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Forces of Basilea

At its height, the ancient human republic
of Primovantor was one of the greatest
civilisations in the world, rivalling
Elvenhome and the mightiest Dwarf Holds
in size, power and opulence. The Celestians
themselves were friends to the learned
scholars of Primovantor, and humanity’s
power was at its very apex.

Primovantor, like much of the world,
vanished under the sea at the end of the war
with Winter. By that point, the God War
had ravaged much of its lands, the splitting
of the Celestians hitting the republic
harder than any other place. Some say that
it was a mercy of sorts when Primovantor
sank beneath the waves of the Great Flood,
wiping clean the bloated and fragmented
place that it had become.

Forces of Basilea
Special Rules
Alignment: Good
Blessed Be The Pious
All units in this list have the Iron Resolve
special rule, unless specified otherwise.

The twin cities of Primovantor and
the Golden Horn, perched atop their
mountainous bedrocks, were spared the
scouring of Winter’s floods. Primovantor
by that point had already fallen, becoming
a desolate wasteland in the wake of the
God War, and it stands to this day as
a monument to the follies of that long
forgotten age. The Golden Horn became
the centre of humanity’s rebirth in the
years following the Great Flood, its
succession of rulers struggling to bind
their people together in the face of threats
from every direction.
The belligerent dwarfs had retreated
underground, determined no longer
to involve themselves in affairs
outside their own. The elves
fragmented along the lines of the
shattered remains of their former
glories, concerned more with their
own survival than the matters
of lesser races. In the face of this
abandonment, men faced creatures
of the Abyss, marauding orcs and
goblins, and even the savage men of the
steppes, alone. Humanity teetered on the
brink of extinction many times over those
dark centuries, surviving by dint of sheer
tenacity. Even the Shining Ones, the
broken remains of their former patrons
the Celestians, had become unreliable
and fickle.
It was at the last, when all hope seemed
lost, when the Hegemon Bolisean’s armies
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were exhausted, surrounded and cut off
by a far larger orc horde, that the balance
shifted. Bolisean was alone, his guards
smashed into the mud, a fresh charge of
orcs pounding towards him, and his blade
shattered. Slumping to his knees, Bolisean
threw his head back and bellowed a plea
to the lightning-streaked skies above for
the Shining Ones to descend and save him
and his people. In return, he offered the
eternal and heartfelt fealty of him and
his people to the Shining Ones as the true
gods of humanity.
Whether his plea caught the fickle Shining
Ones in a favourable mood by chance, or
whether there was something different in
his cries that moved them, none will ever
know. But what happened next passed
forever into legend.
The spirit of Domivar himself – the son
of Mescator and the hero who smote the
wicked ones into the Abyss at the end of
the God War, appeared before Bolisean,
and asked him to repeat his oath, sealing
it with his own blood in the sacred ground

on which he knelt. Without thinking to
pause, Bolisean sliced open his palm on
the jagged end of his sword, allowing
several drops to mix with the wet filth
of the ground. The reaction was instant.
The rains stopped with a thundercrack of
pressure and a blinding flash of lightning.
As the eyes of all present adjusted in
the aftermath, it was to the sight of
thousands of Elohi, the winged warrior
guardians of the Shining Ones, standing
ready over the men of the Golden Horn.
The orcs faltered, and were destroyed.
The magnificent and terrible creatures
overwhelmed them with violence and
fury that even their savage nature could
not match. The pact had been made in
blood, and on that bloody field at the
edge of their protectorate, the realm of
Basilea was born, Bolisean becoming the
first Hegemon of this new empire of men.
Since that day, Basilea has been the last
shining bastion of humanity, the centre of
man’s power and learning, and the upholder
of the traditions of Primovantor, in whose
shadow it persists.
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The Basileans
Being a people watched over by literal gods,
the Basileans are both pious and conceited. It
is difficult not to feel arrogant when one has
beings of such power at one’s back, and it is
equally difficult not to have faith when your
gods manifest physically before you. The
Golden Horn is full of churches, and the faith
holds great temporal power. It is through the
Shining Ones power and guardianship that
the Hegemony has persisted these last nine
hundred years, and none of its people are
soon likely to forget this.
Its position as a trade route and its
importance as a central hub in human
civilisation, combined with the reliance of
smaller, satellite states on its protection, have
seen Basilea grow rich and powerful. Though
it may never truly rival the scale and sheer
majesty of the old Primovantor, Basilea is
undoubtedly one of the wealthiest nation
states in all of Mantica.
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Basilea’s wealth means that its footsoldiers
march to war clad in the finest plate and
bearing the very best weapons that money can
buy. Vast armies of them march to protect its
borders, bolstered by the elite religious warriors
of the Paladins on foot and atop mighty
warhorses, and the fanatical Sisterhood,
fighting on foot or riding to battle mounted
on Gur Panthers or chariots pulled by these
magnificent, if terrifying apex predators. Their
warmachines are intricate and well built,
and their magical support is second to none,
Basilea having the highest concentration of
magical colleges anywhere in the world.
With these forces alone, Basilea could endure
for centuries as one of the great powers of
Mantica. When the forces of the Shining
Ones are added, the eternal supremacy of
the Golden Horn is assured. Elohi march
alongside the troops of Basilea, living
manifestations of divine fury, each the
equal of many dozens of men.
It is no surprise that Basilea
has become as arrogant
as it is fervent. There
are simply no powers
in the world who can
match it. For now.
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Crossbowmen
Unit Size
Troop (10)

Sp Me Ra De Att
5

5+

5+

4+

8

Infantry

Paladin Foot Guard

Ne Pts

Unit Size

10/12 100

Troop (10)

Regiment (20) 5

5+

5+

4+

10 14/16 130

Horde (40)

5+

5+

4+

20 21/23 215

5

Infantry

Sp Me Ra De Att

Ne Pts

5

3+

–

5+

10 11/13 105

Regiment (20) 5

3+

–

5+

12 15/17 150

Special

Special

Headstrong

Crossbows, Piercing (1), Reload!

Options

The ever present threat of the Abyss and their
swift-footed creatures means skill at arms is
more prized than missile weaponry. But all
that means is each shot must count, and the
Basilean soldiers chosen to carry crossbows into
battle are the best shots Basilea has to offer.

• Exchange shields for two-handed weapons for free
(lower Defence to 4+, gain Crushing Strength (1)

Men-at-Arms
(sword & shield) 
Unit Size

Infantry

Sp Me Ra De Att

Armoured in heavy, ornate plate mail, the
Paladins are also shielded by their faith. They
exult in combat, nothing is more sacred to them
than the blood of Basilea’s enemies in the dust.
They fight either on foot in the Paladin Guard
or as Knight Paladins mounted on fiery barded
warhorses. The Basilean Guard is the foremost
elite infantry of the Basilean legions and the
dismounted paladins use hefty two-handed
swords to terrifying effect. But it is when mounted
and using their famous long lances that the
Paladins achieve their truly awesome battlefield
potential – the Knight Paladins are amongst the
most feared cavalry units in all of Mantica.

Ne Pts

Troop (10)

5

4+

–

4+

10 10/12 80

Regiment (20)

5

4+

–

4+

12 14/16 115

Penitents Mob

Horde (40)

5

4+

–

4+

25 21/23 190

Unit Size

The backbone of the Basilean forces, the Menat-Arms are the largest, and most highly trained
standing army in Mantica. None can match their
ranks for discipline of formation, nor tenacity in
battle. Though the lowliest of the troops fielded
by this great nation, they are its bedrock.

Troop (10)

Infantry

Sp Me Ra De Att

Ne Pts

5

5+

–

3+

10

Regiment (20) 5

5+

–

3+

15 12/14 100

Horde (40)

5+

–

3+

30 19/21 165

5

8/10

70

Special
Crushing Strength (1), Headstrong

Roving bands of lunatics, from deranged doomsayers to zealots on absurd crusades.

Men-at-Arms
(spear & shield)

Infantry

Unit Size

Ne Pts

Troop (10)

Sp Me Ra De Att
5

4+

–

4+

Sisterhood Infantry

10 10/12 95

Unit Size

5

4+

–

3+

Infantry

Sp Me Ra De Att

Ne Pts

Regiment (20)

5

4+

–

4+

15 14/16 135

Troop (10)

Horde (40)

5

4+

–

4+

30 21/23 225

Regiment (20)

5

4+

–

3+

15 14/16 130

Horde (40)

5

4+

–

3+

30 21/23 215

Special

10 10/12 90

Special

Phalanx

Most common are units armed with the
‘koliskos’, a broad-bladed spear in use since
before the age of the Republic, and with the
simple but effective ‘daga’ sword. The soldiers
are heavily armoured, clad in chain or scale
mail depending on where they were raised and
additionally protected by large winged shields
often embossed with the sun emblem of Basilea.
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Crushing Strength (1), Headstrong, Vicious

The convents of the Word are scattered across the
countryside of Basilea, their nature obliging them
to isolation. This remoteness means they must rely
on themselves for their defence, and the Sisters
spend as much time training their bodies as their
soul. The Sisterhood will often lend their elite light
infantry to nearby garrisons in times of need.

Force Lists

Elohi

Large Infantry

Sisterhood
Panther ChariotLarge Cavalry

Unit Size

Sp Me Ra De Att

Ne Pts

Regiment (3)

10

3+

–

5+

9

-/14 195

Unit Size

Horde (6)

10

3+

–

5+

18

-/17 300

Regiment (3)

9

4+

–

4+

15 12/14 180

Special

Horde (6)

9

4+

–

4+

30 15/17 280

Crushing Strength (1), Fly, Inspiring,
Thunderous Charge (1)

Special

Ne Pts

Base Size: 50x100mm, Thunderous Charge (2), Vicious

The Elohi are the angels of the gods, the
mightiest of all Basilea’s warriors, sent from
the top of mount Kolosu to protect the land
the Shining Ones have chosen as their own.
The Elohi are beautiful beyond mortal
understanding, tall and free of blemish. Wings
sprout from their shoulders, gleaming armour
of unknown metals clads their limbs. They
wield swords and spears the like of which
are reminiscent of the terrible weapons of the
Wars with Gods.

Most of the orders eschew armour for speed
and act as skirmishers, light cavalry, scouts
and infiltrators. Their preferred weapons are
heavy flails and the glaive, a curved variation
on the koliskos, used whether on foot, mounted
on Gur Panthers or even riding fast chariots
pulled by these ferocious battlecats.

Heavy Arbalest
Unit Size

Paladin Knights
Unit Size

Sp Me Ra De Att

Cavalry

Sp Me Ra De Att

Ne Pts

Troop (5)

8

3+

–

5+

8

12/14 135

Regiment (10)

8

3+

–

5+

16 15/17 210

Horde (20)

8

3+

–

5+

32 22/24 350

Special
Headstrong, Thunderous Charge (2)

The mounted arm of the Basilean legions,
Knight-Paladins thunder across battlefields
astride huge, barded warhorses. There are few
foes who can withstand their crushing charge,
and any that do will have little time to regroup
before they are set upon by the most well
trained swordsmen in western Mantica.

Sisterhood
Panther Lancers

Cavalry

1

–

3+

8

Regiment (10) 10

4+

–

3+

16 14/16 175

Special
Nimble, Thunderous Charge (1), Vicious

The Gur Panthers of the Tarkis Mountains
have long been used as mounts for the
Sisterhood infantry of nearby convents. The
semi-intelligent panthers are deadly hunters,
and partial domestication has done nothing to
dim their urge to chase down and devour prey.

5+

4+

1

Phoenix
1

4+

–

Ne Pts
10/12 65

The one missile weapon seen more often in the
ranks of the Hegemon’s armies is the arbalest,
a heavy crossbow. Of little use in fighting the fell
creatures of the Abyss, detachments of arbalesteers
are common in garrisons, as their armourpiercing bolts have proved invaluable in
battling King Golloch’s heavily
protected dwarf warriors.

Unit Size

10

5

Blast (D3+2), Reload!, Piercing (3)

Ne Pts

Sp Me Ra De Att

Sp Me Ra De Att

Special

11/13 115

Unit Size
Troop (5)

War Engine

Monster
Sp Me Ra De Att
10

3+

–

3+

3

Ne Pts
14/16 165

Special
Breath Attack (10), Crushing Strength (1), Fly, Heal
(6), Inspiring, Regeneration (4+)

The Phoenix is the symbol of Basilea; an emblem
of rebirth, of holy fire and of blazing fury. These
semi-magical birds are summoned by the
mages of Basilea to fight with the armies of
the Hegemon. There are a brave few heroes
who utilise them as mounts, although elaborate
spells of protection from fire must be performed
before the Phoenix can be mounted.
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Dictator
Unit Size
1

Hero (Inf)
Sp Me Ra De Att
5

3+

–

5+

3

Ne Pts
13/15 90

High Paladin on Dragon Hero (Mon)
Unit Size
1

Sp Me Ra De Att
10

3+

–

5+

9

Ne Pts
17/19 310

Special

Special

Crushing Strength (1), Individual, Inspiring

Breath Attack (10), Crushing Strength (3), Fly,
Headstrong, Heal (2), Inspiring

Options
• Mount on a Basilean warhorse, increasing Speed
to 8 and acquiring Thunderous Charge (1) (+30 pts),
and changing to Hero (Cav)

Wise and charismatic Dictators – generals
drawn from the ranks of the priesthood,
paladins, sisterhood, and even from lowly menat-arms – draw up grand strategies to protect
the lands of the Hegemon from harm. As they
tend to be older men, they might not be the
most powerful of warriors, but their presence
on the field is nevertheless vital to guide the
Basilean legions to victory.

High Paladin
Unit Size
1

Hero (Inf)

Sp Me Ra De Att
5

3+

The High Paladins, supreme warrior-priest of
Basilea, armour themselves and take to the
field alongside their Paladin brothers, calling
upon the gods for their favour and might. They
are powerful fighters, sustained by the holy,
unquenchable fire of their faith and filled with
burning desire to smite evil with all of their
strength. Normally they ride into battle on
strongly-built chargers, but at times they can
mount upon large Dragons – ferocious flying
monsters that can only be tamed by the iron
will of a High Paladin.

–

5+

5

Ne Pts
13/15 130

Special
Crushing Strength (1), Headstrong, Heal (2),
Individual, Inspiring

Abbess

Options
• Mount on a Basilean warhorse, increasing Speed
to 8 and acquiring Thunderous Charge (1) (+30pts),
and changing to Hero (Cav)

The High Paladins, supreme warrior-priests
of Basilea, armour themselves and take to the
field alongside their Paladin brothers. They are
powerful fighters, sustained by the unquenchable
fire of faith and filled with burning desire to
smite all evil from the face of the world.

Unit Size
1

Hero (Inf)
Sp Me Ra De Att
5

3+

–

4+

4

Ne Pts
12/14 90

Special
Crushing Strength (1), Headstrong, Individual,
Very Inspiring (Sisterhood only), Vicious

Options
• Mount on a panther, increasing Speed to 10 and
acquiring Thunderous Charge (1) (+20pts), and
changing to Hero (Cav)

The spiritual leaders of the Sistehood lead their
sisters from the front.

High Paladin on Griffin Hero (Mon)
Unit Size
1

Sp Me Ra De Att
10

3+

–

5+

7

Ne Pts
15/17 210

Special
Crushing Strength (2), Fly, Headstrong, Heal (2),
Inspiring

Abbess on
Panther Chariot
Unit Size
1

Griffons are magic-born creatures, roosting in
inaccessible mountain peaks. Only the iron will
of Paladins of the Word have ever managed to
tame these ferocious beasts.

Hero (Lrg Cav)

Sp Me Ra De Att
9

3+

–

5+

8

Ne Pts
14/16 170

Special
Base Size: 50x100mm, Crushing Strength (1),
Headstrong, Thunderous Charge (1), Very Inspiring
(Sisterhood only), Vicious

A chariotful of sharp (or blunt) unpleasantness.
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Priest
Unit Size
1

Hero (Inf)
Sp Me Ra De Att
5

4+

–

4+

1

Ne Pts
11/13 75

Special
Crushing Strength (1), Headstrong, Heal (3),
Individual, Very Inspiring (Penitents only)

Options
• Bane-chant (2) for +15pts
• Mount on a horse, increasing Speed to 9 (+15 pts)
and changing to Hero (Cav)

The clerics that follow the troops on the
battlefield are fully able to defend themselves.

Bearer of the Holy Icon
Unit Size
1

Sp Me Ra De Att
5

5+

–

4+

1

Hero (Inf)
Ne Pts
10/12 55

Special
Individual, Inspiring

Options
• Mount on a barded horse, increasing Speed to 8 and
Defense to 5+ (+20 pts), and changing to Hero (Cav)

Only the bravest and most virtuous amongst
the young acolytes are given the honour of
carrying into battle one of the Holy Icons of
Basilea. These take many forms, from golden
statues of a saintly hero or heroine of Basilean
history, to battle-flags of renowned regiments.

War-Wizard
Unit Size
1

Hero (Inf)

Sp Me Ra De Att
5

4+

–

4+

1

Ur-Elohi

Ne Pts

Unit Size

11/13 60

1

Special

Hero (Lrg Inf)
Sp Me Ra De Att

Ne Pts

10

-/15 180

3+

–

5+

6

Fireball (8), Individual

Special

Options

Crushing Strength (2), Fly, Heal (3), Inspiring,
Thunderous Charge (1)

• Lightning Bolt (3) for +25 pts
• Wind Blast (5) for +30 pts
• Mount on a horse, increasing Speed to 9 (+15 pts)
and changing to Hero (Cav)

Basilea’s world-famous Schools of Magic provide
mages of every kind. Magic is an integral part
of all walks of life: including battle, where warwizards, masters of fire and weather spells,
wreak havoc upon the foes of Basilea with
inferno and lightning. In particular, through
centuries of incessant warfare, magic has been
found to be a potent weapon to counter the
denizens of the Abyss, against which it seems
to have a greater effect.

The Ur-Elohi are the most powerful of these
creatures, shining beacons of light and Good,
flying high in the sky to guide the armies of
Basilea and its allies against all Evil. These
mighty arch-angels are occasionally tasked
by a Shining One to lead a crusade in their
name: then an Ur-Elohi would descend from
the heavens to confer with the leaders of the
mortals, offering his nigh-infinite knowledge and
wise guidance, as well as taking active part in
the battle, destroying the most dangerous enemy
entities with his lethal flaming sword!
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Jullius, Dragon
of Heaven [1]
Unit Size
1

Hero (Lrg inf)

Sp Me Ra De Att

Ne Pts

10

-/16 275

3+

–

6+

8

Special
Crushing Strength (2), Fly, Heal (3),
Thunderous Charge (1), Twin Souls, Very Inspiring

Samacris, Mother
of Phoenixes [1]
Unit Size
1

Hero (Lrg Inf)

representing the cauterising, vengeful and warlike
nature of fire, became the Ur-Elohi Jullius, the
Dragon of Heaven, whilst the other half; the
nurturing, renewing and cleansing nature of fire,
returned as the Ur-Elohi Samacris, the Mother
of Phoenixes. And so, the Shining One who
was Fotia, was reborn as the Phoenix and the
Dragon. Weaker now individually, they are more
powerful united, and their story is told as a
parable of the passion and indestructibility of
love; their strength in unity, giving rise to sayings
such as “You can’t cut fire with a sword”,
meaning that two lovers are inseparable.

Sp Me Ra De Att

Ne Pts

Gnaeus Sallustis [1]

10

-/15 230

Unit Size

3+

–

5+

3

1

Special
Fireball (10), Crushing Strength (1), Fly, Heal (7),
Inspiring, Lightning Bolt (5), Regeneration (5+),
Twin Souls

Twin Souls
As long as Samacris and Jullius are both present and in
play on the table, they both have the Elite special rule.

Irdima was left alone on the battlefield, cradling
the two parts of Fotia’s corpse and weeping.
Suddenly, by the great power of her words of
love and her frantic prayers, a miracle manifested
and the two halves did not die. Instead, one half;

Hero (Lrg Cav)

Sp Me Ra De Att
9

3+

–

5+

7

Ne Pts
15/17 190

Special
Crushing Strength (2), Headstrong, Heal (3),
Inspiring, Nimble

Gnaeus Sallustis is the Grand Master of the
order of Basilean Paladins. His appearance on
the battlefield is bad omen for the enemies of
Basilea, as no army he has lead has ever lost
a battle. He rides into battle atop his gigantic
Basilean lion, Nakir, cutting swathes through
the enemy ranks to reach his ultimate objective,
a final confrontation with the enemy general.
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Dwarf Armies

The ancient race of Dwarfs has long
dwelled in subterranean holds, and trace
their history back farther than any race but
the Elves. In the oldest tomes in darkened
halls, the Dwarfs record the legends of the
first of their race, born of stone and tears.
They believe the goddess of the underworld
wept for her lack of children in a darkened
cave, and over long ages those tears formed
a stalactite in the semblance of what we
now know as a Dwarf. The character of
Dwarf-kind reflects this poetic myth – they
are a race as strong and enduring as the
rock they mine, and as passionate as the
goddess who made them.

Dwarfs are tenacious, hardy and determined,
possessed of physical strength and mental
fortitude that makes them ideally suited for
warfare and backbreaking work – both of
which they not only excel at, but enjoy. For
a Dwarf, the greatest rewards are those that

can be earned through physical toil and
martial prowess, and they go about these
pursuits with grim seriousness. Though the
average Dwarf stands less than shoulderhigh to a man, they are immensely broad
of back, barrel-chested and thick-skulled.
A Dwarf’s hands are large, with thick,
strong fingers that belie their remarkable
dexterity. Their heads are set forward from
their shoulders, giving them a downwards
countenance that contributes to their dour
reputation, though other races comment
unkindly that Dwarfs must always look
down so as not to trip over their trailing
beards and massive feet. Long hair trails
from their heads, varying in shade from
russet red to flaming orange, while their
flinty eyes and hawkish noses speak
volumes about their suspicious and insular
character. For the Dwarfs, above all races,
keep themselves to themselves. Before
the time of King Golloch, the conqueror,

Dwarf Army Special Rules
Alignment: Good
Grizzled Veterans
All units in this list have the Headstrong
special rule, unless specified otherwise.

Dwarven Throwing Mastiffs
The Dwarfs train a breed of war-dog that
is infamous for being even more vicious
and hard-headed than its creators.
Mark a unit that has been equipped with
throwing mastiffs with one or more such
model. The unit then counts as being
equipped with a throwing weapon that
can be used only once per game (remove
the mastiff markers once the weapon is
used up).

Then, for each point of damage caused,
roll to hit and to damage again, as the
surviving dogs savage the unfortunate
opponents. Repeat this process again and
again until you fail to score any damage,
at which point even the toughest of the
dogs have been put down or have run off
to bury some of the enemies’ limbs.
Against units with the Shambling special
rule, you can re-roll any dice that fail to
damage… the mastiffs are that keen.

When you release the hounds, roll 5 dice to
hit, regardless of the firer’s Attacks. Dogs
always hit on 4+ regardless of modifiers.
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it was rare for the Dwarfs to leave their
strongholds. They mistrust other races,
particularly Elves, with whom they have
long shared the world, and instead look to
gold and gems dug from their cyclopean
mines for companionship and succour.
As can be expected of a race so obsessed
with stone and wealth, Dwarfs are stolid
and unyielding in almost all facets of their
lives. Treaties signed with Dwarf kings have
oft been invoked centuries later, when all
the original signatories have long passed;
wars have been fought over the refusal
to uphold such pacts, even though none
but the Dwarfs even remember the cause.
Likewise, Dwarf merchants are infamous
for their contracts, which will always be
adhered to the letter, if not the spirit. It
is no coincidence that Dwarfs often carve
binding agreements into granite tablets,
literally setting a bargain in stone so that
none dare break it.
Dwarf craftsmen are renowned across
Mantica for their great skill and ingenuity.
The men of Basilea covet the services of
Dwarf masons to bolster their fortresses and
lay foundations for their expanding cities. In

the mountain holds, Warsmiths experiment
endlessly with new engines of war, their
blackpowder weaponry and intricate
clockwork devices prized by kings and petty
warlords alike. Warsmiths live an almost
monastic existence, their guilds more akin to
temples, dedicated to the fire god who blesses
their instruments of war and flows deep
magic through their forges. In vast forges in
deep volcanic chambers, Warsmiths create
armour and weaponry that are the envy of
the world. Every helmet and breastplate is
perfectly tailored to its wearer, sturdier than
any artefact forged by men or Orcs, and yet
adorned with delicate gold icons and valuable
jewels; every axe-head is etched with intricate
runes and chased with precious metals. For
a Dwarf, if something is worth making, it’s
worth making well. Every artisan, from the
smiths to the masons, passes down his secrets
and methods to his apprentices, ensuring
that his unique creations will live on forever,
embellished and improved upon in timehonoured tradition by those he trains.
Such commitment to craft developed in part
because the Dwarfs lack a natural affinity
to magic, which men and Elves have come
to rely upon so much. However, there are a
handful of Dwarfs born in every generation
who stand apart from their kin, displaying
an innate mastery over the element of earth.
These Dwarfs are recognised by their tough
skin and dark eyes, cutting solitary figures
in the deepest halls, where they wander
apart from their kin to converse with earth
spirits. Their strange talents sometimes
manifest themselves violently, causing them
to become outcasts until others of their kind
find them and induct them into the Order of
Stone. Eventually becoming Stone Priests,
these Dwarfs command the elements upon
which Dwarf-kind has built its civilisation,
summoning shambling Earth Elementals to
fight alongside their hold’s armies. They are
a breed apart from their kin, rightly feared
and respected in Dwarf society.
To outsiders, life in a Dwarf hold must
seem grim, far away from the sun, and
surrounded by dour miners and doughty
soldiers. Yet this is far from the truth. The
wealthiest holds are places of light and
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warmth, with polished mirrors and gigantic
lanterns illuminating vast underground
cities of carven stone and glittering gold.
Meat roasts on firepits in massive feasting
halls; Dwarf ale – some of the strongest
and finest beer to be found anywhere in
the world – is consumed in huge quantities;
songs of heroism and tragedy echo around
the caverns, reminding the Dwarfs of glories
past, and glories still to come. Though
possessed of a serious disposition and prone
to melancholy, Dwarfs are capable of great
mirth and overwhelming passion. They are
as wont to sing a saga or start a drunken
brawl as they are to weep sincerely over the
loss of an ancestor, for their long lives are
cursed with long memories, and they feel
pain and love and anger perhaps more keenly
than a man. For some Dwarfs, such intense
emotion is a way of life – the Berserkers of
Cwl Gen struggle daily to overcome the ‘red
curse’, the rage that they harness in battle.
To insult a drunken Dwarf is to take one’s
life into one’s own hands, and yet to secure
a friendship with a Dwarf – a thing most
rare for a race so mistrusting of others –

is to secure a lifelong companion, and a
defender to the death. A Dwarf’s sense of
loyalty to hearth and home, to kin and clan,
knows no bounds, and for this he will fight
and die without question or pause. It is this
quality that makes the Dwarfs so feared
in battle – they enter into no act of war
lightly, but when they do they will never
back down, never surrender, and never,
ever forget.
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Berserkers
Unit Size

Ironguard

Infantry
Ne Pts

Unit Size

5

4+

–

3+

20

-/16 125

Troop (10)

4

3+

–

6+

10 11/13 110

Regiment (20) 5

4+

–

3+

25

-/22 180

Regiment (20)

4

3+

–

6+

12 15/17 160

Troop (10)

Sp Me Ra De Att

Infantry

For some Dwarfs, the tragic history of their
people overwhelms the senses, bringing on the
red curse that, in battle, transforms them into
frenzied lunatics! Fighting with wild abandon
and seemingly feeling no pain, Berserkers do
not stop fighting until they fall down dead.

Bulwarkers
Unit Size
Troop (10)

Infantry

Sp Me Ra De Att
4+

–

5+

Regiment (20) 4

4+

–

5+

15 14/16 150

Horde (40)

4+

–

5+

30 21/23 250

Options
• Exchange shields for two-handed weapons for free
(lower Defence to 5+, gain Crushing Strength (1))
• Dwarven Throwing Mastiff (+10 pts)

The Ironguard comprises handpicked veterans
and sworn protectors of the Dwarf lords.
Chosen from the toughest and most experienced
fighters, they form defensive shieldwalls upon
which even the strongest enemies expend their
strength harmlessly.

10 10/12 105

Ironwatch Crossbows
Unit Size

Special

Troop (10)

Phalanx

Options
• Dwarven Throwing Mastiff (+10 pts)

Trained to withstand enemy cavalry charges,
and armed with long spears and thick armour,
Bulwarkers are masters of close formation
fighting, even when on the move.

Ironclad
Unit Size
Troop (10)

Infantry
Sp Me Ra De Att
4

4+

–

5+

Ne Pts

Ne Pts

4
4

Sp Me Ra De Att

Infantry

Sp Me Ra De Att
5+

5+

4+

Regiment (20) 4

5+

5+

4+

10 14/16 135

Horde (40)

5+

5+

4+

20 21/23 225

4

8

Ne Pts

4

10/12 100

Special
Crossbows, Piercing (1), Reload!

The oldest (and, perhaps, fattest) Dwarf
warriors are often assembled into the ranks of
the Ironwatch. Most Dwarfs lose none of their
wits or keenness of sight with venerable age,
and thus take to battle armed with crossbow
or blackpowder rifle, so they may fight from a
more sedentary position.

Ne Pts

10 10/12 75

Regiment (20)

4

4+

–

5+

12 14/16 110

Horde (40)

4

4+

–

5+

25 21/23 180

Ironwatch Rifles

Infantry

Options

Unit Size

• Dwarven Throwing Mastiff (+10 pts)

Troop (10)

Sp Me Ra De Att
4

5+

5+

4+

Solid and uncompromising as rock, units of
Ironclads form the backbone oaf most Dwarf
armies. Armed with axes or hammers and
clad in heavy armour, these Dwarf warriors
are tough, stubborn fighters, who form a nighunbreakable line of steel on the battlefield.

Regiment (20) 4

5+

5+

4+

10 14/16 155

Horde (40)

5+

5+

4+

20 21/23 255

4

Special
Rifles, Piercing (2), Reload!
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Rangers
Unit Size

Infantry
Sp Me Ra De Att

Ne Pts

Troop (10)

5

4+

4+

4+

10 10/12 135

Regiment (20)

5

4+

4+

4+

12 14/16 180

Special
Light crossbows (treat as bows), Crushing Strength (1),
Pathfinder, Vanguard

Options
• Dwarven Throwing Mastiff (+10 pts)

Dwarf Rangers are often young, vigorous
Dwarfs, curious about the world outside the
holds. Though greeted with suspicion by older,
more traditional Dwarfs, Rangers are expert
scouts, explorers and pathfinders, specialising in
ambush warfare and flank marches.

Sharpshooters
Unit Size
Troop (5)

Infantry

Sp Me Ra De Att
4

5+

4+

5+

5

Ne Pts
9/11 100

Special

Earth Elementals

Long rifles, Piercing (2), Reload!

Unit Size

Note that the Sharpshooter models are mounted on
cavalry bases.

Regiment (3)

5

4+

–

6+

9

-/14 130

Horde (6)

5

4+

–

6+

18

-/17 200

Unlike the Ironwatch, Dwarf Sharpshooters are
recruited from among the hardiest apprentices in
the Warsmiths’ guild-temples. Bringing the latest
long-ranged blackpowder weapons to war, their
units are one part deadly sniper regiment and
one part experimental field-testers!

Shieldbreakers
Unit Size
Troop (10)

Sp Me Ra De Att

Ne Pts

Special
Crushing Strength (1), Pathfinder, Shambling

Summoned to war by the mysterious Stone
Priests, these supernatural creatures are formed
of the very earth and rock of the Dwarf holds
– the living embodiment of the mountains come
to protect their people!

Infantry

Sp Me Ra De Att

Berserker Brock Riders

Ne Pts

4

4+

–

4+

10 10/12 90

Regiment (20) 4

4+

–

4+

12 14/16 130

Horde (40)

4+

–

4+

25 21/23 215

4

Large Infantry

Unit Size

Special

Ne Pts

Troop (5)

8

4+

–

4+

13

-/16 135

Regiment (10)

8

4+

–

4+

26

-/22 210

Special

Crushing Strength (2)

Thunderous Charge (1), Vicious

Options
• Dwarven Throwing Mastiff (+10 pts)

The strongest Ironclads go
with heavy, two-handed
weight alone is enough to
splinter shields with equal
Shieldbreakers their name.

Sp Me Ra De Att

Cavalry

to war equipped
hammers, whose
break bones and
ease, earning the

Only a Berserker would be mad enough to
trap and tame the vicious Brocks that inhabit
vast warrens within the Dwarfs’ realm. Securing
such a steed is deemed a sign of courage and
honour within the Berserker clans, and the
blood-crazed cavalry charge to battle roaring
their infamous warcry: “Go for Brock!”
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Battle Driller

Monster

Flame Belcher

Unit Size

Ne Pts

Unit Size

1

Sp Me Ra De Att
4

4+

–

1

5+ D6+6* 10/12 70

Sp Me Ra De Att
4

Special

Special

Base Size: 25x50mm, Height 1, Brutal,
Crushing Strength (1), Individual

Breath Attack (Att).

* Roll for the number of Attacks every time you resolve
a melee.

The Dwarf Miners Guild uses their technological
innovations to aid in their excavations. Some
members of the guild take their drilling devices
to battle, charging them into the enemy ranks
with spectacularly unpredictable results.

War Engine

–

–

5+

While within 6” of a Friendly Warsmith, the unit also
has the Elite special rule.

This weapon belches gouts of flammable liquid
over the Dwarfs’ foes, consigning them to a horrible
death. Despite its short range, it is the ultimate
area-denial weapon due to its fell reputation.

Ironbelcher Cannon
Greater Earth Elemental
Unit Size
1

Sp Me Ra De Att
5

4+

–

6+

8

Ne Pts

Special
The most powerful of the Earth Elementals,
these black-stone giants are massive constructs
of impenetrable rock. When the power of such
creatures is harnessed by the Stone Priests, what
foe would dare stand in the path of the Dwarfs?

Steel Behemoth

Monster

Unit Size

Ne Pts

1

4

5+

–

1

War Engine

Sp Me Ra De Att
4

–

5+

5+

1

Ne Pts
10/12 110

Special
Blast (D6+2), Piercing (4), Reload!
While within 6" of a Friendly Warsmith, the unit has
Blast (D6+3) instead.

Crushing Strength (3), Pathfinder, Shambling

Sp Me Ra De Att

Unit Size

Monster
–/18 160

Ne Pts

18 10/12 85

The oldest artillery design in the Dwarf army, the
Ironbelcher has seen continuous service for many
centuries. Though Warsmiths continually strive to
improve on the design, the simplicity, durability
and destructive power of the Ironbelcher makes
it an enduring weapon of war.

Ironbelcher Organ Gun
Unit Size

6+ D6+20* 18/20250

1

Special

War Engine

Sp Me Ra De Att
4

–

5+

5+

Ne Pts

15 10/12 85

Base Size: 50x100mm, Breath Attack (10),
Crushing Strength (3)

Special

*Roll for the number of Attacks every time you resolve
a melee

While within 6” of a Friendly Warsmith, the unit also
has the Elite special rule.

These innovative fighting vehicles are powered
by ingenious internal combustion engines fuelled
by the black blood of the earth. Protected by
thick metal plates and equipped with flamespitting weaponry, they are a nightmare made
manifest for the Dwarfs’ enemies.

The Ironbelcher Organ Gun is a five-barrelled
cannon, which discharges its deadly payload in
a tight spread, chewing through closely packed
enemy formations.

Range 24”, Piercing (2), Reload!
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Jarrun Bombard
Unit Size
1

Sp Me Ra De Att
4

–

5+

Berserker Lord

War Engine
5+

1

Ne Pts

Unit Size

10/12 110

1

Hero (Inf)

Sp Me Ra De Att
5

3+

–

4+

Special

Special

Blast (D6+3), Lob it!, Piercing (2), Reload!

Crushing Strength (1), Individual,
Inspiring (Berserkers only)

Lob It!
The Bombard can be fired directly, as normal. Alternatively,
you can choose to fire it indirectly, following the Indirect
Fire special rule. When firing indirectly, the Bombard has a
range of 60”, but cannot be fired against targets within 12”.

Created by Jarrun Iremonger of Cwl Gen, this
revolutionary weapon has become highly prized
by Dwarf commanders. The Jarrun Bombard can
be fired directly into enemy ranks like a heavy
cannon, or indirectly like a mortar, bypassing
fortifications to hit vulnerable troops beyond.

King
Unit Size
1

4

3+

–

6+

5

13/15 120

1

7

3+

–

6+

5

3+

4+

5+

3

Ne Pts
11/13 80

Not all Dwarf Rangers are young striplings
– some of their calling never outgrow the call
of the wild, or the thirst for exploration. These
seasoned adventurers take to the field in the
prime of life, using all their experience as
pathfinders and huntsmen to savage the enemy
from the shadows.

Hero (Lrg Cav)
7

Sp Me Ra De Att

Light crossbow (treat as bow), Crushing Strength (1),
Individual, Inspiring (Rangers only), Pathfinder, Vanguard

The noble rulers of Dwarf-kind come from
ancient lineages, and inspire utter devotion in
their people. With a lifetime of warmongering
behind them, and bearing magical runeencrusted weapons and armour, they are mighty
warriors in their own right.

Sp Me Ra De Att

Hero (Inf)

Special

Crushing Strength (1), Individual, Inspiring

Unit Size

Few Berserkers live long enough to amass wealth
and status, or even a hold of their own, but
those who do master the red curse are mighty
warriors indeed. Usually carrying a pair of
magical axes as a symbol of their power, they
are nigh-unstoppable killing machines in battle.

1

Special

King on Large Beast

• Mount on a Brock (+30 pts), increasing Speed to 8,
gaining Vicious and changing to Hero (Cav).

Unit Size

Ne Pts

Ne Pts
-/17 120

Options

Ranger Captain

Hero (Inf)
Sp Me Ra De Att

8

Ne Pts
13/15 170

Special
Crushing Strength (1), Thunderous Charge (2),
Inspiring

Giant rodents and other unnaturally
large burrowing creatures make excellent
mounts for high-ranking Dwarves.
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Warsmith
Unit Size
1

Sp Me Ra De Att
4

Garrek Heavyhand [1]

Hero (Inf)
4+

4+

5+

2

Ne Pts

Unit Size

11/13 85

1

Sp Me Ra De
4

3+

-

Hero (Inf)
At

Ne Pts

5

14/16 150

6+

Special

Special

Pistol, Crushing Strength (1), Individual, Inspiring
(War Engines only), Piercing (1)

Warp Hammer, Shield of Miph, Individual, Inspiring

Keepers of the ancient Secrets of Steel, Warsmiths
are master craftsmen whose guild-temples
furnish the Dwarf armies with destructive war
engines, and the finest weapons and armour.
Their knowledge of mechanical devices and
blackpowder weapons is without peer.

The bearer has Crushing Strength (3).

Stone Priest
Unit Size
1

Hero (Inf)

Sp Me Ra De Att
4

4+

–

5+

2

Warp Hammer
Shield of Miph
The bearer has Regeneration (6+).

Garrek, mightiest scion of the Heavyhand clan, is
a Dwarf cursed by the sins of his forebears. His
deeds are celebrated across the length and breadth
of Mantica. In battle, his legendary hammer earns
him more renown with each kill, though he can
never atone for the shame of his ancestors.

Ne Pts
11/13 105

Herneas the Hunter [1]

Special
Individual, Inspiring (Earth Elementals only), Surge (8)

Unit Size

Options

1

• Bane Chant (2) for +15 pts

Within the Dwarf holds, Stone Priests are
outsiders, for their innate mastery of earth magic
is treated with suspicion by all right-thinking
Dwarfs. In battle however, they are capable
of summoning and controlling powerful Earth
Elementals to smash apart the Dwarfs’ foes.

Sp Me Ra De
5

3+

3+

Hero (Inf)

At

Ne Pts

3

12/14 140

5+

Special
Skewerer, Crushing Strength (2), Individual, Inspiring
(Rangers only), Pathfinder, Stealthy, Vanguard

Skewerer
The Skewerer is a magic crossbow that in rules terms
is treated as a bow with Piercing (3).

Leader of the Hunt
If your army includes Herneas, you may upgrade one
unit of Rangers to represent his handpicked Ranger
patrol (+20 pts). This unit has the Elite and Stealthy
special rules.

Herneas is a living legend amongst the Dwarfs,
a solitary hunter who embodies the tenets of the
Rangers’ way of war – a master of stealth and
ambush, and an unmatched warrior.

Army Standard Bearer
Unit Size
1

Sp Me Ra De Att
4

5+

–

5+

Sveri Egilax [1]

Hero (Inf)
1

Unit Size

Ne Pts

1

10/12 50

Hero (Lrg Cav)

Sp Me Ra De
8

3+

-

4+

At

Ne Pts

10

-/19 240

Special

Special
Individual, Inspiring

Crushing Strength (1), Elite, Inspiring,
Thunderous Charge (1), Vicious

It is the greatest, most solemn honour to carry
one of the Dwarfs’ revered banners to battle,
and only the most loyal retainers of the noble
houses are entrusted with this duty. These
ancient banners are older than any living
dwarf, often inscribed with the feats of one of
the noble houses.

Renowned as the most dangerous Dwarf alive,
Sveri Egilax is the Berserker King of Cwl Gen.
Often mounted upon the fearsome and badtempered Helbrokk, Sveri’s rage is boundless,
such that he has been known to cleave through
entire enemy regiments single-handed!
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Elves

Of the three Noble Peoples of ancient
times, the Elves are said to be the oldest.
Their kind has raised great cities and
woven magical works since even before
the Celestians came to Mantica. Indeed,
the oldest of the Elves maintain that their
ancestors treated with the gods themselves,
and brought them to the world to usher
in a long age of peace, knowledge and
prosperity to the land.

Those times are ended. The Elves now are
a people in decline. Many of their ancestral
lands are gone, all of the Western Kindred’s
holdings, bar the city of Therennia Adar,
are lost to the sea; most of those of the
Southern Kindred and a good deal of the
Eastern Kindred’s realm is buried beneath
desert sands. Still, the Elves are mighty,
masters of magic beyond compare. Since
the fall of the Celestians, their mages have
become the greatest in the world. Whatever
an Elf turns his keen mind to, he masters –
whether this be art, poetry, magic, science
or war. As such, their armies are disciplined,
as effective individually as they are as in
ranks. Bows and spears are their favoured
weaponry, and regiments equipped with
such are deadly indeed.
An Elf is much more slender than a man,
and tall, but deceptively strong. Their
muscles are hard and supple, and they
can perform athletic feats that other races
could not attempt. Next to an Elf, the most
skilled human dancer appears graceless
and ungainly. They are beings of poise,
uniformly beautiful, quick to laugh and
quick to anger. They are long-lived and wise,
and yet impulsive and capricious. They
love to create, and bend much of their long
lives to artisanship. As a result their arts
are beyond compare, their sagas beautiful
in the telling, their swords fine as they are
sharp. The passing of the Elves’ golden age
has given many cause for regret, and some
have become wracked with bitterness.
Others are consumed by a sorrow so deep
they die of it, or gripped by lassitude that
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Elf Army
Special Rules
Alignment: Good
Battle Hardened
All units in this list have Elite, unless
specified otherwise.

Elven Sabre-Toothed Pussycat
Meeoww!
Mark a Hero that is accompanied by a
sabre-toothed pussycat with an Elven
cat model. The Hero then counts
as being equipped with a throwing
weapon that can be used only once per
game (remove the cat once it has been
unleashed).
This weapon can only be used against
Heroes or Monsters, War Engines and
Troops. The cat, with typical feline
obedience, refuses to attack any body
of troops larger than that.
When you send the cat to seek its prey,
roll 5 dice to hit, regardless of the
firer’s Attacks. The cat always hits on
4+, regardless of modifiers, and has the
Piercing (1) rule. Then, for any point
of damage caused, roll to hit and to
damage again, as the cat has its way
with the victims. Repeat this process
again and again until you fail to score
any damage, at which point the cat has
been slain or has wandered off to lick
the gore off its paws.
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leaves them helpless for months. Many,
particularly those of noble birth, have
become adversarial to outsiders, aloof and
proud. These flaws are understandable,
for the Elves also bear terrible guilt, for
they are responsible for much folly. It was
the Elf Mage Calisor Fenulian who forged
the mirror that caused the Sundering of
the Celestials and destroyed the greatest
civilisation in history. If that were not a
heavy enough shame to bear, more recently
their affection for a human youth, more
skilled in the magical arts than any before
him, blinded them to his propensity for
evil, and so the necromancer Mhorgoth was
unwittingly nurtured by their love, and
instructed in arcane lore that even now he
brings to bear upon the world.
Elves are born of the deep green places
of the world, their primitive ancestors
creeping out from under the boughs of the
greenwood. Leaving the trees behind, they
made the world their own, but always they
have kept an affinity for nature wherever
they dwell.

When the Celestians came to Mantica the
Elves were readily adopted by the one
known as the Green Lady, whom the Sylvan
Kindred hold dear to this day.

The Kindreds
There are many Kindreds of Elves, ranging
in size from small bands to entire nations
consisting of varied clans and tribes.
Many Kindreds have spent so long in
isolation that they have adopted unique
traits, both physical and cultural, making
them virtual strangers even amongst other
Elves. Listed here are the most renowned
of the Kindreds of Mantica, though they
are not the only ones.

The Northern Kindred

The most powerful of all the Kindreds,
the Northern Elves count the Mage-Queen
among their number. Ileuthar, the de facto
capital of Elvenholme in these dark days,
is their city, and the Twilight Glades grow
upon their land.

The Sea Kindred

The lands of the Western Kindred in the far
west are now sunk beneath the waters of the
Great Ocean. Only the Brokenwall Islands
and the City of Therennia Adar – known by
Men as Walldeep – remains, saved by the
sacrifice of Valandor the Great, although its
Sacred Groves are drowned. The Western
Kin are more commonly called the Sea
Kindred or Sea Elves in this age, for those
that remain have become masters of the
oceans. Their thin-hulled ships skim
like gulls over the waves. Their Sea
Mages can sing up a storm, and command
the mighty Kraken with but a word. These
mariners furnish the Elven Kindreds with a
powerful navy, and are known as the finest
sailors in Mantica.

The Dragon Kindred

Only the Elves have ever truly mastered
these ancient reptiles – the one legacy of
Calisor to remain untarnished. The ties of
respect and kinship that a dragon forms
with an Elf are unsurpassed by other races.
These bonds are so strong that should
an Elven Dragon Lord die, his mount has
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been known to pine such that it falls into
an unnatural, grief-stricken slumber.
Only an Elf truly worthy of replacing a
dragon’s rider can rouse the great beast
from this sleep, and such Elves are rare.
Once a tribe among the Northern Kindred,
the Dragon Lords’ power has grown out
of all proportion to their Kindred’s small
size. Inhabiting the peaks of the Alandar
Mountains, the Dragon Lords are an
arrogant people, if noble to the core.

The Eastern Kindred

These Elves were once renowned as the
most carefree of all. In their silk-covered
wagons they roamed the savannahs of the
east, making camp under the stars. The
most talented musicians and poets were
said to be of the Eastern Kindred, quickwitted and mirthful. Now they are a dour
people, victims of the encroaching desert
and the depredations of the Twilight
Kindred, they are better known for
bladecraft than poetry. The Drakon riders
are their greatest warriors.

of a fledgling Kindred gathering strength
beyond the reach of Elevenholme has been
met with much consternation.

The Southern Kindred

The Sylvan Kindred

Proud and haughty, the Southern Kindred
defy the moving desert with magic and,
when that fails, sheer stubbornness. Most
of their cities are wind-blasted ruins,
but the Elves remain in their tall towers,
standing sentinel over the unending
southern wastes. Much ancient lore is said
to lie in the great libraries of the Southern
Kindred, though their isolated realm has
made the Elves there insular and unwilling
to share their knowledge.

The Ice Kindred

Inhabitants of the Bitter Lands, masters
of ice magic, the Ice Kindred are the most
enigmatic of all Elves, even more reclusive
and hostile to strangers than the Sylvan
Kindred. Followers of the renegade King
Tyris, they permit access to their lands
infrequently, and travel rarely to the courts
of the Twilight Glades and Walldeep. Of
late, travellers north of the Mammoth
Steppes have reported a court of Elves,
believed by many to be a faction of the Ice
Kindred. The Elves of Ileuthar know that
this is not the case, however, and reports

Living deep in the green places of the world,
the Sylvan Kin are at one with nature. Long
ago they rejected the ways of the other
Kindreds, and fully embraced the arboreal
origins of all Elves. They are antagonistic
to any who would alter the natural order
of the world, and have little contact with
other races. Most dwell inside the bounds
of the mystic forest of Galahir, but a large
contingent live in Ileuthar, and several are
the closest confidantes of Mage-Queen
Laraentha.

The Twilight Kindred

Of these dark-hearted Elves, the other
Kindreds will not speak to outsiders, but
that they remain a part of wider Elven
society is without doubt, for ambassadors
of their kind are often found in Ileuthar.
The Twilight Kindred are cruel and
unforgiving, their hearts tainted by their
proximity to the birth of the Wicked Ones
during the Sundering. It is said that they
believe themselves touched by the fallen
gods, and thus fated to one day rule all of
Elvenkind as masters.

115

Force Lists

Hunters of the Wild
Unit Size

Kindred Gladestalkers

Infantry
Ne Pts

Unit Size

6

4+

–

4+

20 10/12 135

Troop (10)

6

4+

4+

3+

8

Regiment (20) 6

4+

–

4+

25 14/16 190

Regiment (20)

6

4+

4+

3+

10 14/16 175

Troop (10)

Sp Me Ra De Att

Sp Me Ra De Att

Infantry
Ne Pts
10/12 130

Special

Special

Vanguard, Pathfinder. This unit is not Elite.

Bows, Pathfinder, Vanguard

Like a true force of nature, wild and untamed,
the fey creatures of the forest gather in great
hunting bands when the Elves march to war,
honouring ancient pacts between the Sylvan
Kindred and the Green Lady. Gnomes, fauns,
will o’ the wisp, dryads and sprites form packs
of spiteful warriors, fighting with the full fury
of the Great Wild.

Elves are renowned across Mantica as woodsmen
and pathfinders without peer. The Gladestalkers
are exemplars of these skills, living solitary lives
guarding the great forest trails. In times of war
they gather into regiments, scouting ahead of
the Elf force and loosing hails of deadly arrows
from the cover of the woods.

Kindred Archers

Infantry

Unit Size

Ne Pts

Sp Me Ra De Att

Troop (10)

6

5+

4+

4+

8

Regiment (20)

6

5+

4+

4+

10 14/16 150

Horde (40)

6

5+

4+

4+

20 21/23 250

Kindred Tallspears
Unit Size

10/12 115

Special

Infantry

Sp Me Ra De Att

Ne Pts

Troop (10)

6

4+

–

4+

10 10/12 100

Regiment (20)

6

4+

–

4+

15 14/16 140

Horde (40)

6

4+

–

4+

30 21/23 230

Special
Phalanx

Bows

Elven tactics rely heavily on shooting a deadly
rain of arrows into the advancing enemies, to
thin their numbers before the clash, or even
to completely annihilate them before they can
make contact.

Clad in fine Elven armour and carrying the
long spears that are their namesake, Tallspears
are trained in defensive warfare from an early
age. Highly regimented, these Elven militia form
a solid line at the heart of any Elf army.

Palace Guard
Unit Size

Infantry

Sp Me Ra De Att

Ne Pts

Troop (10)

6

3+

–

4+

10 11/13 105

Regiment (20)

6

3+

–

4+

12 15/17 150

Special
Crushing Strength (1)

The most experienced and skilled Elf warriors
are drafted into the Palace Guard, where they
swear their lives to the service of their lord. They
wear the finest enchanted armour and fight with
long glaives or two-handed blades, wielding
them with impossible speed and elegance.
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Therennian Sea Guard

Infantry

Silverbreeze Cavalry

Unit Size

Ne Pts

Unit Size

Sp Me Ra De Att

Troop (5)

10

Sp Me Ra De Att

Regiment (20)

6

4+

5+

4+

12 14/16 170

Horde (40)

6

4+

5+

4+

25 21/23 280

4+

4+

7

Ne Pts
11/13 145

Special

Special

Bows, Nimble

Bows, Phalanx

Trained to fight on the upper decks of the Elven
navy’s sleek ships, the highly flexible Sea Guard
are equipped to fulfil the roles of both tallspear
and archer, an ability that makes them the
most adaptable unit in the Elven army.

Forest Shamblers
Unit Size

5+

Cavalry

Large Infantry

Sp Me Ra De Att

These mounted scouts range far ahead of the
Elf army on the march. Peerless horse archers,
the Silverbreeze Cavalry form a swift-moving
vanguard to harry the enemy’s flanks and pick
off vulnerable foes with deadly accurate bowfire
and lightning-fast strikes.

Stormwind Cavalry
Unit Size

Ne Pts

Cavalry

Sp Me Ra De Att

Ne Pts

Regiment (3)

6

4+

–

5+

9

–/14 125

Troop (5)

9

3+

–

5+

8

Horde (6)

6

4+

–

5+

18

–/17 190

Regiment (10)

9

3+

–

5+

16 14/16 215

Special

Special

Crushing Strength (1), Pathfinder, Shambling,
Vanguard. This unit is not Elite.

Thunderous Charge (2)

Unstoppable constructs of wood, foliage, mud
and stone, these great trees march against the
enemies of the Elven realms. Though slow
to anger, when awoken they are mighty and
determined defenders of their woodland homes.

11/13 140

The Elves breed horses that are noble of bearing
and fast as quicksilver, elegant creatures that are
deceptively strong and sturdy. In battle, units of
Stormwind Cavalry speed across the battlefield on
these magnificent beasts, clad in shining armour
and striking at the enemy where they least expect.
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Drakon Riders

Bolt Thrower

Large Cavalry

Unit Size

Sp Me Ra De Att

Regiment (3)

10

3+

–

5+

9

Ne Pts

Unit Size

12/14 175

1

Horde (6)

10

3+

–

5+

18 15/17 270

War Engine

Sp Me Ra De Att
6

–

4+

4+

2

Ne Pts
10/12 90

Special

Special

Blast (D3), Piercing (2), Reload!

Crushing Strength (1), Fly, Thunderous Charge (1)

These powerful war machines hurl bolts as
tall as a man with such force that they can
level castle walls or skewer half a dozen
knights with a single shot. They are quick
to load and fire, and light enough that they
can be swiftly moved around the battlefield,
rapidly redeploying wherever their firepower
is required.

Drakons, or Cold Drakes, are smaller cousins of
the great Dragons, who dwell in the ancestral
lands of the Eastern Kindred. Easier to tame than
a Dragon, Drakons are no less ferocious, and
form units of fearsome, winged shock cavalry.

War Chariots
Unit Size

Large Cavalry

Sp Me Ra De Att

Dragon Breath

Ne Pts

Regiment (3)

8

4+

4+

4+

8

12/14 140

Horde (6)

8

4+

4+

4+

16 15/17 215

Unit Size
1

Special
Bows, Base Size: 50x100mm, Thunderous Charge (2)

The Eastern and Southern Kindreds are famed
for their chariot races, and the two factions often
compete in this dangerous sport during the great
Elfmoots. In battle, chariots are pressed into
service as devastating shock troops, pulled by
swift Elven steeds and crewed by hardy warriors.

War Engine

Sp Me Ra De Att
6

–

4+

4+

Ne Pts

15 10/12 90

Special
Breath Attack (Att)

Such is the heat of the inferno unleashed by the
Dragon’s Breath that it is able to melt armour
and flesh, making this ensorcelled war machine
one of the most feared weapons on the field
of battle.
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Elven King
Unit Size
1

Hero (Inf)

Sp Me Ra De Att
6

3+

–

5+

5

Elven Mage

Ne Pts

Unit Size

13/15 120

1

Hero (Inf)

Sp Me Ra De Att
6

5+

–

Special

Special

Crushing Strength (1), Individual, Inspiring

Heal (3), Individual

Options

Options

• Mount on a horse, increasing Speed to 9 (+20 pts)
and changing to Hero (Cav)

• Lightning Bolt (5) for +45 pts

• Sabre-Toothed Pussycat (+10 pts)

• Fireball (10) for +10 pts

Amongst the ranks of Elven warhosts, there
are those whose deeds have become as legend.
These are the war-leaders of the Elven kings.
Peerless warriors and masters of battlefield
strategy, they have honed their killing arts over
centuries of warfare.

• Bane Chant (2) for +15 pts

Elven Prince
Unit Size
1

6

3+

–

5+

3

1

Ne Pts
10/12 75

• Wind Blast (5) for +30 pts

Hero (Inf)

Sp Me Ra De Att

4+

• Mount on a horse, increasing Speed to 9 (+15 pts)
and changing to Hero (Cav)
• Sabre-Toothed Pussycat (+10 pts)

Among the most powerful wizards in
Mantica, Elven Mages are inducted into the
arcane mysteries at an early age. Able to
harness the raw power of the elements, and
protected by powerful wards, they are masters
of battlefield spellcraft.

Ne Pts
11/13 60

Master Hunter

Special
Crushing Strength (1), Individual

Unit Size

Options

1

• Mount on a horse, increasing Speed to 9 (+15 pts)
and changing to Hero (Cav)

Hero (Inf)

Sp Me Ra De Att
7

3+

3+

4+

3

Ne Pts
11/13 90

Special

• Sabre-Toothed Pussycat (+10 pts)

The nobles of the Elven courts often fill their
youth with martial feats, practising swordplay
and learning strategy for what would be a
lifetime for a Man. These princes are great
assets on the battlefield, though they can be
headstrong, vying with each other for feats
of heroism.

Bow, Individual, Pathfinder, Piercing (1), Stealthy,
Vanguard

Options
• Sabre-Toothed Pussycat (+10 pts)

For some Elves, life at court is interminable,
and they become filled with a wanderlust that
takes them far from their kin. Alone in the
trackless forests, many become Gladestalkers,
while a few, often exile-princes of noble bearing,
become masters of the beasts, often found upon
the battlefield accompanied by massive sabretoothed Lyrynx.
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Army Standard Bearer
Unit Size
1

Sp Me Ra De Att
6

5+

–

4+

1

Drakon Rider Lord

Hero (Inf)

Unit Size

Ne Pts
10/12 50

1

Sp Me Ra De Att
10

3+

–

5+

Special

Special

Individual, Inspiring

Crushing Strength (1), Fly, Inspiring,
Thunderous Charge (1),

Options
• Mount on a horse, increasing Speed to 9 (+15 pts)
and changing to Hero (Cav)

Usually drawn from long-serving champions of
the Palace Guard, it is a singular honour to carry
the army standard into battle. Bearing ancient
enchantments of protection, the standards of
the Elven Lords are a blessing to their warriors
and anathema to the forces of evil.

Hero (Lrg Cav)

Unit Size
1

6

4+

Unit Size

Hero (Lrg Inf)

Sp Me Ra De Att
–

5+

3

Ne Pts
11/13 75

Special
Crushing Strength (2), Nimble Pathfinder, Vanguard.
A Forest Warden is not Elite.

Though the Tree Herders are implacable and
slow to anger, they are seen as headstrong and
impatient by the ancient Forest Wardens. To
provoke these massive woodland guardians to
war is both an impressive feat and a dire mistake,
for once angered they are nigh unstoppable foes.

Ne Pts
13/15 160

Lords of the Eastern Kindreds often ride to
battle atop fierce Cold Drakes, striking where
the enemy least expects. Often they circle
the battlefield in ominous packs with their
fellow Kindred, a portent of doom for the
unwitting foe.

Dragon Kindred Lord
Forest Warden

5

1

Hero (Mon)

Sp Me Ra De Att
10

3+

–

5+

Ne Pts

10 17/19 310

Special
Breath Attack (15), Crushing Strength (3), Fly, Inspiring

The ancient pact between Elf and Dragon
is a bond stronger than any treaty writ on
paper or carved into stone. It is a symbiotic
relationship, written in magic, fire and blood.
Those Elven Lords who ride into battle atop
one of these mighty beasts are powerful
indeed, for when the will of an Elf and the
strength of a Dragon unite, few can stand
before them.
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Noble War Chariot
Unit Size
1

Hero (Lrg Cav)

Sp Me Ra De Att
8

3+

4+

4+

4

Ne Pts

The Green Lady [1]
Unit Size

11/13 90

1

Sp Me Ra De
10

–

–

6+

Hero (Inf)
At

Ne Pts

–

14/16 200

Special

Special

Bow, Base Size: 50x100mm, Thunderous Charge (2)

Fly, Heal (8), Individual, Inspiring, Pathfinder,
Regeneration (5+)

Champions of the arena and noble of birth,
those princes and lordlings of the Elven court
who ride to battle in a War Chariot are fortuneseekers and thrill-hunters, yet accomplished
warriors all.

Tree Herder
Unit Size
1

Hero (Mon)

Sp Me Ra De Att
6

3+

–

6+

7

Ne Pts
18/20 260

Special
Crushing Strength (3), Inspiring, Pathfinder,
Surge (8), Vanguard. A Tree Herder is not Elite.

The Tree Herders are mighty wooden giants
that spend the long millennia of their lives
protecting their forests from all threats.

Argus Rodinar [1]
Unit Size
1

-

–

• Up to 2 Sabre-Toothed Pussycats (+10 pts each)

The Wild Guard
If your army includes the Green Lady, for +20 points
you may upgrade a single Regiment of Hunters of the
Wild to represent the Green Lady’s Wild Guard, her
most devoted and sworn guardians. This unit has the
Headstrong and Regeneration (5+) special rules.

A Celestian of ages past, given form as a
being of the deep woods, the Green Lady has
ever been revered by the Elves who inhabit
the Galahir. Those who would defile the Elves’
ancient forest realms must face the wrath of the
Green Lady. She is at once the warm, summer
sun and the howling winter gale; the giver of
life and the reaper of souls.

Hero (Inf)

Sp Me Ra De
0

Options

5+

At
–

Ne Pts
-/13

50

Special
Base Size: 50x50mm, Altar of the Elements, Individual

Altar of the Elements
Argus Rodinar treats all Wavering results as Steady
and is never disordered by chargers – he is protected
by powerful enchantments.
The Altar has a spell which automatically hits any one
friendly non-allied unit on the battlefield, regardless
of range or line of sight. Any nerve tests against this
unit that result in a rout must be re-rolled, as if it were
in range of an Inspiring unit. This spell lasts until the
start of your next turn. Remember that dice cannot be
re-rolled more than once.

As master of the Altar of the Elements, Argus
Rodinar’s duty is to balance the elements and
forge victory from potential defeat, to manipulate
the unseen forces of the world in an effort to
ensure that victory lies with the servants of the
Shining Ones.
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