WARHAMMER AGE OF SIGMAR - CORE RULES Resolve these steps, in order, for each attack made against a

Attack & Damage Sequence

Hit -« Wound - Save - Damage « Ward - Allocation

target unit.

1 dice per attack

Unmodified result of 1

Unmodified result of 6 CRITICAL HIT

Result = the weapon's Hit characteristic SUCCESSFUL HIT

Any other result THE ATTACK FAILS

1 dice per successful hit

Unmodified result of 1

Result > the weapon's Wound characteristic

Any other result THE ATTACK FAILS

The defender rolls, minus the weapon's Rend

Unmodified result of 1 (save fails)
Result (after Rend) is not high enough
Result (after Rend) 2 the target's Save

o Determine Damage Added to the target unit's damage pool

o Inflict a number of damage points on the target unit's damage pool equal to the weapon's Damage characteristic.

o Mortal Damage: entirely skips steps 1-3 (Hit/Wound/Save) and is added directly to the target's damage pool.

If the unit has the Ward keyword — 1 dice per damage point in the pool

Result = the unit's ward value REMOVE THIS DAMAGE POINT

Any other result THE DAMAGE POINT STAYS IN THE POOL

If a unit has more than one ward save, only the one with the lowest value applies; the others have no effect.

o Allocate Damage & Slain Models The target unit's commander chooses

o The target unit's commander allocates the damage points in the pool one at a time, in the order of their choosing.
o Each time the number of damage points allocated to the unit equals its Health characteristic, 1 model is slain and removed from play; the count resets to 0.
o Keep allocating damage points until there are none left in the pool.

o After each slain model, the unit must be in a single coherent group — remove the fewest models possible to make this so.

Modifier caps: Hit/Wound rolls are capped at +1/-1; Save rolls are capped at a maximum of +1 (no cap on the negative side). More than one unit hit? Resolve this whole sequence for each unit,
one at a time, starting with the active player.



WARHAMMER AGE OF SIGMAR - CORE RULES Use this whenever a player must pick a unit to use a

Which Unit Fights Next? Fight ability.

Combat Phase - Strike-first « Strike-last

Strike-first Strike-last

Units with this keyword must fight before any unit that doesn't have it. Units with this keyword cannot be picked while there is still an eligible unit that
doesn't have it.

u Before Picking

Once both players have used their non-Fight Combat Phase abilities (active player, then opponent), they alternate picking a unit to use a Fight ability, starting with the active
player. Each unit in combat must use it if it is able to.

o Is there a Strike-first unit that hasn't fought yet?

0 Pick a Strike-first unit

Is there a "normal” unit (neither Strike-first nor Strike-last) that hasn't
fought yet?

o Pick a normal unit (neither Strike-
first nor Strike-last)

o Only Strike-last units are left.

0 Pick a Strike-last unit

A unit with both keywords (Strike-first AND Strike-last) is treated as having neither — it joins the "normal" group. Once a player has no more eligible units in the current group, the other
player keeps picking from that same group, one after another, until it's exhausted.



WARHAMMER AGE OF SIGMAR - CORE RULES Three independent rules that each apply in their own situation

Abilities: Timing & the Rules of One

— not a sequence to follow every time.

Declare « Reactions « Effect « Rules of One « "Once Per" Timings

° Using an Ability — the 3 Steps
Every time an ability is used, it resolves in this order:
1 Declare the Ability: the player using the ability tells their opponent which ability is being used and resolves any Declare instructions.

2 Use Reactions: starting with the player using the ability, the players alternate using any abilities with an appropriate Reaction timing. Players can choose to pass instead of
using a reaction, but once both players consecutively pass, no further reactions to that ability can be used.

3 Resolve the Effect: the ability's effect is resolved.

TIMING BARS

The colour of a timing bar is just a visual aid: the ability's own text tells you exactly when it can be used. A green bar signals a defensive ability, often usable in more than one phase.

° The Rules of One

1 CORE ABILITY MAX. SAME ABILITY: ONCE PASSIVE ABILITY: ONCE

A unit cannot use more than 1 Core ability per phase. A unit cannot use the same ability more than once per A unit cannot be affected by the same passive ability
phase, unless specified otherwise. more than once at the same time.

EXAMPLE

If a unit is within range of two different terrain features that both have the "Cover" passive ability, the effect only applies to it once.

° "Once Per” Timings

The timing part of an ability can say Once Per Phase / Turn / Battle. What this limits depends on who uses the ability:

CASE 1 — A UNIT USES THE ABILITY

If the Declare step clearly says to pick a unit to use the ability, each eligible unit can use it once during that period (each separately).

CASE 2 — THE PLAYER USES THE ABILITY

If nothing in the ability says a unit uses it, it can be used a maximum of one time during that period, for the whole army.

An ability marked Once Per Phase/Turn/Battle (Army) can be used a maximum of one time during that period, regardless of how many units could normally use it separately.

Choosing the target of an ability is not the same as choosing a unit to use the ability — only the second situation falls under Case 1 above.



