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Thanks for downloading the Age of Sigmar Scoring Sheet! This sheet was created so you can more easily score your games 
of Age of Sigmar third edition. It is best used in conjunction with our Age of Sigmar Reference Sheet. We stole some ideas 
from The General’s Handbook, The Honest Wargamer, Frontline Gaming, and other tournament organizers to make the best 
scoring sheet possible.

USING THIS SHEET
The sheet is best used when printed, laminated, and filled out with a dry erase marker. There is a low-fi version for 
tournament organizers to cheaply photocopy sheets for players to fill out with a pen or pencil and turn it in at the end of 
each round of an event. The sheet has space to track 2 additional miscellaneous fields if a tournament organizer wanted to 
give out milestone awards at the end of an event (i.e. a Monster Slayer award for most monsters slain). It also includes a 
rounds finished box to know how far the participants were able to get in their game before talking it out.

This sheet was created by the Austin Weirdnobz. Any questions, suggestions, or corrections send an email to:
 bignob@weirdnobz.com You can download additional game aids from our website at: www.weirdnobz.com/game-aids 

–V (aka “The Harrower”)

SCORING SHEET

THIS IS NOT AN OFFICIAL GAMES WORKSHOP PUBLICATION

The content of this document is in no way affiliated with Games Workshop and is 100% unofficial. This is a fan project made for personal use. The artwork used in this 
document was sourced from the Internet. Please contact me if I have used your art and you want it removed.

The Weirdnobz and their ladz are not affiliated with any inferior breakfast taco distribution locales, including–but not limited to–the city of San Antonio and its suburbs.

Warhammer Age of Sigmar Skirmish, GW, Games Workshop, Warhammer, Warhammer Age of Sigmar, Warhammer Underworlds, Battletome, Stormcast Eternals, and all 
associated logos, illustrations, images, names, creatures, races, vehicles, locations, weapons, characters, and the distinctive likenesses thereof, are either ® or TM, and/or © 

Games Workshop Limited, variably registered around the world. All Rights Reserved.

You can visit the official home of Warhammer and Age of Sigmar at: www.games-workshop.com

CHANGE LOG
Version 1.7
 Updated for Pitched Battles 2022-23 Season 2.
 Removed Sons of Behemat and Slaves to Darkness Tome Celestial Battle Tactics. 

Version 1.6
 Updated for Pitched Battles 2022-23 Season 1. 

Version 1.5
 Added the Flesh-eater Courts Battle Tactics from Tome Celestial.

Version 1.4
 Added a check box to indicate who has a Triumph.
 Added a second page with Tome Celestial Battle Tactics and a rules reference section.

Version 1.3
 Added a tracking box for Rounds Finished.

Version 1.2
 Added a Failed Tactic check box to Battle Tactics.
 Changed the formatting on the Post Game section to make it clearer.

Version 1.1
 Added Change Log.
 Added a Total Battle Tactics Achieved box.
 Added a low-fi version to save on ink when printing.
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TOME CELESTIAL BATTLE TACTICS

BEASTS OF CHAOS
Fury of the Wild: You can pick this tactic only in 
your first turn. You complete this battle tactic if the 
model picked to be your general and two or more 
other friendly Beasts of Chaos units are within 
3” of an enemy unit at the end of this turn.

In the Shadow of the Herdstone: Pick 1 enemy 
unit within 9” of your Herdstone. You complete this 
battle tactic if that unit is destroyed during this turn.

Wrath of the Warped Wilds: Pick 1 objective 
controlled by your opponent. You complete this 
battle tactic at the end of the turn if you control 
that objective and it is contested by any models 
in your army that were summoned with the 
Primordial Call battle trait.

BLADES OF KHORNE
Blood for the Altar: Pick 1 enemy unit within 9” 
of your Skull Altar. You complete this battle tactic if 
that unit is destroyed during this turn.

Slay the Sorcerer: Pick 1 enemy Hero on the 
battlefield that is a Wizard. You complete this 
battle tactic if that Hero is slain during this turn.

The Trial of Skulls: Pick 1 friendly unit. You 
complete this battle tactic if 8 or more enemy 
models are slain by attacks made by that unit during 
this turn.

CITIES OF SIGMAR
Banners Held High: Pick 2 objective markers 
on the battlefield that are not wholly within your 
territory and which are more than 12” apart. You 
complete this battle tactic if a friendly Standard 
Bearer model is within 1” of each objective marker 
at the end of this turn.

Sanctify: Pick 1 friendly Flagellants unit that 
is not within 6” of an objective wholly or partially 
within enemy territory. You complete this battle 
tactic if that unit is within 6” of an objective wholly or 
partially within enemy territory at the end of this turn. 

FLESH-EATER COURTS
Screamed to Death: Pick 1 enemy unit on the 
battlefield. You complete this battle tactic if that unit 
is destroyed during this turn by attacks made with 
missile weapons by friendly Crypt Flayers units, 
Royal Terrorgheists or Abhorrant Ghoul Kings on 
Royal Terrorgheists.

The Royal Hunt: When you reveal this battle tactic, 
pick 1 enemy Monster on the battlefield that has 
less than 5 wounds allocated to it. You complete this 
battle tactic if that Monster is slain during this 
turn. If that enemy Monster was slain by an attack 
made by a friendly Abhorrant, score 1 additional 
victory point.

United Court: When you reveal this battle 
tactic, pick 1 objective on the battlefield that your 
opponent controls. You complete this battle tactic 
if you control that objective at the end of your turn 
and it is contested by at least 1 friendly Serfs 
model, 1 friendly Knights model and 1 friendly 
Courtier model.

STRIKE-FIRST AND STRIKE-LAST

12.5 STRIKE-FIRST & STRIKE-LAST SEQUENCING
1. Start of combat phase abilities are used
2. Units with strike-first effects attack
3. Units without strike-first/strike-last effects attack
4. Units with strike-last effects attack
5. End of combat phase abilities are used 

DEFENSIBLE TERRAIN

17.1.2 DEFENSIBLE TERRAIN 
Defensible terrain features are structures that it is 
possible for entire units to enter and defend, such 
as intact buildings or fortifications like towers 
or bastions. Defensible terrain features can be 
garrisoned (see 17.2). You cannot move models 
over a defensible terrain feature unless the model 
can fly, and you cannot move a model onto a 
defensible terrain feature (even if it can fly) unless it 
is garrisoning the terrain feature.

GARRISONS

17.2 GARRISONS
Units can garrison defensible terrain features 
(see 17.1.2). Up to 60 models can garrison a very 
large terrain feature, up to 30 models can garrison 
a large terrain feature, and up to 15 models can 
garrison other defensible terrain features. Models 
with a Wounds characteristic of 10 or more 
cannot garrison terrain features. Units and models 
garrisoning a terrain feature are in that terrain 
feature’s garrison.

17.2.1 JOINING A GARRISON
During deployment, a friendly unit can be set up in 
a defensible terrain feature’s garrison if the terrain 
feature is wholly within an area in which friendly 
units can be set up. In addition, a friendly unit 
can garrison a defensible terrain feature instead 
of making a normal move if all of the models in 
the unit are within 6” of the terrain feature and no 
enemy models are in the terrain feature’s garrison. 
Units that garrison a terrain feature are removed 
from the battlefield and are assumed to be ‘inside’ 
the terrain feature. Friendly units must treat terrain 
features that are being garrisoned by enemy units as 
if they were enemy models. Subtract 1 from hit rolls 
and add 1 to save rolls for attacks that target a unit 
in a garrison. The range and visibility to and from 
models in the unit are determined using the terrain 
feature instead of the models themselves.

17.2.2 LEAVING A GARRISON
A friendly unit in a garrison can leave the garrison 
at the end of your movement phase. If it does so, set 
it up so that all models in the unit are within 6” of 
the terrain feature and more than 3” from all enemy 
units. A unit cannot join and leave a garrison in the 
same turn.

DEMOLISH

17.2.3 DEMOLISH
Sometimes a rule will allow you to demolish a 
defensible terrain feature. When a defensible terrain 
feature is demolished, all units garrisoning it must 
leave and it is no longer treated as defensible. If a 
defensible terrain feature is being garrisoned when 
it is demolished, roll a dice for each model in the 
garrison. On a 1, that model is slain. The surviving 
models from the garrison must then be set up within 
6” of the terrain feature and more than 3” from all 
enemy units.

HEDONITES OF SLAANESH
An Enrapturing Blur: Pick 1 enemy Hero that has 
no wounds allocated to them. You complete this 
tactic if that unit is destroyed in the combat phase 
this turn before it is picked to fight.

Death by a Thousand Cuts: Pick 1 enemy unit. 
You complete this tactic if wounds caused by attacks 
made by 3 or more different friendly units are 
allocated to that unit in this turn.

The Grand Feast: You complete this tactic if you 
receive 12 or more depravity points this turn.

KHARADRON OVERLORDS
Bombing Run: Pick 1 enemy unit. You complete this 
battle tactic if that unit is destroyed during this turn 
by a friendly model using the Bomb Racks ability.

Boots on the Ground: Pick 3 friendly units 
garrisoned in Skyvessels. You complete this battle 
tactic at the end of the turn if those units arc all on 
the battlefield and wholly within enemy territory.

Mobilise the Fleet: You cannot pick this battle 
tactic in the first battle round. Pick 3 friendly units 
on the battlefield. You complete this battle tactic at 
the end of the turn if those units are all garrisoned 
within Skyvessels.

OSSIARCH BONEREAPERS
The Tithe Demands: Pick 1 enemy Hero or 
Monster on the battlefield. You complete this 
battle tactic if that unit is destroyed this turn. If 
that enemy Hero or Monster was destroyed 
by an attack made by a friendly Gothizzar 
Harvester, score 1 additional victory point.

Trample the Defiant: Pick 1 friendly Kavalos 
Deathriders unit that is more than 3” from all 
enemy units. You complete this battle tactic if that 
unit makes a charge move this turn and is within 3” 
of any enemy units at the end of this turn.

Unfeeling Recursion: You complete this 
battle tactic if two or more friendly Ossiarch 
Bonereapers units had slain models returned 
to them with the Reknit Constructs Ossiarch 
command ability in this turn.

SERAPHON
Might of the Starborne: Pick 1 objective on the 
battlefield. You complete this battle tactic if you 
summon a friendly unit that has a CCP cost of 20 or 
more during the turn, and that unit is wholly within 
12” of the objective you picked.

Stampede of Scales: Pick 3 different friendly 
Monsters. You complete this battle tactic if all of 
the units you picked run in the following movement 
phase and finish that run within 6” of each other and 
wholly within enemy territory. 

SOULBLIGHT GRAVELORDS
Callous Overlord: Pick 1 friendly Summonable 
unit that is more than 3” from all enemy units. You 
complete this battle tactic if that friendly unit is 
destroyed during this turn.
Lust for Blood: You complete this battle tactic if 
your general or two other friendly Vampire models 
used The Hunger and/or Mortarch of Blood ability 
to heal any wounds during this turn.

Unstoppable Armies: You complete this battle 
tactic if, during this turn, you roll a 5+ when 
determining if you can replace a destroyed unit from 
your army using the Endless Legions battle trait.
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TOME CELESTIAL BATTLE TACTICS

BEASTS OF CHAOS
Fury of the Wild: You can pick this tactic only in 
your first turn. You complete this battle tactic if the 
model picked to be your general and two or more 
other friendly Beasts of Chaos units are within 
3” of an enemy unit at the end of this turn.

In the Shadow of the Herdstone: Pick 1 enemy 
unit within 9” of your Herdstone. You complete this 
battle tactic if that unit is destroyed during this turn.

Wrath of the Warped Wilds: Pick 1 objective 
controlled by your opponent. You complete this 
battle tactic at the end of the turn if you control 
that objective and it is contested by any models 
in your army that were summoned with the 
Primordial Call battle trait.

BLADES OF KHORNE
Blood for the Altar: Pick 1 enemy unit within 9” 
of your Skull Altar. You complete this battle tactic if 
that unit is destroyed during this turn.

Slay the Sorcerer: Pick 1 enemy Hero on the 
battlefield that is a Wizard. You complete this 
battle tactic if that Hero is slain during this turn.

The Trial of Skulls: Pick 1 friendly unit. You 
complete this battle tactic if 8 or more enemy 
models are slain by attacks made by that unit during 
this turn.

CITIES OF SIGMAR
Banners Held High: Pick 2 objective markers 
on the battlefield that are not wholly within your 
territory and which are more than 12” apart. You 
complete this battle tactic if a friendly Standard 
Bearer model is within 1” of each objective marker 
at the end of this turn.

Sanctify: Pick 1 friendly Flagellants unit that 
is not within 6” of an objective wholly or partially 
within enemy territory. You complete this battle 
tactic if that unit is within 6” of an objective wholly or 
partially within enemy territory at the end of this turn. 

FLESH-EATER COURTS
Screamed to Death: Pick 1 enemy unit on the 
battlefield. You complete this battle tactic if that unit 
is destroyed during this turn by attacks made with 
missile weapons by friendly Crypt Flayers units, 
Royal Terrorgheists or Abhorrant Ghoul Kings on 
Royal Terrorgheists.

The Royal Hunt: When you reveal this battle tactic, 
pick 1 enemy Monster on the battlefield that has 
less than 5 wounds allocated to it. You complete this 
battle tactic if that Monster is slain during this 
turn. If that enemy Monster was slain by an attack 
made by a friendly Abhorrant, score 1 additional 
victory point.

United Court: When you reveal this battle 
tactic, pick 1 objective on the battlefield that your 
opponent controls. You complete this battle tactic 
if you control that objective at the end of your turn 
and it is contested by at least 1 friendly Serfs 
model, 1 friendly Knights model and 1 friendly 
Courtier model.

STRIKE-FIRST AND STRIKE-LAST

12.5 STRIKE-FIRST & STRIKE-LAST SEQUENCING
1. Start of combat phase abilities are used
2. Units with strike-first effects attack
3. Units without strike-first/strike-last effects attack
4. Units with strike-last effects attack
5. End of combat phase abilities are used 

DEFENSIBLE TERRAIN

17.1.2 DEFENSIBLE TERRAIN 
Defensible terrain features are structures that it is 
possible for entire units to enter and defend, such 
as intact buildings or fortifications like towers 
or bastions. Defensible terrain features can be 
garrisoned (see 17.2). You cannot move models 
over a defensible terrain feature unless the model 
can fly, and you cannot move a model onto a 
defensible terrain feature (even if it can fly) unless it 
is garrisoning the terrain feature.

GARRISONS

17.2 GARRISONS
Units can garrison defensible terrain features 
(see 17.1.2). Up to 60 models can garrison a very 
large terrain feature, up to 30 models can garrison 
a large terrain feature, and up to 15 models can 
garrison other defensible terrain features. Models 
with a Wounds characteristic of 10 or more 
cannot garrison terrain features. Units and models 
garrisoning a terrain feature are in that terrain 
feature’s garrison.

17.2.1 JOINING A GARRISON
During deployment, a friendly unit can be set up in 
a defensible terrain feature’s garrison if the terrain 
feature is wholly within an area in which friendly 
units can be set up. In addition, a friendly unit 
can garrison a defensible terrain feature instead 
of making a normal move if all of the models in 
the unit are within 6” of the terrain feature and no 
enemy models are in the terrain feature’s garrison. 
Units that garrison a terrain feature are removed 
from the battlefield and are assumed to be ‘inside’ 
the terrain feature. Friendly units must treat terrain 
features that are being garrisoned by enemy units as 
if they were enemy models. Subtract 1 from hit rolls 
and add 1 to save rolls for attacks that target a unit 
in a garrison. The range and visibility to and from 
models in the unit are determined using the terrain 
feature instead of the models themselves.

17.2.2 LEAVING A GARRISON
A friendly unit in a garrison can leave the garrison 
at the end of your movement phase. If it does so, set 
it up so that all models in the unit are within 6” of 
the terrain feature and more than 3” from all enemy 
units. A unit cannot join and leave a garrison in the 
same turn.

DEMOLISH

17.2.3 DEMOLISH
Sometimes a rule will allow you to demolish a 
defensible terrain feature. When a defensible terrain 
feature is demolished, all units garrisoning it must 
leave and it is no longer treated as defensible. If a 
defensible terrain feature is being garrisoned when 
it is demolished, roll a dice for each model in the 
garrison. On a 1, that model is slain. The surviving 
models from the garrison must then be set up within 
6” of the terrain feature and more than 3” from all 
enemy units.

HEDONITES OF SLAANESH
An Enrapturing Blur: Pick 1 enemy Hero that has 
no wounds allocated to them. You complete this 
tactic if that unit is destroyed in the combat phase 
this turn before it is picked to fight.

Death by a Thousand Cuts: Pick 1 enemy unit. 
You complete this tactic if wounds caused by attacks 
made by 3 or more different friendly units are 
allocated to that unit in this turn.

The Grand Feast: You complete this tactic if you 
receive 12 or more depravity points this turn.

KHARADRON OVERLORDS
Bombing Run: Pick 1 enemy unit. You complete this 
battle tactic if that unit is destroyed during this turn 
by a friendly model using the Bomb Racks ability.

Boots on the Ground: Pick 3 friendly units 
garrisoned in Skyvessels. You complete this battle 
tactic at the end of the turn if those units arc all on 
the battlefield and wholly within enemy territory.

Mobilise the Fleet: You cannot pick this battle 
tactic in the first battle round. Pick 3 friendly units 
on the battlefield. You complete this battle tactic at 
the end of the turn if those units are all garrisoned 
within Skyvessels.

OSSIARCH BONEREAPERS
The Tithe Demands: Pick 1 enemy Hero or 
Monster on the battlefield. You complete this 
battle tactic if that unit is destroyed this turn. If 
that enemy Hero or Monster was destroyed 
by an attack made by a friendly Gothizzar 
Harvester, score 1 additional victory point.

Trample the Defiant: Pick 1 friendly Kavalos 
Deathriders unit that is more than 3” from all 
enemy units. You complete this battle tactic if that 
unit makes a charge move this turn and is within 3” 
of any enemy units at the end of this turn.

Unfeeling Recursion: You complete this 
battle tactic if two or more friendly Ossiarch 
Bonereapers units had slain models returned 
to them with the Reknit Constructs Ossiarch 
command ability in this turn.

SERAPHON
Might of the Starborne: Pick 1 objective on the 
battlefield. You complete this battle tactic if you 
summon a friendly unit that has a CCP cost of 20 or 
more during the turn, and that unit is wholly within 
12” of the objective you picked.

Stampede of Scales: Pick 3 different friendly 
Monsters. You complete this battle tactic if all of 
the units you picked run in the following movement 
phase and finish that run within 6” of each other and 
wholly within enemy territory. 

SOULBLIGHT GRAVELORDS
Callous Overlord: Pick 1 friendly Summonable 
unit that is more than 3” from all enemy units. You 
complete this battle tactic if that friendly unit is 
destroyed during this turn.
Lust for Blood: You complete this battle tactic if 
your general or two other friendly Vampire models 
used The Hunger and/or Mortarch of Blood ability 
to heal any wounds during this turn.

Unstoppable Armies: You complete this battle 
tactic if, during this turn, you roll a 5+ when 
determining if you can replace a destroyed unit from 
your army using the Endless Legions battle trait.


