
v2.07v2.07
for Darklands: Second Edition

MIERCE
MINIATURES

last updated 1st January 2024

Three-Claw

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

vras



VRAS MUSTER
version 2.07
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VRAS MUSTER WENDLIST
Changes to the Vras muster are recorded here.

Version Change

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

The focus range of all sorcerers has been reduced

The ‘bind (dog-razh, razh-swarm)’ ability has been added to the vras-fiend and kill-thing, and the muster chart updated for those bind units where necessary

Vermin-fiend changed to vras-fiend where that name is found

Added the war-glaive combat weapon to the rend-vras profile

Removed bow-vras as sworn unit option for a vras-lord

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

v2.06 Added the ‘tactician’ ability to the Blunt-Claw, vras-lord and vras-chief profiles

Ensured that scouting nobles cannot be the general

Added the ‘disciplined’ ability to a number of different profiles

Removed the ‘fearless’ trait from almost all warriors

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



VRAS MUSTERING
version 2.07

VRAS HOST

Realm Compulsory Commands Host Commands Realm Commands

1 1 0-1+ 0-1

VRAS COMMANDS

Commander Sworn Box Pledge Box Petition Box

Companions

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

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

Sworn Units Pledged Units

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

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

COMPANIONS Sorcerer Sell-Sword

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

Commander

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

with option
Commander

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

Commander

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

Noble Unit

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

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%

THREE-CLAW
HOST

Three-Claw

General
Three-Claw

Command
Three-Claw

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
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.



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

Commander Sworn Box Pledge Box Petition Box

War-Vras Spear-Vras War-Vras Spear-Vras Razh-Swarm Razh-Vras Vras-Fiend Goz-Horror

0-1 0-1 17 0-1+ 11 0-1+ 10 0-1+ 12 0-1+ 27 0-1 39 0-1+

90

Razh-Vras Razh-Vras Vile-Vras Rend-Vras Filth-Vras

0-1 12 0-1+ 42 0-1 26 0-1+ 21 0-1
Razh-Swarm

War-Brock Kill-Thing Mole-Thing

36 0-1+ 62 0-1 29 0-1
Razh-Swarm

Sell-Sword

< 0-1

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

Commander Sworn Box Pledge Box Petition Box

War-Vras Spear-Vras War-Vras Spear-Vras Razh-Swarm Runt-Vras Bow-Vras Sneak-Vras

0-1 0-1 17 0-1+ 11 0-1+ 10 0-1+ 11 0-1+ 11 0-1+ 12 0-1

85

Razh-Vras Dog-Razh Rend-Vras

12 0-1+ 7 0-1+ 26 0-1+
Razh-Swarm

Filth-Vras Vras-Fiend Goz-Horror

21 0-1 27 0-1 39 0-1
Razh-Swarm

Bow-Vras Sneak-Vras War-Brock Kill-Thing

11 0-1+ 12 0-1+ 22 0-1 36 0-1+ 62 0-1

Razh-Vras Razh-Vras Vile-Vras Razh-Horror

0-1 12 0-1+ 42 0-1 49 0-1

Mole-Thing Sell-Sword

1 34 0-1 29 0-1 < 0-1

Spear-Vras Spear-Vras Runt-Vras Razh-Swarm War-Vras Bow-Vras Sneak-Vras

0-1 11 0-1+ 11 0-1+ 10 0-1+ 17 0-1 11 0-1+ 12 0-1

74

as Sneak-Vras
Sneak-Vras Sneak-Vras Rend-Vras Razh-Vras Dog-Razh

1 12 0-1+ 26 0-1 12 0-1+ 7 0-1+
Razh-Swarm

Bow-Vras Bow-Vras Sneak-Vras Vras-Fiend Filth-Vras

0-1 11 0-1+ 12 0-1+ 22 0-1 27 0-1 21 0-1
Razh-Swarm

Razh-Vras Razh-Vras Vile-Vras Filth-Vras Mole-Thing

0-1 12 0-1+ 42 0-1 21 0-1 29 0-1
Razh-Swarm

Goz-Horror Razh-Horror Sell-Sword

1 34 0-1 39 0-1 49 0-1 < 0-1

Three-Claw

BLUNT-CLAW

Dog-Razh, Razh-Swarm+, 
Spear-Vras+, Rend-Vras+, 

Filth-Vras+

Dog-Razh, Razh-Swarm+, 
Spear-Vras+, Rend-Vras+, 

Filth-Vras+

Dog-Razh, Razh-Swarm+, 
Spear-Vras+, Rend-Vras+, 

Filth-Vras+

Dog-Razh, Razh-Swarm+, 
Spear-Vras+, Rend-Vras+, 

Filth-Vras+

Dog-Razh+, Razh-
Swarm+

as rider of Back-
Cracker

Dog-Razh+, Razh-
Swarm+, Filth-Vras+

Three-Claw

VRAS-LORD

Dog-Razh, Razh-Swarm+, 
Spear-Vras+, Rend-Vras+, 

Filth-Vras+

Dog-Razh, Razh-Swarm+, 
Spear-Vras+, Rend-Vras+, 

Filth-Vras+

Dog-Razh, Razh-Swarm+, 
Spear-Vras+, Rend-Vras+, 

Filth-Vras+

Dog-Razh, Razh-Swarm+, 
Spear-Vras+, Rend-Vras+, 

Filth-Vras+

Dog-Razh+, Razh-
Swarm+, Filth-Vras+

Dog-Razh+, Razh-
Swarm+

with
Vras-Bow

Hunter-
Kaerell

Razh-Swarm+,Dog-
Razh+

as rider of Rend-
Razh, Goz-Horror 

or Rend-Terror

as rider of Razh-
Horror War Tower

Razh-Horror
War Tower

Razh-Horror
War Tower

Three-Claw

VRAS-CHIEF

Dog-Razh, Razh-Swarm+, 
Spear-Vras+, Rend-Vras+, 

Filth-Vras+

Dog-Razh, Razh-Swarm+, 
Spear-Vras+, Rend-Vras+, 

Filth-Vras+

Razh-Swarm+, Spear-
Vras+, Rend-Vras+, Filth-

Vras+

Dog-Razh+, Razh-
Swarm+, Filth-Vras+

with
Vras-Bow

Hunter-
Kaerell

Dog-Razh+, Razh-
Swarm+

as rider of Rend-
Razh, Goz-Horror 

or Rend-Terror

as rider of Razh-
Horror War Tower

Razh-Horror
War Tower

Razh-Horror
War Tower



War-Vras Spear-Vras War-Vras Spear-Vras Razh-Swarm Rend-Vras Vras-Fiend Kill-Thing

0-1 0-1 17 0-1+ 11 0-1+ 10 0-1+ 26 0-1 27 0-1 62 0-1

70

Razh-Vras Razh-Vras Vile-Vras War-Brock

0-1 12 0-1+ 42 0-1 36 0-1

Goz-Horror Razh-Horror

1 34 0-1 39 0-1 49 0-1

Dog-Razh Razh-Swarm Dog-Razh Razh-Swarm Kill-Thing Goz-Horror Rend-Terror

0-1 0-1 7 0-1+ 10 0-1+ 62 0-1 39 0-1 36 0-1

65 Razh-Swarm Razh-Swarm

Razh-Horror Mole-Thing

49 0-1 29 0-1

Blight-One Blight-One Gas-Vras Razh-Swarm Blight-Thing

1 9 0-1+ 11 0-1+ 10 0-1+ 30 0-1

32
Razh-Swarm

VRAS SELL-SWORD COMMANDERS

17 0-1 12 0-1+

79 Beast unit 1 < 0-1 Ysian Beast unit

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

Khthones Ysians

any realm any realm

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

Three-Claw

KILL-VRAS

Dog-Razh, Razh-Swarm+, 
Spear-Vras+, Rend-Vras+, 

Filth-Vras+

Dog-Razh, Razh-Swarm+, 
Spear-Vras+, Rend-Vras+, 

Filth-Vras+

Dog-Razh, Razh-Swarm+, 
Spear-Vras+, Rend-Vras+, 

Filth-Vras+

Dog-Razh, Razh-Swarm+, 
Spear-Vras+, Rend-Vras+, 

Filth-Vras+

Dog-Razh+, Razh-
Swarm+, Filth-Vras+

Dog-Razh+, Razh-
Swarm+

Dog-Razh+, Razh-
Swarm+

as rider of Rend-
Razh, Goz-Horror 

or Rend-Terror

as rider of Razh-
Horror War Tower

Razh-Horror
War Tower

Razh-Horror
War Tower

Three-Claw

RAZH-MASTER

Dog-Razh+, Razh-
Swarm+

Dog-Razh+, Razh-
Swarm+

Three-Claw

BLIGHT-VRAS

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

ALIX
OF CARN BRAN

any Kindred

Beast Unit
Sell-Sword

any Kindred

Beast Unit
Sell-Sword

Goad-Drune
Sell-Sword

Ogre
Sell-Sword

ALLIED
COMMANDER

Allied
Sworn Unit

Allied
Pledged Unit

Allied
Petitioned Unit



BLIGHT SPELLS
Vras Invocation List

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

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

1 1 2 8

2
1 2 3 4 5 6 7 8 9 10

56 0” 3” 30” 40” 1 Corruption Damage 5
11 12 13 14 15 16 17 18

3 1 2 3 4 5 6 7 8 62 6

4 1 2 3 9

5 1 2 3 4 5 6 7

6 1 2 3 4 5 6 7 8 52 0” 3” 15” 24” 1 Corruption Damage 5

7 1 2 3 4 13

8 1 2 18

9 1 2 3 4 13

10 1 2 3 4 9

11 1 2 3 18

12 1 2 24

13 1 2 29

14 1 2 3 4 5 6 7 8 44 0” 3” 9” 12” 1 Corruption Damage (2) 5

15 1 2 3 4 12

Sneak
Focus

Constant Effect: Marked unit is unseen.
Rules: Once per Mark; Majority Mark; Mutable

Putrid Blood
Sight

Grey Death
Focus

Rules: Ignores Armour; Corruption Damage

Blighted Flesh
Focus

Living Marks: Marked unit may only be an enemy unit with the ‘living’ trait.
Immediate Effect: Marked unit immediately suffers suffers D10 wounds per invoked die (the damage from which is distributed randomly amongst its Marked warriors). 
The Marked unit also gains an additional 2D10 corruption effect tokens, attached to each Different Mark's wounded warrior first.
Rules: Ignores Armour; Corruption Damage; Mutable

Mould Spores
Focus

Constant Effect: The Marked unit gains D10 corruption effect tokens per invoked die, attached to each Different Mark's wounded warrior first.
Rules: Mutable

Plague Breath
Sight

Black Blight
Focus

Rat Marks: Marked unit may only be a friendly non-Allied unit that is not of the Kin Blight-One, Blight-Thing, Kaerell, Mole-Thing or War-Brock.
Constant Effect: The Marked unit becomes a Blighted unit and each Blighted warrior becomes or remains Terrifying and gains the Immune (Corruption) and 
Tough traits. The Blight-Vras must roll 1D10 per invoked die, called the blight roll. Each Blighted warrior immediately increases its CONSTITUTION by the result of the 
blight roll, which can increase a warrior's CONSTITUTION beyond its base value, and its WOUNDS by 1 per invoked die, which can increase a warrior's WOUNDS beyond its 
base value. Each blighted warrior also gains one corruption effect token multiplied by his mass, which he can transfer to any enemy warrior within 1”.
Rules: Once per Mark; Entire Mark; Permanent

Hurry-Hurry
Focus

Friendly Marks: Marked unit may only be a friendly unit.
Immediate Effect: Marked unit immediately becomes active and performs a Run action (disregarding its vigour state for requirements purposes), which can be an 
Engagement action, 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 + 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

Rabid
Focus

Rat Marks: Marked unit may only be a friendly non-Allied unit that is not of the Kin Blight-One, Blight-Thing, Kaerell, Mole-Thing or War-Brock.
Constant Effect: The Marked unit becomes a Rabid unit and each Marked warrior - also called a Rabid warrior - becomes or remains frenzied. Add a frenzied attack 
die to each Rabid warrior, in addition to those it might already have. Additionally, the Rabid unit gains 1D10 MIGHT per invoke die.
Immediate Effect: The Rabid unit becomes alert if it was weary or lively if it was alert.
Rules: Once per Mark; Entire Mark; Mutable

Bursting Blight
Focus

Friendly Marks: Marked unit may only be a friendly unit with the Living trait.
Constant Effect: One Marked warrior (the Blighted warrior) per invoked die from the Marked unit explodes in a shower of bloody gore, bile and corruption, ensuring 
he is dead. Each warrior within blight range of any Blighted warrior (defined as 1” multiplied by the Afflicted warriors' mass) - called an Afflicted warrior - of any 
Blighted warrior suffers D10 corruption damage, including the Marked unit.

Spoil
Sight

Marked Point: Marked point cannot be within a water terrain feature or upon a man-made terrain feature, and not within other Spoil effect terrain or any other type of 
effect terrain. When placed upon units, the Mark becomes the unit within Spoil with the highest TEMPER value.
4” Spoil Template: place the centre of the 4” Spoil Template upon the Marked point.
Immediate Effect: Any unit within the Spoil Template gain 1D10 corruption tokens per invoked die.
Future Effect: Each unit within the Spoil Template suffers 1D10 corruption damage at the end of every activation after the Invoker's that takes place during the battle 
hour.
Rules: Mutable

Quickening Canker
Focus

Living Marks: Marked unit may only be a friendly unit with the ‘living’ trait.
Immediate Effect: Marked unit immediately suffers D10 wounds per invoked die (the damage from which is distributed randomly amongst its Marked warriors), but 
becomes lively if it was alert or alert if it was weary.
Rules: Once per Mark; Entire Mark

Vras-Call
Focus

Marked Rats: The Invoker may Call a unit of Razh-Swarms, Dog-Razh or Rend-Razh up to their maximum size or a single Rend-Terror (called a Called unit) by passing 
a TEMPER TEST called a CALL TEST. The CALL TEST is modified by adding the mass of the Called unit to the CALL ROLL. If the CALL TEST is failed, the Called unit is not 
created and the Invoker must immediately roll upon the Fumble Table.
Immediate Effect: The Invoker Calls a unit upon the creating point, which must be any point along any edge of the battlefield within his total focus range. If no edge of 
the battlefield is within total focus range, the Invoker must immediately roll upon the Fumble Table.
Beast Animus: the Invoker may only successfully Call one unit per battle per his own animus.
Rules: Creation

Rancid Pus
Sight

Infect
Focus

Friendly Marks: Marked unit may only be a friendly unit with the Living trait.
Immediate Effect: The Marked unit becomes an Infecting unit and any enemy unit in base contact with any Infecting warrior (called an Infected unit) instantly gains 
1D10 corruption tokens per Infecting warrior in base contact. As soon as corruption tokens are placed, the Infecting unit suffers 1 damage per Infecting warrior in base 
contact and, if the Infecting unit does not have the ‘resistant (corruption)’ trait, also gains 1D10 corruption tokens.
Constant Effect: If the Infecting unit comes into contact with more enemy units, the immediate effect above applies to both the Infecting unit and the Infected unit. An 
enemy unit cannot become an Infected unit of the same Infecting unit more than once.
Rules: Once per Mark; Majority Mark; Permanent



BLUNT-CLAW
BLUNT-KLOR

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Vras Three-Claw Vras Warlord Noble Veteran Unique + Rare
Mass Base Size 621 30mm

BLUNT-CLAW Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 71 48 46 8 80 90 24
Abilities Disciplined; Tactician

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 17 65 ###0.5” 2 1 Borne Switch (Man-Skewerer); Corruption Damage

1 1 2 3 9 57 ###2.5” 9 66 1 1 Borne

2 1 2 3 4 5 12 60 ###0.5” 2 1 Worn Parry; Corruption Damage

3 1 2 3 51 0 0” 1 0 Natural Corruption Damage

ARMOUR Armour+ C+A Hands Class Armour Rules

1 10 56 0 Worn

ARTEFACTS Artefact Rules

1

WARRIOR RULES Rules

Rabid-Rage
MOUNT OPTIONS Mount Option Rules Mass Mount+ C+A Cost

May ride Skull-Breaker 11 18 74 244
VRS-TCW-0302 - Blunt-Claw

SKULL-BREAKER
SKUL BRAY-ker

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
0 1

Vras Three-Claw Goz-Horror Beast Wild Unique + Rare
Mass Base Size 24111 100mm

SKULL-BREAKER Pace Skill Might Constitution Wounds Fortitude Authority Temper

7 30 81 88 47 61 40 63
Abilities Bulk Charger

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

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 24 105 ###0.5” 2 0 Natural Corruption Damage; Pierce; Vicious Damage

2 1 2 3 4 5 16 97 0 0 ” 32 129 2 0 Natural Impact Mighty Strike; Charge+; Pierce

2 1 2 3 4 18 99 0 0 ” 1 0 Natural

3 1 2 3 12 93 ###0.5” 1 0 Natural Blind Strike

4 1 2 3 4 5 8 89 0 0 ” 1 0 Natural Sightless Strike

ARMOUR Armour+ C+A Hands Class Armour Rules

1 5 93 0 Natural

1 7 100 0 Worn

1 15 115 0 Worn

ARTEFACTS Artefact Rules

1

VRS-TCW-8585 - Skull-Breaker

Insensate; Loathsome; Resist (corruption); Strength 
in Numbers

Man-Butcher
Cleaver

Man-Skewerer
Spear

Switch (Man-Butcher); Mounted Only; Mounted Impact Strike; 
Mounted Charge+; Corruption Damage

Blunt-Claws
Claws

Gnawing Bite
Bite

Man-Pots
Light Armour

Supper-Rack
Not just for supper

Dinner: Blunt-Claw may recover D5 WOUNDS at the beginning of any of his activations, before any actions are performed, unless he is engaged or beset in combat. This may not increase his WOUNDS 
attribute beyond its basic value. One Use Only.

Frenzied: At the end of Blunt-Claw's first Attack action of a battle (before Attack Result reactions are calculated) Blunt-Claw becomes Frenzied, gaining 1 frenzied attack die on the Man-Butcher and Man-
Skewerer combat weapons.

Skull-Breaker Ardent Mount

Monstrous Beast
Ardent Mount

Gigantic; Insensate; Loathsome; Resist (corruption); 
Terrifying; Stubborn

Stabbing Bite
Bite

Kill-Head
Helmet

Raking Claws
Claws

Spiked Tail
Tail

Trample
Trample

Tough Hide
Skin

Kill-Head
Helmet

Back-Plates
Heavy Armour

Supper-Hoard
Not just for supper

Dinner: Blunt-Claw may recover D10 WOUNDS at the beginning of any of his activations, before any actions are performed, unless he is engaged or beset in combat. This may not increase his WOUNDS 
attribute beyond its basic value. One Use Only.



VRAS-LORD
VRASS-lord

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Vras Three-Claw Vras Warlord Noble Veteran Uncommon
Mass Base Size 391 30mm

VRAS-LORD Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 65 45 44 7 76 85 23
Abilities Disciplined; 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 16 61 ###0.5” 2 1 Borne

2 1 2 3 4 12 57 ###0.5” 1 1 Worn Parry

3 1 2 3 48 0 0” 1 0 Natural Corruption Damage

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

1 1 2 3 4 5 6 18 63 ###0.5 ” 2 1 Borne Replace (Cleaver, Claws); Foot only -2
1 1 2 3 4 5 6 7 9 54 ###2.5 ” 9 63 1 1 Borne 17

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

1 1 2 3 9 54 0” 6” 24” 48” 1 2 Borne Add; Corruption Damage; Foot only 2

ARMOUR Armour+ C+A Hands Class Armour Rules

1 9 53 0 Worn

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

2 9 62 1 Borne Add; Parry 1
MOUNT OPTIONS Mount Option Rules Mass Mount+ C+A Cost

May ride a Rend-Razh 3 7
May ride a Goz-Horror 11 17 70 146
May ride a Rend-Terror 6 11 64 77

MOUNT ARMOUR OPTIONS Armour+ with mount with mount with mount Hands Class Armour Rules Cost

3 7 on Goz-Horror 77 71 on Rend-Razh 60 0 Worn Add 1
ENGINE OPTIONS Engine Option Rules Engine+ C+A Cost

Gains the Engine Leader (Razh-Horror War Tower) ability, replacing one Spear-Vras crew that is not the driver. 15 68 331
CHARIOT OPTIONS Chariot Option Rules Chariot+ C+A Cost

May ride a Razh-Chariot, replacing one Spear-Vras crew that is not the driver. Rider gains the Engine Leader (Razh-Chariot) and Flanker abilities 6 52 28
VRS-TCW-0302 - Blunt-Claw

Insensate; Loathsome; Resist (corruption); Strength 
in Numbers

Cleaver
Cleaver

Claws
Claws

Gnawing Bite
Bite

War-Blade Cleaver

War-Spear Spear
Replace (Cleaver, Claws); Mounted Impact 
Strike; Mounted Charge+

Vras-Bow Bow

Rusted Plate
Light Armour

Claw-Shield Shield

Rend-Razh Beast Mount

Goz-Horror Ardent Mount

Rend-Terror Ardent Mount

Battered Plate Barding
on Rend-
Terror

Razh-Horror War Tower Engine Leader

Razh-Chariot Chariot Leader



VRAS-CHIEF
VRASS-cheef

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Vras Three-Claw Vras Warchief Noble Veteran Common
Mass Base Size 231 30mm

VRAS-CHIEF Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 56 38 35 5 68 74 21
Abilities Disciplined; Tactician

Wound Track 1 2 3 4 5

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

1 1 2 3 15 53 ###0.5” 2 1 Borne

2 1 2 3 11 49 ###0.5” 1 1 Worn Parry

3 1 3 41 0 0” 1 0 Natural Corruption Damage

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

1 1 2 3 4 5 18 56 ###0.5 ” 2 1 Borne Replace (Cleaver, Claws); Foot Only 0
1 1 2 3 4 5 6 9 47 ###2.5 ” 9 56 1 1 Borne -1

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

1 1 2 9 47 0” 6” 24” 48” 1 2 Borne Add; Corruption Damage; Foot only 2
2 1 2 3 4 5 43 0” 3” 12” 18” 1 2 Borne 2

ARMOUR Armour+ C+A Hands Class Armour Rules

1 9 44 0 Worn

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

2 9 53 1 Borne Add; Parry 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
Purchased with (Daggers); Foot only; Gains the Scout and Skirmisher abilities; cannot be the general 3

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

May ride a Rend-Razh 3 6
May ride a Goz-Horror 11 17 26 146
May ride a Rend-Terror 6 11 55 76

MOUNT ARMOUR OPTIONS Armour+ with mount with mount with mount Hands Class Armour Rules Cost

3 5 on Goz-Horror 66 60 on Rend-Razh 49 0 Worn Add 1
ENGINE OPTIONS Engine Option Rules Engine+ C+A Cost

Gains the Engine Leader (Razh-Horror War Tower) ability, replacing one Spear-Vras crew that is not the driver 15 59 331
Gains the Engine Crew (Razh-Horror War Tower) ability, replacing one Spear-Vras crew that is not the driver nor its leader 15 59 -6

CHARIOT OPTIONS Chariot Option Rules Chariot+ C+A Cost

May ride a Razh-Chariot, replacing one Spear-Vras crew that is not the driver. Rider gains the Engine Leader (Razh-Chariot) and Flanker abilities 6 50 28
May ride a Razh-Chariot, replacing one Spear-Vras crew that is not the driver. Rider gains the Engine Crew (Razh-Chariot) and Flanker abilities 6 50 -7

VRS-TCW-0302 - Blunt-Claw; VRS-TCW-1300 - Grey-Fur

KILL-VRAS
KILL-vras 

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Vras Three-Claw Vras Warchief Noble Elite Uncommon
Mass Base Size

301 30mm

KILL-VRAS Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 65 42 38 6 73 70 25
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 15 57 ###1.5” 2 1 Borne Quick Strike

3 1 3 45 0 0” 1 0 Natural Corruption Damage

ARMOUR Armour+ C+A Hands Class Armour Rules

1 8 46 0 Worn

2 9 55 1 Borne Parry

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

May ride a Rend-Razh 3 6
May ride a Goz-Horror 11 17 72 146
May ride a Rend-Terror 6 11 66 77

ENGINE OPTIONS Engine Option Rules Engine+ C+A Cost

Gains the Engine Leader (Razh-Horror War Tower) ability, replacing one Spear-Vras crew that is not the driver. 15 70 331
Gains the Engine Crew (Razh-Horror War Tower) ability, replacing one Spear-Vras crew that is not the driver nor its leader. 15 70 -6

VRS-TCW-1320 - Black-Fang

Insensate; Loathsome; Resist (corruption); Strength 
in Numbers

Man-Butcher
Cleaver

Blunt-Claws
Claws

Gnawing Bite
Bite

War-Blade Cleaver

War-Spear Spear
Replace (Cleaver, Claws); Mounted Impact 
Strike; Mounted Charge+

Vras-Bow Bow

Daggers Dagger
Add; Quick Shot; Move and Shoot; Corruption 
Damage

Rusted Plate
Light Armour

Claw-Shield Shield

Vras-Caller Host Banner Bearer

Doom-Vras Host Herald

Sneak-Master Scout

Rend-Razh Beast Mount

Goz-Horror Ardent Mount

Rend-Terror Ardent Mount

Battered Plate Barding
on Rend-
Terror

Razh-Horror War Tower Engine Leader

Razh-Horror War Tower Engine Crew

Razh-Chariot Chariot Leader

Razh-Chariot Chariot Crew

Insensate; Loathsome; Resist (corruption); Strength 
in Numbers

War-Glaive
Glaive

Gnawing Bite
Bite

Rusted Plate
Light Armour

Claw-Shield
Shield

Rend-Razh Beast Mount

Goz-Horror Ardent Mount

Rend-Terror Ardent Mount

Razh-Horror War Tower Engine Leader

Razh-Horror War Tower Engine Crew



BLIGHT-VRAS
BLYT-vrass

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Vras Three-Claw Vras Warchief Noble Wild Uncommon
Mass Base Size 481 30mm

BLIGHT-VRAS Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 34 35 28 4 62 32 53
Abilities Augurer; Earther; Sorcerer (1); Bind (Razh-Swarm) Focus Range: 8ˮ

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

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

1 1 2 3 6 41 0 0 ” 2 1 Borne Corruption Damage

2 1 3 38 ### 1 ” 1 1 Borne Blight-Staff Artefact; Corruption Damage

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 5 40 0” 0” 12” 18” 1 2 Borne 1 2 3 1

ARMOUR Armour+ C+A Hands Class Armour Rules

1 3 31 0 Natural

ARTEFACTS Artefact Rules

1

2 1 2 3 4 5 6 7 8 9

WARRIOR RULES Rules

ENGINE OPTIONS Engine Option Rules Engine+ C+A Cost

Gains the Engine Crew (Razh-Horror War Tower) ability, replacing one Spear-Vras crew that is not the driver nor its leader. 15 46 -7
VRS-TCW-1360 - Scab-Face

VRAS-CALLER
VRAS-kall-ər

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Vras Three-Claw Vras Warchief Noble Drilled Common
Mass Base Size 181 30mm

VRAS-CALLER Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 46 35 28 4 67 22 16
Abilities Host Banner Bearer; Disciplined

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 11 46 ###0.5” 2 1 Borne

3 1 3 38 0 0” 1 0 Natural Corruption Damage

ARMOUR Armour+ C+A Hands Class Armour Rules

1 7 35 0 Worn

WARRIOR RULES Rules

VRS-TCW-1330 - ?

DOOM-VRAS
DOOM vras

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Vras Three-Claw Vras Warchief Noble Drilled Common
Mass Base Size 171 30mm

DOOM-VRAS Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 43 34 26 4 63 18 16
Abilities Host Herald; Disciplined

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 11 45 ###0.5” 2 1 Borne

3 1 3 37 0 0” 1 0 Natural Corruption Damage

ARMOUR Armour+ C+A Hands Class Armour Rules

1 6 32 0 Worn

WARRIOR RULES Rules

VRS-TCW-1340 - No-Tail

Insensate; Loathsome; Resist (corruption); Strength 
in Numbers

Blight-Dagger
Sorcerous Dagger

Blight-Staff
Sorcerous Staff

Blight-Bomb Grenade
Add; Combat Shot Weapon; No Lethal 
Range; Shots (3); Quick Shot; Corruption 
Damage 

Blight-Skin
Skin

Blight-Staff
Sorcerous Staff

The power of the blight
Corrupted Flesh: The Blight-Staff enables the Blight-Vras to re-roll any one invoke die per invocation created. This does not include fumbled invoke dice.

Blight-Flesh
Meat

Blighted Meat: before the Blight-Vras is positioned on the battlefield, the Blight-Vras' player must roll a D10, called the blight roll. The result of the blight roll is the amount of 
Blight-Flesh the Blight-Vras carries when the battle begins. This should be marked on the Artefact Line to the left.
Eater of Blight: The Blight-Vras may consume up to three pieces of Blight-Flesh before any invocation is performed, thus reducing the Blight-Flesh total by the amount of Blight-
Flesh consumed. The Blight-Vras' TEMPER for that invocation is increased by 2D10 per Blight-Flesh piece consumed. The Blight-Vras' focus range is increased by D10 per Blight-Flesh 
piece consumed.

The Blighted Dead
Death is change

Flesh-Seeker: The Blight-Vras may Grab any dead warrior token within 1”, which is immediately removed from the battlefield. The Blight-Vras increases the amount of Blight-Flesh he carries by D10 
multiplied by the mass of the dead warrior token, to a maximum of 9.

Razh-Horror War Tower Engine Crew

Insensate; Loathsome; Resist (corruption); Strength 
in Numbers

Man-Butcher
Cleaver

Gnawing Bite
Bite

Rusted Plate
Light Armour

Vras-Banner
Vras, Called to War

War Banner: the Vras-Banner is a host banner and a Vras-Caller's host banner range is 18”. Additionally, the Vras-Caller's mass is added to any friendly Strength in Numbers calculation within host banner 
range.

Insensate; Loathsome; Resist (corruption); Strength 
in Numbers

Man-Butcher
Cleaver

Gnawing Bite
Bite

Rusted Plate
Light Armour

Doom-Drum
Doom, heralded

War Drum: as well as being a host instrument, when any friendly units are performing an Emerge action the Vras-Drum modifies their EMERGE TEST by -2D10 and any Mishap Rolls by +1 to a maximum 
of 9.



RAZH-MASTER
RAZH-MAS-ter

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Vras Three-Claw Vras Warchief Noble Wild Common
Mass Base Size 271 30mm

RAZH-MASTER Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 42 33 37 5 68 65 14
Abilities Beast Handler (any Vras Beast or Monstrous Beast); Bind+ (any Vras Beast or Monstrous Beast)

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 41 ### 2” 1 1 Borne Goad

2 1 2 3 9 42 ###0.5” 1 1 Borne

3 1 2 3 36 0 0” 1 0 Natural Corruption Damage

ARMOUR Armour+ C+A Hands Class Armour Rules

1 6 43 0 Worn

WARRIOR RULES Rules

Razh-Master

VRS-TCW-1375 - Pus-Belly

Insensate; Loathsome; Resist (corruption); Strength 
in Numbers

Barb-Whip
Whip

War-Blade
Cleaver

Gnawing Bite
Bite

Rusted Plate
Light Armour

A Razh-Master within a Bound unit may choose to Goad the Bind unit (now also called the Goaded unit) by performing a Goad action upon them. In addition to the goad effects listed in the Goad action, the 
Razh-Master may force the Goaded unit to perform the following goad effect:
Bite-Bite: the Goaded unit may perform two Attack actions with combat weapons of the type ‘Bite’ instead of one in the current activation.



WAR-VRAS
WOR-vrass

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 5+/10+/15

Vras Three-Claw Vras Infantry Vassal Trained Common
Mass Base Size 142 40mm

WAR-VRAS Pace Skill Might Constitution Wounds Fortitude Authority Temper

6 42 38 24 6 63 17 19
Abilities Bind+ (Spear-Vras, Rend-Vras, Filth-Vras); Bulk Charger; Disciplined; Shieldwall

1 2 3 4 5 6 W-V 1 1 2 3 4 5 6 W-V 2 1 2 3 4 5 6 W-V 3 1 2 3 4 5 6 W-V 4 1 2 3 4 5 6 W-V 5 1 2 3 4 5 6 W-V 6 1 2 3 4 5 6 W-V 7 1 2 3 4 5 6 W-V 8 1 2 3 4 5 6 W-V 9 1 2 3 4 5 6 W-V 10 

1 2 3 4 5 6 W-V 11 1 2 3 4 5 6 W-V 12 1 2 3 4 5 6 W-V 13 1 2 3 4 5 6 W-V 14 1 2 3 4 5 6 W-V 15 

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

1
1 2 3 4 8 46 ###1.5 ” 1 1 Borne

1 2 3 16 54 ###1.5 ” 2 2 Borne

2 1 8 46 0 0” 1 0 Natural Corruption Damage

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 12 44 0 Worn Replace (Rusted Plate) 1
UNIT OPTIONS Unit Option Rules Cost

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

Drilled War-Vras The War-Vras unit becomes Drilled (cost shown is per warrior), gaining +10- SKILL, +5 FORTITUDE and +5 AUTHORITY 3
VRS-TCW-2800 - Wrong-Fang's Burrow

SPEAR-VRAS
SPEER-vrass

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 5+/20+/30

Vras Three-Claw Vras Infantry Vassal Wild Common
Mass Base Size

71 30mm

SPEAR-VRAS Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 33 30 14 3 58 11 11
Abilities Bind+ (Rend-Vras, Filth-Vras); Shieldwall

1 2 3 Spear-Vras 1 1 2 3 Spear-Vras 2 1 2 3 Spear-Vras 3 1 2 3 Spear-Vras 4 1 2 3 Spear-Vras 5 1 2 3 Spear-Vras 6 1 2 3 Spear-Vras 7 1 2 3 Spear-Vras 8 1 2 3 Spear-Vras 9 1 2 3 Spear-Vras 10 

1 2 3 Spear-Vras 11 1 2 3 Spear-Vras 12 1 2 3 Spear-Vras 13 1 2 3 Spear-Vras 14 1 2 3 Spear-Vras 15 1 2 3 Spear-Vras 16 1 2 3 Spear-Vras 17 1 2 3 Spear-Vras 18 1 2 3 Spear-Vras 19 1 2 3 Spear-Vras 20 

1 2 3 Spear-Vras 21 1 2 3 Spear-Vras 22 1 2 3 Spear-Vras 23 1 2 3 Spear-Vras 24 1 2 3 Spear-Vras 25 1 2 3 Spear-Vras 26 1 2 3 Spear-Vras 27 1 2 3 Spear-Vras 28 1 2 3 Spear-Vras 29 1 2 3 Spear-Vras 20 

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

1 1 2 3 8 38 ###1.5 ” 1 1 Borne

2 1 6 36 0 0” 1 0 Natural Corruption Damage

ARMOUR Armour+ C+A Hands Class Armour Rules

1 6 20 0 Worn

2 8 28 1 Borne Parry

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

1 12 34 0 Worn Replace (Rusted Plate) 1
UNIT OPTIONS Unit Option Rules Cost

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

Trained Spear-Vras 2
Drilled Spear-Vras 3

VRS-TCW-2650 - No-Claw's Burrow

Insensate; Loathsome; Resist (corruption); Strength 
in Numbers

War-Glaive
Glaive

Gnawing Bite
Bite

Rusted Plate
Light Armour

Claw-Shield
Shield

Battered Plate Light Armour

Glaive-Chief Champion

Kin-Caller Banner Bearer

Doom-Caller Herald

Insensate; Loathsome; Resist (corruption); Strength 
in Numbers

Spear
Spear

Gnawing Bite
Bite

Rusted Plate
Light Armour

Claw-Shield
Shield

Battered Plate Light Armour

Spear-Chief Champion

Kin-Caller Banner Bearer

Doom-Caller Herald

The Spear-Vras unit becomes Trained (cost shown is per warrior), gaining +5 FORTITUDE and +5 AUTHORITY and the Disciplined ability

The Spear-Vras unit becomes Drilled (cost shown is per warrior), gaining +10 SKILL, +5 FORTITUDE and +5 AUTHORITY and the Disciplined ability



BOW-VRAS
BOH-vrass

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 5+/10+/20

Vras Three-Claw Vras Vassal Wild Common
Mass Base Size 81 30mm

BOW-VRAS Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 30 29 13 3 53 11 10
Abilities Skirmisher

1 2 3 Bow-Vras 1 1 2 3 Bow-Vras 2 1 2 3 Bow-Vras 3 1 2 3 Bow-Vras 4 1 2 3 Bow-Vras 5 1 2 3 Bow-Vras 6 1 2 3 Bow-Vras 7 1 2 3 Bow-Vras 8 1 2 3 Bow-Vras 9 1 2 3 Bow-Vras 10 

1 2 3 Bow-Vras 11 1 2 3 Bow-Vras 12 1 2 3 Bow-Vras 13 1 2 3 Bow-Vras 14 1 2 3 Bow-Vras 15 1 2 3 Bow-Vras 16 1 2 3 Bow-Vras 17 1 2 3 Bow-Vras 18 1 2 3 Bow-Vras 19 1 2 3 Bow-Vras 20 

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

1 1 2 3 7 36 ###0.5 ” 1 1 Borne

2 1 6 35 0 0” 1 0 Natural Corruption Damage

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

1 1 8 37 0” 6” 24” 48” 1 2 Borne Volley Shoot

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

1 1 8 37 0” 6” 24” 48” 1 2 Borne 1

ARMOUR Armour+ C+A Hands Class Armour Rules

1 6 19 0 Worn

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

1 11 24 0 Worn Replace (Rusted Plate) 1
UNIT OPTIONS Unit Option Rules Cost

One Bow-Vras becomes the mustered champion, who gains +1 shoot die on his primary shot weapon 3
Trained Bow-Vras 1
Drilled Bow-Vras 2

VRS-TCW-2750 - ?

SNEAK-VRAS
SNEEK-vras

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 5+/10+/20

Vras Three-Claw Vras Infantry Vassal Wild Uncommon
Mass Base Size 91 30mm

SNEAK-VRAS Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 44 27 11 3 55 12 12
Abilities Scout; Skirmisher

1 2 3 Sneak-Vras 1 1 2 3 Sneak-Vras 2 1 2 3 Sneak-Vras 3 1 2 3 Sneak-Vras 4 1 2 3 Sneak-Vras 5 1 2 3 Sneak-Vras 6 1 2 3 Sneak-Vras 7 1 2 3 Sneak-Vras 8 1 2 3 Sneak-Vras 9 1 2 3 Sneak-Vras 10 

1 2 3 Sneak-Vras 11 1 2 3 Sneak-Vras 12 1 2 3 Sneak-Vras 13 1 2 3 Sneak-Vras 14 1 2 3 Sneak-Vras 15 1 2 3 Sneak-Vras 16 1 2 3 Sneak-Vras 17 1 2 3 Sneak-Vras 18 1 2 3 Sneak-Vras 19 1 2 3 Sneak-Vras 20 

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

1 1 2 3 4 5 32 0 0 ” 1 2 Borne Corruption Damage

2 1 6 33 0 0” 1 0 Natural Corruption Damage

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

1 1 2 3 5 32 0” 3” 12” 18” 1 2 Borne Quick Shot; Move and Shoot; Corruption Damage

ARMOUR Armour+ C+A Hands Class Armour Rules

1 7 18 0 Worn

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

1 14 25 0 Worn Replace (Rusted Plate) 1
UNIT OPTIONS Unit Option Rules Cost

One Sneak-Vras becomes the mustered champion, who gains +1 shoot die on his primary shot weapon 3
VRS-TCW-2780 - One-Claw's Burrow

RUNT-VRAS
RUNT-vrass

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 5+/25+/40

Vras Three-Claw Vras Infantry Vassal Wild Common
Mass Base Size 41 30mm

RUNT-VRAS Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 25 27 14 3 58 11 10
Abilities Worthless

1 2 3 Runt-Vras 1 1 2 3 Runt-Vras 2 1 2 3 Runt-Vras 3 1 2 3 Runt-Vras 4 1 2 3 Runt-Vras 5 1 2 3 Runt-Vras 6 1 2 3 Runt-Vras 7 1 2 3 Runt-Vras 8 1 2 3 Runt-Vras 9 1 2 3 Runt-Vras 10 

1 2 3 Runt-Vras 11 1 2 3 Runt-Vras 12 1 2 3 Runt-Vras 13 1 2 3 Runt-Vras 14 1 2 3 Runt-Vras 15 1 2 3 Runt-Vras 16 1 2 3 Runt-Vras 17 1 2 3 Runt-Vras 18 1 2 3 Runt-Vras 19 1 2 3 Runt-Vras 20 

1 2 3 Runt-Vras 21 1 2 3 Runt-Vras 22 1 2 3 Runt-Vras 23 1 2 3 Runt-Vras 24 1 2 3 Runt-Vras 25 1 2 3 Runt-Vras 26 1 2 3 Runt-Vras 27 1 2 3 Runt-Vras 28 1 2 3 Runt-Vras 29 1 2 3 Runt-Vras 20 

1 2 3 Runt-Vras 31 1 2 3 Runt-Vras 32 1 2 3 Runt-Vras 33 1 2 3 Runt-Vras 34 1 2 3 Runt-Vras 35 1 2 3 Runt-Vras 36 1 2 3 Runt-Vras 37 1 2 3 Runt-Vras 38 1 2 3 Runt-Vras 39 1 2 3 Runt-Vras 30 

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

1 1 2 8 35 ###1.5 ” 1 1 Borne

ARMOUR Armour+ C+A Hands Class Armour Rules

1 8 22 1 Borne Parry

UNIT OPTIONS Unit Option Rules Cost

One Runt-Vras becomes the mustered champion, who gains +1 attack die on his primary combat weapon 3
VRS-TCW-2xxx - ?

Infantry
Support

Insensate; Loathsome; Resist (corruption); Strength 
in Numbers

Club
Club

Gnawing Bite
Bite

Vras-Bow
Bow

Corrupted Vras-Bow Bow
Replace (Vras-Bow); Volley Shoot; Corruption 
Damage

Rusted Plate
Light Armour

Battered Plate Light Armour

Bow-Chief Champion

The Bow-Vras unit becomes Trained (cost shown is per warrior), gaining +5 FORTITUDE and +5 AUTHORITY

The Bow-Vras unit becomes Drilled (cost shown is per warrior), gaining +10 SKILL, +5 FORTITUDE and +5 AUTHORITY

Insensate; Loathsome; Resist (corruption); Strength 
in Numbers

Daggers
Dagger

Gnawing Bite
Bite

Daggers
Daggers

Rusted Plate
Light Armour

Battered Plate Light Armour

Sneak-Chief Champion

Insensate; Loathsome; Resist (corruption); Strength 
in Numbers

Runt-Spear
Spear

Runt-Shield
Shield

Runt-Chief Champion



GAS-VRAS
RUNT-vrass

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 5+/5+/10

Vras Three-Claw Vras Infantry Vassal Wild Uncommon
Mass Base Size 51 30mm

GAS-VRAS Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 32 28 14 3 62 11 11
Abilities

1 2 3 Gas-Vras 1 1 2 3 Gas-Vras 2 1 2 3 Gas-Vras 3 1 2 3 Gas-Vras 4 1 2 3 Gas-Vras 5 1 2 3 Gas-Vras 6 1 2 3 Gas-Vras 7 1 2 3 Gas-Vras 8 1 2 3 Gas-Vras 9 1 2 3 Gas-Vras 10 

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

1 1 2 3 5 33 0 0 ” 1 1 Borne Corruption Damage

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

1 1 2 5 32 0” 0” 12” 18” 1 2 Borne 1 2 3

UNIT OPTIONS Unit Option Rules Cost

One Gas-Vras becomes the mustered champion, who gains +1 attack die on his primary shot weapon 3
VRS-TCW-2xxx - ?

Insensate; Loathsome; Resist (corruption); Strength 
in Numbers

Dagger
Dagger

Blight-Bomb
Grenade

Combat Shot Weapon; No Lethal Range; Shots (3); 
Quick Shot; Corruption Damage

Gas-Chief Champion



REND-VRAS
REND-vrass

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1+/3+/5

Vras Three-Claw Rend-Vras Monstrous Infantry Vassal Wild Uncommon
Mass Base Size 524 60mm

REND-VRAS Pace Skill Might Constitution Wounds Fortitude Authority Temper

6 32 54 48 12 62 26 32
Abilities Bind (Filth-Vras); Bound (War-Vras, Spear-Vras); Bulk Charger; Strength in Numbers

1 2 3 4 5 6 7 8 9 10 11 12 Rend-Vras 1 1 2 3 4 5 6 7 8 9 10 11 12 Rend-Vras 2 1 2 3 4 5 6 7 8 9 10 11 12 Rend-Vras 3 1 2 3 4 5 6 7 8 9 10 11 12 Rend-Vras 4 1 2 3 4 5 6 7 8 9 10 11 12 Rend-Vras 5 

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

1 1 2 3 4 5 6 7 12 66 ### 1” 1 2 Natural Mighty Strike; Grab; Corruption Damage

2 1 2 10 64 ###0.5 ” 2 0 Natural Corruption Damage

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

1 1 2 3 4 5 18 72 ### 2 ” 2 2 Borne 3

ARMOUR Armour+ C+A Hands Class Armour Rules

1 6 54 0 Worn

UNIT OPTIONS Unit Option Rules Cost

One Rend-Vras becomes the mustered champion, who gains +1 attack die on his primary combat weapon 7

WARRIOR RULES Rules

Frothers
VRS-TCW-3710 - Gnaw-Maw's Den

FILTH-VRAS
FILTH-vrass

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1+/2+/3

Vras Three-Claw Filth-Vras Monstrous Infantry Vassal Wild Uncommon
Mass Base Size

233 50mm

FILTH-VRAS Pace Skill Might Constitution Wounds Fortitude Authority Temper

6 31 44 38 8 64 21 25
Abilities Bound (War-Vras, Spear-Vras, Rend-Vras); Bulk Charger; Strength in Numbers

1 2 3 4 5 6 7 8 Filth-Vras 1 1 2 3 4 5 6 7 8 Filth-Vras 2 1 2 3 4 5 6 7 8 Filth-Vras 3 

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

1 1 2 3 4 5 6 10 54 ###0.5 ” 1 2 Natural Corruption Damage

2 1 8 52 0 0 ” 1 0 Natural Corruption Damage

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

1 1 2 7 51 8” 1 0 Natural

UNIT OPTIONS Unit Option Rules Cost

One Filth-Vras becomes the mustered champion, who gains +1 shoot die on his primary shot weapon 5
VRS-TCW-3440 - Boil-Back's Den

VRAS-FIEND
VRAS FEEND

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Vras Three-Claw Vras-Fiend Vassal Wild Uncommon
Mass Base Size 594 60mm

VRAS-FIEND Pace Skill Might Constitution Wounds Fortitude Authority Temper

8 35 56 44 12 67 27 32
Abilities Bind (Dog-Razh, Razh-Swarm); 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 15 71 ### 2” 2 2 Borne Parry

2 1 6 62 0 0” 1 0 Natural Sightless Strike

ARMOUR Armour+ C+A Hands Class Armour Rules

1 8 52 0 Natural

VRS-TCW-3800 - Scar-Scath

Insensate; Loathsome; Fearsome; Resist 
(corruption)

Rending Claws
Claws

Nasty Bite
Bite

War-Glaive Glaive
Replace (Claws); Mighty Strike; Grab; Corruption 
Damage; Vicious Damage

Rusted Plate
Light Armour

Rend-Vras-Chief Champion

Mentalists: Rend-Vras perform Attack Result reactions as if they were frenzied.

Insensate; Loathsome; Fearsome; Resist 
(corruption)

Raking Claws
Claws

Gnawing Bite
Bite

Filth
Spray

Combat Shot Weapon; No Lethal Range; Spray; 8” Filth Spray 
Template; Corruption Damage

Filth-Vras-Chief Champion

Monstrous Infantry
Solitary

Insensate; Loathsome; Fearsome; Resist 
(corruption)

Double-Ax
Great Ax

Trample
Trample

Rusted Plate
Light Armour



BLIGHT-ONE
BLYT WON

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
0 1+/3+/5

Vras Three-Claw Blight-Thing Monstrous Infantry Beast Mindless Uncommon
Mass Base Size 243 50mm

BLIGHT-ONE Pace Skill Might Constitution Wounds Fortitude Authority Temper

6 32 42 54 9 82 9 21
Abilities Bulk Charger

1 2 3 4 5 6 7 8 9 Blight-One 1 1 2 3 4 5 6 7 8 9 Blight-One 2 1 2 3 4 5 6 7 8 9 Blight-One 3 1 2 3 4 5 6 7 8 9 Blight-One 4 1 2 3 4 5 6 7 8 9 Blight-One 5 

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

1 1 2 3 4 5 6 7 11 53 ### 1” 1 0 Natural Corruption Damage

ARMOUR Armour+ C+A Hands Class Armour Rules

1 5 59 0 Natural

VRS-TCW-3250 - ?

HUNTER-KAERELL
KY-rel

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1+/3+/5

Vras Three-Claw Kaerell Monstrous Infantry Vassal Wild Uncommon
Mass Base Size 283 50mm

HUNTER-KAERELL Pace Skill Might Constitution Wounds Fortitude Authority Temper
Insensate; Fearsome 6 43 44 32 8 68 22 26

Abilities Forester; Scout

1 2 3 4 5 6 7 8 Kaerell 1 1 2 3 4 5 6 7 8 Kaerell 2 1 2 3 4 5 6 7 8 Kaerell 3 1 2 3 4 5 6 7 8 Kaerell 4 1 2 3 4 5 6 7 8 Kaerell 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 6 50 ###0.5 ” 1 2 Borne Quick Strike

2 1 7 51 0 0 ” 1 0 Natural

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 9 53 0” 6” 42” 56” 1 2 Borne Volley Shoot; Move and Shoot

ARMOUR Armour+ C+A Hands Class Armour Rules

1 6 38 0 Worn

UNIT OPTIONS Unit Option Rules Cost

One Hunter-Kaerell becomes the mustered champion, who gains +1 shoot die on his primary shot weapon 5
VRS-TCW-? - ?

Insensate; Loathsome; Resist (corruption); Fearless; 
Regenerate; Fearsome

Thumpings
Clubs

Blighted Flesh
Skin

Daggers
Dagger

Gnawing Bite
Bite

Kaerell-Bow
Bow

Skin-Armour
Light Armour

Hunter-Kaerell-Chief Champion



RAZH-VRAS
RAZH-VRAS

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 5+/5+/10

Vras Three-Claw Vras Cavalry Vassal Wild Uncommon
Mass Base Size 183 60x35mm

RAZH-VRAS Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 43 34 32 4 65 12 24

REND-RAZH 9 32 28 - - - - -
Abilities Flanker; Bulk Charger (Rend-Razh)

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

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

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

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

1 1 2 3 12 40 0 0” 2 0 Natural Corruption Damage

2 1 2 5 33 0 0” 1 0 Natural

ARMOUR Armour+ C+A Hands Class Armour Rules

1 6 38 0 Worn

2 8 46 1 Borne Parry

MOUNT ARMOUR OPTIONS Armour+ with mount Hands Class Armour Rules Cost

3 4 on Rend-Razh 50 0 Worn Add 1
UNIT OPTIONS Unit Option Rules Cost

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

Drilled Razh-Vras The Razh-Vras unit becomes Drilled (cost shown is per warrior), gaining +5 FORTITUDE and +5 AUTHORITY and the Disciplined ability 2
Veteran Razh-Vras The Razh-Vras unit becomes Veteran (cost shown is per warrior), gaining +10 SKILL, +5 FORTITUDE and +5 AUTHORITY and the Disciplined ability 3

VRS-TCW-4200 - ?

Insensate; Loathsome; Resist (corruption); Strength 
in Numbers

Spear
Spear

Gnaw-Bite
Bite

Raking Claws
Claws

Rusted Plate
Light Armour

Claw-Shield
Shield

Battered Plate Barding

Spear-Chief Champion

Kin-Caller Banner Bearer

Doom-Caller Herald



RAZH-CHARIOT
RAZH-CHA-ri-ot

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
0 1+/2+/3

Vras Three-Claw Chariot Vassal Wild Uncommon
Mass Base Size 355 90x50mm

SPEAR-VRAS CREW
Kindred Realm Kin Class Privilege Acuity Ubiquity

Hands
Crew Size Base Size

2

Vras Three-Claw Vras Vassal Wild Common
Mass Driver +

30mm
1 2

SPEAR-VRAS CREW Pace Skill Might Constitution Wounds Fortitude Authority Temper
5 33 30 14 3 58 11 11

Crew Traits & Abilities Camouflaged (snow); Frost Blood; Insensate; Strength in Numbers; Flanker; Bind Permanently (Gore Chariot); Engine Crew

1 2 3 Driver 1/1 1 2 3 Crew 1/2 1 2 3 Crew 1/3 1 2 3 Driver 2/1 1 2 3 Crew 2/2 1 2 3 Crew 2/3 1 2 3 Driver 3/1 1 2 3 Crew 3/2 1 2 3 Crew 3/3 

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

1 1 2 3 8 38 ###1.5 ” 8 46 1 1 Borne Mounted Impact Strike; Mounted Charge+

ARMOUR Armour+ C+A Hands Class Armour Rules

1 6 20 0 Worn

2 8 28 1 Borne Parry

2 11 39 0 Engine

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

1 12 45 0 Worn Replace (Rusted Plate) 1
UNIT OPTIONS Unit Option Rules Cost

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

RAZH-CHARIOT
Kindred Realm Kin Class Privilege Acuity Ubiquity

Hands
Engine Size Base Size

0

Vras Three-Claw Chariot Engine Mindless Uncommon
Mass

1 90x50mm
4

RAZH-CHARIOT 0 0 48 47 8 0 0 5
Chariot Traits & Abilities Immune (Soul, Petrification, Fume); Resistant (Death, Cold, Freeze, Venom); Tough; Bulk Charger; Move per Draught Animal; Hang On!; Wheeled

1 2 3 4 5 6 7 8 Razh-Chariot 1 1 2 3 4 5 6 7 8 Razh-Chariot 2 1 2 3 4 5 6 7 8 Razh-Chariot 3 

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

1 1 2 3 4 9 57 ###0.5 ” 9 66 1 0 Natural Impact Strike; Charge+

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

2 1 2 3 4 5 9 57 ### 1” 9 66 2 0 Natural Add; Impact Strike; Charge+; Vicious Damage 9
CHARIOT ARMOUR Armour+ C+A Hands Class Armour Rules

1 8 55 0 Natural

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

2 8 63 0 Worn Add 1
3 5 60 +Shields 68 0 Worn Add 1

REND-RAZH DRAUGHT ANIMAL
Kindred Realm Kin Class Privilege Acuity Ubiquity

Hands
Base Size

0

Vras Three-Claw Rend-Razh Beast Wild Common
Mass

1 110x60mm
3

REND-RAZH 9 32 28 0 0 0 0 0
Draught Animal Traits & Abilities Draught Animal; Insensate; Loathsome; Resist (corruption); Strength in Number; Bulk Charger

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

1 1 2 3 12 12 0 0” 2 0 Natural Corruption Damage

2 1 2 5 5 0 0” 1 0 Natural

VRS-TCW-5xxx - ?

Chariot
Carriage Engine

Infantry
Chariot Crew

Spear
Spear

Rusted Plate
Light Armour

Claw-Shield
Shield

Razh-Chariot
Engine

Battered Plate Light Armour

Spear-Chief Champion

Kin-Caller Banner Bearer

Doom-Caller Herald

Chariot
Carriage Engine

Scything Wheels
Wheels

Yoke Spikes Spikes

Hung Furs
Hide

Hung Shields Shields

Razh-Plates Barding

Draught
Animal Size

Beast
Beast Draught Animal

Kill-Bite
Bite

Raking Claws
Claws



VILE-VRAS
VYL VRAS

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1+/2+/3

Vras Three-Claw Vile-Vras Monstrous Cavalry Vassal Feral Rare
Mass Base Size 456 80mm

VILE-VRAS Pace Skill Might Constitution Wounds Fortitude Authority Temper

8 33 52 52 18 83 42 66
Abilities Bulk Charger; Flanker; Strength in Numbers

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

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

1 1 2 3 4 5 6 7 12 64 ### 1” 1 2 Natural Mighty Strike; Corruption Damage

2 1 2 15 67 0 0 ” 2 0 Natural Corruption Damage

3 1 2 3 5 57 0 0” 1 0 Natural Sightless Strike

ARMOUR Armour+ C+A Hands Class Armour Rules

1 6 58 0 Worn

UNIT OPTIONS Unit Option Rules Cost

One Vile-Vras becomes the mustered champion, who gains +1 attack die on his primary combat weapon 8
VRS-TCW-5xxx - ?

Insensate; Loathsome; Fearsome; Resist 
(corruption)

Rending Claws
Claws

Nasty Bite
Bite

Trample
Trample

Rusted Plate
Light Armour

Vile-Vras-Chief Champion



REND-RAZH
mownt-RAZH

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
0 1

Vras Three-Claw Rend-Razh Beast Wild Common
Mass Base Size 53 60x35mm

REND-RAZH Pace Skill Might Constitution Wounds Fortitude Authority Temper

9 32 28 14 5 39 14 21
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 3 12 40 0 0” 2 0 Natural Corruption Damage

2 1 2 5 33 0 0” 1 0 Natural

VRS-TCW-7xxx - ?

RAZH-SWARM
razh-SWORM

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
0 1+/2+/5

Vras Three-Claw Razh Beast Beast Wild Common
Mass Base Size 63 60mm

RAZH-SWARM Pace Skill Might Constitution Wounds Fortitude Authority Temper
Insensate; Resist (corruption); Small; Fearless 6 27 22 8 12 36 10 27

Abilities Bound (War-Vras, Spear-Vras, Rend-Vras, Filth-Vras, Vras-Fiend, Kill-Thing); Scuttler

1 2 3 4 5 6 7 8 9 10 11 12 Rend-Vras 1 1 2 3 4 5 6 7 8 9 10 11 12 Rend-Vras 2 1 2 3 4 5 6 7 8 9 10 11 12 Rend-Vras 3 1 2 3 4 5 6 7 8 9 10 11 12 Rend-Vras 4 1 2 3 4 5 6 7 8 9 10 11 12 Rend-Vras 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 6 28 0 0 ” 1 0 Natural

VRS-TCW-7600 - Fang-Throng

DOG-RAZH
DOG-RAZH

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
0 5+/5+/10

Vras Three-Claw Dog-Razh Beast Beast Wild Common
Mass Base Size

41 40x25mm

DOG-RAZH Pace Skill Might Constitution Wounds Fortitude Authority Temper
Insensate; Resist (corruption); Small 8 36 24 8 2 33 7 12

Abilities Bound (War-Vras, Spear-Vras, Rend-Vras, Filth-Vras, Vras-Fiend, Kill-Thing)

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

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

1 1 2 3 6 30 0 0 ” 1 0 Natural Corruption Damage; Pierce

VRS-TCW-7000 - Dead-Claw's Nest

Beast
Mount

Insensate; Loathsome; Resist (corruption); Strength 
in Numbers; Mount or Draught Animal only

Kill-Bite
Bite

Raking Claws
Claws

Gnaw-Bite
Bite

Blind Strike; Sightless Strike; Ignores Armour; Corruption 
Damage

Nasty Bite
Bite



KILL-THING
KIL-thing

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Vras Three-Claw Kill-Thing Vassal Feral Rare
Mass Base Size 27214 120mm

KILL-THING Pace Skill Might Constitution Wounds Fortitude Authority Temper

7 31 91 88 63 47 62 82
Abilities Bind (Dog-Razh, Razh-Swarm); Bulk Charger; Roarer

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

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

1
1 2 3 4 5 6 7 8 9 10

20 111 ### 2 ” 0 2 2 Borne Mighty Strike; Grab; Vicious Damage
11 12 13 14 15 16 17

2 1 2 3 4 27 118 0 0” 2 0 Natural

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

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

2 1 2 3 4 18 109 0 0 ” 36 145 3 0 Worn 24

ARMOUR Armour+ C+A Hands Class Armour Rules

1 8 96 0 Natural

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

1 12 100 0 Worn 1

VRS-TCW-8900 - Flint-Fang

GOZ-HORROR
GOHZ ho-rər

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
0 1

Vras Three-Claw Goz-Horror Beast Wild Rare
Mass Base Size 14411 100mm

GOZ-HORROR Pace Skill Might Constitution Wounds Fortitude Authority Temper

7 22 76 83 42 61 39 62
Abilities Bulk Charger

Wound Track 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30 31 32 33 34 35 36 37 38 39 40 41 42

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 24 100 ###0.5” 2 0 Natural Corruption Damage; Pierce; Vicious Damage

1 1 2 3 4 5 18 94 0 0 ” 1 0 Natural

2 1 2 3 11 87 ###0.5” 1 0 Natural Blind Strike

3 1 2 3 4 5 8 84 0 0 ” 1 0 Natural Sightless Strike

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

1 1 2 3 4 16 92 ###0.5” 32 124 2 0 Worn Add; Impact Mighty Strike; Charge+; Pierce 30

ARMOUR Armour+ C+A Hands Class Armour Rules

1 5 88 0 Natural

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

7 90 0 Worn Add; Muster with (Kill-Head weapon) 1
15 103 +Kill-Head 110 0 Worn Add 2

VRS-TCW-8585 - Back-Cracker

RAZH-HORROR
RAZH hor-or

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
0 1

Vras Three-Claw Razh-Horror Beast Wild Rare
Mass Base Size 23315 120mm

RAZH-HORROR Pace Skill Might Constitution Wounds Fortitude Authority Temper

8 24 88 103 68 55 49 78
Abilities Bulk Charger

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

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 18 106 ###0.5” 2 0 Natural Corruption Damage; Pierce; Vicious Damage

1 1 2 3 4 5 20 108 0 0 ” 1 0 Natural

2 1 2 3 13 101 ###0.5” 1 0 Natural Blind Strike

3 1 2 3 4 5 6 9 97 0 0 ” 1 0 Natural Sightless Strike

ARMOUR Armour+ C+A Hands Class Armour Rules

1 6 109 0 Natural

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

15 124 0 Worn Add 3
VRS-TCW-8xxx - ?

Monstrous Beast
Solitary

Gigantic; Insensate; Loathsome; Resist (corruption); 
Terrifying

Raking Claws
Claws

Brutal Bite
Bite

Stomp
Trample

Kill-Head Helmet
Switch (Brutal Bite); Impact Mighty Strike; 
Charge+; Pierce; Vicious Damage

Skull-Plates
Helmet

Kill-Head Helmet
Replace (Skull-Plates); Muster with (Kill-Head 
weapon)

Monstrous Beast
Ardent Mount; Solitary

Gigantic; Insensate; Loathsome; Resist (corruption); 
Stubborn; Terrifying

Stabbing Bite
Bite

Raking Claws
Claws

Spiked Tail
Tail

Trample
Trample

Kill-Head Helmet

Tough Hide
Skin

Kill-Head Helmet

Back-Plates Light Armour

Monstrous Beast
Solitary

Gigantic; Insensate; Loathsome; Resist (corruption); 
Terrifying

Nasty Bite
Bite

Raking Claws
Claws

Thrashing Tail
Tail

Trample
Trample

Tough Hide
Skin

Back-Plates Light Armour



REND-TERROR
REND TE-rər

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
0 1

Vras Three-Claw Rend-Terror Beast Feral Rare
Mass Base Size 756 80mm

REND-TERROR Pace Skill Might Constitution Wounds Fortitude Authority Temper

9 33 61 53 20 54 36 51
Abilities Bulk Charger

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

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

1 1 2 3 4 5 6 7 8 9 12 73 ###0.5” 2 0 Natural Corruption Damage; Pierce; Vicious Damage

2 1 2 3 4 14 75 ###0.5 ” 1 0 Natural

3 1 2 3 4 6 67 0 0 ” 1 0 Natural Sightless Strike

VRS-TCW-8296 - Black-Fang on Rend-Terror

BLIGHT-THING
BLYT thing

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1

Vras Three-Claw Blight-Thing Monstrous Beast Beast Wild Rare
Mass Base Size 687 80mm

BLIGHT-THING Pace Skill Might Constitution Wounds Fortitude Authority Temper

6 26 62 57 22 77 30 45
Abilities Bulk Charger

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

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 11 73 ### 1” 2 2 Natural Grab; Mighty Strike; Corruption Damage

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

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

1 1 2 3 4 5 6 7 8 18 80 ### 1” 2 1 Worn -4

ARMOUR Armour+ C+A Hands Class Armour Rules

1 8 65 0 Natural

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

18 101 1 Worn Add 2
VRS-TCW-8450 - ?

MOLE-THING
MOHL thing

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
0 1+/2+/3

Vras Three-Claw Mole-Thing Monstrous Beast Beast Wild Uncommon
Mass Base Size 726 80mm

MOLE-THING Pace Skill Might Constitution Wounds Fortitude Authority Temper

7 23 58 62 19 42 29 45
Abilities Bulk Charger; Burrower; Bound (War-Vras, Spear-Vras, Rend-Vras)

1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 Mole-Thing 1 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 Mole-Thing 2 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 Mole-Thing 3 

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

1 1 2 3 4 5 6 7 8 18 76 ###0.5” 2 0 Natural Corruption Damage; Pierce

2 1 2 3 4 14 72 0 0 ” 1 0 Natural Grab

4 1 2 3 4 5 6 64 0 0 ” 1 0 Natural Sightless Strike

ARMOUR Armour+ C+A Hands Class Armour Rules

1 5 67 0 Natural

WARRIOR RULES Rules

VRS-TCW-8246 - ?

Monstrous Beast
Ardent Mount; Solitary

Insensate; Loathsome; Resist (corruption); 
Terrifying

Nasty Bite
Bite

Raking Claws
Claws

Trample
Trample

Gigantic; Insensate; Loathsome; Resist (corruption); 
Fearless; Regenerate; Terrifying

Thumpings
Clubs

Trample
Trample

Thumping Club
Replace (Thumpings); Mighty Strike; Muster with 
(Shield); Corruption Damage

Blighted Flesh
Skin

Blockings Helmet; Shield

Insensate; Loathsome; Resist (corruption); Tough; 
Terrifying; Unseeing

Stabbing Bite
Bite

Raking Claws
Claws

Trample
Trample

Tough Hide
Skin

Tunneller
From the earth comes doom

Expert Tunneller: A Mole-Thing unit adds +1 to its Mishap Roll, to a maximum of 9.
Follow Me!: A Mole-Thing unit may be Bound to one unit of War-Vras, Spear-Vras or Rend-Vras either before the battle or during it, at which point the Bound unit formed may be given a FLANK order; but 
the Mole-Thing unit performs the Emerge action (and subsequent Ambush action) for the Bound unit. Immediately after a Mole-Thing Emerges from underground the rest of the Bound unit may also Emerge 
from underground from the same emerging point. The Bound unit suffers the consequences of the Mishap Roll Table as a whole if the Mole-Thing fails its EMERGE TEST.



WAR-BROCK
WAR BROK

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
2 1+/2+/3

Vras Three-Claw War-Brock Monstrous Beast Vassal Wild Uncommon
Mass Base Size 587 80mm

WAR-BROCK Pace Skill Might Constitution Wounds Fortitude Authority Temper
Insensate; Resist (corruption); Tough; Terrifying 7 25 59 63 22 62 36 46

Abilities Bulk Charger

1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 War-Brock 1 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 War-Brock 2 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 War-Brock 3 

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

1 1 2 3 4 5 6 7 8 9 10 14 73 ### 1” 1 2 Natural Grab; Corruption Damage

2 1 2 12 71 0 0 ” 1 0 Natural Pierce

3 1 2 3 4 6 65 0 0 ” 1 0 Natural Sightless Strike

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

1 1 2 3 4 5 6 7 22 81 ### 2 ” 0 2 2 Borne 5

ARMOUR Armour+ C+A Hands Class Armour Rules

1 4 67 0 Natural

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

2 7 70 0 Worn Add 1
UNIT OPTIONS Unit Option Rules Cost

One War-Brock becomes the mustered champion, who gains +1 attack die on his primary combat weapon 11
VRS-TCW-8150 - ?

Slashing Claws
Claws

Gnawing Bite
Bite

Trample
Trample

Brock-Club Great Club
Replace (Slashing Claws); Grab; Mighty Strike; 
Corruption Damage; Vicious Damage

Tough Hide
Skin

Gutplate Light Armour

War-Brock-Chief Champion



RAZH-HORROR WAR TOWER
RAZH hor-or WAR TOW-er

Kindred Realm Kin Class Privilege Acuity Ubiquity
Hands Unit Size

Cost
0 1

Vras Three-Claw War Tower Vassal Wild Rare
Mass Base Size 32920 120mm

SPEAR-VRAS CREW
Kindred Realm Kin Class Privilege Acuity Ubiquity

Hands
Crew Size Base Size

2

Vras Three-Claw Spear-Vras Vassal Wild Common
Mass Driver +

30mm
1 10

SPEAR-VRAS CREW
Pace Skill Might Constitution Wounds Fortitude Authority Temper

5 33 30 14 3 58 11 11
Crew Traits & Abilities Insensate; Loathsome; Resistant (corruption); Strength in Numbers; Bind Permanently (Razh-Horror War Tower); Engine Crew

1 2 3 Driver 1 2 3 Crew 1 1 2 3 4 5 6 7 Crew 2 1 2 3 Crew 3 1 2 3 Crew 4 1 2 3 Crew 5 

1 2 3 Crew 6 1 2 3 Crew 7 1 2 3 Crew 8 1 2 3 Crew 9 1 2 3 Crew 10 

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

1 1 2 3 8 38 ###1.5 ” 1 1 Borne

2 1 6 36 0 0” 1 0 Natural Corruption Damage

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 8 38 0” 6” 24” 48” 1 2 Borne Add; Volley Shoot; Corruption Damage 1

CREW ARMOUR Armour+ C+A Hands Class Armour Rules

1 6 20 0 Worn

2 8 28 1 Borne Parry

3 15 43 0 Engine

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

4 12 49 0 Worn Replace (Rusted Plate) 10
5 9 52 58 0 Engine 10

UNIT OPTIONS Unit Option Rules Cost

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

Trained Spear-Vras 10
Drilled Spear-Vras 20

WAR TOWER CARRIAGE ENGINE
Kindred Realm Kin Class Privilege Acuity Ubiquity

Hands
Engine Size Base Size

0

Vras Three-Claw War Tower Engine Mindless Uncommon
Mass

1 120mm
8

WAR TOWER 0 0 0 57 24 0 0 5
Engine Traits & Abilities Immune (Soul, Petrification, Fume); Resistant (Death, Cold, Freeze, Venom); Tough; Flammable; Hang on!

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

ENGINE ARMOUR Armour+ C+A Hands Class Armour Rules

1 16 73 0 Natural

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

2 9 82 0 Engine 1
ENGINE OPTIONS Engine Option Rules Cost

May bear the Host's Banner if a Host Banner Bearer is not already purchased. The Host Banner range is 18”. Engine gains the Host Banner Bearer ability 7

RAZH-HORROR DRAUGHT BEAST
Kindred Realm Kin Class Privilege Acuity Ubiquity

Hands
Base Size

0

Vras Three-Claw Razh-Horror Beast Wild Rare
Mass

1 120mm
15

RAZH-HORROR 8 24 88 103 68 55 49 78
Razh-Horror Traits & Abilities Ardent Draught Beast; Frost Blood; Gigantic; Insensate; Tough; Terrifying; Bound Permanently (Hunter of Baalor Crew); Bulk Charger; Roarer

DRAUGHT BEAST 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 18 106 ###0.5” 2 0 Natural Pierce; Corruption Damage; Vicious Damage

1 1 2 3 4 5 20 108 0 0 ” 1 0 Natural

2 1 2 3 13 101 ###0.5” 1 0 Natural Blind Strike

3 1 2 3 4 5 6 9 97 0 0 ” 1 0 Natural Sightless Strike

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

1 6 109 0 Natural

2 15 124 0 Engine

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

3 13 137 0 Worn Add 2
4 9 133 146 0 Engine 2

VRS-TCW-9xxx - ?

War Engine
Carriage Engine

Infantry
War Engine Crew

Spear
Spear

Gnawing Bite
Bite

Vras-Bow Bow

Rusted Plate
Light Armour

Claw-Shield
Shield

War Tower
Carriage Engine

Battered Plate Light Armour

Hung Shields Shields
+Light
Armour

Add; Purchased with (all other Hung Shields 
armour options)

Spear-Chief Champion

Kin-Caller Banner Bearer

Doom-Caller Herald

The Spear-Vras crew becomes Trained (cost shown is per engine), gaining +5 FORTITUDE and +5 AUTHORITY and the Disciplined ability

The Spear-Vras crew becomes Drilled (cost shown is per engine), gaining +10 SKILL, +5 FORTITUDE and +5 AUTHORITY and the Disciplined ability

War Engine
Carriage Engine

Rickety Frame
Construction

Hung Shields Shields
Add; Purchased with (all other Hung Shields 
armour options)

Vras-Banner Host Banner Bearer

Draught Beast
Size

Monstrous Beast
Ardent Draught Beast

Nasty Bite
Bite

Raking Claws
Claws

Thrashing Tail
Tail

Trample
Trample

Tough Hide
Skin

War Tower
Carriage Engine

Rust-Plates Plate Armour

Hung Shields Shields
+Plate
Armour

Add; Muster with (all other Hung Shields armour 
options)
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