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Master of the Archive: Narrative World-
Building in the Warhammer Universe

Lesson Overview
In this lesson, students will step into the role of a "Remembrancer" or "Chronicler." They will explore the
core elements that make the Warhammer worlds (40,000 or Age of Sigmar) so compelling: the
intersection of history, geography, and ideology. Students will apply these concepts to design their own
unique faction, complete with lore, a tactical profile, and visual identity.

Materials Needed
Blank paper or a "Codex" notebook
Pens, pencils, and colored markers/pencils
A six-sided die (d6)
Optional: Any Warhammer miniatures or rulebooks for visual reference
Access to a timer

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

Analyze: Identify the three core components of world-building (Setting, Culture, and Conflict).
Create: Design an original Warhammer faction with a distinct backstory and "Special Rule."
Evaluate: Explain how a faction’s history influences its appearance and way of fighting.

1. Introduction: The Hook (10 Minutes)
The Scenario: "Imagine a galaxy (or realm) shrouded in shadow. Thousands of worlds are screaming
for help, but the messages are lost in the warp. Suddenly, a new force emerges from the darkness. Are
they heroes? Monsters? Or something in between? In Warhammer, there is no 'pure good'—everyone is
fighting for survival. Today, YOU are the creator of that new force."

Discussion Question: What makes a faction interesting? Is it just their big guns/magic, or is it why
they are fighting? (Think about the Space Marines' loyalty or the Orks' love of a good scrap).

2. The "I Do": Components of a Legend (15 Minutes)
In this section, the instructor explains the "Triad of Faction Design." To make a faction feel
"Warhammer," it needs three things:

The Origin (The Where): Where do they come from? A death world covered in ice? A floating1.
city in the clouds? The environment shapes the people.
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The Creed (The Why): What do they believe? Do they seek ancient knowledge? Do they want to2.
protect nature? Are they obsessed with machines?
The Aesthetic (The Look): How do they show their identity? Do they wear heavy, rusted armor?3.
Do they use bright, neon colors to distract enemies? Do they decorate their gear with trophies?

Example: The Adeptus Mechanicus come from Mars (Origin), worship the Machine God (Creed), and
wear red robes with cybernetic limbs (Aesthetic).

3. The "We Do": The Random Generator Challenge (15
Minutes)
Let’s build a "mini-faction" together using the d6 to make quick decisions. This teaches how to work with
constraints.

Roll 1 (Home World): 1-2: Desert, 3-4: Industrial City, 5-6: Haunted Jungle.
Roll 2 (Primary Weaponry): 1-2: Melee (Swords/Axes), 3-4: Ranged (Bolters/Magic), 5-6:
Stealth/Traps.
Roll 3 (A Flaw): Every Warhammer faction has a weakness. 1-2: Over-confidence, 3-4: Low
numbers, 5-6: Uncontrolled mutation/magic.

Activity: Based on the rolls, spend 5 minutes brainstorming a name for this group and one sentence
about their last battle.

4. The "You Do": Create Your Codex Entry (30 Minutes)
Now, it’s time for independent creation. Use the "Codex Worksheet" structure below to design your own
faction from scratch.

Task Checklist:

Name: Give your faction a title (e.g., The Iron Drakes, The Void-Stalkers).1.
The Lore: Write a 5-sentence "Origin Story." Where did they come from and what was their2.
greatest victory or tragedy?
The Sigil: Draw a symbol that represents them (to be painted on their banners or armor).3.
The "Special Rule": In the game, every faction has a unique ability. Invent one! (Example:4.
"Relentless Hunt: This unit can move faster when chasing an injured enemy.")
Visual Guide: Sketch a single soldier or character from this faction, labeling three specific details5.
of their gear.

5. Conclusion: The Grand Archive (10 Minutes)
Recap: Review the Triad of Faction Design (Origin, Creed, Aesthetic).

Share: The student presents their faction "Codex" to the teacher or peers. They must explain why they
chose their "Special Rule" based on their lore.

Final Thought: "In the grim darkness of the far future, there is only war—but because of your Archive
entry, there is now a new story to be told."
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Success Criteria
The faction has a clear name and a distinct "Home World."
The lore explains a clear motivation (The "Why").
The "Special Rule" logically connects to the faction's backstory.
The sketch/visual guide uses at least three colors or distinct design elements.

Assessment Methods
Formative: Checking the "We Do" rolls to see if the student can bridge the gap between a
random prompt and a creative idea.
Summative: The completed "Codex Entry" serves as a portfolio piece demonstrating narrative
writing, logical design, and artistic expression.

Differentiation Options
For the Reluctant Writer: Allow the student to record their "Lore" as a 2-minute "Audio Log"
from a battlefield commander instead of writing it down.
For the Advanced Learner: Ask the student to create a "Counter-Faction." If their first faction
met their polar opposite on the battlefield, what would that enemy look like and how would they
fight?
For the Tactician: Have the student assign "Stats" (Strength, Toughness, etc.) to their unit
based on the standard Warhammer d6 system.


