
The age of Valhalla’s annihilation has passed, but at what cost? 

It has been some weeks since Thormun’s attempt to destroy the Wellsprings 

was thwarted, and although his ploy nearly brought about the end of the 

Valkyrie, in its wake I find them gathering again at the Table in central 

Aunstrom with a new resolve to forge an end to the war. Or at least, this is what 

I hoped for when I arrived alongside Ullar’s envoy. But the truth has proven 

somewhat more complicated. 

Banners flew in nine colors over the desolate plateau of the Table, and it seems 

that new friendships have already been forged between Valkyrie. Their envoys 

arrived in pairs, to sue for peace. 

Raelin and Loviatäk spoke for Jandar and the remainder of Utgar’s forces, of a 

new alliance they wished to forge and a system by which all of the Wellspring 

Amulets currently discovered would be entrusted to them so that they could 

oversee the effort to send the offworlders home. Although Raelin speaks only 

of hope for Valhalla, Sgt. Drake has let me know discreetly that there are those 

who disagree with this movement within both of their courts—not all of Utgar’s 

old servants are content to follow a new master, and there are those in Jandar’s 

court such as the wounded Knight Irene who will never trust or forgive Raelin 

for abandoning Jandar’s side. 

Xiamara and Marachott spoke for Ullar and Aquilla. Ewashia, Halushia, and 

I kept good company as the attendees gathered. Velsa was pleased to see the 

creature Onshu again. Our work together in finding a cure for the Wellspring 

Poison has benefited all Valhalla, and in recovering from his spell of madness, 

Ullar had only the deepest appreciation for Aquilla’s clear mind and effort 

to free him and the other Valkyrie from its spell. They have found common 

ground in their meetings since, hoping to protect Valhalla’s soil from further 

devastation by war. 

Queen Qhyrion and Kilkorax spoke for Vydar and Revna. Queen Qhyrion has 

seen fit to forge an alliance with Revna, granting her people permission to fill 

Anund’s empty lands and desolate cities with new life. I suspect that darker 

initiatives will stem from this covenant, but only time will tell. 
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From the Pen of Sonlen, Fifth Day of Mallwen (Cont'd)

Grimnak IX and Nishi Souta spoke for Volarak and Einar. They have forged a 

new business arrangement labelled the Clockwork Combine, and seem intent 

on developing new tools and methods of industrialization, which they claim 

will be crucial to rebuilding Valhalla in the wake of the war, matching Volarak’s 

technology with Einar’s discipline, manpower, and gold. 

Under the ninth banner, and thinly protected by diplomatic immunity, were 

Killian Vane III and Fia Bonny, speaking on behalf of the Crimson Widow. In 

the wake of their leader Thormun’s defeat, they have announced their intent to 

disband the Crimson Fleet and establish a free colony at Caraway Cavern where 

those who choose to abandon their Valkyrie would be welcome. Their Admiral, 

a Soulborg called EJ-1M, seems intent on beginning a new Dawnraider Syndicate 

which, although this meaning was smothered in more elaborate words, will sell 

their swords to the highest bidder.

As these diplomats spoke over the first hours, rumblings of disagreement began 

to emerge. The New Alliance believes the remaining members of the Crimson 

Fleet should be captured and made to face justice. Ullar and Aquilla fear that 

the Clockwork Combine will deal irreparable damage to Valhalla’s landscapes. 

Revna and Vydar do not wish to participate in efforts to rebuild other regions 

until Anund has been restored first, and demand the New Alliance foot the 

cost on account of Utgar’s devastation of Anund through his pollution at the 

beginning of the war. And the Clockwork Combine is reluctant to give up their 

Wellspring Amulets unless they can be convinced they will retain a share of their 

power once a single Valkyrie possesses them all, and with them the ability to 

control their Wellspring Visions. 

Before these disagreements could be resolved, however, we looked up to find 

that the sky had darkened, and within the clouds flashed purple lightning—a 

kind I have seen before, in the Wellspring Storm that now hangs permanently 

over the Wellspring of Obsession. How could it be, I wondered, that the storm’s 

reach could grow so far from Ekstrom? It was a raging and fearful maelstrom, 

tearing up the soil and stone itself and carrying it into the open maw of an 

endless void. As the attendees of the summit scattered, it became clear that 

even though Thormun is gone, Valhalla will not know peace soon. A storm of 

a new kind is just beginning.



Required sets: Age of Annihilation Master Set (x1)

The Table in Central Aunstrom has seen many gatherings over the past 
centuries: The ever-changing roster of Archkyrie meeting every year for 
their High Counsel to determine Valhalla’s fate. A peace summit whose 
catastrophic collapse nearly spelled doom for all of the Valkyrie. And today, 
as the Valkyrie recover from the effects of the Wellspring Poison and 
the Crimson Fleet regroups after the disappearance of their leader, 
the Valkyrie and their ambassadors gather once more at the Table to 
broker a new era of peace for Valhalla.
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Online Scenario 23: A New Storm Rises (Master Game)
The Wellspring Poison is not the only work of Thormun’s that casts a pall over the new peace summit. The seeds of disagreement have scarcely been 
sown with the opening speeches of the ambassadors when darkness clouds the sun: A whirlwind cast by a long arm of the rift over Ekstrom races 
across the land and sky, tearing up everything in its path. As the disintegrating storm draws closer and the diplomatic disagreements become open 
conflict, it is clear that Thormun has unleashed a brand new kind of annihilation upon Valhalla.

GOAL: Be the last player with figures remaining on the battlefield.

SETUP FOR TWO TO FOUR PLAYERS: Each player drafts or brings a pre-made 300-point Army. Each player rolls the twenty-sided die. The player with 
the highest roll may place 1 Army Card’s worth of their figures onto any spaces on the map that are not adjacent to enemy figures. All of the figures from 
that card must be adjacent to each other. Then, continue player by player going clockwise until all figures are placed.

VICTORY: A player wins at any time if they have the last figures remaining on the battlefield. If all remaining figures are destroyed by the Wellspring 
Storm at the same time, no one wins.

SPECIAL RULES:

Wellspring Storm
A raging dimensional storm has descended on the Table, drawing debris and attendees into its swirling maw. At the end of each round, in turn order, 
each player must remove 1 Laur Wall Connector and its base from the battlefield or 1 terrain tile from the highest level of the battlefield. Any figures or 
Glyphs on a removed terrain tile are destroyed.

Ambassadors
Each player may choose 1 Unique Hero in their Army to be their Ambassador. When you choose your Ambassador, you may choose 1 of the following 
Special Powers for that figure to have: 

The New Alliance: If your Ambassador follows Jandar or Utgar, friendly figures on a lower level than your Ambassador add 1 to their Attack and Defense Values.

The Verdant Pact: If your Ambassador follows Ullar or Aquilla, when a player removes a terrain tile or Laur Wall Connector from the battlefield with the 
Wellspring Storm, you may assign that player 1 wound. They must place it on one of their figures. 

The Umbral Covenant: If your Ambassador follows Vydar or Revna, when a terrain tile  is removed with the Wellspring Storm that has a figure who follows 
Vydar or Revna on it, you may move that figure to any space on the battlefield not adjacent to an enemy figure. You may use this power only once per round.

The Clockwork Combine: If your Ambassador follows Einar or Volarak, when a friendly figure is removed along with a terrain tile and destroyed by the 
Wellspring Storm, you may place a previously destroyed squad figure on any space at the edge of the battlefield.

The Crimson Fleet: Start the game with 1 Combat Die for each Affiliation in your army on your Ambassador’s army card. After rolling defense dice or attack 
dice for a normal attack, you may remove any number of Combat Dice from the Ambassador’s Army Card and roll them, adding them to the result.
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