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MONSTROUS BEASTS

After set-up, each player can set up a Monster 
that is not a Hero, starting with the player that 
finished setting up their army first. These monsters 
are called ‘monstrous beasts’ in the rules that follow. 
They are not part of either army.
A monstrous beast can be set up anywhere on the 
battlefield that is more than 9" from any other 
monstrous beasts and more than 9" from models 
from either army.
Monstrous beasts choose their prey at the start of each 
battle round. Their prey for that battle round will be 
the army that has a unit closest to them. For the rest 
of that battle round, the monstrous beast joins the 
opposing army. If both armies have a unit equally 
close to a monstrous beast, roll off to determine 
who picks the monstrous beast’s prey. Monstrous 
beasts will not pick each other as their prey.
Note that a monstrous beast’s prey can change each 
battle round, and monstrous beasts will ‘swap sides’ 
depending on which army has the closest unit. Also 
note that a monstrous beast can attack any unit 
in their prey’s army, not just the closest unit, and 
cannot itself be attacked or charged by units from 
the army it has joined.
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REALMSCAPE FEATURE

It seems the lands of this region pose no threat, 
at the moment.

This realmscape feature has no effect on the battle.

1 – SAVAGE HINTERLANDS
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REALMSCAPE FEATURE

Even the landscapes are possessed of a predatory 
instinct, using avalanches or ground-quakes to 
kill their prey.

At the start of your Hero Phase, roll a D6.
On a 6+, pick a point anywhere on the battlefield.
Roll a D6 for each unit within 6" of that point.
On a 4+ the unit being rolled for suffers 1 Mortal 
Wound.
On a 6+ it suffers D3 Mortal wounds instead.

2 – HUNGERING ANIMUS
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REALMSCAPE FEATURE

Here every creature is red in tooth and claw, and 
both predator and prey.

At the end of each Combat Phase, roll a D6.
On a 6+, carry out the Combat Phase again 
before moving on to the Battleshock Phase (do 
not roll again at the end of the second Combat 
Phase to see if a third Combat Phase takes place).

3 – PRIMAL VIOLENCE
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REALMSCAPE FEATURE

A philosophy of eat or be eaten is needed to 
survive amidst the wilderness.

Any unit that is within 12" of an enemy unit at 
the start of their Charge Phase suffers 1 Mortal 
Wound unless they finish that Charge Phase 
within 3" of an enemy model.
In addition, you can re-roll To-Hit rolls of 1 
for units that have made a Charge move in the 
same turn.

4 – RECKLESS AGGRESSION
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REALMSCAPE FEATURE

This is a realm of predators, an endless hunting 
ground where the strong survive and the weak 
are consumed.

Roll off.
The winner can set up an additional monstrous 
beast using the Monstrous Beasts rule.

5 – BEASTS OF GHUR

Realm of Battle: Ghur



REALMSCAPE FEATURE

Great migratory trails criss-cross the lands, made 
by groups of hunting behemoths.

Both players can set up an additional monstrous 
beast using the Monstrous Beasts rule.

6 – TERRITORY OF BEASTS
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Realmsphere Magic
SPELLS OF GHUR

The wizard transforms their allies into swift-
moving bestial forms.

If successfully cast, pick a friendly unit within 
12" of the caster that is visible to them.
Add 2 to Charge and Run rolls made for the unit 
you picked until your next Hero Phase.

Casting Value: 5

WILDFORM

Wizard
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Realmsphere Magic
SPELLS OF GHUR

The wizard conjures a lance of pure amber and 
hurls it towards the foe.

If successfully cast, pick a point on the battlefield 
within 12" of the caster that is visible to them 
and draw an imaginary straight line 1 mm wide 
between that point and the closest part of the caster.
Each unit other than the caster that has models 
passed across by this line suffers 1 Mortal Wound.

Casting Value: 6

THE AMBER SPEAR

Wizard
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Realmsphere Magic
SPELLS OF GHUR

A feral spirit of a great beast is summoned into 
existence by the wizard to rampage through the 
enemy lines.

If successfully cast, pick an enemy unit within 
18" of the caster that is visible to them.
That unit suffers D3 Mortal Wounds.
In addition, if the unit suffers 3 Mortal Wounds 
from this spell, subtract 1 from its Bravery 
characteristic until your next Hero Phase.

Casting Value: 6

BESTIAL SPIRIT

Wizard
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Realmsphere Magic
SPELLS OF GHUR

Reaching to the skies, the wizard brings down a 
swarm of vicious birds to peck and claw at the enemy.

If successfully cast, pick an enemy unit within 18" 
of the caster that is visible to them and roll 12D6.
For each 6+ that enemy unit suffers 1 Mortal 
Wound.

Casting Value: 6

FLOCK OF DOOM

Wizard
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Realmsphere Magic
SPELLS OF GHUR

The wizard’s skin hardens and grows thick fur, 
protecting against even the strongest of blows.

If successfully cast, you can re-roll failed Save 
rolls for the caster until the start of your next 
Hero Phase.

Casting Value: 6

IMPENETRABLE HIDE

Wizard
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Realmsphere Magic
SPELLS OF GHUR

Transfixing a beast with a steely glare, the wizard 
briefly binds the creature to their will.

If successfully cast, pick an enemy Monster 
within 12" of the caster that is visible to them 
and roll 2D6.
If the result is higher than that Monster’s 
Bravery characteristic, it cannot make a Charge 
move in your opponent’s next turn.

Casting Value: 6

COWER

Wizard
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Realmsphere Magic
SPELLS OF GHUR

Summoning the spirits of legendary beastslayers, 
the wizard bestows the speed and skill of these 
peerless hunters on an ally.

If successfully cast, pick a friendly Hero within 
12" of the caster that is visible to them.
Re-roll failed Charge rolls and To-Hit rolls for 
that Hero until your next Hero Phase.

Casting Value: 8

PRIMAL HUNTER

Wizard
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