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Epic Scale: Narrative Building and Tactical
Strategy at Warhammer World

Lesson Overview
In this lesson, students will explore the world-building, storytelling, and tactical math behind the global
phenomenon of Warhammer. Using the legendary Warhammer World in Nottingham as our inspiration,
we will move from the "Lore" (storytelling) to the "Crunch" (strategy and probability) to create a
compelling tabletop scenario.

Learning Objectives
Identify the key elements of "Lore" that make a fictional world feel immersive.
Apply basic probability to determine the outcome of a tabletop combat encounter.
Design a unique mission scenario including a narrative hook, tactical objectives, and a "Special
Rule."

Materials Needed
Internet access (to view images of Warhammer World dioramas)
At least two 6-sided dice (D6)
Notebook or digital document for writing
Drawing materials (paper/pencils) or a digital design tool
Optional: Any Warhammer miniatures or terrain pieces you may already own

1. Introduction: The Gateway to the 41st Millennium (10
Minutes)
The Hook: Imagine walking into a hall in Nottingham, UK, and seeing a battle so big it contains over
5,000 hand-painted miniatures, 40-foot-tall castle walls, and lights that flicker like real explosions. This
is the Battle for Angelus Prime at Warhammer World.

Discussion: Why do people spend hundreds of hours painting tiny soldiers just to "die" on a plastic
battlefield? It’s not just about the game; it’s about the story. In Warhammer, every scratch on a tank
has a history. Today, you are the Lead Designer at Warhammer World.

2. Content & Practice: The "I Do, We Do, You Do" Model

Part A: The "Lore" (I Do - Narrative Instruction)

In the hobby, "Fluff" refers to the story. A good Warhammer battle needs three things:
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The Stakes: What are they fighting over? (An ancient relic? A fuel depot? A secret map?)1.
The Setting: Where is this happening? (An icy moon? A crowded gothic city? A jungle full of2.
carnivorous plants?)
The Flavor: How do the factions feel? (Are the Orks shouting and charging? Are the Necrons3.
silent and cold?)

Part B: The "Crunch" (We Do - Tactical Math)

Let's look at the math that makes the game work. Warhammer uses 6-sided dice (D6) to decide if an
action succeeds.

The Concept: If a Space Marine needs a 3 or higher (3+) to hit an Ork, how likely is he to
succeed?
The Calculation: There are 6 sides. The successful outcomes are 3, 4, 5, and 6. That is 4 out of 6
chances. 4/6 = 66.6%.
Interactive Challenge: Grab your dice! If your hero has been "wounded" and now needs a 5 or
higher (5+) to hit their target, roll 10 times. How many hits did you actually get? Compare your
"statistical expectation" (about 3 hits) to your "real-world result."

Part C: The Scenario Design (You Do - Creative Application)

Now, you will design a "Mini-Diorama Scenario" like the ones found in the Nottingham Exhibition Centre.
Complete the following three tasks:

The Mission Name: Give your battle a cool, dramatic title (e.g., "The Last Stand at Iron Ridge").1.
The Objective: Draw or describe a "Key Objective" in the center of the table. Is it a crashed2.
escape pod? A terminal leaking data?
The "Nottingham Special Rule": Warhammer World scenarios often have "Environmental3.
Rules." Invent one.

Example: "Acid Rain: At the start of every turn, roll a D6. On a 1, the rain melts
armor—every unit takes 1 damage."

3. Success Criteria
You will know you’ve succeeded if your scenario includes:

A clear "Who, What, and Where" narrative description.
A balanced special rule that uses dice mechanics (e.g., "On a roll of X, Y happens").
A visual sketch or detailed written description of the battlefield layout.

4. Adaptability & Extensions
For the Artist: Sketch the "Hero" of your battle, showing the damage they've taken during the
fight.
For the Mathematician: Calculate the probability of a "re-roll." If you fail a 4+ roll, but get to try
again, what are your new odds of succeeding? (Hint: It’s 75%!)
For the Writer: Write a 200-word "Battle Report" from the perspective of a soldier on the ground
during your designed scenario.
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5. Conclusion (5 Minutes)
Recap: Today we learned that Warhammer isn't just a game of luck—it's a blend of narrative world-
building and probability-based strategy. Places like Warhammer World in Nottingham exist to bring
these stories to life in 3D.

Final Check: Tell me: If you were to visit Nottingham, which faction's diorama would you want to see
most, and based on what we learned today, what "Objective" would make that battle interesting?

Assessment
Formative: Observation of the "Probability Challenge" dice rolls and understanding of "to-hit"
ratios.
Summative: The completed "Scenario Design" sheet, evaluated on the presence of a narrative
hook, a clear objective, and a functional special rule.


