
v2.07v2.07
for Darklands: Second Edition

MIERCE
MINIATURES

last updated 1st January 2024

for Darkfor Darklands:lands: Second E Second Edidittiitittit onon
KINDRED MUSTERKINDREDKINDRED MUS MUSKINDRED MUSKINDREDKINDRED MUSKINDRED TERTER

SELL-SWORDS



SELL-SWORDS MUSTER
Version 2.07
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SELL-SWORDS MUSTER WENDLIST
Changes to the Sell-Swords muster are recorded here.

Version Change

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

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

The focus range of all sorcerers has been reduced

Pony profile added; available as a mount for the warlow

Removed outlaw as sworn unit option for a chief and henchman

v2.03 Add the ‘guardian only’ restriction to Alix's Beast-Master rules

Clarified when the Butcher Blade combat weapon artefact's frenzied attack dice are used

Fixed a typo in the Hound of Ieuan warrior rule for Taranau

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

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

v2.04 Added the giant profile to the monstrous beasts class and the muster chart

Added the dog profile and the Dogmaster noble option to the tough

Axe of Terror combat weapon artefact is clarified slightly

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

Added a restriction for diabolic monsters to Alix's Beast-master rule

Added the wysard profile

Restricted Golgog's Freebooter units so they cannot contain units with the ‘diabolic’ or ‘unliving’ traits

Added brands to the Sell-Swords artefact list

v2.06 Added the ‘tactician’ ability to the Chief, Uhtred Uhtredson, henchman, tough, Beowa, Danilo Cruz and Morag of Mann profiles

Ensured that scouting nobles cannot be the general

Added the ‘disciplined’ ability to a number of profiles

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

Slightly reduced the AUTHORITY of all humans

Removed the ‘fearless’ trait from non-unique warriors and replaced with the ‘stubborn’ trait

Reduced the cost of noble shot weapon options

V2.07 Altered the focus range and silver costs of all sorcerers

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

Altered the silver cost of Gigantic monsters

Clarified that Alix's Goad-Master rule cannot force a unit to perform a third Attack action in the same battle hour



SELL-SWORD MUSTERING
version 2.03

SELL-SWORD HOST

Realm Compulsory Commands Host Commands Realm Commands

1 1 0-1+ 0-1

SELL-SWORD 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 < 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

Unit Unit Unit

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

Available Coming Soon Unavailable

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%

SELL-SWORD
HOST

Sell-Sword

General
Sell-Sword

Command
Sell-Sword

Command
Allied

Contingent

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
Paymaster

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.

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.



SELL-SWORD UNIQUE COMMANDERS
One of each unique commander may be mustered in your host

Commander Sworn Box Pledge Box Petition Box

Ruffian Finnan Ruffian Ḡesith Duguth Outlaw Ogre Bondmann

0-1 0-1 8 0-1+ 25 0-1 19 0-1+ 8 0-1+ 26 0-1+ 16 0-1+

92 Ogre Ogre Ogre Ogre Ogre

Ḡesith Duguth

0-1 0-1
Ogre Ogre

as rider of Horsa
Brigand Brigand

0-1 0-1 22 0-1+ 34 0-1 28 0-1+

Sell-Sword

0-1 < 0-1

Freebooter Freebooter Oghur Ogre Oghurithne Moroghur

0-1 < 0-1+ 26 0-1+ 26 0-1+ 22 0-1+ 25 0-1+ 36 0-1

78 Freebooters Freebooters Moroghur Oghurithne Hunter

Oghurithneach Oghureach

24 0-1+ 31 0-1+

URBAD Oghurithne Oghurithne Oghur Ogre

0-1 22 0-1+ 21 0-1+ 26 0-1+ 26 0-1+

51
Oghurithne Hunter Oghurithne Hunter Moroghur

Tough Ruffian Gairlom Gairlom Elbharu Cingalom Outlaw

CW 0-1 8 0-1+ 11 0-1+ 11 0-1+ 12 0-1 7 0-1+ 8 0-1+
Ogre Ogre Ogre

25 0-1+ 36 0-1 42 0-1
Wild Oghurüc

FINNAN Ruffian Ruffian Tuanagh Duguth Fiannagh Outlaw Ogre

0-1 8 0-1+ 15 0-1+ 19 0-1+ 24 0-1+ 8 0-1+ 26 0-1+

86 Ogre Ogre Ogre Ogre Ogre

Brigand Brigand Guirran Sell-Sword

0-1 8 0-1+ 20 0-1+ < 0-1

BEOWA Duguth Ruffian Duguth Outlaw Ogre Frēabera

0-1 8 0-1+ 19 0-1+ 8 0-1+ 26 0-1+ 18 0-1+

83 Werbera, Frēabera Ogre Werbera

Slēanbera Bædubera Morthorbera

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

Ruffian Ruffian Outlaw Ogre

0-1 8 0-1+ 8 0-1+ 26 0-1+

84
Ogre Ogre

Brigand Brigand Sell-Sword

0-1 8 0-1+ < 0-1

UHTRED
UHTREDSON

Ḡesith
Ēored

Ḡesith
Ēored

Duguth
Ēored

Duguth
Ēored

GOLGOG
GOAT-EATER

Wild
Oghurüc

Oghurithne
Hunter

Wild
Oghurüc

Savage
Oghurüc

Feral
Oghurüc

as rider
of Horse

DANILO
CRUZ

as rider
of Horse



SÁTHACH Ruffian Ruffian Tuanagh Fiannagh Ogre

0-1 8 0-1+ 15 0-1+ 24 0-1+ 26 0-1+

84 Ogre Ogre Ogre+, Fir Danu+ Ogre+, Fir Danu+

Brigand Brigand Guirran Sell-Sword

0-1 8 0-1+ 20 0-1+ < 0-1

Goad-Drune Ogre

17 0-1 26 0-1+

89
Beast unit 1 < 0-1 Ysian Beast unit

Ruffian Ruffian Outlaw Ogre Sell-Sword

0-1 8 0-1+ 8 0-1+ 26 0-1+ < 0-1

67
Ogre Ogre

Outlaw Outlaw Rogue Rhyfelwr Saethwr Cingalom

0-1 8 0-1+ 11 0-1 12 0-1+ 11 0-1+ 9 0-1

77
Taranau

TRYTHEORN Ruffian Ruffian Outlaw Ogre

0-1 8 0-1+ 8 0-1+ 26 0-1+

81 Ogre Ogre

Hirdmann Bondmann Holumann Hrafnmann Troll Sell-Sword

25 0-1 16 0-1+ 12 0-1+ 27 0-1 27 0-1 < 0-1
Ogre Ogre Ogre

RIKKARD Ruffian Florus Ruffian Outlaw Ogre Sell-Sword

0-1 CW 0-1 8 0-1+ 8 0-1+ 26 0-1+ < 0-1

80 Ogre Ogre

MAXIMUS Ruffian Ruffian Outlaw Ogre

0-1 8 0-1+ 8 0-1+ 26 0-1+

69
Ogre Ogre

as rider
of Horse

ALIX OF
CARN BRAN

any Kindred

Beast Unit
Sell-Sword

any Kindred

Beast Unit
Sell-Sword

MORAG
OF MANN

IEUAN
LONGSHORE



SELL-SWORD COMMANDERS
Any number of commanders may be mustered in your host

Commander Sworn Box Pledge Box Petition Box

Brawler Ruffian Brawler Ruffian Outlaw Brigand Rogue

0-1 0-1 11 0-1+ 8 0-1+ 8 0-1+ 8 0-1+ 11 0-1

91 Ogre Ogre Ogre Ogre

Outlaw Ogre Giant

8 0-1+ 26 0-1+ 56 0-1

as rider of Horse
Brigand Brigand Sell-Sword

0-1 8 0-1+ < 0-1

Ruffian Ruffian Brawler Outlaw Rogue

0-1 8 0-1+ 11 0-1 8 0-1+ 11 0-1

83 Ogre Ogre Ogre

Outlaw Brigand Ogre Giant

8 0-1+ 8 0-1+ 26 0-1 56 0-1

as rider of Horse
Brigand Brigand

0-1 8 0-1+

as Huntsman
Rogue Rogue Sell-Sword

0-1 11 0-1+ < 0-1

Ruffian Ruffian Outlaw Rogue Brigand

0-1 8 0-1+ 8 0-1+ 11 0-1 8 0-1+

51
Ogre Ogre

Outlaw Outlaw

0-1 8 0-1+

as rider of Horse
Brigand Brigand

0-1 8 0-1+

Brigand Dog Brigand Dog

0-1 0-1 8 0-1+ 11 0-1+

as Dogmaster
Dog Dog

0-1 11 0-1+

as Huntsman
Rogue Rogue

0-1 11 0-1+

Ogre Ogre Giant

0-1 26 0-1+ 56 0-1

63

Tough Ruffian Outlaw

CW 0-1 8 0-1+ 8 0-1
Ogre

Sell-Sword

CHIEF

with
Bow

Sell-Sword

HENCHMAN

with
Bow

Sell-Sword

TOUGH

with
Bow

as rider of Horse 
and Dogmaster

Sell-Sword

OGRE BOSS



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

Friesians

any realm

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

ALLIED
COMMANDER

Allied
Sworn Unit

Allied
Pledged Unit

Allied
Petitioned Unit



SELL-SWORD RULES
version 2.03

ABILITY Ability Rules

Shapeshifter
Werberan are Ḡesceapu, shape-shifters of old, 
and can shift their form between human and 

bear virtually at will.

Shapeshifter: A warrior with the Shapeshifter ability may perform a Shift action (which is also a command action) if he is in human form at the beginning of one of his activations, or as an Engagement 
reaction, as long as the unit the Shapeshifter is a member of may do so. All of the warriors with the Shapeshifter ability within the unit must perform the Shift action if one of them does so. Shift actions are 
performed in addition to any other command actions or Engagement reactions the Shapeshifter's unit performs, simultaneously with the other command action or Engagement reaction (the Shapeshifters 
effectively perform two command actions or two Engagement reactions simultaneously).
Start as Human: Each Shapeshifter must begin the battle in human form.
Shift action: Each Shapeshifter within the unit performs a Shift action by taking a FORTITUDE TEST, called a SHIFT TEST. If the SHIFT TEST is passed, the Shapeshifter in human form miniature is removed 
and replaced by the Shapeshifter in bear form miniature on the battlefield. The Shapeshifter in bear form miniature must be placed so that its base completely covers the footprint of the Shapeshifter in human 
form miniature's base. If there is no room to physically place the Shapeshifter in bear form miniature on the battlefield, other warriors are Displaced by the Shapeshifter in bear form. If the SHIFT TEST is failed, 
nothing happens. After successfully performing a Shift action into bear form, the Shapeshifter immediately regains D10 CONSTITUTION, should he have been wounded previously. This cannot take his bear 
form's CONSTITUTION above its basic value.
Fearsome: If any Shapeshifter successfully shifts into bear form, any enemy units engaged with the Shapeshifter's unit must perform a VALOUR TEST. If the Shift action occurred because of an enemy 
Engagement action, the enemy unit Engaging the Shapeshifter unit must perform a VALOUR TEST.
Wounded Anger: If the Shapeshifter suffers a wound and is in human form, he will immediately perform a Shift action at the end of the Attack action that wounded him as if he had passed a SHIFT TEST. 
Shapeshifters within a unit may never become a wounded warrior for their unit unless there are no non-Shapeshifter warriors left.
Human or Bear: Some of the Shapeshifter's attributes are different in human and bear form, as are the availability and effects of some of his weapons and armour. If a weapon's rule states “Human Form”, 
the Shapeshifter may only use that weapon while in human form. Similarly, if a weapon states “Bear Form”, the Shapeshifter may only use that weapon while he is in bear form.
While in Bear Form: While in bear form, at the end of each activation after the activation in which he shifted successfully, the Shapeshifter must take a further SHIFT TEST to remain in bear form. If the 
SHIFT TEST is passed, the Shapeshifter remains in bear form. If the SHIFT TEST is failed, the Shapeshifter returns to human form immediately and the Shapeshifter in bear form miniature is removed and 
replaced by the Shapeshifter in human form miniature on the battlefield (this will be different to the other warriors in his unit, so from now on the Shapeshifter is easily distinguishable). The Shapeshifter in 
human form miniature must be placed so that its base is completely within the footprint of the Shapeshifter in bear form miniature's base. The Shapeshifter in bear form's CONSTITUTION, if it is greater than his 
human form's basic CONSTITUTION, returns to his human form's basic CONSTITUTION. If it is lower than his human form's basic CONSTITUTION, it remains at that CONSTITUTION.
Remain as a Bear: the Shapeshifter may not voluntarily return to human form while in bear form.



BATTLE SPELLS
Sell-Swords Invocation List

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

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

1 1 2 3 5

2
1 2 3 4 5 6 7 8 9 10

43 0” 6” 48” 60” 1 Fire Damage 6
11 12 13 14

3 1 2 10

4 1 2 3 4 5 9

5 1 2 3 4 5 6 7 8 9 55 0” 3” 40” 60” 1 Ignores Armour 7

6 1 2 3 4 18

7 1 2 3 4 5 6 7 8 11

8 1 2 3 17

5 1 2 3 4 5 6 75 0” 6” 48” 60” 2 Pierce 9

10 1 2 3 19

11 1 2 3 4 5

14 1 2 3 7

13 1 2 3 4 5 9

14
1 2 3 4 5 6 7 8 9 10

44 0” 6” 48” 60” 1 Pierce 8
11 12 13 14 15 16 17 18 19 20

15 1 2 3 8

Tortoise
Focus

Continuous Effect: Marked unit becomes slowed. Marked units with a FLIGHT attribute also become grounded.
Rules: Once per Mark; Entire Mark; Mutable

Fireball
Sight

Blind
Focus

Constant Effect: Marked unit becomes unsighted 3” and confused. Marked units with a FLIGHT attribute that are not Unseeing also become involuntarily 
grounded.
Rules: Once per Mark; Majority Mark; Transient

Craven
Focus

Immediate Effect: The Marked unit becomes a Craven unit and must perform a Panic reaction.
Rules: Once per Mark; Entire Mark

Slashed
Sight

Heal
Focus

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

Gored
Focus

Immediate Effect: The Marked unit becomes a Gored unit and suffers D5 damage per invoked die, distributed to each Different Mark's wounded warrior first.
Constant Effect: Any parries, evades or avoids made by a Bled unit are difficult parries, evades or avoids.
Rules: Once per Mark; Majority Mark; Transient

Run
Focus

Immediate Effect: Marked unit immediately becomes active and performs a Run action (regardless of its current vigour) - which can be an Engagement action, and if 
becomes so a compulsory Attack action must be performed afterward - to a point on the battlefield determined by the Invoker. However, instead of Running at twice its 
warriors' PACE, the Marked unit Ground Moves up to its PACE plus 2D10”. Marked units that are engaged with or beset by an enemy unit will not suffer Reflex Attack 
reactions as a result of Running out of or through any enemy unit's attack range. Once that Run action has been resolved, the Marked unit immediately reverts to its 
previous vigour state. The Marked unit does not count as having activated that hour, if it has not activated already.
Rules: Once per Mark; Entire Mark

Spiked
Sight

Murder
Focus

Immediate Effect: The Marked unit becomes a Murdering unit and each Murdering warrior may immediately perform an Attack action (regardless of its current vigour) 
called a Murder Attack action upon any enemy unit it is engaged with or beset by. Additionally, each Murdering warrior gains +1 attack die on its primary combat 
weapon per invoked die for the duration of the Murder Attack action only.
Rules: Once per Mark; Entire Mark

Calm
Focus

Immediate Effect: the Marked unit becomes resolute if it is not already resolute, exulted or frenzied.
Constant Effect: the Marked unit gains the ‘stubborn’ ability.
Rules: Once per Mark; Majority Mark; Transient

Illusion
Focus

Friendly Marks: the Marked unit must be a friendly unit.
Immediate Effect: The Invoker's player must place another unit on the battlefield - that contains the same miniatures as those within the Marked unit - completely 
within total focus range. Both units become an Illusory unit. Each Illusory unit has the same tokens attached to it as the other at all times. If the same unit cannot be 
placed, the invocation ends without effect.
Constant Effect: Illusory units activate individually. When an Illusory unit is activated, the Invoker's player must decide (in secret) whether it is the real Illusory unit or 
the fake Illusory unit (by definition defining it as one or the other). If it is the real Illusory unit, it activates normally. If it is the fake Illusory unit, the unit activates and 
may perform any action its player wishes, but cannot cause damage to an enemy unit or an object in any way. Enemy units will still have to perform reactions to whatever 
the unit does, however. Regardless of what the fake Illusory unit does, if the enemy player realises that that unit is the fake Illusory unit, 
Enemy Interation: Each time an Illusory unit is interacted with by an enemy unit, the enemy unit's player must roll a D5. If the result is 1-3, the Illusory unit is exactly 
that - an illusion, and the enemy's efforts do not affect the Illusory unit in any way. If the result is 4-5, the Illusory unit is the real unit suffers whatever indignities the 
enemy unit foists upon it.
Instability: should the Illusion invocation be dissipated by an Earth action or through a dissipation roll, the Illusory unit's player must roll a D5. If the result is 1-3, the 
Illusory unit closest to an enemy unit is the real unit. If the result is 4-5, the Illusory unit furthest from an enemy unit is the real unit.
Rules: Once per Mark; Entire Mark; Unstable

Ironskin
Focus

Living Marks: The Marked warriors within the Marked unit must be friendly warriors with the ‘living’ trait.
Constant Effect: The Marked unit gains the ‘tough’ trait and an Ironskin armour element which is natural and has an Armour+ equal to D5 per invoked die.
Rules: Once per Mark; Entire Mark; Mutable

Shards
Sight

Fury
Focus

Friendly Marks: the Marked unit must be a friendly unit.
Immediate Effect: The Marked unit becomes a Furious unit and each Furious warrior becomes frenzied, gaining 1 frenzied attack die each.
Rules: Once per Mark; Entire Mark; Transient



SPOILS OF WAR
Sell-Swords Artefact List

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

1 1
- 1 43 +43 ### 1” 2 2 Borne Replace; Foot only; Mighty Strike 7+M

1 2

+ 1 2 11 +11 6 0.5” 1 1 Borne Replace; Hook
8+M

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

1 3
+ 1 2 3 4 9 +9 5 0.5” 1 2 Borne Replace; Quick Strike; Quick Parry 6+M

1 4

Equal 8 +8 4 0.5” 1 1 Borne Replace
5+M

Equal 16 +16 8 0.5” 2 2 Borne Replace; Foot only; Parry

1 5
+ 1 2 12 +12 ###1.5” 12 +24 1 1 Borne 10+M

1 6

Equal 13 +13 7 0.5” 1 1 Borne Replace; Pierce
4+M

Equal 26 +26 ###0.5” 2 2 Borne Replace; Pierce; Foot only

1 7

+ 1 2 12 +12 6 0.5” 1 1 Borne Replace; Hook
7+M

+ 1 24 +24 ###0.5” 2 2 Borne Replace; Foot only; Hook

1 8
+ 1 2 23 +23 ### 1” 2 1 Borne Add or Replace; Quick Strike 10+M

1 9

+ 1 2 3 4 19 +19 ###0.5” 1 1 Borne Replace; Terrible Damage 23+M
+ 1 2 38 +38 ###0.5” 2 2 Borne Replace; Foot only; Terrible Damage

1 10

Equal 9 +9 ###1.5” 1 1 Borne Replace; Ignores Armour
5+M

Equal 18 +18 ###1.5” 2 2 Borne Replace; Foot only; Ignores Armour

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

1 1
+ 1 2 3 4 9 +9 0” 6” 36” 48” 2 2 Borne Replace; Move and Shoot; Ride and Shoot 10+M

1 2
+ 1 2 14 +14 0” 9” 30” 39” 2 2 Borne Replace; Quick Shot 8+M

1 3
1 2 3 12 +12 0” 3” 16” 19” 2 1 Borne 1 7+M

1 4
Equal - - - - - - 1 - - Add; Fire Damage (2) 5+M

1 5
1 2 3 4 5 6 7 +7 0” 0” 12” 15” 1 1 Borne 1 2 10+M

1 6

+ 1 18 +18 0” 9” 36” 48” 2 2 Borne Replace; Pierce; Vicious Damage 12+M

1 7
+ 1 12 +12 0” 6” 36” 48” 1 2 Borne Replace; Pierce 4+M

1 8
+ 1 2 11 +11 0” 6” 24” 36” 1 2 Borne Add or Replace 8+M

1 9
8 +8 - - - - 1 1 Borne Add; Vicious Damage 6+M

1 10
+ 1 2 3 23 +23 0” 6” 48” 56” 2 2 Borne Replace; Pierce 11+M

WEAPON COATING Weapon Coating Artefact Rules Class Cost

1 1 Borne 1

1 2 Borne 1

Up to 10% of a Sell-Sword host's cost may be spent on Spoils of War.
Sell-Sword 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.

Oghu Blade
Sorcerous Great Sword
Forged of ancient stone For the Mighty: Only warriors with a MIGHT attribute of 50 or more may bear the Oghu Blade.

Axe of Terror
Sorcerous Axe

An axe of coal-black heart and terrifying sound Shrieking Blade: Any warrior that wields the Axe of Terror gains the ‘shrieker’, ‘deaf’ and ‘terrifying’ abilities, using the bearer's attributes for SHRIEK TESTS, but any Shriek actions performed by the bearer 
will only affect enemy warriors engaged by the bearer.

Swift Swords
Sorcerous Swords

The edge-hunger of blade and arm Skilled: Only warriors with a SKILL attribute of 50 or more may bear the Swift Swords.

Shining Blade
Sword

Wrought of mirrorbright steel Blinding: Warriors that do not have the Unseeing or Unliving trait suffer a +2 strike modifier when Attacking the bearer of the Shining Blade.

Spear of Agony 
Sorcerous Spear

The murderous barbs

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

Serrated Blade: Warriors wounded by the Spear of Agony immediately become shaken - i.e., before attack results are calculated.

Ancient Edge
Sword

Unblunted by time and use Bleeding pain: Parries against strike dice caused by the Ancient Edge are modified by +2.

Firehewer
Sorcerous Axe

Enemies burst into unquenchable flame Burning blade: warriors wounded by the Firehewer gain 1 fire continuous effect token per wound die caused.

Murder-Flail
Sorcerous Flail

Swift and murderous Killer: the bearer of the Murder-Flail may re-roll any miss dice caused by this weapon. The result of the second roll is final, but cannot cause fated damage.

Butcher Blade
Sorcerous Cleaver
A hunger for blood Blood-Fury: immediately after the Butcher Blade successfully wounds an enemy warrior, its bearer becomes (or remains) frenzied. The extra frenzied attack dice apply immediately and so can be rolled after 

the bearer has completed the Attack that wounded the enemy.

Blood-Seeker
Sorcerous Glaive

No armour can stand against it Calm: the Blood-Seeker's bearer gains the ‘fearless’ trait.

Arrow-Hail
Bow

Of ancient yew For the Skilled: Only warriors with a SKILL attribute of 50 or more may bear this weapon.

Wingbane
Sorcerous Bow

Seeker against the sun Wing Seeker: the bearer of the Wingbane counts all Circling warriors as within his effective range.

Heartseeker
Spear

Straight and true

Add; Move and Shoot; Ride and Shoot; Shots 
(1); Impetus Shot

Bane of Nobles: A warrior performing a Shoot action with the Heartseeker may always choose a Distinct Target warrior.

Fire Bow
Arrow or Bolt

Enflamed Burnt Fingers: the bearer gains the ‘resistant (fire)’ trait.

Bone Daggers
Sorcerous Throwing Daggers

Carved of aged bone

Add; Combat Shot Weapon;  Move and 
Shoot; Ride and Shoot; Quick Shot; Shots 
(2)

Unerring accuracy: The Bone Daggers have a shoot modifier of -2.

Eye-Biter
Sorcerous Bow

Tempered by The Blinded
Beastslayer: if the bearer of the Eye-Biter causes a fated shot on a Living Beast or Monstrous Beast, the bearer performs a SKILL TEST. If the result is a pass, the Beast or Monstrous Beast loses one eye. If 
the Beast or Monstrous Beast has lost all of its eyes (as shown on the miniature) it immediately becomes Unsighted for the rest of the battle.

Windtaker
Sorcerous Bow

No wind deviates its arrows Accurate: The Windtaker has a shoot modifier of -1 and a warrior performing a Shoot action with it may always choose a Distinct Target warrior.

Lucky Bow
Bow

Of rabbit's bone You jammy bugger: the bearer of the Lucky Bow may re-roll any fallen dice caused by this weapon. The result of the second roll is final.

Barbed Arrows
Arrow or Bolt

Savage and deadly barbs Arrows of Agony: A unit wounded by the Barbed Arrows immediately becomes shaken.

Death Bow
Sorcerous Bow

Impossible to deflect For the Mighty: only warriors with a MIGHT attribute of 40 or more may bear this weapon.

Fire
Shot Weapon Coating

Brazier: a brazier object must be placed within 2” of the unit purchasing the Fire weapon coating.
Rules: Add; Fire Damage; Mundane Artefact

Hemlock
Weapon Coating

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



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

1 1
11 +11 0 Worn Add or Replace 5+M

1 2
14 +14 0 Worn Add or Replace 4+M

1 3
5 +5 0 Worn Add or Replace 2+M

1 4

16 +16 0 Worn Add or Replace; Tough 7+M

1 5
11 +11 1 Borne 6+M

1 6
12 +12 0 Worn Add or Replace 3+M

1 7
6 +6 0 Worn Add or Replace 8+M

1 8

16 +16 0 Worn Replace 7+M

1 9
13 +13 1 Borne Add or Replace; Shieldwall; Immune (Fire) 6+M

1 10
12 +12 1 Borne Add or Replace; Shieldwall 7+M

BANNER ARTEFACT Banner Artefact Rules Cost

1 1 6+UM

1 2 2+UM

1 3 3+UM

1 4 1+UM

1 5 2+UM

1 6 1+M

1 7 2+M

1 8 3+UM

1 9 3+UM

1 10 2+UM

INSTRUMENT ARTEFACT Instrument Artefact Rules Cost

1 1 5

1 2 6

1 3 3

1 4 6

1 5 4

1 6 9

1 7 1+UM

1 8 6

1 9 5

1 10 3

Armour of Cracked Leather
Light Armour

Imbued with earth Resistant: the bearer has the Resistant (Fire, Hellfire, Cold, Freeze, Death, Soul, Venom, Corruption, Petrification, Corrosion and Lightning) trait.

Enduring Armour
Heavy Armour

As the world was young, so was I Endurer: The Enduring Armour modifies the wearer's parry and evade rolls by -2.

Horned Helm
Sorcerous Helm

Horns of the hardiest beasts Averter: the wearer gains the ‘tough’ trait.

Iron Mail
Sorcerous Corselet

Forged of ancient iron Tough: The Iron Mail modifies the wearer's parry rolls by -1, evade rolls by -2 and avoid rolls by -3 against sight invocations in addition to the ‘tough’ trait.

Bound Shield
Sorcerous Shield

Strength is weakness

Replace; Shieldwall; Quick Parry; Ignores 
Weapons

Blade Turner: each roll of a fated parry on the bearer's parry dice permanently reduces the attack dice of the combat weapon that was parried by 1, effective immediately.

Stoneplate
Gutplate

Bloodied stone Catcher: The Stoneplate modifies the wearer's parry and evade rolls by -1.

Helm of Ages
Helm

From the ancients Ancient Heirloom: The wearer of the Helm of Ages gains the ‘fearless’ trait and +D10 AUTHORITY, determined during the battle rolls sequence, to a maximum of 98.

Armour of Fate
Sorcerous Heavy Armour

Let the spinners spin!
It is not my time: the wearer of the Armour of Fate may re-roll, during any attack sequence, either a) one parry, evade or avoid roll that is lower than the parry value or b) all of his parry, evade or avoid 
rolls. The second rolls are final.

Scale Shield
Shield

That of ancient reptiles Deflected: wounds caused by fire damage that would be suffered by the bearer must be suffered by the nearest warrior within his unit, if there are any. If there are not, the wearer must suffer the wounds.

Arrow-Fender
Sorcerous Shield

The bond of wood and steel Arrow Attraction: The Arrow-Fender modifies the bearer's evade rolls by -3 unless the evade is part of a Throw or Spray action.

Ancient Banner
Banner

Banner of Legend: the Ancient Banner adds D10 to the combat mass of the unit containing the warrior that bears it. Roll immediately before the combat mass is calculated during an Attack 
action.

Trophy Standard
Banner

Ranked up: each warrior within a unit containing the Trophy Standard gains the Strength in Numbers trait.

Mark of the Despoiler
Emblem

Experienced: units containing a banner bearing the Mark of the Despoiler gain the Stubborn and Tough traits.

Banner of Filth
Banner

Noisome: a unit containing the Banner of Filth gains the Loathsome and Insensate traits on all of its warriors.

Skullspeaks
Sorcerous Finial

Whispering Skull: a unit containing the Skullspeaks finial gains the Fearsome trait.

 War Banner
Banner

Battle hardened: the host banner range of the host banner bearer that bears the War Banner is triple his command range rather than double.
Host Banner Bearer: the War Banner may only be borne by a host banner bearer.

Stone Seal
Emblem

Connected: a warrior bearing a banner with the Stone Seal gains the Earther trait and gives him 2 earth dice and an earth range of 6”.

Crest of Thorns
Sorcerous Finial

Petrified Thorns: a unit containing a banner bearing the Crest of Thorns treats rough ground, including wooded terrain but excluding water terrain, as open ground for the purposes of 
Movement.

Icon of Death
Emblem

To their doom: a unit containing a banner bearing the Icon of Death may re-roll any failed FORTITUDE or AUTHORITY TESTS.

Blood Banner
Banner

Bloodthirsty: once per hour, during the hour rolls sequence, a warrior bearing the Blood Banner may steal D10 blood-lust tokens from one unit within his command range.

Brown Note
Tune

Of Doom: one unit in combat with the herald's unit immediately becomes shaken.

Doomdrum
Sorcerous Instrument

Boom boom boom boom: should a warrior bearing the Doomdrum instrument, the Doomdrummer, perform a Daunt action he may not use any Provoking units but he automatically passes 
his DAUNT TEST. Enemy units that fail their DREAD TEST must perform a Panic reaction irrespective of their previous heart or a Flay if they are frenzied as per the Frenzied Attack Result Reactions 
sequence.
Host Herald: the Doomdrum may only be borne by a host herald.

Horn of Ages
Instrument

Inspiring: a herald bearing the Horn of Ages may perform an Inspire action as if he was a host herald.
Rules: Mundane Artefact

Shrieking Pipes
Sorcerous Instrument

Wail: a herald or host herald bearing the Shrieking Pipes gains the Shrieker and Deaf abilities.

Be at Peace
Tune

Calming: a warrior playing the Be at Peace tune may perform an Inspire action. Any Feral warriors Inspired by the Be at Peace tune immediately become Wild until the end of their next 
activation.

Cracked Horn 
Sorcerous Instrument

Paroxysm of Anger: One enemy frenzied unit on the battlefield, if it fails a DREAD TEST caused by the herald bearing the Cracked Horn's Daunt action, must - instead of changing its heart 
state - Charge and then Attack the nearest unit, friend or enemy (if there is one within range). If there are no units within range, the enemy frenzied unit must immediately Flay as per the 
Frenzied Attack Result Reactions sequence. The enemy frenzied unit then becomes weary.
Host Herald: the Cracked Horn may only be borne by a host herald.

Champion's Call
Tune

Of Honour: a herald playing the Champion's Call immediately changes the heart of the unit he is a member of to exulted.

Roar-Call
Tune

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

Hymn of Valour
Tune

Victorious: a unit containing a herald that can play the Hymn of Valour tune - the Valorous unit - always pass any VALOUR TESTS they are required to make. Additionally, if a combat involving 
the Valorous unit is a stalemate, they become Victorious instead.

Twin Horn
Sorcerous Instrument

Confusing Calls: one unit within 12” becomes confused at the beginning of the bearer's activation.



TALISMAN ARTEFACT Talisman Artefact Rules Class Cost

1 1 Worn 1+M

1 2 Worn 5+M

1 3 Borne 6+M

1 4 Worn 2+M

1 5 Worn 4+M

1 6 Worn 2+M

1 7 Worn 8+M

1 8 Worn 4+M

1 9 Worn 4+M

1 10 Worn 2+M

ENCHANTED ARTEFACT Enchanted Artefact Rules Class Cost

1 1 Borne 6+M

1 2 Borne 3+M

1 3 Borne 4+M

1 4 Worn 2+M

1 5 Borne 9+M

1 6 Worn 8+M

1 7 Worn 13+M

1 8 Worn 4+M

1 9 Worn 3+M

1 10 Borne 7+M

BRAND ARTEFACT Brand Artefact Rules Class Cost

1 1 Natural 1+UM

1 2 Natural 2+UM

1 3 Natural 1+UM

1 4 Natural 1+UM

1 5 Natural 5+UM

1 6 Natural 5+UM

1 7 Natural 1+UM

1 8 Natural 2+UM

1 9 Worn 5+UM

1 10 Natural 4+UM

Amulet of Argos
Sorcerous Pendant

Foul: the wearer gains the Insensate and Loathsome traits.
Rules: Add or Replace

Ring of Eternity
Sorcerous Ring

Second Chance: the wearer may re-roll any of his parry rolls that become damage dice (but not fated damage dice) caused by enemy combat weapons. This re-roll cannot cause 
fated parries.
Rules: Add

Silver Sigil
Sorcerous Emblem

Shield only: the Silver Sigil may only be placed on a shield.
Unseen: the bearer becomes a difficult target for all Shoot actions and a difficult mark for all sight invocations.
Rules: Add

Skull Brooch
Sorcerous Brooch

Death Holds No Fear: the wearer can never become shaken. If he is required to become shaken, he becomes resolute instead.
Rules: Add

Talisman of Amber
Sorcerous Pendant

The Whispers: the wearer of the Talisman of Amber gains the Fearsome trait. Additionally, each enemy warrior Attacking the bearer (that is not Fearless) has a strike modifier of +1 
against the bearer to a maximum of 9.
Rules: Add or Replace

Tightener
Sorcerous Belt

Let's Get on With It: the wearer becomes Stubborn.
Rules: Add

Kaarsten's Ring
Sorcerous Ring

Fumbler: the wearer may re-roll a Fumble Roll. The second roll is binding.
Rules: Add

Bracers of Copper
Sorcerous Vambraces

No blade may pass: the wearer's parries become Aura Parries for one activation of the battle. The wearer must declare he is using the Bracers of Copper at the beginning of the 
battle hour, before the INITIATIVE ROLL. One Use Only.
Rules: Add

Iron Nail
Sorcerous Pendant

Hard as Nails: the wearer gains the Tough trait as well as adding +2D10 to his MIGHT.
Rules: Add or Replace

Claws of Al-Am
Sorcerous Pendant

Dulled: the wearer negates the Pierce rule of any enemy that Attacks him.
Rules: Add or Replace

The Brown Brew
Sorcerous Belt-Hung Potion

That's Better: a Living bearer may consume The Brown Brew at the beginning of his activation. Once consumed, the bearer's MIGHT is increased by +3D10 until the end of his next 
activation.
Rules: Add

Earthing Spell
Sorcerous Belt-Hung Scroll

Of the Earth: the bearer gains D5 earth dice and an earth range of 3D10”. Perform these EARTH ROLLS during the battle rolls sequence. The bearer may perform Earth actions or 
Earth reactions as if he were a sorcerer.
Rules: Add

Fox and Monkey Pie
Sorcerous Food

Nothing is Impossible: Once consumed, a Living bearer passes any ATTRIBUTE TEST he is required to make. Bearer may consume immediately before any single ATTRIBUTE TEST.
Rules: Add; One Use Only

Brooch of the Eye
Sorcerous Brooch

Of the Ice: the bearer gains the Frost Blood and Allseeing traits.
Rules: Add

Book of Secrets
Sorcerous Belt-Hung Book

Knowledge of the Ancients: the bearer of the Book of Secrets gains fated invokes on the roll of an 8 or 9, but his TEMPER is permanently reduced by 2D10 each time a fated invoke 
is rolled.
Rules: Sorcerer only; Add

Obsidian Crown
Sorcerous Crown

Expanded Mind: the bearer's focus range is extended by +2D10. Roll immediately before measuring the invoke distance for each invocation.
Rules: Sorcerer only; Add

Willow Necklace
Sorcerous Pendant

Resistant: the bearer increases his TEMPER by +5D10 to a maximum of 90. Perform this TEMPER ROLL during the battle rolls sequence. The bearer reduces his focus range by the 
same amount to a minimum of 1”.
Rules: Sorcerer only; Add or Replace

Cursed Ring
Sorcerous Ring

Cursed: the wearer gains 1 WOUND that he has lost at the beginning of his activation (which may not increase his WOUNDS beyond its base value), but all of his parries, evades and 
avoids have a +1 modifier.
Rules: Add

Cloak of Madness
Sorcerous Cloak

The Utter Insanity of It All: the wearer gains the ‘fearless’ trait but must reduce his AUTHORITY by 2D10 at the end of each battle hour, after players have checked if they have 
won the field.
Rules: Add

Ambrosius
Sorcerous Belt-Hung Potion

Invigorated: a Living bearer may consume Ambrosia at any point of his activation or reactivation to recover D5 WOUNDS. This may not increase his WOUNDS beyond its base value.
Rules: Add; One Use Only

Redmoor
Brand

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

Dogshead
Sorcerous Brand

Hidden: the bearer of the Dogshead Brand become Feral and add +2 frenzied attack die to their primary combat weapon instead of the usual 1.
Rules: Add; Dog only

Scartooth
Brand

Hardy: the bearer of the Scartooth brand gains the ‘tough’ trait.
Rules: Add

Caveling Brand
Brand

Caveborn: the bearer of the Caveling Brand gain the ‘Unseeing’ ability.
Rules: Add

Alix's Mark
Brand

Tamed: the bearer of Alix's Mark becomes Wild rather than Feral, but gains +2D10 SKILL, rolled for in the battle rolls step of the Joining Battle Sequence.
Alix only: only warriors in Alix of Carn Bran's command may bear Alix's Mark.
Rules: Add

Greyhead
Brand

Grizzled: a unit with the Greyhead brand has a -1 strike modifier and gains the ‘stubborn’ trait.
Rules: Add

Brainworms
Sorcerous Brand

Attuned to the Earth: The bearer of Brainworms gains D5 earth dice with an earth range of 3D10”, rolled for in the battle rolls step of the Joining Battle Sequence, and gains the 
‘Earther’ ability.
Rules: Add

Deep Vale
Brand

Swift: the bearers of the Deep Vale brand gain +1 PACE and, once per battle may roll a D5, called a swift roll, in the hour rolls step of the An Hour Passes Sequence. The bearer's 
PACE is increased by that amount for the rest of the next battle hour.
Rules: Add

Black Shackle
Sorcerous Shackle

Shackled: the bearer of the Black Shackle gains the ‘hate (all)’ and ‘fearless’ traits as well as +5D10 to their CONSTITUTION, rolled for in the battle rolls step of the Joining Battle 
Sequence.
Rules: Add

Greenblood
Sorcerous Brand

Purestrain: The bearers of this brand gain the ‘resistant (x)’ trait, where x is any single trait the musterer wishes.
Rules: Add



CHIEF
CHEEF

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Sell-Sword - Man Warlord Noble Veteran Uncommon
Mass Base Size 251 30mm

CHIEF Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 81 42 30 7 86 91 23
Abilities Disciplined; Shieldwall; Tactician

Wound Track 1 2 3 4 5 6 7

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

1
1 2 3 4 5 9 51 ###0.5 ” 1 1 Borne Parry

1 2 3 4 18 60 ###0.5 ” 2 2 Borne Foot only

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

1 1 2 3 4 5 9 51 ###1.5 ” 8 59 1 1 Borne 1 -1

1
1 2 3 4 5 9 51 ###0.5 ” 1 1 Borne

Replace (Sword)
Hook

01 2 3 4 18 60 ###0.5 ” 2 2 Borne Foot only

1 1 2 3 4 5 6 7 9 51 ###0.5 ” 1 2 Borne Replace (Sword); Quick Strike; Parry 1
SHOT WEAPON OPTIONS Shoot Dice Weapon+ M+W Min Rge Lth Rge Eff Rge Max Rge Damage* Hands Class Shot Weapon Rules Cost

1 1 2 9 51 0” 9” 36” 60” 1 2 Borne Add 2

ARMOUR Armour+ C+A Hands Class Armour Rules

1 8 38 0 Worn

2 9 47 1 Borne Parry

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

1 5 52 0 Worn Add 1
NOBLE OPTIONS Noble Option Rules Cost

May bear the Host's Treasury. Gains the Host Paymaster ability 3
MOUNT OPTIONS Mount Option Rules Mass Mount+ C+A Cost

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

3 8 +Helm 60 0 Worn Add 1
?

WYSARD
WI-sard

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Sell-Sword - Man Warlord Noble Drilled Rare
Mass Base Size 471 30mm

WYSARD Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 41 36 27 6 79 41 73
Abilities Augurer; Disciplined; Dissipater; Earther; Sorcerer (2) Focus Range: 11ˮ

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

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

1 1 2 7 43 ###0.5 ” 1 1 Borne

2 1 3 39 ### 1 ” 1 1 Borne Wystaff Artefact; Sorcerous Damage

ARTEFACTS Artefact Rules

1

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

May ride a Pony; Rider gains the Flanker ability 2 4
May ride a Horse; Rider gains the Flanker ability 3 6

Sword
Sword

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

Ax Axe

Two Swords Two Swords

Bow Bow

Mailshirt
Corselet

Shield
Shield

Helm Helmet

Paymaster Host Paymaster

Horse Beast Mount

Barding Barding

Dagger
Dagger

Wystaff
Sorcerous Staff

Wystaff
Sorcerous Staff

Guide: the Wystaff allows the Sorcerer to re-roll the result of two invoke dice per invocation, before any Earth, Absorb or Channel reactions are performed.

Pony Beast Mount

Horse Beast Mount



UHTRED UHTREDSON
YOO-tred YOO-tred-sən

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Beornica Man Warlord Elite Unique + Rare
Mass Base Size 721 30mm

UHTRED UHTREDSON Pace Skill Might Constitution Wounds Fortitude Authority Temper
Fearless 5 90 48 34 8 96 92 27

Abilities Disciplined; Shieldwall; Tactician; Overlord

Wound Track 1 2 3 4 5 6 7 8

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

1

1 2 3 4 5 6 7 12 60 ###0.5 ” 1 1 Borne Blade of Ealdwulf; Pierce; Parry

1 2 3 4 5 6 24 72 ###0.5 ” 2 2 Borne Blade of Ealdwulf; Foot only; Pierce

2 1 2 3 4 7 55 0 0 ” 1 1 Natural Parry

ARMOUR Armour+ C+A Hands Class Armour Rules

1 21 55 0 Worn

2 12 67 1 Borne Parry

WARRIOR RULES Rules

Uhtred of Bebbanburg

Master of War

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

May ride a Horse; Rider gains the Flanker ability 3 10
MOUNT ARMOUR OPTIONS Armour+ C+A Hands Class Armour Rules Cost

11 78 0 Worn Add 2
ANG-SSD-0200 - Uhtred Uhtredson

GOLGOG GOAT-EATER
GOLL-gog GOHT eetər

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Fortriu Oghur Warlord Veteran
Mass Base Size 1114 60mm

GOLGOG GOAT-EATER Pace Skill Might Constitution Wounds Fortitude Authority Temper
Tough; Insensate; Stubborn; Fearsome 5 62 68 68 24 85 78 43

Abilities Bind+ (Freebooter Warband); Bulk Charger; Host Paymaster

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

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 18 86 ### 1 ” 2 2 Borne Ancient Oghu; Sorcerous Damage; Vicious Damage

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

1 1 2 7 75 38 3” ###24” 36” 1 1 Borne 1 2 3 Throw; 2” Goat Carcass Crush Template; Shots (3)

ARMOUR Armour+ C+A Hands Class Armour Rules

1 12 80 0 Worn

ARTEFACTS Artefact Rules

1

WARRIOR RULES Rules

Freebooter Captain

Freebooter Warband

ABN-SSD-0601 - Golgog

Anglecynn
Sell-Sword

Noble
Individual

Snacaroth
Sorcerous Sword

The twisting skeins of the snake Blade of Ealdwulf: Serpent-Breath's edge is as keen as the day it was made. Snacaroth can never be destroyed by any means and causes sorcerous damage.

Wæspsting
Seax

Guthelm and Guthbyrne
Helmet; Corselet

Scyld
Shield

Uhtred is a sell-sword and may be included as such in any Albainn, Anglecynn, Atalantes, Brythoniaid, Byzantii, Érainn, Jute, Khthones, Norse or Ysian host, or as a general, commander or noble in an 
Anglecynn, Jute, Seaxan or Sell-Sword host.

Inspiring Presence: Any unit that Uhtred leads is Fearless whilst he remains its leader.
General of Angle-Land: If Uhtred is mustered as the host's general, Uhtred doubles his command range from 9” to 18”. Additionally, Uhtred may attempt to Retain the Initiative twice per battle.
Master of War: If Uhtred is mustered as the host's general, Uhtred may position the commands in his host after all of an enemy's commands are positioned, regardless of his own or his commanders' 
AUTHORITY.
Finnan: Uhtred's great friend Finnan is always by his side. If Uhtred is mustered within a host, Uhtred and Finnan may Join a unit together, may Leave a unit together and may separate at any time to 
become two separate units.

Horse Beast Mount

Horswærd Barding

Albainn
Sell-Sword

Noble
Individual

Unique +
Uncommon

Goat Basher
Sorcerous Club Ancient Oghu: Golgog's Goat Basher is made from an Oghu Stone. This ancient artifact gives Golgog 3 absorb dice.

Goat Carcass
Animal

Beaten Armour
Heavy Armour

Carcasses
Meat

Goat-Eater: The carcasses of various types of meat (but mostly goat) that Golgog carries feed both himself and his Freebooter Warband. Once per hour, Golgog may - immediately before any FORTITUDE 
TEST a Freebooter Unit within his command range makes - promise to provide more carcasses for dinner that night. Should he do so, that FORTITUDE TEST is made on Golgog's FORTITUDE, is not modified 
by any dismay tokens and may be re-rolled if it is failed (the second roll is binding).

Golgog may be mustered as a sell-sword in any Albainn, Anglecynn, Atalantes, Brythoniaid, Byzantii, Érainn, Jute, Khthones, Norse or Ysian host; or as a general, commander or noble in any Albainn or 
Sell-Sword host.

If Golgog is mustered as a sell-sword commander he must muster a Freebooter Warband with him, which is a command that must contain at least one Freebooter unit. Golgog may Join any Freebooter 
units that are not Frenzied.
Freebooter Unit: A Freebooter unit may be mustered from any kindred, but may only contain warriors of the class ‘Monstrous Infantry’ or ‘Monstrous Beast’ that are not Solitary and that have the vassal 
privilege. Additionally, Freebooter units may not contain any warrior with the ‘diabolic’ or ‘unliving’ traits. Freebooter units are also sell-sword units. Freebooter units cannot contain warriors of differing profiles, 
but Freebooter units may Bind+ to any other Freebooter unit, which gain the Bound Permanently (Bind unit) ability.



HENCHMAN
HENCH-man

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Sell-Sword - Man Warchief Noble Veteran Common
Mass Base Size 181 30mm

HENCHMAN Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 75 37 24 5 82 83 22
Abilities Disciplined; Shieldwall; Tactician

Wound Track 1 2 3 4 5

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

1
1 2 3 4 5 8 45 ###0.5 ” 1 1 Borne Parry

1 2 3 4 16 53 ###0.5 ” 2 2 Borne Foot only

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

1 1 2 3 4 5 8 45 ###1.5 ” 8 53 1 1 Borne 1 0

1
1 2 3 4 5 8 45 ###0.5 ” 1 1 Borne

Replace (Sword)
Hook

01 2 3 4 16 53 ###0.5 ” 2 2 Borne Foot only

1 1 2 3 4 5 6 7 8 45 ###0.5 ” 1 2 Borne Replace (Sword); Quick Strike; Parry 1
SHOT WEAPON OPTIONS Shoot Dice Weapon+ M+W Min Rge Lth Rge Eff Rge Max Rge Damage* Hands Class Shot Weapon Rules Cost

1 1 2 8 45 0” 9” 36” 60” 1 2 Borne Add 2

ARMOUR Armour+ C+A Hands Class Armour Rules

1 7 31 0 Worn

2 8 39 1 Borne Parry

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

1 4 43 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
Foot only; Purchased with (Bow); Gains the Scout and Skirmisher abilities and, if he is a commander, the Marksman ability; cannot be the general 4
May bear the Host's Treasury. Gains the Host Paymaster ability 2

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

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

3 7 +Helm 50 0 Worn Add 1
?

TOUGH
TUFF

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Sell-Sword - Man Warchief Noble Drilled Common
Mass Base Size

111 30mm

TOUGH Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 64 34 21 4 77 51 18
Abilities Disciplined; Shieldwall; Tactician

Wound Track 1 2 3 4

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

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

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

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

1 1 2 3 4 8 42 ###1.5 ” 8 50 1 1 Borne 1 1

1
1 2 3 4 8 42 ###0.5 ” 1 1 Borne

Replace (Sword)
Hook

01 2 3 16 50 ###0.5 ” 2 2 Borne Foot only

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

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

1 1 2 8 42 0” 9” 36” 60” 1 2 Borne Add 1

ARMOUR Armour+ C+A Hands Class Armour Rules

1 7 28 0 Worn

2 8 36 1 Borne Parry

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

1 4 40 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
Foot only; Purchased with (Bow); Gains the Scout and Skirmisher abilities and, if he is a commander, the Marksman ability; cannot be the general 3
Gains the Beast Handler (Dog) and Flanker abilities 2

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

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

3 7 +Helm 47 0 Worn Add 1
?

Sword
Sword

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

Ax Axe

Two Swords Two Swords

Bow Bow

Mailshirt
Corselet

Shield
Shield

Helm Helmet

Bannerman Host Banner Bearer

Hornblower Host Herald

Huntsman Scout

Paymaster Host Paymaster

Horse Beast Mount

Barding Barding

Sword
Sword

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

Ax Axe

Two Swords Two Swords

Bow Bow

Mailshirt
Corselet

Shield
Shield

Helm Helmet

Bannerman Host Banner Bearer

Hornblower Host Herald

Huntsman Scout

Dogmaster Beast Handler

Horse Beast Mount

Barding Barding



OGRE BOSS
OH-ger BOS

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Sell-Sword - Ogre Warchief Noble Veteran Uncommon
Mass Base Size 544 60mm

OGRE BOSS Pace Skill Might Constitution Wounds Fortitude Authority Temper
Insensate; Tough; Fearsome 6 50 60 56 14 73 63 41

Abilities Bulk Charger; Roarer

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

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

1
1 2 3 4 5 6 7 8 9 69 ### 1 ” 1 1 Borne Pierce

1 2 3 4 5 6 7 18 78 ### 1 ” 2 2 Borne Foot only; Mighty Strike; Pierce; 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 6 7 8 9 10 9 69 ### 1” 1 2 Borne Replace (Club); Quick Strike; Pierce -5

ARMOUR Armour+ C+A Hands Class Armour Rules

1 9 65 0 Worn

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

2 9 74 0 Worn Add; Shieldwall; Parry 2
NOBLE OPTIONS Noble Option Rules Cost

May bear the Host's Banner. Gains the Host Banner Bearer ability 11
May bear the Host's Instrument. Gains the Host Herald ability 11

?

WARLOW
WOR-loh

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Sell-Sword - Man Warchief Noble Trained Uncommon
Mass Base Size 331 30mm

WARLOW Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 32 33 25 4 62 28 60
Abilities Augurer; Disciplined; Dissipater; Earther; Sorcerer (1) Focus Range: 9ˮ

Wound Track 1 2 3 4 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 7 40 ###0.5 ” 1 1 Borne

2 1 3 36 ### 1 ” 1 1 Borne Wystaff Artefact; Sorcerous Damage

ARTEFACTS Artefact Rules

1

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

May ride a Pony; Rider gains the Flanker ability 2 3
May ride a Horse; Rider gains the Flanker ability 3 5

PAYMASTER
PAY-mas-ter

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Sell-Sword - Man Warchief Noble Veteran Uncommon
Mass Base Size 151 30mm

PAYMASTER Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 43 32 18 5 67 62 18
Abilities Host Paymaster; Disciplined

Wound Track 1 2 3 4 5

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

1
1 2 3 4 5 9 41 ###0.5 ” 1 1 Borne Parry

1 2 3 4 18 50 ###0.5 ” 2 2 Borne Foot only

ARMOUR Armour+ C+A Hands Class Armour Rules

1 9 27 0 Worn

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

2 11 38 1 Borne Add; Shieldwall; Parry 1
3 5 32 +shield 43 0 Worn Add 1

ARTEFACTS Artefact Rules

1 In addition to being a host paymaster, a Paymaster with a pay chest is also a host banner bearer in all respects; but such is the allure of the gold his pay chest contains, his host banner range is 18”.

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

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

4 8 +Shield 46 +Helm 40 51 0 Worn Add 1

Spiked Club
Club

Two Spiked Clubs Clubs

Scavenged Armour
Light Armour

Scavenged Shield Shield

Bannerman Host Banner Bearer

Hornblower Host Herald

Dagger
Dagger

Wystaff
Sorcerous Staff

Wystaff
Sorcerous Staff

Guide: the Wystaff allows the Sorcerer to re-roll the result of one invoke die per invocation, before any Earth, Absorb or Channel reactions are performed.

Pony Beast Mount

Horse Beast Mount

Sword
Sword

Mailshirt
Corselet

Shield Shield

Helm Helmet

Pay Chest
Chest

Horse Beast Mount

Barding Barding
+Shield, 
+Helm



URBAD
ER-bad

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Fortriu Oghurithne Warchief Wild
Mass Base Size 593 50mm

URBAD Pace Skill Might Constitution Wounds Fortitude Authority Temper
Insensate; Fearsome 5 43 46 47 12 77 51 27

Abilities Bulk Charger

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

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 18 64 ###0.5 ” 2 1 Borne Breaking Urbad; Sorcerous Damage

ARMOUR Armour+ C+A Hands Class Armour Rules

1 16 63 0 Worn

2 12 75 1 Borne Stone of Cruíthin; Blind Parry

ARTEFACTS Artefact Rules

1

WARRIOR RULES Rules

Vagrant Oghurithne
ABN-SSD-1500 - Urbad

BEOWA
BAY-o-wə

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Beornica Werbera Warchief
Veteran (as human) Mass Base Size 60Feral (as bear) 1/3 30mm/50mm

BEOWA Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 74 38 31 6 91 83 17

6 56 57 61 13 74 70 30
Abilities

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 human 16 54 ### 1 ” 2 2 Borne Human Form; Axe of Slaughter; Parry

1 2 3 4 5 6 7 bear 16 73 ###0.5 ” 2 1 Borne Bear Form; Axe of Slaughter

2 1 2 3 bear 13 70 0 0 ” 1 1 Natural Bear Form; Grab; Parry

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

1 1 2 3 human 7 45 0” 4” 10” 12” 1 1 Borne

ARMOUR Armour+ C+A Hands Class Armour Rules

1
human 4 35 0 Worn

bear 4 65
WARRIOR RULES Rules

Child of Beornica
ANG-SSD-1201-100 - Beowa (human form); ANG-SSD-1201-300 - Beowa (bear form)

FINNAN
FIN-ən

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Uí Néill Man Warchief Elite
Mass Base Size

351 30mm

FINNAN Pace Skill Might Constitution Wounds Fortitude Authority Temper
Fearless 5 92 42 31 6 93 86 27

Abilities Host Champion; Disciplined

Wound Track 1 2 3 4 5 6

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

1
1 2 3 4 5 6 11 53 ###0.5 ” 1 1 Borne Parry; Quick Strike

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

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

1 9 40 0 Worn Add 2
2 9 40 +Lúireach 49 0 Worn Add; Shieldwall; Parry 2

WARRIOR RULES Rules

Exile of the Uí Néill
MOUNT OPTIONS Mount Option Rules Mass Mount+ C+A Cost

May ride a Horse; Rider gains the Flanker ability 3 9
ERN-SSD-1200 - Finnan

Albainn
Sell-Sword

Noble
Individual

Unique +
Uncommon

Ailpín's Hammer
Sorcerous Warhammer

Imbued with the power of stone for one purpose, Ailpín's 
Hammer was hewn from the mountains when they were 

young
Breaking Urbad: If Urbad successfully wounds an enemy with Ailpín's Hammer, one element of armour is destroyed (wearer's choice) and its wearer may not use it for the rest of the battle.

Scale Armour
Corselet

Stone of Cruíthin
Oghu Stone

Stone of Cruíthin
Oghu Stone

Ancient Oghu: Urbad carries one of the Stones of Cruíthin. This ancient artifact gives Urbad 6 absorb dice with an absorb range of Urbad's current TEMPER.

Urbad is a Sell-Sword and may be included as such in any Angelcynn, Atalantes, Brythoniaid, Byzantii, Érainn, Jute, Khthones, Norse or Ysian host. Urbad may also act as a general, commander or noble 
in an Albainn host.

Anglecynn
Sell-Sword

Noble
Individual

Unique + 
Uncommon

as human: Insensate; Stubborn

as bear: Insensate; Tough; Stubborn; Fearsome

as human: Disciplined; Shapeshifter (Beowa); Tactician; as bear: Bulk Charger; Forester; Roarer; as either: Kinsman (Mierce, Dēra)

Slaughterer's Axe
Sorcerous Axe

So named for the grievous wounds it causes, the 
Slaughterer's Axe is an ancient heirloom and is said to 
contain bone fragments from the Beornice kings of old.

Axe of Slaughter: the Slaughterer's Axe is so keen that enemy warriors must re-roll any successful parries. The result of the second roll is binding.
Sorcerous: the Slaughterer's Axe causes sorcerous damage.

Raking Claws
Claw

Daggers
Throwing Dagger

Gutplate
Light Armour

Beowa is a sell-sword and may be mustered as such in any Albainn, Anglecynn (except Northumbraland), Atalantes, Brythoniaid, Byzantii, Érainn, Jute, Khthones, Norse or Ysian host, or as a general, 
commander or noble in an Anglecynn (Beornica, Dēra, Mierce, Eofora) or Jute (Cant) host.

Érainn
Sell-Sword

Noble
Individual

Unique +
Uncommon

Claidem
Sword

Lúireach Corselet

Sciath Shield

Finnan is a sell-sword and may be mustered as such in any Albainn, Anglecynn, Atalantes, Brythoniaid, Byzantii, Érainn, Jute, Khthones, Norse or Ysian host, or as a general, commander or noble in an 
Érainn host.

Horse Beast Mount



DANILO CRUZ
DAN-ee-loh CROOZ

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Cantabria Man Warchief Elite
Mass Base Size 431 30mm

DANILO CRUZ Pace Skill Might Constitution Wounds Fortitude Authority Temper
Insensate; Fearless 5 84 40 26 6 88 84 26

Abilities Disciplined; Earther; Tactician

Wound Track 1 2 3 4 5 6

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

1 1 2 3 4 5 6 11 51 ###0.5 ” 1 2 Borne Switch (Gladius); Quick Strike; Parry; Blessed Damage

2 1 2 3 4 5 9 49 ###0.5 ” 1 1 Borne Switch (Two Hairus); Parry; Blessed 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 11 51 ###1.5 ” 11 62 1 1 Borne 13

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

3 1 13 53 0” 3” 12” 18” 1 1 Borne 1 2 Shots (2); Impetus Shot; Blessed Damage

ARMOUR Armour+ C+A Hands Class Armour Rules

1 7 33 0 Worn

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

2 6 39 0 Worn Add 1
3 11 44 +Helm 50 1 Borne Add; Shieldwall; Parry 2

WARRIOR RULES Rules

Beast Slayer

Cantabrian Lord

ARTEFACTS Artefact Rules

1 2 3 Earth Dice (2)

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

May ride a Horse; Rider gains the Flanker ability 3 9
VSG-SSD-1102 - Danilo Cruz

SÁTHACH
SAW-hakh

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Uí Néill Man Warchief Elite
Mass Base Size

401 30mm

SÁTHACH Pace Skill Might Constitution Wounds Fortitude Authority Temper
Fearless 5 90 38 24 5 90 84 26

Abilities Disciplined; Host Champion

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 6 11 49 ###0.5 ” 1 1 Borne Parry; Quick Strike

1 2 3 4 5 18 56 ###0.5 ” 2 2 Borne Foot only; Quick Strike

ARMOUR Armour+ C+A Hands Class Armour Rules

1 3 27 0 Worn

ARMOUR OPTIONS Armour+ C+A with all options Hands Class Armour Rules Cost

2 9 36 0 Worn Add 2
3 10 37 +Lúireach 46 0 Worn Add; Shieldwall; Parry 2

WARRIOR RULES Rules

Ríonfénnid

Battle-Master
MOUNT OPTIONS Mount Option Rules Mass Mount+ C+A Cost

May ride a Horse; Rider gains the Flanker ability 3 9
ERN-SSD-1212 - Sáthach

Visigoth
Sell-Sword

Noble
Individual

Unique +
Uncommon

Two Hairus
Blessed Swords

Gladius
Blessed Sword

Lanza Blessed Lance
Mounted Only; Add; Mounted Impact Strike; 
Mounted Charge+; Blessed Damage

Hunting Spears
Blessed Throwing Spear

Leather Armour
Blessed Light Armour

Helm Blessed Helm

Shield Blessed Shield

Slayer of Beasts: Any strikes or shots made by Danilo upon enemy Monstrous Infantry, Monstrous Cavalry, Beasts or Monstrous Beasts have the Vicious Damage rule.

Danilo is a sell-sword individual and may be included as such in any Albainn, Anglecynn, Atalantes, Brythoniaid, Byzantii, Érainn, Fomoraic, Jute, Khthones, Norse or Ysian host, or as a general, 
commander or noble in a Visigoth host.

Cruz de Dios
Blessed Pendant

Under His divine protection
Cross of God: This ancient artefact gives Danilo 3 earth dice and has an earth range of 5”.

Horse Beast Mount

Érainn
Sell-Sword

Noble
Individual

Unique +
Uncommon

Claidem
Sword

Leather Armour
Light Armour

Lúireach Corselet

Sciath Shield

Sáthach is a sell-sword and may be mustered as such in any Albainn, Anglecynn, Atalantes, Brythoniaid, Byzantii, Érainn, Fomoraic, Jute, Khthones, Norse or Ysian host, or as a general, commander or 
noble in an Érainn host.

Ríonfénnid: one unit from Sáthach's host may change its Acuity to become Trained, if it is Levy; Drilled, if it is Trained; Veteran, if it is Drilled; and Elite, if it is Veteran; all for 0 cost per warrior.

Horse Beast Mount



ALIX OF CARN BRAN
AL-iks ov carn bran

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Ker-Ys Drune Warchief Elite
Mass Base Size 491 30mm

ALIX OF CARN BRAN Pace Skill Might Constitution Wounds Fortitude Authority Temper
Insensate; Fearless 5 77 38 25 5 77 89 25

Abilities Beast Handler

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 8 46 ###0.5 ” 1 1 Borne Sightless Strike

1 1 2 3 13 51 ### 3 ” 1 1 Borne Sightless Strike; Goad

ARMOUR Armour+ C+A Hands Class Armour Rules

1 6 31 0 Worn

ARTEFACTS Artefact Rules

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

May ride Buanec 3 3 34 16

WARRIOR RULES Rules

Whip for Hire

Beast-Master

Goad-Master

YSN-SSD-1275 - Alix of Carn Bran

BUANEC
boo-A-nek

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Ker-Ys Swift-Horse Beast Wild Uncommon
Mass Base Size 153 60x35mm

BUANEC Pace Skill Might Constitution Wounds Fortitude Authority Temper

11 33 42 27 7 65 14 23
Abilities Bulk Charger

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 10 52 ### 1” 1 0 Natural Sightless Strike

1 1 2 8 50 0 0” 1 0 Natural Sightless Strike

ARMOUR Armour+ C+A Hands Class Armour Rules

1 7 34 0 Worn

YSN-SSD-1275-700 - Alix of Carn Bran on Swift-Horse

Ysians
Sell-Sword

Noble
Individual

Unique +
Uncommon

Battle-Falchion
Sword

Battle-Whip
Whip

Greaves
Light Armour

Battle-Whip
Whip

Barbed and Dangerous: Alix's whip is so finely made that it enables her to re-roll failed GOAD TESTS. The second roll is binding.

Buanec Ardent Mount

Alix is a sell-sword and may be mustered as such in a host of any kindred, or as a general, commander or noble in an Ysian or Vras host.

Beast-Finder: Alix may Bind to one Beast or Monstrous Beast unit (which would immediately gain the Bound Permanently (Alix) ability) - now called a Beast Unit - from any kindred when mustering, as long 
as that Beast Unit is not of construct privilege and does not have the ‘unliving’, ‘diabolic’, ‘mount only’, ‘guardian only’ or ‘draught beast only’ trait. Effectively, mustering Alix enables her general to muster 
Beast Units from any kindred, although all of these Beast Units must be included within her command - and so would become a sell-sword like her and may only bear sell-sword brand artefacts. Alix may also 
Bind to one Beast Unit that can itself Bind to another Beast Unit; all of those Beast Units gain the Bound Permanently (Alix) ability.
Battle-Binder: Alix may battle Bind to any Beast Unit from her own Ysian or Vras host, including any allies.

Alix may choose to Goad the Bind unit (now also called the Goaded unit) by performing a Goad action upon them. In addition to the goad effects listed in the Goad action, Alix may force the Goaded unit to 
perform the following goad effects:
Rampage: If the Goaded unit is currently frenzied, force the Goaded unit to perform a Rampage reaction immediately
Attack: Regardless of the Goaded unit's current vigour, force it to perform a compulsory embedded Attack action or compulsory embedded Attack Move action against an enemy unit it is currently engaged 
with or beset by (this cannot force any unit - including a Frenzied unit - to perform a third Attack action in the same battle hour). The Goaded unit suffers D5 wounds after its Attack action is resolved.

Ysians
Sell-Sword

Beast
Ardent Mount

Insensate;
Mount only

Trampling Hooves
Trample

Chomping Bite
Bite

Battle-Armour
Light Armour



MORAG OF MANN
MOR-ag ov MAN

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Mann Man Warchief Veteran
Mass Base Size 751 30mm

MORAG OF MANN Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 73 34 23 5 86 67 62
Abilities Auguerer; Disciplined; Dissipater; Earther; Shieldwall; Sorcerer (1); Tactician Focus Range: 10ˮ

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

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

1 1 2 3 4 5 6 9 43 ###0.5 ” 1 1 Borne Hook

1
1 2 3 4 5 6 9 43 ### 1 ” 1 1 Borne

1 2 3 4 5 18 52 ### 1 ” 2 2 Borne

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

2 1 2 3 9 43 0” 3” 24” 40” 1 2 Borne Shoot and Drag; Pierce

ARMOUR Armour+ C+A Hands Class Armour Rules

1 14 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

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

1 1 2

2 1 2 3

3 1 2 3 4

WARRIOR RULES Rules

Axe for Hire
Mac Lir After kindred terrain for the battle is determined, Morag may replace one of her host's kindred terrain features with a water terrain feature of the same size as the replaced terrain.

FMN-SSD-1210 - Morag of Mann

Fomorainn
Sell-Sword

Noble
Individual

Unique +
Uncommon

Tuak
Axe

Harpoon
Harpoon

Harpoon
Harpoon

Lureak
Corselet

Triskiath
Shield

Kathvar Helm

The Kraken Wakes
Focus

Marked Point: Marked point must be within a water terrain feature.
Constant Effect: One enemy unit within D10” multiplied by the invoked dice of the marked point - called the Caught Unit - is enveloped by the tentacles of the Kraken, becoming 
entangled.
Rules: Once Per Mark; Entire Mark; Transient

Riptide
Focus

Marked Point: Marked point must be within a water terrain feature.
Immediate Effect: One enemy unit within D10” multiplied by the invoked dice of the marked point - called the Engulfed Unit - is caught by a raging torrent of water and is Moved 
D10” directly away from the marked point. This is a Sorcerous Move. 
Constant Effect: The Engulfed unit becomes confused and prone. Flyers are grounded.
Rules: Once Per Mark; Transient

Enveloping Mist
Focus

Marked Point: Marked point may be anywhere on the battlefield.
Constant Effect: Anywhere within D10” of the marked point - multiplied by the invoked dice - is covered in mist, called the Mist Area Effect. All units within the Mist Area Effect are 
Sighted 3D10”. Make one roll for each unit within, or who enters, the Mist Area Effect. Flyers within the Mist Area Effect are grounded.
Rules: Unstable

Morag is a sell-sword and may be mustered as such in a host of any kindred, or as a general, commander or noble in a Fomorainn host.



IEUAN LONGSHORE
YY-ən LONG-shor

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Gwynedd Man Warchief Elite
Mass Base Size 241 30mm

IEUAN LONGSHORE Pace Skill Might Constitution Wounds Fortitude Authority Temper
Insensate 5 62 36 24 5 91 77 24
Abilities Bind (Taranau only); Disciplined; Forester; Scout

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 8 44 0 0 ” 1 1 Borne

1 2 3 4 5 8 44 0 0 ” 1 2 Borne

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

1 1 2 3 4 8 44 0” 6” 12” 16” 1 2 Borne

2 1 2 3 9 45 0” 12” 39” 60” 1 2 Borne Volley Shoot

ARMOUR Armour+ C+A Hands Class Armour Rules

1 14 38 0 Worn

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

2 5 43 0 Worn Add 1

WARRIOR RULES Rules

Warrior of Wygan

Taranau's Master
BRY-SSD-1203 - Ieuan Longshore and Taranau

TARANAU
tə-RAN-y

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
0 1

Gwynedd Hound Beast Feral Uncommon
Mass Base Size 131 40x25mm

TARANAU Pace Skill Might Constitution Wounds Fortitude Authority Temper
Fearless; Insensate 8 41 33 14 3 63 13 29

Abilities Bound Permanently (Ieuan Longshore); Forester; Scout

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 3 6 39 0 0” 1 0 Natural

1 1 2 3 4 8 41 0 0” 1 0 Natural

WARRIOR RULES Rules

Hound of Ieuan

BRY-SSD-1203-700- Ieuan Longshore and Taranau

TRYTHEORN
TRY-thee-orn

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Geat Man Warchief Veteran
Mass Base Size

241 30mm

TRYTHEORN Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 71 37 27 6 88 81 22
Abilities Disciplined; Shieldwall; Tactician

Wound Track 1 2 3 4 5 6

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

1 1 2 3 4 5 6 7 9 46 ###0.5 ” 1 2 Borne Switch (Sword and Axe); Parry or Hook; Quick Strike

2
1 2 3 4 5 6 7 9 46 ###0.5 ” 1 1 Borne Switch (Sword and Axe); Parry

1 2 3 4 5 6 18 55 ###0.5 ” 2 2 Borne Foot only; Switch (Sword and Axe)

ARMOUR Armour+ C+A Hands Class Armour Rules

1 11 38 0 Worn

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

2 12 50 0 Worn Add; Shieldwall; Parry 2
3 9 47 +Shield 59 0 Worn Add 1

WARRIOR RULES Rules

Geat Hersir
NOR-SSD-1202 - Trytheorn

Brythoniaid
Sell-Sword

Noble
Individual

Unique +
Uncommon

Taflu Dagrau
Daggers

Dagrau
Throwing Daggers

Bwa
Bow

Arfwisg Trwm
Heavy Armour

Helmed Helm

Ieuan is a sell-sword and may be mustered as such in any Albainn, Angelcynn, Atalantes, Brythoniaid, Byzantii, Érainn, Fomoraic, Jute, Khthones, Norse or Ysian host, or as a general, commander or 
noble in a Brythoniaid or Albainn host.

Hound of Ieuan: Taranau must be mustered in the same host as Ieuan if Ieuan is mustered. When positioned, Iuean must Bind to his hound, Taranau, who then becomes Wild rather than Feral. Taranau's bind 
distance is 12” and, if Ieuan dies, immediately becomes Feral and frenzied.

Brythoniaid
Sell-Sword

Beast
Individual

Slashing Claws
Claws

Crushing Bite
Bite

Taranau's Muster: Taranau can only be mustered if Bound to his master, Ieuan Longshore.
Pack Warrior Attack: Should an enemy warrior declare he will Attack Ieuan in combat (a Ieuan Attacker), Taranau must - if he is within bind distance of his master, Ieuan - Attack Move to contact engage 
the Ieuan Attacker, Moving through any warriors in the way and Displacing any warriors of equal mass to him, regardless of Taranau's vigour. For this purpose, Taranau's Attack Move distance is double his 
PACE. Taranau must then Attack the Ieuan Attacker before that warrior Attacks his master (again regardless of Taranau's vigour), and the Ieuan Attacker must in turn Attack Taranau instead of Ieuan. Taranau 
may only choose one Ieuan Attacker to Attack in this way if there are more than one. Taranau may only perform this special Pack Warrior Attack once per battle hour, but it is performed in addition to Taranau's 
normal Attack action restrictions.

Norse
Sell-Sword

Noble
Individual

Unique +
Uncommon

Sverd and Øx
Sword; Axe

Scramaseax
Sword

Hringa-Brynja
Corselet

Ornskjoldr Shield

Ornhjálmr Helmet

Trytheorn is a sell-sword and may be mustered as such in any Albainn, Angelcynn, Atalantes, Brythoniaid, Byzantii, Érainn, Fomoraic, Jute, Khthones, Norse or Ysian host, or as a general, commander or 
noble in a Norse host.



RIKKARD
RIK-ard

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Dorestad Man Warchief Veteran
Mass Base Size 261 30mm

RIKKARD Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 62 38 25 6 86 74 21
Abilities Host Paymaster; Disciplined; Shieldwall; Tactician

Wound Track 1 2 3 4 5 6

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

1
1 2 3 4 5 6 10 48 ###0.5 ” 1 1 Borne Switch (Spear); Hook

1 2 3 4 5 20 58 ###0.5 ” 2 2 Borne Foot only; Switch (Spear); Hook

2 1 2 3 4 5 6 10 48 ###1.5 ” 10 58 1 1 Borne

ARMOUR Armour+ C+A Hands Class Armour Rules

1 16 41 0 Worn

2 10 51 1 Borne Parry

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

3 9 60 0 Worn Add 1

WARRIOR RULES Rules

Lord of Rijswijk

Friesian Paymaster
FRS-SSD-1102 - Rikkard

MAXIMUS
MAX-i-mus

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Kerusker Kerus Man Warchief Wild
Mass Base Size 321 30mm

MAXIMUS Pace Skill Might Constitution Wounds Fortitude Authority Temper
Fearless; Insensate 5 64 42 28 7 93 69 15

Abilities

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 51 ###0.5 ” 1 1 Borne Hellfire Damage; Sorcerous Damage

1 2 3 4 5 6 18 60 ###0.5 ” 2 2 Borne Foot only; Hellfire Damage; Sorcerous Damage

ARMOUR Armour+ C+A Hands Class Armour Rules

1 10 38 0 Worn

2 7 45 0 Borne

WARRIOR RULES Rules

Kerusker Lord
KRS-SSD-1201 - Maximus

Friesians
Sell-Sword

Noble
Individual

Unique +
Uncommon

Two Axes
Axes

Spear
Spear

Switch (Axes); Mounted Impact Strike; Mounted Charge+; 
Hedge

Mail and Plate
Heavy Armour

Ox Shield
Shield

Ox Helm Helmet

Rikkard is a sell-sword and may be mustered as such in any Albainn, Anglecynn, Atalantes, Brythoniaid, Byzantii, Érainn, Jute, Fomoraic, Khthones, Norse or Ysian host, or as a general, commander or 
noble in a Friesian, Jute (Cant) or Anglecynn host.

Self-Made Man: Rikkard is a Friesian merchant of great wealth. If Rikkard is mustered in a host as a commander the silver cost of one unit in his command is reduced by 25%, rounding any fractions down.

Noble
Individual

Unique +
Uncommon

Skōhsla
Sorcerous Axe

Axe of Murder: as soon as Skōhsla causes damage upon an enemy warrior, Maximus becomes Feral and frenzied.

Segmentata Remnant
Light Armour

Bearskin
Helmet; Cloak

Maximus is a sell-sword and may be mustered as such in any Albainn, Anglecynn, Atalantes, Brythoniaid, Byzantii, Érainn, Fomoraic, Jute, Fomoraic, Khthones, Norse or Ysian host, or as a general, 
commander or noble in a Kerusker host.



FLORUS
FLOR-us

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Dorestad Man Warchief Veteran
Mass Base Size 801 30mm

FLORUS Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 54 36 22 5 88 37 69
Abilities Augurer; Disciplined; Dissipater; Earther; Sorcerer (1) Focus Range: 10ˮ

Wound Track 1 2 3 4 5 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 5 15 51 ###0.5 ” 2 1 Borne Parry; Pierce; Fire Damage; Sorcerous Damage

2 1 2 5 41 0 0 ” 1 1 Borne

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

1 12 34 0 Worn

2 10 44 1 Borne Parry

ARTEFACTS Artefact Rules

1

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

1 1 2 3 4 5 6 7 8 23 0” 6” 24” 42” 2

2 1 2 3

3 1

WARRIOR RULES Rules

Lord of Friesland

Friesian Advisor

FRS-SSD-1260 - Florus

HAKON THE HALE
HAR-kon dhə HAYL

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Eoforas Man Warchief Veteran
Mass Base Size 451 30mm

HAKON THE HALE Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 53 41 28 6 94 51 20
Abilities Disciplined; Dissipater; Earther; Forester Earth Range: 10ˮ

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 5 8 41 0 1.5 ” 1 1 Borne Parry; Blessed Damage

1 2 3 4 16 57 ###1.5 ” 2 2 Borne Entangling Strike; Parry; Switch (Hand Ax); Blessed Damage

2 1 2 3 4 5 7 48 0 0 ” 1 1 Natural Parry; Switch (Bisceop's Crozius); Blessed 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” 0” 10” 15” - 2 Borne 1 2 3 4 5 Shots (5)

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

1 5 41 0 Worn

ARTEFACTS Artefact Line Artefact Rules

1

2 1 2 3 4 5 6 7 8 9 10

WARRIOR RULES Rules

Hakon Once-Bisceop
ANG-SSD-1285 - Hakon the Hale

Friesians
Sell-Sword

Noble
Individual

Unique +
Uncommon

Sword of Gyptus
Sorcerous Sword

Seax
Dagger

Leather Armour
Light Armour

Shield
Shield

Ox-Skull Pendant
Sorcerous Pendant

Sign of the Ancients: Florus may modify the result of an Omens roll (performed during an Augur action) by +1 to a maximum of 9.

Breath of the Void
Sight

Living Marks: The Marked unit must contain warriors with the Living trait.
Immediate Effect: A Marked unit that is wounded by the Breath of the Void invocation 
must immediately perform a Panic reaction.
Rules: Death Damage

Hand of Fate
Focus

Constant Effect: The Marked unit must re-roll its next successful attribute test.
Rules: Once per Mark; Majority Mark

Foresight
Focus

Marked General: The Marked warrior must be the enemy general.
The Future is Seen: The enemy general's player must immediately choose which of his units that are on the battlefield or Circling that he will be activating next - also called the 
Foreseen unit until the end of its next activation - and the enemy player must activate the Foreseen unit when the initiative is eventually passed to him. The enemy general cannot 
choose to pass the initiative if he has a Foreseen unit.
The Future can be Countered: As long as Florus himself is not a Retained unit, Florus' general may attempt to Retain the Initiative immediately after Florus' activation, even if he has 
Retained the Initiative in the current battle or in the current hour already.

Florus is a sell-sword and may be mustered as such in any Albainn, Anglecynn, Atalantes, Brythoniaid, Byzantii, Érainn, Jute, Fomoraic, Khthones, Norse or Ysian host, or as a general, commander or 
noble in a Friesian, Jute (Cant) or Anglecynn host.

Self-Made Man: Florus is a Friesian seer-sorcerer of some wealth and power and is regarded as an astute advisor by many lords. A player that includes Florus in his host may position the general's 
companions after his opponent's commands have been positioned.
Battle Insight: Florus, if he is the host's general, may re-roll any failed RETAINED INITIATIVE TESTS.

Anglecynn
Sell-Sword

Noble
Individual

Unique +
Uncommon

Tough; Resistant (Corruption, Fire, Lightning); 
Fearless; Vulnerable (Cold, Freeze)

Bisceop's Crozius
Blessed Crozius

Hand Ax
Ax

Hakon's Potions
Potion

Byrne
Corselet

Bisceop's Crozius
Blessed Crozius

Earthing rod: While Hakon bears the Bisceop's Crozius, he gains the Earther 24” and Immune (Lightning) abilities.

Hakon's Brews
Potions

Potion Master: Hakon is a potionmaster and his potions (which may or may not take beer form) may either be consumed by Hakon himself via a Drink action, consumed by a 
friendly noble via a Drink action or thrown at friendly or enemy units with a Shoot action. Hakon may give any or all of his potions to any friendly non-allied noble in his host, and the 
amount and type of potions given to those nobles (or kept by Hakon) must be noted upon the muster itself.

Prepared Potions: Hakon prepares ten potions before the battle and when one is used (giving one to a friendly unit before the battle counts as being used) it must be marked off the Artefact Line to the left. Only 5 potions may be effect potions, however.
Drink action: A Drink action is a voluntary effortless action which may be performed by a noble (a Drinking noble) that is not unconscious, entangled or immobile. When a Drink action is performed, the Drinking noble suffers the effects noted in the potion's 
rules. Only one potion may be drunk per Drink action.
Thrown Potions: One effect potion (state which when the Shoot action is declared) may be thrown per Shoot action and if the Target is successfully shot it suffers the effects noted in the potion's rules. Invigorating potions may not be thrown.
Potion Types: Hakon prepares a number of different potions before a battle and each of those listed below take up one potion slot. Hakon may prepare as many of each potion type as he wishes.

Hakon's Beer Coat: an invigorating potion which, when drunk, increases the Drinking noble's WOUNDS attribute by D5, which cannot take his WOUNDS beyond its basic value. Additionally, the Drinking noble gains the Fearless and Resistant (cold, freeze) trait 
until the end of his next activation, and always knows the way home.
Slow Motion Potion: an effect potion which immediately causes the Target unit to become slowed and confused until the end of its next activation.
The Entangling Entanglement: an effect potion which immediately causes the Target unit to become entangled.
Shrive Juice: an invigorating potion which, when drunk, increases the Drinking noble's TEMPER attribute by 2D10. This cannot take his TEMPER attribute beyond its basic value.
Jitter-be-gone: an effect potion which, when consumed by a Drinking noble, ensures he and the unit around him (well, after he's passed it around) enters an Exulted heart state and becomes Fearless until the end of its next activation.
Vanishing Vanguard: an effect potion which can be smashed upon the ground immediately before a unit has to perform its Flee, Retreat or Withdraw Move. Any enemy units in attack range of the unit immediately become confused and slowed until the end of 
their next activation, and may not perform a Chase action.

Bish's Bounty: unfortunately, Hakon often mislabels his potions so there is a chance that the potion drunk or thrown is, in fact, a bottle of Bish's Bounty. To check if this is the case, whenever one of Hakon's potions are drunk or thrown the player must roll a 
D10. On the roll of a 0, the potion is indeed Bish's Bounty. When drunk, Bish's Bounty causes no ill effects except for BEING THE HOTTEST RELISH IN THE WORLD and so a fire effect token must be attached to the Drinking noble. When thrown, Bish's Bounty 
explodes on contact and again, a fire effect token must be attached to the Target unit.

Hakon is a sell-sword and may be mustered as such in any Albainn, Anglecynn, Atalantes, Brythoniaid, Byzantii, Érainn, Jute, Fomoraic, Khthones, Norse or Ysian host, or as a general, commander or 
noble in an Anglecynn (Eofora) host.



BRAWLER
BRAW-ler

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 5+/20+/30

Sell-Sword - Man Infantry Vassal Drilled Common
Mass Base Size 61 30mm

BRAWLER Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 55 32 12 3 66 11 16
Abilities Bind (Ogre); Disciplined; Shieldwall

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

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

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

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

1
1 2 3 9 41 ###0.5 ” 1 1 Borne Parry

1 2 18 50 ###0.5 ” 2 2 Borne Parry; Foot only

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

1 1 2 3 4 5 9 41 ###0.5” 1 2 Borne Replace (Sword); Quick Strike; Parry 1

ARMOUR Armour+ C+A Hands Class Armour Rules

1 4 16 0 Worn

2 8 24 1 Borne Parry

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

1 9 29 0 Worn Replace (Leather Armour) 1
2 4 24 +Mailshirt 33 0 Worn Add 1

UNIT OPTIONS Unit Option Rules Cost

Champion One Brawler becomes the mustered champion, who gains +1 attack die on his primary combat weapon 3
Banner Bearer One Brawler becomes the mustered banner bearer 2

Herald One Brawler becomes the mustered herald 2
Veteran Brawlers The Brawler unit becomes Veteran (cost shown is per warrior), gaining +20 SKILL, +5 FORTITUDE and +5 AUTHORITY 3

?

RUFFIAN
RUF-i-ən

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 5+/20+/30

Sell-Sword - Man Infantry Vassal Trained Common
Mass Base Size 31 30mm

RUFFIAN Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 41 31 11 3 61 8 11
Abilities Bind (Ogre); Disciplined

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

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

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

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

1 1 2 3 7 38 ###1.5 ” 1 1 Borne Hedge

ARMOUR Armour+ C+A Hands Class Armour Rules

1 4 15 0 Worn

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

1 8 19 0 Worn Replace (Leather Armour) 1
2 4 15 +Mailshirt 23 0 Worn Add 1
3 8 19 +Mailshirt 27 31 1 Borne Add; Shieldwall; Parry 1

UNIT OPTIONS Unit Option Rules Cost

Champion One Ruffian becomes the mustered champion, who gains +1 attack die on his primary combat weapon 3
Banner Bearer One Ruffian becomes the mustered banner bearer 2

Herald One Ruffian becomes the mustered herald 2
Drilled Ruffians 2

Veteran Ruffians 3
?

Sword
Sword

Swords Two Swords

Leather Armour
Corselet

Shield
Shield

Mailshirt Corselet

Helm Helmet

Spear
Spear

Leather Armour
Corselet

Mailshirt Corselet

Helm Helmet

Shield Shield
+Mailshirt, 

Helmet

The Ruffian unit becomes Drilled (cost shown is per warrior), gaining +10 SKILL, +3 FORTITUDE and +3 AUTHORITY

The Ruffian unit becomes Veteran (cost shown is per warrior), gaining +20 SKILL, +5 FORTITUDE and +5 AUTHORITY



OUTLAW
OWT-lor

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 5+/10+/20

Sell-Sword - Man Vassal Trained Common
Mass Base Size 41 30mm

OUTLAW Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 43 30 12 3 60 8 12
Abilities Disciplined

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

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

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

1 1 2 3 33 0 0 ” 1 1 Borne

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

1 8 38 0” 12” 42” 70” 1 2 Borne Volley Shoot

ARMOUR Armour+ C+A Hands Class Armour Rules

1 4 16 0 Worn

UNIT OPTIONS Unit Option Rules Cost

Champion One Outlaw becomes the mustered champion, who gains +1 shoot die on his primary shot weapon 3
Drilled Outlaws 2

?

ROGUE
ROHG

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 5+/5+/10

Sell-Sword - Man Infantry Vassal Drilled Common
Mass Base Size 71 30mm

ROGUE Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 54 29 13 3 66 11 16
Abilities Disciplined; Scout; Skirmisher

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

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

1 1 2 3 4 5 35 0 0 ” 1 2 Borne Quick Strike

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

1 2 8 38 0” 12” 42” 70” 1 2 Borne Quick Shot

ARMOUR Armour+ C+A Hands Class Armour Rules

1 4 16 0 Worn

UNIT OPTIONS Unit Option Rules Cost

Champion One Rogue becomes the mustered champion, who gains +1 shoot die on his primary shot weapon 3
?

Infantry
Support

Dagger
Dagger

Bow
Bow

Corselet
Corselet

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

Daggers
Dagger

Bow
Bow

Corselet
Corselet



OGRE
OH-ger

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1+/3+/5

Sell-Swords - Ogre Monstrous Infantry Vassal Trained Uncommon
Mass Base Size 294 60mm

OGRE Pace Skill Might Constitution Wounds Fortitude Authority Temper
Insensate; Tough; Fearsome 6 32 50 51 12 73 26 32

Abilities Bulk Charger; Roarer; Bound (Ruffian)

1 2 3 4 5 6 7 8 9 10 11 12 Ogre 1 1 2 3 4 5 6 7 8 9 10 11 12 Ogre 2 1 2 3 4 5 6 7 8 9 10 11 12 Ogre 3 1 2 3 4 5 6 7 8 9 10 11 12 Ogre 4 1 2 3 4 5 6 7 8 9 10 11 12 Ogre 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 58 ###0.5 ” 1 1 Borne Pierce

1 2 3 4 5 16 66 ###0.5 ” 2 2 Borne Mighty Strike; Pierce; 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 6 7 8 8 58 ###0.5” 1 2 Borne Replace (Club); Quick Strike; Pierce -1

ARMOUR Armour+ C+A Hands Class Armour Rules

1 7 58 0 Worn

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

2 8 66 1 Borne Add; Shieldwall; Parry 2
UNIT OPTIONS Unit Option Rules Cost

Champion One Ogre becomes the mustered champion, who gains +1 attack die on his primary combat weapon 7
Banner Bearer One Ogre becomes the mustered banner bearer 5

Herald One Ogre becomes the mustered herald 5
Drilled Ogre The Ogre unit becomes Drilled (cost shown is per warrior), gaining +10 SKILL, +5 FORTITUDE and +4 AUTHORITY 4

Veteran Ogre The Ogre unit becomes Veteran (cost shown is per warrior), gaining +18 SKILL, +9 FORTITUDE and +10 AUTHORITY 9
?

Spiked Club
Club

Two Spiked Clubs Clubs

Scavenged Armour
Light Armour

Scavenged Shield Shield



BRIGAND
BRI-gand

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 5+/5+/10

Sell-Sword - Man Cavalry Vassal Trained Common
Mass Base Size 83 60x35mm

BRIGAND Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 46 32 12 4 77 8 23

HORSE 9 18 34 - - - - -
Abilities Bulk Charger (Horse); Disciplined; Flanker

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

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

1 1 2 3 7 39 ###1.5 ” 7 46 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

3 1 2 6 40 ### 1 ” 1 0 Natural Sightless Strike

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

1 4 16 0 Worn

2 8 24 1 Borne Parry

UNIT OPTIONS Unit Option Rules Cost

Champion One Brigand becomes the mustered champion, who gains +1 attack die on his primary combat weapon 5
Banner Bearer One Brigand becomes the mustered banner bearer 4

Herald One Brigand becomes the mustered herald 4
Drilled Brigands The Brigand unit becomes Drilled (cost shown is per warrior), gaining +10 SKILL, +3 FORTITUDE and +3 AUTHORITY 2

Veteran Brigands The Brigand unit becomes Veteran (cost shown is per warrior), gaining +20 SKILL, +5 FORTITUDE and +5 AUTHORITY 4
?

Horse: Insensate

Spear
Spear

Trampling Hooves
Trample

Helm and Corselet
Helmet; Corselet

Shield
Shield



PONY
POH-nee

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
0 1

Sell-Sword - Pony Beast Wild Common
Mass Base Size 22 50x30mm

PONY 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

?

HORSE
(HORS - HORSE)

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
0 1

Sell-Sword - Horse Beast Wild Common
Mass Base Size 43 60x35mm

HORSE 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

ANG-SSD-0200-400 - Uhtred Uhtredson on Horse

DOG
DOG

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
0 5+/5+/10

Sell-Sword - Dog Beast Wild Common
Mass Base Size 71 40x25mm

DOG Pace Skill Might Constitution Wounds Fortitude Authority Temper

8 42 26 8 2 34 7 12
Abilities Flanker

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

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

1 1 2 7 33 0 0” 1 0 Natural

2 1 2 3 29 0 0” 1 0 Natural

?

CATTLE
KAT-el

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
0 1

- - Cattle Beast Wild Common
Mass Base Size 33 50x30mm

CATTLE Pace Skill Might Constitution Wounds Fortitude Authority Temper
Insensate 6 11 48 21 5 44 3 16
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 10 58 ### 1” 1 0 Natural Sightless Strike

?

Beast
Mount

Insensate
Mount or Draught Beast only

Trampling Hooves
Trample

Beast
Mount

Insensate
Mount or Draught Beast only

Trampling Hooves
Trample

Beast
Hound

Insensate; Small
Beast Handler only

Clamping Bite
Bite

Slashing Claws
Claws

Beast
Domestic Animal

Trampling Hooves
Trample



GIANT
JY-ent

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Sell-Swords Sell-Swords Giant Vassal Wild Rare
Mass Base Size 38817 120mm

GIANT Pace Skill Might Constitution Wounds Fortitude Authority Temper
Gigantic; Insensate; Stubborn; Terrifying 8 26 111 102 86 67 56 80

Abilities Bulk Charger; Roarer

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

81 82 83 84 85 86

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

1
1 2 3 4 5 6 7 8 9 10

33 144 ### 2 ” 0 3 2 Borne Grab; Mighty Strike; Pierce; Terrible Damage
11 12 13 14 15 16

2 1 2 3 4 5 6 11 122 0 0” 1 0 Natural Sightless Strike; Stomp

ARMOUR Armour+ C+A Hands Class Armour Rules

1 8 110 0 Worn

SSD-SSD-8450 - Old Bill of Bell End

Monstrous Beast
Solitary

Big Hammer
Club

Trampling Feet
Trample

Scavenged Armour
Improvised Armour


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

	Darklands - Sell-Sword Muster - v2.07 - playtest
	Title
	Mustering
	Rules
	Invocations
	Artefacts
	Warlords
	Warchiefs
	Ancestors
	Infantry
	Monstrous Infantry
	Cavalry
	Beasts
	Monstrous Beasts




