
To carry out an attack, the player controlling the attacker
rolls 1 or more dice for each of its weapons that can
draw range and attack arc to the target. The number of
dice that are rolled for a weapon are shown on the flying
monster’s warscroll (pg 53).

A hit is scored for each roll equals or beats the hit roll for
the weapon listed on the flying monster’s warscroll. A
roll of 1 is always a miss, and a roll of 6 is always a hit. If
none of the attacking monster’s weapons score any hits,
then the attack is a failure and has no effect on the target.
Otherwise, inflict damage as described next.

INFLICTING DAMAGE
Add up the damage caused by the weapons that hit, and
compare the total to the target’s Toughness. Then, look
up the result on the Attack Results Table below.

THE DAMAGE TABLE
Sometimes the Attack Results Table will instruct the
attacker to roll on the Damage Table. When this is the
case, roll 2D6 and look up the roll on the Damage Table
on page 50.

WOUNDS
Some results on the Attack Results Table cause the target
to suffer wounds. Record the number of wounds suffered
by placing a dice at the back of the flying monster’s base.
When the number of wounds suffered by a flying monster
equals the Wounds characteristic on its warscroll, it is
slain and removed from play.

SPIN TABLE

D6 Result

1 Crash To Ground:The
flying monster is slain.

2-3 Spin Left:Make D3
Turns to the left.

4-5 Spin Right:Make D3
Turns to the right.

6

Overdive:Make 1 Move
and suffer 1 wound. If the
flying monster is forced
to leave the battle as a
result of this Move, it is
assumed to have spun out
of control and is slain.

ATTACK RESULTS TABLE

Total damage is: Result

Less than or equal to
target’s Toughness

Winged:The attacker rolls
once on the Damage Table.

Greater than target’s
Toughness, but not
double its Toughness

Injured:The target suffers
1 wound, and the attacker
then rolls once on the
Damage Table.

At least double the
target’s Toughness but

not triple

Seriously Injured:The target
suffers 2 wounds, and the
attacker then rolls once on
the Damage Table.

At least triple the
target’s Toughness

Mortally Injured:The target
suffers 3 wounds, and the
attacker then rolls once on
the Damage Table.



ATTACK EXAMPLE
A Frostheart Phoenix attacks an
Arkanaut Ironclad. The Phoenix
has the Ice-cold Talons weapon,
which has a Forward 180-degree
weapon arc and a Range of 3". The
distance between the Phoenix and
the Ironclad is less than 3", and the
Ironclad lies within the Phoenix’s
Front 180-degree weapon arc, so
the Ice-cold Talons can be used
to attack.

Five dice are rolled for the Ice-cold
Talons, requiring rolls of 4 or more
to hit. No modifiers apply, and 3 hits
are scored. Each hit causes 2 damage,
for a total of 6 damage inflicted on
the Ironclad.

DAMAGE TABLE

2D6 Result

2 Multiple Hits:The target suffers 1 wound. Then roll on this table again.

3 Tail Spin:The target goes into a spin.

4 Dodge: Roll a dice. If the roll is less than the Wounds characteristic on the target’s warscroll, the target
suffers 1 wound.

5 Zoom Forward:Make an acceleration roll for the target. On a 7+, it makes 1 Move but does not change
velocity. Otherwise, it suffers 1 wound.

6 Swerve Left:The target must make 1 Turn to the left.

7 Press the Attack: If the attacker is within 3" of the target, the attacking player can choose to press the attack.
If they do so, the attacker and the target each suffer 1 wound.

8 Swerve Right:The target must make 1 Turn to the right.

9 Rear Up:The target must either suffer 1 wound or lose 1 velocity (controlling player’s choice).

10 Falling Leaf:The target must either suffer 1 wound or go into a spin (controlling player’s choice).

11 Critical Hit:The target suffers 1 wound.

12 Bulls-eye:The target suffers D3 wounds.

Ice-cold Talons
Forward 180º weapon arc
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The damage inflicted by the attack
exceeds the Ironclad’s Toughness of
5, but is not double the Toughness.
This means that the Ironclad has
been injured – it suffers 1 wound
and a roll must be made on the
Damage Table.

The wound is shown by placing
a white dice at the back of the
Ironclad’s base. The Ironclad has
suffered 1 wound, so the dice is
placed with a result of 1 facing up.

2D6 are then rolled on the Damage
Table. The roll is a 7 – Press the
Attack. This means that if the
attacking monster is within 3" of the
target, then it can press the attack,
inflicting 1 wound on the target
but suffering 1 wound itself !The
attacking player decides to press on,
so 1 extra wound is inflicted on the
Ironclad, and 1 wound is inflicted on
the Frostheart Phoenix.

TAILING
A flying monster is tailing its target
if any part of its base is in the target’s
Rear 90-degree weapon arc and any
part of the target’s base is in the
attacker’s front 180-degree weapon
arc. Add 1 to the hit rolls for a flying
monster that is tailing its target.

RETALIATION
After a flying monster has completed
its attacks, the target can retaliate
against the attacker, if it survived
and has weapons that it can bring
to bear.

Retaliation attacks are carried out as
described above, but 1 is subtracted
from all of the hit rolls, in addition
to any other modifiers that apply.

ACCELERATING AND
BRAKING
A flying monster is allowed to
accelerate or brake after it has
completed its manoeuvres and
attacks (if any) and after any
retaliation attacks have been made
against it by the target.

Declare if you want your flying
monster to accelerate or brake, and
then make an acceleration roll or
a braking roll by rolling 2D6. On a
7+, you can increase or decrease its

velocity by 1 as appropriate. On a
3-6, its velocity is unchanged. On a 2
or less, its velocity is unchanged and
the flying monster suffers 1 wound
because of the stress and strain.

Remember that a flying monster’s
velocity can never be higher than
the Velocity characteristic on its
warscroll and that it will spin in its
next impulse if it has a velocity of
1. If you accelerate when the flying
monster’s velocity is already at its
maximum, the roll is wasted.

6 damage exceeds
but is not double
the Ironclad’s

Toughness of 5, so 1
wound is inflicted.

The attacker rolls
‘Press the Attack’ on
the Damage Table,
and decides to inflict
1 wound on each

model.

The Arkanaut
Ironclad is tailing
the Frostheart

Phoenix.



RECOVERY
Flying monsters are extremely tough,
and can recover from some of the
injuries they have suffered if given
enough time.

At the end of each impulse, after
all actions have been completed, a
recovery roll is made for each flying
monster that has any wounds. Roll
2D6 and compare it to the Recovery
characteristic shown on the flying
monster’s warscroll. If the roll equals
or beats the Recovery characteristic,
you can reduce the number of
wounds that flying monster has
suffered by 1.

WINGS
A player can command more than one flying monster. The flying
monsters that a player commands are collectively called a wing. Wings
train and fight together, and are able to provide each other with support.

If a player has a wing, and several flying monsters from the wing must
make an initiative roll at the same time, then the player makes one
initiative roll for all of the flying monsters from the wing rather than
rolling separately for each flying monster. If the player’s roll is the lowest,
then they can pick any one of the flying monsters being rolled for to
carry out the action.

Just as importantly, if a flying monster from a player’s wing is
attacked, then any and all of the flying monsters from the wing that
can bring weapons to bear are allowed to retaliate, not just the target
flying monster.

Two rivals are patrolling the
skies, searching for their next kill.
As fate would have it, they soon
chance upon one another…

COMBATANTS
This skybattle is fought between two
flying monsters.

SET-UP
Place the flying monsters in opposite
corners of the battlefield, facing
each other.

Both flying monsters start the battle
with a velocity of 3.

VICTORY CONDITIONS
The flying monster that slays their
opponent wins the battle. The battle
is a draw if either flying monster
leaves the battle and does not return.

SKYBATTLE

DUEL: CHANCE ENCOUNTER
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MANOEUVRE TABLE

Manoeuvre
Velocity

Execution
2 3 4

Level Flight Always Safe Move Move
Charge 4+ 3+ 2+ Move Move Move
Swerve 2+ 3+ 4+ Move Sideslip Move
Bank 2+ 3+ 4+ Move Move Turn
Turn 3+ 4+ 5+ Move Turn Move

Snap Turn 4+ 5+ 6+ Turn Move Move
Circle Back 5+ 6+ 7+ Turn Move Turn

WEAPONS
Lash of Khorne and Mighty Axe
of Khorne.

SPECIAL RULES
Drawn to the Kill: Subtract
2 from danger rolls for enemy
models that are within 3" of
this model.

WEAPON ARC RANGE HIT ROLLS DAMAGE STRAFE
Lash of Khorne Forward 90° 9" D3 +2

Mighty Axe of Khorne Forward 180° 3" D3 +2

Descending from the clouds like a crimson comet, the Bloodthirster of Unfettered
Fury crashes into its prey, its barbed whip lashing out to rend both iron and flesh, the

very air around its hulking form burning in the heat of its rage.

BLOODTHIRSTER
OF UNFETTERED FURY

MANOEUVRE TABLE

Manoeuvre
Velocity

Execution
2 3

Level Flight Always Safe Move Move
Swerve 2+ 5+ Move Sideslip Move
Bank 2+ 5+ Move Move Turn
Turn 3+ 7+ Move Turn Move

WEAPONS
Great Sky Cannon, Aethershock
Torpedoes, Aethershot Carbines
and Boarding Weapons.
The Great Sky Cannon can be
replaced with a Great Skyhook or
Great Volley Cannon.

SPECIAL RULES
Cumbersome: Subtract 2 from
acceleration and braking rolls for
this model.

ARKANAUT IRONCLAD
Amongst the heaviest Kharadron ships of the line, the redoubtable Ironclads provide
a floating fortress of iron at the heart of any airfleet, bombarding their targets from

afar with explosives shells and armour-piercing torpedoes.

WEAPON ARC RANGE HIT ROLLS DAMAGE STRAFE
Great Sky Cannon Forward 180° 18" 4 +2
Great Skyhook Forward 180° 18" 2D6 0

Great Volley Cannon Forward 180° 12" 2 +3
Aethershock Torpedoes Fixed 15" D3 0
Aethershot Carbines Forward 180° 9" 2 +1
Boarding Weapons 360° 3" 1 0

WARSCROLL

WARSCROLL



LORDS OF THE
SKIES
Did you know there
are close to thirty
flying monsters in
Warhammer Age of
Sigmar that can be
used in Skies of
Slaughter? These
include Arkanaut
Ironclads, Idoneth
Leviadons, Lords of
Change, Phoenixes,
Maw-krushas, and
many more besides.

A WHOLE NEW GAME (PART II)
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