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The transition from Warhammer Fantasy Battles (WFB) to Warhammer Age of Sigmar (AoS) represents one of 

the most significant paradigm shifts in the history of tabletop wargaming. This evolution was not merely a narrative 

reboot but a complete overhaul of game design philosophy, mechanical systems, and intellectual property 

management. For veterans and newcomers alike, understanding the technical and narrative bridge between these 

two eras—collectively known as The End Times—is essential for grasping the current state of Games Workshop's

fantasy ecosystem. This analysis provides an in-depth technical breakdown of the systems, the lore-driven

destruction of the 'World-That-Was,' and the subsequent reconstruction of the Mortal Realms.

1. The Theoretical Framework: Understanding The End Times

The End Times serves as the bridge between the high-fantasy, pseudo-historical setting of Warhammer Fantasy

and the high-concept, multi-planar setting of Age of Sigmar. Technically, The End Times was a series of narrative

expansions released between 2014 and 2015 that systematically dismantled the existing status quo. From a design

perspective, it functioned as a 'phasing-out' mechanism, allowing the developers to retire aging model ranges and

consolidate factions under new thematic umbrellas.

1.1 Narrative Deconstruction and the Role of Nagash

The catalyst for the setting's collapse was the resurrection of Nagash, the Supreme Lord of the Undead. This 

narrative arc introduced several 'Incarnates'—powerful characters who became vessels for the different winds of 

magic. The technical implication of this was the merging of previously distinct army books. For instance, the 

'Undead Legions' list allowed players to field models from both the Vampire Counts and Tomb Kings ranges, a 

precursor to the Grand Alliance system seen in modern AoS.

1.2 The Cataclysmic Conclusion

The culmination of The End Times saw the total destruction of the planet. Chaos forces, led by Archaon the 

Everchosen, succeeded in opening a rift that consumed the world. While many fans viewed this as a 'bad ending'

comparable to controversial finales in mainstream media, it was a calculated move to solve the 'stagnation problem'

of the old setting, which had reached a narrative dead-end after three decades of incremental updates.

2. Technical Analysis: Mechanical Shift from WFB to AoS

The shift in gameplay mechanics between Warhammer Fantasy Battles and Age of Sigmar is profound, moving

from a rigid, simulationist engine to a fluid, objective-oriented system. The following sections detail the core

technical differences in engagement geometry and unit management.

2.1 Regiment-Based vs. Skirmish-Based Formations

Warhammer Fantasy Battles utilized a Rank and File system. Models were mounted on square bases and 

organized into rigid rectangular blocks. Movement was restricted by 'wheels' and 'pivots,' requiring high levels of 

spatial planning. In contrast, Age of Sigmar utilizes Round Bases and individual model movement. Units are 

governed by Unit Cohesionrules (typically requiring models to stay within 1 inch of at least one other model in the



unit, or two models if the unit size exceeds a certain threshold).

2.2 The Mathematics of Engagement Geometry

One of the most significant technical changes involves how models interact in melee combat. In WFB, only the front 

rank (and potentially supporting ranks with specific weapons) could fight. This created a static 'front line.' In Age of 

Sigmar, the Pile-Inmove allows models to move up to 3 inches toward the nearest enemy model before attacking.

This increases the surface area of the engagement, making model positioning and base size critical factors in

maximizing damage output.



Feature Warhammer Fantasy (8th Ed) Age of Sigmar (4.0/Current)

Base Shape Square / Rectangular Round / Oval

Movement Style Rank-and-File (Blocks) Freeform (Skirmish/Cohesion)

Measurement From Base to Base From Base to Base

Combat Resolution Static Combat Result + Wounds Bravery Tests + Wound Allocation

Magic System Winds of Magic (2D6) Casting Values + Spell Lores

Army Composition Points / Percentages Points / Battleline Requirements

3. Structural Analysis of the Mortal Realms

Following the destruction of the old world, the 'essence' of the world's core was rescued by Sigmar, leading to the 

creation of the Mortal Realms. This is a multi-planar setting consisting of eight distinct realms, each based on a

specific wind of magic from the previous system. This structure provides a vastly superior framework for expansion

compared to the single-planet map of the old world.

3.1 The Eight Realms (Technical Archetypes)

•  Azyr (Heavens): The bastion of Order and the staging ground for the Stormcast Eternals.

•  Aqshy (Fire): Characterized by volatility, heat, and aggressive environmental effects.

•  Ghyran (Life): Focused on regeneration, dense terrain, and attrition-based warfare.

•  Chamon (Metal): A realm of shifting landscapes and alchemical properties.

•  Shyish (Death): The domain of Nagash, where entropy and spirits prevail.

•  Hysh (Light): A realm of enlightenment, symmetry, and geometric precision.

•  Ulgu (Shadow): Defined by obfuscation, illusions, and deceptive tactical play.

•  Ghur (Beasts): A savage realm where the environment itself acts as a hostile entity.

4. Practical Implementation: Transitioning Factions

For players transitioning from the old system, the technical challenge lies in re-basing models and adapting to the

new faction keywords. Games Workshop released 'Warscrolls'—digital datasheets—that provided updated rules for

every model ever produced for WFB, ensuring legacy collections remained playable in the new era.

4.1 The Re-branding of Factions

To secure intellectual property and modernize the aesthetic, many factions underwent significant thematic shifts. 

For example, Dwarfs were split into the technologically advanced Kharadron Overlords (steampunk sky-

privateers) and the Fyreslayers (berserker mercenaries). The High Elves and Dark Elves were reimagined as 

Lumineth Realm-lords and Daughters of Khaine, respectively.

4.2 Case Study: The Fimir

The Fimirrepresent a fascinating technical outlier in the lore. Originally appearing in early editions of Warhammer

Fantasy as a swamp-dwelling race, they were largely phased out but saw a resurgence in Age of Sigmar via Forge

World support. Their inclusion in the 'Destruction' Grand Alliance highlights the modular nature of AoS, where niche

factions can be integrated into larger strategic frameworks without requiring a standalone army book.



5. Strategic Workflow: The Game Round in Age of Sigmar

Modern Age of Sigmar is built around a specific sequence of phases designed to minimize downtime and maximize

tactical decision-making. Unlike WFB, which often had long turns where the opponent remained passive, AoS

utilizes 'Reaction' mechanics and 'Command Abilities' that can be used in the opponent's turn.

1.  Hero Phase: Spellcasting, chanting prayers, and using strategic command abilities.

2.  Movement Phase: Navigating the battlefield, calculating charges, and maintaining cohesion.

3.  Shooting Phase: Ranged attacks based on the 'To Hit' and 'To Wound' characteristics on the Warscroll.

4.  Charge Phase: Units within 12 inches attempt to close the distance to the enemy (2D6 roll).

5.  Combat Phase: The alternating activation system. Players take turns selecting units to fight, rather than one 

player completing all attacks first.

6.  Battleshock Phase: Units that suffered losses must test their Bravery, potentially losing more models to 

desertion.

6. Digital and Media Integration: Total War and Realms of Ruin

The popularity of the old world has been sustained and even expanded through digital media. The Total War: 

Warhammer series (I, II, and III) serves as a digital museum of the WFB setting, allowing players to experience the 

'End Times' through a grand strategy lens. Conversely, Warhammer Age of Sigmar: Realms of Ruinattempts to

translate the skirmish-heavy, objective-based nature of AoS into a Real-Time Strategy (RTS) format. These digital

products provide a critical onboarding path for new hobbyists, often serving as their first introduction to the lore

mentioned in the JSON data.

6.1 Technical Discrepancies in Digital Representations

It is important to note that while Total War uses the lore of the Old World, its mechanics (unit health bars, morale 

scaling) are specific to the RTS genre. In contrast, tabletop AoS uses discrete 'Wounds' and 'Save' rolls. When 

researching 'Warhammer' via search engines, users often conflate these digital mechanics with the tabletop rules. 

A technical writer must distinguish between Engine Mechanics (RTS) and System Mechanics (Tabletop).

7. Troubleshooting and Common Misconceptions

One of the most frequent errors in technical discussions regarding Warhammer is the assumption that Age of

Sigmar is simply 'Warhammer Fantasy 9th Edition.' This is incorrect. The game systems are fundamentally

incompatible without extensive homebrew conversion.

•  Error: Attempting to use square bases in a competitive AoS tournament. Solution: Competitive play requires 

standardized round bases to ensure consistent pile-in distances and combat engagement.

•  Error: Assuming 'The End Times' is current lore for AoS. Solution: The End Times is historical lore (prehistory) 

for AoS. The current narrative focus is on the Era of the Beast and the Vermindoom.

•  Error: Confusing WFB 'Strength vs. Toughness' tables with AoS 'Static Wound' rolls. Solution: In AoS, the 'To 

Wound' characteristic is fixed on the attacker's datasheet, whereas in WFB it was a variable calculation based on 

the defender's Toughness.

8. Summary and Broader Implications

The transition from the rigid, rank-and-file systems of Warhammer Fantasy Battles to the dynamic, multi-planar

warfare of Age of Sigmar represents a masterclass in IP revitalization. By leveraging the 'End Times' as a narrative

catalyst, Games Workshop was able to solve the technical debt of a 30-year-old system. The introduction of round



bases changed the fundamental geometry of the tabletop, leading to a more aggressive and fluid gameplay

experience. For the technical writer or strategist, the takeaway is clear: the evolution was not a loss of depth, but a

transfer of complexity from movement-based logistics to ability-stacking and resource management. As the setting

continues to grow through the Mortal Realms, the legacy of the 'World-That-Was' remains a foundational pillar,

ensuring that the history of Sigmar, Nagash, and Archaon continues to inform the mechanics of the future.
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