of Vinter’s former inquisitors under the guise of rooting out
traitors among Cygnar’s Menites. The act left the inquisitors
exposed and allowed Caine to stalk them, interrdgate those with
information, and then execute them.

The vagaries of war have thrown Caine’s plots into disarray
and added additional strands to his web of deceptions. The
beleaguered Lord Commander Stryker has used his clout
to place Caine firmly under his command, forcing him to
accept promotion to captain and thrusting him into battles
along the eastern and northeastern borders. Saddled with the
Y responsibilities of leading fresh troops, Allister Caine fears his
~ narrow window of opportunity may be closing, and the risk of
d discovery by either the lord commander or King Leto himself

CYGNAR EPIC WARCASTER CHARACTER

SPECIAL RULES

FeAT: OVERKILL

Honed by countless battles, Caine bas

achieved perfect and deadly synergy with
his Spellstorm Pistols. Unleashing a_focused
onslaught of destruction, he infuses every
bullet fired from his pistols with a sorcerous
pulse of explosive potential that tears apart
entire formations of those_foolish enough to
come against bhim in an rsra[uling crescendo
of destruction.

Caine gains a cumulative +1 Overkill
bonus to his Spellstorm  Pistol
damage rolls after resolving ecach
successful attack targeting an enemy
Models
destroyed by Caine’s Spellstorm

model this  activation.
Pistol attacks this activation explode
witha 3" AOE and are removed from
play. Models in the AOE suffer an
unboostable POW 6 blast damage
roll + Caine’s Overkill bonus.

CAINE

CHAIN ATTACK - THUNDER CLAP -
If Caine hits the same target with
Pistol

attacks during the same activation,

both initial ~ Spellstorm
after resolving the attacks he may
immediately make an additional
Spellstorm Pistol attack against the
target  without spending a focus
point. If the attack succeeds, the
target suffers no damage but is pushed
d3” directly away from Caine. On a

critical hit, target model is slammed

Taericat Ties

GUNFIGHTER — Keep in mind that while
r;mgcd attacks tar

12", he cannot ma
range while fng;]gcd.

d6” directly away from Caine and
suffers a POW 12 damage roll. If the
slammed model collides with another
model with an equal or smaller-sized
base, that model suffers a POW 12

collateral damage roll.

CRACK SHOT - Caine’s targets do
not benefit from being screened.

ELITE CADRE - Gun Mages
included in an army with Caine gain
+1 MAT, RAT, and CMD and the
Gunfighter ability. A model with the
Gunfighter ability may make ranged
attacks targeting models in its melee
range. These attacks do not suffer
the normal attack roll penalty for
targeting a model in melee and
cannot hit another combatant if
they miss their intended targets. A
model with Gunfighter does not get
an aiming bonus when targeting a
model in its melee range. A model
with Gunfighter may perform free
strikes with its magelock pistol.

GUNFIGHTER -
melee range of 12”. He may make

Caine has a

Spellstorm Pistol attacks targeting
models in his melee range. These
attacks do not suffer the normal
attack roll penalty for targeting
a model in melee and cannot hit
another combatant if they miss their
intended targets. Caine does not get
an aiming bonus when targeting

a model in his melee range. Caine

Jaine can target models within
eting models outside his melee

True SHoT (SPELL) — True Shot allows Caine to make Spellstorm

Pistol attac ainst models th

cannot be targeted by spells or models

that cannot be targeted by magic attacks.

REFLECTION (\|'1||)

Reflection does not

ge the nature of the

has increased ten-fold. Every move he makes now
has become far more difficult.

The Exile pounds on Cygnar's eastern fortresses, and it seems
more important than ever to find and climinate the progeny
of Raelthorne the Elder. At times Caine is forced by shadow
orders and his legitimate superiors to be in two or three places
at once. Only time will tell if he is up to such challenges and if
the consequences of his deceit will be revealed. His actions in
the weeks and months ahead

Focus 6 Cmd8

SPD STR MAT RAT DEF ARM

(7151419 ]17]13

RNG ROF AOE POW

may well change the course

of history.

may perform free strikes with his
Spellstorm Pistols.

Spelistorm Pistol

RNG ROF AOE POW

SPELLSTORM PISTOLS

RANGE AMPLIFIER - Caine’s
Spellstorm Pistols add 5"
range of all spells cast directly from

Damage 15

Point Cost 80

Field Allowance

Victory Points

Base Size Small

to the

him. Channeled spells do not benefit
from Range Amplifier.
NOTE: Captain Allister Caine is

Lieutenant Allister Caine.

SPELL

f—_

COST RNG ROE POW up




7] GRENADIER

CveNaRr LicHT WARJACK

GRENADIER
6 7 5 5 13 15 - 4, a a a a 0 PO 0 A a 0 a
Dic In (K AcTION) - The Grenadier may dig a hasty R
Grenade Launcher battle position into the ground, gaining cover (+4 DEF) i .
| g R ROF AOE PO and +4 ARM. The Grenadier remains dug in until it
i 10/ 1] 3112 moves or is engaged. The Grenadier cannot dig into solid
5.4 rock or man-made constructions. The Grenadier may
'_:a Mattock begin the game dug in.
% SECIAL POW P 1 . y :
% : to the battlefield since its hasty deployment in 605 AR. This
3 ﬂ Charge| 4 |11 | GRENADE LAUNCHER oy ; " e ]
ARCING FIRE - When attacking with the Grenade ~ WaTjack is a welcome companion among Trenchers, and the
6 Launcher, the Grenadier may ignore intervening models ~ combined power of warjack and Trencher working in unison
except those that would normally screen the target. has become a devastating partnership. The warjack adds to
MANUAL RELOAD - The Grenadier may make one  the Trencher’s battery of arms, and the steaming vents of the
S A SRR ‘jack’s furnace provides much needed warmth to cold hands
spending a focus point for each Trencher model in base- i Chertiels i Jitct ; i 's shel
L R to-base contact with it, up to a maximum of two. These In the dank earthen ditches ser ving as a gravediggers shelter.
additional attacks do not count against the Grenade S .
LiL|m R LH her! ROIt : i ¢ s The Grenadier shares the same undercarriage as the
aunchers e -
Mim|c M Hunter, but it sacrifices the high-powered boiler and long
ne i MATTOCK range gun for heavier armored plate and a weapon more apt
= POWERFUL CHARGE - When making a charge attack 5 ; ;
Field Allowance u . gt ; for dealing with enemy troopers under hard cover. Highly
= with the Mattock, the Grenadier gains +2 to its attack roll. . ~ . A | 4
ory Po mobile, the jack lacks long-range performance but retains the
Base Size Medium : T : o . ;
Tempered amid the relentless firefights, ability to advance in combat swiftly. Only slightly heavier
: g 3 to muddy trenches, and waterlogged than the Hunter, the Grenadier is cnsily able to stay step-in-
ade foxholes riddling the hostile ground  step with the hardest pressed Trencher advances.
3 e : between Northguard and Ravensgard, the § : !
0AD g ! 3 Wielding a massive mattock capable of ripping through
Ohts g omba Grenadier has proven a worthy addition . = i
4 thick armored plate, the muck-covered jack
D 60 AR " .
easily tears up great clods of earth to
Armo 3y dig makeshift emplacements 1‘;1pid]y.
ORIG DEsic gnara Nestled into a 1‘0ng]1 and muddy pit,
Ariric ) .
’ the Grenadier’s low profile makes for
. a hard target amid the farrow spikes
h » ~
and foxholes.
Its most potent weapon in the
field is the grenade launcher that
of ° lobs deadly shell grenades onto the
:, . battlefield. Trained to coordinate
with  the  warjack, Trenchers
R | , have learned to work the firing
> mechanism on the Grenadier’s
launcher in tandem. While the
‘jack zeroes in on multiplc targets,
the launcher is fed grenades by fire
teams until their fingers singe with
) heat and effort. For those sad few
who survive such a brutal barrage,
i there is often a moment of brief
f i silence, a reprieve ending with the
& . roaring battle cry of those same
0 . valiant Trenchers bringing bayonets
2 to bear, trudging through mud and
blood, and closing in for the kill.
Q
©




HAMMERSMITH
CHAIN ATTACK - CLOBBER - If the Hammersmith has both arm systems

functional and hits with both of its initial Hammer attacks against the same target

during the same activation, after resolving the attacks it may immediately make an
additional melee attack against the target. If the attack succeeds, the target suffers
no damage but is immediately pushed d3” directly away from the Hammersmith.
A pushed model moves at half rate in rough terrain and stops if it comes in
contact with an obstacle, obstruction, or a model with an equal or larger-sized
base. The pushed model cannot be targeted by free strikes during this movement.

Immediately after the pushed model is moved, the Hammersmith may move up to

There is an old saying among mechaniks—with fewer moving
parts, less will go wrong. As war continues to rage, warjacks on
every side of the conflict become increasingly dependant on
repairs. Supply lines are less reliable everyday, and front line
military commanders are concerned about finding their tactical
options limited by faulty systems. Enter the extremely reliable

tl'oop-cmshing, mcml—buckling Hammersmith.

Although built on the same chassis as the Centurion,
the Hammersmith takes the phrase “an unstoppable
force” to a completely different level. Gone are the
intricarcly mechanized armaments; massive twin
Forge Hammers have replaced them. The Forge
Hammers are direct, almost brutish weapons
clearly designed for pounding metal—and
anything else in their path—as flat as the
farmlands of the Eastern Midlunds. They

are capable of rocking even the heaviest .
warjack back on its heels and then pressing

that advantage for everything its worth. Every
titanic blow from the heavy ‘jack pushes its foe back

as the Hammersmith keeps striding forward to strike
again and again in a cacophonous rhythm that sounds
like an ironworker shaping metal. At the end of the
deafening sequence, the Hammersmith rears back and
delivers one final resounding attack that violently

knocks its enemy out of close quarters.

Many a Cygnaran trooper has been heard
giving thanks to Sambert—Ascendant of
Morrow and patron of Smiths—after having
his bacon pulh‘d out of the fire by the mighty
advance of a Hammersmith. As the forces of
western Immoren continue to clash, the simple
but devastating power of this monstrous warjack

will help turn the tide of war in Cygnar’s favor.

HAMMERSMITH

CveNAR HEAVY WARJACK

the distance the pushed model was moved directly toward
the center of the pushed model. The Hammersmith may

make melee attacks after following up.

HAMMERS

BEAT BACK - When the Hammersmith makes a successful
Hammer attack against a model, its target may be pushed
1" directly away from the Hammersmith immcdiarcly after
l‘he ﬂttack iS 1'050[\7Cd. A })\lshcd D]Odcl moves at half rate
in rough terrain and stops if it collides with an obstacle,
obstruction, or a model with an equal or larger-sized base.
The pushed model cannot be targeted by free strikes during
this movement. Immediately after the target model is moved,
the Hammersmith may move up to 1” directly toward the
center of the pushed model. The Hammersmith may make

melee attacks after following up.
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Hammer
DECIA POW P
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Field Allowance U
Base Size Large
OAD G 80 kg
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RANGERS

CveNAR Un1T

ST 3
»\“\15 SWiﬂ Sel’!leam ﬂlllll 8 SWIFT SERGEANT

LEADER

Our unit slipped through their lines and signaled to the
SPD STR WAT RAT DEF AR defenders on the ridge, Those Khadoran bastards didn'’t

5| m m UNIT even bear the shells coming.

Scout cmd6 ADVANCE DEPLOYMENT - Place Rangers after

normal deployment, up to 12" beyond the established

—Swift Sergeant Codley Werthbell

SPD STR MAT RAT DEF ARM

?i (7]5]6]6 J14]11]

C!cp]oym(‘nt zone.

CAMOUFLAGE - A Ranger gains an additional +2 DEF SIGNAL - At the start of the game, the Rangers” controller may designate one

when benefiting from concealment or cover. ﬁ'i(‘ndly Cygnar unit to be left off the table instead of being deployed norma[]y.
Military Rifle CLOAK - While within 3” of a Ranger, friendly models Only one unit may be designated regardless of the number of Ranger units in
RNG BOR S0F FOM gain Camouflage. g the army. This player may put the designated unit into play during any of his
& (=)

. » : [1¢ P ases. IS St 4 ac it 1 3” 7 a (a B8 2
MuRK TARGET (ke etion) - Badh agtivasion, orie Control Phases. The models must be placed within 3" of a table edge anda

Ranger in the unit can mark a target model within 12" and

m : ! A . in the unit must be placed in formation. The placed models may only advance
@ SPECIAL POW P+S LOS. The Ranger’s controller may immediately measure

friendly Ranger or within 3” of the rear edge of his deployment zone. Models

. . z and must forfeit their actions the turn they are put into play.
tl](‘ dlS[ﬂnCL‘ fl‘()l‘n th(‘ ['f"'g(‘t lTlOdCI to any one h'lCﬂdIy

Cygnar model in P[ay. When atmck{ng the marked model TRAIL BLAZER - While within 3" of a leg”’ ﬁ‘ivndly models ignore

Leader and 5 Troops 62 with AOE ranged attacks this round, friendly Cygnar ~ Mmovement penalties from rough terrain but cannot charge, slam, or trample
- =) o > ) Y 5 y b >
Field Allowance 1 models gain +2 to their attack rolls. across rough terrain.
Victory Points 2 . :
. PATHFINDER - A Ranger ignores movement penalties Tacricat Ties
Base Size Small 2

fmm I'DUg]"I fL‘l'l';H‘l’l and ObStI\C[(’S‘ A Rﬂﬂg(‘l' lT)'Ay Ch'{l]'g(‘

SIGNAL — Even if the Rangers are destroyed or removed from play, the

across rough terrain. Cygnar player always has the option to place the designated models at the
his deployment zone.

S : .
s Silent sentinels at the edge of Cygnar’s borders, Rangers stalk  through the most remote terrain. Picked from the toughest
b the fringes of Cygnaran territory carrying little more than their  and smartest the military has to offer, the Rangers are trained
\3 rifles, cloaks, and kits. Deep in the Thornwood, in the wastes by the Cygnaran Reconnaissance Service in methods of
& of the Bloodstone Marches, and on the remote sandy shores of  survival, stealth, and secret communications.
the Broken Coast, Rangers have died nameless deaths keeping . ) )
¥ = . y Rangers can deploy for weeks at a time, even months if
Cygnar safe. Now as war presses upon the nation’s borders with 3 e i
. o need be, without visiting a fortress or supply depot. These

the weight of a warjack’s fist, these scouts have become a deadly y . !
] 3 " & I, lightly armed and armored soldiers tear through thickets
instrument of the Cygnaran military. ) ¥

4 and underbrush quicker than most can run across level
Cunning, resourcefulness, and decisive action are ground. Ideal guides through harsh terrain, they hawe

$ the traits that make a Cygnaran Ranger. Expert escorted entire offensives thmugh hostile territory and

scouts and marksmen, these elite troops blaze are capable of taking an army of the heaviest warjacks
through the most treacherous of passes without
worry. Rangers are trained to blend into the terrain,
and they use underbrush and uneven ground to their
advantage, relying on camouflage as a shield against

even the most skilled marksman'’s eye.

Each ranger carries an array of equipment
designed to signal and convey information as
well as complex cartographic maps of incredible
accuracy. With mirrors, sophisticated optics, and
the rcckoning of skilled eyes, Rangers can idcntify

distances with unerring precision and signal

enemy positions to waiting forces.

Whether functioning as covert strike forces;
guides, or forward observers, the Rangers proye
useful in a variety of roles. Versatility adds to
their value, and the scout general of Cygnaran
Reconnaissance is eager to see more in service,

Ranger recruits are being hand picked at a steady

pace, and scores of ranger task forces have been
added to detachments throughout Cygnar.



STorRM LANCES '

CveNAR CAVALRY UNIT ;
LEEE NS
e 9

N
Lieutenant

We ride the ligi)tning.

—Storm Lance Credo

The carth-shuddering charge of Storm Lances is an awe-
inspiring vision of precision in motion, The knights pound
into the enemy without remorse and are bound within a
corona of crackling energy. The rippling surge of thundering
hooves and weaponry shifts like a singlc ]iving thing while

bolts of volatile electrical power arc into the enemy.

As the tip of the Cygnaran spear, the Storm Lances aim
themselves fearlessly at the enemy while their electro lances
flicker in promise of the tumult to come. The Storm Lance
credo has become synonymous with Lord Commander
Stryker's Storm  Division, and alongside Stormblade and
Stormguard they serve as a symbol of Cygnar’s desire to

CI'USh (']10.\‘(‘ W]]() thl'(‘ill'CH its SOVCI’Cig11 PCHCC.

LIEUTENANT

ELECTRICAL FIELD (ORDER) - Every Storm Lance who
receives this order must advance. After the Storm Lances
end their movement, enemy models crossed by any line
that can be drawn between the bases of two Storm Lances
who received the order and are within 3” of each other
suffer a POW 10 damage roll. An enemy model may only
suffer the effects of Electrical Field once per turn.
FRONTAL AssauLT (ORDER) - Every Storm Lance who
receives this order may charge an eligible target or run. When
a Storm Lance damages a target with a chargc attack, he may
immediately make a POW 12 damage roll against the target.
This additional damage roll is caused by the Electro Bol,

LEADER

UNIT
FEARLESS - A Storm Lance never flees.

ELECTRO BOLT
POWER UP - When a Storm Lance advances or chmges,
he gains +2 to Electro Bolt damage rolls. Power Up lasts

SPD STR MAT RAT DEF ARM

(8]6]8]6]13]i7
emd7

Knight

SPD STR MAT RAT DEF ARM

(8]6]7]5]13]17

a Electro Bolt

RNG ROF AOE POW

SPECIAL_ POW P+
 Multi | 7 [13]

@

Mount |
.f ) speciaL_ pow pis
[ —_[10] |

Lieutenant’s Damage 10

Knight's Damage 8

Leader & 2 Troops 93

Up to 2 Additional Troops 28ea

Field Allowance 1 |

Victory Points 3 g ®
i

for one round.

ELECTRO LANCE
BRUTAL CHARGE - A Storm Lance gains +2 to Electro
Lance charge attack damage rolls.

FIXED CHARGE - If a Storm Lance has charged at least

3", his Electro Lance has 2" melee range until the end of

Uniting the g;llvanic power of the storm chamber with

1 the tactical practicality of the cavalry lance, the armor-clad

knights use their warhorses to bear them into battle amid
a haze of voltaic might. Bearing electro-lances bestowed

Base Size Large

with the power of ]ighl’ning, the Storm Lances are another

confirmation of the superior technology and innovative spirit e
1 ig = L the activation.
of the Cygnaran people bmught to bear upon the nation’s

enemies. Tacricat Ties

B s their elite Training exemplifies discinli ; ELECTRICAL FIELD ORDER — Don't forget to make your normal attacks after cutting
p close thewr clite traming exemplifies discipline n through the ranks of the enemy with electrical field.

the most heated of battles. Even when faced with massive FRONTAL ASSAULT ORDER - Remember Power Up adds to Frontal A

ult Electro Bolt
damage rolls. ’

opposition, the Storm Lance knight fearlessly drives his

S b

mount into combat where he crushes soldiers beneath dcadly ) ) 4 y ; 3
) .. . he wields. A discharging lance can strike at a distance to rip
hooves, impales metal-clad jacks, and slashes men, machines, 7 j
| : ) through troops at range with deadly effectiveness.
ﬂﬂd f[]C UnC[ylng erh l’h(‘ blﬂd(‘—gllﬂrds Of th(‘ I;lnCC. HOWCV(‘I',

the reach of a Storm Lance is not limited to the weapon Using the resonance of storm chambers to synchronize
electrical fields, the knights form an electrical charge between
the hcavily insulated riders. This crackling barrier is dmdly to
anyone caught between the knights as they ride.

— & s -

With incredible mobility Storm Lances
turiously ride down the enemy. There
is little Iiving, undead, or mechanikal
stalking the battlefields of the Iron
Kingdoms that can withstand a Storm
Lance assault. With pride the Storm
Lances stand true to their credo, show no
mercy to the enemies of Cygnar, and bring the
wrath of the storm where they ride.




STORMGUARD

CveNAR UNIT

-~
4

.' = *
= Sergean HIEN SERGEANT

When we rushed for the kill, a wall of balberds marched

N el LEADER from the smoke to intercept. We were holding our own
(5]6]8]5 |13]15] UNIT until our formation exploded in a_flash of lightning and
Guard Cmd 6 COMBINED MELEE ATTACK — Instead of making deafening thunder.

melee attacks separately, two or more Stormguards —Iron Fang survivor of a border skirmish near Fellig

in melee range of the same target may combine their

SPD STR MAT RAT DEF ARM

5]6]7]4]13]15
3 ; the Sergeant. Friendly Stormguards in the AOE never suffer damage from an
Nexus Generator attack against the intended target. The Stormguard Electric Discharge attack.

attacks. In order to participate in a combined melee - ; ; A :
Sergeant who made a successful melee attack durmg this activation, mcludmg
attack, a Stormguard must be able to declare a melee

with the highest MAT in the attacking eroup makes
SPECIAL _ POW P+S ' : e E ELECTRO LEAP — After a successful Nexus Generator melee attack, lightning

may arc to the closest non-Stormguard model within 4”. The model suffers a

one melee attack roll for the group and gains +1 to the

attack and dumagc rolls for each Stormguard, including

Voltaic Halberd himself, participating in the attack. POW 10 damage roll.

SPECIAL POW P+§ FEARLESS — A Stormguard never flees. REACH -2 melee Tangs: !
SET DEFENSE — The Sergeant gains +2 DEF against charge and slam atacks

originating from his front arc.

RANKED ATTACK — A Stormguard may make melee

Lgatler and/51TFo0ps 2168 attacks through intervening Stormguard models in the

Up to 4 Additional Troops 10ea Fms VOLTAIC HALBERD (Guarp Oniy)
NEXUS GENERATOR (SERGEANT ONLY) ELECTRO LEAP — After a successful Voltaic Halberd melee attack, lightning
Victory Points 2 ELECTRIC DISCHARGE — After all models in the may arc to the closest non-Stormguard model within 4”. The model suffers a
Base Size Small Stormguard unit have completed their actions, the POW 10 damage roll.
Sergeant may make one Electric Discharge ranged REACH - 2" melee range.
attack if he is not engaged. The Electric Discharge attack has RNG 6, AOE 3, and SET DEFENSE — The Stormguard gains +2 DEF against charge and slam
\ POW 6. Add +I RNG and POW for each model in the unit in open formation with the attacks originating from his front arc.

)

:- The Stormguard march to war darkening the air around them power. As it charges it fills the air with the smell of ozone

:’ with the promise of an electrical reckoning. Each is a master  and sends tongues of elecrricity across the armor of the
of the Voltaic Halberd, a mechanikal polearm constructed gathered soldiers in the sergeant’s unit. He can then unleash

K to hack through flesh and steel while torrents of energy leap  the coiled potential in a lightning strike that blasts apat

deep into the ranks of the enemy. Every halberd strike by  enemy formations.
o Stotmgumd L'harges fieit scrgeant 5 ‘Nexus o Stormguard train at Fort Falk where they endure endless
weapon of electric wrath that hums with the accumulated : - r ;

grueling  formation drills unde

the oversight of lightning-scarred
sergeants. Each Stormguard knows his
life depends on the men next to him, and
as a result they fight as one. Stormguard are
so proficient with their halberds that they are
capable of landing telling blows from back ranks

over the heads of their brothers. The Stormguard are
deployed to hold strategic positions or shore up cxposed
flanks where they carve apart anything foolish enough
stand in their way.

Like their brothers in arms, the Stormblades, these
hardened men are living symbols of
Cygnaran advances in the science

of war. King Leto trusts his own
safety to their protection and has
recently ordered more of their number to take to the
front lines. The sight of the Stormguard inspires common’
soldiers and reminds them of their king’s admiration
and support.




Lay it down thick I)oys. Any sod coming tbrougb will

weigh a few pounds extra!

—Lieutenant Decker Hammond at the battle of Fisher’s Vale.

LIEUTENANT
OFFICER - The Long Gunner Licutenant is the unit leader.
SUPPRESSING FIRE (ORDER) - Every Long Gunner in the skirmish formation

group containing the Licutenant must forfeit his action. Place an AOE completely
within 14" and LOS of the Long Gunner Lieutenant. The size of the AOE is
based on the number of Long Gunners following the Suppressing Fire order
within 14" of the AOE, not counting the Standard Bearer. If 2-4 Long Gunners
participate, place a 3" AOE. If 5-7 Long Gunners participate, place a 4” AOE.
If 8 or more Long Gunners participate, place a 5” AOE. The Lieutenant cannot
participate in a Suppressing Fire order by himself. When an enemy model moves
into or ends its activation within the AOE, it suffers a POW 10 damage roll.
Suppressing Fire lasts for one round or until all participating Long Gunners have

been removed from the table.

Tactics: RANKING FIRE - Long Gunners may ignore intervening models in
their unit when drawing LOS.

The massed firepower of the long gunner is a hallmark of
Cygnaran battle tactics, and none are so well acquainted with
the strengths of the long gunner as the veteran officers assigned
to lead these riflemen into battle. The Iong gunner lieutenant
lends confidence and tactical experience to any group of
riflemen lucky to serve with him. With a determined glare
and a hawk’s eye for his target, the stalwart officer has earned
his commission in bullets and blood. Respect for these men is

instantaneous among the ranks.

Most lieutenants are seasoned soldiers promoted to
command plntoons in the field. With advanced tactical training,
expert eyes, and veteran's wiles, the officers usually have enough
combat experience to exceed the collective proficiency of the
new recruits that serve as their charge in battle. Long gunner
replacements constantly funnel into the ranks, so these skilled
officers must make up for a lot of green experience and eager

trigger fingers.

Accompanying the lieutenant is the standard bearer, a
courageous enlisted man chosen to walk into battle with a blade
and a banner, trading in his rifle for the platoon’s war standard.
Shouting battle cries, the bearer keeps morale high and serves
as a stalwart example to his fellow gunners. When the enemy
closes dangerously close, the ranks will retreat under his signal
to wage war at a comfortable distance since their weaponty is il
suited to the rough exchange of melee. Should he fall, another

will take his placc eager to kccp the ranks rallied.

Peppering tactical points on the battlefield with a barrage
of gunfire, long gunners mark their commander’s aim well.
Yelling orders at the top of his lungs to. be heard over the
reports of the repeaters, the lieutenant directs the aim and focus
of their volleys. Following his mark and ai!ming upon distant

i

Lone GUNNER QFFICER &

UNIT ABILITIES - The Lieutenant has Long Gunner
unit abilities.

STANDARD BEARER
FALL BACK - Once per game, the Standard Bearer may

use Fall Backduring his activation. During this activation

cach model in the Standard Bearer’s unit may make a ranged
attack before moving. After attacking, Long Gunners may

advance normaﬂy b'l.'[t cannot PCI’{OI’I‘H actions il{t(’['Wﬂl'dS.

UNIT STANDARD - Models in the Long Gunner unit
do not flee while the Standard Bearer remains in play.
When the Standard Bearer suffers sufficient damage to
be destroyed, a non-leader trooper of his unit within 1”
of the Standard Bearer may take up the standard. Remove
the trooper model from the table and replace it with the
Standard Bearer model. Effects, spells, and animi on the
replaced trooper are applied to the Standard Bearer model.
Effects, spells, and animi on the destroyed Standard Bearer
expire. If the Standard Bearer is not replaced, the unit

must immediately pass a command check or flee.

REPEATING LONG GUN (LIEUTENANT ONLY)

targets, the long gunners can deny the enemy whole portions
of the battlefield with a storm of bullets. Anyone trying to

charge through the bullet-riddled lane claimed by long gunners

STANDARD BEARER

CveNAR Lone GUNNER UNIT ATTACHMENT

Oft@l'l earns a blackpenny in the fOI‘ChC{ld fOI’ l]iS troubles.

S 2, SRR o
Lieutenant Cmd9 ==+

SPD STR MAT RAT ARM

Standard Bearer Cmd 6
SPD STR MAT RAT DEF ARM

(514 ]4]4]13]12]

RNG ROF AOE POW

Sword
@ SPECIAL POW P:§
L [3]7]

Lieutenant’s Damage S
Point Cost 29

Field Allowance 1

Victory Points +1

Base Size Small




SPD STR MAT RAT DEF ARM

6]6]18]7]13]13

Sharpshooter Cmd7

LIEUTENANT
ASSAULT & BATTERY (ORDER) - Every Trencher who

receives this order may make one ranged attack, after

which he must charge or run. The ranged attack is made
before dccl;\ring a c]mrgc target.
BAYONET CHARGE (ORDER) - Every Trencher who

receives this order may charge an eligible target or run,

SPD STR MAT RAT DEF ARM

(6]6]16]7]13]13

RNG ROF AOE POW

100 1 [ —[11]

RNG ROF AOE POW

firing his rifle as he closes. As part of the charge, after
moving, the Trencher makes a ranged attack followed
by a charge attack with his bayonet. A Trencher is not
considered to be in melee when making the Bayonet
Charge’s ranged attack.

CAUTIOUS ADVANCE - Once per game, the Lieutenant
may use Cautious Advance during his activation. During
this activation every model in the Lieutenant’s unit may
advance, Dig In, and perform a combat action.

‘JACK MARSHAL (I) - The Trencher Lieutenant may

SPECIAL POW P:S start the game controlling one Cygnar warjack. The
Trencher Lieutenant has a marshalling range equal to his
grrangeieq

CMD in inches. If a controlled warjack is in the Trencher
Damage 5
Point Cost 41

Field Allowance 1

Victory Points +1

Lieutenants marshalling range, it can run, charge, or
boost an attack or damage roll once per activation. If the

Trencher Lieutenant is destroyed or removed from play,

the warjack under his control does not become inert. The
Small

Base Size

Trencher Licutenant may reactivate one inert friendly

Cygnar warjack per turn in the same manner as a warcaster.

The reactivated warjack comes under his control unless he already controls one other warjack.

Straight out of training, pound for pound there’s no soldier in
. the Cygnaran Army as tough and battle-ready as a Trencher.

However, no matter how gi‘ucling the conditioning, nothing

prepares a soldier for the reality of front-line battle. Only

time and experience uncover the man who can dig in under
hcavy fire and kcep his Cdgc for weeks of unrclenting tension
when food and ammunition run low. The lives of many of

these soldiers end in wet ditches cloaked in smoke as they

clutch their military rifles.

Those who survive are bumpcd from private to

corporal. After a couplc years of service, a corporal with

£

— 1 ¢ /
(A .1{

! TRENCHER OFFICER & SHARPSHOOTER

CYGNAR TRENCHER UNIT ATTACHMENT

o i

Nothing teaches leadership faster than losing good men.
Our first priority is the destruction of the enemy, but
the safety of the men is critical. Every man we keep alive
is another who can fight tomorrow. When men die, it’s
the officer’s responsibility.

—Captain Maxwell Finn

OFFICER - The Trencher Lieutenant is the unit leader.
SMOKE ASSAULT (ORDER) - Every Trencher who receives this order may
perform a Smoke Bomb special action and then either make a Bayonet Charge
or run. Ignore Smoke Bomb cloud effects placed this activation when declaring
charges.

SHARPSHOOTER

SNIPER - When damaging a warjack, the Trencher Sharpshooter’s controller

chooses which column takes the damage. When damaging a warbeast, the
Trencher Sharpshooter’s controller chooses which branch takes the damage.
After a successful ranged attack, the Trencher Sharpshooter may automatically
inflict one damage point instead of making a damage roll. The Sharpshooter

cannot use the Sniper ability during a combined ranged attack.

UNIT

UNIT ABILITIES - The Trencher Lieutenant and Sharpshooter have Trencher
Unit Abilities.

MILITARY RIFLE (LIEUTENANT ONLY)
ScoPED RIFLE (SHARPSHOOTER ONLY)

the warrior spirit may become a sergeant and lead a squad,
Many a capable soldier has proudly ended his career witha
sergeant’s stripe. Lifers dcmonsl’r;iling considerable ability
to lead men and coordinate larger teams might earn an
officer commission. In times of peace, this requires going
to the Srratcgic /\C;ldcmy for a crash course in ]ogistics,
strategy, doctrines of war, and vitally important training to
command warjacks. In the heat of war such men are often
field promoted to replace a licutenant killed in action. With
education hard won in the trenches, they let their bayonet
do the mlking straight into the chest of an enemy, and thcy
take only short reprieves for officer training after the heat
dies down. Trencher lieutenants lead platoons of up to fifty
soldiers, togcthcr comprising the Trencher companies that

hold the line across Cygnar’s borders.

Snipers are a respected specialty chosen from those
who demonstrate exceptional skill and m;u‘ksmzmship.
Sharpshooters are selected by their commanding officers to be
sent to the nearest sizable field base or garrison for additional
training which devclops their natural talent and teaches the
use of expensive scopes to improve accuracy. These rifles
use special ammunition which is more accurate at longer
ranges but strike with less impact. Squads
with sharpshooters are powerful assets in the
field that whittle away an enemy before the squad

closes to lay down concentrated fire or makea

bayonci‘ c]mrg(‘.



TRENCHER G

It’s a bomb 1 can fire from my rlﬂe? Can I bave two?

—Trencher corporal assigned to escort a grenade porter

Explosive grenades have been in use by Cygnar for decades, but
these complicated, heavy, and unwieldy weapons have not been
greeted with enormous enthusiasm. Old grenades relied upon
a gear-based timing mechanism which was easily damaged in
transit or when the weapon was thrown. Half the time the mix
of blasting powders would explode early and tear the hapless
soldier apart, or they would land by the enemy and keep on
ticking, never mixing powders at all. The Trenchers were
content with their simple but effective smoke grenades and

telied on their mi]imry rifles and bnyoncts to do the killing,

Recent improvements by demolitions engineers at Point
Bourne have provided a simple and elegant solution. The genius
engineering design creates a grenade attachment extension that
allows the grenades to be affixed to the barrel of a rifle. The
gun makes use of rapidly expanding gasses from combustion
to launch the grenade as a projectile at a surprising range.
Smaller and slecker, these grenades utilize a smaller quantity
of fine grade blasting powder which is expensive but enables
8 powm'(‘lll blast. Thcy rcly on an impact trigger to mix the
powders and provide a highly reliable explosion of flesh and

armor—tcaring shm Pﬂ(‘l.

Since the grenade only has to arrive at its point of

a vital organ or
8

impact—there is no worry about striking

RENADE PORTER

CvYGNAR TRENCHER SPECIAL WEAPON ATTACHMENT

PORTER

AMMO CARRIER - When the Porter suffers sufficient
damage to be destroyed, a Soldier in his unit within 1" of
him may take up his arms. Remove the Soldier model from
the table and replace it with the Porter model. Effects,
spells, and animi on the replaced Soldier are applied to
the new Porter model. Effects, spclls, and animi on the
destroyed Porter expire.

RIFLE GRENADES - Instead of attacking with a Military
Rifle, the Porter and models in his unit in base-to-base
contact with him may make High Explosive attacks. A
High Explosive attack is a RNG 10, AOE 3, POW 11
ranged attack. A model making a High Explosive attack
cannot participate in a combined ranged attack.

UNIT ABILITIES - The Trencher Grenade Porter has

Trencher unit abilities.

Taericat Ties

SPD STR MAT RAT DEF ARM

Military Rifle

RNG ROF AOE POW

@

SPECIAL_ POW P+S
| 3 |

Point Cost 16

Field Allowance 1
Victory Points +0

Base Size Small

Don’t get wise. You cannot add a Trencher Unit Attachment to a Trencher Chain

Gun Crew.

missing thickened armor—the grcnadcs suffer no effective

range reduction compared to normal rifle fire. The grenades

are highly efficient explosive devices that pack a tremendous

pUI’ICh, bUl' th(‘y I‘CqUil‘C a highcr [h'dl’l 1101‘1]1(11 gradc Whl’Ch is n

limited supply. These devices have proven particularly useful

along the northern front where they have decimating packed

formations of Winter Guard and more heavily armored targets.

Men ChOSQI’l to bG POftCl‘S are SCIECth among Trenchcrs With

an interest in demolitions, and they are trained in the asscmbly

and safe prepping of these explosive devices. Once the grenades

front line.

are primed and ready, regular Trenchers can handle them easily

to unleash considerable ﬁrepower against their enemies on the
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them through to safety. Sergeant Finn was reallocated to
Northguard and attached to the prestigious 95¢th Trencher
Company known as the ‘Northguard Gravediggers” where he
served for nearly a decade and rose to the rank of Master
Sergeant. He further distinguished himself after Khador’s
surprise invasion of Llael, fighting with the 95th in key
engagements.

One particularly notable incident occurred during the
withdrawal back to Northguard. Several young soldiers got
separated from the main column after a miscommunication.
Master Sergeant Finn went to find them personally and found
the squad taking sniper fire from a pair of Widowmakers.
With half of the unit shot down and the others taking cover,
Finn took matters into his own hands. Not wanting to reveal
his position, he detached his trencher knife from his rifle
and stalked the Widowmakers one after the other. He took
a bullet in his shoulder before taking them down, and then
he led the survivors five miles back to their column. He bled

 from his injury the entire way and did not let his wounds be

treated until the dead had been recovered for burial. This
event sealed the legend of Maxwell Finn and is often told to
young Trenchers in training,

SPECIAL RULES
CAPTA[N FinN must be within a number of inches
ISVANCE DEPLOYMENT  — of Finn equal to Finn's current

CMBD. Replace the promoted model

Place Finn after normal deployment, i i
with a Trencher Sergeant model.

up to 12" beyond the established

Effects, spells, and animi on the
deployment zone.

Dic In (*ActioN) — Finn may
dig a hasty battle position into the

replaced Soldier are applied to the
new Sergeant.

SMOKE BOMBS (k AcTion) — Finn
may place a Smoke Bomb anywhere
within 3” of himself. A Smoke

ground, gaining cover (+4 DEF)
and +4 ARM. Finn remains dug in

CYGNAR TRENCHER CHARACTER SOLO

In the Battle of Aliston Yard, the entire S8th
Infantry Battalion, to which the 95th belonged,
engaged in a desperate attack to relieve Northguard.
The gambit paid off, but it came at great cost—the
battalion suffered staggering losses including key
officers. General Hagan Cathmore visited the battalion
personally to award the survivors with honors,
promoted Maxwell Finn straight to Captain, and put
him in charge of the 95th.

Some of the brashness and cocksure attitude never
left Captain Finn as he fought on the front lines against
Khador. In one battle Finn tore loose an old fixed-
emplacement mini-slugger—a precursor of the chain gun
too cumbersome to be wielded by most—and charged
forward spraying the enemy with bullets. No one has
had the courage to tell him to put it back, and now the
slugger and his trusty trench knife are his weapons of
choice. Under his command the 95th has become the ‘go-
to’ company to hold any flank, to shore up beleaguered
forces, or to stall the enemy until reinforcements arrive.
Wherever he fights, the Trenchers go eager to follow
him to hell or to glory,

cmd9

SPD STR MAT RAT DEF ARM

@

whichever comes first.

Captain Finn

RNG ROF AOE POW

Trench Knife
@ SPECIAL POW P+§
WET WORK — When Finn

makes a melee attack, he may make

Point Cost 31

Field Allowance C

Victory Points 1

Base Size Small

one melee attack roll against every
opponent  within melee  range.
When making a melee attack, Finn's

front arc extends 360°. Completely
resolve each attack individually
and apply the target’s special rules then allocate those attacks among
immediately as each attack is the original target and any models

resolved. After a successful melee within 2” of it, ignoring intervening

until he moves or is engaged. Finn
cannot dig into solid rock or man-
made constructions. Finn may begin
the game dug in.

DoDGE - Finn immediately gains
+2 DEF if he moves during his
activation. Dodge lasts for one
round or until Finn digs in.

FEARLESS — Finn never flecs.
FIELD PROMOTION — Once per

activation, Finn may promote a
Soldier in a friendly Trencher unit
that has had its Sergeant destroyed

or removed from play. That Soldier

Bomb creates a 3” AOE cloud effect
that remains in play for one round.

TOUGH - When Finn suffers
sufficient damage to be destroyed,
his controller rolls a d6. On a § or
6, Finn is knocked down instead
of being destroyed. If Finn is not
destroyed, he is reduced to one
W()Und.

VETERAN LEADER — Friendly
Trencher troopers gain +2 MAT
and RAT while Finn is within
their LOS.

attack targeting a warrior model,
Finn may automatically inflict one
damage point instead of making a

damage roll.

MINI-SLUGGER

STRAFE (p3)— A single attack with
the Mini-Slugger has the potential

to hit the target and several nearby
models. First, make a normal ranged
attack roll against an eligible target.
If the initial attack hits, roll a d3 to
determine the number of additional
attacks the initial attack generates,

models when determining line of
sight. Each model may be targeted
by more than one attack but cannot
be targeted by more attacks than the
initial target. Make separate ranged
attack and damage rolls for each
Strafe attack generated. A model is
ineligible to become a new target
if it has a special rule preventing
it from being targeted or if the
attacker’s line of sight is completely

blocked by terrain.




Protectorate Epic Warcaster Character

I Surrounded by the blazing inferno, Feora experienced a shift

in her power over fire. She pulled the fire back to herself and
let it erupt again as she willed it, filling her warj'acks with
power and annihilating whole ranked masses of the enemy.

The Cygnarans balked and routed and the Great Temple of

the Creator was PI‘(‘SCI‘VCCI‘

In the calm after the battle, Feora went below the temple
to the catacombs of entombed holy ancestors. In a vigil at the
tomb of Hierarch Luctine, she gave her vows as Protector of

the Sacred Flame. Peering into the fire, she saw the weapon she

is

reclaimed for Menoth. Her example has inspired a generation

must build to renew her ﬂght. With the blessing of Visgoth

SPECIALRULES
AT: WiLD FIRE

i is the ultimate master of fires all-

potency of conflagration fo kcv‘ will and
around ber and sending the flame where she

) ?zattlgﬁdd and obliterate her cretnics. i

continuous effects ﬁom any models
e
ntinuous effect removed, Feora

y cause a model in her control
a to suffer Fire.

Models within 3" suffer a POW [4
-~ damage roll and Fire. Damage from
Death Pyre cannot be boosted.

BELire CADRE - Elameguard
included in an army with Feora

These Flameguard  models  gain
:. - +2" of movement during their first

activation of the game.
#

Tacricat Ties

ning poveer, She bas learned to bend

te the flame into raw energy fo
ngthen ber warjacks. By siphoning blazes -

oses, she extinguishes burning allies and
forees those same flames to leap across the

' Feora gains a focus point for each i
- model with a Fire continuous effect
it currently in her control area.' o

- to the warjack,

(;e flames if she s deﬂnoyed :

~ @in +1 MAT, RAT, and CMD.

made Ey the warj

target ablaze. A mode
a POW 12 damage roH e

dunng its controller’s Mainte

Phase unil the fire expires o
d6 roll of [ or 2. Fue effects are
alchemical substances or nlag{éal~in

nature and are not affected by water.

APOCALYPSE
REACH - 2" melee range

RiGHTEOUS FLAMES — If the fire goes out, the model doesn’t catch
fire again unless it is separated from Feora first.

Rhoven, she took the holy weapon of. Luctine
and had its metal melted and reforged in the blessed
armories of eastern Sul. Feora feels rcforged as well, for she

every Cygnaran is driven from the city and Caspia itself is

of followers who look to her as an embodiment of cleansing
fire. The Synod of Visgoths have witnessed her rise from the
ashes and seen her transformed from an ambitious upstart

into an inspiring leader and true general.

filled with unshakable purpose. She will not rest until

Focus 6 Cmd9
SPD STR MAT RAT DEF ARM

(6]7]7]5]15]17]

RNG ROF AOE POW

Apocalypse

SPECIAL POW P+§

@ | Multi | 7 [14]

Point Cost 76

Field Allowance

Victory Points

Base Size Small

T AOE OFF

BLAZING AURA 2 6 - -

When a model in target friendly Protectorate unit is damaged by a damage roll, its attacker
suffers an equal damage roll. Blazing Aura is not triggered by blast damage, collateral
dnmage, or damage from continuous effects. Models in the target unit suffer —2 DEF and
ARM and cannot make ranged attacks. If Blazing Aura expires, the unit must forfeit its

next activation.

10 - 12 X

When Feora destroys a living enemy model with Convection, place one focus point on

CONVECTION 2

a warjack in her battlegroup in her control area. A warjack cannot exceed its normal
allocation limit as a result of Convection.

Escorr 2 SELF - - X
Warjacks in Feora’s battlegroup beginning their activation in her control area gain +2”
of movement. Feora gains +2 ARM while any warjacks in her battlegroup are within

3” of her.

L3

damage roll. After damage is resolved,

FIrRE STEP 2 SELF g
Enemy models within 2” of Feora suffer a POW 13
place Feora up to 3” from her current position. There must be room for Feora’s base in the
new location. During this movement Feora cannot be targeted by free strikes. Fire Step may

be cast once per activation.

FLAME BURST 3 8 &) 13 X
Models in the AOE suffer Fire.
Hot Foor 2 6 - - X X

Target enemy model/unit must end its movement closer to Feora than it started. Affcted
models that do not end their movement closer to Feora immediately suffer an unboostable

POW 12 damage roll.

F—Vi%
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J Sword
! g C mbo A 1..3 A work of divine inspiration, the Dervish utilizes the Devout
0 B = 2Ny . A
chassis’ unparalleled reflexes for a wholly offensive application,
; Rather than moving to protect, the Dervish’s every motion is
meant to end life. The warjack falls upon the enemies of the
4 faithful like a forged-iron maelstrom of butchery as its twin
4 blades work in mndLm to sow death across the battlefeld:
. : i From its first days outside the hidden foundries, the Dervish
! B Tl e = marked its successes with a wake of shorn limbs and fallen
, soldiers. Among the Cygnaran forces who fight daily through
m|m : : :
.devasmmg attack. It the streets of Sul, the Dervish has already become notorious
5 cach Sword individual OB JeathrdoT Bilities
! mth both Swords ac or its death dealing capabilities.
! Field Allowance U
ory Po Devoid of sophisticated weapon systems requiring cither
} Base Size Medium maintenance or ammunition, the Dervish is the pcrfect

addition to a crusading army on the move. It is a light and agile
combatant with greater reflexes than any other Protectorate
warjack yet developed. Constructed with supreme Hexibility

that would sprain most bodies of flesh. Bringing its blades
to bear at blinding speeds as it weaves through battle, the

dispatch enemies in its path.

force. Unable to justify the existence of the

would be constructed in secret and only

"% small numbers. Now in the days of the

Crusade, these warjacks have been called forward

the Protectoratcs (’I’l(‘lﬂl €s.

Dervish can sidestep attacks in the same motion used to

machine, the Synod decreed the Deryish

in mind, the Dervish can bend and twist unhindered in ways |

S A killing machine of the first order, the Dervish
was visibly designed solely for war and not asa

part of the fagade of any Protectorate defensive

.

to the front lines to carve a bloody swathe through



he fires in the foundries of Imer never dim, for the hierarch
mands tireless devotion from his armories, and he knows
they must match the pace of larger nations. The Castigator is
product of the Protectorate’s expanding wartime industry.
The impressive warjack is based on the same chassis as the
Reckoner—renowned as the first warjack entirely of Menite
esign. Few outside the Vassals of Menoth know that the
"astignor was actually conceived before the Reckoner, but
problems with its weapon system delayed its unveiling,
‘1sgoth Ark Razek deemed the setback an unacceptable
fallng. His displeasure was so great that he had every
mechanik on the project wracked within a breath of death
efore being restored and put back to work with renewed
and terrified determination. Miraculously the problems were

olved almost immediately

The Castigator’s fists blaze continually in combat, and the
intense heat sLnClS rippling waves of distortion through
the air as the warjack charges to engage the enemy. Each
fist is equipped with a sophisticated delivery system for
enoth’s Fury, which is compressed and piped into
ditect contact with the ignition temperature of the
warjack’s powerful furnace. When it secures a hold 4
on another warjack, it can emit this blazing heat and
Gause steam boilers to overheat. Under the intense
eat other internal systems warp and buckle, lose
integrity, and remain vulmrablc to critical failure
When driven to exertion. If beset by multiple
oes, the Castigator ignites the air around
self i 4 powuful explosion  of
incinerating  heat  that instantly
elts iron and turns living flesh

o fine ash.

One major advantage of

e Castigator is the ease

with which it is refueled on N
istant fields of battle. Unlike

the spccia“y machined shells
of the Reckoner’s Condemner
cannon, the Castigator needs only
a fresh supply of Menoth'’s Fury to be
ready to fight again. It has been sent
orth to the front lines to bring#®

e wrath of an inferno
to0 all those who have

- target without sp

CRSTIGRTOR

Prorecrornte Hervy Warinck

CASTIGATOR
CHAIN ATT,
has both arm syst

VERHEAT — If the Castigator
inctional and hits with both of
its initial Flame Fist attacks against‘thé same warjack in
the same acnvmon, after resolving the attacks it may
immediately make an additional melee attack against the
g focus. If the attack succeeds, the
but suffers Overheat. A warjack
- takes d6 damage points each time

target suffers hd‘ d
sutfering from Ov
it spends a focus pomt Opverheat lasts for one round.

COMBUSTION (*ATTACK) — Models within I” of the
Castigator suffer
within 1”7 of
within 17 of the ésﬁgat,or suffers an unboostable POW

12 damage roll. A model moving
stigator or ending its movement

12 damage roll. The Castigator may spend focus points to
make additional melee attacks after a Combustion attack.
Combustion lasts for one round.

hit 'by a Flame Fist attack suFfers.

FiIRE — Target mode
Fire. Fire is a continuous effect that sets the target ablaze.
A model on fire suffers a POW 12 damage roll each turn
during its contmller Maintenance Phase until the Fire

expires on a d6 roll of 1 or 2. Fire effects are alchemical

substances or magl al m'nature and are not affected by

water.

FIST — The Caqttgator% Flame Fists have the abilities of
an Open Fmt

51111514 J10]19 4.
Flame Fist
g Multi | 4 |15 H }

Flame Fist i

g Multi [ 4 |15
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Field Allowance U
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¢
G G 8.4 to
bo
OAD G 0 kg
genera omba ¥ i




DRUGHTERS OF THE FLAME

Prorecrornte FLaMEcurro Uit

P RS
e M g You shall be the shadow of death that moves unseen
SPD STR MAT RAT DEF ARM [ERREBES . amonyg them, and with their blood, Sul shall be

(7]5]17]4[14]12 UNIT : 5 ol s

ﬂallglllel' ﬂlllll G CROBATICS A Da Al “eora, High Priestess of the Flame to the assembled Daughters of Sul

SPD STR MAT RAT DEF ARM [SSSRRSRHNI S 1;; i e ,
Eﬂnmm the Flame cannot be cargete S . Silent and deadly, the Daughters of the Flame are ﬂared

of the Flame ignores interver
e even within the Protcctomu of Menoth. The origin of ¢

a charge. B :

@ SPECIAL _ POW P+§ . : ‘ ; - the Daughters is largely unknown even among Menites -
L — 4.9 ’ Founded by the Priestess of the Flame with the consent of'
m : . the hierarch, the Daughters were originally charged with the

@ SPECIAL  POW P+§ : absolute security of Menite sanctuaries and sacred places. In
NI _the course of carrying out their duties, this secret order of

Leader and 5Troops 62 Sing ‘ ; 1e all of their inidal  the Flameguard Temple has evolved into a surgical tool adept

Field Allowance 2
Victory Points . 5 g X
Base Size Small : externally. Organized into small strike forces known as hands,

at removing threats to the Protectorate both internally and

the Daughters stalk the enemies of the faithful with a single-5
minded devotion, emerging from the shadows only to spiﬂ

the blood of heretics.

The Daughters of the Flame are chosen from among'_'
fresh Flameguard recruits based on their raw potential and
total dedication. Virtually all the Daughters are the widows
of fallen Menite soldiers who died in the defense of their
faith. Though considered a part of the whole, those who are &
accepted into the ranks of the order are trained apart from |
the other branches of the Temple. Daughters undergo an
exhaustive regimen of physical and mental conditioning.

Possessing peerless grace and proficiency in the art®
of obfuscation, the Daughters of the Flame are virtually
imperceptible on the battlefield. Moving at blinding speeds,

they dart from obstacle to obstacle, bending and 1
i contorting their bodies to maximize:
available protection and avoid the"
eyes of the enemy. They are rumored
to have been schooled in martial techniques by S
the Order of the Fist, and in battle they are a blur of =
fluid motion. The Daughters strike in synchronization,
leaping and weaving through the ranks of the enemy f
while their blades cut through flesh and narrow spaces

ween latcs Of armor.
P

Though some may claim Feora overreached her

Tty by expanding the role of the Daughters of the

¢, none would claim the order has been anything

. boon to the Protectorate’s war effort. Since the

t of the crusade and subsequent Cygnaran invasion

Sul, the Daughters have served on the battlefield
ongside the Temple Flameguard and Flameguard
Cleansers. In addition to conducting precision strikes against
the enemy, the Daughters also provide valuable Protectorate

field commanders with vital reconnaissance.




Exempiar VENGER

Protecrorate Cavairy Unit

SENESCHAL Seneschal

The blood on our lances will water the fields of battle.

\ The crops of our victory will grow tall and strong, ever = a a %Eﬁl D-E
laden with grain for the stallions that carry us to war. UNIT
—Exemplar Seneschal Odan of the Exemplar Vengers FEARLESS - An Exemplar Venger never flees. |(Ili!lm ﬂlllll 1

'VENGEANCE - When an Exemplar Venger in this unit
is damaged by an enemy attack, all models in the unit
gain +2 STR and ARM and may charge across rough

terrain and obstacles without penalty. Vengance lasts for

SPD STR MAT RAT DEF ARM

(8161714 ]12]17]
:j

S Nearly two thousand years ago, the Old Faith and the

* horselords joined and held dominion across the lands of the
one rotnd.

" $ k- ‘WEAPON SPECIALIST - An Exemplar Venger rolls an
b forced to accept the True Law. Since the earliest days of the | idditional die on his Sword damage rolls.

" porth. One by one the barbarian tribes were subjugated and SPECIAL  POW P+S

:.Exemplm‘ Order, there have been mounted knights in service BLESSED LANCE

"of the Creator—the Vengers. Consumed with boundless faith, SPECIAL POW P+S
k & L . A 2 BLESSED - The Blessed Lance may damage models only mﬂn
the Vengers have long been paragons of ancient tradition and [SogeE by magic attacks. When making a Blessed Lance

" toue instruments of Menoth’s will. attack, ignore spell effects that add to the targets ARM
Boil el PR M e eDEk. SPECIAL  POW P+§
oth powerful and relentless, Exemplar Vengers are among "} {NeE - The Blessed Lance may only be used to make

the deadliest warriors in the Protectorate’s congregation. They | charge attacks. If an Exemplar Venger has charged at least
3", his Blessed Lance has 2” melce range until the end of Seneschal's Damage 10
ivati Knight's Damage 8

iy T e S T A Be bRt s g the activation.
“battle on war-bred Idrian stallions of amazing strength and Leader and:2 Troops_ 85,

Up to 2 Additional Troops 26ea

Field Allowance 1

Victory Points 3

Base Size Large

“wield thrice-blessed lances and stout blades and ride into

beauty. Fueled by their faith, they have no need for advanced = SWORD

“mechanika of any kind. Through their Oath of Brotherhood = CLOSE COMBAT - An Exemplar Venger may not make
an initial attack with the Sword during an activation in

thcy feel the p;lins of their brothers dccplv and ﬁght harder :
3 ’ i i : which he charged at least 3.
Sand more bravely with each drop of Venger blood spilled.

A Venger c]mrgc is a vision out of time, pcrﬁ‘ct n its
*terrible beauty. Whole lines of men simply disintegrate
“under the weight of hooves while blessed lances unerringly
L strike their mark. Should any be left standing, the Vengers

Sdiaw blades to dispatch what could not be trampled.

After a battle the Exemplar Vengers take time to cleanse
 their weapons, steeds, and armor ritually. Once wipcd away,
“the tainted blood of the enemy is sacrificed to the Creator
in flaming braziers as thanks for victory. These rituals of
_puriﬁc;\l‘ion are so important to the Venger tradition that

they are performed even in times of war. The Vengers are
S summoned to battle with ever-greater frequency to crush the
*enemy under their thunderous hooves, and it is a duty they

tirelessly pursue in the name of the Creator.




EXEMPLARS ERRANT

¢ P Ny

T Warder Cmd9 |
. SPD STR MAT RAT DEF ARM
Knight

SPD STR MAT RAT DEF ARM

5]1617]5 |12]16]

RNG ROF AOE POW

Protecrorne Knichrs Exemprag Uit

Ileawcrnsslmw R

@ SPECIAL_POW P45
| — _[3]9]

Leader and 5 Troops 79
Up to 4 Additional Troops 13ea
Victory Points 2
Base Size Small

on{y« affected by magi
Crosshow ranged attack

If the Knights Exemplar of the Protectorate
stand as the sword of Menoth defending

His lands from the unfaithful, the Exemplars Errant are the

lance of Menoth striking deep into the heart of His enemy

abroad. Ranging outside the borders of the Protectorate,

these zealous knights carry out missions of great importance

for the priesthood and their creator.

As an advanced strike force, the Exemplars Errant forego
the use of sacred Relic Blades, lest they fall into the hands
of covetous heathens. Instead they bring lighter and

Though our duty may take us from His lands, our
hearts will not waver from His flame.

—LExcerpt from the Oath of the Exemplar Errant

more versatile weapons on their holy missions. The Exemplars
Errant are still trained every bit as rigorously in the martial
arts as every Exemplar, Each carries a heavy crossbow fortified
by blessing and prayer to pietce arcane wards and magical
sigils. Each likewise bears a shield inscribed with sacred ‘
passages taken from the Canon of the True Law to protect §
them in their sacred duty while they travel far from holy soil
However, should they fall in the service of Menoth, their
deeds with go unrecognized as they lic unhallowed in foreigns

lands. ‘

Though all Knights Exemplar are required to meet the
highest standards of faith and dedication, Errants are chosen
among those who embody the spirit of ultimate sacrifice:
Driven by the Creator’s mandate, nothing will deter them from
ensuring the successful completion of their holy tasks. Their 3
devotion is strong enough to defy even death. An Errant will' 8
sacrifice his own life to allow a threatened brother to shrug ¥
off wounds and fight on in Menoth’s name, particularly if the
other’s role is more crucial to their cause. With a final prayer,
he wills his life to another and passes on to join the Creator§ 9

armies in Urcaen while his brethren continue to press forward

in the unending battles on heathen soil.




Twe CovenmnT oF MENoTH

ProtecroraTe CHRRACTER SoLo

Covenant »
SPD STR MAT RAT DEF ARM

(5]6]1]1]12]13]

Point Cost 20

Field Allowance C

Victory Points 1

Base Size Large

E ) i ; . . oller must reaéaévé 5 fricrgdly
| The Creator’s promises to His children will be fulfilled, Top A '

A the‘:'pa'ssa'ge has
as long as they are worthy.

—The Harbinger of Menoth

bkl e
SHROUD - When a damage roll ‘exc'éeds: th
one damage point regardless of the total rolled.

-during the same turn, no friendly
1 8” of the Covenant can be

ti;[)naryféx; one round.
AITH (% AcCTION) - This passage can only be r ‘
) del’:'tha‘t is engaged by a friendly Protectorate

- The Covcmnt never flees. ’ ;
ZED - Even though the Covenant is on a larg
-based model: i : B
GES

pecial action, a passage may be read. Each passage must be

in the order listed below. If a passage is not"ﬂllﬁ'ﬂ’cd‘ on the t
(it must be read again before it can be fulfilled. j .
* PASSAGE: SACRIFICE (% ACTION) - After the passage has been read,
dly Protectorate models must destroy or remoye from play S;er}eh{)ﬁr;

Is by the end of che turn. If this has not been done by the

Reduce th ‘ amage by 1 i)oi' ach enemy model destroyed this turn since the passage v
read. A warcaster cannot be assigned more damage points than he has wounds remaining.

Ut:h‘e Pa3§age,has~ been fulfilled, during each of the Covenanf's controller's turns, including the
the passage is fulfilled, friendly Protectorate models within 8 of the Covenant may m:
 additional melee attack after all friendly models have completed their activations.

Lt S o et Rk T RS et M e B o | B e A

“Ancient Icthier had long been the site of battles between Where the Canon of the True Law is the guide by which all
“Menite pilgrims and barbaric Idrian tribes. One of the  Menites live, the Covenant of Menoth is a call to war. Its holy

‘l‘argest of the ancient conflicts occurred in 2209 BR when scriptures summon powerful miracles when read aloud in the
e Idrians broke through the city’s defenses and fell upon the  heat of battle. The Covenant was discovered by blood, and
Menites like savage desert predators. The slaughter was fast  only by blood will its holy words be fulfilled.
and brutal. The few paladins present were quickly overrun.

CAS they fell, their blood washed away the sand of ages to
“teveal an ancient scripture. Like the Canon of the True Law, so

“100 was His holy Covenant inscribed on the walls of Icthier
Land revealed only by the blood of martyrs.

As the last living Menites in Icthier were encircled by the
Idrians, a lowly acolyte named Pontithius began to read the

* Covenant loudly and without fear or hesitation. His words
were like fire in the ears of his fellows. The Creator promised

them victory, and they acted upon His word. Picking up stones

~and the weapons of the fallen, ten Menite pi]grims fought

off a hundred Idrian warriors. After the battle Pontithius

_.,personally transcribed the Covenant into in a single massive

tome that he chained on his own back and carried many weeks

~ (0 the feet of Priest King Golivant himself before collapsing.
e s said that with the Covenant in hand, Golivant was
b unstoppable. Soon the last of the Gor-Murdrom
yere driven from the Wyrmwall.

 After Golivant’s death, the Covenant was
‘returned to Icthier in secret. Hidden for over
two millennia, the Covenant was only studied by
select senior pricsts. However, now that the flames
of crusade are sprcnding, its passages are bcing spoken

across Immoren,




RECLAIMER

Protecrorare Soro

-« Reclaimer cmd 8

RECLAIMER o
SPD STR MAT RAT DEF ARM FEARLESS - The Reclaimer never fle
GATEKEEPER - The Reclaimer gains a

(5]6]6]4 |13]14]
gach friendly Pmtectorate modt:L destroye

FEEIEN  INVOCATION

As a special action or spguAI att?ck, the Reclaimer may

spend a number of soul tokens to use one of the following Lz SP]RIT SHIELD (kAcTioN) - The Reclaimer must spend one soul token
abilites. To resolve a magic attack, duermmc the success to use Soul Shield. He gains +4 ARM for one round.
by rolling 2d6 and adding the Redalmu s Invocation

score of 7. If the roll equals or CYCEedS’ChL . g«.ts DEF, C—IN_E_R_A_TO_R

FIRE - Target model hit by the Cinerator suffers Fire. Fire is a continuous 8

The Testament has loosed the first of the bindings from
the Reclaimant’s Altar, and so bis order is freed to move
LS unfettered. So it was written, and so it comes to pass.

—Hierarch Garrick Voyle upon witnessing the silent progression of 8
eclaimers out of Imer

Point Cost 16

Field Allowance 1

Victory Points i 1

the attack hits.

« COMMUNION (* ACTidN) _ Th‘e iRecIaimer must  effect that sets the target ablaze. A model on fire suffers a POW 12 damage =
toll each turn during its controller’'s Maintenance Phase until the fire expires’

Base Size Small

spend one or more soul tokens to use Communion. For

i . g - R : i
& each soul token spent, he may allocate one focus point to a friendly Protectorate warjack within on a d6 roll of T or 2. Fire effects are alchemical substances or magical in

nature and are not affected by water,

REACH - 2” melee range.

7". A warjack cannot exceed its normal allocation limit as a result of Communion. A warjack

|
i
F" may only receive one focus point from the Reclaimer cach turn.

e FINAL JUDGMENT (kATTACK) - The Reclaimer must spend one soul token to use Final
3 ]udgmtnl Final Jud&,mem is a RNG 10, POW 12 magic attack tha[ can onI} Largel a living

or undead model. , INVOCATION — Invocations are not spells. Invocations do not require
: a magic skill roll to use.

Tacnicat Ties

CoMMUNION — That’s one focus point per Reclaimer per turn.

From the moment a Reclaimer dons the iron mask that will'8

forever be the tomb of his thoughts, he knows the sound of

Menoth’s Voice. The last words he speaks are a promise to ‘

send chosen souls to the Lawgiver in Urcaen on wings of

HQIHC ;md (1\‘]1 HC knows‘ not 1.3;1i]1 or (‘111()tik)ﬂ, LlI]Cl he

is driven only by the will to serve. Neither man not

IﬂdLI]lﬂC can \tdnd n [11\ \/VJ\/ once th& \ oice hSS
\’VhlSPCI’Cd a name in hIS h(‘ﬂft. NO LXPI’Jﬂﬂ[lOH, no .

refusal, no hesitation. He leaves on]y Al simplc rod iron "

at l'hC PI&CC O{: I‘CCIL]I]](ITi()n to lﬂ;l]‘l( ]1iS WOl'kA

With the High Reclaimer’s  transformation into the

Testament of Menoth, the reclaimants have begun to follow

the hierarch’s armies to ease the transition of death for the

chosen. Whether with the blade or bullet of the enemy ofs

Wlth l'h(‘ cxmrator hLIV t()klkh lhk RLL]J]IHCI\ se ﬂd th(‘ SOUIS

of the fallen to the afterlife. The soul energy transferred into

them during the exchange has powerful and mysterious uses:
It can be wrapped around them like a cloak to protect them

from mortal harm. A Reclaimer may pass silent 'udgmcnt by

unleashing blasts of spiritual energy capable of tearing apatts
g 2

- any body C’JPLIL)IC Of- ]1()1L‘[i11g a S()LI]. even th SOLII—E\]JLU]C{OI’N&’"

undead. Bearing some mystical connection to their mute irof

brethren, they can also fuel the divine cortexes of warjacksf

with the souls of the faithful.

It is said that the increased wartime appearance of these

silent ferrymen is the hcmlding of darker ch;mgcs to come -

‘and that the souls of the dead are becoming a precious and

worthy commodity on this plane to sate some forgotten

prophecy. If any among the Order know what that is, thei

eternal silence will take it to their graves. Pcrhnps bcyond.




I0WPLE FLAMEGURRD OFFiceR & STaNDRRD BEnRer

i Protecrorate Tempie Fiamecunro UNiT RTTRCHMENT

Feora bas done well. I cannot tell the difference T Ao Y Preceptor
| between the howl of their weapons and the cries of the [RUSSIENHE SPD STR MAT RAT DEF ARM

| vanquished. They merge to become a symphony of His  Auatk may moke melee attacks thr B6]5][8]4]13]14]

e,
422 (1T

| will. It is music to my ears. ; e ,
4 . JNIT IS - The Standard Bearer Cmd 6

—Grand Scrutator Severius on the newly restructured Temple neguard

deployed at Fisherbrook . ‘ . . o SPD STR MAT RAT DEF ARM

(6]5]6]4]13]14]
Flame Spear
ung the Standard Bearer @ %%ﬁ

d down or become
Preceptor’s Damage 5

p forms the shicld wall. I there is more than one group ‘Yith the largest L T 55 RE ' fels in ¢ ah “ Point Cost 27

g

i
P

RECEPTOR
EFICER - The Preceptor is the unit leader.

SHIELD WALL — Every Temple Flameguard who receives the order who s
tight formation with the Preceptor at the end of the units movement gair
H4ARM. IF the Preceptor is no longer on the table, the largest tight formation

ke : ) SRR S : he shi i
et of troopers, the unit’s controller decides which group fc the shiel Field Allowance 1

Victory Points +1

Base Size Small

A trooper who does not receive the order cannot join the shield wall. The

s does not apply to damage originating in the model’s back
RRAY SRoug g )

that do not end their movement in tight formation do not benefit - may take up the standard,

om the table and replace it

shield wall. This bonus lasts for one round. . . ;
ACTICS: MENOTH'S HOWL - Models.in the Precepror’s unic gai'rfT error,  with the . tdndafd,Bcarer model.

ffects, spells, and animi on the replaced trooper are applic

their melee attacks cause Fire. Models hit by an affected miodel suffe the Standard Bearer model. Eff spells,ﬁ and animi on the destroyed Standard Bearer exp

Bite is a continuous effect that sets the target ablaze. A model on fire suffersa the Standard Bearer is not replaced, the unit must immediately pass a command check or fle

12 damage roll each turn during its controller's Maintenance Phase until

FLAME SPEAR (PRECEPTOR ONLY)

fire expires on a d6 roll of 1 ot 2. Fite effects are alchemical substances ; - , :
& ¥ L | e R/ i S

magical in nature and are not affected by water. Enemy models/units in REACH 3,“191??““89 " ‘

ee range of a model with Terror and enemy models/units with a model wich ~ SET DEFENSE ~ The Preceptor gains +2 DEF against charge and slam attacks originat

Terror in their melee range must pass a command check or flee. . om his Beptare,.

'Sil]CL‘ I']lk‘ C[HW]] ()1'. war, l]](‘ PI'O[’CC['OI'(IR‘ h;lS l'.'l]\'(‘ﬂ gl‘C’A[' SfCPS to

militarize its formerly defensive forces. No [ongcr 1‘c]cgatcd to

Warching over ancient 11‘quu;n‘ics and other ho]y sites, the Temple
* Flameguard  have managed a spectacular transformation from

" defensive bulwark to the core of a disciplined army.
F )

With the transformation of the Flameguard nearing
g g

completion, Feora, Protector of the Flame granted military
commissions with the rank of preceptor to veteran instructors

from the Sovereign Temple and sent them to lead the Flamcguzlrd

Lasld oo G o

to battle, Having honed their martial prowess to a razor’s edge, the

Flamcguard PI'(‘C(‘P[OI'S ]L’\\'C PI‘()VL‘H consummate SOIdI‘CTS‘

Flamcgu;ud PI‘CCCPI'()]‘S ]1(1\’(‘ SPCH[ l]]k‘fl‘ IiV(‘S mns[cring []M‘ Hﬂﬂ](‘

spear, and under their expert supervision and constant drilling, the
Flameguard they command are capable of nearly inhuman acts
of martial prowess. Under the preceptors’ tutelage, Menoth’s Howl

> h&S b(‘CO]ﬂC a signm’urc maneuver 0{: ['hC new T(‘IﬂP]C Flamcguard

T —————p T

where once it was a tactic of dcspcmriom When ordered to strike,

a whole line of Flameguard simultancously spin their weapons to

i drive fuel to the spear tips creating a whistle both ominous and

terrifying,

The preceptors are accompanied by a zealous standard bearer
chosen from the ranks for his uncompromising faith. More than
Just inspiring to look upon, the battle standards of the Temple
FFIamcguard are engraved with a powerful passage from the Canon
-rqf the True Law: “Stand strong as the walls of My cities, and I will protect you

dl\mys. Push against the tides of chaos, and I will move you. You are My will made
[ flsh.” When recited by the standard bearer, it drives the Flamcguard

forward with faith in their hearts and fire in their veins,




.-

Protectorate Paladin of the Wall Character Solo

he connects to the divine. He has sat at the feet of every
sword master in the Protectorate, offered himself as a humble
pupil and student, and endured whatever tasks or tests they
“required. None who have faced Vilmon blade to blade can
"eave the encounter less than awed. Even the former Grand
.‘ xemplar Baine Hurst spoke his praises and called him the
finest swordsman ever to wear the Menofix.

. It is more than swordplay that makes a paladin, and
Dartan's singular ability would have been insufficient if not
‘backed by spiritual strength and clarity. As with others of
his order, Vilmon has had to walk a tightrope of duty and
responsibility, obeying the clergy while retaining an awareness
of mercy, compassion, honor, and valor. He has attempted to
“ameliorate the harsh dictates of the scrutators and has seen
1o the Protectorate’s poor. He gives relief to those forced
nto hard labor, and sometimes he delivers a merciful death

 to those enduring unavoidable agony.

- The Harbinger chose him to accompany her as protector
\during her pilgrimages in preparation for the crusade. Vilmon
- was present alongside Grand Exemplar Baine Hurst when the
“eldritch Goreshade ambushed the Harbinger. He was ordered
:fby the grand exemplar to take her to safety while Hurst

sacrificed his life to buy them time. He was chosen
again when she made her journey north to intercept

a great evil in the Thornwood, and he witnessed the
Harbinger’s sacrifice to liberate Menite souls trapped in the
Orgoth Temple of Garrodh. Vilmon and the Testament
fought side-by-side along with the Avatar of Menoth to
preserve the Harbinger’s body and soul and journeyed back
to Imer to deliver her to Hierarch Voyle.

It was in recognition of these tireless deeds that he was
promoted to high paladin. He has been given the freedom
to return to Sul and join the fight alongside other paladins
who have flocked to that ancient city to reclaim the wall. He
put aside his shield in favor of his holy blade Censure and
counts on his brothers in arms to serve as shields while he
pits all of his strength against the Cygnarans who put the
city and its people in peril. He brings hope to the displaced,
those whose homes were reduced to rubble, and those whose
loved ones lie among the ruins buried without proper rites. At
the sight of the high paladin, the suffering men and women
forget their difficulties and feel renewed strength. They
remember the flesh is transitory and the faithful will have

shelter in Urcaen.

Cmd 10

SPD STR MAT RAT DEF ARM

(6]7]9]4]13]15]
SPECIAL  POW P+§

@lﬂﬂﬂﬂ[ﬂ

Point Cost 38

Field Allowance C

Victory Points 1
Base Size Small

B




KHADOR EPIC WARCASTER CHARACTER

Zoktavir was put aside. His kommanders hoped he would cool
like a sword pulled from the forge. It was a mistake though.
The days of inactivity picked at his brain and brought back
memories he had long avoided. It was a slow torture that
ate through his always-tenuous self-control. This came to
a head when Orsus went of his own accord to ‘discipline’
wayward officers and soldiers heard to be abusing citizens in
* an occupied town. Those who have served with him know it

is harm to women that most easily stirs the berserk rage in his
 heart—remnants of an inner wound that will never heal. Lola
in hand, Orsus and his Doom Reavers fell upon the soldiers
until none were left. The ordeal left the witnessing townsfolk
more terrified than ever, and the kommandants struggled to
cover up rumors of the bloodbath to avoid demoralizing

their own men.

FEAT: FEEL THE HATE These Doom  Reavers gain
Relentless Charge. Models with

Relentless  Charge may charge

When Kommander Zoktavir enters battle,

madness becomes infectious. As be flies into g
i ; _‘ across rough terrain and obstacles
a berserk rage, those entering battle on bis side _

without penalty.

HomicIDAL. MANIAC - When
Zoktavir makes a melee attack,

beconme swept up in his maclstrom of hate,
and they frenzy to tear the enemy apart like a
pack of ravaging beasts.

. e . he must make one melee attack
This turn, Zokravir gains a rage token ; -
5 against every model within melee
for each enemy model destroyed - .
e | - 5 = range. When making a melee
in his control area after using Feel e 0 e

. I attack, Zoktavir's front arc extends
the Hate. After all friendly models i
; i 360°. Completely resolve each
have completed their activations, I
4 : attack individually and apply the
Zoktayir may allocate up to 3 rage : _ 2 :

. i targets’ special rules immediately as
tokens to each friendly non-warcaster . Al
) iy cach attack is resolved. Determine
Khadoran model in his control area. " u
A : : o damage normally. After resolving
Zoktavir gains no additional rage 1 <
Al i these attacks, if Zoktavir destroyed
tokens after this. A model may spend g ;
; at least one enemy model with his
} one rage token to move up to its L
i i | ! attack and there are no models within
current SPD in inches immediately "

. Zoktavir's melee range, he may move
and make one melee attack. E { .
; up to 17, After this movement,
Additional rage tokens may be spent ’ ) 3
< Zoktavir may spend focus to make

b to make additional melee attacks '
additional melee attacks.

or to boost melee attack or dzlm.\gn‘
INFAMY - While within Zoktavir's

| rolls. Remove unspent rage tokens at

[]]C (‘ﬂd Of [h(‘ turn. Coln]hdnd l'ﬂl]g(‘ L‘ﬂCn]‘\' l]lk)dC[S
| suffer —2 CMD.

ZOKTAVIR

TERROR - Enemy models/units in
ARCANE DEMENTIA - Zoktavir's melee range of Zoktavir and enemy

base FOC varies from round to models/units with Zokeavir in their
round. At the beginning of the game melee range must pass a command
and during each of his controller’s cheel orflee.

Control Phases, roll a d6+1. This is
Zoktavir's base FOC for the round. RAGE DR]VES

If Zoktavir destroyed three or more Rage Drive bonuses are not
enemy models with melee attacks in cumulative with themselves.
the previous round, his base FOC is EXCITABLE . I Toleon

automatically 7 this round. Zoktavir's dettioys i bne of | miote . chemy
control area is always 12" models, warjacks in his battlegroup
ELITE CADRE - Doom Reavers currently in his control area gain
included in an army with Zoktavir +2" of movement for one round.

gain +1 MAT, RAT, and CMD.

Orsus was sent southwest, thrown into battle,
and allowed to engage his appetites where they could.
bring little harm to the Motherland. He has roamed the
western edge of the war front stalking prey like a blood-
mad wolf. Pitted against soldiers at Deepwood Tower,
Fellig, and lesser fortresses between, Orsus has lost count
of the men who have fallen to his axe. He has even roamed
into the hills and past the border of Ord to fall on rugged
hill defenders. They have begun to speak of him as a spirit
of bloodshed. Even his arcane powers are affected by his
inner demons. They surge up and then simmer low like
the memories haunting him. Incapable of restraint and
never at peace with himself, Orsus Zoktavir is at home

only amid the chaos of war.

Focus * Cmd?7
SPD STR MAT RAT DEF ARM

KILLERS - When Zoktavir declares E B n E m m "

a charge, warjacks in his battlegroup

currently in his control area gain +2 Blunderbuss

MAT for one round. RNG ROF AOE POW
MURDER SPREE - While enemy m

models are in Zoktavir’s control m
;u.'m, warjacks in his [mttlcgm}lp in SPECIAL POW P+S
his control area may charge without

spending a focus point.

Damage 20

Point Cost 78

BRUTAL DAMAGE - Roll an Field Allowance

LoLA

additional die for Lola’s damage Victory Points

rolls. Base Size Medium

REACH - 27 melee range.
NOTE: Kommander Orsus
Zoktavir is the Butcher of Kardov.

Target model's next activation is a charge at SPD +5” that crosses rough terrain and

obstacles without penalty. When this spell targets an enemy model, it is an offensive spell

and requires a magic attack roll.

8 - - X
DEF but gains +3 to melee damage rolls. When this spell
targets an enemy model, it is an oFfenswe speﬂ and requires a magic attack roll.

‘ Target

Howe | 3 Seie. | CTRL .

Enemy els/units in Zoktavir's control area must pass a command check or flee.

© RETALUATION s ¢ X

Target model may make one melee attack out of turn against any model that hits it with

a melee attack before taking damage. The retaliating model still suffers any damage rolled

by the attacking model after resolving Retaliation. This spell expires after target model

makes one r aliatory attack Retaliation attack and damage rolls cannot be boosted.

UNNATURAL DISASTER 4 8 5 13 X
Models destroyed by Unnatural Disaster explodc w1rh a 3" AOE and are remosed from

play. Each ‘*x‘ploston AQE causes models in it to suffer an unboostable POW 10 blast

damage roll. Models destroyed by an explosion also explode and are removed from play.
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Grenade Launcher
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Grenade Launcher
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War lance

g Multl 6 18
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Field Allowance U
D o
Base Size Large
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DRIG U G ofe

SPRIGGAN

KHapor H EAVY WARJACK

SPRIGGAN

'; STEAM ROLL — When. charging, the Spriggan may
move thgough any small-based models in its path instead

of ending its activation when it contacts the model if
it has enough movement to move completely past the
model’s base. These models do not p‘crform free strikes
at this time. After the Sp:iggéng ’1"13‘5‘ ﬁmshed its movement,
it makes a tramplé mélee éttack'ég@nst{ each small-based
model through which it moved in the order it moved
through them. Models Iut by a trample attack cannot
perform free strikes agqmm: the Spriggan and suffer a

damage roll with 21‘
STR. A model m
free strike agains
failed utagk T

GRENAD LAUNCHER

AMMUNITION TypE - When declaung a Grenade

Launcher rmgad attack, choose one of th*

fo Uowmg

ammunition types:

* EXPLOSIVE — Models in the AOE mffc -
blast damage roll.

When Queen Ayn Vanar ordered the
Mechaniks Assembly to give her a War]ack
uld turn the tide of the Motherland’s

mg wars, they prov1ded her with the

priggan. The name was taken from

_extinct group of warriors
tom the icy forest north

i

b
POWERFUL 'CHARGE — When making a charge attack with h the Lance, the 1

' ,REACH — 2” melee range. ) |

3 S
4
0004 Adora ovéa a i
I
devasta 0 1o 0 0 0 b
a a 0 0 0, 0 a a 0 ‘\
& & & i
pathe 0
o FLARE - Do not make an attack roll. Instead, place a 3" Flare AOE template

anywhere completely within 10” of the Spriggan. Flare inflicts no damage.
Attackers may ignore cloud effects when targeting a model in the AOE,
Atrackers with Arcing Fire gain +2 on attack rolls targeting models in the
AOE. Flare lasts for one turn.

e FLASH BANG - Flash Bang attacks do no damage. Models in the AOE
suffer —2 MAT, RAT, and CMD and cannot give or receive orders for one
round. Flash Bang is not cumulative with itself. F

ARCING FIRE — When attacking with a Grenade Launcher, the Spriggan may

ignore intervening models except those that would normally screen the target.

WAR LANCE

y

11

Sp}qggan gains +2 to its attack roll.

’ of Skirov who were wild and savage spear wielding berserkers

famed for charging naked into battle and tearing foes asunder. .
Based on the innovative chassis originally developed for the
Devastator, the Spriggan elated the High Kommand with
its stellar performance during initial field tests in 602 AR
The prototype ignored withering enemy fire while sphttmg
infantry formations up the middle like so much firewood asits
concentrated on the heaviest rival warjack in the field. bt

Beneath the machine’s armored exterior, the Spriggan's
dual grenade launchers are all but impervious to damage that
would normally impair external armaments. By unleashing
volleys of anti- pemonncl explosives, smoke-piercing flares,
or disorienting flash bombs, the Spriggan is capable of
disrupting opposing battle lines in preparation for its

inescapable charge‘

The jack’s tremendous weight allows it to stampede

through infantry units and crush undetfoot those too slow

to avoid its lumbering assault. With its massive lance, it

. pierces enemy warjacks to the core before they even

get close enough to strike. It can fend off blows

with its formidable assault shield, which is sturdy

enough to turn aside any weapon and heavy enough

to deliver crushing counter-attacks. The Spriggan

personifies the Khadoran Empite on the battlefield; it
is brutal, versatile, and unstoppable.



KHADOR CAVALRY UNIT
In ages past our Ublan brothers bave rallied against KAPITAN Kanitan
Orgoth, Morghul, and all the enemies of Kbhador. We LEADER SPD STR MAT RAT DEF ARM
swear that the Iron Fangs will bring great pride to the UNIT Bﬂ nm
Ublun legac-y' COMBAT RIDER - AN Iron FANG UHIAN M AY M AKE ONE l““a“ cmd 1

—Kapitan Brezlev Yvinov of the Iron Fang Uhlan. 431 AR MEIEE ATTACK WITH HIS MOUNT DURING A COM BAT ACTION IN

WHICH HE DID NOT M AKE A CHARGE ATIACK,

SPD STR MAT RAT DEF ARM

8]6]6]4]13]17
@

DEEENSIVE LINE - Any Iron Fang Uhlan in tight

formation with one or more Iron Fang Uhlans in the unit

Uhlan traditions are the definition of cavalty-based warfare.
They employ tactics and feats of riding skill few outside of atns 43 ARM.

Khador- can hope ey §ervmg as the forward fighting R e\ r1 5ss CHARGE - Tron Fang Uhlans may charge
arm of an Iron }*ang contingent, the Iron Ffmg Uhlans across rough terrain and obstacles without penalty.

SPECIAL  POW P:§

are often the first to ride into the enemy. In ti htly bound -

L . i ﬂy' 7 % . . BLASTING LANCE

orm‘-mom tw'csc mounted Iron Fangs fluidly ride together, © @SN GC e OaN . O el hic, tangee
melding classical horselord cavalry tactics with the shoulder- . i1 1l ol down.

to-shoulder fighting formations customary of Tron Fang  LANCE - The Blasting Lance may only be used to make
assaults. This Iron Fang cavalry formation i1s effective as charge attacks. If an Iron Fang Uhlan has charged at least %%E

3”, his Blasting Lance has 2 melee range until the end

of the activation. Kapitan’s Damage 10

Uhlans literally clear the way with blasting lances and SHORT SPEAR Uhlan’s Damage 8
B e o e Leader and 2 Troops 83

Up to 2 Additional Troops 27ea

Field Allowance 1
{ - ft- { - _to-hi S { i ich he charged a 3

territory. The swift-moving and hard-to-hit Uhlans rapidly which he charged at least Victory Points =

respond to crisis along the lines and race swiftly across the  MOUNT Base Size Large
battlefield to bolster already stalwart Iron Fang formations  CriticaL KNOCKDOWN - On a critical hit, target

with their powcrful mounts and ready weaponry. . model is knocked down.

much for defense as for riding down enemy infantry.

the stomping hooves of their Pozdyov warhorses, allowing [ osg COMBAT - An Tron Fang Uhlan may not make
Iron Faﬂg Pikemen to advance into hOtIY contested enemy an initial attack with his Short Spear during an activation

Iron Fang blasting lances provide additional power
to the already considerable might of the Uhlan charge. In
close combat the riders rely on the more traditional spear
blades attached to the haft of the lance. The damage
the massive mount deals is comparable to that of p
the armored knight born atop his back, for Uhlan
tradition demands that a horse fights as fiercely as
its rider. The armor spike-shod horse can crush a
man’s skull with ease under its stomping hooves,
and the horses are so powerful =
they have even knocked warjacks »y

to tl’l@ gI‘OUIld.

The Pozdyov warhorse is the Iron Fang
Uhlan’s mount of choice in battle and
second only to the Karpathan destrier in
size. These loyal and intelligent gigantic
horses easily bear their proud riders, and
they carry the massive wcight of the
Iron Fangs with ease. Unstoppable, they
charge over obstacles that would stall
the most skilled of light riders, moy ing.
with sinuous grace and bearing «

upon the enemy with prccise 1




Z
Kapita Cmd 9
SPD STR MAT RAT DEF ARM
Demolisher Cmd?
SPD STR MAT RAT DEF ARM

(4]9]7]4 |11]16]

ice Maul |
@ SPECIAL_POW PsS
| Multi | 5 [14

Kapitan’s Damage 10

Demolisher's Damage 8

Leader and Two Troops 54

Up to 2 Additional Troops 16ea

Field Allowance 2

Victory Points 3

Fo

Base Size Medium

Corps wields an
invented by the

| _a directis

develope

to dust‘f‘in a few precise strikes. Few men can survive
k npact; even a glancing blow causes frost

n lintered bone.

When Man-O-War armor was first
( ved, the
intended - to prove that the

KHADOR MAN-O-WAR UNIT

KAPITAN

LEADER

UNIT

FEARLESS — A MaN-O-War DEM OIISHER NEVER FIEES.

Back SwiING (kATTACK) ~ The Man-O-War
Demolisher may immediately make two Ice Maul attacks.

ICE BREAKER (%Arrack) — The Man-O-War
Demolisher makes one Ice Maul attack. If the attack
succeeds, roll an additional die on the damage roll. Double
the number of damage points a structure takes from an Ice
Breaker attack. i

REACH — 2” melee range.

The stearri—powcrcd wrecking crew known

as the Man-O-War Demolition Corps

is the premier front line fighting unit in

the Khadoran Army. Each member of the
enormous mechanikally-enhanced ice maul

Rigevnya Complex in Korsk. The mauls

shimmer with super-cooled air and are able to flash-freeze
metal or flesh in the instant before impact. Armor becomes
brittle and shatters into lacerating shrapnel when the Man-
O-War brings the hammer down. Leveraging the Man-O-
War's ogrun—likc srrcngth a]ong their Iong hafts, the mauls

can Cl'l’PPlC a WL‘tI'ji]Cl( or t‘XPI()C{C even (h(’ fliiCkGSt stone

Kommand

High

Jarvin raised his shield in time to block the hammer’s

blow, but both shield and helm exploded in a thousand

frozen pieces. It was a small mercy

—Captain Fend Hawkwood of the Cygnaran Sword Knights on an
encounter with the Corps

challenges of siege warfare could be solved with the brute
force embodied by these living steamjacks. Every soldier
volunteering to join the Corps is required to pass a grueling
obstacle course nicknamed “the crusher”—a three-day test
of endurance, disciplinc, and strength. It is said those who
emerge successfully from this ordeal are transformed. Some
deem the members of the Corps half-mad not only for
braving the dangerous Man-O-War armor, but also because
they form the first line against the toughest areas of enemy
opposition‘

When the Corps is unleashed, they charge across the
battlefield and rely upon their armor to shrug off enemy fire
as they close with the enemy. Mauls at the ready, they pound
warjacks to scrap, annihilate lesser soldiers, and shatter
walls. The nnly

perimeter

men who can ful]y
understand the Corps
are others who wear the
steam-powered  armor.

Theirs 1s

discipline and courage—soldiers

a brotherhood of

who transform into an unstoppable

force on the battlefield.

i

el . W



Fear is our sword, Mercy our victim.

—_Assault Kommando Credo

Assault Kommandos first appeared in battle on Donard Sth,
Katesh 605 A.R. Covering the ground between Ravensgard and
Northguard at nightfall with rapid strides, the crack troops
easily avoided the flares and pitfalls set for them by the enemy.
With charging shields forward and rifles cracking with rapid
snaps of the trigger, the Kommandos lobbed noxious canisters
of strangle gas into the Trencher foxholes. Their aim fouled by
gas and their eyes burning and blurry, hundreds of gravediggers
were swept up in the systematic slaughter visited upon them.
By dawn the Cygnaran troops of Northguard had lost dozens
of yards of precious territory to the brutal tactics of the

Khadoran soldiers.

Since the arrival of the Kommandos, the warm comfort
of mercy has fled the trenches riddling the front lines of
Ravensgard and Northguard. Now Kommando and Trencher
constantly engage each other in vicious close combat, each
bent on crushing the other under heel. Determined to break
Cygnar’s resolve on this long contested front, the Kommandos

COﬂtiﬂUC to return vengcance IIPOH Cygnar SCVGI’]—{:Old.

These men are the most advanced light infantry the
Motherland has to offer. By closing their shields togcther in
formation, they can become cither a deadly barricade or a
brutal opponent in the close combat of trench warfare. They
are armed with the latest Vislovski carbines complete with
gunblades ready to rip through armor and flesh and under-
slung canister launchers that deliver a debilitating payload of
sickening strangle gas. Golden Crucible alchemy has refined
their cquipmcnt so that Kommando armor is resistant to fire,
acid, and arcane assault. Their masks allow them to navigate
through lethal clouds of acid and fire, and their lenses allow

their vision to pierce obscuring clouds of smoke.

Still, it is the man bearing these armaments who is

the true WCZ]POII

USl‘Dg mcthods PI‘OVCH by th(‘ most SUCCL‘SS{Ul

Khadoran forces, Kommando tactics
blend canny marksmanship and AR

methodical -

Motherland’s

with
The

with  the

determination
ruthlessness.

struggle sovereign
might of its enemies has born
a new type of soldier bolstered with
defiant patriotism and grim resolve. Brutal and effective,
the Assault Kommandos are the edge of the Khadoran
sword of conquest. Serving on the front lines of westett
[mmoren’s most hostile battlefields, these shock troops d
the enemy from the trenches and break their will usin

calculated efficiency.

AssauLT KoMMANDOS

KHAaDoR UNIT

KAPITAN
FUMIGATE (ORDER) - As part of a charge, after
moving but before performing his combat action, each
Kommando who receives this order may make a single
Strangle Gas Bomb ranged attack targeting the model
charged. A Kommando is not considered to be in melee
when making the Strangle Gas Bomb ranged attack, nor is
the target considered to be in melee with him. If the target
is not in melee range after moving, the Strangle Gas Bomb
ranged attack may still be made before the Kommando's
activation ends. A Kommando cannot target a model
with which he was in melee at the start of his activation
with the Strangle Gas Bomb ranged attack.

LEADER

SHIELD WALL (ORDER) - Every Kommando
who receives the order who is in tight formation
with the Kapitan at the end of the unit’s movement
gains +4 ARM. If the Kapitan is no longer on
the table, the largest tight formation group forms
the shield wall. If there is more than one group
with the largest number of troopers, the unit’s

controller decides which group forms the shield wall.

A trooper who does not receive the order cannot join
the shield wall. The bonus does not apply to damage

originating in the model’s back arc. Models that do not

end their movement in tight formation do not benefit from the shield wall. This bonus lasts

for one round.

UNIT

ALCHEMICAL MASK - Kommandos ignore gas effects. They also ignore cloud effects when

determining LOS or making attacks.

DouBLE TAP - If a Kommando hits with his initial Carbine ranged attack, he may make one

additional Carbine ranged attack.

STRANGLE GAS BOMB (kATTACK) - The Kommando makes a ranged attack targeting a
model within 10”. If the attack hits, center a 3" Strangle Gas Bomb AOE template gas effect
on the target model. The template remains on the table for one round. If the attack misses,

nothing happens. While in the Strangle Gas Bomb gas effect, living models suffer =2 DEF and

‘L are not cumulitive.

_2 to attack rolls. The effects of multiple Strangle Gas Bombs

TREATED ARMOR - Continuous effects on a
Kommando expire on a roll of 1-4.

Kapitan
SPD STR MAT RAT DEF ARM

Soldier
SPD STR MAT RAT DEF ARM

RNG ROF AOE POW

Combat Shield

SPECIAL_POW P+
(218 ]

SPECIAL_POW P+
(319

Leader and 5 Troops 67
Up to 4 Additional Troops 10ea
Victory Points 2

Base Size Small



SPD STR MAT RAT DEF ARM
(1]5]5]4]12]13]
Crewman Cmd7
SPD STR MAT RAT DEF ARM

RNG ROF AOE POW

Blunderhuss

RNG ROF AOE POW

SPECIAL_ POW P+$
[ -~ [318]

Gunner and 2 Crewmen 24
Field Allowance 2

Victory Points 1

Gunner Base Size Large

Crewmen Base Size

@E!_

Small

CREWMAN

TARGETING (*ActioN) - The Gunner gains a
cumulative +1 RAT for one round. The Crewman must
be in base-to-base contact with the Gunner and not be

engaged to use Targeting.

Unir

WEAPON CREW - The Winter Guard Field Gun Crew
is made up of a Gunner and 2 Crewmen. The Gunner is
mounted on a large base with the Field Gun. The Winter
Guard Field Gun Crew cannot run or charge. The Gunner
gains +2" of movement per Crewman with whom he

begins activation in ba o-base contact. If the Gunner

suffers sufficient damage to be destroyed and a Crewman
is within [”, the Crewman is removed from the table

instead. Effects, spells, and animi on the damaged Gunner

expire. Effects, spells, and animi on the removed Crewman

are applied to the new Gunner.

FieLp GUN (GUNNER ONLY)
BATTER - Double the number of damagc points a

structure takes from the Field Gun.
CRITICAL KNOCKDOWN - On a critical hit, rarget
model is knocked down.

LIGHT ARTILLERY - The Field Gun cannot be used

make ranged actacks if the Gunner moves. The Gunner does not receive an aiming bonus
. for forfeiting movement when attacking with the Field Gun. The Gunner cannot make ranged
attacks with the Field Gun and another ranged weapon during the same activation.
TEMPERED AMMUNITION - If the Field Gun damages a warjack, fill in the remaining
damage boxes in the last column damaged. If the Field Gun damages a warbeast, fill in the

maining damage circles in the last branch damaged.

o

'WINTER GuArD FieLp GuN CREW

KHADOR UNIT

I have beard men speak of the band of fate dictating the
outcome of a battle, and I find such talk to be complete

nonsense. In my experience fate is on the side of the
army with the biggest guns.
—Kommandant Gurvaldt Irusk

Continuing the path to modernize the Khadoran milirm‘y,
Kommandant Irusk commissioned the development of yet
another Winter Guard artillery unit. The new addition to
the Khadoran arsenal is a brilliant combination of classic
military might and applied industrial ingenuity. The Winter
Guard field gun is a marvel of modern munitions. Tempered
in the Motherland’s hottest forges, the field guns shells can
penetrate the thickest armor, Once the unyielding projectile
shreds the outer layer of protection, it lances its way rhrough
the vulnerable guts to turn everything it touches into a twisted

unrecognizable mass.

Sometimes mistaken as an antiquated warship’s deck
gun, the weapon has proven to be a devastating surprise for
more than one enemy commander. Once the field gun i§
in a firing position, there can be no doubt as to its true

destructive power.

The gun is crewed by a three-man team of Winter Guatd
that operates like a finely oiled machine on the
battlefield. They aim, fire, and reload the weapon
with the ease that only comes from countless houts
of relentless battle experience. Equipped like their
tellow soldiers, the crewmen carry the standard axes
and blunderbusses, but their first priority lies with their
field gun. For the sake of efficiency and practicality,
each member of the crew is thoroughly trained in
all aspects of the weapon. Workv'ng in unison,
the guardsmen blow holes through the enemy
line with a constant barrage of precision

cannon fire,

When operated with the ruthless
efficiency of the Winter Guard, the
field gun can clear a path through the
hardest of targets with murderous
regularity. As  the thunderous

onslaught falls upon the battlefield,

it serves as a fatal reminder to those
who oppose Khador. To silence her
guns you must silence the Mothetland

herself.
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“WINTER

GuarD OFFICER & STANDARD BEARER

KHADOR WINTER GUARD UNIT ATTACHMENT

Since my childhood I bave dreamt of nothing more than STANDARD BEARER
to serve the Motherland like my forefathers. True patriots EINRSICTEY CRERIEEITE R c

all) I stand PTOMd with my brothers and sisters in arms. Shot atr‘acks instead' of normal Blunderbuss attacks. A
Grape Shot attack is a POW 10 spray ranged attack.

SPD STR MAT RAT DEF ARM ~

(6]5]7]6]12]13

Standard Bearer Cmd 6
SPD STR MAT RAT DEF ARM

—Boris Andreievich,
Winter Guard Standard Bearer 3" Force, 5 Border Legion

Models making Grape Shot attacks cannot participate in

combined ranged attacks.

HASTEN - Once per game, the Standard Bearer may use

_LIEUTENA_IV_T Hasten during his activation. During this activation each

BoB AND WEAVE (OrDER) - Winter Guard who receive this order must model in the Standard Bearer’s unit may advance, perform
advance this activation and gain +2 DEF for one round. A model that cannot a combat action, and then advance again. After attacking, “"RNG ROF AOE POW
advance does not gain this bonus. the unit cannot perform additional actions.

OFFICER - The Winter Guard Lieutenant is the unit leader. UNIT STANDARD - Models in the Winter Guard unit

Tactics: COMBINED MELEE ATTACK - Models in the Winter Guard ~ do not flee while the Standard Bearer remains in play. 3 "
unit gain Combined Melee Attack. Instead of making melee attacks separately, When the Standard Bearer suffers sufficient damage to be @ %a
two or more Winter Guard in melee range of the same target may combine their destroyed, a non-leader trooper model of his unit within

attacks. In order to participate in a combined melee attack, a Winter Guard 1" of the Standard Bearer ey take up the standard.
must be able to declare a melee attack against the intended target. The Winter Remove the trooper model from the table and replace it Point Cost 29
Guard with the highest MAT in the attacking group makes one melee attack for with the Standard Bearer model. Effects, spells, and animi Field Allowance 1
the group and gains +1 to the attack and damage rolls for each Winter Guard, on the replaced trooper are applied to the Standard Bearer Victory Points +1
including himself, participating in the attack. model. Effects, spells, and animi on the destroyed Standard

Bearer expire. If the Standard Bearer is not replaced, the

£ y ;i . s unit must immediately pass a command check or flee.
The Winter Guard is the foundation of the Khadoran military, .

and its stalwart officers form the bedrock of the Winter Guard. Unrt ;
R rankmg commissionediothicers are heroestGE the UNIT ABILITIES - The Licutenant and Standard Bearer have Wintq Guard unit abilities.
people, for it is they who lead the Motherland’s armies on the
front lines. As the war rages on, more and more young Winter
Guard officers are sent directly to the front after graduating
from the Druzhina, the elite military academy and officer
training school in the Khadoran capitol of Korsk. While
there, cadets are drilled mercilessly day and night to ensure
their battle readiness upon completion of their training. The
intense exercises prepare the newest officers to push their units
to the limits and well beyond. The officers” harshness, tempered
with a fair and even hand instituted by centuries of tradition,
garners them respect and even love from the men who realize a

good leader means the difference between life and death.

The honor of becoming a Winter Guard standard bearer can
only be earned through the trial and fire of the battlefield. Each
and every Winter Guard knows he is capable of attaining this
honor if he proves himself worthy. It is a great inspiration
for the common soldiers of Khador to see one of their
own selected for this honor and given the opportunity to
become a living symbol of their beloved Empire. ,

A Winter Guard lieutenant is able to requisition
lethal—and  expensive—grapeshot for use as alternate
ammunition for her unit’s blunderbusses, and the standard
bearer is charged with distributing the deadly shot to other
guardsmen throughout the course of battle. Any soldier
brave enough to place the colors of the Motherland before
his own life is a true patriot. He can march into battle
secure in the knowledge that if he should fall, one of
his komrades will catch the standard even before it
hits the ground and carry on the almost sacred

duty in his place.
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WINTER GUARD ROCKETEER

KHAaDoR WINTER GUARD SPECIAL WEAPON ATTACHMENT

~ Rocketeer H ,
s ROCKETEER They watched us take position, and it was not until
SPD STR MAT RAT DEF ARM EEUNWIVGRRONUVISREAISIRUER GRS 1) rockets consumed their front ranks that the smug

ﬂ B E n mm sufficient damage to be destroyed, a Guardsman in his

RNG ROF AOE POW

expression left their faces, illuminated by glorious fire

unit within 17 of him may take up his arms. Remove the
—Winter Guard Sgt. Pachek Kasnovo,

Guardsman model from the table and replace it with the
89" Infantry Battalion, I* Border Legion

Rocketeer model. Effects, spells, and animi on the replaced

Guardsman are applied to the new Rocketeer. Effects,
spells, and animi on the destroyed Rocketeer expire. Occupied ILlael Bas becomcl koSt potent  source of
UNIT ABILITIES - The Winter Guard Rocketeer has
Winter Guard unit abilities.

Blunderbuss

RNG ROF AOE POW Khadoran military advancement. Under the watchful eye of

, the Greylords Covenant, the alchemists of the Order of the
ROCKET . Golden Crucible have been forced to stoke the fire of the great
BR.UTAL SHOT:- R@ngé’?*l"iddiﬁo“él:&w ondamage rolls  Khadoran war machine and add to its growing arsenal. Upon
against a model directly hit by a Rocket ranged attack.

SUPPORT WEAPON’; I'hstmd"of z[tt;1ckxﬁg'xvit}1 a

Blunderbuss, the Rocketeer and models in his unit in % .
base-to-base contact with him may make rocket ranged destruction from man to machine, the Order of the Golden

SPECIAL POW P+S

Rockets 3
Point Cost 15

Field Allowance 3

Victory Points +0
Base Size Small

including the Rocketeer, mark one of the three Rocket‘ ;
‘the Rocketeer’s card. After all three boxes have been marked, no more Rocket ranged Guard known as ROCthCCI'S has '&CICECC{ tremendous PllnC]’l to

instruction from Kommandant Irusk who envisioned his

legions marching upon the Cygnaran front whilst delivering

artacks. A Model making a Rocket ranged attacks cannot  Crucible set to work. Among the rewards of their ()Pprcssed
participate in combined ranged attack. When a model  [51,415 s a portable one-shot rocket of devastating potential;

in the Rocketeer’s unit makes a Rocket r’arigéd aetack, . i .
- Distributing these rockets to specialists among the Winter

cs on

cks may be made by the Rocketeer or models in the Rocketeer’s unit. éxisting units.

A

\ gw Rocketeers are typically bold and almost maniacally

? M loyal sons of the Motherland, and they learn to search out
o advantageous positions as their unit is moving forward. Once
in position they fire their weapons from the waist while
crouched or kneeling. After clearing an area with their lethal

payload they can then advance and repeat the process.

Though special training is required for extended care and
handling of the volatile weapons, a soldier actually needs
little instruction to fire the weapon. Rocketeers in the field
regularly hand off rockets to other members of their unit for

ﬁring simultaneously in brutal barrages.

The alchemical compound used to create the
explosivcs is formed into a slmpcd Chargc in the
head of the rockets. Upon impact the concentrated
alchemical eruption causes a massive expansion of
energy that can pierce the outer plating of a warjack
while simultaneously exploding outward and creating
havoc all around its primary target. Utilizing this new
weapon, deadly Winter Guard units now have the
ability to damage armored targets from great distances,
Although many of the best and brightest masters from
the Order of the Golden Crucible are dead or missing,
those who are left are doing a brilliant job of fueling the
), Khadoran army. The enemies of the Motherland would
2 do well to hope that the Khadoran occupation of Llael

can be pushed back.
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DRAKHUN

KHADOR MAN-O-WAR DRAGOON SoLo

MAN-O-WAR

Drakhun Cmd9
SPD STR MAT RAT DEF ARM

Zilol8]6 1P

B -
Z
=

I‘hefools cluim tbf dﬂy oj»‘ t})f })OTSE bas PﬂlSSfd. HOW ‘WEAPON SPEGIALIST - The Drakhan rolls an
could one look upon such unstoppable fury and see

additional die on his Annihilator Blade damage rolls.

anything less than the destiny of our people? MOUNTED

Jachemir Venianminov, the father of the Man-O-War. COMBAT RIDER - The Drakhun may make one melee Shield Cannon
attack with his Mount during a combat action in which he RNG ROF AOE POW
did not make a charge attack.

DRAKHUN COUNTER CHARGE - The Drakhun may charge an

Annihilator Blade

SPECIAL POW P+S

[ Reach [ 4 |13}

: . . enemy model that ends its normal movement within 6”
DRAGOON - A player may choose to add a Drakhun to his army with or without Y

the dismounted option. The Drakhun begins the game mounted. The Mounted and LOS of he Drakin Recolye ghis § ey

Drakhun has base SPD 7 and base ARM 19. When all the Mounted Drakhun - eneay midel Sompletes s mojement. If the

A : : Drakhun makes a counter charge, he cannot make another
damage boxes have been filled, the Drakhun is destroyed unless the dismounted 2

; i , . until after his controller’s next turn. The Drakhun cannot m
option was taken. If it was, remove the Mounted Drakhun model from the table SPECIAL POW P+S

make a counter charge while engaged.

and replace it with the Dismounted Drakhun model. Damage points in excess
of the Mounted Drakhun’s wounds are lost. If this occurs during the Drakhun’s EXPERT RIDER - The Drakhun cannot be knocked

i i s ; ; e a0 Mounted Drakhun’s Damage 10
activation, his activation ends immediately. Effects, spells, and animi on the down.

Dismounted Drakhun’s Damage 10

ANNIHILATOR BLADE Point Cost 50
REACH - 2” melee range. With Dismounted Option 70

Mounted Drakhun are applied to the Dismounted Drakhun. The Dismounted

Drakhun is not a cavalry model, may not use his mount, and loses all Mounted
abilities. The Dismounted Drakhun has base SPD 4 and base ARM 17.

Field Allowance 1
FEARLESS - The Drakhun never flees. MOUNT Victory Points 2
FLYING STEEL - The Drakhun may make d3 attacks with his Annihilator CriTICAL KNOCKDOWN - On a critical hit, target
Blade during his activation. model is knocked down. Dismounted Base Size Medium

The Drakhun was once a mighty mounted warrior clad in  he bears into battle. The rush of a Drakhuns mount can
thick iron plate, but now he is a champion in steam-powered  pound men flat, crush bone, and mash flesh into gory paste
armor riding upon his Karpathan destrier’s back. Uniting  beneath heavy iron shod hooves. The Drakhun’s martial skill
the ancient traditions of Uhlan heroes with the armor and  adds considerably to the lethality of his mounts charge. No

weaponry of the Man-O-War, the Drakhun has transformed  one is so bold as to claim the same ground as a Drakhun, for he

into a mechanikal force of destruction able to ﬁght even if will die as the mighty knight rides forward eager to dt‘stroy

his mount should fall. anyone who would deem themselves better than this

master of the fields of war.

The immense power of the Karpathan destrier
s Iegendary among the Uhlans of Khador, and
the broad shouldered warhorse dwarfs any other
mounts across Immoren. Charging into battle faster
than any warjack, the Drakhun is a maelstrom in
the Khadoran vanguard, and the broad sweeps of his
annihilator blade cut through man and machine with
ease. He constantly holds his shield cannon ready to

blast anyonc WI]O WOUlC{ darc Cross hiS pélth.

Without peer, the Drakhuns are by nature the finest riders
alive. These powerful warriors are not trained or chosen, but
destined to be Drakhuns from birth. Only the most powerful
warriors—gifted with Uhlan blood and born and raised in
the saddle—are able to petition to become Drakhuns. Even
then the Drakhun must train cxhnustively by first becoming
a Man-O-War and abandoning the traditional Uhlan
Drakhun heavy armor for the modern power of mechanika.
Once they have learned the ways of their steam armor, they
must train their Karpathan destriers themselves before

taking them into battle.

In the Drakhun’s hands, the reins
of the vast and powerful Karpathan
destriers are as much a weapon as the

mechanikally bolstered axe and cannon




KHADOR WINTER GUARD' CHARACTER SOLO

Exceptionally tall and thick-framed even by Khadoran
standards, Grigorovich is older than he looks, having enlisted
at his home city of Skirov when Ivad Vanar was king‘ Many
men his junior sit in comfortable retirement advising the
‘High Kommand or serving as kommanders or kommandants
from the comfort of command posts. This is of no concern
to Grigorovich, for he thinks such men are jealous of him. He

is allowed the daily joy of battle, the chance to fight directly
_in the wars of his nation, and the opportunity of pushing
back their enemies by axe, sword, and gun. A day he cannot
kill an enemy of the Motherland is a wasted day.

When Grigorovich served his first tours of duty among
other fresh conscripts in the Anvil, he saw many posts, and he
re-enlisted at every opportunity to explore Khador’s extensive
borders. He has watched the walls of Midfast in the south,
been stationed to garrison Port Vladovar, and spent time in
the frozen icy peaks bordering Rhul. It took twenty years
of service to find his true home as a field-promoted kapitan
sent to Ravensgard in 593. There he joined the ‘Unbreakable
I11th’ Infantry Battalion, the core of the First Borde{
Legion. Here was an assignment that would allow him to see
-~ regular combat action and come into his own, He has refused
th

offers to move or promote him away from the 111" since he

enjoys nothing more than pitting wits and abilities against the

SPECIAL RULES

Guard unit that has had its Sergeant

GRIGOROVICH

COMMANDER — Grigorovich has
a command range equal to his CMD.

destroyed or removed from play.
Replace the promoted Guardsman

e 15 with the Sergeant model. Effects
in inches. Friendly Khador model/ E5 .
L : spells, and animi on the replaced
units in his command range may use -
. o - ] Guardsman are applied to the new
Grigorovich’s CMD when making a i
Sergeant.

TRUE PATRIOTISM — Whenever

(ommand ChCCk. Gl'igol'ovich 11121}’

rally and give orders to friendly

southern enemy. In §98 AR he finally accepte
promotion to full kovnik only because he was giv
command over the entire battalion, allowing him to
shape their destiny as the premiere Winter Guard fighting
force. -

The II1¢h did not participate in the invasion of Llael
because its position at Ravensgard was too vital. There the
fighting between the rival fortresses escalated, and each
side saw more and more soldiers reinforcing the lines. The
batt},es became heaviest in the summer of 605 AR where for
several weeks there was constant battle night and day and
the Euhremitting sounds of cannon and rifle fire. Kovnik
Grigorovich has become one of the most recognizable and
trusted officers on the war front. He is always sent to where
the fighting will be thickest, and his battalion is entrusted
with securing ground for the construction of extended
fortifications west along the forest’s edge. Grigorovich is
famed for his oratory power. The commanding ring of his
distinct voice rises in eloquent and paésionate speech that
pushes his men to heroic acts of sacrifice in the name of the .

Motherland. They love their kovnik like a god of battle, and
_they are willing even to throw themselves in harm’s way to%
protect him.

Grigorovich cmd9
SPD STR MAT RAT DEF ARM

6]8]7]6]12]14

e BEAR’S STRENGTH — Affected RNG ROF AQE POW

models gain Tough. When a
with  Tough

mode[ suffcrs

sufficient damage to be destroyed,

SPECIAL POW P:§

its controller rolls a d6. On a §

@Eﬂ_

or 6, the model is knocked down

instead of being destroyed. If

fh(‘ IHOC{CI 1s not dCS[]nyCCI, 1t 1S Point Cost 28

I'CdUCCd to one wmmd.

Khador models in his command
range.

COORDINATED  ATTACK -
When attacking enemy models
that are within melee range of
Grigorovich, other friendly Winter
Guard models gain +2 to melee
attack rolls and roll an additional die
on their melee damage rolls.
FEARLESS — Grigomvich never flees.
FIELD PROMOTION — Once per
activation, Grigm‘ovich may promote
a Guardsman in his command range

that bclnngs to a friendly Winter

Grigorovich is directly hit by an
enL‘lﬂy 1';111gcd Jttﬂck, his Contfollﬁ‘f
may choose to have a friendly
Winter Guard model within 3”7
of Grigorovich and in his front
arc be hit instead. That model is
hit automatically and suffers full

d;llﬂ{lgC and CFECC(S.

PATRIOTIC SPEECHES

Grigorovich may make one of the

following speeches anytime during
his activation affecting himself and
one Winter Guard unit within 3”.

AH SP(’L\ChCS IﬁS[ ﬂvr one round.

e FOR THE MOTHERLAND -
‘When an

destmycd, before b€mg removed

affected model is

ﬁ‘om th € tablc y th e d €s troyed mo d L‘I

may inlmrdiately mak(‘ one fllllQCd or

melee attack. Stationary models are

not affected by For the Motherland.

Tacricat Tips

FOR THE MOTHERLAND
model to make ranged attacks.

Field Allowance C

Victory Points 1

Base Size Small

o STRENGTH OF THE FOREFATHERS
— Affected models gain +2 STR
and MAT.

'or rllt‘ f\/{nthcrland dOt’S not ;lu()VV an t‘l’lg;lgl‘d

THE COMBINATION OF TRUE PATRIOTISM WITH FOR THE MOTHERL
As you sacrifice Winter Guard to protect Rastovich, you can utilize For

the Motherland to attack back.




y of a favored lich lord. Whethéf theee will ébnﬁe

some future consequence of meddling with Asphyxious is

‘auth

unknown, but for now all the generals of Cryx operate in
tandem to coordinate devastating strikes and offer no rest for

the Iiving.

Terminus has entrusted to Skarre the entire Cryxian

- armada, and over five hundred ships unleashed against the
= western shores of Immoren answer her summons. She has
~ been given orders to open a war front over two thousand miles
F long and stretching across four nations. She commands an
i army of Satyxis, revenants, black ogrun, thralls, and helljacks
with all of the resources of Terminus’ army at her disposal.
The coastal cities and Villagcs of Khador, Ord, Cygnar, and

even the Protectorate of Menoth are open game.

Skarre’s raiding strikes may seem random when viewed
separately, but together they are part of an intricate plan
guided by visions that influence the very seas of fate. She is

the master of entire wings of dark vessels that leap across the

SPEI}IM RULES

. Place el

the th1rsty Sea of a Thous,md Souls. Wind and fog answer
her call as she executes darmg maneuvers and ambushes thai
mortal navies cannot begin to anticipate. Their torpid and slow
vessels are fat and juicy targets helpless to prevent rhcn doom.
The Queen of the Broken
Coast

stands on CqUHI

Focus? Cmd 8
SPD STR MAT RAT DEF ARM

(7]6]7]5 16]15]
@

footing with the immortals
as she manipulates the
tides of war.

RNG ROF AOE POW

Great Rack
TS

@

SPECIAL_POW PS5
El

SPECIAL  POW P+§

Life Trader

Damage 16
Point Cost 74

Feild Allowance C

Victory Points 5

Base Size Small

within «6 o target model in Skarre’ |
. lhe model cannot be mrgemd
e to Admomtum, it . not moye aga

ntinuous effect that slowly erodes its targe
oin each turn dmmg its controller's Mamtenance Pha

i

ood thual Skarre may mak
> and within 4” of the original target. If the
'of the model destroyed ;




BUrROW (*ACTION) Place -
laws with the Helldiver in the cent

g PECIA POW F . remove the Heﬂdlvcr
— [S5 |13 R cannor ted b

The legions of the Nightmare Empire have proven to be

insidious, adapmblc, and unprcdicmbh‘ foes. Even as the armies

of men labor to expand their sprawling fortifications, Cryx

strikes at them with impunity. When Toruk’s enemies cannot

bC surmountcd over Lll’ld, thC HCHCIiVL‘]’ moves ].)(‘llCﬂth Lll]d

CfUPfS from tI'CI’lCh HOOI‘S to sow d(‘;lfh éll‘ld L{iSC()I‘L‘I n rhC I]]idSt

of soldiers supposedly safe behind earthen defenses. Many a

squad has returned from a patrol in no man'’s land only to find

HlH|H]|M]|Mm]m

an ominous pit strewn with the blood-soaked remains of those

left behind.

Field Allowance U

0 Po

The Helldiver drags itself through the ground with its

Base Size Medium

powerful front claws. Though incredibly strong, the appendages

serve ODI/V as . Source O{: movement. 1411(‘ 1]]21C]1I‘ﬂ("5 primary

weapon is its powerful jaws used to bite and shake apart its

victims. There are few sights more terrible than witnessing a

Helldiver pulling the mass of its metallic body from the earth

underfoot and shredding every Iiving body within reach.

The bonejack 1s capablc of burrowing rhrough the earth

at a startling pace and surfacing to ambush unwary prey. It

153 patient and methodical killer, and once positionvd it can

wait in ambush for an indefinite period of time, untouchable

and impossible to detect. The machine’s unique furnace

burns little fuel and releases virmally no exhaust, so it

«__is capable of prolonged periods of near hibernation.

Once the Helldiver sets its furnace to simmer, it

silemly awaits a signal or a surface vibration to call it

forth once more. Cryx has seeded many potential

battlefields across the region with the black-

iron monstrosities to prepare for untold

J& slaughters ahead.

The Helldiver has proven to be a

thrcat WhCD it dCSCL‘I]dS as W(‘H as Wh(‘l’l

it surfaces on the battlefield. Cryxian

raiders have become adept at exploiting
the sinkholes left in the Helldiver’s wake

. as it frenetically bores through the ground.
Those dispatched by these coordinated
nslaughts are left to molder half buried

\  with their arms and legs jutting from

thC rent C‘erl.

; 4 g Y s e \?th the addition of the
‘ : 9 b Helldiver, the Cryxian threat lurks

not Oﬂ]y in t}\L ShAdOWS bL.~ ]l.lSt

4

bcncath the soil as well. °
v




ARROWE

Cryx HeLLjack

The tremendous agony suffered during death throes | HARROWER a%ﬁa%% ;
exponentially amplifies the power we can barness from AL TERRAIN - The Harrowe1 ignores movement
an extracted soul, . pcnaltxes frommugh terrain and obstacles. The Harrower 8

may charge, slam, or trample across rough terrain. e RNG ROF AOE. POW
AMPHIBIOUS — The Harrowers furnace is not

extinguished if it moves into deep water. The Harrower

—Attributed to Lich Lord Dacamortus

Announcing its presence with the ear—splitting shriek of its R

- may move through deep and shallow water without m
‘ : V. thtlek{ completely within deep water, the @ SPECIAL POW P+S

er cannot make ranged attacks or be targeted by

Mortifier cannon, the Harrower advances forth from Cryx

like a fever-twisted delusion. There is no clean death in the c
rangcd or magic attacks. An amphrbxous model may enter

Harrower’s wake. Those cut down by its scything Perisher claw 1|2|3]a|s|e
deep water Volumardy | |

suffer unspeakable anguish as they die, but then they endure a ' ‘
F & ’ ) ‘ SPIDER LEGs  Ihe Harrowgr cannot be knonkcd down e

fate worse than death when their immortal soul is spun loose,
harvested, and added as fuel to the Cryxian arsenal. M—Q-I{—“—I:—LEB—

WRAITH SHOT (kATTACK) — The Harrower may
~ spend a soul token ake a Wraith Shot ranged attack.
- The Whraith Shot attack ignores intervening models when

The amphibious Harrowers are sent on coastal raids

to strike unseen from the depths to fill their compact soul

de't("rminin}> 1.0S and gains boosted attack and damage
10115 Whm the Hatrower makes a Wraith Shot, models/

in the AOE must passa command check or Hex

cages and bring the tainted bounty back to Cryx. Once flesh

is rent, the victim’s soul is torn loose and distilled into the

soul cages while thrashing futilely against containment. The o . Point Cost
: < ‘ - Field Allowance U

,E TRACTOR — The Harrower gains a soul token ol Victory Points 3

Base Size Large

Harrower exploits a simple necromantic principle; the power

derived from a captive soul is proportional to the torment its

time it destroys a hvmg model with the Perisher. The

host suffered in death. The Harrower’s many gold-runed and Harrower may have a maximum of three soul tokens

necrotite-lined soul cages serve additionally as ammunition 2oy time. " Heout/Weient: 10'5” / 7.6 tons
for the Mortifier, its ghastly necrotech cannon. ! 1 Perisher has the abilities Armament: Mortifier (left arm),

 OpenFist. ; . , Perisher (right arm)

Reminiscent of a soul in torment, the grating shriek of the 'REACH _2"’ megrgm‘ge k . - | FueL Loan/Burn Usace: 45 kgs
. . . . (necrotite) or 120 kgs (coal) /
Mortifier haunts the mghtmnres of any who hear it. Infused S ‘ 12 hrs general, 2 hrs combat

with soul energy, the Mortifier’s shell exists partially within , INmiaL Service Dare: Unknown,
i A . 3 , i first documented sighting

the spirit realm allowmg it to pass through earthbound @ ‘ . | 599AR

obstacles. To mortal eyes the shell : v : \ ~ . . : Cortex ManuracTurer: Unknown

becomes a sickly blur passing ' eoloed . M. [ Oric. Cuassis Desin: Unknown

» through anything in its path.
| It becomes whole only on
impact with its intended target
and shreds armor or flesh as the soul
is instantly consumed in a necromantic
conflagration. Wounds left by these
weapons—on the rare occasion a victim
does not die outright—are notoriously
slow to heal and prone to tainted
infection. It is a chilling remnant
of the vile process by which the

imprisoncd soul is obliterated.




b

Lieutenant Cmd 8

SPD STR MAT RAT DEF ARM

s 1717 [alizlie} |

Knight H T
SPD STR MAT RAT DEF ARM

5]7]6]4]12]168
@ \

SPECIAL  POW P+§

Leader and 5 Troops 75
Up to 4 Additional Troops 12ea

Field Allowance 2
Victory Points 2
Base Size

We had taken up firing positions in a burned out
farmhbouse when those things came right through the wall.
Half my men were dead before we even knew those
monsters were there.

—Captain Gideon Sinclair, Cygnaran Gun Mage

For a soldier, jumping at shadows is at best laughable and
at worst cowardice, but there are shadows in the world truly
dark enough to be feared. Fell creations of blasphemous runes
and animated bones, Bane Knights are unhallowed vessels of
tenebrous malignancy. The accursed process that births these
fearsome creatures also binds a cold fury within their forms,
Fueled by chthonian magic, this hatred is focused on mortals
and makes Bane Knights anathema to the living. The flicker
of malevolent personality in their eyes is the last thing to be
seen by many of their foes before the world fades to black.

Bound together by the

rituals of their creation, Bane

Knights draw strength from those

who would strike at them. They
relentlessly advance across the battlefield
brutally punishing those foolish Cnough to
attack. Many a warrior has destroyed one Bane
Knight only to be struck down as the shadows

coalesced into another.

These fiends bring with them an icy wind and the
smell of the charnel house as they glide across the battlefield
sowing blood and death. Bane Knights wield their shadow-
forged lances with inhuman precision, cutting down any
obstacle in their path. During their implacable pursuit,
Bane Knights can become fully spectral for short periods
of time, allowing them to pass through any barrier
to reach their victims. Many exhausted soldiers have
returned from the battlefield to the relative safety of
the trenches only to be slain without warning by Bane

Knights emerging {TOIH d’l(‘ WRHS &I'OUI’]C{ f]](’l]’l‘




BLack Ogrun Boarping ParT

Cryx BLack Ograp Anir

Bosun Cmd9
They be naturals to the life, ‘tis certain true. Their cruel i .
SPD STR MAT RAT DEF ARM

appetites be satisfied only in blood and gold by equal LEADEI V' : . .
| - GAOAEE

measure.

Captain Rengrave - COMBINED RANGED ATTACK -"Iﬁstéid of makmg Pirate Cmd7
r;mgtd acks separately, two or more Black Ogrup may m

(6]9]7]4 |13]15]

-RNG ROF AOE POW

combine their attacks against the same target. In order

Of all the pirates preying on the Broken Coast, there are none . : .
i pEYINS : to participate in a combined ranged attack, a Black

more savage than the black ogrun of Cryx. Once a prize is | Ogrun must be able to declare a ranged attack against

within reach, these soot-black mountains of corded muscle  the intended target and be in a single open formation

Ieap from their vessels with reckless abandon. Possessed of an = &oup with the other participants. The Black Ogrun

’ . o ; with the highest RAT in the attacking group makes one
unquenchable blood-thirst, they fall upon their victims witha = =~ ‘ :

: : ; . ranged attack roll for the group and gains +1 to the attack Hand Weapon
sanity-staggering howl and leave seas of gore and unidentifiable = .4 damage rolls for each Black Ogrun, including himself P
corpses in their wake. Any who dare look into the eyes of sucha | participating i the attack. 5 |
horror are held transfixed until exsanguinated by a thrust from a | FIERCE GAZE - A living enemy non-warcaster/ warlock

wartior model within 2" of a Black Ogrun must Bosun’s Damage 10

blood-forged blade. Those who survive a black ogrun assault are !
& < Pirate’s Damage 8

i I ; ‘ il for one round if the model and the Black Ogrun are in Leader and 2 Troops 66
ogruns charnel ships bound for the Nightmare Empire where cach other’s LOS. Make only one command check even Up to 2 additional troops 19ea
Field Allowance 2
Victory Points 3

Base Size Medium

immediately pass a command check or become stationary

rounded up like human cattle and forced into the holds of the

thcy will serve as slaves in the black steel foundries of Cryx, if several Black Ogrun in the same unit are within 2.

B his command check after the écci,ve"rﬁéd,el/ unit
The ogrun pirates are experts in conductmg bruraﬂy completes its movement but before it performs any
efficient boarding actions. Each is armed with a stout cannon | actions. After making this command check, a model does

capablc Of- ](\llllC]]ile a M’iCk(‘d Y(‘KHPCTCCI—SYCL‘I hm‘poon ‘dl’ld

as the unit remains within 2” of it.

HARPOON

. DRAG - If the Harpoon damages a tar

m‘;lrly ﬁﬁ'y—ﬁ‘(‘t of chain. This cruel device is invaluable in
securing vessels for bo;n‘ding. Once j()ined in the slaughtt‘r,

the black ogrun use their harpoons to fell

"1ctl S range o ey eaoerly . . : o 3
| eetange, then d“) < 15(11) the Black Ogrun, stopping short only if it contacts another m

leave ‘the corpses: of ' their obstacle, or an obstruction. During this movement the model ca

victims behind them as thcy
run riot. Larger opponents
are set upon by teams of
ogrun and then torn asunder
when the ogrun wrench their
harpoons in several directions

simultaneously.

The black ogrun stand out as
barbaric even among the degenerate
standards of the Scharde Isle crews forced
to ferry them into battle. They are not only
chosen for their seamanship but also for
their murderous tendencies, and they are
organized into small boarding parties
left to their own devices until a
prize is in sight. Each party is
commanded by a bosun not only
charged with leading the pirates
into battle, but also keeping
order lest their notoriously
foul tempers throw the

whole ship into chaos.




,, > Cryx Cavacry Anir
M LLE__"IZE_N_A_I\LT_' k . . With a bunger insatiable my riders shall pick the
SPD STR MAT RAT DEF ARM ’ LEADER , ’ . ‘ lmttle_ﬁeld clean.

E n m m UNIT ‘ . . . —Lich Lord Terminus

Thrall TR Boby COUNT - A Soulhunter gains a sc i : ; ‘ '
i g v ’each. living model it destroys. A Soulhunter m b Silent, .terrt.blc, and unre:lentmg can only L?ttgll} to describe
E a n m m | maximum of three soul tokens at any time. A hunter . the whispering charge of the Soulhunters. The bilious glow

of necrotite burning deep within them lights their oily

undead flesh and mottled iron plates. Fearless in undeath, the

SRR ROV creatures tread through darkness seeking souls.

. ‘ Among the most powerful thralls ever built, the
@ SPECIAL POW P+ | L . ; Soulhunters are an unholy vision of terror incarnate. The

Life Eater] 4 |11 B Re -2 melee range. - | menacing mass of plating, piping, gears, furnace, and flesh
o ; - is an amalgamation designed for swiftness and ferocity. They
SPECIAL POW P+S m . ~ . have slick skin cured by dark alchemical processes and riveted
| — 10| —] - carapaces handcrafted by necrotechs. The hungry necrotite
T g T ’ furnace within its equine ribcage burns with a baleful corpse-
Thrall’'s Damage g fire as it vents choking black smoke from the ominous flues

Leader and 2 Troops 78 running ;11011g its reinforced spinc.
Up to 2 Additional Troops 25ea
Field Allowance 1 < A thrall torso, head, and exposed steam-enhanced

Victory Points 3 1 musculature are fused with the lithe and powerful body
: ' - s of a Scharde-bred charger, and these creations are a
: necrosurgeon’s proudest creations—undead horse
flesh and thrall unified by repulsive arts of dark
intent. Composed of necro-tech, cured tissue, and the
runic mscriptions of thrall magic, the necrotic carcass

of a Soulhunter is a fearsome sight in battle.

The lethal wake of a Soulhunter’s mechanikal
scythe is painted in a spray of blood and
entrails as it shreds through flesh and
bone like summer chaff. Following
the plunge of its scythe
is the hungry swipe of
s black sickle. The
ominous whispering of
the  creature’s  sickle
harvests the vitality of
vvvvv those the Soulhunter slays
with a horrible sig]). l:ilthy
emulsions channel the newly
spilled essence of the dead
through the creature’s
flesh. Like rasping
Plnguc victims, the
fetid riders breathe
in the souls of those
they kill. This energy
further riles their undead
flesh and allows them to expend it in bursts of power. Eager to
claim the vitality of the living, the abominations scavenge the

sbuls Olc thOSL’ WhO WOUICI Stﬂﬂd against Ih(‘l]).




Weapon ATTACHMEDT

Brute Thrall Cmd 6
That thing barreled out of the fog and straight into an § RA .
Ironclad. I’ll never forget the sound of its fists biting into If ¢ V QUUERISEER SPD STR MAT RAT DEF ARM

the bull before the rest of the thralls tore it to scrap. After -~ Mo e s e Pl model #6]9]6]4]12]14]

| . on Grip, A ht model
the battle, I tried for the better part of the next morning e Heavy Steamiist
to salvage parts. The best I could do was something that ‘ @ SPECIAL POW P+§
looked like a piece of armored cowling, ‘ el is released if either model is moved or if the Brute [ 5 |
P 2 dif : ,
rall m . ck targeting another model, or

—Dunley Boggs, Field Mechanik SR o i . Heavy Steamfist

SPECIAL_POW P+
| 5 114

As a further dcvclopmcnt of the necro-mechanikal research

that led to the creation of the Mechanithrall, the Brute
Damage 8

Thrall is a natural evolution for the meatsmiths of Cryx who e Point Cost 18
& ¢ : ~ nanithrall must be a =
have long prxdcd themselves on the integration of local fauna = . Field Allowance 3

) caughr;mo’chI.; A .

Victory Points +0

Base Size Medium

into their malignant creations. These hulking monstrosities

are cobbled together from the carcasses of Sharde trollkin
and black ogrun, masses of conduit, steel plate, and nameless a ‘ 2t o
mechanika powered by a necrotite-fueled boiler. Though the ooy e o snce b

end result is lacking both subtlety and cognitive capacity, it
is unquestionably well suited to its role on the bartlefield:

CI‘UShng any OL)S['HC]C CT()SSiI]g its P{l[h.
/ &

Like all thralls, the Brute Thrall knows no fear, and it
is often sent to lead scores of Mechanithralls into combat.
Soft targets are quick]y pummeled into unidentifiable blood-
soaked heaps under the sheer power of the Brute Thrall’s
steam-driven fury. Those foes capable of temporarily
withstanding the savage assault are grappled in the
thrall's immense fists while the accompanying
horde of Mechanithralls rip it to pieces. The
result is a wide field of scattered metal and

assorted unidentifiable debris.

Towering head and shoulders above
ordinary Mechanithralls, the first Brute
Thralls were created as personal
bodyguards by a particularly gifted
necrosurgeon. When it first appeared,
the twisted beauty of the abomination
sparked a fierce competition between his
peers to see who could craft the largest
and most powerful thrall. As more of the
Brute Thralls were manufactured they were
utilized to provide the vicious broods
of Mechanithralls additional muscle in
battle. Some necrosurgeons continue to
be wary of producing too many of these
brutal horrors, for they do not want to
lose control over such enormous
killing machines capable of
ﬁghring unhindered dcspitc

U‘Clﬂ(‘lldOUS ptmishmcnt.




ADCR )tAa

Crvx Yarvxis Raper Unir ATracHmenT

- Sea Witch md9 [ TE e
Sl}a(:—cg  DEA WIICH Even after she wrenched out Gifford’s heart and bit into
SPD STR MAT RAT DEF ARM RO STANCE (ORDER) - it, I would’ve licked the blood from her lips like wine.

E E m m ’ . —Sgt. Jezzen Cree, 568th Long Gunners, Ist Platoon
Hand Cannon et of oy
RNG ROF AOE POW

4 'SPECIAL POW P:s [ heAmieiiii
@ |38 B POwrr SweiL-
3

e

W models in the 'Sea Wit

T elee damage olls,

Damage 5
Point Cost 21
Victory Points +1
Base Size Small

b

The Satyxis are the source of many a mariner’s tale, and as any

o salty dog will tell you, the enchaming beauty and menacing
' cruelty of the warrior maidens of Satyx are no legend. The sea
witches in p:—lrticular are bold, relentless, wicked, and seductive.

- They use their call to seize men with a mixture of lust and
fear and then slake their dark thirst with the lives of their male
ApLives. Feared along the Broken Coast, these hellish witches

ply the open sea with ancient craft and magic.

atyxis sea witches are exalted in their status among the
s of these bleak amazons. Each pirate sorceress g8
s under the fierce gaze of her captain as the navigator #
skmaster of a raiding ship. She is the captain’s right
ind the conjurer of mists and numinous winds that carry

lack ships in silence.

g such power bestows great status upon these
cach is attended by a coven of Satyxis raiders.
is cruelly serve as her enforcers and regulators

e Satyxis raiders lash madly about with their lacerators,

ly zsecking to kill ;mything n their way. The witch’s intent

 be visited upon them with a surge of power drawn from the
pths of dark waters, and it:b(}lsters their lithe muscular forms
with uncanny strength. The sorcerous sea witch can call upon the
elements to conceal, bewitch, ate, and punish. The raiders
who serve her are an extension of her will, and they deliver he

Wl‘;\fh UPO]’] [hOSt‘ WhO d(‘St‘I’VC IL 1 h death.
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(’va RE’WDQDT Crew (’HHRQCTER YOLO™

‘ . Reign of Terror lases. [kl L4 Cmd 9
Captain Rengrave be Toruk’s first vassal, and be’ll likely | « o e
be the last. ‘ . | SPD STR MAT RAT DEF ARM

—NRevenant Prize Captain Garvor Magrott of the cinder shi irg ’ o j ’ Eﬂmm
. suffer -2 CMD nd @

RENGRAVE . . inn ’ tecel i ‘ | The curse lasts for one RNG ROF AOE POW
CABIN BOY - When Rengrave suffers suffuent damage o be d =m

: frk‘ndiy Revenant Crew model in his commmd ran‘gt may be destroy W
@ SPECIAL POW P+§
| — 16][13]

- Rengrave is reduced to one wound.
: ~ when rmkmg command (.hCLk< Rengmve may rall and g give order: nendly | DiEsETrange Pass a comim ' , ‘
g g . . - - : . .
. (r)x models in his command range. . ‘ ' INDEAI rave is , Point Cost 28

FIELD PROMOTION - Once per activation, Reng' oiciAllowance C

' Victory Points 1
in a friendly Revenant Crew unit that has had its Quarterma d ,royed 0, ~ , . _
- 2 ) AINT . . Base Size Small
removed from play. That Pirate must be in Rengravcs command range. Rep ac = ,
the prornotnd modcl with ChL Quarrermastcr mod Effect

' ’ COMMANDFR - chgrwc has i ccmmand rangc eqml to 1

; PRESSI;D Whm Rengmvc dtst:ovs ali 'ng enemy
. from the table, it must make a commtmd check. If ; i _

conteollee may add a Pirate to a ﬁxcnd]y Revenant Cre  his cc i id range | TacricaL Ties
 The model must be placed in formation and may a this tu

o T REIGN OF TERROR — Reign of Terror only takes affect when an enemy model /umt
‘RglGN OF TERROR thn o }’7 o initially flees and does not take affect if a model that is already fleeing moves into
. - - . Rengravc 's command range.

The ghost ship Atramentous has becn conducting an ongoing Captain Rengrave was already a pirate ofhoruble reputation
reign of terror for sixteen centuries. Its unliving and seemingly  when he was alive. He stole the Atramentous as a
indestructible Revenant crew is led by Captain Rengrave, the
first of their ilk who was both cursed and blessed by Lord
Toruk’s fire. All of the Revenants spawned thereafter have
sworn him oaths of ﬂ‘ahy, and through him they serve the
Dragonfather. . Rengrave leads them to war, and
in their midst

of smgu]m
blasphtmy The Shlp was the hrgest of the C{IIULHIIT“ :

he is impossible to defeat.

Captain Rengravc was sent against the plmtc
Scharde Isles where he slaughtered their gathered warriors to

demonstrate the consequences of defying the dragon. Captai}l .
Rengrave witnessed the indoctrination of the first lich logds
and feels smug satisfaction knowing that he came into' hi
power first.

Nothing delights Rengrave more than killing, plunder, and
the sight of the terrified faces of the living as his men swing to
and board a ship to take its valuables and sink it to the deep.

In past centuries he was told to restrain his appetites and strike

at times and places dictated by the

‘rds. By the command
of Skarre Ravenmane, his flect ha




cunning and malicious weapons forever linked to the void and

. its consuming darkness. Some souls are particularly resonant
~ with bane energy and retain their own identity and power.
Tartarus is one singularly potent soul, recovered and reborn

by artifice into something truly unholy.

Nearly three thousand years ago, a chieftain arose among
.~ the Molgur named Horfar Grimmr who led a doomed attack
against a wall called the Shield of Thrace. It was one of the
last great battles of the Molgur against priest-king Golivant,
and in the battle the Molgur were shattered. Grimmr was
captured and tormented for a month by the Menites

i before being thrown on the flames in rituals conducted to
P purify his soul of the Devourer-taint they saw in him. As
. his flesh burned, Horfar's soul taged and lashed out. It was
too powerful to be contained yet permanently scarred and
disfigured by Menite rites. His weighty soul fell through
the rift, and due to Menite curses it did not reach Urcaen,
 languishing instead in the void. There it became something

~ other. Past memories erased, it seeped in bane energy and

turned unspeakably malevolent. Over two thousand years

it writhed in this hellish state until discovered and plucked

by Tenebrous and inserted into unliving flesh as a unique

necromantic masterpiece. Encased in rune-inscribed armor

and given the unholy axe Rivener, Bane Lord Tartarus was
put into the world to rule over and dominate all bane thralls
in service of the Dragonfather.

He has wandered in the shadows of western Immoren
for centuries lurking in cursed forests, in the caverns below
mountains, and across swamps where the forgotten dead lie
deep below the murk. He has brought forth his vassals and
pulled other potent souls from the void to give them bodiés,
armor, weapons, and purpose. The bane lord does not require
the taxing and time-consuming rites and rituals normally
utilized to create these bane warriors, for his own essence
provides a continuous conduit to the. yoid. By Goreshade’s
summons he has travelled north to build a Iérrible army from

the remains of the slain.

! Tartarus Cmd9
SPD STR MAT RAT DEF ARM

(6]7]7]4 |12]16]

_ SPECIAL POW P+S

Point Cost 40

Field Allowance C

Victory Points 1

Base Size Medium

jou can’'t add a Lieutenant even if the unit has
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MERCENARY WRRCASTER CHARACTER

Ashlynn hedges every bet on the battlefield, and she turns
to her formidable arcane abilities when her skill with a blade
falls short. She can command the air around her to become a
blur of motion, and like a storm of steel Ashlynn unleashes
torrential attacks with her saber that tear through any man
unlucky enough to cross her path. Enemy formations are split
apart by furious gales that kick up clouds of obscuring dust
and debris and plunge the battlefield into chaos. Her allies
move as if propelled by the wind, apparently dodging bullets
while charging into battle at blinding speeds.

Though forced from her homeland, Ashlynn has not lost
her fight. Since the occupation she has turned to freelancing

to fund her ongoing operations against Khador. Though

SPECIAL RULES

she has no love for the Protectorate and blames Cygnar’s
withdrawal for Llael’s defeat, she gladly accepts their gold.
The coin from such enterprises goes to rebellious groups in
the homeland and to support her own operations. Vengeful
and independent enough to accomplish anything, she wages
a guerilla war that costs Khador thousands in supplies and
stolen funds. Though only biting at the Motherland for now,
Ashlynn hopes not only to repel the invaders, but one day
to drive her saber through the heart of the man who robbed
her father of an honorable death with indiscriminate mortar
fire—Kommandant Gurvaldt Irusk himself,

Focus 6 Cmd8

SPD STR MAT RAT DEF ARM

(6]4]8]6]17]14]

RNG ROF AOE POW

SPECIAL POW P+S

@ [ Multi |5]9

Point Cost 67
Field Allowance
Victory Points

Base Size Small

SPELLS COST RNG AOE POW  UP
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RHULIC MERCENARY WARCASTER CHARACTER

payloacl is limited by the boundaries of mechanikal artifice

and sheer expense.

Madly swinging Leveler, Durgen attacks in roaring swaths
of steam-powered wrath. The impact of the hammer can be
charged with violent energy to releasing a ferocious burst that
sends warjacks sprawling, tosses men aside like rag dolls, and

topples entire buildings like a pile of matchsticks.

His Rhulic warjacks are constantly in need of repair, for
they are pushed far beyond their limits. Most mercenaries see
a charter with Madhammer as a death sentence. The dwarf’s
arcane ministrations have gained a reputation as being deadly

to both friend and foe alike, and few sane soldiers of fortune

SPECIAL RULES ;
FEAT: . ‘ and may only ”kreéc yyvé,te Rhuhc’
CONSOLATION PRizp =~ ™oy varjeks

The study of explosive force and _B,LJ_S_IEB_
the precise application of kinetic ~ ARCING FIRE - When attacking
energy is Madhammer's specialty.  with Buster, Madhammer may

All[’mm':ial energies are apparent ignore interveniﬁg: models except‘
lo his enhanced vision, and he  those that would normally screen

can  maximize the destructive
potential of those around him.
Bullets shift to strike weak points
of armoy, blade points sink into
 narrow gaps, and the shrapmel
 from explosive blasts always finds
s target. PEligaine
* CARPET BOMB - This is an
. AOCE 3, POW 14 artack. After

the target.
SPECIALIZED AMMO - When

. one of the foliowi‘ ammo types.

: - Friendly models  currently in
‘Madhammer’s control area gain the

following abilities for one round:

3 additional 3
d6” from that
‘ :Pbint. Each additional shot causes

 When damaging a  warjack, an

affected model’s controller chooses

which column takes the damage.
When damaging a watbeast, an
" affected model’s controller chooses
‘which branch takes the damage. If
an affected model makes a successfu
~melee or ranged attack but fails to
. exceed the target’s ARM with the
E damage roll, the target automaticall

‘BACK Brast - Immediately after
; resolving a successful Leveler melee

 suffer a POW 10 blast damage roll. LIRS 66
- PowerrUL CHARGE - When
‘making a charge attack with
Leveler, Madhammer gains +2 to

declaring a Buster atrack, choose

Each ammo type may be fired once

‘models in its AOE to suffer a

will actually work within leagues of Durgen. Those
down enough on their luck to need the work avoid
him like the riplung and stay well clear of his aim until he
has literally blown his payload.

Like a half-mad gorax, Durgen rips through his enemies
without fear. Cackling madly amid detonations and discharges—
the earth literally steaming with the half-cooked remains of the
slain around him—Madhammer is mindless when caught in
the rapture of the fray. Drawing upon the turmoil of combat
to drive him higher and higher, the dwarf rides the rush of
battle on a wave of devastation to an eventual collision with his

own spectacular end.

Focus 6 Cmd 8
SPD STR MAT RAT DEF ARM

(5]6]6]5]14]17

RNG ROF AOE POW

1211 * |+ ]

activation and cannot allocate

focus for one round.

LEVELER

- éttad(, Madharﬁmer;may spend one SPECIAL POW P+

focus point to use Back Blast. Center
a 3" AOE on the model that was
hit by Leveler. Models in the AOE Damage 16

Field Allowance C

Victory Points

Base Size Small

 his attack roll. : i i | g

SPELLS “ BRNG  AOE  POW  UP  OFF




MERCENARY EPIC WRRCRSTER CHARACTER

The eruption of war and the arrival of the skorne have
pushed Magnus to renew his efforts, and he moves to ensure
the pieces fall into place. He is taking greater risks, gathering
those who will serve, and putting forward his own agenda.
Nations that hire him seek to use him as a tool, but each battle
s a piece in an intricate puzzle of his own design. He has
accumulated ample coin, weapons, and mechanikal stockpiles
and secured them in hidden caches from Five Fingers to
Ternon Crag and remote points along the western fringe of
the Bloodstone Marches. He buys weapons, supplies, and the
loyalty of unlikely allies like trollkin renegades willing to sell
out their own people, ruthless assassins, and Cygnaran Army
deserters willing to swear fealty to Vinter Raelthorne.

SPECIAL RULES

Tacricar Tirs

Skorne Minion Warcaster — Keep in m that even when included in
a Skorne ar my, Nl‘lgmls can (ml gnc orders to Mercenar Y models, and

only I\qunalv models can use his CMD when making CMD chec

He keeps a mental list of those secretly loyal
to the Exile, induding influential nobles, and they all
owe favors. In the days ahead they will be required to pay
in full. All of Magnus’ old enemies will be destroyed—first
the arrogant upstart who crippled his body, next the usurper
king. Cygnar will see the return of Vinter, and Magnus will
stand beside him with Foecleaver in hand, and the severed
heads of their enemies will peer down from spikes on the

gates of Caspia.

Focus 6 Cmd 8
SPD STR MAT RAT DEF ARM

5]6]6]5|14]17]

RNG ROF AOE POW
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SPECIAL POW P+S

Mechanikal Arm

SPECIAL POW P:§

Point Cost 77

Field Allowance

Victory Points

BASE SIZE SMALL

RNG  AOE  POW
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B’ GRUNDBACK BLasieR

Rﬂuuc Mercenary Litt WHR.JHCK

5|6 4 '5 12 18 GRUNDBACK BLASTER

= 0 “ 0 a g a
RHULIC MER@ENARY WARJACK - TI onsta 0 o to provid apo
: Hail-Shot Cannon Blaster may only: b’e included in a battlegroy 1r o : P ould avvea v have o
g i i AU by a Rhulic mercenary warcaster or assigned to a Rhu .
SP| 1]|—]12 mercenary ‘jack marshal. The Grundback Blaster ; may only j & i L

4 be reactivated by a friendly Rhulic mercenary warcaster or

friendly Rhulic mercenary ‘jack Marshal.

HAIL-SHOT CANNON
POWERFUL SHOT - When attacking with the
Cannon, sperﬁding one focus point boosts all

The dwarves of Rhul spccializc in the adaptation of utilitarian

steamjack designs into brutal and economical machines of

war. The Grundback Blaster is an excellent addition to the

Rhulic arsenal and is a prime example of industrious Rhulic

design philosophy. Like its cousin, the Grundback Gunner, F

i the Blaster is based on the chassis of the compact and durable

Po 0 Grundback Runner. The Runner was used to traverse the
Field Allowance U

0 Po

tunnels and mines of Rhul and deliver messages in order to

e Sz EdiGT avoid the conflicts raging on the surface.

The Blaster is armed with the canister-fed Hail-Shot
e Cannon. A single blast from the gun unleashes a resounding
volley of tiny projectiles designed to cut swathes through

JEL SORD SN P masses of enemy troops. Lightly armored and more durable
targets alike are shredded where they stand due to the ingenious
mechanikal weapon. By shaping the inside of

the barrel with a metal choke, the

Rhulic engineers were able to

concentrate []1(‘ cannon bl‘ASt

intensely. Additionally, their

T . calculated  weapon design
. allows controlling warcasters
to increase the killing potential
of the cannon signiﬁcantly with a

minor flex of will.

The intricate internal mechanisms of the
Grundback Blaster are delicate, so Rhulic

engineers constructed a heavily reinforced

i

'c'lI‘ITlOl‘Cd Sh("l] to PI‘OFCCY f]l(‘ f‘inc gCllI‘WOI'k

inside. The mechaniks who dcsigncd the jack

believed the increased offensive cnpabilitics

and efficiency in power output providcd

by the sensitive interior were more than

worth the cost of the extra defensive

plating required to keep them safe.
Rhulic ingenuity has ensured that
their enemies will be feeling the death-
dealing blasts of this tough, efficient
Micele ‘jack for years to come.
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One of the few Llaelese warjack designs ever to grace the
battlefield, the Vanguard demonstrates the genius of the
Order of the Golden Crucible. The order used the best
materials, most skilled hands, and the finest workshops
within Thunderhead Fortress to produce perhaps the
most sophisticated warjack of its kind and possibly the
most effective light jack in western Immoren. With so
few warcasters in Llael, the order produced only a  small
number of these marvels which quickly became, battle
commcndations—wnlking, ﬁghting badges of honor
awarded to the cream of quite a small crop.

Nearly all of Llael’s warcasters died or
fell into Khadoran custody during
the invasion, and the Surviving
Vanguards slipped through d
the borders with refugees willing
to sell them to the highcst bidder to
escape their war-torn homes. Now any

mercenary with the coin can use these

masterworks in the craft of war.

Vanguards more than earn their ﬂ‘{,{/
staggering cost. Designed
as mechanikal bodyguards,
as well as offensive weapons,
these lithe, four-ton killers use a Iong—haf—ted
guisarme and an ingenious Iargc—caliber cannon
built into their tower shield to slaughter anyone
approaching their warcaster. Able to keep up with
the fleetest of warcasters and shield them from
danger, the Vanguard is a highly prized attaché to

any mercenary l()oking to live out a conflict.

Only a small number of Vanguards escaped g

the invasion unscathed, and mercenaries who
did manage to get their hands on one spend
small fortunes keeping them running. There
ate precious few mechaniks capable of major
repairs on the Vanguard outside of Llael, and those
Who can chalge exorbltanr fees to do so. Once o

~ Viwcuarp °
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WrouckTaamMMER Rockram

Ruuic Merceary Heavy WaRdack

B @

i oD D MAT RAT D AR
4 |12] 5 9 [19f WROLS L atched this lo 4 ay into a fortified
Pulverizer % a ade o d S ag aAnno b
DECIAL  POW P
gMultiGls o 4 o Syt ety A

Sledge Cannon
7L _15 It is quite possible that there is no better word to sum up the

Rhulfolk than practicnlity. The Wroughthammcr Rockram

is an excellent demonstration of that watchword. The heavy

Jack is based on the tried and true chassis of the Ghordson

Driller, a mining stcamjack that has not only been in service

for over a hundred years but has also seen great success on

. the battlefield. The Rockram was designed by the mechaniks
L]L]m R of the Wroughthammcr clan who are long time allies of
mimjc . the Ghordsons. The Wroughthammer engineers purchase
" : unarmed Ghordson chassis at a discount and arm them

Field Allowance U personally.
Bas(; Size. Large As with all Rhulic ‘jacks, the Rockram has mulitiple
purposes. Its Cxtr(‘m(‘ly Powcrful Sledge
. « il e y Cannon was originaﬂy dcsigned to
edge Ca F s st f crack open rock walls deep within the
OAD : g mines of Rhul, but on the battlefield

4 hts génera omb

it splits armor and sends its tempered
ammunition rocketing through the
. ) e g
. ) internal systems of enemy warjacks,
shredding gears and puncturing pressute

tanks. It is a short—rangc weapon, but

with one well-placed shot it can

cripple even the most brutish

warjacks. In the Rhulic mines
its: mechanikally enhanced
hammer, known as the

Pulverizer, is used to crush

solid stone into powder,
| and enemy fortifications

fall to its mighty blows just

as easily. A strike from the

.

it leaves any target too foolish to
fall down woefully unprepared

_to mount a counterattack. The

Rockram can hammer the

WP earth so resoundingly with

the Pulverizer that th

powcrful weapon is more than

enough to send any foe reeling, and



Get me a dozen shoeing nails, a pair of rivets, and a
quart of pitch tar. The Mule’s down, and we’ll prolly be
needin’ her t'morrow.

nik

—Grover Hollenbach, Devil Dog company me

The Mule is among the most prized warjacks currently available
to mercenary forces. The Cygnaran military decommissioned
it in 582 AR after 123 years of service, but mercenaries all
over western Immoren have found the Mule to be at least as
useful as its namesake. When it was first developed, engineers
at Engine East stuck to a single design philosophy: keep it
simple. Based on the same chassis as the Nomad, the Mule is
SO Inexpensive to repair and upkeep that it can be fielded by
the most impoverished mercenary companies. Granted, like
most older warjacks, a Mule requires continual maintenance,
particularly to its steam engine and piping. However, it is free
of more complex mechanikal weaponry, runs well in most
environments, can be serviced by mundane steam workers, and

comes standard with towing points for gear and supplies.

The true mechanikal genius of the Mule is its unique
steam-driven cannon. The Steam Lobber relies on pressure
built up in the warjack’s boiler rather than a blasting powder
to hutl its explosive projectiles. By sidestepping blasting
powder as a propellant, engineers were able to pack more
powder into the shell itself. The result is an extraordinary
weapon of unprecedented power capable of demolishing
entire enemy formations and sending men and
machines careening through the air from the
impact of its cannon. Using a simple cut-off
valve system between the warjacks’s movement
system and the lobber, the Mule can route
the full yield of its boilet’s pressure into the

cannon to (‘DhZIDCC itS range gready.

In addition to the Steam Lobber, the Mule
is armed with a heavy reinforced mace. Though
brutal and inelegant, the weapon's complete lack of
expensive or mechanikal parts has likewise been a boon
to the mercenary companies that field the machines.

Though it is a pack animal to some, no one argues
with the Mule’s effectiveness once they have been

kicked by it.

/Mu[f |

Mercenary Heavy Windnck |l

th the Steam Lobber,
' L Steam Lohber

‘Cépty‘those‘ thie
- RNG ROF AOE POW

81114 is]

SPECIAL  POW P+§

ritical hit, ra%her .
1 the AOE

Point Cost 110
Field Allowance U

Victory Points 3

Base Size Large

Hetonr /Weighr: 12.1° / 9 tons
Armament: Battle Mace (right
rm), Steam Lobber (left arm)

Fue Loap/Burn Usace 120 Kgs
/ B hrs general, 1 hr combat

InimiaL Service Dare: 459 AR,
decommissioned 582 AR

Cortex MaNuracTURER: Fraternal
Order of Wizardry

|| Oric. CHassis DEesiGN:
-Engines East
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Cutthroat Cmd 6
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Two-Handed Sword

SPECIAL POW P+S

[ 5 |
RNG_ROF AOE POW
10/ 1 [—]8 |
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[Poison] 3| 8 |

Leader and 5 Troops 72
Up to 4 Additional Troops 10ea
Field Allowance C
Victory Points 2

Base Size Small
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(Rot's (uTTHROATT

Mereenary CHARACTER Uir

in the fine art of stalking humans and slitting throats.

. Jarok Croe was born in the slums of Fharin where he
le‘f;:r; ed the way of the blade as a child. He later apprenticed as
L o pﬁ@iol&ec;‘ under a discredited former officer of the Cygnaran
i rylcehg had mastered the gun, he provoked his teacher

toa duel, gunncd him down, and claimed the enchanted pistol

MERCENARY

. coin too dirty, no task too bloody, no one untouchable.
Croe’s Cutthroats will not Work f

—DMotto of Jarok Croe

CROE
LEADER .
NINE LIVES - If Croe suffe

be destroyed, a Cutthroat in Croes un

t ignores movement penalties from rough terrain

may charge across rough terrain.

destroyed instead. Remove the Cutthroat from ¢
and replace him with Croe. ‘

UniT - W
ADVANCE DEPLOYMENT - Place |

rget model hit by Hiss cannot cast spells for one round.
normal dcpli)y1xnent, up to 1 'bé} . . '

ED SWORD (CROE ONLY)
; éfui ':it’);a;ck :againx a living model, roll an additional

deployment zone.
BACKSTAB - A Cutthroat rolls a
back strike damage rolls.
BUSHWHACK - The Cutthroats may
before moving. After all Cutthroats ha

attacks, models in the uni

take no additional actions. ~

Most assassins prefer to work alone and Croe soon went into business for himself. He has assembled

practice their Solitary profession from dark  a honed team of hunters, killers, and skilled highwnymcn
alleyways, but Jarok Croe has always been a ~ who are all experts in the art of stealth and ambush, and
more personable and affable murderer. He  he expects nothing less than perfection. Well versed in the
enjoys the company of his peers and teaches  use of poisons, Croe’s men are disciplined and capable of
by example while instructing his subordinates  great coordination in battle. They strike from cover with a
barrage of poisoned crossbow bolts before closing to cut
survivors down with their murderous weapons, and then they
slip unseen into the woods. Their unconventional tactics
have baffled and decimated considerably larger forces pitted

against them.

Croe is blithely disdainful of legal authorities and enjoys
ent time in rough neighborhoods tormenting agents of the Cygnaran government and army. His
ty of crime lords as an enforcer.  death or capture is a top priority of the crown, and Scout General
: Rebald has several agents assigned to nothing other than bringing
him to justice. Croe remains undeterred, but being hunted has

forced his group to leave Cyonar and seek refuge abroad.
SLOUL Yg g

Fortunately for Croe, the outbreak of war has opened
lucrative opportunities. Though Croe and his men call themselves
a mercenary company, they value no code nor do they follow a
written charter. Their only rule is obedience to Jarok Croe who
pays and equips them well. Their company is scorned by more

“reputable” mercenaries yet also feared for their brutal efficiency.
- Croe has his own peculiar work ethic and scrupulously stalks those
he has been hired to destroy.

llas Carncd a rcputation as.a SusiVOr Wlth()ut Cquﬂl
dly evades certain death. In battle he is difficule

ng his men, and his unassuming face

sper that Croe sold his soul ©
carefully around him.




Criewn Ragrvue € Nvss Huwrews
Mercenary Character LNt S

My soul is ice and I am bereft of tears. I have stared ’ EN/ . . A
into the eyes qf oblivion. I will endure your loathsome ) SPD STR MAT RAT DEF ARM

company if it brings me even a single step closer to Protectorate. (5 15]11]
Ethrunbal’s destruction. Use us as you will. CYLENA RAEFYLL . Hunters emd7
’ ‘ ‘ SPD STR MAT RAT DEF ARM

5]6]6]15]11]
CONCENTRA, D VOLLEY —Instead of makingranged

s separately, two or more Nyss Hunters in RNG ROF AOE POW

The Nyss believed themselves secluded from the horrors of

war in the far frozen north, but the rise of an aH—consuming

b]ig]m‘d horror pmvcd them wrong. Attacked by unho]y open formation may concentrate their volley.  When

- S concentrating a Vollc , place an AOE tem plate anywhere
terrors and betrayed and subverted from within, many shards g o P

ycompletyely with 12 and thhm LOS of all participants.

e e ' SPECIAL  POW P+S
size of the template depends on the number of Nyss _nn

Hunters pnttap:mng in the attack. If 2-4 Nyss Hunters

realized immcdiatcly that the fight was lost and the only

way to avoid assimilation was to flee. The Nyss culture has
been shattered; thcy aresa rcfugcc pcop]c. There is one shard
Leader & 5 Troops 77
Up to 4 Additional Troops 12ea
Victory Points 2
roH against ach model in the AOE adchng +I to Base Size Small

though that refuses to let fear consume them, and it retains

a sense Of; PLII'P()S(‘.

jpate, place a 5 AOE The Nyss Hunter with tha

. ) . ; . . i
Cylena Raefyll leads a strong band of loyal warrior - L e

hunters from this shard. When she witnessed the doom of
her people made real, it was a watershed in her mind, and
she became filled with a hunger for vengeance. She will do
anything to avenge those who brought an end to her people,

but she knows such a task will require time and patience.

The horrors of fighting for survival have honed her
followers into peetless killers. They pull back the taut strings
of their bows to unleash withering arcing volleys that impale
and pin foes regardless of attempts to hide or evade. They are
equally adept with elegantly curved Nyss claymores bearing
edges so sharp they can cleave through flesh, bone, and metal

with ease.

Cylena’s hatred is so strong she is even willing to fight
even alongside the Nightmare Empire, knowing their
king and master seeks Everblight to consume
his athanc. She is convinced that such
an alliance is their only hope for
the true destruction of her
sworn enemy, and she cares
not that such assistance will
aid a creature every bit as
perfidious as the one that
destroyed  her  people. Al /
Hers is a personal lust g
for vengeance directed
at Everblight and all the ™™

minions that brought

ruin to her rac

hunters to fight in any war as
long as she earns favors‘ to be
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Sergeant
‘ I never tire of watcbing tbeirf rmations assemble,
SHE. STh MAT RAT DEF.ARM especially when those stout cousins line up on my side of

4]6]6]5|11l15) e ; . the paymaster’s ticket!.
GIIIIIIIEII cmd 7 ERGI . . , . —Gorten Grundback, Rhulic mercenary
SPD STR MAT RAT DEF ARM ’

Double-Barreled Rifle ‘ ; o L armor, the Gun Corps’ real strength lies in its ability to act as a
RNG ROF AOE POW | run, ¢ 1 i . cohesive unit at the sergeant’s firm orders. Years of training allow

Although impressively equipped with Rhulic arms and

them to position so that all Corps members in a unit can fire over

or between their COI’DIB.CI("S to unleash lethal ClOUdS Of ICHCI.

SPECIAL POW P+§

£

Trained as ]ack marshals to defend Hammerfall, the
sergeants of the Gun Corps occasionally supplement the
Leader and 5 Troops 53 firepower of their units with Rhulic warjacks. Though only
Up to 4 Additional Troops 8ea .
Victory Points 2

Field Allowance 2 »
Base Size Small has changed the outcome of more than one battle. Until peace

available to the highest paying customers, the sight of a
Ghotdson Driller towering over a solid line of dwarven guns

settles on western Immoren or the coffers of younger races run
dry, the Hammerfall High Shield Gun Corps will continue to
sweep the battlefields clean for the right price.

1eir units out for

ly

in these times
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VreethenD HALBERDIERS
MERCENARY lhm

' Sergeant Cmd 8 -
Numerous, effective, and tenacious; they are qualities I TR TR T

admire in my allies, not enemies. We must remember to : 6 |

hire them next time. B ﬂ ERFE
Halherdier Cmd 6

SPD STR MAT RAT DEF ARM

western Immoren with chaptcr houses from Ternon Crag to @ Halberd

—Vladimir Tzepesci, Dark Prince of Umbrey

The Steelhead Mercenary Company boasts a charter spanning

the Khardic Sea. Serious soldiers and dispassionate killers SPECIAL  PON B8

distinguished by their prominent badges and distinct helmets,
7 (=]

Leader and 5 Troops 58

Up to 4 Additional Troops Sea

Victory Points 2

Field Allowance 3

Il

the Steelheads can find a use for anyone willing to train and

WOl'k no matter f-rom WhGl‘C th Cy may hﬂﬂ.

Formed nearly two centuries ago, the
early Steelheads realized that training ]
and professionalism lead to success.
They created a structured and
detailed training and recruiting
manual for all of their units.
Skilled halberdiers emerge from
Steelhead camps monthly and march
to battlefields in every corner of the
Iron Kingdoms. Using simple halberds
and well-drilled ﬁghting formations,
these common Steelhead units can
bring down more sophisticated

enemies in short order.

The halberdiers can lay low most targets as they
approach with their long-practiced maneuvers and a
series of verbal commands to coordinate their strikes.
The doctrine of destroying an enemy’s advance truly
exemplifies their chapter’s founding philosophy of
“ye never need defend against the offender ye have
already killed.” When larger opponents stand against
them—Iike the warjacks that make up the backbone of
most modern armies—the Steelheads bury their halberds
into them like Ordic harpooners would a hullgrinder. Though
brave, if timed poorly such tactics cost many halberdiers more
than just their wage at the close of the day.

Often hired and dcployed n Iarge numbers, the Steelhead

Halberdiers demonstrate just how many good men will put
their lives on the line for enough money. The Steelheads do
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ftexia CiannoR

Mercenary Soto CARACTER

e S NP MERCENARY . . She’s no mercenary—she’s a menace! Ask any citizen
SPD STR MAT RAT DEF ARM EFNEVRIGHEERT RSN CRERISRNS SN of Corvis about the Longest Night when the risen came
. from the sewers at ber call. You can’t trust her, and you

(614 ]5]4]15]14]
can’t control her.

RNG ROF AOE POW L —Commander Julian Helstrom, leader of the Corvis Watch

hcr command rangc Taxg(’r i lt m

‘_ Rlexia Cmd9

ALEXIA

check. If it fails, Alexia’s contr

m - control the unit once this round.
@ SPECIAL POW P+§ L
mﬂm h v mer

Point Cost 52

Field Allowance C

Victory Points 1

Base Size Small

in hex Lommmd Lange from pl

point, to make an additional att

Tacricat Ties

Magic ApmITY — Magic Abilities do not require a skill roll
to use.

Few individuals

have been at the crux of so many
infamous events in so brief a time as Alexia Ciannor.
Her life has been filled with tragedy and terror. Alexia’s
mother Lexaria was decapitated as a witch in the Corvis
Witch Trials when Alexia was only seven years old. She
was raised by her uncle, a Morrowan priest, who hoped
to spare Alexia these horrors. He could not predict
either the power that would blossom in her or her need

to reconnect with her mother.

This unhealthy obsession led her to unearth the
Witchfire, the instrument of execution for her mother’s coven
and a prison for their souls. Formerly wielded by the head of
Vinter Raelthorne’s Inquisition, this sword has brought both
misery and salvation to the City of Ghosts. The sword has
raised armies of the Risen first to ravage the city and later to

save it from a skorne invasion.

.. Continued on next page




The RiseN

Mercenary Uit

Do not underestimate risen. Yes, they are shambling dead Risen

and easily put down, but in a pack they can swarm both MBINED MEL ATTACK R INRVENRISAN  SPD STR MAT RAT DEF ARM |
man or machine and leave them defenseless and easy prey. nelee attacks separately, two or more Risen in melec range

me target may combine their attacks. In order to

combined meleé attack, a Risen must be M
nele aga i g @ SPECIAL POW P+S§

6 Troops 0
Field Allowance 0

to free the souls from the Witchfire, but she became their = Victory Points 0
Base Size Small

—Lorimer Kex, Magus of the Fraternal Order of Wizardry in Corvis

Alexia is not cntircly sane. In one misguided attempt to

resurrect hCl' 1]10(]1(‘1‘. S]lC LISCCI a giﬂl1t (jy’l‘iSSiS[ mechanism

unwilling 1‘cccpmclc. She is now haunted by voices on]y she
can hear. Her sanity is in question, but perhaps the counsel
of her mother’s spirit has prevented her from succumbing
entirely to evil. It is sometimes difficult to tell whether her
will is her own, or if she is a pawn to the sword dominating

her destiny.

She was free of the blade for a short time after the
liberation of Corvis when the relic was taken by the Church
of Morrow. Feeling out of his depth, High Prelate Dumas
sent the blade south to the Sancteum. Alexia heard its siren
call and attacked the caravan to steal the sword from its

— only receiv
guardmns. She is now hunted b)f the Order of Illumination.

Alexia has since turned to the mercenary life. She is drawn
to the chaos of the war between Khador and Cygnar and has
offered her services to both sides. She is careful to avoid
battle-chaplains of the church but intends them no violence,
for they remind her of her beloved uncle.
Despite laws against necromancy, many A
beleaguered captains and kovniks are
eager for any assistance and are willing
to turn a blind eye so they can wield
death against itself. Alexia sifts through
the remains of thralls, skarlocks,
and bonejacks in an attempt to
understand  their fabrication
and broaden her mastery of

death magic.



Thrat WARRIOR
Mercenary Solo

- ThrallWarrior Cmd7 ‘
e THRALL WARRIO Thrall warriors are more formidable. The rune on their
SPR TR MAT RAT DEE. ARM brow gives them unholy strength, and their dead flesh

Eaﬂmm L . somebow retains their skill with a blade.
@ Great Sword o ¢ — Lorimer Kex, Magus of the Fraternal Order of Wizardry in Corvis

SPECIAL POW P+§

Her ultimate desire is the power of life over death, so she

Field Allowance 0

Victory Points o ;
Base Size Small By . rites of the Menites also fascinate Alexia. She has heard the

can exorcise her mother’s spirit and restore her to life. The

legends of the Testament and thinks he may know secrets she
requires. She will not ask politely, but she hopes to witness
him crushed and forced to break his vow of silence at the tip
of the Witchfire. It is a deranged goaL but Alexia has never

bCGI’l PI‘UdCﬂt or cautious.

The Cryxians are eager to destroy her and reclaim the
Witchfire, which was once buried and fbrgottcn under the
ruins of Castle Moorcraig. She is also shunned and loathed
by the Menites, for her sorcery is an abomination of their
god’s will. With no home, no kingdom, and no place of
refuge, Alexia is doomed to a life of constant battle. She is
a fugitive safe only at the heart of tumult in the front lines

Of: war.

Alexia can call upon two types of the unliving in battle.
‘I'he Risen are a spontaneous manifestation of the enormous
dark power of the Witchfire, which animates the slain and
forces them into temporary service. Risen make up for their
lack of hardiness with sheer numbers. Furthermore, Alexia
can draw power from the Risen and use the death energy

animating them to strengthen herself in battle.

Alexia’s unique and disturbing aptitudc for necromancy is
embodied by her thrall warriors. By taking a normal Risen and
afﬁxing it with runes of unholy power, she can transform
it into a powerful guardian These glyphed undead are
stronger and more capable at warfare than their mindless
kin, and they are capable of following complex orders

and acting on their own initiative.
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They may be hard as warjacks, but what we save on coal
we spend on mutton to keep ‘em fed.
— Wagner Holt, Steelhead Hal

r Sergeant, Corvi

Young ogrun who have yet to forge a bond with a Korune
often go to great lengths to impress one; they can spend
months or years outside their homelands trying to make a
name for themselves. Called bokur, the reckless youths attach
themselves to important people across the continent in order
to prove their worth by demonstrating their martial skill.
Through a binding pledge of service that is both oath and
contract, they ward over their clients for reputation, profit,

and adventure.

In a time-honored tradition of swearing their lives to
another, bokur choose clients, no matter the region or
employer, and protect them for as long as the oath, coin, or life
lasts. From the black ogrun who look after necromancers
in the Schardes to the clannish ogrun of Rhul who
tower above their dwarven allies, bokur stand against

any that might bring harm to their clients.

Whether crushing enemies
with their shield or cleaving
them with an enormous ogrun
pole arm, the bokur follow their
clients into any situation. They
glory in the thrill of battle, and few
can survive their rapid, vicious blows
or powerful charge. Even warjacks stutter

and fall to the unyielding barrage.

Many bokur have begun collecting trophies
or getting tattoos to track their successes in
great detail. Some Korune will not care who they
protected or how many they killed doing so. Only
the bokur’s journey matters, and lately that seems

ineyitably entangled with the wars of men.

~ Ocrux Bokiw

Mereenary Soto

Mo,

Bokur
he Protectorate. SPD STR MAT RAT DEF ARM

N BOEHER

SPECIAL  POW P+§

Shield |
@ SPECIALPOW P+
 Critical | 0 [ 9 |

0
Point Cost 39

Field Allowance 2

Victory Points 1

Base Size Medium




MERCENARY SOLO CHARACTER

Bailoch has the distinction of having survived being a

wanted criminal under the reign of Vinter Raelthorne V.
His crimes have kept him on Cygnar’s wanted list after the
coup and the rise of King Leto. He is also—as far as he is
aware—the last remaining survivor of the expedition aboard
the Ocean’s Mistress led by Head Inquisitor Dexer Sirac in 591
AR. This was an ill-fated trip to recover the Witchfire from
below Castle Moorcraig in Cryx. It was during this messy job
that Kell was given his signature rifle Silence, a mechanikaﬂy
enhanced rifle magically muffled to make no sound when fired.
Kell has achieved many silent kills with his rifle in the last
fifteen years, and he has earned a reputation as a marksman
par excellence.

Even before his peculiar business arrangement with
Cygnar’s head inquisitor, Kell Bailoch had a colorful past. He
began his career as a rifleman in the Cygnaran Army, but he
did not enjoy the military Iif‘estylc. He had no respect for
authority and found it difficult to suck-up to his superiors
as was required to advance. He left the army, turned to the
mercenary life, and joined up with the now infamous Black
Talons, one of the few mercenary companies in recent
memory to be discredited publicly and disbanded on charges
of crimes against humanity. That this happened under the
reign of the brutal tyrant Vinter IV is a testament to the

SPECIAL RULES

M

severity of atrocities committed by such a bloody-

minded group of paid brigands.

Some former Black Talon mercenaries were able to evade
imprisonment by bribing the right parties and keeping a low
profile. Kell is still in touch with these men, several of whom
have moved to Corvis, and they provide him with ongoing
information and serve as proxies for new jobs. Kell has
spent considerable time in Five Fingers and has an ongoing
arrangement with the Four Star Syndicate, but rumor has it
one of the city’s powerful High Captains has it in for him
related to an ‘incident with a sniper’,

Kell has a knack for disguises and an ability to blend into
the shadows. He has passed himself off as a priest, a privateer,
and as military officers in the course of executing his targets.
He remains a wanted criminal in Cygnar, and it has been
whispered that agents of Cryx have offered a large bounty
for his skull—the rest of his body is optional. He means to
keep out of the hands of both of those agencies, but he has
no qualms earning coin taking down targets of opportunity
across the theaters of war. A victim of Bailoch’s hears nothing
and sees nothing. He experiences only a moment of surprise
and a keen, if brief, sensation of agony before a precisely

targeted bullet ends his life.

Bailoch Cmd 8
SPD STR MAT RAT DEF ARM
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SPECIAL POW P+§

Damage 5
Point Cost 27
Field Allowance C
Victory Points 1

Base Size Small




