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Kingdoms of men
Of all the Noble Peoples, men are the most 
numerous. Men can be found everywhere, 
from the most verdant valley to the 
harshest environment, anywhere a living 
can be scratched from the land. In blazing 
deserts, the frozen north, jungle, plain 
and mountain, men dwell. They exhibit a 
bewildering array of outer forms and skin 
colour, and the palette of their emotions is 
equally as varied. Men can be black of heart 
or as pure as snow. Men have been known 
as great Elf Friends, men have been known 
to embrace and serve the Abyss willingly. 
Men are anything but predictable.

Men were once more inclined to good than 
they are now. The Republic of Primovantor 
was the apogee of human civilisation, a 
grand coalition of nations ruled by an elected 
senate and headed by the High Consul. The 

Kingdoms of Men 
Special Rules

Alignment: Neutral

Rallying Cry
All units in this list with the Inspiring 
rule have the Very Inspiring rule instead 
(already noted in their profile), including 
Inspiring granted by other means such as 
Magical Artefacts.

men of this time were long-lived and keen-
minded. Nearly a thousand years after the 
republic collapsed, its feats of magic and art 
have yet to be matched. The Primovantians 
learned much from the Elves, and gave them 
much in return. From their mountain home 
of Primovantia, the early Primovantians 
brought as many lands into their Republic by 
diplomacy as by conquest. All citizens were 
treated equally under her laws, no matter 
whether they willingly joined or their country 
had been defeated in war, and it flourished 
because of it. Every man who fought for 
Primovantor did so willingly, to protect a 
land they were proud to call their own.

Winter’s war finished the Republic, already 
severely weakened by the God War. The 
provinces north of the Dragon’s Teeth 
mountains were ground to clay under the 
ice, its rich southlands drowned by the sea. 
Whereas once Primovantor was a mountain 
kingdom looking over fertile plains, it is 
now a peninsula.

The memory of this noble state lives on in 
Basilea, the largest and most powerful of 
today’s nations. The Basileans are adherents 
of the Shining Ones, and large numbers of 
paladins, warrior monks and battle nuns are 
found in their armies. The angelic Elohi fly 
above the hosts of Basilea, lending their pure 
voices to the battle hymns of holy warriors, 
and their strength to the army’s assault.
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The Successor Kingdoms are descended 
from Primovantor also, but the similarity 
to Basilea ends there, for they have been 
much influenced by admixtures of culture 
and thought from other lands and have 
followed their own path. There are as 
many as a hundred of these small statelets, 
ranging from independent cities to large 
dukedoms, and the genuine kingdom 
of Valentica. These small lands are in a 
constant state of rivalry. War between them 
is not uncommon. As a result of this the 
city-states are vital places, breeding brave 
men who range far in their ships.

In other places men live in conditions ranging 
from great culture to orcish barbarism, and 
everywhere in between. Dark Ophidia is 
the home of vile sorcery. To the far north, 
hordes of horsemen fight over the herds of 
mammoth and bison with Goblins. On the icy 
seashores beyond the Bitter Islands, reavers 
set sail in longships, raiding and trading as 
far south as Elvenholme and Basilea. Upon 
the contested plain of Ardovikia, new lands 
reclaimed from the ice’s retreat are founded. 
Caravans of camels criss-cross the deserts 
of the south between desert oases and dry 
cities, bringing exotic wares from cultures 
so far afield what is known of them by the 
nations around the Infant Sea is more legend 
than fact.

Naturally, man’s method of war differs from 
place to place. The Successor Kingdoms are 
the homes of engineers and wizard-scholars, 
and their armies reflect this. Gunpowder 
weapons such as cannon and primitive 
handguns are common there. Basilea also 
possesses this technology, but relies more on 
divine magic and armoured horsemen to win 
its wars, backed up by Griffins and the Elohi. 
All the kingdoms born from Primovantor’s 
ruins favour blocks of pikemen, a weapon 
used for millennia.

The Ophidians can draw upon a wide 
range of troops from across their empire; 
including desert-horsemen, fierce tribal 
warriors from the green south and all 
manner of light troops suited for their 
harsh land, supported by heavy infantry 
and horse drawn from the Ophidian cities. 

The Ophidians also enslave desert spirits to 
fight for them, and make use of legions of 
undead skeletons. 

The northern tribes are less disciplined, but 
formidable nonetheless. Whether steppe 
rider or sea raider, all are raised as warriors 
from childhood, and they are consequently 
skilled individual fighters.

As a whole, men have a somewhat ambivalent 
relationship with the other speaking races of 
Mantica. Several states have very close ties 
with the Elves, the Valenticans in particular, 
with two great Elven cities actually being 
part of it, and Elven quarters in every other 
city besides. Dwarfs live throughout man’s 
lands, descendants of refugees from the fall 
of the northern holds and, more recently, 
King Golloch’s reign. The northern tribes 
sometimes make common cause with the Orcs 
or the Abyssal Dwarfs, or are else forced to 
fight for them as slaves. The great alliances 
of the past may be fading memories, men are 
as likely to fight shoulder to shoulder with 
the Elves and Dwarfs as they are to oppose 
them, and on many occasions men have 
fought on both sides of the battle in these 
grand alliances. 

Men however most often fight other men, 
whether through greed or hatred or honour 
or just through misunderstanding. Men are 
hot-blooded, and not always wise, their 
vivacity is a curse as much as it is a blessing.
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 Arquebusiers Infantry

 Unit Size Sp Me Ra De Att Ne Pts
Troop (10) 5 5+ 5+ 3+ 8 9/11 100

Regiment (20) 5 5+ 5+ 3+ 10 13/15 135

Horde (40) 5 5+ 5+ 3+ 20 20/22 225

Special
Rifles, Piercing (2), Reload! 

A relatively new weapon, hard-hitting arquebuses 
are an expensive replacement for crossbows.

 Berserkers Infantry

 Unit Size Sp Me Ra De Att Ne Pts
Troop (10) 5 3+ – 3+ 10 -/12 100

Regiment (20) 5 3+ – 3+ 15 -/16 140

Horde (40) 5 3+ – 3+ 30 -/23 230

Special
Crushing Strength (1)

Fur-clad norsemen with large axes and no fear 
of death.

 Bowmen Infantry

 Unit Size Sp Me Ra De Att Ne Pts
Troop (10) 5 5+ 5+ 3+ 8 9/11 75

Regiment (20) 5 5+ 5+ 3+ 10 13/15 100

Horde (40) 5 5+ 5+ 3+ 20 20/22 165

Special
Bows

The most common ranged weapons in human 
kingdoms.

 Crossbowmen Infantry

 Unit Size Sp Me Ra De Att Ne Pts
Troop (10) 5 5+ 5+ 3+ 8 9/11 85

Regiment (20) 5 5+ 5+ 3+ 10 13/15 115

Horde (40) 5 5+ 5+ 3+ 20 20/22 190

Special
Crossbows, Piercing (1), Reload! 

Some human rulers equip some of their troops 
with crossbows, trading tactical flexibility for 
hitting power.

 Foot Guard Infantry

 Unit Size Sp Me Ra De Att Ne Pts
Troop (10) 5 3+ – 5+ 10 10/12 95

Regiment (20) 5 3+ – 5+ 12 14/16 135

Horde (40) 5 4+ – 4+ 25 21/23 225

Options
•	Exchange	shields	for	two-handed	weapons	for	free	

(lower Defence to 4+, gain Crushing Strength (1))

Human noblemen tend to equip the elite 
warriors making up their bodyguard with the 
best armour and weaponry that their wealth 
can afford. 

 Heavy Pike Block Infantry

 Unit Size Sp Me Ra De Att Ne Pts
Regiment (20) 5 4+ – 4+ 15 14/16 165

Horde (40) 5 4+ – 4+ 30 21/23 270

Special
Elite, Ensnare, Phalanx 

Guard infantry units equipped with very heavy 
plate mail and long spears.

 Militia Mob* Infantry

 Unit Size Sp Me Ra De Att Ne Pts
Troop (10) 5 5+ – 3+ 10 8/10 50

Regiment (20) 5 5+ – 3+ 12 12/14 70

Horde (40) 5 5+ – 3+ 25 19/21 115

Legion (60) 5 5+ – 3+ 30 25/27 170

Hurriedly conscripted in time of dire need, these 
rag-tag formations never last very long.

 Pike Block Infantry

 Unit Size Sp Me Ra De Att Ne Pts
Regiment (20) 5 4+ – 3+ 15 13/15 135

Horde (40) 5 4+ – 3+ 30 20/22 225

Special
Ensnare, Phalanx

Some Human kingdoms train their spearmen to 
use very long pikes, losing the protection of their 
shields, but forming impenetrable hedgehogs.
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 Pole-Arms Block Infantry

 Unit Size Sp Me Ra De Att Ne Pts
Troop (10) 5 4+ – 3+ 10 9/11 70

Regiment (20) 5 4+ – 3+ 12 13/15 100

Horde (40) 5 4+ – 3+ 25 20/22 165

Special
Crushing Strength (1)

Strong Men armed with halberds, partisans, 
fauchards and other oddly-shaped poleaxes.

 Shield Wall Infantry

 Unit Size Sp Me Ra De Att Ne Pts
Troop (10) 5 4+ – 4+ 10 9/11 70

Regiment (20) 5 4+ – 4+ 12 13/15 100

Horde (40) 5 4+ – 4+ 25 20/22 165

These warriors are quipped with chain mail or 
leather armour and carry a sword or axe and 
a wide shield that they can lock together to 
adopt a defensive formation.

 Spear Phalanx Infantry

 Unit Size Sp Me Ra De Att Ne Pts
Troop (10) 5 4+ – 4+ 10 9/11 85

Regiment (20) 5 4+ – 4+ 15 13/15 120

Horde (40) 5 4+ – 4+ 30 20/22 200

Special
Phalanx

The most classic variant on the shield wall 
formation is a shield wall bristling with sharp 
metal-tipped spears.

 Knights Cavalry

 Unit Size Sp Me Ra De Att Ne Pts 
Troop (5) 8 3+ – 5+ 8 11/13 125

Regiment (10) 8 3+ – 5+ 16 14/16 195      

Horde (20) 8 3+ – 5+ 32 21/23 340

Special
Headstrong, Thunderous Charge (2)

Fanatical templars, brave knights on a 
chivalrous quests, or disinherited noblemen in 
search of redemption, these heavily armoured 
cavalrymen make fearsome shock troops. 

 Mounted Scouts Cavalry

 Unit Size Sp Me Ra De Att Ne Pts 
Troop (5) 9 5+ 5+ 3+ 7 10/12 100

Special
Bows, Nimble

Options
•	Exchange	bows	with	pistols	for	free	(gain	Piercing (1) 

but halve their range) or exchange bows with carbines 
for +15 pts (gain Piercing (1) and range 18”).

These fast and flexible warriors form the eyes 
and ears of the army as it advances.

 Mounted Sergeants Cavalry

 Unit Size Sp Me Ra De Att Ne Pts
Troop (5) 9 4+ – 4+ 7 10/12 105

Regiment (10) 9 4+ – 4+ 14 13/15 160

Special
Nimble, Thunderous Charge (1)

Lightly armed compared with the knights, 
these swift cavalry units are used most often 
on the wings of a battle line, and to pursue 
and cut down enemies that are retreating from 
the battlefield. 

 Charioteers Large Cavalry

 Unit Size Sp Me Ra De Att Ne Pts
Regiment (3) 8 4+ 5+ 4+ 8 11/13 115

Horde (6) 8 4+ 5+ 4+ 16 14/16 175

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

Fanatical templars, brave knights on a 
chivalrous quests, or disinherited noblemen in 
search of redemption, these heavily armoured 
cavalrymen make fearsome shock troops. 
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 Beast of War Monster

 Unit Size Sp Me Ra De Att Ne Pts
        1 7 4+ - 5+ 12 15/17 210

Special
Base Size: 50x100mm, Brutal, Crushing Strength (2), 
Thunderous Charge (2)

Options
•		Mount	a	light	ballista	on	it	(+10	pts)	–	Range	36”,	

Ra 5+, 2 attacks, Blast (D3), Piercing (2)

Large beasts of burden from the southern 
continents, armoured and sent into battle to 
smash and terrify the enemy.

 Ballista War Engine

 Unit Size Sp Me Ra De Att Ne Pts
        1 5 – 5+ 4+ 1 9/11 60

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

A torsion-powered giant crossbow, whose bolts 
can easily skewer several enemy warriors.

 Cannon War Engine

 Unit Size Sp Me Ra De Att Ne Pts
        1 5 – 5+ 4+ 1 9/11 85

Special
Blast (D6+1), Piercing (4), Reload!

The simplest and perhaps still the most cost-
effective of war machines, the cannon is one 
Dwarf tradition that the Humans were very 
keen to make their own.

 Siege Artillery War Engine

 Unit Size Sp Me Ra De Att Ne Pts
        1 5 – 5+ 4+ 1 9/11 90

Special
Blast (D6+2), Indirect Fire, Piercing (3), Reload!

The most ancient of Human war engines, the 
Catapult is mostly used in sieges, but other more 
modern devices have appeared of lately, firing 
explosive shells or even rudimentary rockets in 
high arcs.
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 General Hero (Inf)

 Unit Size Sp Me Ra De Att Ne Pts
        1 5 3+ – 5+ 4 12/14 100

Special
Crushing Strength (1), Individual, Very Inspiring

Options
•	Mount	on	a	horse,	increasing	Speed	to	8	(+20	pts)	

and changing to Hero (Cav), or mount on a Pegasus, 
increasing Speed to 10 and gaining Fly, but losing 
the Individual special rule (+50 pts) and changing 
to Hero (Large Cav).

Human generals are not the most powerful 
warriors, but they are the best battle-leaders.

 General on  
 Winged Beast Hero (Mon)

 Unit Size Sp Me Ra De Att Ne Pts
        1 10 3+ – 5+ 6 14/16 190

Special
Crushing Strength (2), Fly, Very Inspiring

Only the richest noblemen can afford to ride a 
Hippogryph, Manticore or similar winged beast.

 Wizard Hero (Inf)

 Unit Size Sp Me Ra De Att Ne Pts
        1 5 4+ – 4+ 1 10/12 50

Special
Fireball (6), Individual

Options
•	Lightning	Bolt	(3)	for	+25	pts,	or	free	if	it	 

replaces Fireball

•	Wind	Blast	(5)	for	+30	pts

•	Bane	Chant	(2)	for	+15	pts

•	Heal	(2)	for	+10	pts

•		Mount	on	a	horse,	increasing	Speed	to	9	(+15	pts)	
and changing to Hero (Cav), or mount on a Pegasus, 
increasing Speed to 10 and gaining Fly, but losing 
the Individual special rule (+25 pts) and changing 
to Hero (Large Cav).

These lonesome, mysterious figures are a rare 
and powerful addition to any Human army.

Hero Hero (Inf)

 Unit Size Sp Me Ra De Att Ne Pts

        1 5 3+ – 5+ 3 10/12 50

Special
Crushing Strength (1), Individual

Options
•	Mount	on	a	horse,	increasing	Speed	to	8	(+15	pts)	

and changing to Hero (Cav), or mount on a Pegasus, 
increasing Speed to 10 and gaining Fly, but losing 
the Individual special rule (+40 pts) and changing 
to Hero (Large Cav).

These heroic knights are entirely absorbed with 
fulfilling a quest or other dangerous mission.

 Army Standard Bearer Hero (Inf)

 Unit Size Sp Me Ra De Att Ne Pts
        1 5 5+ – 4+ 1 9/11 50

Special
Individual, Very Inspiring

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

and changing to Hero (Cav)

Men are especially trained to follow the battle-
signals issued by these large banners.

 The Captain [1] Hero (Inf)

 Unit Size Sp Me Ra De At Ne Pts
        1 5 3+ – 5+ 3 11/13 150

Special
Crushing Strength (1), Individual, Master Tactician,  

Very Inspiring

Options
•	Mount	on	a	horse,	increasing	Speed	to	8	(+20	pts)	

and changing to Hero (Cav).

Master Tactician
You can redeploy D3 of your own units after 
deployment is finished, but before vanguard moves 
are made.

The Captain is the most seasoned of mercenary 
leaders. His services are expensive, but worth 
every copper coin.
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forces of nature
While the armies of Mantica wage constant 
war, vying for power in a tumultuous land, 
they are ever watched from the darkening 
forests and windswept tors. These secret 
watchers are the Druids, servants of the 
Green Lady, and they seek nothing more 
than true balance between the forces of light 
and darkness. When the scales tip too far in 
favour of good or evil, the Druids awaken 
their own armies – fey spirits, vengeful 
elementals and ferocious beasts – and march 
to restore order to the land. No leafy grove 
or befrosted tundra can provide sanctuary 
from the Forces of Nature; to battle them is 
to battle the world of Mantica itself.

It is said the Green Lady, the capricious 
being worshipped as a goddess by the 
Druids, is a Celestian, unique in her nature. 
She is a being composed of good and evil 
facets, and yet is neither one nor the other. 
She is in fact a tri-form entity, born of a 
fusion between a Celestian, a Wicked One 
and a Shining One, conflicting aspects that 
can be at peace, or at war, seemingly upon a 
whim, changeable as the weather. 

When her Shining Aspect surfaces, the 
Green Lady is a gentle being, an avatar of 
the soothing, healing aspects of nature. 
In this form, she is oft worshipped by the 
Elves, who see in her the divinity of the 
woodland realms. Yet as much as this aspect 
is benign, the Wicked One within her can 
surface unpredictably, and woe betide any 
who are near when it does. 

With this sudden change comes the 
harsh, feral reality of nature, red in tooth 
and claw. The urge to hunt, and to kill, 
which lies within the heart of all living 
things, is embodied by the Green Lady’s 
Wicked Aspect. At her command, thorned 
elementals, monstrous beasts and spiteful 
creatures lope and slither from every 
forest, mountain-pass and seabound cove, 
intent on destruction of the Lady’s foes.

Ruling over these conflicting aspects is the 
Green Lady’s Celestian heart, which strives 
for balance and equilibrium in all things. 
This, her aspect of The Preserver’, is 
worshipped across Mantica by simple folk 
and nature spirits of the deep woodland, 
impenetrable marshes, vast prairies, icy 
tundra and scorched deserts. In this form, 
the Green Lady brings harmony to – and 
draws strength from – the four essential 
elements: earth, air, fire and water. She 
strives to use these elements to balance 
the struggle between good and evil, for her 
greatest fear is that one or the other will 
one day rule supreme over the world, and 
part of her own soul will be vanquished 
forever. If good were to prevail, the world 
would risk eternal stagnation. If evil 
reigned eternal, violence and destruction 
would tear Mantica apart. 

Thus, the Lady is torn between her own 
aspects, and constantly allies herself with 
the weakest side, in an attempt to bring 
balance to the course of the eternal war. In 
recent years, Mantica has seen the rise of 
evil, and as such the Lady’s Shining Aspect 
has dominated her own persona as she 
seeks to restore neutrality, and this stance 
has led to her forming great bonds with the 
Elves, who offer fealty in exchange for her 
sacred blessings.

To aid in her goals, the Green Lady calls 
upon mortal followers – lowly worshippers 
elevated to positions of power within 
the natural realm. These followers – the 
Druids – take the form of wandering 
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Forces of Nature  
Special Rules

Alignment: Neutral

Creatures of Nature
All units in this list have the Pathfinder 
special rule, unless specified otherwise.

Wild Companions
A Wild Companion is a feral animal 
that is bound by magical means to a 
Druid or other master of the natural 
lore, or simply allied or in thrall to a 
particular race or creature. 

Mark units that are accompanied by a 
Wild Companion with a suitable model 
– a panther, bear, wolf, hawk, etc. The 
unit then can unleash the beast once 
per game. This is the same as using a 
Fireball (5) spell with Piercing (1) – 
remove the animal model once it has 
been unleashed.

priests, travelling the byroads and forest 
trails, spying on the races of man, Elf and 
Dwarf, observing from afar their successes 
and failures. When a Druid senses that the 
balance of power might be tipped –that a 
conquering army has grown too powerful, or 
a last bastion of one alignment is about to be 
overrun – they send word to the Green Lady, 
their goddess. Birds, Sylphs, insects, Naiads 
and sprites carry the Druid’s message across 
land, sea and air, until it reaches the sacred 
groves of Galahir, where the Lady’s power is 
strongest. Here, the Druid Elders assemble 
in the Greenmoot, and combine their power 
to awaken the Lady and send her forces into 
battle. Her reach is long indeed, and at her 
unspoken command an army of monstrous 
creatures, fiery elementals and sylvan kin 
can strike many hundreds of leagues away. 

Though the Druids are a secretive cult, and 
possess great power, the honour of joining 
their order is usually reserved for men, rather 
than the elder races. Other races are often 
more strongly aligned to the Shining Ones or 
the Wicked Ones, while man has ever been 
dynamic in his motives, open-minded and, 
some might say, malleable and easily swayed. 
Neither inherently evil or good, the race of 
men makes the best recruits for the Druid 
order, training for many years within the 
sacred bowers of the Green Lady to harness 
the power of the elements, and summon 
powerful creatures to the battlefield. Just as 
they must be careful to bring balance between 
the forces of good and evil, the Druids must 
also be mindful not to rely too heavily on 
one of the four elements, lest discord be 
struck within the natural order. As such, 
the backbone of any army marching at the 
command of a Druid will comprise Centaurs, 
children of the earth; Sylphs, the spirits of 
air; Salamanders, born of fire; and Naiads, 
daughters of water. Around these hordes 
of inhuman warriors flock gigantic eagles, 
supernatural ethereals, walking trees, fairy 
folk, and horrifying constructs that embody 
the spirits of nature itself.

The rise of the Lady’s forces in recent times 
has given pause to many a warlord, who 
know that to extend their reach is to anger 
the spirits of Mantica. Even the greatest 

warriors tremble when the forests around 
them start to shake with sentient malice, 
the ground beneath their feet cracks with 
grim purpose, unnatural stormclouds 
gather overhead, and creatures of fire burst 
to life in the midst of their army. When the 
sound of fey hunting horns hangs on the 
breeze, and chill winds blast the serried 
ranks of invading forces, all know that the 
spirits of the wild have come, and they will 
show no mercy.
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 Hunters of the Wild Infantry

 Unit Size Sp Me Ra De Att Ne Pts
 Troop (10) 6 4+ – 4+ 20 10/12 135

 Regiment (20) 6 4+ – 4+ 25 14/16 190

Special
Vanguard

Spirits and faery folk of the forest realms, these 
creatures can assume many guises – fauns, 
dryads, sprites and will-o’-the-wisp. Although shy 
and peaceful in nature, if their forest realm is 
threatened, or by the command of their sylvan 
lords, they can be summoned in great numbers, 
assuming a frightening war-like aspect and 
fighting with the unbridled fury of the Great Wild.

 Naiad Ensnarers Infantry

 Unit Size Sp Me Ra De Att Ne Pts
Troop (10) 5 4+ – 3+ 10 9/11 100

Regiment (20) 5 4+ – 3+ 12 13/15 140

Horde (40) 5 4+ – 3+ 25 20/22 230

Special
Ensnare, Regeneration (4+)

Flitting between alluringly beautiful and 
terrifyingly ferocious, Naiads draw power from 
the water. As long as they are near to the 
ocean, a river, or even an underground spring, 
they can regenerate the most grievous wounds.

 Naiad Heartpiercers Infantry

 Unit Size Sp Me Ra De Att Ne Pts
 Troop (10) 5 5+ 4+ 3+ 8 9/11 120

 Regiment (20) 5 5+ 4+ 3+ 10 13/15 160

Special
Harpoon-gun, Piercing (1), Regeneration (4+)

In cruel mockery of the seafarers who have 
long invaded their ocean realm, preying on 
sea creatures, Naiad Heartpiercers carry heavy 
harpoon-launchers. Blessed with incredible 
longevity, Naiads spend several lifetimes 
practising with these weapons, becoming 
preternaturally deadly shots.

 Salamanders Infantry

 Unit Size Sp Me Ra De Att Ne Pts
 Troop (10) 5 4+ – 5+ 10 10/12 100

 Regiment (20) 5 4+ – 5+ 12 14/16 140

 Horde (40) 5 4+ – 5+ 25 21/23 230

Special
Crushing Strength (1)

Options 
•		Exchange	shields	for	two-handed	weapons	for	free	

(lower Defence to 4+, gain Crushing Strength (2))

The Salamanders are an ancient race of 
reptilian fire-people, whose scaly red hides 
protect them from enemy weaponry as well 
as grant them a fearsome appearance. Their 
blood burns with great heat, manifesting in 
billowing vapours that exude from their fanged 
mouths, and channelling through their crude 
weapons, which sear and burn as well as they 
cut and crush. 

 Forest Shamblers Large Infantry

 Unit Size Sp Me Ra De Att Ne Pts
 Regiment (3) 6 4+ – 5+ 9 -/14 125

 Horde (6) 6 4+ – 5+ 18 -/17 190

Special
Crushing Strength (1), Shambling, Vanguard.

Unstoppable constructs of wood, foliage, mud 
and stone, Forest Shamblers are ancient spirits, 
roused from long slumber by the incantations 
of the Druids. Though slow to anger, when 
awoken they are mighty and determined 
defenders of their woodland homes.
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 Centaur Bray-Hunters Cavalry

 Unit Size Sp Me Ra De Att Ne Pts
Troop (5) 8 4+ 5+ 3+ 6 11/13 105

Regiment (10) 8 4+ 5+ 3+ 12 14/16 165

Special
Bows, Nimble, Thunderous Charge (1)

Though not especially bright, Centaurs are 
naturally adapted for hunting, with their keen 
eyesight and impressive speed and stamina 
allowing them to stalk prey over long distances 
and bring them down with powerful bows. 
In battle, these skills make Bray-Hunters as 
formidable as any horse-archer in all Mantica.

 Centaur Bray-Striders Cavalry

 Unit Size Sp Me Ra De Att Ne Pts
 Troop (5) 8 3+ – 4+ 6 11/13 100

 Regiment (10) 8 3+ – 4+ 12 14/16 155

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

Simple creatures of the earth, centaurs have the 
hind quarters of a horse and the upper body of 
a man. They are strong and powerfully built, 
and form swift, savage warbands of hunters 
when provoked, taking to the field with heavy 
two-handed swords or clubs.

 Elementals Large Infantry

 Unit Size Sp Me Ra De Att Ne Pts
Regiment (3) 5 4+ – 5+ 9 -/14 130

Horde (6) 5 4+ – 5+ 18 -/17 200

Special
Crushing Strength (1), Shambling. 

Options 
MUST take one of the following options: 

•	Earth:	become	De	6+	for	free

•	Fire:	become	Sp	6	and	Crushing	Strength	(2)	for	free

•	Air:	become	Sp	10	and	gain	Fly,	but	lose	 
Crushing Strength for +20pts

•	Water:	become	Sp	7	and	gain	Regeneration	(5+)	 
for +20pts

Unbridled spirits, Elementals are entities of raw 
energy, bound together by the magic of the Druids 
and the will of the Green Lady. Taking the form 
of goliaths of rock and dirt, swirling tornados, 
warriors of fire and lava, and sentient tidal-
waves, their fury is unmatched on the battlefield. 

 Naiad Wyrmriders Large Cavalry

 Unit Size Sp Me Ra De Att Ne Pts
 Regiment (3) 8 3+ – 4+ 9 12/14 155

 Horde (6) 8 3+ – 4+ 18 15/17 240

Special
Crushing Strength (1), Regeneration (4+), 
Thunderous Charge (1)

Riding upon supernatural sea serpents, Naiads 
add their spite and fury to the charge of their 
ferocious mounts. Though their powers are 
limited out of water, these great sea-wyrms are 
carried into battle on currents of magic for a 
limited time – which is usually all they need to 
smash asunder the enemy ranks. 

 Sylph Talonriders* Large Cavalry

 Unit Size Sp Me Ra De Att Ne Pts
Regiment (3) 10 4+ 4+ 3+ 6 12/14 135

Horde (6) 10 4+ 4+ 3+ 12 15/17 210

Special
Bows, Fly

Few would dare to ride the massive eagles of 
the high peaks to war, for they are proud and 
savage creatures, with a keen intellect and regal 
bearing. However, they hold a close kinship 
with the Sylphs of the air, with whom they 
fight as an almost symbiotic pairing of ripping 
talons and deadly archery.
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 Greater Elemental Monster

 Unit Size Sp Me Ra De Att Ne Pts
        1 5 4+ – 5+ 8 –/18 160

Special
Crushing Strength (2),  Shambling

Options 
MUST take one of the following options: 

•	Earth:	become	De	6+	and	Crushing	Strength	(3)	 
for free

•	Fire:	become	Sp	6	and	Crushing	Strength	(4),	and	
gain Breath Attack (6) for free

•	Air:	become	Sp	10	and	gain	Fly	and	Wind	Blast	(3)
but reduced to Crushing Strength (1) for +30pts

•	Water:	become	Sp	7	and	gain	Regeneration	(5+)	 
for +30pts

When the need is very great, the Elder Druids 
may unite to summon a Greater Elemental to 
battle. These towering behemoths loom large 
over the battlefield, like walking mountains, 
living thunderstorms, monstrous sentinels of 
flames, or aqueous giants.

 Beast of Nature Monster

 Unit Size Sp Me Ra De Att Ne Pts
        1 7 3+ – 5+ 5 15/17 130

Special
Crushing Strength (2)

Options
•	Lightning	Bolt	(6)	for	+30pts

•	Breath	Attack	(10)	for	+15pts

•	Fly	and	Speed	10	for	+50pts

•	Vicious	and	increase	Attacks	to	7	for	+30pts

The origins of these monstrosities is known only 
to the Druid Elders, though they are rumoured 
to have been created during a violent episode 
of the Lady’s Wicked Aspect. Terrifying to 
behold, they combine the most formidable 
traits of Chimera, Sphinx, Manticore and other 
monsters besides, forming a patchwork avatar 
of nature’s wrath.

Hydra Monster

 Unit Size Sp Me Ra De Att Ne Pts
        1 6 4+ – 5+ 5* 15/17 140

Special
Crushing Strength (2), Regeneration (5+)

*Multiple heads – in addition to the basic 5, the Hydra 
has a number of additional attacks equal to its current 
points of Damage.

Found deep in mist-wreathed swamps, Hydras 
are thought to be immortal, and are almost 
unbeatable in combat. Their massive, reptilian 
forms and great strength make them formidable 
enough, but when one of their many heads is 
severed, two more grow back at once to take 
its place!



133

Force Lists

 Druid Hero (Inf)

 Unit Size Sp Me Ra De Att Ne Pts
        1 5 5+ – 4+ 1 10/12 65

Special
Heal (2), Individual, Inspiring

Options
•	Lightning	Bolt	(3)	for	+20pts

•	Wind	Blast	(5)	for	+30pts

•	Surge	(7)	for	+40pts

•	Bane-chant	(2)	for	+15pts

•	Can	ride	a	stag,	horse,	lesser	unicorn	or	similar	
mount, increasing Speed to 9, for +15 pts and 
changing to Hero (Cav)

•	Up	to	two	Wild	Companions	(+10	pts	each)

Wandering abroad as the mortal eyes and ears 
of the Green Lady, Druids are powerful and 
mysterious men with a deep affinity for nature. 
Their burden is great, for at their command the 
guardians of Mantica will rise up from the wild 
places, and march to war.

 Naiad Stalker Hero (Inf)

 Unit Size Sp Me Ra De Att Ne Pts
        1 6 3+ 4+ 4+ 4 11/13 90

Special
Crushing Strength (1), Individual,  
Inspiring (Naiads only), Regeneration (4+), Stealthy

Options
•	Harpoon-gun,	gaining	Piercing	(1)	for	+20pts

•	Wild	Companion	for	+10	pts

Solitary figures among the capricious Naiads, 
these sea-spirits have sworn a solemn oath to 
avenge those sisters who have fallen to the 
predations of sailors and soldiers over the long 
centuries. Their bitterness and rage has coalesced 
into magical power that lends them strength, 
and transforms them into spirits of vengeance.

 Salamander Veteran Hero (Inf)

 Unit Size Sp Me Ra De Att Ne Pts
        1 5 3+ - 5+ 4 11/13 85

Special
Crushing Strength (2), Individual, Inspiring 
(Salamanders only)

Options
•	Wild	Companion	for	+10	pts

Mightiest among the Salamander clans, these 
powerful reptilian warriors have undergone the 
Ordeal of Fire, an ancient ritual that lends the 
champions strength and ferocity far in advance 
of their lesser kin.
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 Forest Warden Hero (Large Inf)

 Unit Size Sp Me Ra De Att Ne Pts
        1 6 4+ – 5+ 3 11/13 75

Special
Crushing Strength (2), Nimble, Vanguard

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.  

 Centaur Chief Hero (Cav)

 Unit Size Sp Me Ra De Att Ne Pts
        1 8 3+ – 4+ 4 11/13 105

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

Options
•	Bow	gaining	Ra	4+	for	+10pts

•	One	Wild	Companion	(+10	pts)

Few among the Centaurs aspire to leadership or 
great deeds, but those who lead their herds are 
a breed apart. They have seen many battles 
and hardships, and their martial prowess has 
been tempered by long years in the service of 
the Green Lady.

 Unicorn Hero (Cav)

 Unit Size Sp Me Ra De Att Ne Pts
        1 10 3+ – 5+ 3 11/13 120

Special
Heal (5), Individual, Thunderous Charge (2)

Though many fables tell of fair maids who have 
ridden upon the backs of a majestic unicorns, it 
is long held that these horned horses cannot be 
tamed or broken. They are powerful allies of 
the Druids, fast, deadly, and capable of healing 
the most grievous wounds with but a glance.

 Pegasus Hero (Lrg Cav)

 Unit Size Sp Me Ra De Att Ne Pts
        1 10 3+ – 4+ 3 10/12 80

Special
Fly, Thunderous Charge (1)

Gentle creatures of the air, it is rare to see a 
Pegasus take to battle unless it has been subdued 
and harnessed by an aggressor. However, when 
the Green Lady’s domain is threatened, these 
majestic beasts circle the battlefield, picking off 
isolated enemies and vulnerable war machines.
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 Winged Unicorn Hero (Lrg Cav)

 Unit Size Sp Me Ra De Att Ne Pts
        1 10 3+ – 5+ 4 12/14 170

Special
Fly, Heal (7), Inspiring, Thunderous Charge (2)

Options
•	Lightning	Bolt	(5)	for	+20pts

•	Wind	Blast	(5)	for	+20pts

•	Bane-chant	(2)	for	+15pts

Known as the monarchs of all Pegasi, Unicorns, 
Centaurs and horses, these majestic winged 
creatures are the rarest and most graceful 
creatures in Mantica. Though hunted almost to 
extinction, they risk all by answering the Green 
Lady’s call in times of war.

 Tree Herder Hero (Mon)

 Unit Size Sp Me Ra De Att Ne Pts
        1 6 3+ – 6+ 7 18/20 260

Special
Crushing Strength (3), Inspiring, Surge (8), Vanguard

Possibly the longest-lived mortal beings of all 
of Mantica, the Tree Herders remember the 
days before the Elves, when the Celestians 
walked through the virgin forests of a primeval 
world unspoilt by war and grief. These benign 
creatures care deeply for the other dwellers of 
the forest, so when angered they make the most 
implacable of foes.

 Keris [1] Hero (Inf)

 Unit Size Sp Me Ra De Att Ne Pts
        1 5 4+ – 4+ 1 12/14 160

Special
Fireball (7), Heal (1), Individual, Inspiring, Lightning 
Bolt (2), Solar Staff, Surge (8)

Options
•	Can	be	accompanied	by	Ozzee	(Wild	Companion)	

for +10 pts

Solar staff
The bearer has a single ranged attack with a range of 
24” that always hits on 4+ (regardless of modifiers). 
If the target unit is hit, it is blinded until the end of 
its following Shoot phase – place a suitable marker 
next to the target. As long as it’s blinded, the unit 
cannot Charge and is Disordered.

 The Green Lady [1] Hero (Inf)

 Unit Size Sp Me Ra De At Ne Pts
        1 10 – – 6+ – 14/16 200

Special
Elite, Fly, Heal (8), Individual, Inspiring, 
Regeneration (5+)

Options
•	Up	to	2	Wild	Companions	(+10pts	each)

The Wild Guard
The Wild Guard are the most devoted guardians of 
the Green Lady, sworn to protect her and to uphold 
her ideals until death takes them. 

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 is 
worshipped as a goddess by the Druid Order, 
who lend their great power to her armies. 
Manifesting as a ghostly maid, tall as an 
oak and swift as a falcon, the Lady oft uses 
her powers to heal her loyal subjects. Yet her 
beautiful form belies the terrible ferocity that 
lies barely skin deep, waiting to be unleashed…

 Shaarlyot [1] Hero (Inf)

 Unit Size Sp Me Ra De Att Ne Pts
        1 10 4+ – 3+ 1 12/14 150

Special
Fireball (10), Fly, Individual, Inspiring,  
Wind Blast (7)

Options
•	Can	be	accompanied	by	Tiffee	(Wild	Companion)	

for +10 pts

Keris is a young, headstrong Druid initiate, and 
bearer of the Solar Staff; Shaarlyot is a princess 
of the Sylphs, a gifted air-shaper and creature 
of the skies. And yet, through adversity and 
opposition from both the Sylphs and the Druid 
Order, these two unlikely companions have found 
love. While their relationship has caused great 
consternation, none can doubt their staunch 
commitment to the defence of the Whychwell 
Forest against the Elves and Undead who would 
both seek to unbalance the natural order.
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ogre armies
Ogre Armies  

Special Rules
Alignment: Neutral

Hammer Blow
All units in this list have the Brutal 
special rule, unless specified otehrwise.

Note: Red Goblin units are not Brutal, 
but on the other hand neither are they 
‘Yellow Bellied’ – it’s the thought of 
what would happen to them if they 
disobeyed their Ogre masters.

From their simple, nomadic camps in the far 
north of Mantica, where the frozen Mammoth 
Steppe rolls into untold miles of sweeping, 
barren grassland, a mere handful of Ogres 
descend each year; each embarking on a 
quest of fortune as is the age-old tradition for 
those who reach maturity. For sadly, a great 
many do not. 

Reared in that harsh and unforgiving 
landscape of wild beasts, extreme 
temperatures and bandits of every imaginable 
variety, those Ogres that do survive the life or 
death trials of a childhood fraught with peril 
emerge as finely honed warriors indeed. They 
make for an arresting sight – with prominent 
jaws, barrel-sized fists and broad shoulders 
resembling a mountain-range of muscle, they 
stand taller and wider than any man and are 
renowned not only for their imposing size 
and brute strength but also their unwavering 
backbone. They fear no other being, and once 
an Ogre has set his sights there is little hope 
of preventing him from obtaining his prize. 
There is an expression among Dwarves that 
“an Ogre is always at its peak”. Doubling as 
a pun on how they never leave their home-
herd entirely unprotected, a gravely serious 
warning lies behind the humour of such 
phrases: that no matter its age, an Ogre is 
always dangerous if crossed. 

The broad strokes of Ogre history are poorly 
recorded among their own kin, instead they 
hold with the tradition of passing down 
oft embellished tales of individual Ogres 
who have gone before - of their personal 
travels, exploits and adventures in the 
southern lands. These are never written 
down, and remain very personal, detailed 
and treasured tales, usually only circulated 
within a particular family or extended 
tribe. In fact, greater historical accuracy is 
found in the dusty books of the other races 
than among Ogres themselves. They have 
no head for it, no sense of territorial birth 
right or political purpose in the swirling 
landscape of constantly warring factions. 
They look on such things as endless, petty 

squabbles with no real bearing on the 
existence of their remote people. As such, 
Ogres bear no ancient grudges, hold no 
inherent prejudice, and instead remain 
neutral, and when arriving for the first time 
at the gates of a city are very much open 
to all. Having usually heard exciting tales 
of such places from their elders, but being 
yet to personally experience the many and 
varied sensations on offer in such a place, 
their yearning appetites are enormous, and 
each is naturally endowed with a deep-
seeded determination to boldly follow in 
the footsteps of their immediate forebears. 

Despite their fearsome appearance 
and reputation, Ogres possess an often 
surprising sophistication of speech, an asset 
of any story-telling people, and one which 
has long allowed them to consort freely with 
the more civilised races they encounter on 
their travels. In this way, Ogres easily find 
employment and adventure in the south by 
offering their intimidating presence and 
combative prowess to the highest bidder. 
Having acquired a taste for it, they can easily 
become intoxicated by the praise and flattery 
afforded them, becoming vainglorious in the 
extreme and hugely desirous of ever more 
wealth and status, incessantly seeking to 
expedite their arrival at the heart of the 
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next battle, where fierce reputations can be 
forged and upheld. This in turn allows them 
to command higher and higher sums for 
their deadly services. As such, most quickly 
learn to value their own notoriety above all 
else, for nothing serves a mercenary better 
than his name preceding him, at least for 
the short duration of his southern odyssey. 
Between contracts, the more successful 
Ogres are able to bask in the heady excesses 
of gold and glory, before one day returning 
north, laden above all with tales to tell the 
next generation gathered at the campfire. 

When Ogres do unite into larger war-parties 
with a common goal  it is a rare thing indeed, 
and an Ogre army on the march is a sensory 
experience never to be forgotten: an ear-
shattering clash of competing egos, with each 
determined to prove his superior ferocity 
or demonstrate his most spine-sundering 
battlecry. No unit will commit to battle as 

earnestly as an Ogre will, and they will fight 
to the very last, each straining to outdo the 
next until no enemy remains standing.  

Wielding two-handed blades, heavy shields 
and immense blunderbusses the likes of 
which most men could not even hope to lift, 
an individual Ogre counts as many multiples 
of lesser troops when it comes to pure 
destructive force.  Once into the fray, Ogres 
delight in using their astonishingly powerful 
limbs to grab, crush and literally cast aside 
any obstacle that stands between them and 
their goal, be it a hefty bounty or simply 
the prestige of having shattered more skulls 
than any other warrior in the field that day. 

There is no record of an army ever holding fast 
against them, and scholars debate long into 
the night as to whether this is because Ogres 
have so rarely united in force, or because no 
opposition has ever survived tell the tale.
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 Berserker Braves  (Large Infantry)

 Unit Size Sp Me Ra De Att Ne Pts
 Regiment (3) 6 4+ – 4+ 15 -/15 150

 Horde (6) 6 4+ – 4+ 30 -/18 230

Special
Crushing Strength (1)

These chosen few become a Warlock’s followers 
– a devoted, close-knit group of fanatical 
neophytes. All are trained in Ogre lore, devotion 
to the Ogre gods and, for those with the gift, 
training in the spiritual and mental conditioning 
required of a future tribal Shaman.

 Boomers Large Infantry

 Unit Size Sp Me Ra De Att Ne Pts
Regiment (3) 6 4+ - 4+ 9 12/14 150

Horde (6) 6 4+ - 4+ 18 15/17 230

Special
Breath Attack (Att), Crushing Strength (1), Piercing (1)

Ogres Boomers carry fearsome blunderbusses 
that are more akin to short-ranged cannon 
than any firearm a man might wield.

 Hunters Large Infantry

 Unit Size Sp Me Ra De Att Ne Pts
Regiment (3) 6 3+ – 4+ 9 12/14 145

Horde (6) 6 3+ – 4+ 18 15/17 220

Special
Crushing Strength (1), Ensnare, Pathfinders

Bands of hunters equipped with small tree 
trunks they use as hunting spears, heavy nets 
and a plethora of axes, skinning knives (large, 
large knives...), etc.

 Shooters Large Infantry

 Unit Size Sp Me Ra De Att Ne Pts
Regiment (3) 6 4+ 5+ 4+ 9 12/14 150

Horde (6) 6 4+ 5+ 4+ 18 15/17 230

Special
Heavy crossbows, Crushing Strength (1), Piercing (2), 
Reload!

Ogre Shooters carry large crossbows the size of 
small ballistae.
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 Siege Breakers Large Infantry

 Unit Size Sp Me Ra De Att Ne Pts
 Regiment (3) 5 3+ – 4+ 9 12/14 165

 Horde (6) 5 3+ – 4+ 18 15/17 250

Special
Big Shield, Crushing Strength (3),  
Thunderous Charge (1)

Ogres specialising in breaking down castle 
gates, they carry huge mallets and wear very 
heavy armour.

 Warriors Large Infantry

 Unit Size Sp Me Ra De Att Ne Pts
Regiment (3) 6 3+ – 5+ 9 12/14 130

Horde (6) 6 3+ – 5+ 18 15/17 200

Legion (12) 6 3+ – 5+ 36 22/24 350

Special
Crushing Strength (1)

Options
•	Exchange	shields	with	two-handed	weapons	for	free	

(lower Defence to 4+, but gain Crushing Strength (2))

Hulking, massively muscled creatures, Ogre 
warriors are twice the height of a man, and 
many times his weight.

 Red Goblins* Infantry

 Unit Size Sp Me Ra De Att Ne Pts
 Regiment (20) 5 6+ 5+ 3+ 10 12/14 85

 Horde (40) 5 6+ 5+ 3+ 20 19/21 140

Special
Bows

Many Goblins and other lesser creatures are 
attracted to the wealth and power of Ogre 
mercenary armies. They become camp followers 
and attend to all of the most menial of tasks 
in an Ogre encampment, but are occasionally 
used as support archers by the Ogres, who have 
noticed the little ones’ ability with the bow.
Traditionally the Ogres request ‘their’ Goblins 
to wear red rags in order to distinguish them 
from the enemy in the mayhem of battle, thus 
avoiding unpleasant incidents. This has led 
to the nickname of ‘Red Goblins’, that these 
creature bear now with great pride.

 Red Goblin Scouts* Cavalry

 Unit Size Sp Me Ra De Att Ne Pts
Troop (5) 10 4+ - 4+ 7 9/11 100

Regiment (10) 10 4+ - 4+ 14 12/14 155

Special
Thunderous Charge (1), Nimble

Fleabags flock naturally to groups of Goblins, 
even more so where they can feed on the tasty 
scraps of the Ogre’s leftover food. Packs of Red 
Goblins mounted on the largest Fleabags make 
perfect scouts and sentries for Ogre armies on 
the move.

 Chariots Large Cavalry

 Unit Size Sp Me Ra De Att Ne Pts
 Regiment (3) 7 3+ – 5+ 12 12/14 170

 Horde (6) 7 3+ – 5+ 24 15/17 265

Special
Base Size: 50x100mm, Crushing Strength (1), 
Thunderous Charge (2) 

Organised in thundering squadrons, these very 
heavy chariots are easily capable of shattering 
the most organised of battlelines.

 Red Goblin Blaster Monster 
 Unit Size Sp Me Ra De Att Ne Pts
        1 5 – – 5+ * 8/10 65

Special 
Base Size: 50x100mm, Height 3

The Red Goblin operator (whose model, by the way, 
is always ignored) can trigger the Blaster explosion at 
any point during any of its Shoot phases, even if it has 
moved At The Double or is Disordered that turn – all 
units (friend and foe) within D6” of the Blaster model 
suffer 2D6 hits with Piercing (4), and then the Blaster 
model is immediately Routed. Roll the number of hits 
once, but then roll to damage individually for each unit 
hit. Friendly units taking damage as a result do not have 
to take Nerve tests, but enemy units will do as normal. 

If a Blaster routs as a result of a Nerve test, it explodes 
as above.  

*If a Blaster charges an enemy unit, it will simply 
detonate in the Shoot phase as above. 

The most common tactic for this weapon is to 
charge an enemy unit or, even better, run it as 
close as possible to the enemy and then trigger 
the explosion. It often works… 
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 Mammoth Monster

 Unit Size Sp Me Ra De Att Ne Pts
        1               7 4+ – 5+     12  15/17 210

Special
Base Size: 50x100mm, Crushing Strength (2), 
Thundering Charge (2)

Options
•	Mount	a	Ballista	on	it:	Range	36",	Ra	5+,	 

2 Ranged Attacks, Blast (D3), Piercing (2) for +10 pts

Arooooooooohhhh!!!

 Giant Monster

 Unit Size Sp Me Ra De Att Ne Pts
        1                7 4+ – 5+     (D6+6)* 17/19 190

Special
Fury, Crushing Strength (3), Strider 

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

A Giant is a huge humanoid, a veritable 
mountain of bone, sinew and flesh with a very, 
very tiny brain and a massive appetite.

 Warlord Hero (Lrg Inf)

 Unit Size Sp Me Ra De Att Ne Pts
        1 6 3+ – 5+ 7 15/17 185

Special
Crushing Strength (2), Inspiring, Nimble

Options
•	Exchange	shield	with	two-handed	weapon	for	free	

(lower Defence to 4+, but gain Crushing Strength (3)).

•	Mount	on	chariot	for	+15	pts,	gaining	Thunderous	
Charge (2) and Speed 7, but losing Nimble and 
changing to Hero (Large Cav) on a 50x100mm base.

Sometimes, the Ogres march to war en masse; 
to face great threats to their lands or to search 
out new hunting grounds. When this occurs, 
mighty Ogre Warlords lead their tribes to total 
war – survival or death!

 Siege Master Hero (Lrg Inf)

 Unit Size Sp Me Ra De Att Ne Pts
        1 5 3+ – 4+ 4 12/14 135

Special
Big Shield, Crushing Strength (3), Inspiring (Siege 
Breakers only), Nimble, Thunderous Charge (1)

To get through any fortress gate, accept no 
substitute.
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 Captain Hero (Lrg Inf)

 Unit Size Sp Me Ra De Att Ne Pts
        1 6 3+ 5+ 5+ 5 13/15 135

Special
Crushing Strength (2), Inspiring, Nimble

Options
•	Exchange	shield	with	two-handed	weapon	for	free	

(lower Defence to 4+, but gain Crushing Strength (3)).

•	Exchange	shield	with	heavy	crossbow	(gain	Reload!	
and Piercing (2), but lower Defence to 4+), for 
+10pts. 

•	Mount	on	chariot	for	+15	pts,	gaining	Thunderous	
Charge (2) and Speed 7, but losing Nimble and 
changing to Hero (Large Cav) on a 50x100mm base.

Ogre captains are among the mightiest of this 
race of war-loving veterans.

 Boomer Sergeant Hero (Lrg Inf)

 Unit Size Sp Me Ra De Att Ne Pts
        1 6 4+ – 4+ 4 11/13 90

Special
Breath Attack (Att), Crushing Strength (1), Nimble, 
Piercing (1)

Text text text text text text text text text text text 
text text text text text text text text text text text 
text text text text text text text text text text text.

 Army Standard  Hero (Lrg Inf)

 Unit Size Sp Me Ra De Att Ne Pts
        1 6 3+ – 4+ 3 11/13 70

Special
Crushing Strength (1), Inspiring, Nimble

Options
•	Mount	on	chariot	for	+15	pts	(gain	Thunderous	

Charge (2), Defence 5+ and Speed 7, but losing 
Nimble) and changing to Hero (Large Cav) on a 
50x100mm base.

Wily Ogre Captains nominate trusted Sergeants 
to take responsibility for the best of the band’s 
collective treasures, proudly displaying them in 
times of war to rally the troops and make them 
yearn for more.

 Warlock Hero (Lrg Inf)

 Unit Size Sp Me Ra De Att Ne Pts
        1 6 4+ – 4+ 2 12/14 100

Special
Crushing Strength (1), Inspiring (Berserker Braves 
only), Lightning Bolt (3), Nimble. 

In addition, the Warlock gains an additional dice for 
spells for each unit of Berserker Braves within 6”.

Options
Fireball (12) for +30pts 

Wind Blast (5) for +30pts 

Ogre Warlocks are revered amongst the tribes 
of the Steppe and often fulfil the roles of 
shaman, witch-doctor and spiritual guide within 
the nomadic communities. On the battlefield, 
Ogre Warlocks are often accompanied by their 
devoted and fanatical pupils and followers.

 Red Goblin Biggit Hero (Inf)

Unit Size Sp Me Ra De Att Ne Pts
        1 5 4+ 4+ 4+ 3 9/11 60

Special
Bow, Individual, Inspiring (Red Goblin units only)

Options
•	Mount	on	a	Fleabag,	increasing	Speed	to	10	(+15	pts	

and changing to Hero (Cav)

Text text text text text text text text text text text 
text text text text text text text text text text text 
text text text text text text text text text text text.

 Grokagamok [1] Hero (Lrg Inf)

 Unit Size Sp Me Ra De Att Ne Pts
        1 6 3+ – 5+ 7 15/17 260

Special
The Amputator, Crushing Strength (3), Nimble,  
Very Inspiring

The Amputator
The bearer of this massive axe has an increased Crushing 
Strength (already included in the profile). 

In addition, the bearer’s Melee attacks also have the 
Blast (D3) special rule.
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