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The Forge of Heroes: Narrative Strategy in
the 41st Millennium

Materials Needed
Paper and pens/pencils
Character Creation Template (included in "Independent Practice")
Six-sided dice (D6) - at least two
Access to Warhammer 40,000 lore (books or curated online wikis)
Optional: A Warhammer miniature or a photo of one for inspiration

Learning Objectives
By the end of this lesson, you will be able to:

Identify the core elements of "Grimdark" storytelling and world-building.
Apply basic probability and game design principles to create balanced character stats.
Write a compelling narrative "fluff" piece for an original character within a pre-existing universe.

1. Introduction: The Hook (10 minutes)
The Scenario: Imagine a galaxy where there is "Only War." It is the 41st Millennium. Humankind is
spread across a million worlds, surrounded by ancient aliens, terrifying monsters, and dark gods. In this
setting, individual heroes—or villains—can change the fate of entire star systems.

Discussion: What makes a hero "cool"? Is it just their big sword and armor, or is it the choices they
make when things go wrong? In Warhammer 40,000, we use "Lore" (the story) and "Rules" (the math)
to bring these characters to life. Today, you aren't just a player; you are a Creator and a Tactician.

2. Content & Modeling: The "I Do" (15 minutes)
The Three Pillars of a Character:

The Visual: What faction do they belong to? (e.g., The noble but fading Imperium, the high-tech1.
Tau, or the chaotic Orks?)
The Narrative (Fluff): Where did they come from? What is their "Motivation" and their "Flaw"? A2.
hero who is perfect is boring; a hero who is brave but stubborn is interesting.
The Mechanics (Crunch): How do their story traits translate to game numbers?3.

Movement (M): How fast are they?
Weapon Skill (WS): How good are they at hitting things in person?
Wounds (W): How much damage can they take before falling?

Example Modeling: Let's look at a "Space Marine Captain." His story says he is a master of defense.
Therefore, his "Save" stat is very high (2+), meaning he only fails to block a hit on a roll of a 1. If we
gave him a 6+ save, the "Crunch" wouldn't match the "Fluff."
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3. Guided Practice: The "We Do" (15 minutes)
Activity: The Balance Test

Let's practice balancing a character together. If we want to create a "Sneaky Assassin," let's pick their
stats. Which makes more sense for a stealthy character?

Option A: High Speed, Low Health, High Damage.
Option B: Low Speed, High Health, Low Damage.

(Think-Pair-Share/Discussion: Most will choose Option A. Why? Because an assassin shouldn't be a
"tank"; they should be fast and deadly but fragile if caught.)

The D6 Probability Check: In 40k, we use 6-sided dice. If a character is an "Expert Marksman," they
should hit their target on a 2 or higher (83% chance). If they are a "Recruit," they might hit on a 4 or
higher (50% chance). Let's roll 10 times and see how many "hits" our Expert gets versus our Recruit.

4. Independent Practice: The "You Do" (30 minutes)
Task: Create Your Own Legendary Hero

Fill out the following Hero Profile. Be creative!

Hero Profile Template

Name & Title: (e.g., Korg the Relentless, Inquisitor Vane)

Faction: (Which army do they lead?)

The Backstory (3-5 sentences): Describe one great victory or one terrible tragedy that changed
them. Why do they fight?

Stats (Choose one "Elite" stat, two "Average" stats, and one "Weakness"):

Skill (WS/BS): 2+ (Elite), 3+ (Average), or 4+ (Weak)
Toughness (T): 5 (Elite), 4 (Average), or 3 (Weak)
Speed (M): 10" (Elite), 6" (Average), or 4" (Weak)

Special Ability: Create one rule that matches their story. (Example: "Berserk Charge" - This hero
gets +1 to hit if they moved toward the enemy this turn.)

5. Conclusion & Recap (10 minutes)
Recap: Today we learned that great game design requires a balance between the Story and the Stats.
If the stats are too high, the game is boring because you always win. If they are too low, your hero
doesn't feel like a hero.
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Final Check:

What was your character's name?
What is one way their "Stats" reflect their "Story"?
If you had to roll a 4+ to save your hero from an attack, what are the odds (out of 6) that they
survive? (Answer: 3/6 or 50%—rolls of 4, 5, or 6).

Assessment & Success Criteria
Success Criteria:

Character has a name and a clear faction.
Backstory explains the character's motivation.
Stats are logically connected to the character's description.
The special ability is clear and has a defined game effect.

Summative Assessment: The completed "Hero Profile" serves as the primary assessment. For an
extra challenge, the student can "play-test" their character against a standard enemy (like a generic
soldier) using dice rolls to see if the character feels "balanced."

Adaptability & Differentiation
For Struggling Writers: Provide a "Sentence Starter" sheet for the backstory (e.g., "[Name] is a
[Rank] who hates [Enemy] because...").
For Advanced Learners: Calculate the exact points cost of the hero. If a standard soldier is 10
points, how many points is your hero worth based on their stats?
Multi-Sensory: If the student has miniatures, have them kitbash or paint a model specifically to
match the profile they created today.


