
FALLS CHURCH, 
VIRGINIA
March 17th 2018





NEO’S WELCOME 

COALESCENCE: MALIGN PORTENTS 
 

As you read through this players pack you may note that the overall victory does not require you to crush your enemies 

and win all your games. Coalescence: Malign Portents is based on what you bring to the hobby (painting, converting), the 

decisions you make before and during your games, and how you interact with your opponents. 

Victory will not always mean smashing your opponent off the table, even though Age of Sigmar is a game of winning 

battles! There will be prizes that reward story, painting, and battlefield strategy. 

Coalescence: Malign Portents is being run around the world on the same weekend, and our results will be submitted to the 

global narrative! 

DATE 
Coalescence: Malign Portents will be held on Saturday, March 17th. 

EVENT REGISTRATION 
Attendance is secured by contacting coalescencefcva@gmail.com with intention to attend. Admission to the event is free. 

TOURNAMENT ORGNAIZER CONTACT 
If you have any questions about the rules pack or the event in general, please don’t hesitate to contact the event organizer 

Brian Orban via email (coalescencefcva@gmail.com). 

DINNER EVENT 
The event will take a dinner break between 5:00 and 6:30 between games 2 and 3. During this time all participants are 

invited to dine at Hot and Juicy restaurant of Falls Church VA for a St. Patrick’s Day celebration.  

AWARDS 
All awards will be presented after event cleanup at Hot and Juicy restaurant in Falls Church, VA, no later than 10:00 pm. 

 

SCHEDULE 
1:00 – 1:30 Registration and Event Kickoff 

1:30-3:00 Game #1, Blood Moon Rising (1000 

pts) 

3:00-5:00 Game #2, They Came From Below 

(1250 pts) 

5:00 – 6:30 Optional Dinner, Hot and Juicy 

restaurant 

6:30 – 8:30 Game #3, Control or Die (1500 pts) 

9:00 – 10:00 Wrap Up and Awards, Hot and Juicy 

restaurant 
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VENUE 
Victory Comics in Falls Church, VA will host this event. The store has ample parking and is near the East Falls Church 

metro station. To arrange transportation from the Metro station please contact Brian Orban at 

coalescencefcva@gmail.com. 

ARMY SELECTION 
You will need to select three armies that fit into the following points brackets: 

 1000 points

 1250 points

 1500 points

If you bring a Harbinger to Coalesence: Malign Portents, it does not count toward your points limit (it’s free). The 

event will use Prophecy Points. 

The three lists should conform to the following standards: 

 The models in any one list do not have to be featured in the others. This will represent the changing nature of your

force as units are killed or new units are brought in.

 The 1250 and 1500 point forces will use the Battleline requirements of a Vanguard (1000 point) force and all

other requirements of a Battlehost (2000 point) force.

 The armies should conform to the Matched Play restrictions although special consideration may be given for

armies that are theme/story driven – please email the event organizer at coalescencefcva@gmail.com if you have

a non-matched play army you would like to use.

NARRATIVE NOTES 
For full consideration in the Best Narrative prize, please email the following to the event organizer 

(coalescencefcva@gmail.com). All information will be posted on the Victory Gamers website. 

 WHAT IS YOUR GENERAL’S NAME? Make the story more personal by naming your General. As the event

goes on, you may even want to give your units names for crazy things that unfold on the battlefield, or on past

battlefields!

 WHY DO THEY FIGHT? What is your General’s intent on reaching the Helfire Gates? Does it align with one of

the Grand Alliance Motivations?

 MULTIPLE MODELS PER HERO Your General or other heroes remain the same throughout the event, but can

be represented by more powerful models as the battle sizes increase.
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WHAT YOU NEED TO BRING 
 3 copies of your army lists (printed, Azyr, or Scroll Builder is fine)

 Your Army

 Measuring Tape/Ruler

 Dice and Counters

 Army Books (if any)

AWARDS 
There will be a number of awards on offer during Coalescence: Malign Portents: 

 Best Overall – Most Achievement Points

 Best General – Most victory points scored through mission victories

(primary) and kill points (secondary)

 Best Narrative – Most entertaining/strongest/creative narrative for their army

joining Malign Portents (judge’s choice)

 Best Painted – Highest overall quality to miniature painting throughout the

army (peer selected)

EVENT SCORING 

BEST OVERALL (ACHIEVEMENTS) 
The overall event scoring is based around achievement points. The key points are that any achievement can only be 

gained once during the event (not once per game). Achievement scoring will be signed off by your opponent at the end of 

the battle so please spend a few minutes at the end of each game going over the acheivements. 

BEST GENERAL (VICTORIES) 
Best General will be determined by their victories on the battlefield (and kill points if the two players end with the same 

victory points). 

MAJOR VICTORY: 20 points DRAW: 5 points Major Loss: 0 points 

MINOR VICTORY: 10 points MINOR LOSS: 2 points 
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HARBINGER UPGRADES 

TROPHIES 
If you achieve a Major Victory, you may roll a D6 on the following table instead of rolling on the Triumph table. Your 

Harbinger obtains a Trophy corresponding to the result of the dice roll and can hold more than one. This is a permanent 

bonus. 

1 - Gravesand 

Pendant 

Containing a single grain of Grave-sand, this Shyishian heirloom is said to protect the bearer from 

untimely death. The first time the Hero would be slain, they remain on the battlefield with a single 

wound remaining. This ability does not cost any reinforcement points. 

2 - Deffcap 

Elixir 

Made from a single drop of a Deffcap mushroom essence and diluted hundred-fold, this bitter 

concoction boosts a wizard's control over the arcane. One use per battle. Until the start of your next 

Hero phase, the bearer gains +1 to Cast and Unbind. 

3 - Divining 

Needle 

Crafted from a sliver of Celestium, this tool guides its user to where they are most needed. At the start 

of the battle, before the roll for the first turn, the Hero may be re-deployed anywhere in their starting 

territory. 

4 - Gift of 

Malice 

A vial of mysterious venom is offered to cruel champions to coat their weapons with. Choose one 

Melee weapon. Increase the Rend characteristic by a further -1. 

5 - Ironthorn 

Vine 

Wrappings 

Used by the superstitious to ward off spirits, this hardy material can reinforce armour. The Hero gains 

+1 to their Save against Death models. In addition, roll a dice whenever a mortal wound is assigned to 

this model. On a 6+, the mortal wound is negated. 

6 - 

Galewalker 

Feather 

A feather plucked from a Gryph-charger, yet all is not what it seems. One use per battle. The Hero 

adds +D3" movement to all moves (including charges) until the start of your next Hero Phase. 

ATTRIBUTES 
After the first Battleplan, all players may roll a D6 on the following table to represent their Harbinger's growth in battle. 

Apply the result corresponding the dice roll to your Harbinger's warscroll. This is a permanent bonus. 

1 - Necessary 

Haste 

One needs to be at the right place at the right time. Add +3" to the Hero's move when running or 

charging. 

2 - Honed 

Reflexes 

Your blow shall not strike true. This Hero may re-roll failed save rolls. 

3 - Improved 

Vitality 

Death holds no claim over me until my duty is complete. Increase the Hero's Wound characteristic by 

D3. 

4 - Vicious 

Strength 

Your skull shall be crushed like one crushes a scarab. Choose one Melee Weapon and increase the 

Damage by 1. 

5 - Superior 

Visionary 

The heavens shall guide the way. When garrisoning a Warscryer Citadel, the Hero may re-roll on the 

Celestium Construct table. If the Hero is a Lord-Ordinator, he gains +1 to unbind rolls instead. 

6 - Grizzled 

Commander 

One does not lead with mediocrity. The Hero can use two different command abilities in the Hero 

Phase. 



ABILITIES 
After the second Battleplan, each player may roll a D6 on the following table to represent their Harbinger's experience in 

divining the portents. Apply the result corresponding the dice roll to the Harbinger's warscroll. This is a permanent 

bonus. 

1 - Divine 

Intervention 

The gods meddle in the fate of mere mortals. One use per battle. Add +1 to the PP cost of your 

opponent’s next Malign Portent sign. 

2 - I See The 

Light 

The mystical cloud is lifted from your mind. One use per battle. Deduct -1 from the PP cost of your 

next MP sign (you cannot reduce the prophecy point to less than 1). 

3 - Confusion Your thoughts reach out to befuddle your opponent's. One use per battle. Your opponent must roll a 

4+ on a D6 to interpret their next Malign Portent sign. 

4 - Interruption Crafty harbingers can use the chaos of the battlefield to distract others. You may reduce your 

opponents prophecy point pool by D3 in the 2nd battle round. 

5 - Day Dreamer Your mind wanders. You generate an additional 1 prophecy point in addition to your normal 

allowance in a battle round of your choosing. Nominate this battle round before the game begins. 

6 - Bad 

Interpretation 

Not all portents are meant to be deciphered. Your opponent cannot use any prophecy points in a 

battle round of your choosing. Nominate this battle round before the game begins. 




