
ALLEGIANCE CARDS

GRAND ALLIANCE

DE AT H



BATTLE TRAIT

� e servants of the rulers of the dead are all but 
immune to pain, shrugging o�  wounds that would 
slay a living creature. � is unnatural resilience 
is bolstered if their lord and master is nearby, 
making them even more di�  cult to kill.

Each time you allocate a wound or Mortal 
Wound to a friendly Death model within 6" 
of your General or a friendly Death Hero, 
roll a D6.
On a 6+ the wound is negated.

DEATHLESS MINIONS

Death



COMMAND TRAIT

� e presence of this dark lord invigorates any 
minions of Nagash that are nearby, ghostly forms 
allowing blades to pass right through them and 
necrotic � esh reknitting in seconds.

Friendly Death units are affected by the 
Deathless Minions battle trait if they are within 
12" of this General rather than only 6".

1 – RULER OF THE NIGHT

Death

Hero



COMMAND TRAIT

� is creature of darkness summons the shadows 
to conceal him, vanishing into a pool of gloom on 
even the brightest day.

Add 1 to To-Hit and To-Wound rolls for this 
General if they are in cover.

2 – PREDATOR OF 
THE SHADOWS

Death

Hero



COMMAND TRAIT

An avatar of death made flesh, this blighted 
creature is so terrifying to look upon that it drains 
the life force from its foes.

In your Hero Phase, pick an enemy unit within 
3" of this General and roll 2D6.
If the roll equals or exceeds the enemy unit’s 
Bravery characteristic, inf lict D3 Mortal 
Wounds on the unit.

3 – DEATH INCARNATE

Death

Hero



COMMAND TRAIT

� is dark-souled necromancer has studied the 
arcane arts for millennia and wields the magical 
energies of the realms with ease.

This General is a Wizard who knows the 
Arcane Bolt and Mystic Shield spells.
If this General is already a Wizard, add 1 to 
all of their Casting and Unbinding rolls instead.

4 – MASTER OF THE 
BLACK ARTS

Death

Hero



COMMAND TRAIT

After this general gets a taste of blood, he is 
overcome with the thirst for more, pursuing his 
prey relentlessly until the fatal blow is struck.

� e � rst time this General is picked to � ght in each 
Combat Phase, roll a D6 at the end of that � ght.
On a 5+ they can immediately fight again.

5 – RED FURY

Death

Hero



COMMAND TRAIT

It is almost impossible to remain in the presence 
of this scalp-tingling creature of horror, even the 
most stalwart warriors dropping their weapons 
and running in abject fear when it draws close.

In the Battleshock Phase, double the number of 
models that � ee from enemy units while they 
are within 12" of this General.

6 – SUPERNATURAL 
HORROR

Death

Hero



Artefact of Power
ARTEFACTS OF DEATH

Every Cursed Book is � lled with the writings of 
depraved practitioners of the necromantic arts. 
� ey radiate an aura of pure evil, which has an 
enervating e� ect on living creatures that are 
nearby.

You and your opponent must subtract 1 from 
To-Hit rolls made for units within 3" of the 
bearer, unless the unit has the Death keyword.

1 – CURSED BOOK

Hero

Death



Artefact of Power
ARTEFACTS OF DEATH

At a word of command, the wearer of this cloak 
can transform their body into a cloud of dark mist 
that swirls swi� ly across the battle� eld.

At the start of any Combat Phase, the bearer 
can use this cloak.
If it does so, remove the bearer from the 
battle� eld, and then set it up anywhere on the 
battle� eld within 12" of its original location and 
more than 3" from any enemy models.
If this is impossible, this model remains in its 
current location.

2 – CLOAK OF MISTS 
AND SHADOWS

Hero

Death



Artefact of Power
ARTEFACTS OF DEATH

� is blade pulses and glows with sinister magic. 
Its wielder can draw upon this power to summon 
the minions of Death to the battle� eld to � ght 
at their side.

Once per battle, in your Hero Phase, you can set 
up a Summonable Death unit wholly within 
12" of the bearer and more than 3" from any 
enemy models, and add it to your army.
� e models in the unit must have a combined 
Wounds characteristic of no more than a 2D6 roll.

3 – BLADE OF 
DARK SUMMONS

Hero

Death



Artefact of Power
ARTEFACTS OF DEATH

� is male� cent ebony jewel can store necromantic 
magic and then unleash it on the foe.

Once per battle, in your Hero Phase, the bearer 
can use this amulet.
If it does so, pick an enemy unit within 12" of 
the bearer.
In� ict a number of Mortal Wounds equal to the 
number of the current battle round on the unit 
you picked.

4 – BLACK AMULET

Hero

Death



Artefact of Power
ARTEFACTS OF DEATH

� is evil weapon steals the life energy of those it 
slays and uses it to vitalise the undead.

Pick one of the bearer’s Melee weapons.
For each To-Wound roll of 6+ you make for this 
weapon, you can heal 1 wound that has been 
allocated to a friendly Death model within 6" 
of the bearer.

5 – TOMB BLADE

Hero

Death



Artefact of Power
ARTEFACTS OF DEATH

If the bearer of this ring is struck down, the ring 
transports them from danger and restores some of 
their vitality – but a� er its power has been spent 
it becomes little more than a decorative trinket.

� e � rst time the bearer is slain, before removing 
them from the battle� eld, roll a D6.
On a 3+ the bearer is not slain and D3 wounds 
allocated to them are healed (any excess damage 
is negated).
� en, remove the bearer from the battle� eld and 
set them up again within 18" of their original 
location and more than 3" from any enemy models.

6 – RING OF IMMORTALITY

Hero

Death


