
Fortriu

v2.07v2.07
for Darklands: Second Editionfor Darkfor Darklands:lands: Second E Second Edidittiitittit onon

KINDRED MUSTERKINDREDKINDRED MUS MUSKINDRED MUSKINDREDKINDRED MUSKINDRED TERTER
ALBAINN

MIERCE
MINIATURES

last updated 1st January 2024



ALBAINN MUSTER
version 2.07

Realm Au equipment qty unit options Mass Orders

GENERAL:

UNIT 1:

UNIT 2:

UNIT 3:

UNIT 4:

UNIT 5:

COMPANIONS:

CMP 1:

CMP 2:

CMP 3:

CMP 4:

CMP 5:

COMMANDER:

UNIT 1:

UNIT 2:

UNIT 3:

UNIT 4:

UNIT 5:

COMMANDER:

UNIT 1:

UNIT 2:

UNIT 3:

UNIT 4:

UNIT 5:

COMMANDER:

UNIT 1:

UNIT 2:

UNIT 3:

UNIT 4:

UNIT 5:

COMMANDER:

UNIT 1:

UNIT 2:

UNIT 3:

UNIT 4:

UNIT 5:

COMMANDER:

UNIT 1:

UNIT 2:

UNIT 3:

UNIT 4:

UNIT 5:

HOST SILVER  

SILVER
EACH

eqp sv
each

TOT SV
EACH

UNIT
SILVER

option
silver

TOT UNIT
SILVER



ALBAINN MUSTER WENDLIST
Changes to the Albainn muster are recorded here.

Version Change

v2.02 The morcingalom only gains the ‘marksman’ ability if he is a commander

The size and shoot dice of the stone shard / pig / sheep carcass shot weapons of the savage oghurüc have been increased

The size of the stone shard / pig / sheep carcass shot weapons of the feral oghurüc have been increased

The shoot dice of the stone shard shot weapon of the wild oghurüc has been increased

The shoot dice of the oghu shard shot weapon of the oghu thrower have been increased

The great oghu shard shot weapon of the oghu thrower has the terrible damage rule instead of vicious damage

The focus range of all sorcerers has been reduced

The cost of sight invocations has been altered

Removed elbharu and cingalom as sworn unit options for a mormaer, umaer and aurmaer

v2.03 Added the Objects of the Albainnach artefact list

Split the Morarfis armour option to separate corselet and helmet armour options for the mormaer, umaer, aurmaer and camaer

Reduced AUTHORITY of cavalry units to reflect the riders, not the riders and mounts

v2.04 Added the oghurund profile

Gave the Chogwarth weapon coating the mundane (1) rule

Added the ‘quick strike’ rule for two weapons where needed

Added the Two Cledem weapon options to the mormaer, umaer, aurmaer and camaer

v2.05 Ensured the Fists combat weapons are of the class Natural for the wild oghurüc / savage oghurüc

Altered the privilege of the wild oghurüc, savage oghurüc, feral oghurüc, moroghurüc, oghurond, oghurund, dagoghurond and moroghurond to Beast

Removed the ‘vassal only’ restriction on most brands

v2.06 Clarified the Leyfield invocation and what can happen through it

Added the ‘tactician’ ability to the mormaer, umaer and camaer profiles

Ensured that scout nobles and shot engine leader nobles cannot be the general

Added the ‘disciplined’ ability to the mormaer, umaer, camaer, aurmaer, gairaurmahr, gairmorlom, gairlom and elbharu, mormyrchan, myrchan, morbhacroas and oghu thrower profiles

Altered the mass and WOUNDS of the goghu to 8 and 24 respectively

Increased the SKILL of most humans that are not Levy or Wild by +10

Slightly reduced the AUTHORITY and silver cost of all humans

Changed the ‘fearless’ trait to ‘stubborn’ for most monstrous beasts

Reduced the cost of noble shot weapons

Added the ‘Aura Parry’ rule to oghu stone bearers against sorcerous weapons and invocations

v2.07 Clarified the Leyfield invocation for Burrowing and Sorcerous Moves, and altered it to work between two oghu stones instead of just on the battlefield

Altered the Resistance invocation to be mutable

Altered the focus range and silver costs of all sorcerers

Altered the shoot dice of most and and silver cost of all non-gaze shot weapons

Altered the silver cost of Gigantic monsters

Added the goghu to the list of warriors/objects that a Leyfield can be used with

Added the ‘resistant (lightning)’ trait to the goghu



ALBAINN MUSTERING
version 2.03

ALBAINN HOST

Realm Compulsory Commands Host Commands Realm Commands

1 1 0-1+ 0-1 0-1+ 0-1

1 1 0-1+ 0-1 0-1+ 0-1+

1 1 0-1+ 0-1 0-1+ 0-1

ALBAINN COMMANDS

Commander Sworn Box Pledge Box Petition Box

Companions

1 0-1 < 0-1+ < 0-1 < 0-1+
Bind Units Bind Units Bind Units

1 < 0-1+ < 0-1 < 0-1+
Bind Units Bind Units Bind Units

Sworn Units Pledged Units

1 < 0-1+ < 0-1 < 0-1+
Bind Units Bind Units Bind Units

1 < 0-1 < 0-1 < 0-1+
Bind Units Bind Units Bind Units

COMPANIONS Sorcerer Sell-Sword

< 0-1 < 0-1 < 0-1 < 0-1 < 0-1

Commander

1 1 < 0-1+ < 0-1 < 0-1+
Bind Units Bind Units Bind Units

with option
Commander

1 1 < 0-1+ < 0-1+
Bind Units Bind Units Bind Units

Commander

1 1 < 0-1+ < 0-1+
Bind Units Bind Units

Noble Unit

CW 0-1 < 0-1+ < 0-1+
Bind Units Bind Units

One general must always be present in the host, which must always be the noble with the highest AUTHORITY.
At least one command must be present in the host. At least 50% of your host must be spent on warriors from the same realm as the general.

Up to a third of the silver cost of your host may be spent on an allied contingent. Up to 10% of your host may be spent on artefacts.

host's realm cost
50%+

artefact limit
0 to 10%

contingent limit
0% to 33.333r%

FORTRIU
HOST

Fortriu

General
Fortriu

Command
Fortriu

Command
Allied

Contingent
Cait

Command
Fotla

Command

CAIT
HOST

Cait

General
Cait

Command
Cait

Command
Allied

Contingent
Fortriu

Command
Fotla

Command

FOTLA
HOST

Fotla

General
Fotla

Command
Fotla

Command
Allied

Contingent
Cait

Command
Fortriu

Command

One general must always be present in the host, which must always be the noble with the highest AUTHORITY.
At least one command must be present in the host, either the general's command or a commander's command

GENERAL'S
COMMAND

Sworn
Unit

Pledged
Unit

Influenced
Warchief

Petitioned
Unit

without General's 
Command, at least 

one command

Sworn
Unit

Pledged
Unit

Influenced
Warchief

Petitioned
Unit

any number of other 
commands

Influenced
Warchiefs

Petitioned
Units

allied
contingent

Allied Commander's
Sworn Unit

Allied Commander's
Pledged Unit

Allied Commander's
Influenced Warchief

Allied Commander's
Petitioned Units

Host
Champion

Host
Banner Bearer

Host
Herald

Companions must have an AUTHORITY that is lower than or equal to the general's 
AUTHORITY. The AUTHORITY of companions counts as 0 for COMMAND AUTHORITY 

purposes.

COMMANDER'S
COMMAND

Sworn
Unit

Pledged
Unit

Influenced
Warchief

Petitioned
Unit

A commander must choose a unit within his 
sworn box as his sworn unit.

A commander may choose a unit within his pledge box to be one of his 
pledged units.

A commander may choose a unit within his petition box to be one of his 
petitioned units.

Optioned
Sworn Unit

Optioned
Pledged Unit

Optioned 
Petitioned Unit

If an option has been purchased, a commander 
may choose a unit on that option line within his 

sworn box as his optioned sworn unit.

If an optioned sworn unit has been chosen, a commander may choose a unit 
on the same option line within his pledge box to be one of his optioned 
pledged units in addition to any other pledged units that are not on an 

option line.

If an optioned sworn unit has been chosen, a commander may choose a unit 
on the same option line within his petition box as an optioned petitioned 
unit in addition to any other petitioned units that are not on an option line.

with
restrictive

option

Restricted
Sworn Unit

Restricted
Pledged Unit

Restricted 
Petitioned Unit

If a restrictive option has been purchased, a 
commander must choose a unit on that restrictive 
option line within his sworn box as his restricted 

sworn unit.

If a restrictive sworn unit has been chosen, a commander may only choose 
a unit on the same restrictive option line within his pledge box to be one of 

his restricted pledged units.

If a restrictive sworn unit has been chosen, a commander may only choose 
a unit on the same restrictive option line within his petition box to be one of 

his restricted petitioned units.

companion warchiefs 
are indicated with ‘CW’

If a unit is joined to a noble by a double line 
known as a noble path, that noble must be 

mustered within a command before the unit on 
that path can be mustered.

Realm

Unit
If the realm is noted above the unit name, the 
commander must be of that realm in order to 

muster that unit in his command.



Unit Unit Unit

n n-n n n-n n n-n

Available Coming Soon Unavailable

ALBAINN UNIQUE COMMANDERS
One of each unique commander may be mustered in your host

ALBAINN COMMANDERS
Any number of commanders may be mustered in your host

Commander Sworn Box Pledge Box Petition Box

Gairaurmahr Gairmorlom Gairaurmahr Gairmorlom Gairlom Elbharu Cingalom Morbhacroas

0-1 0-1 19 0-1+ 14 0-1+ 8 0-1+ 8 0-1+ 5 0-1+ 11 0-1+

93 Oghurigg Dím, Cruithne Dím, Cruithne Dím, Cruithne Dím, Cruithne Dím, Cruithne Morbhacroas

Elbharu Morbhacroas Mormyrchan Myrchan

8 0-1+ 11 0-1+ 14 0-1+ 8 0-1+ 12 0-1+
Oghurigg Morbhacroas

Cingalom Cruithne Oghurithne Oghur

5 0-1+ 17 0-1+ 22 0-1+ 26 0-1
Oghurigg Oghurithne Oghurithne Hunter Oghurung, Moroghur

Aumue Boa Aumue Boa Oghurung Moroghur

0-1 17 0-1+ 19 0-1 26 0-1 36 0-1
Oghurigg Cruithne Cruithne

Mormyrchan Myrchan Mormyrchan Myrchan Oghurithneach Sell-Sword

0-1 0-1 14 0-1+ 8 0-1+ 24 0-1 < 0-1

Oghurithne Oghurithne Cruithne Oghurithneach Oghur

0-1 22 0-1+ 21 0-1+ 19 0-1+ 17 0-1+ 24 0-1 26 0-1

71
Oghurithne Hunter Oghurithne Hunter Oghurithne Oghurung, Moroghur

Camaer Gairlom Dím Elbharu Cingalom Oghurung

CW 0-1 8 0-1+ 8 0-1+ 8 0-1 5 0-1+ 26 0-1
Dím, Cruithne Cruithne Morbhacroas

Moroghurüc

30 0-1 36 0-1 50 0-1
Wild Oghurüc

Oghurond Dagoghurond Moroghurond

49 0-1 50 0-1 52 0-1

Goghu Moroghur

26 0-1+ 15 0-1 36 0-1

MINIATURE
AVAILABILITY

A miniature's availability for a particular profile is shown by the colour of the unit box text on the muster chart.
If the text colour is black, that miniature is available from the Mierce Miniatures range and may be used in official Darklands battles.

If the text colour is blue, that miniature has a scheduled production date and will be available soon.
If the text colour is grey (or the profile box is pink), that miniature is not produced yet and may not be for some time.

Profiles with blue or grey text colours cannot be used in official Darklands battles as no miniatures are available.

Fortriu

MORMAER

with
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Oghu
Thrower

with
Sling

with
Oghu Woad

Wild
Oghurüc

as rider of
Pony
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OGHURITHNE 
MORMAER

Oghurithne
Hunter

Wild
Oghurüc

Savage
Oghurüc

Feral
Oghurüc

Oghurithne
Channeller



Gairmorlom Gairlom Gairmorlom Gairlom Dím Gairaurmahr Elbharu Cingalom

0-1 0-1 14 0-1+ 8 0-1+ 8 0-1+ 19 0-1 8 0-1+ 5 0-1+

74 Oghurigg Dím, Cruithne Dím, Cruithne Dím, Cruithne Dím, Cruithne Cruithne Dím, Cruithne Morbhacroas

Elbharu Morbhacroas Oghurigg Morbhacroas Mormyrchan Myrchan

8 0-1+ 11 0-1+ 33 0-1+ 11 0-1+ 14 0-1+ 8 0-1+
Oghurigg Morbhacroas

Cingalom Cruithne Oghurithne

5 0-1+ 12 0-1+ 17 0-1+ 22 0-1
Oghurigg Oghurithne Oghurithne Hunter

Aumue Boa Aumue Boa Oghurung Oghur

0-1 17 0-1+ 19 0-1 26 0-1 26 0-1
Oghurigg Cruithne Cruithne Oghurung, Moroghur

as Aurchod
Ci Ciung Ci Ciung Aurogg

0-1 0-1 7 0-1+ 10 0-1+ 32 0-1
Ci, Ciung

as Morcingalom
Cingalom Cingalom

1 5 0-1+

as Moroghulom
Morbhacroas Oghu Thrower Morbhacroas

0-1 0-1 11 0-1+ 12 0-1+

Mormyrchan Myrchan Mormyrchan Myrchan Oghurithneach

0-1 0-1 14 0-1+ 8 0-1+ 24 0-1

Gairmorlom Gairlom Gairmorlom Gairlom Dím Elbharu Cingalom Morbhacroas

0-1 0-1 14 0-1+ 8 0-1+ 8 0-1+ 8 0-1+ 5 0-1+ 11 0-1+

71
Oghurigg Dím, Cruithne Dím, Cruithne Dím, Cruithne Dím, Cruithne Cruithne Morbhacroas

Elbharu Morbhacroas Oghurigg Mormyrchan Myrchan

8 0-1+ 11 0-1+ 33 0-1+ 14 0-1+ 8 0-1+
Oghurigg Morbhacroas

Cingalom Cruithne Oghurithne Oghur

5 0-1+ 17 0-1+ 22 0-1 26 0-1
Oghurigg Oghurithne Oghurithne Hunter Oghurung, Moroghur

Aumue Boa Aumue Boa Oghurung

0-1 17 0-1+ 19 0-1 26 0-1
Oghurigg Cruithne Cruithne

Mormyrchan Myrchan Mormyrchan Myrchan Oghurithneach

0-1 0-1 14 0-1+ 8 0-1+ 24 0-1

Mormyrchan Myrchan Mormyrchan Myrchan Oghurithneach Oghureach Aurogg

0-1 0-1 14 0-1+ 8 0-1+ 24 0-1 39 0-1 32 0-1
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Gairlom Gairlom Dím Oghurigg Gairmorlom Elbharu Cingalom

0-1 8 0-1+ 8 0-1+ 33 0-1+ 0-1 8 0-1+ 5 0-1+

43 Oghurigg Dím, Cruithne Dím, Cruithne Cruithne Dím, Cruithne Morbhacroas

Elbharu Elbharu Morbhacroas Morbhacroas Myrchan

0-1 8 0-1+ 11 0-1+ 11 0-1+ 12 0-1+ 8 0-1+
Oghurigg Morbhacroas

Cingalom Cingalom Cruithne Oghurithne

0-1 5 0-1+ 17 0-1+ 22 0-1
Oghurigg Oghurithne Oghurithne Hunter

Aumue Boa Aumue Boa Oghurung

0-1 17 0-1+ 26 0-1
Oghurigg Cruithne Cruithne

as Aurchod
Ci Ci Ciung

0-1 7 0-1+ 10 0-1+
Ci, Ciung

as Morcingalom
Cingalom Cingalom

1 5 0-1+

as Moroghulom
Morbhacroas Oghu Thrower Morbhacroas

0-1 0-1 11 0-1+ 12 0-1+

Myrchan Myrchan

0-1 8 0-1+

Oghurithne Oghurithne Cruithne Oghurithneach Oghur

0-1 22 0-1+ 21 0-1+ 19 0-1+ 17 0-1+ 24 0-1 26 0-1

64
Oghurithne Hunter Oghurithne Hunter Oghurithne Oghurung, Moroghur

Camaer Gairlom Dím Elbharu Cingalom Oghurung

CW 0-1 8 0-1+ 8 0-1+ 8 0-1 5 0-1+ 26 0-1
Dím, Cruithne Cruithne Morbhacroas

Moroghurüc

30 0-1 36 0-1 50 0-1
Wild Oghurüc

Oghurond Dagoghurond Moroghurond

49 0-1 50 0-1 52 0-1

Goghu Moroghur

26 0-1+ 15 0-1 36 0-1

Oghurithne Oghurithne Oghur Moroghur

0-1 22 0-1+ 21 0-1+ 19 0-1+ 26 0-1 36 0-1 30 0-1+

59 Oghurithne Hunter Oghurithne Hunter Oghurung, Moroghur Wild Oghurüc

Moroghurüc Oghurond

36 0-1 50 0-1 49 0-1

Dagoghurond Moroghurond Oghurund

50 0-1 52 0-1 49 0-1

Goghu Goghu

0-1 15 0-1

26
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Oghur Oghur Oghurung Oghureach Cruithne Oghurithne

0-1 26 0-1+ 26 0-1+ 19 0-1+ 39 0-1 17 0-1+ 22 0-1+

60 Oghurung, Moroghur Oghurung, Moroghur Oghurithne Oghurithne Hunter

Camaer Gairlom Dím Elbharu Cingalom Moroghur

CW 0-1 8 0-1+ 8 0-1+ 8 0-1 5 0-1+ 36 0-1
Dím, Cruithne Cruithne Morbhacroas

Moroghurüc

30 0-1 36 0-1 50 0-1
Wild Oghurüc

Oghurond Dagoghurond Moroghurond

49 0-1 50 0-1 52 0-1

Goghu

26 0-1+ 15 0-1

Oghurithneach Oghurithneach Oghurithne Oghureach

0-1 24 0-1+ 22 0-1+ 39 0-1 19 0-1+ 30 0-1+

56
Oghurithne Hunter Wild Oghurüc

Oghureach Oghureach Oghurithneach Oghur Moroghur

0-1 24 0-1+ 24 0-1+ 26 0-1+ 36 0-1 19 0-1+

61 Oghurung, Moroghur

30 0-1 36 0-1
Wild Oghurüc

ALBAINN SELL-SWORD COMMANDERS

Commander Sworn Box Pledge Box Petition Box

Freebooter Freebooter Oghur Oghurithne Moroghur

0-1 < 0-1+ 26 0-1+ 26 0-1+ 22 0-1+ 19 0-1+ 36 0-1

78
Freebooters Freebooters Oghurung, Moroghur Oghurithne Hunter

Oghurithneach Oghureach

24 0-1+ 39 0-1+

Oghurithne Oghurithne Oghur

0-1 22 0-1+ 21 0-1+ 26 0-1 19 0-1+ 30 0-1

51 Oghurithne Hunter Oghurithne Hunter Oghurung, Moroghur Wild Oghurüc

Camaer Gairmorlom Gairlom Dím Elbharu Cingalom

CW 0-1 14 0-1+ 8 0-1+ 8 0-1+ 8 0-1 5 0-1+ 36 0-1
Dím, Cruithne Dím, Cruithne Cruithne

Goghu

CW 0-1 11 0-1+ 11 0-1 26 0-1 26 0-1+ 15 0-1
Ogre

ALBAINN ALLIES
Up to a third of the silver cost of your host may be spent on sell-swords and allies

Brythoniaid Érainn

Beornica any realm any realm

1 0-1+ 0-1+
Bind Units Bind Units Bind Units

Cait

OGHUR
UHMAER

Wild
Oghurüc

Savage
Oghurüc

Feral
Oghurüc

Oghurithne
Channeller

Cait

OGHURITHNEACH
UMAER

Wild
Oghurüc

Savage
Oghurüc

Cait

OGHUREACH
UMAER

Wild
Oghurüc

Savage
Oghurüc

Feral
Oghurüc

Up to a third of the silver cost of your host may be spent on sell-swords and allies
Sell-Swords not listed here may not be Albainn generals or commanders

Fortriu, Cait

GOLGOG
GOAT-EATER

Ogre
Sell-Sword

Wild
Oghurüc

Fortriu, Cait

URBAD
Oghurithne

Hunter
Wild

Oghurüc
Savage

Oghurüc

Feral
Oghurüc

Tough
Sell-Sword

Ruffian
Sell-Sword

Outlaw
Sell-Sword

Ogre
Sell-Sword

Oghurithne
Channeller

Fortriu

Anglecynn

ALLIED
COMMANDER

Allied
Sworn Unit

Allied
Pledged Unit

Allied
Petitioned Unit



OGHU DOMINANTS
Albainn Invocation List

Sorcerers of the Albainn kindred may muster as many invocations as they wish, host cost permitting, from the Albainn Invocation List below.

INVOCATION Invoke Dice Power Damage* Invocation Rules Cost

1 1 2 3 7

2
1 2 3 4 5 6 7 8 9 10

47 0” 9” 30” 48” 1 Pierce 5
11 12 13 14 15 16 17 18

3 1 2 3 9

4 1 2 10

5 1 2 3 11

6 1 2 10

7 1 2 3 8

8 1 2 3 13

9 1 2 3 4 5 6 7 8 9 10 68 0” 6” 24” 42” 2 Pierce 11

10 1 2 3 4 18

11 1 2 3 15

12 1 2 3 4 5 6

13 1 2 3 4 29

14 1 2 3 4 5 90 0” 0” infinite infinite 2 No Lethal Range; Ignores Armour; Pierce 11

15 1 2 3 14

Minimum
Range

Lethal
Range

Effective
Range

Maximum
Range

North Wind
Focus

Immediate Effect: the battle's current wind strength immediately increases by D10 (to a maximum of 10) and the current wind direction changes to that determined 
by the Invoker. The wind strength and wind direction may change at the end of the current battle hour, during the The Changing Weather subsection of the Battle 
Sequence, as normal.
Constant Effect: Marked warriors become slowed. Marked warriors with a FLIGHT attribute also become involuntarily grounded.
Rules: Once per Mark; Transient

Shardstones
Sight

Resistance
Focus

Oghu Marks: Marked unit may only be a friendly unit containing warriors that bear an Oghu Stone artefact, or a Goghu.
Constant Effect: Each Marked warrior bearing an Oghu Stone artefact - or that is a Goghu - becomes a difficult strike, difficult target and difficult mark.
Rules: Mutable

Stone Shatter
Focus

Oghu Marks: Marked unit may only be a friendly unit containing warriors that bear an Oghu Stone artefact, or a Goghu.
Constant Effect: Each Marked warrior bearing an Oghu Stone artefact - or that is a Goghu - doubles the amount of damage dice caused by their Attack actions or Shoot 
actions, before applying damage* modifiers.
Rules: Once per Mark; Transient

Savagery
Focus

Marked Man: Marked warriors may only be friendly warriors of the Kin Man within the Marked unit.
Constant Effect: Each Marked warrior - now called a Savage warrior - gains +1 attack die upon his primary combat weapon per invoked die. If the majority of the 
Marked unit becomes a Savage warrior, the Marked unit gains the ‘headstrong’ and ‘fearless’ traits.
Rules: Once per Mark; Transient

Oghu Power
Focus

per
absorbed

die

Oghu Marks: Marked unit may only be a friendly unit containing warriors that bear an Oghu Stone artefact, or a Goghu.
Immediate Effect: Calculate the invocation's power value by rolling 2D10 per absorbed die within each Oghu Stone or Goghu within the 
Marked unit. The Marked unit's Oghu Stones or Goghu warriors strike the nearest enemy unit to the Marked unit's leader (the Blasted unit) 
with a sorcerous backblast, inflicting 2D10 damage dice per absorbed die (with a damage* of 1) upon it. Remove the absorbed dice from the 
Oghu Stones or the Goghu within the Marked unit once this backblast is applied to the Blasted unit.

Block
Focus

Marked Sorcerer: Marked unit may only be one Sorcerer within an enemy unit.
Constant Effect: The Marked Sorcerer's TEMPER attribute is reduced by 2D10 per invoked die and he randomly forgets one invocation he has purchased (determined by 
the Marked Sorcerer's player).
Rules: Once per Mark; Distinct Mark; Mutable

Like Stone
Focus

Oghu Marks: Marked unit may only be a friendly unit containing warriors that bear an Oghu Stone artefact.
Constant Effect: Each warrior bearing an Oghu Stone artefact gains the ‘stubborn’ trait or, if he was already stubborn, the ‘fearless’ trait. Additionally, the Oghu 
Stones double their absorb range and their absorb dice. Once the invocation ends, any absorbed dice within the Marked unit's Oghu Stones are discarded.
Rules: Once per Mark; Mutable

Spikestones
Sight

Heal
Focus

Marked Living: The Marked warriors may only be friendly warriors that have the ‘living’ trait.
Immediate Effect: The Marked unit's WOUNDS increases by 1D5 per invoked die, distributed amongst any or all of each Different Mark's wounded warrior (that is within 
total focus range) as the player wishes. This cannot increase any wounded warrior's WOUNDS beyond its base WOUNDS value.

Leyfield
Focus

Marked Point: There must be two Marked points - called ley points - both of which must be within total focus range and both of which must be an oghu stone (either 
an oghu stone artefact borne by a friendly warrior or a friendly oghumor stone object, a goghu, or a mixture of the  three). The line between the ley points (called the ley 
line) is a straight line between the ley points and must be measured (the ley length). If a ley point is attached to a warrior (called a ley warrior), the ley line Moves as 
the warrior Moves, but the ley length cannot be increased in this manner (but it can be decreased by the ley warriors moving closer together). If the ley warriors Move so 
that the ley line is longer than the ley length, the ley line is instantly dissipated. If the ley line Moves through a warrior in this manner, that warrior remains where he is. 
The ley line must end its Move without passing through a warrior.
Constant Effect: the ley line counts as impassable terrain for all enemy warriors, including Circling and Burrowing warriors, as it is infinitely high and infinitely low (at 
least in terms of the battlefield). This means that enemy warriors cannot Move through the ley line by any means (including sorcerous Moves), nor perform any action 
through it, but the ley line does not block sight lines. Enemy warriors that are forced to Move through the ley line (such as Frenzied warriors that cannot control their 
movement or Fleeing warriors) simply stop where they meet the ley line and become confused.
Ley Warriors: If one of the ley warriors die, the Leyfield is instantly dissipated. The ley point is attached to the head mark of a ley warrior's base. Ley lines may Move 
through all warriors and objects on the battlefield with no effect except the above, but if the ley line Moves through an area effect template on the battlefield, that 
template is instantly dissipated and removed (except for permanent templates).
Rules: Unstable

Fumble
Focus

Marked Sorcerer: Marked unit may only be one Sorcerer within an enemy unit.
Constant Effect: The Marked Sorcerer's invoked dice will fumble on the roll of a 1 and 0 instead of just a 0.
Rules: Once per Mark; Distinct Mark; Mutable

Oghu Blood
Focus

Oghu Marks: Marked unit may only be a friendly unit containing warriors that bear an Oghu Stone artefact.
Immediate Effect: The Marked unit's WOUNDS increases by 1D10 per invoked die, distributed amongst any or all of each Different Mark's wounded warrior (that is 
within total focus range) as the player wishes. This cannot increase any wounded warrior's WOUNDS beyond its base WOUNDS value.

Leyser
Sight

Stone of Power
Focus

Marked Point or Unit: Marked point can only be upon Scrub, Open Ground, Rocky Ground or Hill terrain features and not within any effect terrain. When placed upon 
units, the Mark becomes the unit nearest to the Stone of Power with the highest TEMPER value.
Stone of Power: this invocation requires the Stone of Power miniature which is upon an 80mm round base. Place the centre of the Stone of Power upon the Marked 
point. The Stone of Power Displaces any warriors it is placed upon and is an impassable object that cannot be destroyed by any means. Warriors within 6” of the Stone of 
Power count as being within sorcerous terrain.
Immediate Effect: the Stone of Power's negation field must be rolled for by rolling 2D10 per invoked die. The result is the Stone of Power's negation field in inches for 
the rest of the battle. Any constant effects or future effects within the negation field are immediately dissipated.
Constant Effect: Warriors cannot perform Invoke actions, Earth actions, Dissipate actions or Earth reactions if they are within the negation field.
Rules: Permanent



OBJECTS OF THE ALBAINNACH
Albainn Artefact List

COMBAT WEAPON ARTEFACT Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Wound* Hands Class Weapon Rules Cost

1 1
+ 1 32 +32 ### 1” 2 2 Borne 12+M

1 2

+ 1 2 3 11 +11 6 0.5” 1 1 Borne Replace; Mordant; Parry
5+M

+ 1 2 22 +22 ###0.5” 2 2 Borne Replace; Foot only; Mordant; Parry

1 3
+ 1 2 18 +18 9 0.5” 2 2 Borne 9+M

1 4

+ 1 2 3 4 9 +9 5 0.5” 1 1 Borne
6+M

+ 1 2 3 18 +18 9 0.5” 2 2 Borne Foot only

1 5
+ 1 2 22 +22 ###1.5” 44 +44 2 1 Borne 13+M

1 6

+ 1 2 13 +13 7 0.5” 1 1 Borne
Replace; Pierce; Parry 3+M

+ 1 26 +26 ###0.5” 2 2 Borne Foot only

1 7

+ 1 2 11 +11 6 0.5” 1 1 Borne Replace; Parry
4+M

+ 1 22 +22 ###0.5” 2 2 Borne Replace; Foot only; Parry

1 8

+ 1 64 +64 ### 1” 3 1 Borne 19+M

1 9

+ 1 2 12 +12 ###1.5” 1 1 Borne 7+M

1 10

Equal 25 +25 ### 2” 2 2 Borne Replace; Ignores Armour; Terrible Damage; 10+M

SHOT WEAPON ARTEFACT Shoot Dice Weapon+ M+W Min Rge Lth Rge Eff Rge Max Rge Wound* Hands Class Shot Weapon Artefact Rules Cost

1 1
+ 1 2 60 60 0” 6” 56” 72” 1 2 Borne Foot only; Replace; Pierce; Vicious Damage 6+M

1 2
+ 1 2 - - - - - - 1 - - Muster with (Sling); Replace; Pierce 6

1 3

1 2 3 4 5 6 9 +9 0” 6” 12” 15” 1 1 Borne 1 2 3 Add; Shots (3); Impetus Shot 12+M

1 4
Equal - - - - - - 1 - - Muster with (Crossbow); Pierce 7

1 5

+ 1 2 3 4 12 +12 0” 12” 60” 72” 2 2 Borne 13+M

1 6

+ 1 65 +65 0” 6” 64” 86” 2 2 Borne Replace; Pierce 10+M

1 7
1 2 3 4 90 90 0” 6” 72” 108” 2 2 Borne 12+M

1 8
Equal 30 +30 - - - - 2 - - Muster with (Crossbow); Pierce; Ignores Armour 11

1 9
- - 0” 6” 30” 36” 1 - - Muster with (Crossbow) 5

1 10
Equal - - - - - - 1 - - 1

WEAPON COATING Weapon Coating Artefact Rules Class Cost

1 1 Borne 2

1 2 Borne 1

1 3 Borne 1

1 4 Borne 2

1 5 Borne 2

Oghu Blade
Sorcerous Great Sword
Forged of ancient stone

Add or Replace; Mighty Strike; Foot only; Vicious 
Damage

For the Mighty: Only warriors with a MIGHT attribute of 50 or more may bear the Oghu Blade.

Sword of Dun Durn
Sorcerous Sword

The implacable rock Stoic: the bearer of the Sword of Dun Durn gains the ‘stubborn’ trait.

Galat's Gair
Sorcerous Spear
The spear of pain

Add or Replace; Mounted Impact Strike; 
Mounted Charge+; Pierce; Hedge

Agonising: Living warriors that suffer at least one wound from Galat's Gair become entangled and halve their SKILL for the remainder of the battle hour.

Leyblade
Sorcerous Sword

The power of the leys

Replace; Pierce; Ignores 
Armour; Parry

Slicer: the Leyblade ignores natural armour as well as armour that is borne or worn. Additionally, the Leyblade is parried with a parry modifier of +4.

Spear of the Stones
Sorcerous Spear

The murderous one

Add; Mounted Impact Strike; Mounted Charge+; 
Pierce; Vicious Damage

Killer: On the roll of a 5 on a vicious damage roll, the bearer must roll another D5 and apply the result as further damage to the enemy warrior.

Blade of Fortriu
Sword

The land will endure Fortriu's Glory: the bearer gains the ‘fearless’ trait. Additionally, the bearer strikes enemies with a -1 strike modifier.

Gwanch
Sorcerous Sword
The earth awaits Sorcerous Greed: Gwanch gives the bearer D5 absorb dice (rolled for in the battle rolls step of the Joining Battle Sequence) and has an absorb range of 10”. If the bearer can absorb from another source, 

Gwanch counts as separate absorbing equipment.

Skybreaker
Sorcerous Great Hammer

To break the sky itself

Add or Replace; Mighty Strike; Foot only; 
Terrible Damage

Destroyer: If the bearer successfully strikes an enemy warrior with Skybreaker, one artefact (of the bearer's choice) of that enemy warrior is destroyed on the roll of a 5 on a D5.
Oghu only: Only nobles of the kin oghurithne, oghurithneach, oghur or oghureach may bear this combat weapon artefact.

Tullurugad
Sorcerous Spear

Gouger

Replace; Mounted Impact Strike; Mounted 
Charge+; Pierce; Hedge

Eye-blinder: each fated strike caused by the bearer causes a Living enemy warrior thus struck to become blind in one of its eyes. Should that enemy warrior lose all of its eyes (as judged to be on the enemy 
warrior's miniature), that enemy warrior becomes unsighted and confused. If the enemy warrior has no eyes or has the ‘unseeing’ trait, it cannot be blinded in this manner.

Edge of Dun Gorm
Sorcerous Glaive

Forged in the mountain
Implacable: the bearer of the Edge of Dun Gorm may re-roll miss dice in combat.
Oghu only: Only nobles of the kin oghurithne, oghurithneach, oghur or oghureach may bear this combat weapon artefact.

Nuid's Bow
Sorcerous Crossbow

Powerful work For the Mighty: Only warriors with a MIGHT attribute of 35 or more may bear this weapon.

Shardsplinters
Sorcerous Slingstones
Infused with the Oghu Splinterers: shot dice (including fated shot dice) caused by the Splinterers are doubled.

Spears of Oghuist
Sorcerous Throwing Spears

Destroyer of magickers
Sorcerer's Bane: A warrior performing a Shoot action with the Spears of Oghuist may always choose a Distinct Target warrior. Additionally, for each fated shot caused by the Spear of Oghuist against a 
sorcerer, roll a D5. This is the amount of extra shot dice it has caused against that Target.
Man only: Only warriors of the kin ‘Man’ may bear this shot weapon artefact.

Garbhan Bolts
Sorcerous Bolt
Brine-tempered Return to the Water: Damage dice, including fated damage dice, against amphibious warriors struck by Garbhan Bolts are doubled.

Rondsling
Sorcerous Sling

Giant-killer

Muster with (Sling); Foot only; Replace; Quick 
Shot

Swift: Targets of the Rondsling of the privilege ‘Beast’ have a +3 evade modifier and suffer vicious damage.
Man only: Only warriors of the kin ‘Man’ may bear this shot weapon artefact.

Black Bow of Bonan
Sorcerous Crossbow

The bane of the skyborne
Wing-taker: Enemy warriors wounded by the Black Bow of Bonan that have a FLIGHT attribute are immediately grounded until the end of the current battle hour and must Land involuntarily if they are 
Circling.

Bow of Gugg
Sorcerous Crossbow

Of giant's sinews

Foot only; Add; Pierce; Ignores Armour; Vicious 
Damage

Oghurithne only: Only warriors of the kin ‘Oghurithne’ may bear this shot weapon artefact.

Leyser Bolts
Sorcerous Bolt

Word of the ancient paths Slicer: Leyser bolts ignore natural armour as well as armour that is borne or worn. Additionally, leyser bolts are evaded with an evade modifier of +4.

Stonehails
Bolts

A hail of bolts await Tough to evade: miss dice caused by the Stonehails may be re-rolled.

Iron Balls
Slingstones

Small and deadly

Muster with (Sling); Replace; Pierce; Mundane 
Artefact

Man only: Only warriors of the kin ‘Man’ may bear this armament.

Noghum
Sorcerous Combat Weapon Coating

Nullifier: The TEMPER of enemy warriors that have suffered damage from a weapon coated with Noghum is reduced to 0 until the end of the current battle hour.
Rules: Add

Woadawas
Weapon Coating

Earther: the bearer of a weapon coated with woadawas gains the ‘earther’ ability and has 1 earth die with an earth range of 1”.
Rules: Add; Mundane Artefact

Chogwarth
Weapon Coating

Rules: Add; Venom Damage; Mundane Artefact (1)

Oghu Paste
Sorcerous Shot Weapon Coating

Dissipator: Oghu Paste may be used to Shoot at a point on the battlefield where there is an area effect template. Should any shot dice occur (bearing in mind that a point on the 
battlefield has a SKILL of 0-9), that area effect template is dissipated and removed from play. This does affect permanent templates.
Rules: Add

Leyshine
Sorcerous Weapon Coating

Blinked: Weapons coated with Leyshine gain the ‘ignores armour’ rule, ignoring natural armour as well as worn or borne armour.
Rules: Add; Mundane Artefact



ARMOUR ARTEFACT Armour+ C+A Hands Class Armour Artefact Rules Cost

1 1

19 +19 0 Worn Add or Replace; Jealous Artefact 12+M

1 2
14 +14 1 Borne Replace; Quick Parry; Shieldwall 1+M

1 3
12 +12 0 Worn Add or Replace 2+M

1 4
22 +22 0 Worn Add or Replace 9+M

1 5

11 +11 1 Borne Replace; Thwart; Shieldwall 12+M

1 6
6 +6 0 Worn Add or Replace 15+M

1 7

16 +16 0 Worn Add or Replace 10+M

1 8

2 +2 0 Worn Add 1

1 9

13 +13 1 Borne Replace; Parry; Shieldwall 8+M

1 10
18 +18 0 Worn Add or Replace 5+M

ARTEFACT BANNER Artefact Banner Rules Cost

1 1 1 2 3 4 5 15+M

1 2 6+M

1 3 1 2 3 4 5 7+M

1 4 2+M

1 5 7+M

1 6 1 2 3 4 5 9+M

1 7 1+M

1 8 9+M

1 9 7+M

1 10 3+M

ARTEFACT INSTRUMENT Artefact Instrument Rules Cost

1 5 3+M

1 2 9

1 3 1

1 4 12+M

1 5 2

1 6 5+M

1 7 6

1 8 6

1 9 3+M

1 10 8+M

Gogga's Mail
Sorcerous Corselet

The leys within

Channeller: Gogga's Mail gives the bearer D5 channel dice and has a channel range of 3D10” (rolled for in the battle rolls step of the Joining Battle Sequence). The bearer may only Channel as retribution, 
however. If the bearer can Channel from another source, Gogga's Mail counts as separate channelling equipment.
Negator: the wearer of Gogga's Mail causes the rules of all sorcerous artefacts of any kind within 2” to be negated - friend or enemy.
Oghu only: Only nobles of the kin oghurithne, oghurithneach, oghur or oghureach may bear this combat weapon artefact.

Lutrin's Shield
Shield

Light and strong Reinforced: Lutrin's shield modifies the wearer's parry, evade and sight avoid rolls by -1.

Helm of Cailtram
Sorcerous Helm

Heirloom of kings Diverter: the wearer gains the ‘tough’ trait.

Arfisoghu
Sorcerous Corselet

Stoneworked Resistant: Enemy sorcerers Invoke against the bearer of Arfisoghu with a +3 invoke modifier.

Shield of Garn Toul
Sorcerous Shield

Unbreakable
Blocker: For each fated parried dice rolled by the bearer, he immediately causes 1 wound upon the enemy warrior that struck the bearer. Additionally, the Shield of Garn Toul can never be destroyed or 
negated.

Durmighelm
Sorcerous Helm
Fate is scorned Averter: The wearer of scornhelm may never suffer fated strikes or fated shots. Fated strike dice and fated shot dice become strike dice and shot dice instead.

Stone of Nibhes
Gutplate

Mountain-born
Should: fated parried dice rolled by the wearer discard two damage dice rather than the usual 1. Additionally, fated damage dice - parry rolls of 0 - may be discarded by the wearer.
Oghu only: Only nobles of the kin oghurithne, oghurithneach, oghur or oghureach may bear this combat weapon artefact.

Mark of Dun Durn
Armour Emblem

We are of the mountains
Defender of the Land: the wearer gains the ‘fearless’ trait.
Fortriu only: Only warriors from the Fortriu realm may wear the Mark of Dun Durn armour emblem.

Doisin's Bane
Sorcerous Shield

That of ancient reptiles
Deflector: Doisin's Bane gives the bearer D5 channel dice and has a channel range of 2D10” (rolled for in the battle rolls step of the Joining Battle Sequence). The bearer may only Channel as an effect, 
however. If the bearer can Channel from another source, Doisin's Bane counts as separate channelling equipment.

Ledurcarreg
Corselet

Of stone and leather Gnarled: The wearer of Ledurcarreg is struck with a +2 strike modifier in combat.

Stone of Alpín
Sorcerous Stone

Ancient Will: This ancient artefact gives the bearer D5 channel dice with a channel range of 4D10”, rolled for in the battle rolls step of the Joining Battle Sequence.
The Destroyer: The bearer may Channel enemy invocations as retribution or as an effect. Should he successfully cause a wound against an enemy sorcerer due to channelling as 
retribution, one piece of that sorcerer's sorcerous equipment (chosen by the bearer) is destroyed. Should he successfully cause a wound against an enemy warrior that bears a 
sorcerous artefact due to channelling as effect, one piece of that warrior's sorcerous equipment (chosen by the bearer) is destroyed.
Unund only: only an oghurithne unund may bear this banner artefact, and it replaces his Oghu Stone.

Banner of Cait
Banner Emblem

Together we are One: The bearer, and any unit he has Joined, gain the ‘strength in numbers’ trait.
Cait only: only warriors from the Cait realm may bear this banner.

Ban Garn Toul
Sorcerous Banner

Earther: The Ban Garn Toul gives the bearer D5 earth dice with an earth range of 2D10”, rolled for in the battle rolls step of the Joining Battle Sequence.

Stonespeaks
Sorcerous Finial

Ley guider: The bearer gains the ‘focal mind’ ability, but the Invoker must suffer WOUND sacrifices and the effects of fumbled invokes.
Cait or Fotla only: only warriors from the Cait or Fotla realm may bear this banner artefact.

The Hound
Sorcerous Emblem

Hound of Dun Durn: the bearer, and any unit he has Joined, gains the ‘stubborn’ trait, as well as +2D10 combat mass.
Host Banner Bearer: the Banner of Dun Durn may only be borne by a host banner bearer.
Fortriu only: Only warriors of the Fortriu realm may bear this banner artefact.

Ban Oghu
Sorcerous Finial

Ancient Will: The Ban Oghu gives the bearer D5 absorb dice with an absorb range of 3D10”, rolled for in the battle rolls step of the Joining Battle Sequence.

Banner of Dun Gorm
Finial

Mountain Men: the bearer, and any unit he has Joined, gain the ‘resistant (cold, freeze)’ trait.

Fotlassach
Banner

The Mighty Ones: the bearer, and any unit he has Joined, gain +4D10 MIGHT, rolled for in the battle rolls step of the Joining Battle Sequence.
Fotla only: only warriors from the Fotla realm may bear this banner.

Cribhoch
Sorcerous Banner

Rangers: the bearer, and any unit he has Joined, treat rough ground as if it were open ground (except for wooded terrain and water terrain) and gain +1 PACE.

Banner of Dun Durn
Banner

For the Land: the bearer's host banner range is triple his command range rather than double.
Host Banner Bearer: the Banner of Dun Durn may only be borne by a host banner bearer.
Fortriu only: Only warriors of the Fortriu realm may bear this banner artefact.

Horn of Dun Durn
Sorcerous Instrument

This land is ours: Enemy units that fail a DREAD TEST from a Daunt action performed by the bearer must perform a Panic reaction irrespective of their previous heart or a Flay if they are 
frenzied as per the Frenzied Attack Result Reactions sequence.
Host Herald: the Horn of Dun Durn may only be borne by a host herald.

Call of the Hound
Tune

Now!: One unit under SCOUT orders and that is off the battlefield may immediately perform an embedded Emerge action (and then an Ambush action and ensuing Engagement action) from a 
terrain feature within host instrument range of the bearer, regardless of the proximity of enemy warriors. Resume the bearer's activation after the Emerging unit has completed its own activation.

Mountain Horn
Instrument

Inspirer: a herald bearing a Mountain Horn may perform an Inspire action as if he was a host herald.
Rules: Mundane Artefact; Herald only

Shiverhorn
Sorcerous Instrument

Blast of the Oghu: the bearer, if he successfully Inspires a friendly unit with the Shiverhorn, ensures that Invoke actions cannot be performed in the next D10 activations or reactivations of the 
current battle hour by any sorcerer (or warrior with invoking equipment) within host instrument range, friend or enemy.

Allan Albainnach
Tune

For Alba: friendly units Inspired by a herald performing the Allan Albainnach tune immediately become Exulted units.
Host Herald: the Horn of Dun Durn may only be borne by a host herald.

Redegorn
Sorcerous Instrument

To Battle: a unit that is Inspired by Redegorn may immediately perform an embedded Run action, which does not alter its vigour state, but the unit cannot use this Run action to Engage an 
enemy unit.

Call of the Horse
Tune

Dun Durn Calls: if the bearer's instrument range is the battlefield, after playing this tune all friendly units under FLANK orders that are off the battlefield perform their next FLANK TEST with a 
-4D10 modifier.

Roar of Defiance
Tune

'Ave it: one warrior within instrument range that is capable of performing a Roar action may immediately perform a Roar action, even if he is weary.

Drum of Fortriu
Instrument

The Hills are Ours: Enemy units upon a hill terrain feature, when performing a FRIGHT TEST from a Daunt action performed by the bearer, do so with a +30 modifier; and if they fail their 
DREAD TEST they must perform a Panic reaction instead of changing their heart state as normal. Any friendly unit that can see an enemy unit upon a hill terrain feature that fails its PANIC TEST 
will immediately become an Exulted unit.

Giant's Breath
Sorcerous Instrument

Mighty Blast: one lively unit of the Fotla realm within instrument range (the giant unit) change their orders to ATTACK orders, if they were under a different order, and will perform an 
activation immediately after the bearer's activation regardless of the current Battle Sequence. The bearer's player may not retain the initiative after the giant unit has performed its activation.
Cait or Fotla only: only warriors from the Cait or Fotla realm may bear this banner artefact.



TALISMAN ARTEFACT Talisman Artefact Rules Class Cost

1 1 Worn 10+M

1 2 Worn 12+M

1 3 Worn 2

1 4 1 2 3 4 5 Borne 9+M

1 5 Worn 3+M

1 6 Worn 6+M

1 7 Worn 14+M

1 8 Borne 5+M

1 9 Worn 7+M

1 10 Borne 15+M

ENCHANTED ARTEFACT Enchanted Artefact Rules Class Cost

1 1 Worn 3+M

1 2 Borne 5+M

1 3 Borne 7+M

1 4 Worn 1+M

1 5 Borne 12+M

1 6 Worn 6+M

1 7 Borne 4+M

1 8 Borne 15+M

1 9 Borne 5

1 10 Borne 8+M

BRAND ARTEFACT Artefact Rules Class Cost

1 1 Borne 1+UM

1

2

3+UMSHOT WEAPON Shoot Dice Weapon+ M+W M+SW Lth Rge Eff Rge Max Rge Damage* Hands Class Weapon Rules

1 2 3 4 5 12 4” ###24” 36” 1 1 Borne 1

1 3 Natural 6+UM

1 4 Natural 1

1 5 Borne 1+UM

1 6 Natural 2+UM

1 7 Natural 1+UM

1 8 Natural 2+UM

1 9 Natural 4+UM

1 10 Borne 6+UM

Shardcharm
Sorcerous Pendant

Earther: the wearer gains 2D5 earth dice and an earth range of 4D10”, rolled for in the battle rolls step of the Joining Battle Sequence.
Rules: Add or Replace

Eigillring
Sorcerous Ring

Of Ancient Stone: The Eigillring gives the wearer D5 channel dice with a channel range of 3D10”, rolled for in the battle rolls step of the Joining Battle Sequence.
Divine Retribution: The wearer may Channel enemy invocations as retribution.
Rules: Add or Replace; Man only

Woad of Gomhann
Sorcerous Woad

Resistant: Enemy Invoke actions are performed with a +1 invoke modifier against the wearers of the Woad of Gomhann.
Rules: Add or Replace; Mundane Artefact

Oghu of Galanach
Sorcerous Pendant

Ancient Will: This ancient artefact gives the bearer D5 absorb dice with an absorb range of 3D10”, rolled for in the battle rolls step of the Joining Battle Sequence.
Rules: Add or Replace

Painted Pebble
Sorcerous Pendant

Protected: The bearer gains the ‘aura parry’ rule on all of its armour elements and gains a -1 parry, evade and sight avoid modifier.
Rules: Add or Replace

Swuneach
Sorcerous Brooch

Mesmerised: the wearer of Swuneach gains a -3 parry modifier.
Rules: Add or Replace

Skullcap of Alpín
Sorcerous Helm

Destroyer: If the wearer of the Skullcap of Alpín successfully Earths an enemy invocation, that invocation cannot be used by that sorcerer for the rest of the battle.
Rules: Add or Replace

Buist's Infusion
Sorcerous Belt-Hung Potion

That's Better: When drunk at any point in his activation, the bearer gains +D5 WOUNDS. This cannot increase his WOUNDS beyond their basic value.
Rules: Add or Replace; One Use Only

Oghu Garland
Sorcerous Pendant

Dissipater: the wearer of the Oghu Garland gains the ‘dissipater’ ability, with D5 dissipate dice and a dissipate range of 3D10”, rolled for in the battle rolls step of the Joining Battle 
Sequence.
Rules: Add or Replace

Roots of Mhormhon
Sorcerous Belt-Hung Roots

Sorcerous Roots: the bearer of the Roots of Mhormhon increases his natural earth range (i.e., not that of any earthing equipment he bears) by +3D10”, rolled for in the battle rolls 
step of the Joining Battle Sequence.
Rules: Add

Clogundruith
Sorcerous Cloak

Merrow Friend: The wearer treats shallow water terrain as open ground and deep water terrain as rough ground.
Rules: Add or Replace

Taigeis
Sorcerous Belt-Hung Food

Sheep's Pluck: the bearer may eat the Taigeis at any point in his activation or reactivation. Should he do so, his PACE is increased by +D5 for the rest of the battle hour.
Rules: Add or Replace; Three Uses Only

Caru's Broth
Sorcerous Belt-Hung Potion

Fortified: the wearer may drink Caru's Broth at any point in his activation or reactivation. Once he does so, his SKILL and MIGHT are increased by 3D10 for the rest of the battle hour.
Rules: Add or Replace; One Use Only

Seilkie Skin
Sorcerous Cloak

Watery: The bearer gains the ‘amphibious’ ability.
Rules: Add or Replace

Leyscroll
Sorcerous Belt-Hung Scroll

Leymind: the bearer of the Leyscroll gains the Leyser invocation from the Oghu Dominants invocation list. This may be Invoked as an enslaved invocation by the bearer, even if he is 
not a Sorcerer. The bearer's TEMPER counts as that of his own SKILL, even if his own TEMPER is higher. The bearer suffers fumbled invoked dice as if he were the Invoker.
Rules: Add or Replace; Man only

Mordaich's Cap
Sorcerous Helm

Mind of the Mad: the wearer's focus range is extended by +3D10”. Roll immediately before measuring the invoke distance for each invocation. If the wearer performs an Invoke 
action with a focus invocation (whether it is successful or not), roll a D10; on the roll of a 0, that invocation may not be used for the remainder of the battle.
Rules: Add or Replace; Man only

Kingstone
Stone

I am the King: The bearer may place a Kingstone object - a round stone on a 30mm base - upon the battlefield within 2” of him at any point in his activation, including during 
positioning. The Kingstone object must not be placed upon any other warrior. Once the Kingstone is placed, the bearer's AUTHORITY is increased by +3D10 for the rest of the battle to 
a maximum of 99.
Rules: Add or Replace; General only; Man only

Eichtstaff
Sorcerous Staff

The Power of the Stones: If the Staff of Dun Eicht is destroyed, the bearer cannot perform an Invoke action.
Oghu Strength: the bearer may use any absorbed dice within his own Oghu Stone (or within any Oghu Stone artefact within his focus range) as invoke dice, but each absorbed die 
counts as two invoke dice.
Rules: Add or Replace; Sorcerer only

Pech
Familiar

Stone Builder: the bearer of a Pech increases the absorb dice of any Oghu Stone worn by the bearer by +D5, rolled for in the battle rolls step of the Joining Battle Sequence.
Rules: Add

Madstone
Sorcerous Belt-Hung Stone

Crazy: The bearer of the Madstone may reduce his AUTHORITY by 10 or more to a minimum of 1, which counts as his AUTHORITY for mustering purposes; but increases his SKILL by 
the same amount he has reduced his AUTHORITY by.
Rules: Add

Gogga's Grog
Belt-Hung Potion

Fortifier: the bearer may drink Gogga's Grog at any point in his activation. Should he do so, his PACE is increased by +D5 for the rest of the battle hour. On the rule of a 1, however, 
his PACE is reduced by 1 for the rest of the battle hour instead, as he battles to overcome the foulness he has just drunk. Regardless of the result, the bearer will perform any STUMBLE 
TESTS with a +10 modifier for the rest of the battle hour.
Rules: Add or Replace; Three Uses Only

Cow Carcass
Animal

Cowbag: The bearer gains the Cow Carcass shot weapon as shown below, in addition to any other shot weapons he already has.
Rules: Add; Solitary only

Cow Carcass
Animal

might+
weapon+

half
m+w

Throw; Range + Mass; Cow Carcass Crush 
Template; Shots (1); Mighty Shot

Of Garn Gorm
Brand

Skilful: The bearers of the Of Garn Gorm brand gain +2D10 SKILL, rolled for in the battle rolls step of the Joining Battle Sequence.
Rules: Add

Duirnish Mark
Brand

Flankers: Warriors with the Duirnish Mark have a -2D10 modifier to their FLANK TESTS.
Rules: Add; Mundane Artefact

Truiseilcarrug
Sorcerous Stone

Ancient Will: The bearer of Truiseilclach gains 5 earth dice with an earth range of 3D10”, rolled for in the battle rolls step of the Joining Battle Sequence, and gains the ‘Earther’ 
ability. Additionally, when the bearer performs an Earth reaction, he may swap earth dice equal to the invoke value to turn invoked dice into dissipated dice.
Rules: Replace

Bruin's Brand
Brand

Mighty: The bearers of this brand gain +5D10 on their MIGHT attribute. Additionally, enemy warriors have a +20 modifier to any GLASS JAW TEST they are required to make against 
a mighty strike from the bearer.
Rules: Add

Rücarn
Brand

Cyclopean: the bearer only has one eye, but gains the ‘focal mind’ ability.
Rules: Add

Proudfeet
Brand

Top Stomping: The bearer of the Proudfeet brand have extra-large feet and gain +D5 to any stomp roll he performs. Additionally, the bearer fails any GLEE TEST he is required to 
make, but performs any STUMBLE TEST with a -20 modifier.
Rules: Add

Fotla's Fettle
Brand

Vital: The bearer of Fotla's Fettle gain +2D10 WOUNDS, rolled for in the battle rolls step of the Joining Battle Sequence.
Rules: Add

Stone of Uarai
Sorcerous Stone

Ancient Ones: the bearer of the Stone of Uarai gives him 5 absorb dice with an absorb range of 10”. Additionally, the TEMPER of any sorcerer within 12” of the bearer is reduced by 
-5D10, rolled for immediately they are in range, and any area effect templates are immediately removed (except permanent ones) if the bearer comes within 12” of them.
Rules: Replace



MORMAER
mor-MAR

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Albainn Fortriu Man Warlord Noble Veteran Uncommon
Mass Base Size 331 30mm

MORMAER Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 84 43 32 7 92 93 34
Abilities Bind (Oghurigg); Disciplined; Shieldwall; Tactician

Wound Track 1 2 3 4 5 6 7

COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules

1
1 2 3 4 5 6 7 9 52 ###0.5 ” 1 1 Borne Parry

1 2 3 4 5 6 18 61 ###0.5 ” 2 2 Borne Foot only

COMBAT WEAPON OPTIONS Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules Cost

1 1 2 3 4 5 6 7 9 52 ###1.5 ” 9 61 1 1 Borne 3 -3
1 1 2 3 4 5 6 7 8 9 9 52 ###0.5 ” 1 2 Borne Replace (Sword); Quick Strike; Parry -2

SHOT WEAPON OPTIONS Shoot Dice Weapon+ M+W Min Rge Lth Rge Eff Rge Max Rge Damage* Hands Class Shot Weapon Rules Cost

1 1 2 3 50 50 0” 6” 48” 72” 1 2 Borne Add; Pierce; Foot only 3
1 1 2 3 4 5 8 51 0” 12” 60” 72” 1 2 Borne Add; Quick Shot; Foot only 5

ARMOUR Armour+ C+A Hands Class Armour Rules

1 10 42 0 Worn

2 10 52 1 Borne Parry

ARMOUR OPTIONS Armour+ C+A with option Hands Class Armour Rules Cost

1 14 56 0 Worn Replace (Corselet) 1
3 6 58 +Morarfis 62 0 Worn Add 1

ARTEFACT OPTIONS Artefact Option Rules Cost

1 7

MOUNT OPTIONS Mount Option Rules Mass Mount+ C+A Cost

May ride a Pony; Rider gains the Flanker ability 3 6
May ride an Aurogg 9 17 69 99

MOUNT ARMOUR OPTIONS Armour+ Pony Aurogg Hands Class Armour Rules Cost

3 6 58 75 0 Worn Add; Excludes (Heavy Barding) 1
4 11 53 80 0 Worn Add; Excludes (Barding) 2

ABN-FTU-0200 - Dúngal; ABN-FTU-1201 - Ciniod; ABN-FTU-1213 - Itaina

MORSAGART
mor-sa-GART

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Albainn Fortriu Man Warlord Noble Wild Rare
Mass Base Size 711 30mm

MORSAGART Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 35 32 27 5 72 33 76
Abilities Absorber; Augurer; Channeller; Dissipater; Earther; Sorcerer (2) Focus Range: 12ˮ

Wound Track 1 2 3 4 5 Absorb Dice: 1 2 3 4 5 6 7 8 Earth / Channel Dice: 1 2 3 4 5 6 7 8

COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules

1 1 2 3 8 40 ###0.5 ” 1 1 Borne Parry

1 1 7 39 ### 1 ” 1 1 Borne Oghu Staff Artefact

ARMOUR Armour+ C+A Hands Class Armour Rules

1 10 37 0 Worn Blind Parry; Oghu Stone Artefact

ARTEFACTS Artefact Rules

1

2 1 2 3 4 5

ABN-FTU-0260 - Gnith; ABN-FTU-1260 - Domnech

Cledem
Sword

Gair Spear
Add or Replace (Sword); Mounted Impact Strike; 
Mounted Charge+; Hedge

Two Cledem Swords

Bhacroas Crossbow

Fana Sling

Arfis
Corselet

Taran
Shield

Morarfis Corselet

Helmeg Helmet

Oghu Woad
Warpaint

Tattooed: A Mormaer may join battle naked except for blue Oghu woad, becoming a Skyclad Mormaer, which gives him 1 earth die. A Skyclad Mormaer has an earth range of 1” and is Fearless, 
but loses the ‘disciplined’ and ‘tactician’ abilities.
Naked: No Skyclad Mormaer may bear shot weapons or wear armour. Oghu Woad has the ‘Replace (Bhacroas, Fana, Corselet, Helmet, hield)’ rule. Foot only.

Pony Beast Mount

Aurogg Ardent Mount

Barding Barding

Heavy Barding Barding

Sword
Sword

Oghu Staff
Sorcerous Staff

Oghu Stone
Stone

Oghu Staff
Sorcerous Staff

The Power of the Stones: If the Oghu Staff is destroyed, the Morsagart cannot perform an Invoke action.
Oghu Strength: the Morsagart may use any absorbed dice within his own Oghu Stone (or within any Oghu Stone artefact within his focus range) as invoke dice.

Oghu Stone
Stone

Ancient Will: An oghu stone gives the bearer 5 absorb dice with an absorb range of 5”, as well as the ‘Aura Parry’ rule upon all of his armour elements against sorcerous weapons or invocations.



OGHURITHNE MORMAER
oh-gər-ITH-ni mor-MAR

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Albainn Cait Oghurithne Warlord Noble Wild Uncommon
Mass Base Size 583 50mm

OGHURITHNE MORMAER Pace Skill Might Constitution Wounds Fortitude Authority Temper
Insensate; Fearsome 6 63 58 51 13 86 71 44

Abilities Bulk Charger

Wound Track 1 2 3 4 5 6 7 8 9 10 11 12 13

COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules

1

1 2 3 4 5 6 7 8 9 12 70 ### 1 ” 1 1 Borne Parry

1 2 3 4 5 6 7 8 9 10
12 70 ### 1 ” 1 2 Borne Parry

11

ARMOUR Armour+ C+A Hands Class Armour Rules

1 8 59 0 Worn

2 11 70 0 Worn Blind Parry; Oghu Stone Artefact

ARMOUR OPTIONS Armour+ C+A Hands Class Armour Rules Cost

3 11 70 1 Worn Add; Parry; Shieldwall 2

ARTEFACTS Artefact Rules

1 1 2

BRY-GWY-1502 - Bagseg

Crude Cledemac
Swords

Battered Armour
Light Armour

Oghu Stone
Stone

Taran Shield

Oghu Stone
Stone

Ancient Will: An oghu stone gives the bearer 3 absorb dice with an absorb range of 6”, as well as the ‘Aura Parry’ rule upon all of his armour elements against sorcerous weapons or invocations.



UMAER
oo-MAR

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Albainn Fortriu Man Warchief Noble Veteran Common
Mass Base Size 151 30mm

UMAER Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 64 38 25 5 86 74 31
Abilities Bind (Oghurigg); Disciplined; Tactician

Wound Track 1 2 3 4 5

COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules

1
1 2 3 4 5 9 47 ###0.5 ” 1 1 Borne Parry

1 2 3 4 18 56 ###0.5 ” 2 2 Borne Foot only

COMBAT WEAPON OPTIONS Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules Cost

1 1 2 3 4 5 9 47 ###1.5 ” 9 56 1 1 Borne 1 -1
1 1 2 3 4 5 6 7 9 47 ###0.5 ” 1 2 Borne Replace (Sword); Quick Strike; Parry 0

SHOT WEAPON OPTIONS Shoot Dice Weapon+ M+W Min Rge Lth Rge Eff Rge Max Rge Damage* Hands Class Shot Weapon Rules Cost

1 1 2 50 50 0” 6” 48” 72” 1 2 Borne Add; Pierce; Foot only 2
1 1 2 3 4 8 46 0” 12” 60” 72” 1 2 Borne Add; Quick Shot; Foot only 3

ARMOUR Armour+ C+A Hands Class Armour Rules

1 6 31 0 Worn

ARMOUR OPTIONS Armour+ C+A with option with option Hands Class Armour Rules Cost

1 13 38 0 Worn Replace (Corselet) 1
2 6 37 +Morarfis 44 0 Worn Add 1
3 8 39 +Morarfis 46 +Helmet 52 1 Borne Add; Parry; Shieldwall 1

ARTEFACT OPTIONS Artefact Option Rules Cost

1 5

NOBLE OPTIONS Noble Option Rules Cost

May bear the Host's Banner. Gains the Host Banner Bearer ability 7
May bear the Host's Instrument. Gains the Host Herald ability 7
Gains the Beast Handler (Ci, Ciung) and Flanker abilities 3
Foot only; Muster with (Fana); Gains the Scout and Skirmisher abilities and, if he is a commander, the Marksman ability; cannot be the general 3
Foot only; Gains the Engine Leader (Morbhacroas, Oghu Thrower) ability; cannot be the general 7

MOUNT OPTIONS Mount Option Rules Mass Mount+ C+A Cost

May ride a Pony; Rider gains the Flanker ability 3 5
May ride an Aurogg 9 17 48 99

MOUNT ARMOUR OPTIONS Armour+ Pony Aurogg Hands Class Armour Rules Cost

3 6 37 54 0 Worn Add; Excludes (Heavy Barding) 1
4 11 42 59 0 Worn Add; Excludes (Barding) 1

ABN-FTU-0200 - Dúngal; ABN-FTU-1201 - Ciniod; ABN-FTU-1213 - Itaina; ABN-FTU-1230 - Drast the Hunched

AURMAER
or-MAR

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Albainn Fortriu Man Warchief Noble Veteran Common
Mass Base Size 251 30mm

AURMAER Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 73 42 31 6 90 71 32
Abilities Host Champion; Bind (Oghurigg); Disciplined

Wound Track 1 2 3 4 5 6

COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules

1
1 2 3 4 5 6 9 51 ###0.5 ” 1 1 Borne Parry; Quick Strike

1 2 3 4 5 18 60 ###0.5 ” 2 2 Borne Foot only; Quick Strike

COMBAT WEAPON OPTIONS Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules Cost

1 1 2 3 4 5 6 9 51 ###1.5 ” 9 60 1 1 Borne 2 -2
1 1 2 3 4 5 6 7 8 9 51 ###0.5 ” 1 2 Borne Replace (Sword); Quick Strike; Parry -1

SHOT WEAPON OPTIONS Shoot Dice Weapon+ M+W Min Rge Lth Rge Eff Rge Max Rge Damage* Hands Class Shot Weapon Rules Cost

1 1 2 50 50 0” 6” 48” 72” 1 2 Borne Add; Pierce; Foot only 2
2 1 2 3 4 8 50 0” 12” 60” 72” 1 2 Borne Add; Quick Shot; Foot only 4

ARMOUR Armour+ C+A Hands Class Armour Rules

1 6 37 0 Worn

ARMOUR OPTIONS Armour+ C+A with option Hands Class Armour Rules Cost

1 13 44 0 Worn Replace (Corselet) 1
2 7 44 +Morarfis 51 0 Worn Add 1
3 9 46 +Morarfis 53 +Helmet 60 1 Borne Add; Parry; Shieldwall 1

ARTEFACT OPTIONS Artefact Option Rules Cost

1 5

MOUNT OPTIONS Mount Option Rules Mass Mount+ C+A Cost

May ride a Pony; Rider gains the Flanker ability 3 6
May ride an Aurogg 9 17 54 99

MOUNT ARMOUR OPTIONS Armour+ Pony Aurogg Hands Class Armour Rules Cost

3 7 44 61 0 Worn Add; Excludes (Heavy Barding) 1
4 12 49 66 0 Worn Add; Excludes (Barding) 2

ABN-FTU-1220 - Brude; ABN-FTU-1223 - Crossbow Brude

Cledem
Sword

Gair Spear
Add or Replace (Sword); Mounted Impact Strike; 
Mounted Charge+; Hedge

Two Cledem Swords

Bhacroas Crossbow

Fana Sling

Arfis
Corselet

Morarfis Corselet

Helmeg Helmet

Taran Shield

Oghu Woad
Warpaint

Tattooed: An Umaer may join battle naked except for blue Oghu woad, becoming a Skyclad Umaer, which gives him 1 earth die. A Skyclad Umaer has an earth range of 1” and is Fearless, but 
loses the ‘disciplined’ and ‘tactician’ abilities.
Naked: No Skyclad Umaer may bear shot weapons or wear armour. Oghu Woad has the ‘Replace (Bhacroas, Fana, Corselet, Helmet; Corselet, Shield)’ rule. Foot only.

The Hound Host Banner Bearer

The Horn Host Herald

Aurchod Beast Handler

Morcingalom Scout

Moroghulom Engine Leader

Pony Beast Mount

Aurogg Ardent Mount

Barding Barding

Heavy Barding Barding

Cledem
Sword

Gair Spear
Add or Replace (Sword); Mounted Impact Strike; 
Mounted Charge+; Hedge

Two Cledem Swords

Bhacroas Crossbow

Fana Sling

Arfis
Corselet

Morarfis Corselet

Helmeg Helmet

Taran Shield

Oghu Woad
Warpaint

Tattooed: An Aurmaer may join battle naked except for blue Oghu woad, becoming a Skyclad Aurmaer, which gives him 1 earth die. A Skyclad Aurmaer has an earth range of 1” and is Fearless, 
but loses the ‘disciplined’ ability.
Naked: No Skyclad Aurmaer may bear shot weapons or wear armour. Oghu Woad has the “Replace (Bhacroas, Fana, Corselet, Helmet; Corselet, Shield)” rule. Foot only.

Pony Beast Mount

Aurogg Ardent Mount

Barding Barding

Heavy Barding Barding



CAMAER
ka-MAR

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Albainn Fortriu Man Warchief Noble Drilled Common
Mass Base Size 91 30mm

CAMAER Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 54 34 20 4 74 43 26
Abilities Bind (Oghurigg); Disciplined; Tactician

Wound Track 1 2 3 4

COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules

1
1 2 3 4 8 42 ###0.5 ” 1 1 Borne Parry

1 2 3 16 50 ###0.5 ” 2 2 Borne Foot only

COMBAT WEAPON OPTIONS Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules Cost

1 1 2 3 4 8 42 ###1.5 ” 8 50 1 1 Borne 1 0
1 1 2 3 4 5 6 8 42 ###0.5 ” 1 2 Borne Replace (Sword); Quick Strike; Parry 1

SHOT WEAPON OPTIONS Shoot Dice Weapon+ M+W Min Rge Lth Rge Eff Rge Max Rge Damage* Hands Class Shot Weapon Rules Cost

1 1 2 50 50 0” 6” 48” 72” 1 2 Borne Add; Pierce; Foot only 2
1 1 2 3 4 8 42 0” 12” 60” 72” 1 2 Borne Add; Quick Shot; Foot only 3

ARMOUR Armour+ C+A Hands Class Armour Rules

1 7 27 0 Worn

ARMOUR OPTIONS Armour+ C+A with option Hands Class Armour Rules Cost

1 12 32 0 Worn Replace (Corselet) 1
2 5 32 +Morarfis 37 0 Worn Add 1
3 8 35 +Morarfis 40 +Helmet 45 1 Borne Add; Parry; Shieldwall 1

ARTEFACT OPTIONS Artefact Option Rules Cost

1 5

NOBLE OPTIONS Noble Option Rules Cost

May bear the Host's Banner. Gains the Host Banner Bearer ability 7
May bear the Host's Instrument. Gains the Host Herald ability 7
Gains the Beast Handler (Ci, Ciung) and Flanker abilities 3
Foot only; Muster with (Fana); Gains the Scout and Skirmisher abilities and, if he is a commander, the Marksman ability; cannot be the general 3
Foot only; Gains the Engine Leader (Morbhacroas, Oghu Thrower) ability; cannot be the general 7

MOUNT OPTIONS Mount Option Rules Mass Mount+ C+A Cost

May ride a Pony; Rider gains the Flanker ability 3 5
MOUNT ARMOUR OPTIONS Armour+ Pony Hands Class Armour Rules Cost

3 6 33 0 Worn Add; Excludes (Heavy Barding) 1
4 11 38 0 Worn Add; Excludes (Barding) 1

ABN-FTU-0200 - Dúngal; ABN-FTU-1201 - Ciniod; ABN-FTU-1213 - Itaina; ABN-FTU-1230 - Drast the Hunched

SAGART
sa-GART

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Albainn Fortriu Man Warchief Noble Wild Uncommon
Mass Base Size 491 30mm

SAGART Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 32 28 24 4 68 28 65
Abilities Absorber; Augurer; Channeller; Dissipater; Earther; Sorcerer (1) Focus Range: 9ˮ

Wound Track 1 2 3 4 Absorb Dice: 1 2 3 4 5 6 Earth / Channel Dice: 1 2 3 4 5 6

COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules

1 1 2 4 32 ### 1 ” 1 1 Borne Oghu Staff Artefact

ARMOUR Armour+ C+A Hands Class Armour Rules

1 9 33 0 Worn Blind Parry; Oghu Stone Artefact

ARTEFACTS Artefact Rules

1

2 1 2 3

ABN-FTU-0260 - Gnith; ABN-FTU-1260 - Domnech

Cledem
Sword

Gair Spear
Add or Replace (Sword); Mounted Impact Strike; 
Mounted Charge+; Hedge

Two Cledem Swords

Bhacroas Crossbow

Fana Sling

Arfis
Corselet

Morarfis Corselet

Helmeg Helmet

Taran Shield

Oghu Woad
Warpaint

Tattooed: A Camaer may join battle naked except for blue Oghu woad, becoming a Skyclad Camaer, which gives him 1 earth die. A Skyclad Camaer has an earth range of 1” and is Fearless, but 
loses the ‘disciplined’ and ‘tactician’ abilities.
Naked: No Skyclad Camaer may bear shot weapons or wear armour. Oghu Woad has the “Replace (Bhacroas, Fana, Corselet, Helmet; Corselet, Shield)” rule. Foot only.

The Hound Host Banner Bearer

The Horn Host Herald

Aurchod Beast Handler

Morcingalom Scout

Moroghulom Engine Leader

Pony Beast Mount

Barding Barding

Heavy Barding Barding

Oghu Staff
Sorcerous Staff

Oghu Stone
Stone

Oghu Staff
Sorcerous Staff

The Power of the Stones: If the Oghu Staff is destroyed, the Sagart cannot perform an Invoke action.
Oghu Strength: the Sagart may use any absorbed dice within his own Oghu Stone (or within any Oghu Stone artefact within his focus range) as invoke dice.

Oghu Stone
Stone

Ancient Will: An oghu stone gives the bearer 3 absorb dice with an absorb range of 4”, as well as the ‘Aura Parry’ rule upon all of his armour elements against sorcerous weapons or invocations.



OGHURITHNE UMAER
oh-gər-ITH-ni oo-MAR

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Albainn Cait Oghurithne Warchief Noble Wild Common
Mass Base Size 433 50mm

OGHURITHNE UMAER Pace Skill Might Constitution Wounds Fortitude Authority Temper
Insensate; Fearsome 6 57 52 46 11 82 64 43

Abilities Bulk Charger

Wound Track 1 2 3 4 5 6 7 8 9 10 11

COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules

1
1 2 3 4 5 6 7 12 64 ### 1 ” 1 1 Borne Parry

1 2 3 4 5 6 7 8 9 12 64 ### 1 ” 1 2 Borne Parry; Quick Strike

ARMOUR Armour+ C+A Hands Class Armour Rules

1 8 54 0 Worn

2 10 64 0 Worn Blind Parry; Oghu Stone Artefact

ARMOUR OPTIONS Armour+ C+A Hands Class Armour Rules Cost

3 11 65 1 Worn Add; Parry; Shieldwall 2

ARTEFACTS Artefact Rules

1 1 2

NOBLE OPTIONS Noble Option Rules Cost

May bear the Host's Banner. Gains the Host Banner Bearer ability 9
May bear the Host's Instrument. Gains the Host Herald ability 9

BRY-GWY-1502 - Bagseg

OGHURITHNE UNUND
oh-gər-ITH-nee oo-NUND

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Albainn Oghurithne Warchief Noble Wild Common
Mass Base Size 434 60mm

OGHURITHNE UNUND Pace Skill Might Constitution Wounds Fortitude Authority Temper
Insensate; Fearless; Fearsome 4 30 48 46 13 84 59 47

Abilities Bulk Charger; Host Banner Bearer

Wound Track 1 2 3 4 5 6 7 8 9 10 11 12 13

COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules

1 1 2 3 5 53 0 0 ” 1 0 Natural Sightless Strike

ARMOUR Armour+ C+A Hands Class Armour Rules

1 2 48 0 Worn

2 24 72 2 Borne Blind Parry; Oghu Stone Artefact

ARTEFACTS Artefact Rules

1 1 2 3 4 5

WARRIOR RULES Rules

Unund An Oghurithne Unund, whilst he draws his Oghu Stone, is a host banner bearer in all respects and his Oghu Stone counts as a host banner; but such is his influence, his host banner range is tripled to 18”.

BRY-GWY-1530 - Dungann

OGHURITHNE CHANNELLER
oh-gər-ITH-ni CHAN-ə-lər

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Albainn Oghurithne Warchief Noble Wild Uncommon
Mass Base Size 823 50mm

OGHURITHNE CHANNELLER Pace Skill Might Constitution Wounds Fortitude Authority Temper
Insensate; Fearsome; Unseeing 6 33 42 35 7 74 26 72

Abilities Absorber; Augurer; Bulk Charger; Channeller; Dissipater; Earther; Sorcerer (1) Focus Range: 11ˮ

Wound Track 1 2 3 4 5 6 7 Absorb Dice: 1 2 3 4 5 6 7 Earth / Channel Dice: 1 2 3 4 5 6 7

COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules

1 1 2 3 4 11 53 ### 1 ” 1 1 Borne Parry

2 1 2 3 9 51 ### 2 ” 1 1 Borne Oghu Staff Artefact

ARMOUR Armour+ C+A Hands Class Armour Rules

1 10 45 0 Worn Blind Parry; Oghu Stone Artefact

ARTEFACTS Artefact Rules

1 1 2 3 4

2

ARTEFACT OPTION Artefact Rules Cost

3 1 2 3 4 5 6 7 8 9 10 20

BRY-GWY-1560 - Ogmops

Crude Cledemac
Swords

Battered Arfis
Light Armour

Oghu Stone
Stone

Taran Shield

Oghu Stone
Stone

Ancient Will: An oghu stone gives the bearer 2 absorb dice with an absorb range of 4”, as well as the ‘Aura Parry’ rule upon all of his armour elements against sorcerous weapons or invocations.

Unund Host Banner Bearer

Ubol Host Herald

Cait
Fotla

Trample
Trample

Battered Arfis
Light Armour

Oghu Stone
Stone

Oghu Stone
Stone

Ancient Will: An oghu stone gives the bearer 5 absorb dice with an absorb range of the Unund's TEMPER, as well as the ‘Aura Parry’ rule upon all of his armour elements against sorcerous 
weapons or invocations.
Retribution of the Oghu: The Oghurithne Unund may use any absorbed dice as channel dice, and may Channel enemy invocations with those channel dice as retribution or as an effect. The 
Unund's channel range is his current TEMPER.

Cait
Fotla

Crude Cledem
Sword

Oghu Staff
Sorcerous Staff

Oghu Stone
Stone

Oghu Stone
Stone

Ancient Will: An oghu stone gives the bearer 4 absorb dice with an absorb range of his current TEMPER, as well as the ‘Aura Parry’ rule upon all of his armour elements against sorcerous weapons or 
invocations.

Oghu Staff
Sorcerous Staff

The power of the stones

Oghu Power: While he bears the Oghu Staff, the Oghurithne Channeller may reduce the invoke value of any invocation whose intended Marks are Oghu Marks by D5 to a minimum of 1. Perform this roll 
before any invoke dice are rolled.
Oghu Strength: the Oghurithne Channeller may use any absorbed dice within his own Oghu Stone (or within any Oghu Stone artefact within his focus range) as invoke dice.
Retribution of the Oghu: The Oghurithne Channeller may use any absorbed dice as channel dice in addition to its own channel dice, and may Channel enemy invocations with those channel dice as 
retribution or as an effect. The Oghurithne Channeller's channel range is 18”.

Oghumor Stone
Object

Oghumor: The Oghumor is an oghu stone object that must be modelled upon a 60mm base, and so has an object strength of 4.
Guardians of the Leys: when positioned on the battlefield, an Oghurithne Channeller must position the Oghumor within his command range.
Absorber: friendly sorcerers with the Absorber ability may use a friendly Oghumor to store up to 10 absorb dice as long as the stone is within their focus range.
Invocation Destroyer: sorcerers within focus range of the Oghumor stone gain the Channeller ability, and may Channel as either retribution or effect.



OGHUR UHMAER
oh-GER uh-MAR

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Albainn Oghur Warchief Noble Wild Uncommon
Mass Base Size 674 60mm

OGHUR UHMAER Pace Skill Might Constitution Wounds Fortitude Authority Temper
Insensate; Fearsome 6 54 67 59 16 85 60 50

Abilities Bulk Charger

Wound Track 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16

COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules

1 1 2 3 4 5 6 7 20 87 ### 2 ” 2 2 Borne Vicious Damage

ARMOUR Armour+ C+A Hands Class Armour Rules

1 16 75 0 Worn

2 18 93 0 Worn Blind Parry; Oghu Stone Artefact

ARTEFACTS Artefact Rules

1 Oghu Stone 1 2

NOBLE OPTIONS Noble Option Rules Cost

May bear the Host's Banner. Gains the Host Banner Bearer ability 11
ABN-FTU-1606 - Gudhlagg

OGHURITHNEACH UHMAER
oh-gər-ITH-nakh

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Albainn Cait Oghurithneach Warchief Noble Wild Uncommon
Mass Base Size

624 70x40mm

OGHURITHNEACH UHMAER Pace Skill Might Constitution Wounds Fortitude Authority Temper
Insensate; Fearsome 8 58 59 48 14 81 56 47

Abilities Bulk Charger; Flanker

Wound Track 1 2 3 4 5 6 7 8 9 10 11 12 13 14

COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules

1
1 2 3 4 5 6 7 12 71 ### 1 ” 1 1 Borne Parry

1 2 3 4 5 6 7 8 9 12 71 ### 1 ” 1 2 Borne Parry; Quick Strike

2 1 2 3 4 12 71 0 0” 1 0 Natural Sightless Strike

ARMOUR Armour+ C+A Hands Class Armour Rules

1 9 57 0 Worn

2 16 73 0 Worn Blind Parry; Oghu Stone Artefact

ARMOUR OPTIONS Armour+ C+A with option Hands Class Armour Rules Cost

1 14 62 0 Worn Replace (Light Armour) 1
3 12 69 +Beaten Arfis 74 1 Worn Add; Parry 2

ARTEFACTS Artefact Rules

1 Oghu Stone 1 2

ABN-FTU-?

OGHUREACH UHMAER
oh-GƏR-akh oo-MAR

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Albainn Oghureach Warchief Noble Wild Rare
Mass Base Size 1036 110x60mm

OGHUREACH UHMAER Pace Skill Might Constitution Wounds Fortitude Authority Temper
Insensate; Terrifying 8 51 68 62 23 88 61 65

Abilities Bulk Charger

Wound Track 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23

COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules

1 1 2 3 4 5 6 7 8 9 19 87 ### 2 ” 2 2 Borne Vicious Damage

2 1 2 3 4 14 82 0 0” 1 0 Natural Sightless Strike

COMBAT WEAPON OPTIONS Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules Cost

1 1 2 3 4 5 6 7 8 9### 9 77 ### 2 ” 9 86 1 1 Borne Replace (Morgair); Impact Strike; Charge+ -14

ARMOUR Armour+ C+A Hands Class Armour Rules

1 14 76 0 Worn

2 9 85 0 Worn

3 16 101 0 Worn Blind Parry; Oghu Stone Artefact

ARMOUR OPTIONS Armour+ C+A Hands Class Armour Rules Cost

3 12 97 1 Worn Add; Parry 2

ARTEFACTS Artefact Rules

1 Oghu Stone 1 2 3

ABN-FTU-1701 - Murcunn

Cait
Fotla

Morgair
Glaive

Beaten Arfis
Heavy Armour

Oghu Stone
Stone

Ancient Will: An oghu stone gives the bearer 2 absorb dice with an absorb range of 4”, as well as the ‘Aura Parry’ rule upon all of his armour elements against sorcerous weapons or invocations.

Uhnund Host Banner Bearer

Crude Cledemac
Swords

Trampling Hooves
Trample

Battered Arfis
Light Armour

Oghu Stone
Stone

Beaten Arfis Heavy Armour

Taran Shield

Ancient Will: An oghu stone gives the bearer 2 absorb dice with an absorb range of 4”, as well as the ‘Aura Parry’ rule upon all of his armour elements against sorcerous weapons or invocations.

Cait
Fotla

Morgair
Glaive

Trampling Hooves
Trample

Gair Spear

Beaten Arfis
Heavy Armour

Shaped Arfis
Barding

Oghu Stone
Stone

Taran Shield

Ancient Will: An oghu stone gives the bearer 3 absorb dice with an absorb range of 6”, as well as the ‘Aura Parry’ rule upon all of his armour elements against sorcerous weapons or invocations.



CRUITHNE
cru-ITH-ni

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 5+/10+/15

Albainn Cruithne Infantry Vassal Wild Common
Mass Base Size 122 40mm

CRUITHNE Pace Skill Might Constitution Wounds Fortitude Authority Temper
Insensate; Fearsome 6 37 36 28 6 66 17 34

Abilities Bulk Charger; Bind (Oghurithne); Bound (Gairaurmahr, Gairmorlom, Gairlom, Dím)

1 2 3 4 5 6 C 1 1 2 3 4 5 6 C 2 1 2 3 4 5 6 C 3 1 2 3 4 5 6 C 4 1 2 3 4 5 6 C 5 1 2 3 4 5 6 C 6 1 2 3 4 5 6 C 7 1 2 3 4 5 6 C 8 1 2 3 4 5 6 C 9 1 2 3 4 5 6 C 10 

1 2 3 4 5 6 C 11 1 2 3 4 5 6 C 12 1 2 3 4 5 6 C 13 1 2 3 4 5 6 C 14 1 2 3 4 5 6 C 15 

COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules

1
1 2 3 4 11 47 ### 1 ” 1 1 Borne Parry

1 2 3 4 5 6 11 47 ### 1 ” 1 2 Borne Parry

COMBAT WEAPON OPTIONS Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules Cost

1 1 2 3 4 9 45 ### 2 ” 1 1 Borne Add or Replace (Crude Cledemac); Hedge 1 -1

ARMOUR Armour+ C+A Hands Class Armour Rules

1 4 32 0 Worn

ARMOUR OPTIONS Armour+ C+A with option Hands Class Armour Rules Cost

1 8 36 0 Worn Replace (Beaten Armour) 1
2 10 42 +Arfis 46 1 Borne Add; Parry; Shieldwall 2

3
9 41 +Arfis, Taran 55 0 Worn Add; Blind Parry

2
1 2

UNIT OPTIONS Unit Option Rules Cost

One Cruithne becomes the mustered champion, who gains +1 attack die on his primary combat weapon 4
One Cruithne becomes the mustered banner bearer 3
One Cruithne becomes the mustered herald 3

ABN-FTU-?

Fortriu
Cait

Crude Cledemac
Swords

Gair Spear

Gutplate
Light Armour

Arfis Light Armour

Taran Shield

Oghu Stone Stone
This ancient artefact gives each Cruithne 1 absorb die with an absorb range of 2”.

Cruithne Rud Champion

Cruithne Nund Banner Bearer

Cruithne Bol Herald



GAIRAURMAHR
gair-or-MAR

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 5+/15+/30

Albainn Fortriu Man High Born Vassal Elite Uncommon
Mass Base Size 91 30mm

GAIRAURMAHR Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 73 32 15 3 78 19 29
Abilities Shieldwall; Bind (Cruithne); Disciplined

1 2 3 Gairaurmahr 1 1 2 3 Gairaurmahr 2 1 2 3 Gairaurmahr 3 1 2 3 Gairaurmahr 4 1 2 3 Gairaurmahr 5 1 2 3 Gairaurmahr 6 1 2 3 Gairaurmahr 7 1 2 3 Gairaurmahr 8 1 2 3 Gairaurmahr 9 1 2 3 Gairaurmahr 10 

1 2 3 Gairaurmahr 11 1 2 3 Gairaurmahr 12 1 2 3 Gairaurmahr 13 1 2 3 Gairaurmahr 14 1 2 3 Gairaurmahr 15 1 2 3 Gairaurmahr 16 1 2 3 Gairaurmahr 17 1 2 3 Gairaurmahr 18 1 2 3 Gairaurmahr 19 1 2 3 Gairaurmahr 20 

1 2 3 Gairaurmahr 21 1 2 3 Gairaurmahr 22 1 2 3 Gairaurmahr 23 1 2 3 Gairaurmahr 24 1 2 3 Gairaurmahr 25 1 2 3 Gairaurmahr 26 1 2 3 Gairaurmahr 27 1 2 3 Gairaurmahr 28 1 2 3 Gairaurmahr 29 1 2 3 Gairaurmahr 30 

COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules

1 1 2 3 8 40 ###1.5 ” 1 1 Borne Hedge

ARMOUR Armour+ C+A Hands Class Armour Rules

1 12 27 0 Worn

2 9 36 1 Borne Parry

UNIT OPTIONS Unit Option Rules Cost

One Gairaurmahr becomes the mustered champion, who gains +1 attack die on his primary combat weapon 3
One Gairaurmahr becomes the mustered banner bearer 2
One Gairaurmahr becomes the mustered herald 2

ABN-FTU-2000 - ?

AUMUE BOA
or-MOO bo-AY

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 5+/20+/30

Albainn Fortriu Man Infantry Vassal Fanatical Uncommon
Mass Base Size

71 30mm

AUMUE BOA Pace Skill Might Constitution Wounds Fortitude Authority Temper
Fearless; Counter-Engager 5 63 33 16 3 91 17 33

Abilities Shieldwall

1 2 3 Aumue Boa 1 1 2 3 Aumue Boa 2 1 2 3 Aumue Boa 3 1 2 3 Aumue Boa 4 1 2 3 Aumue Boa 5 1 2 3 Aumue Boa 6 1 2 3 Aumue Boa 7 1 2 3 Aumue Boa 8 1 2 3 Aumue Boa 9 1 2 3 Aumue Boa 10 

1 2 3 Aumue Boa 11 1 2 3 Aumue Boa 12 1 2 3 Aumue Boa 13 1 2 3 Aumue Boa 14 1 2 3 Aumue Boa 15 1 2 3 Aumue Boa 16 1 2 3 Aumue Boa 17 1 2 3 Aumue Boa 18 1 2 3 Aumue Boa 19 1 2 3 Aumue Boa 20 

1 2 3 Aumue Boa 21 1 2 3 Aumue Boa 22 1 2 3 Aumue Boa 23 1 2 3 Aumue Boa 24 1 2 3 Aumue Boa 25 1 2 3 Aumue Boa 26 1 2 3 Aumue Boa 27 1 2 3 Aumue Boa 28 1 2 3 Aumue Boa 29 1 2 3 Aumue Boa 30 

COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules

1 1 2 8 41 ###0.5 ” 2 2 Borne Quick Strike

ARTEFACTS Artefact Rules

1

UNIT OPTIONS Unit Option Rules Cost

One Aumue Boa becomes the mustered champion, who gains +1 attack die on his primary combat weapon 3
ABN-FTU-2050 - ?

Infantry
Hearthguard

Gair
Spear

Morarfis
Helmet; Corselet

Taran
Shield

Ugairaurmahr Champion

Bannerman Banner Bearer

Herald Herald

Cledem
Great Sword

Oghu Woad
Warpaint

Tattooed: An Aumue Boa joins battle naked except for blue Oghu woad, which gives them 1 earth die each with an earth range of 1”.

Aumue Uboa Champion



GAIRMORLOM
gair-mor-LOM

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 5+/20+/30

Albainn Fortriu Man Infantry Vassal Veteran Common
Mass Base Size 61 30mm

GAIRMORLOM Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 64 32 16 3 73 14 25
Abilities Shieldwall; Bind (Cruithne); Disciplined

1 2 3 Gairmorlom 1 1 2 3 Gairmorlom 2 1 2 3 Gairmorlom 3 1 2 3 Gairmorlom 4 1 2 3 Gairmorlom 5 1 2 3 Gairmorlom 6 1 2 3 Gairmorlom 7 1 2 3 Gairmorlom 8 1 2 3 Gairmorlom 9 1 2 3 Gairmorlom 10 

1 2 3 Gairmorlom 11 1 2 3 Gairmorlom 12 1 2 3 Gairmorlom 13 1 2 3 Gairmorlom 14 1 2 3 Gairmorlom 15 1 2 3 Gairmorlom 16 1 2 3 Gairmorlom 17 1 2 3 Gairmorlom 18 1 2 3 Gairmorlom 19 1 2 3 Gairmorlom 20 

1 2 3 Gairmorlom 21 1 2 3 Gairmorlom 22 1 2 3 Gairmorlom 23 1 2 3 Gairmorlom 24 1 2 3 Gairmorlom 25 1 2 3 Gairmorlom 26 1 2 3 Gairmorlom 27 1 2 3 Gairmorlom 28 1 2 3 Gairmorlom 29 1 2 3 Gairmorlom 30 

COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules

1 1 2 3 8 40 ###1.5 ” 1 1 Borne Hedge

ARMOUR Armour+ C+A Hands Class Armour Rules

1 9 25 1 Borne Parry

ARMOUR OPTIONS Armour+ C+A Hands Class Armour Rules Cost

2 10 35 0 Worn Add 1
UNIT OPTIONS Unit Option Rules Cost

One Gairmorlom becomes the mustered champion, who gains +1 attack die on his primary combat weapon 3
One Gairmorlom becomes the mustered banner bearer 2
One Gairmorlom becomes the mustered herald 2

ABN-FTU-2100 - Veteran Spears of Dun Durn

GAIRLOM
gair-LOM

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 5+/20+/30

Albainn Fortriu Man Infantry Vassal Trained Common
Mass Base Size 31 30mm

GAIRLOM Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 43 30 13 3 64 8 17
Abilities Shieldwall; Bind (Cruithne); Disciplined

1 2 3 Gairlom 1 1 2 3 Gairlom 2 1 2 3 Gairlom 3 1 2 3 Gairlom 4 1 2 3 Gairlom 5 1 2 3 Gairlom 6 1 2 3 Gairlom 7 1 2 3 Gairlom 8 1 2 3 Gairlom 9 1 2 3 Gairlom 10 

1 2 3 Gairlom 11 1 2 3 Gairlom 12 1 2 3 Gairlom 13 1 2 3 Gairlom 14 1 2 3 Gairlom 15 1 2 3 Gairlom 16 1 2 3 Gairlom 17 1 2 3 Gairlom 18 1 2 3 Gairlom 19 1 2 3 Gairlom 20 

1 2 3 Gairlom 21 1 2 3 Gairlom 22 1 2 3 Gairlom 23 1 2 3 Gairlom 24 1 2 3 Gairlom 25 1 2 3 Gairlom 26 1 2 3 Gairlom 27 1 2 3 Gairlom 28 1 2 3 Gairlom 29 1 2 3 Gairlom 30 

COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules

1 1 2 3 7 37 ###1.5 ” 1 1 Borne Hedge

ARMOUR Armour+ C+A Hands Class Armour Rules

1 9 22 1 Borne Parry

UNIT OPTIONS Unit Option Rules Cost

3
One Gairlom becomes the mustered banner bearer 2
One Gairlom becomes the mustered herald 2

Gairulom 2
ABN-FTU-2300 - Spears of Dun Durn

DÍM
DEEM

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 5+/10+/10

Albainn Fortriu Man Infantry Vassal Trained Common
Mass Base Size 31 30mm

DÍM Pace Skill Might Constitution Wounds Fortitude Authority Temper
Skirmisher; Headstrong 5 43 26 10 3 63 8 16

Abilities Shieldwall; Bind (Cruithne)

1 2 3 Dím 1 1 2 3 Dím 2 1 2 3 Dím 3 1 2 3 Dím 4 1 2 3 Dím 5 1 2 3 Dím 6 1 2 3 Dím 7 1 2 3 Dím 8 1 2 3 Dím 9 1 2 3 Dím 10 

COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules

1 1 2 3 5 31 ### 1” 1 1 Borne Hedge

SHOT WEAPON Shoot Dice Weapon+ M+W Min Rge Lth Rge Eff Rge Max Rge Damage* Hands Class Shot Weapon Rules

1 1 6 32 0” 6” 12” 18” 1 1 Borne 1 2 3 Impetus Weapon; Shots (3)

ARMOUR Armour+ C+A Hands Class Armour Rules

1 5 15 1 Borne

UNIT OPTIONS Unit Option Rules Cost

3
ABN-FTU-2150 - ?

Gair
Spear

Taran
Shield

Morarfis Corselet; Helmet

Ugairlom Champion

Bannerman Banner Bearer

Herald Herald

Gair
Spear

Taran
Shield

Ugairlom Champion One Gairlom becomes the mustered champion, who gains +1 attack die on his primary combat weapon

Bannerman Banner Bearer

Herald Herald

The Gairlom unit becomes Drilled rather than Trained (cost shown is per warrior), gaining +10 SKILL, +5 FORTITUDE and +5 AUTHORITY

Gair
Spear

Gairaff
Javelin

Taranach
Shield

Udím Champion One Dím becomes the mustered champion, who gains +1 shot die on his primary shot weapon



ELBHARU
el-VAR-oo

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 5+/10+/20

Albainn Fortriu Man Vassal Trained Uncommon
Mass Base Size 41 30mm

ELBHARU Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 47 30 14 3 61 8 17
Abilities Disciplined; Skirmisher

1 2 3 Elbharu 1 1 2 3 Elbharu 2 1 2 3 Elbharu 3 1 2 3 Elbharu 4 1 2 3 Elbharu 5 1 2 3 Elbharu 6 1 2 3 Elbharu 7 1 2 3 Elbharu 8 1 2 3 Elbharu 9 1 2 3 Elbharu 10 

1 2 3 Elbharu 11 1 2 3 Elbharu 12 1 2 3 Elbharu 13 1 2 3 Elbharu 14 1 2 3 Elbharu 15 1 2 3 Elbharu 16 1 2 3 Elbharu 17 1 2 3 Elbharu 18 1 2 3 Elbharu 19 1 2 3 Elbharu 20 

COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules

1 1 2 3 33 0 0” 1 1 Borne

SHOT WEAPON Shoot Dice Weapon+ M+W Min Rge Lth Rge Eff Rge Max Rge Damage* Hands Class Shot Weapon Rules

1 1 50 50 0” 6” 48” 72” 1 2 Borne Volley Shoot (2); Pierce

UNIT OPTIONS Unit Option Rules Cost

3
Drilled Elbharu 2

ABN-FTU-2450 - Crossbows of Dun Durn

CINGALOM
king-Ə-lom

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 5+/10+/20

Albainn Fortriu Man Vassal Levy Common
Mass Base Size 41 30mm

CINGALOM Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 21 28 13 3 57 5 11
Abilities Skirmisher; Scout

1 2 3 Cingalom 1 1 2 3 Cingalom 2 1 2 3 Cingalom 3 1 2 3 Cingalom 4 1 2 3 Cingalom 5 1 2 3 Cingalom 6 1 2 3 Cingalom 7 1 2 3 Cingalom 8 1 2 3 Cingalom 9 1 2 3 Cingalom 10 

1 2 3 Cingalom 11 1 2 3 Cingalom 12 1 2 3 Cingalom 13 1 2 3 Cingalom 14 1 2 3 Cingalom 15 1 2 3 Cingalom 16 1 2 3 Cingalom 17 1 2 3 Cingalom 18 1 2 3 Cingalom 19 1 2 3 Cingalom 20 

1 2 3 Cingalom 21 1 2 3 Cingalom 22 1 2 3 Cingalom 23 1 2 3 Cingalom 24 1 2 3 Cingalom 25 1 2 3 Cingalom 26 1 2 3 Cingalom 27 1 2 3 Cingalom 28 1 2 3 Cingalom 29 1 2 3 Cingalom 30 

COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules

1 1 2 3 31 ### 1” 1 1 Borne

SHOT WEAPON Shoot Dice Weapon+ M+W Min Rge Lth Rge Eff Rge Max Rge Damage* Hands Class Shot Weapon Rules

1 1 2 6 34 0” 12” 60” 72” 1 1 Borne Volley Shoot; Quick Shot

UNIT OPTIONS Unit Option Rules Cost

3
Trained Cingalom 2

ABN-FTU-2410 - Slings of Dun Durn

Infantry
Support

Daga
Dagger

Bhacroas
Crossbow

Uelbharu Champion One Elbharu becomes the mustered champion, who gains +1 shoot die on his primary shot weapon

The Elbharu unit becomes Drilled rather than Trained (cost shown is per warrior), gaining +10 SKILL, +5 FORTITUDE and +5 AUTHORITY

Infantry
Support

Daga
Dagger

Fana
Sling

Ucingalom Champion One Cingalom becomes the mustered champion, who gains +1 shoot die on his primary shot weapon

The Cingalom unit becomes Trained rather than Levy (cost shown is per warrior), gaining +10 SKILL, +5 FORTITUDE and +5 AUTHORITY and the ‘Disciplined’ ability



OGHURITHNE
oh-gər-ITH-ni

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 3+/5+/10

Albainn Cait Oghurithne Monstrous Infantry Vassal Wild Common
Mass Base Size 243 50mm

OGHURITHNE Pace Skill Might Constitution Wounds Fortitude Authority Temper
Insensate; Fearsome 6 38 46 41 9 72 22 36

Abilities Bulk Charger; Bind (Oghurithne Hunter); Bound (Cruithne)

1 2 3 4 5 6 7 8 9 Oghurithne 1 1 2 3 4 5 6 7 8 9 Oghurithne 2 1 2 3 4 5 6 7 8 9 Oghurithne 3 1 2 3 4 5 6 7 8 9 Oghurithne 4 1 2 3 4 5 6 7 8 9 Oghurithne 5 

1 2 3 4 5 6 7 8 9 Oghurithne 6 1 2 3 4 5 6 7 8 9 Oghurithne 7 1 2 3 4 5 6 7 8 9 Oghurithne 8 1 2 3 4 5 6 7 8 9 Oghurithne 9 1 2 3 4 5 6 7 8 9 Oghurithne 10 

COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules

1
1 2 3 4 5 12 58 ### 1 ” 1 1 Borne Parry

1 2 3 4 5 6 7 12 58 ### 1 ” 1 2 Borne Parry; Quick Strike

ARMOUR Armour+ C+A Hands Class Armour Rules

1 7 48 0 Worn

2 10 58 0 Worn Blind Parry; Oghu Stone Artefact

ARMOUR OPTIONS Armour+ C+A Hands Class Armour Rules Cost

3 12 60 1 Borne Add; Parry; Shieldwall 2

ARTEFACTS Artefact Rules

1 Oghu Stone 1

UNIT OPTIONS Unit Option Rules Cost

6
One Oghurithne becomes the mustered banner bearer 4
One Oghurithne becomes the mustered herald 4

ABN-FTU-3200 - Oghu Watchers; ABN-FTU-3220 - Oghu Keepers

OGHURITHNE HUNTER
oh-gər-ITH-ni HUN-ter

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1+/2+/5

Albainn Cait Oghurithne Monstrous Infantry Vassal Wild Uncommon
Mass Base Size 223 50mm

OGHURITHNE HUNTER Pace Skill Might Constitution Wounds Fortitude Authority Temper
Insensate; Fearsome 6 32 41 36 8 70 21 35

Abilities Bulk Charger; Flanker; Scout; Bound (Oghurithne)

1 2 3 4 5 6 7 8 Oghurithne Hunter 1 1 2 3 4 5 6 7 8 Oghurithne Hunter 2 1 2 3 4 5 6 7 8 Oghurithne Hunter 3 1 2 3 4 5 6 7 8 Oghurithne Hunter 4 1 2 3 4 5 6 7 8 Oghurithne Hunter 5 

COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules

1 1 2 3 4 5 7 48 ### 1 ” 1 1 Borne Parry

SHOT WEAPON Shoot Dice Weapon+ M+W Min Rge Lth Rge Eff Rge Max Rge Damage* Hands Class Shot Weapon Rules

1 1 2 3 60 60 0” 9” 54” 78” 2 2 Borne Volley Shoot (2); Pierce

SHOT WEAPON OPTIONS Shoot Dice Weapon+ M+W Min Rge Lth Rge Eff Rge Max Rge Damage* Hands Class Shot Weapon Rules Cost

1 1 2 3 4 5 6 8 32 0” 12” 78” 90” 1 2 Borne Replace (Bhacroas); Volley Shoot; Quick Shot 2

ARMOUR Armour+ C+A Hands Class Armour Rules

1 5 41 0 Worn

2 10 51 0 Worn Blind Parry; Oghu Stone Artefact

ARTEFACTS Artefact Rules

1 Oghu Stone 1

UNIT OPTIONS Unit Option Rules Cost

5
ABN-FTU-3450 - Hunters of Cait

Crude Cledemac
Swords

Battered Arfis
Light Armour

Oghu Stone
Stone

Taran Shield

Ancient Will: An oghu stone gives the bearer 1 absorb die with an absorb range of 3”, as well as the ‘Aura Parry’ rule upon all of his armour elements against sorcerous weapons or invocations.

Oghurithne Rud Champion One Oghurithne becomes the mustered champion, who gains +1 attack die on his primary combat weapon

Oghurithne Nund Banner Bearer

Oghurithne Bol Herald

Crude Cledem
Sword

Bhacroas
Crossbow

Fana Sling

Battered Arfis
Light Armour

Oghu Stone
Stone

Ancient Will: An oghu stone gives the bearer 1 absorb die with an absorb range of 3”, as well as the ‘Aura Parry’ rule upon all of his armour elements against sorcerous weapons or invocations.

Oghurithne Rud Champion One Oghurithne Hunter becomes the mustered champion, who gains +1 shoot die on his primary shot weapon



OGHUR
oh-GƏR

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1+/3+/5

Albainn Oghur Monstrous Infantry Vassal Wild Uncommon
Mass Base Size 334 60mm

OGHUR Pace Skill Might Constitution Wounds Fortitude Authority Temper
Insensate; Fearsome 6 31 52 48 12 73 26 42

Abilities Bulk Charger; Bind (Oghurung, Moroghur)

1 2 3 4 5 6 7 8 9 10 11 12 Oghur 1 1 2 3 4 5 6 7 8 9 10 11 12 Oghur 2 1 2 3 4 5 6 7 8 9 10 11 12 Oghur 3 1 2 3 4 5 6 7 8 9 10 11 12 Oghur 4 1 2 3 4 5 6 7 8 9 10 11 12 Oghur 5 

COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules

1 1 2 3 4 5 19 71 ### 2 ” 2 2 Borne Vicious Damage

ARMOUR Armour+ C+A Hands Class Armour Rules

1 12 60 0 Worn

2 14 74 0 Worn Blind Parry; Oghu Stone Artefact

ARTEFACTS Artefact Rules

1 Oghu Stone 1 2

UNIT OPTIONS Unit Option Rules Cost

7
One Oghur becomes the mustered banner bearer 5

ABN-FTU-3710 - Oghu Guardians

OGHURUNG
oh-GƏR-ung

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1+/2+/3

Albainn Oghurung Monstrous Infantry Vassal Wild Uncommon
Mass Base Size 374 60mm

OGHURUNG Pace Skill Might Constitution Wounds Fortitude Authority Temper
Insensate; Fearsome; Loathsome 6 31 47 43 11 67 26 61

Abilities Bulk Charger; Bound (Oghur); Focal Mind

1 2 3 4 5 6 7 8 9 10 11 Oghurung 1 1 2 3 4 5 6 7 8 9 10 11 Oghurung 2 1 2 3 4 5 6 7 8 9 10 11 Oghurung 3 1 2 3 4 5 6 7 8 9 10 11 Oghurung 4 1 2 3 4 5 6 7 8 9 10 11 Oghurung 5 

COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules

1 1 2 3 4 5 6 9 56 ### 2 ” 1 2 Borne Hedge

SHOT WEAPON Shoot Dice Weapon+ M+W Min Rge Lth Rge Eff Rge Max Rge Damage* Hands Class Shot Weapon Rules

1 1 2 3 6 53 0” 6” 24” 36” 1 1 Borne 1 2 3 Impetus Weapon; Shots (3)

ARMOUR Armour+ C+A Hands Class Armour Rules

1 4 47 0 Worn

2 14 61 0 Worn Blind Parry; Oghu Stone Artefact

ARTEFACTS Artefact Rules

1 Oghu Stone 1 2 3 4

ABN-FTU-3710 - Oghu Guardians

OGHURIGG
oh-GƏR-ig

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1+/1+/3

Albainn Fortriu Oghurigg Monstrous Infantry Vassal Veteran Uncommon
Mass Base Size 354 60mm

OGHURIGG Pace Skill Might Constitution Wounds Fortitude Authority Temper
Insensate; Fearless; Fearsome 6 44 58 51 14 78 33 25

Abilities Bulk Charger; Shunned (Oghur, Oghurithne); Bound (Mormaer, Umaer, Aurmaer, Camaer)

1 2 3 4 5 6 7 8 9 10 11 12 13 14 Oghurigg 1 1 2 3 4 5 6 7 8 9 10 11 12 13 14 Oghurigg 2 1 2 3 4 5 6 7 8 9 10 11 12 13 14 Oghurigg 3 

COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules

1 1 2 3 4 5 6 7 8 12 70 ### 1 ” 1 2 Borne Switch (Fists); Grab; Quick Strike; Parry

2 1 2 3 4 5 6 7 8 8 66 ###0.5 ” 1 2 Natural Mighty Strike; Grab; Quick Strike; Switch (Cleavers)

ARMOUR Armour+ C+A Hands Class Armour Rules

1 7 58 0 Worn

ARMOUR OPTIONS Armour+ C+A Hands Class Armour Rules Cost

1 13 64 0 Worn Replace (Battered Armour) 1

WARRIOR RULES Rules

Lifeward

ABN-FTU-3671 - Gromi

Cait
Fotla

Morgair
Glaive

Beaten Arfis
Heavy Armour

Oghu Stone
Stone

Ancient Will: An oghu stone gives the bearer 2 absorb dice with an absorb range of 4”, as well as the ‘Aura Parry’ rule upon all of his armour elements against sorcerous weapons or invocations.

Oghur Rhud Champion One Oghur becomes the mustered champion, who gains +1 attack die on his primary combat weapon

Oghur Nhund Banner Bearer

Cait
Fotla

Gair
Spear

Gair
Spear

Rags
Light Armour

Oghu Stone
Stone

Ancient Will: Oghurung each carry an Oghu Stone. This ancient artefact gives them 4 absorb die each with an absorb range of 8”.

Cledemac
Cleavers

Fists
Fist

Battered Arfis
Light Armour

Beaten Arfis Heavy Armour

Guard: An Oghurigg unit may be Bound to one Mormaer or Umaer either when mustered or, if they are from the Oghurigg unit's own host, during a battle. When Bound to a Mormaer or Umaer, each 
Oghurigg in the Bound unit becomes a noble in his own right. A Bound unit of Mormaer/UmaerAurmaer/Camaer and Oghurigg unit may Join a unit as if the Bound unit was one noble.



WILD OGHURÜC
WYLD oh-GƏR-ook

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1+/2+/3

Albainn Oghurüc Monstrous Infantry Beast Wild Uncommon
Mass Base Size 595 60mm

WILD OGHURÜC Pace Skill Might Constitution Wounds Fortitude Authority Temper
Gigantic; Insensate; Stubborn; Terrifying 7 22 61 62 16 78 19 48

Abilities Bulk Charger; Roarer; Bind (Savage Ohhurüc)

1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 Wild Oghurüc 1 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 Wild Oghurüc 2 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 Wild Oghurüc 3 

COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules

1 1 2 3 4 5 6 7 8 7 68 ### 1 ” 1 2 Natural Mighty Strike; Grab; Quick Strike

2 1 2 3 6 67 0 0” 1 0 Natural Sightless Strike; Stomp

COMBAT WEAPON OPTIONS Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules Cost

1 1 2 3 4 5 6 7 8 9 70 ### 1 ” 1 2 Borne Replace (Fists); Grab; Quick Strike; Parry 0

SHOT WEAPON Shoot Dice Weapon+ M+W M+SW Min Rge Eff Rge Max Rge Damage* Hands Class Throw Weapon Rules

1 1 2 3 11 72 36 2” ###24” 36” 2 1 Borne 1 2 3 Throw; 2” Stone Shard Crush Template; Shots (3)

ARMOUR Armour+ C+A Hands Class Armour Rules

1 9 71 0 Worn Blind Parry; Oghu Stone Artefact

ARTEFACTS Artefact Rules

1 Oghu Stone 1 2 3

UNIT OPTIONS Unit Option Rules Cost

9
ABN-FTU-8115 - Oghu Lobbers

Cait
Fotla

Thumping Fists
Fists

Trampling Hooves
Trample

Crude Cledemac Cleavers

Oghu Shard
Stone

Oghu Stone
Stone

Ancient Will: An oghu stone gives the bearer 3 absorb dice with an absorb range of 5”, as well as the ‘Aura Parry’ rule upon all of his armour elements against sorcerous weapons or invocations.

Oghurüc Ruad Champion One Oghurüc becomes the mustered champion, who gains +1 attack die on his primary combat weapon



MORMYRCHAN
mor-mur-KHAN

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 5+/5+/10

Albainn Fortriu Man Cavalry Vassal Veteran Uncommon
Mass Base Size 103 50x30mm

MORMYRCHAN Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 63 30 16 4 80 14 32

PONY 8 18 28 - - - - -
Abilities Flanker; Bulk Charger (Pony); Disciplined

1 2 3 4 Myrchan 1 1 2 3 4 Myrchan 2 1 2 3 4 Myrchan 3 1 2 3 4 Myrchan 4 1 2 3 4 Myrchan 5 1 2 3 4 Myrchan 6 1 2 3 4 Myrchan 7 1 2 3 4 Myrchan 8 1 2 3 4 Myrchan 9 1 2 3 4 Myrchan 10 

COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules

1 1 2 3 7 37 ###1.5 ” 7 44 1 1 Borne Mounted Impact Strike; Mounted Charge+

PONY COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules

2 1 2 6 34 ### 1 ” 1 0 Natural Sightless Strike

ARMOUR Armour+ C+A Hands Class Armour Rules

1 9 25 1 Borne Parry

ARMOUR OPTIONS Armour+ C+A Hands Class Armour Rules Cost

2 10 35 0 Worn Add 1
UNIT OPTIONS Unit Option Rules Cost

5
One Myrchan becomes the mustered banner bearer 4
One Myrchan becomes the mustered herald 4

ABN-FTU-4200 - ?

MYRCHAN
mur-KHAN

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 5+/5+/10

Albainn Fortriu Man Cavalry Vassal Trained Common
Mass Base Size 83 50x30mm

MYRCHAN Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 46 30 13 4 73 8 24

PONY 8 18 28 - - - - -
Abilities Flanker; Bulk Charger (Pony); Disciplined

1 2 3 4 Myrchan 1 1 2 3 4 Myrchan 2 1 2 3 4 Myrchan 3 1 2 3 4 Myrchan 4 1 2 3 4 Myrchan 5 1 2 3 4 Myrchan 6 1 2 3 4 Myrchan 7 1 2 3 4 Myrchan 8 1 2 3 4 Myrchan 9 1 2 3 4 Myrchan 10 

COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules

1 1 2 3 7 37 ###1.5 ” 7 44 1 1 Borne Mounted Impact Strike; Mounted Charge+

PONY COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules

2 1 2 6 34 ### 1 ” 1 0 Natural Sightless Strike

SHOT WEAPON Shoot Dice Weapon+ M+W Min Rge Lth Rge Eff Rge Max Rge Damage* Hands Class Shot Weapon Rules

1 1 8 38 0” 6” 12” 18” 1 1 Borne 1 2 3 Shots (3); Ride and Shoot

SHOT WEAPON OPTIONS Shoot Dice Weapon+ M+W Min Rge Lth Rge Eff Rge Max Rge Damage* Hands Class Shot Weapon Rules Cost

1 1 50 50 0” 6” 48” 72” 1 2 Borne Add; Pierce 3

ARMOUR Armour+ C+A Hands Class Armour Rules

1 9 22 1 Borne Parry

UNIT OPTIONS Unit Option Rules Cost

5
One Myrchan becomes the mustered banner bearer 4
One Myrchan becomes the mustered herald 4

Myruchan The Myrchan unit becomes Drilled rather than Trained (cost shown is per warrior), gaining +10 SKILL, +5 FORTITUDE and +5 AUTHORITY 3
ABN-FTU-4200 - ?

Pony: Insensate

Gair
Spear

Trampling Hooves
Trample

Taran
Shield

Morarfis Corselet; Helmet

Umyrchan Champion One Myrchan becomes the mustered champion, who gains +1 attack die on his primary combat weapon

Bannerman Banner Bearer

Herald Herald

Pony: Insensate

Gair
Spear

Trampling Hooves
Trample

Agair
Javelin

Bhacroas Crossbow

Taran
Shield

Umyrchan Champion One Myrchan becomes the mustered champion, who gains +1 attack die on his primary combat weapon

Bannerman Banner Bearer

Herald Herald



OGHURITHNEACH
oh-gər-ITH-nakh

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1+/3+/5

Albainn Cait Oghurithneach Monstrous Cavalry Vassal Wild Uncommon
Mass Base Size 344 70x40mm

OGHURITHNEACH Pace Skill Might Constitution Wounds Fortitude Authority Temper
Insensate; Fearsome 8 36 48 42 12 74 24 44

Abilities Bulk Charger; Flanker

1 2 3 4 5 6 7 8 9 10 11 12 Oghurithneach 1 1 2 3 4 5 6 7 8 9 10 11 12 Oghurithneach 2 1 2 3 4 5 6 7 8 9 10 11 12 Oghurithneach 3 1 2 3 4 5 6 7 8 9 10 11 12 Oghurithneach 4 1 2 3 4 5 6 7 8 9 10 11 12 Oghurithneach 5 

COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules

1
1 2 3 4 5 12 60 ### 1 ” 1 1 Borne Parry

1 2 3 4 5 6 7 12 60 ### 1 ” 1 2 Borne Parry; Quick Strike

2 1 2 3 10 58 0 0” 1 0 Natural Sightless Strike

ARMOUR Armour+ C+A Hands Class Armour Rules

1 7 49 0 Worn

2 10 59 0 Worn Blind Parry; Oghu Stone Artefact

ARMOUR OPTIONS Armour+ C+A Hands Class Armour Rules Cost

3 11 60 1 Worn Add; Parry 2

ARTEFACTS Artefact Rules

1 Oghu Stone 1 2

UNIT OPTIONS Unit Option Rules Cost

7
One Oghurithneach becomes the mustered banner bearer 5
One Oghurithneach becomes the mustered herald 5

ABN-FTU-5130 - Oghu Slayers

OGHUREACH
oh-GƏR-akh

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1+/2+/3

Albainn Oghureach Monstrous Cavalry Vassal Wild Rare
Mass Base Size 606 110x60mm

OGHUREACH Pace Skill Might Constitution Wounds Fortitude Authority Temper
Insensate; Terrifying 8 31 56 51 18 83 39 62

Abilities Bulk Charger

1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 Oghureach 1 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 Oghureach 2 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 Oghureach 3 

COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules

1 1 2 3 4 5 6 7 19 75 ### 2 ” 2 2 Borne Grab; Mighty Strike; Vicious Damage

2 1 2 3 4 11 67 0 0” 1 0 Natural Sightless Strike

COMBAT WEAPON OPTIONS Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules Cost

1 1 2 3 4 5 6 7 8 9 65 ### 2 ” 9 74 1 1 Borne -8

ARMOUR Armour+ C+A Hands Class Armour Rules

1 9 60 0 Worn

2 8 68 0 Worn

3 16 84 0 Worn Blind Parry; Oghu Stone Artefact

ARMOUR OPTIONS Armour+ C+A with option Hands Class Armour Rules Cost

1 13 72 0 Worn Replace (Battered Armour) 1
3 11 78 +Beaten Arfis 84 1 Worn Add; Parry 2

ARTEFACTS Artefact Rules

1 Oghu Stone 1 2 3

UNIT OPTIONS Unit Option Rules Cost

10
One Oghureach becomes the mustered banner bearer 8

ABN-FTU-5435 - Oghu Wardens

Crude Cledemac
Swords

Trampling Hooves
Trample

Battered Arfis
Light Armour

Oghu Stone
Stone

Taran Shield

Ancient Will: An oghu stone gives the bearer 2 absorb dice with an absorb range of 4”, as well as the ‘Aura Parry’ rule upon all of his armour elements against sorcerous weapons or invocations.

Oghurithneach Rud Champion One Oghurithneach becomes the mustered champion, who gains +1 attack die on his primary combat weapon

Oghurithneach Nund Banner Bearer

Oghurithneach Bol Herald

Cait
Fotla

Morgair
Glaive

Trampling Hooves
Trample

Gair Spear
Replace (Morgair); Impact Mighty Strike; 
Charge+

Battered Arfis
Light Armour

Shaped Arfis
Barding

Oghu Stone
Stone

Beaten Arfis Heavy Armour

Taran Shield

Ancient Will: An oghu stone gives the bearer 3 absorb dice with an absorb range of 6”, as well as the ‘Aura Parry’ rule upon all of his armour elements against sorcerous weapons or invocations.

Oghureach Rhud Champion One Oghureach becomes the mustered champion, who gains +1 attack die on his primary combat weapon

Oghureach Nhund Banner Bearer



PONY
POH-nee

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
0 1

Albainn Fortriu Horse Beast Wild Common
Mass Base Size 33 50x30mm

PONY Pace Skill Might Constitution Wounds Fortitude Authority Temper

8 18 28 19 4 44 9 17
Abilities Bulk Charger

Wound Track 1 2 3 4

COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules

1 1 2 6 34 ### 1 ” 1 0 Natural Sightless Strike

ABN-FTU-0200-400 - Dúngal on Pony

CI
KEE

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
0 5+/5+/10

Albainn Fortriu Ci Beast Wild Common
Mass Base Size 61 40x25mm

CI Pace Skill Might Constitution Wounds Fortitude Authority Temper

8 42 24 7 2 38 7 12
Abilities Flanker

1 2 Ci 1 1 2 Ci 2 1 2 Ci 3 1 2 Ci 4 1 2 Ci 5 1 2 Ci 6 1 2 Ci 7 1 2 Ci 8 1 2 Ci 9 1 2 Ci 10 

COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules

1 1 2 3 7 31 0 0” 1 0 Natural

2 1 3 27 0 0” 1 0 Natural

ABN-FTU-7000 - ?

CIUNG
KEE-ung

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
0 3+/5+/10

Albainn Fortriu Ciung Beast Wild Common
Mass Base Size

142 50x30mm

CIUNG Pace Skill Might Constitution Wounds Fortitude Authority Temper

8 34 35 16 4 38 10 17
Abilities Flanker

1 2 3 4 Ciung 1 1 2 3 4 Ciung 2 1 2 3 4 Ciung 3 1 2 3 4 Ciung 4 1 2 3 4 Ciung 5 1 2 3 4 Ciung 6 1 2 3 4 Ciung 7 1 2 3 4 Ciung 8 1 2 3 4 Ciung 9 1 2 3 4 Ciung 10 

COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules

1 1 2 3 4 10 45 0 0” 2 0 Natural Piercing

2 1 2 5 40 0 0” 1 0 Natural

ARMOUR Armour+ C+A Hands Class Armour Rules

1 4 20 0 Natural

ABN-FTU-7050 - ?

Beast
Mount

Insensate
Mount or Draught Beast only

Trampling Hooves
Trample

Beast
Hound

Insensate; Small
Aurchod only

Clamping Bite
Bite

Slashing Claws
Claws

Beast
Hound

Insensate; Small
Aurchod only

Crushing Bite
Bite

Slashing Claws
Claws

Tough Hide
Skin



MOROGHUR
mor-oh-GƏR

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1+/2+/3

Albainn Fotla Moroghur Monstrous Beast Vassal Wild Uncommon
Mass Base Size 727 80mm

MOROGHUR Pace Skill Might Constitution Wounds Fortitude Authority Temper
Gigantic; Insensate; Stubborn; Terrifying 6 32 65 57 24 75 36 61

Abilities Bound (Oghur); Bulk Charger; Roarer

1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 Moroghur 1 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 Moroghur 2 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 Moroghur 3 

COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Wound* Hands Class Weapon Rules

1 1 2 3 4 5 6 7 19 84 ### 2 ” 2 2 Borne Grab; Mighty Strike; Vicious Damage

2 1 2 3 4 7 72 0 0 ” 1 0 Natural Sightless Strike; Stomp

ARMOUR Armour+ C+A Hands Class Armour Rules

1 8 65 0 Worn

2 13 83 0 Worn Blind Parry; Oghu Stone Artefact

ARTEFACTS Artefact Rules

1 Oghu Stone 1 2 3 4

UNIT OPTIONS Unit Option Rules Cost

One Moroghur becomes the mustered champion, who gains +1 attack die on his primary combat weapon 12
ABN-FTU-8585 - Oso

AUROGG
or-OG

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
0 1

Albainn Cait Aurogg Beast Wild Uncommon
Mass Base Size 979 110x60mm

AUROGG Pace Skill Might Constitution Wounds Fortitude Authority Temper
Gigantic; Insensate; Tough; Terrifying 7 21 72 83 34 84 32 52

Abilities Bulk Charger; Roarer

Wound Track 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30 31 32 33 34

COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules

1 1 2 3 4 5 6 7 8 9 14 86 ### 2 ” 28 114 2 0 Natural Impact Mighty Strike; Vicious Damage

2 1 2 3 4 7 79 0 0 ” 1 0 Natural Sightless Strike

ARMOUR Armour+ C+A Hands Class Armour Rules

1 7 90 0 Natural

ABN-FTU-8585 - Oso

SAVAGE OGHURÜC
SA-vəj oh-GƏR-ook

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Albainn Fotla Oghurüc Beast Wild Uncommon
Mass Base Size 918 80mm

SAVAGE OGHURÜC Pace Skill Might Constitution Wounds Fortitude Authority Temper
Gigantic; Insensate; Terrifying 8 31 75 70 31 68 30 63

Abilities Bulk Charger; Roarer

Wound Track 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30 31

COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules

1 1 2 3 4 5 6 7 8 9 10 9 84 ### 1 ” 1 2 Natural Mighty Strike; Grab; Quick Strike

2 1 2 3 4 8 83 0 0” 1 0 Natural Sightless Strike; Stomp

SHOT WEAPON Shoot Dice Weapon+ M+W M+SW Min Rge Eff Rge Max Rge Damage* Hands Class Throw Weapon Rules

1 1 2 3 4 5 6 7 8 17 92 46 3” ###30” 40” 2 1 Borne 1 2 3

2 1 2 3 4 5 6 7 8 7 82 41 3” ###24” 36” 1 1 Borne 1

SHOT WEAPON OPTIONS Shoot Dice Weapon+ M+W Min Rge Lth Rge Eff Rge Max Rge Damage* Hands Class Shot Weapon Rules Cost

1 1 2 3 4 5 6 7 8 5 80 40 3” ###24” 36” 1 1 Borne 1 -3

ARMOUR Armour+ C+A Hands Class Armour Rules

1 13 83 0 Worn Blind Parry; Oghu Stone Artefact

ARTEFACTS Artefact Rules

1 Oghu Stone 1 2 3 4

ABN-FTU-8140 - Cormorágg

Morgair
Glaive

Trample
Trample

Beaten Arfis
Light Armour

Oghu Stone
Stone

Ancient Will: An oghu stone gives the bearer 4 absorb dice with an absorb range of 7”, as well as the ‘Aura Parry’ rule upon all of his armour elements against sorcerous weapons or invocations.

Moroghur Rhud Champion

Monstrous Beast
Ardent Mount; Solitary

Horns
Horns

Trampling Hooves
Trample

Tough Hide
Skin

Monstrous Beast
Solitary

Thumping Fists
Fists

Trampling Hooves
Trample

Oghu Shard
Stone

Throw; 3” Stone Shard Crush Template; Shots (3); 
Vicious Damage; Mighty Shot

Pig Carcass
Animal

Throw; 3” Pig Carcass Crush Template; Shots (1); Mighty 
Shot

Sheep Carcass Animal
Replace (Oghu Shard); Throw; 3” Sheep Carcass 
Crush Template; Shots (1); Mighty Shot

Oghu Stone
Stone

Ancient Will: An oghu stone gives the bearer 4 absorb dice with an absorb range of 7”, as well as the ‘Aura Parry’ rule upon all of his armour elements against sorcerous weapons or invocations.



FERAL OGHURÜC
FE-rəl oh-GƏR-ook

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
4 1

Albainn Fotla Oghurüc Beast Feral Rare
Mass Base Size 1558 80mm

FERAL OGHURÜC Pace Skill Might Constitution Wounds Fortitude Authority Temper
Gigantic; Insensate; Terrifying 8 32 78 71 32 68 36 69

Abilities Bulk Charger; Roarer

Wound Track 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30 31 32

COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules

1
1 2 3 4 5 6 7 8 9 10

12 90 ### 1 ” 0 1 2 Natural Mighty Strike; Grab; Quick Strike
11

1
1 2 3 4 5 6 7 8 9 10

12 90 ### 1 ” 0 1 2 Natural Mighty Strike; Grab; Quick Strike
11

2 1 2 3 4 8 86 0 0” 1 0 Natural Sightless Strike; Stomp

SHOT WEAPON Shoot Dice Weapon+ M+W M+SW Min Rge Eff Rge Max Rge Damage* Hands Class Throw Weapon Rules

1 1 2 3 4 5 6 7 8 17 95 48 4” ###30” 40” 2 2 Borne 1 2 3 4

2 1 2 3 4 5 6 7 8 7 85 43 4” ###24” 36” 1 1 Borne 1

3 1 2 3 4 5 6 7 8 5 83 42 4” ###24” 36” 1 1 Borne 1

ARMOUR Armour+ C+A Hands Class Armour Rules

1 13 84 0 Worn Blind Parry; Oghu Stone Artefact

ARTEFACTS Artefact Rules

1 Oghu Stone 1 2 3 4

ABN-FTU-8290 - Gorugg

MOROGHURÜC
mor-oh-GƏR-ook

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Albainn Fotla Moroghurüc Beast Wild Rare
Mass Base Size 24414 120mm

MOROGHURÜC Pace Skill Might Constitution Wounds Fortitude Authority Temper
Gigantic; Insensate; Stubborn; Terrifying 7 25 91 88 61 62 50 75

Abilities Bulk Charger; Roarer

Wound Track 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30 31 32 33 34 35 36 37 38 39 40 41 42 43 44 45 46 47 48 49 50 51 52 53 54 55 56 57 58 59 60 61

COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules

1
1 2 3 4 5 6 7 8 9 10

27 118 ### 2 ” 0 3 2 Borne Grab; Mighty Strike; Terrible Damage
11 12 13

2 1 2 3 4 5 6 9 100 0 0” 1 0 Natural Sightless Strike; Stomp

ARMOUR Armour+ C+A Hands Class Armour Rules

1 10 98 0 Worn

2 13 111 0 Worn Blind Parry; Oghu Stone Artefact

ARTEFACTS Artefact Rules

1 Oghu Stone 1 2 3 4 5 6

ABN-FTU-8600 - Gogg; ABN-FTU-8601 - Bogogg

OGHURUND
oh-gər-UND

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Albainn Fotla Oghurund Beast Wild Rare
Mass Base Size 40217 120mm

OGHURUND Pace Skill Might Constitution Wounds Fortitude Authority Temper
Gigantic; Insensate; Stubborn; Terrifying 8 21 110 102 83 67 49 79

Abilities Bulk Charger; Focal Mind; Roarer

Wound Track
1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30 31 32 33 34 35 36 37 38 39 40 41 42 43 44 45 46 47 48 49 50 51 52 53 54 55 56 57 58 59 60 61 62 63 64 65 66 67 68 69 70 71 72 73 74 75 76 77 78 79 80

81 82 83 84 85 86

COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules

1
1 2 3 4 5 6 7 8 9 10

33 143 ### 2 ” 0 3 2 Borne Grab; Mighty Strike; Pierce; Terrible Damage
11 12 13 14 15 16

2 1 2 3 4 5 6 11 121 0 0” 1 0 Natural Sightless Strike; Stomp

ARMOUR Armour+ C+A Hands Class Armour Rules

1 8 110 0 Worn

2 13 123 0 Worn Blind Parry; Oghu Stone Artefact

ARTEFACTS Artefact Rules

1 Oghu Stone 1 2 3 4 5 6 7 8 9 10

ABN-FTU-8451 - Omogg

Monstrous Beast
Solitary

Upper Fists
Fists

Lower Fists
Fists

Trampling Hooves
Trample

Oghu Shard
Stone

Throw Weapon; 3” Stone Shard Crush Template; 
Shots (4); Mighty Shot; Vicious Damage

Pig Carcass
Animal

Throw Weapon; 3” Pig Carcass Crush Template; Shots (1); 
Mighty Shot

Sheep Carcass
Animal

Throw Weapon; 3” Sheep Carcass Crush Template; Shots 
(1); Mighty Shot

Oghu Stone
Stone

Ancient Will: An oghu stone gives the bearer 4 absorb dice with an absorb range of 8”, as well as the ‘Aura Parry’ rule upon all of his armour elements against sorcerous weapons or invocations.

Monstrous Beast
Solitary

Great Mattock
Warhammer

Trampling Hooves
Trample

Crude Armour
Improvised Armour

Oghu Stone
Stone

Ancient Will: An oghu stone gives the bearer 6 absorb dice with an absorb range of 12”, as well as the ‘Aura Parry’ rule upon all of his armour elements against sorcerous weapons or 
invocations.

Monstrous Beast
Solitary

Spiked Club
Club

Trampling Feet
Trample

Crude Arfis
Improvised Armour

Oghu Stone
Stone

Ancient Will: An oghu stone gives the bearer 10 absorb dice with an absorb range of 16”, as well as the ‘Aura Parry’ rule upon all of his armour elements against sorcerous weapons 
or invocations.



OGHUROND
oh-gər-OND

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Albainn Fotla Oghurond Beast Wild Rare
Mass Base Size 41217 120mm

OGHUROND Pace Skill Might Constitution Wounds Fortitude Authority Temper
Gigantic; Insensate; Stubborn; Terrifying 8 23 112 106 86 67 49 80

Abilities Bulk Charger; Roarer

Wound Track
1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30 31 32 33 34 35 36 37 38 39 40 41 42 43 44 45 46 47 48 49 50 51 52 53 54 55 56 57 58 59 60 61 62 63 64 65 66 67 68 69 70 71 72 73 74 75 76 77 78 79 80

81 82 83 84 85 86

COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules

1
1 2 3 4 5 6 7 8 9 10

33 145 ### 2 ” 0 3 2 Borne Grab; Mighty Strike; Terrible Damage
11 12 13 14 15 16

2 1 2 3 4 5 6 11 123 0 0” 1 0 Natural Sightless Strike; Stomp

ARMOUR Armour+ C+A Hands Class Armour Rules

1 8 114 0 Worn

2 13 127 0 Worn Blind Parry; Oghu Stone Artefact

ARTEFACTS Artefact Rules

1 Oghu Stone 1 2 3 4 5 6 7

ABN-FTU-8450 - Gomagg

DAGOGHUROND
dag-oh-gər-OND

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Albainn Fotla Dagoghurond Beast Wild Rare
Mass Base Size

33817 120mm

DAGOGHUROND Pace Skill Might Constitution Wounds Fortitude Authority Temper
All-Seeing; Gigantic; Insensate; Stubborn; Terrifying 8 26 105 102 84 62 50 80

Abilities Bulk Charger; Roarer

Wound Track
1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30 31 32 33 34 35 36 37 38 39 40 41 42 43 44 45 46 47 48 49 50 51 52 53 54 55 56 57 58 59 60 61 62 63 64 65 66 67 68 69 70 71 72 73 74 75 76 77 78 79 80

81 82 83 84

COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules

1 1 2 3 4 5 6 7 8 9 10 15 120 ### 1 ” 2 1 Borne Mighty Strike; Grab; Vicious Damage

2 1 2 3 4 5 6 7 8 9 10 12 117 ### 3 ” 2 1 Borne Grab; Pierce; Vicious Damage

3 1 2 3 4 5 6 11 116 0 0” 1 0 Natural Sightless Strike; Stomp

SHOT WEAPON Shoot Dice Weapon+ M+W Min Rge Lth Rge Eff Rge Max Rge Damage* Hands Class Shot Weapon Rules

1 1 2 3 12 117 0” 9” 36” 72” 2 1 Borne 1 2 Impetus Weapon; Shots (2)

ARMOUR Armour+ C+A Hands Class Armour Rules

1 8 110 0 Worn

2 13 123 0 Worn Blind Parry; Oghu Stone Artefact

ARTEFACTS Artefact Rules

1 Oghu Stone 1 2 3 4 5 6 7

ABN-FTU-8755 - Gogamagogg

MOROGHUROND
mor-oh-gər-OND

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Albainn Fotla Moroghurond Beast Wild Legendary
Mass Base Size 85023 120mm

MOROGHUROND Pace Skill Might Constitution Wounds Fortitude Authority Temper
Gigantic; Insensate; Stubborn; Terrifying 10 12 134 152 140 56 52 89

Abilities Bulk Charger; Roarer

Wound Track
1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30 31 32 33 34 35 36 37 38 39 40 41 42 43 44 45 46 47 48 49 50 51 52 53 54 55 56 57 58 59 60 61 62 63 64 65 66 67 68 69 70 71 72 73 74 75 76 77 78 79 80

81 82 83 84 85 86 87 88 89 90 91 92 93 94 95 96 97 98 99###########################################################################################################################

COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules

1

1 2 3 4 5 6 7 8 9 10

39 173 ### 2 ” 3 2 Borne Grab; Mighty Strike; Terrible Damage11 12 13 14 15 16 17 18 19 20

21 22 23

2 1 2 3 4 5 6 7 8 13 147 0 0” 1 0 Natural Sightless Strike; Stomp

ARMOUR Armour+ C+A Hands Class Armour Rules

1 8 160 0 Worn

2 13 173 0 Worn Blind Parry; Oghu Stone Artefact

ARTEFACTS Artefact Rules

1 Oghu Stone 1 2 3 4 5 6 7 8 9 10

ABN-FTU-8950 - Bromogg

Monstrous Beast
Solitary

Crude Cledem
Sword

Trampling Feet
Trample

Crude Arfis
Improvised Armour

Oghu Stone
Stone

Ancient Will: An oghu stone gives the bearer 7 absorb dice with an absorb range of 14”, as well as the ‘Aura Parry’ rule upon all of his armour elements against sorcerous weapons or 
invocations.

Monstrous Beast
Solitary

Crude Club
Club

Crude Gair
Spear

Trampling Feet
Trample

Crude Gair
Spear

Crude Arfis
Improvised Armour

Oghu Stone
Stone

Ancient Will: An oghu stone gives the bearer 7 absorb dice with an absorb range of 14”, as well as the ‘Aura Parry’ rule upon all of his armour elements against sorcerous weapons or 
invocations.

Monstrous Beast
Solitary

Massive Club
Club

Stomping Feet
Trample

Crude Arfis
Improvised Armour

Oghu Stone
Stone

Ancient Will: An oghu stone gives the bearer 10 absorb dice with an absorb range of 18”, as well as the ‘Aura Parry’ rule upon all of his armour elements against sorcerous 
weapons or invocations.



GOGHU
goh-GOO

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1+/1+/3

Albainn Fotla Goghu Monstrous Beast Construct Mindless Rare
Mass Base Size 898 80mm

GOGHU Pace Skill Might Constitution Wounds Fortitude Authority Temper
Construct; Tough; Terrifying; Resistant (lightning) 5 20 60 60 24 100 15 100

Abilities Absorber; Bulk Charger

1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 Goghu 1 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 Goghu 2 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 Goghu 3 

COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules

1 1 2 3 4 5 6 7 8 9 10 12 72 ### 1 ” 2 2 Natural Mighty Strike; Grab

2 1 2 3 4 6 66 0 0” 1 0 Natural Sightless Strike; Stomp

ARMOUR Armour+ C+A Hands Class Armour Rules

1 20 80 0 Natural Made of Stone

WARRIOR RULES Rules

1 Made of Stone 1 2 3 4 5 6 7 8 9 10

ABN-FTU-8025 - The Ancients

Stone Fists
Fists

Stomping Feet
Trample

Oghu Skin
Skin

Ancient Will: The goghu's nature gives him 10 absorb dice with an absorb range of 18”, as well as the ‘Aura Parry’ rule upon all of his armour elements against sorcerous weapons or 
invocations.



MORBHACROAS
mor-ba-KROH-as

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
0 1+/1+/3

Albainn Fortriu Bolt Thrower Vassal Trained Uncommon
Mass Base Size 215 50mm

OGHULOM CREW
Kindred Realm Kin Class Privilege Acuity Ubiquity

Hands
Crew Size Base Size

2

Albainn Fortriu Man Vassal Trained Uncommon
Mass

2 30mm
1

OGHULOM CREW
Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 31 30 12 3 71 8 15
Crew Traits & Abilities Bind (Morbhacroas); Engine Crew; Disciplined

1 2 3 Oghulom 1/1 1 2 3 Oghulom 1/2 1 2 3 Oghulom 2/1 1 2 3 Oghulom 2/2 1 2 3 Oghulom 3/1 1 2 3 Oghulom 3/2 

CREW COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Wound* Hands Class Weapon Rules

1 1 2 3 7 37 ###1.5 ” 1 1 Borne

ARMOUR Armour+ C+A Hands Class Armour Rules

1 8 20 0 Engine

CREW UNIT OPTIONS Crew Unit Option Rules Cost

One Oghulom becomes the mustered champion, who adds +1 shoot die to the Shots per Crew total 3
Drilled Oghulomu The Morbhacroas unit becomes Drilled rather than Trained (cost shown is per engine), gaining +10 SKILL, +3 FORTITUDE and +1 AUTHORITY 2

MORBHACROAS SHOT ENGINE
Kindred Realm Kin Class Privilege Acuity Ubiquity

Hands
Engine Size Base Size

0

Albainn Fortriu Bolt Thrower Engine Mindless Uncommon
Mass

1 50mm
3

MORBHACROAS 2 0 53 67 8 0 0 5
Engine Traits & Abilities Immune (Petrification, Soul, Fume); Resistant (Death, Cold, Venom); Tough; Flammable; Bound Permanently (Oghulom); Shots per Crew; Move per Crew

1 2 3 4 5 6 7 8 Morbhacroas 1 1 2 3 4 5 6 7 8 Morbhacroas 2 1 2 3 4 5 6 7 8 Morbhacroas 3 

SHOT ENGINE ARMAMENT Shoot Dice Weapon+ M+W Min Rge Lth Rge Eff Rge Max Rge Wound* Hands Class Shot Weapon Rules

1 1 2 3 10 63 0” 12” 48” 60” 2 0 Natural Volley Shoot (2); Pierce; Vicious Damage

SHOT ENGINE ARMOUR Armour+ C+A Hands Class Armour Rules

1 10 77 0 Natural

SHOT ENGINE OPTIONS Shot Engine Option Rules Cost

Wheels Engine gains the Wheeled (4”) trait; Cost is per engine 2
ABN-FTU-9100 - ?

War Engine
Shot Engine

Infantry
Shot Engine Crew

Gair
Spear

Morbhacroas
Shot Engine

Uoghulom Champion

War Engine
Shot Engine

Bolt
Bolt

Wooden Frame
Construction



OGHU THROWER
oh-GOO THROW-er

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
0 1+/1+/2

Albainn Fortriu Bolt Thrower Vassal Trained Uncommon
Mass Base Size 355 50mm

OGHULOM CREW
Kindred Realm Kin Class Privilege Acuity Ubiquity

Hands
Crew Size Base Size

2

Albainn Fortriu Man Vassal Trained Uncommon
Mass

3 30mm
1

OGHULOM CREW
Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 31 30 12 3 71 8 15
Crew Traits & Abilities Bind (Morbhacroas); Engine Crew; Disciplined

1 2 3 Oghulom 1/1 1 2 3 Oghulom 1/2 1 2 3 Oghulom 1/3 1 2 3 Oghulom 2/1 1 2 3 Oghulom 2/2 1 2 3 Oghulom 2/3 

CREW COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Wound* Hands Class Weapon Rules

1 1 2 3 7 37 ###1.5 ” 1 1 Borne

ARMOUR Armour+ C+A Wound- Hands Class Armour Rules

1 8 20 0 Engine

CREW UNIT OPTIONS Crew Unit Option Rules Cost

One Oghulom becomes the mustered champion, who adds +1 shoot die to the Shots per Crew total 3
Drilled Oghulomu The Oghulomu become Drilled rather than Trained (cost shown is per engine), gaining +10 SKILL, +3 FORTITUDE and +1 AUTHORITY 3

OGHURITHNE CREW OPTION
CREW OPTIONS Crew Size Mass Crew Rules Cost

1 1 3 Add; Muster with (Great Oghu Shard) 24

OGHURITHNE 6 38 46 41 9 72 22 36
Traits & Abilities Insensate; Fearsome; Bulk Charger; Bind (Oghu Thrower); Engine Crew

1 2 3 4 5 6 7 8 9 Oghurithne 

OGHURITHNE COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge Charge+ M+W+Ch Damage* Hands Class Weapon Rules

1 1 2 3 4 5 7 53 ###1.5 ” 1 1 Borne

OGHURITHNE ARMOUR Armour+ C+A Hands Class Armour Rules

1 8 49 0 Engine

2 10 59 0 Worn Blind Parry; Oghu Stone Artefact

OGHURITHNE ARTEFACTS Artefact Rules

1 1

OGHU THROWER SHOT ENGINE
Kindred Realm Kin Class Privilege Acuity Ubiquity

Hands
Engine Size Base Size

0

Albainn Fortriu Bolt Thrower Engine Mindless Uncommon
Mass

1 60mm
4

OGHU THROWER 1 0 53 73 12 0 0 5
Engine Traits & Abilities Immune (Petrification, Soul, Fume); Resistant (Death, Cold, Venom); Tough; Flammable; Bound Permanently (Oghulom); Shots per Crew; Move per Crew

1 2 3 4 5 6 7 8 9 10 11 12 Oghu Thrower 1 1 2 3 4 5 6 7 8 9 10 11 12 Oghu Thrower 2 

SHOT ENGINE ARMAMENT Shoot Dice Weapon+ M+W Min Rge Lth Rge Eff Rge Max Rge Wound* Hands Class Shot Weapon Rules

1 1 2 3 4 10 63 32 9” 80” 120” 1 0 Natural

ARMAMENT OPTIONS Shoot Dice Weapon+ M+W M+SW Min Rge Eff Rge Max Rge Wound* Hands Class Shot Weapon Rules Cost

1 1 2 3 4 20 73 37 12” 120” 160” 2 0 Natural 3

SHOT ENGINE ARMOUR Armour+ C+A Hands Class Armour Rules

1 10 83 0 Natural

ENGINE RULES Rules

Oghu Shards

SHOT ENGINE OPTIONS Shot Engine Option Rules Cost

Wheels Engine gains the Wheeled (3”) trait; Cost is per engine 3
ABN-FTU-9400 - ?

War Engine
Shot Engine

Infantry
Shot Engine Crew

Gair
Spear

Oghu Thrower
Shot Engine

Uoghulom Champion

Oghurithne Engine Crew

Crude Cledem Sword

Oghu Thrower Engine

Oghu Stone Stone

Oghu Stone Stone Ancient Will: An oghu stone gives the bearer 1 absorb die with an absorb range of 3”, as well as the ‘Aura Parry’ rule upon all of his armour elements against sorcerous weapons or invocations.

War Engine
Shot Engine

Oghu Shard
Stone

Throw; 2” Stone Shard Crush Template; Mighty Shot; Oghu 
Shards; Vicious Damage

Great Oghu Shard Stone
Muster with (Oghurithne crew); Replace (Oghu Shard); 
Throw; 3” Stone Shard Crush Template; Mighty Shot; Oghu 
Shards; Vicious Damage

Wooden Frame
Construction

Ancient Will: After the Oghu Shard's crush template has been placed, note any point underneath its crush hole, called the Oghu Point. After the Oghulom's Shoot action has been resolved, leave an Oghu 
Shard marker so that the centre of its base is upon the Oghu Point. This Displaces any warriors underneath it regardless of size. The Oghu Shard marker is an immovable object and is has the Absorber trait, 
having 2 absorb dice and an absorb range of 8” from its base.
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