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FOMORAIC (BAALOR) MUSTER WENDLIST

Changes to the Fomoraic muster are recorded here.

Version

Change

v2.02

The cost of all sight invocations has been altered

The hunter noble option only gains the ‘marksman’ ability if the noble is a commander

The ice shard shot weapons of the shard beast and morain beast gain the ‘mighty shot’ and ‘vicious damage’ rule

Shard beasts now count as available miniatures

The focus range of all sorcerers has been reduced

The gaze damage and glance damage of the Eye of Baalor shot weapon of Belech and the scion of baalor have been reduced

The gaze damage and glance damage of the Eye of Baalor shot weapon artefact have been reduced

The gaze damage and glance damage of the Eye of Baalor shot weapon from the Helm of the Eye armour artefact have been reduced

Clarified fated invoked dice caused by the Ice Spikes invocation

Removed hunter of baalor as sworn unit options for an untain of baalor and tain of baalor

v2.03

Added the ‘camouflaged (snow)’ trait to the frost warrior, moraine warrior and capacx

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

v2.04

Clarified the Frost Banner artefact's maximum effects

v2.06

Clarified the Veins of Ice artefact so that it changes vigour to lively

Added a Sword of the Ice combat weapon to the warrior of Baalor profile

Added the “tactician’ ability to the Belech, scion of Baalor, Kraan, untain of Baalor, tain of Baalor and ultain of Baalor profiles

Ensured that scouting nobles cannot be the general

Added the ‘disciplined’ ability to a number of profiles

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

Slightly reduced the AUTHORITY of all humans

Removed the ‘fearless’ trait from most warriors except Belech, the scion of Baalor, Kraan and constructs.

Added the ‘stubborn’ trait to most warriors of Baalor and the ograx of Baalor profiles, including nobles of the same Kin.

Reduced the cost of noble shot weapon options

v2.07

Added sorcerous damage to Belech's gaze shot weapon

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




FOMORAIC (BAALOR) MUSTERING

version 2.07

FOMORAIC (BAALOR) HOST

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 5% of your host may be spent on artefacts.

host's realm cost artefact limit
50%+ 0 to 10%

Realm ‘ ‘ Compulsory Commands ‘ ‘ Host Commands ‘ ‘ Realm Commands
BAALOR Baalor Baalor Baalor Allied Reivers of the Eye Cursed Herd Far Thule
HOST || General Command || Command Contingent || Command Command Command
1 1 0-1+ 0-1+ 0-1+ 0-1+
Conand
Command
0-1

FOMORAIC (BAALOR) COMMANDS

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

Commander ‘ ‘ Sworn Box ‘ ‘ Pledge Box ‘ ‘ Petition Box
¥ Sworn s Pledged Petitioned
GENERAL'S o Companions g A
COMMAND L Unit L Unit L Unit
1 0-1 <| o1+ < 01+
Bind Units Bind Units Bind Units
without General's Sworn Pledged Influenced Petitioned
[ at least Unit Unit Warchief Unit
one command 1 < ‘ 0-1+ < 0-1 < ‘ 0-1+
Bind Units Bind Units Bind Units
any number of other Sworn Units Pledged Units Warchiefs Units
1 < 0-1+ < 0-1 < ‘ 0-1+
Bind Units Bind Units Bind Units
. Allied Commander's Allied Commander's Allied Commander's Allied Commander's
allied Sworn Unit Pledged Unit Influenced Warchief Petitioned Units
contingent
1 < 0-1 < 0-1 <] o1+
Bind Units Bind Units Bind Units
COM PANIONS Sorcerer Host Host Companions must have an AUTHORITY that is lower than or equal to the general's Sell-Sword
L Banner Bearer Herald AUTHORITY. The AUTHORITY of companions counts as 0 for COMMAND AUTHORITY
<ot Lot Jl-l ot P o1
' Sworn Pledged Influenced Petitioned
COMMANDER'S Commander p 9 n .
COMMAND | Unit [ Unit | Unit
1 1 <] 01+ <] 01+
[ Bind Units [ Bind Units Bind Units
A commander must choose a unit within his A commander may choose a unit within his pledge box to be one of his A commander may choose a unit within his petition box to be one of his
sworn box as his sworn unit. pledged units. petitioned units.
Optioned Optioned Optioned
with option Commander Sworn Unit Pledged Unit Petitioned Unit
1 1 <l 01+ <] o1+
‘ Bind Units ‘ Bind Units Bind Units

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

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 petition box as an optioned petitioned
unit in addition to any other petitioned units that are not on an option line.

option line.
with Restricted Restricted Restricted
restrictive Commander Sworn Unit Pledged Unit Petitioned Unit
option 1 1 < ‘ 0-1+ < ‘ 0-1+
Bind Units Bind Units

If a restrictive option has been purchased, a

- i~ If a restrictive sworn unit has been chosen, a commander may only choose If a restrictive sworn unit has been chosen, a commander may only choose
gop;?;:al?::;vri:#;tﬁ;?;z; l:;;; 22 :‘T::i:ﬂg:’: a unit on the same restrictive option line within his pledge box to be one of a unit on the same restrictive option line within his petition box to be one of
" his restricted pledged units. his restricted petitioned units.
sworn unit.
= P . Realm . .
Noble Unit If a unit is joined to a noble by a double line Unit If the realm is noted above the unlt‘ name, the
¢ ion warchiefs known as a noble path, that noble must be ni commander must be of that realm in order to
are indicated with 'CW’ | cw/ 0-1 < ‘ 0-1+ mustered within a command before the unit on < ‘ 0-1+ muster that unit in his command.
- - that path can be mustered. " .
MINIATU RE Unit Unit Unit A miniature's availability for a particular profile is shown by the colour of the unit box text on the muster chart.
AVAILABILITY L] If the text colour is black, that miniature is available from the Mierce Miniatures range and may be used in official Darklands battles.
n n-n n n-n n n-n 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.

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




FOMORAIC (BAALOR) UNIQUE COMMANDERS

One of each unique commander may be mustered in your host

‘ Commander ‘ ‘ Sworn Box ‘ ‘ Pledge Box ‘ ‘ Petition Box
Baalor [ Warrior Frost Warrior Frost Moraine any unit any unit any unit
BELECH of Baalor Warrior L of Baalor Warrior Warrior L Cursed Herd Reivers of the Eye Far Thule
0-1 0-1 19]  0-1+ 7] 0-1+ 3] 0-1+ <| o1+ < 01+ <| 01+
ﬂ [ Ograx of Baalor [ Moraine Warrior [ Ograx of Baalor [ Moraine Warrior
Moraine Hunter Ograx Shard any unit
Warrior of Baalor of Baalor Beast Conand
0-1 9] 01+ 0| 0-1+ 7] 01+ < 0-1+
Frost Ice Moraine
Chariot Chariot Beast
24| 0-1+ 7| 0-1+ 36 0-1+
Knight Rider Mammox
of Baalor of Baalor War Tower
19]  0-1+ 19]  o0-1+ 4“4 01
Baalor [ Warrior Warrior Hunter Knight Rider
KRAAN of Baalor L of Baalor L of Baalor of Baalor of Baalor
0-1 19 0-1+ 19 0-1+ 19 0-1+ 19 0-1+
ﬂ Ograx of Baalor Ograx of Baalor Moraine Wartior
. Knight Knight Rider Frost Frost Ice
as ”o‘ieggg" a’:;’ acx of Baalor of Baalor of Baalor Warrior Chariot Chariot
0-1 19]  0-1+ 9] 0-1+ 7] o0-1+ 4] 0-1+ 7] 0-1+
Moraine Warrior
Moraine Moraine Moraine
Warrior Sorcerer Beast
3] 01 26| 0-1 |ul[3s] o0-1
Ograx Shard Mammox
of Baalor Beast War Tower
0] 0-1+ 27| 0-1+ 4“4 041

Sell-Sword

[< IR




FOMORAIC (BAALOR) COMMANDERS

Any number of commanders may be mustered in your host

Commander ‘ ‘ Sworn Box ‘ ‘ Pledge Box ‘ ‘ Petition Box
Baalor | n = =
SCION Warrior Frost Warrior Frost Moraine any unit any unit any unit
of Baalor Warrior L of Baalor Warrior Warrior L Cursed Herd Reivers of the Eye Far Thule
OF BAALOR 0-1 0-1 ] 01+ 7] o-1+ 3] 01+ <l o1+ <] o1+ <] o1+
ﬂ Ograx of Baalor Moraine Warrior Ograx of Baalor Moraine Warrior
Moraine Hunter Ograx Shard any unit
Warrior of Baalor of Baalor Beast Conand
0-1 9] 01+ 0| 0-1+ 7] 01+ < 0-1+
Frost Ice Moraine
Chariot Chariot Beast
24| 0-1+ 7| 0-1+ 36| 0-1+
Knight Rider Mammox
of Baalor of Baalor War Tower
19]  0-1+ 19]  o0-1+ 4“4 01
Baalor — = =
UNTAIN Warrior Warrior Hunter Frost Ograx
of Baalor L of Baalor Ll of Baalor Warrior of Baalor
OF BAALOR 0-1 19 0-1+ 19]  0-1+ 7] 0-1+ 30 0-1
ﬂ Ograx of Baalor Ograx of Baalor Moraine Warrior
. Hunter Knight Rider
Bow ";',’,’:Ze Ice of Baalor of Baalor of Baalor
19| 0-1+ 9] o0-1+ 9] 0-1+
Rider Rider Frost Ice
as rider of Capacx of Baalor of Baalor Chariot Chariot
0-1 9] 0-1+ 24 0-1+ 7] 0-1+
. Knight Knight Rider
asrn :;'fg;gf ;:;’ acx of Baalor of Baalor of Baalor
0-1 19]  0-1+ 19 0-1+
. Frost Ice Frost Ice Moraine Moraine Moraine
as ‘Z’;gé’,:: r”%‘zde" Chariot Chariot Chariot Chariot Warrior Sorcerer Beast
0-1 0-1 2| 0-1+ 27| 0-1+ 3] 0-1+ %] 01 | 01
as engine leader Mammox Mammox Mammox Shard
of War War Tower War Tower War Tower Beast
Tower 1 #| 01 44 0-1 7 0-1+ <
Bazlor Frost Frost Moraine Moraine Moraine
WARLOCK LORD Warrior L Warrior L Warrior Sorcerer Beast
OF BAALOR 0-1 7] 0-1+ 3] 0-1+ % 0-1 3|  0-1
ﬂ Moraine Warrior Moraine Warrior H
Shard
Beast
7 0-1+
Baalor -
OGRAX OF Ograx Ograx Ograx Ograx Reiver | | Ograx Hunter
of Baalor L of Baalor L Ravager Reivers of the Eye Reivers of the Eye
BAALOR UNTAIN 0-1 0| 0-1+4 3] 01 %] 01+ 7] 01
id
as rider of Ograx Ograx Ograx Wreckelr lOgrax Wrecker
Srénocx or Ravager Ravager Reivers of the Eye Reivers of the Eye
Tarvocx 0-1 #] 01 37 0-1 37 0-1




I - -
'IP ;a; Ir‘ Warrior Warrior Hunter Frost Ograx
of Baalor L of Baalor L of Baalor Warrior of Baalor
OF BAALOR 0-1 19 0-1+ 1] 0-1+ 7] 0-1+ 30, 0-1
ﬂ Ograx of Baalor Ograx of Baalor Moraine Warrior
; Hunter Knight Rider
Bow :;fli-Ze Ice of Baalor of Baalor of Baalor
19]  0-1+ 9] 0-1+ 9] 0-1+
Rider Rider Frost Ice
as rider of Capacx| of Baalor of Baalor Chariot Chariot
0-1 19| 0-1+ 24| 0-1+ 7] 0-1+
ider of I Knight Knight Rider
asn :, re;;’ga g: acx of Baalor of Baalor of Baalor
0-1 19]  0-1+ 19| 0-1+
. Frost Ice Frost Ice Moraine Moraine Moraine
as i’;gézg r”f","tde’ Chariot Chariot Chariot Chariot Warrior Sorcerer Beast
0-1 0-1 2| 0-1+ 27| 0-1+ 13| 0-1+ %] 01 %] 01
4 Mammox Mammox Mammox
as engine leader =
of War War Tower War Tower War Tower ERIRAmE
Tower 1 44 0-1 44 0-1 0-1
Baalor = = n
CHAMPION Warrior Warrior Frost Ograx Ograx Reiver
of Baalor L of Baalor L Warrior of Baalor Reivers of the Eye
OF BAALOR 0-1 19 0-1+ 7] 01+ | [30] 01+ |[26] 0-1+
ﬂ Ograx of Baalor Ograx of Baalor Moraine Warrior
Ograx lOgrax Wrecker| Mammax
Ravager Reivers of the Eye Far Thule
43 0-1 7] 0-1 36|  0-1
Knight Knight Rider Knight Rider Srénax
as rider of Theracx of Baalor of Baalor of Baalor of Baalor of Baalor Far Thule
0-1 19|  0-1+ 19| 01+ 9] 01+ 9] 01+ 3| 0-1
Srénox
i Frost Ice Frost Ice Frost Ice Mallax
as ‘f,’;gé.’,;: r’;‘;""‘" Chariot Chariot Chariot Chariot Chariot Chariot Far Thule
0-1 0-1 2| 0-1+ 7| 0-1+ 2| 01+ 7] 01+ 0| 01
Mallox
as engine leader Mammox Mammox Mammox Walvax Sell-Sword
of War War Tower War Tower War Tower Far Thule
Tower 1 #| 01 #4011 % 01 0-1
v If.:.a [I.D\?[N [ Warrior Warrior Hunter Frost
of Baalor of Baalor of Baalor Warrior
OF BAALOR 0-1 1] o0-1+ ] o0-1+ 7| o0-1+
ﬂ Ograx of Baalor Ograx of Baalor Moraine Wartior
. Hunter Hunter Knight Rider
Bow :;fli-Ze Ice of Baalor of Baalor of Baalor of Baalor
0-1 19]  0-1+ 9] 01 9| 01
Rider Rider Frost Ice
as rider of Capacx| of Baalor of Baalor Chariot Chariot
s v 01 2] 01 7] 01
der of I Knight Knight Rider
asn :, re;;’ga g: acx of Baalor of Baalor of Baalor
0-1 19] 01 19  0-1
) Frost Ice Frost Ice
as i’;gézg r”f","tde’ Chariot Chariot Chariot Chariot
0-1 0-1 24| 01 27| 0-1
4 Mammox Mammox Mammox
as engine leader =
of War War Tower War Tower War Tower SRl HaEiE
Tower 1 44 ‘ 0-1 44 0-1 0-1
Baalor — -
Ograx Ograx Ograx Ograx Reiver | | Ograx Hunter
OGRAX OF
of Baalor of Baalor Ravager Reivers of the Eye Reivers of the Eye
BAALOR TAIN 0-1 0] 01+ a] o1 %] o1+ | |27 o1
Ll
as rider of Ograx Ograx Ograx Wrecker| lOgrax Wrecker|
Srénocx or Ravager Ravager Reivers of the Eye Reivers of the Eye
Tarvocx 0-1 s 01 7] 0-1 7] 0-1




FOMORAIC (BAALOR) SELL-SWORD COMMANDERS

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 Fomoraic Baalor generals or commanders

FOMORAIC (BAALOR) ALLIES

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

ALLIED Allied Allied Allied
COMMANDER || | SwornUnit | | | | Pledged Unit | | | [Petitioned Unit
1 0-1+ 0-1+
Bind Units Bind Units Bind Units




SPELLS OF THE ICE

ic (Baalor)

Sorcerers of the Fomoraic kindred, Baalor realm may muster as many invocations as they wish, host cost permitting, from the Fomoraic (Baalor) Invocation List below.

INVOCATION Power ‘ Min Rge ‘ Lth Rge ‘ Eff Rge ‘ Max Rge ‘ Damage* | Invocation Rules Cost
Armoured Marks: The Marked unit must contain warriors with at least one armour element of the class Worn or Borne.
S ecrete d Arm our Constant Effect: The Marked Unit becomes a Secreted unit. Each Marked warrior within the Secreted unit (a Secreted warrior) gains 1D10 Armour+ per invoked die to
the Armour+ value of any one armour element of the type Worn or Borne (now also called the Secreted Armour) and gains the Loathsome trait. The Secreted 7
Focus Armour must be of the same class and type for each Marked warrior where possible.
Rules: Once per Mark; Entire Mark; Mutable
Constant Effect: Marked unit becomes confused and slowed as well as Sighted D10”. Marked units with a FLIGHT attribute become grounded. Additionally, the
Blizzard Blind battle's current weather immediately changes to Snow until the end of the current battle hour, at which point it may change during the The Changing Weather 8
Focus subsection of the Battle Sequence as normal.
Rules: Once per Mark; Majority Mark; Mutable
Cold of the Deeps 32 Constant Effect: Each Marked warrior gains 1D10 cold effect tokens per invoked die. 7
Focus Rules: Once per Mark; Majority Mark; Cold Damage; Ignores Armour; Transient
Armed Marks: The Marked unit must contain warriors with at least one combat weapon or shot weapon of the class Natural or Borne.
Ice wea ons Constant Effect: The Marked Unit becomes an Iced unit. The Invoker must choose either the combat weapons or shot weapons of the Iced unit to become Iced
p weapons, but not both. Each Marked warrior within the Iced unit (a Iced warrior) gains 1D10 Weapon+ per invoked die to the Weapon+ value of any one Iced weapon 9
Focus of the type Natural or Borne which now also causes freeze damage. The Iced Weapon must be of the same class and type for each Marked warrior where possible.
Rules: Once per Mark; Entire Mark; Mutable
Shardlings 33 0" 6" | 30" | 40" 1 | cold Damage 5
Sight
Ice ?hhta rds 54 0" 0" 15" 18" 2 Cold Damage; Pierce 8
Ig|
Frost Shatter 63 2 Freeze Damage; Ignores Armour 5
Focus
Constant Effect: 1 freeze effect token is immediately added to the Marked unit per invoked die. Additionally, each Marked warrior becomes
. confused and slowed as well as Sighted D10"” until the Freezing Fog dissipates. If the Freezing Fog is not dissipated at the end of a battle
Freez|ng Fog 49 hour, the Marked unit gains one freeze effect token per warrior within the unit. Additionally, the battle's current weather immediately changes 8
Focus to Fog until the end of the current battle hour, at which point it may change during the The Changing Weather subsection of the Battle
Sequence as normal.
Rules: Once per Mark; Majority Mark; Freeze Damage; Ignores Armour; Unstable
Living Marks: The Marked warriors within the Marked unit must be enemy warriors with the Living trait.
Frozen Blood Immediate Effect: Each Different Mark within the Marked unit (that is within total focus range) must take a CONSTITUTION TEST, in this case a FREEZE TEST. If the 13
Focus FREEZE TEST is passed, that Different Mark suffers 1 wound per invoked die. If the FREEZE TEST is failed, that Different Mark suffers D10 wounds per invoked die.
Rules: Freeze Damage; Ignores Armour
Distinct Marks: The Mark must be a Distinct Marked warrior within the
Spear of Ice 72 0" 9" | 60" | 90" 2 Markedunt 13
Sight Rules: Cold Damage; Pierce
Marked Point: Marked point cannot be within a water terrain feature or upon a man-made terrain feature, and not within other Ice Spikes
effect terrain or any other type of effect terrain. When placed upon units, the Mark becomes the unit within the Ice Spikes with the highest
TEMPER value. Hoverers cannot be affected by the Ice Spikes invocation and so cannot become the Mark.
. 4" Ice Spikes Template: place the centre of the 4” Ice Spikes Template upon the Marked point. The Ice Spikes causes freeze damage to any
Ice SP|kes 83 terrain it is placed over. 16
Focus Immediate Effect: Each warrior within the Ice Spikes when it is placed must attempt to Avoid the amount of invoked dice rolled by the
Invoker. Fated invoked dice are applied to each unit within the Ice Spikes.
Future Effect: Each warrior within the Ice Spikes gains 1 freeze effect token and suffers 1 freeze damage at the end of every activation that
takes place during the battle hour.
Rules: Freeze Damage; Piercing; Ignores Armour; Permanent
Marked Point: Marked point cannot be within a man-made terrain feature, and not within any other type of effect terrain. When placed upon
units, the Mark becomes the unit within the Wall of Ice with the highest TEMPER value. Hoverers cannot be affected by the Wall of Ice
invocation and so cannot become the Mark.
10" Wall of Ice Template: place the centre of the 10” Wall of Ice area effect template upon the Marked point. The Wall of Ice counts as an
Wall of Ice 38 obstacle and is 1.5” high, and so has a block strength of 2. The Wall of Ice Displaces all warriors when it is placed, after any damage has been 9
Focus caused to them. If warriors within the Wall of Ice cannot be Displaced for some reason, they are immediately frozen and dead. The Wall of Ice
causes freeze damage to any terrain it is placed over.
Immediate Effect: Each enemy warrior within the Wall of Ice when it is placed must attempt to Avoid the amount of invoked dice rolled by
the Invoker.
Rules: Freeze Damage; Ignores Armour; Permanent
Moraine Bone Constant Effect: Tr_1e Marked_ Unit becomes a Morair_\e Boned_ unit: Each _Marked warrior_within the Morgine Boned unit (a Moraine Boned warrior) ga_ins 1!310
CONSTITUTION per invoked die and 1D10 MIGHT per invoked die. This can increase a Moraine Boned warrior's CONSTITUTION and MIGHT beyond their basic values. 11
Focus Rules: Once per Mark; Entire Mark; Mutable
For the purposes of the Spray action with the Frost Breath invocation, spray
Frost Breath 42 4" 1D 10 | shoot dice per warrior equal the amount of invoked dice. 7
Sight Rules: Spray; 4" Frost Spray Template; Cold Damage; Combat Invocation
Winter Comes Immediate Effect: The Marked point is any point on the battlefield. The battle's current weather immediately changes to Snow until the end of the current battle 5

Focus

hour, at which point it may change during the The Changing Weather subsection of the Battle Sequence as normal.




TOKENS OF THE ICE

Fomoraic (Baalor) Artefact List
Up to 10% of a Fomoraic (Baalor) host's cost may be spent on Tokens of the Ice.

Fomoraic (Baalor) nobles of mass 10 or less may muster any artefact as an artefact option except for brands, which may only be mustered as an artefact option by warriors of Beast privilege of any mass.

Mundane artefacts may be mustered by any vassal warrior of mass 10 or less. Jealous artefacts do not allow other artefacts to be mustered with them.

COMBAT WEAPON ARTEFACT Attack Dice Weapon+ | M+W AttRge | Charge+ M+W+Ch Damage* | Hands Class | Weapon Artefact Rules Cost

Goll's Bane
Sorcerous Sword
Vengeance is his

Equal 19 +19 1” 1 1 Borne
Equal 38 +38 1" 2 2 Borne

Focussed: the bearer of Goll's Bane gains the ‘focusser’ ability.
Expanded mind: the focus range of the bearer of Goll's Bane is increased by 2D10”, rolled for in the battle rolls step of the Joining Battle Sequence.
Scion only: only a Scion of Baalor may bear Goll's Bane.

Replace; Cold Damage; Grab 7+M

F tblad +1)2 16 +16 0.5" 1 1 Borne | Add or Replace; Hook; 16+M
1 I;?rcserous ?xe € 2|*[1 32 +32 0.5” 2 2 Borne | Freeze Damage Foot only
The Ice awaits Freezing: for each fated damage die caused by the Frostblade, 2D10 freeze tokens must be attached to the victim in addition to the normal 1.
Warriors only: Only warriors of the kin ‘Warrior of Baalor’ may bear the Frostblade.
Gift of the E +1)2)3 13 +13 0.5" 1 1 Borne | Add or Replace; Hook; Cold: 4+M
1 [ So‘r)csrous Aexe ye 3|+[1]2 26 +26 0.5” 2 2 Borne | Damage Foot only
Impervious Mighty: the bearer's MIGHT is increased by +4D10, rolled for in the battle rolls step of the Joining Battle Sequence.

Warriors only: Only warriors of the kin ‘Warrior of Baalor’ may bear the Gift of the Eye.

Irgoll's Bane

Sorcerous Sword
The favoured son

+1(2/3/4 26 +26 1” 2 1 Borne
4[+/1]2]3 52 +52 1" 3 2 Borne

Sorcerer's scourge: The bearer's animus is reduced by 1 to @ minimum of 1.
Scion only: only a Scion of Baalor may bear Irgoll's Bane.

Replace; Freeze Damage; Vicious Damage; Grab 9+M

Blade of Tar Mor

Sorcerous Sword
Imprisoner

+1(2/13/4 18 +18 0.5" 2 1 Borne | Add or Replace; Parry; Cold Damage (2) 7+M

Rooted: If an enemy warrior suffers a fated strike caused by the Blade of Tur Mér, he must immediately perform a CONSTITUTION TEST. If he fails, he is inmediately cold Crippled and entangled. Attach
as many extra cold effect tokens as necessary to signify that he is cold Crippled.
Warriors only: Only warriors of the kin ‘Warrior of Baalor’ may bear the Blade of Tur Mdr.

@

The Black Axes

Sorcerous Axes
Unsealed

. +1/2/3/4/5/6 21 +21 0.5" 1 2 Demie ggﬂ]gégeplace; Quick Strike; Hook; Freeze 54+M

Warriors only: Only warriors of the kin ‘Warrior of Baalor’ may bear The Black Axes.

Dunfrost
Sorcerous Mace
The ancient malevolence

+1]2 20 +20 0.5" 2 1 Borne Replace; Vicious Damage 7+M

Seeping Cold: enemy warriors within 2" of the bearer gain D5 cold effect token as soon as they Move within that 2”. Additionally, they will gain D5 cold effect token for each activation they remain within 2"
of the bearer afterwards, including enemy activations.
Warriors only: Only warriors of the kin ‘Warrior of Baalor’ may bear the Frostblade.

~

+1/2 23 +23 0.5" 1 1 Borne | Add or Replace; Parry; Cold Damage 8+M
1 Chlllblade g| It lies beneath: at any point in the bearer's activation or reactivation he may plunge the Chillblade into the ground at a point centred upon his base, called the chill point. Should he do so, all of the
Sorcerous Sword battlefield within 12” of the chill point (the chilled ground) becomes rough ground to all warriors that do not have the ‘frost blood’ trait and all enemy units within the chilled ground become Slowed and gain
The cold beneath +D5 cold effect tokens. The chilled ground remains until the end of the current battle hour. Water features within the chilled ground gain +D5 cold effect tokens.
Warriors only: Only warriors of the kin ‘Warrior of Baalor’ may bear the Chillblade.
D hard +1(2/13/4 18 +18 0.5” 1 1 Borne | add or Replace; Hook; 9+M
g)recgosus :: o|+(1(2(3 36 +36 0.5” 2 2 Borne Pierce; Freeze Damage Foot only
From the ice it came The frost within: the Deepshard can be used as the Ice Shard shot weapon below.
Warriors only: Only warriors of the kin ‘Warrior of Baalor’ may bear the Deepshard.
1
SHOT WEAPON Shoot Dice Weapon+ | M+W MinRge | LthRge | EffRge | Max Rge | Damage* | Hands Class Weapon Rules
Ece ShS? r:l D10 50 50 (V4 6" 18" 26" 1 0 Borne | Pierce; Freeze Damage
orcerous Shards
, Equal 32 +32 1” 2 1 Borne Replace; Mighty Strike; - 13+M
Fell Axe of Tar Beg Equal 64 +64 1" 3 2 Borne Cold Damage Foot only; Vicious
Sorcerous Axe 10 Damaae
Murderous and mighty Murderous: fated strikes caused by the Fell Axe of Tdr Beg against Pine Beasts, Een Beasts, Yew Beasts, Oak Beasts, Root Beasts and Stump Beasts are doubled.
Ograx only: Only warriors of the kin ‘Ograx of Baalor’ may bear the Fell Axe of Tur Beg.
SHOT WEAPON ARTEFACT Shoot Dice Weapon+ | M+W MinRge LthRge | EffRge | MaxRge Wound* | Hands Class | Shot Weapon Artefact Rules Cost
Frostbone Bow +/1(2/3/4 12 +12 0” 9” 48" 62" 1 2 Borne | Replace; Cold Damage 14+M
1 1
- gg;girz?ihseo:oken The pain of cold: If the bearer of the Frostbone bow causes a fated shot against an enemy warrior, that enemy warrior immediately becomes a cold Crippled warrior and gains cold effect tokens equal to his
X mass.
. Bow of the Eye 5 +1/2 14 +14 0" 9” 36" 60" 2 2 Borne | Replace; Distinct Shot 6+M
Sorcerous Bow
The wilting glare Mind Seeker: Shoot actions with the Bow of the Eye have a shoot modifier of -1 per 20 TEMPER of the Target, to a minimum of 1.
Ice Shard 1/2/3+ mass 30 +30 0" 9” 26" 36" 1 1 Natural | Pierce; Freeze Damage 7+M
1 i 3
Spike
Born of the ice The cold beneath: If the bearer of Ice Shard does not Move in the current activation, the shoot dice of the Ice Shard is doubled.
. Shard Arrows Equal - - - - - - 1 - - Add; Muster with (Bow); Pierce; Freeze Damage 5
Arrows G
The ice preserves all Shattering Shots: for each fated shot die from the Shard Arrows, roll a D5; that is the amount of extra shot dice for that Shoot action caused by the Shard Arrows shattering on impact.
" " " " Add; Move and Shoot; Ride and Shoot;
Frost Axes 1/2/34/5/6 11 +11 0 3 12 15 1 1 Bome 12 gt o) 4+M
1 i 5
Sorcerous Throwing Axes Unseen: Enemy evades have a modifier of +2 against the Frost Axes.
Ice-bound Warriors only: Only warriors of the kin ‘Warrior of Baalor’ may bear this shot weapon artefact.
Bow of Baalor +1(2/13/4 18 +18 0” 9” 48" 62" 2 2 Borne | Add or Replace; Pierce; Freeze Damage 10+M
1 6
Sorcerous Bow
Wrought of the Ice itself Frozen to the Bone: any enemy damaged by the Bow of Baalor becomes Slowed.
” Combat Shot Weapon; Spray; 6” Frost Spray
) Frost Breath , 112/3/4 12 +12 6 1 0 e Template; Freeze Dan;age ' 12+M
T Ig"efa$ bo Freezing: freeze continuous effect tokens are attached to enemy units on the roll of an 8 and a 9 on the shot dice and on the roll of a 1 and 0 on the evade dice. This occurs irregardless of comparative SKILL
e cold of the bones BANDS.
Black Bow of Rocail +1/2 33 +33 0" 9” 60" 72" 2 2 Borne | Replace; Cold Damage; Vicious Damage 9+M
1 8
Bow
Strength unbound For the Mighty: only warriors with a MIGHT attribute of 40 or more may bear this weapon.
~ _ _ _ _ _ Add; Muster with (Bow); Shots (3); Cold
Equal - 1 Borne (1(2/3 EETEED 12
. The cold seeps from below: the bearer may perform a Shoot action with the Thorns of Winter against any point on the battlefield (called the wintered point) within maximum range; the SKILL of the
Thorns Of WI nter wintered point counts as 0-9 for shoot value purposes. Should the bearer cause any kind of shot die, a wintered ground circle of 3" in diameter - centred on the wintered point - must be placed. For each
1 9

Sorcerous Arrows
The herald of the coming doom

fated shot caused by the Thorns of Winter against the wintered point, the diameter of the wintered ground grows by 3”. The wintered ground remains until the end of the current battle hour. Additionally, the
battle's current weather immediately changes to Snow until the end of the current battle hour, at which point it may change during the The Changing Weather subsection of the Battle Sequence as normal.
Wintered ground: The wintered ground counts as rough ground to all warriors that do not have the ‘frost blood’ trait and all enemy units within the wintered ground become Slowed and gain +D5 cold effect
tokens. Water features within the wintered ground gain +D5 cold effect tokens. If there are any area effect templates that cause fire damage or hellfire damage completely within the wintered ground, they
are immediately dissipated. If they are partially within the wintered ground, roll a D10; an even roll dissipates the templates, whereas an odd roll does not.

Thorns of Frost
Sorcerous Arrows
Frozen death awaits

Add; Muster with (Bow); Shots (3); Cold 11
Damage

Freezing Frost: the bearer may perform a Shoot action with the Thorns of Frost against any point on the battlefield (called the frosted point) within maximum range; the SKILL of the frosted point counts
10| @s 0-9 for shoot value purposes. Should the bearer cause any kind of shot die, all units within 24" of the frosted point that do not have the ‘frost blood" trait become Slowed until the end of the current battle
hour and gain +D5 cold effect tokens. All units within 24" of the frosted point become sighted D10” and unseen D10” (roll one D10 and apply the same result for both) until the end of the current battle hour.
All flying warriors within 24" of the frost point become grounded until the end of the current battle hour and Circling warriors must immediately Land involuntarily and become grounded until the end of the
current battle hour. Additionally, the battle's current weather immediately changes to Fog until the end of the current battle hour, at which point it may change during the The Changing Weather subsection
of the Battle Sequence as normal.

Equal - - - - - = 1 - Borne [1/2|3




Weapon Coating Artefact Rules Class Cost
g
Frost 1| Rules: Add; Cold Damage; Mundane Artefact Borne 1
Weapon Coating
Ice 2| Rules: Add; Freeze Damage; Mundane Artefact Borne 2
Weapon Coating
ARMOUR ARTEFACT Armour+ C+A Hands Class | Armour Artefact Rules Cost
Helm of the Tower 13 +13 0 Worn Add or Replace 5+M
Sorcerous Helmet Sight unbound: the wearer gains the ‘Allseeing’ trait, can never become unsighted under any circumstances and can always claim line of sight to an enemy regardless of intervening warriors.
The Eye sees all Warriors only: Only warriors of the kin ‘Warrior of Baalor’ may wear this armour artefact.
Black Armour of Mordaan 44 ‘ +44 ‘ ‘ 0 ‘ o ‘ Regla T ‘ 9+M
1
Sorcerous Heavy Armour Heavy: Only warriors with a MIGHT of 40 or more may wear this armour artefact.
Forged in the heart of Toraigh Warriors only: Only warriors of the kin ‘Warrior of Baalor’ may wear this armour artefact.
Frostplate 27 +27 ‘ 0 ‘ Worn Replace; Aura Parry ‘ 15+M
3
Sorcerous Heavy Armour Frosted: An enemy warrior that causes a fated strike against the wearer of Frostplate instantly gains +2D10 freeze tokens. Roll 2D10 for each fated strike.
Freezing to the touch Warriors only: Only warriors of the kin ‘Warrior of Baalor’ may wear this armour artefact.
Shield of Rachlainn 14 +14 ‘ ‘ 1 ‘ Bome | Add or Replace; Shieldwall; Parry ‘ 6+M
Sorcerous Shield Snowblind: the bearer of the Shield of Rachlainn gains a -2 evade and sight avoid modifier and the ‘aura parry’ rule when evading and sight avoiding.
The gift of Bagna Warriors only: Only warriors of the kin ‘Warrior of Baalor’ may wear this armour artefact.
The White Eye 5 ‘ +5 ‘ 0 ‘ Worn ‘ Add; Mundane Artefact ‘ 1+M
Sorcerous Armour Emblem B
Served by all Favoured of Baalor: the bearer of the White Eye emblem gains a -1 parry modifier.
Helm Of the Eye 9 +9 ‘ 0 ‘ Worn ‘ Add or Replace ‘ 11+M
Sorcerous Helmet Mighty: The wearer of the Helm of the Eye gains the Eye of Baalor shot weapon below.
The gaze falls Warriors only: Only warriors of the kin ‘Warrior of Baalor’ may wear this armour artefact.
SHOT WEAPON Shoot Dice GzDmg | GIDmg @ MinRge | LthRge | EffRge | MaxRge | Damage* | Hands Class | Weapon Rules
Eye of Baalor 12 2D5 1D5 0" 0" 12" 15" 1 0 Worn Freeze Damage
Sorcerous Gaze
Moraine Armour 32 +32 ‘ ‘ 0 ‘ Worn ‘ Replace ‘ 9+M
Sorcerous Heavy Armour 7
Armour of the cold rock Impenetrable: The wearer of the Moraine armour gains a -2 parry, evade and sight avoid modifier.
Shard Shield . 22 +22 ‘ 1 ‘ Borne ‘ Add or Replace; Shieldwall; Parry ‘ 7+M
Sorcerous Shield
Ice-spiked Spiked: enemy warriors that Charge the bearer of the Shard Shield suffer D5 impact strikes at the bearer's MIGHT.
i ‘ 24 ‘ +24 ‘ ‘ 0 ‘ Worn ‘Add 3+M
Barding of the Ice mount mass
Sorcerous Heavy Barding 9| Light: the wearer of the Barding of the Ice gains +1 PACE.
The beasts are Baalor's Mounts of warriors only: Only the mounts of warriors of the kin ‘Warrior of Baalor’ may wear this armour artefact, although it counts as an artefact of the rider.
Ardent riders: Should the wearer of the Barding of the Ice be an ardent mount, the rider gains +12 Armour+ to his COMBINED CONSTITUTION.
A Add or Replace; Shieldwall; Parry; Resistant
Frossth_suleld 10l ‘ 13 ‘ +13 ‘ ‘ 1 ‘ i (Fire, Hellfire); Mundane Artefact ‘ 1
iel
Made of the ice itself Warriors only: Only warriors of the kin ‘Warrior of Baalor’ may bear this armour artefact.
ARTEFACT BANNER Artefact Banner Rules Cost
. The wind commands: Living enemy warriors with a FLIGHT attribute (now called winded flyers) that Land within 12" of a noble bearing the Wailing Skull trophy rack must immediately
wa|||ng Skull perform an involuntary Fly Move (which is a Shift Move) 2D10” directly away from the bearer and then Land, or Soar into the sky. Winded flyers, if they Land amongst a unit, must Displace 13+M
Sorcerous Trophy Rack anything beneath them. If they cannot, they are destroyed. Once the winded flyer has Landed, it becomes confused and grounded until the end of the current battle hour.
Any noble: the Wailing Skull may be borne by any noble, not just a banner bearer.
Immortality awaits: D5 cold effect tokens are added to any enemy unit within host banner range of the Frost Banner. This occurs whenever the Frost Banner comes within host banner range
of a unit and then at the end of the battle hour, immediately before continuous effects are Quelled (meaning, the maximum cold tokens a unit can suffer from the Frost Banner in any one battle
x ¥ 6+M
Sorcerous Banner hour is 2D5).
Host Banner Bearer: only a Host Banner Bearer may bear this banner artefact.
Mark of Baalor 3| Baalor's Favoured: the bearer of the Mark of Baalor, and any unit he has Joined, gain a -1 parry, evade and avoid modifier. 11+M
Sorcerous Banner Emblem
Banner Of the Tower 4| Baalor's Best: the bearer of the Banner of the Tower, and any unit he has Joined, increase the attack dice of their primary combat weapon by +1. 9+M
Sorcerous Banner
Baalor's Prizes Skulls of the fallen: a noble bearing Baalor's Prizes gains the ‘fearsome’ trait and +D5 to their combat mass. 54+M
Sorcerous Trophy Rack Any noble: Baalor's Prizes may be borne by any noble, not just a banner bearer.
Whlte Banner 6| Battle Born: the White Banner increases the combat mass of the bearer (and any unit he has Joined) by +2D10. Roll for this in the battle rolls step of the Joining Battle Sequence. 12+M
Banner
iai ( 0 Baalor is Watching: the host banner range of a banner with the Sigil of Ttr Mér emblem is increased by 2D10”, rolled for in the battle rolls step of the Joining Battle Sequence.
1g1 ur r 7 8+M
Sorcerous Banner Emblem Host Banner Bearer: only a Host Banner Bearer may bear this banner artefact.
The Eye in the Ice o | Baalor's Gaze: The bearer of the Eye of the Ice gains the Eye of Baalor shot weapon below.
Sorcerous Finial Host Banner Bearer: only a Host Banner Bearer may bear this banner artefact.
Shoot Dice Gz Dmg Gl Dmg Min Rge | Lth Rge Eff Rge | Max Rge Damage* Hands Class Weapon Rules
10+M
Eye of Baalor 123 2D5 1D5 0" 0" 12" 18" 1 0 Worn Freeze Damage
Sorcerous Gaze
Ma;)ltle oFf Ilce 9| Shrouded with ice: the bearer and any unit he has Joined gains +2D10 Armour+ to their primary armour element, rolled for in the battle rolls step of the Joining Battle Sequence. 6+M
rcerous Finial
tormclouds roll: the bearer and any unit he has Joined is unseen D10”. Additionally, in the Changing Weather step of the An Hour Passes Sequence, the changing weather roll is modified by
Iq r 10S louds roll: the b d it he h ined i 10", Additionally, in the Changi hy f the S he changil h Il is modified by 8+M
Sorcerous Banner -D5 and the current wind strength roll is modified by +1.




ARTEFACT INSTRUMENT Artefact Instrument Rules Cost
1 Doom of Baalor 1| He is waiting: after the Doom of Baalor is played, the closest D5 enemy units within host instrument range to the bearer instantly become shaken. 6
Tune
q Horn of Toraigh For Baalor!: Warriors that are Inspired by a herald bearing the Horn of Toraigh may re-roll miss dice in combat until the end of the current battle hour. 114+M
Sorcerous Instrument Host Herald: the Horn of Toraigh may only be borne by a host herald.
1 Frostcry 3| Horn of cold: after a successful Inspire action performed by the bearer of Frostcry, any cold tokens within 12" of the bearer immediately turn into freeze tokens. 8+M
Sorcerous Instrument
1 Black Bell of T[']r M(')r 4| Weary doom: one enemy unit tr)at fgils its DREAD TEST caused by the bearer's Daunt action must - instead of changing its heart state - change its vigour state to weary. 114+M
Sorcerous Instrument Host Herald: the Black Bell of Tdr Mér may only be borne by a host herald.
1 Call oi the Ice 5| Baalor commands: If the bearer successfully Inspires a unit and plays the Call of the Ice tune, that unit immediately becomes exulted regardless of its current heart state. 2
une
Cethlenn's Horn 0 | ' . . — R
1 6| Portent of ruin: enemy units that fail a DREAD TEST caused by the bearer's Daunt action must - instead of changing their heart state - perform a Panic reaction. 8+M
Sorcerous Instrument
1 FOI‘ thTe Fomor 7| Baalor demands: after the For the Fomor tune is played, friendly units within host instrument range of the bearer increase their PACE by +1 for the remainder of the battle hour. 5
une
1 Veins of Ice 8 The ice within commands: If the wearer successfully Inspires a unit with the ‘frost blood” trait and plays the Veins of Ice tune, that unit immediately becomes lively if it was weary or alert. If 13
Sorcerous Tune the unit is already lively, it may immediately perform an embedded Walk action (which can be an Engagement action) after which its vigour remains lively.
a Windhorn 9 The power of the wind: after a successful Inspire action performed by the bearer, he may call upon the power of the wind, which increases the current wind strength by D5 and changes the 3+M
Sorcerous Instrument wind direction to be in line with the bearer.
M = H Master of the ice: after a successful Inspire action performed by the bearer, one unit of either Frost Warriors, Moraine Warriors, Shard Beasts or Moraine Beasts (called the moraine unit) gain
1 oraine rorn 10| D10 WOUNDS as the moraine, borne upon the glacial winds of the great ice sheet, is hurled into them. Additionally, if there are any enemy units engaged with or beset by the moraine unit, they 16+M
Sorcerous Instrument suffer D5 damage (distributed randomly) thanks to the rock and ice shattering upon them.
TALISMAN ARTEFACT Talisman Artefact Rules Class Cost
Shrouded: at any point in the bearer's activation or reactivation he may break the Shard of Tor Ban. Should he do so, the focus range of every Sorcerer on the battlefield that does not
1 Shard of Tor Ban 4 | have the *frost blood" trait is reduced to D5” until the end of the current battle hour. Roll for each Sorcerer separately. Additionally, all area effect templates in play that do not cause BaiD 124+M
Sorcerous Belt-Hung Shard freeze damage are removed from the battlefield, including permanent ones, and all effect tokens are removed from the battlefield that are not cold effects or freeze effects.
Rules: Add; One Use Only
Scars of Baalor Branded: the wearer of the Scars of Baalor gains a -1 parry, evade and avoid modifier.
1 Rules: Add Worn 6+M
Sorcerous Scar Less
Bone of Indech Warded: the wearer gains the ‘resistant (all effect damage)’ trait.
1 3 Worn 9+M
Sorcerous Pendant Rules: Add or Replace
BI- d- E Snowblind: Any enemy warrior performing an Attack action against the wearer of the Blinding Eye must perform a SKILL TEST. If he passes, he may Attack the bearer as normal. If
1 in Ing ye 4| he fails, he immediately becomes unsighted. Worn 12+M
Sorcerous Pendant Rules: Add or Replace
Tooth of Cethlenn Crooked protection: The bearer of the Tooth of Cethlenn gains the ‘aura parry’ rule on all of his armour elements.
1 5 . Worn 5+M
Sorcerous Pendant Rules: Add or Replace
Crystal of Bir(’)g Drawn in energy: Enemy warriors attempting to Invoke against the bearer of the Crystal of Birdg do so with a +1 invoke modifier and cannot gain fated invokes against him.
1 6 Worn 4+M
Sorcerous Pendant Rules: Add or Replace
= Shrouded: the wearer of the Mantle of Winter becomes Unseen D10”. Roll for this in the battle rolls step of the Joining Battle Sequence.
1 Mantle Of WI nter 7| Warriors only: Only warriors of the kin ‘Warrior of Baalor’ may wear this talisman artefact. Worn 3+M
Sorcerous Cloak Rules: Add
The Black Gem From the void: should the wearer die, The Black Gem activates and immediately causes 2D10 WOUNDS against the enemy that killed him.
1 i Ak Worn 12+M
Sorcerous Ring ules: Add; One Use Only
GI P | E Barrier of Cold: the bearer of the Glacier's Eye may take any cold effect tokens or freeze effect tokens attached to any or all enemy units within 12" to use as one earth die (per cold
1 acier's ye 9| token) or two earth dice (per freeze token) when performing an Earth reaction. The cold and freeze tokens are discarded once taken. Worn 4+M
Sorcerous Pendant Rules: Add or Replace
F t G The Eye Commands: during an Farth reaction, as long as the bearer of the Frost Gyre rolls one or more earth dice, the bearer may remove all of the invoked dice rolled by the enemy
1 ros yre 10| Sorcerer that are of an odd number, making them dissipated dice, before he swaps any earth dice. The bearer can thus remove fated invoked dice. Worn 14+M
Sorcerous Pendant Rules: Add or Replace
ENCHANTED ARTEFACT Enchanted Artefact Rules Class Cost
H A}
SCIon S Eye 1| Warriors only: Only warriors of the kin ‘Warrior of Baalor’ may wear this enchanted artefact. Borne
Sorcerous Pendant
SHOT WEAPON Shoot Dice GzDmg | GIDmg | MinRge | LthRge | EffRge @ MaxRge | Damage* Hands Class | Weapon Rules
1 20+M
Eye of Baalor 12 2D10 1D5 0" 0” 12" 19” 1 0 Worn Freeze Damage
Sorcerous Eye
TT
. Black Staff of Toraigh | Tendrils of the Ice: the bearer gains +D5 invoke dice to use with any invocation he can normally create, but reduces his PACE by -1. Roll each time an Invoke action is performed. Borne 11+M
Sorcerous Staff Rules: Replace
1 Crown of Tﬂr Mér 3 Crown of the Throne: The bearer of the Crown of Tur Mér, which must be the host's general, may muster two sworn units in his command instead of the usual one. Bais 74+M
Sorcerous Crown Rules: Add
= Iced Hand: the bearer gains the Shardlings invocation, which counts as a slaved invocation and so does not add to the bearer's animus. The bearer uses his own TEMPER for the
1 Gift of the Ice 4| purposes of Invoking. Natural 5
Sorcerous Hand Rules: Add
1 Mask of Morc 5 Boon of the ancients: The bearer of the Mask of Morc gains the ‘focal mind’ trait. BaiD 19
Sorcerous Belt-Hung Skull Rule: Add
Glacial Demand (command action): the bearer may throw the Moraine Sliver anywhere on the battlefield within 6” of the sight arc of his base, called the moraine point,
whereupon a Moraine Warrior, Shard Beast or Moraine Beast may appear.
Demanded Warrior: The bearer does not know what kind of warrior the Moraine Sliver will call and so after he has declared the moraine point he must roll a D100, called the
moraine roll. The following warrior(s) will appear immediately upon the result of the moraine roll:
. . 0-59: 2D5 Moraine Warriors; 60-89: D5 Shard Beasts; 90-99: 1 Moraine Beast.
1 Moraine S||ver 6 Placing the Demanded Warrior: Place the exact centre of the Demanded Warrior miniatures' bases on the demand point; any warriors that would lie under this base must be B 194+M
Sorcerous Belt-Hung Shard Displaced the minimum distance so that they lie outside of the footprint of the Demanded Warrior's bases immediately. If the bearer's player does not have all of the appropriate
Demanded Warrior miniatures, those Demanded Warriors cannot be called. A Demanded Warrior is lively when it is first placed, placed in the bearer's command and is under the same
orders as that command's commander. The Demanded Warrior counts as a friendly unit (and thus part of the bearer's host). The Demanded Warriors, if killed, cost their usual silver
when mustered for the purposes of calculating the Butcher's Bill. A Demanded Warrior, if it is dead, does not count as a dead warrior when making a RAVAGED TEST. The bearer
cannot control the Demanded Warriors of another player.
Rules: One use only; Add
D ht f th D Glacial Meltwater: at any point in the bearer's activation, he may drink the Draught of the Deeps. Should he do so, he immediately gains +4D10 MIGHT and +4D10 CONSTITUTION
1 raug O € DEEPS ;| ntil the end of the battle hour. Roll for MIGHT and CONSTITUTION separately. This can increase his attributes beyond their base value. Worn 12+M
Sorcerous Belt-Hung Potion Rules: One use only; Add
Shadow Rin The glacial shadow: As long as he is the general or a commander, the wearer of the Shadow Ring gains D5 wary tokens in addition to those he may already have, rolled for in the
1 r g 8| battle rolls step of the Joining Battle Sequence. Worn 5+M
Sorcerous Ring Rules: Add or Replace
1 Winter's Breath 9 Winter is with us: at the start of the battle, the bearer may increase the snow covering on the battlefield to 36” x 36”. Additionally, a weather modifier of +D5 must be added to the Natural 74+M
Sorcerous Breath weather roll's result irregardless of who is making the roll.
1 sceptre Of Baalor 10| Overlord: The bearer of the Sceptre of Baalor, which must be the general or a commander, gains the ‘overlord (Reivers of the Eye, Far Thule, Cursed Herd)' ability. Worn 5+M

Sorcerous Sceptre




BRAND ARTEFACT Artefact Rules Class Cost
Tracker's Brand Flankers: Warriors with the Tracker's Brand have a -2D10 modifier to their FLANK TESTS. Natural 1
Brand Rules: Mundane Artefact
Murderous Beasts: the bearer of the Mark of Gabhla increases the attack dice of a combat weapon of the type 'Bite' by D5.
ark or Ga a Natural | 5+UM
Sorcerous Brand Mounted only: Only the mounts of warriors of the kin ‘Warrior of Baalor’ may wear this brand, and it counts as an artefact of the rider as well as the mount.
wa rborn 3| Born for battle: the bearer of the Warborn brand gains the ‘fearless’ trait and has a -1 strike modifier. Natural 2+UM
Sorcerous Brand
Ice BIOOd 4| Glacial veins: the bearer of the Ice Blood brand gains freeze damage upon its primary combat weapon and cold damage upon all of its other combat weapons. Natural 4+UM
Sorcerous Brand
Brand of Baalor Mark of the Eye: The bearer of the Brand of Baalor gains the ‘fearless’ trait and +2D10 SKILL, rolled for in the battle rolls step of the Joining Battle Sequence. |
Sorcerous Brand Rules: Mundane Artefact Reius 2+UM
Swift: the bearers of the Brand of Cethlenn increase their PACE by +2. If the bearers are draught animals, the PACE of their engine is increased by +1.
Brand °f cethlenn Mounted only: Only the mounts or draught animals of warriors of the kin ‘Warrior of Baalor’ may wear thEs brand. Natural 3
Sorcerous Brand Rules: Mundane artefact
Frostburn 7| Born of the Ice: the bearer, which must have the Solitary sublcass, gains the Breath of Ice spray shot weapon as shown below. Natural
Sorcerous Brand
SHOT WEAPON Shoot Dice Weapon+ | M+W MinRge LthRge | EffRge | MaxRge Damage* = Hands Class | Weapon Rules 8+M
Breatsh of Ice 12(3 30 +30 8” 1 0 Natural | Spray; 8” Frost Spray Template; Freeze Damage
pray
[TT
Whit eh orn Gorers: the bearer of the Whitehorn brand gains +D5 attack dice on any of its combat weapons of the type ‘tusk’. Roll for each weapon separately, in the battle rolls step of the
8| Joining Battle Sequence. Natural 2+UM
Sorcerous Brand Warrior of Burden: the bearer of the Whitehorn brand must be a draught animal and its crew must be of the kin ‘Warrior of Baalor’.
Scars of the Eye Battle hardened: Warriors with the Scars of the Eye brand gain the ‘tough’ trait.
3 Natural 1
Brand Rules: Mundane Artefact
The Ice revives: if the bearer of the Frozen Bone brand Moves to within 6” of an enemy unit that has freeze or cold effect tokens attached to it, it may immediately take those tokens
Frozen Bone 10| @nd increase its WOUNDS. For each freeze token, increase the bearer's WOUNDS by 2. For each cold token, increase the bearer's WOUNDS by 1. This cannot increase the bearer's Natural 9+UM
Sorcerous Brand WOUNDS beyond its basic value. Discard the effect tokens after they have been taken. The bearer may only increase its WOUNDS in this manner once per battle hour.
Moraine and beast: the Frozen Bone brand may be applied to constructs as well as beasts.




BELECH

BEL-ekh
Kindred Realm Kin Class Privilege Acuity Ubiquity Hands Un|t15|ze Cost
Fomoraic Baalor Scion of Baalor Warlord Noble Elite Unique + Legendary + Mass Base Size ‘ 223
Rare 80mm ‘
BELECH Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate; Loathsome; Tough;
Jnsensate Losthn 6 87 73 62 32 96 98 86
Abilities Amphibious; Augurer; Bulk Charger; Disciplined; Earther; Sorcerer [Spells of the Ice] (3); Tactician; Overlord Focus Range: 19"
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 Earth Dice: | 1/2/3/4|5/6
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W-+Ch Damage*  Hands Class | Weapon Rules
) 1/2/3/4/5/6/7/8/9 18 91 2" 1 1 Borne Blade of Ancient Ice Artefact; Agony of Cold; Ignores Armour;
1 Blade of Ancient Ice 112/3/4/5/6|7/8 36 109 2 2 2 Borne | Freeze Damage; Grab
Sorcerous Sword
Agony of Cold: any fated strike caused by the Ice Blade to any non-Baalor warrior becomes two fated strikes immediately.
SHOT WEAPON Shoot Dice GzDmg | GIDmg MinRge | LthRge | EffRge | MaxRge Damage* Hands Class | Gaze Weapon Rules
1 Eye of Baalor 12]3 3D5 1D5 0” 0” 12" 30" 1 0 Natural | Gaze; Freeze Damage; Sorcerous Damage
Sorcerous Gaze
ARMOUR Armour+ C+A Hands Class | Armour Rules
2 Encrusted Chitin 23 85 0 Natural
Heavy Armour
ARTEFACTS Artefact Rules

1

Blade of Ancient Ice

Sorcerous Sword

1/2/3/4|5/6|7 8|9 10/ The Power of the Ice: After Belech has activated, and before any actions are performed, roll 2D10 (called the Ice Power roll) - the result of which is the amount of power (also
called Ice Power) drawn into the Ice Blade that hour. Belech may use one point of the Ice Blade's Ice Power to either increase the Power value of an invocation by one point or to

11/12|13|14/15|16/1718 increase his focus range or the range of an invocation by 1”.

WARRIOR RULES

Warrior Rules

The Ice Below

Frozen Power: Belech's Earth Dice are 6 when he is upon snow covering and 2 when he is not.

FMR-BLR-0001 - Belech

SCION OF BAALOR

SEYE-on of BAL-or
. . - . I Hands Unit Size
Kindred Realm Kin Class Privilege Acuity Ub Y ! 1 1z Cost
. : . Mass Base Size
Fomoraic Baalor Scion of Baalor Warlord Noble Elite Rare 80mn:z | 172
SCION OF BAALOR Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate; Loathsome; Fearless;
T b 6 81 66 54 29 92 95 82
Abilities Amphibious; Bulk Charger; Disciplined; Earther; Sorcerer [Spells of the Ice] (2); Tactician; Overlord Focus Range: 16”
Wound Track 1]2(3|45|6|7 |89 10[11/1213|14|15/16/17|18|19|20 21|22|23|24|25|26 27 28|29, Earth Dice: | 1/2/3/4|5|6
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W+Ch Damage* | Hands Class | Weapon Rules
1 Ice Blade 112/314/5/6/7/8 15 81 2" 1 1 Borne | 1ce Blade Artefact; Ignores Armour; Freeze Damage;
Sorcerous Sword 12/3/1456/7 30 96 2" 2 2 Borne Sorcerous Damage; Grab
SHOT WEAPON Shoot Dice GzDmg | GIDmg MinRge | LthRge | EffRge | MaxRge Damage* Hands Class | Gaze Weapon Rules
1 EYS of Bgalor 12 2D5 1D5 0” 0” 12" 30" 1 0 Natural | Gaze; Freeze Damage; Sorcerous Damage
orcerous Gaze
ARMOUR Armour+ C+A Hands Class | Armour Rules
q Encrusted Chitin 27 76 0 Natural
Heavy Armour
ARTEFACTS Artefact Rules
The Power of the Ice: After the Scion of Baalor has activated, and before any actions are performed, roll 1D10 (called the Ice Power roll) - the result of which is the amount of
Ice Blad
1 ce ade 1(2/3/4(5/6/7/8/9 power (also called Ice Power) drawn into the Ice Blade that hour. The Scion of Baalor may use one point of the Ice Blade's Ice Power to either increase the Power value of an
Sorcerous Sword invocation by one point or to increase his focus range or the range of an invocation by 1”.
WARRIOR RULES Warrior Rules

The Ice Below

Frozen Power: a Scion of Baalor's Earth Dice are 6 when he is upon snow covering and 1 when he is not.

FMR-BLR-0001 - Belech




KRAAN

Kindred Realm

Hands Unit Size

Sorcerous Barding
From the blood of a Fiorfomor forged

Barding of the Eye: All parries using the Barding of the Eye are easy parries.

Kin Class Privilege Acuity Ubiquity 2 1 Cost
. N . . Mass Base Size \
Fomoraic Baalor Warrior of Baalor Warlord Noble Elite Unique + Rare 1 30mm ‘ 102
KRAAN Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate; Fearless 5 97 49 42 8 88 83 29
Abilities Disciplined; Shieldwall; Tactician
Wound Track 1/2/3/4|5/6|7 8|9 1011
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W+Ch Damage* | Hands Class | Weapon Rules
Axe of the Eye 112/314/5/6|7/8 13 62 1” 2 1 Borne | Hook; Ignores Armour; Axe of the Eye; Cold Damage;
! Sorcerous Axe 1/2{3]4/5/6|7 26 75 1” 3 2 Borne | Sorcerous Damage
From the blood of a Fiorfomor forged Axe of the Eye: All parries against the Axe of the Eye are difficult parries.
ARMOUR Armour+ C+A Hands Class Armour Rules
Armour of the Eye 25 67 0 Worn Ignores Weapons; Armour of the Eye
Sorcerous Heavy Armour . . )
From the blood of a Fiorfomor forged Armour of the Eye: All parries using the Armour of the Eye are easy parries.
Shield of the Eye 12 79 1 Borne Parry; Ignores Weapons; Shield of the Eye
From the ;g;e:;:f :glreffmor forged Shield of the Eye: All parries using the Shield of the Eye are easy parries.
WARRIOR RULES Rules
Baalor Untain Untain of Baalor: Kraan is an Untain of Baalor.
MOUNT OPTIONS Mount Option Rules Mass | Mount+ C+A Cost
Aarwa Ardent Mount May ride Aarwé 4 11 90 74
FMR-BLR-0100 - Kraan
=
AR-way
Kindred Realm Kin Class Privilege Acuity Ubiquity Hagds Umt15|ze Cost
! Baalor Ipracx Beast . Mass Base Size |
Fomoraic Far Thule Frost Bear Ardent Mount Beast wid Uncommon 4 70x40mm | =
AARWA Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Camouflaged (snow); Frost Blood; Insensate;
Tough; Stubborn; Fearsome 7 45 5 6 5 6 1 2 6 7 2 5 3 2
Abilities Bulk Charger; Roarer
Wound Track 1/2|3/4|5|6|78]9/10/11]12[1314
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ | M+W+Ch Damage* | Hands Class | Weapon Rules
q Rakmmg Claws 11203451678 14 70 0" 1 0 Natural
aws
7 MaullBr_itg Bite 1l2 12 68 0.5” 2 0 Natural
ite
3 Trample 1(213 6 62 0" 1 0 Natural | Sightless Strike
Trample
ARMOUR Armour+ C+A Hands Class Armour Rules
Barding of the Eye 14 70 0 Worn Barding of the Eye

ARTEFACTS

Artefact Rules

Trophies of the Eye
Sorcerous Trophy Rack
Kraan's tally pleases Baalor greatly

Sundered Heads: Each time Kraan kills an enemy warrior while mounted upon Aarwa, his MIGHT attribute immediately increases by D5 for the rest of the battle. This can increase his MIGHT beyond its basic

value. This rule does not apply to Aarwa.

FMR-BLR-0100-700 - Kraan on Aarwa




UNTAIN OF BAALOR

UN-tayn of BAL-or

Kindred Realm Kin Class Privilege Acuity Ubiquity Ha;ds Unitlsize Cost
Fomoraic Baalor Warrior of Baalor Warlord Noble Elite Uncommon M:;ss Ba3s0emsni]ze } 44
UNTAIN OF BAALOR Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate; Stubborn 5 o1 46 33 8 91 91 27
Abilities Disciplined; Tactician
Wound Track 1/2|3/4|5|67|8
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ | M+W+Ch Damage*  Hands Class Weapon Rules
; Axe of the Ice 1]2/3)4/5/6/7 10 56 05" 1 1 Borne | Hook
Axe 1/2/3/4|5/6 20 66 05" 2 2 Borne | Hook; Foot only
COMBAT WEAPON OPTIONS Attack Dice Weapon+| M+W Att Rge | Charge+ | M+W+Ch Damage* | Hands Class Weapon Rules Cost
1 Sword of the Ice sword 1123456 7 10 56 0.5” 1 1 Borne Replace (Axe); Parry -6
1 Mace of the Ice Mace 1234|567 15 61 05" 1 1 Borne | Replace (Axe) -5
1 Axes of the Ice Axe 1/2/34/56 789 10 56 0.5” 1 2 Borne | Replace (Axe); Hook; Quick Strike -2
1 Soul Axe sorcerous Axe 1/2/3|4 5|6|7 9 55 0.5” 2 1 Borne g‘:%‘:cgifﬁggu‘zaggg‘;;fgg Sorcerous 16
1 Two Soul Axes Two Sorcerous Axes 123456789 9 55 0.5” 2 2 Borne ﬁi%i‘;eggf);?;e?ggfczzﬁ? 5‘; o;/ggD:mage; 22
SHOT WEAPON OPTIONS Shoot Dice Weapon+| M+W Min Rge | LthRge | EffRge | Max Rge | Damage* | Hands Class Shot Weapon Rules
1 Bow of the Ice Bow 1(2/3 9 55 0” 9” 36”7 60" 1 2 Borne | Add 3
ARMOUR Armour+ C+A Hands Class Armour Rules
: Plate Armour 23 56 0 -
Heavy Armour
ARMOUR OPTIONS Armour+ C+A Hands Class Cost
2 Shield shield 12 68 1 Borne | Add; Shieldwall; Parry 2
MOUNT OPTIONS Mount Option Rules Mass Mount+ C+A Cost
Capacx Beast Mount May ride a Capacx; Rider gains the Flanker ability 3 9
I [pracx Ardent Mount May ride an Ipracx; Rider gains the Flanker ability 4 11 20 35
MOUNT ARMOUR OPTIONS Armour+ |  C+A Hands Class | Armour Rules Cost
1 Barding Barding 9 on Capacx 65 on Ipracx 76 0 Worn Add; Excludes (Plate Barding) 2
2 Plate Barding Heavy Barding 18 on Capacx 74 on Ipracx 85 0 Worn | Add; Excludes (Barding) 3
CHARIOT OPTIONS Chariot Option Rules Chariot+ | C+A Cost
Frost Chariot chariot May ride a Frost Chariot, replacing one Charioteer of Baalor crew that is not the driver. Rider gains the Flanker ability. 10 66 55
Ice Chariot crariot May ride an Ice Chariot, replacing one Charioteer of Baalor crew that is not the driver. Rider gains the Flanker ability. 10 66 140
ENGINE OPTIONS Engine Option Rules Engine+ C+A Cost
Mammox War Tower Engine Leader | May ride a Mammox War Tower in addition to the crew to become the engine's leader. 10 66 632
FMR-BLR-0100 - Kraan; FMR-BLR-0201 - Mananaan; FMR-BLR-1200 - Daarkan; FMR-BLR-1212 - Naraa
WARLOCK LORD OF BAALOR
Kindred Realm Kin Class Privilege Acuity Ubiquity Ha;ds Unitlsize Cost
Fomoraic Baalor Warriors of Baalor Warlord Noble Elite Rare M:;ss Ba3s0emsni]ze } 70
WARLOCK LORD OF BAALOR Pace Skill Might Constitution Wounds Fortitude Authority Temper
Frost Blood; Insensate 5 55 46 31 7 86 58 78
Abilities Augurer; Disciplined; Dissipater; Earther; Sorcerer [Spells of the Ice] (2) Focus Range: 12"
Wound Track 1{2]3]4|5/6|7 Earth Dice: |1|2/34
COMBAT WEAPON Attack Dice Weapon+  M+W | AttRge | Charge+ M+W+Ch Damage*  Hands Class | Weapon Rules
q Sword ch)vfr dthe Ice 1234/5 8 54 05" 1 1 Borme | Parry
2 Staff Of the Ice 12 7 53 1” 1 1 Borne Staff of the Ice Artefact; Freeze Damage; Sorcerous Damage
Sorcerous Staff
ARMOUR Armour+ C+A Hands Class Armour Rules
1 Plate Armour 21 52 0 o
Heavy Armour
ARTEFACTS Artefact Rules
Staff of the Ice i } ' )
2 Sorcerous Staff Channeller: The Staff of the Ice gives the bearer two extra invoke die per Invoke acr{an. » )
Given by Baalor himself, the Ice Staffs draw power Pain of Cold: any fated strike caused by the Staff of the Ice to any non-Baalor warrior becomes three fated strikes immediately.
from moisture in the air
MOUNT OPTIONS Mount Option Rules Mass | Mount+ C+A Cost
Capacx Beast Mount May ride a Capacx; Rider gains the Flanker ability 3 7
Cligacx Ardent Mount May ride a Cigacx; Rider gains the Flanker ability 3 9 61 33
Ipracx Ardent Mount May ride an Ipracx; Rider gains the Flanker ability 4 11 63 34
MOUNT ARMOUR OPTIONS Armour+ with mount with mount with mount Hands Class | Armour Rules Cost
1 Barding Barding 9 on Capacx 61 on Cigacx 70 on Ipracx 72 0 Worn Add; Excludes (Plate Barding) 1
2 Plate Barding Heavy Barding 18 on Capacx 70 on Cigacx 79 on Ipracx 81 0 Worn Add; Excludes (Barding) 2
CHARIOT OPTIONS Chariot Option Rules Chariot+ | C+A Cost
Frost Chariot chariot May ride a Frost Chariot, replacing one Charioteer of Baalor crew that is not the driver. Rider gains the Flanker ability. 10 62 54
Ice Chariot crariot May ride an Ice Chariot, replacing one Charioteer of Baalor crew that is not the driver. Rider gains the Flanker ability. 10 62 139
ENGINE OPTIONS Engine Option Rules Engine+ | C+A Cost
Mammox War Tower Engine Leader | May ride a Mammox War Tower in addition to the crew to become the engine's leader. 10 62 631
Mammox War Tower Engine Crew | May ride a Mammox War Tower, replacing one Hunter of Baalor crew that is not the driver nor its leader. 10 62 -14

FMR-BLR-0260 - Idruaada; FMR-BLR-1260 - Maagaan




OGRAX OF BAALOR UNTAIN

OH-grax UN-tayn

Kindred Realm Kin Class Privilege Acuity Ubiquity Ha; ds Unitlsize Cost
. Mass Base Size
Fomoraic Baalor Ograx Warlord Noble Veteran Uncommon P 50mm 92
OGRAX OF BAALOR UNTAIN Pace Skill Might Constitution Wounds Fortitude Authority Temper
Frost Blood; bborn; Tough; Fearsom: 6 63 72 67 20 89 77 43
Abilities Bulk Charger
Wound Track 1 ‘ 2 ‘ 3 ‘ 4 ‘ 5 ‘ 6 ‘ 7 ‘ 8 ‘ 9 ‘10 11‘11‘13‘14‘15 15‘17‘18‘19‘20
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W+Ch Damage*  Hands Class | Weapon Rules
. Jagged Axe 1(2/3/4/5/6/7/8/9/10 10 82 1 1 1 Borne
Axe 1/2/3/4|5/6/7(8/9 20 92 1” 2 2 Borne | Foot only; Mighty Strike; Vicious Damage
COMBAT WEAPON OPTIONS Attack Dice Weapon+| M+W Att Rge | Charge+ | M+W+Ch Damage* | Hands Class Weapon Option Rules Cost
1 Two JagxgefdAxes 111} 122} 3‘ 4‘ 5‘ 6‘ 7‘ 8‘ 9‘10 10 82 1”7 1 2 Natural | Replace (Jagged Axe) -11
ARMOUR Armour+ C+A Hands Class Armour Rules
1 Plate Armour 23 90 0 -
Heavy Armour
ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
2 Great Shield shield 15 105 1 Borne | Add; Shieldwall; Parry 3
MOUNT OPTIONS Mount Option Rules Mass Mount+ C+A Cost
Srénocx Ardent Mount May ride a Sronocx 11 14 104 106
Tarvocx Ardent Mount May ride a Tarvocx 11 15 105 79
MOUNT ARMOUR OPTIONS Armour+ with mount with mount Hands Class | Armour Rules Cost
1 Barding Barding 9 onsnocx | 113 | onTavox | 114 0 Worn | Add; Excludes (Plate Barding) 2
2 Plate Barding Heavy Barding 18 onsronocx | 122 | onTavox | 123 0 Worn | Add; Excludes (Barding) 3

FMR-BLR-0600 — Shieldwall Haakon; FMR-BLR-0601 — Great Axe Haakon; FMR-BLR-0602 — Two Axe Haakon




CHAMPION OF BAALOR

CHAM-pee-on ov BAL-or

Kindred Realm Kin Class Privilege Acuity Ubiquity Ha:ds Unitlsize Cost
Fomoraic Baalor Warrior of Baalor Warchief Noble Elite Uncommon M:«;ss Ba3s0emsni]ze } 36
CHAMPION OF BAALOR Pace Skill Might Constitution Wounds Fortitude Authority Temper
Frost Blood; Insensate; Stubborn 5 92 42 31 6 91 80 27
Abilities Host Champion; Disciplined
Wound Track 1/2(3]4|5|6
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W+Ch Damage* | Hands Class | Weapon Rules
a Axe of the Ice 112]3/14/5/6 9 51 05" 1 1 Borne | Hook; Quick Strike
Axe 12/3/4/5 18 60 0.5" 2 2 Borne | Hook; Quick Strike; Foot only
COMBAT WEAPON OPTIONS Attack Dice Weapon+| M+W Att Rge | Charge+ | M+W+Ch Damage* | Hands Class Weapon Rules Cost
1 Axes of the Ice Two Axes 12345678 9 51 0.5” 1 2 Borne | Replace (Axe); Hook; Quick Strike 0
ARMOUR Armour+ C+A Hands Class Armour Rules
1 Plate Armour 2 53 0 o
Heavy Armour
ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
2 Shield srield 11 64 1 Borne | Add; Shieldwall; Parry 2
MOUNT OPTIONS Mount Option Rules Mass Mount+ C+A Cost
Theracx Ardent Mount May ride a Theracx 7 11 64 2
MOUNT ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
1 Barding Barding 11 64 0 Worn | Add 2
CHARIOT OPTIONS Chariot Option Rules Chariot+ | C+A Cost
Frost Chariot chariot May ride a Frost Chariot, replacing one Charioteer of Baalor crew that is not the driver. Rider gains the Flanker ability. 10 63 55
Ice Chariot chariot May ride an Ice Chariot, replacing one Charioteer of Baalor crew that is not the driver. Rider gains the Flanker ability. 10 63 140
ENGINE OPTIONS Engine Option Rules Engine+ C+A Cost
Mammox War Tower Engine Leader | May ride a Mammox War Tower in addition to the crew to become the engine's leader. 10 63 632
Mammox War Tower Engine Crew May ride a Mammox War Tower, replacing one Hunter of Baalor crew that is not the driver nor its leader. 10 63 -13
FMR-BLR-0220 — Shieldwall Rikkaard; FMR-BLR-0221 — Great Axe Rikkaard; FMR-BLR-0222 — Two Axe Rikkaard
TAIN OF BAALOR
Kindred Realm Kin Class Privilege Acuity Ubiquity Ha;ds Unitlsize Cost
Fomoraic Baalor Warrior of Baalor Warchief Noble Elite Common Malss Ba3s:msni]ze } 25
TAIN OF BAALOR Pace Skill Might Constitution ~ Wounds Fortitude Authority Temper
Frost Blood; Insensate; Stubborn 5 81 40 27 6 85 86 26
Abilities Disciplined; Tactician
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
. Axe of the Ice 112/3)4)5 9 49 | 05" 1 1 Borne | Hook
Axe 112(3|4 18 58 0.5" 2 2 Borne Hook; Foot only
COMBAT WEAPON OPTIONS Attack Dice Weapon+ M+W Att Rge | Charge+ | M+W+Ch Damage* | Hands Class Weapon Rules Cost
1 Sword of the Ice sword 12345 9 49 0.5” 1 1 Borne | Replace (Axe); Parry -3
1 Mace of the Ice Mace 12345 13 53 0.5” 1 1 Borne | Replace (Axe) -2
1 Axes of the Ice Two Axes 1/2/3|4 5|6|7 9 49 0.5” 1 2 Borne | Replace (Axe); Hook; Quick Strike 1
1 Soul Axe sorcerous Axe 1/2/3/4|5 9 49 0.5” 2 1 Borne gg’;rll a;gee;(AV’;Z{j"u‘:ag;g‘:Z:ge" Sorcerous 11
1 Two Soul Axes Two Sorcerous Axes 1234567 9 49 0.5” 2 2 Borne lljli%‘zielj(::v:ze?zgr(cggﬁj Di z::ljgggmage; 17
SHOT WEAPON OPTIONS Shoot Dice Weapon+ M+W Min Rge | Lth Rge Eff Rge | Max Rge | Damage* | Hands Class Shot Weapon Rules
1 Bow of the Ice sow 12 9 49 0” 9” 36”7 60" 1 2 Borne | Add 2
ARMOUR Armour+ C+A Hands Class Armour Rules
1 Plate Armour 2 49 0 .
Heavy Armour
ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
2 Shield shield 11 60 1 Borme | Add; Shieldwall; Parry 2
NOBLE OPTIONS Noble Option Rules o
Skull-Bearer Host Banner Bearer May bear the Host's Banner. Gains the Host Banner Bearer ability 7
Horn-Bearer Host Herald May bear the Host's Instrument. Gains the Host Herald ability 7
Tain Hunter scout Purchased with (Bow of the Ice); Foot only; Gains the Flanker, Scout and Skirmisher abilities and, if he is a commander, the Marksman ability; cannot be the general 5
MOUNT OPTIONS Mount Option Rules Mass Mount+ C+A Cost
Capacx Beast Mount May ride a Capacx; Rider gains the Flanker ability 3 8
I pracx Ardent Mount May ride an Ipracx; Rider gains the Flanker ability 4 11 64 35
MOUNT ARMOUR OPTIONS Armour+ with mount with mount Hands Class | Armour Rules Cost
1 Barding Barding 9 on Capacx 58 on Ipracx 69 0 Worn | Add; Excludes (Plate Barding) 1
2 Plate Barding Heavy Barding 18 on Capacx 67 on Ipracx 78 0 Worn Add; Excludes (Barding) 2
CHARIOT OPTIONS Chariot Option Rules Chariot+ | C+A Cost
Frost Chariot crariot May ride a Frost Chariot, replacing one Charioteer of Baalor crew that is not the driver. Rider gains the Flanker ability. 10 5 9 55
Ice Chariot crariot May ride an Ice Chariot, replacing one Charioteer of Baalor crew that is not the driver. Rider gains the Flanker ability. 10 59 140
ENGINE OPTIONS Engine Option Rules Engine+ Cc+A Cost
Mammox War Tower Engine Leader | May ride a Mammox War Tower in addition to the crew to become the engine's leader. 10 59 632
M. War Tower Engine Crew May ride a Mammox War Tower, replacing one Hunter of Baalor crew that is not the driver nor its leader. 10 59 -13

FMR-BLR-0100 - Kraan; FMR-BLR-0201 - Mananaan; FMR-BLR-1200 - Daarkan; FMR-BLR-1212 - Naraa




ULTAIN OF BAALOR

TAYN ov BAL-or
Kindred Realm Kin Class Privilege Acuity Ubiquity Ha; ds Unitlsize Cost
Fomoraic Baalor Warrior of Baalor Warchief Noble Elite Common Malss Ba3s0emsni]ze 19
ULTAIN OF BAALOR Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate; Stubborn 5 75 37 25 5 82 61 25
Abilities Disciplined; Tactician
Wound Track 3 ‘ 4 ‘ 5 ‘
COMBAT WEAPON Attack Dice Weapon+ M+W AttRge | Charge+ M+W+Ch Damage* | Hands Class | Weapon Rules
. Axe of the Ice 12734] 9 46 | 05" 1 1 Bome | Hook
Axe 123 18 55 05" 2 2 Borne | Hook; Foot only
COMBAT WEAPON OPTIONS Attack Dice Weapon+| M+W Att Rge | Charge+ | M+W+Ch Damage* | Hands Class Weapon Rules Cost
1 Sword of the Ice sword 11234 9 46 | 05" 1 1 Borne | Replace (Axe); Parry -1
1 Mace of the Ice rsce 12|34 13 50 05" 1 1 Bome | Replace (Axe) -1
1 Axes of the Ice Two Axes 1/2/3/4|5 ‘ 6 ‘ 9 46 ; 0.5” 1 2 Bome | Replace (Axe); Hook; Quick Strike 2
1 Soul Axe sorcerous Axe 11234 9 46 ; 0.5” 2 1 Borne gj‘:’/] Z;Z]{ﬁzﬁuiog;gzg:ge" SHITEHIS 7
1 Two Soul Axes Two Sorcerous Axes 1/2/3/4|5 ‘ 6 ‘ 9 46 ‘ 0.5” 2 2 Borne ﬁiﬁ;i‘;eu(:;?;e?zg;cggﬁ; D‘Z %_llggjmag & 11
SHOT WEAPON OPTIONS Shoot Dice Weapon+| M+W Min Rge | LthRge | EffRge | Max Rge | Damage* | Hands Class | Shot Weapon Rules
! Bow of the Ice sow 2] 9 46 0” 9”7 | 36" | 60" 1 2 Bome | Add 2
ARMOUR Armour+ C+A Hands Class Armour Rules
1 Plate Armour 2 47 0 -
Heavy Armour
ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
2 Shield shield 11 58 1 Borne | Add; Shieldwall; Parry 2
NOBLE OPTIONS Noble Option Rules Cost
Skull-Bearer Host Banner Bearer May bear the Host's Banner. Gains the Host Banner Bearer ability 7
Horn-Bearer Host Herald May bear the Host's Instrument. Gains the Host Herald ability 7
Ultain Hunter scout Purchased with (Bow of the Ice); Foot only; Gains the Flanker, Scout and Skirmisher abilities and, if he is a commander, the Marksman ability; cannot be the general 5
MOUNT OPTIONS Mount Option Rules Mass | Mount+ | c+a Cost
Capacx Beast Mount May ride a Capacx; Rider gains the Flanker ability 3 7
I [pracx Ardent Mount May ride an Ipracx; Rider gains the Flanker ability 4 11 ‘ 58 35
MOUNT ARMOUR OPTIONS Armour+ with mount with mount Hands Class | Armour Rules Cost
1 Barding Barding 9 on Capacx 56 on Ipracx 67 0 Worn | Add; Excludes (Plate Barding) 1
2 Plate Barding Heavy Barding 18 on Capacx 65 on Ipracx 76 0 Worn Add; Excludes (Barding) 2
CHARIOT OPTIONS Chariot Option Rules Chariot+ C+A Cost
Frost Chariot chariot May ride a Frost Chariot, replacing one Charioteer of Baalor crew that is not the driver. Rider gains the Flanker ability. 10 57 54
Ice Chariot crariot May ride an Ice Chariot, replacing one Charioteer of Baalor crew that is not the driver. Rider gains the Flanker ability. 10 57 139
ENGINE OPTIONS Engine Option Rules Engine+ C+A Cost
Mammox War Tower Engine Leader | May ride a Mammox War Tower in addition to the crew to become the engine's leader. 10 57 631
Mammox War Tower Engine Crew May ride a Mammox War Tower, replacing one Hunter of Baalor crew that is not the driver nor its leader. 10 57 -14

FMR-BLR-0100 - Kraan; FMR-BLR-0201 - Mananaan; FMR-BLR-1200 - Daarkan; FMR-BLR-1212 - Naraa




WARLOCK OF BAALOR

WOR-Iok of BAL-or

. . . . - Hands Unit Size
Kindred Realm Kin Class Privilege Acuity Ubiquity ! 1 1z Cost
. N . ) M Base Si
Fomoraic Baalor Warrior of Baalor Warchief Noble Elite Uncommon ass a3s;mn:ze } 40
WARLOCK OF BAALOR Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate 5 45 34 26 5 81 47 71
Abilities Augurer; Disciplined; Dissipater; Earther; Sorcerer [Spells of the Ice] (1) Focus Range: 9"
Wound Track 12]3]4]s5 Earth Dice: (1|23
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W-+Ch Damage*  Hands Class | Weapon Rules
q Sword of the Ice 120304 7 41 0.5" 1 1 Borme | Parry
Sword
2 Wand of the Ice 1 2 36 0.5” 1 1 Borne Ice Wand Artefact; Cold Damage; Sorcerous Damage
Sorcerous Wand
COMBAT WEAPON OPTIONS Attack Dice Weapon+| M+W Att Rge | Charge+ | M+W+Ch Damage* | Hands Class Weapon Rules Cost
” Replace (Wand); Muster with (Staff of the Ice
1 Staff of the Ice sorcerous Staff 12 6 40 1 1 1 Borme Artefact); Freeze Damage; Sorcerous Damage 1
ARMOUR Armour+ C+A Hands Class | Armour Rules
q Plate Armour 21 47 0 v
Heavy Armour
ARTEFACTS Artefact Rules
2 wa Igtgce‘;fsl\:lgs:l Ice Channeller: The Wand of the Ice gives the bearer one extra invoke die per Invoke action.
Given by Baalor himself, the Ice Wands draw power Pain of Cold: any fated strike caused by the Wand of the Ice to any enemy warrior becomes two fated strikes immediately.
from ir ir
ARTEFACT OPTIONS Artefact Rules =
Staff of the Ice Replacement (Wand of the Ice)
2 Sorcerous Staff Channeller: The Staff of the Ice gives the bearer two extra invoke die per Invoke action. 10
Given by Baalor ’”’Qf:/{;t Lffee /_ﬁ‘hifzf draw power from | pajn of Cold: any fated strike caused by the Staff of the Ice to any non-Baalor warrior becomes three fated strikes immediately.
MOUNT OPTIONS Mount Option Rules Mass Mount+ C+A Cost
Capacx Beast Mount May ride a Capacx; Rider gains the Flanker ability 3 6
Cﬁgacx Ardent Mount May ride a Ciigacx; Rider gains the Flanker ability 3 9 61 33
I pracx Ardent Mount May ride an Ipracx; Rider gains the Flanker ability 4 11 42 34
MOUNT ARMOUR OPTIONS Armour+ with mount with mount with mount Hands Class Armour Rules Cost
1 Barding sarding 9 on Capacx 56 on Cigacx 65 on Ipracx 67 0 Worn | Add; Excludes (Plate Barding) 1
2 Plate Barding Heavy Barding 18 on Capacx 65 | oncigacx 74 on Ipracx 76 0 Worn | Add; Excludes (Barding) 2
CHARIOT OPTIONS Chariot Option Rules Chariot+ | C+A Cost
Frost Chariot chariot May ride a Frost Chariot, replacing one Charioteer of Baalor crew that is not the driver. Rider gains the Flanker ability. 10 57 54
Ice Chariot chrariot May ride an Ice Chariot, replacing one Charioteer of Baalor crew that is not the driver. Rider gains the Flanker ability. 10 57 139
ENGINE OPTIONS Engine Option Rules Engine+ Cc+A Cost
Mammox War Tower Engine Leader | May ride a Mammox War Tower in addition to the crew to become the engine's leader. 10 57 631
Mammox War Tower Engine Crew May ride a Mammox War Tower, replacing one Hunter of Baalor crew that is not the driver nor its leader. 10 57 -14
FMR-BLR-0260 - Idruaada; FMR-BLR-1260 - Maagaan
MORAINE-SORCERER
Ma-RAYN SOR-sa-ra
Hand Unit Si
Kindred Realm Kin Class Privilege Acuity Ubiquity a; s ul 1 1ze Cost
Mass Base Size
Fomoraic Baalor Moraine-Sorcerer Warchief Construct Elite Uncommon > 20mm } 76
MORAINE-SORCERER Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate; Tough; Fearsome; Fearless 6 33 42 31 8 100 26 75
Abilities Dissipater; Earther; Sorcerer [Spells of the Ice] (1) Focus Range: 10”
Wound Track 1|2]3]4|5/6|7|8 Earth Dice: |1/2|3
COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ M+W+Ch Damage* | Hands Class Weapon Rules
1 Ice Claws 12/3|4/5/6|7 11 53 05" 2 2 Natural | Freeze Damage
Sword
SHOT WEAPON Shoot Dice Weapon+ | M+W | MinRge | LthRge EffRge @ MaxRge Damage* = Hands Class | Shot Weapon Rules
1 Ice Shard 12 11 53 0" 6" 32" 48" 2 1 Natural | Pierce; Freeze Damage
Spike
ARMOUR Armour+ C+A Hands Class | Armour Rules
a Moraine 11 42 0 Natural
Skin
INVOCATION Invoke Dice Power MinRge | LthRge @ EffRge = MaxRge Damage* | Invocation Rules
Marked Beast: The Invoker may Shape a unit of Moraine Warriors or Shard Beasts up to their maximum size or a Moraine Beast by passing a TEMPER TEST called a SHAPE TEST,
. . with a SHAPE ROLL. The SHAPE TEST is modified by adding the mass of the Moulded unit to the SHAPE ROLL. If the SHAPE TEST is failed, the sorcerer must immediately roll upon the
1 Moraine Warriors 1l2 Fumble Table.

Focus

Immediate Effect: The Invoker Shapes a unit upon the creating point.
Beast Animus: the Invoker may only successfully Shape one unit per battle per his own animus.
Rules: Creation

FMR-BLR-1470 - Skaadi




OGRAX OF BAALOR TAIN

OH-grax TAYN
Kindred Realm Kin Class Privilege Acuity Ubiquity Ha; ds Un|t15|ze Cost
Fomoraic Baalor Ograx Warchief Noble Veteran Uncommon Mass Base Size 62
4 60mm
OGRAX OF BAALOR TAIN Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; bborn; Tough; Fearsom: 6 55 64 59 16 87 68 41
Abilities Bulk Charger
Wound Track 1 ‘ 2 ‘ 3 ‘ 4 ‘ 5 ‘ 6 ‘ 7 ‘ 8 ‘ 9 ‘10 11‘11‘13‘14‘15 15‘
COMBAT WEAPON Attack Dice Weapon+ M+W AttRge | Charge+ M+W+Ch Damage* | Hands Class | Weapon Rules
) Jagged Axe 1/2[3]4/5]6]7/8] 9 73 1” 1 1 Borne
Axe 1/2/3/4|5|6|7 18 82 1” 2 2 Borne | Foot only; Mighty Strike; Vicious Damage
COMBAT WEAPON OPTIONS Attack Dice Weapon+| M+W Att Rge | Charge+ | M+W+Ch Damage* | Hands Class Weapon Rules Cost
: Two Jagged Axes Aes REECEGEEEE T 73 1” 1 2 Borne | Replace (Axe) -6
ARMOUR Armour+ C+A Hands Class Armour Rules
" Plate Armour 21 80 0 Worn
Heavy Armour
ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
2 Great Shield spieid 14 94 1 Borne | Add; Shieldwall; Parry 2
NOBLE OPTIONS Noble Option Rules Cost
Skull-Bearer Host Banner Bearer May bear the Host's Banner. Gains the Host Banner Bearer ability 11
Horn-Bearer Host Herald May bear the Host's Instrument. Gains the Host Herald ability 11
MOUNT OPTIONS Mount Option Rules Mass Mount+ C+A Cost
Sronocx Ardent Mount May ride a Srénocx 11 14 94 106
Tarvocx Ardent Mount May ride a Tarvocx 11 17 97 173
MOUNT ARMOUR OPTIONS Armour+ with mount with mount Hands Class | Armour Rules Cost
1 Barding Barding 9 onsnoex | 103 | onTavocx | 106 0 Wom | Add; Excludes (Plate Barding) 1
2 Plate Barding Heavy Barding 18 onsronocx | 112 | onTavox | 115 0 Worn Add; Excludes (Barding) 2

FMR-BLR-0600 — Shieldwall Haakon; FMR-BLR-0601 — Great Axe Haakon; FMR-BLR-0602 — Two Axe Haakon




WARRIOR OF BAALOR

WOH-ree-orz ov BAL-or

Hands Unit Size

Kindred Realm Kin Class Privilege Acuity Ubiquity 2 5+/15+/30 Cost
. . Infantry . . Mass Base Size \
Fomoraic Baalor Warrior of Baalor Hearthguard High Born Vassal Elite Common 1 30mm ‘ 12
WARRIOR OF BAALOR Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate; Stubborn 5 73 35 18 3 83 19 24
Abilities Bind (Ograx of Baalor, Moraine Warrior); Disciplined
123 WoB 1123 WoB 21|23 WoB3|12|3 WoB4|12|3 WoB 5|12 3 WoB6|1(2 3 WoB7|12|3 WoB8|1(2 3 WoB9|1(2 3 WoB 10
12)3 WoB 11123 WoB 12123 WoB 13 (123 WoB 14123 WoB 15 1|23 WoB 16 (1|23 WoB 17 (123 WoB 18123 WoB 19 (1|23 WoB 20
123 WoB 21 |1/2|3 WoB22 (1|23 WoB23|1|2|3 WoB 24 |1|2|3 WoB 25 |1|2|3 WoB 26 | 1|23 WoB 27 |1 2|3 WoB 28 1|23 WoB 29 |1|2|3 WoB 30
COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ | M+W+Ch Damage* Hands Class Weapon Rules
12(3 5" B Hook
1 Axe of the Ice 9 44 0.5 1 1 orne ool
Axe 12 18 53 05" 2 2 Borne | Hook; Foot only
12)3 5" Borne Parn
a Sword of the Ice 9 44 | 05 1 1 Y
Sword 12 18 53 05" 2 2 Borne Parry; Foot only
COMBAT WEAPON OPTIONS Attack Dice Weapon+ M+w Att Rge | Charge+ M+W+Ch Damage* | Hands Class Weapon Rules Cost
1 Axes of the Ice Two Axes 12345 9 44 0.5” 1 2 Borne | Replace (Axe); Quick Strike; Hook 2
ARMOUR Armour+ C+A Hands Class Armour Rules
. Plate Armour 2» 40 0 -
Heavy Armour
ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
2 Shield stieid 11 51 1 Borne | Add; Shieldwall; Parry 2
UNIT OPTIONS Unit Option Rules o
Gultain Champion One Warrior of Baalor becomes the mustered champion, who gains +1 attack die on his primary combat weapon 3
Tusk Bearer Banner Bearer One Warrior of Baalor becomes the mustered banner bearer 2
Horn Blower Herald One Warrior of Baalor becomes the mustered herald 2
FMR-BLR-2000 - The Eye Ascendant; FMR-BLR-2010 - The Eye Arisen; FMR-BLR-2000 - The Eye Angered
WOH-ree-orz ov BAL-or
. . e . I Hands Unit Size
Kindred Realm Kin Class Privilege Acuity Ubiquity 2 5+/5+/10 Cost
. . Infantry . . Mass Base Size \
Fomoraic Baalor Warrior of Baalor Hearthguard High Born Vassal Elite Common 1 30mm ‘ 15
HUNTER OF BAALOR Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate; Stubborn 5 72 33 18 3 82 19 24
Abilities Disciplined; Scout; Skirmisher
123 HoB 1123 HoB 2|1]2[3 HoB3[1 2] HoB4[1 23 HoB5|1]2]3 HoB61]2]3 HoB7[1 23 HoB 8123 HoB9|1]2]3 HoB 10
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge  Charge+ M+W+Ch Damage*  Hands Class | Weapon Rules
12/3 5" B Hook
1 Axe of the Ice 9 44 0.5 1 1 orne ool
Axe 12 18 53 05" 2 2 Borne | Hook; Foot only
SHOT WEAPON Shoot Dice Weapon+ M+W Min Rge Lth Rge Eff Rge Max Rge | Damage* Hands Class Shot Weapon Rules
q Bow ogothe Ice 1 9 42 0" 9” 36" 48" 1 1 Bore | Volley Shoot
W
ARMOUR Armour+ C+A Hands Class Armour Rules
. Plate Armour 2 40 0 -
Heavy Armour
ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
2 Shield stield 11 51 1 Borne | Add; Shieldwall; Parry 2
UNIT OPTIONS Unit Option Rules T
Gultain Champion One Hunter of Baalor becomes the mustered champion, who gains +1 shoot die on his primary shot weapon 3
FMR-BLR-24xx - ?
FROST WOH-ree-or
. . - " I Hands Unit Size
Kindred Realm Kin Class Privilege Acuity Ubiquity 2 5+4/5+/10 Cost
Fomoraic Baalor Frost Warrior Infantry Vassal Fanatical Uncommon Mazss Ba4s0em5n|]ze } 20
FROST WARRIOR Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Camoufiaged ); Frost Blood; I te;
amouflaged (snow); Frost Blood; Insensate; 5 54 40 30 6 87 27 29

Tough; Stubborn

Abilities Bulk Charger; Bound (Warrior of Baalor); Bind (Moraine Warrior)
1/2]3]4|5]6 FW1‘123456 FW2|1/2|3|4|5/6 FW3‘123456 FW4‘123456 FW5‘123455 FW6‘123455 FW7‘1Z3456 FW8‘123455 FW9‘123455 FW 10
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W+Ch Damage*  Hands Class | Weapon Rules
112|134 11 0.5" 1 1 Borne
1 Ice Claws 51 Pierce; Cold Damage
Claws 1/2/3/4|5/6 11 51 05" 1 2 Borne
SHOT WEAPON Shoot Dice Weapon+ M+W Min Rge | Lth Rge Eff Rge | Max Rge Damage* | Hands Class Shot Weapon Rules
1 Ice Shard 112 11 51 0" 6" 27" 36" 1 1 Natural | Pierce; Cold Damage
Spike
ARMOUR Armour+ C+A Hands Class Armour Rules
1 Frost 12 42 0 Natural
Skin
ARMOUR OPTIONS Armour+ C+A Hands Class Armour Rules Cost
2 Frost Shield shieid 11 53 1 Borne | Add; Shieldwall; Parry 2
UNIT OPTIONS Unit Option Rules Cost
Gultain Champion One Frost Warrior becomes the mustered champion, who gains +1 attack die on his primary combat weapon 4
Tusk Bearer sanner Bearer One Frost Warrior becomes the mustered banner bearer 3
Horn Blower Herald One Frost Warrior becomes the mustered herald 3

FMR-BLR-2050 - ?




MORAINE WARRIOR

MOR-ayn WOH-ree-or

. . - . Hands Unit Size
Ubiaui
Kindred Realm Kin Class Privilege Acuity Yy 2 1+/34/5 Cost
Fomoraic Baalor Moraine Warrior Monstrous Infantry Construct Mindless Uncommon M:;SS Bassoemsnl]ze 26
MORAINE WARRIOR Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Camouflaged (snow); Frost Blood; Insensate;
T 5 37 48 56 10 87 13 21
Abilities Bulk Charger; Bound (Frost Warrior)
3 ‘ 4 ‘ 5 9 ‘10‘ Moraine Warrior 1|t 4 ‘ 5 ‘ 6 ‘ 9 ‘10 Moraine Warrior 2 | 1 ‘ 2|3 ‘ 4 ‘ 56 ‘ 7/8|9 ‘10 Moraine Warrior 3| 1 ‘ 2(34 ‘ 56 ‘ 7 ‘ 8 ‘ 9 ‘10 Moraine Warrior 4| 5 ‘ 6 ‘ 7 ‘ 8 ‘ 9 ‘10‘ Moraine Warrior 5
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W+Ch Damage* | Hands Class | Weapon Rules
1/2/3/4 13 05" 1 1 Borne
1 Ice Claws 61 " Pierce; Cold Damage
Claws 1/2[3[4]s]s] 13 61 05 1 2 Bore
SHOT WEAPON Shoot Dice Weapon+ M+W | MinRge | LthRge  EffRge | MaxRge | Damage*  Hands Class | Shot Weapon Rules
1 Icesspard 13 61 0” 6” 27" 36" 1 1 Natural | Pierce; Cold Damage
pike
ARMOUR Armour+ C+A Hands Class Armour Rules
1 Mo;(alne 17 73 0 Natural
in
ARMOUR OPTIONS Armour+ C+A Hands Class Armour Rules Cost
2 Moraine Shield spicid 11 84 1 Borne | Add; Shieldwall; Parry 2
UNIT OPTIONS Unit Option Rules Cost
Gultain Champion One Moraine Warrior becomes the mustered champion, who gains +1 attack die on his primary combat weapon 6
Tusk Bearer sanner Bearer One Moraine Warrior becomes the mustered banner bearer 4
Horn Blower Herald One Moraine Warrior becomes the mustered herald 4
FMR-BLR-3xxx - ?
OH-grax ov BA-lor
. Hands Unit Size
Kindred Reall Kii ivil i Ubiqui
indre ealm in Class Privilege Acuity Yy 2 1+/34/5 Cost
Fomoraic Baalor Ograx Monstrous Infantry Vassal Drilled Uncommon Mjss Bassoemsn:ze 37
OGRAX OF BAALOR Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; bborn; Tough; Fearsom 6 44 55 52 14 78 30 37
Abilities Bulk Charger; Bound (Warriors of Baalor)
1‘ 3‘4‘5 9 ‘10‘11‘12‘13‘14‘ Ograx 1|1 4‘5‘6 ‘9‘10 11‘12‘13‘14‘ Ograx 2 1‘2‘3‘4‘5 6‘7 9‘10 11‘12‘13‘14‘ Ograx 3 1‘2 4‘ 5 6‘7‘8‘9‘1{] 11‘12‘13‘14‘ Ograx4| 5‘5‘7‘8‘9‘10‘11‘12‘13‘14‘ Ograx 5
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge  Charge+ M+W+Ch Damage*  Hands Class | Weapon Rules
) Jagged Axe 1/2[3]4/56] 9 64 05 1 1 Bore
Axe 1/2/3/4[5 18 73 05" 2 2 Borne | Mighty Strike; Vicious Damage
COMBAT WEAPON OPTIONS Attack Dice Weapon+| M+W Att Rge | Charge+ | M+W+Ch Damage* | Hands Class Weapon Rules Cost
1 Two Jagged Axes Axes 1‘ 2‘ 3‘ 4‘ 5‘ 5‘ 7‘ 8‘ 9 64 0.5” 1 2 Borne | Replace (Axe) =2
ARMOUR Armour+ C+A Hands Class Armour Rules
1 Plate Armour 19 71 0 -
Heavy Armour
ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
2 Great Shield shield 12 83 1 Borne | Add; Shieldwall; Parry 2
UNIT OPTIONS Unit Option Rules o
Gultain Champion One Ograx of Baalor becomes the mustered champion, who gains +1 attack die on his primary combat weapon 7
Tusk Bearer Banner Bearer One Ograx of Baalor becomes the mustered banner bearer 5
Horn Blower Herald One Ograx of Baalor becomes the mustered herald 5
Veteran Ograx of Baalor The Ograx of Baalor unit becomes Veteran (cost shown is per warrior), gaining +10 SKILL, +5 FORTITUDE and +5 AUTHORITY 6

FMR-BLR-3600 — Graadon's Mob; FMR-BLR-3610 — Gonraad's Mob; FMR-BLR-3620 — Raado's Mob




RIDER OF BAALOR

RY-derz ov BA-lor

. . - . _— Hands Unit Size
Kindred Realm Kin Class Privilege Acuity Ubiquity 2 5+/5+/10 Cost
. : Cavalry . . Mass Base Size \
Fomoraic Baalor Warriors of Baalor Hearthguard High Born Vassal Elite Common 3 60x35mm ‘ 20
RIDER OF BAALOR Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate 5 73 35 18 4 83 19 35
CAPACX 9 18 34 = = - - -
Abilities Bulk Charger (Capacx); Disciplined; Flanker
1]2[3]4 RoB 1[1[23]4 RoB 2[1]2[3[4 RoB 3[1]2[3[4 RoB 4[1[23]4 RoB5[1[2]3[4 RoB 6]1[2]3]4 RoB 7[1]2[3[4 RoB 8[1[2]3[4 RoB9[1[2[3]4]  RoB10
COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ | M+W+Ch Damage* Hands Class Weapon Rules
1 Spear gf the Ice 123 9 44 2" 9 53 1 1 Borne | Mounted Impact Strike; Mounted Charge+
pear
MOUNT COMBAT WEAPON Attack Dice Weapon+ M+W AttRge = Charge+ M+W+Ch Wound+ Hands Class Weapon Rules
) Chom|:;|ng Bite 1 8 42 0" 1 0 -
ite
2 Trampling Hooves 1|2 6 40 0" 1 0 Natural | Sightless Strike
Trample
ARMOUR Armour+ C+A Hands Class Armour Rules
\ Plate Armour 22 40 0 Worn
Heavy Armour
2 Shield 11 51 0 Borne | Parry
Shield
MOUNT ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
E Heavy Barding Barding 12 63 0 Worn | Add 1
UNIT OPTIONS Unit Option Rules T
Gultain champion One Rider of Baalor becomes the mustered champion, who gains +1 attack die on his primary combat weapon 5
Tusk Bearer Banner Bearer One Rider of Baalor becomes the mustered banner bearer 4
Horn Blower Herald One Rider of Baalor becomes the mustered herald 4
FMR-BLR-4020 - The Eye Implacable
NYTS ov BA-lor
. . - . i Hands Unit Size
Ut
Kindred Realm Kin Class Privilege Acuity Y 2 34/3+/5 Cost
. . . . Mass Base Size ‘
Fomoraic Baalor Warriors of Baalor Cavalry High Born Vassal Elite Uncommon 2 Z0x40mm ‘ 45
KNIGHT OF BAALOR Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate; Stubborn 5 78 36 18 4 83 19 40
Abilities Bulk Charger (Ipracx); Disciplined
10234 Knight of Baalor 1|1/2(3 |4 Knight of Baalor 2 ‘ 1234 Knight of Baalor 3 ‘ 1(2(3]4 Knight of Baalor 4 ‘ 1(2(3|4 Knight of Baalor 5
IPRACX 7 33 52 54 12 43 18 30
Ipracx Traits & Abilities Camouflaged (snow); Frost Blood; Insensate; Tough; Stubborn; Fearsome; Bulk Charger; Roarer
1/2]3]4|5]6|7 (8|9 10/11]12 Ipracx 1[1(2(3 (4|56 7|8|9|1011/12 lpraCx2‘123456789101112 Ipracx3‘123455789101112 IpraCx4‘123456789101112 Ipracx 5
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge  Charge+ M+W+Ch Damage*  Hands Class | Weapon Rules
n Axe of the Ice 123 9 44 | 05 1 1 Az
Axe 12 18 53 0.5" 2 2 Borne
ARMOUR Armour+ C+A Hands Class Armour Rules
. Plate Armour 22 40 0 Worn
Heavy Armour
2 Shield 11 51 0 Borne | Parry
Shield
3 Ipracx 11 62 0 Mount
Ardent Mount
MOUNT OPTIONS Mount+ C+A Hands Class | Mount Rules Cost
1 Cﬂgacx Ardent Mount 9 60 0 Ridden | Replace (Ipracx) -1
CUGACX 9 44 48 45 10 38 25 35
Cigacx Traits & Abilities Camouflaged (snow); Frost Blood; Insensate; Fearsome; Beast Handler or Draught Animal or Mount only; Bulk Charger; Roarer; Flanker; Bound (Thulean Hornheart); Leaper
1(2/34|5/6|7|8 91011 Cugacx 1|1)2|3/4|5|6 7|8 91011 Cu’gacxz‘1234557891011 Cu’gacx}‘1234557391011 CUgaCX4‘1234557891011 Cigacx 5
MOUNT ARMOUR OPTIONS Armour+ with mount with mount Hands Class | Armour Rules Cost
E Heavy Barding sarding 12 on Ipracx 74 on Cdgacx 72 0 Worn | Add 2
UNIT OPTIONS Unit Option Rules o
Gultain Champion One Knight of Baalor becomes the mustered champion, who gains +1 attack die on his primary combat weapon 6
Tusk Bearer Banner Bearer One Knight of Baalor becomes the mustered banner bearer 5
Horn Blower Herald One Knight of Baalor becomes the mustered herald 5

FMR-BLR-4620 - The Eye Invincible




FROST CHARIOT

FROST CHA-ri-ot

Hands Unit Size

Kindred Realm Kin Class Privilege Acuity Ubiquity 0 1+/24/3 Cost
. : Chariot . Mass Base Size \
Fomoraic Baalor Chariot Carriage Engine Vassal Elite Uncommon 8 90x50mm 67
. . - . I Hands " .
Kindred Realm Kin Class Privilege Acuity Ubiquity 2 Crew Size Base Size
. . Infantry . Mass Driver +
Fomoraic Baalor Warriors of Baalor Chariot Crew Vassal Elite Uncommon 1 2 30mm
Pace Skill Might Constitution  Wounds Fortitude Authority Temper
CHARIOTEER OF BAALOR
5 74 35 18 3 83 17 24
Crew Traits & Abilities Frost Blood; Insensate; Bind Permanently (Frost Chariot); Disciplined; Engine Crew; Flanker
1/2(3 Driver 1/1 ‘ 1/2(3 Crew 1/2 ‘ 1/2(3 Crew 1/3 ‘ 1/2(3 Driver 2/1 ‘ 1/2(3 Crew 2/2 ‘ 1/2(3 Crew 2/3 ‘ 1/2(3 Driver 3/1 ‘ 1/2(3 Crew 3/2 ‘ 1/2(3 Crew 3/3
CREW COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ | M+W+Ch Damage* Hands Class Weapon Rules
q Spear of the Ice 1203 9 44 27 9 53 1 1 Eorme S\;]vitch (Axe of the Ice); Mounted Impact Strike; Mounted
Long Spear Charge+
2 Axe of the Ice 12/3 9 44 0.5” 1 1 Borne
Axe 12 18 53 0.5” 2 2 Borne
CREW SHOT WEAPON OPTIONS Shoot Dice Weapon+| M+W Min Rge | LthRge | EffRge | Max Rge | Damage* | Hands Class Shot Weapon Rules Cost
1 Bow of the Ice Bow 1 9 44 0” 9”7 36” 60" 1 2 Borne | Add 1
CREW ARMOUR Armour+ C+A Hands Class Armour Rules
a Plate Armour 22 40 0 Worn
Heavy Armour
2 Frost Chariot 19 59 0 Engine
Engine
CREW ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
3 Shield spicid 11 70 1 Borne Add; Parry 4
UNIT OPTIONS Unit Option Rules ot
Gultain Champion One Charioteer of Baalor in the unit that is not a driver becomes the mustered champion, who gains +1 attack die on his primary combat weapon 3
Tusk Bearer Banner Bearer One Charioteer of Baalor in the unit that is not a driver becomes the mustered banner bearer 2
Horn Blower Herald One Charioteer of Baalor in the unit that is not a driver becomes the mustered herald 2
. . . . I Hands . - -
Kindred Realm Kin Class Privilege Acuity Ubiquity 0 Engine Size Base Size
. . Chariot . . Mass
Fomoraic Baalor Chariot Carriage Engine Engine Mindless Uncommon P 1 90x50mm
FROST CHARIOT 6 0 62 70 12 0 0 5
Frost Chariot Traits & Abilities Immune (Soul, Petrification, Fume); Resistant (Death, Cold, Freeze, Venom),; Tough,; Bulk Charger; Wheeled; Move per Draught Animal
1/2]3]4|5/6|7 (8|9 10/11]12 FrostChariotl‘l23456789101112 FrostChariot2‘123455739101112 Frost Chariot 3
CHARIOT COMBAT WEAPON Attack Dice Weapon+ M+W AttRge = Charge+ M+W+Ch Damage*  Hands Class Weapon Rules
1 Scything Wheels 121314 9 71 0.5” 9 80 1 0 Natural | Impact Strike; Charge+
Wheel Blades
CHARIOT COMBAT WEAPON OPTIONS Attack Dice Weapon+ M+w Att Rge | Charge+ | M+W+Ch Damage* | Hands Class Weapon Rules Cost
1 Yoke Spikes spikes 1/2/3/4/5/6 11 73 1” 11 84 2 0 Natural | Add; Impact Strike; Charge+; Vicious Damage 21
CHARIOT ARMOUR Armour+ C+A Hands Class | Armour Rules
. Reinforced Frame 15 85 0 Natural
Construction
Barding
2 12 Natural
Draught Beast Barding 97 0
ENGINE OPTIONS Unit Option Rules T
Skis Additional; Each Frost Chariot gains the Skied trait 3
. . - . _— Hands Draught "
Kindred Realm Kin Class Privilege Acuity Ubiquity 0o Animal Size Base Size
Capacx Beast Mass
Fomoraic Baalor Horse Beast Draught Animal Beast Wwild Common 3 2 60x35mm
2x CAPACX 9 18 34 0 0 0 0 0
Capacx Traits & Abilities Beast Draught Animal; Frost Blood; Insensate; Bulk Charger
DRAUGHT ANIMAL COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ | M+W+Ch Damage* | Hands Class Weapon Rules
h Chom|:;|ng Bite 1 8 42 0" 1 0 Natural
ite
2 Trampllng Hooves 12 6 40 0” 1 0 Natural | Sightless Strike
Trample

~




ICE CHARIOT

YS CHA-ri-ot
. . - . _— Hands Unit Size
Kindred Realm Kin Class Privilege Acuity Ubiquity 0 1+/14/3 Cost
. : Chariot . Mass Base Size \
Fomoraic Baalor Chariot Carriage Engine Vassal Elite Uncommon 0 90x50mm ‘ 153
. . - . I Hands " "
Kindred Realm Kin Class Privilege Acuity Ubiquity 2 Crew Size Base Size
. . Infantry . Mass Driver +
Fomoraic Baalor Warriors of Baalor Chariot Crew Vassal Elite Uncommon 1 2 30mm
Pace Skill Might Constitution  Wounds Fortitude Authority Temper
CHARIOTEER OF BAALOR
5 75 35 18 3 83 17 24
Crew Traits & Abilities Frost Blood; Insensate; Bind Permanently (Ice Chariot); Disciplined; Engine Crew; Flanker
112]3 Driver 1/1 ‘ 112]3 Crew 1/2 ‘ 123 Crew 1/3 ‘ 123 Driver 2/1 ‘ 123 Crew 2/2 ‘ 112]3 Crew 2/3 ‘ 123 Driver 3/1 ‘ 123 Crew 3/2 ‘ 123 Crew 3/3
CREW COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ | M+W+Ch Damage* Hands Class Weapon Rules
. Spear of the Ice 123 9 44 2 9 53 1 1 Bome | Sich (A ofthe Ice); Mourted Impect Sirke; Mounted
Long Spear Charge+
12(3 b5 B Hook
2 Axe of the Ice 9 44 05 1 1 orme | Hool
Axe 12 18 53 0.5"” 2 2 Borne Hook; Foot only
CREW SHOT WEAPON OPTIONS Shoot Dice Weapon+| M+W Min Rge | LthRge | EffRge | Max Rge | Damage* | Hands Class Shot Weapon Rules Cost
! Bow of the Ice sow 1 9 44 0” 9” 36”7 60" 1 2 Borne | Add 1
CREW ARMOUR Armour+ C+A Hands Class | Armour Rules
2 Plate Armour 2 40 0 o
Heavy Armour
2 Ice Chariot 20 60 0 e
Engine
CREW ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
3 Shield stieid 11 71 1 Borne | Add; Parry 4
UNIT OPTIONS Unit Option Rules o
Gultain Champion One Charioteer of Baalor that is not a driver becomes the mustered champion, who gains +1 attack die on his primary combat weapon 3
Tusk Bearer Banner Bearer One Charioteer of Baalor that is not a driver becomes the mustered banner bearer 2
Horn Blower Herald One Charioteer of Baalor that is not a driver becomes the mustered herald 2
. . - . . Hands . . "
Kindred Realm Kin Class Privilege Acuity L Yy 0 Engine Size Base Size
Fomoraic Baalor Chariot _Charlot . Engine Mindless Uncommon Mass 1 110x60mm
Carriage Engine 6
ICE CHARIOT 5 0 65 75 12 0 0 5
Ice Chariot Traits & Abilities Immune (Soul, Petrification, Fume); Resistant (Death, Cold, Freeze); Tough; Bulk Charger; Skied; Move per Draught Animal
1/2(3|4/5/6|7|8|910/11]12 IceChariotl‘l23456789101112 IceChariotZ‘l23456789101112 Ice Chariot 3
CHARIOT COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ | M+W+Ch Damage* = Hands Class Weapon Rules
1 Yoke Spikes 1/2/3/4/5/6 18 83 1" 18 101 2 0 Natural | Impact Strike; Charge+; Vicious Damage
Spikes
2 RunnRer Blades 11213/4 9 74 05" 9 83 1 0 Natural | Impact Strike; Charge+
unners
CHARIOT ARMOUR Armour+ | C+A Hands Class | Armour Rules
. Reinforced Frame 25 100 0 o
Construction
ENGINE OPTIONS Unit Option Rules o
Wheels Additional; Each Frost Chariot gains the Wheeled trait 4
Kindred Realm Kin Class Privilege Acuity Ubiqui Hands Draught Base Size
Y 0 Animal Size
i Beast " Mass
Fomoraic Baalor Ipracx Ardent Draught Animal Beast Wild Uncommon 2 2 70x40mm
IPRACX 7 33 52 54 12 43 18 30
Draught Animal Traits & Abilities Ardent Draught Animal; Bound Permanently (Hunter of Baalor Crew); Camouflaged (snow); Frost Blood; Tough; be Fe ; Bulk Charger; Roarer

1/2(3|4/5/6|7|8|910/11]12 Ipracxl/l‘l 2|3

4/5/6/7|8|9/10/11]12 Ipracxl/Z‘l 2/3/4|5|/6/7|8 9101112pracx2/1‘1 2/3|4|5|67|8|9|10/11/12| Ipracx 2/2

1/2(3/4/5/6|7|8 9101112pracx3/1‘1 2/3|4|5/6|7 8 9|10/11]12 Ipracx 3/2

DRAUGHT BEAST COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ M+W+Ch Damage* | Hands Class Weapon Rules
3 Rakll':]g Claws 1/2/3/4|5/6/7 12 64 0.5" 1 0 Natural
aws
a Maulang Bite 1 10 62 0" 2 0 Natural
ite
5 Trample 1(2/3 5 57 0” 1 0 Natural | Sightless Strike
Trample
DRAUGHT ANIMAL ARMOUR Armour+ C+A Hands Class Armour Rules
1 Ba rdl“g 12 66 0 Worn
Barding
7 Ice Chariot 10 76 0 Engine
Engine
DRAUGHT ANIMAL OPTIONS Beasts Class | Mount Rules Cost
1 Srénocx Ardent Draught Beast 1 %ﬁzgﬂf Replace (Ipracx) -33
SRONOCX 8 20 68 69 27 72 32 49
Draught Animal Traits & Abilities Frost Blood; Gigantic; Insensate; Tough; Stubborn; Terrifying; Bulk Charger; Roarer; Ardent Draught Animal
12|3|4|5 6| 7|8 9|10111213 1415 161718 19 20 Sronocx 1

~




OGRAX RAVAGER

OH-grax RA-va-ger
Kindred Realm Kin Class Privilege Acuity Ubiquity Ha; ds lﬂi/tzii/ze Cost
Fomoraic Baalor Ograx Monstrous Cavalry Vassal Drilled Uncommon Mlalss 1Bf0sxe6()sr::; 145
OGRAX RAVAGER Pace Skill Might Constitution Wounds Fortitude Authority Temper
Frost Blood; Insensate; Tough; Fearsome 6 42 56 54 14 79 43 66
Abilities Bulk Charger
1‘2‘3‘4‘5‘6‘7‘8‘9‘10‘11‘12‘13‘ Ograx Ravager1‘1‘z‘3‘4‘s‘5‘7 3‘9‘10‘11‘12‘13‘ Ograx Ravager2‘1‘2‘3 4‘5‘6‘7‘8‘9‘10‘11‘12‘13 Ograx Ravager 3
SRONOCX 8 20 68 | 69 27 72 32 | 49
Sronocx Traits & Abilities Frost Blood; Gigantic; Tough; ifying; Bulk Charger; Roarer
1‘2 ‘ 3 ‘ 4 ‘ 5 ‘ 6 ‘ 7 ‘ 8 ‘ 9 ‘10‘11‘12‘13‘14‘15‘16‘17‘18‘19‘20 21‘12‘13‘14‘15‘25‘27‘ Srénocx 1 ‘ 1 ‘ 23 ‘ 4 ‘ 5 ‘ 6 ‘ 78 ‘ 9 ‘10‘11‘12 13‘14‘15‘16‘17 13‘19‘10‘11‘12 23‘24‘25‘26‘27 Srénocx 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‘25‘26‘27‘ Srénocx 3
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W+Ch Damage* | Hands Class | Weapon Rules
1 JaggesslearSpear 1 ‘ 2 ‘ 3 ‘ 4‘5 ‘ 5‘ 9 65 2" 9 65 2 1 Borne | Mounted Impact Strike; Mounted Charge+; Piercing
ARMOUR Armour+ C+A Hands Class | Armour Rules
a Plate Armour 19 73 0 -
Heavy Armo:Jr
2 G reasthiihleld 12 85 1 Borne | Parry
Srénocx
’ Ardent Mount 4 92 0 Mount
MOUNT OPTIONS Mount+ C+A Mass Class | Mount Rules Cost
1 Tarvocx Ardent Mount 15 100 11 Ridden | Replace (Srénocx) -28
TARVOCX 7 21 72 77 29 82 = 38 56
Tarvocx Traits & Abilities Camouflaged (snow); Frost Blood; Gigantic; Insensate; Tough; Terrifying; Bulk Charger; Roarer
1 ‘ z‘ 3‘ 4‘ 5‘ 5‘ 7‘ 8‘ 9‘10‘11‘12‘13‘14‘1#1417‘13‘19‘1 21‘22‘23‘24‘2#25‘27‘2424 T1‘ 1 ‘ z‘ 3‘ 4‘ 5‘ 6‘ 7‘ 8‘ 9‘m‘u‘12‘13‘14‘1#15‘17‘15‘19‘20(21‘22‘23‘24‘2#25‘27‘25‘29‘ Tz‘ 1 ‘ 2‘:‘ 4‘ 5‘ 5‘ 7‘ s‘ 9‘10‘11‘12‘13‘14‘1#1417‘1414217(21‘22‘23‘24‘2#26‘27‘2 29( T3
UNIT OPTIONS Unit Option Rules Cost
Gultain Champion One Ograx Ravager becomes the mustered champion, who gains +1 attack die on his primary combat weapon 16
Tusk Bearer Banner Bearer One Ograx Ravager becomes the mustered banner bearer 14
Horn Blower Herald One Ograx Ravager becomes the mustered herald 14
Veteran Ograx Ravager The Ograx Ravager unit becomes Veteran (cost shown is per warrior), gaining +10 SKILL, +5 FORTITUDE and +5 AUTHORITY 5

FMR-BLR-5300 - ?




IPRACX

IP-raz
Kindred Realm Kin Class Privilege Acuity Ubiquity Hagds Un|t15|ze Cost
. Ipracx Beast " Mass Base Size
Fomoraic Baalor Frost Bear Ardent Mount; Solitary Beast Wild Uncemmon 4 70x40mm 32
IPRACX Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Camouflaged (snow); Frost Blood; Insensate;
Tough; Stubborn; Fearsome 7 33 52 54 12 43 18 30
Abilities Bulk Charger; Roarer
Wound Track 1/2|3]4|5(6|7|8]9|10/11/12
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W+Ch Damage* | Hands Class | Weapon Rules
1 RakII'ICIQ Claws 1/2/3/4|5/6/7 12 64 0.5" 1 0 Natural
aws
2 Maulang Bite 1 10 62 0” 2 0 Natural
ite
3 Trample 12]3 5 57 0" 1 0 Natural | Sightless Strike
Trample
FMR-BLR-0100-700 - Kraan on Bear
CUGAC
C00-gaz
Kindred Realm Kin Class Privilege Acuity Ubiquity Ha:)\ds Umt15|ze Cost
f ‘ Beast Mass Base Size
Fomoraic Baalor Clgacx Ardent Mount; Solitary Beast Feral Uncommon 3 ~20x40mm 31
CUGACX Pace Skill Might Constitution  Wounds Fortitude Authority Temper
G iflaged ); Frost Blood; Ir te,
amouflage (sna:gars;onje o Insensate, 9 4 4 48 45 10 78 25 3 5
Abilities Bulk Charger; Roarer; Flanker; Bound (Thulean Hornheart); Leaper
Wound Track 1{2]3]4|5/6|7/8/ 9|10
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W+Ch Damage*  Hands Class | Weapon Rules
i Slashl?lg Claws 1123/4/sle 9 57 0" 1 0 Natural
aws
1 Crush;ng Bite 12 10 58 0" 2 0 Natural | Vicious Damage
ite
2 Trample 12 5 53 0" 1 0 Natural | Sightless Strike
Trample
FMR-THL-7550 - Taai-ac
CAP-az
Kindred Realm Kin Class Privilege Acuity Ubiquity Ha;ds Un|t15|ze Cost
. Capacx Beast " Mass Base Size
Fomoraic Baalor Horse Mount; Mount Only Beast Wwild Common 3 60x35mm -
CAPACX Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Camoufiaged (snow); Frost Blood; Insensate; Mount|
or Draught Beast only 9 18 34 19 5 39 13 20
Abilities Bulk Charger
Wound Track 12]3]4]s
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ | M+W+Ch Damage* | Hands Class | Weapon Rules
1 Chomlz_ltng Bite 1 8 42 0" 1 0 Natural
ite
2 Trampllng Hooves 12 6 40 0" 1 0 Natural | Sightless Strike
Trample

FMR-BLR-0201-400 - on Horse




SHARD BEAST

SHARD BEEST
Kindred Realm Kin Class Privilege Acuity 1] ity Ha;ds Unlli/s:;ze Cost
Fomoraic Baalor Moraine Beast Monstrous Beast Construct Mindless Rare M:;SS Bassoemsnl]ze 63
SHARD BEAST Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Camouflaged (snow); Frost Blood; Tough; Gigantic;
ST B ES 6 31 54 72 24 65 27 41
Abilities Bulk Charger
3 ‘ 4 ‘ 5 9 ‘10‘11‘12‘13‘14‘15‘16‘17‘18‘19‘20 21‘21‘13‘24‘ Shard Beast 1 ‘ 1 8 ‘ 9 ‘10‘11‘12 13‘14‘15‘16‘17 18‘19‘20‘21‘22 23‘24‘ Shard Beast 2 ‘ 1 4 ‘ 5 ‘ 6 ‘ 7 ‘ 8|9 ‘10‘11‘12‘13‘14‘15‘16‘17‘18‘19‘20‘21‘22‘23‘24‘ Shard Beast 3
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W-+Ch Damage*  Hands Class | Weapon Rules
Icecf:laws 12 16 70 1” 2 2 Natural | Pierce; Freeze Damage
aws
Trample 12(3|4 5 59 1” 1 0 Natural | Sightless Strike; Cold Damage
Trample
SHOT WEAPON Weapon+ | M+W M+SW | LthRge | EffRge | MaxRge Damage* = Hands Class | Shot Weapon Rules
Ice Shard ” " " Throw; 3” Ice Shard Crush Template; Mighty Shot; Vicious
e 11 65 33 0 24 32 1 1 Natural Damage; Freeze Damage
ARMOUR Armour+ C+A Hands Class | Armour Rules
Moraine 19 91 0 Natural
Skin
FMR-BLR-8030 - The Ice Immortal
Ma-RAYN BEEST
Kindred Realm Kin Class Privilege Acuity Ubiquity Ha;ds Umt15|ze Cost
Fomoraic Baalor Moraine Beast Monsg;%:;east Construct Mindless Rare Mlazs s B?;gr:::e 156
MORAINE BEAST Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Camouflaged (snow); Frost Blood; Tough; Gigantic;
AR g 6 22 77 97 50 71 36 58
Abilities Bulk Charger
Wound Track 3 ‘ 4 ‘ 5 ‘ 6 11‘12‘13‘14‘15 15‘17‘13‘19‘20 21‘22‘23‘4 5 bi i ai 9i5u 1‘32‘33‘34‘35 36‘37‘38‘39‘40 41‘42‘43‘44‘45 46‘47‘48‘49‘50
COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ M+W+Ch Damage* Hands Class Weapon Rules
1[2]3/4]5]6
Ice Claws ‘ 16 93 1” 2 2 Natural | Pierce; Freeze Damage; Vicious Damage
Claws 11(12[13|14
TrTamPIe 1/2/3/4 5‘ 8 85 1" 1 0 Natural | Sightless Strike; Cold Damage
rample
SHOT WEAPON Shoot Dice Weapon+ | M+W M+SW | LthRge | EffRge | MaxRge Damage* Hands Class | Shot Weapon Rules
Ice Shard ” ” " Throw; 4” Ice Shard Crush Template; Mighty Shot; Vicious
P 11 88 44 0 27 36 1 1 Natural Damage; Freeze Damage
ARMOUR Armour+ C+A Hands Class Armour Rules
Mo:kalne 22 119 0 Natural
in

FMR-BLR-8400 - Vaak




MAMMOX WAR TOWER

MAM-oks WOR TOW-er
Kindred Realm Kin Class Privilege Acuity Ubiquity Hagds Un|t15|ze Cost
. War Engine . Mass Base Size \
Fomoraic Baalor War Tower Carriage Engine Vassal Elite Rare n 120mm ‘ 630
- - - - I Hands - .
Kindred Realm Kin Class Privilege Acuity Ubiquity 2 Crew Size Base Size
. . Infantry . Mass Driver +
Fomoraic Baalor Warrior of Baalor War Engine Crew Vassal Elite Common 1 5 30mm
Pace Skill Might Constitution Wounds Fortitude Authority Temper
HUNTER OF BAALOR CREW
5 73 33 18 3 82 17 24
Hunter of Baalor Traits & Abilities Frost Blood; ; Bind ly ( War Tower); Disciplined; Engine Crew
1123 Driver‘123 Crewl‘lZB Crew2‘123 Crew3‘123 Crew4‘123 Crew 5
CREW COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ | M+W+Ch Damage* Hands Class Weapon Rules
q Spear of the Ice 1203 9 42 27 9 51 1 1 Eorme S\;]vitch (Axe of the Ice); Mounted Impact Strike; Mounted
Long Spear Charge+
12(3 b5 B Hook
7 Axe of the Ice 9 42 | 05 1 1 e |
Axe 12 18 51 05" 2 2 Borne | Hook; Foot only
CREW SHOT WEAPON Shoot Dice Weapon+ | M+W MinRge LthRge | EffRge | MaxRge Damage* = Hands Class | Shot Weapon Rules
L Bow Ogothe Ice 1 9 42 0" 9” 36” 48" 1 1 Borne | Volley Shoot
w
CREW ARMOUR Armour+ C+A Hands Class | Armour Rules
1 Plate Armour 22 40 0 Womn
Heavy Armour
2 War Tower 14 54 0 Engine
Carriage Engine
CREW ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
3 Shield shield 11 65 1 Borne | Parry; Add 10
UNIT OPTIONS Unit Option Rules =
Gultain Champion One Hunter of Baalor that is not a driver becomes the mustered champion, who gains +1 shoot die on his primary shot weapon 3
. . - " I Hands . " "
Kindred Realm Kin Class Privilege Acuity Ubiquity 0 Engine Size Base Size
War Engine Mass
Fomoraic Baalor War Tower Carriage Engine Engine Mindless Uncommon 8 1 120mm
WAR TOWER ENGINE 6 0 0 70 30 0 0 5
War Tower Traits & Abilities Immune (Soul, Petrification, Fume); Resistant (Death, Cold, Freeze, Venom); Tough; Bulk Charger; Move per Draught Animal; Hang On!
12]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 War Tower
ENGINE ARMOUR Armour+ C+A Hands Class | Armour Rules
. Reinforced Frame 25 95 0 Natural
Construction
ENGINE OPTIONS Engine Option Rules Cost
Tusk Bearer Banner Bearer May bear the unit's banner 2
Skull Bearer Host Banner Bearer May bear the Host's Banner if a Host Banner Bearer is not already purchased. The Host Banner range is 18”. Engine gains the Host Banner Bearer ability 7
. . s . I Hands Draught .
Kindred Realm Kin Class Privilege Acuity Ubiquity 0 Animal Size Base Size
: Monstrous Beast " Mass
Fomoraic Baalor Mammox Ardent Draught Animal Beast wild Rare T S— 1 120mm
MAMMOX 7 2 | 12 | 122 | 101 | 82 49 83
Traits & Abilities Ardent Draught Beast; Camouflaged (snow); Frost Blood; Gigantic; Tough; A ifying; Bound (Tusk Hunter Crew); Bulk Charger; Roarer
1]2/3]4|56|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
Wound Track
81/82/83/84
DRAUGHT ANIMAL COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ | M+W+Ch Damage* | Hands Class Weapon Rules
1 BIUdgeonlng Trunk 1/2/3/4(5/6/7(8/9]|10 17 129 1" 2 0 Natural | Mighty Strike; Grab; Vicious Damage
Trunk
1 Gori nTg ';I'usks 1/2/3/4|5/6/7/8/9/10 24 136 2" 24 160 3 0 Natural | Impact Strike; Charge+; Pierce; Terrible Damage
usl
i Chomping Bite 112/3]a 22 134 0" 1 0 Natural
Bite
2 Tram'_r)lln‘g Feet 1/2/3|4/5/6 11 123 1” 1 0 Natural | Sightless Strike; Stomp
rample
COMBAT WEAPON OPTIONS Attack Dice Weapon+ M+Ww Att Rge | Charge+ | M+W+Ch Damage* | Hands Class Weapon Rules Cost
q o Replace (Bludgeoning Trunk); Mighty Strike;
1 Spiked Trunk Trunk 1/2/3/45678910 22 134 1 2 4 Worn | pierce; Grab; Vicious Damage 4
DRAUGHT ANIMAL ARMOUR Armour+ C+A Hands Class Armour Rules
1 Tougstl_ Hide 5 127 0 Natural
in
. Scavenged Armour 8 135 0 Natural
Light Armour
3 War Tower 10 145 0 Engine
Carriage Engine
ARMOUR OPTIONS Armour+ C+A with option with option Hands Class Armour Rules Cost
4+  Battered Chamfron Heimet 11 156 | +cains | 167 0 Worn | Add 3
5 Breast Mail sreastpiate 10 155 +Helmet 166 0 Worn | Add 2
6 Flank Chains chains 11 156  +remet | 167 | +reastolate. 177 0 Worn | Add 3

?
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FOMORAIC (REIVERS OF THE EYE) MUSTER WENDLIST

Changes to the Fomoraic (Reivers of the Eye) muster are recorded here.

Version | Change

v2.03 The focus range of all sorcerers has been reduced

The hunter noble option only gains the ‘marksman’ ability if he is a commander

Ograx reiver hexer profile added

Added helmet armour option to ograx reiver untain and tain

Added the reiver slave cart profile

Added the reiver slave wagon profile

Altered the reiver slaver warchief profile to the reiver slaver tain profile

Removed reiver hunter as sworn unit option for a reiver untain and reiver tain

v2.03 Reduced AUTHORITY of cavalry units to reflect the riders, not the riders and mounts

v2.05 Added the reiver warlock profile to the Warlords section

Added the ograx slaver tain profile to the Warchiefs section and the muster chart

Added the big slaves profile to the Monstrous Infantry section, and unit boxes to the reiver slaver tain and ograx slaver tain muster chart

Added the Tundral Spells invocation list

Added the Rack Bearer engine option to the reiver slave wagon

Added the Bell Bearer engine option to the reiver slave wagon

Added the ‘tough’ traits to the morograx and the gorograx

v2.06 Added the ‘tactician’ ability to the reiver untain, reiver tain, reiver ultain and reiver slaver tain profiles

Ensured that scouting nobles cannot be the general

Added the ‘disciplined’ ability to a number of profiles

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

Slightly reduced the AUTHORITY and silver cost of all humans

Clarified the Enthrall invocation

Removed the ‘fearless’ trait from all warriors; the draackox and mammox gain the ‘stubborn’ trait

Reduced the cost of noble shot weapon options

V2.07 | 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




FOMORAIC (REIVERS OF THE EYE) MUSTERING

Version 2.07

FOMORAIC (REIVERS OF THE EYE) HOST

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

artefact limit
0 to 10%

50%+
Realm ‘ ‘ Compulsory Commands ‘ ‘ Host Commands ‘ ‘ Realm Commands
REIVERS OF Reivers of the Eye Reivers of the Eye Reivers of the Eye Allied Far Thule Cursed Herd Baalor
THE EYE HOST General Command || Command Contingent Command Command Command

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

Conand

Command
0-1

FOMORAIC (REIVERS OF THE EYE) COMMANDS

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

Commander ‘ ‘ Sworn Box

‘ ‘ Pledge Box ‘ ‘ Petition Box
GENERAL'S Sworn A Pledged Petitioned
Unit ORI Unit Unit
COMMAND = L
1 0-1 <| o1+ < 01+
Bind Units Bind Units Bind Units
without General's Sworn Pledged Influenced Petitioned
[ at least Unit Unit Warchief Unit
one command 1 < ‘ 0-1+ < 0-1 < ‘ 0-1+
Bind Units Bind Units Bind Units
any number of other Sworn Units Pledged Units Warchiefs Units
1 < 0-1+ < 0-1 < ‘ 0-1+
Bind Units Bind Units Bind Units
. Allied Commander's Allied Commander's Allied Commander's Allied Commander's
allied Sworn Unit Pledged Unit Influenced Warchief Petitioned Units
contingent
1 < 0-1 < 0-1 <] o1+
Bind Units Bind Units Bind Units
COM PANIONS Sorcerer Host Host Companions must have an AUTHORITY that is lower than or equal to the general's Sell-Sword
L Banner Bearer Herald AUTHORITY. The AUTHORITY of companions counts as 0 for COMMAND AUTHORITY
<ot Lot Jl-l ot P o1
COMMANDER'S Sworn Pledged Influenced Petitioned
Commander p i n .
COMMAND | Unit [ Unit Unit
1 1 <] 01+ <] 01+
[ Bind Units [ Bind Units Bind Units
A commander must choose a unit within his A commander may choose a unit within his pledge box to be one of his A commander may choose a unit within his petition box to be one of his
sworn box as his sworn unit. pledged units. petitioned units.
Optioned Optioned Optioned
with option Commander Sworn Unit Pledged Unit Petitioned Unit
1 1 <l 01+ <] o1+
‘ Bind Units ‘ Bind Units Bind Units
5 If an optioned sworn unit has been chosen, a commander may choose a unit N " .
If an option has peen purchasgd, a commgndgr on the same option line within his pledge box to be one of his optioned If an optioned sworn unit hag begn chqs_en, a commander_ may choo_sg a unit
may choose a unit on that option line within his e T e o Y e e Sy g, g on the same option line within his petition box as an optioned petitioned
sworn box as his optioned sworn unit. pledg ogﬂon \ing 9 unit in addition to any other petitioned units that are not on an option line.
with Restricted Restricted Restricted
restrictive Commander Sworn Unit Pledged Unit Petitioned Unit
option 1 1 < o1+ < 01+
Bind Units Bind Units
If a restrictive option has been purchased, a - " i "
commander must choose a unit on that restrictive Ifa festncthwve sworn um_t has been cr|1_osent ?1 vcorr‘pmalnger rgay onLy chocss; Ifa restrlcthlve sworn un_lt has begn clhosen, ;_ c%r_nman_d_er r;ay onlg chousef
option line within his sworn box as his restricted a unit on the same restr\ctlve o_ptlon ine within is pledge box to be one of a unit on the same res_trlctlve Pptlon ine v_\nt in his E)etltlon 0x to be one of
" his restricted pledged units. his restricted petitioned units.
sworn unit.
= P . Realm . .
Noble Unit If a unit is joined to a noble by a double line Unit If the realm is noted above the unlt‘ name, the
e ion warchiefs known as a noble path, that noble must be ni commander must be of that realm in order to
are indicated with 'CW’ | cw/ 0-1 < ‘ 0-1+ mustered within a command before the unit on < ‘ 0-1+ muster that unit in his command.
- - that path can be mustered. " .
Bind Units Bind Units
MINIATU RE Unit Unit Unit A miniature's availability for a particular profile is shown by the colour of the unit box text on the muster chart.
AVAILABILITY L] If the text colour is black, that miniature is available from the Mierce Miniatures range and may be used in official Darklands battles.
n n-n n n-n n n-n 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.
Available Coming Soon Unavailable Profiles with blue or grey text colours cannot be used in official Darklands battles as no miniatures are available.




One of each unique commander may be mustered in your host

FOMORAIC (REIVERS OF THE EYE) UNIQUE COMMANDERS

FOMORAIC (REIVERS OF THE EYE) COMMANDERS

Any number of commanders may be mustered in your host

‘ Commander ‘ ‘ Sworn Box ‘ ‘ Pledge Box ‘ ‘ Petition Box ‘
Reivers of the E - - - - - n
eﬁeEIoVEe RY © Reiver Reiver Reiver Reven Reiver Reiver Reiver Reiver
Frostborn L Frostborn Youth L Hunter Horse Hunter Horse
UNTAIN 0-1 0-1 4] o1+ u 01+ 1| o-1+ 8| o1+ u 01+ 8 0-1+
ﬂ Jarax Reiver, Ograx Hunt Jarax Reiver, Ograx Hunty Jarax Reiver, Ograx Hunts Jarax Reiver, Ograx Hunts Jarax Reiver, Ograx Hunts
. Reiver Reiver Ograx Ograx
Reim Hunter Chariot Reiver Hunter
8 ‘ 0-1+ 18 0-1+ 26 0-1 27 0-1
Ograx Hunter
with Reiver Reiver Mammox
Reiver Bow | | Hunter Horse Hunter Horse DI War Tower ABIEIE
and mounted 0-1 8 0-1+ ss| 01 35 0-1 %] 0-1
Reiver Reiver Reiver
as rider of Capacx Horse Horse Hunter Horse
0-1 11 0-1+ 8 0-1
i Reiver Reiver
as i’;gc",’,: r’l f:’;’tde’ Chariot Chariot
1 18 0-1+
as engine leader Mammox Mammox H
of War War Tower War Tower SRR
Tower 1 3 01 [ BT
Reivers of the Eye Og rax Og rax Og rax
OGRAX REIVER Ograx Reiver B Reiver B Hunter Wrecker Draackox
UNTAIN 0-1 26 0-1+ 27 0-1+ 27 0-1 55 0-1
ﬂ Ograx Hunter Ograx Hunter
Reiver Ultain Reiver el R Morograx Gorograx
Youth Hunter 9 9
w01 1] 0-1+ 1] o0-1+ 8| 0-1+ 36| 0-1+ 55 0-1
Jorax Reiver, Ograx Hunt Jarax Reiver, Ograx Hunt
Ograx Ograx
with Hunt Hunt
Crude Bow HEICl LHici
0-1 7| 0-1+
. Ograx Ograx
as ’Z‘:"’T’h‘;':: g’( eox Wrecker Wrecker
0-1 7| 01
Reivers of the Eye = a = =
n . Reiver Reiver Reiver Reiver
REIVER el L T Youth L Frostborn Hunter Horse
TAIN 0-1 1] 0-1+ 1] 0-1+ 1| 0-1 8| 0-1+ 1] o0-1+
ﬂ grax Reiver, Ograx Huntd Jrax Reiver, Ograx Huntq  Jgrax Reiver, Ograx Huntt grax Reiver, Ograx Hunt
. Reiver Reiver Reiver Ograx
Reil‘::’:’;ow Hunter Hunter Horse Chariot Reiver
8| 0-1+ 8 01+ 18] 0-1+ % 0-1
Ograx Hunter
with Reiver Reiver Reiver MoToe oy Ograx
Reiver Bow Hunter Horse Hunter Horse Slave 9 Hunter
and mounted 0-1 s| 0-1+ 1] o1+ 36|  0-1 7] o1
Reiver Reiver Reiver
as rider of Capacx| Horse Horse Hunter Horse
0-1 11 0-1+ 8 0-1
L Cliax Ciax Cliacx
as Cutain
1 8 0-1+ 11 0-1+
i Reiver Reiver
EECHTEICE Chariot Chariot
1 18] 0-1+
as engine leader Mammox Mammox »
of War War Tower War Tower SRR
Tower 1 35 ‘ 0-1 _
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FOMORAIC (REIVERS OF THE EYE) SELL-SWORD COMMANDERS

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 Fomoraic Reivers of the Eye generals or commanders

FOMORAIC (REIVERS OF THE EYE) ALLIES

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

ALLIED Allied Allied Allied
COMMANDER || | SwornUnit | Pledged Unit Petitioned Unit
1 0-1+ 0-1+
Bind Units Bind Units Bind Units




TUNDRAL SPELLS

Fomoraic (Reivers of the Eye) Invocation List

Sorcerers of the Fomoraic kindred, Reivers of the Eye realm may muster as many invocations as they wish, host cost permitting, from the Fomoraic (Reivers of the Eye) Invocation List below.

INVOCATION Power ‘ Min Rge ‘ Lth Rge ‘ Eff Rge ‘ Max Rge ‘ Damage* | Invocation Rules Cost
Armoured Marks: The Marked unit must contain warriors with at least one armour element of the class Worn or Borne.
R- d A Constant Effect: The Marked Unit becomes a Rimed unit. Each Marked warrior within the Rimed unit (a Rimed warrior) gains 1D10 Armour+ per invoked die to the
ime rmour Armour+ value of any one armour element of the type Worn or Borne (now also called the Rimed Armour). The Rimed Armour must be of the same class and type for 7
Focus each Marked warrior where possible.
Rules: Once per Mark; Entire Mark; Mutable
Living Marks: The Marked warriors within the Marked unit must be friendly non-Allied warriors with the Living trait.
Mosswork Immediate Effect: the wounded warrior of each Different Mark within the Marked unit gains +D5 WOUNDS per invoked die. This cannot increase a warrior's WOUNDS 8
Focus higher than their basic level.
Rules: Once per Mark; Entire Mark
Hex °f DeSOIatlon Immediate Effect: all of the enemy Marked units within total focus range must immediately perform a Panic reaction, including Fearless units and Frenzied units. 11
Focus
Permafrost Immediate Effect: The Marked point is any point on the battlefield. All of the area effect templates (that are not permanent) within total focus range are immediately 8
Focus removed from the battlefield. Additionally, all effect tokens that are not cold or freeze tokens are removed from all units within total focus range on the battlefield.
Frosstt:ngs 31 0” 6" 30” 40" 1 Cold Damage 5
Ig|
Mark of the Eye Immediate Effect: The Marked unit's SKILL is increased by D10 per invoked die. 17
Focus Rules: Once per Mark; Entire Mark; Transient
AgOI‘IISII‘Ig Cold 54 ‘ ‘ 2 Cold Damage; Ignores Armour 5
Focus
Constant Effect: 1 cold effect token is immediately added to the Marked unit per invoked die. Additionally, each Marked warrior becomes
. confused and slowed as well as Sighted D10” until the Enveloping Fog dissij If the Ei pil is not dissil at the end of a
Envelopu’]g Fog 42 battle hour, the Marked unit gains one cold effect token per warrior within the unit. Additionally, the battle's current weather immediately 8
Focus changes to Fog until the end of the current battle hour, at which point it may change during the The Changing Weather subsection of the Battle
Sequence as normal.
Rules: Once per Mark; Majority Mark; Cold Damage; Ignores Armour; Unstable
Living Marks: The Marked warriors within the Marked unit must be enemy warriors with the Living trait.
E | Immediate Effect: Each Different Mark within the Marked unit (that is within total focus range) must take a FORTITUDE TEST, in this case an ENSLAVEMENT TEST. If
nslave the ENSLAVEMENT TEST is passed, that Different Mark becomes confused and slowed. If the ENSLAVEMENT TEST is failed, that Different Mark (now called the Enslaved 17
Focus Unit) is now under the control of the Invoker's player. The Enslaved unit is placed under any order the Invoker wishes and is in the Invoker's command.
Rules: Once per Mark; Majority Mark; Transient
Hex of 5poi|ing Immediate Effect: The Marked unit's SKILL is reduced by 1D10 per invoked die. 15
Focus Rules: Once per Mark; Entire Mark; Unstable
Tundral Cold 28 Constant Effect: Each Marked warrior gains 1D10 cold effect tokens per invoked die. 5
Focus Rules: Once per Mark; Majority Mark; Cold Damage; Ignores Armour; Transient
'mmediate 2 One enemy warrior (an Enthralled warrior) within the Marked unit per invoked die (chosen e Invoker's player) is placed under the control of
Enthrall Immediate Effect: O y warrior (an Enthralled ior) within the Marked unit per invoked die (ch by the Invoker's player) is placed under th ttrol of
nthra the Invoker's player, under any order he wishes and in the Invoker's command. Each Enthralled warrior becomes lively. 9
Focus Rules: Once per Mark; Unstable
Tundral Wind Immediate Effect: the Marked point is any point on the battlefield. The current wind strength is increased by +1 and the wind's direction is immediately determined by 4
Focus the Invoker. Enemy flyers are immediately Grounded involuntarily.
Hex of Crippling Immediate Effect: The Marked unit's PACE is reduced by D5 per invoked die to a minimum of 1. 8
Focus Rules: Once per Mark; Entire Mark; Unstable
I-- h k Immediate Effect: the Marked unit gains the ‘resistant (all effects)’ trait, immediately removing all effect tokens from the unit. Additionally, enemy Invoke actions
Ichenwor against the Marked unit are performed with a +2 invoke modifier. 9
Focus

Rules: Once per Mark; Entire Mark; Mutable




GIFTS OF THE EYE

Fomoraic (Reivers of the Eye) Artefact List

Up to 10% of a Fomoraic (Reivers of the Eye) host's cost may be spent on Gifts of the Eye.

Fomoraic (Reivers of the Eye) nobles of mass 10 or less may muster any artefact as an artefact option except for brands, which may only be mustered as an artefact option by warriors of Beast privilege of any mass.
Mundane artefacts may be mustered by any vassal warrior of mass 10 or less. Jealous artefacts do not allow other artefacts to be mustered with them.

COMBAT WEAPON ARTEFACT Attack Dice Weapon+ | M+W AttRge | Charge+ M+W+Ch Damage* | Hands Class | Weapon Artefact Rules Cost
Slaver's Axe +‘ 3‘ 18 | +18 05" 2 1 Bome | Add or Replace; Hook; 3+M
Sorcerous Axe :
Souls for Baalor Cruel: the bearer gains +10 AUTHORITY if at least one unit of slaves is included in his command as well as the ‘fearless’ trait.
+12[3 4‘ 13 +13 0.5" 1 1 Borne Add or Replace; Hook; 9+M
Broken Axe of Naang ,l12]3 26 +26 05" 2 2 Bome | Vicious Damage Foot only

Sorcerous Axe
A killer's instinct

Crackhead: If the bearer's vicious damage roll is a 5, the bearer may roll a further vicious damage roll, and so on until no 5s are rolled; but if the bearer does roll a further 5, the Broken Axe of Naang is

Floe Axe
Sorcerous Axe
Born of the ice

finally broken and so destroyed.

For the mighty: Only warriors with a MIGHT of 50 or more may bear this combat weapon.

+1/2/3/4 5‘ 11 +11 0.5” 1 1 Borne | Add or Replace; Hook; 9+M
+1l213a 22 +22 0.5" 2 2 Borne Freeze Damage Foot only

The ice beneath: Once

per battle hour, at any point in his activation or reactivation, the bearer of the Floe Axe may strike the ground. When this occurs the bearer may draw a 1” wide line - called a floe
line - that is 2D10” long I

directly forwards from his head mark. Any warrior underneath the floe line il suffers D5 freeze damage.

”

Blade of the Tundra  |" .27 16 | +16 | 05 1 1| Bome | agqor Repiace; Igrores 9+M

Sorcerous Sword 41+/1)2 32 +32 0.5" 2 2 Borne | Armour; Cold Damage (2) | Foot only

The cold of the earth Reivers only: Only warriors of the kin ‘Man’ may bear the Blade of the Tundra.
2 ‘ 3 12 +12 3" ‘ ‘ 2 1 ‘ Borne ‘ Replace; Goad 9+M
The White Whip See the Eye's Glory: Each enemy warrior that suffers at least one fated damage die from The White Whip must perform an AUTHORITY TEST called a GLORY TEST. Should the GLORY TEST be failed, the
Sorcerous Whip 5| enemy warrior becomes confused and entangled until the end of the battle hour (i.e., no Disentangle action may be performed until then). Only one GLORY TEST is performed per enemy warrior, regardless of
The eye awaits how many fated damage dice are suffered. If the enemy warrior is in a unit with other warriors of the same profile, only the wounded warrior is affected.

Whip and Axe: The White Whip replaces the Whip part of a Whip and Axe combat weapon.
Reivers only: Only warriors of the kin ‘Man” may bear The White Whip.

Morlaak's Axes 5‘6 18 +18 0.5” ‘ ‘ 1 ‘ 2 ‘ Borne ‘ Replace; Quick Strike; Hook; Cold Damage ‘ 4+M
Sorcerous Two Axes
He of the unsound mind Madman: the bearer of Morlaak's Axes becomes frenzied at the start of the battle.
Axe of the Reiver M 2‘ iz +12 05" 1 1 Borne Add or Replace; Hook 7+M
G 7|+1 24 +24 0.5” 2 2 Borne ! Foot only
All-seeing influence The Eye is upon me: The bearer gains the ‘fearless’ trait and +10 AUTHORITY.
Bloodfrost +]1 2‘ 16 +16 0.5" 1 1 Borne | add or Replace; Parry; | 16+M
Sorcerous Sword g|t|1 32 +32 0.5" 2 2 Borne | Freeze Damage Foot only
Veins of ice The slow death: for each fated damage die caused by the Bloodbane on a Living warrior, 2D10 cold tokens must be attached to the victim in addition to any freeze tokens.
Reivers only: Only warriors of the kin ‘Man’ may bear the Bloodbane.
Maad DOg'S Man-MangIer +‘ 112 54 +54 1" ‘ ‘ ‘ 3 ‘ 1 ‘ Borne ‘ Add or Replace; Foot only; Vicious Damage ‘ 14+M
- Sorcerous Great Cleaver -
Violence ensues Ograx only: Only warriors of the kin ‘ograx’ may bear this combat weapon.
+‘ 123 16 ‘ +16 3" ‘ ‘ 1 1 Borne | Replace; Goad; Vicious Damage 9+M
Whlp of P_aln 10| Relentless Agony: In addition to the goad effects listed in the Goad action, the bearer of the Whip of Pain may force the Goaded unit - as well as the Goading unit - to immediately perform a Run action
Sorcerous Whip called a Relentless Run action. The amount of RUN MOVE for this action is determined by rolling 2D10, called a RUN
Agonising barbs ROLL. The Goaded unit remains in its current vigour state after its Relentless Run action is performed.
Whip and Axe: The Whip of Pain replaces the Whip part of a Whip and Axe combat weapon.
SHOT WEAPON ARTEFACT Shoot Dice Weapon+ | M+W MinRge LthRge | EffRge | MaxRge Wound* | Hands Class | Shot Weapon Artefact Rules Cost
Snow Bow . ‘ 12 +12 0" 9” 36" 48" 1 2 Borne | Replace; Cold Damage 8+M
Sorcerous Bow
Blinded by the blizzard Blizzard blind: Warriors that suffer fated damage caused by the Snow Bow become unsighted until the end of the current battle hour.
Bow of the Tundra +‘ 23 14 +14 0" 9” 36" ‘ 48" 2 2 ‘ Borne ‘ Replace; Ignores Armour; Cold Damage (2) ‘ 6+M
Sorcerous Bow Z
The cold of the sky Reivers only: Only warriors of the kin ‘Man" may bear the Bow of the Tundra.
Ice Shafts +‘ 1]2 ‘ o - - - - ‘ - 1 ‘ - ‘ Borne | Add; Muster with (Bow); Pierce; Cold Damage ‘ 7+M
Sorcerous Arrows Rising cold: Any unit that suffers damage from the Ice Shafts gains as many cold effect tokens as it has taken damage, not just fated damage, and then (as long as there is at least one cold effect token
The cold of the earth attached to the unit) gains a further D5 cold tokens per activation (friend or enemy) after the bearer's activation until the end of the current battle hour.
Heartsplinters Equal - - - - - ‘ - 1 - Borne | Add; Muster with (Bow); Pierce ‘ 7
Sorcerous Arrows
The agony of the heart Splitting pain: any warrior that suffers a fated shot die from the Heartsplinters will immediately become entangled, such is the agony they cause.
+1/2/3/4/5 11 + 11 0” 3" 127 15" 2 1 Eome Add or Replace; Move and Shoot; Ride and Shoot; 8+M
ros! € Oof Aarbeg Cold Damage
Sorcerous Thlrowing Axe Returner: the Frost Axe of Aarbeg returns to the bearer after the Shoot action performed with it is resolved.
Of Aarbeg's renown Man only: Only warriors of the kin ‘Man’ may bear this shot weapon artefact.
Heartseeker +‘ 18 +18 ‘ 0" 9" ‘ 36" 48" ‘ 2 ‘ 2 ‘ Borne ‘ Add or Replace 10+M
Sorcerous Bow Hear the Beat: the bearer of the Heartseeker only applies negative modifiers to his shoot value, never positive modifiers, against Living Targets. Additionally, the Heartseeker gains +4D10” effective range
The heart beats for pain and maximum range (apply the roll's result to both) against Living Targets.
Frostwind 12 ‘ 3 ‘ 12 +12 ‘ ‘ 4" ‘ ‘ 1 ‘ 0 ‘ Natural ‘ $omblattslhgt I\g/%apon; ST 4 RS ey ‘ 3+M
Sorcerous Breath 4 emplate; Cold Damage
The breath of winter Iced blood: the bearer gains the ‘resistant (fire, hellfire)” ability.
Backsplitter ‘ 26 +26 0" ‘ 9” ‘ 60" ‘ 72" ‘ 2 ‘ 2 ‘ Borne ‘ Add or Replace; Cold Damage; Vicious Damage ‘ 8+M
Bow
Rending For the Mighty: only warriors with a MIGHT attribute of 50 or more may bear this weapon.
Graam's Axes 11 +11 0” ‘ 37 15” 18" ‘ 1 ‘ 1 ‘ o ‘ 1 /I;idsv.‘tlig;tkseﬁcl’:ce; Shots (3); Impetus Shot; ‘ 3+M
Throwing Axes
Roughly wrought Accurate: the bearer of Graam's Axes gain a shoot modifier of -2.
Biting Bow ‘ 18 +18 0" ‘ 9" ‘ 36" ‘ 48" 1 2 ‘ Borne ‘ Replace; Cold Damage ‘ 8+M
1
Sorcerous Bow ° Frostbitten: Warriors that have as many cold effect tokens (that were caused by the Biting Bow) attached to them as their mass become Slowed for the remainder of the battle.
The frost bites Reivers only: Only warriors of the kin ‘Man’ may bear the Biting Bow.
WEAPON COATING Weapon Coating Artefact Rules Class Cost
Rime 1| Rules: Add; Cold Damage; Mundane Artefact Borne 1
Weapon Coating
Frost 2| Rules: Add; Freeze Damage Borne 4
Weapon Coating




ARMOUR ARTEFACT Armour+ | C+A Hands Class | Armour Artefact Rules Cost
Daara's Armour 12 +12 0 Worn | Replace; Thwart 3+M
Sorcerous Light Armour
Hard as nails Toughened: The bearer gains the ‘tough’ trait.
Whitefur Mantle 3 +3 ‘ ‘ 0 ‘ Worn ‘Add ‘ 3+M
Cloak
The herd's boon Camouflaged: The wearer gains the ‘camouflaged (snow)’ trait as well as a -1 parry, evade and sight avoid modifier.
Helm of the White Eye 9 +9 0 vom | Repce 8+M
Sorcerous Helmet General: The bearer's INITIATIVE ROLLS are modified by -2D10 to a minimum of 0, as are any FORCING ROLLS and RETAINING ROLLS, rolled for each test separately.
The authority of Baalor Reivers only: Only warriors of the kin ‘Man’ may wear the Helm of the White Eye.
Frostshield 15 +15 1 ‘ Borne ‘ Add or Replace; Shieldwall; Parry 3+M
1 )
Sorcerous Shield Bitterly cold: Enemy warriors that come within 2" of the bearer of the Frostshield for the first time in the battle gain cold effect tokens equal to their mass, and then D5 cold tokens at the end of each
The shield of winter activation (friend or enemy) after the current one while they are within 2” of the bearer.
The Reiver's Eye ‘ 5 +5 ‘ 0 ‘ Worn ‘ Add; Mundane Artefact ‘ 1+M
Sorcerous Armour Emblem
The Eye protects Favoured of Baalor: the bearer of the White Eye emblem gains a -1 parry modifier.
Taarg's Black Belly 22 ‘ +22 ‘ 0 Worn ‘Add ‘ 3+M
Sorcerous Gutplate Belly Buster: The bearer of the Black Plate of Taarg forces enemy warriors to re-roll any fated hit (strike, shot or sight invoke) caused against the bearer.
Blunter of blades Ograx only: Only warriors of the kin ‘ograx” may bear this armour artefact.
Armour of the Tundra 18 +18 ‘ 0 ‘ Worn ‘ Add or Replace; Thwart ‘ 9+M
Sorcerous Light Armour Hardened: the wearer may re-roll failed parries, evades and sight avoids.
Moss-infused Reivers only: Only warriors of the kin ‘Man’ may bear the Armour of the Tundra.
spiked Shield 19 +19 ‘ 1 ‘ Borne ‘ Add or Replace; Shieldwall; Parry ‘ 8+M
Shield
Deadly spikes Spiky: the bearer's primary combat weapon gains +D5 attack dice (rolled for per Attack action) if the Spiked Shield is part of his current equipment and used in one hand.
Armour of Pain 12 +12 ‘ 0 Worn | Add or Replace; Thwart ‘ 9+M

Sorcerous Light Armour
Invigoration through agony

The delight of pain: each fated damage die suffered by any warrior within 6” (including the wearer) increases the attack dice of the primary combat weapon of the wearer by 1 until the end of the current
battle hour, to a maximum of 5 more than his primary combat weapon's attack dice.

Houndhelm ‘ 7 ‘ +7 ‘ 0 ‘ Worn ‘ Add or Replace ‘ 7+M
1
Helmet
Master of hounds Dog Warrior: A Cltain that wears the Houndhelm increases the attack dice of the primary combat weapon of any Cliax or Cliacx in his unit by 1.
BANNER ARTEFACT Banner Artefact Rules Cost
1 BeaSt Sku"s 1| Tough: the CONSTITUTION of the bearer, and any unit he has Joined, is increased by 3D10", rolled for in the battle rolls step of the Joining Battle Sequence. 8+M
Sorcerous Finial
1 Reiver Banner ,| Killers: The bearer of the Reiver Banner, and any unit he has Joined, gain +1 attack die on their primary combat weapon. 9+M
Sorcerous Banner Host Banner Bearer: only a Host Banner Bearer may bear this banner artefact.
1 Mark Of the Eye 3| Baalor's Favoured: the bearer of the Mark of Baalor, and any unit he has Joined, gain a -1 parry, evade and sight avoid modifier. 11+M
Sorcerous Banner Emblem
1 lee Banner 4| Rimed with frost: The bearer, and any unit he has Joined, gain the ‘Resistant (fire, hellfire)’ trait and cold damage (+1) upon their primary combat weapon. 9+M
Sorcerous Banner
Sl -Rack Reminder: Slave units within host banner range of the Slave-Rack double their combat mass.
1 ave 'a'c 5| Rack Bearer: only a Reiver Slave Wagon may bear this banner artefact. 12+M
Sorcerous Finial Rules: Mundane Artefact
! Banner of the Tundra | This Frosted Earth: The bearer of the Banner of the Tundra gains +D5 earth dice with an earth range of 2D10", rolled for in the battle rolls step of the Joining Battle Sequence. 12345, 7+M
Banner Host Banner Bearer: only a Host Banner Bearer may bear this banner artefact.
1 Bitter Banner 7 Stay Frosty: one cold effect token is attached to each enemy unit within host banner range of the Bitter Banner. This occurs as soon as an enemy unit enters the Bitter Banner's host banner 4+M
Sorcerous Banner range for the first time and then at the end of each activation thereafter.
1 The Eye He Watches: The bearer of The Eye, and any unit he has Joined, increase their SKILL by +2D10, rolled for in the battle rolls step of the Joining Battle Sequence. 54+M
Sorcerous Finial Host Banner Bearer: only a Host Banner Bearer may bear this banner artefact.
1 Sku" of Ra baag 9 Frightener: The bearer gains the ‘Terrifying’ trait. Additionally, enemy warriors Attack the bearer with a +1 strike modifier. 4+M
Sorcerous Trophy Rack Ograx only: Rabaag's Plunder may only be borne by an Ograx noble, but not just a banner bearer - any ograx noble may bear this trophy rack.
1 MOSSbone 10| The frosted earth: The bearer, and any unit he has Joined, gain +1 PACE. 5+M
Sorcerous Finial
INSTRUMENT ARTEFACT Instrument Artefact Rules Cost
1 Hoa r-horn 1| Rimed: after a successful Inspire action performed by the bearer of Hoar-horn, the amount of cold tokens attached to any unit within 12" of the bearer are doubled. 7+M
Sorcerous Instrument
1 Reiver's Ruin 5| Your death awaits: all friendly non-Allied units in host instrument range gain +2D10 combat mass for the current battle hour after this tune is performed. 8
Tune Host herald only: only host heralds may bear this instrument.
You will be ours!: Living enemy units that fail a DREAD TEST caused by the bearer's Daunt action must perform a Panic reaction. If a Daunted unit passes if PANIC TEST, it becomes confused
q Bell of Carn Coul 5| and slowed for the remainder of the battle hour. 19+M
Sorcerous Instrument Hoofbeats: the range of the host instrument (which is the hooves of the bearer and the Provoking units) is 24” from the bearer and from any Provoking unit.
Rules: The Bell of Carn Coul may only be borne by a Reiver Slave Wagon.
Murderers: If a unit is successfully Inspired by the bearer of the Horn of Staark, it immediately becomes exulted and gains an additional -1 strike modifier on all of its combat weapons for the
1 Horn Of Staark 4| remainder of the current battle hour. 9+M
Sorcerous Instrument Host herald only: only host heralds may bear this instrument.
B e" -B e" ow Belly's Gonna Getcha: The amount of bulk impact strikes caused by a unit that is Roused by the Belly-Bellow in the current battle hour are doubled, after calculating the initial amount by
1 y 5| comparing mass. 10
Roar Roarers: only vassal warriors with the ‘roarer’ ability may muster and perform the Belly-Bellow, regardless of whether they are a herald or not.
1 Whitesedge Horn | Protect and Survive: the focus and effective range of enemy Invoke actions against any unit Inspired by the Whitesedge Horn is reduced by 2D10", rolled for after the invoke distance is 104+M
Sorcerous Instrument measured.
1 Gut Gong 5| Dinner!: a unit Inspired by the Gut Gong increases its PACE by +D5 until the end of the current battle hour. 5
Sorcerous Instrument. Ograx host herald only: only ograx host heralds may bear this instrument.
1 Call of the Eye g | The Allure: after the Call of the Eye tune is played, any friendly unit within host instrument range become exulted. 4
Tune Host herald only: only host heralds may bear this instrument.
1 Reiver Horn 9 Attack!: If the bearer successfully Inspires his own unit with the Reiver Horn instrument it gains a -1 strike modifier for the remainder of the current battle hour. 1+M
Instrument Rules: Mundane artefact. The Reiver Horn may be mustered by any vassal herald.
Ch t f Kill Doom is upon you: If the bearer successfully performs an Inspire action on his own unit, any Living enemy unit within instrument range of the bearer must perform a Panic reaction. The
1 ant o ilers 10| instrument range of the Chant of Killers is 12” plus the current mass of the bearer and his unit. 6+M
Instrument Rules: Mundane artefact. The Chant of Killers may be mustered and played by any vassal unit of the Reiver realm, regardless of whether they have a herald or not.




TALISMAN ARTEFACT Talisman Artefact Rules Class Cost
1 Iron Torc 1| Once-Slave: the bearer of the Iron Torc gains the ‘Fearless’ trait and increases his CONSTITUTION by +4D10, rolled for in the battle rolls step of the Joining Battle Sequence. Baiia 124+M
Sorcerous Vambrace Rules: Add
X Whiteshard ,| Branded: the wearer of the Whiteshard gains a -1 parry modifier. Worn 3+M
Sorcerous Pendant Rules: Add
= = Lichen Skin: the bearer of the Lichenous Gift increases his earth dice by +D5, rolled for in the battle rolls step of the Joining Battle Sequence, and then in the hour rolls step of the An
1 L|chenous_ Gift 3| Hour Passes Sequence. ' ' Worn 6+M
Sorcerous Skin Rules: Add or Replace
SI k- C Cruel Cap: the wearer of Slaveskin may, if he suffers damage from any source, force any warrior of the privilege slave in his own command within 6” to suffer it instead. Only one
1 aveskKin ap 4| slave may be damaged in this way; if that slave dies as a result, any remaining damage is suffered by the wearer. Worn 8+M
Sorcerous Cap Rules: Add
1 Blood of Griaan 5| Pureblood: The bearer gains the ‘resistant (corruption)’ trait and the *Aura Parry’ rule on all his armour elements. Natural 3+M
Sorcerous Blood Rules: Add or Replace
i Black Brow ¢| Deflector: The bearer's parry, evade and avoid rolls are modified by -1. Worn 6+M
Sorcerous Pendant Rules: Add
= Snowblind: The Ring of Tol Dun ensures the bearer cannot become the Target of any shot nor the Mark of any sight invocation under any circumstances. He is, effectively, unseen to
1 Rlng of TOI Dun 7| all shots and sight invocations. Natural 13+M
Sorcerous Ring Rules: Add
Lth k " Stone Skull: Enemy warriors that perform Earth, Channel or Absorb reactions against Invoke actions performed by the bearer of Lithskull must re-roll all of their earth, channelled and
1 Ithsku 8| absorbed dice. Borne 10+M
Sorcerous Belt-Hung Skull Rules: Add
q Eye of Winter 9 The Cold Earth: the bearer of the Eye of Winter gains +D5 earth dice, rolled for in the hour rolls step of the An Hour Passes Sequence. 112/3/4]5 Worn 4+M
Sorcerous Pendant Rules: Add; Earther only
Cloak of Black Sedge Negater: Enemy Invoke actions performed against the bearer gain a +D5 invoke modifier.
! Cloak 9 1% Rules: Add or Replace g 12+M
ENCHANTED ARTEFACT Enchanted Artefact Rules Class Cost
Permafrost: The bearer of the Staff of the Tundra increases the cold damage rule of any equipment by +1 for any unit in the command he is part of, including himself (and including
1 Staff of the Tundra 1| any invocations he can create). If a unit in a command he is part of does not have the cold damage rule for any of its equipment, it gains the cold damage rule on its primary combat Staff 8+M
Sorcerous Staff weapon, primary shot weapon and one invocation it has mustered.
Rules: Replace; Sorcerer Only; Man Only
V. t M In mah belly!: The bearer of the Vast Maw gains the Vast Maw combat weapon as outlined below as well as the ‘Devourer” ability. The bearer may only Grab warriors of mass 1 with
as aw 2| the Vast Maw, however. Natural
Sorcerous Body Rules: Add; Ograx only
1 COMBAT WEAPON Attack Dice Weapon+ | M+W Att Rge | Charge+ M+W+Ch Damage* | Hands Class | Weapon Rules 11+M
Vasl‘;.tMaW 1(2/3 10 +10 0” 1 0 Natural | Grab
ite
1 The White Eye 3 Killer: The bearer gains +D5 attack dice on his primary combat weapon, rolled for in the battle rolls step of the Joining Battle Sequence. Natural 5+M
Sorcerous Tattoo Rules: Add
1 Crooked Wand 7 Bent power: The invoke dice of any invocation mustered by the bearer are increased by 1, but if the bearer fumbles, the fumble roll result is modified by -1. Worn 4+M
Sorcerous Wand Rules: Add
Mask of Gul Daar 5| Cruel Visage: the bearer gains the ‘fearsome’ trait and the Mask of Gul Daar gaze shot weapon below. Natural
Sorcerous Mask Rules: Add
1 SHOT WEAPON Shoot Dice Gz Dmg Gl Dmg Min Rge | Lth Rge Eff Rge | Max Rge Damage* | Hands Class Weapon Rules 11+M
Maslg of G:/Ill kDaar 12 2D10 | 1D5 0” 0” 9” 15" 1 0 Natural | Cold Damage
orcerous Mas|
1 Eye of Baalor 6| Ascendant: the bearer of the Eye of Baalor may include one vassal unit of the Baalor realm in his command. Natural 74+M
Sorcerous Scar Rules: Add
S " f Ch | Hidden Knowledge: The Scroll of Chaal may be read at any point in the bearer's activation. When he does so, he may perform one Invoke action with any invocation from the
1 croll o aa 7| Tundral Spells list. Borne 6+M
Sorcerous Belt-Hung Scroll Rules: Add; Sorcerer only; One Use Only
q Black Moss | Hard to Kill: the bearer may eat the Black Moss at any point in his activation or reactivation, gaining D5 wounds in the process. This can increase his WOUNDS beyond its basic value. Worn 9+M
Sorcerous Belt-Hung Moss Rules: Add; One Use Only
Protection: the Clod of Raacha has the ‘dissipater” rule with a dissipate range of 12”. The TEMPER of the Clod of Raacha is different for each Dissipate action and is determined by
1 CIOd Of RaaCha 9| rolling 10D10. Borne 8+M
Belt-Hung Pouch Rules: Add
] Whipcracker: the bearer gains the Wogaa's Flogger combat weapon and shot weapon as detailed below as well as the ‘Bind (Morograx, Gorograx)’ ability. Additionally the bearer, and
w°gaa S FIOgger 10| any unit Bound to him, gain the ‘fearless’ trait. Borne
Sorcerous Whip Rules: Add or Replace; Ograx only
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge  Charge+ M+W+Ch Damage*  Hands Class | Weapon Rules
Wogaa's Flogger +H1l2/3 10 +10 7 2 1 Borne | Goad; Vicious Damage; Pierce
1 Sorcerous Whip 13+M
SHOT WEAPON Shoot Dice Weapon+ | M+W Min Rge | LthRge | EffRge | MaxRge Damage* | Hands Class | Weapon Rules
Wogaa's Flogger " " " " Combat Shot Weapon; Distinct Shot; Shoot and
gSorcerous Whipgg 12 10 +10 0 0 6 6 1 1 B Drag; Pierce
BRAND ARTEFACT Artefact Rules Class Cost
1 Mark of Baalor 1 Skilled: The bearer of the Mark of Baalor gains a -1 strike modifier for all of its combat weapons. Natural 2+UM
Brand Rules: Add; Mundane Artefact
q White Mottle , | Flankers: The riders of the bearers of the White Mottle modify any FLANK ROLL they make by -2D10 to a minimum of 0. Natwral | 14+MM
Sorcerous Brand Rules: Add; Mundane Artefact; Capacx only (as mount or draught animal)
1 Iron Gri"e 3 Whipped up: The bearers of the Iron Grille brand become frenzied at the beginning of the battle, thus adding +1 frenzied attack die to their primary combat weapon. Natural 1+UM
Brand Rules: Add; Mundane artefact; Only warriors of the Slave privilege may bear this brand.
1 Manacles of Maag 4| Enslaved: the wearer of the Manacles of Maag gains +5D10 CONSTITUTION, rolled for in the battle rolls step of the Joining Battle Sequence. Worn 3+UM
Sorcerous Manacle Rules: Add
1 Rings of Criaac 5 The whip is worse: The wearers of the Rings of Criaac may re-roll any PANIC TEST they are required to make. The second roll is binding. Worn 1+UM
Sorcerous Nose Ring Rules: Add; Only warriors of the Slave privilege may bear this brand.
1 Frosthoof 6 Swift: the bearers of the Frosthoof brand increase their PACE by +2. If the bearers are draught animals, the PACE of their engine is increased by +1. Natural 2+MM
Sorcerous Brand Rules: Add; Mundane artefact; Capacx only (as mount or draught animal)
1 Baab the Bludgeoner 5| Splat: the bearer of the Baab the Bludgeoner brand will cause mighty strikes on the roll of an 8 or 9, not just a 9. Natural 6+M
Sorcerous Brand Rules: Add; Morograx and Gorograx only
q Ronaan's Mark | Better Trained: The bearers of the Ronaan's Mark brand gain +1 attack die on their primary combat weapon. Natural 3+UM
Sorcerous Brand Rules: Add; Only warriors of the Slave privilege may bear this brand.
q Nailed Collars o | Burnt: the wearers of the Nailed Collars convert all graze dice rolled by the enemy into wound dice. Worn 1+UM
Sorcerous Collars Rules: Add; Clax and Clacx only
Tundral Bredath 10| Cold of the earth: the bearer, which must have the Solitary sublcass, gains the Tundral Breath spray shot weapon as shown below. Natural
Sorcerous Bran
1 SHOT WEAPON Shoot Dice Weapon+ | M+W Min Rge | LthRge | EffRge | Max Rge Damage* = Hands Class | Weapon Rules 4+UM
Tundral Breath 11203 20 +20 6" 1 0 Natural | Spray; 6” Frost Spray Template; Cold Damage

Spray




REIVER UNTAIN

REE-ver TAYN

Hands

Unit Size

Kindred Realm Kin Class Privilege Acuity Ubiquity 2 1 Cost
Fomoraic Reivers of the Eye Man Warlord Noble Veteran Uncommon M:;ss Ba3s(]emsr:]ze 31
REIVER UNTAIN Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate 5 81 42 32 7 90 91 23
Abilities Disciplined; Tactician
Wound Track 1/2/3/4|5/6|7
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W+Ch Damage* | Hands Class | Weapon Rules
A 12314567 " B Hook
. Reiver Axe 9 51 05 1 1 ome | Hoo
Axe 1/2/3/4|5/6 18 60 05" 2 2 Borne | Hook; Foot only
COMBAT WEAPON OPTIONS Attack Dice Weapon+| M+W Att Rge | Charge+ | M+W+Ch Damage* | Hands Class Weapon Rules Cost
1 Reiver Axes Two Axes 1/12/3/4/56|7 89 9 51 0.5” 1 2 Borne Replace (Reiver Axe); Hook; Quick Strike -1
SHOT WEAPON OPTIONS Shoot Dice Weapon+ M+W Min Rge | Lth Rge EffRge | Max Rge | Damage* | Hands Class Shot Weapon Rules
! Reiver Bow sow 123 8 50 0” 9” 36”7 60" 1 2 Borne | Add 2
ARMOUR Armour+ C+A Hands Class | Armour Rules
1 Beaten Armour 8 40 0 Worn
Light Armour
ARMOUR OPTIONS Armour+ C+A with option Hands Class Armour Rules Cost
2 Reiver Helm Heimet 5 45 0 Worn | Add 1
3 Reiver Shield shield 9 49 +Helmet 54 1 Borne | Parry; Add 2
MOUNT OPTIONS Mount Option Rules Cost
Capacx Beast Mount May ride a Capacx; Rider gains the Flanker abilities 8
MOUNT ARMOUR OPTIONS Armour+ C+A Hands Class Armour Rules Cost
1 Barding Barding 6 46 0 Worn | Add 1
CHARIOT OPTIONS Chariot Option Rules Chariot+ C+A Cost
Reiver Chariot crariot May ride a Reiver Chariot, replacing one Reiver crew that is not the driver. Rider gains the Flanker ability. 7 47 36
ENGINE OPTIONS Engine Option Rules Engine+ Cc+A Cost
Mammox War Tower Engine Leader | May ride a Mammox War Tower in addition to the crew to become the engine's leader. 19 59 595
FMR-RVE-0200 - Haraald; FMR-RVE-1200 - Kaarstan; FMR-RVE-1203 - Hunter Kaarstan; FMR-RVE-1210 - Aastrid; FMR-RVE-1273 - Archer Maari
OH-grax REE-ver UN-tayn
. . - . _— Hands Unit Size
Kindred Realm Kin Class Privilege Acuity Ubiquity 3 1 Cost
Fomoraic Reivers of the Eye Ograx Warchief Noble Veteran Uncommon MZSS Bassoemsnl]ze 88
OGRAX REIVER UNTAIN Pace Skill Might Constitution Wounds Fortitude Authority Temper
Frost Blood; Insensate; Tough; Fearsome 6 61 70 65 16 82 73 43
Abilities Bulk Charger; Roarer
Wound Track 112]3|4|5|6|7|8|9|10/11/12(1314/15/16
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge  Charge+ M+W+Ch Damage*  Hands Class | Weapon Rules
. Mighty Cleaver 1/2(3/4|5|6|7|8 9|10 10 80 1" 1 1 Damie
Cleaver 1/2(3/4|5(6/7(8|9 20 90 1" 2 2 Borne Foot only; Mighty Strike; Vicious Damage
COMBAT WEAPON OPTIONS Attack Dice Weapon+ M+W Att Rge | Charge+ M+W+Ch Damage* | Hands Class Weapon Rules Cost
1 Two Mighty Clubs ciubs 111 122 LU 80 -2 il 2 Natural | Replace (Mighty Cleaver); Quick Strike -11
ARMOUR Armour+ C+A Hands Class Armour Rules
1 Beaten Armour 8 73 0 R
Light Armour
ARMOUR OPTIONS Armour+ C+A with option Hands Class Armour Rules Cost
2 Beaten Helm Heimet 5 78 0 Worn | Add 2
3 Beaten Shield srieid 9 82 +Helmet 87 1 Worn | Add; Shieldwall; Parry 2
MOUNT OPTIONS Mount Option Rules Mass | Mount+ C+A Cost
Feleox Ardent Mount May ride a Feleox 8 11 84 77
Theracx Ardent Mount May ride a Theracx 8 11 84 68
MOUNT ARMOUR OPTIONS Armour+ | Feleox | Theracx Hands Class | Armour Rules Cost
1 Beaten Barding sarding 6 90 90 0 Worn | Add 1

FMR-RVE-1605 — Shieldwall Aadolf; FMR-RVE-1606 — Great Club Aadolf; FMR-RVE-1607 — Two Club Aadolf




REIVER WARLOCK

REE-ver WAR-Iok

Kindred Realm Kin Class Privilege Acuity Ubiquity Ha; ds Un|t15|ze Cost
. . - Mass Base Size
Fomoraic Reivers of the Eye Man Warlord Noble Wwild Uncommon 1 30mm 45
REIVER WARLOCK Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate 5 36 31 28 6 77 34 64
Abilities Augurer; Dissipater; Earther; Sorcerer [Tundral Spells] (2) Focus Range: 10”
Wound Track 1]2]3]4]s]6] Earth Dice: |1/2[3[4]5]6
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ | M+W+Ch Damage*  Hands Class Weapon Rules
Reiver Sword 1 3‘ 9 40 05" 1 1 Borne Parry
Sword
Staff of the Eye 1 7 38 1” 1 1 Borne Staff of the Eye Artefact; Cold Damage
Sorcerous Staff
ARMOUR Armour+ C+A Hands Class Armour Rules
Beaten Armour 7 35 0 o
Light Armour
ARTEFACTS Artefact Rules
Staff of the Eye The All-Seeing Eye: The Staff of the Eye increases the effective range or focus range of any of the Reiver Warlock's invocations by 2D10". Roll for this range increase at the beginning of the Reiver Warlock's
Sorcerous Staff activation.
MOUNT OPTIONS Mount Option Rules Mass Mount+ ‘ C+A Cost
Capacx Beast Mount May ride a Capacx; Rider gains the Flanker ability 3 6
CHARIOT OPTIONS Chariot Option Rules Chariot+ | C+A Cost
Reiver Chariot chariot May ride a Reiver Chariot, replacing one Reiver crew that is not the driver. Rider gains the Flanker ability. 7 14 36
ENGINE OPTIONS Engine Option Rules Engine+ C+A Cost
Mammox War Tower Engine Leader | May ride a Mammox War Tower in addition to the crew to become the engine's leader. 19 26 594
Mammox War Tower Engine Crew May ride a Mammox with War Tower, replacing one Reiver crew that is not the driver nor its leader. 19 26 -5

FMR-RVE-1270 - Maari




REIVER TAIN

REE-ver TAYN

Hands Unit Size

Kindred Realm Kin Class Privilege Acuity Ubiquity 2 1 Cost
Fomoraic Reivers of the Eye Man Warchief Noble Veteran Common Mjss Ba3s0emsni]ze 18
REIVER TAIN Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate 5 74 35 24 5 82 82 22
Abilities Disciplined; Tactician
Wound Track 1/2|3/4|5
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ | M+W+Ch Damage*  Hands Class Weapon Rules
. Reiver Axe 1/2/3/4[5 9 44 05" 1 1 Borne | Hook
Axe 12/3]4 18 53 0.5" 2 2 Borne | Hook; Foot only
COMBAT WEAPON OPTIONS Attack Dice Weapon+| M+W Att Rge | Charge+ | M+W+Ch Damage* | Hands Class Weapon Rules Cost
1 Reiver Axes Two Axes 1123456 7 9 44 0.5” 1 2 Borne Replace (Axe); Hook; Quick Strike o
el Whip and Axe whip; Axe ; j ; 4 V;l): .; g Zg o'g Z ; ; zg::z Replace (Reiver Axe) ZZ::; 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 Reiver Bow sow 12 8 43 0” 9” 36”7 60” 1 2 Borne | Add 2
ARMOUR Armour+ C+A Hands Class Armour Rules
\ Beaten Armour 6 30 0 Worn
Light Armour
ARMOUR OPTIONS Armour+ C+A with option Hands Class Armour Rules Cost
2 Reiver Helm Heimet 4 34 0 Worn | Add 1
3 Reiver Shield shield 9 39 +Helmet 43 1 Borne | Add; Shieldwall; Parry 2
NOBLE OPTIONS Noble Option Rules Cost
Skull-Bearer Host Banner Bearer May bear the Host's Banner. Gains the Host Banner Bearer ability 7
Horn-Bearer Host Herald May bear the Host's Instrument. Gains the Host Herald ability 7
Hunter scout Muster with (Reiver Bow); Foot only; Gains the Flanker, Scout and Skirmisher abilities and, if he is a commander, the Marksman ability 3
Cutain Beast Handler Muster with (Whip and Axe); Gains the Beast Handler (Cuax, Clacx) and Flanker abilities 3
MOUNT OPTIONS Mount Option Rules Mass Mount+ C+A Cost
Capacx Beast Mount May ride a Capacx; Rider gains the Flanker ability 3 7
MOUNT ARMOUR OPTIONS Armour+ C+A Hands Class Armour Rules Cost
1 Barding Barding 5 35 0 Worn | Add. 1
CHARIOT OPTIONS Chariot Option Rules Chariot+ C+A Cost
Reiver Chariot chariot May ride a Reiver Chariot, replacing one Reiver crew that is not the driver. Rider gains the Flanker ability. 7 37 36
ENGINE OPTIONS Engine Option Rules Engine+ | C+A Cost
Mammox War Tower Engine Leader | May ride a Mammox War Tower in addition to the crew to become the engine's leader. 19 49 594
Mammox War Tower Engine Crew May ride a Mammox with War Tower, replacing one Reiver crew that is not the driver nor its leader. 19 4 9 -5
FMR-RVE-0200 - Haraald; FMR-RVE-1200 - Kaarstan; FMR-RVE-1203 - Hunter Kaarstan; FMR-RVE-1210 - Aastrid; FMR-RVE-1273 - Archer Maari
REIVER ULTAIN
Kindred Realm Kin Class Privilege Acuity Ubiquity Ha;ds UnitISize Cost
Fomoraic Reivers of the Eye Man Warchief Noble Drilled Common Malss Ba350emSni]ze 11
REIVER ULTAIN Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate 5 64 32 20 4 78 51 17
Abilities 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
: Reiver Axe 1]2)3)4 9 41 05”7 1 1 Bome | Hook
Axe 123 18 50 0.5"” 2 2 Borne | Hook; Foot only
COMBAT WEAPON OPTIONS Attack Dice Weapon+| M+W Att Rge | Charge+ M+W+Ch Damage* | Hands Class Weapon Rules Cost
1 Reiver Axes Two Axes 1123456 9 41 0.5” 1 2 Borne Replace (Axe); Hook; Quick Strike 1
1 Whip and Axe whip; Axe ; j g ¢ M’;]):; g gé 0.§ :: ; ; zz:zz Replace (Reiver Axe) :Z:Id( 4
SHOT WEAPON OPTIONS Shoot Dice Weapon+| M+W Min Rge | LthRge | Eff Rge | Max Rge | Damage* | Hands Class Shot Weapon Rules Cost
1 Reiver Bow Bow 12 8 40 0” 9” 36”7 60" 1 2 Borne | Add 1
ARMOUR Armour+ C+A Hands Class Armour Rules
\ Beaten Armour 6 26 0 o
Light Armour
ARMOUR OPTIONS Armour+ C+A with option Hands Class | Armour Rules Cost
2 Reiver Helm Heimet 4 3 0 0 Worn Add 1
3 Reiver Shield shield 9 35 +Helmet 39 1 Borne | Add; Shieldwall; Parry 1
NOBLE OPTIONS Noble Option Rules T
Skull-Bearer Host Banner Bearer May bear the Host's Banner. Gains the Host Banner Bearer ability 7
Horn-Bearer Host Herald May bear the Host's Instrument. Gains the Host Herald ability 7
Hunter scout Commander Muster with (Reiver Bow); Foot only; Gains the Flanker, Scout and Skirmisher abilities and, if he is a commander, the Marksman ability; cannot be the general 3
Cﬂtain Beast Handler Muster with (Whip and Axe); Gains the Beast Handler (Cuax, Clacx) and Flanker abilities 3
MOUNT OPTIONS Mount Option Rules Mass Mount+ C+A Cost
Capacx Beast Mount May ride a Capacx; Rider gains the Flanker ability 3 6
MOUNT ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
1 Barding Barding 5 31 0 Worn | Add 1
CHARIOT OPTIONS Chariot Option Rules Chariot+ | C+A Cost
Reiver Chariot chariot May ride a Reiver Chariot, replacing one Reiver crew that is not the driver. Rider gains the Flanker ability. 7 33 36
ENGINE OPTIONS Engine Option Rules Engine+ C+A Cost
Mammox War Tower Engine Leader | May ride a Mammox War Tower in addition to the crew to become the engine's leader. 19 45 594
Mammox War Tower Engine Crew May ride a Mammox with War Tower, replacing one Reiver crew that is not the driver nor its leader. 19 4 5 -5

FMR-RVE-0200 - Haraald; FMR-RVE-1200 - Kaarstan; FMR-RVE-1203 - Hunter Kaarstan; FMR-RVE-1210 - Aastrid; FMR-RVE-1273 - Archer Maari




REIVER WITCH

REE-ver WICH
. . - . _— Hands Unit Size
Kindred Realm Kin Class Privilege Acuity Ubiquity 2 ! 1 1z Cost
. . . ) M Base Si
Fomoraic Reivers of the Eye Man Warchief Noble Wwild Uncommon :;ss a3s0emn|]ze } 37
REIVER WITCH Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate 5 32 28 25 4 66 28 64
Abilities Augurer; Dissipater; Earther; Sorcerer [Tundral Spells] (1) Focus Range: 9”
Wound Track 1]2]3]4 Earth Dice: (1|23 4
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W+Ch Damage* | Hands Class | Weapon Rules
Reiver Sword 1213 9 37 05" 1 1 Borne Parry
Sword
Staff of the Eye 1 7 35 1” 1 1 Borne | Staff of the Eye Artefact; Cold Damage
Sorcerous Staff
ARMOUR Armour+ C+A Hands Class Armour Rules
Beaten Armour 7 32 0 -
Light Armour
ARTEFACTS Artefact Rules
Staff of the Eye The All-Seeing Eye: The Staff of the Eye increases the effective range or focus range of any of the Reiver Witch's invocations by D10”. Roll for this range increase at the beginning of the Reiver Witch's
Sorcerous Staff Scation”
MOUNT OPTIONS Mount Option Rules Mass Mount+ C+A Cost
Capacx Beast Mount May ride a Capacx; Rider gains the Flanker ability 3 6
CHARIOT OPTIONS Chariot Option Rules Chariot+ | C+A Cost
Reiver Chariot chariot May ride a Reiver Chariot, replacing one Reiver crew that is not the driver. Rider gains the Flanker ability. 7 39 36
ENGINE OPTIONS Engine Option Rules Engine+ | C+A Cost
Mammox War Tower Engine Leader | May ride a Mammox War Tower in addition to the crew to become the engine's leader. 19 51 594
Mammox War Tower Engine Crew May ride a Mammox with War Tower, replacing one Reiver crew that is not the driver nor its leader. 19 51 -5
FMR-RVE-1270 - Maari
REE-ver SLAY-ver TAYN
. . - . _— Hand: Unit Size
Kindred Realm Kin Class Privilege Acuity Ubiquity a|21 S ul 1 1z Cost
M Base Si
Fomoraic Reivers of the Eye Man Warchief Noble Drilled Uncommon alss a3s0emn|]ze } i5
REIVER SLAVER TAIN Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate 5 68 32 22 5 75 54 18
Abilities Disciplined; Slave Driver; Tactician
Wound Track 1/2(3/4(5
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ | M+W+Ch Damage* | Hands Class | Weapon Rules
Reiver Axe 11213/4 9 41 05" 1 1 Borne | Hook
Axe
Reiver Whip 1213 8 40 & 1 1 Borne | Goad
Whip
ARMOUR Armour+ | C+A Hands Class | Armour Rules
Beaten Armour 6 28 0 —
Light Armour
ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
Reiver Helm Helmet 4 32 0 Worn | Add 1
ENGINE OPTIONS Engine Option Rules Engine+ | C+A Cost
Reiver Slave Cart Engine Leader May ride a Reiver Slave Cart, replacing one Reiver Slaver crew that is not the driver, to become the engine's leader. 17 45 15
Reiver Slave Wagon Engine Leader May ride a Reiver Slave Wagon, replacing one Reiver Slaver crew that is not the driver, to become the engine's leader. 17 4 5 30
WARRIOR RULES Warrior Rules
Slave Driver: If he is the leader of a unit of Slaves (the Urged unit) that is not engaged or beset, a Reiver Slave Driver may, once per battle hour, perform an Urge action (which is also a command action).
No Slacki 1 Should he do so, the Reiver Slaver and the Urged unit may immediately perform a Run action (which can be an Engagement action, and if becomes so a compulsory Attack action must be performed
o ac lng = afterward), but instead of Running at twice its warriors' PACE, the Urged unit Ground Moves up to 2D10”. Once the Run action is complete, the Urged unit remains in a lively state but D5 Slaves drop dead due
to sheer exhaustion.

FMR-RVE-12xx - ?




OGRAX REIVER TAIN

OH-grax REE-ver TAYN

Kindred Realm

Kin

Class

Hands

Unit Size

Privilege Acuity Ubiquity 2 1 Cost
. . . Mass Base Size \
Fomoraic Reivers of the Eye Ograx Warchief Noble Veteran Uncommon P 50mm ‘ 55
OGRAX REIVER TAIN Pace Skill Might Constitution Wounds Fortitude Authority Temper
Frost Blood; Insensate; Tough; Fearsome 6 52 62 58 14 76 65 41
Abilities Bulk Charger; Roarer
Wound Track 1/2|3|4|5|6|7 8|9 1011121314
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W+Ch Damage* | Hands Class | Weapon Rules
= 1/2/13/4|5/6|7|8 " B
. Mighty Club S 71 1 1 1
Club 1/2/3/4|5/67 18 80 1” 2 2 Borne | Mighty Strike; Foot only
COMBAT WEAPON OPTIONS Attack Dice Weapon+ M+W Att Rge | Charge+ M+W+Ch Damage* | Hands Class Weapon Rules Cost
1 Two Mighty Clubs cubs 1/2/345/6/7 8910 9 71 17 1 2 Borne | Replace (Mighty Club); Quick Strike -3
SHOT WEAPON OPTIONS Shoot Dice Weapon+| M+W Min Rge | LthRge | EffRge | Max Rge | Damage* | Hands Class Shot Weapon Rules Cost
! Crude Bow sow 12345 8 70 0” 12”7 48” 70" 1 2 Borne | Add 5
ARMOUR Armour+ C+A Hands Class | Armour Rules
1 Beaten Armour 8 66 0 i
Light Armour
ARMOUR OPTIONS Armour+ C+A with option Hands Class Armour Rules Cost
2 Beaten Helm Heimet 5 71 0 Worn | Add 1
3 Beaten Shield shieid 9 75 +Helmet 80 1 Worn | Add; Shieldwall; Parry 2
NOBLE OPTIONS Noble Option Rules Cost
Skull-Bearer Host Banner Bearer May bear the Host's Banner. Gains the Host Banner Bearer ability 11
Horn-Bearer Host Herald May bear the Host's Instrument. Gains the Host Herald ability 11
MOUNT OPTIONS Mount Option Rules Mass | Mount+ C+A Cost
Feleox Ardent Mount May ride & Feleox 8 11 77 77
Theracx Ardent Mount May ride a Theracx 8 11 77 68
MOUNT ARMOUR OPTIONS Armour+ | Feleox | Theracx Hands Class | Armour Rules Cost
1 Beaten Barding sarding 6 83 83 0 Worn | Add 1
FMR-RVE-1605 — Shieldwall Aadolf; FMR-RVE-1606 — Great Club Aadolf; FMR-RVE-1607 — Two Club Aadolf
OH-grax SLAY-ver TAYN
. . e . I Hands Unit Size
Kindred Realm Kin Class Privilege Acuity Ubiquity 2 1 Cost
Fomoraic Reivers of the Eye Ograx Warchief Noble Drilled Uncommon M:ss Bassoemi:ze } 45
OGRAX SLAVER TAIN Pace Skill Might Constitution Wounds Fortitude Authority Temper
Frost Blood; Insensate; Tough; Fearsome 6 44 58 52 13 67 44 37
Abilities Bulk Charger; Roarer; Slave Driver
Wound Track 1)2{3|4|5/6|7|8|9 10/11/12/13
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ | M+W+Ch Damage* | Hands Class | Weapon Rules
1 Splk%db Club 123456 9 67 il @ 1 1 Borne
ul
2 Ba rbet;l Whip 11213/4 8 66 4" 1 1 Borne | Goad
Whip
ARMOUR Armour+ C+A Hands Class Armour Rules
1 Beaten Armour 7 59 0 Worn
Light Armour
ARMOUR OPTIONS Armour+ C+A with option Hands Class Armour Rules Cost
2 Beaten Helm Helmet 5 64 0 Worn | Add 1
ENGINE OPTIONS Engine Option Rules Engine+ C+A Cost
Reiver Slave Cart Engine Leader May ride a Reiver Slave Cart, replacing one Reiver Slaver crew that is not the driver, to become the engine's leader. 17 76 23
Reiver Slave Wagan Engine Leader May ride a Reiver Slave Wagon, replacing one Reiver Slaver crew that is not the driver, to become the engine's leader. 17 76 30

WARRIOR RULES

Warrior Rules

Earn your Gruel!

Kill 'em All: If he is the leader of a unit of Big Slaves (the Killing unit) that is not engaged or beset, an Ograx Slaver Tain may, once per battle hour, perform a Kill! Kill! action (which is also a command
action). Should he do so, the Ograx Slaver Tain and Killing unit may immediately perform an Attack action regardless of its current vigour. This cannot force the Killing unit to perform more than two Attack
actions in the same battle hour. Once the Kill! Kill! action is complete, the Killing unit remains in a lively state but a Big Slave drops dead due to sheer exhaustion.

FMR-RVE-16xx - ?




OGRAX REIVER HEXER

OH-grax REE-ver HEKS-er
Kindred Realm Kin Class Privilege Acuity Ubiquity Ha;ds Un|t15|ze Cost
Fomoraic Reivers of the Eye Ograx Warchief Noble Veteran Uncommon Miss Baﬁs(]emsr:]ze 68
OGRAX REIVER HEXER Pace Skill Might Constitution Wounds Fortitude Authority Temper
Frost Blood; Insensate; Tough; Fearsome 6 31 58 56 13 76 31 58
Abilities Bulk Charger; Dissipater; Earther; Sorcerer [Spells of the Ice] (1) Focus Range: 9”
Wound Track ‘3‘4‘5‘5‘7 9‘1011‘11‘13 Earth Dice: 1‘2‘3
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W+Ch Damage* | Hands Class | Weapon Rules
1 Brutal Club 8 66 e 1 1 Borne
Club
ARMOUR Armour+ C+A Hands Class Armour Rules
a Ragged Armour 3 59 0 Worn
Light Armour
2 Skullcap 5 64 0 Worn
Helmet
ARTEFACTS Artefact Rules
Hexing Stick: before the battle (in the battle rolls step) the Ograx Reiver Hexer's player must roll a D10 called the hex roll. The result of the hex roll is the amount of hex the
H t Hexstave contains when the battle hour begins, to a minimum of 1. This should be marked on the Artefact Line to the left.
1 exstave 12/3/4/5/6|7/8|9

Sorcerous Staff

Curser: Whilst he bears the Hexstave, the Ograx Reiver may - at any point in his activation or reactivation - discard one or as many hex he has remaining. Each hex discarded is
then placed upon any warrior within the Ograx Reiver Hexer's earth range (which can be augmented as normal), using a hex token to do so. A warrior that has a hex token
attached to him permanently reduces either his SKILL or his TEMPER (chosen by the Invoker) by 3D10 per hex token, to a minimum of 1.

MOUNT OPTIONS Mount Option Rules Mass | Mount+ C+A Cost
Feleox ardent Mount May ride a Feleox 8 11 75 77
Theracx Ardent Mount May ride a Theracx 8 11 75 68
MOUNT ARMOUR OPTIONS Armour+ | Feleox | Theracx Hands Class | Armour Rules Cost
1 B Barding Barding 6 76 76 0 Worn | Add 1

~




REIVER FROSTBORN

REE-ver FROST-born

. . - . _— Hands Unit Size
Kindred Realm Kin Class Privilege Acuity Ubiquity 2 5+/20+/30 Cost
Fomoraic Reivers of the Eye Man Infantry Vassal Veteran Uncommon M:;ss Ba3s(]emsr:]ze 11
REIVER FROSTBORN Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate 5 74 32 16 3 73 14 21
Abilities Bind (Ograx Reiver, Ograx Hunter); Disciplined
1]2]3 RF1|1|2|3 RF2|1]2[3 R-F3|1(2(3 R-F4|1]2(3 R-F5(12(3 RF6|1(2(3 RF7|1]23 R-F8|1|2(3 R-F9 3 R-F 10
1)2(3 RF11|1|23 RF12|1{2|3 RF13(1|2|3 RF14|1|2|3 R-F15|1/2|3 R-F16 1|23 R-F 17 2(3 R-F18|1/2|3 R-F 19 3 R-F 20
123 R-F21|1|2|3 R-F22|1|2|3 R-F23|1(2|3 R-F24|1|2|3 R-F25|1|2|3 R-F26|1|2|3 R-F27|1|2|3 R-F28|1/2|3 R-F 29 3 R-F 30
COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ | M+W+Ch Damage* Hands Class Weapon Rules
§ 1(2/3 9 0.5" 1 1 Borne
. Reiver Axe 41 Hook
Axe 1(2 18 50 0.5” 2 2 Borne
COMBAT WEAPON OPTIONS Attack Dice Weapon+ M+W Att Rge | Charge+ M+W+Ch Damage* | Hands Class Weapon Rules Cost
! Reiver Axes Two Axes 12345 9 41 0.5” 1 2 Borne | Replace (Axe); Hook; Quick Strike 3
SHOT WEAPON Shoot Dice Weapon+ | M+W MinRge | LthRge | EffRge | MaxRge Damage*  Hands Class | Shot Weapon Rules
a RerAexr Axe 1 8 40 0” 37 9” 2% 1 1 Bome | 1)2| Shots (2)
e
ARMOUR Armour+ | C+A Hands | Class | Armour Rules
: Beaten Armour 6 22 0 Worn
Light Armour
ARMOUR OPTIONS Armour+ C+A with option Hands Class | Armour Rules Cost
2 Reiver Helm Heimet 4 26 0 Worn Add 1
3 Reiver Shield srieid 9 31 +Helmet 35 1 Borne | Add; Shieldwall; Parry 1
UNIT OPTIONS Unit Option Rules Cost
Gultain champion One Reiver Frostborn becomes the mustered champion, who gains +1 attack die on his primary combat weapon 3
Tusk Bearer Banner Bearer One Reiver Frostborn becomes the mustered banner bearer 2
Horn Blower Herald One Reiver Frostborn becomes the mustered herald 2
FMR-RVE-2200 - Raabert's Warband; FMR-RVE-2210 - Raab's Warband; FMR-RVE-2220 - Baara's Warband
REE-ver
. . . . _— Hands Unit Size
Kindred Realm Kin Class Privilege Acuity Ubiquity 2 5+/20+/30 Cost
. . . Mass Base Size
Fomoraic Reivers of the Eye Man Infantry Vassal Drilled Common 1 30mm 7
REIVER Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate 5 58 30 16 3 68 11 16
Abilities Bind (Ograx Reiver, Ograx Hunter); Disciplined
123 Reiver 1[1/2|3 Reiver 2 (1|23 Reiver 3 (1|23 Reiver 41|23 Reiver 5123 Reiver 6123 Reiver 71|23 Reiver 81|23 Reiver 9 3 Reiver 10
1)2)3 Reiver 11|1/2]3 Reiver 121123 Reiver 13|1/2]3 Reiver 14|1/2|3 Reiver 15 (1|23 Reiver 16 (1|23 Reiver 17 (1/2]3 Reiver 18 (1|23 Reiver 19 3 Reiver 20
123 Reiver 21 |1/2|3 Reiver 22 (123 Reiver 23 |1 /2|3 Reiver 24 |1 /2|3 Reiver 25 1|23 Reiver 26 |1 /23 Reiver 27 |1/2|3 Reiver 28 (1|23 Reiver 29 3 Reiver 30
COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ | M+W+Ch Damage* = Hands Class Weapon Rules
i 1(2/3 8 0.5"” 1 1 Borne
] Reiver Axe 38 -
Axe 12 16 46 05" 2 2 Borne
COMBAT WEAPON OPTIONS Attack Dice Weapon+| M+W Att Rge | Charge+ M+W+Ch Damage* | Hands Class Weapon Rules Cost
1 Reiver Axes Two Axes 12345 8 38 0.5” 1 2 Borne | Replace (Axe); Quick Strike; Hook 3
SHOT WEAPON Shoot Dice Weapon+ M+W Min Rge | Lth Rge Eff Rge | Max Rge | Damage*  Hands Class Shot Weapon Rules
a RerAeXr Axe 1 8 38 0" 37 9” 127 1 1 Bome | 1]2| Shots (2)
e
ARMOUR Armour+ C+A Hands Class Armour Rules
1 Beaten Armour 6 22 0 -
Light Armour
ARMOUR OPTIONS Armour+ C+A with option Hands Class Armour Rules Cost
2 Reiver Helm Helmet 4 26 0 Worn | Add 1
3 Reiver Shield shield 9 31 +Helmet 35 1 Borne | Add; Shieldwall; Parry 1
UNIT OPTIONS Unit Option Rules o
Gultain Champion One Reiver becomes the mustered champion, who gains +1 attack die on his primary combat weapon 3
Tusk Bearer Banner Bearer One Reiver becomes the mustered banner bearer 2
Horn Blower Herald One Reiver becomes the mustered herald 2
Veteran Reivers The Reiver Unit becomes Veteran rather than Drilled (cost shown is per warrior), gaining +10 SKILL, +5 FORTITUDE and +5 AUTHORITY 2

FMR-RVE-2200 - Raabert's Warband; FMR-RVE-2210 - Raab's Warband; FMR-RVE-2220 - Baara's Warband




REIVER HUNTER

REE-ver HUN-ter

Kindred Realm

Kin

Hands Unit Size

Class Privilege Acuity Ubiquity 2 5+/10+/20 Cost
Fomoraic Reivers of the Eye Man Infantry Vassal Trained Common Mass Base Size ‘ 7
Support 1 30mm ‘
REIVER HUNTER Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate 5 48 30 15 3 63 8 12
Abilities Disciplined; Flanker; Scout; Skirmisher
23 RH1[1|2)3 RH2|1(2|3 RH3(12|3 RH4|1|2)3 RH5(1(2)3 RH6(1(2)3 RH7|1/2|3 RH8|1|2|3 RH 9 3 RH 10
2(3 RH11(1/2|3 RH12{1|2 |3 RH13|1 /2|3 RH14|1|2|3 RH15 (1|23 RH16 (1|23 RH 17 2(3 RH18 (1|23 RH 19 3 RH 20
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge  Charge+ M+W+Ch Damage*  Hands Class | Weapon Rules
Reiver Dagger 12 5 35 0" 1 1 Eorme
Daqgger
SHOT WEAPON Shoot Dice Weapon+ | M+W MinRge | LthRge | EffRge | MaxRge Damage*  Hands Class | Shot Weapon Rules
Reiver Bow 1 8 38 0” 9” 36" 48" 1 2 Bome | Volley Shoot
Bow
ARMOUR Armour+ C+A Hands Class | Armour Rules
Beaten Armour 6 21 0 Worn
Light Armour
UNIT OPTIONS Unit Option Rules Cost
Gultain Champion One Reiver Hunter becomes the mustered champion, who gains +1 shoot die on his primary shot weapon 3
Drilled Reiver H 'S The Reiver Hunter Unit becomes Drilled rather than Trained (cost shown is per warrior), gaining +10 SKILL, +5 FORTITUDE and +5 AUTHORITY 2
FMR-RVE-2400 - Baart's Warband
REE-ver HUN-ter
Hands Unit Size
Ki Reall Ki [off Privil Acuit biquit Cost
indred ealm in ass rivilege cuity Ubiquity 2 5+/20+/30 0s
. . - Mass Base Size \
Fomoraic Reivers of the Eye Man Infantry Vassal Drilled Common 1 30mm ‘ 4
REIVER YOUTH Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate; Headstrong 5 51 28 13 3 67 11 15
Abilities
112)3 RY1[1|2]3 RY2[1|23 RY3|1|2]3 R-Y4[1|2]3 RY5[1]23 RY6(1]23 RY7[1|2]3 RY8 (1|23 RY9|1]23 R-Y 10
123 RY11|1 23 R-Y12|1|2|3 R-Y13|1|2|3 R-Y14|1|2|3 R-Y15(1|23 R-Y16 (1|23 R-Y17(1|2|3 R-Y18 (1|23 R-Y19 (1|23 R-Y 20
3 RY21|1(2]3 RY22(12|3 RY23(12|3 RY24(1/2|3 R-Y25(1(23 R-Y26(1(23 R-Y27(12|3 R-Y28(1(23 R-Y29(1(23 R-Y 30
COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ | M+W+Ch Damage* = Hands Class Weapon Rules
H 1(2/3 8 0.5"” 1 1 Borne
Reiver Axe 36 Hook
Axe 12 16 44 0.5" 2 2 Borne
COMBAT WEAPON OPTIONS Attack Dice Weapon+ M+W Att Rge | Charge+ | M+W+Ch Damage* | Hands Class Weapon Rules Cost
Reiver Axes Two Axes 12345 8 36 0.5” 1 2 Borne Replace (Axe); Quick Strike; Hook 2
SHOT WEAPON Shoot Dice Weapon+ M+W Min Rge | Lth Rge Eff Rge | Max Rge  Damage* Hands Class Shot Weapon Rules
RelvAeXr Axe 1 8 38 0" 3" 9” 12" 1 1 Bone 1|2/ Shots (2)
e
ARMOUR OPTIONS Armour+ C+A with option with option Hands Class Armour Rules Cost
Beaten Armour Light Armour 9 22 0 Borne | Add 1
Reiver Helm Heimet 4 17 |+ightAmour 26 0 Worn | Add 1
Reiver Shield shieid 9 22 | bt 31 et | 40 1 Borne | Add; Shieldwall; Parry 1
UNIT OPTIONS Unit Option Rules o
Gultain Champion One Reiver Youth becomes the mustered champion, who gains +1 attack die on his primary combat weapon 3
Tusk Bearer Banner Bearer One Reiver Youth becomes the mustered banner bearer 2
Horn Blower Herald One Reiver Youth becomes the mustered herald 2
FMR-RVE-2400 - Baart's Warband
SLAYV
. . - . I Hands Unit Size
Kindred Realm Kin Class Privilege Acuity Ubiquity 2 5+/25+/40 Cost
. . Mass Base Size
Fomoraic Reivers of the Eye Man Infantry Slave Levy Common 1
1 30mm |
SLAVE Pace Skill Might Constitution  Wounds Fortitude Authority Temper
5 27 25 11 2 55 1 7
Abilities Worthless
Slave 1|12 Slave 2| 1|2 Slave 3| 1|2 Slave 4| 1|2 Slave 5|12 Slave 6 |12 Slave 7| 1|2 Slave 8|12 Slave 9 |1 Slave 10
Slave 11 1|2 Slave 12 1|2 Slave 13|12 Slave 14 1|2 Slave 15 |12 Slave 16 |1 |2 Slave 17 |12 Slave 18 |12 Slave 19 |1 Slave 20
Slave 21 | 1|2 Slave 22| 1|2 Slave 23 (1|2 Slave 24 | 1|2 Slave 25 |12 Slave 26 | 1|2 Slave 27 1|2 Slave 28 1|2 Slave 29 | 1 Slave 30
Slave 31|12 Slave 32|12 Slave 33| 1|2 Slave 34|12 Slave 35 |12 Slave 36 |1 |2 Slave 37 |12 Slave 38 |12 Slave 39 |1 Slave 40
COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ | M+W+Ch Damage* Hands Class Weapon Rules
Crude Spear 12 5 30 15" 1 1 Borne
Spear
ARMOUR OPTIONS Armour+ C+A Hands Class Armour Rules Cost
Rough Shield snieid 6 17 1 Worn | Add; Shieldwall; Parry 1
UNIT OPTIONS Unit Option Rules Cost
Siftain champion One Slave becomes the mustered champion, who gains +1 attack die on his primary combat weapon 3
Trained Slaves The Slave Unit becomes Trained rather than Levy (cost shown is per warrior), gaining +10 SKILL, +5 FORTITUDE and +5 AUTHORITY 2

FMR-RVE-2400 - Baart's Warband




OGRAX REIVER

OH-grax REE-ver

. . - . I Hands Unit Size
Kindred Realm Kin Class Privilege Acuity Ubiquity 2 1+/3+/5 Cost
Fomoraic Reivers of the Eye Ograx Monstrous Infantry Vassal Trained Uncommon MZSS Bass(]emsr:]ze } 31
OGRAX REIVER Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate; Tough; Fearsome 6 34 52 51 12 68 26 33

Abilities

Bulk Charger; Roarer; Bound (Reiver Frostborn, Reiver)

1/2(3|4|5|6/7|8|9/10/11|12 Ograx Reiver 1

1/2(3/4|5|6|7|8|9/10/1112 OgraxReiVEerl23456789101112 OgraXReiVer3|123455789101112

OgraxReiver4|1 2(3/4|5|6|7|8|9|10/1112]

Ograx Reiver 5

COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W+Ch Damage* | Hands Class | Weapon Rules
1/2/3/4|5/6 " Borne
) Brutal Club 8 60 05 1 1
Club 1(2/3/4|5 16 68 05" 2 2 Borne | Mighty Strike; Vicious Damage
COMBAT WEAPON OPTIONS Attack Dice Weapon+| M+W Att Rge | Charge+ | M+W+Ch Damage* | Hands Class Weapon Rules Cost
1 Two Brutal Clubs ciubs 112/ 3/4/5 6|78 8 60 0.5” 1 2 Borne | Replace (Club); Quick Strike -1
ARMOUR Armour+ C+A Hands Class Armour Rules
1 Beaten Armour 7 58 0 Wi
Light Armour
ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
2 Beaten Shield shieid 8 66 1 Borne | Add; Shieldwall; Parry 2
UNIT OPTIONS Unit Option Rules o
Gultain Champion One Ograx Reiver becomes the mustered champion, who gains +1 attack die on his primary combat weapon 7
Tusk Bearer Banner Bearer One Ograx Reiver becomes the mustered banner bearer 5
Horn Blower Herald One Ograx Reiver becomes the mustered herald 5
Drilled Ograx Reiver The Ograx Reiver unit becomes Drilled (cost shown is per warrior), gaining +10 SKILL, +5 FORTITUDE and +4 AUTHORITY 4
Veteran Ograx Reiver The Ograx Reiver unit becomes Veteran (cost shown is per warrior), gaining +18 SKILL, +9 FORTITUDE and +10 AUTHORITY 9
FMR-RVE-3650 - Konraad's Mob; FMR-RVE-3660 - Kaanrod's Mob; FMR-RVE-3670 — Raad's Mob
OH-grax HUN-ter
. . - . I Hands Unit Size
Kindred Realm Kin Class Privilege Acuity Ubiquity 2 1+/34/5 Cost
Fomoraic Reivers of the Eye Ograx Monstrous Infantry Vassal Trained Uncommon Miss Bass(]emsr;ze } 34
OGRAX HUNTER Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate; Tough; Fearsome 6 35 53 50 12 68 27 33

Abilities

Bulk Charger; Roarer; Bound (Reiver Frostborn, Reiver, Ograx Reiver)

1/2(3|4|5|6/7|8|9/10/11|12 Ograx Reiver 1

1/2/3/4/5/6/7 8 9101112 OgraxReiverzll23456789101112 OgraxReiver3|123456789101112

OgraxReiver4|1 2|3/4/5/6/78/9/10/11|12

Ograx Reiver 5

COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ | M+W+Ch Damage* | Hands Class | Weapon Rules
1/2|3/4|5|6 5" Borne
. Brutal Club 8 61 05 1 1 r
Club 1(2/3/4|5 16 69 05" 2 2 Borne | Mighty Strike; Vicious Damage
SHOT WEAPON Shoot Dice Weapon+ | M+W MinRge | LthRge | EffRge | Max Rge  Damage* | Hands Class | Shot Weapon Rules
: Crud; Bow 120304 11 64 0" 127 | 48" | 70" 1 2 Bome | Pierce
W
ARMOUR Armour+ C+A Hands Class Armour Rules
1 Beaten Armour 7 57 0 o
Light Armour
UNIT OPTIONS Unit Option Rules o
Gultain Champion One Ograx Hunter becomes the mustered champion, who gains +1 attack die on his primary shot weapon 7
Drilled Ograx Hunter The Ograx Hunter unit becomes Drilled (cost shown is per warrior), gaining +10 SKILL, +5 FORTITUDE and +4 AUTHORITY 5
FMR-RVE-3xxx - ?
BIG SLAYVZ
. . - N - Hands Unit Size
Kindred Realm Kin Class Privilege Acuity Ubiquity P 1+/34/5 Cost
Mass Base Size \
Fomoraic Reivers of the Eye Ograx Monstrous Infantry Slave Levy Uncommon 2 50mm ‘ i5
BIG SLAVES Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Insensate; Fearsome 6 22 46 42 o 44 13 27
Abilities Bulk Charger; Worthless
12(3]4|5/6(7(8|9 Big Slave 1|1/2(3/4|5|6|7 8|9 Bigs|ave2|1234se7s9 Bigs|ave3|1zz4ss789 BigSIave4|1234ss7aq Big Slave 5
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ | M+W+Ch Damage* | Hands Class | Weapon Rules
1/2/3/4/5 5" Borne
. Crude Club 7 53 | 05 1 1
Club 12/3|4 14 60 0.5" 2 2 Borne Mighty Strike; Vicious Damage
COMBAT WEAPON OPTIONS Attack Dice Weapon+ M+W Att Rge | Charge+ M+W+Ch Damage* | Hands Class Weapon Rules Cost
1 Two Brutal Clubs ciubs 112/ 34|56 7 53 0.5” 1 2 Borne | Replace (Club); Quick Strike -7
ARMOUR Armour+ C+A Hands Class Armour Rules
1 Rags 3 45 0 Worn
Light Armour
ARMOUR OPTIONS Armour+ C+A Hands Class Armour Rules Cost
2 Beaten Shield srield 8 53 1 Borne | Add; Shieldwall; Parry 1
UNIT OPTIONS Unit Option Rules o
Siftain Champion One Big Slave becomes the mustered champion, who gains +1 attack die on his primary combat weapon 6

FMR-RVE-3xxx - ?




REIVER HORSE

REE-ver HORS

. . - . _— Hands Unit Size
Uk
Kindred Realm Kin Class Privilege Acuity Yy 2 5+/54/10 Cost
. . . Mass Base Size
Fomoraic Reivers of the Eye Man Cavalry Vassal Drilled Common 3 60x35mm 10
REIVER HORSE Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate 5 58 30 15 4 68 11 27
CAPACX 9 18 34 = - - - -
Abilities Bulk Charger (Capacx); Disciplined; Flanker
1]2[3]4 RH 1]1[2[3]4] RH 2[1]2]3]4 EIREE RH4]1]2]3]4 RH5[1]2[3]4] RH6[1]2]3]4 RH 7|1 2[3]4] rRug[1]2]3]4 RH 10
1)2(3]4 RH11|1/2(3/4 RH12|1|23]4 RH13 (12|34 RH 14 (1/2(3/4 RH 15
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W+Ch Damage* | Hands Class | Weapon Rules
q RelvAeXr Axe 8 38 05" 1 1 Borne
e
MOUNT COMBAT WEAPON Attack Dice Weapon+ M+W AttRge | Charge+ | M+W+Ch Wound+ Hands Class Weapon Rules
1 Trampling Hooves 1 ‘ 2‘ 6 40 0" 1 0 Natural | Sightless Strike
Trample
SHOT WEAPON Shoot Dice Weapon+| M+W | MinRge LthRge EffRge | MaxRge | Damage*  Hands Class | Shot Weapon Rules
q RelvAexr Axe 1‘ 8 38 0” 37 9” 12" 1 1 Borne |1 ‘ 2| shots (2); Ride and Shoot
e
ARMOUR Armour+ C+A Hands Class | Armour Rules
. Beaten Armour 6 21 0 Worn
Light Armour
ARMOUR OPTIONS Armour+ C+A with option ‘ Hands Class | Armour Rules Cost
2 Reiver Helm Heimet 3 24 0 Worn | Add 1
3 Reiver Shield shieid 8 29 +Helmet ‘ 32 1 Borne | Add; Parry 1
MOUNT ARMOUR OPTIONS Armour+ C+A with option with option Hands Class | Armour Rules Cost
4 Beaten Barding sarding 5 26  +emet | 29 | ssned | 37 0 wom | Add 1
UNIT OPTIONS Unit Option Rules o
Gultain champion One Reiver Horse becomes the mustered champion, who gains +1 attack die on his primary combat weapon and +1 shoot die on his primary shot weapon 5
Tusk Bearer Banner Bearer One Reiver Horse becomes the mustered banner bearer 4
Horn Blower Herald One Reiver Horse becomes the mustered herald 4
Veteran Reiver Horse The Reiver Horse unit becomes Veteran rather than Drilled (cost shown is per warrior), gaining +10 SKILL, +5 FORTITUDE and +5 AUTHORITY 2
FMR-RVE-4200 - Raabert's Warband
REE-ver HUN-ter HORS
. . - . i Hands Unit Size
Ub
Kindred Realm Kin Class Privilege Acuity quity 2 5+/5+/10 Cost
. . . Mass Base Size
Fomoraic Reivers of the Eye Man Cavalry Vassal Trained Common 3 60x35mm 7
REIVER HUNTER HORSE Pace Skill Might Constitution Wounds Fortitude Authority Temper
Frost Blood; Insensate 5 48 30 14 4 64 8 23
CAPACX 9 18 34 - - - - -
Abilities Bulk Charger (Capacx); Disciplined; Flanker
314 RHH 1]1]2]3]4] RHH 2[1]2]3]¢] RHH 3[1]2]3]4] RHH 4]1]2]3]4] RHH 5[1[2[3]4] RHH 6] 1[2[3]4] RHH 7[1]2]3]4] RHH 8] RHH 10
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge  Charge+ M+W+Ch Damage*  Hands Class | Weapon Rules
A Reiver Dagger 5 35 0" 1 1 Borne
Dagger
MOUNT COMBAT WEAPON Attack Dice Weapon+ M+W AttRge | Charge+ M+W+Ch Damage*  Hands Class Weapon Rules
. Trampling Hooves 6 40 17 1 0 Natural | Sightless Strike
Trample
SHOT WEAPON Shoot Dice Weapon+ | M+W MinRge | LthRge | EffRge | Max Rge Damage* = Hands Class | Shot Weapon Rules
q Relvgor Bow 1‘ 8 38 0” 9” 36" 48" 1 2 Borne | Ride and Shoot
W
ARMOUR Armour+ C+A Wound- Hands Class Armour Rules
\ Beaten Armour 4 18 0 -
Light Armour
UNIT OPTIONS Unit Option Rules o
Gultain champion One Reiver Hunter Horse becomes the mustered champion, who gains +1 shoot die on his primary shot weapon 5
Drilled Reiver Hunters The Reiver Hunter Horse unit becomes Drilled rather than Trained (cost shown is per warrior), gaining +10 SKILL, +5 FORTITUDE and +5 AUTHORITY 3

FMR-RVE-4400 - Baart's Warband




REIVER CHARIOT

REE-ver CHA-ri-ot

Hands

Unit Size

Kindred Reall i ivi i iquit
indre ealm Kin Class Privilege Acuity Ubiquity 0 1+/24/3 Cost
. . : Chariot - Mass Base Size
Fomoraic Reivers of the Eye Chariot Carriage Engine Vassal Drilled Uncommon 8 90x50mm 42
. - L . - Hands " -
Kindred Realm Kin Class Privilege Acuity Ubiquity 2 Crew Size Base Size
. . . Infantry - Mass Driver +
Fomoraic Reivers of the Eye Reiver Chariot Crew Vassal Drilled Uncommon 1 2 30mm
REIVER CREW Pace Skill Might Constitution  Wounds Fortitude Authority Temper
5 56 30 15 3 66 11 16
Reiver Crew Traits & Abilities Frost Blood; Insensate; Disciplined; Flanker
112]3 Driver 1/1 ‘ 112]3 Crew 1/2 ‘ 123 Crew 1/3 ‘ 123 Driver 2/1 ‘ 123 Crew 2/2 ‘ 112]3 Crew 2/3 ‘ 123 Driver 3/1 ‘ 123 Crew 3/2 ‘ 123 Crew 3/3
COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ | M+W+Ch Damage* Hands Class Weapon Rules
1 Reiver Spear 12/3 8 38 27 8 46 1 1 Daia Switch (Reiver Spear); Mounted Impact Strike; Mounted
Spear Charge+
g 1213 5" 1 1 Borne
2 Relver Axe < 38 0.5 Switch (Reiver Spear)
Axe 12 16 46 05" 2 2 Borne
SHOT WEAPON OPTIONS Shoot Dice Weapon+| M+W Min Rge | LthRge | EffRge | Max Rge | Damage* | Hands Class Shot Weapon Rules Cost
! Reiver Bow sow 1 8 38 0” 9” 36" 48” 1 1 Borne | Add; Ride and Shoot 1
ARMOUR Armour+ C+A Hands Class Armour Rules
1 Beaten Armour 6 21 0 Worn
Light Armour
2 Reiver Chariot 7 28 0 Engine
Engine
ARMOUR OPTIONS Armour+ C+A with option Hands Class Armour Rules Cost
3 Reiver Helm Heimet 4 32 0 Worn | Add 1
4 Reiver Shield sieid 9 37 | +Helmet 41 1 Borne | Add; Shieldwall; Parry 1
UNIT OPTIONS Unit Option Rules Cost
Gultain Champion One Reiver becomes the mustered champion, who gains +1 attack die on his primary combat weapon 3
Tusk Bearer Banner Bearer One Reiver becomes the mustered banner bearer 2
Horn Blower Herald One Reiver becomes the mustered herald 2
Veteran Reivers The Reiver Unit becomes Veteran rather than Drilled (cost shown is per engine), gaining +10 SKILL, +5 FORTITUDE and +5 AUTHORITY 4
. . - N I Hands . . .
Kindred Realm Kin Class Privilege Acuity Ubiquity 0 Engine Size Base Size
. " N Chariot . . Mass
Fomoraic Reivers of the Eye Chariot Carriage Engine Engine Mindless Uncommon 2 1 90x50mm
REIVER CHARIOT 7 0 52 60 10 0 0 5
Reiver Chariot Traits & Abilities Immune (Soul, Petrification); Resistant (Death, Cold, Freeze, Venom); Tough; Bulk Charger; Move per Draught Animal; Wheeled
1/2(3/4/5(6/7(8(910 ReiverChariotl‘i2345678910 Rei\/erchariotz‘l2345678910 Reiver Chariot 3
CHARIOT COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ | M+W+Ch Damage* | Hands Class Weapon Rules
1 Swthll\xlhg Y\Iheels 112/3/4 9 61 05" 9 70 1 0 Natural | Impact Strike; Charge+
eels
CHARIOT COMBAT WEAPON OPTIONS Attack Dice Weapon+ M+Ww Att Rge | Charge+ | M+W+Ch Damage* | Hands Class Weapon Rules Cost
2 Yoke spikes Spikes 112345 9 61 1” 9 70 2 0 Natural | Add; Impact Strike; Charge+ 11
CHARIOT ARMOUR Armour+ C+A Hands Class | Armour Rules
1 TouQ!“_dHldes 8 68 0 Natural
ide
ARMOUR OPTIONS Armour+ C+A with option Hands Class Armour Rules Cost
2 Hung Shields shieids 8 76 0 Worn | Add 1
3 Draught Beast Barding sarding 5 73 +Shields 81 0 Worn | Add 1
. - L N e Hands Draught "
L
Kindred Realm Kin Class Privilege Acuity Y 0 Animal Size Base Size
i Beast " Mass
Fomoraic Baalor Horse Beast Draught Animal Beast wild Rare 3 2 60x35mm
CAPACX 9 18 34 0 0 0 0 0
Capacx Traits & Abilities Beast Draught Animal; Frost Blood; Insensate; Bulk Charger
DRAUGHT ANIMAL COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ M+W+Ch Damage* | Hands Class Weapon Rules
. Chomping Bite 1 8 42 0" 1 0 g
Bite
. Trampling Hooves 1l2 6 40 0" 1 0 Natural | Sightless Strike
Trample

~




OGRAX WRECKER

OH-grax RE-kerz

. . - . Hands Unit Size
Ubiaui
Kindred Realm Kin Class Privilege Acuity Yy 2 1+/24/3 Cost
. . Mass Base Size
F Re f the E; [o] Monsti Caval i
omoraic eivers of the Eye grax onstrous Cavalry Vassal Trained Uncommon 8 90x60mm 33
OGRAX WRECKER Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate; Tough; Fearsome 6 36 52 51 12 72 27 54
Abilities Bulk Charger
5 ‘ 6 ‘ 7 ‘ 8 ‘ 9 ‘10‘11‘12‘13‘ Ograx Ravager 1 ‘ 1 ‘ 2 5 ‘ 6 ‘ 7/8 ‘ 9 ‘10‘11‘12‘13‘ Ograx Ravager 2 ‘ 1 ‘ 2 ‘ 3|4 ‘ 5 ‘ 6 ‘ 7 ‘ 8 ‘ 9 ‘10‘11‘12‘13 Ograx Ravager 3
FELEOX 9 31 64 ‘ 57 20 34 31 46
Feleox Traits & Abilities FELEOX; 9
5‘6‘7‘8‘9 ‘10‘11‘12‘13‘14‘15‘16‘ Feleox 1 ‘ 1‘2 3‘ 5‘5‘7 &‘9‘10‘11‘12 13‘14‘15‘16‘ Feleox 2 ‘ 1‘1‘3 4‘5‘6‘7‘8 9‘10‘11‘12‘13‘14‘15‘16‘ Feleox 3
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W-+Ch Damage*  Hands Class | Weapon Rules
1 Brutgl_l Flail 9 61 2" 2 1 Borne Quick Strike
ai
ARMOUR Armour+ C+A Hands Class | Armour Rules
1 Beaten Armour 7 58 0 Worn
Light Armour
2 Beaten Shield 8 66 1 Bome | Pamy
Shield
Feleox
3 Mount
Ardent Mount € 72 ©
MOUNT OPTIONS Mount+ C+A Mass Class | Mount Rules Cost
1 Theracx Ardent Mount 5 71 8 Mount | Replace (Feleox) 0
THERACX 8 33 58 ‘ 54 16 65 25 39
Theracx Traits & Abilities THERACX; 8
1] 2[5/ 4]5]6] 7] 8] o[10 11131415 1¢ Theracx 1] 1]2 3] 4] 5[ 6] 7 o] o 10]11]12 13141519 Theracx 2| 1]2] 3] 4] 5 6] 7| 8] o] 1011213141519 Theracx 3
UNIT OPTIONS Unit Option Rules Cost
Gultain Champion One Ograx Wrecker becomes the mustered champion, who gains +1 attack die on his primary combat weapon 11
Tusk Bearer sanner Bearer One Ograx Wrecker becomes the mustered banner bearer 9
Horn Blower Herald One Ograx Wrecker becomes the mustered herald 9
Drilled Ograx Wrecker The Ograx Wrecker unit becomes Drilled (cost shown is per warrior), gaining +10 SKILL, +5 FORTITUDE and +5 AUTHORITY 5
Veteran Ograx Wrecker The Ograx Wrecker unit becomes Veteran (cost shown is per warrior), gaining +18 SKILL, +8 FORTITUDE and +10 AUTHORITY 10

FMR-RVE-5350 - ?




CAPACX

CAP-az
Kindred Realm Kin Class Privilege Acuity Ubiquity Hagds Un|t15|ze Cost
. . Capacx Beast " Mass Base Size \
Fomoraic Reivers of the Eye Horse Mount Beast Wwild Common 3 60x35mm ‘ 5
CAPACX Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate
Mount or Draught Beast only 9 18 34 18 5 39 13 20
Abilities Bulk Charger
Wound Track 1/2|3/4|5
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W-+Ch Damage*  Hands Class | Weapon Rules
2 Trampllng Hooves 1|2 6 40 07 2 0 Natural | Sightless Strike
Trample
FMR-RVE-1200-400 - Kaarstan on Horse
cL
K0O0-aks
. . . . _— Hands Unit Size
Kindred Realm Kin Class Privilege Acuity Ubiquity 0 5+/5+/10 Cost
) ) , Beast ) Mass Base Size |
Fomoraic Reivers of the Eye Cuax Hound Beast Wild Common 1 20x25mm 6
7
CUAX Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Insensate; Small; Beast Handler only 8 43 22 8 2 25 8 12
Abilities Flanker; Leaper
12 cuax1|1 2 Clax 2|12 cuax3|1 2 Cl]ax4|1 2 cuaxsll 2 CL’laxSll 2 C\jax7|1 2 cuaxsll 2 CL’lax9|1 2 Cliax 10
COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ M+W+Ch Damage* Hands Class Weapon Rules
1 CIampBI:‘g Bite 1(2/3 8 30 0” 1 0 Natural
ite
5 Slashing Claws 12 3 25 0" 1 0 s
Claws
ARMOUR Armour+ C+A Hands Class | Armour Rules
1 Beaten Armour 4 12 0 Worn
Light Armour
FMR-RVE-7000 - ?
CUAC
K0O-az
. . e . i Hands Unit Size
Kindred Realm Kin Class Privilege Acuity Ubiquity 0 5+/54/10 Cost
) ! i Beast . Mass Base Size |
Fomoraic Reivers of the Eye Cuiacx Hound Beast Wild Uncommon 2 50x30mm 10
CUACX Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Camouflaged (snow); Frost Blood; Insensate;
Fearsome; Beast Handler only 9 35 3 1 15 4 28 11 17
Abilities Bulk Charger; Roarer; Flanker; Leaper
1/2(3/4 CUacxlll 2(34 Cllacx 2]1(2(3 |4 Cﬂao<3|1 2(34 Cuacx4|1 2(34 Cﬂao<5|1 2(3|4 Cﬂacxsll 2(3|4 Cﬂacx7|1 2|3|4 Cuacxsll 2(3|4 Cﬂacx?ll 2|3/4 Cliacx 10
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge  Charge+ M+W+Ch Damage*  Hands Class | Weapon Rules
1 CrushlBr:g Jaws 112/3]4 9 40 0" 1 0 Natural | Pierce
ite
. Slashlgg Claws 12 5 36 | 05" 1 0 Natural
aws

FMR-THL-?




MOROGRAX

MOR-oh-graks
. . - . _— Hands Unit Size
Kindred Realm Kin Class Privilege Acuity Ubiquity 2 1+/24/3 Cost
Fomoraic Reivers of the Eye Morograx Monstrous Beast Vassal wild Uncommon M:;SS Bass(]emsr:]ze } 71
MOROGRAX Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Gigantic; Insensate; Stubborn;
Glgarl, Insensa 6 32 67 69 26 73 36 62
Abilities Bound (Ograx Reiver); Bulk Charger; Roarer
1]2|3|4|5 /6|7 |89 10{11|12/13(14|15 16|17 18|19/20| 21|22 23|24|25|26 Morograxl‘l234567s91011121314151617181920112213242526 MOrOgrE)(Z‘lZ3456789lU11121314151617181920212223241526 Morograx 3
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W+Ch Wound* | Hands Class | Weapon Rules
1 Mlghgyb Club 1/2/3/4|5/6/7 19 86 1” 2 2 Borne Grab; Mighty Strike; Vicious Damage
ul
2 Trample 112134 7 74 0" 1 0 Natural | Sightless Strike; Stomp
Trample
ARMOUR Armour+ C+A Hands Class Armour Rules
a Beaten Armour 8 77 0 Worn
Light Armour
2 Shaped Helm 5 82 0 Worn
Helmet
UNIT OPTIONS Unit Option Rules Cost
Morograx Gultain Champion One Morograx becomes the mustered champion, who gains +1 attack die on his primary combat weapon 12
FMR-RVE-8xxx - ?
GOR-oh-graks
Kindred Realm Kin Class Privilege Acuity Ubiquity Ha;ds Umtlslze Cost
Fomoraic Reivers of the Eye Gorograx Monsé;%l;;rseast Vassal Wild Rare Mlass S B?;:r::e } 440
GOROGRAX Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Gigantic; Ir te; Stubborn;
st Boocy Garely iesrester Sutbom 8 23 112 118 95 67 55 82
Abilities Bulk Charger; Roarer
1]2/3]4|56|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
Wound Track
31/82/83 84 8586/87|88]89|90 91 92|93 94/95
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ | M+W+Ch Damage* | Hands Class | Weapon Rules
Spiked Club 1|2|3|4]5|6]78]9]10 " - S
1 P o Ao el 33 145 2 3 2 Borne | Grab; Mighty Strike; Pierce; Terrible Damage
2 Trampllng Feet 1/2/3/4/5/6 11 123 0” 1 0 Natural | Sightless Strike; Stomp
Trample
ARMOUR Armour+ C+A Hands Class Armour Rules
a Battered Armour 7 125 0 Worn
Improvised Armour
7 Shaped Helm 5 130 0 i
Helmet
FMR-RVE-8xxx - ?
DRAK-ox
H it Si
Kindred Realm Kin Class Privilege Acuity Ubiquity a;ds Uni 1 ize Cost
' ! Monstrous Beast ) Mass Base Size \
Fomoraic Reivers of the Eye Draackox Solitary Vassal wild Rare 15 120mm ‘ 352
DRAACKOX Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Gigantic; Ir te; Tough; Stubborn;
O riing 2 oo 8 23 87 104 68 77 55 78
Abilities Bulk Charger; Roarer
Wound Track 1]2|3]4|56|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| 6566 67|63
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+  M+W+Ch Damage*  Hands Class | Weapon Rules
Great Axe 1]2|3[4[5/6/7[8]9]10 " ]
! Great Axe 11|12)13]14] 27 114 2 3 2 Borne Terrible Damage
2 Crush;ng Bite 12(3 18 105 0" 2 0 Natural | Switch (Ice Breath); Pierce; Vicious Damage
ite
3 Raklng Claws 112/3/4 22 109 17 1 0 Natural
Claws
a Tail S$r| ke 12/3 18 105 2" 1 0 Natural | Blind Strike; Sightless Strike
Tai
5 Trample 1/2/3/4/5/6 9 96 0” 1 0 Natural | Sightless Strike
Trample
SHOT WEAPON Shoot Dice Weapon+ | M+W MinRge LthRge | EffRge | MaxRge Damage* = Hands Class | Shot Weapon Rules
Breath of Ice " Switch (Crushing Bite); Combat Shot Weapon; Spray; 6" Frost
2 Breath 2|3 11 98 6 1 0 Natural Spray Template; Freeze Damage
ARMOUR Armour+ C+A Hands Class | Armour Rules
] Scal?k;l Skin 13 117 0 Natural
in
? Battered Armour 14 131 0 v
Light Armour

FMR-RVE-8765 - Shaaroc




REIVER SLAVE CART

REE-ver SLAYV
. . - . _— Hands Unit Size
Kindred Realm Kin Class Privilege Acuity Ubiquity 0 1+/24/3 Cost
. . War Engine - Mass Base Size \
Fomoraic Reivers of the Eye Slave Cart Carriage Engine Vassal Drilled Uncommon 5 80xd5mm ‘ 21
- - - - I Hands - .
Kindred Realm Kin Class Privilege Acuity Ubiquity 2 Crew Size Base Size
. . . Infantry - Mass Driver +
Fomoraic Reivers of the Eye Reiver Engine Crew Vassal Drilled Uncommon 1 1 30mm
REIVER SLAVER CREW Pace Skill Might Constitution Wounds Fortitude Authority Temper
5 54 30 14 3 62 11 16
Reiver Crew Traits & Abilities Frost Blood; Insensate; Disciplined; Flanker
1/2(3 Driver 1/1 ‘ 1/2(3 Crew 1/2 ‘ 1/2(3 Driver 2/1 ‘ 1/2(3 Crew 2/2 ‘ 1/2(3 ‘ 1/2(3 Driver 3/1 ‘ 1/2(3 Crew 3/3
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W-+Ch Damage*  Hands Class | Weapon Rules
. RelvAexr Axe 1213 9 39 0.5" 1 1 Bome | Hook
e
2 Relv?\/:_ Whip 12 8 38 1” 1 1 Borne | Goad
Ip
ARMOUR Armour+ C+A Hands Class | Armour Rules
q Battered Armour 4 18 0 -
Light Armour
2 Slave Cart 9 27 0 Engine
Engine
ARMOUR OPTIONS Armour+ C+A Hands Class Armour Rules Cost
3 Reiver Helm Heimet 4 31 0 Worn | Add 1
. . - . I Hands . . .
Kindred Realm Kin Class Privilege Acuity Ubiquity 0 Engine Size Base Size
. . War Engine . . Mass
Fomoraic Reivers of the Eye Slave Cart Carriage Engine Engine Mindless Uncommon 2 1 80x45mm
REIVER SLAVE CART 7 0 52 60 10 0 0 5
Reiver Slave Cart Traits & Abilities Immune (Soul, Petrification); Resistant (Death, Cold, Freeze, Venom); Tough; Bulk Charger; Move per Draught Animal; Wheeled
1/2(3/4/5(6/7(8(910 ReiverSIaveCartl‘lZB45578910 ReiverSIaveCartZ‘l2345678910 Reiver Slave Cart 3
12 Slave 1[1]2 Slave 2|1]2 Slave 3[1]2 Slave 4[12 Slave 5[1]2 Slave 6]1]2 Slave 7[12 Slave 8]1]2 Slave 912 Slave 10
ENGINE ARMOUR Armour+ C+A Hands Class | Armour Rules
q Reinforced Frame 25 85 0 Natural
Construction
WARRIOR RULES Warrior Rules
Caged: the Reiver Slave Cart may hold up to ten slaves at any one time. Slaves may be positioned inside the Slave Cage at the beginning of the battle, but the amount of slaves
within the cage must be recorded to the left.
Leaving the Slave Cage: the slaves within the Slave Cage may Dismount from the Reiver Slave Cart if there is a Reiver Slaver within 2" of it, and if the Reiver Slave Cart has not
Slave Cage 1/2/3/4|5/6/7|8|9/10] Moved in the same activation. The Reiver Slaver immediately Binds to the slaves and forms a separate unit of his own with them.
Entering the Slave Cage: a Reiver Slaver who is part of a unit that contains slaves may force them back into the cage if he is within 2” of the Reiver Slave Cart. Should he do so,
as many slaves that can fit into the Slave Cage (i.e., so that there are no more slaves in the cart than ten) will enter it and are removed from the battlefield. Record the amount of
slaves in the Reiver Slave Cart to the left.
. . L . I Hands Draught -
Kindred Realm Kin Class Privilege Acuity Ubiquity 0 Animal Size Base Size
f Beast " Mass
Fomoraic Baalor Horse Beast Draught Animal Beast Wild Rare 3 1 60x35mm
CAPACX 9 18 34 0 0 0 0 0
Capacx Traits & Abilities Beast Draught Animal; Frost Blood; Insensate; Bulk Charger
DRAUGHT ANIMAL COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ | M+W+Ch Damage* | Hands Class Weapon Rules
1 Choml:_ltng Bite 1 8 42 0” 1 0 Natural
ite
2 Trampllng Hooves 12 6 40 0" 1 0 Natural | Sightless Strike
Trample

~




REIVER SLAVE WAGON

REE-ver SLAYV WAG-on
Kindred Realm Kin Class Privilege Acuity Ubiquity Hagds Un|t15|ze Cost
. . War Engine - Mass Base Size \
Fomoraic Reivers of the Eye Slave Wagon Carriage Engine Vassal Drilled Uncommon 9 110x60mm ‘ 28
- - - - I Hands - .
Kindred Realm Kin Class Privilege Acuity Ubiquity 5 Crew Size Base Size
. . . Infantry - Mass Driver +
Fomoraic Reivers of the Eye Reiver Engine Crew Vassal Drilled Uncommon 1 2 30mm
REIVER SLAVER CREW Pace Skill Might Constitution Wounds Fortitude Authority Temper
5 54 30 14 3 62 11 16
Reiver Crew Traits & Abilities Frost Blood; Insensate; Disciplined; Flanker
1]2{3 Driver 1 ‘ 1]2{3 Reiver Slaver 2 ‘ 1]2{3 Reiver Slaver 3
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W-+Ch Damage*  Hands Class | Weapon Rules
1 ReIVAexl' Axe 1213 9 9 0.5” 1 1 Borne | Hook
e
2 Relv?v:‘ Whip 1/2 8 8 1" 1 1 Borne | Goad
Ip
ARMOUR Armour+ C+A Hands Class | Armour Rules
q Beaten Armour 6 20 0 Worn
Light Armour
5 Slave Wagon 9 29 0 Engine
Engine
ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
3 Reiver Helm Heimet 4 33 0 Worn | Add 1
. . - . I Hands N . .
Kindred Realm Kin Class Privilege Acuity Ubiquity o Engine Size Base Size
. . War Engine . . Mass
Fomoraic Reivers of the Eye Slave Wagon Carriage Engine Engine Mindless Uncommon e 1 110x60mm
REIVER SLAVE WAGON 7 0 52 60 16 0 0 5
Reiver Slave Wagon Traits & Abilities | Immune (Soul, Petrification); Resistant (Death, Cold, Freeze, Venom); Tough; Bulk Charger; Move per Draught Animal; Wheeled
12(3/45|6|7|8/|9[10/11]12|13|14/15/16 Reiver Slave Wagon
1|2 Slave 1|12 Slave 2| 1|2 Slave 3|12 Slave 4|12 Slave 5|12 Slave 6 |12 Slave 7 (1|2 Slave 8|12 Slave 9|12 Slave 10
1]2 Slave 11|12 Slave 12|1|2 Slave 13| 1|2 Slave 14|12 Slave 15 (12 Slave 16 (1|2 Slave 17 1|2 Slave 18 |12 Slave 19|12 Slave 20
ENGINE ARMOUR Armour+ | C+A Hands Class | Armour Rules
q Reinforced Frame 25 85 0 e
Construction

WARRIOR RULES

Warrior Rules

1/2/3|4/5/6|7|8|9/10

slaves within the cage must be recorded to the left.

Caged: the Reiver Slave Wagon may hold up to twenty slaves at any one time. Slaves may be positioned inside the Slave Cage at the beginning of the battle, but the amount of

Leaving the Slave Cage: the slaves within the Slave Cage may Dismount from the Reiver Slave Wagon if there is a Reiver Slaver within 2” of it, and if the Reiver Slave Wagon has

Slave Cage not Moved in the same activation. The Reiver Slaver immediately Binds to the slaves and forms a separate unit of his own with them.
Entering the Slave Cage: a Reiver Slaver who is part of a unit that contains slaves may force them back into the cage if he is within 2” of the Reiver Slave Cart. Should he do so,
11/12|13(14/15/16/17|18/19/ 20| as many slaves that can fit into the Slave Cage (i.e., so that there are no more slaves in the cart than ten) will enter it and are removed from the battlefield. Record the amount of
slaves in the Reiver Slave Cart to the left.
ENGINE OPTIONS Engine Option Rules P
Rack Bearer Banner Bearer May bear the Reiver Slaver Crew's banner 7
Bell Bearer Herald May bear the Reiver Slaver Crew's instrument 7
. . - . I Hands Draught .
Kindred Realm Kin Class Privilege Acuity Ubiquity [ S— Animal Size Base Size
: Beast " Mass
Fomoraic Baalor Horse Beast Draught Animal Beast Wwild Rare 3 2 60x35mm
CAPACX 9 18 34 0 0 0 0 0
Capacx Traits & Abilities Beast Draught Animal; Frost Blood; Insensate; Bulk Charger
DRAUGHT ANIMAL COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ | M+W+Ch Damage* | Hands Class Weapon Rules
1 Chomping Bite 1 8 42 0” 1 0 Natural
Bite
7 Trampling Hooves 1l2 6 40 0" 1 0 Natural | Sightless Strike
Trample

~




MAMMOX WAR TOWER

MAM-oks WOR TOW-er
Kindred Realm Kin Class Privilege Acuity Ubiquity Hagds Un|t15|ze Cost
. . War Engine . Mass Base Size
Fomoraic Reivers of the Eye War Tower Carriage Engine Vassal Trained Rare 21 120mm 592
. . - . I Hands " .
Kindred Realm Kin Class Privilege Acuity Ubiquity 2 Crew Size Base Size
. . . Infantry . Mass Driver +
Fomoraic Reivers of the Eye Reiver Hunter Engine Crew Vassal Trained Common 1 5 30mm
REIVER HUNTER CREW Pace Skill Might Constitution  Wounds Fortitude Authority Temper
5 48 30 16 3 63 8 12
Crew Traits & Abilities Frost Blood; Bind ( War Tower); Disciplined; Engine Crew
1123 Driver‘123 Crewl‘lZB Crew2‘123 Crew3‘123 Crew4‘123 Crew 5
COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ | M+W+Ch Damage* Hands Class Weapon Rules
1 ReIVeSr Spear 123 8 38 2" 8 46 1 1 Borne | Mounted Impact Strike; Mounted Charge+
pear
SHOT WEAPON Shoot Dice Weapon+ M+W Min Rge | LthRge Eff Rge | Max Rge | Damage* Hands Class Shot Weapon Rules
1 Relvgor Bow 1 8 38 0” 9” 36" 48" 1 2 Borne | Ride and Shoot; Volley Shoot
w
ARMOUR Armour+ C+A Hands Class | Armour Rules
1 Beaten Armour 6 22 0 Worn
Light Armour
2 War Tower 10 32 0 Engine
Engine
UNIT OPTIONS Unit Option Rules o
Gultain champion One Reiver Hunter becomes the mustered champion, who gains +1 shoot die on his primary shot weapon 3
Drilled Reiver Hunters The Reiver Hunter Unit becomes Drilled rather than Trained (cost shown is per engine), gaining +10 SKILL, +5 FORTITUDE and +5 AUTHORITY 10
. . e . I Hands . . .
Kindred Realm Kin Class Privilege Acuity Ubiquity 0 Engine Size Base Size
War Engine Mass
Fomoraic Reivers of the Eye War Tower Carriage Engine Engine Mindless Uncommon s 1 120mm
WAR TOWER ENGINE 6 0 0 70 30 0 0 5
War Tower Traits & Abilities Immune (Soul, Petrification, Fume); Resistant (Death, Cold, Freeze, Venom); Tough; Bulk Charger; Move per Draught Animal; Hang On!
12]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 War Tower
ENGINE ARMOUR Armour+ C+A Hands Class | Armour Rules
; Reinforced Frame 25 95 0 Natural
Construction
ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
2 Hung Shields shicids 8 103 0 Worn | Add 1
ENGINE OPTIONS Engine Option Rules ot
Tusk Bearer Banner Bearer May bear the Reiver Hunter crew’s Banner 2
Skull Bearer Host Banner Bearer May bear the Host's Banner if a Host Banner Bearer is not already purchased. The Host Banner range is 18”. Gains the Host Banner Bearer ability 7
. . e . - Hands Draught "
Kindred Realm Kin Class Privilege Acuity Ubiquity 0 Animal Size Base Size
i i Monstrous Beast " Mass
Fomoraic Reivers of the Eye Mammox Ardent Draught Animal Beast wild Rare 19 1 120mm
MAMMOX 7 | 2 | 112 | 122 | 101 | 82 49 83
Mammox Traits & Abilities Ardent Draught Beast; Camouflaged (snow); Frost Blood; Gigantic; Tough; ; Terrifying; Bound F (Tusk Hunter Crew); Bulk Charger; Roarer

1234|5678 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

Wound Track
8182/83|84|85|86/87|8889] 90| 91/92/93|94/95/96|97 |98 | 99 # 44
DRAUGHT BEAST COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+  M+W+Ch Damage* | Hands Class Weapon Rules

1 BludgeOTnII:g Trunk 1(2/3/4/5/6/7/8/910 17 129 1" 2 0 Natural | Mighty Strike; Grab; Vicious Damage

run
7 Gori nTg k'sl'l-lSkS 1234/5/6/7'8/900 24 136 2 24 160 3 0 Natural | Impact Strike; Charge+; Pierce; Terrible Damage

us}
n Chomping Bite 12034 o7 134 0" 1 0 Natural

Bite
2 Tramgllng Feet 1/2/3/4/5/6 11 123 1k 1 0 Natural | Sightless Strike; Stomp

rample
DRAUGHT BEAST COMBAT WEAPON OPTIONS| Attack Dice Weapon+ M+w Att Rge | Charge+ | M+W+Ch Damage* Hands Class Weapon Rules Cost
I ” Replace (Bludgeoning Trunk); Mighty Strike;
1 Spiked Trunk Trunk 1/12/3|4)5 678910 22 134 1 2 4 Worn | pjerce; Graby; Vicious Damage 4
DRAUGHT BEAST ARMOUR Armour+ C+A Hands Class Armour Rules
1 TOUgsrk‘_ Hide 5 127 0 Natural
in
., Scavenged Armour 8 135 0 R
Light Armour
3 War TOWeI’ 10 145 0 Engine
Engine
DRAUGHT ANIMAL ARMOUR OPTIONS Armour+ C+A with option with option Hands Class Armour Rules Cost

3 Battered Chamfron Heimet 11 146 +cans | 157 0 Worn | Add 3
4 Breast Mail sreastpiate 10 145 | +Heimet 156 0 Worn | Add 3
5 Flank Chains chrains 11 146 +Helmet 157 +Breastplatel 167 0 Worn Add 3

?
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FOMORAIC (FAR THULE) MUSTER WENDLIST

Changes to the Fomoraic (Far Thule) muster are recorded here.

Version | Change

v2.02 The cost of all sight invocations has been altered

The tusk hunter noble option only gains the ‘marksman’ ability if he is a commander

The focus range of all sorcerers has been reduced

The greatmaw has been removed from the walvax thuln's petition box as his AUTHORITY is too low

The 'Bound (Srdnax)’ ability has been removed from the mammax profile

Added the harpoon thrower profile and its mustering options

Increased walvax thuln's SKILL and AUTHORITY slightly

Clarified the Winter Comes invocation's Mark

Equated the srénocx draught animal with the normal srénocx

Equated the paracerox draught animal with the normal paracerox

Increased the CONSTITUTION of the srdnox to ensure his armour upgrade increases his C+A band

Removed tusk hunter as sworn unit options for a unthuln and thuln

v2.03 Altered walvax thuln's Acuity to trained

Reduced walvax thuln and walvax tusk gore combat weapon damage* value to 1

Increased walvax thuln and walvax shoot dice for their harpoon shot weapon by 1

Added the rope net combat weapon option to the walvax thuln

Added the ‘camouflaged (snow)’ trait to the sronax thuln, sronax, mammax thuln, mammax, srénox, sronocx, feleox, theracx, mammox, paracerox

Reworked the Cold Blood invocation

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

Spears now have the ‘Add or Replace’ rule where they are options

v2.05 Added the Saamankaraq profile to the Warchief class and the muster chart

Added the Saamankar profile to the Infantry class and the muster chart

Changed the feleacx to the Ardent Mount subclass

Added the ‘flanker’ ability to the mallax tusk raiders, mallax wild raiders, feleacx and feleox

Added the kigaangakoq profile to the Warlords class

Added the thulean hunter profile to the Infantry class and the muster chart

Altered the tusk hunter shot weapon to tusk bolas and combat weapon to tusk daggers

Altered the crew of the tusk thrower, mammox war tower and paracerox war tower to thulean hunters

Added the Hoard of Far Thule artefact list

v2.06 Added the ‘goad’ ability to the Hornheart noble option's horn spear

Added the “tactician’ ability to the thulean raider unthuln, thulean raider thuln and thulean raider ulthuln profiles

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

Slightly reduced the AUTHORITY of all humans

Replaced the ‘fearless’ trait on the mammox with the ‘stubborn’ trait

Removed the ‘fearless’ trait from the paracerox

Reduced the cost of noble shot weapon options

v2.07 Added the ‘goad’ ability to the Hornheart noble option's horn spear

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 Ice Spear combat and shot weapons to the mammax profile




FOMORAIC (FAR THULE) MUSTERING

Version 2.07

FOMORAIC (FAR THULE) HOST

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 artefact limit
50%+ 0 to 10%

Realm ‘ ‘ Compulsory Commands ‘ ‘ Host Commands ‘ ‘ Realm Commands
FAR THULE Far Thule Far Thule Far Thule Allied Reivers of the Eye Cursed Herd Baalor
HOST || General Command || Command Contingent || Command Command Command
1 1 0-1+ 0-1+ 0-1+ 0-1
Conand
Command
0-1

FOMORAIC (FAR THULE) COMMANDS

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

Commander ‘ ‘ Sworn Box ‘ ‘ Pledge Box ‘ ‘ Petition Box
¥ Sworn s Pledged Petitioned
GENERAL'S o Companions g A
COMMAND L Unit L Unit L Unit
1 0-1 <| o1+ < 01+
Bind Units Bind Units Bind Units
without General's Sworn Pledged Influenced Petitioned
[ at least Unit Unit Warchief Unit
one command 1 < ‘ 0-1+ < 0-1 < ‘ 0-1+
Bind Units Bind Units Bind Units
any number of other Sworn Units Pledged Units Warchiefs Units
1 < 0-1+ < 0-1 < ‘ 0-1+
Bind Units Bind Units Bind Units
. Allied Commander's Allied Commander's Allied Commander's Allied Commander's
allied Sworn Unit Pledged Unit Influenced Warchief Petitioned Units
contingent
1 < 0-1 < 0-1 <] o1+
Bind Units Bind Units Bind Units
COM PANIONS Sorcerer Host Host Companions must have an AUTHORITY that is lower than or equal to the general's Sell-Sword
L Banner Bearer Herald AUTHORITY. The AUTHORITY of companions counts as 0 for COMMAND AUTHORITY
<ot Lot Jl-l ot P o1
' Sworn Pledged Influenced Petitioned
COMMANDER'S Commander p 9 n .
COMMAND | Unit [ Unit | Unit
1 1 <] 01+ <] 01+
[ Bind Units [ Bind Units Bind Units
A commander must choose a unit within his A commander may choose a unit within his pledge box to be one of his A commander may choose a unit within his petition box to be one of his
sworn box as his sworn unit. pledged units. petitioned units.
Optioned Optioned Optioned
with option Commander Sworn Unit Pledged Unit Petitioned Unit
1 1 <l 01+ <] o1+
‘ Bind Units ‘ Bind Units Bind Units

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

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 petition box as an optioned petitioned
unit in addition to any other petitioned units that are not on an option line.

option line.
with Restricted Restricted Restricted
restrictive Commander Sworn Unit Pledged Unit Petitioned Unit
option 1 1 < ‘ 0-1+ < ‘ 0-1+
Bind Units Bind Units

If a restrictive option has been purchased, a

- i~ If a restrictive sworn unit has been chosen, a commander may only choose If a restrictive sworn unit has been chosen, a commander may only choose
gop;?;:al?::;vri:#;tﬁ;?;z; l:;;; 22 :‘T::i:ﬂg:’: a unit on the same restrictive option line within his pledge box to be one of a unit on the same restrictive option line within his petition box to be one of
" his restricted pledged units. his restricted petitioned units.
sworn unit.
= P . Realm . .
Noble Unit If a unit is joined to a noble by a double line Unit If the realm is noted above the unlt‘ name, the
¢ ion warchiefs known as a noble path, that noble must be ni commander must be of that realm in order to
are indicated with 'CW’ | cw/ 0-1 < ‘ 0-1+ mustered within a command before the unit on < ‘ 0-1+ muster that unit in his command.
- - that path can be mustered. " .
MINIATU RE Unit Unit Unit A miniature's availability for a particular profile is shown by the colour of the unit box text on the muster chart.
AVAILABILITY L] If the text colour is black, that miniature is available from the Mierce Miniatures range and may be used in official Darklands battles.
n n-n n n-n n n-n 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.

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




FOMORAIC (FAR THULE) UNIQUE COMMANDERS

One of each unique commander may be mustered in your host

FOMORAIC (FAR THULE) COMMANDERS

Any number of commanders may be mustered in your host

Commander ‘ ‘ Sworn Box ‘ ‘ Pledge Box ‘ ‘ Petition Box
Far Thule —
THULEAN RAIDER Raider Raider Hunter Tusk Hunter Hornheart
UNTHULN 0-1 8] o1+ 8] o1+ 1 o1+ s| 01
J Mallax, Mallax Hunter Mallax, Mallax Hunter any Beast
91 [ at, allx Hter | [, Mallax Hunter | [ eweesst |
with Hunter Tusk Hunter Strongback Horntooth
a horn bow or
horn spear 8| 0-1+ 1| 0-1+ 8] o0-1+ 8| 0-1+
. Strongback Strongback Horntooth Tusk Chariot Horn Chariot | | Tusk Thrower
as rider of Ipracx
0-1 8 0-1+ 8 0-1+ 14 0-1+ 18 0-1+ 29 0-1
| Horntooth Horntooth Feleox Saamankar
as rider of Feleacx|
0-1 8 0-1+ 31 0-1 17 0-1
as 9"9"'; leader Tusk Chariot | | Horn Chariot Tusk Chariot | | Horn Chariot Mallax :I ::fz: Mallox
Chariot 0-1 0-1 14| 0-1+ 18] 0-1+ 2| 0-1+ 0] 0-1+ 9]  0-1
Mallax Hunter, Mallox
as engine leader CELTIS LTS Walvax Srénax Srénox
of War Tower War Tower
War Tower 0-1 3 01 5| 0-1 % 0-1 35 0-1
as engine leader Paracerox Paracerox Mammox Paracerox
of Paracerox War Tower War Tower War Tower War Tower
War Tower 0-1 2| 01 35 0-1 29 0-1 <
Far Thule —
THULEAN RAIDER Raider Raider Hunter Tusk Hunter Hornheart
THULN 0-1 T [s] o0-1+ 18] o0-1+ 1| o1+ s| 01
J Mallax, Mallax Hunter Mallax, Mallax Hunter any Beast
81
with Hunter Strongback Horntooth
a horn bow or
horn spear 8 ‘ 0-1+ 8 0-1+ 8 0-1+
as Tusk Hunter Tusk Hunter Tusk Chariot Horn Chariot Tusk Thrower
Tusk Hunter 0-1 ] 0-1+ 4] o1+ |[18] o1+ ||»] o1
as Hornheart Hornheart Tusk Hunter Saamankar
Hornheart
ornhea 0-1 8 \ 0-1+ 11 \ 0-1+ 17 0-1
any Beast any Beast
| Strongback Strongback Horntooth
as rider of Ipracx
0-1 8| 0-1+ 8| 01+
3 Horntooth Horntooth Feleox
as rider of Feleacx|
0-1 8 0-1+ 31 0-1
as 9"9"'5 leader Tusk Chariot | | Horn Chariot Tusk Chariot | | Horn Chariot Mallax 'T :::'e); Mallox
Chariot 0-1 0-1 14| 0-1+ 18] 0-1+ 2| 0-1+ 0] 0-1+ 9]  0-1
Mallax Hunter, Mallox
i Mammox Mammox 2
as engine leader
of War Tower War Tower e e
War Tower 0-1 3 01 5 01 % 0-1
Srénox
as engine leader Paracerox Paracerox Mammox Paracerox
of Paracerox War Tower War Tower War Tower War Tower
War Tower 0-1 2| 01 33 0-1 29|  o0-1 <




Far Thule —
THULEAN RAIDER Raider Raider Hunter Tusk Hunter Hornheart
ULTHULN 0-1 8| 01+ 8| 01+ 1| o1+ s| o041
ﬂ Mallax, Mallax Hunter Mallax, Mallax Hunter any Beast
with Tusk Hunter Tusk Hunter Strongback Horntooth
Horn B
orn Sow 0-1 1| 0-1+ 8| o0-1+ 8| o0-1+
as Tusk Hunter Tusk Hunter Tusk Chariot Horn Chariot | | Tusk Thrower
Tusk Hunter 0-1 1| 01+ 1] o1+ | |18] 01+ ||2] o1
as Hornheart Hornheart Tusk Hunter Saamankar
Hornheart 0-1 8 ‘ 0-1+ 11 ‘ 0-1+ 17 0-1
any Beast any Beast
as rider of Ipracx Strongback Strongback Horntooth Mallax
0-1 8| 01 8| 0-1 2| 0-1+
Mallax Hunter, Mallox
a5 rider of Feleac Horntooth Horntooth
0-1 8 0-1
as e"g"’;‘; leader Tusk Chariot | | Horn Chariot Tusk Chariot | | Horn Chariot
Chariot 0-1 0-1 14 0-1 18 0-1
as engine leader Mammox
of War Tower
War Tower 1
i Paracerox
as engine leader |
of Paracerox War Tower Sell-Sword
o Tower 1 B o1
Far Thule [
Saamankar Saamankar Feleox
SAAMANKARAQ
0-1 7] o1+ 31 041
ﬂ | Feleacx, Feleox [ Feleac, Feleox Feleacx, Feleox
Far Thule — Mallax
MALLAX Mallax Mallax Hunter Saamankar Mallox Walvax Srénax
THULN 0-1 21| 01+ 0] 01+ 7] 01 9 01 3| 01 %] 01
ﬂ Mallax Hunter, Mallox Mallax Hunter, Mallox Srénox
lTI:;ldueI:l Raider Hunter Tusk Hunter Hornheart
o 01 8| 01+ 8| 01+ 1| o0-1 8] o0-1
Mallax, Mallax Hunter any Beast
. Mallax M.
Sav'l’/"ggear Hunter
0-1 36 0-1
. Mallax Mallax riding Tarvocx riding Srénocx
as rider of Tarvocx Tusk Raider Tusk Raider Tarvocx Srénocx
0-1 21 0-1 31 0-1 32 0-1
. Mallax Mallax riding Feleox riding Theracx
as rider of Feleox Wild Raider Wild Raider Feleox Theracx
0-1 2] 01 31 0-1 5] 01
Far Thule —
SRONAX Srénax Srénax Samankar Srénox Srénocx
THULN 0-1 %] 0-1+ 7] 01 35 0-1 2] 01
ﬂ Srénox Srénox
SEILC Raider Hunter Tusk Hunter Hornheart
Ulthuln
aw|  0-1 8| 0-1+ 8| 01+ 1| 0-1 8| o041
Mallax, Mallax Hunter any Beast
Mammax Walvax
36 0-1 25 0-1
Mallax LAl Mallox
Hunter
2| 0-1+ 20| 0-1+ 39 0-1

Mallax Hunter, Mallox




Far Thule — Mallax
MAMMAX Mammax Mammax Samankar Mallax Hunter Mallox
THULN 0-1 I [36]  o0-1 7] o1 1 121] 01+ ||20] o1+ |[30] o1
ﬂ [ Matax Honter, Mallox |
Raldey Raider Hunter Tusk Hunter Hornheart
Ulthuln
aw 01 8| 0-1+ 8| 0-1+ 1| 0-1 8] 01
Mallax, Mallax Hunter any Beast
Walvax Mammox
25 0-1 49 0-1
Srénax Srénox Srénocx
%] 0-1+ 35 0-1 2] 01
‘ Srénox ‘ Mallox
Far Thule — Harpoon
WALVAX Walvax i Walvax B Thrower
THULN 0-1 ] 0-1+ x| 01+
=]
SEILL Raider Hunter Tusk Hunter Hornheart
Ulthuln
aw|  0-1 8| 0-1+ 8| 01+ 1| 0-1 8] 01
Mallax any Beast
Mallax DR Mallox
Hunter
2| 0-1+ 0] 0-1+ 1] 01
Mallax Hunter, Mallox
Sealspear Swordhorn Hammerhook
Conand Conand Conand
a1 01 5 0-1 39 0-1
Crabspear Deep Crab Daindch
Conand Conand Conand
36 0-1 49 0-1 49 0-1
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 Fomoraic Far Thule generals or commanders
Commander ‘ ‘ Sworn Box ‘ ‘ Pledge Box ‘ ‘ Petition Box
Sell-Sword Ruffian Ruffian A Outlaw Ogre
TRYTHEORN Sell-Sword Sell-Sword Raider L Sell-Sword Sell-Sword e
m 8] 01+ 11 2% 8| o0-1+
T R T

Bondmann Holumann Halftroll Sjetroll Troll
Sell-Sword Sell-Sword Sell-Sword Sell-Sword Sell-Sword
0-1+ 0-1+ 0-1+ 0-1 0-1
Up to a third of the silver cost of your host may be spent on sell-swords and allies
Norse
any realm
ALLIED Allied Allied Allied
COMMANDER | Sworn Unit | Pledged Unit | Petitioned Unit|
1 0-1+ 0-1+
Bind Units Bind Units Bind Units




TUSKSPELLS

ic (Far Thule) ion List
Sorcerers of the Fomoraic kindred, Far Thule realm may muster as many invocations as they wish, host cost permitting, from the Fomoraic (Far Thule) Invocation List below.
INVOCATION Power ‘ Min Rge ‘ Lth Rge ‘ Eff Rge | Max Rge ‘ Damage* | Invocation Rules Cost
Marks of Hide: Marked unit may only be a unit that contains warriors of the class Monstrous Infantry, Beast or Monstrous Beast from the Far Thule or Cursed Herd
Thick d Hid realm. Such warriors are called Thickened warriors.
ickene ide Immediate Effect: The Marked unit becomes a Thickened unit. Each Marked warrior within the Thickened unit (a Thickened warrior) gains 1D10 CONSTITUTION per 8
Focus invoked die and gains the Tough trait.
Rules: Once per Mark; Entire Mark; Mutable
Marked Horns: Marked unit may only be a friendly unit that has a combat weapon of the type Horn or Tusk.
Greathorns Constant Effect: the Marked Unit becomes a Horned unit. Each Marked warrior within the Horned unit (a Horned warrior) gains one attack die per invoked die on all 8
Focus of their combat weapons of the type Horn and Tusk and +D10 Weapon+ value per invoked die on all of their combat weapons of the type Horn and Tusk.
Rules: Once per Mark; Majority Mark; Mutable
Constant Effect: Each Marked warrior becomes confused and slowed. Additionally, the Marked unit gains 1 cold effect token per invoked
Cold of Far Thule 43 e Y g pe 9
Focus Rules: Once per Mark; Majority Mark; Cold Damage; Ignores Armour; Transient
. Weapons: The Marked unit must contain warriors with at least one combat weapon.
Call of the Wild Constant Effect: The Marked Unit becomes a Called unit. Each Marked warrior within the Called unit (a Called warrior) gains one attack die per invoked die on their 9
Focus primary combat weapon.
Rules: Once per Mark; Entire Mark; Transient
LR 62 0" 6" 30" 40" 1 Pewe 8
g
- Marked Beasts: Marked unit may only be a friendly unit of the class Monstrous Infantry, Beast or Monstrous Beast.
Lumbering Beasts Immediate Effect: Marked unit immediately gains +1” PACE per invoked die. 8
Focus Rules: Once per Mark; Entire Mark; Mutable
FrostFShatter 74 2 Cold Damage; Ignores Armour 4
ocus
Constant Effect: Two cold effect tokens are immediately added to the Marked unit per invoke die. Additionally, each Marked warrior becomes
. confused and slowed as well as Sighted D10” until the Freezing Fog dissipates. If the Freezing Fog is not dissipated at the end of a battle
Freez|ng Fog 43 hour, the Marked unit gains two freeze effect token per warrior within the unit. Additionally, the battle's current weather immediately changes 8
Focus to Fog until the end of the current battle hour, at which point it may change during the The Changing Weather subsection of the Battle
Sequence as normal.
Rules: Once per Mark; Majority Mark; Freeze Damage; Ignores Armour; Unstable
Living Marks: The Marked warriors within the Marked unit must be enemy warriors with the Living trait.
Cold Blood Immediate Effect: Each Different Mark within the Marked unit (that is within total focus range) must take a CONSTITUTION TEST, in this case a COLD TEST, modified by 9
Focus +1D10 per invoked die. If the COLD TEST is passed, nothing happens. If the COLD TEST is failed, that Different Mark suffers D10 wounds per invoked die.
Rules: Freeze Damage; Ignores Armour
Distinct Marks: The Mark must be a Distinct Marked warrior within the
Tuskspear 72 0" 9” 60" 90” 2 Marked unit. 10
Sight Rules: Cold Damage; Pierce
H 'B Constant Effect: The Marked Unit becomes a Horn-Boned unit. Each Marked warrior within the Horn-Boned unit (a Horn-Boned warrior) gains 2D10
orn one CONSTITUTION per invoked die and 2D10 MIGHT per invoked die. This can increase a Horn-Boned warrior's CONSTITUTION and MIGHT beyond their basic values. 14
Focus Rules: Once per Mark; Entire Mark; Mutable
Marked Thuleans: Marked unit may not be a friendly unit of the Kin Man but must be a unit of the Far Thule realm.
. Immediate Effect: The Marked unit immediately becomes active and performs a compulsory Charge action (regardless of its current vigour) against an enemy unit
Charge of the Wild determined by the Invoker, thus also becoming a Charging unit. However, instead of Charging at twice its warriors' PACE, the Marked unit Charge Moves up to its PACE 21
Focus plus 2D10". Resolve the Charge action of the Charging unit - including any /inked Charge Attack actions - before continuing with the Invoker's activation. The Charging
unit becomes weary after this Charge action.
Rules: Once per Mark; Entire Mark
Spllnts_e::tusks 53 0" 6" 36" 48" 1 | pierce 6
igl
R Immediate Effect: The Marked unit becomes a Roaring unit and may immediately perform a Roar action (regardless of its current vigour) and counts as having
oar passed its ROAR TEST. Enemy units have a +10 fright modifier per invoked die. 7
Focus Rules: Once per Mark; Entire Mark
Wint C Marked Point: the Marked point is a point on the battlefield within focus range.
inter Comes Immediate Effect: The battle's current weather immediately changes to Snow until the end of the current battle hour, at which point it may change during the The 5

Focus

Changing Weather subsection of the Battle Sequence as normal.




THE HOARD OF THULE

Fomoraic (Far Thule) Artefact List

Up to 10% of a Fomoraic (Far Thule) host's cost may be spent on The Hoard of Thule.
Fomoraic (Far Thule) nobles of mass 10 or less may muster any artefact as an artefact option except for brands, which may only be mustered as an artefact option by warriors of Beast privilege of any mass.
Mundane artefacts may be mustered by any vassal warrior of mass 10 or less. Jealous artefacts do not allow other artefacts to be mustered with them.

COMBAT WEAPON ARTEFACT Attack Dice Weapon+ | M+W AttRge | Charge+ | M+W+Ch Damage*  Hands Class Weapon Artefact Rules Cost
” Add or Replace (axe,
Tusked +12[3 12 +12 0.5 1 1 Bome | jeaver); Hook; Pierce;
usked Axe ” Cold Damage; Vicious 11+M
L Sorcerous Axe 11+1)2 24 +24 0.5 2 2 Bome | o gl Foot only
Qogcmammoey Killer: enemies must re-roll parried dice when parrying strikes from the Tusked Axe.
Add or Replace (spear, glaive); Hedge; Quick
Snowtooth Spear +1/2/3 12 +12 1.5” 12 +24 2 1 Borne | Strike; Pierce; Cold Damage; Mounted Impact 8+M
L Sorcerous Spear 2 Strike; Mounted Charge+
Swift and deadly Quickhaft: all strikes made with the Snowtooth Spear have a -1 strike modifier, and enemies parry those strikes with a +1 parry modifier.
+1/2 13 0.5” 1 1 Borne | Replace (axe, cleaver);
Ice Saw ‘ +13 ” Freeze Damage; Terrible 14+M
g Sorcerous Cleaver 3|+1 26 +26 0.5 2 2 Borne | pamage Foot only
Suffused by ice Pained: enemy warriors that suffer damage dice (but not fated damage dice) from the Ice Saw gain one cold effect token per damage dice.
+1 2‘ 28 +28 1" 2 1 Borne Aldd or Replace gaxe, . orM
v H cleaver or mace); Hook; +
1 Qornaak s Ruin 4 F 1 56 +56 1” 3 2 Borne | Vicious Damage ' ' Foot only
Sorcerous Axe
The destruction of the mind The path to madness: Each time Qornaak's Ruin causes a fated damage die, the bearer reduces his TEMPER by 1. If this reduces the bearer's TEMPER to 0, the bearer is dead.
For the mighty: Only warriors with a MIGHT of 50 or more may bear Qornaak's Ruin.
Tulhorn 412 24 424 0' 48 +48 2 [ 1| e | Fook o Replce Impect Mgty e 8+M
1 5
Horn
Defeater of armour Iced Tip: Enemy warriors parry the Tulhorn with a +3 parry modifier.
Add or Replace (spear, glaive); Hedge; Pierce; Cold
Greyhorn Spear +1]2 23 +23 1.5” 23 +46 2 1 Borne Damage; Mounted Impact Strike; Mounted 8+M
L Sorcerous Spear 6 Charge+
Made of the grey ones The strongest: The bearer gains the ‘tough’ trait as well as +4D10 CONSTITUTION, rolled for in the battle rolls step of the Joining Battle Sequence.
Black Mace of Ninuuk +‘ 1 4 | +44 2" ‘ ‘ ‘ 2 1 ‘ Bome | Replac (mace, dub)Frecze Darmage; Mighty ‘ o
L Sorcerous Mace Z g &
Black Iced Unseen ice: Enemies parrying the bearer's strikes do so with a +1 parry modifier.
" Add or Replace (axe, cleaver); Vicious Damage;
. Sgrodthie 2 22 o [ ] e[
Of the Nasty: Graze dice caused by the Sawtooth Axe become damage dice. Additionally, parries made by enemies against the Sawtooth Axe can never become fated parries.
+1]2[3] 13 | +13 2" 1 1 Bome | Replace (glaive, spear); | Hedge
Hook Glaive Hook; Cold Damage; 4+M
1 Sorcerous Glaive 9|+/1)2 26 +26 2" 2 2 Borne | vicious Damage Foot only
Hooked saw Hooker: an enemy warrior engaged with the bearer, if he suffers a fated damage die and is of equal or lower mass to the bearer, becomes entangled until the end of his current reactivation - and so may not
Attack react.
Four-Tusk +11)2/3]4] 16 +16 05" 32 +32 [ 2 | 1 | some | pepice nvectsike;chamer; s vious
L Sorcerous Tusks 10
Split and shod Earthed: The bearer gains D5 earth dice and an earth range of 4D10”, as well as the ‘earther’ and ‘dissipater” abilities. Perform these EARTH ROLLS during the battle rolls sequence.
SHOT WEAPON ARTEFACT Shoot Dice Weapon+ M+W Min Rge | Lth Rge Eff Rge | Max Rge | Wound* Hands Class Shot Weapon Artefact Rules Cost
Furfletched Arrows = = = = = - 1 - Bone | Add 2
1 1
Sorcerous Arrows
The finest of fletching Steady: the bearer gains a -2 shoot modifier when using Furfletched Arrows.
Whitehorn Bow +‘ ‘ 24 +24 0” 9” ‘ 36" ‘ 48" 1 ‘ 2 ‘ Borne ‘ Replace; Vicious Damage; Cold Damage; Blind ‘ 8+M
1 2
Sorcerous Bow Snowblind: Living enemy warriors that become unsighted due to a fated shot from the Whitehorn Bow also become prone.
Soul Blinder Man only: Only a warrior of the kin ‘man’ may bear this shot weapon artefact.
" " " " Replace; Move and Shoot; Ride and Shoot;
Black Bolas +‘ 4 ‘ +4 0 0 ‘ 15 ‘ 18 ‘ 1 ‘ L ol | ‘ 2| Shots (2); Entangle 3+M
1
‘Ejolas Entangling: Any shot with the Black Bolas is performed with a -2 shoot modifier. Additionally, a warrior that is entangled by the Black Bolas cannot perform a Disentangle action until the end of the current
Whirling Death battle hour.
” ” ” ”
Snow Bow +12 ‘ 34 18 +18 ‘ 0 ‘ 9 ‘ 36 48 ‘ 1 ‘ 2 Borne ‘ Replace; Cold Damage (2) 8+M
1
Sorcerous Bow Snow Warrior: The bearer of the Snow Bow may place an additional 12” x 12" snow covering upon the battlefield when placing kindred terrain. Additionally, the bearer is seen 2” when upon snow covering.
The blizzard comes Man only: Only a warrior of the kin ‘man’ may bear this shot weapon artefact.
Sawheads = ‘ - - - ‘ - ‘ - ‘ 2 ‘ - ‘ Borne ‘ Add ‘ 3
1 5
Sorcerous Arrows
Cold agony Agonising: a unit that suffers at least one point of damage from Sawheads arrows must perform a Panic reaction.
Replace; Foot only; Shots (3); Impetus
Icesaw Spears 24 +24 0” 6" 24" 28" 2 1 Borne ghot; Pierce; Terrible Damage; Cold 11+M
e Sorcerous Spears N N amage
Ice-splitters Nasty: graze dice caused by the Icesaw Spears become wound dice.
Mallax only: Only warriors of the kin mallax may bear this shot weapon artefact.
" Add; Combat Shot Weapon; Spray; 4” Frost
. Sno\;vb?eath i ‘ 2 ‘ 3 10 ‘ +10 ‘ ‘ 4 ‘ ‘ 1 ‘ 0 ‘ fatural ‘ Spray Template; Cold Damage 4+M
reatl
A gift of the Eye Snowborn: the bearer gains the ‘resistant (fire, hellfire)’ trait.
RePIace (IMTOWINg Spear); Foot omy;
. " " ” " . o A
N|quuk's Atlatl 1‘2 ‘ 24 +24 ‘ 0 ‘ 6 ‘ 24 36 ‘ 2 1 ‘ Borne ‘1‘2 3 ih?rti’(‘3), Impetus Shot; Pierce; Vicious ‘ 6+M
1 8
Sorcerous Spear Thrower Accurate: shots with Niquuk's Atlatl are performed with a -D5 shoot modifier, rolled for each time a Shoot action is performed with it, to a minimum of 1.
Death thrower Man only: Only a warrior of the kin ‘man’ may bear this shot weapon artefact.
Tuskheads - ‘ - - - ‘ - ‘ - ‘ 1 ‘ - ‘ Borne ‘ Add; Pierce ‘ 4
1 9
Sorcerous Arrows
Of the great ones Tusked Death: warriors must re-roll evades when evading shots made by the Tuskheads.
Blubberbane +‘ 1 2‘ 18 +18 ‘ 0" ‘ 9” 36" ‘ 48" ‘ 2 1 ‘ Borne ‘ Replace; Shoot and Drag; Pierce ‘ 8+M
1 1
Sorcerous Harpoon ° Mighty: The bearer's dragging mass counts as double his actual mass when Shooting and Dragging with Blubberbane.
Blubber-blessed Walvax only: Only warriors of the kin walvax may bear this shot weapon artefact.
WEAPON COATING Weapon Coating Artefact Rules Class Cost
1 SnOWburn 1| Rules: Add; Cold Damage; Mundane Artefact Borne 1
Weapon Coating
1 Ice 2| Rules: Add; Freeze Damage Borne 3
Weapon Coating




ARMOUR ARTEFACT Armour+ C+A Hands Class | Armour Artefact Rules Cost
Walhide 12 +12 0 Worn Replace (Light Armour); Thwart 3+M
1 i 1
Light Armour
Thickest of skins Thick: The wearer gains the ‘tough’ and *stubborn’ traits as well as the ‘resistant (corrosion)” ability. Additionally, enemies attack the wearer with a +1 strike modifier.
Snowshield ‘ 14 +14 ‘ ‘ 1 Borne ‘ Replace; Shieldwall; Parry ‘ 12+M
1 . 2
Sorcerous Shield
Blinded Snowblind: The bearer is difficultly seen (i.e., he is a Difficult Target and a Difficult Mark) and enemy Attacks against the bearer are difficult strikes.
6 +6 ‘ 0 Worn ‘ Replace ‘ 7+M
Hoof Helm ‘
1 Sorcerous Helm 3| Herd-friend: The wearer gains the 'Kinsman (Cursed Herd)’ ability and, if he is a commander, may include one vassal Cursed Herd unit as a pledged unit in his own command and/or up to two Cursed Herd
The herd is commanded units of any privilege as petitioned units (as long as he has enough AUTHORITY).
Non-man only: Only a warrior that is not of the kin ‘man’ may wear this armour artefact.
Greytusk's Bones ‘ 26 +26 ‘ 0 ‘ Natural ‘ Replace (Light Armour) ‘ 12+M
Sorcerous Light Armour ¢
Gleaming white Bones of the Great One: The wearer gains the ‘tough’ trait and may re-roll all wound dice (but not fated wound dice) when parrying.
The Eye 5 +5 0 ‘ Worn ‘ Add; Mundane Artefact ‘ 1+M
B Sorcerous Armour Emblem 5
Under His influence Favoured by the Ice: the bearer of the White Eye emblem gains a -1 parry modifier.
Hornplate ‘ ° ‘ +9 ‘ g ‘ o ‘Add ‘ e
1 6
Sorcerous Pauldrons Horned: if the bearer has the ‘bulk charger’ ability, he gains +D5 impact strikes in addition to any he would normally have from that ability.
Made of the homed ones Non-man only: Only a warrior that is not of the kin ‘man’ may wear this armour artefact.
Naarbone Mantle , ‘ 27 +27 ‘ 0 ‘ Worn ‘ Replace (Light Armour); Ignores Weapons ‘ 4+M
Sorcerous Corselet
Armour of bone Hard as Naar: The bearer gains the ‘tough’ trait; additionally, no enemy weapon gains the *pierce’ rule against this armour.
Tuskshield 22 ‘ +22 1 ‘ Borne ‘ Replace; Shieldwall; Parry ‘ 5+M
L Shield 8
Mammox carved Impervious: the Tuskshield cannot be destroyed by any means. Additionally, if the bearer has the ‘bulk charger” ability, he gains +D5 impact strikes in addition to any he would normally have from that ability.
Armour of Ikuuk ‘ 19 ‘ +19 ‘ ‘ 0 ‘ Worn ‘ Replace (Light Armour) ‘ 9+M
9
Sorcerous H’eavy Armour Blooded: the wearer of the Armour of Ikuuk gains a -2 parry, evade and sight avoid modifier.
Tkuuk's blood Man only: Only a warrior of the kin ‘man’ may wear this armour artefact.
Srénhelm 7 47 0 | vom | e  8+M
1 Sorcerous Helm 10| Horned Helm: If the wearer is a commander, he may include one unit of of the kin Mallax, Sronax, Mammax or Walvax in his command. That unit's AUTHORITY becomes 0 for the purposes of COMMAND
Ring-nosed AUTHORITY.
Man only: Only a warrior of the kin ‘man” may wear this armour artefact.
anner efa ules 0S!
:} Artefact Rul Cost
1 Naatjuuk 1 Horned Ones: friendly warriors within 12” of the bearer of Naatjuuk gain +1 attack die upon any combat weapon of the type ‘horn’. 74+M
Sorcerous Finial For the Mighty: only warriors with a basic MIGHT of 40 or more may bear Naatjuuk.
= Winter is here: Once per battle, at any point in his activation, the bearer may change the current weather to Snow, placing a 12x12” snow cover mat centred upon himself. Additionally, the
1 Banner Of the Drlfts 2| bearer (and any unit he has Joined) is seen 12" while upon snow covering. 9+M
Sorcerous Banner Host Banner Bearer: only a Host Banner Bearer may bear this banner artefact.
1 Mark Of Baalor 3| Baalor's Favoured: the bearer of the Mark of Baalor, and any unit he has Joined, gain a -1 parry modifier. 8+M
Sorcerous Banner Emblem
1 Cold Banner 4 Deep Cold: the banner contains the Cold of Far Thule invocation, which counts as a slaved invocation. The banner's TEMPER of 10D10 (rolled for in the battle rolls step of the Joining Battle 9+M
Sorcerous Banner Sequence) is used for the purposes of Invoking, but in all other respects the bearer controls the Invoke action.
1 Spl It- Horn 5| Stubborn: The bearer of Split-Horn, and any unit he has Joined, gains the ‘stubborn’ rule and always pass any VALOUR TEST they are required to make. 1+M
Sorcerous Emblem
q Banner of Thule | From the Cold Lands: The bearer of the Banner of Thule, and any unit he has Joined, gain the cold damage (+1) rule upon their primary combat weapons. 54+M
Sorcerous Banner Host Banner Bearer: only a Host Banner Bearer may bear this banner artefact.
1 Mantle Of the Grlleat one 7| Tough: The bearer of the Mantle of the Great One, and any unit he has Joined, gain the ‘tough’ rule and parry, evade and sight avoid with an additional -1 modifier. 6+M
Sorcerous Finial
1 Whitetusk 8| Gorers: The bearer of the Whitetusk, and any unit he has Joined, gain the ‘pierce’ rule on their primary combat weapons. i+M
Sorcerous Finial
1 HOrnhlde 9| Implacable: the bearer of Hornhide, and any unit he has Joined, gain +2D10 combat mass whenever it is required to be calculated. 5+M
Sorcerous Banner
1 Snowskull 10| Snowbound: once per activation, at any point in his activation, the bearer of Snowskull may attach D5 cold effect tokens to each enemy unit within 12", 8+M
Sorcerous Finial
nstrumen efact Rules 0S
INSTRUMENT ARTEFACT | Inst t Artefact Rul Cost
1 Blacktusk Horn 1 To Battle: One unit that is Inspired by the bearer of the Blacktusk Horn may immediately perform a Walk or Run action (which cannot be an Engagement action). 74+M
Sorcerous Instrument. Host Herald only: only host heralds may bear this instrument.
1 ca" °f the Eye 2| Baalor Compels: All friendly units within instrument range become exulted after this tune is played. 4
Tune
1 Snow Drum 3 Whiteout: All friendly units within instrument range that are upon snow covering and that have the ‘camouflaged (snow)’ trait become seen 12”. Additionally, the weather immediately changes 16+1
to Snow.
Sorcerous Instrument
Tooth Horn We Await: Should the bearer perform a successful Inspire action, the next Flank action performed by a friendly unit in the current battle hour has a FLANK TEST modifier of -2D10. Perform this
1 4| roll before the FLANK TEST is made. 6+M
Sorcerous Instrument Host Herald only: the Tooth Horn may only be borne by a host herald.
1 Stormsong 5| Storm squall: if this tune is played the current wind strength is increased by D10 and the wind direction changes to be in line with the bearer; additionally, the weather immediately changes to 6
Snow.
Tune
1 Horn Of ThUIe 6| All Thule Is Against You: enemy units that fail a DREAD TEST caused by the bearer's Daunt action immediately perform a Panic reaction. 8+M
Sorcerous Instrument
1 Thunder-Roar 7 Roarers: up to three friendly units with the ‘roarer” ability within instrument range of the player of the Thunder-Roar tune may i iately perform an Roar action if this tune is 6
Tune played, regardless of their current vigour.
1 Winter's Cl'y s Winter is Yours: Friendly units within snow covering that are within instrument range of the player of the Winter's Cry tune become resolute if they are not exulted or frenzied, and gain the 4
Tune “stubborn’ ability for the rest of the current battle hour.
. Beast Resonance: one unit that is not of the kin Man within host instrument range (the Resonant unit) that is Inspired by the bearer of the Malhide Drum immediately performs an Attack
1 Malhide Drum o| action or Attack Move action if it is currently engaged with or beset by an enemy unit, regardless of its own vigour. The enemy unit may Attack react as normal, but after their Attack actions or 154+M
Sorcerous Instrument Attack Move actions are resolved, the Resonant unit and any unit it has Attacked becomes weary.
Host herald only: only host heralds that are not of the kin Man may bear this instrument.
1 Sr(’)nhorn 10) Groundshaker: if the Srénhorn is used as part of a Daunt action, each enemy unit within instrument range must roll a D10. On the roll of a 0, that unit becomes prone and unconscious. 124+M

Sorcerous Instrument

Host Herald only: the Srénhorn may only be borne by a host herald that is not of the kin Man.




TALISMAN ARTEFACT Talisman Artefact Rules Class Cost
1 Mask of the Eye , | Baalor's Favour: The wearer always counts his TEMPER as being in the same ATTRIBUTE BAND as an enemy Mark, if their SKILL or TEMPER is in a higher ATTRIBUTE BAND. Worn 11+M
Sorcerous Mask Rules: Add
1 Tantjaak Hardened: the bearer gains the ‘tough’ trait. Additionally, the bearer may turn all odd wound dice that he suffers (except for fated wound dice) into parry, evade or avoid die instead. Borne 144+M
Sorcerous Belt-Hung Horn Rules: Add
Swordtooth Cloak Swift as the Wind: the wearer of the Swordtooth Cloak gains +1 PACE and the ‘aura parry” rule on all of his armour elements.
1 3 as th Worn 3+M
Sorcerous Cloak Rules: Add; Man Only
Charmed: In the battle rolls step of the Joining Battle Sequence, the wearer of Srénuug must nominate one warrior on the battlefield (friend or enemy) to be The Horned One.
s z Enemy warriors must be able to be seen by the wearer to become The Horned One. Any damage the wearer suffers is immediately suffered by The Horned One, until The Horned One
1 ronuuq 4| is dead, at which point any remaining damage is suffered by the wearer. While The Horned One is alive, the wearer can only be killed by actions that do not cause damage (such as by Worn 13+M
Sorcerous Pendant failing an ESCAPE TEST, etc.)
Rules: Add; Jealous Artefact
Blocker: Enemies Invoking with focus invocations against the wearer of the Black Togaak, as well as any unit he has Joined, do so with a +D5 invoke modifier, rolled each time an
Black Togaak
1 g 5| invoke value is calculated against the wearer. Worn 12+M
Sorcerous Pendant Rules: Add
1 Morse Grease | Thick Fat: the wearer of Morse Grease gains a -1 parry, evade and shoot avoid modifier. Morse Grease cannot be negated nor destroyed by any means. W
+ Add: orn 2+M
Sorcerous Grease Rules: Add; Man Only
Snow elt Pelt of Pure Snow: when upon snow covering, the bearer of Snowpelt becomes Unseen.
1 Skinp 7| Rules: Add; Mallax, Srénax, Mammax only fanial 5+M
q Gruaan Bones | Earther: th}e wearer's earth dice are increased by 10, but each earth die from the Gruaan Bones may only be used once per battle. 112134/5/6/7/8/9/10  worn 6+M
Sorcerous Pendant Rules: Add; Earther only
1 Fomor's Eye o| He is Watching: enemies Attack, Shoot and Invoke against the wearer with a +3 strike, +2 shoot and +1 invoke modifier. N | 9
Rules: Add atura +M
Sorcerous Pendant *
= Revitalised: The bearer may drink the Fishbone Broth at any point in his activation or reactivation. Once drunk, the bearer gains +D5 WOUNDS. This cannot increase his WOUNDS
1 FIShbone BrOth 10| beyond its base value. Borne 7+M
Sorcerous Belt-Hung Potion Rules: Add; One Use Only
ENCHANTED ARTEFACT | Enchanted Artefact Rules Class Cost
. . For Baalor! The bearer of the Sacrifical Ulu may perform a Sacrifice action, which is also a command action, in his own activation (with a handy animal
Sacr|ﬁC|a| Ulu carried about his person). Should he do so, he gains either +2D5 attack dice, +2D5 shoot dice, +2D5 invoke dice to use upon any invocation he can create or
1 Ny N > N L 1/2|3/4/5/6|7/8/9(10 Borne 10+M
Sorcerous Belt-Hung Knife +2D5 earth dice (if he is an Earther) until the end of his current activation.
Rules: Add; One Use Only; Man Only
. The Wind is with us: The Winterbone increases the effective/maximum range of the bearer's primary shot weapon by 4D10”, as well as its Weapon+ by the same amount (rolled for
1 W||‘|dbo|‘|e 2 in the battle rolls step of the Joining Battle Sequence). Additionally, the wind direction immediately turns to be directly forwards of the wearer's head mark whenever he performs a Worn 8+M
Sorcerous Brooch Shootiaction:
Rules: Add
Tuskmask Tusk and Horn: The wearer of the Tuskmask may include one Monstrous Infantry unit of the Far Thule muster in his command as his Sworn unit.
1 3 ane Worn 10+M
Sorcerous Mask Rules: Add; Man Only
q Blackbite 4| Frostbitten: the first time an enemy warrior becomes contact engaged with the bearer, that enemy warrior gains +D5 freeze tokens and suffers 1 point of damage. Borne 8+M
Sorcerous Belt-Hung Toe Rules: Add
. Cold-wielder: The wearer of the Cloudstruck Ring gains +2D10 cold effect tokens at the beginning of the battle, rolled for in the battle rolls step of the Joining Battle Sequence. At the
Cloudstruck R|ng end of each battle hour, in the hour rolls step of the An Hour Passes Sequence, a further +D5 cold effect tokens are attached to the wearer. At any point in his activation the wearer
1 5 y P Worn 7+M
Sorcerous Horn/Tusk Ring may transfer any or all of the cold effect tokens attached to him to one enemy warrior in base contact.
Rules: Add; Srénax and Mammax only
D d -ft Caught: Once per activation or reactivation (and at any point in the wearer's activation or reactivation), one enemy warrior within 12" of the wearer is completely engulfed by snow
1 uunari 6| and becomes entangled, immediately gaining 2D10 cold effect tokens. A 6x6” snow covering patch must then be placed, the exact centre of which lies under that enemy warrior's base. Worn 6+M
Sorcerous Pendant Rules: Add; Three Uses Only
Sh- = Sh d Killer: The damage* of the wearer's primary combat weapon is increased by 1 and its attack range by 1”. Additionally, it gains the cold damage rule; if the weapon already causes cold
1 ivering ar 7| damage, it increases its cold damage by 1. Worn 12+M
Sorcerous Pendant Rules: Add; Jealous Artefact
F t M tl Drift-mover: The wearer may, at any point in his activation or reactivation, perform a Sorcerous Shift Move to any point on the battlefield so that the wearer's base is entirely within
1 ros antie 8| snow covering. This Shift Move may be used as a voluntary Engagement reaction, but may not be used to Engage an enemy warrior. Worn 10+M
Sorcerous Cloak Rules: Add
1 Naalhorn Staff o| Whale-wrought: the bearer may swap one invoke die from an invocation he is Invoking for a -1 invoke modifier (to a minimum of 1) instead, for that Invoke action only. Borne 7+M
Sorcerous Staff Rules: Replace
Iron Flake Cold Awaits You: D5 cold effect tokens are immediately attached to any enemy warrior within 6” of the wearer per point of damage that enemy warrior suffers from any source.
1 10| Rules: Worn 3+M
Sorcerous Pendant ules: Add or Replace
BRAND ARTEFACT Artefact Rules Class Cost
Mark of Baalor Skilled: The bearer of the Mark of Baalor gains a -1 strike modifier for its primary combat weapon.
1 1 Natural 1+UM
Brand Rules: Mundane Artefact
Cold-E e Cold: all of the bearer's combat weapons of the class ‘Natural’ gain the cold damage rule.
! Sorcerous Br!nd ?| Rules: Mundane Artefact e 1+UM
Irons ikes Spiked Bands: the bearer of this brand gains +D5 attack dice on each combat weapon of the type ‘tusk’ and ‘horn’, rolled for in the battle rolls step of the Joining Battle Sequence.
1 p 3| Roll for each combat weapon of the type ‘tusk’ and ‘horn’ separately. Worn 2+UM
Tusk or Horn Rules: Mundane Artefact
1 Frostcrag 4| From the highlands: the bearer gains the ‘Flanker’ ability, if it did not already have it, and performs FLANK TESTS with a -D10 modifier per warrior in the unit. Natural 1+UM
Brand
a Greyhide 5 Mighty One: The bearer gains +4D10 MIGHT, rolled for in the battle rolls step of the Joining Battle Sequence. Additionally, the attack dice of bulk impact strikes caused by the bearer Natural 2+UM
Sorcerous Brand are doubled.
1 SI'IOWfOOt 6| Blizzard-swift: the bearer of the Snowfoot brand increases its SKILL by +2D10 when upon snow covering. Natural 2+UM
Sorcerous Brand
Snowbone 7| Snowborn: the bearer, which must have the Solitary subclass, gains the Frost Breath spray shot weapon as shown below. Natural
Sorcerous Brand
. SHOT WEAPON Shoot Dice Weapon+ | M+W MinRge | LthRge | EffRge | MaxRge Damage* | Hands Class | Weapon Rules 6+M
Frost Breath 123 30 +30 6" 1 0 Worn Cold Damage
Spray
T T T
S b Snow Warrior: The bearer of this brand (which may have a rider), if it has the ‘camouflaged (snow)’ trait, may be placed upon SCOUT orders and may perform an Emerge action
1 nowborn 8| (including an Ambush action) from snow covering. Natural 3+UM
Sorcerous Brand Rules: Mundane Artefact
1 SP' nedfur 9| Tough: The bearer of Spinefur gains +5D10 CONSTITUTION, rolled for in the battle rolls step of the Joining Battle Sequence. Natural 2+UM
Bran
1 Whiteclaw 10| Claw-Killer: The bearer gains the ‘pierce’ rule as well as +D5 attack dice on each combat weapon of the type ‘claw’, rolled for in the battle rolls step of the Joining Battle Sequence. Natural 1+UM
Sorcerous Brand Roll for each combat weapon of the type ‘claw’ separately.




THULEAN RAIDER UNTHULN

RAY-der UN-thuln

Hands Unit Size

Kindred Realm Kin Class Privilege Acuity Ubiquity 2 1 Cost
Fomoraic Far Thule Man Warlord Noble Veteran Uncommon M:;ss Ba3s(]emsr:]ze 31
RAIDER UNTHULN Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate 5 81 42 32 7 88 91 23
Abilities Disciplined; Tactician
Wound Track 1/2/3/4|5/6|7
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W-+Ch Damage*  Hands Class | Weapon Rules
1/2/3/4/5|6|7 " Borne | Pierce
1 Horn Axe 9 51 0.5 1 1
Axe 1/2/3/4/5/6 18 60 0.5" 2 2 Borne | Pierce; Foot only
COMBAT WEAPON OPTIONS Attack Dice Weapon+| M+W Att Rge | Charge+ | M+W+Ch Damage* | Hands Class Weapon Rules Cost
” Add or Replace (Horn Axe); Mounted Impact
1 Horn Spear spear 11234567 9 51 1.5 9 60 1 1 Bome | 'Girike; Mounted Charge+: Hedge 1 -2
SHOT WEAPON OPTIONS Shoot Dice Weapon+| M+W | MinRge | LthRge | EffRge | Max Rge | Damage* Hands Class | Shot Weapon Rules Cost
! Horn Bow sow 123 9 51 0” 9” 36" 48" 1 1 Borne | Add; Ride and Shoot 3
1 Horn Spear spear 1/2/3 9 51 0” 37 127 16" 1 1 Borne | 1|2| Add; Shots (2); Impetus Shot 2
” ” ” ” Add; Shots (2); Move and Shoot; Ride and
1 Horn Bolas Boias 12 3]4 3 45 0 0 15 18 1 1 Bome |12 ‘Gpoor Entangle 2
ARMOUR Armour+ | C+A Hands | Class | Armour Rules
] Ragged Armour 7 39 0 Worn
Light Armour
ARMOUR OPTIONS Armour+ C+A with option Hands Class Armour Rules Cost
2 Raider Helm Heimet 5 44 0 Worn | Add 1
3 Raider Shield shieid 9 48 +Helmet 53 1 Borne | Add; Shieldwall; Parry 2
MOUNT OPTIONS Mount Option Rules Mass | Mount+ | C+A Cost
Feleacx Ardent Mount May ride a Feleacx; Rider gains the Flanker ability 3 7 46 23
I pracx Ardent Mount May ride an Ipracx; Rider gains the Flanker ability 4 11 50 34
MOUNT ARMOUR OPTIONS Armour+ | Feleacx | Ipracx Hands Class | Armour Rules Cost
4 Ragged Barding Barding 4 50 54 0 Worn Add; Ipracx or Feleacx only 1
CHARIOT OPTIONS Chariot Option Rules Chariot+ C+A Cost
Tusk Chariot chrariot May ride a Tusk Chariot, replacing one Thulean Raider crew that is not the driver. Rider gains the Flanker ability. 12 51 64
Horn Chariot chariot May ride a Horn Chariot, replacing one Thulean Raider crew that is not the driver. Rider gains the Flanker ability. 15 47 119
ENGINE OPTIONS Engine Option Rules Engine+ C+A Cost
Mammox War Tower engine Leader | May ride a Mammox War Tower in addition to the crew to become the engine's leader. 19 51 590
Paracerox War Tower Engine Leader | May ride a Paracerox War Tower in addition to the crew to become the engine's leader. 16 48 270
FMR-THL-0200 - Haraald; FMR-THL-1210 - Aastrid
KIG-ang-ga-kok
H it Si
Kindred Realm Kin Class Privilege Acuity Ubiquity a;ds Uni 1 1ze Cost
M B: i
Fomoraic Far Thule Man Warlord Noble Wild Rare ass ase Size 53
1 30mm
KIGAANGAKOQ Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate 5 35 32 30 6 78 33 71
Abilities Augurer; Dissipater; Earther; Sorcerer [Tuskspells] (2) Focus Range: 11"
Wound Track 1/2(3/4|5|6 Earth Dice: |1/2/3/4/5|6|7
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge  Charge+ M+W+Ch Damage*  Hands Class | Weapon Rules
1 HOI’:\X Axe 11203 9 41 05" 1 1 Borne | Hook
e
2 Staff Of Far ThUIe 1 7 39 1” 1 1 Borne Rod of Far Thule Artefact; Cold Damage; Sorcerous Damage
Sorcerous Staff
ARMOUR Armour+ C+A Hands Class | Armour Rules
a Ragged Armour 8 38 0 Worn
Light Armour
ARTEFACTS Artefact Rules

2 Rod of Far Thule

Sorcerous Staff

The All-Seeing Eye: Whilst bearing the Rod of Far Thule, and as long as he is upon snow covering, the Kigaangakoq may re-roll dissipated dice and fumble dice. The second roll is binding.

MOUNT OPTIONS Mount Option Rules Mass | Mount+ C+A Cost
Feleacx Ardent Mount May ride a Feleacx; Rider gains the Flanker ability 3 7 4 5 23
CHARIOT OPTIONS Chariot Option Rules Chariot+ C+A Cost
Tusk Chariot chariot Gains the Engine Leader (Tusk Chariot) ability, replacing one Thulean Raider crew that is not the driver. Rider gains the Flanker ability. 12 20 63
Horn Chariot crariot Gains the Engine Leader (Horn Chariot) ability, replacing one Thulean Raider crew that is not the driver. Rider gains the Flanker ability. 15 23 119
ENGINE OPTIONS Engine Option Rules Engine+ | C+A Cost
Mammox War Tower Engine Leader | Gains the Engine Leader (Mammox War Tower) ability, replacing one Tusk Hunter crew that is not the driver. 19 27 589
Mammox War Tower Engine Crew Gains the Engine Crew (Mammox War Tower) ability, replacing one Tusk Hunter crew that is not the driver nor its leader. 19 27 -4
Paracerox War Tower Engine Leader | Gains the Engine Leader (Paracerox War Tower) ability, replacing one Tusk Hunter crew that is not the driver. 16 24 270
Paracerox War Tower Engine Crew | Gains the Engine Crew (Paracerox War Tower) ability, replacing one Tusk Hunter crew that is not the driver nor its leader. 16 24 -4

FMR-THL-1260 - Thurnaaq




THULEAN RAIDER THULN

Kindred Realm Kin Class Privilege Acuity Ubiquity Ha; ds Unitlsize Cost
Fomoraic Far Thule Man Warchief Noble Veteran Common Mass Base Size 18
1 30mm
RAIDER THULN Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate 5 72 35 24 5 81 81 22
Abilities Disciplined; Tactician
Wound Track 3 ‘ 4 ‘ 5 ‘
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W+Ch Damage* | Hands Class | Weapon Rules
. Horn Axe 1/2/3/4 5‘ 9 44 05" 1 1 Borne | Hook
Axe 12/3/4 18 53 05" 2 2 Borne | Hook; Foot only
COMBAT WEAPON OPTIONS Attack Dice Weapon+| M+W Att Rge | Charge+ | M+W+Ch Damage* | Hands Class Weapon Rules Cost
1 Horn Spear Spear 1‘ 2‘ 3 ‘ 4|5 ‘ 9 44 1.5 9 53 1 1 Borne ggz(g’ ﬁg; /‘;gd(gzgg/:f) ;/e?;:te‘j {pacy -1
SHOT WEAPON OPTIONS Shoot Dice Weapon+| M+W | MinRge | LthRge | EffRge | Max Rge | Damage* | Hands Class | Shot Weapon Rules Cost
! Horn Bow sow 12 9 44 0” 9” 36" 48" 1 2 Borne | Add; Ride and Shoot 2
1 Horn Spear spear 1|2 9 44 0” 3” 12”7 16”7 1 1 Borne | 12| Add; Shots (2); Impetus Shot 1
1 Horn Bolas solas 1|2 3‘ 3 38 0” 0” 157 18”7 1 1 Bome |12 ‘S‘ZZQ tls,”E",ng)éM"VE gacbbectiiaeland) 2
ARMOUR Armour+ C+A Hands Class Armour Rules
: Ragged Armour 6 30 0 Worn
Light Armour
ARMOUR OPTIONS Armour+ C+A with option ‘ Hands Class Armour Rules Cost
2 Raider Helm Heimet 5 35 0 Worn | Add 1
3 Raider Shield shieid 9 39 +Helmet ‘ 44 ‘ 1 Borne | Add; Shieldwall; Parry 2
NOBLE OPTIONS Noble Option Rules Cost
Skull-Bearer Host Banner Bearer May bear the Host's Banner. Gains the Host Banner Bearer ability 7
Horn-Bearer Host Herald May bear the Host's Instrument. Gains the Host Herald ability 7
Tusk Hunter scout Muster with (Horn Bolas); Foot only; Gains the Flanker, Scout and Skirmisher abilities and, if he is a commander, the Marksman ability; cannot be the general 3
Hornheart seast Handler Muster with (Horn Spear combat weapon), which gains the Goad ability; Gains the Beast Handler (any Far Thule Beast or Monstrous Beast) and Flanker abilities 3
Tusk Thrower Engine Leader Foot only; Gains the Engine Leader (Tusk Thrower) ability; cannot be the general 2
MOUNT OPTIONS Mount Option Rules Mass Mount+ C+A Cost
Feleacx Ardent Mount May ride a Feleacx; Rider gains the Flanker ability 3 7 37 23
Ipracx Ardent Mount May ride an Ipracx; Rider gains the Flanker ability 4 11 41 33
MOUNT ARMOUR OPTIONS Armour+ | Feleacx | Ipracx Hands Class | Armour Rules Cost
4 Ragged Barding Barding 4 41 45 0 Worn Add; Ipracx or Feleacx only 1
CHARIOT OPTIONS Chariot Option Rules Chariot+ | C+A Cost
Tusk Chariot chrariot Gains the Engine Leader (Tusk Chariot) ability, replacing one Thulean Raider crew that is not the driver. Gains the Flanker ability 12 42 64
Horn Chariot chariot Gains the Engine Leader (Horn Chariot) ability, replacing one Thulean Raider crew that is not the driver. Gains the Flanker ability 15 45 119
ENGINE OPTIONS Engine Option Rules Engine+ | C+A Cost
Mammox War Tower Engine Leader | Gains the Engine Leader (Mammox War Tower) ability, replacing one Tusk Hunter crew that is not the driver 19 4 9 589
Mammox War Tower Engine Crew Gains the Engine Crew (Mammox War Tower) ability, replacing one Tusk Hunter crew that is not the driver nor its leader 19 4 9 -4
Paracerox War Tower Engine Leader | Gains the Engine Leader (Paracerox War Tower,) ability, replacing one Tusk Hunter crew that is not the driver 16 46 270
Paracerox War Tower Engine Crew | Gains the Engine Crew (Paracerox War Tower) ability, replacing one Tusk Hunter crew that is not the driver nor its leader 16 46 -4

FMR-THL-0200 - Haraald; FMR-THL-1210 - Aastrid




THULEAN RAIDER ULTHULN

RAY-der UL-thooln

Kindred Realm Kin Class Privilege Acuity Ubiquity Ha;ds Un|t15|ze Cost
Fomoraic Far Thule Man Warchief Noble Drilled Common Mass Base Size ‘ 12
1 30mm |
RAIDER ULTHULN Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate 5 63 32 21 5 81 50 17
Abilities Disciplined; Tactician
Wound Track 1/2|3/4|5
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W+Ch Damage* | Hands Class | Weapon Rules
1/2/3/4 " Borne | Hook
. Horn Axe 9 41 05 1 1
Axe 1(2/3 18 50 05" 2 2 Borne | Hook; Foot only
COMBAT WEAPON OPTIONS Attack Dice Weapon+| M+W Att Rge | Charge+ | M+W+Ch Damage* | Hands Class Weapon Rules Cost
” Add or Replace (Horn Axe); Mounted Impact
1 Horn Spear spear 11234 9 41 1.5 9 50 1 1 Bome | 'Girike; Mounted Charge+: Hedge 1,0
SHOT WEAPON OPTIONS Shoot Dice Weapon+| M+W Min Rge | LthRge | EffRge | Max Rge | Damage* | Hands Class Shot Weapon Rules Cost
! Horn Bow sow 12 9 41 0” 9” 36" 48" 1 1 Borne | Add 1
1 Horn Spear spear 12 9 41 0” 37 127 16”7 1 1 Borne | 1|2| Add; Shots (2); Impetus Shot 1
” ” ” ” Add; Shots (2); Move and Shoot; Ride and
1 Horn Bolas Boias 1123 3 35 0 0 15 18 1 1 Bome |12 ‘Gpoor Entangle 1
ARMOUR Armour+ | C+A Hands | Class | Armour Rules
. Ragged Armour 6 27 0 Worn
Light Armour
ARMOUR OPTIONS Armour+ C+A with option Hands Class Armour Rules Cost
2 Raider Helm Heimet 5 32 0 Worn | Add 1
3 Raider Shield shieid 9 36 +Helmet 41 1 Borne | Add; Shieldwall; Parry 1
NOBLE OPTIONS Warrior Option Rules Cost
Skull-Bearer Host Banner Bearer May bear the Host's Banner. Gains the Host Banner Bearer ability 7
Horn-Bearer Host Herald May bear the Host's Instrument. Gains the Host Herald ability 7
Tusk Hunter scout Purchased with (Horn Bolas),; Foot only; Gains the Flanker, Scout and Skirmisher abilities and, if he is a commander, the Marksman ability; cannot be the general 3
Hornheart seast Handler Purchased with (Horn Spear combat weapon), which gains the Goad ability; Gains the Beast Handler (any Far Thule Beast or Monstrous Beast) and Flanker abilities 3
Tusk Thrower Engine Leader Foot only; Gains the Engine Leader (Tusk Thrower) ability; cannot be the general 2
MOUNT OPTIONS Mount Option Rules Mass | Mount+ C+A Cost
Feleacx Ardent Mount May ride a Feleacx; Rider gains the Flanker ability 3 7 34 23
Ipracx Ardent Mount May ride an Ipracx; Rider gains the Flanker ability 4 11 38 33
MOUNT ARMOUR OPTIONS Armour+ | Feleacx | Ipracx Hands Class | Armour Rules Cost
4 Ragged Barding Barding 4 38 42 0 Worn Add; Ipracx or Feleacx only 1
CHARIOT OPTIONS Chariot Option Rules Chariot+ | C+A Cost
Tusk Chariot chariot Gains the Engine Leader (Tusk Chariot) ability, replacing one Thulean Raider crew that is not the driver. Rider gains the Flanker ability. 12 39 63
Horn Chariot chariot Gains the Engine Leader (Horn Chariot) ability, replacing one Thulean Raider crew that is not the driver. Rider gains the Flanker ability. 15 42 119
ENGINE OPTIONS Engine Option Rules Engine+ C+A Cost
Mammox War Tower Engine Leader | Gains the Engine Leader (Mammox War Tower) ability, replacing one Tusk Hunter crew that is not the driver. 19 46 589
Mammox War Tower Engine Crew Gains the Engine Crew (Mammox War Tower) ability, replacing one Tusk Hunter crew that is not the driver nor its leader. 19 46 -4
Paracerox War Tower Engine Leader | Gains the Engine Leader (Paracerox War Tower) ability, replacing one Tusk Hunter crew that is not the driver. 16 43 270
Paracerox War Tower Engine Crew | Gains the Engine Crew (Paracerox War Tower) ability, replacing one Tusk Hunter crew that is not the driver nor its leader. 16 43 -4
FMR-THL-0200 - Haraald; FMR-THL-1210 - Aastrid
ANG-ga-kok
Han nit Si
Kindred Realm Kin Class Privilege Acuity Ubiquity azds u 'tIS'Ze Cost
M B: i
Fomoraic Far Thule Man Warchief Noble Wild Uncommon ass ase Size | 34
1 30mm
AANGAKOQ Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate 5 32 28 24 4 72 28 69
Abilities Augurer; Dissipater; Earther; Sorcerer [Tuskspells] (1) Focus Range: 9"
Wound Track 12]3]4 Earth Dice: | 1/2|3|4|5
COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ | M+W+Ch Damage* Hands Class Weapon Rules
1 HOr:lx Axe 1]213 9 37 05" 1 1 Borne | Hook
e
2 Staff Of Far ThUIe 1 7 35 1” 1 1 Borne Staff of Far Thule Artefact; Cold Damage; Sorcerous Damage
Sorcerous Staff
ARMOUR Armour+ C+A Hands Class Armour Rules
! Beaten Armour 6 30 0 Worn
Light Armour
ARTEFACTS Artefact Rules

2 Staff of Far Thule

= The All-Seeing Eye: Whilst bearing the Staff of Far Thule, and as long as he is upon snow covering, the Aangakoq may re-roll dissipated dice. The second roll is binding.
Sorcerous Sta

MOUNT OPTIONS Mount Option Rules Mass Mount+ C+A Cost
Feleacx Ardent Mount May ride a Feleacx; Rider gains the Flanker ability 3 7 37 23
CHARIOT OPTIONS Chariot Option Rules Chariot+ | C+A Cost
Tusk Chariot chariot Gains the Engine Leader (Tusk Chariot) ability, replacing one Thulean Raider crew that is not the driver. Rider gains the Flanker ability. 12 4. 2 63
Horn Chariot chrariot Gains the Engine Leader (Horn Chariot) ability, replacing one Thulean Raider crew that is not the driver. Rider gains the Flanker ability. 15 45 119
ENGINE OPTIONS Engine Option Rules Engine+ C+A Cost
Mammox War Tower Engine Leader | Gains the Engine Leader (Mammox War Tower) ability, replacing one Tusk Hunter crew that is not the driver. 19 49 589
Mammox War Tower Engine Crew Gains the Engine Crew (Mammox War Tower) ability, replacing one Tusk Hunter crew that is not the driver nor its leader. 19 4 9 -4
Paracerox War Tower Engine Leader | Gains the Engine Leader (Paracerox War Tower) ability, replacing one Tusk Hunter crew that is not the driver. 16 46 270
Paracerox War Tower Engine Crew | Gains the Engine Crew (Paracerox War Tower) ability, replacing one Tusk Hunter crew that is not the driver nor its leader. 16 46 -4

FMR-THL-1260 - Thurnaaq




MALLAX THULN

MAL-ax THULN

Hands Unit Size

Kindred Realm Kin Class Privilege Acuity Ubiquity 2 1 Cost
Fomoraic Far Thule Mallax Warchief Noble Wwild Uncommon Mass Base Size ‘ 42
3 50mm \
MALLAX THULN Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Camouflaged (snow); Frost Blood; Insensate;
Stubborn; Fearsome 5 4 2 5 2 5 6 1 2 8 1 5 0 3 8
Abilities Bulk Charger; Shieldwall
Wound Track 1/2|3]4|5(6|7|8]9|10/11/12
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W+Ch Damage* | Hands Class | Weapon Rules
§ 1/2/3/4|5/67 " Borne | Hedge
n Horn Glaive 9 61 2 1 1 9
Glaive 1/2/3/4/5/6 18 70 2" 2 2 Borne
COMBAT WEAPON OPTIONS Attack Dice Weapon+| M+W Att Rge | Charge+ | M+W+Ch Damage* | Hands Class Weapon Rules Cost
1 Horn Saw Cleaver 1123456 7 10 62 0.5” 2 1 Borne Replace (Horn Glaive); Vicious Damage 1
SHOT WEAPON OPTIONS Shoot Dice Weapon+| M+W Min Rge | LthRge | EffRge | Max Rge | Damage* | Hands Class | Shot Weapon Rules Cost
” ” ” ” Add; Shots (3); Impetus Shot; Pierce;
1 Saw Spear spear 1/12/3/4 9 61 0 6 19 24 2 1 Bome | 1)2|3 Vicious Damage 3
ARMOUR Armour+ C+A Hands Class Armour Rules
! Ragged Armour 8 64 0 -
Light Armour
2 Cracked Shield 11 75 1 Bome | Parry
Shield
ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
1 Cracked Armour Heavy Armour 14 81 0 Worn Replace (Ragged Armour) 1
NOBLE OPTIONS Warrior Option Rules Cost
Skull-Bearer Host Banner Bearer May bear the Host's Banner. Gains the Host Banner Bearer ability 9
Horn-Bearer Host Herald May bear the Host's Instrument. Gains the Host Herald ability 9
Trained Mallax Thuln The Mallax Thuln becomes Trained, gaining +10 SKILL, +5 FORTITUDE and +5 AUTHORITY 6
MOUNT OPTIONS Mount Option Rules Mass | Mount+ C+A Cost
Tarvocx Ardent Mount May ride a Tarvocx; Rider gains the Flanker ability 11 15 90 80
SFrOnocx Ardent Mount May ride a Srénocx; Rider gains the Flanker ability 8 14 89 75
Feleox Ardent Mount May ride a Feleox; Rider gains the Flanker ability 6 11 86 77
Theracx Ardent Mount May ride a Theracx; Rider gains the Flanker ability 5 11 86 68
MOUNT ARMOUR OPTIONS Armour+ | Tarvocx | Srénocx | Feleox | Theracx Hands Class | Armour Rules Cost
2 Ragged Barding sarding 5 95 94 91 91 0 Worn | Add 1
FMR-THL-1601 - Aalvér
MAL-ax kig-00-tak
Hands Unit Size
Kindred Realm Kin Class Privilege Acuity Ubiquity 2 1 Cost
Fomoraic Far Thule Mallax Warchief Noble Wwild Uncommon Mass Base Size ‘ 72
3 50mm \
MALLAX KIGUUTAK Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Camouflaged (snow); Frost Blood; Insensate;
Sl 5 25 48 54 10 72 20 74
Abilities Bulk Charger; Dissipater; Earther; Sorcerer [Tuskspells] (1) Focus Range: 8"
Wound Track 1{2]3]4|5|6|7/8/ 910 Earth Dice: |1/23/4|5|6
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge  Charge+ M+W+Ch Damage*  Hands Class | Weapon Rules
1 Horn Saw 1/2/3/4|5 10 58 05" 2 1 Borne | Vicious Damage
Cleaver
2 Tusk Totem 1 7 55 1" 1 1 Borne Tusk Totem Artefact; Cold Damage; Sorcerous Damage
Sorcerous Staff
ARMOUR Armour+ C+A Hands Class Armour Rules
. Ragged Armour 8 64 0 o
Light Armour
ARTEFACTS Artefact Rules
Slow and Steady: Whilst he bears the Tusk Totem, the Kiguutak may re-roll invoke rolls with a value of 0 (meaning, he can avoid fumbles).
Tuskentaak: before the battle (in the battle rolls step) and at the end of each hour (in the hour rolls step) the Kiguutak's player must roll a D10 called the tuskentaak roll. The
result of the tuskentaak roll is the amount of Tuskentaak the Tusk Totem bears when the battle hour begins, to a minimum of 1. This should be marked on the Artefact Line to the
2 Tusk Totem 1/21314/5/6/7/8/9| | left.
Sorcerous Staff Brutal: Whilst he bears the Tusk Totem, before he rolls the invoke dice for an invocation that has a Power value the Kiguutak may discard as many Tuskentaak as he wishes to
increase the Power of that invocation by 1D10 per Tuskentaak discarded, called a tusk power roll. Roll the tusk power roll before invoke rolls are made. Once discarded the
Tuskentaak may not be used again in the current battle hour.
MOUNT OPTIONS Mount Option Rules Mass | Mount+ C+A Cost
Tarvocx Ardent Mount May ride a Tarvocx; Rider gains the Flanker ability 11 15 15 80
Sronocx Ardent Mount May ride a Sronocx; Rider gains the Flanker ability 8 14 70 75
Feleox Ardent Mount May ride a Feleox; Rider gains the Flanker ability 6 11 67 77
Theracx Ardent Mount May ride a Theracx; Rider gains the Flanker ability 5 11 67 68
MOUNT ARMOUR OPTIONS Armour+ | Tarvocx | Srénocx | Feleox | Theracx Hands Class | Armour Rules Cost
2 Ragged Barding sarding 5 74 73 70 70 0 Worn | Add 1

FMR-THL-1660 - ?




SRONAX THULN

SROH-nax TAYN
Kindred Realm Kin Class Privilege Acuity Ubiquity Ha;ds U"It15|ze Cost
. . . . Mass Base Size \
Fomoraic Far Thule Srénax Warchief Noble Trained Uncommon 5 50mm ‘ 66
SRONAX THULN Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Camouflaged ); Frost Blood; Ir te;
e e ety 5 43 64 68 19 85 50 36
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
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge  Charge+ M+W+Ch Damage*  Hands Class Weapon Rules
1 Brutal Mace 1/2/3/4|5/6/7 18 82 2" 2 2 Borne | Mighty Strike; Vicious Damage
Great Mace
2 HOI’:' Gore 12 12 76 0" 12 88 1 0 Natural | Impact Strike; Charge+; Pierce
orns
ARMOUR Armour+ C+A Hands Class Armour Rules
1 Ragged Armour 6 74 0 o
Light Armour
ARMOUR OPTIONS Armour+ C+A Hands Class Armour Rules Cost
1 Cracked Armour Light Armour 12 80 0 Worn Replace (Ragged Armour) 1
NOBLE OPTIONS Warrior Option Rules Cost
Skull-Bearer Host Banner Bearer May bear the Host's Banner. Gains the Host Banner Bearer ability 12
Horn-Bearer Host Herald May bear the Host's Instrument. Gains the Host Herald ability 12
FMR-THL-0501 - Qaano
MAM-ax TAYN
H it Si
Kindred Realm Kin Class Privilege Acuity Ubiquity a;ds Uni 15|ze Cost
Fomoraic Far Thule Mammax Warchief Noble Trained Rare Mass Base Size | 160
8 80mm |
MAMMAX THULN Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Camouflaged (snow); Frost Blood; Gigantic;
Tough; Stubborn; Terrifying 6 42 8 2 84 3 5 83 5 5 5 1
Abilities Bulk Charger; Roarer
Wound Track 1]2(3]4|5/6|7 8|9 |10/11/12/13(14(1516|17|18|19|20| 21|22 23|24[25| 26|27 |28|29|30 31 32[33|34 /35!
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge = Charge+ M+W+Ch Damage*  Hands Class Weapon Rules
1 Ice Mace 1/2/314/5/6/7/8/9 20 102 2" 2 2 Borne | Cold Damage; Vicious Damage
Mace
2 Tus!_( kGOre 1/2/3/4/5 16 98 05" 16 114 1 0 Natural | Impact Strike; Charge+; Pierce; Vicious Damage
usks
3 TFBMP|III9 Feet 11234 8 90 0" 1 0 Natural | Sightless Strike; Stomp
Trample
ARMOUR Armour+ C+A Hands Class Armour Rules
.  Scavenged Armour 4 88 0 Worn
Light Armour
ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
1 Beaten Armour Light Armour 8 92 0 Worn Replace (Scavenged Armour) 1
NOBLE OPTIONS Warrior Option Rules Cost
Skull-Bearer Host Banner Bearer May bear the Host's Banner. Gains the Host Banner Bearer ability 17
Tusk-Bearer Host Herald May bear the Host's Instrument. Gains the Host Herald ability 17
FMR-THL-1701 - Gaarwag
WAL-vax TAYN
Kindred Realm Kin Class Privilege Acuity Ubiquity Hands Un|t15|ze Cost
M B Si
Fomoraic Far Thule Walvax Warchief Noble Trained Uncommon ass ase Size ‘ 63
4 60mm |
WALVAX THULN Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Ir te; Loath: >, Tough;
i i TR 4 42 58 63 15 68 50 35
Abilities Amphibious; Bulk Charger; Roarer
Wound Track 1]2|3]4|5/6|7|8]9/10/11/12/13[14|15
COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ M+W+Ch Damage* Hands Class Weapon Rules
1/2/13/4|5/6|7|8 " B
1 Harpoon 9 67 2 i 1 O | perce
Harpoon 1/2/3/4|5/67 18 76 2" 2 2 Borne
1 Flescll“ Hook 1/2/3/4|5/6/7/8 12 70 0.5"” 2 1 Natural | Switch (Harpoon 2 Hands); Pierce
eaver
2 TI.IS!_( kGore 12 12 70 0" 1 0 Natural | Pierce
usks
COMBAT WEAPON OPTIONS Attack Dice Weapon+| M+W Att Rge | Charge+ | M+W+Ch Damage* | Hands Class Weapon Rules Cost
1 Rope Net net 12 34 0 [} 37 0 0 Borne | Replace (Harpoon); Entangle; Parry (1]
SHOT WEAPON Shoot Dice Weapon+ M+W Min Rge | Lth Rge Eff Rge | Max Rge | Damage* Hands Class Shot Weapon Rules
1 Harpoon 1]2|3/45 9 67 0” 6" 30” 40" 2 1 Borne | Shoot and Drag; Pierce
Harpoon
ARMOUR Armour+ C+A Hands Class Armour Rules
1 ToughSkBIubber 10 73 0 Natural
in
2 Ragged Armour 6 79 0 —_—
Light Armour
ARMOUR OPTIONS Armour+ | C+A Hands Class | Armour Rules Cost
2 Cracked Armour Light Armour 10 83 0 Worn Replace (Ragged Armour) 1
NOBLE OPTIONS Warrior Option Rules Cost
Skull-Bearer Host Banner Bearer May bear the Host's Banner. Gains the Host Banner Bearer ability 9
Tusk-Bearer Host Herald May bear the Host's Instrument. Gains the Host Herald ability 9

FMR-THL-1851 - Gaanh




SAAMANKARAO

SAM-an-KAR-ak

Kindred Realm Kin Class Privilege Acuity Ubiquity Ha;ds Unitlsize Cost
Fomoraic Far Thule Samankar Warchief Noble Wild Uncommon Mass Base Size 29
2 40mm
SAAMANKARAQ Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Camouflaged (sno;/gér.:g);; Blood; Insensate; 6 57 45 38 8 88 6 4 2 2
Abilities Beast Handler (Feleacx, Feleox); Bulk Charger; Flanker; Scout
Wound Track 1‘2‘3‘4 6‘7‘8‘
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W+Ch Damage* | Hands Class | Weapon Rules
1/2/3/4|5|6 " B
1 Snowspear ‘ © 54 = 1 1 ome Pierce; Cold Damage
Spear 12/3/4/5 18 63 15" 2 2 Borne
SHOT WEAPON Shoot Dice Weapon+ | M+W MinRge | LthRge | EffRge | MaxRge Damage*  Hands Class | Shot Weapon Rules
1 Snozvspear 1‘2‘ 9 54 7 6" 19” 24" 1 1 Borne 1‘2 3| Shots (3); Impetus Shot; Pierce; Cold Damage
pear
ARMOUR Armour+ C+A Hands Class Armour Rules
. Ragged Armour 7 45 0 -
Light Armour
WARRIOR RULES Rules

Snow Warrior

Whitefur: a Saamankaraq, if under SCOUT orders, may Emerge from snow covering. Additionally, while in snow covering, a Saamankaraq is difficultly seen.

FMR-THL-19xx - ?




THULEAN RAIDER

THOO-lee-an RAY-der

Kindred Realm

Kin

Hands Unit Size

Class Privilege Acuity Ubiquity 2 5+/20+/30 Cost
. . Mass Base Size
Fomoraic Far Thule Man Infantry Vassal Trained Common 6
1 30mm
THULEAN RAIDER Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate 5 46 31 16 3 64 8 12
Abilities Bind (Mallax); Disciplined; Shieldwall
23 TR1(12]3 TR2(12|3 TR3(12|3 TR4(1/2|3 TR5(1(2)3 TR6(1(2)3 TR7|1/2|3 TR8(12|3 TR9 3 TR 10
2(3 TR11|1|2|3 TR12(1|2|3 TR13|1/2|3 TR14|1|2|3 TR15(1|2 |3 TR16(1(2 |3 TR17(1/2|3 TR18(1(2 |3 TR 19 3 TR 20
2|3 TR21|1/2|3 TR22|1/23 TR23|1/2|3 TR24|1/2|3 TR25(|1(2|3 TR26(1(2|3 TR27|1|2|3 TR28|1/2 3 TR 29 3 TR 30
COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ M+W+Ch Damage* Hands Class Weapon Rules
Horn Spear 1213 8 39 15" 1 1 Borne | Hedge
Spear
SHOT WEAPON Shoot Dice Weapon+ M+W Min Rge | Lth Rge Eff Rge | Max Rge | Damage* Hands Class Shot Weapon Rules
Horlgpesarpeal‘ 1 8 39 0" 3”7 12”7 16" 1 1 Borne 1|2| Shots (2); Impetus Shot
ARMOUR Armour+ C+A Hands Class Armour Rules
Ragged Armour 3 19 0 —
Light Armour
Raider Shield 10 26 1 Worn | parry
Shield
UNIT OPTIONS Unit Option Rules o
Gulthuln champion One Thulean Raider becomes the mustered champion, who gains +1 attack die on his primary combat weapon 3
Tusk-Bearer Banner Bearer One Thulean Raider becomes the mustered banner bearer 2
Hornblower Herald One Thulean Raider becomes the mustered herald 2
Drilled Raiders The Thulean Raider Unit becomes Drilled (cost shown is per warrior), gaining +10 SKILL, +5 FORTITUDE and +5 AUTHORITY 2
FMR-THL-2250 - ?
THOO-lee-an HUN-ter
. . - " I Hands Unit Size
Kindred Realm Kin Class Privilege Acuity Ubiquity P 5+/10+/20 Cost
Infantry . Mass Base Size
Fomoraic Far Thule Man Support Vassal Trained Common 1 30mm 8
THULEAN HUNTER Pace Skill Might Constitution Wounds Fortitude Authority Temper
Frost Blood; Insensate 5 44 30 14 3 65 8 12
Abilities Disciplined
123 Hunter 1 (1|23 Hunter2 (1|23 Hunter 3 (1|23 Hunter4 (1|23 Hunter 5123 Hunter 6|12 |3 Hunter 7 1|23 Hunter 8 123 Hunter 9 3 Hunter 10
1)2)3 Hunter 11 (1/2|3 Hunter 12 1|23 Hunter 13 123 Hunter 14 (123 Hunter 15 1|23 Hunter 16 |1 |23 Hunter 17 |1/2|3 Hunter 18 |1 |23 Hunter 19 3 Hunter 20
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge  Charge+ M+W+Ch Damage*  Hands Class | Weapon Rules
q Horn Spear 1l2/3 8 38 15" 1 1 Borne
Spear
SHOT WEAPON Shoot Dice Weapon+  M+W | MinRge | LthRge EffRge @ MaxRge Damage* = Hands Class | Shot Weapon Rules
q H(.)rl;0 Bow 1 8 38 0” 9” 36" 48" 1 2 Bore | Volley Shoot
w
ARMOUR Armour+ C+A Hands Class Armour Rules
i Ragged Armour 3 17 0 -
Light Armour
UNIT OPTIONS Unit Option Rules o
Gulthuln Champion One Tusk Hunter becomes the mustered champion, who gains +1 shoot die on his primary shot weapon 3
Drilled Tusk Hunters The Tusk Hunter Unit becomes Drilled rather than Trained (cost shown is per warrior), gaining +10 SKILL, +5 FORTITUDE and +5 AUTHORITY 2
FMR-THL-2450 - ?
TUSK HUN-ter
Kindred Realm Kin Class Privilege Acuity Ubiquity Ha;ds l;:;;f;:; Cost
. . Mass Base Size
Fomoraic Far Thule Man Infantry Vassal Drilled Common 10
1 30mm
THULEAN TUSK HUNTER Pace Skill Might Constitution Wounds Fortitude Authority Temper
Frost Blood; Insensate 5 56 33 15 3 65 11 16
Abilities Disciplined; Flanker; Scout; Skirmisher
1]2]3 TH1[1]2]3 TH2|1]2]3 H3[12 TmH4[1]2]3 THs[12]s THe[1 2[5 T 7[12[s THsl12]s THol1 2]3 TTH 10
COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ | M+W+Ch Damage* Hands Class Weapon Rules
q Tusk Daggers 12/3]4 9 42 0" 1 2 Borne
Daggers
SHOT WEAPON Shoot Dice Weapon+| M+W | MinRge LthRge EffRge | MaxRge | Damage* = Hands Class | Shot Weapon Rules
1 Tus'; IBOIas 12 3 36 0” 0” 15" 18" 1 1 Borne | 1|2|3/ Shots (3); Move and Shoot; Entangle
olas
ARMOUR Armour+ C+A Hands Class | Armour Rules
7 Ragged Armour 3 18 0 -
Light Armour
UNIT OPTIONS Unit Option Rules o
Gulthuln crampion One Tusk Hunter becomes the mustered champion, who gains +1 shoot die on his primary shot weapon 3

FMR-THL-2450 - ?




THULEAN HORNHEART

-hart
Kindred Realm Kin Class Privilege Acuity Ubiquity Ha; ds lﬂi/tzii/zse Cost
Fomoraic Far Thule Man Infantry Vassal Trained Common M:;ss Ba3s0emsni]ze } 7
THULEAN HORNHEART Pace Skill Might Constitution Wounds Fortitude Authority Temper
Frost Blood; Insensate 5 44 30 14 3 65 8 1 2

Abilities Bind (any Far Thule Beast or Monstrous Beast); Disciplined; Flanker
123 Thulean Hornheart 1 1|23 Thulean Hornheart 2 ‘ 1)2]3 Thulean Hornheart 3 ‘ 1/2|3 Thulean Hornheart 4 ‘ 1)2|3 Thulean Hornheart 5
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W-+Ch Damage*  Hands Class | Weapon Rules
1 Horn Spear 1203 8 38 15" 1 1 Borne | Goad
Spear
ARMOUR Armour+ C+A Hands Class Armour Rules
1 Ragged Armour 3 17 0 i
Light Armour
UNIT OPTIONS Unit Option Rules Cost
Gulthuln Champion One Hornheart becomes the mustered champion, who gains +1 attack die on his primary combat weapon 3

WARRIOR RULES

Rules

A Thulean Hornheart unit within a Bound unit may choose to Goad the Bind unit (now also called the Goaded unit) by performing a Goad action upon them. In addition to the goad effects listed in the Goad

Hornheart action, the Thulean Hornheart unit may force the Goaded unit to perform the following goad effect:
Called to War: the Goaded unit gains the Fearless trait until the end of the current battle hour.
FMR-THL-2550 - ?
SAM-an-KAR
. . - . _— Hands Unit Size
Kindred Realm Kin Class Privilege Acuity Ubiquity 3 34/104/15 Cost
Fomoraic Far Thule Samankar Infantry Vassal Wild Uncommon M:;SS stoemsnl]ze i5
SAAMANKAR Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Camouflaged (snow); Frost Blood; Insensate;
o e e 6 36 37 33 6 82 17 19
Abilities Beast Handler (Feleacx, Feleox); Bulk Charger; Flanker; Scout
1|2]3]4]5]6 51‘123456 S2|1|2|3]4|5]6 53‘123456 S4|1|2|3/4|5]6 55‘123455 S6(1/2(3]4/5/6 57‘123456 S8[1/2(3/4|5/6 59‘123455 S10
1|2]3]4|5]6 S11(1|2(3]4|5]6 S12|1/23]4|5|6 S13|1/2/3/4|5/6 S14|1/23/4|5/6 S15
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge  Charge+ M+W+Ch Damage*  Hands Class | Weapon Rules
12/3]4 9 15" 1 1 Borne
1 Snowspear 46 Pierce; Cold Damage
Spear 123 18 55 1.5” 2 2 Borne
SHOT WEAPON Shoot Dice Weapon+ M+W Min Rge | Lth Rge Eff Rge | Max Rge | Damage* Hands Class Shot Weapon Rules
1 SnO\SNSpear 1)2 8 45 ©7 6" 19” 24" 1 1 Borne | 1/2|3| Shots (3); Impetus Shot; Pierce; Cold Damage
pear
ARMOUR Armour+ C+A Hands Class Armour Rules
7 Ragged Armour 7 40 0 -
Light Armour
UNIT OPTIONS Unit Option Rules o
Gulthuln champion One Samankar becomes the mustered champion, who gains +1 attack die on his primary combat weapon 4

WARRIOR RULES

Rules

Snow Warriors

Whitefur: Saamankar, if under SCOUT orders, may Emerge from snow covering. Additionally, while in snow covering, Saamankar are difficultly seen.

FMR-THL-29xx - ?




MALLAX

MAL-ax
. . - . _— Hands Unit Size
Kindred Realm Kin Class Privilege Acuity Ubiquity 2 34/5+/10 Cost
Fomoraic Far Thule Mallax Monstrous Infantry Vassal Wwild Common M:;SS Bass()emsr:]ze } 24
MALLAX Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Camouflaged (snow); Frost Blood; Insensate;
Stubborn; Fearsome 5 27 44 47 10 73 21 35
Abilities Bulk Charger; Shieldwall; Bind+ (Mallax Hunter, Mallox); Bound (Thulean Raider)
1/2]3]4|5/6|7/89]10 Mallax 1[1/2{3 4|5/6|7|8| 9|10 Mallax 2 [1/2|3 4|5/6|7|8 9|10 Mallax 3 [1/2|3 4|5 6|7|8|9]10 Mallax 4 1/2|3 4|5 6|7|8|9]10 Mallax 5
1/2(3/4/5(6/7(8(910 Mallax 6 [1/2(3 4|5/6/7|8| 9|10 Mallax 7 [1|2|3 4|5/6|7|8 910 Mallax 8 [1/2|3 4|5 6|7|8|9]10 Mallax 9 |12 |3|4|5|6|7|8|9|10 Mallax 10
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge  Charge+ M+W+Ch Damage*  Hands Class | Weapon Rules
) Horn Glaive 1(2/3/4|5 8 52 2 1 1 Borne | Hedge
Glaive 112/3/4 16 60 2" 2 2 Borne
COMBAT WEAPON OPTIONS Attack Dice Weapon+| M+W Att Rge | Charge+ | M+W+Ch Damage* | Hands Class Weapon Rules Cost
1 Horn Saw ceaver 12 345 10 54 0.5” 2 1 Borne | Replace (Horn Glaive); Vicious Damage 1
ARMOUR Armour+ C+A Hands Class Armour Rules
a Ragged Armour 9 56 0 Worn
Light Armour
2 Crackghc_l‘dShleld 12 68 0 Worn | parry
iel
ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
1 Cracked Armour Heavy Armour 13 72 0 Worn Replace (Ragged Armour) 1
UNIT OPTIONS Unit Option Rules =
Gulthuln Champion One Mallax becomes the mustered champion, who gains +1 attack die on his primary combat weapon 5
Tusk-Bearer Banner Bearer One Mallax becomes the mustered banner bearer 4
Hornblower Herald One Mallax becomes the mustered herald 4
Trained Mallax The Mallax Unit becomes Trained (cost shown is per warrior), gaining +10 SKILL, +5 FORTITUDE and +5 AUTHORITY 4
FMR-THL-3250 - Grunting Mallax
MAL-ax HUN-ter
. . - . _— Hands Unit Size
Kindred Realm Kin Class Privilege Acuity Ubiquity 3 1+/34/5 Cost
. " Mass Base Size \
Fomoraic Far Thule Mallax Monstrous Infantry Vassal Wwild Uncommon 3 Somm ‘ 21
MALLAX HUNTER Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Camoufiaged (snow); Frost Blood; Insensate;
Stubborn; Fearsome 5 24 46 45 10 75 20 35

Abilities

Bulk Charger; Bound (Thulean Raider, Mallax)

2(3/4[5/6/7(8]910 Mallax Hunter 1

1/2|3/4/5(67|89/10 MaIIaxHunterZ‘lz345678910

MaIIaxHunter3‘1 2/3/4/5/6|7|8|9|10

MaIIaxHunter4‘1 2(3/4|5/6(7(8|9]10

Mallax Hunter 5

COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge  Charge+ M+W+Ch Damage*  Hands Class | Weapon Rules
1 Sa\Ns spear 112/3/4|5 8 54 Pk 1 1 Borne | Pierce
pear
SHOT WEAPON Shoot Dice Weapon+ M+W Min Rge | Lth Rge Eff Rge | Max Rge | Damage* Hands Class Shot Weapon Rules
1 Sa‘NS Spear 123 8 54 0" 6" 19” 24" 2 1 Borne | 1|2|3| Shots (3); Impetus Shot; Pierce; Vicious Damage
pear
ARMOUR Armour+ C+A Hands Class Armour Rules
. Ragged Armour 7 52 0 -
Light Armour
UNIT OPTIONS Unit Option Rules Cost
Gulthuln Champion One Mallax Hunter becomes the mustered champion, who gains +1 attack die on his primary shot weapon 5
Trained Mallax The Mallax Hunter unit becomes Trained (cost shown is per warrior), gaining +10 SKILL, +5 FORTITUDE and +5 AUTHORITY 4
FMR-THL-32xx - ?
SRONAX
SROH-nax
. . - N I Hands Unit Size
Kindred Realm Kin Class Privilege Acuity Ubiquity 2 1+/3+/5 Cost
Fomoraic Far Thule Srénax Monstrous Infantry Vassal Wild Uncommon Mzss Bassoem?“lze } 44
SRONAX Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Camouflaged (snow); Frost Blood; Insensate;
oo Covah. Teriyng 5 27 56 62 16 82 26 34
Abilities Bulk Charger; Roarer; Bind (Sronox)
1{2]3]4|5|6|7 8 9|10/11(12[13)14/15/16 S1|12(3|4|5/6|7|8]9|10/1112[13[14]15/16 SZ|12345678910111213141516 S3|12345678910111213141516 S4|12345678910111213141516 S5
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge  Charge+ M+W+Ch Damage*  Hands Class | Weapon Rules
1 Brutal Club 1/2/3/4|5 18 74 2" 2 2 Borne | Vicious Damage
Great Club
2 HOT Gore 1 12 68 0" 12 80 1 0 Natural | Impact Strike; Charge+; Pierce
jorns
ARMOUR Armour+ C+A Hands Class Armour Rules
\ Ragged Armour 5 67 0 Worn
Light Armour
ARMOUR OPTIONS Armour+ C+A Hands Class Armour Rules Cost
1 Cracked Armour Light Armour 11 73 0 Worn Replace (Ragged Armour) 1
UNIT OPTIONS Unit Option Rules Cost
Gulthuln Champion One Srénax becomes the mustered champion, who gains +1 attack die on his primary combat weapon 7
Tusk-Bearer Banner Bearer One Srdnax becomes the mustered banner bearer 5

FMR-THL-3710 - Roaring Srénax




WALVAX

WAL-vax
. . - . _— Hands Unit Size
m
Kindred Realm Kin Class Privilege Acuity Yy 2 1+/24/3 Cost
Fomoraic Far Thule Walvax Monstrous Infantry Vassal Wwild Uncommon Miss Baﬁs(]emsr:]ze 39
WALVAX Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate; Loathsome; Tough;
nsate Lo g 4 22 50 58 12 65 25 32
Abilities Amphibious; Bulk Charger; Roarer
5‘6‘7‘8‘9‘10‘11‘12‘ Walvaxl‘l‘z 3‘ 5‘5‘7 8‘9‘10‘11‘12 Walvax2‘1‘2‘3 4‘5‘6‘7‘8 9‘10‘11‘12‘ Walvax 3
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W+Ch Damage* | Hands Class | Weapon Rules
. Harpoon 1/2/3/4[5 6‘ 8 58 1” 1 1 Borne | Pierce
Harpoon 1/2/3/4[5 16 66 1” 2 2 Borne | Switch (Flesh Hook); Pierce
1 Flescll1 Hook 1/2/3/4/5 6‘ 10 60 05" 2 1 Natural | Switch (Harpoon 2 Hands); Pierce
eaver
2 TUS!_( Sol’e 1 10 60 0" 1 0 Natural | Pierce
usl
COMBAT WEAPON OPTIONS Attack Dice Weapon+| M+W Att Rge | Charge+ | M+W+Ch Damage* | Hands Class Weapon Rules Cost
1 Rope Net net 1‘ 2‘ 3‘ 4‘ 0 (1] 37 0 0 Borne | Replace (Harpoon); Entangle; Parry 0
SHOT WEAPON Shoot Dice Weapon+ | M+W MinRge LthRge | EffRge | MaxRge Damage* = Hands Class | Shot Weapon Rules
1 Harpoon 1 ‘ 2 8 58 0" 6" 30" 40" 2 1 Borne | Shoot and Drag; Pierce
Harpoon
ARMOUR Armour+ C+A Hands Class | Armour Rules
1 ToughSkBIubber 8 66 0 —
in
2 Ragged Armour 4 70 0 v
Light Armour
UNIT OPTIONS Unit Option Rules T
Gulthuln Champion One Walvax becomes the mustered champion, who gains +1 attack die on his primary combat weapon and +1 shoot die on his primary shot weapon 7

FMR-THL-3920 - Coughing Walvax; FMR-THL-3930 - Barking Walvax




THULEAN RAIDER STRONGBACK

00-lee-an RAY-der STRONG-bak
Kindred Realm Kin Class Privilege Acuit Ubiquity Hands Unit Size Cost
9 4 9 2 3+/3+/5
Fomoraic Far Thule Man Infant Vassal Trained Uncommon Mass Base Size ‘ 39
i 4 70x40mm \
STRONGBACK Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate 5 45 32 15 3 65 8 28
Thulean Raider Strongback Abilities Bulk Charger (Ipracx); Disciplined; Flanker
112)3 Thulean Raider Strongback 11|23 Thulean Raider Strongback 2 [ 1|23 Thulean Raider Strongback 3 3 Thulean Raider Strongback 4 | 1|2 |3 Thulean Raider Strongback 5
IPRACX 7 33 52 54 12 43 18 30
Ipracx Traits & Abilities Camouflaged (snow); Frost Blood; Insensate; Tough; Stubborn; Fearsome; Bulk Charger; Bound (Thulean Hornheart); Roarer
1/2]3]4|5]6|7 (8|9 101112 Ipracx 1|1(2(3 (4|56 7 8|9|1011|12 lpracx2‘123456789101112 Ipracx3‘123455789101112 Ipracx4‘1z3456789101112 Ipracx 5
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W-+Ch Damage*  Hands Class | Weapon Rules
1 Hon.s. Spear 1123 9 41 1.5"” 9 50 1 1 Borne | Mounted Impact Strike; Mounted Charge+
pear
ARMOUR Armour+ C+A Hands Class Armour Rules
a Ragged Armour 3 18 0 Worn
Light Armour
2 Raider Shield 10 28 1 wom | Pamry
Shield
3 Ipracx 11 39 0 Mount
Ardent Mount
MOUNT OPTIONS Mount+ C+A Hands Class | Mount Rules Cost
1 Cﬂgacx Ardent Mount 0 Ridden | Replace (Ipracx) -1
CUGACX 9 4 | 48 s | 10 38 25 35
Cligacx Traits & Abilities Camouflaged (snow); Frost Blood; Insensate; Fearsome; Beast Handler or Draught Animal or Mount only; Bulk Charger; Roarer; Flanker; Bound (Thulean Hornheart); Leaper
1\2/34|5/6|7|8 91011 Clgacx 1|1)2/3/4|5|6 7|8 91011 Cdgau2‘1234567591(711 Cdgacx3‘1234567891011 Cdgacx4‘1234567891011 Cigacx 5
MOUNT ARMOUR OPTIONS Armour+ with mount with mount Hands Class | Armour Rules Cost
3 Ragged Barding Barding 4 on Ipracx 43 | oncigacx 41 0 Worn | Add 1
UNIT OPTIONS Unit Option Rules Cost
Gulthuln crampion One Thulean Raider Strongback becomes the mustered champion, who gains +1 attack die on his primary combat weapon 6
Tusk-Bearer Banner Bearer One Thulean Raider Strongback becomes the mustered banner bearer 5
Hornblower Herald One Thulean Raider Strongback becomes the mustered herald 5
Drilled Strongbacks The Thulean Raider Strongback Unit becomes Drilled (cost shown is per warrior), gaining +10 SKILL, +5 FORTITUDE and +5 AUTHORITY 3
FMR-THL-?
THOO-lee-an RAY-der HORN-tooth
Hands Unit Size
King Realm Kin I} Privil Acui iqui
indred eal i Class rivilege cuity Ubiquity 2 34/54/10 Cost
Fomoraic Far Thule Man Infant Vassal Trained Uncommon Mass Base Size ‘ 29
id 3 60x35mm \
HORNTOOTH Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate 5 44 30 14 3 64 8 23
Abilities Disciplined; Flanker
1/2(3 TRH1‘123 TRH2|1|2 3 TRH3|1|2|3 TRH4|1|2|3 TRH5|1|2/3 TRH 6 3 TRH7|1|2|3 TRH8|1|2|3 TRH9|1|2|3 TRH 10
FELEACX 9 41 42 34 8 32 21 30

Feleacx Traits & Abilities

Camouflaged (snow); Frost Blood; Insensate; Fearsome; Beast Handler or Draught Animal or Mount only; Bulk Charger; Roarer; Flanker; Leaper

1/2/3/4|5/6|7 F1‘1234567 F2

F3‘1234567

F4‘1234567

12]3]4|5/6|7 F5‘1234567 F6‘1234557 F7‘1234567 F8‘1234567 F9‘1234557 F 10
COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ | M+W+Ch Damage* Hands Class Weapon Rules
1 Horn Spear 1(2/3 8 38 1.5"” 8 46 1 1 Borne | Mounted Impact Strike; Mounted Charge+
Spear
SHOT WEAPON Shoot Dice Weapon+ M+W Min Rge Lth Rge Eff Rge Max Rge | Damage* Hands Class Shot Weapon Rules
q Horn Bow 1 8 38 0" 9” 36" 48" 1 2 Borne | Ride and Shoot
Bow
ARMOUR Armour+ C+A Hands Class Armour Rules
: Ragged Armour 3 17 0 -
Light Armour
2 Raider Shield 10 27 1 Worn Parry
Shield
5 Feleacx 7 34 0 Mount
Ardent Mount
MOUNT ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
3 Ragged Barding Barding 4 31 0 Worn | Add 1
UNIT OPTIONS Unit Option Rules o
Gulthuln champion One Thulean Raider becomes the champion, who gains +1 attack die on his primary combat weapon 5
Tusk-Bearer Banner Bearer One Thulean Raider Horntooth becomes the mustered banner bearer 4
Hornblower Herald One Thulean Raider Horntooth becomes the mustered herald 4
Drilled Hornteeth The Thulean Raider Horntooth Unit becomes Drilled (cost shown is per warrior), gaining +10 SKILL, +5 FORTITUDE and +5 AUTHORITY 3

FMR-THL-?




TUSK CHARIOT

TUSK CHA-ri-ot

Hands Unit Size
Kindred Reall i ivi i iquif
indre ealm Kin Class Privilege Acuity Ubiquity 0 1+/24/3 Cost
. : Chariot . Mass Base Size \
Fomoraic Far Thule Chariot Carriage Engine Vassal Trained Uncommon 8 90x50mm ‘ 69
. . - . I Hands " .
Kindred Realm Kin Class Privilege Acuity Ubiquity 2 Crew Size Base Size
. Infantry . Mass Driver +
Fomoraic Far Thule Man Chariot Crew Vassal Trained Common 1 2 30mm
THULEAN RAIDER Pace Skill Might Constitution Wounds Fortitude Authority Temper
CREW 5 43 31 16 3 66 8 12
Crew Traits & Abilities Frost Blood; Insensate; Bound Permanently (Tusk Chariot); Disciplined; Engine Crew; Flanker
112]3 Driver 1/1 ‘ 112]3 Crew 1/2 ‘ 123 Crew 1/3 ‘ 123 Driver 2/1 ‘ 123 Crew 2/2 ‘ 112]3 Crew 2/3 ‘ 123 Driver 3/1 ‘ 123 Crew 3/2 ‘ 123 Crew 3/3
COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ | M+W+Ch Damage* Hands Class Weapon Rules
1 HOI’I! Spear 1(2/3 8 39 1.5"” 8 47 1 1 Borne | Mounted Impact Strike; Mounted Charge+
pear
SHOT WEAPON Shoot Dice Weapon+ M+W Min Rge | LthRge Eff Rge | Max Rge | Damage* Hands Class Shot Weapon Rules
1 Horlg Spear 1 8 39 0” B 127 16" 1 1 Borne | Ride and Shoot
pear
SHOT WEAPON OPTIONS Shoot Dice Weapon+| M+W Min Rge | LthRge | EffRge | Max Rge | Damage* | Hands Class Shot Weapon Rules Cost
1 Horn Bow Bow 1 8 39 0” 9”7 36”7 48" 1 1 Borne | Add 2
ARMOUR Armour+ C+A Hands Class Armour Rules
1 Ragged Armour 3 19 0 Worn
Light Armour
2 Raider Shield 10 29 1 Worn Parry
Shield
3 Tusk Chariot 12 41 0 Engine
Engine
UNIT OPTIONS Unit Option Rules o
Gulthuln Champion One Thulean Raider that is not a driver becomes the mustered champion, who gains +1 attack die on his primary combat weapon 3
Tusk-Bearer Banner Bearer One Thulean Raider that is not a driver becomes the mustered banner bearer 2
Hornblower Herald One Thulean Raider that is not a driver becomes the mustered herald 2
Drilled Raiders The Thulean Raider crew becomes Drilled (cost shown is per chariot), gaining +10 SKILL, +5 FORTITUDE and +5 AUTHORITY 4
. . . . P Hands . . "
Kindred Realm Kin Class Privilege Acuity Ubiquity 0 Engine Size Base Size
. . Chariot . . Mass
Fomoraic Far Thule Chariot Carriage Engine Engine Mindless Uncommon 2 1 90x50mm
TUSK CHARIOT 6 0 48 50 9 0 0 5
Tusk Chariot Traits & Abilities Immune (Soul, Petrification, Fume); Resistant (Death, Cold, Freeze, Venom); Tough; Bulk Charger; Move per Draught Animal; Hang On!; Wheeled
1|2]3/4|5/6/7(8|9 TuskChariot1‘1234567sg TuskChariot2‘123455789 TuskChariot3‘1z34567s9 Tusk Chariot 4
CHARIOT COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge  Charge+ M+W+Ch Damage*  Hands Class | Weapon Rules
1 Runnsr Blades 1213 9 57 05" 9 66 1 0 Natural | Impact Strike; Charge+
unners
CHARIOT COMBAT WEAPON OPTIONS Attack Dice Weapon+ M+w Att Rge | Charge+ M+W+Ch Damage* | Hands Class Weapon Rules Cost
2 Yoke Tusks Tusks 112345 9 57 1” 9 66 2 0 Natural | Add; Impact Strike; Charge+; Vicious Damage 10
CHARIOT ARMOUR Armour+ | C+A Hands Class | Armour Rules
1 TouQ:‘_dHldes 8 58 0 Natural
ide
ENGINE OPTIONS Unit Option Rules o
Skis Additional; Each Tusk Chariot gains the Skied trait 3
7
Kindred Realm Kin Class Privilege Acuity Ubiquity a[l)\ds Draugsl;:eBeast Base Size
. . Beast . Mass
Fomoraic Far Thule Cuiacx Ardent Draught Beast Beast Wild Common 2 3 50x30mm
3x CUACX 9 35 31 15 4 28 11 17
Cliacx Traits & Abilities Ardent Draught Animal; Camouflaged (snow); Frost Blood; Insensate; Fearsome; Bulk Charger; Roarer; Flanker
1/2(3/4 Cliacx 1/1‘1 2(3/4 Cliacx 1/2‘1 2(3]4 Cliacx 2/1‘1 2(3]4 Cliacx 2/2‘1 2(3]4 Cliacx 3/1‘1 2(3]4 Cliacx 3/2
DRAUGHT ANIMAL COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ | M+W+Ch Damage* | Hands Class Weapon Rules
L Crushan_tg Jaws 112304 9 40 0" 1 0 Natural | Pierce
ite
q Slashlgg Claws 1203 5 36 0.5" 1 0 Natural
aws
DRAUGHT ANIMAL ARMOUR Armour+ C+A Hands Class Armour Rules
3 Tusk Chariot 6 21 0 Engine
Engine
DRAUGHT ANIMAL OPTIONS Beasts Class Mount Rules Cost
1 Feleacx Ardent Draught Beast 2 Draj;f,;?; ast| Replace (Clacx) 8
2x FELEACX 9 41 42 34 8 32 21 30
Feleacx Traits & Abilities Camouflaged (snow); Frost Blood; Insensate; Fearsome; Bulk Charger; Roarer; Flanker
1/2/3/4(5(6|7 Fe\eacx1/1‘1234567891011 Feleacx1/2‘1234557 Feleacx2/1‘1234567 Feleacx2/2‘1234557 Fe\eacx3/1‘1234567 Feleacx 3/2

?




HORN CHARIOT

HORN CHA-ri-ot

Hands

Unit Size

Kindred Realm Kin Class Privilege Acuity Ubiquity 0 1+/24/3 Cost
. : Chariot . Mass Base Size \
Fomoraic Far Thule Chariot Carriage Engine Vassal Trained Rare 8 90x50mm ‘ 125
. - L . - Hands " -
Kindred Realm Kin Class Privilege Acuity Ubiquity 2 Crew Size Base Size
. Infantry . Mass Driver +
Fomoraic Far Thule Man Chariot Crew Vassal Trained Common 1 2 30mm
THULEAN RAIDER Pace Skill Might Constitution Wounds Fortitude Authority Temper
CREW 5 43 32 15 3 66 8 12
Crew Traits & Abilities Frost Blood; Insensate; Bound Permanently (Horn Chariot); Engine Crew; Disciplined; Flanker
112]3 Driver 1/1 ‘ 112]3 Crew 1/2 ‘ 123 Crew 1/3 ‘ 123 Driver 2/1 ‘ 123 Crew 2/2 ‘ 112]3 Crew 2/3 ‘ 123 Driver 3/1 ‘ 123 Crew 3/2 ‘ 123 Crew 3/3
COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ | M+W+Ch Damage* Hands Class Weapon Rules
1 HOI’I! Spear 1(2/3 9 40 1.5"” 9 49 1 1 Borne | Mounted Impact Strike; Mounted Charge+
pear
SHOT WEAPON Shoot Dice Weapon+ M+W Min Rge | LthRge Eff Rge | Max Rge | Damage* Hands Class Shot Weapon Rules
1 Horlg Spear 1 9 40 ©7 B 12" 16" 1 1 Borne | 1/2|3] Piercing; Shots (3); Impetus Weapon
pear
SHOT WEAPON OPTIONS Shoot Dice Weapon+| M+W Min Rge | LthRge | EffRge | Max Rge | Damage* | Hands Class Shot Weapon Rules Cost
1 Horn Bow sow 1 9 40 0” 9” 36" 48" 1 1 Bome | Add; Switch (Horn Spear) 2
ARMOUR Armour+ C+A Hands Class Armour Rules
1 Ragged Armour 3 19 0 Worn
Light Armour
2 Raider Shield 10 29 1 Wom | Parry
Shield
3 Horn Chariot 15 44 0 Engine
Engine
UNIT OPTIONS Unit Option Rules o
Gulthuln Champion One Thulean Raider that is not a driver becomes the mustered champion, who gains +1 attack die on his primary combat weapon 3
Tusk-Bearer Banner Bearer One Thulean Raider that is not a driver becomes the mustered banner bearer 2
Hornblower Herald One Thulean Raider that is not a driver becomes the mustered herald 2
Drilled Raiders The Thulean Raider crew becomes Drilled (cost shown is per crew), gaining +10 SKILL, +5 FORTITUDE and +5 AUTHORITY 4
. . . . P Hands . . "
Kindred Realm Kin Class Privilege Acuity Ubiquity 0 Engine Size Base Size
Fomoraic Far Thule Chariot _Chariot . Engine Mindless Uncommon Mass 1 90x50mm
Carriage Engine 4
HORN CHARIOT 0 0 55 65 12 0 0 5

Horn Chariot Traits & Abilities

Immune (Soul, Petrification); Resistant (Death, Cold, Freeze, Venom); Tough; Bulk Charger; Move per Draught Animal

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

HornChariotl‘l 2/3/4/5/67|8|9|10/11|12,

HornChariot2‘1 2/3/4|5/6|7|8|9|1011|12

Horn Chariot 3

CHARIOT COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge  Charge+ M+W+Ch Damage*  Hands Class | Weapon Rules
2 Runnsr Blades 12/3/4 9 64 05" 9 73 1 0 Natural | Impact Strike; Charge+
unners
CHARIOT COMBAT WEAPON OPTIONS Attack Dice Weapon+ M+w Att Rge | Charge+ M+W+Ch Damage* | Hands Class Weapon Rules Cost
1 Yoke Horns Homs 1123456 9 64 1” 9 73 2 0 Natural | Add; Impact Strike; Charge+ 12
CHARIOT ARMOUR Armour+ C+A Hands Class Armour Rules
1 Tough Hides 8 73 0 Natural
Hide
SRONOCX DRAUGHT BEAST
Kindred Realm Kin Class Privilege Acuity Ubiquity Ha;ds DraugslinzteBeast Base Size
i 5 Beast " Mass
Fomoraic Far Thule Srénocx Ardent Draught Animal Beast wild Rare 6 1 110x60mm
1x SRONOCX 8 20 68 69 27 72 32 49
Sronocx Traits & Abilities Ardent Draught Beast; Frost Blood; Gigantic; Insensate; Tough, Stubborn; Terrifying; Bulk Charger; Roarer
Wound Track 12]3]4|5|6|7|8|9|10/11]12(13|14/1516/17|18|19|20|21 |22 23| 24|25/ 26|27
DRAUGHT ANIMAL COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ | M+W+Ch Damage* Hands Class Weapon Rules
A Chomp;_?g Jaws 1l2 7 75 0.5" 1 0 Natural
ite
2 Hol':l Gore 1/2/3/4/5/6|7|8 14 82 0.5"” 28 110 2 0 Natural | Impact Mighty Strike; Charge+; Piercing; Terrible Damage
jorns
3 Trample 112/3]4 7 75 " 1 0 Natural | Sightless Strike
Trample
DRAUGHT ANIMAL ARMOUR Armour+ C+A Hands Class Armour Rules
1 Horn Chariot 7 76 0 Engine
Engine
DRAUGHT BEAST OPTIONS Beasts Class | Mount Rules Cost
1 Feleacx Ardent Draught Beast 2 Drajézf,geast Replace (Cuiacx) -40
2x FELEACX 9 41 42 34 8 32 21 30
Feleacx Traits & Abilities Camouflaged (snow); Frost Blood; Insensate; Fearsome; Bulk Charger; Roarer; Flanker
1{2]3]4[5/6|7|8 Fe\eacx1/1‘12345678 Feleacx1/2‘12345678 Feleacx2/1‘12345678 Feleacx2/2‘12345678 Fe\eacx3/1‘1234567s Feleacx 3/2

?




MALLAX TUSK RAIDERS

MAL-ax TUSK RAY-derz

Hands

Unit Size

Kindred Realm Kin Class Privilege Acuity Ubiquity 2 1+/24/3 Cost
. " Mass Base Size
Fomoraic Far Thule Mallax Monstrous Cavalry Vassal Wild Uncommon 7 110x60mm 138
MALLAX TUSK RAIDERS Pace Skill Might Constitution Wounds Fortitude Authority Temper
Camouflaged (snow); Frost Blood; Insensate;
Stubborn; Fearsome 5 32 46 49 10 74 21 58
Mallax Tusk Raider Abilities Bulk Charger; Flanker
1/2]3]4|5/6|7/89]10 Mallax Tusk Raiderl‘l 2|3/4(5/6|7|8|910 Mallax Tusk Raiderz‘l 2|3/4|5/6(7(8|9]10 Mallax Tusk Raider 3
SRONOCX 8 20 68 69 27 72 32 49

Sronocx Traits & Abilities

Camouflaged (snow); Frost Blood; Gigantic; Insensate; Tough; Stubborn; Terrifying; Bulk Charger; Roarer; Bound (Thulean Hornheart)

2|3|/4|5/6|7|8|9/|10/11/12/13/14/15/16/17|18|19/20

21/2223/24/25/26/27| Srénocxl‘l 2|3|4|5|6|78 9 10/11|12|13|14|15/16(17|18|19|20 2122|23|24|25|26 |27

Srél’\OCXZ‘I 2|3|4|5/6|78 9 10/11|12|13|14|15|16/17 1819 20 2122|23|24|25(26 |27

Srénocx 3

COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W-+Ch Damage*  Hands Class | Weapon Rules
1 Saw spear 112/3la/5'6 9 55 27 9 64 2 1 Borne gounted Impact Strike; Mounted Charge+; Pierce; Vicious
Spear amage
ARMOUR Armour+ C+A Hands Class Armour Rules
a Ragged Armour 9 58 0 Worn
Light Armour
2 Cracked Shield 12 70 1 Bome | Parry
Shield
3 Sronocx 14 84 0 Mount
Ardent Mount
MOUNT OPTIONS Mount+ C+A Hands Class | Mount Rules Cost
1 Tarvocx Ardent Mount 15 85 0 Ridden | Replace (Srénocx) -29
TARVOCX 7 21 72 77 29 82 38 56
Tarvocx Traits & Abilities Camoufiaged (snow); Frost Blood; Gigantic; Insensate; Tough; Terrifying; Bulk Charger; Roarer
1(234|5|6| 7|8 9101112131415 16 17 18 19 20 21| 22 23 24 25 26 2728 29 T1‘1 2\3\45|6|7|8| 910111213 14 15|16|17|18|19|20 21| 22| 23 24| 25 26 27128 29 TZ‘I 2\3\4|5|6|7|8| 910111213 14 15|16 1718 19 20 21| 22| 23 24| 25 26 27128  29) T3
MOUNT ARMOUR OPTIONS Armour+ with mount with mount Hands Class | Armour Rules Cost
2 Ragged Barding Barding 4 on Srénocx 88 on Tarvocx 89 0 Worn Add 1
UNIT OPTIONS Unit Option Rules Cost
Gulthuln Champion One Tusk Raider becomes the mustered champion, who gains +1 attack die on his primary combat weapon 12
Tusk-Bearer Banner Bearer One Tusk Raider becomes the mustered banner bearer 10
Hornblower Heraid One Tusk Raider becomes the mustered herald 10
Trained Mallax Tusk Raiders The Tusk Raider unit becomes Trained (cost shown is per warrior), gaining +10 SKILL, +5 FORTITUDE and +5 AUTHORITY 5
FMR-BLR-5300 - ?
MAL-ax WILD RAY-derz
Kindred Realm Kin Class Privilege Acuity Ubiquity Ha;ds Ul':/tzi'/Z; Cost
; " Mass Base Size
Fomoraic Far Thule Mallax Monstrous Cavalry Vassal wild Uncommon 3 90x50mm 106
MALLAX WILD RAIDERS Pace Skill Might Constitution Wounds Fortitude Authority Temper
Camouflaged (snow); Frost Blood; Insensate;
e 5 34 48 49 10 73 21 49
Abilities Bulk Charger; Flanker
1/2]3]4[5/6|7/8 910 Mallax Wild Raider 1 ‘1 2|3/4(5/6|7|8|910 Mallax Wild Raiderz‘l 2|3/4|5/6(7(8|9]10 Mallax Wild Raider 3
FELEOX 9 31 64 57 20 34 31 46
Feleox Traits & Abilities Camouflaged (snow); Frost Blood; Insensate; Terrifying; Bulk Charger; Roarer; Bound (Saamankar, Thulean Hornheart); Flanker; Leaper
1{2]3]4|5/6|7 8 9/10/11(12|13)14/15/16 Feleoxl‘l2345578910111213141516 FeleOXZ‘IZB‘lS678910111213141516 Feleox 3
COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ | M+W+Ch Damage* = Hands Class Weapon Rules
q Jaggt:c!I Flails 11234506 14 62 27 2 1 Borme | Quick Strike
ails
ARMOUR Armour+ C+A Hands Class Armour Rules
. Ragged Armour 7 56 0 -
Light Armour
2 Feleox 11 67 0 Mount
Ardent Mount
MOUNT OPTIONS Mount+ C+A Hands Class | Mount Rules Cost
1 Theracx Ardent Mount 11 67 0 Ridden | Replace (Feleox) -9
THERACX 8 33 58 54 16 65 25 39
Theracx Traits & Abilities Camouflaged (snow); Frost Blood; Insensate; Stubborn; Terrifying; Bulk Charger; Roarer; Bound (Thulean Hornheart); Leaper
12/34|5|6|7|8 9101112131415 16 Theracxl‘l 2\3\4|5|6|7|8| 910111213 141516 Theracxz‘l 2|3/4|56|7 8 9|10111213 1415 16 Theracx 3
MOUNT ARMOUR OPTIONS Armour+ with mount with mount Hands Class | Armour Rules Cost
2 Ragged Barding sarding 4 onsignocx | Z1 | onTavox | 71 0 Worn | Add 1
UNIT OPTIONS Unit Option Rules T
Gulthuln champion One Wild Raider becomes the mustered champion, who gains +1 attack die on his primary combat weapon 11
Tusk-Bearer Banner Bearer One Wild Raider becomes the mustered banner bearer 9
Hornblower Heraid One Wild Raider becomes the mustered herald 9

FMR-RVE-5350 - ?




IPRACX

IP-raz
Kindred Realm Kin Class Privilege Acuity Ubiquity Hagds UmtIS|ze Cost
. Ipracx Beast " Mass Base Size \
Fomoraic Far Thule Frost Bear Ardent Mount; Solitary Beast Wild Uncommon 2 20x40mm ‘ 32
IPRACX Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Camouflaged (snow); Frost Blood; Insensate;
Tough; Stubborn; Fearsome 7 33 52 54 12 43 18 30
Abilities Bulk Charger; Bound (Thulean Hornheart); Roarer
Wound Track 1/2|3]4|5(6|7|8]9|10/11/12
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W+Ch Damage* | Hands Class | Weapon Rules
1 RaklnCIQ Claws 1/2/3/4|5/6/7 12 64 0.5" 1 0 Natural
aws
2 Maullpg Bite 1 10 62 0" 2 0 Natural
ite
3 Trample 12]3 5 57 0" 1 0 Natural | Sightless Strike
Trample
FMR-BLR-0100-700 - Kraan on Bear
CUGAC
C00-gaz
H it Si
Kindred Realm Kin Class Privilege Acuity Ubiquity a(r)\ds Uni 1 ize Cost
| . Beast Mass Base Size |
Fomoraic Far Thule Clgacx Ardent Mount; Solitary Beast Feral Uncommon 3 ~20x40mm ‘ 31
CUGACX Pace Skill Might Constitution  Wounds Fortitude Authority Temper
camouriagea (Snow); Frost BIo0a; 1NSernsare;
Fearsome; Beast Handler or Draught Animal or 9 44 48 45 10 38 25 35
Manuint anl
Abilities Bulk Charger; Roarer; Flanker; Bound (Thulean Hornheart); Leaper
Wound Track 1{2]3]4|5/6|7/8/ 9|10
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W+Ch Damage*  Hands Class | Weapon Rules
i Slashlgg Claws 1123/4/sle 9 57 0" 1 0 Natural
aws
h Crush;ng Bite 12 10 58 0" 2 0 Natural
ite
2 Trample 12 5 53 0" 1 0 Natural | Sightless Strike
Trample
FMR-THL-7550 - Taai-ac
FEL-e-az
. . - . I Hands Unit Size
Kindred Realm Kin Class Privilege Acuity Ubiquity 0 14/24/5 Cost
. Beast Mass Base Size \
Fomoraic Far Thule Feleacx Ardent Mount Beast Feral Uncommon 3 60x35mm ‘ 22
FELEACX Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Lamouriagea (Snow); Frost blooa, 1nsensare;
Fearsome; Beast Handler or Draught Animal or 9 41 42 34 8 32 21 30
Manuint anh,
Abilities Bulk Charger; Bound (Saamankar, Thulean Hornheart); Roarer; Flanker; Leaper
1/2/3/4(5/6|7|8 Feleacx 1]|1/2(3|4|5/6|7 |8 Feleacx2|12345678 Feleacx3|12345678 Feleacx4|12345578 Feleacx 5
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ | M+W+Ch Damage* | Hands Class | Weapon Rules
1 Crushlgg Jaws 112/3/4/5 12 54 0” 2 0 Natural | Pierce; Vicious Damage
ite
q Slashing Claws 12 10 52 0.5" 1 0 R
Claws
FMR-THL-?
CUAC
K0O-az
. . - . I Hands Unit Size
Kindred Realm Kin Class Privilege Acuity Ubiquity 0 5+/5+/10 Cost
. . Beast " Mass Base Size \
Fomoraic Far Thule Cliacx Hound Beast Wild Common 5 0x30mm ‘ 11
CUACX Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Camouflaged (snow); Frost Blood; Insensate;
Fearsome; Beast Handler or Draught Animal only 9 35 3 1 15 4 28 1 1 17
Abilities Bulk Charger; Roarer; Flanker; Bound (Thulean Hornheart); Leaper
1[2{34 cuacx1|1 2(34 Clacx2|1]2(3/4 cuao<3|1 2(34 Cl]ac><4|1 2(34 cuao<5|1 2|34 C\Jacxéll 2/3)4 cuacx7|1 2(34 cuacxsll 2|34 Cﬂacx9|1 2/3)4 Cliacx 10
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge  Charge+ M+W+Ch Damage*  Hands Class | Weapon Rules
n Crushl;!_tg Jaws 120304 9 40 0" 2 0 Natural | Pierce
ite
1 Slashlgg Claws 12 5 36 05" 1 0 Natural
aws

FMR-THL-?




MALLOX

MAL-ox
Kindred Realm Kin Class Privilege Acuity Ubiquity Ha;ds Un|t15|ze Cost
. Monstrous Beast " Mass Base Size \
Fomoraic Far Thule Mallox Solitary Beast Wild Uncommon 1 100mm ‘ 171
MALLOX Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Camouflaged (snow); Frost Blood; Tough; Gigantic;
Insensate; Stubborn; Terrifying 6 22 81 84 44 71 39 62
Abilities Bound (Mallax); Bulk Charger; Roarer; Bound (Thulean Hornheart)
Wound Track 1123|4567 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
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W-+Ch Damage*  Hands Class | Weapon Rules
i 1]2|3[4[5/6/7/8]9]10
1 Raklng Claws 16 97 2" 2 2 Natural | Grab; Pierce; Vicious Damage
Claws 11/12[13
2 TUS!_( kGore 12/3|4 16 97 1" 32 129 2 0 Natural | Impact Mighty Strike; Charge+; Pierce; Vicious Damage
usks
3 Trample 1/2/13/4/5 8 89 0" 1 0 Natural | Sightless Strike; Stomp
Trample
ARMOUR Armour+ C+A Hands Class | Armour Rules
i Beaten Armour 6 90 0 Worn
Light Armour
FMR-THL-8450 - Maallolvér
SRONO
SROH-nox
. . - . I Hands Unit Size
Kindred Realm Kin Class Privilege Acuity Ubiquity 2 1+/24/3 Cost
Fomoraic Far Thule Srénox Monstrous Beast Vassal Wild Uncommon Ma7$s Bassoemsn:ze } 72
7
SRONOX Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Camouflaged (snow); Frost Blood; Gigantic;
Tough; Stubborn; Terrifying 5 24 64 72 24 78 35 47
Abilities Bound (Sronax); Bulk Charger; Roarer; Bound (Thulean Hornheart)
1(2{3/4|5|6 7|89 [1011]12/13(14|15/16(17|18/19[20 21 22(23[24 Srdnoxl‘xzz4557s9101112131415151713191021222324 Srénon‘IZB456789101112131415161718192021222324 Srénox 3
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W+Ch Damage* | Hands Class | Weapon Rules
1 Brutal Club 1/2/3/4|5/6/7 18 82 2" 2 2 Borne | Mighty Strike; Vicious Damage
Great Club
2 Hor:1 Gore 12 12 76 1” 12 88 2 0 Natural | Impact Mighty Strike; Charge+; Pierce; Vicious Damage
orns
3 Trample 12/3/4 6 70 0" 1 0 Natural | Sightless Strike
Trample
ARMOUR Armour+ C+A Hands Class Armour Rules
] Ragged Armour 4 76 0 o
Light Armour
ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
1 Sca iged Armour Light Armour 8 80 0 Worn Replace (Ragged Armour) 1
UNIT OPTIONS Unit Option Rules o
Gulthuln champion One Srénox becomes the mustered champion, who gains +1 attack die on his primary combat weapon 21
FMR-THL-8100 - Thundering Srénox
SRONOC
SROH-noz
Kindred Realm Kin Class Privilege Acuity Ubiquity Ha(r)\ds Unltlslze Cost
i 5 Monstrous Beast " Mass Base Size \
Fomoraic Far Thule Srénocx Ardent Moun: Sofltary Beast wild Uncommon 8 L 10x60mm ‘ 104
SRONOCX Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Camouflaged (snow); Frost Blood; Gigantic;
Tough; Stubborn; Terrifying 8 20 68 69 27 72 32 49
Abilities Bulk Charger; Roarer; Bound (Thulean Hornheart)
Wound Track 1]2(3]4|5/6|7 8|9 10/11|12/13(14|1516|17|18|19|2021|22 23|24|25/26|27
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge  Charge+ M+W+Ch Damage*  Hands Class | Weapon Rules
1 HOI':I Gore 1|2/3/4|5/6|7|8 14 82 2" 28 110 3 0 Natural | Impact Mighty Strike; Charge+; Pierce; Terrible Damage
orns.
2 Chomp;_[lg Jaws 12 7 75 | 05" 1 0 Natural
ite
3 Trample 1/2(3]4 7 75 0” 1 0 Natural | Sightless Strike
Trample

FMR-THL-8146 - Braal




FELEOX

FEL-ee-ox
Kindred Realm Kin Class Privilege Acuity Ubiquity Hagds Un|t15|ze Cost
; Monstrous Beast Mass Base Size ‘
Fomoraic Far Thule Feleox Ardent Mount; Solitary Beast Feral Uncommon 6 90x50mm ‘ 75
FELEOX Pace Skill Might Constitution  Wounds Fortitude Authority Temper
G flaged ; Frost Blood; Ii te;
amouflage (sno;ve);ri f;l/)'fjg lood; Insensate; 9 31 6 4 57 20 3 4 31 46
Abilities Bulk Charger; Roarer; Bound (Saamankar, Thulean Hornheart); Flanker; Leaper
Wound Track 1]2|3]4|5/6|7 8|9 |10/11]12/13(14|15)16/17|18]19]20
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W+Ch Damage* | Hands Class | Weapon Rules
1 crus"";‘g Jaws 1/2/13/4/5/6|7|8 18 82 0.5” 2 0 Natural | Pierce; Vicious Damage
ite
2 Slashlgg Claws 11213/4 14 78 0.5” 1 0 Natural
aws
3 Trample 12/3/4 6 70 0" 1 0 Natural | Sightless Strike
Trample
ARMOUR Armour+ C+A Hands Class | Armour Rules
\ Beaten Armour 6 63 0 Worn
Light Armour
FMR-THL-8396 - Maaru
THEH-raz
Kindred Realm Kin Class Privilege Acuity Ubiquity Ha;ds Un|t15|ze Cost
. " Mass Base Size
Fomoraic Far Thule Theracx Ap:l di:fguo;iv E.ifsﬁy Beast Wild Uncommon 5 90x50mm } 66
THERACX Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Camouflaged (snow); Frost Blood; Insensate;
Stubborn; Terrifying 8 33 58 54 16 65 25 39
Abilities Bulk Charger; Roarer; Bound (Thulean Hornheart); Leaper
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 AttRge | Charge+ M+W-+Ch Damage*  Hands Class | Weapon Rules
n Crushl;i_tg Jaws 12/34/5/6!7 18 76 0.5” 2 0 Natural | Pierce
ite
5 Hor? Gore 12 8 66 05" 8 74 1 0 Natural | Impact Strike; Charge+
orns.
3 Slashlgg Claws 11213/4 14 72 0.5" 1 0 Natural
aws
4 Trample 11213/4 6 64 0” 1 0 Natural | Sightless Strike
Trample
FMR-BLR-8346 — Criamaak
MAM-ox
Kindred Realm Kin Class Privilege Acuity Ubiquity Ha:)\ds UmtIS|ze Cost
i Monstrous Beast " Mass Base Size ‘
Fomoraic Far Thule Mammox Ardent Motne: Saftary Beast Wild Rare 9 120mm ‘ 542
MAMMOX Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Camouflaged (snow); Frost Blood; Gigantic; 7 2 2 1 1 2 1 2 2 1 o 1 8 2 49 83

Tough; Stubborn; Terrifying

Abilities Bulk Charger; Roarer; Bound (Thulean Hornheart)
S 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| 4546 |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| 7374|7576 77|78{ 79 80
ound Trac 81/82|83(84 85|86 |87|83(89/ 90|91/ 92|93|94| 95|96 |97 98|99k # 44
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W+Ch Damage*  Hands Class | Weapon Rules

1 BIUdgeo_:“ ':g Trunk 1/2/3/4|5/6/7(89]|10 17 129 1” 2 0 Natural | Mighty Strike; Grab; Vicious Damage

runl
1 Gori nTg l;l'usks 1/2/3/4|5/6/7/8/9/10 24 136 2" 24 160 3 0 Natural | Impact Strike; Charge+; Pierce; Terrible Damage

usl
7 Chomping Bite 12034 22 134 0" 1 0 Natural

Bite
5 Tramgllng Feet 11234506 11 123 17 1 0 Natural | Sightless Strike; Stomp

rample
COMBAT WEAPON OPTIONS Attack Dice Weapon+ M+W Att Rge | Charge+ | M+W+Ch Damage* | Hands Class Weapon Rules Cost
: ” Replace (Bludgeoning Trunk); Mighty Strike;
1 Spiked Trunk Trunk 12345678910 22 134 1 2 1 Borne | pierce; Grab; Vicious Damage 4
ARMOUR Armour+ C+A Hands Class Armour Rules
1 Tougslkp Hide 5 127 0 Natural
in
., Scavenged Armour 8 135 0 —
Light Armour
ARMOUR OPTIONS Armour+ C+A with option with option Hands Class Armour Rules Cost

3 Battered Chamfron teimet 11 146 0 Worn | Add 3
& Breast Mail Breastpiate 10 145 +Helmet 156 0 Worn | Add 3

FMR-THL-8815 — Maatmég




MAMMAX

MAM-ax
. . - . _— Hands Unit Size
m
Kindred Realm Kin Class Privilege Acuity Yy 2 1+/24/3 Cost
Fomoraic Far Thule Mammax Monstrous Beast Vassal Wild Uncommon Masss Bassoemsnl]ze 99
MAMMAX Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Camouflaged (snow); Frost Blood; Gigantic;
Tough; Stubborn; Terrifying 6 25 74 73 30 78 36 48
Abilities Bulk Charger; Roarer; Bound (Thulean Hornheart)
3 ‘ 4 ‘ 5 9 ‘10‘11‘12‘13‘14‘15‘16‘17‘18‘19‘20 21‘22‘23‘24‘25‘26‘27‘28‘29‘30 M1 ‘ 1‘2 3‘ 6 ‘ 78 ‘ 9 ‘10‘11‘12 13‘14‘15‘16‘17 18‘19‘20‘21‘22 23‘24‘25‘26‘27 28‘29‘30‘ M2 ‘ 1 4 ‘ 5 ‘ 6 ‘ 7 ‘ 8|9 ‘10‘11‘12‘13‘14‘15‘16‘17‘18‘19‘20‘21‘ZZ‘23‘24‘25‘26‘27‘28‘29‘30‘ M3
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W+Ch Damage* | Hands Class | Weapon Rules
1 Ice Mace 1/2/3/4/5 5‘7 20 94 1" 2 2 Borne | Cold Damage; Mighty Strike; Vicious Damage
Mace
2 Tusk Gore 1/2/3/4/5 15 89 0.5" 15 104 1 0 Natural | Impact Strike; Charge+; Pierce; Vicious Damage
Tusks
3 Tram|1:_)lln|g Feet 12/3/4 7 81 0" 1 0 Natural | Sightless Strike; Stomp
rample
COMBAT WEAPON OPTIONS Attack Dice Weapon+| M+W Att Rge | Charge+ | M+W+Ch Damage* | Hands Class Weapon Rules Cost
” )i 23
1 Ice Spear spear 1‘ 2‘ 3‘ 4 ‘ 5 ‘ 6 ‘ 7‘ 10 84 2 2 2 Borne RDZJ”L:ZE; (Ice Mace); Cold Damage; Vicious 3
SHOT WEAPON OPTIONS Shoot Dice Weapon+ M+W Min Rge | Lth Rge Eff Rge | Max Rge | Damage* | Hands Class Shot Weapon Rules Cost
1 Ice Spear Throwing Spear 1‘ 2‘ 3‘ 4‘ 5‘ 5‘ 7 8‘ 10 84 0” 6” | 30" 40" 2 1 Borne 1‘ 2 g‘;ﬁ;’;"s O st Sie FEas VEms|  ag
ARMOUR Armour+ C+A Hands Class Armour Rules
. Scavenged Armour 3 76 0 -
Light Armour
ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
1 Beaten Armour Light Armour 7 80 0 Worn | Replace (Scavenged Armour) 1
UNIT OPTIONS Unit Option Rules s
Gulthuln champion One Mammax becomes the mustered champion, who gains +1 attack die on his primary combat weapon 13
Tusk-Bearer Banner Bearer One Mammax becomes the mustered banner bearer 10
FMR-THL-8155 — Booming Mammax
PA-ra-SE-roks
Kindred Realm Kin Class Privilege Acuity Ubiquity Ha(l)\ds Umtlslze Cost
i Monstrous Beast . Mass Base Size
Fomoraic Far Thule Paracerox Ardent Mount; Soliary Beast Wild Rare 15 120mm 237
PARACEROX Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Camoufiaged (snow); Frost Blood; Gigantic;
Insensate; Tough;, Terrifying 7 27 94 96 69 63 50 77
Abilities Bulk Charger; Roarer; Bound (Thulean Hornheart)
Wound Track 1 ‘ 3 ‘ 4 ‘ 5 ‘ 6 ‘ 7 ‘ 9 ‘10 11‘12‘13‘14‘15 15‘17‘18‘19‘20 21‘22‘23‘24i 5 bi i ui 9i 0 1‘32‘33‘34‘35 36‘37‘38‘39‘40 41‘42}A } } } } } 1 11= 1= 1 ; ; : : : 1 \lFu 1 1 } } } ‘ss‘se‘
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ | M+W+Ch Damage* | Hands Class | Weapon Rules
1 GorlnTg k‘!usks 1|2 20 114 2" 20 134 2 0 Natural | Impact Strike; Charge+; Pierce; Vicious Damage
usl
. Chomping Bite 11213045 18 112 0” 1 0 Natural
Bite
2 Trampling Feet 1/2/3/4/5 6‘ 9 103 1k 1 0 Natural | Sightless Strike; Stomp
Trample
ARMOUR Armour+ C+A Hands Class | Armour Rules
1 TOUQSIE Hide 5 101 0 Natural
in
., Scavenged Armour 8 109 0 e
Light Armour

FMR-THL-8820 - Ilkulkaag




TUSK THROWER

TUSK THRO-er
. . - . _— Hands Unit Size
Kindred Realm Kin Class Privilege Acuity Ubiquity 0 1+/14/3 Cost
. War Engine . Mass Base Size
Fomoraic Far Thule Tusk Thrower Shot Engine Vassal Trained Uncommon 5 Somm ‘ 34
. . - . I Hands " .
Kindred Realm Kin Class Privilege Acuity Ubiquity 2 Crew Size Base Size
. Infantry . Mass
Fomoraic Far Thule Man Engine Crew Vassal Trained Common 1 2 30mm
HUNTER CREW Pace Skill Might Constitution  Wounds Fortitude Authority Temper
5 44 30 13 3 66 8 12
Crew Traits & Abilities Frost Blood; Insensate; Bind (Tusk Thrower); Disciplined; Engine Crew
1/2(3 Tusk Hunter 1/1 ‘ 1/2(3 Tusk Hunter 1/2 ‘ 1/2(3 Tusk Hunter 2/1 ‘ 123 Tusk Hunter 2/2 ‘ 1/2(3 Tusk Hunter 3/1 ‘ 1/2(3 Tusk Hunter 3/2
CREW COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ M+W+Ch Damage* Hands Class Weapon Rules
1 Horn Spear 1213 8 38 15" 1 1 Borne | Pierce
Spear
ARMOUR Armour+ C+A Wound- Hands Class | Armour Rules
2 Ragged Armour 3 16 0 i
Light Armour
2 Tusk Thrower 8 24 0 Engine
Shot Engine
CREW UNIT OPTIONS Crew Unit Option Rules Cost
Gulthuln Champion One Tusk Thrower Crew becomes the mustered champion, who adds +1 shoot die to the Shots per Crew total 7
Drilled Tusk Hunters The Tusk Thrower Crew becomes Drilled rather than Trained (cost shown is per engine), gaining +10 SKILL, +5 FORTITUDE and +5 AUTHORITY 4
. . e . I Hands . - "
Kindred Realm Kin Class Privilege Acuity Ubiquity 0 Engine Size Base Size
i M
Fomoraic Far Thule Tusk Thrower War E"Q‘f‘e Engine Mindless Uncommon | ~ass 1 50mm
Shot Engine 3
TUSK THROWER 2 0 65 76 9 0 0 5

Engine Traits & Abilities

Immune (Petrification, Soul, Fume); Resistant (Death, Cold, Freeze, Venom),; Tough,; Flammable; Bound Permanently (Tusk Thrower Crew),; Shots per Crew; Move per Crew

1/2/3/4/5/6/7|8|9

TuskThrowerl‘l 2/3/4/5/6/7(8|9 TuskThrowerZ‘l 2(3/4|5/6/7(8|9

Tusk Thrower 3

SHOT ENGINE ARMAMENT Shoot Dice Weapon+ M+W Min Rge | Lth Rge Eff Rge | Max Rge Damage* Hands Class Shot Weapon Rules
1 Sharpe;lled Tusk 123 10 75 0" 9” 60" 80" 2 0 Natural | Volley Shoot (2); Pierce; Vicious Damage
olt
SHOT ENGINE ARMOUR Armour+ C+A Hands Class Armour Rules
q Wooden Frame 8 84 0 T
Construction
?
HAR-poon THRO-er
Kindred Realm Kin Class Privilege Acuity Ubiquity Haonds Un|tls|ze Cost
: War Engine " Mass Base Size ‘
Fomoraic Far Thule Harpoon Thrower Shot Engine Vassal wild Rare 2 S0mm ‘ 133
. . - . i Hands " -
Kindred Realm Kin Class Privilege Acuity Ubiquity 2 Crew Size Base Size
Fomoraic Far Thule Walvax Morf\_;stro_us Infantry Vassal Wild Uncommon | Mass 2 60mm
ngine Crew 4
Pace Skill Might Constitution Wounds Fortitude Authority Temper
WALVAX CREW
4 22 50 58 12 65 25 32
Crew Traits & Abilities Frost Blood; L Tough; Fe Bulk Charger; Roarer; Bind (Harpoon Thrower); Disciplined; Engine Crew
1/2]3]4|5]6|7 (8|9 101112 WaIvaxCrewl‘l23456789101112 Walvax Crew 2
CREW COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+  M+W+Ch Damage*  Hands Class | Weapon Rules
1 Flesh Hook 11213456 10 60 0.5” 2 1 Natural | Pierce
Cleaver
2 Tusk Gore 1 10 60 0" 1 0 Natural | Pierce
Tusks
ARMOUR Armour+ C+A Wound- | Hands Class | Armour Rules
. ToughSkBIubber 8 66 0 Natural
in
2 Ragged Armour 4 70 0 Worn
Light Armour
CREW UNIT OPTIONS Crew Unit Option Rules Cost
Gulthuln Champion One Walvax Crew becomes the mustered champion, who adds +1 shoot die to the Shots per Crew total 14
. . - . i Hands . - "
Kindred Realm Kin Class Privilege Acuity Ubiquity 0 Engine Size Base Size
. War Engine . . Mass
Fomoraic Far Thule Harpoon Thrower Shot Engine Engine Mindless Uncommon a4 1 60mm
HARPOON THROWER 2 0 95 88 16 0 0 5

Engine Traits & Abilities

Immune (Petrification, Soul, Fume); Resistant (Death, Cold, Freeze, Venom),; Tough,; Flammable; Bound Permanently (Harpoon Thrower Crew),; Shots per Crew; Move per Crew

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

Harpoon Thrower

SHOT ENGINE ARMAMENT Shoot Dice Weapon+ M+W | MinRge | LthRge  EffRge | MaxRge | Damage*  Hands Class | Shot Weapon Rules
1 HOOkH:rlpi:o:Poon 12/3]4 16 111 0” 12" 50” 60" 2 0 Natural | Shoot and Drag; Pierce; Terrible Damage
SHOT ENGINE ARMOUR Armour+ | C+A Hands | Class | Armour Rules
. Wooden Frame 8 926 0 Natural
Construction

~




MAMMOX WAR TOWER

MAM-oks WOR TOW-er
Kindred Realm Kin Class Privilege Acuity Ubiquity Hagds Un|t15|ze Cost
. War Engine . Mass Base Size \
Fomoraic Far Thule War Tower Carriage Engine Vassal Trained Rare 21 120mm ‘ 587
- - - - I Hands - .
Kindred Realm Kin Class Privilege Acuity Ubiquity 5 Crew Size Base Size
. Infantry " Mass Driver +
Fomoraic Far Thule Man Engine Crew Vassal Trained Common 1 5 30mm
HUNTER CREW Pace Skill Might Constitution Wounds Fortitude Authority Temper
5 44 30 13 3 66 8 12
Crew Traits & Abilities Frost Blood; Bind ( War Tower); Disciplined; Engine Crew
1123 Driver‘123 Crewl‘lZB Crew2‘123 Crew3‘123 Crew4‘123 Crew 5
COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ | M+W+Ch Damage* Hands Class Weapon Rules
1 Longhgrn Spear 123 8 38 2" 8 46 1 1 Borne | Mounted Impact Strike; Mounted Charge+
pear
SHOT WEAPON Shoot Dice Weapon+ M+W Min Rge | Lth Rge Eff Rge | Max Rge | Damage* Hands Class Shot Weapon Rules
1 HOI‘IE;IO Bow 1 8 8 0” 9” 36" 48" 1 2 Borne | Ride and Shoot; Volley Shoot
w
ARMOUR Armour+ C+A Hands Class | Armour Rules
7 Ragged Armour 3 16 1 0 i
Light Armour
2 Raider Shield 10 26 1 worn | Pany
Shield
3 War Tower 19 45 0 Engine
Engine
UNIT OPTIONS Unit Option Rules o
Gulthuln Champion One Hunter that is not a driver becomes the mustered champion, who gains +1 attack die on his primary combat weapon 3
Drilled Tusk Hunters The Hunter crew becomes Drilled (cost shown is per engine), gaining +10 SKILL, +5 FORTITUDE and +5 AUTHORITY 2
. . . . I Hands . - "
Kindred Realm Kin Class Privilege Acuity Ubiquity 0 Engine Size Base Size
Fomoraic Far Thule War Tower W;r Eng\ne_ Engine Mindless Uncommon | Mass | 1 120mm
Carriage Engine 8
WAR TOWER ENGINE 0 0 0 70 30 0 0 5
War Tower Traits & Abilities Immune (Soul, Petrification, Fume); Resistant (Death, Cold, Freeze, Venom); Tough; Bulk Charger; Move per Draught Animal; Hang On!
12]3]4|5|6|7 |89 10/11|12(13|14/15)16|17|18|19|20|21 22| 23| 24|25/ 26|27|28) 29|30 War Tower
ENGINE ARMOUR Armour+ C+A Hands Class | Armour Rules
. Reinforced Frame 25 95 0 Natural
Construction
ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
2 Hung Shields shieids 8 103 0 Worn | Add 1
ENGINE OPTIONS Engine Option Rules Cost
Tusk Bearer sanner Bearer May bear the unit's banner 2
Skull Bearer Host Banner Bearer May bear the Host's Banner if a Host Banner Bearer is not already purchased. The Host Banner range is 18”. Gains the Host Banner Bearer ability 7
. . L . I Hands Draught .
Kindred Realm Kin Class Privilege Acuity Ubiquity T S— Animal Size Base Size
. Monstrous Beast " Mass
Fomoraic Far Thule Mammox Ardent Draught Beast Beast Wwild Rare [ T-S— 1 120mm
1x MAMMOX 7 22 112 122 101 82 49 83
Draught Animal Traits & Abilities Ardent Draught Beast; Camouflaged (snow); Frost Blood; Gigantic; Tough; ) ifying; Bound (Tusk Hunter Crew); 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|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
Wound Track
8182 83|84|85|86/87|8889] 90| 91/92/93|94/95/96|97 |98 | 99 # 44
DRAUGHT ANIMAL COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ | M+W+Ch Damage* | Hands Class Weapon Rules
X Bludgeoning Trunk 1213456 7/8l0r# 17 129 1" 2 0 Natural | Mighty Strike; Grab; Vicious Damage
Trunk
1 Gori nTg k.SrUSkS 1/12/3/4|5/6/7|8/9# 24 136 2" 24 160 3 0 Natural | Impact Strike; Charge+; Pierce; Terrible Damage
us}
q Chomping Bite 12/3]4 22 134 0" 1 0 Natural
Bite
2 Tramgllng Feet 1/2/3/4/5/6 11 123 1" 1 0 Natural | Sightless Strike; Stomp
rample
COMBAT WEAPON OPTIONS Attack Dice Weapon+| M+W Att Rge | Charge+ | M+W+Ch Damage* | Hands Class Weapon Rules Cost
F ” Replace (Bludgeoning Trunk); Mighty Strike;
1 Spiked Trunk Trunk 112/3|4/5 678910 22 134 1 2 1 Borne | pierce; Graby Vicious Damage 4
DRAUGHT ANIMAL ARMOUR Armour+ C+A Hands Class Armour Rules
1 Tougslkl_ Hide 5 127 0 Natural
in
., Scavenged Armour 8 135 0 Natural
Light Armour
3 War prer 10 145 0 Engine
Engine
ARMOUR OPTIONS Armour+ C+A with option with option Hands Class Armour Rules Cost
3 Battered Chamfron teimet 11 156 +ceis | 167 0 worn | Add 3
4 Breast Mail Breastpiate 10 155 +Helmet 166 0 Worn Add 3
5 Flank Chains chains 11 156 | +Hemet | 167 | +Breaspiate 177 0 Worn | Add 3

?




PARACEROX WAR TOWER

PA-ra-SE-roks WOR TOW-er

Kindred Realm Kin Class Privilege Acuity Ubiquity Hagds Un|t15|ze Cost
. War Engine . Mass Base Size \
Fomoraic Far Thule War Tower Carriage Engine Vassal Trained Rare i 120mm ‘ 268
- - - - I Hands - .
Kindred Realm Kin Class Privilege Acuity Ubiquity 5 Crew Size Base Size
. Infantry " Mass Driver +
Fomoraic Far Thule Man Engine Crew Vassal Trained Common 1 10 30mm
HUNTER CREW Pace Skill Might Constitution Wounds Fortitude Authority Temper
5 44 30 13 3 66 8 12
Crew Traits & Abilities Frost Blood; Bind ( War Tower); Disciplined; Engine Crew
1]2]3 Driver‘123 Crew1‘1134557 Crew2‘123 Crew3‘123 Crew4‘123 Crew 5
123 Crew6|1/2|3 Crew7‘123 Crews‘lzs Crew9‘123 Crew 10
COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ M+W+Ch Damage* Hands Class Weapon Rules
1 Longhgrn Spear 11203 8 38 L 8 46 1 1 Borne | Mounted Impact Strike; Mounted Charge+
pear
SHOT WEAPON Shoot Dice Weapon+ | M+W Min Rge | LthRge | EffRge | MaxRge Damage* | Hands Class | Shot Weapon Rules
1 Hor?o Bow 1 8 38 0" 9” 36" 48" 1 2 Borne | Ride and Shoot; Volley Shoot
w
ARMOUR Armour+ C+A Hands Class Armour Rules
a Ragged Armour 5 16 0 Worn
Light Armour
2 Raider Shield 10 26 1 Worn Parry
Shield
3 War Tower 16 42 0 Engine
Engine
UNIT OPTIONS Unit Option Rules o
Gulthuln Champion One Hunter that is not a driver becomes the mustered champion, who gains +1 attack die on his primary combat weapon 3
Drilled Tusk Hunters The Hunter crew becomes Drilled (cost shown is per engine), gaining +10 SKILL, +5 FORTITUDE and +5 AUTHORITY 2
. . - . i Hands . - "
Kindred Realm Kin Class Privilege Acuity Ubiquity [ S— Engine Size Base Size
i M
Fomoraic Far Thule War Tower CWgr Eng\ne_ Engine Mindless Uncommon | Mass | 1 120mm
arriage Engine 6
WAR TOWER ENGINE 0 0 60 70 30 0 0 5
War Tower Traits & Abilities Immune (Soul, Petrification, Fume); Resistant (Death, Cold, Freeze, Venom); Tough; Bulk Charger; Move per Draught Animal; Hang On!
12]3]4|5/6|7 |89 10/11|12(13|14/15)16|17|18|19|20|21 22| 23| 24|25/ 26|27|28) 29| 30 War Tower
ENGINE ARMOUR Armour+ | C+A Hands Class | Armour Rules
) Reinforced Frame 10 80 0 Natural
Construction
ENGINE OPTIONS Engine Option Rules T
Tusk Bearer Banner Bearer May bear the unit's banner 2
Skull Bearer Host Banner Bearer May bear the Host's Banner if a Host Banner Bearer is not already purchased. The Host Banner range is 18”. Gains the Host Banner Bearer ability 7
Tusk Thrower shot Engine May include one Tusk Thrower shot engine and Tusk Hunter crew, replacing two existing Tusk Hunter crew. 121
H
Kindred Realm Kin Class Privilege Acuity Ubiquity +ds Draugsl;:eneast Base Size
. Monstrous Beast " Mass
Fomoraic Far Thule Paracerox Ardent Draught Beast Beast Wwild Rare TS — 1 120mm
1x PARACEROX 7 27 924 96 69 63 50 77
Paracerox Traits & Abilities Ardent Draught Animal; Camouflaged (snow); Frost Blood; Insensate; Gigantic; Tough; Terrifying; Bulk Charger; Roarer; Bound Permanently (Tusk Hunter Crew)
Wound Track 1]2]3]4|5|6|7 8| 9|10/11|12(13|14)1516/17|18|19|20|21 22| 23| 24|25 26|27|28|29|30 3132 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)
DRAUGHT ANIMAL COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ | M+W+Ch Damage* | Hands Class Weapon Rules
q Gori nTg k'sl'usks 1213145 20 114 2 20 134 2 0 Natural | Impact Strike; Charge+; Pierce
us|
. Chomping Bite 12/3]4 18 112 0" 1 0 Natural
Bite
2 TramIT’lmlg Feet 12/3/4/5/6 9 103 1” 1 0 Natural | Sightless Strike; Stomp
rample
DRAUGHT ANIMAL ARMOUR Armour+ C+A Hands Class Armour Rules
1 Tougslkl_ Hide 5 101 0 Natural
in
., Scavenged Armour 8 109 0 Natural
Light Armour
3 War Tower 8 117 0 Engine
Engine
ARMOUR OPTIONS Armour+ C+A with option with option Hands Class Armour Rules Cost
+  Battered Chamfron Hemet 11 120 | +crains 131 0 Worn | Add 3
5 Breast Mail Breastpiate 10 119 +Helmet 130 0 Worn | Add 3
6 Flank Chains crains 11 120 | +remet | 131 | +Breasplate) 141 0 Worn | Add 3

?




CURSED HERD MUSTER

Version 2.07

SILVER eqp sv | TOT SV UNIT option
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FOMORAIC (CURSED HERD) MUSTER WENDLIST

Changes to the Fomoraic (Cursed Herd) muster are recorded here.

Version

Change

v2.02

The cost of all sight invocations has been altered

The focus range of all sorcerers has been reduced

v2.03

Increased the SKILL of the tarvax dain by +10

Increased the CONSTITUTION of the tarvax dain by +1 so that the Mail and Plate armour option is worthwhile

Added the ‘camouflaged (snow)’ trait to the tarvax dain, tarvax, gul-tarvax, gabrox dain, gabrox, gul-gabrox, toracx, gooracx, tarvocx, tarvox

Added throwing spear and throwing axe shot weapon options to the gabrax undain, gabrax dain and gabrax uldain

Added throwing spear and throwing axe shot weapon options to the marbrax

Added the slan-gabrax profile to the infantry class and to the muster chart

Added the Herdthings artefact list

Added a host banner and host herald noble options to the gul-gabrax dain

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

v2.06

Removed the ‘fearless’ trait from the tarvox

Reduced the cost of noble shot weapon options

V2.07

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




FOMORAIC (CURSED HERD) MUSTERING

Version 2.07

FOMORAIC (CURSED HERD) HOST

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 artefact limit
50%+ 0 to 10%

Realm ‘ ‘ Compulsory Commands ‘ ‘ Host Commands ‘ ‘ Realm Commands
CURSED HERD Cursed Herd Cursed Herd Cursed Herd Allied Far Thule Baalor Reivers of the Eye
HOST || General Command || Command Contingent || Command Command Command
1 1 0-1+ 0-1+ 0-1 0-1
Conand
Command
0-1

FOMORAIC (CURSED HERD) COMMANDS

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

Commander ‘ ‘ Sworn Box ‘ ‘ Pledge Box ‘ ‘ Petition Box
¥ Sworn s Pledged Petitioned
GENERAL'S o Companions g A
COMMAND L Unit L Unit L Unit
1 0-1 <| o1+ < 01+
Bind Units Bind Units Bind Units
without General's Sworn Pledged Influenced Petitioned
[ at least Unit Unit Warchief Unit
one command 1 < ‘ 0-1+ < 0-1 < ‘ 0-1+
Bind Units Bind Units Bind Units
any number of other Sworn Units Pledged Units Warchiefs Units
1 < 0-1+ < 0-1 < ‘ 0-1+
Bind Units Bind Units Bind Units
. Allied Commander's Allied Commander's Allied Commander's Allied Commander's
allied Sworn Unit Pledged Unit Influenced Warchief Petitioned Units
contingent
1 < 0-1 < 0-1 <] o1+
Bind Units Bind Units Bind Units
COM PANIONS Sorcerer Host Host Companions must have an AUTHORITY that is lower than or equal to the general's Sell-Sword
L Banner Bearer Herald AUTHORITY. The AUTHORITY of companions counts as 0 for COMMAND AUTHORITY
<ot Lot Jl-l ot P o1
' Sworn Pledged Influenced Petitioned
COMMANDER'S Commander p 9 n .
COMMAND | Unit [ Unit | Unit
1 1 <] 01+ <] 01+
[ Bind Units [ Bind Units Bind Units
A commander must choose a unit within his A commander may choose a unit within his pledge box to be one of his A commander may choose a unit within his petition box to be one of his
sworn box as his sworn unit. pledged units. petitioned units.
Optioned Optioned Optioned
with option Commander Sworn Unit Pledged Unit Petitioned Unit
1 1 <l 01+ <] o1+
‘ Bind Units ‘ Bind Units Bind Units

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

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 petition box as an optioned petitioned
unit in addition to any other petitioned units that are not on an option line.

option line.
with Restricted Restricted Restricted
restrictive Commander Sworn Unit Pledged Unit Petitioned Unit
option 1 1 < ‘ 0-1+ < ‘ 0-1+
Bind Units Bind Units

If a restrictive option has been purchased, a

- i~ If a restrictive sworn unit has been chosen, a commander may only choose If a restrictive sworn unit has been chosen, a commander may only choose
gop;?;:al?::;vri:#;tﬁ;?;z; l:;;; 22 :‘T::i:ﬂg:’: a unit on the same restrictive option line within his pledge box to be one of a unit on the same restrictive option line within his petition box to be one of
" his restricted pledged units. his restricted petitioned units.
sworn unit.
= P . Realm . .
Noble Unit If a unit is joined to a noble by a double line Unit If the realm is noted above the unlt‘ name, the
¢ ion warchiefs known as a noble path, that noble must be ni commander must be of that realm in order to
are indicated with 'CW’ | cw/ 0-1 < ‘ 0-1+ mustered within a command before the unit on < ‘ 0-1+ muster that unit in his command.
- - that path can be mustered. " .
MINIATU RE Unit Unit Unit A miniature's availability for a particular profile is shown by the colour of the unit box text on the muster chart.
AVAILABILITY L] If the text colour is black, that miniature is available from the Mierce Miniatures range and may be used in official Darklands battles.
n n-n n n-n n n-n 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.
Available Coming Soon Unavailable Profiles with blue or grey text colours cannot be used in official Darklands battles as no miniatures are available.




FOMORAIC (CURSED HERD) UNIQUE COMMANDERS

One of each unique commander may be mustered in your host

Commander ‘ ‘ Sworn Box ‘ ‘ Pledge Box ‘ ‘ Petition Box
Cursed Herd —
CHAAGMUTH Gabrax Gabrax Slan-Gabrax Marbrax Ror-Gabrax Tor-Gabrax
THE JAW-TAKER 0-1 1] 01+ | o-1+ 1 [0] 01+ 18] 0-1+ 2] o1+
ﬂ see profile see profile see profile
Goor-Gabrax Gore Chariot Gul-Gabrax
2]  0-1+ 18]  0-1+ 18] 0-1+
see profile
Gabrox Gul-Gabrox Tarvax
21 0-1+ % 0-1 8 0-1+
Gul-Gabrox Gul-Tarvax
as rider of Tor-Gabrax Tor-Gabrax Goor-Gabrax Toracx Tarvocx Gul-Tarvax
Chantak
anta 0-1 2| 0-1+ 2| 0-1+ 23 01 38| 0-1 2] 01
Tarvox
46 0-1
Any number of commanders may be mustered in your host
‘ Commander ‘ ‘ Sworn Box ‘ ‘ Pledge Box ‘ ‘ Petition Box
Cursed Herd —
GABRAX Gabrax Gabrax Slan-Gabrax Ror-Gabrax Goor-Gabrax Tor-Gabrax
UNDAIN 0-1 ] o-1+ u| o1+ I [18] o0-1+ 2] o1+ 2] o1+
ﬂ see profile see profile see profile
Gul-Gabrax Gabrox Gul-Gabrox
18 0-1+ 2| 0-1+ %) 01
‘ see profile ‘ Gul-Gabrox
as rider of Goor-Gabrax Goor-Gabrax Tor-Gabrax Toracx Gore Chariot
Gooracx 0-1 2] 0-1+ 2] 01+ 53| 01 18] 01+
i Tor-Gabrax Tor-Gabrax Goor-Gabrax Toracx Tarvocx
as rider of Toracx
0-1 12 0-1+ 12 0-1+ 23 0-1 38 0-1
: : Gore Chariot Gore Chariot Tarvax Gul-Tarvax Tarvox
as rider of Chariot|
1 8] 0-1+ 8 0-1+ 2] 01 46|  0-1
Gul-Tarvax
Cursed Herd —
GUL-GABRAX Gul-Gabrax Gul-Gabrax Gabrax Ror-Gabrax Gore Chariot | | Goor-Gabrax
UNDAIN 0-1 1 (18] o0-1+ ul o1+ ] (8] 0-1+ 18] 0-1 12 0-1
ﬂ see profile ‘ see profile ‘ see profile see profile
Tor-Gabrax Gabrox Gul-Gabrox
2] 0-1 2 0-1+ %] 01+

Gul-Gabrox




Cursed Herd —
GABRAX Gabrax Gabrax Slan-Gabrax Marbrax Ror-Gabrax Goor-Gabrax
DAIN 0-1 u| o-1+ 1| o-1+ 0] o1+ 18] 0-1+ 2] o0-1+
ﬂ see profile see profile see profile
as rider of Goor-Gabrax Goor-Gabrax Tor-Gabrax Toracx Tor-Gabrax Gore Chariot
G
oorac 0-1 2] 0-1+ 2] 0-1+ 5] 0-1 2] 0-1+ 18] 0-1+
| Tor-Gabrax Tor-Gabrax Goor-Gabrax Toracx Tarvocx
as rider of Toracx
0-1 12 0-1+ 12 0-1+ 23 0-1 38 0-1
with herdspear or Slan-Gabrax Slan-Gabrax Marbrax
herdax 0-1 1| 0-1+ 0] 0-1+
; Toracx Toracx Gul-Gabrax Gabrox Tarvax
as Tor-Dain
1 23 0-1+ 18] 0-1+ 2] 0-1+ 8 0-1
‘ see profile ‘ Gul-Gabrox ‘ Gul-Tarvax
N —— Gore Chariot Gore Chariot
1 18 0-1+
Cursed Herd —
GABRAX Gabrax Gabrax Slan-Gabrax Marbrax Ror-Gabrax
ULDAIN 0-1 1] 0-1+ 1] o0-1+ 0] o0-1+ 18] 0-1+
ﬂ see profile see profile see profile
as rider of Goor-Gabrax Goor-Gabrax Tor-Gabrax Toracx Goor-Gabrax Tor-Gabrax
G
ooracx 0-1 12| 0-1+ 12| 01+ 23 01 2] o1+ 2] o1+
| Tor-Gabrax Tor-Gabrax Goor-Gabrax Toracx Gore Chariot
as rider of Toracx
0-1 12 0-1+ 12 0-1+ 23 0-1 18 0-1
with herdspear or Slan-Gabrax Slan-Gabrax Marbrax
herdax 0-1 1] 01+ | |10] o0-1+
5 Toracx Toracx Gul-Gabrax Gabrox
as Tor-Uldain
1 2| 01+ 18 0-1+ a| 0-1+
I see profile [ Gu-Gabrox
T Gore Chariot Gore Chariot
1 18] 0-1+
Cursed Herd —
GABRAX Gabrax Ror-Gabrax Gabrax Ror-Gabrax Goor-Gabrax Tor-Gabrax Gore Chariot
GORE-HORN 0-1 0-1 1] 0-1+ 18] 0-1+ 2] o0-1+ 12| 0-1+ 18] 0-1+
ﬂ [ seeprofile see profile [ seeprofile [ seeprofile
as rider of Goor-Gabrax Goor-Gabrax Tor-Gabrax Toracx Gul-Gabrax Gabrox
G
ooracx 0-1 12| 0-1+ 12| 0-1+ s3] 01 18] 01+ 2] o1+
‘ see profile ‘ Gul-Gabrox
5 Tor-Gabrax Tor-Gabrax Goor-Gabrax Toracx Tarvocx Gul-Gabrox
as rider of Toracx
0-1 12| 0-1+ 12| 0-1+ 23| 01 38 0-1 %] 01
| Goor-Gabrax Tor-Gabrax Goor-Gabrax Tor-Gabrax Toracx Tarvocx
as rider of Tarvocx|
0-1 0-1 12 0-1+ 12 0-1+ 23 0-1 38 0-1
i : Gore Chariot Gore Chariot Tarvax Gul-Tarvax Tarvox
as rider of Chariot|
1 18] 0-1+ 8 0-1+ 2] 0-1 46|  0-1
Gul-Tarvax
Cursed Herd —
GUL-GABRAX Gul-Gabrax Gul-Gabrax Gabrax Ror-Gabrax Goor-Gabrax Tor-Gabrax
DAIN 0-1 18] 0-1+ 1] o0-1+ 18] 0-1+ 2] 0-1 2] 01
ﬂ see profile [ seeprofile [ seeprofile see profile
Gore Chariot Gabrox Gul-Gabrox
18] 01 2] 01+ % 01

Gul-Gabrox




Cursed Herd

GABROX Gabrox Gabrox Gul-Gabrox Ror-Gabrax Tarvax
DAIN 0-1 2] 0-1+ % 01 18] 01+ 3 0-1
ﬂ Gul-Gabrox Gul-Gabrox [ seeprofile [ Gu-Tarvax
Gabrax
Uldain Gabrax
aw| 01 | 01+
see profile
Cursed Herd —
TARVAX Tarvax Tarvax Gul-Tarvax Tarvox Tarvocx
DAIN 0-1 | 01+ 2] 01 % 01 3 01
ﬂ Gul-Tarvax Gul-Tarvax
%a::r?x Gabrax Ror-Gabrax Gabrox Gul-Gabrox
ain
o] 0-1 1] 0-1+ 18] 0-1+ 2] 0-1 % 0-1
see profile ‘ see profile ‘ Gul-Gabrox
FOMORAIC (CURSED HERD) SELL-SWORD COMMANDERS
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 Fomoraic Cursed Herd generals or commanders
FOMORAIC (CURSED HERD) ALLIES
Up to a third of the silver cost of your host may be spent on sell-swords and allies
ALLIED Allied Allied Allied
COMMANDER | Sworn Unit | | | Pledged Unit | | |Petitioned Unit
1 0-1+ 0-1+
Bind Units Bind Units Bind Units




HERDSPELLS

Fomoraic (Cursed Herd) Invocation List

Sorcerers of the Fomoraic kindred, Cursed Herd realm may muster as many invocations as they wish, host cost permitting, from the Fomoraic (Cursed Herd) Invocation List below.

INVOCATION Invoke Dice Power ‘ Min Rge ‘ Lth Rge ‘ Eff Rge ‘ Max Rge ‘ Damage* | Invocation Rules Cost
Armoured Marks: The Marked unit must contain warriors with at least one armour element of the class Worn or Borne.
F t d A Constant Effect: The Marked Unit becomes a Frosted unit. Each Marked warrior within the Frosted unit (a Frosted warrior) gains 1D10 Armour+ per invoked die to the
1 roste rmour 3 Armour+ value of any one armour element of the type Worn or Natural (now also called the Frosted Armour). The Frosted Armour must be of the same class and type 7
Focus for each Marked warrior where possible.
Rules: Once per Mark; Entire Mark; Mutable
Marked Horns: Marked unit may only be a friendly unit that has a combat weapon of the type “"Horn".
2 Horn 3 Constant Effect: the Marked Unit becomes a Horned unit. Each Marked warrior within the Horned unit (a Horned warrior) gains one attack die per invoked die on all of 8
Focus their combat weapons of the type “Horn” and +2D10 Weapon+ value per invoked die on all of their combat weapons of the type “Horn".
Rules: Once per Mark; Majority Mark; Mutable
Continuous Effect: Each Marked warrior becomes confused and slowed.
3 COId Of the Deeps 3/4/5/6 32 1 Rules: Once per Mark; Majority Mark; Cold Damage; Ignores Armour; 7
Focus Transient
. Weapons: The Marked unit must contain warriors with at least one combat weapon.
1 ca" of the W||d 3 Constant Effect: The Marked Unit becomes a Called unit. Each Marked warrior within the Called unit (a Called warrior) gains one attack die per invoked die on their 9
Focus primary combat weapon.
Rules: Once per Mark; Entire Mark; Transient
. Splintershards 3 4‘5‘6‘7‘8 o|10 43 0" 6" ‘ 30" ‘ 40" ‘ 1 ‘ Cold Damage 6
Sight
Marked Hooves: Marked unit may only be a friendly unit of the kin Marbrax, Gabrax, Gul-Gabrax, Gabrox, Gul-Gabrox, Tarvax, Tarvocx or Tarvox.
Immediate Effect: Marked unit immediately becomes active and performs a Run action (disregarding its vigour state for requirements purposes) - which can be an
H fbeat Engagement action, and if it becomes so a compulsory Attack action must be performed afterward - to a point on the battlefield determined by the Invoker. However,
6 oorbeats instead of Running at twice its warriors' PACE, the Marked unit Ground Moves up to 2D10”. Marked units that are engaged with or beset by an enemy unit will not suffer 17
Focus Reflex Attack reactions as a result of Running out of or through any enemy unit's attack range. Once that Run action has been resolved, the Marked unit immediately
reverts to its previous vigour state. The Marked unit does not count as having activated that hour, if it has not activated already.
Rules: Once per Mark; Entire Mark
7 Frost Shatter 34 63 2 Cold Damage; Ignores Armour 4
Focus
Constant Effect: 1 cold effect token is immediately added to the Marked unit per invoke die. Additionally, each Marked warrior becomes
. confused and slowed as well as Sighted D10” until the Freezing Fog dissipates. If the Freezing Fog is not dissipated at the end of a battle
8 Freez|ng Fog 34/5/6 39 hour, the Marked unit gains one cold effect token per warrior within the unit. Additionally, the battle's current weather immediately changes to 8
Focus Fog until the end of the current battle hour, at which point it may change during the The Changing Weather subsection of the Battle Sequence
as normal.
Rules: Once per Mark; Majority Mark; Freeze Damage; Ignores Armour; Unstable
Living Marks: The Marked warriors within the Marked unit must be enemy warriors with the Living trait.
5 Cold Blood 3 Immediate Effect: Each Different Mark within the Marked unit (that is within total focus range) must take a CONSTITUTION TEST, in this case a COLD TEST. If the COLD 9
Focus TEST is passed, nothing happens. If the COLD TEST is failed, that Different Mark suffers D5 wounds per invoked die.
Rules: Freeze Damage; Ignores Armour
Distinct Marks: The Mark must be a Distinct Marked warrior within the
10 SPea'f of Ice 34 61 0” 9” 60" 90" 2 Marked unit. 7
Sight Rules: Cold Damage; Pierce
H d " Marked Cursed Herd: the Marked unit (and so Marked warriors) may only be of the Cursed Herd realm.
11 erdca 3/4/5/6|7|8 Immediate Effect: the Marked unit gains +2 to their combat mass per Marked warrior remaining in the unit. 13
Focus Rules: Once Per Mark; Majority Mark; Transient
Marked Cursed Herd: the Marked unit (and so Marked warriors) may only be of the Cursed Herd realm.
12 Bray Immediate Effect: The Marked unit becomes a Braying unit and each Braying warrior may immediately perform an Attack action (regardless of its current vigour) upon 16
Foous any enemy unit it is engaged with or beset by.
Rules: Once per Mark; Entire Mark
. Marked Cursed Herd: the Marked unit (and so Marked warriors) may only be of the Cursed Herd realm that has at least one blood-lust token attached to it.
15 Blood Mist 3 Constant Effect: The Marked unit becomes a Blooded unit and each Blooded warrior becomes or remains frenzied. In addition to its frenzied attack die, each Blooded 15
Focus warrior gains +1 attack die per invoked die upon his primary combat weapon and +D10 MIGHT per invoked die.
Rules: Once per Mark; Entire Mark; Mutable
M _FI h Marked Man: the Marked unit (and so Marked warriors) must be of the kin Man.
14 an es| 3/4/5 Immediate Effect: all Cursed Herd units gain the ‘hate (Marked unit)’ trait. 7
Focus Rules: Once per Mark; Entire Mark; Permanent
With Marked Wood: the Marked point must be within a wooded terrain feature and so the Marked ‘unit’ is that wooded terrain feature.
15 1iher 3/4/5/6/7/8 Immediate Effect: The wooded terrain suffers D10 damage per invoked die. If the wooded terrain is thus destroyed and becomes fallen wood, any warriors within it 5
Focus suffer 2D10 damage each (see p102 of the Darklands: Second Edition rule book).




HERDTHINGS

Fomoraic (Cursed Herd) Artefact List
Up to 10% of a Fomoraic (Cursed Herd) host's cost may be spent on Herdthings.

Fomoraic (Cursed Herd) nobles of mass 10 or less may muster any artefact as an artefact option except for brands, which may only be mustered as an artefact option by warriors of Beast privilege of any mass.
Mundane artefacts may be mustered by any vassal warrior of mass 10 or less. Jealous artefacts do not allow other artefacts to be mustered with them.

Sorcerous Axe
Chaarnak's fury contained

COMBAT WEAPON ARTEFACT Attack Dice Weapon+ | M+W AttRge | Charge+ | M+W+Ch Damage*  Hands Class Weapon Artefact Rules Cost
+/1/2/3 13 +13 0.5” 1 1 Borne
Replace; Cold Damage 9+M
Cursed Cleaver +1)2 26 +26 05" 2 2 Borne Foot only
Sorcerous Cleaver L
For the herd! Cursed: the bearer gains the ‘fearsome’ trait and doubles the amount of fated damage dice caused by the Cursed Cleaver.
Gabrax only: only a warrior of the kin gabrax or gul-gabrax may bear this combat weapon artefact.
+/1(2/3/4 9 +9 0.5" 1 1 Borne
Traitor-Haft ” Add or Replace; Hook 2+M
+ B Foot onl:
Sorcerous Axe 2|*[12]3 18 +18 0.5 2 2 Su oot only
Betrayer Cloven Haft: The bearer gains the ‘forester’ ability and all strikes made with the Traitor-Haft have a -1 strike modifier. Additionally, the bearer gains +1 PACE.
Longspikes +1]2 15 +15 1" 2 1 Borme | add or Replace; Pierce; 19+M
. cego EMace 3|+/1 30 +30 1”7 3 2 Borne | Terible Damage Foot only
rcerou:
Horns of Far Thule Horns of Death: a warrior that suffers at least one fated damage die caused by Longspikes suffers 1 damage per activation (friend or enemy) until the end of the battle, until he passes a CONSTITUTION
TEST.
+/1(2|3 20 +20 0.5” 1 1 Borne Add or Replace; Hook;
Axe of Chaarnak " Vicious Damage 9+M
4|*]1]2 40 +40 0.5 2 2 Borne coreliamag Foot only

Blood-Fury: immediately after the Axe of Chaarnak successfully wounds an enemy warrior, its bearer becomes (or remains) frenzied. The extra frenzied attack dice apply immediately and so can be rolled
after the bearer has completed the Attack that wounded the enemy.

Sorcerous Spears
The death of warmth

Foot only; Replace; Impact Mighty Strike;
Tulhorns [+123 12 +12 0" 24 +24 2 L Bome e b 5+M
orns.
Impossible to avoid Inevitable: The bearer may re-roll miss dice with the Tulhorns combat weapon.
" . i
Murder Edge +/1(2/3/4 45 +45 1 2 2 Borne Add or Replace; Foot only; Vicious Damage 11+M
Sorcerous Great Cleaver Heavy: only bearers with a MIGHT of 40 or more may bear the Murder Edge.
Blooded by death Murder-lust: enemies parrying the Murder Edge do so with a +3 parry modifier. Additionally, the bearer's attack dice are increased by the amount of blood-lust tokens attached to him or his unit.
+12 12 0.5” 1 1 Borne
Axe of the Eye +12 = Add or Replace; Hook 7+M
Sorcerous Axe 7+[1 24 + 24 0.5 2 2 Borne Foot only
All-seeing influence The Eye is upon me: The bearer gains the ‘fearless’ trait and +10 AUTHORITY.
Beastblade . +1/2 23 +23 0.5” 2 1 Borne | Add or Replace; Foot only 6+M
Sorcerous Great Cleaver
The beast within Beastslayer: Fated strikes caused by the Beastblade against enemies of the class Beast or Monstrous Beast are doubled.
+12[3/4 13 +13 05" 1 1 Borme | Add or Replace; Hook;
e . place; Hook; Cold a
+M
Pale Axe of MorDeg ., %6 +26 05" 2 2 some | Damage Foot only
The cold earth awaits Cold is the Killer: if the bearer causes at least one effect hit with the Pale Axe of Mér Deg against a warrior, a further D5 further cold effect tokens are attached to that warrior.
- " Foot only; Replace; Impact Mighty Strike;
Fr(s)ost HOH:'ned ot 12 16 +16 0 32 +32 2 1 Borme | Charge+; Pierce; Cold Damage 9+M
rcerous Horns
The breath of winter Calmed: The bearer, if he is Feral, becomes Wild instead, as does any unit he has Joined.
SHOT WEAPON ARTEFACT Shoot Dice Weapon+ | M+W | MinRge | LthRge EffRge @ MaxRge = Wound* | Hands Class | Shot Weapon Artefact Rules Cost
The Pale Eye The Favour of the Ice: The bearer of the Pale Eye gains the Eye of Baalor shot weapon below.
Sorcerous Gaze Rules: Add
SHOT WEAPON Shoot Dice Gz Dmg GIDmg | MinRge LthRge | EffRge @MaxRge Damage* | Hands Class Weapon Rules 13+M
Eyes of BaEanr 12 2010 1D5 0" 0” 9" | 157 1 0 Natural | Cold Damage
orcerous Eye
Replace; Foot only; Sh Al
The Cursed Spears 12 9 +9 0" 37 | 127 | 15" 2 1 Bome 12,3 EoPiace; foor oot SHOS G IMPERs | 114
Sorcerous Spears Spears of the Herd: the bearer of The Cursed Spears gains +2D10 SKILL, rolled for in the battle rolls step of the Joining Battle Sequence.
Warlock-blessed Gabrax general only: Only warriors of the kin gabrax that is the general of the host may bear this shot weapon artefact.
" " " " Replace; Move and Shoot; Shots (2); Impetus
Gore-Spears 12 14 +14 0 3 15 18 L 1 Bome  11/2] gt pierce 3+M
Spea_rs Gorers: If at least one enemy warrior is damaged by the Gore-Spears, the bearer becomes exulted and gains as many blood tokens as he has caused damage in that Shoot action.
Drowned in biood Gabrax only: Only warriors of the kin gabrax may bear this shot weapon artefact.
Ice Shard . 1/2|3[+ mass 20 +20 0" 6" 20" 30" 1 1 Natural | Add; Pierce; Cold Damage 5+M
Spike
Born of the Ice Gabrax Sorcerer only: Only warriors of the kin gabrax that have the ‘sorcerer’ ability may bear this shot weapon artefact.
- " " " " Replace; Add; Foot only; Move and Shoot;
Fl;gosvﬁnm?s S| 12|34 11 +11 0 3 12 15 1 1 Borme |1/2| gpits (2); Impetus Shot; Cold Damage 2+M
Suffused with cold Gabrax only: Only warriors of the kin gabrax may bear this shot weapon artefact.
" " " " Replace; Foot only; Shots (3); Impetus
Lifetakers 12 12 +12 0 3 18 21 2 1 EOL 23 Shot; Pierce; Cold Damage 4+M

A Cold Death: Enemy warriors that suffer an effect hit from the Herdspears immediately become entangled. Each warrior thus entangled must perform as many Disentangle actions as he has cold effect
tokens attached to him before he is actually disentangled.
Gabrax only: Only warriors of the kin gabrax may bear this shot weapon artefact.

Add; Combat Shot Weapon; Spray; 4" Frost

Weapon Coating

Whitebreath 1123 10 +10 A 1 0 Natural Spray Template; Cold Damage 5+M
Breath Freezing: freeze continuous effect tokens are attached to enemy units on the roll of an 8 and a 9 on the shot dice and on the roll of a 1 and 0 on the evade dice. This occurs irregardless of comparative SKILL
The cold within BANDS.
" " " " Add; Move and Shoot; Shots (1); Impetus Shot;
Banebeast Y2 24 +24 0 3 15 18 2 1 ol ! Pierce; Terrible Damage 10+M
Sorcerous Spear Death Strike: fated shots caused by the Bane Spear are doubled against enemy warriors of the class Beast or Monstrous Beast. Additionally, enemies evading the Banebeast do so with a +1 evade modifier.
The bane of all beasts Gabrax only: Only warriors of the kin gabrax may bear this shot weapon artefact.
Jaw-Takers +/1(2/3/4/5/6 11 +11 0" 3” 9” 12" 2 1 Borne | 1|2 Add; Foot only; Shots (2); Impetus Shot 2+M
Th"OWi”Q, Axes Gorers: If at least one enemy warrior is damaged by the Jaw-Takers, the bearer becomes frenzied, thus gaining +1 frenzied attack die.
Chaagmuth’s legacy Gabrax only: Only warriors of the kin gabrax may bear this shot weapon artefact.
B +/1(2]3 12 +12 0" 3" 15" 18" 1 1 Borne Add; Move and Shoot; Impetus Shot; Pierce 4+M
rayspear
Sorcerous Spear 10| Returner: the Brayspear, when thrown, immediately returns to the bearer.
Hear the braying of the herds Brayer: enemy units that contain warriors damaged by the Brayspear must immediately perform a Panic reaction.
Gabrax only: Only warriors of the kin gabrax may bear this shot weapon artefact.
WEAPON COATING Weapon Coating Artefact Rules Class Cost
FI'OSt 1| Rules: Add; Cold Damage; Mundane Artefact Borne 1
Weapon Coating
Ice 2| Rules: Add; Freeze Damage Borne 3
‘Weapon Coating
BIaCkaOOd 3| Rules: Add; Death Damage; Mundane Artefact Borne 1




ARMOUR ARTEFACT Armour+ C+A Hands Class | Armour Artefact Rules Cost
Blackjaw 18 +18 0 Worn | Add or Replace 3+M
L Sorcerous Light Armour L
Blackened jaws adorn Frightful: The bearer gains the ‘fearsome’ and ‘stubborn’ traits.
Hoof-Horn 14 +14 ‘ ‘ 0 ‘ Worn ‘ Replace 6+M
Sorcerous Light Armour 2
The thundering herd Light and strong: The bearer gains +1 PACE as well as a -1 parry, evade and sight avoid modifier.
Cursed Armour 19 +19 ‘ ‘ 0 ‘ Worn ‘ Replace; Aura Parry 124+M
3
Sorcerous Hgavy Armour General: The bearer gains +2D10 AUTHORITY, rolled for in the battle rolls step of the Joining Battle Sequence.
The herd's mantie Gabrax general only: Only a warrior of the kin gabrax or gul-gabrax, and who is the general of the host, may wear this armour artefact.
Frostfur ‘ 9 +9 0 ‘ Natural ‘ Add; Resistant (Fire, Hellfire); Mundane Artefact 3+M
1 " 4
Skin
Gleaming white Matted fur: The bearer gains the ‘tough’ trait.
The White Eye ‘ 5 +5 ‘ ‘ 0 ‘ Worn ‘ Add; Mundane Artefact 1+M
Sorcerous Armour Emblem 5
The Eye protects Favoured of Baalor: the bearer of the White Eye emblem gains a -1 parry modifier.
Horngut 14 ‘ +14 ‘ 0 ‘ Worn ‘ Add or Replace 3+M
L Gutplate ©
The horns of the mighty Spiker: if the bearer has the 'bulk charger” ability, he gains +D5 impact strikes in addition to any he would normally have from that ability.
Iron Mantle 18 +18 ‘ 0 ‘ Worn ‘ Add or Replace 4+M
g Sorcerous Light Armour Z 5
Corselet of cold iron The pain of cold: The bearer gains cold damage on all of his combat weapons. Additionally, enemy warriors strike the bearer with a +1 strike modifier.
Hornboard ‘ 11 +11 1 ‘ Borne ‘ Replace; Parry 2+M
1 f 8
Shield
The horns of the dead Spiked: enemy warriors that Charge the bearer of the Hornshield suffer D5 impact strikes at the bearer's MIGHT.
Armour of Gornaak ‘ 36 ‘ +36 ‘ ‘ 0 ‘ Worn ‘Add; Thwart 9+M
Sorcerous Heavy Armour ©
Gornaak's boon Tough: the wearer of the Armour of Gornaak gains the ‘tough’ trait.
Hornhelm 7 ‘ +7 ‘ 0 ‘ Worn ‘ Add or Replace 4+M
1 10|
Helm
The horns of the strong Spiked Helm: The bearer gains +2 attack dice on any combat weapon of the type ‘horns’, which also gain the ‘pierce’ rule.
BANNER ARTEFACT Banner Artefact Rules Cost
1 Beast-Horns 1| Beast-Death: the bearer's combat weapon of the type *horn’ - and those of any unit he has Joined - gain +2 attack dice when Charging. 7+M
Sorcerous Finial
F t B Immortality awaits: D5 cold effect tokens are added to any enemy unit within host banner range of the Frost Banner. This occurs whenever the Frost Banner comes within host banner range
1 ros! anner 2| of a unit and then at the end of the battle hour, immediately before continuous effects are Quelled. 6+M
Sorcerous Banner Host Banner Bearer: only a Host Banner Bearer may bear this banner artefact.
1 Mark Of Baalor 3| Baalor's Favoured: the bearer of the Mark of Baalor, and any unit he has Joined, gain a -1 parry modifier. 8+M
Sorcerous Banner Emblem
1 cursed Banner 4| The herd's strength: The combat mass of the bearer, and any unit he has Joined, is doubled. 9+M
Sorcerous Banner
Man-Skulls Death to Men: a noble bearing the Man-Skulls banner artefact gains the ‘hate (man)’ trait and the ‘fearsome’ trait.
1 5 + Man- ; 1+M
Sorcerous Trophy Rack Any noble: Man-Skulls may be borne by any noble, not just a banner bearer.
1 Bloodbeast Banner | Lustful Beasts: The bearer, and any unit he has Joined, becomes frenzied and begins the battle with +D5 blood-lust tokens and 1 frenzied attack die. Feral warriors within the unit begin the 24M
Banner battle with 2 frenzied attack dice.
1 SSEronghOOf 7| Eager: The bearer, and any unit he has Joined, gain the ‘counter-engager’ ability. Additionally, the bearer and his unit can be under any orders and still perform a Counter-Charge reaction. 5+M
rcerous Banner
1 BeaSt'Sku"S 8| Beasts We: The bearer of the Beast Skulls, as well as any unit he has Joined, gains the ‘tough’ trait and +1 PACE. 5+M
Sorcerous Finial
. . Wing-frightener: The bearer gains the ‘terrifying’ trait. Living enemies with a FLIGHT attribute must always perform a VALOUR TEST when wishing to Engage the bearer of Carrion Spoil or the
1 Carrion Sp°|| 9 unit he has Joined, even if they are Fearless or Frenzied; if they fail their VALOUR TEST, they must perform a Panic reaction. If a Frenzied unit fails its VALOUR TEST, it will perform a Flay Combat 6+M
Sorcerous Trophy Rack Result Reaction instead of a Panic reaction.
Any noble: Carrion-Spoil may be borne by any noble, not just a banner bearer.
1 Barkbone 10| From the forest deeps: The bearer, and any unit he has Joined, gain the ‘forester’ ability. 7+M
Sorcerous Banner
INSTRUMENT ARTEFACT | Instrument Artefact Rules Cost
Doom!: Living enemy units (that are not currently Circling) that fail a DREAD TEST caused by the bearer's Daunt action must immediately perform a Panic reaction. Regardless of the result, all
a Hoof-Thunder 1| enemy units within half of the host instrument range become Slowed until the end of their next activation. 74+M
Instrument Hoofbeats: the range of the host instrument (which is the hooves of the bearer and the Provoking units) is 24” from the bearer and from any Provoking unit.
Rules: Mundane artefact. Hoof-Thunder may be mustered by any vassal herald.
Kill!: one friendly non-Allied unit in host instrument range may immediately perform a Charge action, and then a Charge Attack action - regardless of its vigour - if this tune is played. A weary
1 2| unit activated in this manner immediately suffers D10 damage (minus the amount of blood-lust tokens attached to it) before they Charge. 12
Host herald only: only host heralds may bear this instrument.
1 Blood-Drum 3 Awake!: One friendly unit that has blood-lust tokens attached to it, and that is Inspired by the bearer, becomes lively. 16+1
Sorcerous Instrument Host herald only: only host heralds may bear this instrument.
C d H The Herd's Might: If a unit is successfully Inspired by the bearer of the Cursed Horn, that unit and any friendly non-Allied unit within host instrument range instantly becomes an exulted unit
1 urse orn 4| and gain +D5 blood-lust tokens. 5+M
Sorcerous Instrument Host herald only: only host heralds may bear this instrument.
B t'B " Bellow!: one friendly non-Allied unit with the ‘roarer’ ability within host instrument range may immediately perform an embedded Roar action if this tune is played, regardless of its current
1 €as! ellow 5| vigour. Should it do so, any Living enemy unit that fails its FRIGHT TEST must immediately perform a Panic reaction, including Fearless units and Frenzied units. Frenzied units, if they fail this 6
Tune Panic reaction, will perform a Flee reaction and lose their frenzy.
H f G h Charge!: if the bearer successfully Inspires his own unit when it is Charging, one unit in host instrument range under ATTACK orders may immediately perform a Charge action simultaneously, in
1 orn o aachmor 6| the same manner as a general forces the initiative and passes the FORCING INITIATIVE TEST. 10+M
Sorcerous Instrument Host herald only: only host heralds may bear this instrument.
1 BeaSTt' Roar 7| Roar!: D5 units with the ‘roarer’ ability within host instrument range may immediately perform an embedded Roar action if this tune is played, regardless of their current vigour. 5
une
BI d_Th- t Blood!: One Frenzied non-Allied friendly unit within host instrument range may immediately perform an embedded Attack action against any enemy unit they are engaged with or beset by if this
1 00 Irs! 8| tune is played. If the Frenzied unit is weary, it will immediately suffer D10 damage (minus the amount of blood-lust tokens attached to them) before their Attack action is performed due to its 13
Tune exertions.
B Attack!: If the bearer successfully Inspires his own unit with the Bray instrument it immediately changes its orders to ATTACK orders and becomes exulted. If this is performed during an Engage
1 ray 9| and Inspire action, the Engagement action of the bearer's unit immediately becomes a Charge action if it was not already and any remaining Engage Move must be a Direct Move. 1+M
Instrument Rules: Mundane artefact. Bray may be mustered by any vassal herald.
Run!: A non-Allied friendly unit Inspired by the Hoof-Beater may i i perform an Run action (which can be an Engagement action) even if they are weary, but instead of
1 Hoof- Beater Running at twice their PACE, their RUN MOVE is 3D10". If they are weary, they immediately suffer damage equal to their RUN MOVE before any Run Move is made. Once this Run action is 8+M

Sorcerous Instrument

resolved, the unit reverts to its previous vigour state.
Banging Hooves: The host instrument range of the Hoof-Beater is 12",




TALISMAN ARTEFACT Talisman Artefact Rules Class Cost
1 Bone-Brain 4 | Thick: the bearer cannot any other heart state than resolute (so cannot be frenzied, even if he is Feral), and increases his AUTHORITY by 10. Baiia 12+M
Sorcerous Belt-Hung Skull Rules: Add; Non-sorcerer only; Jealous Artefact
X Skull of Chaarn ,| Hardened: the bearer gains the ‘tough’ trait and +2D10 CONSTITUTION, rolled for in the battle rolls step of the Joining Battle Sequence. o 6+M
Sorcerous Belt-Hung Skull Rules: Add
Crook-Tooth Tooth of Mornaak: the wearer of Crook-Tooth gains a -1 parry modifier.
1 3| Rules: Worn 3+M
Sorcerous Pendant ules: Add or Replace
Ice Pelt Resistant: Enemy Invoke actions against the bearer are performed with a +1 invoke modifier. Additionally, the bearer gains the ‘resistant (fire, hellfire)’ trait.
1 4l R Natural 5+M
Sorcerous Skin ules: Add or Replace
. The Laughter of Baalor: Each time an enemy warrior causes a fated damage die against the bearer, the bearer gains +D5 combat mass per fated damage die suffered for that
1 Shard-R| ng 5 Combat action only and becomes exulted. Additionally, he takes one blood-lust token from the enemy warrior's unit (if it had any) per fated damage die suffered, and attaches it to Natural 54+M
Sorcerous Nose Ring himself,
Rules: Add or Replace
Riven Hoof Hard to Kill: the wearer of the Riven Hoof may re-roll damage dice, including fated damage dice.
1 6 Worn 10+M
Sorcerous Pendant Rules: Add or Replace
1 Wh itefur 7 Pale Skin: when upon snow covering, the bearer of Whitefur becomes Unseen D5". Roll for this in the battle rolls step of the Joining Battle Sequence. Natural 1+M
Skin Rules: Add; Mundane Artefact
Moraine Shards Earther: the bearer's earth dice are increased by +DS5, rolled for in the battle rolls step of the Joining Battle Sequence.
1 8 5 1/2/3/4/5| worn 5+M
Sorcerous Pendant Rules: Add; Earther only
Ice blood: The bearer always counts his SKILL as being in the same SKILL BAND as an enemy warrior that wishes to Attack, Shoot or Sight Invoke against him, if their SKILL or
1 Blood of the Eye 9| TEMPER is in a higher SKILL BAND. Natural | 9+M
Sorcerous Blood Rules: Add or Replace
q Iron Shackle o Protection: the bearer gains the ‘aura parry’ rule upon all of his armour elements, and can never become entangled. Worn 6+M
Sorcerous Shackle Rules: Add or Replace
ENCHANTED ARTEFACT Enchanted Artefact Rules Class Cost
Darkstone: The Cursed Stone is a boulder object that must be modelled upon a 60mm base, and so has an object strength of 4.
The Herd Gathers: when positioned on the battlefield the Cursed Stone must be positioned within command range of the general and at the same time as his command is positioned.
If the general is the defender, the Cursed Stone may be positioned upon any point in his half of the battlefield.
c d St Threads of Darkness: the Cursed Stone affects nearby gabrax if they are within a certain range, determined when the Cursed Stone is positioned. The Cursed Stone's player must roll
1 urse one 1| 5D10, called the cursed roll, in the battle rolls step of the Joining Battle Sequence. The result is the cursed range. Object 30+M
Sorcerous Stone Defend to the Death: Friendly non-Allied units gain the ‘stubborn’ trait if the majority of that unit is within the cursed range.
Drowned in Magick: the TEMPER of all friendly non-Allied units is increased by 2D10, rolled for each time their TEMPER value is required, while the majority of their unit is within the
cursed range.
Rules: Add
Braystaff Frozen Power: The Braystaff increases the focus range of the bearer by 2D10”, rolled for immediately before any range augmentations are determined.
1 2| pules: Borne 15+M
Sorcerous Staff ules: Replace
1 Blood-Teeth 5| Killer: The bearer becomes frenzied and begins the battle with +D5 blood-lust tokens. The bearer's frenzied attack dice are equal to the amount of blood-lust tokens attached to him to Borne 4+M
Sorcerous Pendant a maximum of 5.
F t_G-ft Frosty Hand: the bearer gains the Splintershards invocation, which counts as a slaved invocation and so does not add to the bearer's animus. The bearer uses his own TEMPER for the
1 ros 1 4| purposes of Invoking. Natural 6
Sorcerous Hand Rules: Add
1 Winter's Breath 5| Winter is with us: at the start of the b§tﬂe, t‘he bearer may increase the snow covering on the battlefield to 36” x 36”. Additionally, a weather modifier of +D5 must be added to the Natural 74+M
Sorcerous Breath weather roll's result irregardless of who is making the roll.
1 Blood Gem of Aarna 6 The strength of blood: The MIGHT of the wearer is increased by +5 at the start of the battle, and then by +5 per blood-lust token attached to him. Worn 3+M
Sorcerous Pendant Rules: Add
C k d H Warlock-Horn: The bearer of the Cracked Horn increases his animus by 1, but if this extra animus is used to perform an Invoke action the bearer must roll a D5. On the roll of a 5,
1 racke orn 7| the Cracked Horn splits open and the power within it bursts forth, destroying the artefact and causing D5 wounds to the bearer. Borne 14+M
Sorcerous Belt-Hung Horn Rules: Add; Sorcerer only
H d_R- The Great Herd: The wearer's AUTHORITY is increased by 10 and both he, and any unit he has Joined, become Wild rather than Feral. Additionally, the bearer gains the ‘overlord
1 er In_g 8| (cursed herd, far thule)” muster trait, but may not muster any unit that is of the kin Man (or that contains riders of the kin Man) in his host. Worn 11+M
Sorcerous Nose Ring Rules: Add or Replace; Tarvax only
I b Frozen Hooves: at the start of the battle, the bearer must be positioned upon snow covering. Whenever the bearer Moves off the snow covering, an additional 6” x 6” snow cover
1 ceborn 9| must be placed where he finishes his Move, centred upon him. Additionally, the bearer gains the ‘camouflaged (snow)’ trait, if he did not have it already, and enemy warriors have an Natural 2+M
Sorcerous Body additional +1 shoot modifier and +1 sight invoke modifier when Shooting or Sight Invoking at the bearer.
1 Scar °f the Eye 10| Mighty: The bearer's MIGHT is increased by +5D10, rolled for in the battle rolls step of the Joining Battle Sequence. Natural 7+M
Sorcerous Scar
BRAND ARTEFACT Artefact Rules Class Cost
1 Mark of Baalor 4 | Skilled: The bearer of the Mark of Baalor gains a -1 strike modifier for all of its combat weapons. Natural 2+UM
Brand Rules: Mundane Artefact
1 Bu“-sku" 2 Thunderous Impact: the bearer of the Bull-Skull brand gains the ‘mordant’ rule on any combat weapon of the type *horns’ when it performs an impact mighty strike. Additionally, Natural 3+UM
Sorcerous Brand enemy warriors that must perform a GLASS JAW TEST as a result of a fated strike from the bearer do so with a modifier of +20.
1 Whitefur 3 Pale Skin: when upon snow covering, the bearer of Whitefur becomes Unseen D10". Roll for this in the battle rolls step of the Joining Battle Sequence. Natural 1+UM
Skin Rules: Add; Mundane Artefact
1 Ice BIOOd 4| Glacial veins: the bearer of the Ice Blood brand gains cold damage upon its primary combat weapon. Natural 1
Sorcerous Brand
1 cu rsed Breed 5| Strength Unbound: The bearer gains +5D10 MIGHT, rolled for in the battle rolls step of the Joining Battle Sequence. Natural 2+UM
Sorcerous Nose Ring
1 Blackhoof | Swift: the bearers of the Blackhoof brand increase their PACE by +1. If the bearers are draught animals, the PACE of their engine is increased by +1. Natural 2
Sorcerous Brand Rules: Mundane artefact
FrOStbu m 7| Born of the Ice: the bearer, which must have the Solitary sublcass, gains the Breath of Ice spray shot weapon as shown below. Natural
Sorcerous Brand
. SHOT WEAPON Shoot Dice Weapon+ | M+W MinRge | LthRge | EffRge | MaxRge Damage* | Hands Class | Weapon Rules 6+M
Frost Breath 30 +30 6" 1 0 Worn | Cold Damage
Spray
[T TT
Snowbeast Drift-lurker: The bearer of this brand (including any riders) gains the ‘camouflaged (snow)’ trait, if it did not have it already. Additionally, the bearer may be placed upon SCOUT
1 8 S N 3 N Natural 3+UM
Sorcerous Brand orders and may perform an Emerge action (including an Ambush action) from snow covering.
N Burn-Scars o| Burnt: Warriors with the Burn-Scars brand gain the ‘resistant (fire, hellfire)" trait. Natural 2
Rules: Mundane Artefact atura
Sorcerous Brand
1 Horn-Fury 10| Killer: The bearer becomes frenzied, if it was not already, and begins the battle with +D10 blood-lust tokens and +D5 frenzied attack dice on its primary combat weapon, both rolled Natural 2+UM

Sorcerous Brand

for in the battle rolls step of the Joining Battle Sequence.




GUL-GABRAX UNDAIN

GAB-rax UN-dayn

Kindred Realm Kin Class Privilege Acuity Ubiquity Ha;ds UmtIS|ze Cost
Fomoraic Cursed Herd Gabrax Warlord Noble Wwild Uncommon Mass Base Size ‘ 60
2 40mm \
GUL-GABRAX UNDAIN Pace Skill Might Constitution Wounds Fortitude Authority Temper
Camouflaged (snow); Frost Blood; Insensate;
Strength in Numbers; Fearsome 5 61 6 1 48 12 84 70 23
Abilities Bulk Charger
Wound Track 1/2|3]4|5(6|7|8]9|10/11/12
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W+Ch Damage* | Hands Class | Weapon Rules
" War Cleaver 12/345/6!7 19 80 17 2 2 Borne
Great Cleaver
2 HOI:'I Butt 12 12 73 0" 24 97 1 0 Natural | Foot only; Impact Mighty Strike; Charge+
orns
ARMOUR Armour+ C+A Hands Class Armour Rules
; Gutplate 3 51 0 o
Gutplate
ARMOUR OPTIONS Armour+ C+A with option Hands Class Armour Rules Cost
1 Mail and Plate Heavy Armour 14 65 0 Worn | Add 2
2 Jawhelm Heimet 5 56 | rew 70 0 Worn | Add 1
FMR-CHD-1401 - Chaaruch the Despoiler
CHAAGMUTH THE JAW-TAKER
KAG-muth dha JOR-TAY-kar
. . - " I Hands Unit Size
Kindred Realm Kin Class Privilege Acuity Ubiquity P 1 Cost
Fomoraic Cursed Herd Gabrax Warlord Noble Trained Unique + Rare Mjss Ba3s0emi:ze } 68
HAAGMUTH THE JAW-TAKE Pace Skill Might Constitution Wounds Fortitude Authority Temper
Camoufiaged (snow); Frost Blood; Tough;
Insensate; Strength in Numbers 5 72 5 5 44 9 83 85 18
Abilities
Wound Track 1/2(3/4|5/6/7(8|9
COMBAT WEAPON Attack Dice Weapon+ |  M+W AttRge | Charge+ | M+W+Ch Damage* | Hands Class | Weapon Rules
12|34 7 " B
: War Cleaver 34]516/7/8 9 64 05 1 1 ome
Cleaver 1(2/3|4/5/6|7 18 73 05" 2 2 Borne
2 HOan Butt 12 9 64 0” 19 83 1 0 Natural | Foot only; Impact Mighty Strike; Charge+
orns
SHOT WEAPON OPTIONS Shoot Dice Weapon+| M+W Min Rge | LthRge | Eff Rge | Max Rge | Damage* | Hands Class Shot Weapon Rules
1 Throwing Cleavers Cleavers 1|2 9 64 0" 3” 9”7 127 1 1 Borne | Add; Mounted Only 2
ARMOUR Armour+ | C+A Hands | Class | Armour Rules
] Mail and Plate 13 57 0 -
Heavy Armour
MOUNT OPTIONS Mount Option Rules Mass Mount+ C+A Cost
Chaantaak Ardent Mount May ride Chaantaak; Gains the Flanker ability 4 8 65 41
ARTEFACTS Teeth Dice Artefact Rules
Jaw Teeth: In the battle roll sequence Chaagmuth's player must roll a D10, called the jaw roll, the result of which is the amount of teeth (in the form of teeth dice) left upon the
JaW-Tooks Jaw-Tooks pendant when the battle begins. This should be marked on the Artefact Line to the left.

Sorcerous Pendant
Crunch, crunch, crunch, raaagh!

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

Tooth Cruncher: Chaagmuth the Jaw-Taker may consume up to three teeth per battle hour, as long as he has enough teeth dice remaining, at the beginning of an activation

before performing any actions. This reduces the teeth dice total by the amount of teeth consumed. Each consumed tooth increases Chaagmuth's current MIGHT and TEMPER
attributes by D10 until the end of the current activation to a maximum of 99. This can increase Chaagmuth's MIGHT and TEMPER attributes beyond their base value.

FMR-CHD-0301 - Chaagmuth the Jaw-Taker

CHAANTAAK

KAN-tak
. . . . P Hands Unit Size
Kindred Realm Kin Class Privilege Acuity Ubiquity 0 1+/24/3 Cost
. Beast Mass Base Size \
Fomoraic Cursed Herd Toracx Ardent Mount Beast Feral Uncommon 2 Z0x40mm ‘ 39
CHAANTAAK Pace Skill Might Constitution Wounds Fortitude Authority Temper
le: flaged ); Frost Blood; Ir te;
s i 7 21 51 42 10 57 35 34
Abilities Bulk Charger
Wound Track 12]3]4|5/6|7/8/ 9|10
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W+Ch Damage*  Hands Class | Weapon Rules
1 Gorln_rg k-SrUSks 1/2/3/4|5/6 10 61 0.5" 10 71 2 0 Natural | Impact Strike; Charge+; Pierce
us}
q MauI|B|_1tg Bite 1l2/3 10 61 0" 1 0 Natural
ite
2 Trampling Hooves 12/3]4 5 56 0” 1 0 Natural | Sightless Strike
Trample
ARMOUR Armour+ C+A Hands Class | Armour Rules
q Jawhelm 13 55 0 Worn
Barding
ARTEFACTS Artefact Rules
Jaw-Givers Jaws: If Chaagmuth the Jaw-Taker is riding Chaantaak and his Jaw-Tooks pendant has no teeth dice remaining, he may take another jaw from the Jaw-Givers trophy rack at the beginning of his next activation,

Trophy Rack

perform another jaw roll and then consume teeth as per the Jaw-Tooks artefact.

FMR-CHD-0302 - Chaagmuth the Jaw-Taker




GABRAX UNDAIN

GAB-rax UN-dayn

Kindred Realm Kin Class Privilege Acuity Ubiquity Ha; ds Un|t15|ze Cost
Fomoraic Cursed Herd Gabrax Warlord Noble Trained Uncommon Malss Ba3s0emsnl]ze 44
GABRAX UNDAIN Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Camouflaged (snow); Frost Blood; Insensate;
Strength in Numbers; Fearsome 5 64 5 2 4 1 8 7 8 77 1 7
Abilities
Wound Track 1‘2‘3‘4 5‘7‘8‘
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W+Ch Damage* | Hands Class | Weapon Rules
12314567 " B
f War Cleaver \ ) 61 05 1 1 orne
Cleaver 1/2/3/4|5|6 18 70 05" 2 2 Borne
2 Hol:’l Butt 12 11 63 0" 23 86 1 0 Natural | Foot only; Impact Mighty Strike; Charge+
jorns.
COMBAT WEAPON OPTIONS Attack Dice Weapon+| M+W Att Rge | Charge+ | M+W+Ch Damage* | Hands Class Weapon Rules Cost
” Mounted only; Replace (Cleaver); Mounted
1 Gore Spear spear 1‘ 2‘ 3‘ 4 5‘ 5‘ 7 9 61 1.5 9 70 1 1 Bome | et Strikes Mounted Charge+ -2
SHOT WEAPON OPTIONS Shoot Dice Weapon+| M+W | MinRge | LthRge | EffRge | Max Rge | Damage* | Hands Class | Shot Weapon Rules
1 Herdspear hrowing Spear 123 9 61 0” 3” 12”7 15”7 1 1 Borne | 1| 2| Add; Foot only; Shots (2); Impetus Shot 2
1 Herdax throwing Ax 112|314 ‘ 9 61 (1 3”7 9”7 127 1 1 Borne |1 2| Add; Foot only; Shots (2); Impetus Shot 3
ARMOUR Armour+ C+A Hands Class Armour Rules
. Beaten Armour 8 49 0 .
Light Armour
ARMOUR OPTIONS Armour+ C+A with option with option Hands Class | Armour Rules Cost
1 Mail and Plate Heavy Armour 14 55 0 Worn Replace (Beaten Armour) 2
2 Shield stieid 11 60 = 66 1 Borne | Add; Parry 2
3 Hornhelm Heimet 4 53 pir] 59 +sed | 70 0 Worn | Add 1
MOUNT OPTIONS Mount Option Rules Mass Mount+ ‘ C+A Cost
Gooracx Beast Mount May ride a Gooracx; Rider gains the Flanker ability 3 13
Toracx Ardent Mount May ride a Toracx; Rider gains the Flanker ability 4 8 ‘ 49 25
MOUNT ARMOUR OPTIONS Armour+ | Gooracx | Toracx Hands Class | Armour Rules Cost
1 Sca d Barding Barding 8 57 65 0 Worn | Add; Excludes (Heavy Barding) 1
2 Beaten Barding Heavy Barding 18 67 75 0 Worn | Add; Excludes (Barding) 3
CHARIOT OPTIONS Chariot Option Rules Chariot+ C+A Cost
Gore Chariot chariot Leader May ride a Gore Chariot, replacing one Gabrax crew that is not the driver. Rider gains the Engine Leader (Gore Chariot) and Flanker abilities 6 55 43

FMR-CHD-0301 - Chaagmuth the Jaw-Taker; FMR-CHD-0305 - Goraakk the Ripper; FMR-CHD-1301- Brunchaath the Vile




GUL-GABRAX DAIN

GAB-rax DAYN

Hands

Unit Size

Kindred Realm Kin Class Privilege Acuity Ubiquity 2 1 Cost
. . - Mass Base Size \
Fomoraic Cursed Herd Gabrax Warchief Noble Wwild Uncommon 2 20mm ‘ 33
GUL-GABRAX DAIN Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Camouflaged (snow); Frost Blood; Insensate;
Strength in Numbers; Fearsome 5 5 1 5 1 42 9 76 58 2 1
Abilities Bulk Charger
Wound Track 1/2/3/4|5/6|7 8|9
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W+Ch Damage* | Hands Class | Weapon Rules
1 War Cleaver 112/3/4|5 19 70 e 2 2 Borne
Great Cleaver
2 HOI:'I Butt 1 9 60 0” 18 78 1 0 Natural | Foot only; Impact Mighty Strike; Charge+
orns.
ARMOUR Armour+ C+A Hands Class Armour Rules
1 Gutplate 2 44 0 o
Gutplate
ARMOUR OPTIONS Armour+ C+A with option Hands Class Armour Rules Cost
1 Mail and Plate Heavy Armour 13 57 0 Worn | Add 2
2 Jawhelm Heimet 3 47 | hew 60 0 Worn | Add 1
NOBLE OPTIONS Noble Option Rules Cost
Skull-Bearer Host Banner Bearer May bear the Host's Banner. Gains the Host Banner Bearer ability 8
Horn-Bearer Host Herald May bear the Host's Instrument. Gains the Host Herald ability 8
FMR-CHD-1401 - Chaaruch the Despoiler
GAB-rax DAYN
Kindred Realm Kin Class Privilege Acuity Ubiquity Ha;ds Un|t15|ze Cost
M B: i
Fomoraic Cursed Herd Gabrax Warchief Noble Wild Common alss a350emSn|]ze } 23
GABRAX DAIN Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Camouflaged (snow); Frost Blood; Insensate;
Strength in Numbers 5 5 2 44 33 6 71 64 1 5
Abilities
Wound Track 1/2(3]4|5|6
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ | M+W+Ch Damage* | Hands Class | Weapon Rules
1/2/3/4/5 5 Borne
n War Cleaver 8 52 05 1 1 r
Cleaver 1/2(3|4 17 61 0.5" 2 2 Borne
2 HOI'}:'\ Butt 1 9 53 & 18 71 1 0 Natural | Foot only; Impact Mighty Strike; Charge+
orns
COMBAT WEAPON OPTIONS Attack Dice Weapon+| M+W Att Rge | Charge+ | M+W+Ch Damage* | Hands Class Weapon Rules Cost
Barbed Whip and Cleaver 11234 Cleaver 9 53 05" 1 1 Borne
it Reple ‘Battle-Ax, -
Whip; Cleaver 12| 3] Whip 7 51 3”7 1 1 Borne RIS Goad 3
” Mounted only; Replace (Cleaver); Mounted
1 Gore Spear spear 112 3145 8 53 1.5 8 61 1 1 Borne | mmpact Strike; Mounted Charge+ o
SHOT WEAPON OPTIONS Shoot Dice Weapon+| M+W Min Rge | LthRge | Eff Rge | Max Rge | Damage* | Hands Class Shot Weapon Rules
1 Herdspear throwing spear 8 52 0" 3”7 12”7 15”7 1 1 Borne | 1| 2| Add; Foot only; Shots (2); Impetus Shot 1
! Herdax throwing Ax 1123 8 52 0” 3” 9” 12”7 1 1 Borne | 1| 2| Add; Foot only; Shots (2); Impetus Shot 2
ARMOUR Armour+ C+A Hands Class Armour Rules
1 Beaten Armour 8 41 0 N
Light Armour
ARMOUR OPTIONS Armour+ C+A with option with option Hands Class | Armour Rules Cost
1 Mail and Plate Heavy Armour 12 45 0 Worn Replace (Beaten Armour) 1
2 Shield shield 9 50 ey 54 1 Borne | Add; Parry 1
3 Hornhelm Heimet 4 45 iy 49 +Shield 58 0 worn | Add 1
NOBLE OPTIONS Noble Option Rules o
Skull-Bearer Host Banner Bearer May bear the Host's Banner. Gains the Host Banner Bearer ability 7
Horn-Bearer Host Herald May bear the Host's Instrument. Gains the Host Herald ability 7
Tor-Dain Beast Handler Muster with (Barbed Whip and Cleaver); Gains the Beast Handler (Toracx) and Flanker abilities 3
MOUNT OPTIONS Mount Option Rules Mass | Mount+ C+A Cost
Gooracx Beast Mount May ride a Gooracx; Rider gains the Flanker ability 3 11
Toracx Ardent Mount May ride a Toracx; Rider gains the Flanker ability 4 8 4 9 25
MOUNT ARMOUR OPTIONS Armour+ with mount with mount Hands Class | Armour Rules Cost
1 Scavenged Barding Barding 7 on Gooracx 48 on Toracx 56 0 Worn Add; Excludes (Heavy Barding) 1
2 Beaten Barding Heavy Barding 16 onGooracx | B 7 | on Toracx 65 0 Worn | Add; Excludes (Barding) 2
CHARIOT OPTIONS Chariot Option Rules Chariot+ | C+A Cost
Gore Chariot chariot May ride a Gore Chariot, replacing one Gabrax crew that is not the driver. Rider gains the Flanker ability. 6 47 43

FMR-CHD-0301 - Chaagmuth the Jaw-Taker; FMR-CHD-0305 - Goraakk the Ripper; FMR-CHD-1301- Brunchaath the Vile; FMR-CHD-1330- Daachuch the Broken




GABRAX ULDAIN

GAB-rax UL-dayn

Han

ds Unit Size

Kindred Realm Kin Class Privilege Acuity Ubiquity 2 1 Cost
Fomoraic Cursed Herd Gabrax Warchief Noble Wwild Common M:;ss st(]emsr:]ze } i5
GABRAX ULDAIN Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Camouflaged (snow); Frost Blood; Insensate;
Strength in Numbers 5 45 36 29 5 67 48 1 3
Abilities
Wound Track 1/2|3/4|5
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W+Ch Damage* | Hands Class | Weapon Rules
12/3/4 " Borne
n War Cleaver 8 44 | 05 1 1
Cleaver 123 17 53 05" 2 2 Borne
2 Hoan BUtt 1 9 45 0" 18 63 1 0 Natural Foot only; Impact Mighty Strike; Charge+
orns
COMBAT WEAPON OPTIONS Attack Dice Weapon+| M+W Att Rge | Charge+ | M+W+Ch Damage* | Hands Class Weapon Rules Cost
Barbed Whip and Cleaver 123 Cleaver 9 45 0.5" 1 1 Borne
1 Repl: ‘Battle-A -
Whip; Cleaver 123 Whip 7 43 37 1 1 Borne eplace (Battie-Ax) Goad 5
” Mounted only; Replace (Cleaver); Mounted
1 Gore Spear spear 11234 8 44 15 8 52 1 1 Borne | Impact Strike; Mounted Charge + o
SHOT WEAPON OPTIONS Shoot Dice Weapon+| M+W Min Rge | LthRge | Eff Rge | Max Rge | Damage* | Hands Class Shot Weapon Rules
1 Herdspear throwing spear 12 8 44 0” 3”7 12”7 15”7 1 1 Borne | 1| 2| Add; Foot only; Shots (2); Impetus Shot 1
1 Herdax throwing Ax 123 8 44 0” 3”7 9” 12”7 1 1 Borne | 1| 2| Add; Foot only; Shots (2); Impetus Shot 1
ARMOUR Armour+ C+A Hands Class Armour Rules
\ Beaten Armour 8 37 0 Natural
Light Armour
ARMOUR OPTIONS Armour+ C+A with option with option Hands Class Armour Rules Cost
1 Mail and Plate Heavy Armour 12 41 0 Worn Replace (Beaten Armour) 1
2 Shield shield 9 46 Z:ﬁz{ 50 1 Borne Add; Parry 1
3 Hornhelm Heimet 4 41 jikar] 45 +Shield 54 0 worn | Add 1
NOBLE OPTIONS Noble Option Rules Cost
Skull-Bearer Host Banner Bearer May bear the Host's Banner. Gains the Host Banner Bearer ability 7
Horn-Bearer Host Herald May bear the Host's Instrument. Gains the Host Herald ability 7
Tor-Dain Beast Handler Purchased with (Barbed Whip and Cleaver); Gains the Beast Handler (Toracx) and Flanker abilities 3
MOUNT OPTIONS Mount Option Rules Mass Mount+ C+A Cost
Gooracx Beast Mount May ride a Gooracx; Rider gains the Flanker ability 3 10
Toracx Ardent Mount May ride a Toracx; Rider gains the Flanker ability 4 8 4 5 25
MOUNT ARMOUR OPTIONS Armour+ | Gooracx | Toracx Hands Class | Armour Rules Cost
1 Scavenged Barding sarding 7 44 52 0 Worn | Add; Excludes (Heavy Barding) 1
2 Beaten Barding Heavy Barding 16 53 61 0 Worn Add; Excludes (Barding) 2
CHARIOT OPTIONS Chariot Option Rules Chariot+ C+A Cost
Gore Chariot chariot May ride a Gore Chariot, replacing one Gabrax crew that is not the driver. Rider gains the Flanker ability. 6 43 43
FMR-CHD-0301 - Chaagmuth the Jaw-Taker; FMR-CHD-0305 - Goraakk the Ripper; FMR-CHD-1301- Brunchaath the Vile; FMR-CHD-1330- Daachuch the Broken
GABRAX GORE-HORN
GAB-rax GOR-horn
Kindred Realm Kin Class Privilege Acuity Ubiquity Ha;ds Un|t15|ze Cost
Fomoraic Cursed Herd Gabrax Warchief Noble wild Uncommon Mjss Ba3s0emsn|]ze } 36
GABRAX GORE-HORN Pace Skill Might Constitution Wounds Fortitude Authority Temper
Camoufiaged (snow); Frost Blood; Insensate;
Strength in Numbers 5 67 45 36 7 77 63 1 6
Abilities Host Champion
Wound Track 112(3/4|5/6|7
COMBAT WEAPON Attack Dice Weapon+  M+W | AttRge | Charge+ M+W+Ch Damage*  Hands Class | Weapon Rules
1/2/3/4|5|6 " Borne
; War Cleaver 9 54 05 1 1 r
Cleaver 1/2/3/4/5 18 63 0.5"” 2 2 Borne
2 Gore-Horn 12 12 57 0" 24 81 1 0 Natural | Foot only; Impact Mighty Strike; Charge+
Horns
COMBAT WEAPON OPTIONS Attack Dice Weapon+| M+W Att Rge | Charge+ | M+W+Ch Damage* | Hands Class Weapon Rules Cost
1 Two Cleavers cicavers 1234|5678 9 54 0.5” 1 2 Borne | Replace (Cleaver); Quick Strike (1]
” Mounted only; Replace (Cleaver); Mounted
1 Gore Spear spear 1234 8 44 1.5 8 52 1 1 Borne | 1pact Strike; Mounted Charge+ 6
ARMOUR Armour+ C+A Hands Class Armour Rules
; Mail and Plate 14 50 0 Natural
Heavy Armour
ARMOUR OPTIONS Armour+ C+A with options Hands Class Armour Rules Cost
2 Shield spicid 9 59 1 Borne Add; Parry 2
3 Hornhelm Helmet 4 54 +Shield 63 0 Worn | Add. 1
MOUNT OPTIONS Mount Option Rules Mass Mount+ C+A Cost
Gooracx Beast Mount May ride a Gooracx; Rider gains the Flanker ability 3 13
Toracx Ardent Mount May ride a Toracx; Rider gains the Flanker ability 4 8 58 25
Tarvocx Ardent Mount May ride a Tarvocx; Rider gains the Flanker ability 8 15 65 80
MOUNT ARMOUR OPTIONS Armour+ | Gooracx | Toracx | Tarvocx Hands Class | Armour Rules Cost
1 scavenged Barding Barding 7 54 62 69 0 Worn Add; Excludes (Heavy Barding) 1
2 Beaten Barding Heavy Barding 16 63 71 78 0 Worn | Add; Excludes (Barding) 2
CHARIOT OPTIONS Chariot Option Rules Chariot+ | C+A Cost
Gore Chariot chariot May ride a Gore Chariot, replacing one Gabrax crew that is not the driver. Rider gains the Flanker ability. 6 56 43

FMR-CHD-0301 - Chaagmuth the Jaw-Taker; FMR-CHD-0305 - Goraakk the Ripper; FMR-CHD-1301- Brunchaath the Vile; FMR-CHD-1330- Daachuch the Broken




GABRAX WARLOCK

GAB-rax WOR-lok

Hands Unit Size

Kindred Realm Kin Class Privilege Acuity Ubiquity 2 1 Cost
. . - Mass Base Size \
Fomoraic Cursed Herd Gabrax Warchief Noble Wild Uncommon 1 30mm ‘ 37
GABRAX WARLOCK Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Camouflaged (snow); Frost Blood; Insensate;
Strength in Numbers 5 34 36 3 1 5 68 3 2 5 7
Abilities Augurer; Dissipater; Earther; Sorcerer [Herdspells] (1) Focus Range: 8”
Wound Track 12]3]4]s5 Earth Dice: (1|23 4
COMBAT WEAPON Attack Dice Weapon+ | M+W Att Rge | Charge+ | M+W+Ch Damage* | Hands Class | Weapon Rules
1 Saw Sword 1213 8 44 05" 1 1 Borne | Parry
Sword
2 Ice Staff 1 3 39 05" 1 1 Borne Ice Staff Artefact; Cold Damage
Sorcerous Staff
ARMOUR Armour+ C+A Wound- Hands Class Armour Rules
. Scavenged Armour 5 36 0 Worn
Light Armour
ARTEFACTS Artefact Rules
1 Isce Stsaffff The Power of the Ice: The Ice Staff increases the Power value of any invocation by 2D10, called an Ice Staff roll, each time an invocation is attempted.
orcerous Stat
ARTEFACT OPTION Artefact Rules o
Darkstone: The Darkstone is a boulder object that must be modelled upon a 60mm base, and so has an object strength of 4.
Darkst The Herd when jtic on the a Gabrax Warlock must position the Darkstone within his command range.
2 arl 5 one Threads of Darkness: the Darkstone affects nearby Gabrax if they are within a certain range, ined when the D: is positic The Gabrax Warlock's player must roll 5010, called 20
Object the Darkstone roll. The result is the Darkstone range.
Defend to the Death: A unit of Gul-Gabrax, Gabrax, Marbrax or Gabrox, including any nobles of such Kin, gain the 'stubborn’ trait if the majority of that unit is within the Darkstone range.
MOUNT OPTIONS Mount Option Rules Mass | Mount+ C+A Cost
Gooracx Beast Mount May ride a Gooracx; Rider gains the Flanker ability 3 11
Toracx Ardent Mount May ride a Toracx; Rider gains the Flanker ability 4 8 44 25
MOUNT ARMOUR OPTIONS Armour+ | Gooracx | Toracx Hands Class | Armour Rules Cost
1 Scavenged Barding Barding 7 43 51 0 Worn | Add; Excludes (Heavy Barding) 1
2 Beaten Barding Heavy Barding 16 52 60 0 Worn | Add; Excludes (Barding) 2
CHARIOT OPTIONS Chariot Option Rules Chariot+ | C+A Cost
Gore Chariot chariot May ride a Gore Chariot, replacing one Gabrax crew that is not the driver. Rider gains the Flanker ability. 6 42 43
FMR-CHD-1360 - Aanchuth the Cursed
GAB-rox
Kindred Realm Kin Class Privilege Acuity Ubiquity Haznds Un|t15|ze Cost
Fomoraic Cursed Herd Gabrox Warchief Vassal wild Uncommon M:SS Bassoemsnl]ze | 45
GABROX DAIN Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Camouflaged (Snow); Frost Blood; Insensate;
Fearsome; Strength in Numbers 6 48 5 2 48 1 1 6 5 49 28
Abilities Bulk Charger; Roarer
Wound Track 1/2(3|4|5/6|7|8|9 1011
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge  Charge+ M+W+Ch Damage*  Hands Class | Weapon Rules
1 War Axe 1/2/3/4/5/6 18 70 K& 2 2 Borne
Great Axe
2 HOI‘}:’I Butt 1213 10 62 0" 20 82 1 0 Natural | Impact Mighty Strike; Charge+
orns
ARMOUR Armour+ C+A Hands Class Armour Rules
1 Beaten Armour 8 56 0 Worn
Light Armour
ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
1 Mail and Plate reavy Armour 13 61 0 Worn Replace (Beaten Armour) 1
NOBLE OPTIONS Noble Option Rules e
Skull-Bearer Host Banner Bearer May bear the Host's Banner. Gains the Host Banner Bearer ability 9
FMR-CHD-?
TAR-vax DAYN
H it Si
Kindred Realm Kin Class Privilege Acuity Ubiquity a;ds Uni 1 ize Cost
M B: i
Fomoraic Cursed Herd Tarvax Warchief Noble Feral Uncommon gss assoemSn:ze } 53
TARVAX DAIN Pace Skill Might Constitution Wounds Fortitude Authority Temper
Camoufiaged ); Frost Blood; I te;
amouflage (Sno;';)arsgonie Jood; Insensate, 6 53 55 53 13 66 55 35
Abilities Bulk Charger; Roarer
Wound Track 1|2(3|4|5|6|7|8|9 10111213
COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ | M+W+Ch Damage* Hands Class Weapon Rules
1 BroaAtx:l Axe 112/3/4/5/617 17 72 i 2 2 Borne
e
2 HOan Butt 1|2 12 67 0” 24 91 1 0 Natural | Impact Mighty Strike; Charge+
orns
ARMOUR Armour+ C+A Hands Class Armour Rules
, Scavenged Armour 4 57 0 o
Light Armour
ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
1 Beaten Armour Light Armour 8 61 0 Worn 5;5’7,?:'&{)5“””95" Armot)/{Exclces (el 1
1 Mail and Plate Heavy Armour 17 7 0 0 Worn ﬁf; lzyaflg(Scaveng AT B EEES (T 2
NOBLE OPTIONS Noble Option Rules o
Skull-Bearer Host Banner Bearer May bear the Host's Banner. Gains the Host Banner Bearer ability 10

FMR-CHD-1511 - Ckaarakk




GUL-GABRAX

gul-GAB-raks
. . - . _— Hands Unit Size
Kindred Realm Kin Class Privilege Acuity Ubiquity 2 34/74/15 Cost
Fomoraic Cursed Herd Gabrax Infantry High Born Vassal Wwild Common M:;SS stoemsnl]ze } 15
GUL-GABRAX Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Camouflaged (snow); Frost Blood; Insensate;
Strength in Numbers; Fearsome 5 34 42 3 1 7 66 18 19
Abilities Bind+ (Marbrax, Gabrax, Slan-Gabrax, Gabrox, Gul-Gabrox); Bulk Charger
1{2]3]4|5/6|7 661‘1234567 GG2|1/2(3]4|5/67 GG3‘1234567 GG4|1/2(3|4|5/67 GG5‘1234567 GG6|12|3|4|5/67 GG7‘1234567 GG81134567GG9‘1234557GG10
12]3]4|5]6|7 GG11|1|2(3|4|5/6|7 GG12|1|2(3|4|5/6|7 GG 13|1]2|3|4|5/6|7 GG14|1|2|3|4|5/6/7 GG 15
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ | M+W+Ch Damage* | Hands Class | Weapon Rules
1 War Cleaver 1213 18 60 iz 2 2 Borne
Great Cleaver
2 Horn Butt 1 8 50 " 16 66 1 0 Natural | Impact Mighty Strike; Charge+
Horns
ARMOUR Armour+ C+A Hands Class Armour Rules
2 Beaten Armour 8 39 0 Worn
Light Armour
ARMOUR OPTIONS Armour+ C+A Hands Class Armour Rules Cost
1 Mail and Plate Heavy Armour 14 45 0 Worn Replace (Beaten Armour) 1
UNIT OPTIONS Unit Option Rules Cost
Guldain Champion One Gul-Gabrax becomes the mustered champion, who gains +1 attack die on his primary combat weapon 4
Tusk Bearer sanner Bearer One Gul-Gabrax becomes the mustered banner bearer 3
Horn Blower Herald One Gul-Gabrax becomes the mustered herald 3
FMR-CHD-2910 - Gaalgar's Herd
GAB-raks
Hands Unit Size
Kindred Realm Kin Class Privilege Acuit Ubiqui Cost
9 v quity 2 5+/204/30
Fomoraic Cursed Herd Gabrax Infantry Vassal Wwild Common Mass Base Size 4]
1 30mm
GABRAX Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Camoufiaged (snow); Frost Blood; Insensate;
Strength in Numbers 5 31 36 26 4 62 11 12
Abilities Bind (Marbrax, Slan-Gabrax, Gabrox, Gul-Gabrox); Bound (Gul-Gabrax)
1)2(3|4 Gabrax 1(1(2|3|4 Gabrax 2 (1(2|3|4 Gabrax3(1/2|3|4 Gabrax 4|1/2|3|4 Gabrax 5|1]2 3|4 Gabrax 6|12 (3|4 Gabrax 7 |1/2|3|4 Gabrax 8|12 (34 Gabrax 9|12 (3|4 Gabrax 10
1)2{3|4 Gabrax 111/2 3|4 Gabrax 12|1/2 3|4 Gabrax 13|1/2 3|4 Gabrax 14|1/2 3|4 Gabrax 15 (12|34 Gabrax 16 |1 |23 |4 Gabrax 17 | 1|23 |4 Gabrax 18 |1 (2|34 Gabrax 19 1|23 |4 Gabrax 20
1)2{3|4 Gabrax21|1/2/3|4 Gabrax 22 |1/2 3|4 Gabrax 231|234 Gabrax 241|234 Gabrax 25 (12|34 Gabrax 26 |1 2|3 |4 Gabrax 27 |1]2|3 |4 Gabrax 28 |1 (2|34 Gabrax 29 1|23 |4 Gabrax 30
COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ | M+W+Ch Damage* = Hands Class Weapon Rules
1 War Cleaver 1|2 16 52 i 2 2 Borne
Great Cleaver
2 Hoan Butt 1 8 44 0” 16 60 1 0 Natural | Impact Mighty Strike; Charge+
orns
ARMOUR Armour+ C+A Hands Class Armour Rules
7 Beaten Armour 7 33 0 i
Light Armour
ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
1 Mail and Plate Heavy Armour 14 40 0 Worn | Replace (Beaten Armour) 1
UNIT OPTIONS Unit Option Rules o
Guldain Champion One Gabrax becomes the mustered champion, who gains +1 attack die on his primary combat weapon 3
Tusk Bearer sanner Bearer One Gabrax becomes the mustered banner bearer 2
Horn Blower Herald One Gabrax becomes the mustered herald 2
FMR-CHD-2660 - Baagath's Herd
ROR-GABRAX
ror-GAB-raks
. . - . I Hands Unit Size
Kindred Realm Kin Class Privilege Acuity Ubiquity 2 54/10+/20 Cost
. Mass Base Size \
Fomoraic Cursed Herd Gabrax Infantry Vassal Feral Common 1 30omm ‘ 14
ROR-GABRAX Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Camouflaged (snow); Frost Blood; Insensate;
Strength in Numbers 5 42 36 28 4 6 2 18 19
Abilities Bind (Tarvax, Gul-Tarvax)
11234 RG1|1/2|3]4 RG2|1/2(3]4 RG3|1(2(3|4 RG4 (12|34 RG5|1/2(3|4 RG6|1/2(3 /4 RG7|1/2(3|4 RG8|1/2(3|4 RG9 (12|34 RG 10
1)2(3]4 RG11|1/2(3/4 RG12|1/2(3|4 RG13|1/2(3/4 RG14|1/2(3/4 RG15(1/2(3/4 RG16(1(2(3]4 RG17(1/2(3|4 RG18(1/2(3]4 RG19(1(2(3]4 RG 20
COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ | M+W+Ch Damage* Hands Class Weapon Rules
i Cleavers 12/3/4l5 16 52 17 1 2 Bore | Quick Strike
Cleaver
2 HOan Butt 1 8 44 0" 16 60 1 0 Natural | Impact Mighty Strike; Charge+
orns
ARMOUR Armour+ C+A Hands Class Armour Rules
. Beaten Armour 6 34 0 o
Light Armour
UNIT OPTIONS Unit Option Rules o
Guldaii Champion One Ror-Gabrax becomes the mustered champion, who gains +1 attack die on his primary combat weapon 3

FMR-CHD-2720 - Gaath's Herd




SLAN-GABRAX

slan-GAB-raks
. . - . _— Hands Unit Size
Kindred Realm Kin Class Privilege Acuity Ubiquity 2 5+/5+/10 Cost
. - Mass Base Size \
Fomoraic Cursed Herd Gabrax Infantry Vassal wild Common 1 30mm ‘ o
SLAN-GABRAX Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Camouflaged (snow); Frost Blood; Insensate;
i Sgrengt;/ in Numbers/ / 5 30 34 24 4 56 1 1 1 1
Abilities Bound (Gul-Gabrax, Gabrax)
1]2]3]a sG1[1]23]4 sG2|1|2[3]4 s63[1[2]3] sG4[1[23]4 s65[1]2]34 5G6[1[2]34 567[1]2[3]4 s68[1[2]3[4 569[1[2[3]4 5G 10
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W+Ch Damage* | Hands Class | Weapon Rules
L Herdspear 11213 8 42 15" 1 1 Borne
Spear
2 Horn Butt 1 6 40 0" 12 52 1 0 Natural | Impact Mighty Strike; Charge+
Horns
SHOT WEAPON Shoot Dice Weapon+| M+W | MinRge LthRge EffRge | MaxRge | Damage*  Hands Class | Shot Weapon Rules
1 Herdspear 1 8 42 0" 3” 12" 15" 1 1 Borne | 1|2 Shots (2); Impetus Shot
Throwing Spear
SHOT WEAPON OPTIONS Shoot Dice Weapon+| M+W Min Rge | LthRge | Eff Rge | Max Rge | Damage* | Hands Class | Shot Weapon Rules
1 Herdax Throwing Ax 12 8 42 0” 3” 9”7 12”7 1 1 Borne | 1| 2| Replace (Herdspear); Shots (2); Impetus Shot (1]
ARMOUR Armour+ C+A Hands Class Armour Rules
\ Beaten Armour 6 30 0 -
Light Armour
UNIT OPTIONS Unit Option Rules =
Guldain crhampion One Slan-Gabrax becomes the mustered champion, who gains +1 attack die on his primary shot weapon 3
FMR-CHD-2xxx - ?
MAR-braks
Hand: Unit Si
Kindred Realm Kin Class Privilege Acuity Ubiquity a; s 5:;'20:/14% Cost
M B: i
Fomoraic Cursed Herd Marbrax Infantry Vassal Wild Common alss a3sOemSn:ze } 4
MARBRAX Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Camoufiaged (snow); Frost Blood; Insensate;
Strength in Numbers 5 21 26 16 3 55 10 10
Abilities Bound (Gul-Gabrax, Gabrax); Worthless
1)2)3 Marbrax 1 (1|23 Marbrax 2 (1|23 Marbrax 3|1/2|3 Marbrax 4 (1|23 Marbrax 5 (1|2 |3 Marbrax 6 (1|2 |3 Marbrax 7 (1|23 Marbrax 8 (1|23 Marbrax 9 (1|23 Marbrax 10
123 Marbrax 11 1|23 Marbrax 12| 1|23 Marbrax 13| 1|23 Marbrax 14| 1|23 Marbrax 15 (1|23 Marbrax 16 (1|23 Marbrax 17 (1|23 Marbrax 18 (1|23 Marbrax 19 (1|23 Marbrax 20
1)2(3 Marbrax 21 |1(2|3 Marbrax 22 123 Marbrax 23 (123 Marbrax 24 [ 123 Marbrax 25 |1 (2|3 Marbrax 26 |1 (2|3 Marbrax 27 | 123 Marbrax 28|12 |3 Marbrax 29|12 |3 Marbrax 20
1)2)3 Marbrax 31|1(2|3 Marbrax 33 123 Marbrax 33 123 Marbrax 34 123 Marbrax 35123 Marbrax 36 | 1|23 Marbrax 37 |12/3 Marbrax 38 |1 /2|3 Marbrax 39 |1/2|3 Marbrax 40
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge  Charge+ M+W+Ch Damage*  Hands Class | Weapon Rules
A Runt-Spear 1203 8 34 17 1 2 Borne
Spear
SHOT WEAPON OPTIONS Shoot Dice Weapon+ M+W Min Rge | Lth Rge Eff Rge | Max Rge | Damage* | Hands Class Shot Weapon Rules
1 Runt-Spear throwing Spear 1 8 34 0” 3” 127 15”7 1 1 Borne | 1| 2| Add; Foot only; Shots (2); Impetus Shot 1
1 Runt-Ax Throwing Ax 12 8 34 0” 37 9” 12”7 1 1 Borne | 1| 2| Add; Foot only; Shots (2); Impetus Shot 1
ARMOUR Armour+ C+A Hands Class Armour Rules
.  Scavenged Armour 4 20 0 R
Light Armour
UNIT OPTIONS Unit Option Rules T
Guldain champion One Gabrax becomes the mustered champion, who gains +1 attack die on his primary combat weapon 3
Tusk Bearer sanner Bearer One Gabrax becomes the mustered banner bearer 2
Horn Blower terald One Gabrax becomes the mustered herald 2

FMR-CHD-2xxx - ?




TARVAX

TAR-vaks
. . - . _— Hands Unit Size
m
Kindred Realm Kin Class Privilege Acuity Yy 2 34/54/10 Cost
Fomoraic Cursed Herd Tarvax Monstrous Infantry Vassal Feral Uncommon M:;SS Bassoemsnl]ze 28
TARVAX Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Camouflaged (snow); Frost Blood; Insensate;
g 6 37 47 42 11 71 28 32
Abilities Bound (Ror-Gabrax); Bulk Charger; Roarer
1]2|3]4[5/6|7(8 9 10/11 Tarvax 1|1/2/3|4|5/67|8 91011 Tarvax 2|1/2|3|4|5/6/7|8|9 10111 Tarvax 3|1(23/4|5/6/7|8|9 1011 Tarvax 4|1/2|3]4|5/6|7|8 91011 Tarvax 5
1/2/3/4(5/6(7 8/|910/11 Tarvax 6|1(2(3|4/5/6|7|8|9 1011 Tarvax 7|1|2(3|4/5/6|7|8|9 1011 Tarvax 81|23 /45 6|7|8|9 1011 Tarvax 9|1(2(3|4|5|6|7 8|9 1011 Tarvax 10
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge  Charge+ M+W+Ch Damage*  Hands Class | Weapon Rules
, Brutal Club ‘5‘ 6 | 63 17 2 2 | some
Great Axe
2 Horn BUtt 1 10 57 0" 20 77 1 0 Natural Impact Mighty Strike; Charge+
Horns
ARMOUR Armour+ C+A Hands Class Armour Rules
. Scavenged Armour 5 47 0 -
Light Armour
ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
1 Beaten Armour Light Armour 9 51 0 Worn Replace (Scavenged Armour) 1
UNIT OPTIONS Unit Option Rules Cost
Guldain champion One Tarvax becomes the mustered champion, who gains +1 attack die on his primary combat weapon 6
Tusk-Bearer Banner Bearer One Tarvax becomes the mustered banner bearer 4
FMR-CHD-3310 - Raackanasck's Herd
GUL-TARVAX
GUL TAR-vaks
. . - . i Hands Unit Size
Ub
Kindred Realm Kin Class Privilege Acuity quity 2 1+/34/5 Cost
Fomoraic Cursed Herd Gul-Tarvax Monstrous Infantry Vassal Feral Uncommon Miss Bassoemsr:]ze 37
GUL-TARVAX Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Camouflaged (snow); Frost Blood; Insensate;
TR s 6 27 53 51 13 76 32 38
Abilities Bound (Ror-Gabrax); Bulk Charger; Roarer
1‘2‘3‘4‘5‘6 8‘9‘10‘11‘12‘13‘ Gul-Tarvax 1 1‘ 3‘4‘5‘5 ‘9‘1011‘11‘13‘ Gul-Tarvax 2 1‘2‘3‘4‘5 6‘7‘8‘9‘1011‘11‘13‘ Gul-Tarvax 3 1‘2‘3‘4‘5 5‘7‘8‘9‘1011‘12‘13‘ Gul-Tarvax4|1‘z 4‘5‘6‘7‘8‘9‘10‘11‘12‘13‘ Gul-Tarvax 5
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W+Ch Damage* | Hands Class | Weapon Rules
a Mighty Club ‘5‘5‘ 18 71 27 2 2 Borne
Great Axe
7 Hoan Butt 1l2 10 63 0” 20 83 1 0 Natural | Impact Mighty Strike; Charge-+
orns.
ARMOUR Armour+ C+A Hands Class | Armour Rules
, Scavenged Armour 5 56 0 .
Light Armour
ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
1 Beaten Armour Light Armour 9 60 0 Worn Replace (Scavenged Armour) 1
UNIT OPTIONS Unit Option Rules Cost
Guldain champion One Gul-Tarvax becomes the mustered champion, who gains +1 attack die on his primary combat weapon 6

FMR-CHD-3710 - ?




GABROX

GAB-rox
. . - . _— Hands Unit Size
Ut
Kindred Realm Kin Class Privilege Acuity Yy 2 34/54/10 Cost
Fomoraic Cursed Herd Gabrox Monstrous Infantry Vassal Wwild Uncommon Mgss Bassoemsnl]ze 25
GABROX Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Camouflaged (snow); Frost Blood; Insensate;
Fearsome; Strength in Numbers 6 34 44 38 9 60 2 1 25
Abilities Bind (Gul-Gabrox); Bound (Gul-Gabrax, Gabrax); Bulk Charger; Roarer
1 4|5(6(7(89 Gabrox 1]1/2(3|4|5/6/7|8|9 Gabrox 2|1|2|3/4|5/6|7|8)9 Gabrox 3|1 /2/3/4|5/6(7|8)9 Gabrox 4|1/2(3/4|5|6/7|8|9 Gabrox 5
1 4|5/6(7(89 Gabrox 6|1/2(3/4|5/6/7|8|9 Gabrox 7[1|2|3]4|5/6|7|8]9 Gabrox 8]1/2/3/4|5/6|7|8|9 Gabrox 9|1/2(34|5|6/7|8|9 Gabrox 10
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge  Charge+ M+W+Ch Damage*  Hands Class | Weapon Rules
1 War Axe 17 61 17 2 2 Borne
Great Axe
2 Horn Butt 12 9 53 0" 18 71 1 0 Natural | Impact Mighty Strike; Charge+
Horns
ARMOUR Armour+ C+A Hands Class Armour Rules
1 Beaten Armour 8 46 0 Worn
Light Armour
ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
1 Mail and Plate Heavy Armour 12 50 0 Worn Replace (Beaten Armour) (1]
UNIT OPTIONS Unit Option Rules Cost
Guldain champion One Gabrox becomes the mustered champion, who gains +1 attack die on his primary combat weapon 6
Tusk-Bearer Banner Bearer One Gabrox becomes the mustered banner bearer 4
FMR-CHD-3210 - Graach's Herd
GUL-GABROX
GULL GAB-rox
. . - . i Hands Unit Size
Ub
Kindred Realm Kin Class Privilege Acuity quity 2 1+/34/5 Cost
Fomoraic Cursed Herd Gabrox Monstrous Infantry Vassal Wwild Uncommon Miss Bassoemsr:]ze 35
GUL-GABROX may Bind to a Skill Might Constitution  Wounds Fortitude Authority Temper
Camouflaged (snow); Frost Blood; Insensate;
Fearsome; Strength in Numbers 7 ‘ 3 1 5 2 48 1 2 58 26 3 2
Abilities Bound (Gul-Gabrax, Gabrax, Gabrox); Bulk Charger; Roarer
1‘2‘3‘4‘5‘6 8‘9‘10‘11‘12‘ Gul-Gabrox 1 1‘ 3‘4‘5‘5‘7‘&‘9‘1011‘12‘ Gul-Gabrox 2 | 1 2‘3‘4‘5 6‘7‘8‘9‘1011‘12‘ Gul-Gabrox 3 1‘2‘3‘4‘5 5‘7‘8‘9‘1011‘12‘ GuI-Gabrox4|1‘z 4‘5‘6‘7‘8‘9‘10‘11‘12‘ Gul-Gabrox 5
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W+Ch Damage* | Hands Class | Weapon Rules
N WarGIGIalve 1/2/3/4/5 18 70 2" 2 2 Borne | Switch (Cleavers)
aive
2 CI%avers 1/2/3/4/5 6‘7‘ 9 61 0.5” 1 2 Borne | Switch (War Glaive)
eaver
3 Hoan Butt 1|2 10 62 0.5" 20 82 1 0 Natural | Impact Mighty Strike; Charge+
jorns
ARMOUR Armour+ C+A Hands Class Armour Rules
2 Beaten Armour 7 55 0 Worn
Light Armour
UNIT OPTIONS Unit Option Rules o
Guldain Champion One Gul-Gabrox becomes the mustered champion, who gains +1 attack die on his primary combat weapon 7

FMR-CHD-3710 - Praach's Herd




TOR-GABRAX

TOR-gab-rax
. . - . _— Hands Unit Size
Kindred Realm Kin Class Privilege Acuity Ubiquity 2 34/34/5 Cost
. - Mass Base Size \
Fomoraic Cursed Herd Gabrax Cavalry Vassal wild Uncommon P 70x40mm ‘ 37
TOR-GABRAX Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Camouflaged (snow); Frost Blood; Insensate; 5 42 3 5 2 5 4 6 2 1 2 2 8

Strength in Numbers; Headstrong

Abilities Flanker; Bulk Charger (Toracx)
112(3|4 Tor-Gabrax 1|1/2 3|4 Tor-Gabrax 2 ‘ 1/2(3|4 Tor-Gabrax 3 ‘ 1/2(3|4 Tor-Gabrax 4 ‘ 123(4 Tor-Gabrax 5
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W+Ch Damage* | Hands Class | Weapon Rules
1 GOI‘S rlall 1203 16 51 e 2 1 Borne
ail
2 HOI:'I Butt 1 8 43 0” 16 59 1 0 Natural | Foot only; Impact Mighty Strike; Charge+
orns
ARMOUR Armour+ C+A Hands Class Armour Rules
1 Beaten Armour 7 32 0 Worn
Light Armour
2 Shield 9 41 1 Borne | Parry
Shield
Toracx
3 8 Mount
Ardent Mount 49 0
MOUNT ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
3 Sca ged Barding Barding 5 54 0 Worn | Add 1
UNIT OPTIONS Unit Option Rules Cost
Guldain Champion One Tor-Gabrax becomes the mustered champion, who gains +1 attack die on his primary combat weapon 6
Tusk Bearer Banner Bearer One Tor-Gabrax becomes the mustered banner bearer 5
Horn Blower Herald One Tor-Gabrax becomes the mustered herald 5
FMR-CHD-4650 - Baarakk's Herd
GOOR-GABRAX
GOR-gab-rax
Kindred Realm Kin Class Privilege Acuit Ubiquity Hands Unit Size Cost
9 v q 2 5+/5+/10
Fomoraic Cursed Herd Gabrax Cavaln Vassal Wild Uncommon Mass Base Size | 22
Y 3 60x35mm |
GABRAX Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Camoufilaged (snow); Frost Blood; Insensate;
Strength in Numbers 5 42 35 24 5 6 2 1 2 23
GOORACX 8 16 37 = = = = =
Abilities Flanker; Bulk Charger (Gooracx)
1]2[3]a GG 1[1[2]5]4 G-G2[1]2[3[a 6-G3[1]2[3]4 6641254 6-G5[1[2]3]4 G-G6[1[23]4 66 7[1]2[3]4 GG 8[1[23]4 669234 G-G 10
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ | M+W+Ch Damage*  Hands Class Weapon Rules
1 Gores Spear 1(2/3 8 43 1.5"” 8 51 1 1 Borne | Mounted Impact Strike; Mounted Charge+
pear
MOUNT COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ | M+W+Ch Damage* = Hands Class Weapon Rules
1 HOI’}:‘I Butt 12/3|4/5/6 8 45 0.5" 16 61 1 0 Natural | Impact Mighty Strike; Charge+
orns
1 Trampling Hooves 123 4 41 0” 1 0 Natural | Sightless Strike
Trample
MOUNT COMBAT WEAPON OPTIONS Attack Dice Weapon+ M+w Att Rge | Charge+ | M+W+Ch Damage* | Hands Class Weapon Option Rules Cost
Spik ed Champron ” Replace (Horn Butt); Impact Mighty Strike;
! Horns 1)2]34)5|6 17 54 0.5 34 88 1 0 oz Charge+; Piercing 10
ARMOUR Armour+ C+A Hands Class Armour Rules
\ Beaten Armour 7 31 0 o
Light Armour
2 Shield 9 40 1 Borne | Parry
Shield
MOUNT ARMOUR OPTIONS Armour+ C+A Hands Class Armour Rules Cost
3 Sca g d Barding Barding 5 45 0 Worn Add 1
UNIT OPTIONS Unit Option Rules =
Guldain Champion One Goor-Gabrax becomes the mustered champion, who gains +1 attack die on his primary combat weapon 5
Tusk Bearer Banner Bearer One Goor-Gabrax becomes the mustered banner bearer 4
Horn Blower Herald One Goor-Gabrax becomes the mustered herald 4

FMR-CHD-4600 - 's Herd




GORE CHARIOT

GOR CHA-ri-ot
. . - . _— Hands Unit Size
Kindred Realm Kin Class Privilege Acuity Ubiquity 0 1+/24/3 Cost
. : Chariot " Mass Base Size \
Fomoraic Cursed Herd Chariot Carriage Engine Vassal Wild Uncommon 8 90x50mm ‘ 51
. - L . - Hands " -
Kindred Realm Kin Class Privilege Acuity Ubiquity 2 Crew Size Base Size
. Infantry " Mass Driver +
Fomoraic Cursed Herd Gabrax Chariot Crew Vassal wild Common 1 2 30mm
GABRAX CREW Pace Skill Might Constitution Wounds Fortitude Authority Temper
5 31 36 26 4 62 11 12
Crew Traits & Abilities Camouflaged (snow); Frost Blood; Insensate; Strength in Numbers; Flanker; Bind Permanently (Gore Chariot); Engine Crew
1/2(3 Driver 1/1 ‘ 1/2(3 Crew 1/2 ‘ 1/2(3 Crew 1/3 ‘ 1/2(3 Driver 2/1 ‘ 1/2(3 Crew 2/2 ‘ 1/2(3 Crew 2/3 ‘ 1/2(3 Driver 3/1 ‘ 1/2(3 Crew 3/2 ‘ 1/2(3 Crew 3/3
COMBAT WEAPON Attack Dice Weapon+ | M+W Att Rge | Charge+ M+W+Ch Damage* | Hands Class | Weapon Rules
1 Gor(: Spear 1]213 8 44 15" 8 52 1 1 Borne | Mounted Impact Strike; Mounted Charge+
pear
ARMOUR Armour+ C+A Hands Class Armour Rules
. Beaten Armour 7 33 0 o
Light Armour
2 Gore Chariot 12 45 0 Engine
Engine
ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
1 Mail and Plate Heavy Armour 14 52 0 Worn Replace (Beaten Armour) 1
UNIT OPTIONS Unit Option Rules o
Guldain champion One Gabrax becomes the mustered champion, who gains +1 attack die on his primary combat weapon 3
Tusk Bearer Banner Bearer One Gabrax becomes the mustered banner bearer 2
Horn Blower Herald One Gabrax becomes the mustered herald 2
. . - N I Hands . . .
Kindred Realm Kin Class Privilege Acuity Ubiquity 0 Engine Size Base Size
Fomoraic Cursed Herd Chariot _Chariot . Engine Mindless Uncommon | Mass 1 90x50mm
Carriage Engine 4
GORE CHARIOT 0 0 52 50 8 0 0 5

Chariot Traits & Abilities

Immune (Soul, Petrification, Fume); Resistant (Death, Cold, Freeze, Venom),; Tough, Bulk Charger; Move per Draught Animal; Hang On!; Wheeled

12/3/4/5/6/7|8

GoreChariotl‘i 2/3/4/5/67|8

GoreChariot2‘1 2/3/4|5/6|7|8

Gore Chariot 3

CHARIOT COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ | M+W+Ch Damage* | Hands Class Weapon Rules
1 Swthll\xlhg Y\Iheels 112/3/4 9 61 05" 9 70 1 0 Natural | Impact Strike; Charge+; Vicious Damage
eels
CHARIOT COMBAT WEAPON OPTIONS Attack Dice Weapon+ M+w Att Rge | Charge+ | M+W+Ch Damage* | Hands Class Weapon Rules Cost
2 Yoke sPikes Spikes 12345 9 61 1”7 9 70 2 0 Natural f’/[;[:;: elmpact Strike; Charge+; Vicious Damage; 10
CHARIOT ARMOUR Armour+ C+A Hands Class | Armour Rules
q Hungd Furs 8 58 0 Natural
Hide
ARMOUR OPTIONS Armour+ C+A with option Hands Class Armour Rules Cost
2 Hung Shields shieids 8 66 0 Worn | Add 1
3 Draught A | Barding Barding 5 63 +Shields 71 0 Womn | Add 1
ENGINE OPTIONS Unit Option Rules o
Skis Additional; Each Gore Chariot gains the Skied trait 3
. . - . - Hands Draught "
L
Kindred Realm Kin Class Privilege Acuity Yy 0 Animal Size Base Size
Fomoraic Cursed Herd Gooracx B Beast Beast wild Common | Mass 2 50x30mm
east Draught Animal 3
GOORACX 8 16 37 0 0 0 0 0
Draught Animal Traits & Abilities Draught Animal; Camouflaged (snow); Frost Blood; Insensate; Bulk Charger
DRAUGHT ANIMAL COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ M+W+Ch Damage* | Hands Class Weapon Rules
1 HOI’:\ Butt 12/3/4 8 45 0.5” 16 61 1 0 Natural | Impact Mighty Strike; Charge+
jorns
7 TrampIng ‘ Hooves 1l2 4 41 0" 1 0 Natural | Sightless Strike
rample
COMBAT WEAPON OPTIONS Attack Dice Weapon+ M+W Att Rge | Charge+ M+W+Ch Damage* | Hands Class Weapon Option Rules Cost
q ” Replace (Horn Butt); Impact Mighty Strike;
1 Spiked Champron Horns 12|34 17 54 0.5 34 88 1 0 o Chgfgﬁg tom B t); Impact Mighty 8
DRAUGHT ANIMAL OPTIONS Beasts Class Mount Rules Cost
1 Toracx Ardent Draught Animal 2 Drau’:ffz; imal Réplace (Gooracx) 28
2x TORACX 7 21 42 38 9 43 23 33
Toracx Traits & Abilities Frost Blood; Insensate; Tough,; Fearsome; Bulk Charger; Flanker
1/2/3/4/5/6/7|8(9 Toracx1/1‘123456789 Toracx1/2‘123455789 Toracx2/1‘123456789 Toracx2/2‘123456789 Toracx3/1‘123456789 Toracx 3/2

?




TORACX

TOR-az
. . - . _— Hands Unit Size
m
Kindred Realm Kin Class Privilege Acuity Yy 0 1+/24/3 Cost
: Beast Mass Base Size
Fomoraic Cursed Herd Toracx Ardent Mount Beast Feral Uncommon P 70x40mm 23
TORACX Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Camoufiaged ); Frost Blood; Ir te;
R 7 21 42 38 9 43 23 33
Abilities Bulk Charger
1‘2‘3‘4‘5‘6‘7‘8‘9‘ Toracxl‘l‘z 3‘4‘5‘5‘7 aM Toracx2‘1‘1‘3 4‘5‘6‘7‘8 9‘ Toracx 3
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W-+Ch Damage*  Hands Class | Weapon Rules
1 GorlnTg k'sl'usks 1213 ‘ 4‘5 ‘ 5‘ 9 51 0.5” 9 60 2 0 Natural | Impact Strike; Charge+; Pierce
usl
1 Maulang Bite 1|2 8 50 0" 1 0 Natural
ite
2 Trampl:nngOOVeS 12 3‘ 4 46 0" 1 0 Natural | Sightless Strike
rample
ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
1 Sca g d Barding Barding 7 45 0 Worn Add; Excludes (Heavy Barding) 1
2 Beaten Barding Heavy Barding 16 54 0 Worn | Add; Excludes (Barding) 1
FMR-BLR-7900 - Taachka's Sounder
GOOR-az
Kindred Realm Kin Class Privilege Acuity Ubiquity Ha;ds Umt15|ze Cost
. Beast ] Mass Base Size
Fomoraic Cursed Herd Gooracx Mount Beast wild Common 3 60x35mm 9
GOORACX Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Camouflaged (snow); Frost Blood; Insensate 8 16 37 24 5 36 12 21
Abilities Bulk Charger; Mount or Draught Beast only
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 Hoan Butt 1213 ‘ 4‘ 8 45 0.5" 16 61 1 0 Natural | Impact Mighty Strike; Charge+
lorns
2 TrampIng ‘ Hooves 1l2 4 41 0” 1 0 Natural | Sightless Strike
rample
COMBAT WEAPON OPTIONS Attack Dice Weapon+ M+w Att Rge | Charge+ M+W+Ch Damage* | Hands Class Weapon Option Rules Cost
i Spiked Champron roms |1 234 17 54 05 34 88 1 0 Wom | Replace(Fom Butt Impact ity Srke; 5
ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
1 Sca g d Barding Barding 7 31 0 Worn Add; Excludes (Heavy Barding) 1
2 Beaten Barding Heavy Barding 16 40 0 Worn | Add; Excludes (Barding) 2

FMR-BLR-1201-700 - Brunchaath the Vile on Gooracx




TARVOCX

TAR-voz
Kindred Realm Kin Class Privilege Acuity Ubiquity Hands Un|t15|ze Cost
i Monstrous Beast Mass Base Size
Fomoraic Cursed Herd Tarvox Ardent Mount; Solitary Beast Feral Uncommon 110x60mm 77
TARVOCX Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Camouflaged (snow); Frost Blood; Gigantic;
Insensate; Tough, Terrifying 7 21 72 77 29 82 38 56
Abilities Bulk Charger; Roarer
Wound Track 1 ‘ 2 ‘ 3 ‘ 4 ‘ 5 ‘ 6 ‘ 7 ‘ 8 ‘ 9 ‘10 11‘11‘13‘14‘15 15‘17‘18‘19‘20 21‘12‘13‘14‘25 26‘27‘28‘29‘
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W-+Ch Damage*  Hands Class | Weapon Rules
q HorHI‘I Butt 1/2]3/4]5/6/7 |89 14 86 2" 28 114 1 0 Natural | Impact Mighty Strike; Charge+
orns
2 Trampling Hooves 1/2/3/4/5 7 79 0” 1 0 Natural | Sightless Strike
Trample
ARMOUR Armour+ C+A Hands Class Armour Rules
a Tougslg Hide 7 84 0 Natural
in
FMR-CHD-8585 - Gunaal
TAR-vox
Kindred Realm Kin Class Privilege Acuity Ubiquity Hands Un|t15|ze Cost
. Monstrous Beast Mass Base Size
Fomoraic Cursed Herd Tarvox Solitary Beast Feral Rare 1 100mm 261
TARVOX Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Camouflaged (snow); Frost Blood; Gigantic;
Insensate; Tough;, Terrifying 8 25 85 82 45 67 46 68
Abilities Bulk Charger; Roarer
Wound Track 1‘2 ‘5‘6‘7‘5‘9‘10 11‘12‘13‘14‘15 16‘17‘18‘19‘20 21‘22‘13‘24‘25 26‘27‘28‘29‘30 31‘31‘33‘34‘35 36‘37‘38‘39‘40 41‘42‘43‘44‘45
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W+Ch Damage* | Hands Class | Weapon Rules
1 Splk%db Club 1/2/3/4|5/6/7 16 101 2" 2 1 Borne | Pierce; Vicious Damage
ul
1 MlghAth Axe 1/2/3/4/5/6|7 15 100 1” 2 1 Borne | Vicious Damage
e
2 Arms _Skplke 1/2/3/4|5 12 97 1" 3 1 Worn Pierce; Terrible Damage
pike
2 Arn‘(':I(b:IUb 1/2/3/4[5 17 102 2" 2 1 Worn Mighty Strike; Vicious Damage
ul
3 HOI:’\ Butt 12(3 17 102 0” 34 136 1 0 Worn | Impact Mighty Strike; Charge+
lorns
a Trample 1 9 94 17 1 0 Natural | Sightless Strike; Stomp
Trample
COMBAT WEAPON OPTIONS Attack Dice Weapon+ M+W Att Rge | Charge+ | M+W+Ch Damage* | Hands Class Weapon Rules Cost
1 Cleaver cieaver 112 3/4/56/7 16 101 27 2 1 Borne | Replace (Spiked Club); Vicious Damage 0
2 War Glaive Giaive 1/2/3/4/5/6/7 15 100 37 2 1 Borne | Replace (Mighty Axe); Vicious Damage 2
ARMOUR Armour+ C+A Hands Class | Armour Rules
. Scavenged Armour 6 88 0 -
Light Armour
ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
2 Marked Helm Heimet 4 92 0 Worn | Add 1

FMR-CHD-8600 -

FMR-CHD-8600 - Marked




FOMORAIC (CONAND) MUSTER

version 2.07

SILVER eqp sv | TOT SV UNIT option | TOT UNIT

Realm | Au "pyey | equipment each | EACH | Y |syLver| Unitoptions | Gioer | SILVER

Mass

Orders

GENERAL:

UNIT 1:

UNIT 2:

UNIT 3:

UNIT 4:

UNIT 5:

HOST'S COMMAND:

UNIT 1:

UNIT 2:

UNIT 3:

UNIT 4:

UNIT 5:

COMMANDER:

UNIT 1:

UNIT 2:

UNIT 3:

UNIT 4:

UNIT 5:
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UNIT 1:
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UNIT 5:

COMMANDER:

UNIT 1:

UNIT 2:

UNIT 3:

UNIT 4:

UNIT 5:

COMMANDER:

UNIT 1:
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UNIT 3:

UNIT 4:

UNIT 5:

COMMANDER:

UNIT 1:

UNIT 2:

UNIT 3:

UNIT 4:

UNIT 5:

HOST SILVER




FOMORAIC (CONAND) MUSTER WENDLIST

Changes to the Fomoraic (Conand) muster are recorded here.

Version

Change

v2.02

The cost of all sight invocations has been altered

The focus range of all sorcerers has been reduced

Added the krakenax profile along with mustering options

v2.03

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

v2.04

Added the daindch mount option to Uuroch and the scion of Conand profiles

Added the krakenax tarn profile and a commander box on the muster chart

Added the Blinding Ink shot weapon to the krakenax and kraacken

Added banner bearer unit options to the anglerhook, gillspear, gillrider, sealspear, swordhorn, krakenax and crabspear profiles

Added herald unit options to the anglerhook, gillspear, gillrider and sealspear profiles

Added host banner bearer noble options to the anglerhook tarn, gillspear tarn, sealspear tarn and krakenax tarn profiles

Added host herald noble options to the anglerhook tarn, gillspear tarn and sealspear tarn profiles

Ensured anglerhooks have the ‘Unseeing’ trait

Added the gillspear guutarn and gillspear uutarn profiles, as well as commander boxes on the muster chart

Rearranged some commanders to allow gillspear guutarn companion warchiefs

Added corrosion damage to the Salt Stone invocation

Added further corrosion effects to the Rust invocation

Added the Trawlings of the Deep artefact list

Altered the privilege of threshtail and crabspear to Beast

Added the gillbrack profile to the Warchiefs class; changed the gillbrine to the Warlords class and altered attributes accordingly

v2.06

Clarified the Ancient Terror brand and who takes VALOUR TESTS

Added the ‘tactician’ ability to the Uuroch, scion of Conand, gillspear uutarn, gillspear tarn and gillspear guutarn profiles

Removed the ‘fearless’ trait from almost all warriors

Reduced the cost of noble shot weapon options

v2.07

Removed the ‘fearless’ trait from the gillrider profile

Added the ‘gigantic’ trait to the crabspear tarn and crabspear profiles

Altered the Spear of Doggard so that no other Scions of Conand may be present in the bearer's host

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




FOMORAIC (CONAND) MUSTERING

version 2.07

FOMORAIC (CONAND) HOST

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 artefact limit
50%+ 0 to 10%

Realm ‘ ‘ Compulsory Commands ‘ ‘ Host Commands ‘ ‘ Realm Commands
CONAND Conand Conand Conand Allied Far Thule Cursed Herd Reivers of the Eye
HOST || General Command || Command Contingent || Command Command Command
1 1 0-1+ 0-1+ 0-1 0-1
Baalor
Command
0-1

FOMORAIC (CONAND) COMMANDS

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

Commander ‘ ‘ Sworn Box ‘ ‘ Pledge Box ‘ ‘ Petition Box
¥ Sworn s Pledged Petitioned
GENERAL'S o Companions g A
COMMAND L Unit L Unit L Unit
1 0-1 <| o1+ < 01+
Bind Units Bind Units Bind Units
without General's Sworn Pledged Influenced Petitioned
[ at least Unit Unit Warchief Unit
one command 1 < ‘ 0-1+ < 0-1 < ‘ 0-1+
Bind Units Bind Units Bind Units
any number of other Sworn Units Pledged Units Warchiefs Units
1 < 0-1+ < 0-1 < ‘ 0-1+
Bind Units Bind Units Bind Units
. Allied Commander's Allied Commander's Allied Commander's Allied Commander's
allied Sworn Unit Pledged Unit Influenced Warchief Petitioned Units
contingent
1 < 0-1 < 0-1 <] o1+
Bind Units Bind Units Bind Units
COM PANIONS Sorcerer Host Host Companions must have an AUTHORITY that is lower than or equal to the general's Sell-Sword
L Banner Bearer Herald AUTHORITY. The AUTHORITY of companions counts as 0 for COMMAND AUTHORITY
<ot Lot Jl-l ot P o1
' Sworn Pledged Influenced Petitioned
COMMANDER'S Commander p 9 n .
COMMAND | Unit [ Unit | Unit
1 1 <] 01+ <] 01+
[ Bind Units [ Bind Units Bind Units
A commander must choose a unit within his A commander may choose a unit within his pledge box to be one of his A commander may choose a unit within his petition box to be one of his
sworn box as his sworn unit. pledged units. petitioned units.
Optioned Optioned Optioned
with option Commander Sworn Unit Pledged Unit Petitioned Unit
1 1 <l 01+ <] o1+
‘ Bind Units ‘ Bind Units Bind Units

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

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 petition box as an optioned petitioned
unit in addition to any other petitioned units that are not on an option line.

option line.
with Restricted Restricted Restricted
restrictive Commander Sworn Unit Pledged Unit Petitioned Unit
option 1 1 < ‘ 0-1+ < ‘ 0-1+
Bind Units Bind Units

If a restrictive option has been purchased, a

- i~ If a restrictive sworn unit has been chosen, a commander may only choose If a restrictive sworn unit has been chosen, a commander may only choose
gop;?;:al?::;vri:#;tﬁ;?;z; l:;;; 22 :‘T::i:ﬂg:’: a unit on the same restrictive option line within his pledge box to be one of a unit on the same restrictive option line within his petition box to be one of
" his restricted pledged units. his restricted petitioned units.
sworn unit.
= P . Realm . .
Noble Unit If a unit is joined to a noble by a double line Unit If the realm is noted above the unlt‘ name, the
¢ ion warchiefs known as a noble path, that noble must be ni commander must be of that realm in order to
are indicated with 'CW’ | cw/ 0-1 < ‘ 0-1+ mustered within a command before the unit on < ‘ 0-1+ muster that unit in his command.
- - that path can be mustered. " .
MINIATU RE Unit Unit Unit A miniature's availability for a particular profile is shown by the colour of the unit box text on the muster chart.
AVAILABILITY L] If the text colour is black, that miniature is available from the Mierce Miniatures range and may be used in official Darklands battles.
n n-n n n-n n n-n 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.
Available Coming Soon Unavailable Profiles with blue or grey text colours cannot be used in official Darklands battles as no miniatures are available.




FOMORAIC (CONAND) UNIQUE COMMANDERS

One of each unique commander may be mustered in your host

‘ Commander ‘ ‘ Sworn Box ‘ ‘ Pledge Box ‘ ‘ Petition Box
Conand [ - - - - any unit any unit any unit
UUROCH Gillglave Gillspear | Anglerhook Gillglave Gillspear | Baalor Cursed Herd ReiversiofthelEye
0-1 0-1 7] 0-1+ 6] 0-1+ 1] o0-1+ <] 01+ < 01+ < 01+
ﬂ [ Gillspiter, Snapclaw [ Gillspitter, Snapdaw [ Gillspitter, Snapdlaw [ Gillsptter, Snapclaw
Anglerhook Crabspear Gillspitter Gillrider Sealspear ?::)’Tm':
0-1 0-1 1| 0-1+ 1] o0-1+ 2] 0-1+ <| 01+
‘ Crab Swarm ‘ Snapclaw
Snapclaw Swordhorn
21 0-1+ 5| 0-1+
Threshtail Hammerhook Greatmaw
29 0-1+ 39 0-1+ 55 0-1
Crabspear Deep Crab Crab Swarm
0| 0-1+ 49 o0-1+ 3] o0-1+
Crab Swarm
Kraacken Krakenax Daindch
9] o0-1+ %] 0-1+ 49 0-1+
Any number of commanders may be mustered in your host
‘ Commander ‘ ‘ Sworn Box ‘ ‘ Pledge Box ‘ ‘ Petition Box
Conand — - — —
SCION Gillglave Gillspear Anglerhook Gillglave Gillspear any v;:;;l s a"‘é:::f:;;"'t Exe":zfsﬂe"g;'et
OF CONAND 0-1 0-1 (7] o1+ 6] 0-1+ w01+ ||| |<] o1+ <| o1+ < o1+
ﬂ [ Gillspiter, Snapclaw [ Gillsptter, Snapdaw [ Gillspiter, Snapdlaw [ Gillspitter, Snapclaw
Anglerhook Crabspear Gillspitter Gillrider Sealspear a"yéf.srf]:re""it
0-1 0-1 u|  o-1+ 1] o1+ 2] 0-1+ <] 01+
‘ Crab Swarm ‘ Snapclaw
Snapclaw Swordhorn
21 0-1+ 5| 0-1+
Threshtail Hammerhook Greatmaw
29 0-1+ 39 0-1 55 0-1
Crabspear Deep Crab Crab Swarm
30 0-1+ 9] 01 3] o0-1+
Crab Swarm
Kraacken Krakenax Daindch
9 01 6] 0-1+ 9 01
Conand —
GILLSPEAR Gillspear Gillglave Gillspear Gillglave Gillspitter Anglerhook Gillrider
UUTARN 0-1 0-1 ][] o-1+ 6] 01+ ][] o-1+ 7] 01 u| 01+
ﬂ [ Gillspitter, Snapclaw [ Gillsptter, Snapdlaw [ Gillsptter, Snapdlaw [ Gillspitter, Snapclaw Snapclaw
with Barb Spitter Gillspitter Sealspear Walvax Krakenax
1] 0-1+ 2] 01 35 0-1 2 0-1
Snapclaw
as rider of Gillrider Gillrider Swordhorn Snapclaw Threshtail
Longclaw 0-1 u] 01+ ] 01 2] o1 0] 01




Conand 1
GILLSPEAR Gillspear Gillspear Gillglave Gillspitter Gillrider
TARN 0-1 11 ‘ 0-1+ 16 ‘ 0-1 11 ‘ 0-1+ 11 0-1+
ﬂ Gillspitter, Snapclaw Gillspitter, Snapclaw [ Gillspitter, Snapclaw I Snapclaw
) ) Gillspitter Gillspitter Anglerhook Snapclaw Sealspear
with Barb Spitter
0-1 1| 0-1+ 7] 0-1 2] 0-1 2] 01
Snapclaw
as rider of Gillrider Gillrider Swordhorn Krakenax
Longelaw 0-1 1| 0-1+ 5] 0-1 %] 0-1
Threshtail Walvax
29 0-1 25 0-1
Conand —
GILLSPEAR Gillspear Gillspear Gillspitter Gillrider Anglerhook
GUUTARN 0-1 1| 0-1+ 1| 0-1+ 1] 0-1+ 7] 01
ﬂ Gillspitter, Snapclaw Gillspitter, Snapclaw Snapclaw
with Barb Spitter Gillspitter Gillspitter Snapclaw Sealspear
0-1 1| 0-1+ a[  0-1 2] 0-1
as rider of Gillrider Gillrider
I
Longclaw 0-1 1] 0-1+
Conand —
ANGLERHOOK Anglerhook Anglerhook Sealspear Swordhorn Snapclaw
TARN 0-1 17 0-1+ 22 0-1 25 0-1 21 0-1
£l
Gillspear . P P
Guutarn Gillspear Gillspitter Gillrider Krakenax
aw|  0-1 u| o1+ ul o1 ul 01 %] 0-1
Gillspitter, Snapclaw Snapclaw
Crabspear Threshtail Walvax
0 0-1 »| 01 5 01
Crab Swarm
Conand —
SEALSPEAR Sealspear Sealspear Anglerhook Swordhorn Snapclaw
TARN 0-1 22 0-1+ 17 0-1 25 0-1 21 0-1
El
GillSpean Gillspear Gillspitter Gillrider Krakenax
Guutarn
aw|  0-1 u| 01+ ul o1 u] o1 %[ 0-1
Gillspitter, Snapclaw Snapclaw
Crabspear Threshtail Walvax
30| 0-1 2] 01 35 0-1
Crab Swarm
Conand —
KRAKENAX Krakenax Krakenax Anglerhook Swordhorn Snapclaw
TARN 0-1 26 0-1+ 17 0-1 25 0-1 21 0-1
)
Gillspear q q . S
Guutarn Gillspear Gillspitter Gillrider Kraacken
aw|  0-1 u| o1+ ul o1 ul o1 o] 01
Gillspitter, Snapclaw Snapclaw




Conand —
CRABSPEAR Crabspear Crabspear Crab Swarm Anglerhook Swordhorn Snapclaw
TARN 0-1 BEIE: 3] o1+ 7] 01 x| o1 a] o1
ﬂ [ crabswarm [ crabswarm Crab Swarm
(éi::z?::nr Gillspear Gillspitter Gillrider Sealspear
cw|  0-1 [ 0-1+ ul 01 ] 01 2] 01
Gillspitter, Snapclaw Snapclaw
Threshtail Hammerhook Greatmaw
2] 0-1 9] 0-1 55 01
Dainéch Deep Crab
9 01 9 01
Crab Swarm
Krakenax Kraacken Walvax
%] 0-1+ 9  0-1 5] 01
FOMORAIC (CONAND) SELL-SWORD COMMANDERS
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 Fomoraic Conand generals or commanders
FOMORAIC (CONAND) ALLIES
Up to a third of the silver cost of your host may be spent on sell-swords and allies
ALLIED Allied Allied Allied
COMMANDER L Sworn Unit | | | Pledged Unit Petitioned Unit|
1 0-1+ 0-1+
Bind Units Bind Units Bind Units




SPELLS OF THE DEEP

ic (Conand) i
Sorcerers of the Fomoraic kindred, Conand realm may muster as many invocations as they wish, host cost permitting, from the Fomoraic (Conand) Invocation List below.
INVOCATION Power ‘ Min Rge ‘ Lth Rge ‘ Eff Rge ‘ Max Rge ‘ Damage* | Invocation Rules Cost
Marked Point: Marked point must be within a water terrain feature.
Constant Effect: The grip range is D10” multiplied by the invoked dice if the marked point is within deep water or D5” multiplied by the invoked dice if the marked point
Griptide is within shallow water. One unit (friend or enemy) within grip range of the marked point - called the Engulfed Unit - is caught by a raging torrent of water and is Moved
p D10” directly towards the marked point. This is a Sorcerous Move - a Shift Move - and it can Move units into impassable terrain. Any warriors that touch impassable terrain 10
Focus are immediately destroyed and removed as if they were dead. An enemy Engulfed unit becomes confused and prone. A friendly Engulfed unit is unaffected, except that
any flyers within an Engulfed unit become grounded.
Rules: Transient
Marked Point: Marked point must be within 12" of any other water terrain feature. Marked point cannot be within other Flood effect terrain or any other type of effect
terrain. When placed upon units, the Mark becomes the unit within the Flood effect terrain with the highest TEMPER value.
6” x 6” Flood: place the centre of a water terrain feature with the rough dimensions of 6” by 6” upon the Marked point, which remains there until the end of the battle
Fl OOd hour. This represents the Flood effect terrain, which is shallow water.
Immediate Effect: Any warrior within the Flood when it is placed must perform a MIGHT TEST called an ESCAPE TEST; if the ESCAPE TEST is failed, the warrior is caught 8
Focus by the Flood and becomes confused. If the ESCAPE TEST is passed, the warrior is Displaced to the edge of the Flood template by the Invoker's player. If any part of the
warrior's base is within the Flood after it has performed its Displaced Move, it is confused as above.
Constant Effect: Any warrior that Moves within the Flood is slowed.
Rules: Mutable
Cold of the Deeps 32 Constant Effect: Each Marked warrior becomes confused and slowed. 4
Focus Rules: Once per Mark; Majority Mark; Ignores Armour; Cold Damage; Transient
Rusted Marks: Marked unit may only be a unit that contains warriors that bear equipment of the class Worn or Borne. Warriors that bear such equipment are called
Rusted warriors.
Immediate Effect: The Marked unit becomes a Rusted unit. One element of each Rusted warrior's equipment - of class Worn or Borne only, chosen by the Invoker and
Rust now called the rusted equipment - has its attack dice or shoot dice reduced by D5 to a minimum of 1. If the rusted equipment is an armour element, that armour 15
Focus element is totally destroyed. This causes D10 wounds per invoked die upon the Rusted unit, distributed randomly amongst the Rusted warriors only. The rusted equipment
must be the same class and type for Rusted warriors of the same Class and SKILL where possible. Additionally, 2D10 corrosion effect tokens must be attached to the unit,
distributed randomly amongst its warriors.
Rules: Entire Mark
D | Immediate Effect: once avoids are completed, as many warriors within the
eluge ” ” ” ” Marked unit as there are invoked dice immediately become confused and
Sightg 23 0 6 30 40 1 prone, and flyers are grounded. 6
Rules: Ignores Armour; Cold Damage
Immediate Effect: once avoids are completed, as many warriors within the
Marked unit as there are invoked dice are Moved D10” directly away from the
T t Invoker and become confused and prone, and flyers are grounded. This is
orren 55 0" 8” 40" 60" 1 a Sorcerous Move - a shift move - and it can Move units into impassable 9
Sight terrain or off the battlefield. Any warriors that touch impassable terrain are
dead.
Rules: Ignores Armour; Cold Damage
Chill of the Deeps 47 Constant Effect: Each Marked warrior becomes confused and slowed. 6
Focus Rules: Once per Mark; Majority Mark; Cold Damage; Ignores Armour; Mutable
Marked Point: Marked point cannot be within other Swirlpool effect terrain or any other type of effect terrain. When placed upon units, the Mark becomes the unit within
the Swirlpool with the highest TEMPER value. Hoverers cannot be affected by the Clashing Chasm and so cannot become the Mark.
4" Swirlpool Template: place the centre of the 4” Swirlpool Template upon the Marked point, which remains there until the end of the battle hour.
Swirl I Immediate Effect: Any warrior within the Swirlpool when it is placed must perform a MIGHT TEST called an ESCAPE TEST; if the ESCAPE TEST is failed, the warrior is
WIF pOO caught by the Swirlpool and is dead if the Swirlpool was placed completely within water terrain or immobile if the Swirlpool was not placed completely within water 30
Focus terrain. If the ESCAPE TEST is passed, the warrior is Displaced to the edge of the Swirlpool template. If any part of the warrior's base is within the Swirlpool after it has
performed its Displaced Move, it is sucked into the Swirlpool and is dead or immobile as above.
Constant Effect: Any warrior that Moves within the Swirlpool must perform an ESCAPE TEST as above.
Rules: Mutable when placed completely within water terrain; Unstable when not placed completely within water terrain.
Continuous Effect: 1 cold effect token is immediately added to the Marked unit per invoke die. Additionally, each Marked warrior becomes
confused and slowed as well as Sighted D10” until the Mist from the Deeps dissipates. If the Mist from the Deeps is not dissipated at the
Mist from the Deeps 39 end of a battle hour, the Marked unit gains one cold effect token per warrior within the unit. Additionally, the battle's current weather 6
Focus immediately changes to Fog until the end of the current battle hour, at which point it may change during the The Changing Weather subsection
of the Battle Sequence as normal.
Rules: Once per Mark; Majority Mark; Cold Damage; Ignores Armour; Unstable
Halg:_ph?on 62 0" 6" 48" 60" 2 Pierce; Cold Damage 6
ig!
Living Marks: The Marked warriors within the Marked unit must be enemy warriors with the Living trait.
D Immediate Effect: Each Different Mark within the Marked unit (that is within total focus range) must take a CONSTITUTION TEST, in this case a DROWN TEST. If the
rown DROWN TEST is passed, that Different Mark suffers 1 wound per invoked die. If the DROWN TEST is failed, that Different Mark suffers D10 wounds per invoked die. After 16
Focus damage has been recorded the Marked unit must perform a Panic reaction.
Rules: Ignores Armour
She"ed Continuous Effect: The Marked Unit becomes a Shelled unit. Each Marked warrior within the Shelled unit (a Shelled warrior) gains a natural armour element of the type
skin providing 1D10 Armour+ per invoked die as well as gaining the Loathsome trait. 9
Focus Rules: Once per Mark; Entire Mark; Mutable
Immediate Effect: the Marked unit immediately becomes active and performs a Run action (regardless of its current vigour) - which can be an Engagement action, and if
it becomes so a compulsory Attack action must be performed afterward - towards any water terrain feature on the battlefield, chosen by the Invoker's player. If the Marked
unit is already within water terrain there is no effect. However, instead of Running at twice its warriors' PACE, the Marked unit Ground Moves up to its PACE plus 2D10".
Call of Conand The Marked unit must enter the water terrain if it has moved far enough. If this is an impassable water terrain feature and the Marked unit does not have the ‘amphibious’ 14
Focus trait, it is immediately dead. Marked units that are engaged with or beset by an enemy unit will not suffer Reflex Attack reactions as a result of Running out of or through
any enemy unit's attack range. Once the Run action has been resolved, the Marked unit immediately reverts to its previous vigour state. The Marked unit does not count as
having activated that hour, if it has not activated already.
Rules: Once per Mark; Entire Mark
Saltsitt'.one 73 0" 6" 36" 48" 1 Ignores Armour; Corrosion Damage 6
ig!
Brine Blood Immediate Effect: The Marked unit becomes lively if it is weary or alert (and so may activate twice in the current hour, and all of its equipment counts as being unused),
but immediately suffers D5 WOUNDS, distributed randomly amongst the unit. 25

Focus

Rules: Once per Mark; Entire Mark




TRAWLINGS OF THE DEEP

Fomoraic (Conand) Artefact List

Up to 10% of a Fomoraic (Conand) host's cost may be spent on Trawlings of the Deep.

Fomoraic (Conand) nobles of mass 10 or less may muster any artefact as an artefact option except for brands, which may only be mustered as an artefact option by warriors of Beast privilege of any mass.

Mundane artefacts may be mustered by any vassal warrior of mass 10 or less. Jealous artefacts do not allow other artefacts to be mustered with them.

COMBAT WEAPON ARTEFACT Attack Dice Weapon+ | M+W AttRge | Charge+ M+W+Ch Damage* | Hands Class | Weapon Artefact Rules Cost
+1]2 3‘ 13 +13 1.5" 1 1 Borne | Add or Replace; Parry; 16+M
Salt Blade +1/2 26 +26 1.5" 2 2 Borne | Corrosion Damage Foot only
Sorcerous Sword L
7 estroyer: Each fated hit caused by the Salt Blade will immediately destroy one armour element (except natural armour), chosen by the bearer, of the enemy warrior suffering that fated hit. If the enemy
Encrusted death Dest Each fated hit d by the Salt Blade will immediately destr I It ( t natural ), ch by the by f the ior suffering that fated hit. If th
warrior has no armour elements that are not natural remaining, or had none initially, it suffers D5 wounds instead. Additionally, the Salt Blade causes terrible damage against automata.
Rusted Anchor ‘ ‘ ‘ 25 +25 2" ‘ ‘ 2 ‘ 1 ‘ Borne ‘ Add or Replace; Pierce; Hook; Vicious Damage 9+M
Sorcerous Anchor 2
Of the wrecks Entangler: one combat weapon per fated strike caused by the Rusted Anchor is negated until the end of the Combat action.
Crookspear 12|34 5‘ 13 +13 15" 1 1 Borne | Add or Replace; Hook; 6+M
Sorcerous Spear 3|+/1/2/3/4 26 +26 1.5" 2 2 Borne Pierce; Corrosion Damage | Foot only
Twisted and turned Bent but True: Enemy warriors parry the Crookspear with a +1 modifier.
+1]2 3‘ 16 +16 2" 1 1 Borne Add or Replace; _Pjerce;
Narwuud Spear 12 32 +32 2" 2 2 T | e S i
Sorcerous Spear
Threat of the one-horn Neutraliser: the bearer of the Narwuud Blade gains the ‘resistant (corruption, venom)’ trait.
For the Mighty: Only warriors with a MIGHT of 50 or more may bear the Narwuud Blade.
Tarnbill +1/2 ‘ 3 12 ‘ +12 1.5" ‘ ‘ 2 1 ‘ Borne ‘ Replace; Hook; Foot only; Corrosion Damage ‘ 5+M
Sorcerous Spear -
Tamished but mighty Corroder: Each warrior that suffers a fated strike caused by the Tarnbill immediately gains D10 corrosion effect tokens.
Crusted Hook ‘ 2 ‘ 3 ‘ 18 | +18 1" ‘ ‘ 3 2 Borne ‘ T g EnT B AT ‘ 12+M
Sorcerous Glaive @
Flakes of i i From the deeps: the bearer of the Crusted Hook gains +2D10 SKILL, rolled for in the battle rolls step of the Joining Battle Sequence.
+1 2‘ 13 +13 2" 2 1 Borne Replace; Hook; Vicious 13+M
Spear of Doggard S+ 26 +26 2" 3 2 Bome | Damage Foot only
Sorcerous Spear
Seneschal of the Deep Conand watches: The bearer gains +10 AUTHORITY and may retain the initiative twice in the current battle hour rather than once, but no other Scion of Conand may be present in the bearer's host.
Scion of Conand only: Only a Scion of Conand may bear the Spear of Doggard, which replaces the Hook Spear combat and shot weapons.
. +1/2] 12 +12 | 15" 1 1 Bome | add or Replace; Hook;
Mizzlespear iiReplace dLiook 6+M
" Cold Damage I
Sorcerous Spear 8|+/1 24 +24 1.5 2 2 Borne Foot only
The fog of death Dimmed: The bearer of the Mizzlespear is seen 6” and enemy warriors suffer a -3 strike, shoot and sight invoke modifier.
Abyssal Spear . 2‘ ‘ 12 +12 2" ‘ ‘ 3 2 ‘ Borne ‘ Replace; Hook; Pierce; Terrible Damage ‘ 14+M
Sorcerous Spear
From the deeps it came Scion of Conand only: Only a Scion of Conand may bear the Abyssal Spear, which replaces the Hook Spear combat and shot weapons.
Chitin Glave +‘ 1 3‘ ‘ 16 +16 2" ‘ ‘ 2 2 ‘ Borne ‘ Add or Replace; Ignores Armour ‘ 9+M
Sorcerous Glaive o
Slicer Sharp: The Chitin Glave negates enemy armour elements, including natural ones.
SHOT WEAPON ARTEFACT Shoot Dice Weapon+ M+W Min Rge Lth Rge Eff Rge Max Rge | Wound* Hands Class Shot Weapon Artefact Rules Cost
fvi ” Add; Combat Shot Weapon; Spray; 4" Ink Spray
Petrlfgl.{‘g II'Ik 3 ! ‘ 2 5 +5 4 1 0 i Template; Petrification Damage; Blind 12+M
i
The ink of the deeps Scion only: the Petrifying Ink shot weapon artefact may only be mustered by Scions of Conand or Krakenax Tarns.
Spear Of Muulul +1]2 12 +12 ‘ 0” 6” 30” 40" 2 ‘ 1 ‘ BT ‘ gdd or Replace; Impetus Shot; Pierce; Vicious ‘ 8+M
Sorcerous Spear 2 amage
Barb of the Shining One Returner: the Spear of Muulul, when thrown, immediately returns to the bearer.
T " " " " Add or Replace; Foot only; Move and
Drlftspears + ‘2 14 ‘ +14 ‘ 0 3 15 ‘ 18 1 ‘ 1 Bome 12 3‘ Shoot; Shots (3); Impetus Shot; Pierce 7+M
Sorcerous Spears -
Blood of the drowned Drowner: A fated shot caused by the Driftspears will, if the victim does not have the ‘amphibious’ trait, cause him to become entangled until the end of the current battle hour.
Jetsam Harpoon +‘ 1‘2 3 4‘ 19 ‘ +19 ‘ 0" ‘ 6" 30” ‘ 40" 2 ‘ 1 Borne | Add; Shoot and Drag; Pierce ‘ 5+M
Sorcerous Harpoon 9
Whale-killer Weakener: Warriors entangled by the Jestam Harpoon are dragged a further D10” towards the bearer.
spine Spitter s +‘ 12 0 42 ‘ 0" ‘ 3” 18" 36" ‘ 2 ‘ 1 ‘ Borne ‘ Add; Pierce; Ignores Armour; Venom Damage ‘ 8+M
Barb
Needle sharp Gleeful: if the bearer causes a fated shot with the Spine Spitter, he immediately becomes exulted.
" " " " Replace; Foot only; Shots (3); Impetus
Ru;lr',cggusssggsars . + ‘2 9 +9 ‘ 0 ‘ 3 18 21 2 ‘ 1 i3 ‘ Shot; Pierce; Corrosion Damage 7+M
Corroded but true Flakes of Rust: for each fated shot from the Rusted Spears, +D5 corrosion effect tokens are randomly added to the warriors in the unit.
Qui“ Spitter +‘ 112/3/4 ‘ 5 6‘ ‘ 0 36 ‘ 0" ‘ 3" ‘ 15" 36" 1 ‘ 0 Natural ‘ Add; Pierce; Venom Damage ‘ 5+M
Barb v
Thorned death Many-barbed: Shots with the Quill Spitter are easy shots within effective range.
Ring Spitter +‘ 1/2/3/4 ‘ 6 +6 ‘ 0" 0” 12" ‘ 15" 1 1 ‘ Natural ‘ Add; Move and Shoot; Venom Damage; Immobilise| 12+M
Barb g
Rings of Death Splatter: for each fated shot from the Stingspit, +D5 venom effect tokens are randomly added to the warriors in the unit.
2‘ \ 1| +11 0" 3" 9" 12" 1 1 ‘ Borne 1‘ Add; Shots (1) 14+M
BI‘I ne_spear 9| Wellspring: the bearer may perform a Shoot action with the Wellspear against any point on the battlefield (called the wellspring point) within maximum range; the SKILL of the wellspring point counts as
Throwing Spear 0-9 for shoot value purposes. Should the bearer cause any kind of shot die, a pond shallow water feature (called the wellspring) of 4” x 4" size immediately appears upon the wellspring point. The
The water in the earth wellspring's CONSTITUTION is 50 and its terrain density is 1. Any warriors within the wellspring's area are Displaced by it, unless they have the ‘amphibious’ ability. The wellspring, if part of it touches or lies
upon another water feature, joins those two water features together to form one feature. This will not make the wellspring deep water if it joins to a deep water feature.
" " ” " Add or Replace; Move and Shoot; Impetus Shot;
Saltspear 2 +12 v ‘ 3 15 ‘ 18 1 ‘ 1 o ‘ Pierce; Corrosion Damage 8+M
Sorcerous Spear 10| Returner: the Saltspear, when thrown, returns to the bearer after the Shoot action with it is resolved.
Hear the braying of the herds Destroyer: Each fated shot caused by the Saltspear will immediately destroy one armour element (except natural armour), chosen by the bearer, of the enemy warrior suffering that fated shot. If the enemy
warrior has no armour elements that are not natural remaining, or had none initially, it suffers D5 wounds instead. Additionally, the Saltspear causes terrible damage against automata.
WEAPON COATING Weapon Coating Artefact Rules Class = Cost
c°|d 1| Rules: Add; Cold Damage; Mundane Artefact Borne 1
Weapon Coating
Rust 2| Rules: Add; Corrosion Damage; Mundane Artefact Borne 1
Weapon Coating
Bri ne Salty: Brine may be borne upon the weapons of warriors of the privilege noble, vassal or beast and upon any type of weapon, not just borne weapons. Bare 1
Weapon Coating Rules: Add; Corrosion Damage; Mundane Artefact
Blue"ng Glaze 4| Rules: Add; Petrification Damage Borne 1
Weapon Coating
Splnedrlp 3| Rules: Add; Venom Damage Borne 1
Weapon Coating




ARMOUR ARTEFACT Armour+ C+A Hands Class | Armour Artefact Rules Cost
Anglerhelm 8 +8 0 Worn Add or Replace 6+M
Sorcerous Helmet L
Awful visage: The wearer gains the ‘terrifying’ and ‘loathsome’ traits. If any warrior fails their VALOUR TEST against the wearer, they must immediately perform a Flee reaction.
The deep horror wful vi h ins the ‘terrifying’ and ‘loathsome” traits. If for fails their VALOUR TEST against th h immediately perfc 7/ i
Limpet Plate 18 + 18 0 ‘ Worn C\;ﬂ;g;:seplace (Light Armour); Ignores 10+M
Sorcerzus;e/?v/\l/ /:Irmour Tough Nut to Crack: If an enemy warrior rolls a fated miss against the wearer of Limpet Plate, that enemy warrior turns all of his even strike dice into miss dice. Additionally, the wearer cannot become
jard shelle i
prone under any circumstances.
. Scallop Shield 5 ‘ 16 ‘ +16 ‘ 1 ‘ Borne ‘ Replace; Quick Parry; Thwart ‘ 9+M
Shield
Growth unbound Huge shield: the Scallop Shield gives the bearer an additional -1 parry modifier.
Encrusted Skin ‘ 9 +9 ‘ 0 ‘ Natural ‘ Add; Mundane Artefact ‘ 1+M
1 N 4
Skin
Barnacled Knobbly: The bearer gains the ‘tough’ rule.
Conch Plate 10 +10 ‘ 0 Worn ‘ Add or Replace ‘ 9+M
i Light Armour g
spikes Spiked: the bearer of the Conch Plate causes +D5 impact strikes. Additionally, attacking the wearer is a difficult strike for enemy warriors.
Mark of Conand 5 +5 0 Worn ‘ Add; Mundane Artefact ‘ 1+M
L Sorcerous Armour Emblem @
The ruler of the deep Penetrating: Enemies parrying strikes from the bearer of the Mark of Conand do so with a +1 parry modifier.
Rusted Flotsam 12 +12 0 ‘ Worn | Add or Replace; Thwart ‘ 7+M
L Sorcerous Light Armour 7
Rusted coldness Ruster: If the wearer rolls a fated parry while wearing the Rusted Flotsam, the enemy warrior whose strike was parried suffers D10 corrosion damage.
Stone Coral Shield 19 ‘ +19 ‘ ‘ 1 ‘ Borne Add or Replace; Parry ‘ 4+M
Sorcerous Shield
Impervious Shivering Stone: The bearer of the Stone Coral Shield gains the ‘camouflaged (all terrain)’ trait. Additionally, the Stone Coral Shield can never be negated nor destroyed.
Crancak Plate 30 +30 ‘ 0 ‘ Worn ‘ Replace (Light Armour); Thwart ‘ 10+M
Sorcerous Heavy Armour
Of encrusted crab Hard to Kill: enemies have a +1 strike, shot and sight invoke modifier against the wearer of the Crancak Plate.
Wrapnets 7 +7 ‘ 0 Wom | Add ‘ 12+M
! Arm Greaves 10
Wrappings of the catcher Catching: A warrior wearing Wrapnets forces enemy warriors to re-roll strike dice, including fated strike dice, after they have performed any miss dice re-rolls.
BANNER ARTEFACT Banner Artefact Rules Cost
1 crooked Fin 1 Tough to Break: The bearer, and any unit he has Joined, modifies any FORTITUDE TEST it is required to make by -3D10. Perform this roll immediately before the FORTITUDE TEST is made. 6+M
Sorcerous Fin Gillspear only: the Crooked Fin may only be borne by a warrior of the Kin ‘Gillspear”.
1 Abyssal Shade 2| The might of the sea: The combat mass of the bearer, and any unit he has Joined, is increased by +2D10. 5+M
Sorcerous Skin
i n nan Favourite of Conand: enemies parrying strikes form the bearer of the Sign of Conand (and any unit he has Joined) do so with a +1 parry modifier.
1 3 7+M
‘Sorcerous Emblem Host Banner Bearer only: only a host banner bearer may bear the Sign of Conand.
1 TldeSkln 4| Shrouded in mist: The bearer, and any unit he has Joined, are difficult strikes, difficult shots and difficult sight invokes, as long as they are within 12" of a water feature. 13+M
Sorcerous Skin
Alluri E Death Lure: At the beginning of his activation, the bearer of the Radiant Esca may select one unbroken Feral or Wild enemy unit on the battlefield that can see him or the unit he has Joined. In
1 I.II‘II'Ig SCa 5| their next activation, that Frenzied enemy unit must perform a Move action (which can be an Engagement action) towards the bearer. 12+M
Sorcerous Lure Anglerhook only: Radiant Esca may only be borne by a warrior of the Kin ‘Anglerhook’.
1 Striated Bands | Ancient warrior: The bearer, and any unit he has Joined, gain the ‘Fearless’ trait. 2+M
Skin Gillspear only: Striated Bands may only be borne by a warrior of the Kin ‘Gillspear’.
1 D°ggard MOttIIng 7| Stoic: The bearer, and any unit he has Joined, gain the ‘stubborn’ and ‘tough’ traits. 3+M
Sorcerous Skin
1 Above-SkuIIs 8| Skulltakers: The bearer of the Above-Skulls, as well as any unit he has Joined, has a -1 strike modifier against enemy warriors of the kin ‘Man’. 5+M
Sorcerous Trophy Rack
= Prehistoric warrior: The bearer gains the ‘Fearless’ trait. Additionally, the bearer and any unit he has Joined gain +2D10 TEMPER.
1 Mark Of the Ancient Ones 9| Host Banner Bearer only: only a host banner bearer may bear the Mark of the Ancient Ones. 16+M
Sorcerous Emblem Rules: Jealous Artefact
1 BrlnecrUSt 10| Saltwater Sting: The bearer, and any unit he has Joined, gain corrosion damage (+1) on their primary combat weapons. 8+M
Sorcerous Skin
INSTRUMENT ARTEFACT | Instrument Artefact Rules Cost
Si Ited chime Mud and Sea: If the bearer successfully Inspires a unit with the Silted Chime instrument it immediately dissipates any continuous effect tokens upon that unit. The Silted Chime's host instrument
1 1| range is 12" 11+M
Sorcerous Instrument Gillspear only: the Silted Chime may only be borne by a warrior of the Kin ‘Gillspear’.
B | D Shark-call: One friendly unit of the kin ‘Threshtail’, ‘Hammerhook’ or ‘Greatmaw’ that is Inspired by the Baleen Drum may immediately perform an embedded Run action (which can be an
1 aleen Drum 2| Engagement action) if they are lively or alert, but instead of Running at twice their PACE, their RUN MOVE is 2D10". Once this Run action is resolved, the unit reverts to its previous vigour state. 14+M
Sorcerous Instrument Host herald only: only host heralds may bear this instrument.
1 Whale Wail 5| The soothing waters: units Inspired by a herald performing the Whale Wail tune cannot become defeated units in the current battle hour. 7
Tune Host herald only: only host heralds may bear this instrument.
. The Call of the Waves: One Living enemy unit that fails a DREAD TEST caused by the bearer's Daunt action must immediately perform a Walk action (which cannot be an Engagement action)
. Sp| ral Shell 4| towards the bearer or towards any water feature on the battlefield, but after this Run action is completed, that enemy unit becomes shaken and confused as well as weary. 9+M
Sorcerous Instrument Instrument Range: The host instrument range of the Spiral Shell is 24”.
Host herald only: only host heralds may bear this instrument.
J The Doom of the Above: Living enemy units that fail a DREAD TEST caused by the bearer's Daunt action must immediately perform a Panic reaction.
. recker's 3 5+M
Sorcerous Instrument Gillspear only: the Wrecker's Bell may only be borne by a warrior of the Kin ‘Gillspear’.
1 Call of Conand | He Awakes: When this tune is played, one unit that is currently under SCOUT orders may immediately Emerge from terrain and perform an Ambush action with a -5D10 AMBUSH TEST modifier. 12
Tune Host herald only: only host heralds may play this tune.
1 Be" of the Deep 7 Herald of the Sea: a successful Inspire action performed by a herald bearing the Bell of the Deep immediately changes the current weather to Fog, as long as there is a water feature on the 8+M
Sorcerous Instrument battlefield.
= Rust Awaits: enemy units that fail a DREAD TEST caused by the bearer's Daunt action immediately suffer D5 corrosion damage, distributed randomly amongst its members, and D10 corrosion
1 Brined Gong 8| effect tokens. 9+M
Sorcerous Instrument Gillspear only: the Brined Gong may only be borne by a warrior of the Kin ‘Gillspear’.
1 Bark 9 Exultation: If the bearer successfully Inspires his own unit with the Bark instrument it immediately becomes exulted. 1+M
Instrument Rules: Mundane artefact. Bark may be mustered by any sealspear herald.
Sh "_Sh k Shield-bearers only: The bearer's INSPIRE TEST is modified by -1 for each warrior within his unit also bearing a shield (including the herald himself).
1 € 0C 10| Clunk of Shields: warriors that are Inspired by a herald performing Shell-Shock become exulted, but enemy warriors within 12" of the bearer become confused and slowed. 5
Tune

Rules: Mundane artefact. Shell-Shock may be mustered by any herald that bears an armour element of the type Shield.




TALISMAN ARTEFACT Talisman Artefact Rules Class Cost
BI a Ck w a Ck Earther: the bearer may eat the Black Wrack at any point in his activation or reactivation. When eaten, the bearer gains +2D5 earth dice, recorded to the
1 T 1| right. Once these earth dice are used, they are not reinstated. 1/2/3/4|5 /6|7 8|/9/10f Borne 8+M
Sorcerous Belt-Hung Food Rules: Add; Earther only; One Use Only
Mawtooth Tooth of the Great One: the wearer gains the ‘tough’ and ‘terrifying’ traits as well as +2D10 MIGHT and +2D10 CONSTITUTION, rolled for in the battle rolls step of the Joining Battle
1 2| Sequence. Worn 6+M
Sorcerous Pendant Rules: Add
Eye of Squid: each enemy warrior Attacking the wearer of the Krake Eye must perform a FORTITUDE TEST in order to do so (separately from any other members of his unit). If this
Krake Eye FORTITUDE TEST is failed, the enemy warrior that failed it must Attack another warrior. If this is not possible, the enemy warrior cannot Attack at all and cannot add his mass to his
! Sorcerous Pendant 3| unit's combat mass at the end of the Combat action. Wwor 3+M
Rules: Add or Replace
- Frayer: Enemy warriors must re-roll all strike, shot and invoked dice from Attacks, Shots and Invokes against the wearer of the Frayed Halliard. The second roll is binding, and can
Fi d Halliard
1 rayse a I 1ar 4| cause fated miss, fated fallen and fated fumbled dice. Worn 16+M
orcerous Belt Rules: Add
Shucked off: The bearer gains D5 Shucked Scales, rolled for in the battle rolls step of the Joining Battle Sequence. At any point in his activation or reactivation the bearer
Shucked Scales may eat one Shucked Scale from those remaining to perform a Dissjpate action, using his own TEMPER for this purpose and a dissipate range of 3D10”. If he is within a
1 5 . " 1/2{3/4|5 Borne 5+M
Sorcerous Belt-Hung Pouch water feature, the bearer gains a -5D10 DISSIPATE TEST modifier.
Rules: Add or Replace
Tidebringer: the wearer of the Moonstone, if he is within 12” of a water feature, gains +D5 earth dice.
oonstone
1 6| Rules: Worn 10+M
Sorcerous Pendant ules: Add or Replace
1 Barnacled Skin 7 :a:'den::d: The bearer gains the ‘tough’ rule and adds +2D10 Armour+ to any armour element of the type *Skin’, rolled for in the battle rolls step of the Joining Battle Sequence. Nararal 4+M
Skin LS
v- | f the Se Saltwater Within: The Vial of the Sea gives the wearer D5 channel dice with a channel range of 3D10”, rolled for in the battle rolls step of the Joining Battle Sequence.
1 1al O 7 a 8| Divine Retribution: The wearer may Channel enemy invocations as retribution, but only if the wearer is within a water feature. 1/2/3/4|5 Worn 5+M
Sorcerous Pendant Rules: Add or Replace
1 Sunfin Shroud o| Befogged: The wearer is seen 4” while he wears the Sunfin Shroud, as long as he is within 12" of a water feature. Worn 4+M
Sorcerous Cloak Rules: Add
. The soil below: At any point in the bearer's activation or reactivation, Doggard Soil may be thrown upon a point up to 6” from the bearer (called the doggard point) but within his
1 Doggard Soil 10| Sight arc. One enemy warrior whose base lies upon the doggard point immediately becomes entangled. That warrior performs all DISENTANGLE TESTS while his base is upon the B
M . ; orne 9+M
Sorcerous Belt-Hung Pouch doggard point with their SKILL, not their MIGHT.
Rules: Add; One Use Only
ENCHANTED ARTEFACT Enchanted Artefact Rules Class Cost
Shipwrecked: the bearer gains D5 flotsam bottles, rolled for in the battle rolls step of the Joining Battle Sequence.
Lucky Dip: at any point in his activation or reactivation the bearer may drink from one flotsam bottle (which is then discarded). Should he do so, he must roll a D10 and
apply the result.
0: The bottle contains water; nothing happens.
1 FIOtsam BOttIes 1| 1-3: The bearer gains +D5 WOUNDS, which cannot take his WOUNDS above its basic value. 1/2(3/4|5 Borne 7+M
Sorcerous Belt-Hung Bottles 4-6: The bearer gains +2D10 MIGHT for the remainder of the battle.
7-8: The bearer gains the ‘fearless’ trait and exulted.
9: The bearer gains +2D10 SKILL until the end of the battle hour.
Rules: Add
Sorcerous Sea: The Coral Staff increases the TEMPER of the bearer by +2D10, rolled for in the battle rolls step of the Joining Battle Sequence. Additionally, the bearer always counts
Coral Staff
1 ora a 2| as being within a water feature. Borne i5+M
Sorcerous Staff Rules: Add or Replace; Sorcerer Only
S d d St Sea-infused: the bearer gains the Deluge invocation, which counts as a slaved invocation and so does not add to the wearer's animus. The wearer uses his own TEMPER for the
1 0 en one 3| purposes of Invoking, but he may only use the Sodden Stone whilst within a water feature. Worn 7+M
Sorcerous Pendant Rules: Add
Compel (command action): the bearer may throw the Idol of Conand to a point within 6” of the sight arc of his base that is within a shore water feature (either a beach shore or
rocky shore), called the compel point, whereupon warriors of the Conand realm are bound to rise from the waves.
Compelled of Conand: The bearer does not know what kind of warrior the Idol of Conand will compel and so after he has declared the compel point he must roll a D100, called the
conand roll. The following Compelled warrior(s) will appear over the course of the battle dependent upon the result of the conand roll and then the compel roll:
0-09: D5 Crab Swarms; 10-29: 2D10 Gillspears; 30-39: D10 Gillspitters; 40-49: D5 Anglerhooks; 50-59: D5 Sealspears; 60-64: DS Swordhorns; 65-69: D5 Krakenax; 70-79: 2
Threshtails; 80-89: 2 Crabspears; 90-95: 1 Hammerhook; 95-98: 1 Deep Crab; 99: 1 Greatmaw. The amount of warriors may exceed the maximum size of a unit of their profile.
Compel Roll: The Compelled warrior will only appear on the compel point upon the roll of a 9 or above on a D10, called the compel roll. This must be rolled for immediately and then
after every activation is resolved over the course of the battle until the Compelled warrior appears. The call roll result required for the Compelled warrior to appear decreases by 1 until
L Idol of Conand 4| the Compelled warrior appears. Bome | 38+M
Sorcerous Pendant Placing the Compelled warrior: Place the exact centre of one Compelled warrior's base as close as possible to the compel point and still within the water feature; any warriors that
lie under this base must be Displaced the minimum distance so that they lie outside of the footprint of the Compelled warrior's base immediately. Further warriors within the Compelled
warrior's unit are placed as close as possible to him and within the water feature. If the bearer's player does not have all of the appropriate Compelled warrior miniatures, those
Compelled warriors cannot be called. A Compelled warrior is lively when it is first placed, placed in the bearer's command and is under the same orders as that command's commander.
Compelled warriors have the standard equipment of their profile and options cannot be chosen for them. The Compelled warriors count as a friendly unit (and thus part of the bearer's
host). The Compelled warriors, if killed, cost their usual silver when mustered for the purposes of calculating the Butcher's Bill. A Compelled warrior, if it is dead, does not count as a
dead warrior when making a RAVAGED TEST. The bearer cannot control the Compelled warriors of another player.
Rules: Add; One use only; Jealous Artefact
Man only: Only warriors of the kin ‘Scion of Conand’ may wear this enchanted artefact.
Fog banks: The Dawn Crystal can be broken at any point in the bearer's activation or reactivation. When it is broken, each water feature on the battlefield generates a bank of fog that
1 Dawn Crystal 5| cannot be seen through by warriors that do not have the ‘Unseeing’ trait (or are night sighted). Warriors within water features are seen 4". This fog dissipates at the end of the current Natural 74+M
battle hour.
Sorcerous Pendant
Rules: Add; One Use Only
Tentacular Serf Mollusc Familiar: The bearer of the Tentacular Serf gains +2 Hands.
1 6| Rules: Add Borne 4+M
Sorcerous Familiar CIE=D
Chameleonic: If there are three or more water features on the battlefield, the wearer's host may place up to half of his host (in terms of its cost) under SCOUT orders. These units
Cuttlecloak must have the *Amphibious’ ability and cannot be allies. The general himself may place himself under SCOUT orders in this way. Additionally, the bearer is seen 6” while he wears the
1 5 Cloak 7 Cuttlecloak. pon 14+M
orcerous Cloal .
Rules: Add; General only
q Entropic Quartz 8 :ripping in Entropy: The bearer of the Entropic Quartz gains +1 animus, but fumbles on the roll of a 1 or 0, not just a 0. Worn 18+M
Sorcerous Brooch ules: Add; Sorcerer only
a Rusted HOOpS o| Time Cannot Wait: D5 corrosion effect tokens are attached to any enemy unit within 6” of the wearer of the Rusted Hoops the first time the wearer comes within 6” of a unit and Natural 24+M
Sorcerous Vambraces then, if that enemy unit is still within 6", at the end of each activation afterwards, immediately before continuous effects are Quelled.
Gr een P ea rI Attack from the sea: After both players' kindred terrain is placed, the wearer of the Green Pearl may place another water feature, but this must be swapped with a terrain feature 174+M
1 10| that is already on the battlefield and that is within the wearer's player's half. Worn +
Sorcerous Pendant Rules: Add; Jealous artefact
BRAND ARTEFACT Artefact Rules Class Cost
a Conand's Mark 1| Favoured: enemies parrying strikes from the bearer of Conand's Mark do so with a +1 parry modifier. Natual | 24+UM
Brand Rules: Mundane Artefact
1 Above-Sca rs 2| Experienced: The bearer gains +2D10 SKILL, rolled for in the battle rolls step of the Joining Battle Sequence. Natural 3+UM
Brand
1 B;;'nechESt 3| Salty Skin: if the bearer rolls a fated parry, the enemy warrior whose strike was parried suffers D5 corrosion effect tokens. Natural | 1+UM
rcerous Skin
Distu rbing Hue Freaky: Living enemies (that do not have the ‘Unseeing’ trait) Attacking, Shooting or Sight Invoking against the bearer of the Disturbing Hue brand do so with a +2 strike, +1 shoot
! Sorcerous Skin | and +1 sight invoke modifier. Natwal | 4+UM
1 Levt'?dthan 5| Ancient Predator: The bearer gains +2D10 WOUNDS, rolled for in the battle rolls step of the Joining Battle Sequence. Natural 2+UM
ly
L- t C t Hardened: the bearers of Limpet Crust gain the ‘Ignores Weapons' and ‘Thwart’ (including against spray and throw weapons) rules, as well as +2D10 Armour+ on their Natural
1 lmPe : rusi 6| armour element (rolled for in the battle rolls step of the Joining Battle Sequence). Natural 1i+UM
Skin Crabs only: Only Crabspears and Deep Crabs may bear this brand. Mundane artefact
1 Brand of Doggard 7 :lzzle.d: the bearer is difficultly seen 6” - meaning, warriors within 6” of the bearer see him normally. Natural 1+UM
Sorcerous Brand ules: Mundane artefact
Ancient Terror Horror from the Depths: The bearer gains the ‘Terrifying” trait (if it did not have it already). All units (including Terrifying, Fearless and Frenzied units) must perform VALOUR TESTS
1 8| against the bearer of this brand, with all enemy leaders performing VALOUR TESTS using their own FORTITUDE; and this cannot be re-rolled by any means. If a VALOUR TEST caused Natural 6+UM
Brand by the bearer is failed, the enemy leader (as well as his unit) that failed the test must perform a Flee reaction.
1 Blueringed | Venomous: The bearer gains petrification damage (+1) on all of their combat weapons of the type *Natural’. This includes bulk impact strikes. Natural | 3+UM
Skin Kraken only: Only Krakenax and Kraacken may bear this brand.
1 Wrackscale 10| Living armour: The bearer gains a -1 parry, evade and sight avoid modifier. Natural | 2+UM

Skin




UUROCH

U-rokh
Kindred Realm Kin Class Privilege Acuity Ubiquity Ha;ds Un|t15|ze Cost
. : . Unique + Mythic + Mass Base Size \
Fomoraic Conand Scion of Conand Warlord Noble Elite Rare 6 80mm ‘ 245
UUROCH Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate; Loathsome; Tough;
e 6 82 68 64 31 97 98 86
Abilities Amphibious; Augurer; Bind (Crab Swarm); Bulk Charger; Disciplined; Earther; Sorcerer [Spells of the Deep] (3); Tactician; Overlord Focus Range: 19"
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 Earth Dice: | 1/23/4|5|6
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W-+Ch Damage*  Hands Class | Weapon Rules
. Spear of the Deeps 1/2/3/4/5/6/7/8/9 13 81 2" 2 1 Borne Grab; Pierce; Vicious Damage; Cold Damage
Sorcerous Spear Deepening Cold: any strike rolls of 8 or 9 caused by the Spear of the Deeps to any warrior without the Frost Blood trait gives two cold effect tokens instead of one.
SHOT WEAPON Shoot Dice Weapon+ | M+W Min Rge | LthRge | EffRge | Max Rge Damage* | Hands Class | Shot Weapon Rules
" 2 Impetus Shot; Pierce; Vicious Damage; Shoot and Drag; Cold
” 4 ” ” B
. Spear of the Deeps 123456789 | 13 | 81 0 6 30 40 2 1 ome. | i oge
Soicslousie Deepening Cold: any shot rolls of 8 or 9 caused by the Spear of the Deeps to any warrior without the Frost Blood trait gives two cold effect tokens instead of one.
ARMOUR Armour+ C+A Hands Class Armour Rules
1 Th ICskk. Hide 9 73 0 Natural
in
? Flotsam Armour 7 80 0 Worn
Light Armour
Shield of the Deeps 13 93 1 Bome | Parry

Sorcerous Shield

Aura of Cold: the Shield of the Deeps gives Uuroch the Quick Parry rule against any shots from Shoot actions or Invoke actions.

ARTEFACTS

Tear Dice Artefact Rules

Wine of Tears

Sorcerous Potion

11213]4/5|6 7|8 o|10| The Sweetest Wine: Before Uuroch is positioned on the battlefield, Uuroch's player must roll 2D10, called the tear roll, the result of which is the amount of tears (in the form of
tear dice) stored within the bottles around his waist when the battle begins. This should be marked on the Artefact Line to the left.
Drinker of Tears: Uuroch may consume up to three tears during any of his Invoke actions, before any invoke dice are rolled, thus reducing the tear dice total by the amount of

11112131415/ 16/17)18 tears consumed. Each consumed tear increases the power of Uuroch's next Invocation by D10, to a minimum of 1.

WARRIOR RULES

Rules

Tear Harvester

Harvester: Uuroch may Grab any warrior (including friendly warriors) of the Kin Man, now also called the victim, of equal or lower mass to Uuroch and within attack range of his Spear of the Deeps combat
weapon. If Uuroch successfully Grabs the victim (i.e., the victim fails his ESCAPE TEST), the victim dies and Uuroch's tears are increased by 2. If the victim passes his ESCAPE TEST, the victim does not die and

Scavenger of the Dead no tears are harvested.
Waterboy Earth and Water: Uuroch's Earth Dice are 6 when he is within any kind of water terrain feature, and 2 when not.
Water is Earth
MOUNT OPTIONS Mount Option Rules Mass | Mount+ C+A Cost
Daindch Ardent Mount May ride a Dainéch 17 18 111 249
FMR-CND-0000 - Uuroch
SEYE-on of KOH-nand
Kindred Realm Kin Class Privilege Acuity Ubiquity Ha;ds Un|t15|ze Cost
M Base Si
Fomoraic Conand Scion of Conand Warlord Noble Elite Rare ass ase Size | 184
6 80mm |
SCION OF CONAND Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate; Loathsome; Tough;
ot 6 73 63 58 28 94 89 83
Abilities Amphibious; Augurer; Bind (Crab Swarm); Bulk Charger; Disciplined; Earther; Sorcerer [Spells of the Deep] (2); Tactician; Overlord Focus Range: 16”
Wound Track 1]2(3]4(5/6|7 8|9 |10/11]12/13(14(1516|17|18]19|20| 21|22 23|24[25| 26|27 28| Earth Dice: | 1/2(3]4|5
COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ | M+W+Ch Damage* Hands Class Weapon Rules
2 HOOIS( Spear 1/2/3/4/5/6/7|8 9 72 2" 2 1 Borne Grab; Pierce; Vicious Damage; Cold Damage
pear
SHOT WEAPON Shoot Dice Weapon+ M+W Min Rge | LthRge Eff Rge | Max Rge | Damage* Hands Class Shot Weapon Rules
1 Hook Spear 1/2/3/4|5/6/7/8 9 72 0" 6" 30" 40" 2 1 pome Imgetus Shot; Pierce; Vicious Damage; Cold Damage; Shoot
Spear and Drag
ARMOUR Armour+ C+A Hands Class | Armour Rules
1 Th IC!ﬁv Hide 6 64 0 Natural
in
, Scavenged Armour 5 69 0 Worn
Light Armour
3 Shell-Shield 13 82 1 Bome | Parry
Shield
ARTEFACTS Tear Dice Artefact Rules

Wine of Tears

Sorcerous Potion

1/2/3/4/5/6/7/8|9

The Sweetest Wine: Before the Scion of Conand is positioned on the battlefield, the Scion of Conand's player must roll a D10, called the tear roll, the result of which is the
amount of tears (in the form of tear dice) stored within the bottles around his waist when the battle begins. This should be marked on the Artefact Line to the left.

Drinker of Tears: The Scion of Conand may consume up to three tears during any of his Invoke actions, before any invoke dice are rolled, thus reducing the tear dice total by the
amount of tears consumed. Each consumed tear increases the power of the Scion of Conand's next Invocation by D10, to a minimum of 1.

WARRIOR RULES Rules
T H t Harvester: The Scion of Conand may Grab any warrior (including friendly warriors) of the Kin Man, now also called the victim, of equal or lower mass to the Scion of Conand and within attack range of his
ear narvester Hook Spear combat weapon. If the Scion of Conand successfully Grabs the victim (i.e., the victim fails his ESCAPE TEST), the victim dies and the Scion of Conand's tears are increased by 1. If the victim passes
Scavenger of the Dead his ESCAPE TEST, the victim does not die and no tears are harvested.
Waterboy Earth and Shrive: A Scion of Conand's Earth Dice are 5 when he is within any kind of water terrain feature, and 1 when not.
Water is Earth
MOUNT OPTIONS Mount Option Rules Mass | Mount+ C+A Cost
Daindch ardent Mount May ride a Dainéch 17 18 100 249

FMR-CND-0000 - Uuroch




GILLSPEAR UUTARN

GIL-speer 00-
Kindred Realm Kin Class Privilege Acuity Ubiquity Ha;ds Un|t15|ze Cost
Fomoraic Conand Gillspear Warlord Noble Veteran Common Mass Base Size ‘ 31
1 30mm |
GILLSPEAR UUTARN Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate 5 62 a7 29 7 72 82 21
Abilities Amphibious; Disciplined; Tactician
Wound Track 1/2/3/4|5/6|7
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W-+Ch Damage*  Hands Class | Weapon Rules
1 Hook Spear 1)2/3/4/5/6|7 9 56 15" 1 1 Borme
Spear 1/2/3/4|5/6 18 65 15" 2 2 Borne
SHOT WEAPON OPTIONS Shoot Dice Weapon+| M+W Min Rge | LthRge | EffRge | Max Rge | Damage* | Hands Class Shot Weapon Rules Cost
1 Barb Spitter par» 12 3456 0 30 0” 3”7 15”7 36" 1 2 Borne | Add; Pierce; Venom Damage 2
ARMOUR Armour+ C+A Hands Class Armour Rules
) Scale:g Skin 4 68 0 R
in
. Drifted Armour 11 79 0 Worn
Light Armour
ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
! Shell Shield shieid 9 53 1 Worn | Add; Parry 1
MOUNT OPTIONS Mount Option Rules Mass | Mount+ C+A Cost
Longclaw Beast Mount May ride a Longclaw; Rider gains the Flanker ability 3 8
FMR-CND-1300 - ?
GIL-bryn
Kindred Realm Kin Class Privilege Acuity Ubiquity Ha;ds Un|t15|ze Cost
Fomoraic Conand Gillbrine Warlord Noble Wwild Common Mass Base Size ‘ 52
1 30mm \
GILLBRINE Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate 5 37 41 23 5 71 39 74
Abilities Amphibious; Augurer; Dissipater; Earther; Sorcerer (2) Focus Range: 11"
Wound Track 1/2|3/4/5 Earth Dice: | 1|23 4
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ | M+W+Ch Damage* | Hands Class | Weapon Rules
1 Hook Dagger 1203 9 50 0.5” 1 1 Borne | Hook
Dagger
2 Brine Staff 1 4 45 1” 1 1 Borne Brine Staff Artefact; Corrosion Damage
Sorcerous Staff
ARMOUR Armour+ C+A Hands Class | Armour Rules
. Scal?k:l Skin 2 25 0 o
in
2 Flotsam Armour 5 30 0 -
Light Armour
ARTEFACTS Artefact Rules
Brine Staff Salted Water: at the beginning of the battle, in the battle rolls step, the Gillbrine must rolls a D10, called the Brine Roll. The result of the Brine Roll is the amount of Brine Dice

Sorcerous Staff
Conand's Water

Waterboy

Water is Earth

0/1/2/34/56/7 89| the Brine Staff contains for the battle. The Gillbrine may discard one Brine Die each time he performs an Invoke action to gain D10 invoke dice for that invocation (if he is within

water terrain) or 1 invoke die (if he is not within water terrain).

Earth and Water: A Gillbrine's earth dice are 4 when he is within any kind of water terrain feature, and 1 when not.

FMR-CND-0360 - ?




GILLSPEAR TARN

GIL-speer TARN

Hands

Unit Size

Sorcerous Staff
Conand's Water

Waterboy

Water is Earth

Kindred Realm Kin Class Privilege Acuity Ubiquity 2 1 Cost
Fomoraic Conand Gillspear Warchief Noble Drilled Common M:;ss st(]emsr:]ze } 20
GILLSPEAR TARN Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate 5 56 43 25 5 72 71 17
Abilities Amphibious; 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
1/2/3/4(5 " B
Hook Spear 9 52 1.5 1 1 ome |
Spear 1/2/3/4 18 61 15" 2 2 Borne
SHOT WEAPON OPTIONS Shoot Dice Weapon+| M+W Min Rge | LthRge | EffRge | Max Rge | Damage* | Hands Class Shot Weapon Rules Cost
Barb Spitter sarb 12 34 0 30 0” 3”7 15”7 36”7 1 2 Borne | Add; Pierce; Venom Damage 2
ARMOUR Armour+ C+A Hands Class Armour Rules
Scale:t_i Skin 2 27 0 N
in
Drifted Armour 9 36 0 Worn
Light Armour
ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
Shell Shield shieid 8 44 1 Worn | Add; Parry 1
NOBLE OPTIONS Noble Option Rules Cost
Striped One Host Banner Bearer May bear the Host's Banner. Gains the Host Banner Bearer ability 7
Tolling One Host Herald May bear the Host's Instrument. Gains the Host Herald ability 7
MOUNT OPTIONS Mount Option Rules Mass | Mount+ C+A Cost
Longclaw Beast Mount May ride a Longclaw; Rider gains the Flanker ability 3 7
FMR-CND-1300 - ?
GIL-speer goo-TARN
. . - . i Hands Unit Size
Kindred Realm Kin Class Privilege Acuity Ubiquity 2 1 Cost
Fomoraic Conand Gillspear Warchief Noble Drilled Common Mass Base Size ‘ 12
1 30mm |
GILLSPEAR GUUTARN Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate 5 42 38 19 4 65 51 15
Abilities Amphibious; 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
12/3/4 5" B
Hook Spear 9 47 1.5 1 1 ome ||
Spear 123 18 56 15" 2 2 Borne
SHOT WEAPON OPTIONS Shoot Dice Weapon+ M+W Min Rge | Lth Rge Eff Rge | Max Rge | Damage* | Hands Class Shot Weapon Rules Cost
Barb Spitter sarv 123 0 30 0” 37 15" 36" 1 2 Borne | Add; Pierce; Venom Damage 1
ARMOUR Armour+ C+A Hands Class Armour Rules
Scaltzg Skin 2 21 0 N
in
Drifted Armour 7 28 0 -
Light Armour
ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
Shell Shield shieid 8 36 1 Worn | Add; Parry 1
NOBLE OPTIONS Noble Option Rules T
Striped One Host Banner Bearer May bear the Host's Banner. Gains the Host Banner Bearer ability 7
ToIIing One Host Herald May bear the Host's Instrument. Gains the Host Herald ability 7
MOUNT OPTIONS Mount Option Rules Mass Mount+ C+A Cost
Longclaw Beast Mount May ride a Longclaw; Rider gains the Flanker ability 3 6
FMR-CND-1300 - ?
GIL-brak
Kindred Realm Kin Class Privilege Acuity Ubiquity Ha;ds Un|t15|ze Cost
Fomoraic Conand Gillbrine Warchief Noble Wild Common Mass Base Size | 36
1 30mm
GILLBRACK Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate 5 34 37 19 4 68 32 63
Abilities Amphibious; Augurer; Dissipater; Earther; Sorcerer (1) Focus Range: 8"
Wound Track 1/2(3/4 Earth Dice: | 1|23
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge = Charge+ M+W+Ch Damage*  Hands Class Weapon Rules
Hook Dagger 1203 8 45 05" 1 1 Borne | Hook
Dagger
Brack Staff 1 4 41 1" 1 1 Borne Brack Staff Artefact; Corrosion Damage
Sorcerous Staff
ARMOUR Armour+ C+A Hands Class Armour Rules
scalesg Skin 2 21 0 Natural
in
Flotsam Armour 5 26 0 o
Light Armour
ARTEFACTS Artefact Rules
Brack Staff Salted Water: at the beginning of the battle, in the battle rolls step, the Gillbrack must rolls a D10, called the Brack Roll. The result of the Brack Roll is the amount of Brack Dice

0/1/2/3/4 5/6|7 8/9| the Brack Staff contains for the battle. The Gillbrack may discard one Brack Die each time he performs an Invoke action to gain D5 invoke dice for that invocation (if he is within
water terrain) or 1 invoke die (if he is not within water terrain).

Earth and Water: A Gillbrine's earth dice are 3 when he is within any kind of water terrain feature, and 1 when not.

FMR-CND-1360 - ?




ANGLERHOOK TARN

ANG-ler hook TARN

Hands

Unit Size

Kindred Realm Kin Class Privilege Acuity Ubiquity 2 1 Cost
. . - Mass Base Size \
Fomoraic Conand Anglerhook Warchief Noble wild Common 29
2 40mm \
ANGLERHOOK TARN Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insenssi,‘e;i‘;rsame; Loathsome; 5 53 4 5 3 5 8 74 59 21
Abilities Amphibious; Bulk Charger
Wound Track 1/2|3/4|5|67|8
COMBAT WEAPON Attack Dice Weapon+ | M+W Att Rge | Charge+ | M+W+Ch Damage* | Hands Class | Weapon Rules
1 HOOL(I Slade 1/2/3/4/5 18 63 e 2 2 Borne | Hook
aive
2 Snappang Jaws 1|2 10 55 0” 1 0 Natural | Pierce
ite
ARMOUR Armour+ C+A Hands Class Armour Rules
; Scalig Skin 3 38 0 Natural
in
2 Flotsam Armour 5 43 0 Worn
Light Armour
ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
2 Drifted Armour Heavy Armour 8 46 0 Worn Replace (Flotsam Armour) 1
NOBLE OPTIONS Noble Option Rules o
1 Radiant One Host's Banner May bear the Host's Banner. Gains the Host Banner Bearer ability 8
1 Clacking One Host's instrument May bear the Host's Instrument. Gains the Host Herald ability 8
FMR-CND-1300 - ?
SEEL-speer TARN
Kindred Realm Kin Class Privilege Acuity Ubiquity Ha;ds UmtlS|ze Cost
Fomoraic Conand Sealspear Warchief Noble Wild Common Mass Base Size ‘ 34
3 50mm \
SEALSPEAR TARN Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate; Fearsome 6 56 53 48 13 76 58 28
Abilities Amphibious; Bulk Charger
Wound Track 1/2/3/4|5/6|7 8|9 1011
COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ | M+W+Ch Damage* Hands Class Weapon Rules
1 Seals Spear 1/2/3/4|5/6/7 10 47 2T 1 1 Borne | Pierce
pear
SHOT WEAPON Shoot Dice Weapon+ M+W Min Rge Lth Rge Eff Rge Max Rge | Damage* Hands Class Shot Weapon Rules
1 Seals Spear 12/3/4 10 47 0" 9” 30” 39” 1 1 Borne | 1|2|3/ Shots (3); Impetus Shot; Pierce
pear
ARMOUR Armour+ C+A Hands Class Armour Rules
: Flotsam Armour 5 53 0 Wi
Light Armour
, Shell Shield . 57 1| some | ey
Shield
ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
1 Drifted Armour Light Armour 9 71 0 Worn Replace (Flotsam Armour) 1
NOBLE OPTIONS Noble Option Rules T
1 Mottled One Host's Banner May bear the Host's Banner even if he is the general. Gains the Host Banner Bearer ability 9
1 Barking one Host's Instrument May bear the Host's Instrument even if he is the general. Gains the Host Herald ability 9
FMR-CND-16xx - ?
KRAK-en-aks
Kindred Realm Kin Class Privilege Acuity Ubiquity Hagds Un|t15|ze Cost
Fomoraic Conand Krakenax Warchief Noble Wwild Uncommon Mass Base Size ‘ 60
4 60mm |
KRAKENAX TARN Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate; Loathsome; Fearsome 5 48 55 46 14 69 55 33
Abilities Amphibious; Bulk Charger
Wound Track 1/2|3/4|5|6|7 8|9 10/11]12[1314
COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ | M+W+Ch Damage* Hands Class Weapon Rules
1{2]3]4|5/6|7/8/ 9|10
q Kraken Axes 12 67 2" 1 4 Borne | Quick Strike
Axes 11(12[13)14
2 Flallll‘lg Telntacles 11213/4 13 68 Pk 1 2 Natural | Grab; Blind Strike; Sightless Strike
entacles
SHOT WEAPON Shoot Dice Weapon+ | M+W MinRge | LthRge @ EffRge | MaxRge  Damage* | Hands Class | Shot Weapon Rules
1 Bllnd;ng Ink 12 5 60 4" 1 0 Natural | Combat Shot Weapon; Spray; 4” Ink Spray Template; Blind
pit
ARMOUR Armour+ C+A Hands Class Armour Rules
. Flotsam Armour 5 51 0 o
Light Armour
ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
1 Drifted Armour Light Armour 10 61 0 Worn Replace (Flotsam Armour) 1
NOBLE OPTIONS Noble Option Rules o
1 Shining One Host's Banner May bear the Host's Banner even if he is the general. Gains the Host Banner Bearer ability 11

FMR-CND-3710 - ?




CRABSPEAR TARN

KRAB-speer TARN
Kindred Realm Kin Class Privilege Acuity Ubiquity Ha;ds Un|t15|ze Cost
. . - Mass Base Size
Fomoraic Conand Crabspear Warchief Vassal Wild Rare 126
7 80mm
CRABSPEAR TARN Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate; Gigantic; Loathsome;
e 7 46 74 62 26 79 58 48
Abilities Amphibious; Bind (Crab Swarm); Bulk Charger; Scuttler
Wound Track 1 ‘ 2 ‘ 3 ‘ 4|56 ‘ 7 ‘ 8 ‘ 9 ‘10 11‘11‘13‘14‘15 15‘17‘18‘19‘20 11‘12‘13‘14‘25 26‘
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W+Ch Damage* | Hands Class | Weapon Rules
1 Deelg spear 1/12/13/4/5/6|7|8 18 92 2" 2 1 Borne | Switch (Crushing Claws + Spear and Claw); Grab; Pierce
pear
1 Crushing Claws 1]2]3|4]5]6|7]8|® ‘10 21 95 27 2 2 Natural Switch (Deep Spear + Spear and Claw); Pierce; Grab; Vicious |
Claws 11 Damage
1/2|3/4|5|6 Spear 9 2" 1 1 Natural | Switch (Deep Spear +
1 Spear and Claw ‘ 83 Crushing Claws); Grab;
Spear; Claw 1/23/4|5 Claw 21 95 05" 2 1 Natural | pierce Vicious Damage
2 Trample 12/3/4 7 81 0” 1 0 Natural | Pierce; Sightless Strike
Trample
ARMOUR Armour+ C+A Hands Class | Armour Rules
1 Spiked Carapace 27 89 0 N
Carapace
., Scavenged Armour 6 95 0 Worn
Light Armour
ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
1 Encrusted Carapace Carapace 38 106 0 Worn | Replace (Spiked Carapace) 1
NOBLE OPTIONS Noble Option Rules e
1 shining One Host's Banner May bear the Host's Banner even if he is the general. Gains the Host Banner Bearer ability 15

FMR-CND-1705 - ?




ANGLERHOOK

ANG-ler hook
. . - . _— Hands Unit Size
Kindred Realm Kin Class Privilege Acuity Ubiquity 2 3+/8+/15 Cost
. - Mass Base Size
Fomoraic Conand Anglerhook Infantry Vassal wild Common 13
2 40mm
ANGLERHOOK Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate; Fearsome; Loathsome;
S ’ 5 36 34 26 6 66 17 18
Abilities Amphibious; Bulk Charger
2/3/4/5[6 AH1‘123456 1/2]3]4|5]6 AH3‘123456 AH4|1]2(3|4|56 AH5‘123456 AH6|1]2(3|4|5|6 AH7‘123456 AHB8|1/2(34|5|6 AH9‘123455 AH 10
2/3/4/5[6 1|2]3]4|5]6 AH12|1]2(3|4|56 AH13|1|2{3|4|5/6 AH14|1|2(3|4|5/6 AH 15
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge  Charge+ M+W+Ch Damage*  Hands Class | Weapon Rules
Hook Blade 12/3 18 52 1" 2 Borne | Hook
Glaive
Snapping Jaws 1 6 40 0” 1 Natural | Pierce
Bite
ARMOUR Armour+ C+A Hands Class Armour Rules
Scaled Skin > 28 N—
Skin
Flotsam Armour 4 32 0 -
Light Armour
ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
Drifted Armour Heavy Armour 8 40 Worn | Replace (Flotsam Armour) 1
UNIT OPTIONS Unit Option Rules Cost
Culltarn Champion One Anglerhook becomes the mustered champion, who gains +1 attack die on his primary combat weapon 4
GIowing One Banner Bearer One Anglerhook becomes the mustered banner bearer 3
Clicking One Herald One Anglerhook becomes the mustered herald 3
FMR-CND-2910 - ?
GIL-glayv
Hands Unit Size
Kindred Realm Kin Cla: Privilege Acuit biquit: Cost
d ss 9 v Ubiquity 2 5+/20+/30 s
. " . Mass Base Size
Fomoraic Conand Gillspear Infantry Vassal Drilled Uncommon 1 30mm 11
GILLGLAVE Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate 5 47 38 17 3 68 16 15
Abilities Amphibious; Bind (Gillspitter, Snapclaw); Disciplined
1 Gillglave 1 [ 1|23 123 Gillglave 3|1 (2|3 Gillglave 4 | 1|23 Gillglave 51|23 Gillglave 6 3 Gillglave 7 23 Gillglave 8 | 1|23 Gillglave 9 Gillglave 10
1 Gillglave 11 | 1|23 Gillglave 12| 1|23 Gillglave 13| 1|23 Gillglave 14| 1|23 Gillglave 15 [ 1|23 Gillglave 16 3 Gillglave 17 2(3 Gillglave 18 | 1|23 Gillglave 19 Gillglave 20
1 Gillglave 21 | 1|23 Gillglave 22| 1|23 Gillglave 23 | 1|23 Gillglave 24 | 1|2 |3 Gillglave 25 [ 1|23 Gillglave 26 3 Gillglave 27 23 Gillglave 28 | 1|23 Gillglave 29 Gillglave 30
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W-+Ch Damage*  Hands Class | Weapon Rules
n Hook Glaive 12 18 56 1.5" 2 2 Borne | Hook
Glaive
ARMOUR Armour+ C+A Hands Class | Armour Rules
1 Scalefl Skin 4 21 0 —
Skin
. Drifted Armour 12 33 0 Worn
Light Armour
ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
1 Jawhelm teim 7 40 1 Worn | Add 1
UNIT OPTIONS Unit Option Rules e
Culltarn crampion One Gillglave becomes the mustered champion, who gains +1 attack die on his primary combat weapon 3
Belted One Banner Bearer One Gillglave becomes the mustered banner bearer 2
Ringing One tHeraid One Gillglave becomes the mustered herald 2
Veteran Gillglave The Gillglave unit becomes Veteran (cost shown is per warrior), gaining +10 SKILL, +5 FORTITUDE and +5 AUTHORITY 2
FMR-CND-2660 - ?
GIL-speer
. . - . _— Hands Unit Size
Kindred Realm Kin Class Privilege Acuity Ubiquity 2 5+/I20+|/Z30 Cost
. " " Mass Base Size
Fomoraic Conand Gillspear Infantry Vassal Wild Common 7
1 30mm
GILLSPEAR Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate 5 33 35 14 3 62 11 11
Abilities Amphibious; Bind (Gillspitter, Snapclaw,)
1 Gillspear 1| 1|23 123 Gillspear 3|1 (2|3 Gillspear 4| 1|23 Gillspear 5 1|23 Gillspear 6 3 Gillspear 7 23 Gillspear 8 1|23 Gillspear 9 Gillspear 10
1 Gillspear 11123 Gillspear 12123 Gillspear 13 | 123 Gillspear 14| 123 Gillspear 15 |1 |23 Gillspear 16 3 Gillspear 17 2(3 Gillspear 18 1|23 Gillspear 19 Gillspear 20
1 Gillspear 21| 123 Gillspear 22| 1|23 Gillspear 23| 123 Gillspear 24| 123 Gillspear 25 (1|23 Gillspear 26 3 Gillspear 27 23 Gillspear 28 |12 |3 Gillspear 29 Gillspear 30
COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ | M+W+Ch Damage* | Hands Class Weapon Rules
1(2/3 8 15" 1 1 Borne
. Hook Spear 43 . -
Spear 1(2 16 51 1.5 2 2 Borne
ARMOUR Armour+ C+A Hands Class Armour Rules
. Scaled Skin P 16 0 o
Skin
] Flotsam Armour 7 23 0 Worn
Light Armour
ARMOUR OPTIONS Armour+ | C+A Hands Class | Armour Rules Cost
1 Shell Shield sield 8 31 1 Worn | Add; Parry 1
UNIT OPTIONS Unit Option Rules Cost
Culltarn Champion One Gillspear becomes the mustered champion, who gains +1 attack die on his primary combat weapon 3
Banded One Banner Bearer One Gillspear becomes the mustered banner bearer 2
Pealing One Herald One Gillspear becomes the mustered herald 2
Trained Gillspears The Gillspear unit becomes Trained (cost shown is per warrior), gaining +5 SKILL, +3 FORTITUDE and +3 AUTHORITY and the Disciplined ability 1
Drilled Gillspears The Gillspear unit becomes Drilled (cost shown is per warrior), gaining +10 SKILL, +3 FORTITUDE and +3 AUTHORITY and the Disciplined ability 2

FMR-CND-2660 - ?




GILLSPITTER

GIL-spit-er
. . - . I Hands Unit Size
Ut
Kindred Realm Kin Class Privilege Acuity Yy 2 5+/10+/20 Cost
Fomoraic Conand Gillspear Infantry Vassal Wwild Common Mass Base Size 6
1 30mm
GILLSPITTER Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate 5 31 33 14 3 62 11 11
Abilities Amphibious; Bind (Snapclaw)
1 3 Gillspitter 1| 1|23 Gillspitter 2| 1|2 |3 Gillspitter 3| 1|23 Gillspitter 4| 1 3 Gillspitter 5 (1|2 |3 Gillspitter 6 | 1|2 |3 Gillspitter 7 | 1|23 Gillspitter 8 1|2 |3 Gillspitter 9 | 1 3 Gillspitter 10
123 Gillspitter 11 | 1|23 Gillspitter 12|12 3 Gillspitter 13 | 123 Gillspitter 14 | 1|23 Gillspitter 15 |1 |2 |3 Gillspitter 16 |1 |2 |3 Gillspitter 17 | 123 Gillspitter 18 |1 2|3 Gillspitter 19 |1 /2|3 Gillspitter 20
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ | M+W+Ch Damage* | Hands Class | Weapon Rules
1 Hook Dagger 8 41 0.5” 1 1 Borne | Hook
Dagger
SHOT WEAPON Weapon+ | M+W Min Rge | LthRge | EffRge | Max Rge Damage* = Hands Class | Shot Weapon Rules
1 Barb;st?ltter 0 30 0" 3” 15" 36" 1 2 Borne Pierce; Venom Damage
arl
ARMOUR Armour+ C+A Hands Class Armour Rules
. Scalesg Skin 2 16 0 e
in
n Flotsam Armour 6 22 0 -
Light Armour
UNIT OPTIONS Unit Option Rules o
Culltarn Champion One Gillspitter becomes the mustered champion, who gains +1 attack die on his primary combat weapon 3

FMR-CND-2790 - ?




SEALSPEAR

SEEL-speer
. . - . _— Hands Unit Size
Kindred Realm Kin Class Privilege Acuity Ubiquity 2 34/5+/10 Cost
Fomoraic Conand Sealspear Monstrous Infantry Vassal wild Uncommon M:;SS Bassoemsnl]ze } 23
SEALSPEAR Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate; Fearsome 6 37 47 42 o 71 22 26
Abilities Amphibious; Bulk Charger
12(3]4|5/6(7(8|9 Sealspear 1|1(2(3/4|5/6|7(8|9 Sealspear 2|1|2(3|4(5(6/7|8|9 Sealspear 3|1/2(3|4/5/6|7(89 Sealspear 4|1 (2|3 |4|5/6/7|8|9 Sealspear 5
1/2/3/4]5/6/7 8|9 Sealspear 6|1/2(3|4|5/6/7/8|9 Sealspear 7|1/2|3|4|5/6/7|8|9 Sealspear 8|1/2|3|4|5/6/7/8|9 Sealspear 9|1/2|3|4|5/6/7|8|9 Sealspear 10
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge  Charge+ M+W+Ch Damage*  Hands Class | Weapon Rules
1 SeaISSpear 1/2/3/4/5 10 57 Pk 1 1 Borne | Pierce
pear
SHOT WEAPON Shoot Dice Weapon+| M+W | MinRge LthRge EffRge | MaxRge | Damage*  Hands Class | Shot Weapon Rules
1 SeaISSpear 123 10 57 0” 9” 30” 39" 1 1 Borne |1|2|3| Shots (3); Impetus Weapon; Piercing
pear
ARMOUR Armour+ C+A Hands Class | Armour Rules
] Flotsam Armour 4 46 0 .
Light Armour
. Shell Shield s | 51 1| eome |rory
Shield
ARMOUR OPTIONS Armour+ C+A Hands Class Armour Rules Cost
1 Drifted Armour Light Armour 8 63 0 Worn Replace (Flotsam Armour) 1
UNIT OPTIONS Unit Option Rules o
Culltarn Champion One Sealspear becomes the mustered champion, who gains +1 attack die on his primary combat weapon 5
Flecked One Banner Bearer One Sealspear becomes the mustered banner bearer 4
Baying One Herald One Sealspear becomes the mustered herald 4
FMR-CND-3310 - ?
SNAP-klor
. . - " I Hands Unit Size
Kindred Realm Kin Class Privilege Acuity Ubiquity P 1+/34/5 Cost
Fomoraic Conand Snapclaw Monstrous Infantry Vassal Wild Uncommon Mgss Ba5s0emsn|]ze 29
SNAPCLAW Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate; Tough; Terrifying 6 31 42 34 7 66 21 25
Abilities Amphibious; Bulk Charger; Scuttler
1/2/3/4|5/6|7 Snapclaw 1]1/2{34|5/6|7 Snapclaw2|1234567 Snapclaw3|1234567 Snapclaw4|1234567 Snapclaw 5
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ | M+W+Ch Damage* | Hands Class | Weapon Rules
1 Snapplng Claw 1/2/3/4|5 12 54 2" 2 1 Borne Pierce; Vicious Damage
Claw
7 Snlpplcll‘lg Claw 1 8 50 1" 1 0 Natural | Pierce
law
SHOT WEAPON Shoot Dice Weapon+ | M+W MinRge | LthRge | EffRge @ MaxRge | Damage* Hands Class | Shot Weapon Rules
1 snappélng Claw 1/2(3 0 80 0" 9” 15" 24" 1 2 Borne | Focussed Booming Shot; Ignores Armour; Vicious Damage
law
ARMOUR Armour+ C+A Hands Class | Armour Rules
1 Tough Carapace 9 43 0 R
Carapace
2 Flotsam Armour 4 47 0 o
Light Armour
ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
1 Drifted Armour Light Armour 8 51 0 Worn Replace (Flotsam Armour) 1
FMR-CND-3440 - ?
SORD-horn
Hands Unit Size
Kindred Reall Ki [off Privil Acuit Ubiqui Cost
indre ealm in ass rivilege cuity iquity 2 1+/34/5 0s
Fomoraic Conand Swordhorn Monstrous Infantry Vassal Wwild Uncommon MZSS Bass(JemSn:ze } 31
SWORDHORN Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate; Fearsome 5 21 52 49 11 69 25 31
Abilities Amphibious; Bulk Charger
112{3|4|5|6|7|8|9]10/11 Swordhorn 11 (2|3 |4|5/6|7|8|9 1011 Swordhorn2|1234567891011 Swordhorn3|1234567891011 Swordhorn4|1234567891011 Swordhorn 5
COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ M+W+Ch Damage* Hands Class Weapon Rules
1 Brutal Club 1(2/3/4|5 18 70 1” 2 2 Borne | Vicious Damage
Great Club
2 Sword Horn 1 10 62 2" 10 72 1 0 Natural | Impact Strike; Charge+; Pierce; Vicious Damage
Horn
ARMOUR Armour+ C+A Hands Class | Armour Rules
7 Flotsam Armour 4 53 0 -
Light Armour
ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
1 Drifted Armour Light Armour 8 61 0 Worn | Replace (Flotsam Armour) 1
UNIT OPTIONS Unit Option Rules Cost
Culltan Champion One Swordhorn becomes the mustered champion, who gains +1 attack die on his primary combat weapon 6
Greatfin Banner Bearer One Swordhorn becomes the mustered banner bearer 5

FMR-CND-3710 - ?




KRAKENAX

KRAK-en-aks
. . - . _— Hands Unit Size
m
Kindred Realm Kin Class Privilege Acuity Yy 3 1+/34/5 Cost
Fomoraic Conand Krakenax Monstrous Infantry Vassal Wwild Uncommon Miss Baﬁs(]emsr:]ze 33
KRAKENAX Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate; Loathsome; Fearsome 5 26 48 40 10 69 26 31
Abilities Amphibious; Bulk Charger
3‘4‘5 9‘10‘ Krakenax 1|1 4‘5 9‘10 Krakenax 2 1‘2‘3‘4‘5 6‘7 9‘10 Krakenax 3 1‘2 4‘5 6‘7‘8‘9‘10 Krakenax4| 5‘6‘7‘8‘9‘10‘ Krakenax 5
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W+Ch Damage*  Hands Class | Weapon Rules
12|3]4(56 9/10
Kraken Axes ‘ ‘ ‘ ‘ ‘ 11 59 27 1 4 Borne Quick Strike
Axes 11/12
Flalllng Tentacles 12 10 58 2" 1 2 Natural | Grab; Blind Strike; Sightless Strike
Tentacles
SHOT WEAPON Shoot Dice Weapon+ M+W Min Rge | Lth Rge Eff Rge | Max Rge | Damage*  Hands Class Shot Weapon Rules
Bllnd;l_ltg Ink 1 ‘ 3 51 4" 1 0 Natural | Combat Shot Weapon; Spray; 4” Ink Spray Template; Blind
Spit
ARMOUR Armour+ C+A Hands Class Armour Rules
Flotsam Armour 3 43 0 -
Light Armour
ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
Drifted Armour Light Armour 7 50 0 Worn | Replace (Flotsam Armour) 1
UNIT OPTIONS Unit Option Rules Cost
Culltan Champion One Krakenax becomes the mustered champion, who gains +1 attack die on his primary combat weapon 6
Lucent One Banner Bearer One Krakenax becomes the mustered banner bearer 5

FMR-CND-3710 - ?




GILLRIDER

GIL-ry-der
. . - . Hands Unit Size
Ubiaui
Kindred Realm Kin Class Privilege Acuity y 2 5+/54/10 Cost
. Mass Base Size
F Conand Gillrids Caval Vassal i
omoraic onan illrider avalry assal Wild Common 3 60:35mm 10
GILLRIDER Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Insensate 5 33 35 14 3 62 11 21
LONGCLAW 8 15 33 = = = = =
Abilities Amphibious; Flanker; Bulk Charger (Longclaw); Scuttler (Longclaw)
Gilrider 1]12/3]  airider2[1[2[s]  ailrider3]1[2[s]  ilrider4]1[2[s]  Gilrider5][1 2[3]  irider6]1]2]3]  ilrider 7[1[2]3]  ilrider8[1]23] iliider 9]1/2[3] Gillrider 10
COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ | M+W+Ch Damage* Hands Class Weapon Rules
1 Hoo!(spear 1 ‘ 2 ‘ 3‘ 9 44 27 9 53 1 1 Borne | Mounted Impact Strike; Mounted Charge+
pear
MOUNT COMBAT WEAPON Attack Dice Weapon+ M+W AttRge | Charge+ | M+W+Ch Wound+ Hands Class Weapon Rules
1 Long Claws 2 37 2" 1 0 Natural
Claws
ARMOUR Armour+ C+A Hands Class Armour Rules
1 Scalesg Skin 2 16 0 Natural
in
q Flotsam Armour 7 23 0 Worn
Light Armour
ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
1 Shell Shield snieid 8 31 1 Worn | Add 1
UNIT OPTIONS Unit Option Rules o
Culltarn Champion One Gillrider becomes the mustered champion, who gains +1 attack die on his primary combat weapon 5
Banded One Banner Bearer One Gillrider becomes the mustered banner bearer 4
Pealing One Herald One Gillrider becomes the mustered herald 4
Trained Gillriders The Gillrider unit becomes Trained (cost shown is per warrior), gaining +5 SKILL, +3 FORTITUDE and +3 AUTHORITY and the Disciplined ability 2
Drilled Gillriders The Gillrider unit becomes Drilled (cost shown is per warrior), gaining +10 SKILL, +3 FORTITUDE and +3 AUTHORITY and the Disciplined ability 3

FMR-CN|

D-4xxX -




LONGCLAW

LONG-klor
Kindred Realm Kin Class Privilege Acuity Ubiquity Hagds Cost
: Beast " Mass
Fomoraic Conand Longclaw Mount Beast Wild Common 3 8
LONGCLAW Pace Skill Might Constitution  Wounds Fortitude Authority Temper
e 8 15 33 16 4 33 20
Abilities Amphibious; Bulk Charger; Scuttler
Wound Track 1)2(3]4
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W+Ch Damage* | Hands Class | Weapon Rules
1 |.O|'IgCI Claws 112/3/4 8 41 2" 1 0 Natural
aws
ARMOUR Armour+ C+A Hands Class | Armour Rules
1 Hard Shell 14 30 0 Natural
Carapace
FMR-CND-7xxx - ?
KRAB SWORM

. . . . _— Hands
Kindred Realm Kin Class Privilege Acuity Ubiquity 0 Cost
Fomoraic Conand Crab 5;::; Beast Mindless Common Mjss 7

CRAB SWARM Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Amphibious; Frost Blood; Insensate; Loathsome;
Fearsome; Fearless; Tough; Small 8 18 12 22 8 10 22

Abilities Bound (Uuroch, Scion of Conand); Scuttler
1/2(3/4/5/6|7|8 Crab Swarm 1|1/2(3|4|5/6|7|8 Crawaarm2‘1234567s Crawaarm3‘12345678 Crawaarm4‘12345678 Crab Swarm 5
COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ | M+W+Ch Damage* Hands Class Weapon Rules
1 Grlpplng Claws 1/2/3|4/5/6 11 23 0" 1 0 Natural | Sightless Strike; Blind Strike; Ignores Armour
Claws
ARMOUR Armour+ C+A Hands Class Armour Rules
. Tough Carapace 11 33 0 —
Carapace

FMR-CND-7xxx - ?




THRESHTAIL

THRESH-tayl

Hands Unit Size

Kindred Realm Kin Class Privilege Acuity Ubiquity 2 1+/24/3 Cost
Fomoraic Conand Threshtail Monstrous Beast Beast Wild Uncommon M:;SS Bass(]emsr:]ze 73
THRESHTAIL Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Gigantic; Frost Blood; I te; Loathsome;
O ot Tty 6 21 63 59 21 61 29 45
Abilities Amphibious; Bulk Charger
1]2(3]4|5/6|7 |89 10/11/12/13(14]15 16|17/18|19|20|21 Threshtaill‘lzzAss?s9101112131415161718192011 Threshtai|2‘123455789101112131415161718192021 Threshtail 3
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W+Ch Damage* | Hands Class | Weapon Rules
1 FIeSL‘ Ik-|°°k 1/2/3/4/56/7|8 18 81 2" 2 2 Borne Pierce; Vicious Damage
jool
2 Clampang Jaws 1|2 19 82 05" 1 0 Natural | Pierce
ite
3 Thresh|l|19 Tail 123 13 76 2" 1 0 Natural | Blind Strike; Sightless Strike
Tail
4 Trample 112/3/4 6 69 0” 1 0 Natural | Sightless Strike
Trample
ARMOUR Armour+ C+A Hands Class | Armour Rules
1 Thlc!ﬁ' Hide 4 63 0 Natural
in
2 Flotsam Armour 5 68 0 -
Light Armour
UNIT OPTIONS Unit Option Rules o
Culltarn Champion One Threshtail becomes the mustered champion, who gains +1 attack die on his primary combat weapon 11
FMR-CND-8260 - ?
HAM-er-hook
Kindred Realm Kin Class Privilege Acuity Ubiquity Ha;ds Umt15|ze Cost
Monstrous Beast Mass Base Size
Fomoraic Conand Hammerhook Solitary Beast wild Rare 1 100mm 164
HAMMERHOOK Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Allseeing; Frost Blood; Gigantic; Insensate;
L Stubborn; Terrifying 6 22 84 80 43 64 39 61
Abilities Amphibious; Bulk Charger
Wound Track 1]2|3]4|56|7 |8 9|10/11]12/13(14|1516|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
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ | M+W+Ch Damage* | Hands Class | Weapon Rules
1(2{34|5]6|7(8|9|10
1 Flesh Hooks 93 1" 2 2 Natural | Grab; Hook; Vicious Damage
Sickles 11/12/13]
2 SpltefBl-:I Jaws 1]213 17 101 0" 2 0 Natural | Pierce
ite
3 Trample 1/2/3/4/5 8 92 ik 1 0 Natural | Sightless Strike
Trample
ARMOUR Armour+ C+A Hands Class | Armour Rules
1 Th IC!T(. Hide 4 84 0 Natural
in
? Shellplate 11 95 0 Worn
Gutplate
5 Flotsam Armour 8 103 0 i
Light Armour
FMR-CND-8450 - Tiinguuska
GREYT-mor
H it Si
Kindred Realm Kin Class Privilege Acuity Ubiquity a;ds Uni 15|ze Cost
. Monstrous Beast Mass Base Size
Fomoraic Conand Greatmaw Solitary Beast Feral Rare 6 120mm 362
GREATMAW Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Gigantic; Insensate; Loathsome;
Tough; Stubborn; Terrifying 6 21 94 101 72 61 55 84
Abilities Amphibious; Bulk Charger; Devourer
Wound Track 1]2|3|4|5 6|7 8|9 |10/11|12/13(14|1516|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,
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge @ Charge+ M+W+Ch Damage*  Hands Class | Weapon Rules
1]2|3]4(5/6/7(8]9|10
1 Flesh Hook 20 114 2" 2 2 Borne Grab; Hook; Pierce; Terrible Damage
Sickle 11(1213(14)15/16/17
2 Mlghty Jaws 1/2/3/4/5 28 122 0" 3 0 Natural | Grab; Pierce; Terrible Damage
Bite
3 Trample 1/2/3/4/5/6 9 103 0” 1 0 Natural | Sightless Strike
Trample
ARMOUR Armour+ C+A Hands Class | Armour Rules
1 Th lc!ﬁ} Hide 4 105 0 Natural
in
7 Crabplate 13 118 0 i
Gutplate
3 Flotsam Armour 4 122 0 Worn
Light Armour

FMR-CND-8260 - ?




DAINOCH

DY-nukh
Kindred Realm Kin Class Privilege Acuity Ubiquity Hagds U"It15|ze Cost
. - Monstrous Beast . Mass Base Size
Fomoraic Conand Dainéch Solitary Beast wild Rare 14 120mm 246
DAINOCH Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Gigantic; Insensate; Loathsome;
Stubborn; Terrifying 5 20 84 920 57 67 49 75
Abilities Amphibious; Bulk Charger
Wound Track 1(2{34|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,
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ | M+W+Ch Damage* | Hands Class | Weapon Rules
3 1(2(34|5|6|7|8|9|10
1 Crushing Jaws 24 108 i 3 0 Natural | Pierce; Terrible Damage
Bite 11/1213|14]
9 Tail TSFrI ke 12/3]4 16 100 2" 1 0 Natural | Blind Strike; Sightless Strike
all
3 Trample 112/3/4/5/6 8 92 i 1 0 Natural | Sightless Strike
Trample
ARMOUR Armour+ C+A Hands Class | Armour Rules
1 Scalitkj Hide 5 95 0 Natural
in
2 Fused Armour 13 108 0 N
Heavy Armour
FMR-CND-8870 - Kaairioc-cré
KRAK-an
Kindred Realm Kin Class Privilege Acuity Ubiquity Hagds Umtlslze Cost
: Monstrous Beast . Mass Base Size
Fomoraic Conand Kraacken Solitary Beast Wild Rare 1 120mm 347
KRAACKEN Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Gigantic; Insensate; Loathsome; 8 2 1 9 3 8 4 5 8 7 3 49 7 5

Fearless; Terrifying

Abilities Amphibious; Bulk Charger
Wound Track 1]2]3]4|5/6|7|8|9/10/11|12(13[14/15/1617|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
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ | M+W+Ch Damage* | Hands Class | Weapon Rules
1 |.0"gS|'I:I|?1 Anchor 1/2/3/4|5/6/7 33 126 3" 3 3 Borne Grab; Pierce; Hook; Terrible Damage
nchor
1 Longsrc‘llf Prow 1/2/3/4|5|6|7 17 110 3” 2 1 Borne | Grab; Mighty Strike; Vicious Damage
u
1 Sperm XVhale Jaw 112/3/4|5/6/7 22 115 3" 2 1 Borne | Grab; Terrible Damage
eaver
2 Tentaﬁ'? Whlp 1123 18 111 3" 1 1 Natural | Blind Strike; Sightless Strike; Cold Damage
ai
. Trample 123/4/5l6 9 102 17 1 0 Natural | Sightless Strike; Stomp
Trample
SHOT WEAPON Shoot Dice Weapon+ M+W Min Rge | Lth Rge Eff Rge | Max Rge Damage* Hands Class Shot Weapon Rules
1 BI'ndlsntg Ink 1213 5 98 8” 1 0 Natural | Combat Shot Weapon; Spray; 8” Ink Spray Template; Blind
pi
ARMOUR Armour+ C+A Hands Class Armour Rules
) Sllmsyk_ Hide 4 88 0 Natural
in
2 Flotsam Armour 8 926 0 Worn
Light Armour
FMR-CND-8750 - Uuthiill
KRAB-speer
Hands Unit Size
Kindred Real Ki Cl Privil Acuit Ubiqui Cost
indre ealm in ass rivilege cuity iquity 2 1+/24/3 os!
. . . Mass Base Size
Fomoraic Conand Nucranc Monstrous Beast Beast Wild Uncommon 7 8omm 81
CRABSPEAR Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; I te; Gigantic; Loath: 0
O O oty vemigtig, 7 31 72 56 24 72 30 46
Abilities Amphibious; Bind (Crab Swarm); Bulk Charger; Scuttler
12]3]4|5/6|7 |8 9 10/11(12(13|14/15)16/17|18(19|20|21 22 23| 24 Crabspearl‘l 2/3]4|5|6|7|8|9|10/11(12[13|14/15/16/17|18|19/20|21 |22/ 23|24 Crabspearz‘l 2/3]4]5|6|7|8|9|10/11(12(13|14/15 16|17|18(19|20/21 22| 23| 24 Crabspear 3
COMBAT WEAPON Attack Dice Weapon+ M+W Att Rge | Charge+ M+W+Ch Damage* Hands Class Weapon Rules
Deep Spear ” Switch (Crushing Claws + Spear and Claw); Grab; Pierce;
! Epearp 123145817 18 90 2 2 2 a2 Vicious Damage
1 Crushing Claws 1/2/3/4/5/6/7/8 910 21 93 05" 2 2 Natural gwitch (Deep Spear + Spear and Claw); Pierce; Grab; Vicious
Claws Emass
1/2/3/4|5/6| Spear 2" 1 1 Natural | Switch (Deep Spear +
1 Spear and Claw P 9 81 Crushing Claws); Grab;
Spear; Claw 12/3/4 Claw 21 93 0.5" 2 1 Natural | pierce Vicious Damage
2 Trample 12]3 7 79 0" 1 0 Natural | Pierce; Sightless Strike
Trample
ARMOUR Armour+ C+A Hands Class | Armour Rules
1 Spiked Carapace 25 81 0 Natural
Carapace
2 Drifted Armour 9 90 0 Worn
Light Armour
ARMOUR OPTIONS Armour+ C+A Hands Class Armour Rules Cost
1 Encrusted Carapace cCarapace 37 102 0 Worn Replace (Spiked Carapace) 1
UNIT OPTIONS Unit Option Rules Cost
Culltarn Champion One Crabspear becomes the mustered champion, who gains +1 attack die on his primary combat weapon 12
Pale One Banner Bearer One Crabspear becomes the mustered banner bearer 9

FMR-CND-8100 - Scuttling Crabspears




DEEP CRAB

DEEP KRAB
Kindred Realm Kin Class Privilege Acuity Ubiquity Ha;ds Un|t15|ze Cost
. . Monstrous Beast . Mass Base Size
Fomoraic Conand Crancull Solitary Beast Wild Rare 15 120mm 347
DEEP CRAB Pace Skill Might Constitution  Wounds Fortitude Authority Temper
Frost Blood; Gigantic; Insensate; Loathsome;
Tg;ugh; Terrifying 8 24 94 95 68 79 49 77
Abilities Amphibious; Bind (Crab Swarm); Bulk Charger; Scuttler
Wound Track 1‘2 ‘ 3 ‘ 4/5/6 ‘ 7 ‘ 8 ‘ 9 ‘10 11‘11‘13‘14‘15 15‘17‘18‘19‘20 11‘12‘13‘14‘25 26‘27‘28‘29‘30 31‘31‘33‘34‘35 36‘37‘38‘39‘40 41‘4 } } } } } } 1 \1( 1 1 ; ; : : : : 1 1 1 } } } ‘68‘
COMBAT WEAPON Attack Dice Weapon+ | M+W AttRge | Charge+ M+W+Ch Damage*  Hands Class | Weapon Rules
A 1]2|3]4(5/6/7(8|9|10
Crushlng Claws ‘ ‘ 27 121 27 3 2 Natural | Grab; Pierce; Terrible Damage
Claws 11/12(13|1415/16/17|
Annov;_:‘g Bite 1/2/3/4 12 106 0" 1 0 Natural
ite
Trample 12 9 103 0" 1 0 Natural | Pierce; Sightless Strike
Trample
ARMOUR Armour+ C+A Hands Class Armour Rules
Spiked Carapace 2 121 0 e
Carapace
ARMOUR OPTIONS Armour+ C+A Hands Class | Armour Rules Cost
Encrusted Carapace Carapace 42 137 0 Worn | Replace (Spiked Carapace) 3

FMR-CND-8865 - Thuulac




	Muster Covers
	1: Albainn
	2: Anglecynn
	3: Atalantes
	4: Brythoniaid
	5: Byzantii
	6: Érainn
	7: Fomoraic
	8: Infernii
	9: Jutes
	10: Khthones
	11: Norse
	12: Vras
	13: Ysians
	14: Sell-Swords

	Darklands - Fomoraic - Muster - v2.07 - playtest
	Darklands - Fomoraic - Baalor - Muster - v2.07 - playtest
	Title
	Mustering
	Invocations
	Artefacts
	Warlords
	Warchiefs
	Infantry
	Monstrous Infantry
	Cavalry
	Chariots
	Monstrous Cavalry
	Beasts
	Monstrous Beasts
	War Engines

	Darklands - Fomoraic - Reivers of the Eye - Muster - v2.07 - playtest
	Title
	Mustering
	Invocations
	Artefacts
	Warlords
	Warchiefs
	Infantry
	Monstrous Infantry
	Cavalry
	Chariots
	Monstrous Cavalry
	Beasts
	Monstrous Beasts
	War Engines

	Darklands - Fomoraic - Far Thule - Muster - v2.07 - playtest
	Title
	Mustering
	Invocations
	Artefacts
	Warlords
	Warchiefs
	Infantry
	Monstrous Infantry
	Cavalry
	Chariots
	Monstrous Cavalry
	Beasts
	Monstrous Beasts
	War Engines

	Darklands - Fomoraic - Cursed Herd - Muster - v2.07 - playtest
	Title
	Mustering
	Invocations
	Artefacts
	Warlords
	Warchiefs
	Infantry
	Monstrous Infantry
	Cavalry
	Chariots
	Beasts
	Monstrous Beasts

	Darklands - Fomoraic - Conand - Muster - v2.07 - playtest
	Title
	Mustering
	Invocations
	Artefacts
	Warlords
	Warchiefs
	Infantry
	Monstrous Infantry
	Cavalry
	Beasts
	Monstrous Beasts





