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JUTE MUSTER
version 2.07
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JUTES MUSTER WENDLIST
Changes to the Jutes 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

Altered the gaze damage and glance damage of the Ghastly Gaze shot weapon of the gāst cyning, drēaguth thain, drēaguth deathbringer, drēaguth, gāst and dwimor

Horsling profile added; available as a mount for the wiḡlāca

Removed jutboḡa as sworn unit option for a forthain and thain

Removed wihtboḡa as sworn unit option for a wiht cyning

Added grave spider profile

v2.03 Added midden beetles to the petition boxes of various commanders

Added the Remnants of the Ancients artefact list

Corrected the costs for the ettenax and ettenlantern options for the ettenwiht and ettenwiht war tower

Added great wiht profile and muster options for the līcwāca

Added ettenwiht war tower muster option for the wiḡlāca

Ensured that resurrected warriors cost their silver cost for the purposes of the Butcher's Bill.

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

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

v2.04 Changed the līcdrāca's availability to ‘coming soon’

Added the ‘tough’ trait to the mound beetles

Clarified the Marks of the Through the Veil invocation

v2.05 Split the Byrne and Greaves armour element to separate armour elements for the forthain and thain

Altered the Barrow Horn and Tomb Horn's instrument ranges, and restricted them to the Wiht realm

Altered the Dirge of the Dead and the Shivering Veil tunes slightly, and restricted them to the Wiht realm

Altered the instrument range of all heralds of the privilege undead to 12”

Altered the host instrument range of the wiht thain to 18”

Clarified the Vorpalculter enchanted artefact and mounts.

v2.06 Added the ‘tactician’ ability to the forthain, wiht cyning, thain and wiht thain profiles

Added the ‘disciplined’ ability to a number of profiles

Added the ‘kinsman (Cant)’ ability to the wiht cyning and wiht thain profiles

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

Slightly reduced the AUTHORITY of all humans and wihtas

Altered the Ancient Blood rule and the muster chart to include a wiht cyning / wiht thain's units in the forthain / thain's muster boxes

Increased the damage* of Līcwyrhta to 2

Altered the availability of the gāst cyning, wihtgār ēored, wihtax ēored and dwimor profiles to Available

Added the wihtsweord ēored profile to the Cavalry class and to the muster chart

Added the wiht fain bearer profile to the Warchiefs class

Reduced the cost of noble shot weapons

Added spear and tomb lantern options to the drēaguth profile

Altered the spear on the gāst cyning to an option

v2.07 Added mount armour to the wiht cyning, wiht thain and wiht fain bearer profiles

Added the mounted impact strike / mounted charge+ rules to the wiht cyning, wiht thain and wiht fain bearer's spear combat weapon

Altered Dwimor glance damage on the gaze shot weapon to 2D5

Clarified how long the effect of the Horn of Ages instrument artefact lasts

Altered the focus range of all sorcerers

Reduced the silver cost of all profiles with the ‘Gigantic’ trait slightly

Altered the silver cost of shot weapons that do not volley shoot or gaze, as well as the shoot dice of some larger monsters

Altered the Dirge of the Dead tune to only affect one enemy unit

Clarified the Barrow Horn and Tomb Horn instrument artefacts so the effects only take place after a DAUNT TEST is passed by the bearer

Removed confused from the effects of the Swarm invocation

Altered the Barrow Horn regarding which units can perform a Flee reaction

Removed the ‘fearless’ trait from the līcwāca, wiḡlāca and līcangan profiles



JUTE MUSTERING
version 2.07

JUTE HOST

Realm Compulsory Commands Host Commands Realm Commands

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

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

JUTE COMMANDS

Commander Sworn Box Pledge Box Petition Box

Companions

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

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

Sworn Units Pledged Units

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

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

COMPANIONS Sorcerer Sell-Sword

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

Commander

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

with option
Commander

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

Commander

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

Noble Unit

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

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

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

host's realm cost
50%+

artefact limit
0 to 10%

contingent limit
0% to 33.333r%

CANT
HOST

Cant

General
Cant

Command
Cant

Command
Allied

Contingent
Wiht

Command

WIHT
HOST

Wiht

General
Wiht

Command
Wiht

Command
Allied

Contingent
Cant

Command

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

GENERAL'S
COMMAND

Sworn
Unit

Pledged
Unit

Influenced
Warchief

Petitioned
Unit

without General's 
Command, at least 

one command

Sworn
Unit

Pledged
Unit

Influenced
Warchief

Petitioned
Unit

any number of other 
commands

Influenced
Warchiefs

Petitioned
Units

allied
contingent

Allied Commander's
Sworn Unit

Allied Commander's
Pledged Unit

Allied Commander's
Influenced Warchief

Allied Commander's
Petitioned Units

Host
Champion

Host
Banner Bearer

Host
Herald

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

purposes.

COMMANDER'S
COMMAND

Sworn
Unit

Pledged
Unit

Influenced
Warchief

Petitioned
Unit

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

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

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

Optioned
Sworn Unit

Optioned
Pledged Unit

Optioned 
Petitioned Unit

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

sworn box as his optioned sworn unit.

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

option line.

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

with
restrictive

option

Restricted
Sworn Unit

Restricted
Pledged Unit

Restricted 
Petitioned Unit

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

sworn unit.

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

his restricted pledged units.

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

his restricted petitioned units.

companion warchiefs 
are indicated with ‘CW’

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

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

Realm

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

muster that unit in his command.



Unit Unit Unit

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

Available Coming Soon Unavailable

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

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

Commander Sworn Box Pledge Box Petition Box

Jutsweord Jutgār Jutsweord Jutgār Jutboḡa Hrægār

0-1 0-1 19 0-1+ 11 0-1+ 8 0-1+ 2 0-1+ 14 0-1+

95

Wihtsweord Wihtgār Wihtsweord Wihtgār Hrægār Ghūl Gryreghūl

0-1 0-1 5 0-1 2 0-1+ 2 0-1+ 11 0-1+ 22 0-1
Wihtax Wihtax Wihtax Wihtax Gryreghūl Aglæghūl

Wihtgār Ēored Wihtgār Ēored Wihtax Ēored Wihtsweord Wihtgār Wihtboḡa

0-1 0-1 7 0-1+ 4 0-1+ 4 0-1+ 5 0-1 2 0-3 2 0-1
Wihtax Ēored Wihtax Ēored Wihtax Ēored Wihtax Ēored Wihtax Wihtax

Jutboḡa

8 0-1+ 4 0-1 4 0-1
Wihtax Ēored

as rider of Horsa
Jutgār Ēored Jutgār Ēored Cairn Beetle Mound Beetle Crag Beetle

0-1 14 0-1+ 21 0-1+ 30 0-1 49 0-1
Beetle Swarm Beetle Swarm Beetle Swarm

Sell-Sword

0-1 25 0-1 20 0-1 < 0-1
Beetle Swarm

Wihtsweord Wihtgār Līcangan Bat Hrægār Wihtgār Wihtax

0-1 0-1 17 0-1+ 4 0-1+ 2 0-1+ 2 0-1+ 2 0-1+

51
any Swarm Wihtax Wihtax any Swarm Wihtax

Līcangan Wihtboḡa

0-1 2 0-1+ 3 0-1+ 4 0-1+ 4 0-1+ 2 0-1+
any Swarm Wihtax Ēored

Grave Spider Drēaguth Gāst Dwimor

0-1 0-1 3 0-1+ 6 0-1+ 25 0-1+ 30 0-1 29 0-1
Spider Swarm Dwimor Dwimor

Grave Spider Cave Bat Nihtbat Manasceancan

0-1 0-1 20 0-1+ 30 0-1 40 0-1
Spider Swarm Bat Bat+, Cave Bat+ Beetle Swarm

Wihtgār Ēored Wihtgār Ēored Wihtax Ēored Tomb Spider

0-1 4 0-1+ 4 0-1+ 29 0-1 49 0-1 49 0-1
any Swarm Wihtax Ēored Wihtax Ēored Spider Swarm Beetle Swarm

0-1 21 0-1+ 29 0-1 21 0-1+ 20 0-1
Beetle Swarm Beetle Swarm Maggot Swarm Beetle Swarm Beetle Swarm

Ettenwiht Great Wiht Ettenwiht Great Wiht

0-1 25 0-1 49 0-1 49 0-1 30 0-1 49 0-1 49 0-1
Beetle Swarm

MINIATURE
AVAILABILITY

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

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

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

Cant

FORTHAIN
Jutgār
Ēored

with
Wiht Ancestor

with mounted 
Wiht Ancestor and 
as rider of Horsa

Wihtsweord
Ēored

Wihtsweord
Ēored

with
boḡa

Wihtgār
Ēored

Wihtax
Ēored

as engine leader 
of

Ettenwiht
War Tower

Ettenwiht
War Tower

Ettenwiht
War Tower

Midden
Beetle

Cant, Wiht

LĪCWĀCA

Maggot
Swarm

Beetle
Swarm

Wihtgār
Ēored

Wihtax
Ēored

Maggot
Swarm

Beetle
Swarm

Spider
Swarm

Spider
Swarm

as rider of
Wiht Horsa

Barrow
Spider

Crag
Beetle

Spider Swarm+,
Tomb Spider+

as rider of
Manasceancan

Cairn
Beetle

Cairn
Beetle

Mound
Maggot

Cairn
Beetle

Midden
Beetle

as rider of
Ettenwiht
War Tower

Ettenwiht
War Tower

Ettenwiht
War Tower

Mound
Beetle



Gāst Drēaguth Gāst Drēaguth Dwimor Wihtsweord Wihtgār Ettenwiht

0-1 0-1 30 0-1 25 0-1+ 29 0-1+ 5 0-1 2 0-1+ 49 0-1

63 Dwimor Dwimor Dwimor Dwimor Wihtax Wihtax

Grave Spider Tomb Spider

3 0-1+ 6 0-1+ 29 0-1
Spider Swarm Spider Swarm

49 0-1

Wihtsweord Wihtgār Wihtsweord Wihtgār Wihtax

0-1 0-1 5 0-1+ 2 0-1+ 2 0-1+ 7 0-1+ 4 0-1+ 4 0-1+

64
Wihtax Wihtax Wihtax Wihtax Wihtax Ēored Wihtax Ēored

Wihtboḡa Wihtboḡa

2 0-1+ 2 0-1+

Wihtgār Ēored Wihtgār Ēored Wihtax Ēored Jutgār Hrægār

0-1 0-1 7 0-1+ 4 0-1+ 4 0-1+ 11 0-1+ 2 0-1+
Wihtax Ēored Wihtax Ēored Wihtax Ēored Wihtax Ēored

Ettenwiht Drēaguth Ettenwiht

0-1 49 0-1 25 0-1+ 49 0-1 3 0-1+
Dwimor

Grave Spider Tomb Spider

6 0-1+ 29 0-1 49 0-1
Spider Swarm Spider Swarm

Jutgār Jutgār Jutboḡa Hrægār

0-1 11 0-1+ 8 0-1+ 2 0-1+ 14 0-1+

83

Wihtgār Hrægār Wihtgār Hrægār Wihtsweord Ghūl Gryreghūl

0-1 0-1 2 0-1+ 2 0-1+ 5 0-1 11 0-1+ 22 0-1
Wihtax Wihtax Wihtax Gryreghūl Aglæghūl

Wihtgār Wihtboḡa

0-1 4 0-1+ 4 0-1+ 2 0-2 2 0-1
Wihtax Ēored Wihtax Ēored Wihtax

Jutboḡa

8 0-1+ 4 0-1 4 0-1
Wihtax Ēored

as rider of Horsa
Jutgār Ēored Jutgār Ēored Cairn Beetle Mound Beetle

0-1 14 0-1+ 20 0-1 21 0-1+ 30 0-1
Beetle Swarm Beetle Swarm Beetle Swarm

Sell-Sword

0-1 < 0-1

Ghūl Ghūl Gryreghūl Aglæghūl

0-1 11 0-1+ 22 0-1+ 27 0-1+

65
Gryreghūl Gryreghūl Aglæghūl

Bat Cave Bat Nihtbat

4 0-1+ 20 0-1+ 30 0-1+
Bat Bat+, Cave Bat+

Wiht

GĀST
CYNING

Spider
Swarm

Barrow
Spider

Spider Swarm+,
Tomb Spider+

Wiht

WIHT CYNING
Wihtsweord

Ēored
Wihtgār

Ēored
Wihtax
Ēored

with
boḡa

as rider of
Wiht Horsa

Wihtsweord
Ēored

Wihtsweord
Ēored

as engine leader 
of

Ettenwiht
War Tower

Ettenwiht
War Tower

Spider
Swarm

Barrow
Spider

Spider Swarm+,
Tomb Spider+

Cant

THAIN
Jutgār
Ēored

with
Wiht Ancestor

with mounted 
Wiht Ancestor and 
as rider of Horsa

Wihtgār
Ēored

Wihtgār
Ēored

Wihtax
Ēored

with
boḡa

Wihtgār
Ēored

Wihtax
Ēored

Midden
Beetle

as rider of
Ettenwiht
War Tower

Ettenwiht
War Tower

Cant

GHŪL THAIN



Wihtgār Wihtgār Wihtax Wihtsweord

0-1 2 0-1+ 2 0-1+ 5 0-1 7 0-1 4 0-1+

57 Wihtax Wihtax Wihtax Wihtax Ēored Wihtax Ēored

Wihtboḡa Wihtboḡa Wihtboḡa

0-1 2 0-1+ 4 0-1+ 2 0-1+

Jutgār Hrægār

0-1 4 0-1+ 4 0-1+ 11 0-1+ 2 0-1+
Wihtax Ēored Wihtax Ēored Wihtax Ēored

Drēaguth Ettenwiht

0-1 25 0-1+ 49 0-1 3 0-1+
Dwimor

Grave Spider Tomb Spider

6 0-1+ 29 0-1 49 0-1
Spider Swarm Spider Swarm

Wihtgār Wihtgār Wihtax Hrægār Drēaguth Grave Spider Tomb Spider

0-1 2 0-1+ 2 0-1+ 2 0-1+ 25 0-1 6 0-1+ 29 0-1

34
any Swarm Wihtax Dwimor Spider Swarm Spider Swarm

0-1 4 0-1+ 4 0-1+ 21 0-1 20 0-1
any Swarm Wihtax Ēored Wihtax Ēored Wihtax Ēored Beetle Swarm Beetle Swarm

Bat Cave Bat Nihtbat

0-1 2 0-1+ 3 0-1+ 3 0-1+ 4 0-1+ 20 0-1+ 30 0-1+
Bat Bat+, Cave Bat+

Drēaguth Drēaguth Dwimor Gāst

0-1 25 0-1+ 29 0-1 30 0-1

50 Dwimor Dwimor

Grave Spider Tomb Spider

3 0-1+ 6 0-1+ 29 0-1
Spider Swarm Spider Swarm Spider Swarm

JUTE SELL-SWORD COMMANDERS

Jutgār Jutgār

0-1 11 0-1+ 11 0-1+ 15 0-1+ 11 0-1+ 26 0-1+ 18 0-1+

81
Ogre Ogre Ogre Ogre

26 0-1+ 30 0-1 39 0-1
Frēabera Frēabera Frēabera

Cairn Beetle Mound Beetle

21 0-1+ 30 0-1
Beetle Swarm Beetle Swarm

Jutgār Jutgār

0-1 0-1 11 0-1+ 11 0-1+ 11 0-1+ 26 0-1+

80
Ogre Ogre Ogre Ogre

Jutboḡa

CW 0-1 8 0-1+

Wiht

WIHT THAIN
Wihtsweord

Ēored
Wihtgār

Ēored

with
boḡa

Wihtax
Ēored

as rider of
Wiht Horsa

Wihtgār
Ēored

Wihtgār
Ēored

Wihtax
Ēored

as rider of
Ettenwiht
War Tower

Ettenwiht
War Tower

Spider
Swarm

Barrow
Spider

Spider Swarm+,
Tomb Spider+

Cant, Wiht

WIḠLĀCA

as rider of
a beast mount

Wihtgār
Ēored

Wihtgār
Ēored

Wihtax
Ēored

Cairn
Beetle

Midden
Beetle

as rider of
Ettenwiht
War Tower

Ettenwiht
War Tower

Maggot
Swarm

Beetle
Swarm

Spider
Swarm

Wiht

DRĒAGUTH
THAIN

Spider
Swarm

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 Jute generals or commanders

Cant

BEOWA
Ruffian
Sell-Sword

Duguth
Sell-Sword

Outlaw
Sell-Sword

Ogre
Sell-Sword

Frēabera
Sell-Sword

Slēanbera
Sell-Sword

Bædubera
Sell-Sword

Morthorbera
Sell-Sword

Cant

RIKKARD
Ruffian
Sell-Sword

Ruffian
Sell-Sword

Outlaw
Sell-Sword

Ogre
Sell-Sword

Florus
Sell-Sword



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

Anglecynn Anglecynn Anglecynn Anglecynn Friesians

Beornica Dēra Eoforas Mierce any realm

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

ALLIED
COMMANDER

Allied
Sworn Unit

Allied
Pledged Unit

Allied
Petitioned Unit



JUTE RULES
version 2.07

ABILITY Ability Rules

Ancient Blood
(General)

Lord of Wiht: If a Forthain or Thain is mustered as the host's general (a General Descendant), one Wiht Cyning or Wiht Thain included in his host may become the General 
Descendant's Ancestor. While the General Descendant's Ancestor is present on the battlefield, the General Descendant gains the ‘fearless’ ability.
Hearthguard: While the General Descendant lives, his Ancestor has an AUTHORITY of 1 less than the General Descendant's AUTHORITY, and one Hraegār, Wihtsweord, Wihtgār or 
Wihtgār Ēored unit included in the Descendant's command becomes Drilled (Hraegār, Wihtgār, Wihtgār Ēored) or Veteran (Wihtsweord), gaining +10 SKILL, +5 FORTITUDE and +5 
AUTHORITY, for free.
Wiht Commander: The General Descendant's Ancestor may be a commander in his own right or he may be included in the general's command as a companion (an exception to the 
usual allowed companions). If the General Descendant's Ancestor is a companion, any of the sworn units available to him may become the General Descendant's sworn unit.

Ancient Blood
(Commanders)

Commander of Wiht: If a Forthain or Thain is mustered as a commander (a Commander Descendant), one Wiht Cyning or Wiht Thain included in his command may become the 
Commander Descendant's Ancestor. While the Commander Descendant's Ancestor is present on the battlefield, the Commander Descendant gains the ‘fearless’ ability.
Hearthguard: While the Commander Descendant lives, his Ancestor has an AUTHORITY of 1 less than the Commander Descendant's AUTHORITY, and one Hraegār, Wihtsweord, 
Wihtgār or Wihtgār Ēored unit included in the Commander Descendant's command becomes Drilled (Hraegār, Wihtgār, Wihtgār Ēored) or Veteran (Wihtsweord), gaining +10 SKILL, +5 
FORTITUDE and +5 AUTHORITY, for free.
Wiht Companion: The Commander Descendant's Ancestor must be included in the Commander Descendant's command as a companion warchief, and any of the sworn units available 
to him may become the Commander Descendant's sworn unit.



LĪCHLĒOTH
Jute Invocation List

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

INVOCATION Invoke Dice Power Min Rge Lth Rge Eff Rge Max Rge Damage* Invocation Rules Cost

1
1 2 3 4 5 6 7 8 9 10

48 0” 0” 25” 40” 1 No Lethal Range; Ignores Armour; Death Damage 4
11 12 13 14 15 16

2 1 2 3 4 44 6

3 1 2 3 4 5 6 7 8 71 0” 0” 16” 24” 2 No Lethal Range; Ignores Armour; Soul Damage 9

4 1 2 3 4 46 9

5 1 2 3 4 5 6 7 8 11

6 1 2 3 18

7 1 2 3 4 22

8
1 2 3 4 5 6 7 8 9 10

34 6
11 12 13 14 15 16 17 18 19 20

9 1 2 3 4 5 6 7 8 18

10 1 2 3 46 20

11 1 2 3 4 5 6 18

12 1 2 3 14

13 1 2 3 4 5 6 56 0” 0” 16” 24” 1 No Lethal Range; Ignores Armour; Death Damage; Terrible Damage 6

14 1 2 3 4 5 12

15 1 2 3 20

Wind of Death
Sight

Soul Stealer
Focus

Marked Souls: The Marked warriors within the Marked unit must be warriors with the ‘living’ trait.
Immediate Effect: Wounds suffered by the Marked unit from this Soul Stealer invocation may be used to Invigorate (in exactly the same 
way as the Invigorate invocation) one friendly undead unit within this Invoke action's focus range. One point of WOUNDS is added to the friendly 
undead unit per wound suffered by the Marked unit.
Rules: Ignores Armour; Soul Damage

Penetrating Gaze
Sight

Mark of Death
Focus

Distinct Mark: Marked warrior must be a Distinct Marked warrior.
Immediate Effect: the Marked warrior, as well as suffering any damage caused by Mark of Death, instantly gains D10 death continuous effect 
tokens per invoked die, in addition to any others gained.
Rules: Ignores Armour; Death Damage; Distinct Mark

Invigorate
Focus

Marked Undead: Marked unit may only be a friendly unit with the ‘unliving’ trait. This invocation may also be used during an Attack Invoke action even though the 
Marked unit is friendly, as long as the Marked unit is engaged against the same enemy unit the Invoker is engaged with.
Immediate Effect: The Marked unit's WOUNDS increases by 1D10 per invoked die (called the invigorate amount), distributed amongst any or all of each Different 
Mark's wounded warrior (that is within total focus range) as the player wishes. These wounded warriors are called Invigorated wounded warriors. If all of the warriors 
from a constituent unit (either Bind or Binding) within a Bound unit are dead, none of the warriors from that unit can be resurrected. The WOUNDS of an Invigorated 
wounded warrior cannot be increased beyond its base value, but the invigorate amount can Resurrect any dead warrior from the Marked unit (including mustered unit 
command warriors) by Fetch Moving their dead warrior tokens. For every point of WOUNDS added after an Invigorated wounded warrior is healed to its full WOUNDS, place 
a dead Marked warrior of the same class within 2” of the Marked unit (now called the Resurrected warrior) - and remove its dead warrior token from the battlefield - 
but within this Invoke action's total focus range. If the Resurrected warrior cannot be physically placed, he cannot be Resurrected and the Invoke action ends immediately 
(even if there are more Resurrected warriors to place). This Resurrected warrior is no longer dead (in game terms). Continue adding WOUNDS to the Marked unit until the 
invigorate amount is completely used or until the Marked unit cannot Resurrect any more dead warriors. In other words, Invigorate cannot increase the amount of warriors 
in the Marked unit beyond those that it began the battle with. Resurrected warriors, if killed, cost their usual silver for Butcher's Bill purposes.
Vigour: The vigour of the resurrected warriors is lively.

Through the Veil
Focus

Friendly units: Marked unit may only be a friendly non-Allied unit.
Immediate Effect: Marked unit immediately becomes active and performs a Sorcerous Move - which is a Fetch Move - to a point on the battlefield within 3D10” of the 
Marked unit's leader (determined by the Invoker) even if it is weary, at which point the Marked unit Lands. If the Marked unit is lively and Lands so that it Engages an 
enemy unit, it immediately performs a compulsory Ambush action (which can count as a Charge action even though the Marked unit has already Engaged), ignoring any 
Position, Emerged or Flanked requirements. Moving through the veil leeches D5 soul damage (rounding fractions up) if it is undead or D10 soul damage if it is not undead 
from the Marked unit, distributed randomly amongst the Marked unit's warriors. The Marked unit does not count as having activated that hour if it has not activated 
already, unless it performs an Ambush action.
Rules: Once per Mark; Entire Mark; Soul Damage

Dark Light
Focus

Marked Undead: Marked unit may only be a friendly unit with the ‘unliving’ trait.
Immediate Effect: The Marked unit becomes alert if it is weary or lively if it is alert, and so may activate twice in the current hour.
Rules: Once per Mark; Entire Mark

Swarm
Focus

Immediate Effect: The Marked unit is overwhelmed by a swarm of beetles, spiders, maggots and other under-earth creatures and must 
perform a Panic reaction.
Rules: Majority Mark; Ignores Armour

Vivify
Focus

Marked Undead: Marked unit may only be a friendly unit with the ‘unliving’ trait. This invocation may also be used during an Attack Invoke action even though the 
Marked unit is friendly, as long as the Marked unit is engaged against the same enemy unit the Invoker is engaged with.
Immediate Effect: The Marked unit's WOUNDS increases by 2D10 per invoked die (called the vivify amount), distributed amongst any or all of each Different Mark's 
wounded warrior (that is within total focus range) as the player wishes. These wounded warriors are called Vivified wounded warriors. If all of the warriors from a 
constituent unit (either Bind or Binding) within a Bound unit is dead, none of the warriors from that unit can be resurrected. The WOUNDS of a Vivified wounded warrior 
cannot be increased beyond its base value, but the vivify amount can Resurrect any dead warrior from the Marked unit (including mustered unit command warriors) by 
Fetch Moving their dead warrior tokens. For every point of WOUNDS added after a Vivified wounded warrior is vivified to its full WOUNDS, place a dead Marked warrior of 
the same class within 2” of the Marked unit (now called the Resurrected warrior) - and remove its dead warrior token from the battlefield - but within this Invoke 
action's total focus range. If the Resurrected warrior cannot be physically placed, he cannot be Resurrected and the Invoke action ends immediately (even if there are 
more Resurrected warriors to place). This Resurrected warrior is no longer dead (in game terms). Continue adding WOUNDS to the Marked unit until the vivify amount is 
completely used or until the Marked unit cannot Resurrect any more dead warriors. In other words, Vivify cannot increase the amount of warriors in the Marked unit 
beyond those that it began the battle with. Resurrected warriors, if killed, cost their usual silver for Butcher's Bill purposes.
Vigour: the vigour of the resurrected warriors is lively.

Veil Dwellers
Focus

Marked Point: Marked point cannot be within other Veil Dwellers Templates or any other type of effect terrain. When placed upon units, the 
Mark becomes the unit within the Veil Dwellers Template with the highest TEMPER value.
4” Veil Dwellers Template: place the centre of the 4” Veil Dwellers Template upon the Marked point, which remains there permanently.
Immediate Effect: Any warrior within the Veil Dwellers when it is placed must attempt to Avoid the amount of invoked dice rolled by the 
Invoker.
Constant Effect: Each warrior that Moves whilst within the Veil Dwellers Template immediately suffers D10 soul damage, called veil dwellers 
damage, applied before he Moves.
Future Effect: Each warrior within the Veil Dwellers Template gains 1 soul effect token and suffers 1 soul damage at the end of every 
activation that takes place during the battle hour.
Rules: Ignores Armour; Soul Damage; Unstable

Sclerites
Focus

Living Marks: The Marked unit may only contains warriors with the ‘living’ trait.
Immediate Effect: Each Marked warrior with the ‘living’ trait gains 2D10 CONSTITUTION per invoked die. If the Marked unit is any kind of beetle or manasceancan, it 
gains 4D10 CONSTITUTION instead.
Rules: Once per Mark; Entire Mark; Mutable

Ḡedwimor
Focus

Marked Undead: Marked unit may only be a friendly unit with the ‘unliving’ trait.
Immediate Effect: Each Marked warrior gains the ‘ethereal’, ‘terrifying’ and ‘glider’ trait.
Rules: Once per Mark; Majority Mark; Transient

Gaze of Death
Sight

Bītan
Focus

Living Marks: The Marked unit may only contains warriors with the ‘living’ trait and that have a combat weapon of the type ‘bite’ (the bite combat weapon).
Immediate Effect: Each Marked warrior's bite combat weapon gains 1 attack die per per invoked die.
Rules: Once per Mark; Entire Mark; Transient

Web
Focus

Marked Point: Marked point cannot be within other Web Templates or any other type of effect terrain. When placed upon units, the Mark becomes the unit within the 
Web Template with the highest TEMPER value.
6” Web Template: place the centre of the 6” Web Template upon the Marked point.
Immediate Effect: Any warrior within the Web when it is placed becomes entangled.
Constant Effect: Each warrior that Moves whilst within the Web Template suffers D5 invoke damage, called web damage, applied before he Moves.
Rules: Mutable



REMNANTS OF THE ANCIENTS
Jute Artefact List

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

1 1

+ 1 2 3 17 +17 ###1.5” 1 1 Borne
12+M

+ 1 2 34 +34 ###1.5” 2 2 Borne Foot only

1 2

+ 1 2 10 +10 5 0.5” 1 1 Borne
7+M

+ 1 20 +20 ###0.5” 2 2 Borne Foot only

1 3

+ 1 2 22 +22 ###0.5” 2 2 Borne Add or Replace; Parry; Death Damage 12+M

1 4

+ 1 2 3 4 28 +28 ###0.5” 2 1 Borne Add or Replace; Pierce; Ignores Armour 9+M

1 5

+ 1 2 12 +12 6 0.5” 2 2 Borne 11+M

1 6

- 13 +13 7 0.5” 1 2 Borne 14+M

1 7

+ 1 2 3 4 10 +10 5 0.5” 1 1 Borne
Add or Replace; Parry 6+M

+ 1 2 3 20 +20 ###0.5” 2 2 Borne Foot only

1 8

+ 1 2 11 +11 ###1.5” 1 1 Borne
Replace; Death Damage 12+M

+ 1 22 +22 ###1.5” 2 2 Borne Foot only

1 9

+ 1 2 3 17 +17 9 0.5” 1 1 Borne
11+M

+ 1 2 34 +34 ###0.5” 2 2 Borne Foot only

1 10

+ 1 2 26 +26 ###1.5” 26 +52 1 1 Borne 7+M

SHOT WEAPON ARTEFACT Shoot Dice Min Rge Lth Rge Eff Rge Max Rge Damage* Hands Class Shot Weapon Rules Cost

1 1

+ 1 2 19 +19 0” 6” 36” 48” 2 2 Borne Add or Replace; Death Damage 11+M

1 2

1 2 3 4 5 6 11 +11 0” 0” 12” 15” 1 1 Borne 1 2 3 4 6+M

1 1
+ 1 2 3 4 12 +12 0” 6” 36” 48” 1 2 Borne Replace; Soul Damage; Terrible Damage 14+M

1 4
- - - - - - - 1 - - Add; Muster with (Bow); Death Damage (2) 6

1 5

- 16 +16 0” 6” 36” 48” 1 2 Borne Add or Replace; Soul Damage 16+M

1 6

- 9 +9 0” 9” 64” 72” 1 - Borne 10

1 7

1 2 3 0 0 0” 0” 6” 9” 0 0 Borne 4+M

1 8
1 2 12 +12 4” 1 0 Natural 8+M

1 9
1 2 3 2D10 1D5 0” 0” 9” 12” 2 0 Natural 15+M

1 10

- 46 +46 0” 9” 48” 64” 2 2 Borne Add or Replace; Pierce; Vicious Damage 10+M

WEAPON COATING Artefact Rules Class Cost

1 1 Borne 2

1 2 Borne 1

1 3 Borne 2

1 4 Borne 6

1 5 Borne 1

Up to 10% of a Jute  host's cost may be spent on Remnants of the Ancients.
Jute  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.

Mul's Relic
Sorcerous Glaive

From an age of darkness

Add or Replace; Quick 
Strike

Deadly: The bearer gains +2D10 SKILL, rolled for in the battle rolls step of the Joining Battle Sequence.

Sword of Rust
Sorcerous Sword
Of ancient metal

Add or Replace; Parry; 
Death Damage

Rusting: One combat weapon or armour element of the type ‘borne’ or ‘worn’ is destroyed per fated strike caused by the Sword of Rust, chosen by the bearer's player.
Undead only: only warriors of the privilege undead may bear this combat weapon artefact.

Barrow Blade
Sorcerous Sword

The barrow awaits
Call of the Barrow: each time an enemy warrior is killed because of damage caused by the Barrow Blade, one dead warrior token representing a wihtgār warrior is Fetch Moved to within 2” of the bearer, at 
which point it becomes a wihtgār warrior that must Bind permanently to any other wihtgār warriors within 2” of itself. These resurrected warriors cannot be placed upon other warriors, objects or buildings. If 
there are no dead warrior tokens to be Fetch Moved, a wihtgār warrior cannot be resurrected in this way.

Chitin Edge
Sorcerous Sword
Hard as diamonds

Impossible to stop: The bearer of the Chitin Edge has a -1 strike modifier. Additionally, the Chitin Edge cannot be destroyed or negated by any means, and ignores natural armour as well as armour of the 
class borne or worn.
Living only: only Living warriors may bear this combat weapon artefact.

Līcwyrhta
Sorcerous Sword

Death looms

Add or Replace; Parry; Death Damage; Vicious 
Damage

Corpse-maker: Each point of damage caused by the Līcwyrhta instantly invigorates one undead warrior within 6” of the bearer, including himself, by 1 WOUND. This cannot increase a warrior's WOUNDS 
beyond their base value.

Blade of Dust
Sorcerous Sword

All turns to dust in time

Add or Replace; Death Damage; Terrible 
Damage

Ancient Blade: if a terrible damage roll caused by the Blade of Dust results in a 9, the enemy warrior struck suffers an additional D10 death damage. However, if a terrible damage roll caused by the Blade of 
Dust results in a 0, the Blade of Dust is destroyed.
Undead only: only warriors of the privilege undead may bear this combat weapon artefact.

Seax of Eadbald
Sorcerous Sword
Swift and strong Swift Edge: the bearer of the Seax of Eadbald gains a -1 strike modifier.

Death's Head
Sorcerous Glaive

The price of darkness Darklight: Warriors that do not have the ‘unseeing’ or ‘unliving’ trait suffer a +3 strike modifier when Attacking the bearer of the Death's Head. Additionally, the bearer is Difficultly Seen while he bears 
Death's Head.

Gāstsweord
Sorcerous Sword

From the veil

Add or Replace; Parry; Soul 
Damage; Ignores Armour

Ghostblade: enemies struck by the Gāstsweord parry with a +3 parry modifier. Enemy armour that is sorcerous cannot be ignored by the Gāstsweord.

Shrieking Spear
Sorcerous Spear

The eternal agony of undeath

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

Death Shriek: the bearer of the Shrieking Spear gains the ‘shrieker’ ability, using the COMBINED MIGHT of the Shrieking Spear for the SHRIEK TEST and the shriek range.
Undead only: only warriors of the privilege undead may bear this combat weapon artefact.

Weapon+
Gz Dmg

M+W
Gl Dmg

Bow of Bone
Sorcerous Bow

The ancient terror
Death awaits: Living enemy warriors that are damaged by the Bow of Bone must immediately perform a Panic reaction, including Frenzied warriors and Fearless warriors.
Undead only: only warriors of the privilege undead may bear this shot weapon artefact.

Chitin Spikes
Throwing Spikes
Sharp and deadly

Add; Combat Shot Weapon;  Move and 
Shoot; Quick Shot; Shots (4); Pierce

Unseen: Enemy evades have a modifier of +2 against the Chitin Spikes.
Living only: only Living warriors may bear this shot weapon artefact.

Bow of the Barrows
Sorcerous Bow

The bones of beneath Soul Agony: If the bearer of the Bow of the Barrows bow causes a fated shot against a Living enemy warrior, that enemy warrior immediately becomes entangled.

Blackfeathers
Sorcerous Arrows

Their death brings our life Undead only: only warriors of the privilege undead may bear this shot weapon artefact.

Alum's Breath
Sorcerous Bow

The last breath of the tombs
Soul Sucker: The bearer of Alum's Breath may leech the WOUNDS from any Unliving warrior of mass 1 within 6”. For each WOUND so leeched, Alum's Breath's shoot dice are increased by 1. There is no limit 
to the amount of WOUNDS that are leeched, and leeching in this manner can kill warriors.
Undead only: only warriors of the privilege undead may bear this shot weapon artefact.

Scīnarwe
Sorcerous Arrows
Through the Veil

Add; Muster with (Bow); Ignores Armour; Soul 
Damage

Veil Arrows: the bearer gains a -3 shoot modifier when using the Scīnarwe. Enemy armour that is sorcerous cannot be ignored by the Scīnarwe.

White Spinners
Sorcerous Web

They strike without warning

Add; Combat Shot Weapon; Move and Shoot; 
Quick Shot

Webspinners: The White Spinners do not cause damage; instead, enemy warriors that suffer shot dice from the White Spinners immediately become entangled, as long as their mass is equal to or lower 
than the amount of shot dice (which means warriors of mass 4 or higher cannot be entangled).
Irrepressible: the bearer may Shoot with the webspinners twice in one activation or reactivation.

Soulfire
Breath

The undying light

Add; Spray Weapon; 4” Soulfire Spray Template; 
Soul Damage; Combat Shot Weapon

Undead only: only warriors of the privilege undead may bear this shot weapon artefact.

Gaze of the Undying
Gaze

Death without end

Add or Replace; Gaze Weapon; No Lethal Range; 
Soul Damage

Undead only: only warriors of the privilege undead may bear this shot weapon artefact.

Blackback Bow
Sorcerous Bow
Born of the crag Living only: only Living warriors may bear this shot weapon artefact.

Barrow-Rust
Sorcerous Weapon Coating

Rules: Add; Death Damage (2); Mundane Artefact
Undead only: only warriors of the privilege undead may bear this weapon coating.

Wicgewæter
Weapon Coating

Rules: Add; Venom Damage
Living only: only Living warriors may bear this weapon coating.

Soulscīn
Sorcerous Combat Weapon Coating

Rules: Add; Soul Damage
Undead only: only warriors of the privilege undead may bear this weapon coating.

Veiledge
Sorcerous Combat Weapon Coating

Forced Through: Enemy warriors wounded by a combat weapon coated with Veiledge must perform a CONSTITUTION TEST. If they fail this test they are immediately Fetch Moved 
through the veil to a point within 12” of the bearer, chosen by the bearer's player. Warriors Moved in this manner cannot end this Fetch Move upon another warrior or upon impassable 
terrain.
Rules: Add; Soul Damage
Undead only: only warriors of the privilege undead may bear this weapon coating.

Scirmæl
Combat Weapon Forging

Hardened steel: a warrior parrying the strike dice of a Scirmæl weapon does so with a +1 parry modifier.
Rules: Add; Mundane Artefact
Swords only: Only weapons of the type ‘sword’ may bear this coating.



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

1 1

25 +25 1 Borne Add or Replace; Shieldwall; Quick Parry 8+M

1 2

0 +0 0 Worn Add 2+M

1 3

12 +12 0 Worn Add or Replace 4+M

1 4

22 +22 0 Worn Add or Replace; Ignores Weapons 15+M

1 5

7 +7 0 Worn Add or Replace 5+M

1 6
8 +8 0 Worn Replace 11+M

1 7
9 +9 0 Worn Add or Replace; Quick Parry 3+M

1 8

35 +35 0 Worn Replace 7+M

1 9

12 +12 1 Borne Add or Replace; Shieldwall; Parry 10+M

1 10

18 +18 0 Worn Replace; Thwart 6+M

BANNER ARTEFACT Banner Artefact Rules Cost

1 1 3+M

1 2 9+M

1 3 6+M

1 4 7+M

1 5 8+M

1 6 4+M

1 7 1+M

1 8 4+M

1 9 2+M

1 10 3+M

INSTRUMENT ARTEFACT Instrument Artefact Rules Cost

1 1 8

1 2 6+M

1 3 3

1 4 12+M

1 5 7+M

1 6 5

1 7 6+M

1 8 15+M

1 9 7

1 10 2+M

Chitin Shield
Sorcerous Shield
The crag's boon

Bouncer: the bearer may re-roll damage dice (i.e., failed parries), including fated damage dice.
Living only: only Living warriors may bear this armour artefact.

Sign of Cant
Armour Emblem

Always outnumbered
For the Ancients: The wearer of the Sign of Cant gains the ‘stubborn’ trait and adds +D10 his combat mass, rolled for each time it needs to be calculated.
Living only: only Living warriors may bear this armour artefact.

Cairn Helm
Sorcerous Helm

Shaped from the cairns
Tough: the wearer gains a -1 parry, evade and sight avoid modifier.
Living only: only Living warriors may bear this armour artefact.

Tarnished Plate
Sorcerous Heavy Armour

Once-gleaming
Impervious: The wearer of the Tarnished Plate can never suffer a fated strike nor fated damage.
Undead only: only warriors of the privilege undead may bear this armour artefact.

Helm of Rust
Sorcerous Helm

The doom of sorcery
Ancient Protection: enemy sorcerers perform Invoke actions against the wearer with a +3 invoke modifier.
Undead only: only warriors of the privilege undead may bear this armour artefact.

Shadow Mail
Sorcerous Corselet

Born of the darkness Shadow-weaver: The wearer of Shadow Mail gains a -3 parry, evade and sight avoid modifier.

Mound Greaves
Sorcerous Greaves

Wrought of the mounds Living only: only Living warriors may bear this armour artefact.

Armour of Wihtwald
Sorcerous Light Armour
Ancient but still doughty

Blade-Duller: the wearer of the Armour of Wihtwald will always parry on the roll of a 3+ regardless of any other rule.
Undead only: only warriors of the privilege undead may bear this armour artefact.

Bānbord
Sorcerous Shield

The shield of bones
Death-Dealer: If the bearer of the Bānbord performs a fated parry, one enemy warrior that caused that parried strike suffers D5 death damage per fated parry.
Undead only: only warriors of the privilege undead may bear this armour artefact.

Crag Mail
Sorcerous Corselet
Made of the crags

Light: The wearer of Crag Mail gains +1 PACE.
Living only: only Living warriors may bear this armour artefact.

Skull of Eadmar
Sorcerous Banner Finial

Shrieking Skull: the bearer gains the ‘shrieker’ ability, with a shriek range of 12”. The bearer takes SHRIEK TESTS as if he had a MIGHT of 50.

Beetle Banner
Sorcerous Banner

Quickened: Warriors of the kin ‘beetle swarm’, ‘cairn beetle’, ‘mound beetle’ and ‘crag beetle’ within host banner range gain +2D10 SKILL while within host banner range.
Living only: only Living warriors may bear this banner artefact.

Lantern of the Dark
Sorcerous Finial

Darklight: the bearer and the unit he has Joined are seen 6”.
Undead only: only warriors of the privilege undead may bear this banner artefact.

Banner of Cynuise
Sorcerous Banner

The Black Banner: enemies Attacking, Shooting or Invoking against the bearer, and any unit he has Joined, do so with a +1 strike, shoot and invoke modifier.

Mordain's Rest
Sorcerous Finial

The Long Rest: at the beginning of each of the bearer's activations, this banner artefact causes D10 soul damage to one unit within host banner range. If there are no enemy units within range, 
a friendly unit will suffer this damage instead. This damage must be distributed randomly to the members of the unit.
Undead only: only warriors of the privilege undead may bear this banner artefact.
Host Banner Bearer: Mordain's Rest may only be borne by a host banner bearer.

Wihtmark
Sorcerous Banner Emblem

The Doom of the Barrows: the bearer, and any unit he has Joined, gains the ‘death damage (2)’ rule on their primary combat weapons or primary shot weapons (but not both).
Undead only: only warriors of the privilege undead and the realm ‘wiht’ may bear this banner artefact.
Host Banner Bearer: Wihtmark may only be borne by a host banner bearer.

Banner of Cantwarebarg
Banner

It is our Land: the bearer, and any unit he has Joined, gains the ‘stubborn’ trait.
Cant only: Only warriors of the Cant realm may bear this banner artefact.

Shroud of Dwimorholt
Sorcerous Banner

The Veil Lurks Within: the bearer and the unit he has Joined move across rough ground without penalty.
Undead only: only warriors of the privilege undead may bear this banner artefact.

Mark of the Mounds
Banner Emblem

Implacable: the bearer and the unit he has Joined modifies any FORTITUDE TEST it is required to make by -5D10. Perform this roll immediately before the FORTITUDE TEST is made.

Cantmark
Sorcerous Banner Finial

Implacable: the bearer and the unit he has Joined gains +2D10 combat mass.
Cant only: only warriors of the realm ‘cant’ may bear this banner artefact.
Host Banner Bearer: Cantmark may only be borne by a host banner bearer.

Dirge of the Dead
Tune

Your time will come: One living enemy unit within instrument range of a herald that plays this tune (chosen by the bearer's player) reduces their FORTITUDE by -2D10 in the current battle 
hour and becomes shaken regardless of its previous heart state, excluding Fearless and Frenzied warriors.
Wiht only: only warriors of the Wiht realm may play this tune. Rules: Mundane Artefact

Chitin-Horn
Instrument

Stridulator: Warriors of the kin ‘beetle swarm’, ‘cairn beetle’, ‘mound beetle’ and ‘crag beetle’, if successfully Inspired by the Chitin-Horn, gain +D5 PACE and +2D5 FLIGHT for the rest of the 
current battle hour.
Cant only: Only warriors of the Cant realm may bear this instrument artefact.

Breath of Hengest
Tune

Stand Fast: Defeated warriors that are Inspired by a herald performing the Breath of Hengest tune become a Resolute unit. Additionally, any prone or unconscious warriors within host 
instrument range are no longer prone or unconscious.
Rules: Mundane Artefact

Barrow Horn
Sorcerous Instrument

The Barrows Await: DREAD TESTS must be performed by all Living enemy units within host instrument range, including Fearless and Frenzied units, when the bearer passes a DAUNT TEST in a 
Daunt action. Additionally, one enemy unit (chosen by the bearer's player) that fails its DREAD TEST after the bearer has passed a DAUNT TEST in a Daunt action - and that was afraid, shaken or 
broken before their DREAD TEST was performed - must immediately perform a Flee reaction.
Host Instrument Range: the host instrument range is 10” + 3D10”, rolled for in the battle rolls step of the Joining Battle Sequence.
Host Herald of Wiht only: Only a host herald of the Wiht realm may bear this instrument artefact.

Death Drum
Sorcerous Instrument

Impending Doom: a herald that successfully Inspires a unit with the Death Drum increases their PACE by +D5 for their next activation.
Undead only: only warriors of the privilege undead may bear this instrument artefact.

Horn of Ages
Sorcerous Instrument

Kill the Enemy: a unit that is Inspired by the Horn of Ages gain a -1 strike modifier until the end of the current battle hour.

Horn of Cant
Sorcerous Instrument

Be With Us: 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 
roll before the FLANK TEST is made.
Mierce only: the Horn of Cant may only be borne by a warrior of the Cant realm.
Host Herald only: the Horn of Cant may only be borne by a host herald of the Kin Man.

Tomb Horn
Sorcerous Instrument

Your Doom is Here: DREAD TESTS must be performed by all Living enemy units within host instrument range, including Fearless and Frenzied units, after the bearer has passed a DAUNT TEST 
in a Daunt action. Enemy units that fail their DREAD TEST after the bearer has passed a DAUNT TEST in a Daunt action must immediately perform a Panic reaction or, if they are frenzied, a Flay 
combat result reaction.
Host Instrument Range: the host instrument range is 10” + 2D10”, rolled for in the battle rolls step of the Joining Battle Sequence.
Host Herald of Wiht only: only a host herald of the Wiht realm may bear this instrument artefact.

The Shivering Veil
Tune

Victorious: should the player perform a successful Inspire action and play the Shivering Veil tune, the Inspired unit gains a -1 parry, evade and sight avoid modifier and enemy units Attacking, 
Shooting or Invoking against the Inspired unit gain a +1 strike, shoot and invoke modifier. These modifiers last until the end of the current battle hour. Units cannot be affected by The Shivering 
Veil more than once per battle hour.
Host Herald of Wiht only: Only a host herald of the Wiht realm may perform this tune.

Thing-Horn
Instrument

Man only: only mustered heralds of the Kin Man may bear a Thing-Horn.
Blood of Battle: warriors that are Inspired by a herald using the Thing-Horn become an Exulted unit regardless of their current heart.
Rules: Mundane Artefact



TALISMAN ARTEFACT Artefact Rules Class Cost

1 1 Worn 11+M

1 2 Borne 12+M

1 3 Worn 3+M

1 4 Worn 21+M

1 5 Worn 1+M

1 6 Worn 8+M

1 7 Worn 6+M

1 8 Borne 10+M

1 9 Worn 13+M

1 10 Worn 25+M

ENCHANTED ARTEFACT Artefact Rules Class Cost

1 1 Borne 12+M

1 2 1 2 3 4 5 6 7 8 9 Borne 23+M

1 3 Borne 26+M

1 4 Worn 4+M

1 5 Borne 9+M

1 6 Worn 32+M

1

7 Natural

20+MSHOT WEAPON Shoot Dice Gz Dmg Gl Dmg Min Rge Lth Rge Eff Rge Max Rge Damage* Hands Class Weapon Rules

1 2 3 2D10 1D5 0” 0” 12” 16” 1 0 Worn Gaze; Soul Damage

1 8 Borne 6+M

1 9 Worn 12+M

1 10 Borne 8+M

Rings of the Mound
Sorcerous Vambraces

Quick to Parry: The wearer of the Rings of the Mound perform all parries against non-sorcerous weapons as easy parries.
Living only: only Living warriors may bear this talisman artefact.
Rules: Add or Replace

The Hidden Word
Sorcerous Belt-Hung Book

Whispers of the Dead: the bearer of The Hidden Word may re-roll any single D10 die once per activation or reactivation. The result of the second roll is binding.
Rules: Add

Shroud of the Soil
Sorcerous Cloak

Shroud of Beetles: the wearer of Shroud of the Earth has a -1 parry, evade and sight avoid modifier. Additionally, the bearer gains the ‘loathsome’ trait.
Living only: only Living warriors may bear this talisman artefact.
Rules: Add or Replace

Barrow Band
Sorcerous Ring

We Fight Again: at any point in the wearer's activation (but only once per activation) he may roll a D10, called the barrow roll. Dead warrior tokens representing a warrior of the 
privilege undead that are of a mass equal to or less than the barrow roll are Fetch Moved to within 2” of the wearer, at which point they are resurrected and are Bound permanently to 
the wearer. These resurrected warriors cannot be placed upon other warriors, objects or buildings. If there are no dead warrior tokens to be Fetch Moved, an undead warrior cannot be 
resurrected in this way. Resurrected warriors, if killed, cost their usual silver for Butcher's Bill purposes.
Rules: Add or Replace

Beetle Brooch
Sorcerous Brooch

Toughened: The wearer of the Beetle Brooch gains the ‘tough’ trait.
Living only: only Living warriors may bear this talisman artefact.
Rules: Add or Replace

Dwimorling
Sorcerous Ring

Ghostly: The wearer of Dwimorling gains the ‘ethereal’ trait and ‘glider’ ability.
Sorcerer only: only warriors with the ‘sorcerer’ ability may wear this talisman artefact.
Rules: Add

Cloak of Shadows
Sorcerous Cloak

Shadow-Mover: The wearer can never become Slowed and treats all rough ground as open ground. Additionally, the wearer gains the ‘scout’ and ‘skirmisher’ ability, and is unseen 
D10”.
Rules: Add or Replace

Barrow Lantern
Sorcerous Belt-Hung Lantern

Light of the Darkness: the current SKILL and MIGHT of any friendly undead Jute unit is increased by +10, as long as the majority of the unit is within 6” of the bearer. This increase is 
not cumulative with other artefacts of the type ‘Lantern’, and does not increase the M+W of any weapon of the type ‘Lantern’.
Dark Light: the bearer is Difficultly Seen.
Rules: Add or Replace

Brooch of the Black Web
Sorcerous Pendant

Enwebbed: At any point in the wearer's activation or reactivation he may trigger the Brooch of the Black Web, which immediately entangles one enemy warrior within 2”. The enemy 
warrior thus entangled cannot Disentangle until the end of the current battle hour.
Rules: Add; One Use Only

Crown of Death
Sorcerous Crown

Death Comes: Living warriors within 6” of the wearer suffer D5 death damage at the end of every activation.
Undead only: only warriors of the privilege undead may bear this talisman artefact.
Rules: Add or Replace; Jealous Artefact

Redstone Beads
Sorcerous Pendant

Sworn: the wearer of the Redstone Beads reduces the AUTHORITY (but only for COMMAND AUTHORITY purposes) of all warriors of the kin ‘Midden Beetle’, ‘Cairn Beetle’, ‘Mound 
Beetle’ and ‘Crag Beetle’ by half, rounding fractions down.
Living only: only Living warriors may bear this enchanted artefact.
Rules: One use only; Add

Staff of the Barrow
Sorcerous Staff

Souls of the Barrow: at the beginning of each of the bearer's activations, the bearer may leech the souls of nearby warriors of the privilege ‘undead’ (now 
called Soul warriors) into the Staff of the Barrow. Each point of a Soul warrior's mass equates to one soul power point, recorded on the soul power track to 
the left. The full mass of a Soul warrior must be leeched or none. A Soul warrior thus leeched is now dead and a dead warrior token must be placed where it 
was on the battlefield.
Soul Power: the bearer may use one point of soul power to increase the invoke dice of any one invocation he Invokes by D5. Once a soul power point is 
used it must be discarded and removed from the soul power track.
Rules: Add or Replace

Lantern of Mordain
Sorcerous Lantern

Light of the Tombs: while the bearer bears the Lantern of Mordain, the current SKILL and MIGHT of any friendly Undead Jute warrior within 24” of the bearer (called the lantern 
range) is increased by +10. This increase is not cumulative with other Artefacts of the type ‘Lantern’, and does not increase the M+W of any weapon of the type ‘Lantern’. Additionally, 
any friendly warriors of the Kin Wiht, Drēaguth, Gāst or Dwimor within the lantern range command range are also difficultly seen.
Dark Light: while the bearer bears the Lantern of Mordain, he is Seen (4”).
Rules: Add or Replace

Ettenbone Rings
Sorcerous Vambraces

Etten Might: the wearer gains +4D10 MIGHT, rolled for in the battle rolls step of the Joining Battle sequence.
Undead only: only warriors of the privilege undead may bear this talisman artefact.
Rules: Add or Replace

Secret Skull
Sorcerous Belt-Hung Skull

Whispers of the Dead: When the bearer of the Secret Skull Invokes against Living Marks, the invocations used gain the contemptuous invoke rule.
Rules: Add or Replace

Amulet of Wihtbarg
Sorcerous Pendant

The Barrow's Urge (command action): the bearer may activate the Amulet of Wihtbarg anywhere on the battlefield within 6” of the sight arc of his base, called the urge point 
(which cannot be within a water feature or within impassable terrain), whereupon a warrior of the Kin ‘Spider Swarm’,  ‘Grave Spider’ ‘Tomb Spider’ or ‘Barrow Spider’ appears from a 
hidden barrow.
Urged Spider: The bearer does not know what kind of spiders the Amulet of Wihtbag will urge and so after he has declared the urge point he must roll a D100, called the spider roll. 
The following warrior(s) will appear over the course of the battle dependent upon the result of the spider roll and then the urge roll:
0-19: D10 Spider Swarms; 20-39: 2D10 Spider Swarms; 40-49: 2D10 Grave Spiders; 50-59: 3D10 Grave Spiders; 60-69: 4D10 Grave Spiders; 70-79: D5 Tomb Spiders; 80-89: D5+2 
Tomb Spiders; 90-99: 1 Barrow Spider. The amount of warriors may exceed the maximum size of a unit of their profile.
Urge Roll: The Urged Spider unit will only appear on the urge point upon the roll of a 9 or above on a D10, called the urge roll. This must be rolled for immediately and then after 
every activation is resolved over the course of the battle until the Urged Spider unit appears. The urge roll result required for the Urged Spider unit to appear decreases by 1 until the 
Urged Spider unit appears.
Placing the Urged Spider unit: Place the exact centre of the Urged Spider unit's miniatures' bases on the urge point; any warriors that would lie under this base must be Displaced 
the minimum distance so that they lie outside of the footprint of the Urged Spider unit's bases immediately. If the bearer's player does not have all of the appropriate Urged Spider unit 
miniatures, that Urged Spider unit cannot be called. An Urged Spider unit is lively when it is first placed, placed in the bearer's command and is under the same orders as that 
command's commander. Urged Spider units have the standard equipment of their profile and options cannot be chosen for them. The Urged Spider unit counts as a friendly unit (and 
thus part of the bearer's host). The Urged Spider unit's warriors, if killed, cost their usual silver when mustered for the purposes of calculating the Butcher's Bill. An Urged Spider 
warrior, if it is dead, does not count as a dead warrior when making a RAVAGED TEST. The bearer cannot control the Urged Spider units of another player.
Rules: One use only; Add or Replace; Jealous Artefact
Man only: Only warriors of the kin ‘Līc’ may bear this enchanted artefact.

Gaze of Death
Sorcerous Gaze

Līc only: Only warriors of the kin ‘Līc’ may bear this enchanted artefact.
Rules: Add

Gaze of Death
Sorcerous Gaze

Vorpalculter
Sorcerous Belt-Hung Dagger

Veil-Slicer: The bearer may, at any point in his activation or reactivation, use the Vorpalculter to slice open the veil and perform a Sorcerous Move - which is a Fetch Move - to a point 
on the battlefield called the veil point within 3D10”. The veil point cannot be within 3” of any other warrior. Moving through the veil in this manner is dangerous and when the 
Vorpalculter is used to do so the bearer must roll a D10, called a veil roll. On the result of a 2-9, nothing untoward occurs. On the roll of a 1, the bearer is trapped within the veil until 
the end of the current battle hour (counting as off the battlefield) at which time he enters the battlefield upon the veil point. If any other warrior lies upon the veil point the bearer 
instantly dies. On the roll of a 0, the bearer is lost within the veil forever and is never seen again (thus counting as very dead). The bearer Fetch Moves without an ardent mount or a 
carriage engine that he rides, except for a beast mount.
Rules: Add

Crown of Hengest
Sorcerous Crown

Ancient Fury: Each enemy warrior that wishes to perform an Attack action against the wearer of the Crown of Hengest must first perform a FORTITUDE TEST, even those with the 
‘fearless’ ability or who are frenzied. If this test is failed, the SKILL of the enemy warrior in question is halved, rounding fractions down. If this test is passed, the SKILL of the enemy 
warrior in question is reduced by -D10.
Rules: Add or Replace

Bētelsēaw
Sorcerous Belt-Hung Potion

Beetle Juice: at any point in the bearer's activation or reactivation he may drink the Bētelsēaw. Should he do so, he immediately gains +5D10 CONSTITUTION until the end of the 
curent battle hour.
Living only: only Living warriors may bear this enchanted artefact.
Rules: One use only; Add



BRAND ARTEFACT Artefact Rules Class Cost

1 1 Natural 6+UM

1 2 Natural 1+UM

1 3 Natural 1+UM

1 4 Natural 9+UM

1 5 Natural 2+UM

1 6 Natural 1+UM

1 7 Natural 1+UM

1 8 Natural 2+UM

1 9 Natural 3+UM

1 10 Natural 1+UM

Mark of Horsa
Sorcerous Brand

Swift Warriors: Warriors with this brand gain +D5 to their PACE and +D10 to their FLIGHT (if they have a FLIGHT ATTRIBUTE), rolled for in the battle rolls step of the Joining Battle 
Sequence.

Ettenbrand
Sorcerous Brand

Immediate Threat: The bearer of the Ettenbrand halves its AUTHORITY for COMMAND AUTHORITY purposes.
Ettenwiht only: only warriors of the kin ‘Ettenwiht’ may bear this brand.

Caldran Ring
Sorcerous Brand

Of the Ancient Barrow: the bearers of this brand gain the ‘soul damage’ rule on their primary combat weapon and against non-sorcerous damage gain a parry, evade and avoid 
modifier of -3.
Undead only: only Unliving warriors may bear this brand.

Brand of Esc
Sorcerous Brand

Experienced: the bearers of the Brand of Esc gain +1 damage* to one of their primary combat weapons, chosen by the player.
Living only: only Living warriors may bear this brand.

Mark of Death
Brand

Primeval Terror: The bearer of this brand gains the ‘Terrifying’ trait. All Living enemy warriors must perform VALOUR TESTS when Engaged by (or Engaging) the bearer, even if they 
have the ‘fearless’ trait or are frenzied, or have the ‘terrifying’ or ‘fearsome’ trait themselves, and these VALOUR TESTS are performed with a -2D10 modifier. Additionally, if an enemy 
unit becomes a Defeated unit when in combat with the bearer, it must immediately perform a Flee reaction (except for Frenzied units, which must perform a Frenized Attack Result 
reaction as normal, and warriors with the ‘fearless’ trait, who must perform a Panic reaction).

Redback Mark
Brand

Venomous: the bearer of this brand gains the ‘venom damage’ rule on any combat weapon of the type ‘bite’.
Beetles only: only warriors of the kin ‘beetle swarm’, ‘mound beetle’ or ‘crag beetle’ may bear this brand.

Wulfspīthra
Brand

Funnellers: the bearer of this brand gains the ‘burrower’ ability.
Spiders only: only warriors of the kin ‘spider swarm’, ‘grave spider’, ‘tomb spider’ or ‘barrow spider’ may bear this brand.
Rules: Mundane artefact

Blackscar Brand
Sorcerous Brand

Hardened: the bearer's CONSTITUTION attribute is increased by +5D10, rolled for in the battle rolls step of the Joining Battle Sequence.

Hornbone
Sorcerous Brand

Bony Growths: the bearer's WOUNDS attribute is increased by +2D10, rolled for in the battle rolls step of the Joining Battle Sequence.

Gāstband
Sorcerous Brand

Veil Lurker: The bearer gains the ‘incorporeal’ trait and the ‘shrieker’ ability.
Undead only: only Unliving warriors may bear this brand.



FORTHAIN
FOR-thayn

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Jute Cant Man Warlord Noble Elite Uncommon
Mass Base Size 351 30mm

FORTHAIN Pace Skill Might Constitution Wounds Fortitude Authority Temper
Ancient Blood 5 83 43 30 7 93 95 26

Abilities Disciplined; Shieldwall; Tactician; Kinsman (Wiht)

Wound Track 1 2 3 4 5 6 7

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

1
1 2 3 4 5 6 7 9 52 ###1.5 ” 1 1 Borne

1 2 3 4 5 6 18 61 ###1.5 ” 2 2 Borne Foot only

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

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

Add or Replace (Gārseax)
Parry

1 -11 2 3 4 5 6 18 61 ###0.5 ” 2 2 Borne Foot only

1 1 2 3 4 5 6 7 9 52 ###1.5 ” 9 61 1 1 Borne -3
SHOT WEAPON OPTIONS Shoot Dice Weapon+ M+W Min Rge Lth Rge Eff Rge Max Rge Damage* Hands Class Shot Weapon Rules

1 1 2 9 52 0” 9” 36” 60” 1 2 Borne Add; Foot only 2

ARMOUR Armour+ C+A Hands Class Armour Rules

1 11 41 0 Worn

2 5 46 0 Worn

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

3 10 56 1 Borne Add; Parry 2
4 7 53 +Shield 63 0 Worn Add 1

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

May ride a Horsa; Rider gains the Flanker ability 3 8
MOUNT ARMOUR OPTIONS Armour+ C+A with option with option Hands Class Armour Rules Cost

4 9 55 +Shield 65 +Helm 72 0 Worn Add 1
ENGINE OPTIONS Engine Option Rules Engine+ C+A Cost

Gains the Engine Leader (Ettenwiht War Tower) ability, replacing one Ettenwiht War Tower crew that is not the driver. 21 62 277
JUT-CNT-0201 - Eormanræd; JUT-CNT-1210 - Mildryth

LĪCWĀCA
LYCH-war-kə

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Jute Līc Warlord Noble Fanatical Rare
Mass Base Size

621 30mm

LĪCWĀCA Pace Skill Might Constitution Wounds Fortitude Authority Temper
Insensate 5 46 33 34 6 96 51 73
Abilities Dissipater; Earther; Sorcerer (2); Bind (Beetle Swarm, Maggot Swarm, Spider Swarm, Grave Spider) Focus Range: 11ˮ

Wound Track 1 2 3 4 5 6 Earth Dice: 1 2 3 4

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

1 1 2 3 4 6 39 ### 1 ” 1 1 Borne Līcstæff Artefact; Soul Damage

1 1 2 3 10 43 ### 1 ” 1 1 Borne Parry; Death Damage

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

2 1 2 0 50 0” 0” 30” 60” 1 1 Borne

ARMOUR Armour+ C+A Hands Class Armour Rules

1 6 40 0 Worn

ARTEFACTS Artefact Rules

1

2

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

May ride a Wiht Horsa; Rider gains the Flanker ability 3 6
May ride a Manasceancan 9 14 54 208

ENGINE OPTIONS Engine Option Rules Engine+ C+A Cost

Gains the Engine Leader (Ettenwiht War Tower) ability, replacing one Ettenwiht War Tower crew that is not the driver. 21 61 276
Gains the Engine Crew (Ettenwiht War Tower) ability, replacing one Ettenwiht War Tower crew that is not the driver nor its leader. 21 61 -6

JUT-CNT-0260 - Grīma of Dwimorholt

Gārseax
Glaive

Langseax Sword

Gār Spear
Replace (Gārseax); Mounted Impact Strike; 
Mounted Charge+; Hedge

Boḡa Bow

Byrne
Corselet

Greaves
Greaves

Scyld Shield

Helm Helmet

Horsa Beast Mount

Horswærd Barding

Ettenwiht War Tower Engine Leader

Cant
Wiht

Līcstæff
Sorcerous Staff

Deadsweord
Sword

Grave Lantern
Light

Grave Lantern Artefact; Combat Shot Weapon; No Lethal 
Range; Ignores Armour; Soul Damage

Limited Armour
Light Armour

Līcstæff
Sorcerous Staff

to wake the dead

The Waking Dead: while the Līcwāca bears the Līcstaff, he may draw power into it from the undead and transfer it to himself. At the beginning of any of his activations, the Līcwāca may remove any or all of 
the WOUNDS from any friendly Undead unit within focus range into himself. This can kill friendly warriors. The Līcwāca's TEMPER or focus range is increased by the amount of WOUNDS removed from the 
friendly undead unit. This can increase the Līcwāca's TEMPER or focus range beyond its base value, but only until the end of his current activation.

Grave Lantern
Sorcerous Lantern

suffused with darkness

Light of the Tombs: while the Līcwāca bears the Grave Lantern, the current SKILL and MIGHT of any friendly Undead Jute unit is increased by +10, as long as the majority of the unit is within the Līcwāca's 
focus range. This increase is not cumulative with other Artefacts of the type ‘Lantern’, and does not increase the M+W of any weapon of the type ‘Lantern’. Additionally, any friendly warriors of the Kin Wiht, 
Drēaguth, Gāst or Dwimor within the Līcwāca's command range are also difficultly seen.
Dark Light: while the Līcwāca bears the Grave Lantern, he is Seen (6”).

Wiht Horsa Beast Mount

Manasceancan Ardent Mount

Ettenwiht War Tower Engine Leader

Ettenwiht War Tower Engine Crew



GĀST CYNING
GARST KI-ning

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Jute Wiht Gāst Warlord Fanatical Rare
Mass Base Size 1113 60mm

GĀST CYNING Pace Skill Might Constitution Wounds Fortitude Authority Temper
Hate (Man); Terrifying; Unliving; Incorporeal 8 56 63 56 13 95 63 43

Abilities Glider; Shrieker

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

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

1
1 2 3 4 5 6 7 8 9 72 ###1.5 ” 1 1 Borne

Death Damage
1 2 3 4 5 6 7 18 81 ###1.5 ” 2 2 Borne

1 1 2 3 4 5 6 9 72 ### 1 ” 1 1 Borne Parry; Death Damage

2 1 2 8 71 ###0.5 ” 1 1 Natural Soul Damage; Vicious Damage

SHOT WEAPON Shoot Dice Gz Dmg Gl Dmg Min Rge Lth Rge Eff Rge Max Rge Damage* Hands Class Gaze Weapon Rules

1 1 2 3 2D10 1D5 0” 0” 12” 16” 1 0 Natural Gaze; Soul Damage

2 1 2 3 0 50 0” 0” 30” 60” 1 1 Borne

ARMOUR Armour+ C+A Hands Class Armour Rules

1 18 74 0 Worn

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

2 10 84 1 Worn Add; Parry; Shieldwall 2

ARTEFACTS Artefact Rules

1

JUT-WHT-0600 - Culcca

WIHT CYNING
WYT KI-ning

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Jute Wiht Wiht Warlord Veteran Uncommon
Mass Base Size 381 30mm

WIHT CYNING Pace Skill Might Constitution Wounds Fortitude Authority Temper
Fearsome; Unliving 5 63 44 27 7 95 64 21

Abilities Disciplined; Shieldwall; Tactician; Kinsman (Cant)

Wound Track 1 2 3 4 5 6 7

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

1 1 2 3 4 5 6 7 8 52 ###1.5 ” 8 60 1 1 Borne

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

1 1 2 3 4 5 6 7 8 52 ###0.5 ” 1 1 Borne Replace (Deadgār); Parry; Death Damage -2

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

1 1 2 3 0 50 0” 0” 30” 60” 1 1 Borne

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

1 1 2 3 8 51 0” 9” 30” 39” 1 2 Borne Add; Foot only; Death Damage 2

ARMOUR Armour+ C+A Hands Class Armour Rules

1 10 37 0 Worn

2 10 47 1 Borne Parry

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

3 6 53 0 Worn Add 1

ARTEFACTS Artefact Rules

2

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

May ride a Wiht Horsa; Rider gains the Flanker ability 3 7
May ride a Līcdrāca 14 18 65 357

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

4 7 54 +Helm 60 0 Worn Add; Wiht Horsa only 1
ENGINE OPTIONS Engine Option Rules Engine+ C+A Cost

Gains the Engine Leader (Ettenwiht War Tower) ability, replacing one Ettenwiht War Tower crew that is not the driver. 21 68 276
Gains the Engine Crew (Ettenwiht War Tower) ability, replacing one Ettenwiht War Tower crew that is not the driver nor its leader. 21 68 -6

JUT-WHT-1200 - Wihtwald

Noble
Undead

Deadgārseax
Glaive

Deadsweord
Sword

Deadhand
Fist

Ghastly Gaze
Gaze

Tomb Lantern
Sorcerous Lantern

Combat Shot Weapon; No Lethal Range; Ignores Armour; 
Soul Damage

Blighted Armour
Heavy Armour

Scyld Shield

Crown of Jylland
Sorcerous Crown
from the old lands

Of Ancient Honour: while the Gāst Cyning wears the Crown of Jylland, the current SKILL and MIGHT of any friendly Undead Jute unit he has Joined is increased by +10. This increase is not cumulative with 
other Artefacts of the type ‘Crown’, and does not increase the M+W of any weapon of the type ‘Lantern’. Additionally, any friendly warriors of the Kin Wiht, Drēaguth, Gāst or Dwimor within the Gāst Cyning's 
command range (including himself) are also difficultly seen.

Noble
Undead

Deadgār
Spear

Mounted Impact Strike; Mounted Charge+; Hedge; Death 
Damage

Deadsweord Sword

Barrow Lantern
Sorcerous Lantern

Combat Shot Weapon; No Lethal Range; Ignores Armour; 
Death Damage

Deadboḡa Bow

Rusted Byrne
Corselet

Scyld
Shield

Rusted Helm Helmet

Barrow Lantern
Sorcerous Lantern

suffused with darkness

Light of the Barrows: while the Wiht Cyning bears the Barrow Lantern,  the current SKILL and MIGHT of any friendly Undead Jute unit he has Joined is increased by +10. This increase is not cumulative with 
any other Artefact of the type ‘Lantern’, and does not increase the M+W of any weapon of the type ‘Lantern’.
Dark Light: while the Wiht Cyning bears the Barrow Lantern, he is Difficultly Seen.

Wiht Horsa Beast Mount

Līcdrāca Ardent Mount

Horswærd Barding

Ettenwiht War Tower Engine Leader

Ettenwiht War Tower Engine Crew



THAIN
THAYN

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Jute Cant Man Warchief Noble Veteran Common
Mass Base Size 201 30mm

THAIN Pace Skill Might Constitution Wounds Fortitude Authority Temper
Ancient Blood 5 75 36 23 5 84 83 22

Abilities Disciplined; Shieldwall; Tactician; Kinsman (Wiht)

Wound Track 1 2 3 4 5

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

1
1 2 3 4 5 8 44 ###1.5 ” 1 1 Borne

1 2 3 4 16 52 ###1.5 ” 2 2 Borne Foot only

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

1
1 2 3 4 5 9 45 ###0.5 ” 1 1 Borne

Add or Replace (Gārseax)
Parry

1 01 2 3 4 18 54 ###0.5 ” 2 2 Borne Foot only

1 1 2 3 4 5 9 45 ###1.5 ” 9 54 1 1 Borne -1
SHOT WEAPON OPTIONS Shoot Dice Weapon+ M+W Min Rge Lth Rge Eff Rge Max Rge Damage* Hands Class Shot Weapon Rules Cost

1 1 2 9 45 0” 9” 36” 60” 1 2 Borne Add; Foot only 2

ARMOUR Armour+ C+A Hands Class Armour Rules

1 10 33 0 Worn

2 5 38 0 Worn

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

3 10 48 1 Borne Add; Parry 1
4 7 45 +Shield 55 0 Worn Add 1

NOBLE OPTIONS Noble Option Rules Cost

May bear the Host's Banner. Gains the Host Banner Bearer ability 7
May bear the Host's Instrument. Gains the Host Herald ability 7

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

May ride a Horsa; Rider gains the Flanker ability 3 7
MOUNT ARMOUR OPTIONS Armour+ C+A with option with option Hands Class Armour Rules Cost

4 7 45 +Shield 55 +Helm 62 0 Worn Add 1
ENGINE OPTIONS Engine Option Rules Engine+ C+A Cost

Gains the Engine Leader (Ettenwiht War Tower) ability, replacing one Ettenwiht War Tower crew that is not the driver. 21 54 276
Gains the Engine Crew (Ettenwiht War Tower) ability, replacing one Ettenwiht War Tower crew that is not the driver nor its leader. 21 54 -6

JUT-CNT-0201 - Eormanræd; JUT-CNT-1210 - Mildryth; JUT-CNT-1230 - Garric; JUT-CNT-1231 - Warrior Garric; JUT-CNT-1233 - Archer Garric

GHŪL THAIN
GOOL THAYN

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Jute Cant Ghūl Warchief Noble Wild Common
Mass Base Size 211 30mm

GHŪL THAIN Pace Skill Might Constitution Wounds Fortitude Authority Temper

6 54 36 35 5 72 65 15
Abilities

Wound Track 1 2 3 4 5

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

1
1 2 3 4 5 10 46 ###0.5 ” 1 1 Natural Corruption Damage

1 2 3 4 5 6 7 10 46 ###0.5 ” 1 2 Natural Quick Strike; Corruption Damage

2 1 9 45 0 0” 1 0 Natural Corruption Damage

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

3 1 2 3 4 5 8 44 ###1.5 ” 1 1 Borne Add 3

ARMOUR Armour+ C+A Hands Class Armour Rules

1 10 45 0 Worn

2 6 51 1 Worn

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

3 10 61 1 Borne Add; Parry 1
JUT-CNT-1300 - Cweld; JUT-CNT-1302 - Acwel

Gārseax
Glaive

Langseax Sword

Gār Spear
Replace (Gārseax); Mounted Impact Strike; 
Mounted Charge+; Hedge

Boḡa Bow

Byrne
Corselet

Greaves
Greaves

Scyld Shield

Helm Helmet

Fain Bearer Host Banner Bearer

Horn Bearer Host Herald

Horsa Beast Mount

Horswærd Barding

Ettenwiht War Tower Engine Leader

Ettenwiht War Tower Engine Crew

Hate (Man); Insensate; Fearsome; Strength in 
Numbers

Slashing Claws
Claws

Nasty Bite
Bite

Gār Spear

Rusted Byrne
Corselet

Rusted Helm
Helmet

Scyld Shield



WIHT THAIN
WYT THAYN

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Jute Wiht Wiht Warchief Veteran Common
Mass Base Size 161 30mm

WIHT THAIN Pace Skill Might Constitution Wounds Fortitude Authority Temper
Fearsome; Unliving 5 57 37 21 5 95 57 20

Abilities Disciplined; Shieldwall; Tactician; Kinsman (Cant)

Wound Track 1 2 3 4 5

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

1 1 2 3 4 5 8 45 ###1.5 ” 8 53 1 1 Borne

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

1 1 2 3 4 5 8 45 ###0.5 ” 1 1 Borne Replace (Deadgār); Parry; Death Damage -1
SHOT WEAPON OPTIONS Shoot Dice Weapon+ M+W Min Rge Lth Rge Eff Rge Max Rge Damage* Hands Class Shot Weapon Rules Cost

1 1 2 8 44 0” 9” 30” 39” 1 2 Borne Add; Foot only; Death Damage 1

2

1 2 0 50 0” 0” 30” 60” 1 1 Borne 10

ARMOUR Armour+ C+A Hands Class Armour Rules

1 10 31 0 Worn

2 10 41 1 Borne Parry

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

3 6 47 0 Worn Add 1
NOBLE OPTIONS Noble Option Rules Cost

May bear the Host's Banner if the general is a Forthain, a Thain, a Wiht Cyning or a Wiht Thain. Gains the Host Banner Bearer ability 7
May bear the Host's Instrument if the general is a Forthain, a Thain, a Wiht Cyning or a Wiht Thain. Gains the Host Herald ability; host instrument range is 18” 7

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

May ride a Wiht Horsa; Rider gains the Flanker ability 3 6
MOUNT ARMOUR OPTIONS Armour+ C+A with option Hands Class Armour Rules Cost

4 7 48 +Helm 54 0 Worn Add 1
ENGINE OPTIONS Engine Option Rules Engine+ C+A Cost

Gains the Engine Leader (Ettenwiht War Tower) ability, replacing one Ettenwiht War Tower crew that is not the driver. 21 62 276
Gains the Engine Crew (Ettenwiht War Tower) ability, replacing one Ettenwiht War Tower crew that is not the driver nor its leader. 21 62 -6

JUT-WHT-1200 - Wihtwald

WIHT FAIN BEARER
WYT FAYN BAIR-er

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Jute Wiht Wiht Warchief Drilled Common
Mass Base Size 211 30mm

WIHT FAIN BEARER Pace Skill Might Constitution Wounds Fortitude Authority Temper
Fearsome; Unliving 5 45 34 18 4 93 24 15

Abilities Host Banner Bearer; Disciplined; Shieldwall; Kinsman (Cant)

Wound Track 1 2 3 4

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

1 1 2 3 4 8 42 ###1.5 ” 8 53 1 1 Borne

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

1 1 2 3 4 8 42 ###0.5 ” 1 1 Borne Replace (Deadgār); Parry; Death Damage -1

ARMOUR Armour+ C+A Hands Class Armour Rules

1 10 28 0 Worn

2 10 38 1 Borne Parry

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

3 6 44 0 Worn Add 1
MOUNT OPTIONS Mount Option Rules Mass Mount+ C+A Cost

May ride a Wiht Horsa; Rider gains the Flanker ability 3 6
MOUNT ARMOUR OPTIONS Armour+ C+A with option Hands Class Armour Rules Cost

4 7 45 +Helm 51 0 Worn Add 1
ENGINE OPTIONS Engine Option Rules Engine+ C+A Cost

Gains the Engine Crew (Ettenwiht War Tower) ability, replacing one Ettenwiht War Tower crew that is not the driver nor its leader. 21 59 -6

ARTEFACTS Artefact Rules

1

WARRIOR RULES Rules

Companion
JUT-WHT-1230 - Cynuise of Old

Noble
Undead

Deadgār
Spear

Mounted Impact Strike; Mounted Charge+; Hedge; Death 
Damage

Deadsweord Sword

Deadboḡa Bow

Barrow Lantern Lantern

Add; Combat Shot Weapon; No Lethal Range; 
Ignores Armour; Death Damage

Light of the Barrows: while the Wiht Thain bears the Barrow Lantern,  the current SKILL and MIGHT of any friendly Undead Jute unit he has Joined is increased by +10. This increase is not cumulative with any 
other Artefact of the type ‘Lantern’, and does not increase the M+W of any weapon of the type ‘Lantern’.
Dark Light: while the Wiht Thain bears the Barrow Lantern, he is Difficultly Seen.

Rusted Byrne
Corselet

Scyld
Shield

Rusted Helm Helmet

Fain Bearer Host Banner Bearer

Horn Bearer Host Herald

Wiht Horsa Beast Mount

Horswærd Barding

Ettenwiht War Tower Engine Leader

Ettenwiht War Tower Engine Crew

Noble
Undead

Deadgār
Spear

Mounted Impact Strike; Mounted Charge+; Hedge; Death 
Damage

Deadsweord Sword

Rusted Byrne
Corselet

Scyld
Shield

Rusted Helm Helmet

Wiht Horsa Beast Mount

Horswærd Barding

Ettenwiht War Tower Engine Crew

Barrow Banner
Host Banner

War Banner: the Barrow Banner is a host banner and a Wiht Fain Bearer's host banner range is 18”.

Host Warrior: The Wiht Fain Bearer may only be mustered as part of the general's companions.



WIḠLĀCA
WY-lar-kə

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Jute Man Warchief Noble Veteran Uncommon
Mass Base Size 411 30mm

WIḠLĀCA Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 32 30 24 4 73 34 62
Abilities Bind (Beetle Swarm, Maggot Swarm, Spider Swarm, Grave Spider); Disciplined; Dissipater; Earther; Sorcerer (1) Focus Range: 8ˮ

Wound Track 1 2 3 4 Earth Dice: 1 2 3

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

1 1 2 6 36 ### 1 ” 1 1 Borne Darkstaff Artefact; Soul Damage

1 1 2 3 3 33 0 0 ” 1 1 Borne Death Damage

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

1 1 2 0 50 0” 0” 30” 60” 1 1 Borne

ARMOUR Armour+ C+A Hands Class Armour Rules

1 6 30 0 Worn

ARTEFACTS Artefact Rules

1

2

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

May ride a Horsling; Rider gains the Flanker ability 2 3
May ride a Horsa; Rider gains the Flanker ability 3 5
May ride a Wiht Horsa; Rider gains the Flanker ability 3 5

ENGINE OPTIONS Engine Option Rules Engine+ C+A Cost

Gains the Engine Leader (Ettenwiht War Tower) ability, replacing one Ettenwiht War Tower crew that is not the driver. 21 51 276
Gains the Engine Crew (Ettenwiht War Tower) ability, replacing one Ettenwiht War Tower crew that is not the driver nor its leader. 21 51 -6

JUT-CNT-1260 - Ætulla

DRĒAGUTH THAIN
DREE-a-guth THAYN

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Jute Wiht Drēaguth Warchief Fanatical Uncommon
Mass Base Size 472 50mm

DRĒAGUTH THAIN Pace Skill Might Constitution Wounds Fortitude Authority Temper
Hate (Man); Terrifying; Unliving; Incorporeal 8 45 43 42 9 92 50 35

Abilities Glider; Shrieker

Wound Track 1 2 3 4 5 6 7 8 9

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

1 1 2 3 4 5 6 7 10 53 ### 1 ” 1 1 Borne Parry; Death Damage

2 1 2 8 51 ###0.5 ” 1 1 Natural Vicious Damage; Soul Damage

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

1 1 2 3 4 5 6 7 8 51 ### 2 ” 1 1 Borne Replace (Deadsweord); Hedge; Death Damage 0

SHOT WEAPON Shoot Dice Gz Dmg Gl Dmg Min Rge Lth Rge Eff Rge Max Rge Damage* Hands Class Gaze Weapon Rules

1 1 1D10 1D5 0” 0” 12” 16” 1 0 Natural Gaze; No Lethal Range; Soul Damage

2 1 2 0 40 0” 0” 30” 60” 1 1 Borne

ARMOUR Armour+ C+A Hands Class Armour Rules

1 8 50 0 Worn

2 10 60 0 Worn

JUT-WHT-1500 - Heldred

Cant
Wiht

Darkstaff
Sorcerous Staff

Deadseax
Dagger

Barrow Lantern
Sorcerous Lantern

Barrow Lantern Artefact; Combat Shot Weapon; No Lethal 
Range; Ignores Armour; Death Damage

Limited Armour
Light Armour

Darkstaff
Sorcerous Staff

to invigorate the dead

The Invigorating Dead: while the Wiḡlāca bears the Darkstaff, he may draw power into it from the undead and transfer it to himself. At the beginning of any of his activations, the Wiḡlāca may remove any 
or all of the WOUNDS from any friendly Undead unit within focus range into himself. This can kill friendly warriors. The Wiḡlāca's TEMPER or focus range in inches is increased by the amount of WOUNDS 
removed from the friendly undead unit. This can increase the Wiḡlāca's TEMPER or focus range beyond its base value, but only until the end of his current activation.

Barrow Lantern
Sorcerous Lantern

suffused with darkness

Light of the Barrows: while the Wiḡlāca bears the Barrow Lantern,  the current SKILL and MIGHT of any friendly Undead Jute unit is increased by +10, as long as the majority of the unit is within the 
Wiḡlāca's focus range. This increase is not cumulative with any other Artefact of the type ‘Lantern’, and does not increase the M+W of any weapon of the type ‘Lantern’.
Dark Light: while the Wiḡlāca bears the Barrow Lantern, he is Difficultly Seen.

Horsling Beast Mount

Horsa Beast Mount

Wiht Horsa Beast Mount

Ettenwiht War Tower Engine Leader

Ettenwiht War Tower Engine Crew

Noble
Undead

Deadsweord
Sword

Deadhand
Fist

Deadgār Spear

Withering Gaze
Gaze

Tomb Lantern
Sorcerous Lantern

Switch (Deadhand); Combat Shot Weapon; No Lethal Range; 
Ignores Armour; Soul Damage

Byrne
Corselet

Ancient Armour
Light Armour



DRĒAGUTH DEATHBRINGER
DREE-a-guth DETH-bring-er

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Jute Wiht Drēaguth Warchief Fanatical Rare
Mass Base Size 652 50mm

DRĒAGUTH DEATHBRINGER Pace Skill Might Constitution Wounds Fortitude Authority Temper
Hate (Man); Terrifying; Unliving; Incorporeal 8 41 46 38 8 90 31 56

Abilities Dissipater; Earther; Glider; Shrieker; Sorcerer (1) Focus Range: 9ˮ

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

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

1 1 2 3 4 14 60 ### 1 ” 2 2 Borne Deadlantern Artefact; Death Damage

SHOT WEAPON Shoot Dice Gz Dmg Gl Dmg Min Rge Lth Rge Eff Rge Max Rge Damage* Hands Class Gaze Weapon Rules

1 1 2 3 0 40 0” 0” 30” 60” 1 2 Borne

2 1 1D10 1D5 0” 0” 12” 16” 1 0 Natural Gaze; No Lethal Range; Soul Damage

ARMOUR Armour+ C+A Hands Class Armour Rules

1 7 45 0 Worn

ARTEFACTS Artefact Rules

1

JUT-WHT-1560 - Auga

Noble
Undead

Deadlantern
Club

Deadlantern
Sorcerous Lantern

Combat Shot Weapon; Switch (club); No Lethal Range; 
Ignores Armour; Soul Damage

Withering Gaze
Gaze

Ancient Armour
Light Armour

Deadlantern
Sorcerous Lantern

surrounded by darkness

Light of the Darkness: while the Drēaguth Deathbringer bears the Deadlantern, the current SKILL and MIGHT of any friendly Undead Jute unit is increased by +10, as long as the majority of the unit is within 
the Drēaguth Deathbringer's focus range. This increase is not cumulative with other Artefacts of the type ‘Lantern’, and does not increase the M+W of any weapon of the type ‘Lantern’.
Dark Light: while the Drēaguth Deathbringer bears the Deadlantern, he is Difficultly Seen.



GRYREGHŪL
GRY-er-GOOL

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 3+/5+/10

Jute Cant Gryreghūl Infantry Vassal Feral Uncommon
Mass Base Size 172 40mm

GRYREGHŪL Pace Skill Might Constitution Wounds Fortitude Authority Temper

7 33 39 27 6 60 22 24
Abilities Bulk Charger; Bind (Aglæghūl)

1 2 3 4 5 6 Gryreghūl 1 1 2 3 4 5 6 Gryreghūl 2 1 2 3 4 5 6 Gryreghūl 3 1 2 3 4 5 6 Gryreghūl 4 1 2 3 4 5 6 Gryreghūl 5 

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

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

1 1 2 3 4 5 6 7 12 51 ###0.5 ” 1 2 Natural Quick Strike; Corruption Damage

2 1 8 47 0 0” 1 0 Natural Corruption Damage

ARMOUR Armour+ C+A Hands Class Armour Rules

1 14 41 0 Natural

UNIT OPTIONS Unit Option Rules Cost

One Gryreghūl becomes the mustered champion, who gains +1 attack die on his primary combat weapon 4
JUT-CNT-2920 - The Wicked of Mālæsc

GHŪL
GOOL

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 5+/20+/30

Jute Cant Ghūl Infantry Vassal Wild Common
Mass Base Size 81 30mm

GHŪL Pace Skill Might Constitution Wounds Fortitude Authority Temper

6 34 28 14 3 66 11 11
Abilities Bind (Gryreghūl)

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

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

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

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

1
1 2 3 10 38 ###0.5 ” 1 1 Natural Corruption Damage

1 2 3 4 5 10 38 ###0.5 ” 1 2 Natural Quick Strike; Corruption Damage

2 1 6 34 0 0” 1 0 Natural Corruption Damage

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

1 1 2 3 8 36 ###1.5 ” 1 1 Borne Add 2

ARMOUR Armour+ C+A Hands Class Armour Rules

1 8 22 0 Worn

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

2 9 31 1 Borne Add; Parry 1
UNIT OPTIONS Unit Option Rules Cost

One Ghūl becomes the mustered champion, who gains +1 attack die on his primary combat weapon 3
JUT-CNT-2650 - Degenerates of Ācholt; JUT-CNT-2670 - Depraved of Hyrne

Hate (Man); Insensate; Fearsome; Loathsome; 
Strength in Numbers; Tough

Flaying Claws
Claws

Nasty Bite
Bite

Chitinous Skin
Skin

Līcgryreghūl Champion

Hate (Man); Insensate; Fearsome; Strength in 
Numbers

Slashing Claws
Claws

Nasty Bite
Bite

Gār Spear

Rusted Byrne
Corselet

Scyld Shield

Līcghūl Champion



JUTSWEORD
JUT-sord

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 5+/15+/30

Jute Cant Man High Born Vassal Elite Uncommon
Mass Base Size 91 30mm

JUTSWEORD Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 72 30 13 3 78 19 24
Abilities Disciplined; Shieldwall

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

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

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

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

1 1 2 3 10 40 ###0.5 ” 1 1 Borne Parry

ARMOUR Armour+ C+A Hands Class Armour Rules

1 16 29 0 Worn

2 11 40 1 Borne Parry

UNIT OPTIONS Unit Option Rules Cost

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

JUT-CNT-2000 - ?

JUTGĀR
JUT-gaar

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 5+/20+/30

Jute Cant Man Infantry Vassal Drilled Common
Mass Base Size

51 30mm

JUTGĀR Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 51 27 11 3 67 11 15
Abilities Disciplined; Shieldwall

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

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

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

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

1 1 2 3 7 34 ###1.5 ” 1 1 Borne Hedge

ARMOUR Armour+ C+A Hands Class Armour Rules

1 10 21 0 Worn

2 10 31 1 Borne Parry

UNIT OPTIONS Unit Option Rules Cost

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

Veteran Jutgār The Jutgār Unit becomes Veteran (cost shown is per warrior), gaining +10 SKILL, +5 FORTITUDE and +5 AUTHORITY 2
JUT-CNT-2200 - Warriors of Cantwarebarg

JUTBOḠA
JUT-bow-yə

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 5+/10+/20

Jute Cant Man Vassal Trained Common
Mass Base Size 61 30mm

JUTBOḠA Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 47 28 11 3 63 8 12
Abilities Disciplined

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

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

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

1 1 2 3 5 33 0 0 ” 1 1 Borne

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

1 1 9 37 0” 9” 36” 48” 1 2 Borne Volley Shoot

ARMOUR Armour+ C+A Hands Class Armour Rules

1 9 20 0 Worn

UNIT OPTIONS Unit Option Rules Cost

One Jutboḡa becomes the mustered champion, who gains +1 shoot die on his primary shot weapon 4
Drilled Jutboḡa The Jutboḡa Unit becomes Drilled rather than Trained (cost shown is per warrior), gaining +10 SKILL, +5 FORTITUDE and +5 AUTHORITY 2

JUT-CNT-2400 - Bowmen of Cantwarebarg

Infantry
Hearthguard

Langseax
Sword

Helm & Byrne
Helmet; Corselet

Scyld
Shield

Ord Jutsweord Champion

Fain Bearer Banner Bearer

Horn Blower Herald

Gār
Spear

Byrne
Corselet

Scyld
Shield

Ord Jutgār Champion

Fain Bearer Banner Bearer

Horn Blower Herald

Infantry
Support

Seax
Dagger

Boḡa
Bow

Byrne
Corselet

Ord Jutboḡa Champion



HRÆGĀR
HRA-gaar

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 5+/20+/30

Jute Hræwa Infantry Undead Trained Common
Mass Base Size 61 30mm

HRÆGĀR Pace Skill Might Constitution Wounds Fortitude Authority Temper
Fearsome; Unliving 5 45 30 10 3 86 2 12

Abilities Disciplined; Shieldwall

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

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

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

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

1 1 2 3 7 37 ###1.5 ” 1 1 Borne Hedge

ARMOUR Armour+ C+A Hands Class Armour Rules

1 9 19 0 Worn

2 9 28 1 Borne Parry

UNIT OPTIONS Unit Option Rules Cost

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

Drilled Hrægār The Hrægār Unit becomes Drilled rather than Trained (cost shown is per warrior), gaining +10 SKILL, +5 FORTITUDE and +5 AUTHORITY 2
JUT-WHT-2000 - ?

WIHTSWEORD
WYT-sord

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 5+/15+/30

Jute Wiht Wiht Undead Drilled Common
Mass Base Size

61 30mm

WIHTSWEORD Pace Skill Might Constitution Wounds Fortitude Authority Temper
Fearsome; Unliving 5 41 32 10 3 90 5 14

Abilities Bind (Wihtax); Disciplined; Shieldwall

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

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

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

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

1 1 2 3 8 40 ###0.5 ” 1 1 Borne Parry; Death Damage

ARMOUR Armour+ C+A Hands Class Armour Rules

1 8 18 0 Worn

2 8 26 1 Borne Parry

UNIT OPTIONS Unit Option Rules Cost

One Wihtsweord becomes the mustered champion, who gains +1 attack die on his primary combat weapon 3
One Wihtsweord becomes the mustered banner bearer 2
One Wihtsweord becomes the mustered herald; the instrument range is 12” 2

Veteran Wihtsweord The Wihtsweord unit becomes Veteran (cost shown is per warrior), gaining +10 SKILL, +5 FORTITUDE and +5 AUTHORITY 2
JUT-WHT-2100 - The Lost of Black Barrow

WIHTGĀR
WYT-gaar

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 5+/20+/30

Jute Wiht Wiht Infantry Undead Trained Common
Mass Base Size 61 30mm

WIHTGĀR Pace Skill Might Constitution Wounds Fortitude Authority Temper
Fearsome; Unliving 5 33 34 9 3 90 2 10

Abilities Bind (Wihtax); Disciplined; Shieldwall

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

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

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

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

1 1 2 3 7 41 ###1.5 ” 1 1 Borne Hedge; Death Damage

ARMOUR Armour+ C+A Hands Class Armour Rules

1 8 17 0 Worn

2 8 25 1 Borne Parry

UNIT OPTIONS Unit Option Rules Cost

One Wihtgār becomes the mustered champion, who gains +1 attack die on his primary combat weapon 3
One Wihtgār becomes the mustered banner bearer 2
One Wihtgār becomes the mustered herald; the instrument range is 12” 2

JUT-WHT-2200 - The Dead of Black Barrow

Cant
Wiht

Gār
Spear

Byrne
Corselet

Scyld
Shield

Ord Hrægār Champion

Fain Bearer Banner Bearer

Horn Blower Herald

Infantry
Hearthguard

Deadsweord
Sword

Rusted Byrne
Corselet

Scyld
Shield

Ord Wihtsweord Champion

Fain Bearer Banner Bearer

Horn Blower Herald

Deadgār
Spear

Rusted Byrne
Corselet

Scyld
Shield

Ord Wihtgār Champion

Fain Bearer Banner Bearer

Horn Blower Herald



WIHTBOḠA
WYT-bow-yə

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 5+/10+/20

Jute Wiht Wiht Undead Trained Uncommon
Mass Base Size 81 30mm

WIHTBOḠA Pace Skill Might Constitution Wounds Fortitude Authority Temper
Fearsome; Unliving 5 30 34 8 3 85 2 10

Abilities Disciplined

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

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

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

1 1 2 3 3 37 0 0 ” 1 1 Borne Death Damage

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

1 1 6 40 0” 9” 30” 39” 1 2 Borne Volley Shoot; Death Damage

ARMOUR Armour+ C+A Hands Class Armour Rules

1 8 16 0 Worn

UNIT OPTIONS Unit Option Rules Cost

One Wihtboḡa becomes the mustered champion, who gains +1 shoot die on his primary shot weapon 3
JUT-WHT-2400 - The Sinners of Chessell Barrow

WIHTAX
WYT-ax

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 5+/10+/20

Jute Wiht Wiht Infantry Undead Trained Common
Mass Base Size

61 30mm

WIHTAX Pace Skill Might Constitution Wounds Fortitude Authority Temper
Fearsome; Unliving 5 30 34 9 3 88 2 10

Abilities Bound (Wihtsweord, Wihtgār); Disciplined

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

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

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

1 1 2 3 8 42 0 0 ” 1 1 Borne Hook; Death Damage

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

1 1 0 30 0” 0” 24” 50” 1 1 Borne

ARMOUR Armour+ C+A Hands Class Armour Rules

1 11 20 0 Worn

UNIT OPTIONS Unit Option Rules Cost

One Wihtax becomes the mustered champion, who gains +1 attack die on his primary combat weapon 3
JUT-WHT-2450 - The Betrayers of Ceafor Barrow

LĪCANGAN
LEECH-an-gan

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1+/3+/5

Jute Līc Infantry Vassal Fanatical Uncommon
Mass Base Size 231 30mm

LĪCANGAN Pace Skill Might Constitution Wounds Fortitude Authority Temper
Insensate 5 41 28 11 3 94 17 32
Abilities Adept; Bind (Beetle Swarm, Maggot Swarm, Spider Swarm); Earther; Sorcerer (1) Focus Range: 5ˮ

1 2 3 Līcangan 1 1 2 3 Līcangan 2 1 2 3 Līcangan 3 1 2 3 Līcangan 4 1 2 3 Līcangan 5 Earth Dice: 1

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

1 1 2 6 34 ### 1 ” 1 1 Borne Līcstæff Artefact; Soul Damage

1 1 10 38 ### 1 ” 1 1 Borne Parry; Death Damage

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

2 1 0 40 0” 0” 24” 50” 1 1 Borne

ARMOUR Armour+ C+A Hands Class Armour Rules

1 5 16 0 Worn

INVOCATIONS Invoke Dice Power Min Rge Lth Rge Eff Rge Max Rge Damage* Invocation Rules

1 1 2 3 38 0” 0” 25” 40” 1 No Lethal Range; Death Damage

INVOCATION OPTIONS Invoke Dice Power Min Rge Lth Rge Eff Rge Max Rge Damage* Invocation Option Rules Cost

1 1 43 2

ARTEFACTS Artefact Rules

1

UNIT OPTIONS Unit Option Rules Cost

One Līcangan becomes the mustered champion, who gains +1 invoke die on his primary invocation 4
JUT-CNT-2xxx - ?

Infantry
Support

Deadseax
Dagger

Deadboḡa
Bow

Rusted Byrne
Corselet

Ord Wihtboḡa Champion

Deadax
Axe

Grave Lantern
Light

Combat Shot Weapon; No Lethal Range; Ignores Armour; 
Death Damage

Rusted Forbyrne
Corselet

Ord Wihtax Champion

Cant
Wiht

Līcstæff
Staff

Deadseax
Sword

Grave Lantern
Light

Combat Shot Weapon; No Lethal Range; Ignores Armour; 
Soul Damage

Limited Armour
Light Armour

Wind of Death
Sight

Soul Stealer
Focus

Marked Souls: The Marked warriors within the Marked unit must be warriors with the Living trait.
Immediate Effect: Wounds suffered by the Marked unit from this Soul Stealer invocation may be used to Invigorate (in exactly the same way 
as the Invigorate invocation) one friendly undead unit within this Invoke action's focus range. One point of WOUNDS is added to the friendly 
undead unit per wound suffered by the Marked unit.
Rules: Replace (Wind of Death); Ignores Armour; Soul Damage

Līcstæff
Staff

to wake the dead

The Waking Dead: while the Līcangan unit bears their Līcstaffs, they may draw power into them from the undead and transfer it to themselves. At the beginning of any of their activations, the Līcangan unit 
may remove any or all of the WOUNDS from any friendly Undead unit within focus range into themselves. This can kill friendly warriors. The Līcangan's wounded warrior's TEMPER is increased by the amount 
removed from the friendly undead unit. This can increase the Līcangan unit's TEMPER beyond its base value, but only until the end of its current activation.

Līciege Champion



AGLÆGHŪL
AG-la-gool

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1+/3+/5

Jute Cant Aglæghūl Monstrous Infantry Vassal Feral Uncommon
Mass Base Size 353 50mm

AGLÆGHŪL Pace Skill Might Constitution Wounds Fortitude Authority Temper

7 31 48 35 8 52 27 31
Abilities Bulk Charger; Bound (Gryreghūl)

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

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

1 1 2 3 4 5 6 7 8 14 62 ### 1 ” 1 2 Natural Quick Strike; Pierce; Corruption Damage

2 1 10 58 0 0” 1 0 Natural Corruption Damage

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

1 1 2 9 57 0” 6” 32” 48” 2 1 Natural 1 2 3 Shots (3); Pierce; Corruption Damage

ARMOUR Armour+ C+A Hands Class Armour Rules

1 16 51 0 Natural

UNIT OPTIONS Unit Option Rules Cost

One Aglæghūl becomes the mustered champion, who gains +1 attack die on his primary combat weapon 5
JUT-CNT-3320 - ?

CAIRN BEETLE
KAIRN bee-təl

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1+/3+/5

Jute Cant Cairn Beetle Monstrous Infantry Beast Wild Uncommon
Mass Base Size 344 60mm

CAIRN BEETLE Pace Flight Skill Might Constitution Wounds Fortitude Authority Temper
Insensate; Fearsome 6 16 35 52 44 12 66 21 32

Abilities Bulk Charger; Bind+ (Midden Beetle, Beetle Swarm); Scuttler

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

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

1 1 2 3 4 5 6 7 8 12 64 ### 1” 1 2 Natural Mighty Strike; Grab

2 1 2 15 67 0 0” 2 0 Natural Pierce

ARMOUR Armour+ C+A Hands Class Armour Rules

1 26 70 0 Natural

JUT-CNT-3730 - ?

MIDDEN BEETLE
MID-ən bee-təl

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1+/1+/3+

Jute Cant Midden Beetle Monstrous Infantry Beast Wild Uncommon
Mass Base Size 253 60mm

MIDDEN BEETLE Pace Flight Skill Might Constitution Wounds Fortitude Authority Temper
Insensate; Fearsome 6 16 32 44 37 8 66 20 30

Abilities Bulk Charger; Bind (Beetle Swarm); Scuttler

1 2 3 4 5 6 7 8 Midden Beetle 1 1 2 3 4 5 6 7 8 Midden Beetle 2 1 2 3 4 5 6 7 8 Midden Beetle 3 1 2 3 4 5 6 7 8 Midden Beetle 4 1 2 3 4 5 6 7 8 Midden Beetle 5 

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

1 1 2 3 4 5 6 10 54 ### 1” 1 2 Natural

2 1 2 12 56 0 0” 1 0 Natural Pierce

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

1 1 2 18 62 6” 1 0 Natural

ARMOUR Armour+ C+A Hands Class Armour Rules

1 18 55 0 Natural

JUT-CNT-3940 - Spitters of Horstede

Hate (Man); Tough; Insensate; Fearsome; 
Loathsome; Strength in Numbers

Flaying Claws
Claws

Nasty Bite
Bite

Chitin Spikes
Spike

Chitinous Skin
Skin

Līcaglæghūl Champion

Slashing Claws
Claws

Crushing Mandibles
Bite

Tough Carapace
Carapace

Slashing Claws
Claws

Crushing Mandibles
Bite

Midden Filth
Spray

Combat Shot Weapon; Spray; 6” Filth Spray Template; 
Ignores Armour; Corrosion Damage

Tough Carapace
Carapace



DRĒAGUTH
DREE-a-guth

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1+/3+/5

Jute Wiht Drēaguth Monstrous Infantry Undead Fanatical Uncommon
Mass Base Size 302 50mm

DRĒAGUTH Pace Skill Might Constitution Wounds Fortitude Authority Temper
Hate (Man); Terrifying; Unliving; Incorporeal 8 38 43 32 7 90 25 25

Abilities Glider; Shrieker; Bind (Dwimor)

1 2 3 4 5 6 7 Drēaguth 1 1 2 3 4 5 6 7 Drēaguth 2 1 2 3 4 5 6 7 Drēaguth 3 1 2 3 4 5 6 7 Drēaguth 4 1 2 3 4 5 6 7 Drēaguth 5 

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

1 1 2 3 4 5 8 51 ### 1 ” 1 1 Borne Parry; Death Damage

2 1 4 47 ###0.5 ” 1 1 Natural Soul Damage; Vicious Damage

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

1 1 2 3 4 5 8 51 ### 2 ” 1 1 Borne Replace (Deadsweord); Hedge; Death Damage 0

SHOT WEAPON Shoot Dice Gz Dmg Gl Dmg Min Rge Lth Rge Eff Rge Max Rge Damage* Hands Class Gaze Weapon Rules

1 1 1D5 1 0” 0” 12” 16” 1 0 Natural Gaze; Soul Damage

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

2 1 0 40 0” 0” 30” 60” 1 1 Borne 1

ARMOUR Armour+ C+A Hands Class Armour Rules

1 8 40 0 Worn

UNIT OPTIONS Unit Option Rules Cost

One Drēaguth becomes the mustered champion, who gains +1 attack die on his primary combat weapon 4
JUT-WHT-3070 - The Malign of Alum Tomb

GĀST
GARST

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1+/1+/3

Jute Wiht Gāst Monstrous Infantry Undead Fanatical Rare
Mass Base Size 483 60mm

GĀST Pace Skill Might Constitution Wounds Fortitude Authority Temper
Hate (Man); Terrifying; Unliving; Incorporeal 8 42 54 42 10 90 30 30

Abilities Glider; Shrieker; Bind (Dwimor)

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

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

1
1 2 3 4 5 6 8 62 ###1.5 ” 1 1 Borne

Death Damage
1 2 3 4 5 16 70 ###1.5 ” 2 2 Borne

1 1 2 3 4 5 6 8 62 ### 1 ” 1 1 Borne Parry; Death Damage

2 1 2 5 59 ###0.5 ” 1 1 Natural Soul Damage; Vicious Damage

SHOT WEAPON Shoot Dice Gz Dmg Gl Dmg Min Rge Lth Rge Eff Rge Max Rge Damage* Hands Class Gaze Weapon Rules

1 1 2 1D10 1D5 0” 0” 12” 16” 1 0 Natural Gaze; Soul Damage

2 1 2 0 40 0” 0” 30” 60” 1 1 Borne

ARMOUR Armour+ C+A Hands Class Armour Rules

1 18 60 0 Worn

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

2 10 70 1 Worn Add; Parry; Shieldwall 2
UNIT OPTIONS Unit Option Rules Cost

One Gāst becomes the mustered champion, who gains +1 attack die on his primary combat weapon 6
JUT-WHT-3510 - The Hateful of Mordain Grave

DWIMOR
DWI-mor

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1+/1+/3

Jute Wiht Dwimor Monstrous Infantry Undead Fanatical Rare
Mass Base Size 541 60mm

DWIMOR Pace Skill Might Constitution Wounds Fortitude Authority Temper

10 28 22 35 5 90 29 36
Abilities Glider; Shrieker; Bound (Drēaguth, Gāst)

1 2 3 4 5 Dwimor 1 1 2 3 4 5 Dwimor 2 1 2 3 4 5 Dwimor 3 

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

1 1 2 3 4 5 6 7 8 0 22 ###0.5 ” 1 1 Natural Soul Damage; Terrible Damage

SHOT WEAPON Shoot Dice Gz Dmg Gl Dmg Min Rge Lth Rge Eff Rge Max Rge Damage* Hands Class Gaze Weapon Rules

1 1 2 3 3D10 2D5 0” 0” 16” 24” 1 0 Natural Gaze; Soul Damage

JUT-WHT-3560 - The Malevolent of Dwimorholt

Deadsweord
Sword

Deadhand
Fist

Deadgār Spear

Withering Gaze
Gaze

Tomb Lantern Lantern
Switch (Deadhand); Combat Shot Weapon; No 
Lethal Range; Ignores Armour; Soul Damage

Rusted Armour
Light Armour

Ordrēaguth Champion

Deadgārseax
Glaive

Deadsweord
Sword

Deadhand
Fist

Ghastly Gaze
Gaze

Tomb Lantern
Sorcerous Lantern

Combat Shot Weapon; No Lethal Range; Ignores Armour; 
Soul Damage

Blighted Armour
Heavy Armour

Scyld Shield

Ordgāst Champion

Hate (Living); Terrifying; Unliving;
Ethereal

Deadhands
Fists

Ghastly Gaze
Gaze



JUTGĀR ĒORED
JUT-gaar EE-or-ed

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 5+/5+/10

Jute Cant Man Cavalry Vassal Drilled Common
Mass Base Size 103 60x35mm

JUTGĀR ĒORED Pace Skill Might Constitution Wounds Fortitude Authority Temper
Insensate (Horsa) 5 54 31 12 4 68 14 26

HORSA 9 18 34 - - - - -
Abilities Bulk Charger (Horsa); Disciplined; Flanker

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

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

1 1 2 3 8 39 ###1.5 ” 8 47 1 1 Borne Mounted Impact Strike; Mounted Charge+

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

2 1 2 6 40 ### 1” 1 0 Natural Sightless Strike

ARMOUR Armour+ C+A Hands Class Armour Rules

1 10 22 0 Worn

2 10 32 1 Borne Parry

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

3 6 38 0 Worn Add 1
UNIT OPTIONS Unit Option Rules Cost

One Jutgār becomes the mustered champion, who gains +1 attack die on his primary combat weapon 5
One Jutgār becomes the mustered banner bearer 4
One Jutgār becomes the mustered herald 4

Veteran Jutgār Ēored The Jutgār Ēored unit becomes Veteran (cost shown is per warrior), gaining +10 SKILL, +5 FORTITUDE and +5 AUTHORITY 3
JUT-CNT-4xxx - ?

WIHTSWEORD ĒORED
WYT-sord EE-or-ed

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 5+/5+/10

Jute Wiht Wiht Cavalry Undead Drilled Uncommon
Mass Base Size 93 60x35mm

WIHTSWEORD ĒORED Pace Skill Might Constitution Wounds Fortitude Authority Temper
Fearsome; Unliving 5 41 32 10 3 90 7 25

WIHT HORSA 9 15 38 - - - - -
Abilities Bind (Wihtax Ēored); Bulk Charger (Wiht Horsa); Disciplined; Flanker

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

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

1 1 2 3 8 40 ###0.5 ” 1 1 Borne Parry; Death Damage

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

2 1 2 6 44 ### 1” 1 0 Natural Sightless Strike

ARMOUR Armour+ C+A Hands Class Armour Rules

1 8 18 0 Worn

2 8 26 1 Borne Parry

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

3 6 32 0 Worn Add 1
UNIT OPTIONS Unit Option Rules Cost

One Wihtsweord becomes the mustered champion, who gains +1 attack die on his primary combat weapon 5
One Wihtsweord becomes the mustered banner bearer 4
One Wihtsweord becomes the mustered herald 4

Veteran Wihtsweord Ēored The Wihtsweord Ēored unit becomes Veteran (cost shown is per warrior), gaining +10 SKILL, +5 FORTITUDE and +5 AUTHORITY 2
JUT-WHT-4200 - The Riders of Black Barrow

Gār
Spear

Trampling Hooves
Trample

Byrne
Corselet

Scyld
Shield

Horswærd Barding

Ord Jutgār Champion

Fain Bearer Banner Bearer

Horn Blower Herald

Deadsweord
Sword

Trampling Hooves
Trample

Rusted Byrne
Corselet

Scyld
Shield

Horswærd Barding

Ord Wihtsweord Champion

Fain Bearer Banner Bearer

Horn Blower Herald



WIHTGĀR ĒORED
WYT-gaar EE-or-ed

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 5+/5+/10

Jute Wiht Wiht Cavalry Undead Trained Uncommon
Mass Base Size 93 60x35mm

WIHTGĀR ĒORED Pace Skill Might Constitution Wounds Fortitude Authority Temper
Fearsome; Unliving 5 34 34 9 4 90 4 21

WIHT HORSA 9 15 38 - - - - -
Abilities Bind (Wihtax Ēored); Bulk Charger (Wiht Horsa); Disciplined; Flanker

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

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

1 1 2 3 8 42 ###1.5 ” 8 50 1 1 Borne Mounted Impact Strike; Mounted Charge+; Death Damage

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

2 1 2 6 44 ### 1” 1 0 Natural Sightless Strike

ARMOUR Armour+ C+A Hands Class Armour Rules

1 8 17 0 Worn

2 8 25 1 Borne Parry

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

3 6 31 0 Worn Add 1
UNIT OPTIONS Unit Option Rules Cost

One Wihtgār becomes the mustered champion, who gains +1 attack die on his primary combat weapon 5
One Wihtgār becomes the mustered banner bearer 4
One Wihtgār becomes the mustered herald 4

Drilled Wihtgār Ēored The Wihtgār Ēored unit becomes Drilled (cost shown is per warrior), gaining +10 SKILL, +5 FORTITUDE and +5 AUTHORITY 2
JUT-WHT-4200 - The Riders of Black Barrow

WIHTAX ĒORED
WYT-ax EE-or-ed

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 3+/5+/10

Jute Wiht Wiht Cavalry Undead Trained Uncommon
Mass Base Size 103 60x35mm

WIHTAX ĒORED Pace Skill Might Constitution Wounds Fortitude Authority Temper
Fearsome; Unliving 5 30 34 9 4 88 4 21

WIHT HORSA 9 15 38 - - - - -
Abilities Bound (Wihtgār Ēored); Bulk Charger (Wiht Horsa); Disciplined; Flanker

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

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

1 1 2 3 8 42 0 0 ” 1 1 Borne Death Damage

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

2 1 2 8 46 ### 1” 1 0 Natural Sightless Strike

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

1 1 0 30 0” 0” 24” 50” 1 1 Borne

ARMOUR Armour+ C+A Hands Class Armour Rules

1 10 14 0 Worn

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

2 6 25 0 Worn Add 1
UNIT OPTIONS Unit Option Rules Cost

One Wihtax Ēored becomes the mustered champion, who gains +1 attack die on his primary combat weapon 5
JUT-WHT-4300 - The Riders of Ceafor Barrow

Deadgār
Spear

Trampling Hooves
Trample

Rusted Byrne
Corselet

Scyld
Shield

Horswærd Barding

Ord Wihtgār Champion

Fain Bearer Banner Bearer

Horn Blower Herald

Deadax
Axe

Trampling Hooves
Trample

Grave Lantern
Light

Combat Shot Weapon; No Lethal Range; Ignores Armour; 
Death Damage

Rusted Forbyrne
Corselet

Horswærd Barding

Ord Wihtax Champion



HORSLING
HORS-ling

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
0 1

Jute Cant Pony Beast Wild Common
Mass Base Size 22 50x30mm

HORSLING Pace Skill Might Constitution Wounds Fortitude Authority Temper

8 16 28 14 3 42 9 15
Abilities

Wound Track 1 2 3

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

1 1 2 6 34 ###0.5” 1 0 Natural Sightless Strike

JUT-CNT-0261-400 - Ætulla on Horsling

HORSA
HOR-sa

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
0 1

Jute Cant Horse Beast Wild Common
Mass Base Size 43 60x35mm

HORSA Pace Skill Might Constitution Wounds Fortitude Authority Temper

9 18 34 17 5 39 13 20
Abilities Bulk Charger

Wound Track 1 2 3 4 5

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

1 1 2 7 41 ### 1” 1 0 Natural Sightless Strike

JUT-CNT-0201-400 - Eormanræd on Horse

WIHT HORSA
WYT hor-sa

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
0 1

Jute Wiht Wiht Horse Wild Common
Mass Base Size 63 60x35mm

WIHT HORSA Pace Skill Might Constitution Wounds Fortitude Authority Temper

9 15 38 15 5 44 12 20
Abilities Bulk Charger

Wound Track 1 2 3 4 5

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

1 1 2 8 46 ### 1” 1 0 Natural Sightless Strike

JUT-CNT-0201-400 - Eormanræd on Horse

BAT
(BAT)

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
0 5+/5+/10

Jute Cant Nihtbat Beast Beast Wild Common
Mass Base Size 41 30mm

BAT Pace Flight Skill Might Constitution Wounds Fortitude Authority Temper
Insensate; Nocturnal; Small 3 16 22 15 5 1 30 4 9

Abilities Flanker; Hoverer; Scout

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

1 1 2 3 6 21 0 0” 1 0 Natural

JUT-CNT-7xxx - ?

MAGGOT SWARM
MAG-ot SWORM

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
0 1+/3+/5

Jute Cant Maggot Beast Mindless Common
Mass Base Size 54 60mm

MAGGOT SWARM Pace Skill Might Constitution Wounds Fortitude Authority Temper

4 16 8 18 8 10 2 21
Abilities Slitherer

1 2 3 4 5 6 7 8 Maggot Swarm 1 1 2 3 4 5 6 7 8 Maggot Swarm 2 1 2 3 4 5 6 7 8 Maggot Swarm 3 1 2 3 4 5 6 7 8 Maggot Swarm 4 1 2 3 4 5 6 7 8 Maggot Swarm 5 

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

1 1 2 3 4 5 6 3 11 0 0” 1 0 Natural Sightless Strike; Blind Strike; Ignores Armour

JUT-CNT-7xxx - ?

Beast
Mount

Insensate
Mount or Draught Beast only

Trampling Hooves
Trample

Beast
Mount

Insensate
Mount or Draught Beast only

Trampling Hooves
Trample

Beast
Mount

Undead
Beast

Fearsome; Insensate; Unliving
Mount or Draught Beast only

Trampling Hooves
Trample

Sharp Bite
Bite

Beast
Swarm

Insensate; Loathsome; Fearsome; Fearless; 
Unseeing; Small

Flesh Burrow
Bite



BEETLE SWARM
BEE-TƏL SWORM

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
0 1+/3+/5

Jute Cant Beetle Beast Mindless Common
Mass Base Size 74 60mm

BEETLE SWARM Pace Flight Skill Might Constitution Wounds Fortitude Authority Temper

6 14 18 12 21 8 10 3 22
Abilities Scuttler

1 2 3 4 5 6 7 8 Beetle Swarm 1 1 2 3 4 5 6 7 8 Beetle Swarm 2 1 2 3 4 5 6 7 8 Beetle Swarm 3 1 2 3 4 5 6 7 8 Beetle Swarm 4 1 2 3 4 5 6 7 8 Beetle Swarm 5 

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

1 1 2 3 4 5 6 9 21 0 0” 1 0 Natural Sightless Strike; Blind Strike; Ignores Armour

ARMOUR Armour+ C+A Hands Class Armour Rules

1 9 30 0 Natural

JUT-CNT-7xxx - ?

GRAVE SPIDER
GRAYV SPY-der

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
0 5+/5+/10

Jute Wiht Grave Spider Beast Beast Wild Common
Mass Base Size 61 40x25mm

GRAVE SPIDER Pace Skill Might Constitution Wounds Fortitude Authority Temper
Insensate; Loathsome; Terrifying; Fearless; Small 7 32 21 6 2 13 6 11

Abilities Bind (Spider Swarm); Scuttler

1 2 Grave Spider 1 1 2 Grave Spider 2 1 2 Grave Spider 3 1 2 Grave Spider 4 1 2 Grave Spider 5 1 2 Grave Spider 6 1 2 Grave Spider 7 1 2 Grave Spider 8 1 2 Grave Spider 9 1 2 Grave Spider 10 

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

1 1 2 3 4 11 32 0 0” 1 0 Natural

ARMOUR Armour+ C+A Hands Class Armour Rules

1 5 11 0 Natural

JUT-CNT-7xxx - ?

SPIDER SWARM
SPY-der SWORM

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
0 1+/3+/5

Jute Wiht Spider Beast Mindless Common
Mass Base Size 64 60mm

SPIDER SWARM Pace Skill Might Constitution Wounds Fortitude Authority Temper
Insensate; Loathsome; Terrifying; Fearless; Small 6 23 11 16 7 10 3 22

Abilities Scuttler

1 2 3 4 5 6 7 Spider Swarm 1 1 2 3 4 5 6 7 Spider Swarm 2 1 2 3 4 5 6 7 Spider Swarm 3 1 2 3 4 5 6 7 Spider Swarm 4 1 2 3 4 5 6 7 Spider Swarm 5 

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

1 1 2 3 4 5 6 11 22 0 0” 1 0 Natural

ARMOUR Armour+ C+A Hands Class Armour Rules

1 4 20 0 Natural

JUT-CNT-7xxx - ?

CAVE BAT
KAYV BAT

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
0 1+/3+/5

Jute Cant Cave Bat Beast Beast Wild Uncommon
Mass Base Size 164 60mm

CAVE BAT Pace Flight Skill Might Constitution Wounds Fortitude Authority Temper
Insensate; Fearsome; Nocturnal 4 18 27 34 31 8 47 20 30

Abilities Flanker; Hoverer; Scout; Shrieker

1 2 3 4 5 6 7 8 Cave Bat 1 1 2 3 4 5 6 7 8 Cave Bat 2 1 2 3 4 5 6 7 8 Cave Bat 3 1 2 3 4 5 6 7 8 Cave Bat 4 1 2 3 4 5 6 7 8 Cave Bat 5 

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

1 1 2 3 4 5 6 8 42 ###0.5 ” 0 1 0 Natural Pierce

2 1 2 9 43 0 0” 1 0 Natural

JUT-CNT-7xxx - ?

Beast
Swarm

Insensate; Loathsome; Fearsome;
Fearless; Tough; Small

Nipping Mandibles
Bite

Tough Carapace
Carapace

Nipping Mandibles
Bite

Sightless Strike; Blind Strike; Ignores Armour; Venom 
Damage

Carapace
Carapace

Beast
Swarm

Nipping Mandibles
Bite

Sightless Strike; Blind Strike; Ignores Armour; Venom 
Damage

Carapace
Carapace

Nasty Bite
Bite

Slashing Claws
Claws



MOUND BEETLE
MOWND beetəl

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1+/2+/3

Jute Cant Mound Beetle Monstrous Beast Beast Wild Uncommon
Mass Base Size 877 80mm

MOUND BEETLE Pace Flight Skill Might Constitution Wounds Fortitude Authority Temper
Insensate; Loathsome; Terrifying; Tough 7 18 31 64 58 24 77 30 46

Abilities Bulk Charger; Bind (Beetle Swarm); Scuttler

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

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

1 1 2 3 4 5 6 7 8 9 10 14 78 ### 1” 2 2 Natural Mighty Strike; Grab

2 1 2 3 18 82 0 0” 2 0 Natural Pierce

3 1 2 3 4 6 70 0 0 ” 1 0 Natural Sightless Strike

ARMOUR Armour+ C+A Hands Class Armour Rules

1 28 86 0 Natural

JUT-CNT-8100 - The Vicious of Heardtu

CRAG BEETLE
KRAG bee-təl

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
0 1

Jute Cant Crag Beetle Beast Wild Rare
Mass Base Size 31914 120mm

CRAG BEETLE Pace Flight Skill Might Constitution Wounds Fortitude Authority Temper

8 16 22 93 87 60 82 49 75
Abilities Bulk Charger; Bind (Beetle Swarm); Scuttler

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

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

1
1 2 3 4 5 6 7 8 9 10

20 113 ### 1 ” 0 2 0 Natural Vicious Damage
11 12 13 14 15 16

2

1 2 3 4 5 6 27 120 ### 3” 3 0 Natural Death Grab; Grab; Pierce; Terrible Damage

3 1 2 3 4 5 9 102 0 0 ” 1 0 Natural Sightless Strike

ARMOUR Armour+ C+A Hands Class Armour Rules

1 35 122 0 Natural

JUT-CNT-8815 - Scethæn

MANASCEANCAN
MAN-ə-SHAN-kan

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
0 1

Jute Cant Manasceancan Beast Wild Rare
Mass Base Size 2069 100mm

MANASCEANCAN Pace Skill Might Constitution Wounds Fortitude Authority Temper
Gigantic; Insensate; Loathsome; Tough; Terrifying 8 30 65 68 32 62 40 59

Abilities Bulk Charger; Scuttler; Bind (Beetle Swarm)

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

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

1

1 2 3 4 5 6 7 8 9 10

16 81 ### 1 ” 0 2 0 Natural Quick Strike; Pierce11 12 13 14 15 16 17 18 19 20

21 22 23 24 25 26 27 28 29 30

2 1 2 3 4 5 21 86 0 0” 1 0 Natural Pierce; Venom Damage

3 1 2 3 4 0 65 0 0” 2 0 Natural

4 1 2 3 4 5 7 72 0 0 ” 1 0 Natural Sightless Strike

ARMOUR Armour+ C+A Hands Class Armour Rules

1 19 87 0 Natural

JUT-CNT-8485 - Nihtglōm

Slashing Claws
Claws

Crushing Mandibles
Bite

Trample
Trample

Tough Carapace
Carapace

Monstrous Beast
Solitary

Gigantic; Insensate; Loathsome; Tough; Stubborn; 
Terrifying

Slashing Claws
Claws

Crushing Horns
Bite

Death Grab: The Crag Beetle may use its Crushing Horns weapon to Grab warriors of any mass. If the Grabbed warrior fails its ESCAPE TEST and its mass is half the Crag Beetle's mass or less, the Grabbed 
warrior is dead, crushed to death in a particularly messy way. If the Grabbed warrior fails its ESCAPE TEST and its mass is greater than half the Crag Beetle's mass it becomes entangled. While the Grabbed 
warrior is entangled, the Crag Beetle may use any of its other weapons to Attack the Grabbed warrior, including any unused attack dice from its Crushing Horns weapon. Any unit within attack range of the 
Grabbed warrior may still Attack it. If the Crag Beetle dies, the Grabbed warrior is no longer entangled. The Grabbed warrior may Disentangle as per normal for an entangled warrior. Remember to add the +10 
disentangle modifier for being engaged.

Trample
Trample

Tough Carapace
Carapace

Monstrous Beast
Ardent Mount; Solitary

Scuttling Shanks
Claws

Crushing Mandibles
Bite

Piercing Tails
Tail

Blind Strike; Sightless Strike; Pierce; Venom Damage; Vicious 
Damage

Trample
Trample

Tough Carapace
Carapace



MOUND MAGGOT
MOWND MA-gət

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
0 1

Jute Cant Mound Maggot Beast Wild Rare
Mass Base Size 878 80mm

MOUND MAGGOT Pace Skill Might Constitution Wounds Fortitude Authority Temper
Insensate; Loathsome; Terrifying; Unseeing 5 20 70 74 28 88 29 47

Abilities Bind (Maggot Swarm); Bulk Charger; Constrictor; Slitherer

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

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

1 1 2 3 4 5 6 7 8 21 91 0 0” 2 0 Natural Pierce

2 1 2 3 4 7 77 0 0 ” 1 0 Natural Sightless Strike; Grab

JUT-CNT-8246 - ?

TOMB SPIDER
TOOM SPY-dər

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
0 1+/2+/3

Jute Wiht Tomb Spider Monstrous Beast Beast Wild Uncommon
Mass Base Size 555 80mm

TOMB SPIDER Pace Skill Might Constitution Wounds Fortitude Authority Temper
Insensate; Loathsome; Terrifying 8 22 62 58 15 64 29 43

Abilities Bind (Spider Swarm); Bound (Barrow Spider); Bulk Charger; Scuttler; Forester

1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 Tomb Spider 1 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 Tomb Spider 2 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 Tomb Spider 3 

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

1 1 2 3 4 5 6 7 8 14 76 ###1.5 ” 0 1 0 Natural

2 1 2 18 80 0 0” 2 0 Natural Immobilise; Pierce; Venom Damage

3 1 2 3 4 6 68 ### 1 ” 1 0 Natural Sightless Strike

ARMOUR Armour+ C+A Hands Class Armour Rules

1 7 65 0 Natural

JUT-WHT-8230 - Guliant's Web

BARROW SPIDER
BA-roh SPY-dər

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
0 1

Jute Wiht Barrow Spider Beast Wild Rare
Mass Base Size 1729 120mm

BARROW SPIDER Pace Skill Might Constitution Wounds Fortitude Authority Temper

10 24 86 92 39 71 49 71
Abilities Bind (Spider Swarm, Tomb Spider); Bulk Charger; Scuttler; Forester

Wound Track 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30 31 32 33 34 35 36 37 38 39

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

1
1 2 3 4 5 6 7 8 9 10

20 106 ### 2 ” 0 1 0 Natural
11 12 13 14 15 16

2 1 2 3 27 113 0 0” 2 0 Natural Immobilise; Pierce; Venom Damage; Vicious Damage

3 1 2 3 4 5 6 9 95 ### 1 ” 1 0 Natural Sightless Strike

ARMOUR Armour+ C+A Hands Class Armour Rules

1 9 101 0 Natural

JUT-WHT-8815 - Gol Gul

Monstrous Beast
Solitary

Flesh Burrow
Bite

Trample
Trample

Thumping Claws
Claws

Crushing Mandibles
Bite

Trample
Trample

Carapace
Carapace

Monstrous Beast
Solitary

Gigantic; Insensate; Loathsome; Stubborn; 
Terrifying

Thumping Claws
Claws

Crushing Mandibles
Bite

Trample
Trample

Carapace
Carapace



ETTENWIHT
ET-en-wyt

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Jute Wiht Ettenwiht Undead Trained Rare
Mass Base Size 23314 120mm

ETTENWIHT Pace Skill Might Constitution Wounds Fortitude Authority Temper
Gigantic; Terrifying; Unliving 8 21 92 87 59 71 49 75

Abilities Bulk Charger

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

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

1
1 2 3 4 5 6 7 8 9 10

28 120 ### 2 ” 0 3 2 Borne Mighty Strike; Grab; Death Damage; Terrible Damage
11 12 13

2 1 2 3 4 5 6 9 101 0 0 ” 1 0 Natural Sightless Strike; Stomp

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

1

1 2 3 4 5 6 7 8 9 10
14 106 ### 1 ” 0 2 1 Borne

-1611 12 Ettenax 

1 2 3 4 Ettenlantern 12 104 ### 1 ” 1 1 Borne

1
1 2 3 4 5 6 7 8 9 10

28 120 ### 3 ” 0 4 2 Borne 30
11 12 13

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

1

1 2 3 4 5 6 7 0 40 0” 0” 40” 60” 1 1 Borne

0

ARMOUR Armour+ C+A Hands Class Armour Rules

1 8 95 0 Worn

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

2 6 101 0 Worn Add 1
JUT-WHT-8750 - Bānbreca; JUT-WHT-8751 - Tower Bānbreca

NIHTBAT
NYT-bat

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
0 1+/1+/3

Jute Cant Nihtbat Monstrous Beast Beast Wild Uncommon
Mass Base Size 616 80mm

NIHTBAT Pace Flight Skill Might Constitution Wounds Fortitude Authority Temper
Insensate; Fearsome; Nocturnal 5 18 32 58 56 19 68 30 45

Abilities Bulk Charger; Flanker; Hoverer; Scout; Shrieker

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

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

1 1 2 3 4 5 6 14 72 ### 1 ” 0 2 0 Natural Pierce

2 1 2 3 4 18 76 ###0.5” 1 0 Natural

3 1 2 3 4 6 64 0 0 ” 1 0 Natural Sightless Strike

JUT-CNT-8145 - Bats of Cisel

LĪCDRĀCA
LYCH-drar-kə

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Jute Wiht Līcdrāca Undead Wild Rare
Mass Base Size 35514 120mm

LĪCDRĀCA Pace Flight Skill Might Constitution Wounds Fortitude Authority Temper
Gigantic; Terrifying; Tough; Unliving 8 16 31 90 88 63 86 50 76

Abilities Bulk Charger; Roarer

Wound Track 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30 31 32 33 34 35 36 37 38 39 40 41 42 43 44 45 46 47 48 49 50 51 52 53 54 55 56 57 58 59 60 61 62 63

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

1
1 2 3 4 5 6 7 8 9 10

28 118 ### 2 ” 0 3 0 Natural Switch (Soulfire); Piercing; Terrible Damage
11 12 13 14

2 1 2 3 4 5 6 22 112 ### 2 ” 1 2 Natural Grab; Mighty Strike

3 1 2 3 18 108 ### 2 ” 1 2 Natural Blind Strike; Sightless Strike

4 1 2 3 4 5 6 9 99 ### 1 ” 1 2 Natural Sightless Strike

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

1 1 2 3 4 14 104 8” 1 0 Natural

ARMOUR Armour+ C+A Hands Class Armour Rules

1 8 96 0 Natural

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

2 6 102 0 Worn Add 1
JUT-WHT-8820 - Drēorgan

Monstrous Beast
Solitary

Deadax
Axe

Trampling Feet
Trample

Ettenax
and Ettenlantern

Axe; Club

Replace (Deadax); Muster 
with (Ettenlantern shot 
weapon); Grab

Mighty Strike; Death 
Damage; Vicious 
Damage

Deadsīth Scythe
Replace (Deadax); Grab; Death Damage; 
Terrible Damage

Ettenlantern
Sorcerous Lantern

Muster with (Ettenax); No Lethal Range; Ignores 
Armour; Soul Damage

Light of the Etten: while the Ettenwiht bears the Ettenlantern, the current SKILL and MIGHT of any friendly Undead unit within 10” of the Ettenwiht is increased by +10, including the Ettenwiht 
himself. This increase is not cumulative with other Artefacts of the type ‘Lantern’, and does not increase the M+W of any weapon of the type ‘Lantern’. Additionally, any Wiht, Drēaguth, Gāst or 
Dwimor unit within 10” of the Ettenwiht is also difficultly seen, and the Ettenwiht himself is not Gigantic for purposes of shoot modifiers.

Rusted Byrne
Corselet

Helm Helmet

Nasty Bite
Bite

Slashing Claws
Claws

Trample
Trample

Monstrous Beast
Ardent Mount; Solitary

Crushing Jaws
Bite

Raking Claws
Claws

Tail Strike
Tail

Trample
Trample

Soulfire
Breath

Spray Weapon; 8” Soulfire Spray Template; Soul Damage; 
Combat Shot Weapon; Switch (Bite)

Scaled Skin
Skin

Helm Helmet



GREAT WIHT
GRAYT WYT

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Jutes Wiht Great Wiht Undead Wild Unique
Mass Base Size 32815 120mm

GREAT WIHT Pace Skill Might Constitution Wounds Fortitude Authority Temper
Gigantic; Tough; Terrifying; Unliving 6 20 92 93 65 57 49 76

Abilities Amphibious; Bulk Charger; Devourer

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

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

1

1 2 3 4 5 6 7 8 9 10
24 105 ### 2 ” 3 2 Borne Grab; Hook; Pierce; Terrible Damage

11 12 13

1 2 3 4 5 6 7 24 105 ### 2 ” 2 1 Borne Grab; Hook; Pierce; Vicious Damage

2 1 2 3 4 5 6 12 93 ### 1 ” 1 1 Borne Grab; Mighty Strike

3 1 2 3 4 5 28 109 0 0 ” 3 0 Natural Grab; Pierce; Terrible Damage

4 1 2 3 4 5 6 9 90 0 0” 1 0 Natural Sightless Strike

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

1

1 2 3 4 5 6 7 8 0 40 0” 0” 40” 60” 1 1 Borne No Lethal Range; Ignores Armour; Soul Damage

ARMOUR Armour+ C+A Hands Class Armour Rules

1 4 97 0 Natural

2 4 101 0 Worn

JUT-WHT-8850 - Bruus

Monstrous Beast
Solitary

Deep Anchor
Great Club

Deep Lantern
Club

Mighty Jaws
Bite

Trample
Trample

Deep Lantern
Sorcerous Lantern

Darklight of the Deeps: while the Great Wiht bears the Deep Lantern, the current SKILL and MIGHT of any friendly Undead unit within 10” of the Great Wiht is increased by +10, including the Great Wiht 
himself. This increase is not cumulative with other Artefacts of the type ‘Lantern’, and does not increase the M+W of any weapon of the type ‘Lantern’. Additionally, any Wiht, Drēaguth, Gāst or Dwimor unit 
within 10” of the Great Wiht is also difficultly seen, and the Great Wiht himself is not Gigantic for purposes of shoot modifiers.

Thick Hide
Skin

Flotsam Armour
Light Armour



ETTENWIHT WAR TOWER
ET-en-wyt WOR TOW-er

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
0 1

Jute Wiht War Tower Engine Trained Rare
Mass Base Size 28217 120mm

WIHTBOḠA CREW
Kindred Realm Kin Class Privilege Acuity Ubiquity

Hands
Crew Size Base Size

2

Jute Wiht Wiht Undead Trained Common
Mass

5 30mm
1

WIHTBOḠA CREW
Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 30 34 8 3 85 5 10
Crew Traits & Abilities Fearsome; Unliving; Bind Permanently (Ettenwiht War Tower); Disciplined; Engine Crew

1 2 3 Wihtboḡa 1 1 2 3 Wihtboḡa 2 1 2 3 Wihtboḡa 3 1 2 3 Wihtboḡa 4 1 2 3 Wihtboḡa 5 

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

1 1 2 3 3 37 0 0 ” 1 1 Borne Death Damage

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

1 1 6 40 0” 9” 30” 39” 1 2 Borne Death Damage; Volley Shoot

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

1 1 5 39 0” 0” 9” 12” 1 1 Borne Add; Combat Shot Weapon 10

CREW ARMOUR Armour+ C+A Hands Class Armour Rules

1 8 16 0 Worn

2 21 37 0 Engine

CREW UNIT OPTIONS Unit Option Rules Cost

One Wihtboḡa crew becomes the mustered champion, who gains +1 shoot die on his primary shot weapon 3

WAR TOWER CARRIAGE ENGINE
Kindred Realm Kin Class Privilege Acuity Ubiquity

Hands
Engine Size Base Size

0

Jute Wiht War Tower Engine Mindless Uncommon
Mass

1 120mm
6

WAR TOWER 7 0 0 80 20 0 0 5
Engine Traits & Abilities Immune (Soul, Petrification, Fume); Resistant (Death, Cold, Freeze, Venom); Tough; Flammable; Hang On!

1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 War Tower 

ENGINE ARMOUR Armour+ C+A Hands Class Armour Rules

1 25 105 0 Natural

ENGINE OPTIONS Engine Option Rules Cost

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

ETTENWIHT DRAUGHT ANIMAL
Kindred Realm Kin Class Privilege Acuity Ubiquity

Hands
Base Size

2

Jute Wiht Ettenwiht Undead Trained Legendary + Rare
Mass

1 120mm
14

ETTENWIHT 8 21 92 87 59 71 49 75
Draught Animal Traits & Abilities Ardent Draught Animal; Bound Permanently (Wihtboḡa Crew); Gigantic; Terrifying; Unliving; Bulk Charger; Driver

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

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

1
1 2 3 4 5 6 7 8 9 10

28 120 ### 2 ” 0 3 2 Borne Mighty Strike; Grab; Death Damage; Terrible Damage
11 12 13

2 1 2 3 4 5 6 9 101 0 0 ” 1 0 Natural Sightless Strike; Stomp

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

1

1 2 3 4 5 6 7 8 9 10
14 106 ### 1 ” 0 2 1 Borne

-1611 12 Ettenax 

1 2 3 4 Ettenlantern 12 104 ### 1 ” 1 1 Borne

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

1

1 2 3 4 5 6 7 0 40 0” 0” 40” 60” 1 1 Borne

0

DRAUGHT BEAST ARMOUR Armour+ C+A Hands Class Armour Rules

1 8 95 0 Worn

2 21 116 0 Engine

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

2 6 122 0 Worn Add 1
JUT-WHT-8751 - Tower Bānbreca

War Engine
Carriage Engine

Infantry
War Engine Crew

Deadseax
Dagger

Deadboḡa
Bow

Pelters Rocks

Rusted Byrne
Corselet

War Tower
Carriage Engine

Ord Wihtboḡa Champion

War Engine
Carriage Engine

Reinforced Frame
Construction

Fain Bearer Host Banner Bearer

Draught
Animal Size

Monstrous Beast
Ardent Draught Beast

Deadax
Axe

Trampling Feet
Trample

Ettenax
and Ettenlantern

Axe; Club

Replace (Deadax); Muster 
with (Ettenlantern shot 
weapon); Grab

Mighty Strike; Death 
Damage; Vicious 
Damage

Ettenlantern
Sorcerous Lantern

Muster with (Ettenax); No Lethal Range; Ignores 
Armour; Soul Damage

Light of the Etten: while the Ettenwiht bears the Ettenlantern, the current SKILL and MIGHT of any friendly Undead unit within 10” of the Ettenwiht is increased by +10, including the Ettenwiht 
himself and the engine crew. This increase is not cumulative with other Artefacts of the type ‘Lantern’, and does not increase the M+W of any weapon of the type ‘Lantern’. Additionally, any Wiht, 
Drēaguth, Gāst or Dwimor unit within 10” of the Ettenwiht is also difficultly seen, and the Ettenwiht himself is not Gigantic for purposes of shoot modifiers.

Rusted Byrne
Corselet

War Tower
Carriage Engine

Helm Helmet
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