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A New Genesis

[t was 1991. From my seat in the back of a
California state university classroom in the middle
of a Psych 101 lecture, I turned to my friend and
wargaming buddy and said, “I want to make a game
called HORDES.” That little nugget of inspiration so
long ago has continued to germinate on the edge of
my subconscious ever since that moment.

Ten years later I found myself plunging into the
epic world of western Immoren as creative director
of Privateer Press. Development on WARMACHINE
was chugging along at full steam, and the game
world continued to grow and evolve every day. |
hadn’t forgotten about HORDES, but warjacks and
warcasters demanded a great deal of attention.
HORDES would have to wait.

Over the next couple of years, we socked away

ideas, shelved concepts, and tabled proposals as we
tried to look ahead at what HORDES would become.
As far back as the first expansion for WARMACHINE,
we began integrating rules specific to HORDES.
We knew the conflict between machine and beast
would be a spectacle that could not be missed, but
then however, we did not know if the armies of the
Trollbloods, Circle, Skorne, and Legion would be
merely ad-ons to WARMACHINE or find their own
life in a completely different product.

The decision to make HORDES its own game,
and not simply an expansion, emerged less from
strategic marketing than it did from the fact that the
game, though utilizing the same basic mechanics
of its predecessor, is so dynamically different. It
simply demanded to stand on its own. The creatures,
characters, and stories tying them together are every
bit as rich as anything done in the Iron Kingdoms to
date, and these creations could not stand by in the
shadow of any precursors, no matter their origins.
HORDES is a game in and unto itself that offers a
completely original experience while still maintaining
the ability to be played against its steam-powered
counterpart.

This book is just the beginning. The creatures and
cultures living in the shadows of the Iron Kingdoms
have stories to tell, and over the coming years we
will do our best to expand and explore the tales set
in motion in the following pages. We will watch the
characters develop and events unfold in both epic
glory and tragedy in the tradition of Privateer Press
products. Prepare to be swept into a continuing saga
where the soul of a dragon wages conquest upon a
continent, and a dying race of monstrous trolls may
be the last best chance for all of civilization. Though
the stories of HORDES are exclusive, the impact of
their outcomes will reverberate throughout the rest
of the Iron Kingdoms, echoing change and altering
the future of the human nations. Machine and beast
indeed will clash in a monumental explosion of metal

and flesh.

Although it bears little resemblance to the concept
that hit me back in that Pysch lecture hall so many
years ago, HORDES is more than I ever thought it
would be. The game builds on everything that makes
WARMACHINE so fun, and it ushers in a whole
new level of conflict in our world. With two different
games, you have a bounty of options before you for
how to partake in this world at war, but no matter
who you choose to follow, make your decision
quickly. Brace yourself; these creations have waited
a long time to see the light of day. They’re hungry,
and I hope you are too. It's time to unleash the
HORDES!

_, ;54’1’11

Matt Wilson
Creative Director
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For those who have experienced Privateer’s games
before, what follows will feel like a warm and cozy
familiar blanket. For the uninitiated, this is the moment
where we open up your bloodshot and beady little eyes
to the cold, hard reality of truth—the truth that what
you hold in your hands is nothing like you have ever
seen. This is going to change how you play games, and
the difficult truth is that right now, most likely, you
can’t handle it.

But don’t despair. There is a legion of die-hard,
stone-cold, tabletop killers waiting to beat your ass
until you can.

At Privateer Press, we inject our games with a
special blend of testosterone-laden aggression and
orade-A, cold filtered reality. We treat the tabletop like
the battleground it is—a place to prove your might is
right. We don’t suffer whiners, sissies, momma’s boys,
daddy’s little princesses, or punk-mouthed pukes with
more excuses than moves. We come for the beat down—
deliver it with gusto or take it like a trooper. There is
glory in both as long as you’ve got the rocks.

Don’t be deceived. HORDES is simple on the surface.
You roll some dice, you add some numbers, and you
mark some dots on cards. It's the deep strategy that is
ooing to turn your brain into a pretzel. Whether you're
a seasoned veteran of tabletop conquest or some doe-
eyed rookie who accidentally wandered into this den of
ruthless vipers, the mental gymnastics you're going to
have to master are not going to come without some severe
bruising along the way. Keep your head and hands inside
the window, face forward, and pay attention because
you only get to hear this for the first time once, and if
you don’t get it then, you're going to look like 200 lbs. of
oround beef praying for the sweet release of death.

Punch first, hit hard, show no mercy, and expect
none In return.

The beasts we’ve bred for HORDES are fury-fueled
monsters, and the only way to handle them is with the
same disregard they have for each other. HORDES is
powered by unchecked brutality. It's not survival of
the fittest, meathead. It’s survival of the most badass,

.

and the winner takes all. If 3
you can’t hang with the |
animals, you best get -' FE B
out of the jungle now
before = something
mistakes you for a
snack.

Privateer
Press is building
upon a tradition of
untarnished honesty,
unwavering respect,
and unrelenting
gratitude for the
people who play
our games,
blazing away a
new era where
the quality
ofSSE came,
experience,
and inspiration
are worth the
hard earned coin
you just traded.
We are freed p - e
from the shackles = 4 a. b
of corporate B .. S5
mediocrity and
have charged
ourselves with
delivering unto you
only the most visceral
episodes you canencounter
in adventure gaming. We
throw our blood, sweat, and
souls into these creations, and we
back it with a simple creed.

This is primal. This 1is

This is HORDES.

Play like you've got a pair!

savage.

!
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The albino chieftain wrenched his axe free and let his
foe collapse at his feet. He did not pause to catch his breath
but instead turned immediately to face the next enemy.
He blinked as he realized there was no foe within striking
distance. In fact, there were no foes in sight. The tenor of
battle had changed, mellowed. There was the groaning of
pain around him and the occasional hacking of a blade
into flesh, but this had slowed. He shook off the mind-
numbing haze of battle lust and pulled his consciousness
from the full-blood trolls he was goading to battle.

The fight was over.

The surviving trolls were feasting so their hardy tissues
could regenerate their grievous wounds. There were
corpses enough to glut and keep them torpid. Despite
their remarkable endurance, several were slain including
his best spear-throwing impaler Vok—a troll who had
been in his service for almost twenty years. Madrak did
not grieve for trolls but regretted any reduction in their
strength, particularly the loss of such a well-trained asset.

Madrak Ironhide felt no triumph in victory; its cost
was too high. The blood-saturated ground was churned
to mud by the boots of clashing warriors. Corpses and
dismembered limbs littered the scrub plain along with
tattered scraps of banners, splintered standards, broken
and bloodied weapons, and other detritus of war.

He looked down at his most recent kill. The strange
armored invaders from across the eastern sands were
tall but slender. He no longer inspected them with the
same curiosity as a few weeks earlier when the novelty
had yet to wear thin. Now they were nothing but
another threat to his people and his family, his kith. This
last attack had been brutal. He hoped making it costly

to take this ground would deter them, but it had only

prompted them to regroup and come again harder.

One of his steadfast allies saw him, approached, and
nodded respectfully. This was Horthol, a powerfully
muscled trollkin of the northern Thornwood bearing
the ornamented armguard identifying him as chief of
his own kriel. He deferred to Ironhide and had fought
alongside him in many fights, accepting orders without
complaint. “The day is ours, Chieftain.”

The two of them walked among the bodies helping
any trollkin who showed some semblance of life. Madrak
gave a skin of water to a badly mangled shaman whose
ribs pierced through the skin of her crushed side. Any still
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Autumn of 606 AR, east of the Glimmerwood

alive now would recover. Missing limbs, gouged eyes,
or maiming which would permanently cripple a human
were all recoverable with time and food. It was the trolls’
blood flowing in all their veins—Dhunia’s gift.

Too many would not rise. It pained Madrak to see
familiar faces as lifeless meat with the animating spark
stripped away. They had not the people to waste in this
scrubland on the fringes of the Bloodstone Marches a
hundred miles east of their forest birthplace. This was
their adopted home, and they would defend it.

Pokrul, another chief who fought alongside Madrak
now as a champion, also joined them. Earlier in the
ficht the rampaging charge of a four-armed beast had
separated them. Pokrul was examining this latest horror
from the skorne. “Even in the darkest Thornwood there
is nothing as strange as this.”

Madrak was in no mood to speculate. “Have your
people scavenge whatever weapons and armor they
can, but do not linger. We must get back to the villages.
There is metal here we can use. Load up the trolls with
as much as they can carry.”

One of the great brutes looked up. The massive ten-
foot axer used his weighty cleaver to carve off a haunch
of the four-armed creature and gnawed the meat with
enthusiasm. He held the chunk toward Madrak with
a fanged grin as if showing a treasure. The display
lightened Madrak’s mood. The troll named Bron was
not smart, but he was fierce and loyal in battle.

Madrak spoke to Pokrul who seemed reluctant to
make haste. “We must regroup. If they attack again we
will not survive.”

Pokrul did not take graciously to commands, but he
passed this down to one of his subordinates. He seemed
eager to stay near Madrak who suspected he wanted to
argue. Pokrul was a seasoned fighter and a chief of a
kriel closer to Corvis, but he was prone to sulking when
Madrak ignored his advice. Today Madrak was weary
and eager to return to his mate who was even now
working to reinforce the stonework bulwarks shielding
the eastern approach to their villages. He would argue
with Pokrul another time.

Scattered along a lengthy line, the trollkin made
the march west toward the trees loaded with spoils.
Madrak noted with approval the watchtowers erected
here on the fringes by his industrious kin.




Their new villages were in the Glimmerwood and the
Widower’s Wood northeast of Corvis, outside Cygnar’s
borders. There was alarge stretch of territory with difficult
soil between Cygnar, los, and Llael unclaimed by any of
those nations, but it was not as barren as the Marches to
the east. It served as a refuge from the warring humans
and rapacious Cryxians who had recently invaded the
Thornwood tearing apart many kiths.

No one had anticipated the eastern invaders.
Their incursions cast a dark shadow on Ironhide’s
status, and his people had begun to grumble about his
arrangements with King Leto Raelthorne. Madrak too
felt bitter and ill used, having recently returned from a
tense meeting with Cygnar’s king who would not honor
earlier promises. His uprooted kin were in the path of
the skorne who were more numerous every week. It
would not be the first time Cygnar had proven content
to use trollkin sacrifices to delay an intruding army.

There was another large community of trollkin just
to the east, settled around Scarleforth Lake, but they
had no land to spare and troubles of their own. Ironhide
had recently made efforts to unite their chieftains and
convince them to move west to combine their strength.
They too battled the skorne who sought any gap from
their blasted lands into the fertile west.

s Madrak crossed a brook and approached the
Glimmerwood, aband of trollkin approached
from the trees. They were stout and well
armed, but Madrak scowled that they had arrived too
late to join the battle. [ronhide’s people were scattered
behind him. Many had lingered for salvage, and his
trolls had finished eating and were slowly catching up.
[ronhide was accompanied by Horthol and Pokrul, his
best champions, and a few scattered groups of other
trollkin within shouting distance.

He felt a hint of misgiving as he saw the quitari
patterns of these trollkin. It was unfamiliar, and he knew
the patterns of all the Thornwood kiths. Accompanying
them was a smaller figure in black garb leaning on a great
iron-shod staff. The face below the cowl was pinkish
brown—no elder trollkin sorcerer, but a human. This
had to be one of the human druids whose council had
recently been scarce. Ironhide had no fondness for the
secretive forest masters and their cult, but traditionally
the trollkin greeted them with respect.

He stopped and waited with his muscled arms
folded. Horthol and Pokrul took up positions on either
side of him slightly behind. A number of the battle weary
trollkin stopped to watch the unusual meeting, but they
remained at a respectful distance. Not inclined to get
close, they did not want to intrude on elder affairs.

The presence of the druid did not worry Madrak,
but the posture of the stranger trollkin put him on edge.
They were young and eyeing him in the disrespectful
fashion for outsiders. He wondered if they comprised an
unaffiliated shen fallen under the sway of the druids. The
quitari patterns looked like those worn in the Gnarls.

The druid stepped forward and pulled back his
hood to reveal a familiar lined
and weathered face. “Ergonus.”
Madrak greeted him, keeping
his tone neutral. His disquiet
increased—this was one of
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three so-called omnipotents, the leaders of their dark
cult. Ergonus and Madrak had spoken recently, but it
was not amiable.

“Chief Ironhide. Perhaps you now regret refusing
my offer.” Ergonus spoke their language with smooth
fluency.

“Unless you are here to help, your words are hollow.
Nothing has changed.” Madrak was aware of the
druid’s considerable power and intended to be polite,
but he felt no patience.

“You wound me.” The druid leaned on his staff, but
his aggrieved expression was an affectation. “You ask
for my help yet do not offer assistance in exchange?
We could have supported one another in these difficult

times, but you are too sure of your own importance.”

“As I told you when last we met, we have worries
enough without shouldering your burdens.”

Ergonus shook his head, and a small smile formed

on his lips. “The time has come for you to step down,
Madrak.”

The words were so unexpected Madrak almost could
not believe them.

“You have led the Thornwood kriels astray. It was
a mistake to move here. You were naive to heed the
promises of Cygnar’s king. Let a younger leader guide
the kriels. Step down and retire to a place of respect
among your elders. There will be no loss of status.”

Horthol snorted derisively, but Madrak noticed
Pokrul stepping away, axes in hand. His expression was
strangely smug and Madrak realized how many of that
champion’s kith gathered nearby, approaching while
Ergonus spoke. “Pokrul, you turn kulshenk?” It was a
Molgur term meaning “blood traitor” and a strong
epithet applied to one who turned his back on his chief
and kriel for his own gain.

This trollkin spit to the side and held his head up
proudly. “A true chieftain does not ask kin to die over
worthless ground. I will take us north to Scarsfell.”

“You will unite the kriels? This druid feeds you lies.
Following him will not bring prosperity. He will use
our people as fodder in his wars.” Looking them over,
he saw that Pokrul’s kin seemed reluctant for violence.
They wanted Madrak to surrender, but he had no doubt
they would fight if prompted. The strangers from the
Gnarls were more eager and clearly hoping for a brawl.

A shout went up from the trollkin near enough
to see two huge towering creatures striding from
the Glimmerwood. Madrak saw them with the first

sensation of true fear. Dire n‘
there was one, it was rare to see two e D
except when mating. He could not fathom what their
presence signified other than death. They stood easily
twice the height of a trollkin and three fimes the mass
of a regular troll, bulged with thick corded musdle and
sinew, and boasted gigantic clawed hands. Whereas
trollkin had developed a bond with full-bloog rolls, no
one could control dire trolls. They were o0 powertul,
their minds were flooded with uncontsliabie race

and they had no interest in cooperating with E.ser
creatures. They had refused to enter pacts with their
smaller cousins, and they only tolerated the pygmies
they were prone to devour when food was scarce.

Madrak reached back instinctively to the minds of
his own axers and impalers recruited to carry piliaged
supplies. They were not far, and they heard his call.
Meanwhile he heard the distinctive bellow of ane of his
village’s fell callers announcing danger was near. Help
would come too late.

He became aware of a wizened form standing calmly
between the dire trolls. Though stooped over by age, this
trollkin had broad shoulders and was still fit. He wore
the garments of a revered elder shaman with sacred
scroll-tubes tied in netting on his back. Madrak realized
why the Gnarls quitari patterns were familiar: those
trollkin standing near Ergonus were the kin of Hoarluk
Doomshaper, the mightiest shaman of that western forest.
At this, Madrak knew his death had arrived. He and

Doomshaper had argued bitterly on many occasions.

The Dhunian priest had somehow enlisted the dire

trolls! It was an unprecedented feat, and now they would
slay him. So be it. He could not stand against Ergonus,
Doomshaper, Pokrul, and the gathered yvoung warsiors,

let alone the dire trolls. He would not surrender They
would have to spill his blood and show those sathered

what master they served.

He turned to Horthol and saw dread in fis eves. “Go!
Live to lead your people. This is my doom., not yours™

Horthol scowled. “I stand by you, Chaeftasn™

Madrak nodded and felt pride. He turmed Back o the
shaman. “Doomshaper. My death must B¢ & Saswertul

lure to bring you from your forest. I am homeses *
The elder shaman sighed and shook &8s head as it

Madrak’s words were wearisome. Tlmm

fire in his eyes. Ironhide had never bm*b read

that ancient face.

The druid Ergonus glanced at I
narrowed eyes. “Ironhide reﬁlsestog‘ —
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Pokrul raised his weapons and took a cautious step
toward Madrak. Ironhide raised his ancient and sacred
axe, feeling its heavy grip in his hands. The Molgur
name of this axe was Rathrok, meaning World Ender.
It was the only legacy of Horfar Grimmr, the last great
trollkin chief to fall to Priest-King Golivant almost
three thousand years ago. It was a relic of tremendous
potency and dire significance now only wielded
reluctantly. Its use in battle was reputed to signify the
end-times. Madrak had sworn to carry it in the defense
of his people, but now he felt the temptation to use it to
strike down Pokrul for his treachery:.

Before he could hurl the axe, one of the dire trolls
bellowed and charged. Madrak sensed the command
from -Doomshaper like a chord of dissonance in the
air, yet its timbre confused him. Instead of coming for
Madrak, the gigantic troll grasped Pokrul in its claws
and tore him in half. The air was filled with a bloody mist
as the dire troll let loose a roar and turned to Pokrul’s
gathered kin. It spread its claws wide in anticipation.
Several fled immediately while others backed away,
weapons held feebly. Ironhide’s people gathered, but
the sight of the dire trolls gave them pause. Several
shouted questions at Ironhide, but he could not spare
the attention to answer.

Ergonus whirled on Doomshaper with indignant
fury burning in his eyes. “What are you doing?”

Hoarluk gripped his staff and snarled with
withering disdain. “Too long you have manipulated
my people. We will not be your assassins, druid.” He
spit the word as if it were an insult. The Gnarls trollkin
looked nervously between the druid and their shaman.
Doomshaper spoke to them, “You are fools! This druid
is not our ally. He seeks to pit us against our blood to
start a war between us! Defend Chief [ronhide or suffer
the same fate as the traitor.” He pointed a long finger at
the bloody remains of Pokrul.

Ergonus was suddenly alone.

The druid was not fearful or diminished. He stood
elowering in a wide stance with his staff in hand. Animbus
of power shimmered around him like gathered storm
clouds. He spat, “I have no further use for either of you.”
There was a blinding flash and a thunderous explosion.

otent Krueger of the Circle Orboros observed

from the trees. He considered the omnipotent’s

eagerness to confront Ironhide as foolhardy
hubris. He argued against this plan at the conclave and
was tasked to accompany Ergonus as a rebuke.

Krueger saw his signal to act. Omnipotent Ergonus
unleashed a powerful thunderclap while Krueger strode
from concealment. Creatures obedient to his bidding
poured from the forest, sounding bloodthirsty howls
and war cries. Dozens of Tharn ravagers led the charge
with loping strides and features transformed into
bestial mockeries of humanity. On either extreme of the
advancing wing advanced enormous warpwolves with
muscular lupine bodies covered in thick matted fur and an
assortment of fang-like spikes. Nearer to Krueger walked
two stone and wood constructs—one smaller, the other
tall and massive—with glowing runes along their limbs.

The thunderclap instilled chaos across a large area.
All trollkin who had seen the flash staggered and
clutched their eyes, and many were knocked prone. Even
the dire trolls howled and shook their heads against the
deafening peal of thunder. When they recovered their
wits, the Gnarls trollkin backed away from Ergonus
toward Doomshaper. Krueger smiled like a predator
and summoned wind and storm to his fingertips.

adrak felt a searing pain in his shoulder.

His legs did not obey him and he felt

disconnected from the ground, but he
did not fall. He backed away while shaking his head to
clear it. His ringing ears made the tableau dreamlike,
and he blinked away a haze just in time to see dark
forms loping from the trees. His lips pulled back in a
snarl as he recognized the Tharn—a reminder from his
youth when he had nearly died at their hands. Tharn
were carnivorous savages twisted by Devourer worship
and cannibalistic feasting. Madrak felt rage building as
he saw them mauling Doomshaper’s trollkin, heedless
that they had been enemies just moments before.

More trollkin joined the fray. The flash blinded
those nearest, but those further away were unaftfected.
Several of Madrak’s trolls were close, including Bron.
His nearest warriors were shaking off the blindness but
had gathered to confront the dire trolls, believing them
to be the threat. Ironhide yelled at them and pointed to
the Tharn. His command became clear when the dire
trolls turned away and ignored the trollkin to charge
the oncoming druidic reinforcements.

[ronhide saw Doomshaper almost overrun when his
defenders fell rapidly before the Tharn. Madrak rushed
forward and grabbed the Dhunian priest’s arm to pull
him out of harm’s way. He hurled Rathrok in a powerful
throw. The weighty blade severed clean through one
Tharn’s neck and ricocheted at an unnatural angle to
sink into the chest of a second. He held out his hand to
draw on the ancient power of the weapon. Its craft was
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never to find rest except in the hand of its wielder, and
the dissonance of separation became a strain increasing
with distance like an unseen tether. The axe blurred
through the air and returned to his palm.
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Doomshaper pulled out of Madrak’s grasp with
surprising strength, but there was grim amusement
in his ancient eyes. The shaman planted his staft in
the ground and seemed almost to swell as he drew on
the power and ferocity of the dire trolls linked to him.
He chanted a blessing of Dhunia and let it instill holy
strength in his minions. Both dire trolls engaged. One
knocked several Tharn aside to hurl itself on a slathering
warpwolf. Tharn surrounded the other dire troll while
the large woldwarden moved to engage. The ground
around it erupted in a thorny growth that grasped at
the legs of any who came near.

The battle fell into familiar chaos.

[ronhide sensed the great axer Bron charge past him like
alocomotive as hebarreled into the Tharn line. Madrak was
reassured to notice the champion Horthol had regained
his feet and was now moving to intercept anything which
tried to flank. A second troll named Jor charged up from
behind, raising a spear
the thickness of a
small tree to hurl
it across the
battlefield. It
sank with a
satisfying
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crunch deep into the exposed side of a warpwolf that
had been circling toward Doomshaper. The beast howled
in pain and whirled to face its new foe while its form
shimmered as tendons and muscles shifted and bony
spikes erupted to protect its vitals.

As the trolls let loose their inner rage, Madrak drew
on the fury and gathered it to him with a surge of strength
like a flood of adrenaline as if there were three hearts in
his breast. The power flowed into every portion of his
body, giving a godlike rush and nearly pushing him to
sympathetic battle frenzy. His mind merged with Bron

and Jor, and he felt each troll’s weapons as if they were in
his hands and their bodies were extensions of his will.

Madrak forced their bestial impulses aside for a
moment to focus his thoughts. Taking some of the
power he siphoned from them, he knitted his wounds.
His flesh mended instantly to erase all traces of the
lightning burn from the battle’s outset.

[ronhide knew time was precious. The concentrated
druid forces were pressing through the line and were
barely held in check by the might of Hoarluk’s dire trolls.
There were too many adversaries, and in moments he
would be flanked. Madrak could not hold them with

just one axer and one impaler. He sensed other trolls
nearby outside his reach; the dire troll scent had
them wary to approach closer.

Doomshaper leaned toward him, “There is
another druid...” He pointed with his staff,
and Ironhide saw a slender black form




near the tree line. Even as Madrak saw hiﬁ, more Tharn
rushed from the woods joined by the tall and muscled
profile of an enraged gorax. Hoarluk added, “Both druids
are very powerful. We cannot hold.”

A wind picked up and the skies darkened with racing
black clouds gathering with supernatural swiftness.
Lightning flashed nearby, and another peel of thunder
rocked the air. The wind began to howl. Madrak saw
a trollkin on the right flank die screaming under the
assault of the smaller rope-knotted construct where the
bloodied ground erupted and trees shot forth through
his body to lift his corpse high into the air.

Madrak bent his will to Bron, the troll axer, and
willed him to pull away from the Tharn and intercept the
approaching gorax on his flank. Madrak pushed the troll
to its limits. His sight tinted red as he tapped into its most
primal instincts and ferocity, and it began swinging its axe
in a blur. Madrak reached out and wrenched that rage into
himself again with his teeth clenched and his eyes mad
with a killing lust as new vitality flowed to his arms. His
axe flew once more to deal a horrendous gash in the gorax’s
side. Still, the wound only enraged the beast and gave
strength to its frenzy. It lifted Bron and hurled the troll into
a nearby tree. As the troll recovered, the bleeding gorax
moved in flanked by more Tharn. Nearby, the impaler Jor
was quickly losing its battle with the warpwolf.

[ronhide clenched his teeth in anger. “We must kill
Ergonus! We cannot win beast to beast.”

The shaman agreed, and both turned to this task.
[ronhide and Horthol circled to the left toward the
omnipotent, but they kept the bulk of a dire troll
between to block the druid’s sight. A great swirling
wind surrounded the druid, and a similar vortex peeled
from Krueger the Stormwrath to tear through a nearby
formation and send one trollkin flying back with a
bone-shattering crunch.

Ergonus spoke a word of power that prompted
lightning to pierce down from the clouds and explode
into Doomshaper, lighting the tableau in a moment of
clarity before heavy rain began to fall. The shaman raised
his staff and drew on his parasitic link to a nearby dire
troll, letting the wound pass instead to the beast. The
dire troll howled in agony as his skin blackened, split,
and smoked as if the lightning had struck him instead. It
went berserk in a frenzy of destruction against anything
in reach, tearing apart Tharn and stuffing them into its
fanged maw. Its wounds closed with every bite.

The smaller elemental construct had seen movement
and lumbered to intercept Ironhide. His axe spun into
the woldwatcher as Horthol brought his own weapons

to bear against its toughened rope-knotted sinews. It
shimmered to solid stone, yet their mighty blows made
quick work of it, shattering it to rubble at their feet.

The second dire troll—pushed by Doomshaper’s
relentless urging—gave forth a tremendous burst of
strength and speed and pressed the warpwolf back with
a blow that would have torn its head from its shoulders.
Its efforts opened a wedge in the line.

Madrak Ironhide gave the great battle cry of his
ancestors. This ancient Molgur phrase had no translation,
nor did his kinfolk need to ken its meaning to feel their
hearts lifted to heroic effort. They had heard that cry in
other battles and knew it meant the final press.

Doomshaper’s voice filled the air as Madrak’s faded.
The chant of the greatest Dhunian war-priest walking
Caen caused all hearing it to tremble. The warpwolves
and gorax howled in pain as suddenly their muscles
clenched with a spasm and tore apart while arteries burst,
insufficient to the pressure of the blood coursing through.

The line stretched wide from the peerless strength of
the dire trolls, and the path to Ergonus lay open. Ironhide
charged as Doomshaper’s prayer chants rang in his ears.
Holy power gripped the omnipotent who found his
limbs wracked by pain. So paralyzed, the secret words of
power stuttered on his lips. Ironhide advanced and barely
evaded the lightning strike smiting the ground near him.

rueger the Stormwrath observed the sudden
reversal with disbelief. Their attack had been
flawless. Ironhide and Doomshaper should
be dead, yet they had rallied to break the line. Troll
endurance was inexhaustible. The initiative was lost.

Krueger could see the next few minutes with perfect
clarity in his mind’s eye. Trollkin would surround and
slaughter them. There was nothing he could do now
except distract the trollkin from Ergonus to buy a short
reprieve and doom himself, but he stopped short of
doing so. Far better that he should live to carry on the
work and bring warning to the council. Krueger felt
no sympathy for Ergonus, only anger at a squandered
opportunity. He stepped back from the fight and became
one with the wind and storm, letting it sweep him from
the field like a bird caught in a hurricane.

ronhide’s axe struck Ergonus in the chest with
fatal finality, exploded the druid’s rib cage under
the impact, and sliced his heart in half. The light
in the druid’s eyes died as an anguished expression
froze onto his face. The wind around him released as a
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CUTTING THE STRINGS

great outward burst of freezing air that hurled Madrak
tumbling backward. Several Tharn came for him, but
Horthol was there killing one and engaging the other
until Madrak gained his feet. The rest were fleeing with
howling laments into the forest. The gorax and one
warpwolf were dead, and the other limped away bent
down to all fours. Madrak and Hoarluk reigned in their
trolls to prevent them from giving chase. It was time to
return to their villages and see to the wounded.

Madrak rejoined the elder shaman who stood over the
corpse of Ergonus with a satisfied expression. The two
clasped hands and then bowed to touch their foreheads
together. They engaged in the Tohmaak Mahkeiri for
the first time, standing still for several minutes as an
unspoken oath sealed in bloodshed shaped between
their joined minds.

“We will never trust the druids again,” Ironhide said
loud enough for others to hear. “Word must spread of

their treachery.”

Doomshaper agreed. “We must fight
as one people. We must be hard and
cruel, and kill or be extinguished.
You must promise not to
reserve mercy... even
for the humans

.......

of Cygnar.” His old eyes were fierce. Madrak thought of
his last audience with King Leto and nodded resolutely.
The time for compromises and peaceful dealings had
ended. They had much to discuss and plan.

nknown to the participants, there was a rapt

audience of one watching the struggle. Atop

a tall hill northeast of their peosition, a lithe
ficure crouched with bow in hand. She was a peerless
hunter far from her domain. She had stalked the one
called Ergonus cautiously trying to gain the measure of
this adversary. Her cruel lips betrayed sated safistaction
as she witnessed him slain, and she examined those
who had accomplished the task. There was much to
learn here of interest to her draconic master. She could
feel that rustling presence in her mind, folding and
unfolding to the beating of her pierced heart. It was
a vast overpowering dark presence so much greater
and stronger than her own. She rode on the surface of
these ruminations like sliding on ice. She crept down
from her perch and watched with distraction as a small

dragonspawn chewed on a nearby carcass, ravenously”

adding to its bulk. She touched its scaled hide, peered
to the north, and listened to a voice only she could
hear. She could feel a far-away response as a tendril of
the Legion broke free. Its blighted soldiers and spawn
marched at her bidding, and they would come quickly
to tear apart any barriers standing in their path.

Y



Winter 606 AR

We’ve been stuck in our corner of Caen for so many
centuries that we forget there is anything beyond the
edges of our maps. Western Immoren is small, but it’s
our home, and we are proud of what our ancestors have
accomplished. Our kingdoms arose on the backs of
scattered fiefdoms and feuding warlords. Rock-by-rock
and home-by-home through a tide of blood, massacre,
famine, disease, warfare, and the occasional bright
moments of clarify and self-awareness, we have carved
a place for ourselves and created a rich, though war-
torn, history:.

[ have fought in countless wars, seen the rise and fall
of kings, and walked the scope of this land. Believe me
when I say we have the barest perception of the dark
and powerful forces shaping our histories from the
shadows. We are on a strange, foggy precipice about
to tumble off. My description of our situation will
not prevent it, for momentum has been building for
centuries, yet if we are to survive the fall, we must keep
our eyes open.

I can smell change, and I have always had a sense
for disaster. We are entering a new era, and such
transitions never occur without weeping widows and
mothers grieving their slain sons. The specter of death
is our constant companion, and fire burns away what
we know to make room for something new.

Dwelling on the ancient past is not my habit, but we
must look back to the Orgoth to understand what rests
ahead of us. That was the last time we experienced such
a violent period of change. The Orgoth were a brutal
empire of foreigners from across the western ocean that
conquered the region twelve hundred years ago. We

know little of the land that spawned these black-hearted |

warriors. They crossed the Meredius—a feat no one born
of our shores has repeated. Their longships arrived in
an unending procession pouring forth Orgoth soldiers
to reinforce those lost as they attacked town after town
sacking and conquering any who resisted them.

The Orgoth found our ancestors divided and |
- our kingdoms reverted quickly to the natural state of

unready for a threat like this. We were only starting to

emerge from a long era when any warlord with a few

soldiers and a strong arm could crown himself king. The
Orgoth set upon the scattered city-states and devoured
them one by one. It was a difficult conquest requiring

SHADOW HISTORIES OF
ESTERN IMMOREN

nearly two centuries, but the Orgoth were patient and
relentless.

The Orgoth changed everything. They enslaved
the region using strange dark magic from warwitches
and overlords. They stripped away our will to resist
with inventive torments, and for four centuries they
dominated us completely. It took this long before at last
a spark ignited to begin an ongoing rebellion. This was
not one battle or even a series of wars. The Rebellion
encompassed two brutal centuries of organized
resistances and uprisings. Each time a rebel group
gained some slight victory, the Orgoth slaughtered them
while survivors scattered to plot again. The Rebellion
was a perilous enterprise stretching ten generations.

You'll find no shortage of groups to take credit for
the Rebellion and the defeat of the Orgoth. Maybe there
is truth in each of these wild tales and boasts. This
victory might have in fact required the combined efforts
of several religions, secret cabals, dark cults, and dire
pacts as well as the sweat and blood of ten generations
of courageous Immorese.

By the end we had learned to master arcane power
and combine ingenuity and invention as mechanika.
We crafted potent weapons never before seen:
alchemical blasting powder giving rise to the firearm,
battle wizards and sorcerers who would in time become
warcasters, and the great animated mechanisms of war
called colossals. With the Orgoth driven away at last, the
leaders of the surviving Rebellion formed the Council
of Ten and signed the Corvis Treaties. This document
outlined the borders for the nations we would call the
[ron Kingdoms as a tribute to the Iron Alliance of the
rebels who won ultimate victory against the oppressors.
Our ancestors felt they had entered an age that would
prove the end of strife, discord, and bloody conquest.

We can understand their naive hopes at the end of

' so dark a period; most were dead and buried before
~ they could witness how little had changed in the heart

of man. Removed from fellowship against a shared foe,

war. This is as inevitable to the human condition as
the drawing of breath. Even more intrinsic—we have
seen lifeless corpses of the dead march to battle and

 been told by priests that the afterlife is an extension of
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centuries. I expect it will endure the coming storm, at
least for a while.

fichting by the bidding of the gods. Peace has always
been intransient, a time of reprieve when nations lick
their wounds and sharpen their blades before leaping
back into the fray with lustful abandon.

The Iron Kingdoms

Nowhere is man’s love of battle truer than in the
north among the sprawling kingdom called Khador—
the inheritors of the ancient Khardic Empire. A hot-
blooded but cold-hearted people, the Khadorans enjoy
national rhetoric, but they are not a single tribe. They
are descended from dozens of tribes that once haunted
the north from horseback or stalked the wilderness of
their lands. Brought together under a single name, they
share a thirst for empire. Their ruler, once Queen Ayn
Vanar, tired of her title and recently crowned herself
empress. She knows how to keep her people happy by
providing an endless list of enemies to hurl themselves
against and immortalizing their patriotic sacrifices with
monuments and honors.

[ do admire the Khadorans. In another time they
were my sworn enemies, but I have fought beside them
and walked the streets of their capital. I have earned
their coin and spoken to the lowest of their soldiers
freshly recruited from the cold farms north of Korsk. I
feel I understand them. Historically Khador was once
termed a primitive kingdom; their inhospitable lands
are spread across such a vast expanse that it was difficult
for them to exploit their resources. In recent decades
they have made great strides modernizing, freeing their
serfs, investing in industry, inventing powerful tools
of war, and putting aside old superstitions. They are a
people of strong spiritual beliefs, whether Morrowans
or Menites, and have embraced both faiths without
stirring up civil war unlike another nation I'll discuss.

South of Khador is the lonely kingdom of Ord—
lonely because it rests between the two great powers of
our age and is unwilling to ally with either. It is fortunate
to have avoided the vortex of warfare consuming the
Thornwood Forest just east of their border. Ord is a
kingdom of proud and rugged people known for skilled
sailors and indomitable soldiers as well as smugglers,
ruffians, pirates, and shrewd merchants plying the
ocean trade. Ord has much to recommend it as long as
you are not born in the gutter or out on the peat marsh.
[ have spent many fine evenings laying low in Ordic
cities like Five Fingers—a haven for soldiers of the coin
removed from the so-called civility that makes many
towns and large cities stifling. The kingdom lacks the
resources to contend with its larger neighbors on equal
footing, yet it has managed to survive the last few

14

Even strong kingdoms need a place to hire mercenaries
and exchange goods. I have spent considerable time
in Ord in recent years, and I appreciate its unexpected
charms. King Baird Cathor II is called the “Bandit
King,” for he taxes his wealthy castellans and thereby
has earned the adoring support of the masses. He’s a
cunning old man, and I expect he has a few tricks up his
sleeves before he lets his eldest son replace him. I will
miss him when he’s gone and feel no shame in raising
a glass to his health. I hope he continues to keep his
nose unbloodied in current wars despite considerable
pressure to join the fight. His people would become
pawns or victims were they to enter the maelstrom, and
King Baird is too clever to become either.

Llael was once a small but storied kingdom northeast
of Ord, but it has changed dramatically since Khador
invaded and occupied the majority of its cities a year
ago. They were the first to enjoy a taste of Khador’s new
imperialism. Despite a strong alliance with its southern
ally Cygnar, Llael could not stand against Khador’s
might. There is considerable belief that their Prime
Minister aided this invasion. I have no trouble believing
it since he was a reprehensible and spineless wretch.
Like a snake, Prime Minister Glabryn was able to slither
into the cracks and survive. He serves Empress Ayn
Vanar now and retains nominal control over the region.
[ts citizens are still proud Llaelese, but that nation is
more a memory than a reality.

Some cling to hope in the southeast of its territories
where impotent rebels gather to commiserate and drink
wine. Llael has always been the smallest and least
influential of the Iron Kingdoms, but it once earned
its way as a center of trade and a hotbed for intrigues.
Their inevitable fall was rooted in the failure to replace
their king after his death. A nation without a king is
a ship without a rudder; regardless of able crew, stout
design, and ample supplies, a storm will come and
end its travails. The ultimate fate of Llael is to become
a territory under the Khadoran flag and perhaps be
absorbed into their empire as a protectorate. I feel little

- sympathy for them.

The last of the original Iron Kingdoms is Cygnar,
Khador’s southern rival. It is not easy to describe
so complex a nation. Cygnar is a land with every
advantage: a large population, varied geography, fertile
farmland, powerful cities, and capable gitizens. Their
arcane and technical prowess is second to none, they
boast a strong economy, and their military is both well

equipped and highly trained. Still, they suffer from a
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lack of resolve. Cygnar’s rule has always been irregular |

with brief tenures by brilliant and potent kings followed
by wastrels or soft-hearted muttonheads too indecisive
to accomplish significant goals. Whenever Cygnar has
been on the brink of true greatness, a pathetic king has
pulled them back.

Rather than crushing their foes and pressing the
advantage, Cygnar has too often been content to return
to the status quo of the Corvis Treaties. This policy is
ridiculous given no other kingdom has held to these
treaties—the borders defined in that document were the
product of the Orgoth’s arbitrary provinces. Cygnar has
never made any attempts to expand its borders or to
cripple its enemies, and it has come back to haunt them.
Had their kings been more aggressive and decisive, the
region might already have been united, the Cryxians
annihilated, and the Protectorate of Menoth a historical
footnote.

The headquarters of the Morrowan Church—the
faith of most people of this region—is the Sancteum
within Cygnar’s capital of Caspia. Accuse me of
blasphemy, but the church is one of Cygnar’s greatest
weaknesses. Their primarch has sat by the side of most
Cygnaran kings whispering homilies. I hold no hatred
for the church. They accomplish worthy goals, but their
priests have no place in the halls of power. Khador is
more pragmatic in this regard; Cygnar confuses affairs
of state with the lofty province of the soul. Religious
philosophy and statesmanship can never stand hand
in hand.

In 594 we witnessed the ultimate example of the
church meddling in politics. In that year the rightful
king, Vinter Raelthorne IV, suffered a coup by his
ambitious brother Leto. The coup would have failed
without the intervention of the Church of Morrow
and their politically savvy primarch. This was an

unfortunate turn of events, for the Raelthorne dynasty | .
 tyranny such as would make the Orgoth seem lax in

had been achieving great strides and had positioned | _ ,
- comparison. Their numbers seem too few to represent

the kingdom to grasp its destiny. Vinter IV had isolated
himself from church influence but did not notice his
brother had become their pawn. Unable to endure
removal from the halls of power, the primarch seduced
prince Leto to turn on his brother. I'll grant that King
Leto has been a shrewd politician and a passable king in
times of peace. He managed to strengthen the nation’s
economy, but he did so at the expense of military
readiness. Since the eruption of war, King Leto has
squandered his opportunities, and now enemies beset
Cygnar on all sides. Unless something drastic happens
soon, the kingdom will fall. Leto is prone to the same

~ weak policies that allowed trollkin rebels to prosper in

Cygnaran forests even after the Trollkin Wars of the 3rd
century and granted leniency to the Menites at the end
' of the Cygnaran Civil War.

\_ That brings me to the Protectorate of Menoth—

pr_;a-ctical purposes the fifth and newest Iron
Kingdom. As much as I may rail against the meddling
of the Morrowan Church in politics, they are nothing
compared to this nation of zealots and fanatics. The
Cygnaran Civil War began in 482 AR in Caspia. Let us
be very clear on what happened here. A Menite religious
leader named Sulon gathered together almost a million
Menites in eastern Caspia—the capital of Cygnar—
armed them, and then urged them to take over the
city and reclaim the government for their faith. There
are terms for this type of activity: sedition, treason,
insurrection, or rebellion. Do not let the Menites tell you
differently. The Cygnaran soldiers” attempt to disperse
these armed and violent fanatics prompted an eruption
of open warfare that consumed the capital.

In typical Cygnaran fashion, when Sulon died in
battle and the uprising began to wane, the king sued for
peace. The king granted these treasonous fanatics their
own government and territories! The mind boggles at
the logic of this peace negotiation; it is no coincidence
that the Church of Morrow was heavily involved in the
process. Cygnar gave the eastern section of the capital,
renamed Sul, and all lands east of the Black River to
the fanatics. This became the Protectorate of Menoth.
Though nominally still part of Cygnar, they have acted
as an independent nation since their founding. Their
current ruler is Hierarch Garrick Voyle. Under his
pragmatic leadership, this nation has created a modern
army, openly defied Cygnaran law, and began a
bloody crusade to restore their once-waning religion to

- prominence. Where the Morrowan religion is often too

forgiving, the Menites are hard and brutal. If they were
to have their way, we would see an uncompromising

a major threat, but recent events have elevated them
to a true power. In particular, the manifestation of a
divine prophet called the Harbinger has brought many
converts among a large number of Khadorans.

Beyond the Nations of Man

[t is easy to forget that the nations of mankind
only represent a section of a single continent on our
uncharted oceans. There are races other than humanity

~ that have carved territories and may one day wage war.

Even within our borders there are those who dwell in
the shadows and act to undermine the foundations of
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our nations. Too often we dismiss these outsiders, and
we will soon face the consequences of that disregard.

East of Khador is the mountain kingdom of
Rhul, home to the dwarves. They are a race not too
dissimilar from humanity, and in recent years they have
increasingly been drawn into our struggles. Where once
they stood aloof and isolated, the dwarves are now a
common sight. They assisted in the creation of the
colossals that fought the Orgoth, and their mastery of
mechanika and warfare is similar to ours, albeit based
on different traditions. The dwarves are a conservative
people politically. Despite their increased contact with
the human kingdoms, this will not change. They have
avoided destruction by sidestepping open war with
man. They are willing to trade, and certain clans have
sent mercenary bands to profit from southern wars,
but I don’t expect to see more in coming years. If any
nations can endure the coming storm, it will be those
who stay out of the fight—Ord and Rhul being the most
likely candidates.

South of Rhul and northeast of Cygnar rests the

small kingdom of Ios, home to the mysterious elves. I
will not pretend to be an expert on these people, but
they are one of several unpredictable forces that could
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change the balance in the west if they make a move.
I do not think we can count them out or ignore them,
for they boast weapons and secrets unique to their
people. Ios has been quiet—too quiet—for decades,
having withdrawn entirely from contact with other
nations. This is dangerous. They worry me more than
the Rhulfolk who have a vested interest in friendly
relations. Violent elves have been creeping from Ios
in recent years, working in secretive cells and lurking
on the fringes of our wars. Without more information,
there is little we can do about them.

The last kingdom of this region is the Cryxian island
empire. Nothing shows the insignificance of humanity
more than this malignancy lurking off Cygnar’s
southwestern shores. The Dragonfather known as Lord
Toruk is very real. There is no mightier being walking
Caen than Toruk, and the Cryxian Empire exists to serve
His will. These people are more than the reaver pirates
we see raiding coastal villages and towns. In Cryx the
dead walk, and necromancy is openly encouraged by
Toruk and His twelve lich lords—each immeortal, vastly
powerful, and patient beyond human conception.

The dragon is so pervasive a force of darkness that
He has blighted the land and people for a hundred




miles around Him. Only the dead can endure the
dragon’s immediate presence. Members of His own
priesthood—yes He is their god as well as their tyrant—
are hideously deformed. Dealing with Cryxians is
not something I enjoy, but war can prompt strange
alliances of convenience. Through mutual mistrust,
cautious negotiations are possible. In truth I've had
some measure of success and even on occasion enjoyed
my visits to Blackwater, as strange a city as ever you'll
discover. There is a liberating freedom there where no
man is a criminal if he can stay alive, and the dead walk
the streets next to the living. Not a place I'd like to live,
but spending time there has opened my mind to the
way the Cryxians see our cloistered lives.

Cygnar could have eliminated Cryx long ago had
they the will. Cygnaran kings have not had the stomach
to endure the horrible losses required to launch a
serious attack on those islands. It would have required
a similar effort as casting off the Orgoth, but it would
have left a safer legacy for the future. I wonder if the
loss of so many great heroes during the Rebellion has
permanently diluted all courage from our blood. Cryx
was allowed to fester, grow, and build an unliving army
of tremendous potency. When Khador invaded Llael at
the end of 604 AR, the long anticipated war between
Khador and Cygnar began in full force. From this battle,
both nations became vulnerable to weaker forces that
have beset them to slice open their soft bellies.

Time after time we have seen that the ignored
menace will grow in the shadows. In the years ahead I
expect many of these groups to emerge. Complacency
and a belief that we can enjoy the luxuries of peace and
prosperity have led to this. Peace is an illusion—a pause
in a fight when a man lowers his guard and is surprised
to feel a killing thrust open up his bowels.

The shrewd combatant watches for these openings.
They do not walk up to face a foe when his armor is
on, sword in hand, and standing rested and ready.
Only idiot nobles and theater actors fight this way. Far
better to wait until your enemy is tired, overextended
in the mud, and perhaps blinded by rain and fog.
Wait until he is already bleeding from other wounds
and his eyes are watching the distant hill, and strike
unseen from the shadowed forest. That is true warfare.
There is no one to claim foul play or decry a victory as
ignoble when you stand alone on the field with your
enemy dead underfoot. Who is more noble, the man
whose allies return safely home or those who must

bury their dead?

- Consider the trollkin who have endured hardship
} by the human kingdoms, continually forced into the

wilderness and away from farmlands. We have forgotten
them as we have forgotten many other groups in our
thirst for conquest and territory. What do we care if they
take over our most inhospitable mountains and densest
forests or eke a frugal living at the desert fringes? [ have
visited these tribes and spent time recovering from
wounds at their hospitality. I know they are more than
this. They are not primitive savages content to occupy
ever-smaller territories and be trod upon by our wars.
They are organized, well trained, courageous, and
capable of enduring hardship and tragedy which would
crush a man’s spirit. They are as smart and adaptable as
you or I, and they are angry. Though once they were
reluctant to challenge kingdom armies, it is another
thing to strike while we are distracted fighting one
another and require steady supply lines to maintain the
fight. In a time of war, a “minor uprising” can change
the outcome. We will see this soon.

It's the same with certain religious cults relegated to
the fringes that watch kingdom politics with a hungry
eye. [ am not a religious man, but I do not discount those
who take these things to heart. Any time spent among
the Protectorate will teach the folly of underestimating
faith and wunquestioning conviction. Despite the
dominance of the Morrowan and Menite faiths, there
are other religions thriving like fungus in the darkness.
Some of these groups wield surprising influence.

It is not paranoia to see a web of plots connecting
seemingly disparate and perplexing events. The most
common scapegoats are the Thamarites, those who
worship Morrow’s dark sister. The common man
credits them with depravities beyond their reach. More
disquieting are the worshipers of the enigmatic goddess
Cyriss, the Maiden of Gears. Her cult has infiltrated the
educated among many large cities, and they are capable
of unified action and long term planning. In the end all
these cults have a vested interest in the supremacy of
mankind and ultimately prefer to stay out of our wars.

Those who follow the ancient primal gods worry
me. A Dhunian shaman protecting his tribe is like an
enraged bear whose cubs are threatened. They are the
true leaders of their communities, not the chieftains,
and it is the shamans who influence the hearts and wills
of the warriors. More dangerous are the cannibalistic
followers of the Devourer Wurm—a god of rampant
destruction and natural chaos. We thought we’d seen
the end of these berserkers in 305 AR after the siege at
Midfast where an Ordic soldier named Markus fought
off the northern tribes, but they have never truly
vanished. Like the trollkin we pushed them into the
isolated wilderness where they have recouped their
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SHADOW HisTORIES OF WESTERN IMMOREN

losses. They dream of annihilating the cities of mankind
and sending us back to a dark age.

Heed the infamous reputation of the men and
women calling themselves druids who are sometimes
called blackclads. Their Circle is an ancient cabal, and
after recent events I have gained an awareness of this
group. The druids draw on the powers of natural chaos
and revere an untamable god, but their membership
follows a rigid hierarchy. We have seen druids stepping
from the shadows in recent years, for the cover of open
warfare has allowed them to become active as never
before, and the berserker Devourer cults follow their
lead. I do not understand their motives or their agenda,
but do not underestimate them. We must watch them
closely in coming months.

Among both druids and trollkin I have seen
something I did not expect—a breed of warrior-mages
called warlocks who feed on the fury and strength
of beasts through a familiar synergy. I believe this
power can stand against modern innovations, and our
own warcasters are an echo of this ability like a new
manifestation of something far older. This occurred to
me as I watched a druid send his beasts to battle. The
druids have been secretly harvesting those with this
talent, called the wilding, since the rise of the Menite
priest-kings. How many of these masters of beast,
storm, and stone do they boast? How much destruction
can they unleash?

Besides these cults, monstrous beings stir from
slumber. We forgot there are other dragons than Lord
Toruk, each descended from Him. In along forgotten era,
Toruk divided His athanc—the impervious heartstone
containing His essence—and birthed a group of godlike
progeny. Rather than serve their father, the dragons
turned on Him and each other and scattered into the
world. The dragons have been quiet in recent centuries,
but three are reputed to lurk somewhere in the frozen
north. There are reports of turmoil in Khador’s northern
mountains where a splinter group of non-Iosan elves
have become refugees fleeing a terror they cannot name.
This terror has descended like a disease on northern
Khador. Though the new “Khadoran Empire” has
adopted a stoic face, their war efforts have stalled as
their empress has recalled soldiers from the front. I have
personally witnessed these troop movements. There is
nothing in northern Khador that would warrant such
activity other than the rise of one of Toruk’s spawn.

With these forgotten forces tearing at the fringes of
our kingdoms, one may wonder if there is a hope of
survival. How can we endure and persevere? I insist
this is the natural way of things. We grow stronger
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and more powerful with each century of warfare and
violence. This is a time for us to rise and confront our
enemies. We must have a strong leader to rally us, a
man who is willing to pay the cost to bring order and
unite us despite our worst instincts. A period of strife
is necessary to allow for change; change is neither easy
nor bloodless.

From the east an army marches toward our war-
torn region. This is an army as has never been seen in
the west crossing through the Stormlands and across
the Bloodstone Marches. This is the gathered might
of a people who have endured far worse than we can
imagine and who know the meaning of strength forged
by survival against horrible adversity. They are the
skorne, and they will fall on western Immoren as a
hammer strikes clay. They are a catalyst for change.

Leading them is the greatest man born of my
generation. He is a true king descended from the
proudest of Cygnar’s royalty. I speak of Vinter
Raelthorne IV who was great even before his treacherous
brother usurped his throne. The last twelve years have
forged him into something new—an unstoppable
avatar of conquest.

[ have no illusions about what comes. Vinter
the Exile brings a nightmare army of inhuman and
relentless warriors. They come to enslave my race and
take our lands. Still I welcome them. Their cruel might
is our only hope of ultimate survival. It is only by their
chains that we will find the inner strength to grasp our
destiny. They will inspire in us the old strength as when

the Orgoth walked among us.

[ pray [ have chosen the right side, the winning side.
The victors in these battles will be empowered to shape
our future. They call me a traitor, but by my sword and
the blood of my foes, I will leave an immortal legacy.
Bring on the storm. I am ready.
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General Knowledge for Combat in Hordes

GAME OVERVIEW

Take control of a powerful warlock and wreak havoc
on your foes with a horde of hulking warbeasts fueled
by unbridled rage. In HORDES, only the strongest,
fastest, and most cunning will survive while the rest are
a feast served up for your warbeasts.

HORDES is a new fast-paced and aggressive
30mm fantasy tabletop miniatures combat game set
in the wilds of the Iron Kingdoms. Players jump into
the action controlling powerful warrior-sorcerers or
battle-shamans known as warlocks. While warlocks
are formidable combatants in their own right, their true
strength is drawn from their parasitic synergy with packs
of savage warbeasts—large and monstrous creatures of
flesh, blood, muscle, and bone—that allow the warlocks
to contend on equal footing with the greatest modern
armies of the Iron Kingdoms. Players collect, assemble,
and paint fantastically
detailed models
representing the varied
beasts, minions, and

IN ADDITION TO THIS BOOK AND YOUR ARMY OF
HORDES MODELS, YOU WILL ALSO NEED A FEW
BASIC ITEMS TO PLAY:

® A TABLE OR PLAYING SURFACE WHERE YOU CAN
CONDUCT YOUR BATTLES (TYPICALLY 4" X 47).

warriors in their horde.
This book provides
rules for using those
models in brutal and
visceral combat. This is
monstrous miniatures

A TAPE MEASURE OR RULER MARKED IN combat, and your
INCHES AND FRACTIONS THEREOF TO MEASURE tabletop will never be
MOVEMENT AND ATTACK DISTANCES. the same!

e A FEW SIX-SIDED DICE. FOUR OR MORE WILL A horde is built

BE PLENTY.

¢ A HANDFUL OF TOKENS TO INDICATE FURY
POINTS, SPELL EFFECTS, ETC.

e THE APPROPRIATE STAT CARDS INCLUDED WITH
EACH MODEL. WE SUGGEST YOU USE PHOTOCOPIES
OR PUT THEM IN CARD SLEEVES AND USE A DRY

ERASE MARKER TO MARK DAMAGE.

¢ THE MARKERS AND TEMPLATES FOUND ON

PAGE 208 AT THE BACK OF THIS BOOK. YOU MAY
PHOTOCOPY THEM FOR PERSONAL USE.

around a warlock and
his warbeasts. Squads
of soldiers and support
teams may be fielded to
bolsterahorde’s combat
capabilities  further.
Sometimes huge
hordes with multiple
warlocks and legions

of soldiers take the field
to crush their enemies

with the combined
might of spears, spells,
and claws.

Warbeasts are mighty creatures born or trained
to fight and drawn from the wilds of the continent of
Immoren: deep in the forests, mountains, frozen tundra,
or across the desert wastes. All are chosen for their ability
to fight and work themselves into a frenzied rage at the
command of their warlocks. Most rely on claw and fang
but boast other supernatural powers, and some wield
massive weapons, both melee and ranged.

A warlock is in constant telepathic contact with the
allied warbeasts in his vicinity, and he can force them
to attack with greater accuracy, perform exceptional
feats of strength, or launch difficult special attacks,
all of which generate fury. During the course of a
confrontation the warlock can leach this fury from his
warbeasts and use it to boost his combat abilities, heal
himself or his beasts, transfer his own injuries onto
warbeasts, or cast formidable spells. In addition to his
own spells, a warlock can tap the dormant innate power
(called animus) of the warbeasts brought to battle.

The warlock is both the tie that binds the horde
together and its weakest link. If all warlocks fall, the
warbeasts lose interest in the fight and head home.

The outcome of battle depends on your ability
to think quickly, use sound tactics, and decisively
employ your forces. A crucial component of strategy
is the management of warbeasts” fury to enhance their
own attacks and fuel a warlock’s powers. Properly
managed, the use of fury can turn a warpack into an
unstoppable horde of destruction! However, generating
too much fury can backfire, causing warbeasts to frenzy
uncontrollably and attack the nearest friend or foe.

In these conflicts it’s survival of the fittest, so bring
the hurt or head for the hills!

SUMMARY OF PLAY

Before a battle begins, players agree on an encounter
level and a scenario to be played, and then they create
their hordes based on those guidelines. Next, determine
the turn order. It will not change throughout the game.

Players then deploy their forces and prepare for the
battle to begin.

Battles are conducted in a series of game rounds.
Each game round, every player receives one turn to
command his own horde. During his turn, a player may
activate all the models in his force, one after the other.
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When activated, a model may move and then perform
one of a variety of actions such as attacking, healing a
warbeast, or casting spells. Once all players have taken
their turns, the current game round ends and a new one
begins starting again with the first player. Game rounds
continue until one side wins either by destroying all
opposition, meeting scenario objectives, or accepting
its opponent’s surrender.
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HORDES uses six-sided dice, abbreviated d6, to
determine the success of attacks and other actions. Most
events, such as attacks, require rolling two dice. Other
events typically require rolling from one to four dice.

Some events call for rolling a d3. To do so, roll a d6,
divide the result by two, and round up.

Some instances call for a model’s stat or a die roll
to be divided in half. With the exception of distances,
always round a fractional result to the next highest
whole number.
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This section covers how HORDES handles game
terms, the relationship between standard and special
rules, sportsmanship between players, and the
procedures for resolving rules disputes.

When these rules introduce a game term in a
definitive fashion, its name appears in bold. If the
rules reference a term from another section, its first

appearance in that section will be in italics. For ease of
reference, game terms are defined in the Glossary.

RuLE PRIORITY _

Though HORDES is a complex game providing a
multitude of options, the rules are actually intuitive
and easy to learn. The standard rules lay the foundation
upon which the game is built and provide all the typical
mechanics used in play. Additional special rules apply
to specific models and modify the standard rules in
certain circumstances. When they apply, these special
rules take precedence.

SPORTSMANSHIP & SHARING
INFORMATION

Although HORDES simulates violent battles
between mammoth forces, you should still strive to be
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a good sportsman in all aspects of the game. Remember,
this is a game meant to provide entertainment and
friendly competition. Whether winning or losing, you
should still be having lots of fun.

From time to time, your opponent may wish to
see your records to verify a model’s stats or see how
much damage a particular warbeast has taken. Always
represent this information honestly and share your
records and information without hesitation.

RESOLVING
RuLEs ISSUES

What's a d67?
How about a d3?

These rules have
been carefully designed
to provide as much
guidance as possible
in all aspects of play.
However, you may
encounter  situations
where the proper
course of action is not
immediately obvious.
For instance, players
may  disagree  on
whether or not a model
has line of sight to its intended target.

DICE AS 3D6, AND SO ON.

QUICKLY:
FoRZ=—1
30R4 =2
DOR6 =3

During a game, try to resolve the issue quickly in the
interest of keeping the game flowing. After the game
you will have plenty of time to decide the best answer,
and it can then be incorporated into future games.

If a situation arises in which all players cannot agree
on a solution, quickly discuss the matter and reference
this rulebook for an answer, but do not spend so much
time doing so that you slow the game. In striving to
resolve an issue, common sense and the precedents set
by the rules should be your guides.

If the dispute cannot be solved quickly, have one
player from each side roll a d6—the highest roller gets
to decide the outcome. Reroll any ties. In the interest
of fairness, once a ruling has been made for a specific
issue, it applies for all similar circumstances for the
rest of the game. After the game ends, you can take the
time to reference the rules and thoroughly discuss the
issue to decide how best to handle that same situation
in the future.

A SIX-SIDED DIE IS REFERRED TO AS A D6. TwO
SIX-SIDED DICE ARE ABBREVIATED AS 2D6, THREE

A D3 IS A QUICK WAY TO SAY, “ROLL A D6, DIVIDE
BY 2, AND ROUND UP.” QUITE A MOUTHFUL!
HERE’S HOW TO READ THE RESULTS OF A D3 ROLL
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Model Types, Stats, and Damage Capacity

Each HORDES combatant is represented on the
tabletop by a highly detailed and dramatically posed

T

miniature figurine referred to as a model. There are
several basic model types: warlocks, warbeasts, troopers,
and solos. Warlocks, troopers, and solos are collectively
referred to as warriors. Models are living models unless
otherwise noted.

INDEPENDENT MODELS

are those that activate
and solos are

Independent models
individually. Warlocks, warbeasts,
independent models.

Warlocks

A warlock is a tremendously powerful shaman,
druid, or elementalist with the ability to control a
group of warbeasts telepathically. A warlock is a deadly
opponent, for he is highly skilled in both physical
combat and spell casting.

During battle a warlock commands the warbeasts
of his horde in an effort to complete his objectives. A
warlock may use his fury points drawn from friendly
warbeasts to enhance his combat abilities and cast spells.
Throughout a battle, the warlock forces warbeasts to
excel in combat.

Warlocks are independent models.

Warbeasts

Warbeasts are creatures noted for formidable
battle prowess and an affinity or conditioned ability
to be controlled by warlocks. Warbeasts come in
a variety of shapes and sizes and are drawn from
diverse geographies and ecologies. They are smarter
than an animal but more primitive and savage than
the cultured races leading the battles across the face
of Immoren. Each of the armies in HORDES brings
distinct types of warbeasts to their battles with
individual techniques for recruiting and controlling
them. Once brought to fight, the fury of their attacks
strengthens their warlocks, and together they form an
almost unstoppable synergy.

Warbeasts would be termed the most terrible of
monsters by civilized nations, for each is capable of
ripping a dozen armed men limb from limb. Many
have had their considerable natural abilities enhanced
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by being outfitted with heavy armor and the best-
made weapons their warlocks can find. Most have
endured considerable training to capitalize on their
abilities and fight ably alongside both warriors and
warlocks. Though warbeasts are capable of acting on
their own, a warlock’s dominating will overrides their
individuality except in cases of frenzy.

Warbeasts are classified according to base size:
Generally speaking, a lesser warbeast has a small
base (30 mm), a light warbeast has a medium base (40
mm), and a heavy warbeast has a large base (50 mm).
Warbeasts are independent models.

Solos

Solos are individuals such as monster hunters and
champions that operate alone. Solos are independent
models.

UNITS

A unit is a group of similarly trained and equipped
trooper models operating together as a single force.
A unit usually contains one leader and two or more
additional troopers.

Iroopers

Troopers are models such as swordsmen, archers,
and scattergunners that operate together in groups
called units. A unit always operates as a single coherent
force. Troopers in a unit share identical attributes and
carry the same weapons.

Some special rules and spells affect entire units.
When any trooper in a unit is affected by a special rule
such as terror or a unit-affecting spell, every member of
that unit is affected. Special rules and spells that affect
units are noted in their descriptions.

Leaders

Usually one trooper in a unit is trained as a leader
and can give its unit orders. It is represented by a model
with a different stat profile and peossibly different
weaponry. A leader generally has a higher Command
(CMD) stat than the other troopers in his unit, and a
unit uses its leader’s CMD stat for all command checks
while its leader is in play.




MODEL PROFILES

Every model and unit has a unique profile that
translates its combat abilities into game terms. HORDES
uses a series of stats to quantify and scale the attributes
fundamental to game play. In addition, a model may
have special rules that further enhance its performance.
The faction section provides all the game information
required for your horde to battle across the tabletop.

A model or unit’s stat card provides a quick in-game
reference for its profile and special rules. The card’s
front has model and weapon stats, a special rules list,
and a damage track or life spiral if applicable. Field
allowance, point cost, unit composition, victory points,
and summarized special rule descriptions appear on
the card’s back. Warlocks have an additional stat card
used to explain their spells and feats. Refer to this
book for the complete text of a special rule or spell;
it takes precedence over the abridged version on the
stat cards.

MODEL STATISTICS

Model statistics, or stats, provide a numerical
representation of a model’s basic combat qualities—
the higher the number, the better the stat. These stats
are used for various die rolls throughout the game.
The stat bar presents the model statistics in an easy-
to-reference format.

CMD 9
ARM

IRONHIDE
SPD

STR MAT RAT DEF

Chieftain Madrak Ironhide
The model statistics and their definitions follow:

Speed (SPD) — A model’s normal movement rate. A
model moves its SPD in inches when advancing.

Strength (STR) — A model’s physical strength. Add
a model’s STR to the damage roll of its melee weapons.

Melee Attack (MAT) — A model’s skill with melee

weapons such as swords and hammers or natural
weapons like fists and teeth. Add a model’s MAT to its

melee attack rolls.

Ranged Attack (RAT) — A model’s accuracy with
ranged weapons such as guns and crossbows or thrown
items like spears and knives. Add a model’s RAT to its

ranged attack rolls.

Defense (DEF) — A model’s ability to avoid being
hit by an attack. A model’s size, quickness, skill, and
even magical protection can all contribute to its DEFE

An attack roll must be equal to or greater than the target
model’s DEF to score a hit against it.

Armor (ARM) — A model’s ability to resist being
damaged. This resistance may come from natural
resilience, worn armor, or even magical benefits. A
model takes one damage point for every point that a
damage roll exceeds its ARM.

Command (CMD) — A model’'s willpower,
leadership, and self-discipline. To pass a command check,
a model must roll equal to or less than its CMD on 2d6.
Command also determines the command range of a
model with the Commander ability, such as a warlock.

Fury (FURY) — When warbeasts are forced to perform
certain actions, they generate fury. Warlocks draw on
that fury to enhance their own abilities. A warlock’s
FURY stat represents the maximum amount of fury that
he can normally have at one time. It also determines a
warlock’s control area. A warbeast’s FURY is a measure
of how much the warbeast can be forced. Only warlocks
and warbeasts have a FURY stat.

Threshold (THR) — A measure of the difficulty
of controlling a warbeast. To pass a threshold check, a
warbeast must roll equal to or less than its THR on 2d6,
adding one to the die roll for each fury point it has. Only
warbeasts have a THR stat.

Some special rules change a model’s base stat to a
specific value. Apply this change before applying any
other modifiers to the stat. For example, stationary
targets have a base DEF of 5 against ranged and magic
attacks, so a stationary model behind cover has a net

DEF of 9 (base DEF 5 + 4 DEF for cover).

WEAPON STATISTICS

Each of a model’s weapons has its own stat bar. A
sword icon denotes a melee weapon, and a pistol icon
denotes a ranged weapon. A weapon’s stat bar only lists
the stats that apply to its use.

THROWN AXE
RNG ROF AOE POW

sample ranged weapon stat bar

RATHROK
SPECIAL POW P+S




o R A

_ Power (POW) — The base amount of damage a
weapon inflicts. Add the weapon’s POW to its
damage roll.

Power plus strength (P+S) — Melee weapons add
both the weapon’s POW and the model’s STR to the
damage roll. For quick reference, the P+S value provides
the sum of these two stats.

Range (RNG) — The maximum distance in inches a
model can make ranged attacks with this weapon. Measure
range from the nearest edge of the attacking model’s base
to the nearest edge of the target model’s base.

Rate of Fire (ROF) — The maximum number of times
a model can make ranged attacks with this weapon
during its activation. Reloading time limits most ranged
weapons to only one attack per activation.

Area-of-Effect (AOE) — The diameter in inches of
the template an area-of-effect (AOE) weapon uses for
damage effects. When using an AOE weapon, center the
template on the determined point of impact. All models
covered by the template, even partially, potentially
suffer the attack’s effects. See Combat (pg. 38) for
detailed rules on AOE weapons. Templates for AOE’s
can be found on pg. 208.

Location — A warbeast’s weapon stat bars indicate
where its weapons are located: left arm (LFT), right arm

(RT), head (HD), or other location (—). These locations
are used when resolving head and weapon locks (pg. 39).
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Special Rules — In addition to their normal damage,
many weapons have unique advantages or produce
extraordinary effects explained by their special rules.
A weapon with more than one such rule lists “Multi”
along with a complete effects listing in the special rules
section for the model.

Most HORDES combatants are highly specialized
and trained to fill unique roles on the battlefield. To
represent this, certain models have special rules that
take precedence over the standard rules. Depending on

their use, special rules are categorized as abilities, feats,
special actions, special attacks, or orders.

A model’s horde list entry and the back of its stat
card summarize its special rules. In addition, Combat
(pg. 38) and Warlocks, Warbeasts, and Fury (pg. 55)
detail many special rules common to all warbeasts and
warlocks that do not appear on the stat cards.

Abilities — An ability typically gives a benefit or
capability that modifies how the standard rules apply
to the model. Abilities are always in effect and apply
every time a game situation warrants their use.

Feats — Each warlock has a unique feat he can use
once per game. A warlock can use this feat freely at any
time during his activation in addition to moving and
performing an action.
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Special Actions (*xAction) — A special action lets a
model perform an action normally unavailable to other
models. A model can perform a special action instead
of its combat action if it meets the specific requirements
for its use.

Special Attacks (¥ Attack) — A special attack gives
a model an attack option normally unavailable to other
models. Warbeasts may also make a variety of punishing
special attacks called power attacks described in Combat
(pg. 38). A model may make one special attack instead
of making any normal melee or ranged attacks during
its combat action if it meets the specific requirements

Orders — An order lets a unit perform a specialized
combat maneuver during its activation. A unit may
receive an order from a model with the Commander
ability prior to its activation or from its leader at the
beginning of its activation.

DAMAGE CAPACITY AND LIFE
SPIRALS

A model’s damage capacity determines how many
damage points it can suffer before being destroyed.
Most troopers do not have a damage capacity; they
are destroyed and removed from the table as soon as
they suffer one damage point. The horde list entry
for a more resilient model gives the total amount of
damage it can suffer before being destroyed. Its stat
card provides a row of damage circles for tracking
the damage it receives. Unmarked damage circles are
sometimes called wounds. A warbeast’s damage circles
are arranged in a life spiral.

Every time one of these models suffers damage,
mark one damage circle for each damage point taken.
A model with damage capacity is destroyed once all its
damage circles are marked. However, a warbeast may
lose aspects before its life spiral is completely filled. A
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warbeast’s life spiral is arranged into three aspects:
Mind, Body, and Spirit. When all damage circles for a
specific aspect have been marked, the warbeast loses
the use of that aspect. See Combat (pg. 38) for detailed
rules on recording damage and its effects.
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The physical model itself has a couple of properties
important to game play: base size and facing.

Base Size

The physical size and mass of a model are reflected
by its base size. There are three base sizes: small base
(30mm), medium base (40mm), and large base (50mm).
Generally speaking, lesser warbeasts and most human-
sized warrior models have small bases, larger creatures
and light warbeasts have medium bases, and very large
creatures and heavy warbeasts have large bases. A
model’s horde list entry states its base size.

Facing

A model’s facing is the direction indicated by
its head’s orientation. The 180° arc centered on the
direction its head faces defines the model’s front arc;
the opposite 180° defines its back arc. You may want
to make two small marks on either side of each of your
models’ bases to indicate where the front arc ends and
the back arc begins.

A model’s front arc determines its perspective of
the battlefield. A model typically directs its actions,
determines line of sight, and makes attacks through this
arc. Likewise, a model is usually more vulnerable to
attacks from its back arc due to a lack of awareness in

that direction.




- =
' a
s PR W, ™,
i ¥a = e
- . T g T ™
- S e W @
e e
e ; e
P il e
T S

_F a = e
; E L | :
; i Tl 5 _.-::- _ ._'!._3 .I_ ."."' = .'__\_ " i ]
B ——l = =
2 ' - . . _l'::!"* 3 .' -.l-.-':.-_-'; = "I 2
: - i, o ERER § o = — - - r >
- : . il ' s . B __ =
.n . - - ¥ e B gl : e M = I‘.‘_ B L m
oy =", e ; " P i I"-'l-'.l:-..-; e e . -‘:-.._ i f=
L e s o i R i ¥ ]
e  EMDEDAD
i T - [ PRS L
' LT e i L R =] o - - 4
’ . T T e e : o
L e L ! i o § - . A
3% & Seneesto ety B AN 7 B Y
T - - e T ek o =
- PR ] s =i 'n - 54
= g h 1'1‘ X l-.'._-" % -3". .-Ia.- :.t"ls"'i- ."_1_._- 2 =L L g
# ] o A b = e = e -
- e el T =
= = e i~ e T .-’-__- {
it ! ‘.
SRR . _ i

T ey
'—-."-__\.-..i'
=g
ok K
L 5
e

'_ 3 R b i e S ek
1, L T x B o Y i ey Ty
iy : - : St SRS
¥ e g el iy W gL (R
''''''''' - - =
el e A
i L e - =
s | :_ e .
L it 4
T AN
- . . = e
- =3

LR = L
S R e e
l.r\:'--:"-‘-""n‘_-‘ e i - s

PARING FOR

- Y
.....

Building a Horde Suitable for Crushing Your Opponent

CREATING A HORDE

A warlock and his warbeasts form the central fighting
eroup of every HORDES force. Units and solos with a
variety of abilities further support the warlock and his
warbeasts. In larger battles, you can even field multiple
warlocks for greater might.

To create a horde, first decide on an encounter level,
and then spend the allotted horde points to purchase
models and units from your chosen faction’s horde
list and from minions that will work for that faction.
Every horde list entry and stat card provides the model
or unit’'s point cost and field allowance values to which
you must adhere when designing your force. Specific
scenarios may modify the standard horde creation rules.

ENCOUNTER LEVELS

HORDES battles are played at different encounter
levels to allow for a diversity of horde sizes, strategies,
and game experiences. Each encounter level gives the
maximum number of horde points each player can spend
when designing a horde. You need not spend every point
available, but your horde cannot exceed the maximum
number of points allowed by the selected level.

Each encounter level also limits the number of
warlocks available to each player.

Duel

Max Warlocks: 1 Horde Points: 350
Est. Play Time: 30 Minutes

A duel occurs when two warlocks cross paths.
Sometimes they are on special assignments, but other
times they are out to settle vicious rivalries. Duels
include only individual warlocks and their personal
warbeasts. Duels are the perfect match for playing with
the contents of a Warpack Box.

Rumble

Max Warlocks: 1 Horde Points: 500
Est. Play Time: 60 Minutes

A rumble is an encounter that includes a single
warlock and his warbeasts supported by a small retinue
of units and solos. Rumbles can occur over such things
as routine border patrols or elite, surgical missions.

Grand Melee

Max Warlocks: 1 Horde Points: 750
Est. Play Time: 90 Minutes

As warfare ravages across the wilds, escalating
hostilities rage unchecked and out of control. Each faction
races to bring its most devastating beasts of war to the
battlefield to ensure total victory. Everywhere hordes
march to battle commanded by individual warlocks.

Battle Royale

Max Warlocks: 2 Horde Points: 1000
Est. Play Time: 2 hours

Battles decide the pivotal events in the course of
a military campaign. With up to two warlocks in a
horde, you can fully realize the opportunities for army
customization and heavy firepower.

War

Max Warlocks: 3 Horde Points: 1500
Est. Play Time: 3 hours

When objectives can no longer be achieved by
deploying small forces and when both sides refuse to
yield, nothing less than war can resolve their differences.
This huge game, in which each side fields up to three
warlocks, allows your forces enough breadth and depth
to inflict and recover from staggering blows as the fight
seesaws back and forth.

Apocalypse

Max Warlocks: 4+ Horde Points: 2000+
Est. Play Time: 4+ hours

When a conflict rages so bitterly that war itself
cannot resolve it, the final reckoning has arrived, for
you have summoned the apocalypse. An apocalypse
is a massive game employing four or more warlocks in
each force. Although this vast endeavor should never be
undertaken lightly, it yields game experiences that can
be found in no other arena. One warlock may be added
to a horde for each additional increment of 500 pts.

£ HARACTERS - it

Some models represent unique individuals from the
wilds of Immoren. These personalities receive proper



names and are identified as characters. Characters
follow the rules for their basic model type.

A horde may include only one model of each
named character. For instance, you can never have
two Madrak Ironhides in the same horde. However,
two rival Trollblood players could each field Ironhide.
How can this be?

In the chaos and tumult now cloaking war-torn
Immoren, pretenders and imposters abound. Thus, you
may find yourself fielding one or more warlocks who,
impossibly, face their apparent counterparts across
the field of battle. Who is the real Madrak Ironhide or
Thagrosh, Prophet of Everblight? Victory alone can
determine the answer.

PoINT COsTs

A model’s point cost indicates how many horde
points you must spend to include one of these models
(or in the case of units, one basic unit) in your horde.
Some entries also include options to spend additional
points for upgrades typically in the form of adding
more troopers to a unit.

FIELD ALLOWANCE

Field allowance (FA) is the maximum number of
models or units of a given type that may be included
for each warlock in a horde. For example, Circle Tharn
Ravagers have FA: 2, indicating that a horde may have
up to two Tharn Ravager units for each warlock. A
horde with two warlocks could have up to four Tharn
Ravager units.

A field allowance of “U” means an unlimited number
of these models or units may be fielded in a horde. A
field allowance of “C” means the model is a character;
only one of each named character is allowed per horde.

SETUP, DEPLOYMENT,
AND YICTORY
CONDITIONS

HORDES games can be played in a variety of
ways. The primary influences on a game’s setup are
its encounter level, number of players, and victory
conditions. Players may also agree to play a specific
scenario or even design one of their own.

Two-PLAYER GAMES

In a typical HORDES game, two players match
forces across a 4’ by 4’ playing surface. After setting

-!-..l L]

Sample Horde

WE BUILT THE FOLLOWING HORDE TO ILLUSTRATE HORDES’ FORCE CREATION
CONCEPTS. THIS HORDE IS DESIGNED FOR THE BATTLE ROYALE ENCOUNTER
LEVEL, MEANING A PLAYER CAN SPEND A MAXIMUM OF 1,000 HORDE POINTS
AND FIELD UP TO TWO WARLOCKS.

WARLOCKS
KAYA THE WILDBORNE 59
KRUEGER THE STORMWRATH 61
WARBEASTS
2 WARPWOLF HEAVY W ARBEASTS 216 (108 EA.)
1 WOLDWARDEN HEAVY W ARBEAST 116
2 ARGUS LIGHT W ARBEASTS 108 (54 EA.)
2 Gorax LicHT WARBEASTS 114 (57 EA.)
SERPPORE
1 LorD OF THE FEAST (CHARACTER) 33

2 Worves orF OrRBoros Units (FA: 3)

WITH 4 ADDITIONAL WOLVES EACH 166 (51+8+8+8+8 EACH)
2 THARN BrLoopTrRACKER UNiTs (FA: 1) 120 (60 EacH)
ToTAL 993 POINTS

THE CHOSEN WARLOCKS ARE KAYA THE WILDBORNE AND KRUEGER THE
STORMWRATH, AVOIDING DUPLICATION SINCE THEY ARE NAMED CHARACTERS.
THE TWO UNITS OF WOLVES OF ORBOROS EACH HAVE FOUR ADDITIONAL
WOLVES, THE MAXIMUM ALLOWED BY THE UNIT OPTIONS. WITH AN FA: 3 AND
TWO WARLOCKS, THIS HORDE COULD INCLUDE UP TO SIX UNITS OF WOLVES OF
ORBOROS. TwoO UNITS OF THARN BLOODTRACKERS CAN BE INCLUDED DESPITE
THEIR FA: 1 BECAUSE THERE ARE TWO WARLOCKS. YOU ARE ALLOWED ONE UNIT
OF THARN BLOODTRACKERS PER WARLOCK. ON THE OTHER HAND, THERE CAN
ONLY BE ONE LORD OF THE FEAST REGARDLESS OF THE NUMBER OF WARLOCKS
BECAUSE HE IS A CHARACTER. THIS BRINGS THE TOTAL HORDE POINTS SPENT TO
993, SINCE NOTHING ELSE IS AVAILABLE FOR 7 POINTS OR LESS, THOSE POINTS

REMAIN UNSPENT.

up the battlefield according to Terrain (pg. 63), players
make a starting roll. To make a starting game roll,
each player rolls a d6. The highest roller chooses any
player, including himself, to be the first player. Once
established, the turn order remains the same for the rest
of the game.

Players then deploy their armies starting with the
first player. The first player may choose any edge of the
playing surface and deploy all his forces up to 10” in
from that edge. Deploy units so that all of their troopers
are in formation. The second player then deploys his




el

=l s
=]
Fal wg Wl 1:' =iy
: i Y, - o - Py - e T i_';. 5 ‘f'\-' -?--.
1 * i . i oyl "‘-l- - o N
3 a8 = e - B = &
R e iy -'.I [y # — .
= -y =, I, ,‘.-..’.'.,-':' 'I'.,"_-'-'-'."- N B e 1
! .".-.h':"- - * .j"' 1_. i, ¥ - il T "'a';,'i" -
e e o =
r- a S

=

\
e
Z o
— T

¥ 5 AT
g — -
; gt .Fl-n.ll-."."l i

el S

w .
o s o g
W
1 W . o g T
. "y i _"lﬁ ; s .
- - s

X

=
e ¥

-

it =
!._‘rl-r-.

i

NG FOR WAR

P r
P

forces on the opposite side of the playing surface,
following the same guidelines.

R S TAML. :
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When playing multiplayer games of HORDES,
players can choose to play either a team game or a
free-for-all game. After agreeing on the type of game to
be played, set up the battlefield and use the following
guidelines to determine the game’s turn order.

Team Games

Before beginning a team game, the players must
split into two opposing sides. Decide the composition
of the teams. Teams should be made up exclusively
of models from the same faction and the minions that
will work for that faction. Each team may only include
one of any character model. To begin, have one player
from each team roll a d6 to establish the turn order.
The team that rolls highest gets to choose which team
goes first; the first team gets to choose which of their
players will be the first player. Once the first player is
determined, the opposing team chooses which of their
players will go next. The first team then nominates
one of their players to be third, followed again by the
opposing team. This continues until all players have a
place in the turn order and ensures the turn order will

me i

alternate between players
of opposing teams.

Force deployment
should be done in turn
order, following the
above guidelines, with
teammates sharing the
same deployment zone
opposite the battlefield
from their opponents’
deployment zone.

Free-for-all
Games

You can also choose to
play a multiplayer game
in which each player fights
independently in a free-
for-all game. To establish
turn order, each player
rolls a dé6. Starting with the
highest roller and working
to the lowest, each player
gets to choose any available
position in the turn order.
Re-roll ties as they occur
with the highest re-roller winning his choice of position,
followed by the next highest re-roller, and so on. For
example, Matt, Jason, Mike, and Steve roll 6, 5, 5, and
3 respectively for turn order. Matt chooses his position
first. Then Jason and Mike re-roll their tie, getting a 4
and a 2. Jason chooses next, followed by Mike. As the
lowest roller, Steve gets the remaining position in the
turn order.

Use your best judgment to establish deployment
zones based on the number of players and the size
and shape of your playing surface. Deployment zones
should be spaced such that no player gets a significant
advantage or disadvantage—unless mutually agreed
upon. As a starting point, for games with three or four
players on a4’ by 4" playing surface, consider deploying
forces within 10” of any corner of the playing area to
ensure adequate separation.

SCENARIOS

[f all players agree, you can set up the game according
to a specific scenario. Scenarios add an extra layer of
excitement by incorporating special circumstances and
unique rules. A player wins a scenario by achieving its
objectives, not necessarily by eliminating his opponent’s
forces. Certain scenarios have specific guidelines for




playing-area size, terrain setup, deployment zones,
and turn order. See Scenarios (pg. 67) for the scenario
descriptions. If you feel particularly daring, you can
randomly determine which scenario to play.

As long as all players agree, you can even design
your own scenarios to create a unique battle experience.
Just be sure to allow a minimum of 24” between rival
deployment zones. Feel free to be creative when setting
up your games. For instance, if you have three players,
one player could set up in the middle of the table as a
defender and the other two could attack from opposite
edges. Furthermore, you could have a four-player team
game with teammates deploying across from each other
on opposite edges of the battlefield meaning everyone
will have enemies on either side. Your imagination is
the only limit.

"OR _ONDITION:

Establish victory conditions before deploying
forces. Typically victory goes to the player or team who
eliminates the opposition or accepts their surrender. A
scenario defines specific objectives for each side. You can
also use victory points to determine a game’s winner.

Victory Points

Every model and unit is worth a set number of
victory points. A player or team scores victory points
for each of their opponents’” models that have been
destroyed or removed from play. Players and teams only
score victory points for the casualties they inflict.
Victory points for models destroyed or removed from
play are awarded when the models leave the table.
All other victory points for eliminating models are
awarded at the end of the game. Additionally, award

victory points at the end of the game to a player or team
for each enemy warbeast that is wild as a result of the
elimination of a warlock. Award these victory points
only to the player or team that last caused the warbeast
to become wild. Once a player has been awarded victory
points for eliminating a model or unit, these points are
never lost even if the model subsequently returns to
play. If returned models are later eliminated, award
victory points for them again. If a player accidentally or
intentionally eliminates a friendly model, be it his own
or a teammate’s, award its full victory points to every
opposing player or team.

Decide how victory points will be used, if at all,
before starting the game. One option is to end the game
after a chosen number of game rounds. Victory goes to
the player or team with the most victory points at the
end of the last game round. Another option is to end the
game once any player or team accumulates a minimum
number of victory points. Once a player or team
reaches the victory point goal, the game will end at the
conclusion of the current game round, and victory goes
to the player or team with the most victory points at that
time. If you run out of time while playing a game with
other victory conditions, you may use victory points to
determine the winner.
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After establishing victory conditions and deploying
forces, the first game round begins. Every warlock begins
the game with a number fury points equal to his FURY
stat. Starting with the first player, each player takes a
turn in turn order. Game rounds continue until one side
achieves its victory conditions and wins the game.

A HORDES battlefield
before a battle
commiernces
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Turn Sequence, Movement, and Actions

CoNTROL PHASE

During the Control Phase, perform the following

THE GAME ROUND

HORDES battles are fought in a series of game
rounds. Each game round, every player takes a turn in
the order established during setup. Once the last player
in the turn order completes his turn, the current game
round ends. A new game round then begins starting

again with the first player. Game rounds continue until

one side wins the game.

For game effects, a round is measured from the
current player’s turn to the beginning of that player’s
next turn regardless of his location in the turn order.
When put in play, a game effect with a duration of one
round expires at the beginning of the current player’s
next turn. This means every player will take one turn

while the effect is in play.

THE PLAYER TUR

A player’s turn has three phases: Maintenance,

Control, and Activation.

During the Maintenance Phase, perform

following steps in order:

) Remove any effects that expire at the beginning of

your turn.

2) Remove fury points from your warlocks in excess

of their FURY stats.

3) Resolve any compulsory effects on your models.

4) Check for expiration of continuous effects on any
models you control and apply those that remain

in play.

5) Activate fleeing models and fleeing units under your
control. A fleeing model or unit may attempt to rally

at the end of this activation. See Command (pg. 61)
for detailed rules on fleeing and rallying. Make a
threshold check for each of your wild warbeasts in the
control area of any of your warlocks. Activate those

that fail as well as any of your wild warbeasts that
| of your warlocks” control areas. See

are outside all

Warlock Deatt
warbeasts.

S T g
e .
—ae gl x
......

MAINTENANCE PHASE

the

steps in order:
) Each of your warlocks may leach (pg. 57) any

number of fury points up to his FURY stat from
friendly warbeasts in his control area.

) Each warlock may then spend the fury points

required to keep his upkeep spells in play. If a warlock
does not spend fury points on a spell requiring
upkeep, it expires and its effects end immediately.

3) Make a threshold check (pg. 58) for each of your

warbeasts with one or more fury points left on
it. Any warbeasts that fail the check immediately

frenzy (pg. 58).
4) Resolve any other effects that occur during the

Control Phase.

ACTIVATIONPHASE

The Activation Phase is the major portion of a
player’s turn. All models you control must be activated
once per turn. This is usually done during the Activation

Phase, but models may activate earlier in the turn due
to fleeing, frenzy, or other effects. Independent models

and units are activated one at a time in an order of your
choosing. A model cannot forfeit its activation unless
required to do so by a special rule.

An active model first moves (see Movement pg. 32)
or forfeits its movement, and then it may perform one
action (see Actions pg. 37) allowed by the movement

option chosen.

ACTIVATING MODELS

Always completely resolve the active model or unit’s
movement before it performs any actions.

ACTIVATING INDEPENDENT
MODEEs.. g

Independent models activate individually. Only

one independent model can activate at a time. The
active model must complete its movement and

L i =

h (pg. 53) for detailed rules on wild

completely resolve its action before another model or

unit can be activated.

u
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ACIVAIING UNITS

Troopers do not activate individually. Instead, the
entire unit activates at once. When a unit activates,
every trooper in the unit must complete or forfeit its
movement before any actions can be performed. After
completing the entire unit’s movement, each trooper
may then perform an action, one trooper at a time.

Units require strong leadership and guidance to
be etfective on the battlefield. Since a unit operates as
one body, it functions best when all members are in
formation. A unit must receive an order from its leader
or a nearby model with the Commander ability to run,
charge, or perform a specialized combat maneuver.
Additionally, a unit must end its movement with all
members in formation.

LINEOF SIGHT

Many game situations such as charging, ranged
attacks, and most magic attacks require a model to
have line of sight (LOS) to its intended target. A model
has line of sight to a target if you can draw a straight,
unobstructed line from the center of its base at head
height through its front arc to any part of the target
model, including its base. Warrior models present a
slight exception to this rule. Unlike warbeast models,
items held in the hands of warrior models—such as
their weapons or a banner pole—do not count as part
of the model for determining line of sight. For example,
a Pyg Bushwhacker does not have line of sight to a

Warrior held

weapeon: no line
of sight

Warbeast weapon:
clear line of sight
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Cataphract Cetratus if all he can see is the tip of a spear
poking out from behind a wall.

Simply put, having line of sight means that the
model can see its target. If a model’s line of sight is
questionable, it may be easiest for a player to position
himself to see the table from his model’s perspective. A
laser pointer may also come in handy when determining

line of sight.

INTERVENING
MODELS

A model blocks line
of sight to models that
have equal or smaller-
sized bases. If any line
between the center of
the attacking model’s
base at head height

What does a model
do when activated?

AN ACTIVE MODEL FIRST MOVES OR FOREEITS
ITS MOVEMENT. DEPENDING ON THE MOVEMENT
OPTION CHOSEN, THE MODEL MAY BE ABLE TO
PERFORM EITHER A COMBAT ACTION OR A SPECIAL
ACTION. A COMBAT ACTION LETS A MODEL MAKE

ATTACKS. A SPECIAL ACTION LETS A MODEL

PERFORM A UNIQUE BATTLEFIELD FUNCTION
SUCH AS DIGGING IN OR SPAWNING A LESSER

and the target passes
over another model’s
base, that model is an
intervening model.
You cannot draw a line of sight across an intervening
model’s base to models that have equal or smaller-sized
bases. However, you might still have a line of sight to
the target if its base is not completely obscured by the
intervening model’s base.

WARBEAST.

An intervening model does not block line of sight to
models that have larger bases. Ignore it when drawing
line of sight.

B SCREENING

A screening model is
an intervening model that
has an equal or larger-sized
base than the target model
and is within 1” of it. The
target model is screened
by a screening model
and gains +2 DEF against
ranged and magic attacks.
The target does not gain
this bonus if the intervening
model has a smaller base, if
the attacker’s line of sight
to the screening model is
completely obstructed by
terrain, or if the target’s
base is more than 1”7 away
from the screening model’s

Clear line
of sight




Thagrosh
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Morghoul

LOS and Targeting
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This diagram highlights the LOS rules. Thagrosh has LOS to
the Cyclops Savage. Since the Cyclops Savage has a medium
base, it is an intervening model for other models with medium
and small bases. Thagrosh has LOS to Praetorian 1 since he
can draw a line of sight to it that does not cross the Cyclops
Savage’s base. On the other hand, Thagrosh does not have LOS
to Praetorian 2 since he cannot draw a line to its base that does

base regardless of base size. The screening bonus is
only applied once regardless of the number of screening
models.

ELevATONAND LOS

When drawing line of sight from a model on a
higher elevation than its target, ignore all intervening
models on lower elevation than the attacking model
except those that would normally screen the target.
Additionally, you can draw a line of sight through
screening models that have equal or smaller-sized
bases than the attacking model, but the target still gets
+2 DEF for being screened.

When drawing line of sight from a model on a lower
elevation than its target, ignore all intervening models
on a lower elevation than the target. A model on higher
elevation than its attacker gains +2 DEF against ranged
and magic attacks from that opponent. Models on lower
elevations than the target do not provide screening.

The first part of a model’s activation is movement. A
model must use or forfeit its movement before performing
any action. When moving a model, first declare the type
of movement the model will perform, and then measure
the distance. Make all movement measurements from

=
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Praetorian i

not cross the Cyclops Savage’s
base. Praetorian 2 is within
1™ of the intervening Cyclops
Savage, so even if Thagrosh
were on a higher elevation than
those two models, he still would
not have LOS to Praetorian 2
because it is screened by the
Cyclops Savage.

Since they have smaller bases,
the Cyclops Savage and the
Praetorians are not intervening
models for the Titan Gladiator.
Thagrosh can draw a line of
sight to the Titan Gladiator as if
those models were not there.

Titan
Gladiator

The Cyclops Savage is

an intervening model for

Morghoul since it has a larger

base, and Thagrosh has LOS
to Morghoul since his base is not completely obscured, just
like Praetorian 1. The difference is that Morghoul is within
1” of the intervening model, so he gains +2 DEF against
Thagrosh’s ranged and magic attacks because he is screened
by the Cyclops Savage.

the front of a model’s base. Determine the distance a
model moves by measuring how far the front of its base
travels. The distance moved is absolute; we suggest
using a flexible measuring device to keep accurate
track of a model’s movement. Terrain, spells, and other
effects can reduce a model’s movement or prevent it
completely. Movement penalties are cumulative, but a
model allowed to move can always move at least 1”.
See Terrain (pg. 63) for full details on terrain features
and how they affect movement.

A moving model’s base may not pass over another
model’s base. It can move between models only if
enough room exists for its base to pass between the
other models” bases without touching them.




A model can voluntarily forfeit its movement by
not changing its position or facing. If it does so, the
model can perform one action and gains an aiming
bonus for any ranged attacks made during this turn’s
combat action.

A model unable to move cannot change its position
or facing. It may or may not be able to perform an action
depending on the effect preventing its movement. A
model that cannot move cannot forfeit its movement and
therefore does not receive the aiming bonus for doing so.

There are three different types of movement:
advancing, running, and charging.

The term normal movement refers to the movement
a model makes during the movement portion of its
activation, not to any movement due to other effects
such as spells or being slammed. Some rules such
as charging and slamming require a model to be
able to move its full normal movement. Although a
model’s speed (SPD) may be modified during play,
the model’s unmodified SPD determines its normal
movement. Whether due to a game effect, a spell, feat,
or weapon effect, a terrain effect, or another modifier,
a model suffering any penalty to its SPD or movement
(regardless of offsetting bonuses) is unable to move its
full normal movement.

ADVANGING 6 o0 o5 - -+

An advancing model may move up to its speed
(SPD) in inches. An advancing model always faces its
direction of movement, but it may change facing freely
while moving and may face any direction after moving.
After a model advances, it may perform one action.

RUNNING

A running model may move up to twice its current
speed (SPD) in inches. Declare that a model or unit
will run when you activate it. A running model always
faces its direction of movement, but it may change
facing freely while moving and may face any direction
after moving. A model that runs cannot perform an
action, cast spells, use animus, or use feats this turn. A
running model’s activation ends at the completion of
its movement.

Some models must meet special requirements to run:

* A warlock or solo may always run instead of
advancing.

* A warbeast must be forced to run.

* A trooper must receive a run order to run.
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* An out-of-formation trooper may attempt to regain
formation by running.

CHARGING

A charging model rushes into melee range with
an opponent and takes advantage of its momentum
to make a more powerful strike. A charge combines
a model’s movement and combat action. A model
suffering a penalty to its SPD or movement for any
reason, regardless of offsetting bonuses, or that is
denied its movement or action cannot charge.

A model may attempt to charge any other model],
friendly or enemy, in line of sight at the beginning of
its normal movement. Declare a charge and its target
before moving the model. After declaring a charge, the
charging model turns to face any straight, unobstructed
line that will let it move into melee range with its target.
The charging model then moves its full SPD plus 3”
along that line, stopping short at any point its target
is in melee range. It must stop if it contacts another
model, an obstacle, obstruction, or rough terrain. At the
completion of its movement, the charging model turns
to directly face the center of its target.

Some effects require a model to charge. A model
required to charge cannot forfeit its activation, but it is
not required to target another model. Instead, it may

Either of these charge mouves is legal for this model. After charging, the

attacking model must turn to face its target directly.

make a charge move in any direction in its front arc and
then immediately end its activation.

A charging model that ends its movement with
its intended target in melee range performs a combat
action. If the charging model moved at least 3”, its first
attack is a charge attack. This is not an extra attack in
addition to a model’s regular attack. Rather, it is simply
the model’s first attack after its.charge movement. The
attack roll is made normally and may be boosted. If the




T
i e R L L
=~ i L

g S *iarias
o ke ....-‘- |
a e p i -:‘u; . ol
- " . 'ﬂ:‘j* : ! o
e e el I s Ya VU ,
i - - =
= -i:-."' _“_-

-
F——
il o=

L

i i

wou i gl

o [
e e e, i

Shor R M

T T
e T T
-

B

charge attack hits, add an additional die to the damage
roll. This damage roll cannot be boosted. After the charge
attack, the charging model makes the rest of its melee
attacks normally and may spend fury points or be forced
to make additional melee attacks. A model may not make
power attacks or ranged attacks after charging.

[f a charging model moved less than 3”, it performs
its combat action and attacks normally, but its first
attack is not a charge attack because the model did not
move far or fast enough to add sufficient momentum
to its strike.

A charging model’s activation ends if it contacts a
terrain feature that obstructs or slows its movement or
if its intended target is not in melee range after moving
the full charge distance. Some models must meet special
requirements to charge:

* A warlock or solo may always charge instead of
advancing.

Wolves of Orboros in
” Skirmish oain

-----

* A warbeast must be forced to charge. A warbeast
cannot make a power attack after charging, but it may
make other special attacks.

* Atrooper must receive the charge order to charge.
When a trooper receives a charge order, it must either
run or charge. Troopers may charge the same target or
multiple targets but must be in formation at the end of
the unit’s movement.

UNIT FORMATION v

A horde’s soldiers and support personnel are
organized into units. Every member of a unit is
similarly equipped and trained to fulfill a certain
battlefield role. Some wunits specialize in melee
combat, others excel with ranged weapons, and some
provide critical or highly specialized capabilities.
Regardless of their duties, one thing is certain. A
unit is most effective when all of its members are in
formation.

Striders in Open
Formation
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A unit must operate as a single coherent force, but its
formation may be of any size or shape. Troopers up to
3” apart are in skirmish formation.

Troopersupto1” apartareinopen formation. Troopers
in open formation are close enough to coordinate attacks
and provide each other mutual support.

Troopers that form up in ranks are in tight formation.
A rank is a row of troopers in base-to-base contact, or as
close as the actual models allow, all facing in the same
direction perpendicular to the row of models. A tight
formation may consist of any number of r