We swore pacts in those ancient days to limit the rise of these
cities. This has sometimes required culling populations,
weakening dams, toppling walls, and burning fields, all in
the name of Orboros. It is a fine rope we walk, for our power
relies on the strength of Orboros but also on his distraction.
If the Devourer ever won its war against Menoth, the Wurm
would return in full force from Urcaen to topple mountains,
set loose tsunamis, and erase humanity from the face of
Caen. Far better for us to guide nature’s wrath. Despite our
efforts, however, civilization has long advanced at a quicker
pace than we could hinder it. Our powers are great, but our
numbers are too few.

To keep the Devourer distracted in Urcaen, we must ensure
that Menoth's attention remains focused on the afterlife as
well. Menoth has created a vast sprawling city amid the
wilds of Urcaen to protect the souls of the dead devoted
to him, an entire continent walled and shielded against the
wilds. In long cycles between roaming the endless wilds,
the Devourer Wurm returns to besiege this city, battering
its ramparts and consuming any Menite souls it can reach.
It is at these times, when the clash between these powers is
most intense, that they pay the least attention to the affairs
on Caen. When the Devourer is driven back into the wilds,
Menoth often turns his gaze back to the world and begins
to meddle with the affairs of his priests and followers. By
working as we do and following our old pacts, we hope
to keep both Menoth and the Wurm concentrated on their
mutual battles. If the Devourer is distracted, it pays less
heed to the flow of its power on Caen and by consequence
it is easier for us to control and tap into those energies in
the wilds.

THE WURM WILL BRING RUIN AND
ANNIHILATION AND OBLITERATE
MAN’'S GREATEST CITIES IN A
FRENZY OF DESTRUCTION.

Ultimately this delicate balance is unsustainable. We are
few against the teeming masses. Eventually the works
of mankind will clog the arteries of Orboros and sap its
strength enough that the Devourer will feel compelled
to return and act. The Wurm will prowl Caen once more,
bringing ruin and annihilation, obliterating man’s greatest
cities in a frenzy of destruction intended to eliminate the
clots obstructing the natural flows of its power.

Few understand our struggle, nor would they embrace it if
they knew. The sons and daughters of Menoth mistakenly
believe their gods can protect them. They believe the

Devourer Wurm is not a primal power but a beast that can
be slain.

In the time of the Molgur there was no need for our efforts.
Mankind was nomadic and had not yet taken up the Canon
of the True Law. In this age the worship of the Devourer
was open and widespread. Remember that priests and
cultists of the Wurm are not of our ilk. Our relationship
with Orboros is intimate, not worshipful. Minions of the
Devourer have long been our pawns, eager to heed our
words. They revel in communion with the Beast but do not
comprehend its deeper nature or their insignificance to it
Do not lower yourself to treat them as equals. They can be
useful—even powertul—allies, but ours must always be
the guiding hand.

Our order learned to hide its nature following the dissolution
of the Molgur, and we began to implement subtle plans. We

used flood and earthquake to slow the spread of civilization.
It was through our influence that ancient empires fell, but
the rotten tooth of what would become Caspia had its roots
sunk too deep in the mouth of the Black River for us to
simply pull it loose. The City of Walls continues to vex our
fellowship, impervious to all efforts to bring it to ruin.

Despite the spread of Menoth's word, the Thousand
Cities Era was good to us. Mankind remained fractured
as countless petty fiefdoms and city-states vied for
dominance. Where necessary we destroyed cities without
repercussion. Under the city of Ceryl, hidden below tons
of mud and earth, rest the bones of a dozen townships
destroyed by our hand. Other ruins spotted the landscape,
their destruction blamed on floods, fire, earthquake, or
plague—but all our work.

The first major sign that we were failing to maintain balance
was the foundation of the Khardic Empire. The Khards
were the result of a long process of calcification whereby
tribes banded together under strong warlords. We could
not prevent this, only slow the process. Some of our order
used murder and assassination, but such overt action rarely
succeeds ultimately and often creates martyrs or heroes.
Removing individual leaders seldom helps; they arise by
factors beyond their ken. When we remove one, another
takes his place. Disease is a more effective tool in some
times and places, and we have sowed plague to create chaos
and destroy large populations.

There were other forces steering the fate of the northern
empire. Amid the tedious struggles of the Kossite, Skirov,
and Khardic tribes, a strange figure arose to confound even
the most learned of our fellowship. The immortal Zevanna
Agha, sometimes called the Old Witch of Khador, is a power
who, acting alone, has sometimes thwarted the plans of
our entire order. She protects the northern tribes and their
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snds for her own reasons; her agenda
= indiscernible to us, At one time she
alked in our midst, for her power echoed
ur own, yet ultimately she betrayed the
_ircle and used our lore against us. Her
shility to draw on the vitality of the land
s near to ours, yet she also draws on the
ast strength of the people of her lands
Semselves, All attempts to unravel her

sower or even comprehend it have failed.

W ehaveclashed with Zevanna Aghamany
“mes in our effort to weaken the Khardic
mpire and more recently to thwart the
sadorans who inherited their legacy,
ut she has vexed our efforts at every
Where her crows have been, they
=ave nothing but the bones of those who
mave tried to tear her down, so our most
stfective tactics against her have involved
misdirection. Recent events forced us to
send our order into the north to fight the
slighted threat, and the crone confronted
there, Although her true machinations
semain hidden from us, I hope she can be
sonvinced that her purposes and ours are
mot at odds on this matter, for the rise of
= blighted has put her domains at risk
==t as it has threatened ours.

_n the subject of the blighted, let me
speak of the arrival of Lord Toruk to the
scharde Islands and our vigil over the
“ragons. Even before Toruk's exodus from
“we mainland, we watched his movements and those of his
srogeny, OQur agents watched as Toruk destroyed a dragon
samed Gaulvang and consumed his athanc in 1387 BR, and
=n omnipotent witnessed firsthand the struggle between
Toruk and his progeny that rent the skies with fire and left
¢ Siizzard of caustic ash that fell upon the earth. Dragons
=voked the fascination of our order because their destructive
sower exceeds the natural wrath of the Devourer yet arises
“om some wholly tainted and unnatural source.

= not uncommeon for the ignorant to link dragons to the
arm, and myths of several religions paint the Devourer
== the originator of the dragons, but there is no truth to
“ese legends, Dragons are a perverse mockery of true
They
share no commonality with any living thing on Caen nor
v part of the cycle of Orboros and Dhunia. There is a
orld of difference between a cleansing flood that shatters

== and exist entirely outside the natural order.
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a dam to free a river, or a forest fire that leaves the soil
richer by depositing the ash of fallen trees, and the barren
landscape left by concentrated blight. Where dragons
Blight

5apping our connechon t©

go, blight follows, bringing death and corruption.
is anathema to our power,
Orboros and interfering with our mastery of the elements.
The effects of blight are terrible and poorly understood,
but we recognize the power of dragons as one of the most
dire threats to our world.

One would never think it to survey them today, but the
Scharde Islands were once a bastion for our order. They
werenotalways a festering morass of rotting swamplands
crawling with nightmare abominations and the undead.
Many druids found the western islands amenable to their
designs, naturally laced as they were with latent power.
We established strong ties on several islands, encouraged

the mastery of blood magic, and fostered the wilding




o S T et et e T PR

I.l,_',‘l—

i

_ aRlag

I' _-.__. h__ I kb
: o ol Y LTI T

IRE S T S e %

| 1|'-_": = =T
—F

q

among the scattered descendents of the Molgur. Our
plans were unraveled by the arrival of Toruk and his all-

pervading blight.

The Circle suffered one of its greatest betrayals when the
mightiest druid of the Scharde Islands became enamored
with Toruk’s unholy majesty. We do not speak his name, for
he violated all we hold sacred when he offered himself to
the Dragonfather. Subsequently he set about exterminating
his former subordinates or bringing them into Cryxian
service as the undead. Our places of power were seized and
corrupted, and the Scharde Islands were lost to us. Some
of the rites originating from our order have lingered on the
islands amid the descendants of the Molgur, twisted into
other blood magics mingled with necromancy to pervert
their original intent.

While not as mighty as their father, Toruk’s brood are
singularly powerful, each of these dragons nearly a minor

1rTT

god. No external means has
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: been discovered to destroy any
of them permanently. Some
of our order have devoted
their lives to monitoring these
unnatural creatures. We know
that one day either Toruk will
consume them or they will rise
up against their Dragonfather
and the fate of the world will lie
in the outcome of that final war.
Delaying this apocalypse is one
of our greatest responsibilities.

The arrival
heralded a
the Circle
sacred places

of the Orgoth
dark
when

time for
our most
were selzed
by the invading fiends and
transformed into sites of un-
mitigated  slaughter.  The
Orgoth understood the power
of blood and fought to capture
our loci of nature power
particularly those linked to
While i
is true that many among us
practice primal magic and
rituals born of bloodshed, the
atrocities committed by the

rituals of sacrifice.

Orgoth bore no connection to

the rites of fertility, predation

or any of the natural cycles
of life. Instead the Orgoth twisted this power with death-
magic to imprison and consume souls,

Knowing these sites could not remain in the hands of this
new enemy, we called upon the powers of the earth «
swallow the places tainted by Orgoth magic. Many of these
places had been reclaimed from the Black Kingdom of
Morrdh, and it had taken generations to purify them so that
the power of Orboros could flow through them once more
The malignant energies wielded by the Orgoth were eves
more virulent and poisoned the wellspring of our powes
Someday these sites may yet be reclaimed, but I am hesitan:
to speculate on events so distant from the present.

We had victories against the Orgoth particularly through
the spread of the disease rip lung—a gift of Orboros. Few
would attribute the contagion to the destruction of the
invader’s empire, but we know the plague traced their
supply routes back to their homeland and devastated theis
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the proper uses of all of them. Only in this way can they
command subordinates to strike where their talents will
best serve in our unending battle.

This power we wield has a purpose. We cannot be reluctant
to act. Our habit in the past has been to wait until the right
convergence of the seasons, conjunction of the stars, or
gathered reinforcements. The hour is now too late for this.

Pride has also at times blinded us. We became too self-
assured in our mastery of primitive species, and we have
had great success in influencing disenfranchised species
in the wilds such as the Dhunians. Until only a few years
ago we counted the trollkin among our allies, and a most
potent ally they might have been. We had worked over
many generations of slow effort to gain their trust, yet by
a grave miscalculation we have undone those plans and
earned ourselves an enemy instead of what could have been
our greatest weapon. This happened when my predecessor
Ergonus underestimated the nature of a chieftain of the
Thornwood named Madrak Ironhide who had begun to
unite his people. Ergonus attempted to enlist his help
directly in the fight against Everblight, but we were too
absorbed in our own struggle to recognize the Thornwood
trollkin were in the midst of their own battles.

THIS POWER WE WIELD HAS
A PURPOSE. WE CANNOT BE
RELUCTANT TO ACT.

Rather than finding another way to convince him, or
even loaning aid to his people, Ergonus decided to have
[ronhide killed. As | said before, such simple assassinations
invariably fail. Not only is Madrak Ironhide still alive, but
trying to slay him also earned us the wrath of all trollkin
from the Scarsfell Forest to the Gnarls. Worse, Omnipotent
Ergonus was slain and his strength denied to us. This is not
how [ had hoped to assume the mantle of leadership,

Not all is lost, even in this perilous age. We have bolstered
our numbers with the tribes of the Tharn. These savage
tribes were once cursed with infertility but only a few
decades ago one of our own pulled them back from the
precipice of extinction. Morvahna the Autumnblade
proved herself one of our most brilliant luminaries by not
only breaking but actually reversing the curse limiting
their reproduction—and earning the loyalty of all their
scattered tribes in doing so. The Tharn now propagate at
a rate that would terrify the nations of men if they knew
of it. Soon they will pour forth in a great tide like the
barbarian hordes of the Molgur led by the greatest among
them, Kromac the Ravenous.
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The ferocity of the Tharn is a welcome complement to the
commitment of our regular soldiers, the Wolves of Orboros.
The ranks of the Wolves are filled with the finest hunters and
woodsmen to roam the wilds of Caen, and they are utterly
devoted to our cause. We shelter and protect their families,
having chosen them as the most likely to produce children
who undergo the wilding. Those who do not experience
such an awakening still retain their loyalties to us and make
up the core of our forces.

I fear the last battle is already upon us, Even now Orboros
stirs, and we must draw on that power openly to bring every
weapon to bear against our enemies. Warfare consumes the
kingdoms, and this is the time to strike—while the nations
are distracted and locked in mortal toil. We are not the only
ones sensing this opportune time to act. Invaders from the
east have arrived from the Marches and seek to impose their
own empire. They are the least of our concerns. Indeed,
their arrival comes at a fortuitous time. Although the skorne
would impose their own order upon the lands, the wars
and chaos they bring with them work to our advantage.
Fortresses crumble and borders change as they battle to
establish a foothold so far from their home in the east. Still.
among the skorne are masters of their own breed of magic.
one that is a close cousin of necromancy and unnatural to
the order of the world. Some of our number are watching
them as well, and we will do battle with them as required
to preserve our domains and to prevent their power from
festering and bringing harm to Orboros.

No current difficulty can compare to what may be the
direst event in recent history: the awakening of Everblight
This dragon is capable of bold moves and unexpected
imagination unlike the rest of its kind. It has demonstrated
an ability to spread its influence and blight in a fashion
never before witnessed in Toruk’s spawn, for the blight
itself seems to spread like a virulent disease not rooted in
the dragon’s body. It may be that by refusing to take flesh,
Everblight has managed to exceed the potential of any of
its siblings.

Minions of the dragon have annihilated the homelands
of the Nyss in northern Khador. The vast majority of
the Nyss have been corrupted and brought into willing
service of the dragon. Their bodies are strangely twisted
and changed in a more deliberate fashion than we have
ever seen before. It is as though Everblight has taken
their forms and found ways to reshape the natural
according to the dragon’s narrow purpose: sowing death
and destruction. Everblight is voracious and lacks the
patience of its siblings.




We attempted to
stand in the way of
Everblight’s legion but
failed to prevent it from
destroying sibling
dragon Pyromalfic. This
doomed battle took place
at the Castle of the Keys,

- where events conspired

1ts

against us to demonstrate
the power and speed of a
dragon host on the move.
While

saw the dragon itself take

wilnesses never

SOTIN, we are aware that

Everblight has consumed
the essence of Pyromalfic.
This cannibalism has
empowered Everblight to
an immeasurable degree.
There are unanswered
in how the

unseen hand of the dragon

mysteries

zuides its host, but we

nave identified a number

of leading generals that

-an direct its spawn. We

must solve these riddles if

we are to stand a chance of interfering with the actions of
=is army and the peril they bring to the continent.

—

"his is a time the Circle should stand as one, yet we are
Zivided in both mind and action. So great is the potential
seril of Everblight that we all agree we must intervene. It is
smperative we find common ground regarding the proper

sourse of acton to stand in the dragon’s way.

some have urged for direct battle and confrontation. At the
_astle of the Keys our forces could not gather in time to
Seteat the foe and ultimately failed. Our losses in that battle
=ay have weakened us more than they hurt our enemies.
We lost additional people as we chased the fleeing dragon
srmy north, hoping to crush it completely. Our efforts
szainst this foe have thus far proven inadequate, although
with each encounter we learn more about the enemy:.

-

“thers seek a solution to this dire problem by manipulating
beyond their reckoning. Such was the case when
Srueger the Stormwrathignored my orders and took itupon
wmself to speak directly with the dragon Blighterghast,
s=xing to encourage a confrontation between Everblight
#=d the rest of Toruk’s progeny. This act may have
s=periled us all, but only time will tell whether this was
==cxlessness or courage. Direct contact with the dragons
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has long been forbidden for myriad reasons momentous
and grave, and I fear what consequences may come of
provoking their wrath.

In the days to come we will call on the strength and loyalty
of all our order, from the least to the greatest. Our numbers
are few, but we channel the primal forces of nature as we
enter a battle that may destroy us. This is the end of days.
Let us show our enemies what it means to unleash the
vengeance of the masters of Orboros.
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STONEG LEADER

Baldur is the Rock of Orboros. Let our enemies crash against his strength like the waters of the tide.

FEAT: BROKEN EARTH
For Baldur earth and stone are
living things —the skin and
bones of Orboros, Boulders
spring from the ground,
crevices pull apart, and
rumbling earth makes every
footstep perilous for the enemy
while wide paths are carved for
the friends of Orboros,

While in Baldur’s control
area, friendly models gain
cover. While in Baldur's
control area, enemy models
never have Pathfinder and treat open terrain as rough terrain.
Broken Earth lasts for one round.

BALDUR
@ Pathfinder

Elemental Mastery - Warbeasts in this model’s battlegroup
with Construct @ beginning their activations in this model’s
control area can charge and make power attacks without being

torced. This model can heal friendly warbeasts in its battlegroup
that have Construct @

Forest Walk - While completely within a forest, this model

can forfeit its normal movement to use Forest Walk. If it does,
choose a location completely within this model’s control area
that is completely within a forest. Remove this model from the
forest and place it in the chosen location. This model cannot use
Forest Walk while knocked down.

TRITUS
Magical Weapon

@ Reach

Weight of Stone — When a model is damaged by this weapon it
suffers -3 SPD and DEF for one round.

. ——
1 E
r s
H
- =5
=
-
- F
-]
= "
r; e
B
- -
= -
]
]
F]
X =

=
o

: EPI} STR MAT RAT DEF ARM l:lnln
BT

7 4 14 16 _L-

TRITUS
POW P+5
1 14

- I F
e ] P TSR -
.—.--—.-—'.-—.-—-—-—-—-———l-— i e

—
~J

 DAMAGE

YFIELD ALLOWANCE _

. WARBEAST POINTS 46
SMALL HASE 1)

[ e
e

A bastion of strength and resolve noted for his steadfast
loyalty, Baldur the Stonecleaver is described among the
Circle as the “Rock of Orboros.”
too long communing with mountains, for he is a calm and
serene presence among his more passionate peers. When
his battle temper is aroused, however, he becomes an
unstoppable juggernaut made flesh.

Some jest he has spent

Baldur laughs off questions about his past, saying he
was born in a bear cave near Boarsgate, but there is an
undeniably Khardic flavor to his features and hulking
frame. He moves with deceptive ease as strength flows
into him from the earth, His massive stone sword sings
through the air and shatters anything it encounters. No
other man has ever been able to lift this weapon, let alone
wield it in battle. Baldur insists this has nothing to do with

strength of limb but is because the sword is as much a part
of him as his arms.

—{mini potent Dahlekos

SPELLS  COST RNG AOE POW UP OFF
EARTH SPIKES 3 10 3 13 NO YES
When making this attack, ignore cover and the +2 DEF bonus for
elevation. On a critical hit, models hit are knocked down.

RAPID GROWTH 2 CTRL ¢ - YE§ NO

Place the AOE completely in this model’s control area, The AQE is a foress
that remains in play as long as upkeep is paid.

SOLID GROUND 2 SELF CTRL - YES NO
While in this model’s control area, friendly models cannot be knocked
down and do not suffer blast damage.

STONE SKIN 2 6 - - YE§ NO

Target friendly Faction model / unit gains +2 5TR and ARM but suffers
-1 5PD and DEF.

Older than he appears, Baldur has overseen numerous
territories in his tenure with the Circle, has mentored
powerful younger druids like Kaya the Wildborne, and has
established unusual friendships with outsiders. He cares
nothing for druidic politics and reserves his philosophs
for the shaping of stone; he has shared lore with Rhulic
stonemasons and even conducted terse exchanges with
the guardians of los. In better days he was a welcome
guest among kriels of the Thornwood and Scarsfell, and he
considers the rift with the trollkin to be disappointing, even
as he will not shirk from his duty to battle them. His logical
and insightful appeals give him a powerful voice among the
ranks of the Circle. His promotion to potent continued his
gradual rise through the ranks, and he has been entrusted
with the deeper mysteries of druidic lore.

The Stonecleaver is a paragon of the earth-shaping path of
druidic magic: he deeply understands stone, earth, and the
forest; he has mastered the shaping of wolds and their ilk
and he can infuse primal power into stone runes, His thick
fingers possess the skill and artistry of a sculptor, but his
masterpieces spring to life and stride onto the battlefield
to tear walls and beasts asunder. Baldur's magic enlivens
forests in even the most blighted places, and he uses these
trees to cross enormous distances and pulverize the enemies
of the Circle Orboros.

Everblight's menace weighs heavily on Baldur’s mind. The
dragon’s unnatural blight warps all it touches, leaving scars
that will never heal. The Stonecleaver has slept little since
the rise of this threat, waking each morning before sunrise
to work on a warden or muster for battle. Baldur has spent
considerable time patrolling the wilds of northern Khador,
slicing into the forward elements of the encroaching Legion.
Despite all these dire omens, however, Baldur somehow
remains optimistic about the future—a beacon of energy
and vitality who insists no fight is lost until all will is lost.
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KAY6 THE WILDBORNE

CIRCLE WARLOCK

| She is bold, courageous, and utterly committed to Orboros, Kaya's spirit is untamed and embodies

| what is best among us.

FEAT: WILD MASTERY

The wilding removes a druid
from the rest of humanity,
opens a primeval conduit to
forgotten powers, and enables
communion with beasts, Kaya
the Wildborne endured a
wilding so intense it has left
her with unrivaled mastery of
her feral warbeasts. She can
unleash a surge of rage in any
nearby warbeast and siphon
tiis ferocity to lend the bestial
strength to her own power.

§ SPD STR MAT RAT DEF ARM CMD
Ll 2. .60
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 AFURY
DAMAGE
{FIELD ALLOWANCE
 WARBEAST POINTS  +
|SMALL BASE
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Place up to 3 fury points on each friendly Faction warbeast
in Kaya's battlegroup that is in her control area. She can
immediately leach fury points from warbeasts in her
battlegroup in her control area.

KAYA
@ Pathfinder

Pack Hunters - Living warbeasts in this model’s battlegroup in
its control area gain +2 on melee attack rolls.

SPLINTER
@i Magical Weapon

@ Reach

Critical Knockdown - On a critical hit, the model hit is knocked down.

Kaya the Wildborne plunges herself into the minds of
beasts with an abandon unequalled among her peers. While
riding this tide she is a ruthless and savage creature who
tirelessly stalks her prey day or night. When she enters this
battle trance there is no future and no past, only the infinite
present and the sweet promise of blood.

Her willingness to submerge herself so deeply into the
consciousness of her pack worries her mentor Baldur the
Stonecleaver, yet it seems inseparable from her nature.
Older druids have tried to teach her patience, but she chafes
at their inability to understand her way. For Kaya more than
any druid in recent memory, the wilding was no struggle
but an awakening of her true self. She throws herself into
battles with ardent courage without worrying about her
own preservation. This irrepressible spirit has led to victory
after victory and provided unexpected windfalls to the
Circle Orboros.

Though she does not remember her early life, Kaya was born
in eastern Ord within sight of the Thornwood Forest. She
felt the wilding as a toddler and distressed her parents in
the middle of the night on Calder’s full moon by shrieking
out her window. Even more alarming were the answering
howls of wolves. Perhaps it was with relief that they handed

—Baldur the Stonecleaver

PELL _ RNG AOE POW UP OFF
OCCULTATION 2 6 YES NO
Target friendly model / unit gains Stealth () .

SOOTHING SONG 1 SELF CTRL - NO NO

Remove up to 1 fury point from each friendly living Faction warbeast currently
in this model’s control area. St‘.ﬁ:lthing Song can only be cast once per turm.

SPIRIT DOOR 3 CTRL - - NO NO
Select a model in this model’s battlegroup in its control area. If this

model is selected, immediately place it within 2 of another model in its
battlegroup that was in its control area at the time the spell was cast. If
another model in this model’s battlegroup is selected, immediately place
that model within 2° of this model. A model cannot advance or attack after
being placed by Spirit Door this turn.

SPIRIT FANG 2 10 - 12 NO YES
A model damaged by Spirit Fang suffers -2 SPD and DEF for one round.

COST

"TACTICAL TIPS

- Wirp Mastery — Because Kaya is leaching these fury points, her fury
- point total cannot exceed her current FURY as a result of Wild Mastery.

their peculiar daughter to the hulking blackclad stranger
who came knocking on their door. Since that day, Baldur
has been the only father Kaya has ever known. Though her
path has taken her elsewhere, she always returns for advice,
and he remains the only ranking druid she trusts implicitly.

Kaya believes other Circle leaders are needlessly
manipulative, and she rarely agrees with their decisions.
She has no ability to govern her tongue and has insulted
many of her peers without even knowing it. This may result
from so much time spent in the minds of beasts who do not

dissemble, lie, or understand tact.

For similar reasons, Kaya does not participate in the
schemes and plots for which the druids are famed. She
finds the motivations of beasts more to her liking, as they
require only food, shelter, and a strong will to lead them.
Kaya prefers to let her actions speak for themselves as she
strikes even harder against the enemies of the Circle, and
her recent effectiveness in numerous engagements against
Everblight’s Legion has won her some respect.

Though capable of sacrificing them if the need is great, Kaya
has a tight bond with her beasts and is able to inspire in
them remarkable efforts. Their loyalty to her is genuine.
Her piercing eyes contain the cold, hard stare of a battlefield
veteran twice her age, and with the merest glance she
conveys that she has experienced her share of horrors and
intends to do her part to end them.
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KRUEGER THE
- CIRCLE WARLOCK

el D ’ ¥ - — P———

STORMWRATH

To understand Krueger you must think of him not as a man but as a force of nature. He is the raging
hurricane, the wild tornado obliterating anything in its path and leaving others to pick up the pieces.

| KRUEGER | |
I SPD STR MAT RAT_DEF ARM JGMD il
Bl6..5..5 6 15 14 GEU

This 15 the Stormuwrath. All
despair when the sky shouts
its verdict of thunderous doom
and death by hghtning’s spear.

Place three 3" AOEs
anywhere completely in
Krueger's control area.
Enemy models in one or
more of the AOEs when
they are placed suffer a
boostable POW 10 electrical
damage roll @ . During
each of your Maintenance
Phases, remove one AOE.
An enemy model entering
or ending its activation in
one or more AQEs suffers
an unboostable POW 10 electrical damage roll.

KRUEGER

@ Immunity: Electricity

(& Pathfinder
LIGHTNING

@ Magical Weapon

".E, Damage Type: Electricity

FiGITING
| RNG_ROF_AOE POW
110 1. — 134

13 g_..-f ; i

 {FURY
. DAMAGE
IFIELD ALLOWANCE
- WARBEAST POINTS
' "SMALL BASE

Electro Leap — When a model is hit with this weapon, you can
have lightning arc to the nearest model within 4” of the model
hit, ignoring the attacking model. The model the lightning arcs
to sufters an unboostable POW 10 electrical damage roll ’%

LIGHTNING SPEAR
@ Magical Weapon

@ Reach

Sustained Attack — During this model’s activation, when it
makes an attack with this weapon against the last model hit by
the weapon this activation, the attack automatically hits,

Universally feared, respected, and disliked within the Circle
hierarchy, Krueger the Stormwrath counts no man as friend
and no druid his equal. He earned his name by performing
deeds such as climbing atop the highest Watcher Peak and
calling down a storm powerful enough to raise the waters
of Lake Rimmocksdale and nearly drown the city of Orven.
The Stormwrath was the only witness to the death of
Omnipotent Ergonus, and he seethes at the promotion of
Lortus to fill that vacant leadership position. Convinced he
is being punished for surviving the battle that took Ergonus’
lite, Krueger longs to reach the pinnacle of authority so that
he can assert his will over the Circle. Krueger believes the
blackclads have become too soft and require his guidance to
return to the days of plague and flood.

Born in a small village north of Sul, Krueger is among
. the few to have survived a wilding in the Protectorate
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FEAT: STORM RAVAGER

—Omnipotent Lortus

CHAIN LIGHTNING 3 10 - 10 NO YES
A model hit by Chain Lightning suffers a POW 10 electrical damage

roll § , and lightning arcs from that model to dé consecutive additional
models. The lightning arcs to the nearest model it has not already arced to
within 4" of the last model it arced to, ignoring this model. Each model the
lightning arcs to suffers a POW 10 electrical damage roll Q‘; ]

DEFLECTION 2 SELF CTRL - NO NO
While in this model’s control area, friendly Faction warrior models gain +2
ARM against ranged and magic attack damage rolls. Deflection lasts for
one round.

LIGHTNING TENDRILS 3 6 - - YES NO
Target friendly model [ unit gains Immunity: Electricity @) . Affected
model’s melee weapons gain Reach @ and Electro Leap. (When a model
is hit by a weapon with Electro Leap, you can have lightning arc to the
nearest model within 47 of the model hit, ignoring the attacking model.
The model the lightning arcs to suffers an unboostable POW 10 electrical
damage roll @ )

SKYBORNE 2 SELF - - NO NO
This model gains +2 SPD and DEF and Flight for one round, (A model
with Flight can advance through terrain and obstacles without penalty
and can advance through obstructions and other models if it has enough
movement to move completely past them. It ignores intervening models
when declaring its charge target.)

TORNADO % 10 - 13 NO YES

Instead of suftering a normal damage roll, a non-incorporeal model hit
by Tornado is thrown d6” directly away from the spell’s point of origin
regardless of its base size and suffers a POW 13 damage roll. Collateral
damage from this throw is POW 13.

TACTICAL TIPS
ELecTrRO Lear - The lightning will still arc to a model with
Immunity: Electricity; it just cannot damage that model. Damage

from Electro Leap is not considered to have been caused by a hit or
- by a melee or ranged attack.

CHAIN LiIGHTNING - The lightning can arc to models with
Immunity: Electricity; it just cannot damage them. Damage from
Chain Lightning strikes is magic damage and is not considered to
have been caused by a hit.

Tornapo - Incorporeal models are not thrown; they just suffer a
damage roll.

of Menoth. The firstborn of a Menite priest, Krueger
was quickly condemned when he began manifesting his
strange gitt. Proclaiming him a spawn of the Devourer,
Krueger’s father tied him to a stake and prepared to burn
him alive, Druids of the Circle had been observing young
Krueger for some time, however, and intervened with
bloody swiftness. They took the boy to a hidden dwelling
near the ruins of Acrennia to be tutored by Mohsar the
Desertwalker, a harsh master renowned for teaching the
power of desert and ocean by cruel example. He once
stripped Krueger and abandoned him in the desert hills
east of Acrennia, forcing him to return using his own
strength and cunning.
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Krueger delights in bringing suffering to the cities of men. He has attended the savage rites of the Tharn and other
He would shatter the walls of Sul and Caspia and drive  berserker tribes on the fringes of humanity, offering human
the inhabitants of both cities out into the gulf to drown. sacrifices on druid stones and standing awash in blood to
The Stormwrath holds a particular scorn for Menoth and gnaw on the hearts of the slain. Krueger fully
hopes to wipe all trace of the god’'s despicable sycophants
from the face of Caen. Baptized in the bloodof Menites,
Krueger's greal spear contains the Tongue of the

embraces the destructive energies he has
learned to unleash.

_ The Stormwrath rides a constant wave of
barely restrained fury visible to anyone brave
emough to look into his eyes. His deep and
unguenchable rage will be satisfied only when

Wurm, an endless lightning storm held captive in
the heart of its wooden shaft.

Krueger revels in the Devourer more than his
peers, seeing no meaningful difference every institution of civilized man lies crumbled,

burned, or drowned at his feet.
f! |
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IGHT WARBEAST

{4rRGUS

I'would sooner go into battle unarmed than without my faithful hounds. They are as vicious as they

are loyal.

SPD STR MAT RAT DEF ARM [CMD
B0 4 15 14 h

DOPPLER BARK

sP6 1 — —

BITE
POW P+5

1 12
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. BITE
POW P+5
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| ARGUS

Circular Vision — This
model’s front arc extends
to 3607,

DOPPLER BARK

Paralysis - The base DEF
of a living model hit by this
attack becomes 7, and the
model hit cannot run or
charge for one round,

BITE

Combo Strike (¥ Attack) -
Make a melee attack. Instead
of making a normal damage
roll, the POW of the damage
roll is equal to this model’s
STR plus twice the POW of
this weapon.

These huge and ferocious
two-headed canines are
beasts of thick muscle,
solid bone, and sharp
teeth, The druids have
spent centuries taming,
breeding, and training
for Dbattle
protection, The wvariety

them and

1S
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“idea }ﬂ;meraﬁ and the druids use them to track prey

—Kaya the Wildborne

TRACKER 5 NO NO

Target friendly model gains Circular Vision and Pathfinder @
Tracker lasts for one turn.

TACTICAL TIPS

Paravysis — This attack causes no damage.

Comeo Strike — This ability cannot be used while either of this
model’s arm systems is locked.

far larger and more vicious than that tamed in northerr
Khador. It packs a surprising punch for its size, but it is
especially valued for the power of its paralyzing bark. This
immobilizing howl can render even the mightiest enemy
powerless, allowing the druids to strike when and where
they choose.

Argus are virtually impossible to surprise. Their eyes
constantly scan their surroundings and are sensitive to the
slightest movement. Warlocks rely upon the fast reflexes
of their argus, who stand ready to spring instantly on ans
who harm their pack. This pack instinct is irrepressible
and the deep bonding that occurs between a pup and =
druid means that an argus will eagerly sacrifice its life to
protect its master. Famed for their endurance, argus can rur
at great speeds over long distances. This combination of
stamina and almost supernaturally keen senses makes them
idea two-
. footed or otherwise. These creatures
. . surprisingly intelligent, and

druids with enough expertise

and patience can train
their argus to understand

complex orders.

In addition to tearing apart
prey the
snapping jaws of two vicious

their between

heads, argus use their sonic

attacks to disorient and dazs

their enemies. In the wild

the beasts hunt in packs

with one argus paralyzing a

b target with its bark while the
i others leap in for the kill.
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GORAX |
CIRCLE LIG

WARBEAST

Our command of the gorax is a mirror of our relationship with the Wurm: any control we exert is at

POW liP

N ini Sal RN O N NG .

Farget friendly living warbeast gains +2 STR and MAT for one
round and automatically frenzies during your next Control Phase.

TACTICAL TIPS

Privar — The warbeast frenzies even if Primal was removed via a
spell, ability, or casting of new animus on the same model prior to
the Control Phase.

ralling somewhere between beast and man, gorax are
nulking primitives with broad and massively muscular
torsos that boast extremely long arms ending in oversized
claws. Their jaws protrude from ugly faces and are filled with
hardened fangs designed to tear the flesh and sinew that
form the bulk of their carnivorous diet. Few creatures better
embody the primal and uncontrollable rage of a warbeast
than gorax. But even these terrible attributes pale in the face
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best temporary.
—Krueger the Stormuwrath

GORAX

Pain Response — While
damaged this model can
charge or make power
attacks without being forced.

CLAW
@ Open Fist

- SPD STR MAT RAT DEF ARM M'
.9 6 -3 12 15 L5

. CLAW
3 12
P+5S '

. CLAW

S e S [ LT bl el T T

of their terrifying reaction
to pain: rather than slow
them down, injuries drive
them to lash out with
ever-increasing savagery

and strength.

- - :
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For centuries gorax have
been captured, enslaved,
and trained tor battle,

Warlords of the Thousand
Cities era used them as

|

THRESHOLD

SFIELD ALLOWANCE

 POINT COST '

UMEDIUM BASE

i i i T T T T T T T T T T T T TN SR T T A NN T TR

front-line shock troops,
tlinging them into frenzied
melee by the hundreds.
Once the creatures’ blood
lust became too great to
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control, they were simply killed. Gorax appreciate the taste
of human flesh, and some prefer it above all other fare. Their
tendency to attack friend and foe alike quickly diminished
their use in the wars of man, but the druids have again
pulled them from their wilderness lairs to terrorize western
Immoren.

Despite their fearsome appearance, gorax are smarter than
animals. They have a guttural approximation of speech
and can learn to follow instructions. The druids have
bribed them with food and mates, for they are conditioned
to accept training and do not require armament to fight
effectively. The Circle taps into the primal chaos seething
deep within the maddened minds of gorax and spreads
that raw strength like a fever among other warbeasts—

transforming untapped aggression into bestial destruction.




tWOLDWATGHER
CIRCLE LIGHT WARBEAST

In the lands of Orboros, even the stones have eyes.

f;ﬂl:_DWATCHER i | WOLDWATCHER
L ) .

| i @ Advance Deplojment
10 17 = | (@ Construct

@ Pathfinder

Shield Guard - Once per
round, when a friendly
model is directly hit by a
ranged attack during your
opponent’s turn while
within 2” of this model,
this model can become

the target of the attack

and be automatically hit
instead. This model cannot
use Shield Guard if it is
mecorporeal, knocked down,
or stationary.

i

{ ELEMENTAL STRIKE

Hun HI‘JF AOE POW
- 12

RUNE FIST
F{IW F+5
12

RUNE FIST
PI‘J!H P+5

Stone Form - During its
activation, this model can
be forced to use Stone
Form. For one round or
until it advances, this
model gains +4 ARM, its
base DEF is reduced to 5,
and it is automatically hit
by melee attacks,

POINT COST 5 ELEMENTAL STRIKE

A MEDIUM BASE Magical Weapon

sweww  Fertilizer — When a living
or undead model is boxed
by this weapon, center a 3" AOE on it and then remove the
model from play, The AOE is a forest that remains in play for
one round.

RUNE FIST
@ Magical Weapon

@ Open Fist
Fertilizer — See above.

! THRESHOLD

Drawing upon the strength of stone, soil, and tree,
woldwatchers defend sacred groves and screen the
advancing armies of the Circle. It is impossible

to doubt their power after witnessing enemies
overcome by blasts of elemental energy that sunder
bodies in showers of blood that feed the hungry
earth. A grove of trees then erupts from this still-
twitching flesh, tearing apart what remains of the
victim in a plume of gore.

Rolled up into tight piles of easily overlooked stone,
woldwatchers are often placed to protect key territories

in the forest. When triggered by the tread of intruders, they

reveal their true form and call upon the power of nature to
neutralize interlopers. Blackclads who honor the ways of

—Kaya the Wildborne

EARTH S ELESS!NG 1 SELF NO NO
This model cannot be pushed, knocked down, or made
stationary. Earth’s Blessing lasts for one round.

TACTICAL TIPS

SHIELD Guarp - If this model cannot become the target of the
attack for some reason, it cannot use this ability.

FerTiLIZER — Because the boxed model is removed from play before
being destroyed, it does not generate a soul or corpse token.

the earth can fashion them from any strong stone and other
natural materials lashed together by ropes that have tasted
blood. Into the stone the druids inscribe ancient runes
imbuing the woldwatcher with the power of Orboros and
the spark of animation. Many druids prefer these versatile
elemental constructs to their larger counterparts, for they
are easier to assemble and endlessly useful.

Although the ropes used to make woldwatchers are not
always wound from vines watered with the blood of
sacrifices as they once were, the constructs still draw great
power from the essence of life. Their strong connection to
the earth allows them to cause a brief but dramatic explosion
in plant growth and to become nearly impervious simply by
standing still,
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CIRCLE HEAVY WARBEAST

They embody the essence of the Beast of All Shapes. To watch them devour our enemies is to see the

BAYING OF CHAOS 3 SELF % " NO NO

Remove 1 fury point from each enemy warbeast in this model’s
command range. A warbeast can be affected by Baying of Chaos
mily once per turn.

The embodiment of the
arst created by a degenerate cult of Devourer worshipers
seeking a closer connection to the Beast of All Shapes, They
unlocked a potent mystical formula that combined the
sestial essence of man with the madness associated with
the shifting moons. A mortal human who ingested this
elixir transformed into a hulking, bipedal, lupine monster
when distressed or injured—a warpwolf, filled with the
urge to slaughter and feast. Long ago a cabal within the

Devourer Wurm, warpwolves were

Circle hi{—‘-.rf;u'::l'lj:,F learned the secret of the formula, and the
nlackclads have since used these beasts for war.,

Although the initial transformation from human to
warpwolf is instantaneous, after a time the beast returns to
suman form. The transformation cycle will occur again in
ames of stress and during certain lunar phases; the genetic
change is irreversible. Warpwolf children possess the

hand of Orboros at work.
—Krueger the Stormuwrath

5 ‘WARPWOLF Sl
# SPD STR MAT RAT DEF ARM [EMDEY!
6 11 7 3 14 16 17

BITE
Fﬂ‘.“ll' P+5

14

CLAW
PE‘H P+5
15

WAWGLF

Controlled Warping -

At the beginning of this
model’s activation, choose
one of the following warp
effects. Warp effects last for
one round. If this model
frenzies it must choose
Warp Strength at the start
of its activation.

* Protective Plates — This
model gains +2 ARM.

» Warp Speed — This model
gains +2 5PD,

* Warp Strength — This
model gains +2 STR.

Regeneration [d3] - This

model can be forced to heal

d3 damage points once

per activation. This model

cannot use Regeneration

during an activation it runs.

CLAW
@ Open Fist
- THRESHOLD
FIELD ALLOWANCE
, POINT COST
their parents. LAREE BASE

Few
their
from nervousness, tension, and violent episodes even when

transformative ability of

warpwolves retain
sanity, suffering

in human form. They indulge any excuse to express

their predatory The Circle officially

& disdains the creation of new warpwolves from

nature.

the unafflicted partially for this reason,
but since the rise of Everblight and the
unexpected feud with the trollkin, the

g omnipotents have turned a blind eye to
. the practice.

""1 - Warpwolf bodies constantly shift and warp
e . in battle, muscles and tendons preferentially
i bulgmg to provide bursts of speed or power

and bone-like spurs erupting to protect

- wulnerable flesh. Wounds quickly close as
L0 skin wriggles, ripples, and reforms over
. an injury. The bloodcurdling howls of

f._h‘lumphant furarpm Dh es on the hunt is one




wﬂRPt;JOLF STALKER.

CIRCLE HEAVY WARBEAST

They are the blasphemous spawn of primordial madness, as warped in mind as they are in body.

mrr'-—n'r'--' TEIL

WARPWOLF

LE LR T R T TR T

6 10 6 3 14 17

GREAT SWORD

__pow __pis
6 16

CLAW
POW P+S

T HESHI’.’ILD

POINT COST
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SPD STR MAT RAT DEF ARM m ?

]

NFIELD ALLOWANCE
HLARGE BASE j

WARPWDLF
@. Pathfinder

Controlled Warping -

At the beginning of this
model’s activation, choose
one of the following warp
eftects. Warp effects last for
one round. If this model
frenzies it must choose
Warp Strength at the start of
its achivation.

» Berserk — When this
model destroys one or
more models with a melee
attack during its combat
action, immediately after
the attack is resolved it
must make one additional
melee attack against
another model in its
melee range.

Prowl - Thic. model gains
Stealth () (£) while within
terrain that provides
concealment, the AQE

of a spell that provides
concealment, or the AOE
of a cloud effect.

* Warp Strength — This
model gains +2 5TR.

Regeneration [d3] - This model can be forced to heal d3
damage points once per activation. This model cannot use
Regeneration during an activation it runs,

GREAT SWORD
@ Reach

CLAW
@ Open Fist

—Vice Scrutator Vindictus

LIGHTNING STRIKE 2

Target friendly model gains Sprint. Lightning Strike lasts for
one turn. (At the end of its activation, if a model with Sprint
destroyved one or more enemy models
activation it can make a full advance.)

with melee attacks this

Some arcanists of the order have speculated that those whe
become warpwolf stalkers were individuals touched by the
shadow of the wilding, Though they lack the spark that
would have enabled them to become true blackclads, their
transformation gives them access to a font of primal power

These creatures prowl the forests of Immoren and
accompany the vanguard of the Circle’s armies. Concealed
amid the dense foliage they stalk their quarry quietly ever
as their rage grows and threatens to grow out of control
At the last possible moment, the stalkers leap out and
slaughter their unsuspecting prey in a berserk rush of
liberated frenzy.

o

Warpwolf stalkers are created from the same fell rites ﬁ.

used to spawn feral warpwolves.

For reasons not

entirely understood, however, these creatures react

differently to the transformative elixir. Though

unquestionably warped by the savage power of
the Devourer, stalkers retain a portion of their

human intellect and are able to wield weapons
even after warping into their bestial forms. With
this combination of bestial instinct and human

faculty, they are particularly effective weapons, if

still bloodthirsty in the extreme.




tWOLDWARDEN |
CIRCLE HEAVY WARBEAST I

The mountains and forests themselves march with us; our army rises from the very land
we are sworn to protect.
—Baldur the Stonecleaver

P 1
TELE 11

ANIMUS COST RNG AOE POW UP OFF WOLDWARDEN
WILD GROWTH @ Construct

Center a 4" AQE on this model. The AQE is a forest that remains @ Pathfinder
n play for one round.

i

. WOLDWARDEN
SPD STR MAT RAT DEF ARM |GMD
5 11 & 4 10 18

- RUNE FIST
: B 15

T

Geomancy - Once per
2 activation while in its
voldwardens are towering constructs that combine the controller's control area,
sermanence of stone and wood with the chaos of living this model can be forced
3 " - : £ ! ; ; = o . et S
smtropy. Their solid frames are inscribed with intricate to cast one of its Wics
spells with a COST of 3 or
| less. This model’s controller
< Orboros. With mighty stone fists strengthened by is considerad to have cast

. i e

RUNE FIST
POW P+S

=ttices of runes that glow when infused with the power a

==ture’s wrath, these elemental monoliths can deliver an the spell but this model is
its point of origin. When

werwhelming onslaught of terrible blows. : .
making a magic attack

% woldwarden’s greatest asset is the mystical harmony it roll, this model uses its

smjoys with its controlling warlock. This bond allows the sonfroly x URY, Tue ,
“ ) , | model cannot cast spells with
soldwarden to be a vessel for the druid’s arcane might, S RNG 6f SELE ¢ CTRL.

which is fueled by the power of the earth rather than the RUNE FIST
Zrnud’sownenergy. A woldwarden can unleash potent magic, _
R S : ; Magical Weapon
sifectively allowing its controlling druid to attack from two
. T s
slaces at once, More than a mere weapon, the woldwarden is ® Open Fist
Chain Attack: Smite - If THRESHOLD "

this model hits the same !
model with both its initial - POINT COST

attacks with this weapon, |
after resolving the attacks ;
it can immediately make

one additional melee attack
against that model. If the additional attack hits, the target is
slammed d6” directly away from this model. The POW of the
slam damage roll is equal to the STR of this model + the POW of
this weapon. The POW of collateral damage is equal to the STR
of this model,
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an extension of its druid’s will and embodies the absolute
power he wields within his territory.

Crafted from huge blocks of stone and inscribed with

countless powerful sigils, a woldwarden is created from

B a slow process that imbues it with the will of its creator,

In quiet times woldwardens guard the most sacred sites

i of the Circle Orboros, but in the current crisis they have

J brought forth from those groves to contest directly
!_iwith the Circle’s enemies.

i !..

l, ome druids, particularly those who follow the path of

£ earth, consider woldwardens superior to and infinitely
& more reliable than the wild beasts others struggle to tame.
¢ Woldwardens can cha rge unimpeded through any terrain
# and absorb tremendous punishment in battle. Their
& natural power allows them to cause trees and foliage to
~ erupt around them, hindering any enemy that attempts

B to engage them,




U DRUIDS OF ORBOROS

T'o preserve natural order, we must be prepared to harness primordial forces to hold the predations of

the civilized world at bay.

g —
SPD STR MAT RAT DEF ARM GMD R Q) Pathfinder
b..b 5 4 14 13 3 Camouflage - This model

VOULGE ': gains an additional +2
POW P45 | DEF when benefiting from
" 4 10 . concealment or cover.

Magic Ability [7]

* Counter Magic (* Action) -
While within 3" of this
model + 17 for each other
model in this unit that

1s in formation, enemy models cannot cast spells and friendly

models cannot be targeted by enemy spells. Counter Magic

lasts for one round.

Force Bolt (*Attack) - Force Bolt is a RNG 10, POW 10 magic
attack, An enemy model hit by this attack can be pushed d3’
directly toward or away trom this model. Choose the direction
before rolling the distance. On a critical hit, the enemy model is
knocked down after being pushed.

FIELI] ALLOWANCE
LEADER & 5 GRUNTS
SMALL BASE

Medicate (* Action) - RNG 3. Target friendly Faction warbeast.
If the warbeast is in range, it heals d3 damage points. A
warbeast can be atfected by Medicate only once per turn.

Summon Vortex (% Action) — Center a 3° AQE cloud effect on
this model. Enemy models suffer -2 to attack rolls while in the
AQOE. Summon Vortex lasts for one round.

GRUNTS
@ Pathfinder

Camouflage — See above.
Magic Ability [7]
* Force Bolt (wAttack) — See above.

* Medicate (* Action) — See above.

» Summon Vortex (* Action) — See above.

VOULGE
Magical Weapon

@ Reach

Known mainly as “blackclads” to outsiders, druids are
discussed in whispers, They are seen as heralds of
doom, dark cultists, and reminders of a ime when
mankind feared the wilderness. They are known to

invoke brutal reprisal on any who interfere with

their plans. Seeing multiple druids emerge

from the mist of a dark forest is often

enough to unnerve even the most veteran

—Krueger the Stormwrath

TACTICAL TIPS

CAaMOUFLAGE — It a model ignores concealment or cover, it also
ignores concealment or cover's Camouflage bonus.

Magic AsiLity - Performing a Magic Ability special action or
special attack counts as casting a spell.

soldiers. With the wilding fresh in their blood, they gather
to channel enormous natural power over the earth. The
greatest among them can make the ground itself betray the
enemy and swallow them whole.

Druids wield mighty voulges, but their true power lies in
their mastery of primal forces. Wreathed in storm, thes
confound enemies with wind and mist and draw upon the
chaotic energies of Orboros to disrupt and unravel magic
tormulae wrought by arcanists, warlocks, or priests.

Orboros druids seldom fight in the open. Dense forests par
to facilitate their advance and then close to shroud them
in protective cover. They prefer to keep to the trees, move
through marshy swamps, or attack from the advantage

of cliffs. Though sending precious druids into battle is =
risk, the Circle believes they will be strengthened through

conflict as the worthy rise to power and the weak are culled
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CIRCLE

We have not even begun to exhaust the mysteries of earth and rock.
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TACT ICAL TIPS

BusiosiLE — This model can be placed.

SERENITY - Shifting Stones can remove fury from different models
or all from the same model.

SarniNG — Grunts must be placed in formation.

TELEPORTATION ~ If ome or more Shifting Stones have been destroyed
or removed from play, you cannot use this Shifting Power,

frollkin are proud of their krielstones, but even their
snderstanding of and reverence for the power of stone is
s=mple when compared to that of the Circle Orboros. For
=anv centuries the druids have explored and increasingly
mastered this power and used intricate columns carved with

=y stic runes to mark their territories. These shifting stones
Senote the boundaries of the druids’ lands, but they are far
wore than that. They also tap into the pervading essence of
Jrboros that gathers in certain nexus points below the soil

o Caen—Iley lines that represent the capillaries and arteries
within the “bady” of Orboros.

The druids of the Circle have an unparalleled knowledge
ot this unseen web of energy that crisscrosses the face of
“ve world, and they use their shifting stones to mark and
manipulate these channels of power. Key to this process are
e carefully inscribed symbols and patterns upon the faces

ol

—Baldur the Stonecleaver

LEADER & GRUNTS -. '._LEADER S RUHTS
® Advance Deployment |

@Cunstmct .:_ NS TR l_ﬂ..q'.,.
DAMAGE |

Immobile - This model has
no movement or action and
cannot be knocked down or
moved. Its front arc extends

SLEADER & 2 GRUNTS 20
| SMALL BhSE

 FIELD ALLOWANCE 2.1}

to 36, It has no melee
range, cannot engage, and
is automatically hit by
melee attacks.

Serenity — At the beginning of your Control Phase, before
leaching, you can remove 1 fury point from a friendly Faction
warbeast within 1" of this model.

Shifting Powers — Choose one of the following effects at the
start of this unit's activation:

* Healing Field — Models in this unit that are in formation and
friendly Faction models within 1" of one or more of them heal
d3 damage points, Roll separately for each model, Healing
Field can heal warbeasts with Construct ®

* Shifting - Place each model in this unit that is in formation
an}-"where within 8" of its current location.

* Teleportation - If all three Shifting Stone models in this unit
are in formation, place one friendly Faction model whose base
is within the triangular area between them anywhere within
8" of its current location. The placed model must forfeit its
movement after being placed this turn.

and recesses of these pillars. These inscriptions are no mere
decoration, but part of a precise mystical language that is
as unwavering as mathematical formula. Activated stones
prompt these markings to glow an eerie green, an eldritch
luminescence that has led more than one lost traveler to his
death at the hands of the Circle’s guardians.

Some of the greatest stones—those hewn from carefully
guarded quarries and inscribed with the most potent
runes—possess a number of occult abilities. Some can
send messages across tremendous distances and heal even
grievous wounds. It is their ability to expedite druidic
teleportation across ley lines that is their greatest power,
however. The versatile power of these stones is one reason
the movement of Circle Orboros druids is so difficult to
track or anticipate, and it allows them to launch unexpected
reinforcements upon the enemy.

2
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] THARN BLOODTRAGIERS

CIRCLE UNIT

Once the hunt is called there is no escape. There is no trail we cannot follow. We are the serpent in the
grass, the falcon that strikes unseen from on high
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- LEADER & GRUNTS ki
SPD STR MAT RAT DEF ARM

F AR S T —_s 1

LEADER & GRUNTS
@ Advance Deployment

@ Pathfinder
(Z) Stealth

Prey — After deployment but
before the first player’s turn,
choose an enemy model/

THROWN JAVELIN
RHE EI]F AOQE FDW
unit to be this model / unit’s

. FIGHTING CLAW
o 3 9 prey. This model gains +2

FIELD ALLOWANCE 1 to a:[tﬂfk and darT:Elge ru}lis

: against its preyv. When this
LEADER & ERUHT 3 model begins its activation
LEADER & 9 GRUNTS B within 107 of its prey, it
SMALL BASE gains +2" movement that
activation. When the prey is
destroved or removed from play, choose another model/ unit to
be the prey.

THROWN JAVELIN
@ Weapon Master
Thrown — Add this model's STR to the POW of this ranged attack.
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Among the Tharn it is not only the men who heed the call
of the Devourer; their women are equally bloodthirsty
and savage. Bloodtrackers are a remnant of ancient
ways—a people of a darker time—and their choice

of arms reflects this. They prefer to pierce foes

from a distance with weighted javelins,

but they also wield clawed bucklers to

eviscerate those who close with them in

melee. Bloodtrackers rarely allow their

foes to get so close, however. Their

lean forms are instead barely seen
shadows darting through the umbral
underbrush, hurling javelins with
terrifying accuracy into vulnerable

flanks in the shifting chaos of battle

Those who have faced bloodtrackers fear the frenetic
savagery with which these women conduct their attacks.
Though they do not adopt the hulking forms of the ravagers,
bloodtrackers do call upon the Devourer Wurm to imbue
them with the essence of animals that strike with lightning
swiftness. Their hypersensitive awareness is enhanced well
beyond human limits, and they slice enemies to ribbons
with savage relentlessness. Once they have chosen a target
for their hunt, they will seek its destruction to the exclusion
of all other concerns before selecting new prey. '

—Ksana Staghears

TACTICAL TIPS

Prey — Modifiers to movement apply only to a model’s normal
movement, Choose one model / unit to be this unit’s prey.

Few have ever seen a bloodtracker clearly, and those
they draw shadows about them
cloaks, Though magical camouflage is an exaggeration

who have say like
bloodtrackers do possess a near-supernatural ability =
blend into their environment and move through even the
densest underbrush with startling alacrity.
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THARN RADAGERS |

CIRCLE UNIT

They yet revel in the old ways, feasting on the hearts of the fallen and quenching
their thirst in warm blood.
—Krueger the Stormuwrath

“he Tharn have always been able to channel the savage LEADER & GRUNTS s S

sower of the Devourer Wurm. In times of >, thei € Fearless B e |
= S B ek e i 8 SPD STR MAT RAT DEF ARM JGMD
“ages are indistinguishable from those of now largely § Pathfinder Rle 8.7 5 13 14 .8

sstinct northern Khadoran barbarian tribes. In times Heart Eator = This isodel g THARN AXE
4

¢ war, however, their populations begin to boil with gains a corpse token each POW P+5

sestial metamorphosis. Bellowing a call to the Wurm ﬁ”"‘:ftdﬁm‘}“ﬁﬂ:i‘*'iﬂg 2 13
enemy model with a melee
) . . | attack. This model can have _ DAMAGE

—ansformation: muscle mass expands and thickens, skin up to three corpse tokens FIELD ALLOWANCE &

“ardens, and teeth elongate into terrible fangs. Their senses at a time. It can spend LEADER & 3 GRUNTS 6
corpse tokens during its ) LEADER & 5 GRUNTS 9 i

activation to boost an attack MEDIUM BASE

or damage roll or to make
smong the ravagers are true; they gleefully tear out and eat o D O Py

sends their ravagers into an unbridled frenzy of physical

secome as keen as the beasts they revere, and they fall into a

state of insatiable hunger. Legends of inhuman deprivation

S hearts of their prey, eyes aglow with berserk madness. at one token per boost or additional attack.

" mese acts of frenzied feasting add an element of terror to Treewalker - This model ignores forests when determining LOS.
Sseir grievous attacks. While in a forest, this model gains +2 DEF against melee attack

rolls and can advance through obstructions and other models if
==t three centuries ago, the Tharn numbered among it has enough movement to move completely past them.

e largest barbarian tribes; tens of thousands called the THARN AXE

sorthern Thornwood home. Most were slaughtered as ) Reach

=art of a political gambit by a Khadoran queen against | ,
' i Powerful Charge - This model gains +2 to charge attack rolls

with this weapon.

Cygnar, while the rest suffered under a withering curse
that decimated their numbers. Decades ago the leaders
of the Circle Orboros secretly unraveled this curse and
restored the Tharn's numbers, and they have once again
grown strong. This renaissance, led by Morvahna

the Autumnblade, has engendered the absolute

loyalty of the Tharn, who are now eager to

repay their debt.

The druids have encouraged the ravagers to

come forth, led by their beast lords, to provide

much-needed strength and ferocity to the battles

being waged by the Circle Orboros. Whereas few

of their other allies are eager to engage in such

brutal carnage, Tharn ravagers enthusiastically

charge from the forest gloom to hack apart foes with

their long-handled axes. The trail of mutilated bodies

they leave behind is a ghastly reminder of the dark age

when civilized humans embraced the Menite priest-kings
to save them from these savage tribes.




" . m

tWOLDES OF ORBOROS

CIRCLE UNIT

Be wary of the people of the deep woods. Some honor ancient pacts with strange masters, and they
brook no interference or questions.

—Professor Viktor Pendrake

LEADER § GRUNTS

SPD STR MAT RAT DEF ARM CMD : (¢) Combined Melee Attack folk initiated into a secret cabal that furthers the interests of
5 6 4 13 13 8 . | (§ Pathfinder the druids. They are the Wolves of Orboros—hunting packs
CLEFT SPEAR CLEFT SPEAR marching tagam&t the enemies of whichever druidic ordes

"- @ Reach they promise to serve.

r' A " . LEADER & GRUNTS passed this tradition to their sons and daughters, ruggec
1
i
i
L
E

N R L CANCE 3 . Powerful Charge — This In exchange for this fealty, the druids vow to watch oves
| || model gains +2 to charge their lands and families—a significant gesture in the brutz
.'_Z LEADER & 5 GRUNTS 4 1 attack rolls with this Weaponn. b A rvihsation. Digidealect theas vl ko
JLEADER & 9 GRUNTS 60 regions beyond civilization. Druids select these family line
E SMALL BASE B i sl because a gres:‘terl than AVEEAEE number of their Cl‘lliul‘—_l._
‘ undergo the wilding. The Circle shelters and protects suct

those willing to offer 2 _ :
, ! families as a precious commodity.
strength of arms to the wilderness prophets, and the Circle ¢

has used such men and women to guard their territories Each Wolf trains to master the cleft-bladed spear, a powers

and serve as agents in towns and villages on the wilderness  piercing weapon designed to punch through thick hides

fringes. Families in the dark forests and isolated hills have and armor. Wolves of Orboros must prove their skill wiss
this weapon and demonstrate the ability to survive in the
wilds in order to pass the initiation ritual and earn the we

pelt that marks them as a brother or sister.

With the pressure of recent battles, the Circle has
bolstered the numbers of Wolves with recruss
lured by offers of coin and other valuables, w=
serve more as mercenaries than dedicates

must still possess pragmat:c_aLr._.L
skills and a willingness to obey. Som=
cannot explain why they continss
to serve after their contracts haws
ended, only that it feels righs
do so. Coercing or intimidatine
men into the brotherhood =
not unheard of, but the Cizcle
knows such behavior breed
problematic resentmsts
so they prefer volunias
recruits. The lifestyie @
the Wolves of Orboms
has an undeniable apges
to those who live o= &5
fringes of society =
who hunger to belosg &
some greater cause
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We called the Lord of the Feast to slaughter in the time of the Orgoth. He stalked those places stolen
from us and littered the forest floor with the bones of our enemies.
—Omnipotent Dahlekov

Ii LAY H.'. 1 l" )

TACTICAL TIPS TSI | LORD OF THE FEAST

@ Advance Deployment

' LGRD OF THE FEAST

B100p Rearer — The melee attacks are all simultaneous. SPD STR MAT RAT DEF ARM CMDE

SeiFTER — This attack causes no damage.

(% Pathfinder RAVEN -
|
% walking horror of prehistory, the Lord of the Feast feeds | WU,

e ravenous hunger of the Devourer Wurm. It lurks in : . WURMBLADE
nadow and falls upon those doomed to cross its path. Blood Reaper — When this ; | POW P+5
om each victim the Feast Lord claims the viscera and model makes its first melee ] ‘ 3

attack during its activation, ;
2] organs. It then prepares its sacrificial offering to the S e dDAMAGE

=ast of All Shapes and is rewarded with a wave of savage with this weapon against ' FIELD ALLOWANCE

ower. Upon the completion of its work, the Lord of the each model in its LOS and POINT COST
this weapon’s melee range. 5MALL BESE

@FeariESE :: S e - W 1“

“east transforms into ravens that linger to consume the
=ve< of the slain. Heart Eater — This model
| gains a corpse token each time it destroys a living enemy model
The Circle seldom intentionally draws the attention of the with a melee attack. This model can have up to three corpse
Devourer, for they prefer to tap into the mindless power tokens at a time. It can spend corpse tokens during 1t~=, activation
to boost an attack or damage roll or to make an additional melee
attack at one token per boost or additional attack.

1

Virtuoso - This model can make melee and ranged attacks
during the same combat action. When this model makes
its initial attacks, it can make both its initial ranged and
melee attacks.

RAVEN

Shifter — When this attack hits an enemy model,
immediatelv after the attack is resolved place this model
B2B with the enemy model.

WURMBLADE
@ Magical Weapon

@ Reach

of Orboros that suffuses the world. Dark times sometimes
require dark measures, however, and the druids have
begun to call upon the forgotten lore once known only to
the highest priests of the Molgur tribes. With these black
rites they have once again summoned an avatar of the
Unsleeping One and unleashed it upon the living.

The Lord of the Feast’s only companion is a raven that
ranges ahead of its master, leading its lord to fresh victims.
Emerging like a shadow of death, the Feast Lord whirls its
long blade in a storm of steel, carving into enemy flesh as it
relishes its banquet of bloody sacrifice.,
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He plucked out his own eye to learn its complex structure
of fluids and fleshy tissues, and he replaced the ruined orb
with a device of smooth crystal that allowed him to perceive
vital essence, vivid in moments of anguish or when the
body lingers near death.

The moment of death was a topic of particular fascination
to him, and he was the first to perceive that on expiration
our spiritual essence was flung into the yawning Void to
experience endless pain and agony. The spirits in the Void
are all mad, and he was shaken to learn this was the fate of
his ancestors and would be his own fate as well. Extollers
revere Voskune, as well they should, but he was first and
foremost a seeker after truth rather than a hoarder of
mysteries. He would frown on the inheritors of his legacy.

Voskune was lost to us, but his students carried his work
forward. Ten generations passed before two masters
named Ishoul and Kaleed worked together to achieve a
breakthrough. Ishoul discovered that cutting and polishing
certain stones will pull at a spirit, drawing it as water is
absorbed into a sponge. Ishoul and Kaleed spent their
lives working with these stones. Duplicating Voskune's
sacrifice, each replaced an eye with an artifact to perceive
spirits, as all extollers since have done likewise. A small
price to pay to perceive life’s essence. It is not the only
way to see these energies, but it is the most constant and
reliable. | am no extoller, and they would be offended
by an outsider adopting this rite, but I have found other
means to replicate their vision. It is essential to any true
understanding of the world and the deeper mysteries that
underpin what we can perceive with the naked eye.

The dominar of the masters’ house, a venerable warlord
named Vuxoris, became the First Exalted through their

- ministrations. This revered ancestor invented the code of

battle known as hoksune, still followed today, and asked
[shoul and Kaleed to preserve his spirit so his lore would

not fade. They captured Vuxoris’ essence in a great polished
- piece of obsidian and watched as the stone transformed with
* alattice of powerful energy, preserving him in immortality.
‘He could thereafter be contacted, although this required

a draining and elaborate ritual. Kaleed was astonished to
 realize the stone now emanated great power and manifested

strange phenomena. It would be many more generations

‘before we learned how to harness this power and call on

'g'e_f_he ancestors to aid us.

This stone became a treasured relic of our people.

i {:uuntless wars and the slaughter of thousands erupted

ﬁ'&ﬁr ﬂwnershlp of the First Exalted. With this stone we
“learned that smaller pieces carved from a sacral stone

" could be incorporated into weapons and armor, thereby

imbuing those items with some shadow of ancestral

- power. This was done sparingly to preserve the integrity

of the original stone, yet over time some ancient stones
were slowly carved away piece by piece. In the following
ages the first sacral stone was lost, perhaps divided too
many times, but it is part of the inevitable destruction
brought by the passage of time.

The process of preservation to exalted is a complex and
difficult ritual requiring much preparation. Only the most
accomplished members of a given house are deemed
worthy. This is the fundamental base of extoller influence
and power, and like the knowledge they have gleaned from
the ancients, they hoard it.

Another great ancestor arose twelve generations before
the destruction of Lyoss: a warrior-philosopher named
Morkaash. He focused on learning anatomy and the
infliction of pain and agony. Morkaash believed sublime
enlichtenment was a result of suffering, and he sought
to understand the mechanisms by which living bodies
function. Morkaash tested himself against the great beasts
of the badlands by conquering them in battle, taming them,
and bending them to his will. His knowledge carried on
after his death, and his followers improved their techniques
over many lifetimes.

This eventually gave rise to paingivers and chirurgeons, who
study nerves, blood vessels, tendons, and other living tissues.
They do not dwell on philosophy or mysticism. Chirurgeons
seek mastery of anatomy to understand the mechanisms
of the body, to provide aid to the wounded in battle, and
to assist members of their house in recovery from severe
injury. They learn to correct internal bleeding, to set bones,
to sew lacerations, and to numb or augment pain response
as well as to conduct ritual scarification. Chirurgeons also
learn alchemy to create purgatives and other beneficial
compounds. There is no glory in this pursuit, and the caste
is not highly respected, but dominars and tyrants both have
been saved from death through their ministrations.

Paingivers master anatomy for the purpose of inflicting
pain, and their higher arts require them to learmm the
fundamentals of mortitheurgy as well. Any arena where
the application of pain can be bent to a usetul purpose is
their domain, making them skilled assassins, torturers, and
beast handlers. They are most frequently employed to root
out traitors or question enemies for vital information. This
is a necessary art in the complex intrigues between and
within the houses. There are always those seeking greater
power, and through the application of the paingiver arts,
the treacherous are rooted out and order is maintained.

Nearly as vital is the paingiver responsibility for keeping
and training the great warbeasts required for war, and they
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comply by bending their skill to train
and condition the creatures’ behavior.
Toward this end they must also
learn the use of a variety of injected
toxins, stimulants, and soporifics, all
useful when controlling beasts. Beast
handlers have taken efforts to modify
and augment countless beasts of war.,
In some cases it takes patient effort
and generations of experimentation
to bend these creatures into useful
but the
transformation is a matter of bringing

weapons, in other cases
out native qualities through physical

modification and conditioning.

Though an individual paingiver works
for a particular house, he is a member
of none. Paingivers give up their house
loyalties when initiated into their art,
for only by divorcing themselves
from inter-house struggles can they
dispassionately execute their duties,

In the centuries following the deaths
of Ishoul, Kaleed, and
Morkaash, some continued to devote

Voskune,

themselves to deeper mysteries. These
were often extollers not content merely
to undertake funerary rites and see to
the treasured ancestral stones. This
zave rise to mortitheurgy, the art
underlying all our arcane pursuits. The
fundamental tenets of mortitheurgy
are that there is great power released
by the flesh as it undergoes transition

:' - .'II
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and that blood and pain have innate potency.

Mortitheurgy provides an enormous advantage in battle, as
through its application a warrior can be forced to fight well
past the limits of his flesh. By tapping into the power of the
daving or suffering, a skorne can be sustained on almost no
nourishment or water and live regardless of injuries. This
is a short reprieve, and such manipulations carry a price,
Ihe affected warrior will eventually still die, often in great
agony. Yet those extra moments in battle may mean victory
instead of defeat for the army.

Master paingivers and all who expect to lead a house must
learn to control these energies as indispensable tools in
dominating the will of their subjects. From these bonds a
warlord may force even reluctant vassals to fight or may
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tap into the strength of enslaved beasts, and he uses both
as extensions of himself in battle. This art allows a warlord
to have the strength of a titan and shed injuries that would
fell an entire cohort. Most tyrants learn the fundamentals
of mortitheurgy, becoming well versed in its battlefield
techniques, but their comprehension of the art is limited.
Some few take these studies further. Master mortitheurges
draw on the infinite energy contained in the immortal
essence of living beings—the spirit,

This must be done with care, however, for those who
delve too deeply into these arts can exceed their limits
and become stretched to a point from which there is no
return. Annihilation in this fashion is utterly permanent
and beyond recovery even by the preservation techniques
of the extollers. In my work I have discovered this is a










The Conqueror spoke of the great wealth in the west, of the

" fertile land and the weak species that populated its expanse.

" He offered the promise of conquest, a dream that remains

‘undiminished. He proposed the construction of a great
bridge to cross the Abyss and allow our army to march on
the west. Seven years after the First Unification and before
this bridge was complete, the Conqueror grew impatient
and personally led an army across the great desert. He
claimed this was to pave the way for our dominion over
‘the continent.

The first seeds of doubt as to the infallibility of our new
gﬂmguerur took root during this time. While dominars did
" not speak openly for fear of reprisals from his supporters,
many had noted his eccentricities: his temper, his distrust of
his subordinates, his impatience. A conspiracy was hatched
_in the capital to seize back power.

The topic of the Conqueror’s defeat in this
first campaign in the west was never raises
during his reign, and it was not until years
later that we

failure. He marched a small army agains

learned the extent e:’ b

the city of Corvis and was defeated aftes
a short occupation, falling far short of his
goal of establishing a stronghold for the
later invasion. It is a worthy lesson thas
even the greatest warrior can overreacs
and victory is never certain. The races &=
the west may seem soft and unpractices
in war to us, but we under& mats
lands they demnnbtrate unchara:tti-_. stir
tenacity and have proven capable &
SUrprising reserves.

Hearing no news of victory
Vinter’s lengthy absence, the conspiratoss
in Halaak believed the Conqueror has
died in this campaign; they were therefors
surprised when he returned
vengeance. In what would become knows
as the Second Unification, the CDTLLIL*- =

fell on the betrayers, who soon endurss

despis

with 2

torments beyond imagination at the hands
of his personal paingiver, Morghoul. Thes
were slaughtered and refused the rites &
the extollers as a lesson to their heirs.

In the absence of the Conqueror, MakeZs
of House Balaash had held fast =
She had weatherss
assassination attempts, retreated into hes

her convictions.

fortress during the strife in Halaak, anc

fought off all who would lay siege to hes
house. For her loyalty, the Conqueror bestowed on Makeds
the dominion of the western empire and tasked her =
lead her army into those fertile lands to subjugate all wia
opposed him.

In preparation for this conquest, the Conqueror, also fities
the Supreme Archdominar, imposed a number of radics
but necessary reforms on the empire. These includes
consolidating many houses, implementing improvemenss
in military weapons manufacture, and establishing othes
programs necessary to govern what had once been =
fractured people. Whereas previously our armed forces
had been divided by house, efforts were made to tra=
soldiers from different houses under the same banner ans
integrate them into a single fighting force. The meaning =
ranks like tyrant, lord tyrant, and dominar shifted to hawe
specific military authority. This transformation is ongoing
but it has made significant progress toward ending £







SKORNE WARLOCK

Though peerless in the arts of death, he is a danger. His eyes reflect naught but annihilation.

DARK DOMINION
To Hexeris the process

of dying is just another
strategic mechanism, for he
can tnsinate his will infon
body as the spirtt slips away.

HEXERIS
SPD STR MAT RAT DEF ARM CMD
6 8 7 4 15 16 &

) ‘GULGATA |
|
6 14

, | Invoking the most potent of his

W FURY 7
- DAMAGE 17
B FIELD ALLOWANCE C
. WARBEAST POINTS +b
W SMALL BASE

potwers, e can reach across the
battlefield to turn his enemies

into his puppets when they die,
their flesh pulled by strings of

his volition,

When a living or undead
enemy model is boxed by

an attack while in Hexeris’ control area, take control of it. The
model becomes a friendly Undead @ model. If it 1s a trooper, it
becomes a solo. The model can immediately advance up to 3" and
can make one normal melee attack, then remove the model from
play. When making this attack, ignore the effects of lost aspects
on affected warbeasts. The model cannot be targeted by free
strikes during this movement, Dark Dominion lasts for one turn.

HEXERIS

Vampiric Reaving — This model can reave fury points from
enemy warbeasts destroyed in its control area if it is closer to the
warbeast than all other models that could reave its fury.

GULGATA
@) Magical Weapon

@ Reach

Beat Back — Immediately after a normal attack with this weapon
is resolved during this model's combat action, the enemy model
hit can be pushed 1" directly away from the attacking model.
After the enemy model is pushed, the attacking model can
advance up to 1",

Life Drinker — When it destroys a living enemy model with
this weapon, immediately after the attack is resolved this model
heals d3 damage points.

| A master mortitheurge, Hexeris manipulates life and death

with unrivaled skill. To him, the living are merely simple
machines with measurable thresholds for potential injury
and pain. Those who speak to him leave feeling violated and
tainted, for his eyes can pierce through to the immortal essence.

Hexeris was born to the Kurshon, an influential house of
Halaak. Strong-framed and massive, he spent time training

with the elite Cataphracts. With his exceptional mind he was
not destined for the life of a simple soldier. His house had

1 jﬂﬂg valued occult power, and its leader, Dominar Lokoda,
- -Eﬁ%ﬂuraged his studies of mortitheurgy.

When Vinter Raelthorne arrived in the capital, Dominar
Lokoda shrewdly joined the Conqueror’s cause rather than
risk weakening his house. Eight years later, though, he
made the fatal mistake of joining the conspirators plotting
against the supreme archdominar.

— I 5 EELC Riee

it

eErre iy L R e T o, 3 U R orre Lt LIRS
P e R e e S et et R s e s e U S L i
e T T

W i gt i

SHTRR ey oy L

—Archdoming Makeda

DEATH MARCH 3 6 - - YES NO
Target friendly unit gains +2 MAT and Vengeance. (During your
Maintenance Phase, if one or more models in a unit with Vengeance

were destroved or removed from play by enemy attacks during your
opponent’s last turn, each model in the unit can advance 3” and make one
normal melee attack.)

OBLITERATION % 10 % 15

The force of this attack blasts apart the earth itself.

PSYCHIC VAMPIRE 3 SELF CTRL - YES NO

When an enemy model casts a spell or uses an animus while in this
model’s control area, the enemy model suffers 1 damage point and this
model heals 1 damage point.

SOULFIRE 2 10 - 12 NO YES

When a living non-soulless model is boxed by Soulfire, this model gains 1
fury point and the boxed model is removed from play.

SOUL SLAVE ) 6 - - YES NO

Target warbeast in this model’s battlegroup automatically passes threshold
checks. This model can channel spells through the atfected warbeast.

NO YES

TACTICAL TIPS

Dark Dominion = Because a boxed model is removed from play
before being destroved, it does not generate a soul or corpse token.

Vampiric REavinG — Hexeris can reave fury points from enemy
warbeasts that were destroyed as a result of transference provided
they are not part of his own battlegroup.

Beat Back — The attacking model can advance even if the enemy
model is destroyed by the attack.

SoULFIRE = The boxed model does not pmvide a soutl or corpse token

As Morghoul methodically rooted out treachery in the
capital, Lokoda sealed his house to avoid the master
tormentor’s murderous reach. Seeing a far greater destiny
alongside the Conqueror, Hexeris offered Morghou!
entrance to House Kurshon in exchange for a place among
Raelthorne’s host. Kurshon was undone, leaving Dominar
Lokoda captured and subsequently tortured to death over
days in the great public excruciations and executions
Hexeris has shown no guilt over this pragmatic betrayal.

Hexeris has risen to become one of the most formidable
tyrants in the Army of the Western Reaches. His soldiers
march with perfect discipline and silence, bearing the
dreadful knowledge that their master will sacrifice them
instantly should it serve his agenda. Hexeris led them on
many assaults against the trollkin dwelling in the fringes
of the Bloodstone Marches. The resiliency of this species
fascinates his cruel curiosity, and he is eager to plumb the:r
secrets by exposing them to the full brunt of his dark powers

The lord tyrant secretly dabbles in the extoller's craft to
advance his ambitions. Upon his chest sits a sacral stone
containing the honored soul of his own great-grandfather.
the legendary mortitheurge Javekk Kurshon. Hexeris can
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ILRNE WARLOCK

The skorne are a race bred for war, and she was born to lead them.

FEAT: WALKING DEATH

Not even death réleases a

SPD STR MAT RAT DEF ARM CMD B ) S
9.1 | soldier from his obligations

6 7 7 4 15 16

SWORD OF BAALASH
POW P+5

in service of the archdonuna.
Makeda can force the living
spirit to linger and fight even
after the heart has ceased to
beat and the lungs can no
longer capture breath.

FURY

DAMAGE

FIELD ALLOWANCE
WARBEAST POINTS
SMALL BASE

16
W | Forone round, friendly

+5 | living Fachion trooper

models destroyved while

in Makeda's control area

return to play during your
next Maintenance Phase with one unmarked damage box.
Place returned models in Makeda's control area in formation
and within 3" of another model in their units. Returned models
forfeit their normal movement the turn they are placed.

MAKEDA

Blood-Quenched - This model gains a cumulative +1 STR and
ARM for each living enemy model it destroys with a melee
attack during its activation. This bonus lasts for one round.

|
]

Inspiration [Skorne models] - Friendly Skorne models
models/ units in this model’s command range never flee and
immediately rally,

Side Step — When this model hits with an initial attack or a
special attack, it can advance 2" after the attack is resolved. This
model cannot be targeted by free strikes during this movement.

SWORD OF BAALASH
@ Magical Weapon

Combo Strike (% Attack) - Make a melee attack. Instead of
making a normal damage roll, the POW of the damage roll is
equal to this model’s STR plus twice the POW of this weapon.

Archdomina of the Western Reaches and leader of the
skorne army, Makeda is the greatest general of the Skorne

. Empire. The success or failure of the invasion rests on her
- capable and ruthless shoulders. When the Conqueror made

the difficult decision to stay at his fortress in the Stormlands,
he sent Makeda to lead his armies west against the nations

- of mankind.

During the First Unification and after the fall of Halaak,

' Vinter Raelthorne marched north against House Balaash.
Enormously outnumbered, Makeda stood steadfast against
'hlm determined to fight to the last. Three times she rallied

her army behind her iron will, cutting swaths from his

mnks before being forced back. Knowing the foreigner's
" death ‘was her only chance to end the siege, Makeda led
_ one final devastating charge of warbeasts and Cataphracts

through his line.
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SPELLS COST RNG AOE POW UP OFF

CARNAGE 3 SELF CTRL - NO NO

Friendly Faction models gain +2 to melee attack rolls against enemy
models in this model’s control area, Carnage lasts for one turn,

DEFENDER'S WARD 2 6 - -  YES§ NO
Target friendly Faction model / unit gains +2 DEF and ARM.

MUZZLE 2 10 - 12 NO YES

An enemy warbeast damaged by Muzzle cannot advance toward this
model for one round,

SAVAGERY 2 b - - YES NO
Target friendly Faction model /unit gains +5 5PD when making a full
advance but cannot make ranged attacks.

TACTICAL TIPS

Warking DeaTH - If Makeda has been destroyed or removed from
play, these models do not return because they cannot be placed &=
her control area. A model cannot be returned to play if all modets
in its original unit have been destroyed or removed from play

The two met in the center of battle in an epic clash of blades
the blood they spilled turning the desert’s baked earth &=
mud. Makeda withstood a rain of lethal blows by caliimg
upon the vitality of her warbeasts. Vinter had never fouss
an adversary so strong, and he did not yet comprehens
Makeda's

had never expended herself so completely against & =

link to her warbeasts. In turn, an amazed Makeos

without crushing him. She could not understand how s=es
skill and indomitable resolve could be drawn from &%
wellspring of only one man’s being. At last Vinter disarmas
Makeda. All her beasts had been slain and her soldies
brought to ruin.

Broken and exhausted but not crushed, Makeda caims
awaited the death blow. To the astonishment of his ar==
her foe walked away after speaking the words that g=w=
her renewed purpose: “Another day it would be me at yous
blade. Pick up your swords and fight in my name.”

Makeda spent the first years of the Conquerors re=g
rebuilding the strength of her house. When he took

expedition in 602 AR to capture Corvis, Makeda stayes
in Halaak to coordinate and organize the massive amss

TI_—F-
e

that was to reinforce his planned drive on Caspia
had tasked all the house leaders to muster these forces &
his absence and to continue working on the great bndas
fortress that would permanently span the Abyss. He couis
not know, however, that those same dominars ploties =
overthrow him and return Halaak to its old ways.

TP
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The betrayers occupied the skorne capital and f
Makeda for assassination. She gathered her loyal va




her, fought her way to her northern stronghold, and sealed

~ the gates. Forced to maximize their limited resources,

,Makeda and House Balaash endured against impossible
":_Odds until her maut{ﬂ' rt'turned t{} hreai.. the f.mge

'_3_._3:1::{1::19 The qnulb of
s to j'.-.:empﬂwer her to




SKORNE

I have learned to feed on treachfry like meat and savor loyalty like rare wine. The terror you inspire
in the ranks will serve in the place of true fidelity.

FEAT: PAIN &
SUFFERING

A virtuoso of the pangiver’s
arts, Master Tormentor
Morghoul inflicts unrelenting
agony without even touching
his victims. By unleashing

an explosion of torment, he
drowns out all thoughts but
those of survival.

MORGHOUL
SPD STR MAT RAT DEF ARM CMD

7 6 8 4 17 13 8
RIPPER

DAMAGE 15
FIELD ALLOWANCE c
WARBEAST POINTS +7
SMALL BASE

While in Morghoul’s control
area, enemy models cannot
spend focus, be forced, or
have damage transferred to
them, Pain & Suffering lasts
for one round.

MORGHOUL
@ Pathfinder

Anatomical Precision — When this model’s melee damage roll
fails to exceed the ARM of the living model hit, that model
sutfers 1 damage point.

Maltreatment — Once per turn during its activation, this model
can remove 1 fury point from a warbeast in its battlegroup that
s in 1ts control area and add 1 fury peint to its own current
total. The warbeast suffers d3 damage points.

Overtake — When this model destroys one or more enemy
warrior models with a normal melee attack, after the attack is
resolved this model can immediately advance up to 17,

Perfect Balance — This model cannot be targeted by combined
melee attacks, combined ranged attacks, or free strikes. Models
do not gain back strike bonuses against this model. When
knocked down, this model can stand up during its activation
without forfeiting its movement or action if it is able to forfeit its
movement or action to stand up.

Sprint — At the end of this model’s activation, if it destroyed one
or more enemy models with melee attacks this activation it can
make a full advance.

RIPPER

@ Magical Weapon

Double Strike - This model can make two additional attacks for
each fury point spent to make additional attacks with this weapon.

Inflict Pain - When it hits a warbeast with this weapon, this model
can place 1 fury point on or remove 1 fury point from the warbeast.

Masked and sheathed in paingiver armor, Master Tormentor
Morghoul is a terror on the battlefield. By drawing on the
strength of beasts he transforms himself into a whirlwind
of bladed death while nimbly evading injury. In a heartbeat
he can strike a dozen times to nick arteries, pierce hearts,
and sever tendons. Morghoul knows the intricate byways
of living bodies with surpassing precision, so each organ
and blood vessel presents an opportunity to inflict pain or
death. He has lost count of the bodies that have fallen under
his blades, methodically stripped of their innermost secrets.
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SPELLS COST RNG AOE POW UP OFF

ABUSE 2 6 - E NO NO
Farget friendly warbeast gains +2 5P'D and 5TR for one round but suffers
d3 damage points.

ADMONITION 2 6 - E YES NO

When an enemy model advances and ends its movement within &

of target model in this model's battlegroup, the atfected model can
immediately advance up to 3°, then Admonition expires. The affected
model cannot be targeted by free strikes during this movement.

TORMENT 2 10 - 12 NO YES

When a model is damaged by Torment, for one round it loses Tough,
cannot heal or be healed, and cannot transfer damage.

TACTICAL TIPS

MaLTREATMENT — This model can exceed its FURY 1n fury points as
a result of Maltreatment.

PereecT Barance — If the model forfeits both its movement and
action for other effects, either voluntarily or as required, it cannot
use Perfect Balance to stand up for free.

After building his reputation plying his cruel trade for =
dozen houses, Morghoul was enlisted by House Vokuu
in the great city of Halaak. Tasked to unravel plots agains:
their domina, he systematically tortured his way througs
her subordinates. By the end of Morghoul's work the

Vokuul domina was forced to choose a new heir but had

attained absolute obedience within her house.

The Vokuul joined the skorne defenders when Vintes
Raelthorne first beset Halaak, but Morghoul watched the
battles silently. When the domina ordered him to engagse
the master tormentor coldly informed her that his services
had come to an end and left her to her fate. After the
Conqueror crushed House Vokuul along with the rest o
Halaak, Morghoul offered the Reborn his services, seeing
ample opportunity to practice his craft.

When Raelthorne went into the west, Morghoul stayed =
watch the capital. Stalking the servitors of the dominars, &e
uncovered a plot to overthrow the Conqueror. He became the
Walking Death in Halaak, using his mastery of its extensive
tunnels to move unseen as he captured and tortured ams
he felt might have useful information. Nearly a hundres
fell during Morghoul's terror campaign. Any agents sent &
engage him surfaced in waterways or were discovered os
rooftops, drained of blood and wearing twisted expressioss

of unfathomable agony.

On word of the Conqueror’s return Morghoul traveled =
meet his chosen lord. The paingiver revealed the informatios
he had obtained, including the whereabouts of every secrs
passage and poorly guarded sector of the capital. Morghoo!

had laid the groundwork for the rapid and bloody Secons




Unification. The Conqueror gathered an army ﬁf loyalists  imagination of his horrible arts. The citizens of the capital learned
and assaulted the gates of Halaak while Mmghﬂul slipped  exactly what depths of pain one with the power of mortitheurgy
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SKORNE LI

It looked upon me, and my skin felt like I'd leapt into a blazing fire. I longed for death until I
managed the strength to turn away.

iR APRTILL
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WITHERING GAZE ANIMUS COST RNG AOE POW UP UFF
@ Magical Weapon LURKER | 1 6 - -  NO NO
Target friendly model gains Bushwhack. Lurker lasts for one

turn. (During its activation, a model with Bushwhack can make

its combat action before its normal movement. If it does, it mus:
withstand ) basilisk make a full advance as its normal movement this acHvation.)

drake’'s withering gaze,

6 8 5 5 13 16 6.

WITHERING GAZE
P8 1 — 14

. BITE
POW P45
12

Few creatures can

one of the most dreadful  greater ferocity in the presence of a drake, so the two are

attacks of any creature often paired together on the battlefield to increase theis
IT'lhab]hﬂg th'e badlaﬂdﬁ EffEftj?EﬂESE,

surrounding the Skorne

Empire. When its eyes The basilisk’s terrible gaze has rightly made it a notorious

predator in eastern Immoren, but it is also capable
inflicting gruesome wounds with its powerful, fanged maw
Its claws, however, are used exclusively for burrowing, as

focus with deadly intent
on a foe, a drake unleashes

e e e e i e e e e e i

a wave of rippling power

that causes the air to Prefers tolair underground during the evening and emergs

to sun itself in the heat of the day. They are quite adorable
during these torpid moments but still deadly if roused.

shimmer as if turned into

a flow of heavy liquid.
This wholly unnatural
wave of entropic energy

THRESHOLD
FIELD ALLOWANCE U

POINT COST

sloughs from bone  and

{ muscle tissue falls apart as

inflicts indescribable pain
on living creatures—skin

e B e e e e e e B i ™ s | ™
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if roasted. This energy can
grind stone to dust and melt and shear iron, which twists and
splits with screeches of protest. Fundamentally, a basilisk
severs the connections that bind solid matter.

Taming basilisks has always been a
costly proposition that results in the
~ gruesome deaths of many beast
handlers, but there was never
any doubt the skorne would find a
~way to turn them into weapons in
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~ their ongoing house wars. Captured
young and properly trained, drakes
are receptive to commands and can be
handled with reasonable predictability.
‘Though basilisks are trained to unleash
their gaze only on command, paingivers
attach hooks to the sides of their
-mouths to control them when
necessary.  Handlers have
dJSEUvEIEd that Dbasilisk
fight with even
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SKORNE LIGHT AST

Because they are blinded, their powers are focused inward and intensified.

TANTETILEY AL LRI ka1

PARALYTIC AURA 2 SELF - - NO NO
This model gains +2 DEF and ARM against ranged attacks.
While within 2" of this model, friendly models gain +2 DEF and
ARM against ranged attacks and enemy models suffer -2 DEF.
Faralytic Aura lasts for one round.

TACTICAL TIPS

Pararysis — This attack causes no damage.

for centuries the skorne did not bring female basilisks to
battle; they used them only for breeding drakes. Unleashing
the full potential of basilisk kreas was a triumph of skorne
seast handlers, for these creatures are capable of mystical
feats beyond those of their male counterparts. Skorne
chirurgeons cruelly sew shut each krea’s eyes to focus her
sower, heightening the ability of her other senses to detect
ner surroundings. A blinded krea goaded to rage builds to
= critical threshold of energy that begins to radiate from
=er body, This strange aura is distinctly different from the
disruptive blast that once poured from her eyes, sapping
the strength of enemies and slowing their movements as if
they were trapped in a thick fluid. This same aura is also

—Lord Tyrant Hexeris
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KREA
@ Eyeless Sight

Flank [Basilisk Drake] -
When this model makes

a melee attack against an
enemy model within the
melee range of a friendly
model of the type indicated,
this model gains +2 to
attack rolls and gains an
additional damage die.

SPIRITUAL PARALYSIS

Paralysis — The base DEF
of a living model hit by this
attack becomes 7, and the
model hit cannot run or
charge for one round.

Ty e

6 8 4 4 12 16 &

SPIRITUALPARALYSIS
RNG ROF AOE POW
B 1 e e

T e T e e B T e i iy

BITE

POW P+5

B o e e o e

e

Lt e

defensive in nature, as
the slowing effect halts
threatening projectiles.

e

THRESHOLD

POINT COST

MEDIUM BASE :

bbbt phi bkl hl -
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krea
and

Female are foul-

tempered violent

E=3

T Tl i ™l

creatures prone to lashing
out against their handlers.

et

The unusual energies emanating from their reptilian

bodies are strongly amplified for several years

after they give birth. Handlers

suspect this great power is used

in the wild to protect their young

from the predators that prowl the

badlands. Whatever the origin of their

powers, basilisk kreas have become a

favored skorne warbeast and are capable of
completely turning the tide of battle.
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SKORNE LIGHT WARBEAST

It ignored my feint, stepped aside from my best cut, then nearly clove me in two before the impaler ras

it through.

SAVAGE
Future Sight — This model

can boost attack and
damage rolls after rolling.

FALCHION

SAVAGE
SPD STR MAT RAT DEF ARM CMD

6 B & 3 13 17 58

* FALCHION
4 POW P+5

13 @ Reach

The cyclopes are a brutish,
carnivorous species from
eastern Immoren that live
to hunt and kill. Centuries
ago they attracted the
notice of the skorne, who
were surprised these
relatively primitive and
could
achieve such sophisticated

dim creatures

THRESHOLD 8
FIELD ALLOWANCE U
POINT COST 5

MEDIUM BASE |

e

feats of battle prowess.
The skorne eventually
traced this skill to their
singular ability to sense
the future, and they have enslaved them ever since.

Captured as youths, cyclops savages are trained and
conditioned to obey orders without hesitation. Unlike sorhe
beasts, they do not require much encouragement to kill;
they are bloodthirsty and welcome any excuse to fight. They
are so prone to violence that skorne paingivers sedate them
with narcotics between battles, Experienced beast handlers
move cautiously among cyclops savages, for the creatures
can kill with a single blow. In the wild, cyclopes
improvise crude clubs from bones or gnarled wood,

but the skorne outfit their savages with wicked
blades of fine craftsmanship.

Skorne and chirurgeons have
extensively experimented on cyclopes for centuries,
refining strategic sections of their brains to amplify the

cyclopes’” most formidable instincts and reinforce their

paingivers

love of battle and cruelty. The creatures’ limited ability to
see into the future is the key to their amazing intuition in
battle. Their complex and sensitive single eye demonstrates
unusual perceptiveness, and allows them to see exactly how
to evade blows or penetrate a foe’s defenses.

—Horthol, Long Rider Hem

ANIMUS COST RNG AOE POW UP OFF
PRESCIENCE 1 6 - - NO NO

Target friendly Faction model gains Future Sight. Prescience
lasts for one turn,
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SKORNE HEAVY WARBEAS

They will shatter the fortifications of our enemies to their foundations by cannon, tusk,
or the very tread of their feet.
—Lord Tyrant Hexeris

ANIMUS COST RNG AOE POW UP OfF
DIMINISH 2 SELF * - NO NO

While within 27 of this model, enemy models suffer -2 STR.
Diminish lasts for one round.

The skorne have used titans to lug cannons to war for
aimost two hundred vyears.
“E"t‘ﬂDT’I‘lE‘l‘la]

The creatures demonstrate
three-armed

uggling act required to operate these weapons. Though
they are trained and conditioned, the task strains their
umited intelligence, and titan cannoneers usually require

dexterity in the complex,

» warlock’s supervision to perform their maneuvers
-epeatedly and consistently. If driven to frenzy, the titans
will revert to their instincts—wildly slamming opponents
and rending them with their tusks.

~korne warrior codes, the cost of manufacture, and extensive
raining time combine to make titan cannoneers rare assets
deploved by only the wealthiest houses. In the wars
~etween the skorne, the cannons blasted down the walls
znd gateways of fortified strongholds, allowing soldiers
0 charge through the breach and decimate defenders.
ly in the last few decades have house fortresses been
suilt with sufficiently thick and sloped walls to endure
this tvpe of siege weapon. Under the Conqueror's military
consolidation and development, all houses were forced to
relinquish their titan cannoneers to Makeda's Army of
the Western Reaches.

CANNONEER

Bullheaded — When this
madel frenzies, if it would
charge a model, it targets
that model with a slam
power attack instead, If it

cannot, it frenzies normally.

TUSKS
Hard Head - This model

can add this weapon's POW

to its head-butt and slam
power attack damage rolls.

CANNONEER

SPD STR MAT RAT DEF ARM CMD

4 32 5 & 12 18 25
SIEGE GUN

RNG ROF ADE POW

;I G L

TUSKS
POW P+S

3 15

, WAR MACE

POW P+5

FURY

THRESHOLD

FIELD ALLOWANCE
POINT COST
LARGE BASE
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~  goad them into rampaging madness before
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SKORNE HEAVY WARBEAST
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The earth shakes as they come, and I doubt any creature alive can withstand the full impact

of their weight.

GMDIATDR GLADIATOR
Bullheaded — When this

SPD STR MAT RAT DEF ARM CMD : : s
model frenzies, if it would

4. .12..6..3 12 19 &%
charge a model, it targets
4 16

TUSKS that model with a slam
POW P+5 power attack instead. If it
, WAR GAUNTLET
POW P+S

WAR GAUNTLET Follow Up — When this
model slams an enemy
model, immediately after
the slam is resolved this
model can advance directly
toward the slammed model
up to the distance the
slammed model was moved.

Grand Slam - This model
can make slam power
attacks without spending
focus or being forced.
Models slammed by this
model are moved an
additional 2.

TUSKS

Hard Head - This model
can add this weapon's POW
to its head-butt and slam
power attack damage rolls.

WAR GAUNTLET
@ Open Fist

POW P+5

Ao ettt e S b g i Lt W i g ! i i b oS L S i S
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3 15 cannot, it frenzies nnrmall}-_
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. THRESHOLD
WFIELD ALLOWANCE U]
POINT COST 8

WLARGE BASE
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Titans are solid walls of muscle and flesh. These bipedal
pachyderms have served the skorne for thousands of
years as their favored beasts of war, for they have

the stamina to endure brutal punishment and the
strength to rip apart most creatures, Titan nervous

systems are well understood, and beast handlers

embed barbed hooks in sensitive locations to

battle. By the time it is unleashed, a titan
is ready to slaughter anything in its way.

=
L !
-

A fitan gladiator’'s armored body

-
"l o
LT G
] ‘.l'l . - . ]
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=

is itself a weapon; it uses its
to
ground and
them wunder
- ﬁfaggering impact. When an enemy is pierced and pinned

““byboth of its bladed war-gauntlets, the gladiator can seize it
i wxﬂnts extra pair of arms in order to hinder its weapons or
to hurl it across the battlefield to land in a pile of shattered
bones or broken steel.

o

tremendous weight smash
enemies to the

‘pulverize the

- Titans congregate in herds, where they are occasionally beset
by pack hunters grown desperate from hunger. The pitiable

o o :-:-':_'.l".i‘-.'i'-l-r---.-.i:_l.i:-_.:‘_"‘_"_:_-f:"":.".:'_:._-.':'... T FaE
o e e R e R R

—Chief Madrak IronksS

LR LR AR R by PO AR R TR TRVTNY i ] WAL ‘Ll

ANIMUS COST RNG AOE POW UP OFF

RUSH 2 6 NO NO

Target friendly warbeast gains +2" movement and Pathfinder {__,
Rush lasts for one turn.

. —

TACTICAL TIPS

RusH - Modifiers to movement apply only to a model’s normal
movement

ForLow Ur - This model stops moving if it contacts another mode
This model does not advance if the model slammed is destroyes
by the attack.

hunters rarely come out ahead in these engagemess
however, and are usually torn to shreds by tusks or flattenes
underfoot. Titans are normally docile unless threatened =
the skorne have made every effort to

encourage violent tendencies by

inflicting an assortment of

cruelly painful torments.
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TITAN SENTRY

SKORNE HEAVY WARBEAST

Ak e AR U B AL LR R ARRREEA LA L - yjlzsiiiad

ANIMUS COST RNG AOE POW UP OFF
LOCKER 1 SELF = = NO NO

Enemy warbeast and warjack models in this model’s melee range
can only advance directly toward it. Locker lasts for one round.

Vhereas other titans smash their opponents to pieces,
sentries are the unmovable objects upon which enemies
oreak like frail pottery against a stone floor, Armed with
shields and halberds, these massive titans can withstand
punishing damage before retaliating in a flurry of
crushing blows.

Expert beast handlers carefully choose sentries from among
the titan herds, selecting only those beasts with the greatest
mass and keenest minds. Titans are not innate warriors or
tool users, but skorne beast handlers have developed their
wn persuasive means to forge the creatures into living
engines of war, Titan sentries are painstakingly trained to
zse the shield and halberd. Though few titans ever develop
the refined skills of professional skorne soldiers, when a
<enfry lands a blow it is invariably telling.

Immouvability is itself a weapon.

Brace for Impact - When
this model is slammed,
reduce the slam distance
rolled by 3. If the total
slam distance is [} or less,
this model is not knocked
down. This model is not
knocked down when it
suffers collateral damage.

HALBERD
@ Reach

Set Defense — A model in
this model's front arc suffers
-2 on charge, slam power
attack, and impact attack
rolls against this model.

SHIELD
@ Shield

TUSKS

Hard Head = This model
can add this weapon’s POW
to its head-butt and slam
power attack damage rolls.

—Tiprmit Xerxds

SENTRY

SPD 5TR MAT RAT DEF ARM

", 3 i . -

 HALBERD
POW

4

) SHIELD
POW

TUSKS
POW

FURY
THRESHOLD

G

P+S
16

P+5

P+5

CMD

4
9
U

WFIELD ALLOWANCE
POINT COST

ML ARGE BASE |
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The intensive conditioning a titan

sentry undergoes also encourages

it to fixate on the greatest perceived

threat

and

eradicate

before

moving on to the next, When the sentry

doggedly sets its mind on a target, all lesser
distractions fade from its attention as it sets
about the destruction of the unlucky toe.




SKORNE

There is nﬂthir:g Hviﬂg that cannot be felled.

LEADER & GRUNTS
@ Combined Ranged Attack

@ Fearless

HARPOON

Drag - If this weapon
damages an enemy model
ARCUS with an equal or smaller
POW P+5 base, immediately after
- 5 iz the attack is resolved

DAMAGE the damaged model can

FIELD ALLOWANGE 3 | Pushedom duonce
LEADER & 3 GRUNTS b After Tj"lE‘ damaged model
LEADER & 5 GRUNTS 9 is moved, this model can
MEDIUM BASE

make one normal melee
attack against the model
pushed. After resolving this melee attack, this model can make
additional melee attacks during its combat action.

LEADER & GRUNTS
SPD STR MAT RAT DEF ARM CMD
Pl e W B B o

HARPOON
RNG ROF AOE POW

@ Weapon Master

Cataphract Arcuarii are imposing warriors encased in
thick
effectively in such heavy armor requires a lifetime of training

extremely and finely lacquered armor. Fighting
aswell as exceptional strength and endurance. Arcuarii wield
great hooked harpoons called arcus that can be brought to
bear in close quarters or fired across the battlefield to impale
entemies and drag them close. Arcuarii are trained to act
in concert to bring down the mightiest prey and are often
deployed alongside beast handlers to help bring in fresh
wild

titans to be broken

supplies of

and trained for war,

—Motto of the Cataphract Arcaes

TACTICAL TIPS

Drac - " Any distance” means “
distance the player chooses.”

as much as necessary,” not “an

--|- =

Not all skorne can aspire to become a Cataphract, f =
position requires exceptional height, bulk, strength. ==
unflagging endurance. Similarly,

Cataphra::ts amung their number%‘ only a few possess e

not every house boass

armured cumbatantS. Those deemed fit b}; the c}urur-;: =
and mortitheurges of their house are the greatest warriors &
their generation. Cataphract philosophy is founded on prows
self-reliance within a supremely capable fighting unit.

The arcus takes its name from the great harpoon wielias
by Vuxoris, the progenitor of hoksune, The modern varas
of this weapon is essentially a small but powerful crossboms
that discharges a chained blade able to bring distant enemies
to the immediate attention of Cataphracts, who brutally ==
efficiently end their time on Caen.
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With shields raised they are as impenetrable as the walls of a mighty fortress.
We could not move them.
—Colund Stonefist, trollkin shaman

Vielding wicked pole-arms and locking shields as they LEADER & GRUNTS ——

snter battle, the Cataphract Cetrati embody perfect skorne (¢) Combined Melee Attack SPD STR MAT RAT DEF ARM CMD

& scipline and fearless tenacity. A wall of massively armored 0F) Fearless . 1.1 5 12 316 &N

_etrati charging across the battlefield can inflict terrible Shield Wall (Order) - For . WAR SPEAR :
sunds and crush through lines of unprepared infantry. one round, each affected m

Thev steadfastly occupy strategic ground and then lock into model gains a +4 ARM - 4 i

: : bonus while B2B with
“ormation, cutting down any enemy unfortunate enough to DAMAGE

- TN anopther affected mode] FIELD ALLOWANCE P

——— in its unit. This bonus

- , does not apply to damage LEADER & 3 GRUNTS 8
Among the skorne, combat is more than a means to an end— originating in the model’s LEADER & 5 GRUNTS 11

= nasintrinsic meaning. The grueling discipline and training back arc. Models in this unit MEDIUM BASE
=ouired to become one of the a Cetrati is welcomed, seen can begin the game affected
=t as an obstacle to be overcome but as a transformation to by Shield Wall.
s relished. Cetrati spend many years intensively training WAR SPEAR
to master the difficult formation fighting of (%) Reach
their caste. They are expected to fight as a () Weapon Master
seamless machine, each only part of a larger,

mite capaile Wl Cettall A vy aud The sheer weight of arms and equipment borne by the

Cetrati is difficult to fathom, for they are nearly engulfed by
massive, overlapping armor plating that seems too heavy
to allow them to move. When one also considers the bulky

they descend from an esteemed tradition

s 4 stretching back for millennia and that many of
-

\ the most exalted skorne ancestors were once

members of their proud fraternity. : | =8
i Gk curved shields and long halberds the Cetrati also bear, it is

\ no wonder that only the strongest skorne can withstand the
rigors of this caste.




& - 3 - e R Y ] e il Y b T R i bags By

I i
-
¥ r ]

PAINGIUER REAST AT

SKORNE UNI

oty S 0 e i
- - T.p.-.i gl

. T

JLERS

g

N i S

It is the beasts that give our army its strength, and without the handlers we could never

dominate so many.

i

. LEADER & GRUNTS
LEADER & GRUNTS .

SPD STR MAT RAT DEF ARM cMD [ ﬁﬂtumhi;al Ercline -
& 5 5 4 13 11 [ 8 | Vhen this model's melee

damage roll fails to exceed
the ARM of the living
mode] hit, that model
suffers 1 damage point.

 BARBED WHIP

- 3 8

.

FIELD ALLOWANCE 2
LEADER & 3 GRUNTS 2
LEADER & 5 GRUNTS 3
SMALL BASE

Beast Manipulation = A
warbeast can be affected by
only one Beast Manipulation
special action each turn.

* Condition (& Action) -

RNG 3. Target friendly
Faction warbeast. If the warbeast is in range, place any number
of fury points on or remove any number of fury points from it.

* Enrage (* Action) - RNG 3. Target friendly Faction warbeast.
If the warbeast is in range, it gains +2 STR and must charge
or make a slam or trample power attack without being forced
during its next activation. Enrage lasts for one turn.

* Medicate (*Action) - KNG 3. Target friendly Faction warbeast.
If the warbeast is in range, it heals d3 damage points. A
warbeast can be affected by Medicate only once per turn.

BARBED WHIP
(% Reach

Inflict Pain — When it hits a warbeast with this weapon, this model
can place 1 fury point on or remove 1 fury point from the warbeast.

On the path to mastery, paingivers must learn not only the
anatomy of their fellow skorne but also that of the warbeasts
they use to wage battle. Beast handlers are a specially trained
class of paingivers able to evoke tremendous effort from the
beasts under their charge and enrage them to rampage
forward with impossible strength and speed. Though
their primary purpose is to oversee the warbeasts, beast
handlers are dangerous foes in their own right. Their

. expert hands wield barbed whips able to strike key

- arteries or tendons in even in the
-most heavily armored living foe,

Beast handlers are tasked with
the extremely dangerous job
of conditioning warbeasts,

which they do with

—Archdomina Makeds

lashes, pain-hooks, needles, blades, and soporific drugs
Experienced tormentors oversee groups of adepts eager
to learn the higher arts of conditioning the greatest beasts
A paingiver must know the exact temperament and limits
of the beasts with which he works, both to achieve the
best results and to maximize the investment of time and
resources put toward the creatures. Beast handlers can foo
warbeasts into believing they are whole despite the mos=
grievous injuries, Some beasts don't survive being pushed
so far beyond their limits, but such risk is acceptable if =
achieves victory.

Beast handlers follow a code established by the example &
the first paingiver, Morkaash, In fact, modern paingivers ar=
as obsessed with the improvement and perfection of their a=
as any western monk. They do not belong to a single houss
rather, they consider their calling to be beyond the peis
wars of houses and dominars. Even among the Westers
Army, which comprises soldiers drawn from many houses
the aloof beast handlers do not fraternize with soldiers &
other castes. Wearing the intimidating and distinctive mass
of their brotherhood, all paingivers communicate to othes
is their faceless resolve.
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Omne blade for honor, one for death, These are the only absolutes in life.
—The Hoksune Code

By i s st RER G i R

Secognized by their distinctive, two-weapon fighting stvle, EADER & GRUIN S e e e e
S = . o : : LEADER & GRUNTS ,
raetorians represent one of the most ancient traditions Penetrating Strike — SPD STR MAT RAT DEF ARM CMD
¢ skorne warfare, In this harsh society that requires all After hitting a warjack or 6 6 6 4 13 14 9
B bod i sdulte 1t b £t Drastastuive tomer ih warbeast with this model’s
#le-bodied adults learn to fight, Praetorians form the Friglias Atk 5iom Gan | SWORD
seckbone of all house armies as well as the Army of the choose to have it suffer 1 POW P+S

Nestern Reaches. damage point instead of a 3 9

normal damage roll, FIELD ALLDWANCE 3
“ractorian swordsmen undergo endless drills and training SWORD " LEADER & 5 GRUNTS 4

w aile constantly observing the ancient hoksune warrior code.
-~ 1. f e i E 'g i 3 o | : i 5 Combo Strike [*Attar,k}— LEADER & 9 EH“HTS ﬁ
_mly after victory in ceremonial combat is a warrior allowe Nk st ik Tnsiead SMALL BASE

% take his PIECE among the ranks of the Praetorians. Failure ot making a normal damage

i |

& this trial means death or relegation to a lesser caste. roll, the POW of the damage
roll is equal to this model’s STR plus twice the POW of this weapon.

=ven after earning placement as a true Praetorian, a soldier’s
iy hope for glory is to fight well and survive. There is no

, : ; When Vinter Raelthorne moved to his Abyssal Fortress, he
sarly return for the wounded, nor is there any reprieve for !

_ ordered the dominars to send him their best swordsmen.
‘e weary. Tyrants ensure that Praetorians fight as long as

“esh and sinew holds their bones together, and the soldiers
emselves are eager to capture slaves and territory to prove

To those who passed muster, Archdomina Makeda offered
welcome into the fortress and inclusion in the great conquest
themselves worthy for elevation within the ranks. e Al othees ot Bpcted 02 fen G e

in shame. Thus, even the least of Makeda’s Praetorians
are the greatest of their houses and are righttully proud of
their abilities and standing. Accustomed to linking their
honor with their houses, these soldiers have transferred
that pride to their cohorts, and the various cohorts compete

enthusiastically for both spoils and glory.
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Praetorian honor is a fine thing. Our guns shall let them live long enough to earn it.
—Reiver Dakar Selek Garass

£

LEADER 3. GRUNTS Reivers use cylinders of explosive gas to propel needies
LEADER & GRUNTS L
SPD STR MAT RAT DEF ARM CMD @) Combined Ranged Attac out of a spinning cone and are somewhat less complicates
& 5§ 5 5 13 13 8 REIVER to reload than western firearms, so long as additioms
REIVER Buirst Bive - Caiii 5150 previously prepared cones are on hand. Readying these
RNG ROF AODE POW damage rolls with this needle-filled cones is intricate work that cannot be handlec
weapon against models in the midst of battle. Venators carry several gas canistess
SWORD O SR Gt and cones, each of which contains hundreds of needles
+2 to damage rolls against
_4

3 models with Earge bases.

FIELD ALLOWANCE 3
LEADER & 5 GRUNTS 5 Skorne military tactics
LEADER & 9 GRUNTS 9 once  focused  nearly

SMALL BASE . entirely on closing

' i quickly with the enemy
and butchering them in melee. The earliest skorne ranged
weapons were large and clumsy, usually designed to bring
down the walls of rival houses and slay oversized beasts.
These applications have changed over the last century as
skorne weapons were refined and tyrants began to learn
the power of a combined-arms approach. Vinter Raelthorne
is well versed in these lessons and has encouraged the
recruitment and training of large numbers of Venators to
operate the reivers of his invading army.

The lowest-ranking Venators are called armigers. They are
led by a dakar and organized into taberna, small groups
named after those who share the same tent. In addition
to learning how to operate their reivers, Venators train
extensively in the art of swordplay.

Mastering the heavy, gas-driven reivers requires a great deal
of skill and finesse. While Venators are placed in the warrior
caste hierarchy below Praetorians due to the stipulations of
hoksune, these disciplined combatants have begun to earn
more respect on the actual field of battle. Announcing
their presence with a hail of iron needles, Venators are the
scourge of both man and beast.

Reivers unleash scathing bursts that disintegrate flesh,
rend metal, and leave their targets strung across the field
begging for release from their agony. With screaming
barrages of razor-sharp projectiles, Venators rip

apart even the most imposing targets. The reivers

create a sound unlike any western firearm—an

eerie and loud metallic buzzing caused by the
_weapon’s unique internal mechanisms.
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SOLO

Your exalted ancestors stand by you and fight at your side. By their vigilance,
those who fall will be preserved.
—Aptimus Extoller Bakaresk

TACTICAL TIPS

S Derven - Modifiers to movement apply nnIg' to a model’s
2! movement.

"W essence of accomplished skorne ancestors can be
seeserved and immortalized in special stones, some of
wch are fused into ancestral guardians. Guardians have
wadinonally watched over their houses but have begun to
be used on the battlefield, where

they otfer potential immortality

to any skorne fighting alongside

them. They are empowered to

embrace fallen skorne warriors

and use these gathered essences

to move with blinding speed

and wrathful strength. Guided

by the spirit of an ancient hero

and fueled by the spiritual

energy of the freshly slain,

ancestral guardians can

unleash a flurry of skilled

attacks few can withstand.

GUARDIAN
@ Construct

Defensive Strike — Once
per turn, when an enemy HALBERD

model advances into and '
ends its movement in this i 5 13
model’s melee range, this

model can immediately
make one normal melee
attack against it.

Soul Guardian — This
model gains one soul token
for each friendly living
Faction warrior model destroyed in its command range by a
continuous effect, an enemy attack, or collateral damage of an
enemy attack. This model can have up to three soul tokens at a
time. During its activation, this model can spend soul tokens to
gain additional attacks or to boost attack or damage rolls at one
token per attack or boost.

GUARDIAN
SPD STR MAT RAT DEF ARM CMD

4 8 8 3 10 18 10

DAMAGE

FIELD ALLOWANCE
POINT COST
MEDIUM BASE

Spirit Driven — At the beginning of this model’s activation, it
can spend one soul token to gain +2” movement this activation.

Steady — This model cannot be knocked down.

HALBERD
@ Magical Weapon

@ Reach

Each guardian is a unique creation animated by the singular
spirit of a fallen ancestor. Though they are expensive to
create, Vinter Raelthorne chose to deploy them with the
invading army—a decision that has engendered increased
resolve and loyalty among the skorne. The guardians’
presence is a sign of ancestral high favor that blesses any

expedition they accompany.

In addition to the central sacral stone affixed to a guardian's
head, numerous obsidian stones decorate its torso and
limbs, attracting and crystallizing the essence of any
skorne who dies within their proximity. Spirits
collected in this fashion gain honor in death and
become revered companions of the exalted. This caste is
below full exaltation, but it gives soldiers the rare chance
to preserve their essence from the void.

Sacral stones are tough and difficult to destroy. When the
guardians carrying them inevitably fall in battle, their
crystallized stones are recovered and returned to the skorne
homeland to honor the houses of the slain.
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wanted to learn Toruk’s strength and gauge the mettle of
his siblings, each inherently too selfish to succeed against
the Dragonfather. Unlike them, he was created from the
purest and most sublime portion of Toruk's athanc, the

perfection of which allowed him to conceal his presence in

a way the others could not. Toruk destroyed many lesser

progeny while the rest fled. In the centuries that followed
Toruk chased them down one by one and ann ihilated them,
reuniting their athancs with his own.

1 WAS NOT CONTENT TO HIDE AND WAIT OUT THE CRASHING STORM,
EVEN THOUGH MY FLAWLESS ATHANC AFFORDED ME SEVERAL
ADVANTAGES OVER MY LESS FLAWLESS SIBLINGS, INONE CAN
DUPLICATE MY SUBTLE POWERS OF CONCEALMENT, NOR MY ABILITY
TO RESTRAIN MY BLIGHT. WHEREAS OTHER DRAGONS BETRAY THEIR
PRESENCE BY INEVITABLY SPOILING THE LANDS AROUND THEM, I CAN
CONSCIOUSLY CHOOSE HOW MY BLIGHT MANIFESTS, My SIBLINGS—
L AZY BEASTS CONTENT TO SLAY BY CLAY AND FANG AND BREATH—
HAVE NEVER TAKEN THE TIME OR EFFORT 10 ATTEMFT TO UNDERSTAND
THEIR OWN POWER, BUT | LEARNED TO EXTEND MY CONSCIOUSNESS
INTO THE WORLD TO SEE WITHOUT EYES AND HEAR WITHOUT EARS.
I cAN PENETRATE THE DREAMS OF MAN, AND IN THOSE VULNERABLE

HOURS WHEN THE MIND LIES OPEN TO STRANGE VISIONS, MY WOSES
AND THOUGHTS CAN GERMINATE THERE.

Everblight found fertile soil below the lands ot Mo
the first great human kingdom. The lords of that lang
mastered powers unknown to the rest of humanit:
their potent rune magic and necromancy were enigms
could not resist exploring. Meeting through intermes
pawns, he entered into an alliance of convenience wi
lords of Morrdh.

During this time he continued to master his blight, crasase
deeply from Morrdh’s well of knowledge to further

his inner nature, Their immunity to his influence vexes
however, and he sought ways to pierce their shieldins =il

—

His blight finally began to take hold in the schism betwssn
Morrdh and H'!t" cods of man, and after centuries of ce vl

o

into their secrets, he achieved a subtle dominance over T

lords. Unfortunately, his success did not go unnotices
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DWELLING ON THE FIRST, FOR IT WAS ONE OF THE FEW TisE= Do
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EVER FELT A GLIMMER OF THE EMOTION HUMANS CALL FEAR. SSSSS
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so slow
mind had
n a raging tempest
Smeered to the placid waters
B T e

=ason they are
= Everblight’s
s Dee

of his peers, and he
T

to be deprived of his

EmEssons by a single defeat.

& == fought to retain full
he

Be=asingly aware of the Nyss

oS ness, became
e that dwelled near his
p==ne place. These creatures

w= many similarities to the
weams including shared blood
gt a2 similarly feeble god, who
& ozen and dormant among
Se=. Everblight realized he
= d turn his earlier research
=2 lore against these new

if only he could get

Eects
Sem in his grasp. For many
oz decades he focused his
sdivided

stention on examining their

and unsleeping

ssture.and constructing a plan.

%o break from his prison,
Sverblight required a special
wmgruence of events, most
sarticularly the proximity of a

=und weak and open enough

== allow him to make contact

Zespite the wards on his prison.
0

't bothers me not that the ogrun
once was met the dragon’s
needs, as my life previous to this
was bereft of meaning. Then,
was like a beast compared to ]
what | have become. o e

& 5ot |.'
B adndll

IT WAS A TRIVIAL ENOUGH EFFORT

FOR ME TO SEND WHISPERS TO THE QOGRUN THAGROSH UPON THE
WIND, COMPELLING HIM TO CLIMB THE PEAKS AND UNEARTH THE
VESSEL THAT CONTAINED MY ESSENCE. I HAD HIM BREAK THE WARDS
4ND SHATTER THE SEALS, FREEING MYSELF AT LAST! Stiit, 1 cHOSE
NOT TO REFORM MY OWN FLESH. I WOULD NOT YET WALK AGAIN AS
5 DRAGON, REGARDLESS OF HOW ANXIOUS | WAS TO RETURN TO MY
FORMER GLORY.

I FORCED HIS HAND TO SEIZE THE ATHANC AND DRIVE IT INTO HIS
CHEST SO THAT OUR CONNECTION CEMENTED AND BECAME TANGIBLE.
[ SENT MY THOUGHTS BLAZING NEW PATHS THROUGH THE SHAPELESS
CLAY OF THE OGRUN'S MIND, CREATING A NEW THAGROSH TO
REPLACE THE OLD, ONE BETTER SUITED TO MY NEEDS. MY POWER
FLOODED HIS TISSUES AND TRANSFORMED THEM INTO SOMETHING
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BETTER. YET I KNEW HIS INFERIOR SHELL COULD NOT CONTAIN THE
ENTIRETY OF ME FOR LONG. MY ESSENCE ELEVATED HIM BUT WAS LIKE
A REFINED POISON THAT HIS WEAK AND MORTAL TISSUES COULD NOT
ENDURE AT LENGTH. I KNEw | MUST ACT QUICKLY AND 50 REVEALED
MY PLANS TO THIS CREATURE TO wHOM [ wAS NEWLY JOINED, WHO
WAS NOW MY PROPHET. I TASKED HIM WITH ENSURING MY WILL BE
BROUGHT FORTH UPON THE WORLD.,

I walked down from the mountain as the avatar of the
dragon-god. To my eves, the path ahead was as distinct as
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a trail of greasy smoke. Everblight’s words and memories
guided me to recover the greatest of the ancient weapons
made for our champion in the time of Morrdh, the blade
Rapture. Millennia earlier, Everblight had commanded this
dire blade to be forged by the rune masters of Morrdh as a
potential weapon against his siblings and the Dragonfather,
but it had vanished in the fall of Morrdh and had found
its way to a forgotten tomb in the Nyschatha Mountains.
Because Everblight's blood had saturated its metal, he
retained a connection to it. When the Tosans had hauled
Everblight's athanc north, they passed near enough to
~this tomb to alert my master to the weapon’s presence.
Everblight's plans required the application of this blade, so
[ became the first to bear Rapture in two thousand years.

A chosen few would receive shards of the athanc. With
Rapture, Everblight can divide his essence without spawning
new dragons. This power is unique to him, a product of his
centuries of effort spent mastering his nature and he keeps its
existence hidden from his enemies. Not even Toruk knows of
-it. So, too, blood that flows across any of my master’s athanc
shards can generate blighted creatures that fight and feast at
our urging, growing to mirror the might his body possessed
before its destruction. Each shard of the athanc further
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imbues the ability to command blight-magic and shape s
energies into potent and destructive sorcery.

the loss of Everblight's body had gravely reduces =
strength even as it opened other possibilities. He knew &
least one sibling lurked in the vicinity of those nortwes

As a mortal, I was still too weak despite' these gifts =

mountains, and if that creature sensed us before our powes
had sufficiently coalesced, we would be easy prey. This s

undergoing such a lengthy transformation would ha

one reason he did not reform in full glory as a drasn
him exposed and vulnerable. First we had to gain all !

Ty -
= ==

converts among the Nyss.

A tremendous gift arrived when the sorceress Vay! Saiis
joined us of her free will. She was just the sort Evessiig
had hoped to find: already consumed by an unquencsaSis
thirst for power and the desire to attain immoria = B8
mastering sorcery. She had already reached the Tl S
where she could bring herself—but she knew Esvesi
could take her much further. She boasted consiSessmis
familiarity with the strength and disposition of the s

tribes of her people, knowledge that I lacked.
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"Fhe Prophet has bégun enacting the dragon’s schemes, descending upon the
Nyss to shatter their old life and awaken their destiny as Everblight’s
chosen. He has created new servants for his master by embedding
shardb uf Everbhght s athanc within warlocks who extend
i éguﬁ .'.?I,I‘l?;’ﬂ:l into the world. Able to wield the
;_ 3 hted_ maglc, 'lha;gmbh is a tcrmr

----------
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HARRIER

LEGION LESSER WARBEAST
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They are a plague made flesh striking indiscriminately from the skies.

HARRIER
@ Eyeless Sight

Blood Creation — This
model never attacks
friendly Faction warlocks
and cannot choose them as
its frenzy target.

Flight — This model can
advance through terrain
and obstacles without
penalty and can advance
through obstructions

and other models if it has
enough movement to move
completely past them. This
model ignores intervening
models when declaring its
charge target.

Lesser Warbeast — This model
cannot make power attacks.

TR &
LR T L

LTTLLTTED |

@ SPD STR MAT RAT DEF ARM [CMD B
L7 6 3 14 12 B
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4 10
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FURY

THRESHOLD
WFIELD ALLOWANCE
. POINT COST
MSMALL BASE

mE RS EEIREE FER LT PTTEEIT T T P P e e e y p T TR BT 71

Soulless - This model does
not generate a soul token
when it is destroyed.

Sprint — At the end of this

model’s activation, if it
destroyed one or more enemy models with melee attacks this
activation it can make a full advance.

A horror from earlier eras, the harrier has been called
from the depths of the dragon's blood to serve the Legion
of Everblight. Though they bear a passing resemblance to
the endlessly ravenous shredders, harriers are not atflicted
with overpowering hunger after they grow to full size,
Ranging far ahead of the dragon-god's blighted army, they
* terrorize the skies and fall upon their victims with the switt
pain of terror given form. Their speed and maneuverability
are prized attributes, giving the harriers the ability to probe
enemy defenses before tearing through their flanks.

—Lord Tyrant Hexerss

.|_.|-|'-

ANIMUS COST RNG AOE POW UP OFF
TRUE STRIKE 1 SELF - - NO NO

The next melee attack made by this model this activation hits
automatically, then True Strike expires. A model can be atfected
by True Strike only once per turn.

Like all dragonspawn, harriers have no true soul despite
their bestial These unnatural creatures
only mimic life and lack their own internal motivation
their sole purpose is to serve at the whim of Everblighs <
warlocks. They are endlessly patient and dedicated bevons
any natural living thing, able to sustain themselves fos
protracted periods in the air without fatigue if need be.

intelligence.

Harriers can strike with tremendous accuracy desps
their lack of sight. Their senses are keener than eves
those of the shredders; they can home in on the liviss
from great distances as though guided by some dasi
unseen hand. In ancient times Everblight used them =
scout distant positions and to find sites suitable for =%
lairs; now they are simply another potent weapon =

the Legion’s arsenal. The sight of their sickly, wet flass

gleaming in the waning moonlight is often a harbinger &
death for any who behold them.







LEGION LIGHT WARBEAST

That abomination sprung from nowhere to attack our caravan, I could hear the screams as I ran.

Morrow help me, but I do not regret fleeing.

-
-

TERAPH . (®) Advance Deployment

@ Eyeless Sight

b 8. 5..6.33% 16 N
BLIGHT BLAST (% Pathfinder
Blood Creation — This

10 1 3 13
model never attacks
friendly Faction warlocks
and cannot choose them as
its frenzy target.

Dig In (* Action) — This
model gains cover, does not
suffer blast damage, and does
not block LOS, The model
remains dug in untl it moves,
is placed, or is engaged.

The model cannot dig into
s0lid rock or man-made
constructions. This model can
begin the game dug in.

Soulless — This model does
not generate a soul token
when it is destroyed.

BLIGHT BLAST
@ Damage Type: Fire

TAIL STRIKE
@ Reach

TAIL STRIKE

eow ps M
4 12
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THRESHOLD
FIELD ALLOWANCE
POINT COST

A MEDIUM BASE
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While Everblight laired below Morrdh, the teraphim—the
most patient and silent of his creations—guarded his lair.
They burrowed into the earth, where they waited to attack
any intruders who did not bear the blighted essence of their
creator. The dragon used them in his ancient alliance with

. the men of Morrdh by sending them to slay those who had
' been marked for death,
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—Hulgish Erdonovach

COST RNG AOE POW UP OFF
COUNTERBLAST 2 SELF - - NO NO

When an enemy model advances and ends its movement in this

model’s command range, this model can make one normal meles
or ranged attack targeting that model, then Counterblast expires
Counterblast lasts for one round.

A teraph is a serpentine, six-limbed spawn boasting 2
poisonous barbed tail. While lurking in the ground the
creature accumulates a churning mass of sulfurous and
acidic fluids in its gullet that erupts in a geyser of blacs
fire and blighted ash upon exposure to air. It can alse
tear into enemies with its fang-packed maw, reservise
its claws for burrowing and skittering across store
and earth. Its incredibly keen sense of smell allows &
to locate any living creature within a hundred varcs
Even underground it can find enemies by following &
vibrations of their footsteps then explode from the easts
with astonishing speed to ambush them. Everblighs s
warlocks can channel this same blinding quickness =
launch attacks at foes that draw too near.

Teraphim are an essential element of the Legion’s defensss
formations. They are strategically placed like living mies
along known troop routes, where they wait to sow term
and confusion with their earthen eruptions and termoe
incendiary streams.
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SCYTHEA
LEGION HEAVY WARBEAST

It matters little how much blood and suffering is required to craft such a beautiful killer. Its first
feast upon the heart of an enemy army will repay us.

—Vayl Hallyr

) - @ Eyeless Sight SLAUGHTERHOUSE 1 SELF - - NO NO
5 12 6 4 11 18 i1} & Pathfinder This model gains Take Down. Slaughterhouse lasts for one turn
(Models disabled by a melee attack made by a model with Take
b SCYTHE . Blood Creation - This Down cannot make a Tough roll, Models boxed by a melee attacs
. model never attacks made by this model are removed from play.) .

friendly Faction warlocks

SEYTHE ' and cannot choose them as
—eow_ps IR
&I v rs } TACTICAL TIPS

e

S el e ey D

Soulless — This model does
not generate a soul token SLAUGHTERHOUSE — Because a boxed model is removed from play

when it is destroved. before being destroved, it does not generate a soul or corpse token

Before the present age, scytheans last roamed e
Chatn Attacke Bloodiath - labyrinthine tunnels bEJwath rthe now-blasted Iman_: 0
I thie iodel bits the same of Issyrah. When the losans finally became aware of tts
target with both its initial danger in their midst and marched to confront it, it was

ﬂ'{*ﬂfkﬁ “"1&} this weapon, the scytheans that first blocked their way. These terribis
after resolving the attacks :

it can immediately make :
it maleaattia vl this tunnels leading to their master, as none of them requizes

e P gl B T8 L ottt Pl it 2 el e e [ g 0

draconic monsters were supremely deadly in the narrow

{ ' e #8d | weapon against each model
in its LOS that is in this

seem to take a vicious joy in slaughter, a quality =&
weapon's melee range. '

brings grim pleasure to the degenerate Nyss serving =
the dragon’s host.

Everblight takes tre-

mendous pride in his
ability to craft flendish abominations that are more than a
match for any creature born of nature. The scythean is the
most brutal and simplistic of the dragon’s malefic

beasts, long favored as Everblight's guardians g,

and executioners. Purely dedicated to
destroying any who oppose their master’s
“will, scytheans fall upon their prey
with enough fury to tear apart even

the most resilient foes in a savage

orgy of bloodshed.







LEGION UNIT

Let your arrows rain down on them until nothing moves in this village except the blood seeping from

their lifeless bodies.

AL s i 1 Rk =

LEADER & GRUNTS
@) Combined Ranged Attack

B 5, TR R W RS R R PEE PR W B A TR LSRR TR R A TR

LEADER & GRUNTS \
SPD STR MAT RAT DEF ARM CMBD

6. 4. 3.5 13 11 WS Suppressing Fire (Order) —
| This order can be issued
only if two or more models
with ranged weapons
in this unit in formation
are able to forfeit their
actions. Each model in this
unit in tormation must
forfeit its action. Other
than the Standard Bearer,
those models that do are
participants, Place an AOE
completely within 12" of
all participants, with its
center point in LOS of all
participants, ignoring intervening models. The size of the AOE
is based on the number of participants. If there are 24, the AOE
is 3. If there are 5-7, the AOE is 4", If there are 8 or more, the
AQE is 5". When a model enters or ends its activation within the
AQE, it suffers a POW 10 damage roll. Suppressing Fire lasts
for one round or until all participants have been destroyed or
removed from play.

NYSS LONGBOW

@l RNG ROF AOE POW |
121 — 10

. SWORD
p I]W F+5

.

FIELD ALLOWANCE

- LEADER & 5 GRUNTS
SLEADER & 9 GRUNTS
SMALL BASE
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Everblight's corruption has spread with little resistance
among the Nyss, shaping and refining their anatomies to
bring forth a twisted reflection of their inner darkness.
With their purpose given over to the dragon’s will,
they have become eager accomplices in Everblight's
murderous schemes. The most formidable of these,
taken from the Voassyr and Raefyll hunting tribes,

have been transformed into blighted archers.

Blighted archers unleash a hail of deadly arrows to

. wither the enemy’s front ranks before other forces sweep

through the demoralized foes. The sheer number of arrows
- they can release is beyond belief. Long a staple among the
Nyss elves of the frozen north, archery was vital not only
" for use in warfare but also in the gathering of food; survival
hinged on the constant efforts of these rugged hunters.
" Those who were once providers for their people are now
relentless assassins able to murder with chilling precision.
Most elements of their culture and psyche have been
stripped away, leaving only the most brutal and merciless
Nyss qualities. Delighting in slaughter, the archers enjoy
nothing more than ending lives with deadly arrow fire.

—Lylyth Voassyr, Herald of Everblight

TACTICAL TIPS

SurpRressING FIRe (Orper) — Place the template after movement.

Though they are blighted shells of what they once were, the
Nyss have retained pride in their archery and craftsmanshig
each of their recurved composite bows is still customizes
exactly to the strength and height of the archer. They am
made from carved bone or polished wood laminated oves
bone using animal-hide glues. The tendon bowstrings the
use allow for a tremendously strong pull.
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LEGION UNIT

Our enemy mouves invisibly, leaving no trace of their passage save the arrow-strewn corpses

S ers are blighted Nyss scouts sent ahead of the Legion
© spv on troop movements and assassinate sentries and
#her targets of opportunity deep within hostile lands.
Their transformation has reduced them to bitter vassals,
s=manced their killer instinct, and honed their talent for
waving the living. Striders sadistically and gladly kill the
Lwest animals or murder any unarmed innocent crossing
“weir path. They savor the grim satisfaction gained from
“uh death because it is one of the few emotions they are
w1 able to feel. Striders have fallen upon defenseless
+lazes in northern Khador in the dead of night, barging
==o houses to satisfy their implacable need to slay every
2=t man, woman, and child they meet.

—

= blicht brought a special gift to these rangers who
e patrolled the wilds. As it consumed them, their legs
setormed and lengthened. Their bones stretched as if
~'ed on a torturer's rack while their calves snapped in
=2t to be reshaped into new leg joints. The bones of their
et fused and reformed, and their nails hardened into
“aws able to grip the earth. These alterations turned them
= swift hunters able to run at full speed actross solid ice,
~urdle logs, weave through underbrush, and easily leap
scross small streams.

of the dead.
—Krueger the Stormwrath

LE-ADER. & GRU NTS ‘_.WE‘“R.M“';;ﬁ}";tmm““..mnnlru:m-
@ Advance Deployment LEADER & GR

@) Combined Ranged Attack

:}' 6 5 6 15 11 8
(% Pathfinder
(3) Stealth

NYSS LONGBOW
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SWORD

Keeping to the shadows E a m
and trees, striders In- '5 9

;

stinctively approach from | Y NV S
LEADER & 5 GRUNTS 6
SMALL BASE

tleeing the Legion are e

downwind and strike

s T e — e | e I T
'

from blind spots. Enemies

quickly overtaken by these fleet-footed assassins, who
cruelly toy with their prey before granting the mercy of

death. Despite being transformed into ruthless Killing

machines, striders still maintain one vestige of their

former lives: After each slaughter they perform a ritual
in which they dip a single raven’s feather in the blood
of every kill. They wear ever-growing cloaks of these
feathers to remind them of their role in the many deaths
left by the Legion’s passing.




BLIGHTED NYSS SWORDSMEN

LEGION UNIT

The stillness within stillness is false; true stillness is found in motion.
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LEADER & GRUNTS
SPD STR MAT RAT DEF ARM CMD

6 7 7 4 14 13 S84

NYSS CLAYMORE
POW P45

-

LEADER & GRUNTS
@ Fearless

NYSS CLAYMORE
@ Weapon Master

TTFEET iy

For many unsuspecting
the first hint of

approaching doom was

FIELD ALLOWANCE 28
LEADER & 5 GRUNTS 5 |
SLEADER & 9 GRUNTS 8
- SMALL BASE

A EmEmYTE T e ey e

Nyss,

L e e T e P P e e P e = P e M e P
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. a long line of their own
|

people striding toward
them  holding long
claymores pulled from their sheaths. As the villagers
witnessed this unsettling group drawing closer, their sense
of dread only increased, fed by a growing certainty that
something terrible and inherently wrong approached.

[t was not simply the strangely lean forms of the advancing
troops, as if all fat had been trimmed from them, nor even
the barbs poking from their tlesh that was most disturbing.
It was their dead eyes, terrible and empty. The warriors did
not respond to queries or pleas, and as village defenders
realized their peril and drew their own weapons, it was
too late. The blighted swordsmen swept through them like
threshers at harvest. Their keen blades severed heads and
sheared off limbs with brutal and emotionless precision. For
them this act was not one of warfare or the slaughter of their
own people—it was elegant and precisely executed
butchery. The blighted Nyss swordsmen now

turn this skill upon Everblight’s enemies, be they
Khadorans, the hardy trollkin of the northwest, or
survivors of their own Nyss bloodlines.

—Nyss blademaster teaching

Blighted swordsmen retain a close connection to their
swords—the traditionally sacred weapons of the Nyss
This attachment could well be the only remnant of ordinar
emotions they retain. In battle they achieve perfect unios
with these claymores and fight with absolutely no fear o
death. They even disdain armor, preferring to enter battie
bare-chested. Their black eyes show no sign of rage os
cruelty as they conduct their atrocities, only an emptiness

more akin to serene calm.

The swordsmen revere their blades more than they couls
any single life, fastidiously accounting for the weapons &
their fallen compatriots after battle is done. They consides
their treasured claymores to be the very embodimess
of their essence, utterly refusing to abandon these kees
reminders of their past. The only satisfaction they miz=
derive from life, in fact, is knowing their swords will outlas
them. Between battles blighted swordsmen can often &
found staring at their weapons, as if almost recapturing &
faint memory of their former lives.
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BLIGHTED OGRUMN WARMONGERS

LEGION UNIT

They are crude and imperfect but effective. Send them against the enemy first to sow terror
and rend all hope, then follow to slaughter those who flee.

LEADER & GRUNTS

LG LR AT L
LEREa kb alnil

i.jLEADER&GRUNTS
U SPD STR MAT RAT DEF ARM CMD
1.5 9 7 3 12 16 B

WAR ELEA‘JEH
Fuw P +5

Berserk — When this model
destroys one or more
models with a melee attack
during its combat action,
immediately after the attack
is resolved it must make
one additional melee attack
against another model in its
melee range.

WAR CLEAVER
@ Reach

s ™ s e i ™

DAMAGE 8EA
- FIELD ALLOWANCE 3
(MLEADER & 2 GRUNTS 5
LEADER & 4 GRUNTS 8
MEDIUM BASE

o PR 8 g e e R R e g B

The blight has brutalized the ogrun, ravaging their bodies
by deforming and augmenting them at the same time.
Warmongers are blight-bred for slaughter. Their mad
eyes constantly reflect the twisted hallucinations they
endure night and day. Completely incapable of sleeping,
warmongers often chant to themselves in low tones and
stare obsessively at some vision unseen by others, their
faces twisted with anger and seething menace. Only battle
brings them true release. Divorced from any sense of
self-preservation, they can withstand brutal punishment
without feeling any pain. They constantly emit a putrid
odor, as if the lingering stench of death has seeped into their
very being..

-.u.'l-ll- amk i
4 | "R

—Vayl, Disciple of Everbisge
After conquering the Nyss, Everblight turned his attentios
to enslaving and converting the outlying tribes of w
ogrun dwelling in the northern mountains. Having |
born among them, Thagrosh knew the locations of ¢
enclaves and the numbers of their race. The Prophes
so removed from his former nature that he feels neithes
mercy nor malice for those he once claimed as kin
he willingly offered his knowledge to his dragon o
Despite Thagrosh’s cold treachery, the warmongers bos
fear and revere him; their leaders have gone so far 2=
name themselves his apostles.

The Nyss are markedly cool toward the warmongers. The
barely tolerate the brutes and keep themselves :E'P:T*-
segregated, for the ogrun have a nasty habit of murdesag
anything in their path, whether friend or foe. More thas wae
Nyss has lingered too close to these horrible creat
combat only to be brutally hacked to pieces by a bersesiine

warmongetr’s cleaver.







: .J_f_ =

kel _'+-'_'*-'E:"‘-';":". 1%*"‘"[11‘]%4 'E'I’“l“’f} cr L R e N e

d | il 1
e e

— e S 5 1 e ——— e ST — e | e - —'|1-=- T






g
B T !

B Pe {f FARROW BRIGAND

:if MINION UNIT

Once they've dug in, rootin’ "em out ain’t easy. Give ‘em some slop and good ground
- and they're here to stay.

—Alten Ashiey

VERSFEATL Y TY TR FRRE b3 Ty R i d bbb |

W) Minions ~ These models TACTICAL TIP .
LEADER & GRUNTS f will work for Circle, Legion, S
Skorne, and Trollbloods, Hoc WiLp - Yes, affected models can make ranged attacks,
5 6 6 5 12 14 8 , LEADER & GRUNTS advance, and then use Dig In.
PIG IRON i R

. Dig In (*Action) - This
10 1 — 12 | modelgainscover, does not Stonebridge Castle were beset by Protectorate zealots

. suffer blast damage, and does the military left a number of weapon caches exposed for
! CLUB . not block LOS. The model

: lunder. The farrow were onlv too willing to seize these
POW i | remains dug in until it moves, P Y & 1
' : weapons and put them to good use.

is placed, or is engaged.

FIELD ALLOWANCE 28 Ti‘H:" model cannot dig into Bamic sttt with Both ol el
LEADER & 5 GRUNTS 5 | solid rock or man-made

LEADER & 9 GRUNTS 8 constructions. This model can of the Circle Orboros. Farrow religion strongly resembles
SMALL BASE begin the game dug in. the Dhunian faith, and their shamans find much commeor
Prayers — The Leader of this ground. These races often barter for farrow services with

unit can recite one of the needed resources such asblasting powder, food, or protectios
following prayers each turn anytime during its unit's activation.
Each model in this unit gains the benefits listed. As with other species embroiled in these battles, the farros

* Heroic Call - Affected models gain Fearless @ and Tough ® have attracted the attention of Everblight's legion as well 2=
for one round. that of the invading skorne. Both groups have been knows

* Hog Wild - Affected models can make one ranged attack this to enslave the sturdy farrow for use as cannon fodder.
activation before this unit makes its normal movement.
After their normal movement, models in this unit that
make combat actions can only make melee attacks
this activation.

* March - Affected models gain Pathfinder @
for one tum.
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The farrow are stern half-man, half-

pig creatures found throughout the

wilds of eastern Cygnar, southern Llael,

and the fringes of the Marches. Civilized
communities loathe them and often spread

unkind rumors of their piggish habits and
inscrutable origins. This animosity has been
exacerbated by the fact that farrow often prey

upon and scavenge from remote villages, lumber
camps, and traveling merchants. The people of the = =
Midlunds despise them as freakish menaces to =
farmers and trade caravans alike, -

In the recesses of the wilderness other groups

are eager to employ these fierce and hardy '_21:1'5?
soldiers. Noted for their thick hides and boar- g
like tenacity, farrow are as difficult to bring

down as the wild animals they resemble.
Those armed with pillaged rifles are the equal
of many front-line soldiers.

Several large farrow tribes came down from
the Dragonspine Peaks to profit from the chaos
in northern Cygnar during the recent Second
Thornwood War. When both Fisherbrook and
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SWAMP GOBBER BELLOWS CREW

MINION UNIT

 don't care what that cloud smells like—it’ll hide us from those archers, and we're going in,

_TACTICAL TIPS

LasourLAGE - If a model ignores concealment or cover, it also
wmores concealment or cover’s Camouflage bonus.

swamp gobbers are a clever and hardy race of diminutive
sumanoids found in many bogs and marshes, but they
o= particularly numerous in the eastern Thornwood and
== Widower’s Wood outside Corvis. Their crowning
scuevement is a unique mixture of brewed liquids that
sembines with astonishing rapidity to produce a dense
= They have been able to turn this innovation into an

conomic resource by inventing an ingenious contraption

Sat spreads the fog across a large area, making it difficult
 see anything more than a few feet away.

~2lf as tall as humans, gobbers possess chameleon-like
siin that can change color to help them blend into their
surroundings. Most gobbers are quite intelligent and have
2 natural knack for invention and alchemy, but some of the
—ore isolated groups lack the sophistication of their more

rbane peers. Swamp gobbers fall into this second category,
“wough they do speak a variety of languages they use to
sarter trade for their villages.

fe=cent warfare has encouraged swamp gobbers to seek
scvantages for themselves. A number of these enterprising

—Greygore Boomhowler
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FEBIR R
SPD STR MAT RAT DEF ARM CMD

6 3 3 3 15 11 SE8

Minions — These models
will work for Circle, Legion,
Skorne, and Trollbloods,

LEADER & GRUNT

Camouflage - This model
gains an additional +2
DEF when benefiting from
concealment or cover.

R

'HAND WEAPON
POW P+S

FIELD ALLOWANCE
Cloud Cover (Order) - LEADER & 1 GRUNT

Models who received this SMALL RASE

order must forfeit their A b o L AR VL LA LLLLEANAR G AL 1
actions. Atter this unit’s

normal movement, place a 3" AOE cloud effect in play with its
center point within 1" of the Leader. If the Grunt is B2B with the
Leader, place a 5" AOE instead. This AOE remains in play for

one round,

e i e ol

folk have offered their services in return for food or weapons
to be sent back to their families. Their prices are reasonable,
and both the trollkin and druids have occasionally enlisted
their particular expertise in concealment. This intrepid

philosophy has put the swamp gobbers in harm's way like

never before, and some of their tribes have been captured
by the skorne or forced to serve the Legion. The bellows
crew prefers not to fight if they can avoid it, their primary
purpose instead being to use their fog to protect their allies
against volleys of arrows, bullets, or skorne reiver needles.
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fé!' MERCENARY MINION CHARACTER SOLO

Twelve feet high at the shoulder and a mouth full of fangs? Hell, that'll look great mounted on a wall

Mercenary — This
model will work for

Cygnar, Khador, and the
Protectorate,

ALTEN ASHLEY
SPD 5TR MAT RAT DEF ARM CMD

6. 6 6 8 14 14 £S5

BUCKING JENNY
RNG ROF AOE POW
14 1 - 12

. SWORD
' 3 9

FIELD ALLOWANCE
POINT COST
SMALL BASE

Minion = This model
will work tor Circle and
Trollbloods.

ALTEN ASHLEY
@ Advance Deployment

@ Pathfinder

Camouflage — This model
gains an additional +2
DEF when benefiting from
concealment or cover.

- PR R S T e SR DR e e R
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Monster Hunter - When
this model hits a warbeast with an attack, the warbeast suffers
db pnints of da_mage to a branch of your choice,

Swift Hunter - When this model destroys an enemy model
with a normal ranged attack, immediately after the attack is
resolved it can advance up to 2.

Some men are just rugged through and through: mean as
a gorax, born with an eagle’s eye, and possessed of such
irrepressible gumption they become legends in their own

time—or at least in their own minds. Alten Ashley is such

‘a man. Unlike some braggarts, though, he lives up to his

reputation as an exceptional hunter of the great beasts that
stalk the wilds of western Immoren. Most men feel fear at
the emergence of previously hidden enemies and the onset
of war, but not Alten Ashley. For him these conflicts hold
the thrilling promise of both gold and danger.

Ashley'sjealous detractors dismiss him as a money-grubbing
mercenary, but wealth is the least of his motivators. Though
he appreciates a healthy purse—and his vast skill certainly
commands a fair fee—the thrill of taking down Caen’s most
dangerous creaturesis what truly drives him. Alten gleefully
embraces the peculiar madness that demands some men
seek danger instead of turning from it. Neither the reward
nor the kill matters to him as much as the excitement of the
hunt and the gathering of esoteric monster lore.

Ashley does not speak of a homeland, but his accent marks
his roots as being somewhere on the western coast of
Cygnar. For sport or hire he has traveled more than most;
he has tales of tracking one of Blighterghast’s dragonspawn
deep in the Wyrmwall Mountains, narrowly escaping a
rampaging dire troll in the Gnarls, and hunting the largest
frost drake ever recorded in the frozen wastes of Khador.
Deciding the cold did not suit him, he swung through the

—Alten Ashimg

TACTICAL TIPS

CamourLace - If a model ignores concealment or cover, it also
ignores concealment or cover’s Camouflage bonus.

Monster Huntir = Apply this damage before the damage roll.

Thornwood Forest killing warpwolves before making =
way to the fringes of the Bloodstone Marches. The omn
place he is seen with any regularity is the Sanity’s Bastums
saloon in the dusty no-man’s-land of a town called Ternem
Crag, some fifty miles east of Cygnar.

With a reputation for being so boisterous as to &=
considered obnoxious, Alten has earned few true friesss
He is nevertheless respected by both Kossite woodsmes
and Morridane scouts. Even the Widowmakers grudgines
acknowledge Ashley’s shooting skill, despite his lack &
formal training,

The hunter’s truly monstrous rifle, named Bucking Jessn
has a thick, large-bored barrel designed to blast opes S
thickest hides. The weapon can punch a hole throsss &
man as if he weren’t there, and its bipod allows Alses
aim more accurately while hiding prone in the unders=aiii
Though Ashley relies heavily on this oversized gun %= &
proficient enough with a sword to hold his own whes &
target closes to tear him apart.

Ashley will be the first to insist it is not his weapons S8
make him deadly but rather his experience and knowlesas
The monster hunter has already fought more danges
creatures than a Nyss ranger might face in a centan
knows their habits, their strengths, and their weak poss
exactly where to shoot in order to deflate a dire &
lung, for example. Not many living creatures can ==

a few rounds from Alten’s rifle, and he’s just as capa=is Wl
slipping a blade between a beast’s ribs to tickle =
Spurning the easy life, Ashley seeks out one damsess
challenge after another. Somehow he always manass |
escape unscathed and with more experience, more coum
more stories.
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' TTE { HUNTER

MINION CHARACTER SOLO

The totem hunter stalks the land hunting man and beast as if they were one and the same.

Minion — This model will
work for Circle, Legion,
Skorne, and Trollbloods.

TOTEM HUNTER
| @ Fearless
14 | @ Pathfinder

g PIKED BUCKLER @ Stealth

b TOTEM HUNTER
4 14 15 9

PDW P+5S .
11 . Hunter - This model

ignores forests,
concealment, and cover
when determining LOS or
making a ranged attack.

DAMAGE

FIELD ALLOWANCE
POINT COST
MEDIUM BASE Jump - After using its

mmms——— [0rmal movement to make
a full advance but before
performing an action, you can place this model anywhere
completely within 5" of its current location. Any effects that
prevent it from charging also prevent it from using Jump.

i
E
|
B L

Prey — After deployment but before the first player's turn, choose
an enemy model/ unit to be this model/unit’s prey. This model
gains +2 to attack and damage rolls against its prey. When

this model begins its activation within 10" of its prey, it gains

+2" movement that activation. When the prey is destroyed or
removed from play, choose another model / unit to be the prey.

Sprint — At the end of this model’s activation, if it destroyed one
or more enemy models with melee attacks this activation it can
make a full advance.

Immorenis but one of Caen’s continents. The world is largely
unexplored by its isolated inhabitants and contains horrors
many of its denizens can barely fathom. Originating across
the ocean, one of these frightening species is represented
by a being known as the totem hunter. Very little is known
about this creature’s culture, beliefs, or native language,
but its motive is clear: it lives to hunt. The totem hunter
values its kills above all else and retains grisly totems from
its most formidable adversaries. Its hunts are accompanied
by sacred rituals through which the hunter hopes to capture
a portion of each kill’s essence.

Strengthened by its totemic trophies, the hunter seeks
increasingly refined levels of lethal perfection. It is rarely
seen by its victims except in the moment before death. With
a hideous cry that can shatter glass and paralyze men in
terror, it leaps from nowhere to impale its chosen target
upon a wickedly barbed spear. This hunter has been drawn
to the battles of western Immoren like a carrion crow to a
charnel feast. Able to cloak itself in shadow and vanish into

—Professor Viktor Pendrass

TACTICAL TIPS

Prey - Modifiers to movement apply only to a model’s normal
movement.

the darkness, the totem hunter leaves no trace of its passazs
other than whatever remains of its hapless targets.

This is a fortuitous time to seek trophies, for the rise &
Everblight and the invasion of the skorne have brouss
more powerful and singular prizes for the totem hunter &
harvest. Its complete lack of any other agenda means =
willing to join battle on any side: those who profit froms &=
presence in one engagement might well find themselves &
its mercy in the next.

The totem hunter makes itself known to a chosen bat

i T
S i o ©

commander shortly before an engagement, choosme

those it considers worthy by its own inscrutable crsem
After drawing the eye of a warlock, it makes an enigmats
gesture—perhaps some form of salute—and vanishes
motion indicates the totem hunter will spare the soits
of its chosen leader. In the ensuing fight it preys upos &

of the enemy’s

_'-—

dangerous beasts or formidable combesams

that draw its attention. It slips away after the battle w

seeking any payment or recompense beyond the totems &
gathered in the course of its bloody work.

The totem hunter has honed its skills with
determination and bears many weapons of power & G
leap tremendous distances and meld seamlessly into s
Indeed, any attempt to track the totem hunter after Sass

engage in more extensive interaction ends with e
failure. Whatever its purpose in Immoren, there 2= =
creatures as graceful, deadly, or utterly terrifving
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MADRAK IRONHIDE GRISSEL BLOODSONG HOARLUK DOOMSHAPER
Warlock | Warlock Warlock

TROLL IMPALER wod T 5 j FELL CALLER HERO
Light Warbeast L B L Solo

TROLL AXER DIRE TROLL MAULER EXTREME PYRE TROLL
Light Warheast Heavy Warheast Light Warbeast
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DIRE TROLL MAULER
Heavy Warheast

DIRE TROLL BLITZER DIRE TROLL BOMBER
Heavy Warbeast o Heavy Warbeast
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KRIEL WARRIORS
Unit
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PYG BUSHWHACKERS
Unit
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SCATTERGUNNERS
Unit
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TROLLKIN CHAMPIONS
Unit
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KRIELSTONE BEARER & STONE SCRIBES
Unit
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KAYA THE KRUEGER THE BALDUR THE
WILDBORNE STORMWRATH STONECLEAVER
Warlock Warlock . Warlock
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FERAL WARPWOLF GORAX
Heavy Warbeast Light Warbeast
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THARN BLOODTRACKERS
Unit
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WOLVES OF ORBOROS
Unit

SHIFTING STONES -- 4 LORD OF THE FEAST
Unit g ' v i Solo
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ARGUS WARPWOLF STALKER
Light Warbeast Heavy Warheast
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DRUIDS OF ORBOROS
Unit
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THARN RAVAGERS
Unit
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WOLDWATCHER
Light Warbeast
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WOLDWARDEN FERAL WARPWOLF EXTREME
Heavy Warheast y Heavy Warbeast
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ARCHDOMINA MAKEDA LORD TYRANT HEXERIS
Warlock Warlock
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MASTER TORMENTOR MORGHOUL
Warlock
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TITAN CANNONEER CYCLOPS SAVAGE
Heavy Warheast Light Warbeast
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PRAETORIAN SWORDSMEN
Unit

CATAPHRACT ARCUARII
Unit

BASILISK DRAKE BASILISK KREA ANCESTRAL GUARDIAN
Light Warbeast Light Warbeast Solo
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CATAPHRACT CETRATI
Unit
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PAINGIVER BEAST HANDLERS
Unit

)

VENATOR REIVERS
Unit
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TITAN GLADIATOR TITAN SENTRY
Heavy Warbeast Heavy Warbheast
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LYLYTH, HERALD OF EVERBLIGHT THAGROSH, PROPHET OF EVERBLIGHT
Warlock Warlock

VAYL, DISCIPLE OF EVERBLIGHT FORSAKEN
Warlock Solo
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BLIGHTED SWORDSMEN
Unit
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WARMONGERS
Unit

SERAPH
Heavy Warheast
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TERAPH CARNIVEAN
Light Warbeast . Heavy Warbeast
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STRIDERS
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BLIGHTED ARCHERS
Unit
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SHREDDER HARRIER
Lesser Warbheast Lesser Warheast

SPAWNING VESSEL
Unit
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ALTEN ASHLEY SWAMP GOBBER BELLOWS CREW TOTEM HUNTER
Solo Unit Solo
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FARROW BRIGANDS
Unit
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HOBBY AND PAINTING GUIDE

PREPARING MODELS AND TERRAIN FOR PLAY

—_

= zoal on the battlefield is to crush your enemy, and doing
© with a painted army gives you both a banner of pride to
==y and a way to inspire fear in your opponent. Fielding
= well-painted army shows you mean business. This guide
Wi ntroduce the simplest and fastest way to paint your
semiatures to a level that will make you proud. We will
se=cribe tools and techniques you can use from the moment
o open the model package through the stages of painting
s on to decorating the base for the finished piece. This
sude will teach vou how to get vour army painted and onto
S feld in a way that is as satisfying as it is quick and easy.

Femting miniatures is very rewarding, from the day you

. st into years later, Like many skills, the more you do it the

Setter and faster you will become, The time you spend doing
= or “brush time,” will be your greatest teacher. With a little
sdance and brush time, before long you will knocking out

modiels left and right—just like on the field.

re are a couple of points to keep in mind when working.
“ir=t some of these models are huge! When painting a big
§ =achine, just think of it in smaller parts. Isolate the areas
== yvou paint, dividing and conquering, and it's the same
» = painting a smaller model. Second, the fine details are
Smportant; make them work to your advantage. Soon you

B

will know the tricks to painting these details fast while

s==ping them looking good.

L&t s get started! Formula P3 Paints

Formula P3 Super Glue

FINE STUDIO BRUSH  PIP 93088

WORK STUDIO BRUSH PIP 93087

BASE HOBBY BRUSH PIP 93009

Formula P3 Paint Brushes

- "—"'rn.rl-i [ 11
K

WORTH A THOUSAND WORDS ..‘

To learn more about painting and using tools and to pick up a multitude of

tricks and techniques, check out the Formula P3 hobby DVD Modeling & &

Painting, Vol. 1: Core Techniques. 1t provides a solid visual databank of "" A siired
useful information for both new and experienced hobbyists. {_\@ RE




PREPPING YOUR MODEL

Using the right tools will make it much easier to achieve
your goal. Take a moment to look over the list of tools and
supplies and the picture of the tool and supply layout on the

":’Th‘.':-t.&r' S T m |_': -_II: -
. dy

LT :‘HI'*-"" Tig=

facing page. The majority of these tools made by Privateer

iy

Press you can get at your local hobby store; the others you
can find at any general store if you don't already have them.

Start with your work area. Besides a table and chair, you

- “will need a good light source; a swing-arm lamp that
clamps onto the side of your table will work fine. Also
have a self-healing mat or a piece of masonite available to
protect the table surface when you are cutting.

‘When you first open your box set or blister pack, take some
time to get to know your miniature. Locate all the parts

. and determine what they are and what they will be doing
" in the final model. It may help to dry fit them, which is
- holding each piece in place as you expect it will appear in

F‘-f;-.'-the final assembly. Using files, a hobby knife, and clippers,

" begin to clean the miniature. Carefully remove the mold

‘line with a file and the hobby knife. This is the fine line
wrapping around the miniature that is created when the
“two halves of the mold come together when the miniature
is.cast. Clean off any slivers and small chunks of metal
#with the clippers, a little at a time. When you're confident

ol 1

the model is clean, fix the parts together using super glue,

E»
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then glue the model to its base. Don’t use too much, and

ar
L

: dnn t glue your fingers together!

After the miniature is cleaned and assembled, it's time to
pnme it for painting. This step may not seem as exciting
~asapplying color, but it's necessary: the primer provides a

= |

'_ surface coat for the acrylic Formula P3 paint to adhere to.
Thl‘- is a simple process; just secure the model to the outside
.qf a box with masking tape and go outside or to a well-
: #ventilated area to spray it with primer. Be sure to follow the
¢ directions on the primer can. Spray from several angles so
that the primer covers the entire model, but be sure to spray

REEs e ‘E“*‘m"«n-—ﬂ

Tightly so that the model details are preserved. You have the
hoice of black or white primer. In general, if the miniature
it‘lg-cring to be dark overall with a lot metal, it’s best to prime
it in black. If the miniature is going to be painted in brighter
colors, prime it in white.

Allow the primer to dry for a couple of hours. You can
. “speed this up a bit with a hair dryer if you want to, but be
1 - careful when doing this with plastic models so that they do
ff:-'_:q';_ﬂﬂt bend or warp. When the primer is dry, it’s time to paint.
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2. Using a hobby knife to scrape mold lines off the cape.

3. Filing mold lines off the cape.

. i
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4. Gluing the figure together.

5. Priming the model (black) that is mounted on the bax




THE TOOLS FOR PAINTING

== most important tools you need before beginning to
s = are the brushes. A couple of brushes in different sizes
w = work just fine at first; you can add to your collection as
o paint more and more models and want more specialized
Sea=hes. Privateer Press makes a range of Formula P3
& 5 hes that will cover all your needs. In addition, you
“se=d two pots of water. Use one for cleaning your bushes
soa another for thinning your paints—be sure to keep this
waer clean! Lastly, you need paper towels for general use
@ some type of palette to mix your paints on; this can be
» sheet of plastic card, a piece of porcelain, or some glossy

BASIC PAINTING ORDER AND TRICKS

Now that you have all the tools you need to get started,
%5 talk a bit about the way and order in which to paint.
To make the paints easier to work with, try thinning them
mest a touch on the palette; 8 parts paint to 1 part water
% enough. This will allow them to brush on significantly
smoother and cleaner. You will need to apply a couple
o¢ coats to completely cover a surface—this is entirely
satural—but with slightly thinned paint the end result
will be even, not chunky.

= large part of painting a miniature is defining the shadows
and highlights. You are also giving it color, of course, but
ihe real impact comes from representing the way light hits
== surfaces. This gives the eye information not only about
~ #he shape of the model but also about the material of the
surface: whether it is flesh or metal, smooth or textured,
solished or dull. In a sense, you are exaggerating what you
would see in real life. This will make the miniature look
downright cool on a table, simple as that.

The steps for model painting are pretty straightforward:

* First you will lay down the basecoat. This takes the
most time and is a very important stage.

* Next vou will apply any washes and shading you
warm.

» After this, vou will highlight the miniature.
» Lastly, you will give it the final touches and details,

When laying down the basecoat start with the area that will
be the messiest and then move on to the areas that will be
gasier, considering the shape, size, and location of each.
How difficult will it be to paint without messing up other
areas? With a little brush time, you will be able to make this
assessment almost automatically.

TOOLS OF THE TRADE |
_ _5

WORK AREA '

Chair * Light source * Table

$

i b

ASSEMBLY TOOLS

Cutting mat * Masking tape
Formula P3 Clippers
Formula P3 File Set

Formula P3 Hobby Knife and blades
Formula P3 Spray Primer
Formula P3 Super Glue

o e e e e i

PAINTING TOOLS

Formula P3 Brushes
Palette * Paper towels
Water cups

BASING TOOLS

Flock or static grass
Hobby sand * White glue

Each faction has its own identifying colors; you can see
them in the artwork throughout this book as well as on the
painted miniatures in the gallery. This will give you an idea
of what colors you will want. The sections on painting each
faction include lists of the paints used. And you can always
decide on a palette of colors that's all your own!
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HOBBY & PAINTING GUIDE

PAINTING TUTORIAL

This guide will take you step-by-step through great ways
to guickly and effectively paint the most common materials
represented on HORDES miniatures. There are many
different techniques for painting miniatures. Some are fast
and effective, which will get you through painting quickly
S0 you can play games with completed minis sooner. Other

BASECOAT

Starting with a black
undercoat, basecoat the
armor Radiant Platinum,
the gown Frostbite, the
skin Morrow  White,
the feathers Coal Black
mixed with a little
Menoth White Highlight,
~and the orb Cygnar Blue
Highlicht mixed with

~. Morrow White.

i
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_ WASHING & FIRST

"HIGHLIGHTS

Wash both thearmorand
:':f&étl'lt:-;'s with a mix of 3
parts Armor Wash and

-1 part mixing medium.

‘Jéu'_'_sWaﬁh the skin with a

mix of Underbelly Blue

w(Keep this mix;

you

- will need it later) Add

= -
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White

to the orb base color

“and highlight using the

layering technique. Use a mix of Frostbite and Morrow
White to highlight the gown in the same way.

Morrow

SHADING & SECOND
HIGHLIGHTS

Drybrush Coal Black
on the feathers; add
Exile Blue to the skin
wash mix and apply

~this wash for a deeper

shadow. Layer highlight

_hthE armor with Quick
& Silver and the gown with

L

" adding Morrow White

White. Keep

‘to the mix for layer

highlighting the orb.

techniques may win you awards for artistry but requss
practice and experience. Whichever path you choese z
painted mini looks better and plays harder than one =%
bare metal or plastic—no matter the level of painting s&8
The techniques described here are tried and true, fass aaf
easy to learn, and the results look great on any battiesais
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FINAL TOUCHES "
Iﬁ‘ﬁ?lﬁ{‘y Ll L
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Drybrush a mix of i :
Coal Black and Menoth *I.E'J::. -
White Highlight eI,
the feathers. Layer a
mix of Exile Blue and
Underbelly Blue to the
deepest areas of the
Apply Thamar
Black to the fingernails,

on

skin.

a highlight layer of Coal
Black to the robe, and
a final highlight layer
of the orb
more Morrow White to the orb. Paint her eves Mo
White and allow them to dry. Add a small dot of Thas
Black to define each of her pupils, then add a thin lepes
Murderous Magenta around the evyes.

mix with

FINISHED

Ready for  battle!
The entire fast and
took
just a couple of hours.

simple process

Nothing fancy—just a
basecoat, a wash on the
metals and feathers,
some layering, and a
couple of highlights—
but she's looking great.

Notice how her base is
finished. See “Basing
Your Model” on p. 234 for how to do this.
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TROLL SKIN (LAYERING)

@ Trollblood Base @ Thornwood Green

1) Apply an opaque basecoat of Trollblood Base. You might
need to give the area a couple of coats to get the solid,
Dpaque finish required.

2} Mix equal portions of Trollblood Base, Thornwood Green,
~ and mixing medium for the shading color, then add a tiny
~ bit of water to thin the mixture. Paint this into the crevasses
an__d shadowed areas to create depth.

FUR (WASHING & DRYBRUSHING)

Trollblood Highlight

3) For the initial highlighting, mix equal parts Trolibloas =
Base and Trollblood Highlight and paint this onto the rases
areas. Be sure to leave a line of the basecoat showins &
create the transition of color.

4) For the final highlight, add more Trollblood Highticse
to the mixture and paint this on the uppermost areas S

receive light. Looks good, and it was quick.

| Trollblood Highlight @ Armor Wash

?I-ﬁ?ﬁ m“#whﬂ'ﬂhﬁw-‘:ﬂnﬁﬂr_ﬁ‘ﬁ - T B He Ly T T T e

S e,
%

1} Basecoat the area with Trollblood Base.

&
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2). For the shading, make a wash using 2 parts Matte

40

Medium, 1 part Armor Wash, and a 1 part water. Start with

a color a little lighter than what yvou want in the end, as it

“will darken a bit in the process. Liberally apply this all over
7

ﬁﬂ‘ the fur. Let dry and you have instant shading.

HF*?E'E’E-: bk

METAL (WASHING)

Menoth White Highlight

3) After the wash dries, drybrush Trollblood Highlizs w
as the first highlight.

4) Drybrush Menoth White Highlight on the :.ir':‘?':mﬂ
areas for the final highlight.

) ColdSteel @ ArmorWash () Quick Silver

)Basecﬂat the area with Cold Steel.
.=: ik

2} Make a wash using 3 parts Armor Wash, 1 part mixing
| mg_dmm, and 1 part water and apply this to the basecoated
area for the shading.

L}
1 L] I
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3) For the final highlight, paint a layer of Quick S
the uppermost areas that receive light. Can it get ans sl
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STONE (DRYBRUSHING)
# BastionGrey () Trollblood Highlight (

1) Begin highlighting by drybrushing Bastion

rev over a black basecoat. Go over the mini
multiple times to get the desired effect.

2) Moving higher in value, drybrush Trollblood
Highlight onto the mini. It is important to
=ave some of the darker color showing to
create a three-dimensional effect.

3) Drybrush Menoth White Highlight for the
snal highlights. Here, we apply the paint
only to the raised edges.

) Menoth White Highlight

WOOD AND CORDAGE (WASHING & LAYERING)

Menoth White Base
Hammertall Khaki

¥ Gun Corps Brown ()
# Umbral Umber ;

|
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1) In this example we will use the same color wash to
shade multiple basecoat colors. Basecoat the wood Gun
Corps Brown, the wood's core Menoth White Base, and the
cordage Rucksack Tan,

2) Make a wash by mixing 3 parts Flesh Wash, 1 part Armor
Wash, 1 part Umbral Umber, and 3 parts mixing medium,

BLACK (LAYERING)

) Rucksack Tan

@ Flesh Wash . Armor Wash

Add a tiny bit of water to help the mixture flow, and apply
this wash over all the base colors.

3) After the wash dries, laver the highlights by using
Hammerfall Khaki mixed with a little Gun Corps Brown for
the wood, Menoth White Base for the wood core, and Menoth
White Base mixed with Rucksack Tan tor the cordage.

'® ThamarBlack @ Coal Black

1 If you use grey to highlight black, the
Black can turn out looking grey. The solution
nere is to use Coal Black to highlight over
Thamar Black and keep the highlights tight
and close to the edge, leaving at least half of
cach surface Thamar Black. Layer a thin line
of Coal Black on the lighted edge of the area.

21 Add a little Menoth White Base to Coal Black
and layer on a thinner line for the highlight.

3) Add a little Menoth White Highlight to the mix and layer

an even thinner line for the final highlight.

( ) Menoth White Base

Menoth White Highlight ) Radiant Platinum

Here we also added Radiant Platinum to the rivets to make
the effects of the highlighted black easier to see.




HOBBY & PAINTING GUIDE

TU SKS (LAYERING)

‘Jack Bone @ Battlefield Brown ) Menoth White Highlight

_——

1) Basecoat the tusks with ‘Jack Bone. 3) Layer thin lines of Menoth White Highlight from the
middle up to the tip of the tusks. This technique works for

2) Laver thin lines of Battlefield Brown from the base
. teeth and claws as well.

halfway down the tusks.

TARTAN (LAYERING)

@ Umbral Umber @ Boostrap Leather () Menoth White Highlight @ Gnarls Green @ losan Green

1) After painting the skirt using Umbral

:j Umber and Bootstrap Leather, begin the

“ . pattern by layering on thin, horizontal lines of

. Menoth White Highlight. Don't get distressed

| “if you make a mistake; you can always touch
- itup with the brown base colors.

- 2) Layer on thicker vertical and horizontal _
' 3) To finish the pattern, highlight the green lines by lavering

. “lintes between the thin lines you just painted going over and .
; losan Green on the uppermost areas that receive light.

covering up the thin lines. Here we used Gnarls Green.

- BASING YOUR MODEL

Decorating a miniature’s base takes the model to a whole new level of realism and can significantly increase its “wow factor
oo Jf doesn’t need to be elaborate, though; the step-by-step process described here is simple and quick. Other uncomplicates
_ options include painting the sand a different color, using more (or no) static grass, and even using baking soda for snow

i With a little practice and imagination, you will be able to create works of natural battlefield beauty on any base.

=~

. 1) Begin by applying some white glue thinned with a little 4 Drybrush the sand with Rucksack Tan. Drybrushing ca=
- water. You can use a good brush for this—just make sure you be messy; be careful not to get Rucksack Tan on the fees &
‘use water-soluble glue and wash your brush thoroughly. the miniature.

'. s .2'} Swirl the base in a container of hobby sand until you 5) Give the base a final drybrushing of Menoth White Base.
:L""hme the coverage you want. Let dry. 6) Using white glue, glue some static grass or flock onto S

R 3) Create a stain of water, Brown Ink, and Umbral Umber base and let dry. Clean up any mess on the edge of the bas
and paint the mix into the sand. Let this dry. and you have a finished piece.
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APPENDIX A: TIMING

Every ability or effect that is not always “on” has conditions AT ANY TIME DURING THIS MODEL'S
dictating when it begins and ends. Situations where multiple ACTIVATION

effects resolve at the same time are not uncommon, and it

Many effects and rules state thev resolve or can be used

is important to be able to sort out the order effects resolve. “at any time during iz inadells Aftivation T et

The rules on timing of abilities use the terms active player literally true. The resolution or opportunity for use does

- and inactive player. If a model is making an attack, its Occur at any time during the model’s activation—exceps
'~ controller is the active player. If no model is making when it or another model is resolving a movement, attack,
'~ “attack, the active player is the player whose turn it is. In  Or any other effect.

Bt cases, the other player is the inactive player. When Examrpre: Warlocks can cast spells “at any time during their

resolving effects that occur “after the attack is resolved,” the  setivation.”This means Thagrosh, Prophet of Everblight can
active and inactive players remain the same as during the  cast a spell before and after moving, before and after an

“attack until all effects triggered by the attack are resolved. a{f&ck, before using his feat, and after Pfﬁ‘:i”‘? all models from
his feat. He cannot, however, cast a spell while he is moving,

Some effects cause certain conditions of an attack, such as  making an attack, or using his feat to place a Carnivean back
- whether it hit or what models it boxed, to change during into play.

=8 -i‘ES{}]utiGn When resolving triggered effects, recheck trigger ACTIVATION TIMING

“conditions as you resolve each ability. If a condition is no 1. Resolve effects that occur before activating.

ll:!ngr met, the effect does not resolve. Similarly, if an effect
| : “on one model causes a condition to change on another, 2. Resolve effects that occur at the beginning of
i effects triggered by that condition will resolve for each of activation.
_those models. . Resolve all required forfeiture of movement and

action.
There are many times during an attack when abilities can

+ resolve, The structure of an attack is outlined below. In most 1. If activating a unit, the unit commander can issue an
ﬁt:aﬁes the exact sequence shown here does not need to be order.
followed step by step, but this description will help you

. . Resolve effects that occur before moving.
® resnlve complex interactions if they occur.

. The model makes its normal movement.

SIMULTANEOUS AND SEQUENTI&L . Resolve effects that occur at end of normal

When an effect causes multiple attacks or damage against movement.
mmHItipiE models, the attacks and damage can be either
" simultaneous or sequential. These labels denote whether
various effects can resolve before all the attacks or damage
1 are resolved or if the effects can intercede, possibly
~changing the outcome of the original effect. When resolving . The model makes its action.
""F_.':_' simultaneous effects, completely resolve all attack and .Resolve effects that occur at end of action and at enc
E damage rolls before applying any of the target’'s special of combat action.
Tules triggered by suffering damage, being destroyed, or
.being removed from play.

. If activating a unit, repeat steps 6 and 7 for all
troopers, then resolve effects that occur at end of
unit’'s movement.

 If activating a unit, repeat steps 9 and 10 for all
troopers, then resolve effects that occur at end of

Examere: When a model is slammed, the slam damage is unit’s actions.
Stmultaneous with the collateral damage, so first resolve the
damage roll on every affected model, Then resolve effects

- triggered by a damage roll being sufficient or insufficient to

 damage them, Finally, apply damage to every affected model.







e

TR 1T e L i T it e

APPENDIX B: WARBEAST BONDING

FORGING BONDS AND THEIR EFFECTS

lite essences of warlocks
to those of their warbeasts. Extended contact sometimes
forms a bond between a warbeast and a specific warlock
that deepens the channel through which fury and animi
flow. In some cases a warbeast may unconsciously emulate

Powerful connections link the

its bonded warlock by demonstrating eerily similar
._.._mannenqmi or adopting complementary tactics in battle,
Warheac:tq experiencing a bond may become more clever
;' '_ and adaptable but sometimes also more intractable.
Extended exposure to the thoughts of a warlock can expand
'~ abeast’s mind and strengthen its sense of self,

_Since such bonds tend to form in extreme emotional duress
m;tc’h as in the heat of battle, the effects of bonding are
- unpredictable. While one bonded warbeast might become
- protective of its warlock or act like a faithful hound, another
j_‘.'iiin:ught take on darker aspects of its controlling warlock’s
"'pﬂrsﬂnahtv such as relishing the suffering of others.

Hr;m;l&d warbeasts rarely frenzy even when pushed to their
| [imlts in battle. Their warlock’s thoughts constantly fill their
# mlnds and this mental voice helps the warbeasts maintain

5, seit control.

3 Bﬁnﬂmg is an optional rule best suited to campaign or
::ieague play, as bonds require time to establish. If all players
aﬁTEE! however, each can begin a game with one or more
hﬂﬂd&d warbeasts.

FDRGING A BOND

ks rprerey

When determining if a bond is formed, roll a d6 and add 1
to the roll for each consecutive battle, including the one just
completed, in which the warbeast served in that warlock's
battlegroup. A bond 1s formed on a total roll of 7 or greater.

Established Bond = d6 + 1 for each qualifying battle= 7

Failed Bond = d6 + 1 for each qualifying battle <7

EXAMPLE: After finishing a campaign battle, Mike rolls to

see if Madrak’s unbonded Dire Troll Mauler bonds to him.
Since this was its third game under his control without being
destroyed or removed from play, the bond forms on a roll of £
or higher.

A warlock can bond more than one warbeast, but each
warbeast can bond to only a single warlock at a time
Furthermore, once a warbeast becomes bonded to a warlock
it remains bonded to him until being destroved or removed
from play; bonded warbeasts do not participate in bonding
checks. A bonded warbeast not under the control of it
bonding warlock loses the benefits of its bond until coming
under his control again, but the bond itself is not broken.

BREAKING A BOND

If a bonded warbeast ends a game destroyed or removes
from play, its bond is broken.

EFFECTS OF BONDING

While in its warlock's control area, a bonded warbeast gains
+2 THR.

S Bl T s s o L e e R 5 1 P W ™

e After a player completes a campaign or league game, he can 1 ‘ :
Bonding affects each warbeast in a unique way as =

personality develops. When a bond is established, roll 248
plus the warlock’s CMD and consult the correspondine

Emil to determine if a bond forms between each warlock he
'“‘ ' fielded who survived and each of the remaining warbeasts
" 1rl__,.t'hat warlock’s battlegroup. Warlocks who were destroyed

' or removed from play during the game cannot make

- #bonding checks, but their existing bonds are unaffected. player can modify his die ol by 1
i - if he wishes.

. The longer a particular warbeast has served in a warlock’s

faction table to determine the effects of the bonding. The
(adding or subtractine

Remember that a bonded warbeast loses all benefits from =
bond while not under the control of the warlock to whos
it 1s bonded,

Bond Effect = 2d6 + CMD (+/-1 if desired)

"' battlegroup, the greater the chance a bond will be
E fstabllshed after each game. During league or campaign
Play, players should track the number of consecutive battles
. i which an unbonded warbeast has fought as part of the

same warlock’s battlegroup without being destroyed or

removed from play.
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Carnivorous — When the warbeast boxes a living
maodel with a melee attack while in its controlling
warlock’s control area, the warbeast heals d3

damage points and the boxed model is removed
fram play.

Demolisher — While in its controlling warlock’s
control area, this warbeast can reroll missed charge
and power attack rolls.

Craven - This warbeast gains +2 DEF and can run
without being forced, It can advance into an enemy
model’s melee range only if that model is in the
control range of this warbeast’s controlling warlock.

All Terrain - If it begins its activation in its
controlling warlock’s control area, this warbeast
gains Pathfinder & this activation.

Appetite for Destruction - If this warbeast begins
its activation in its controlling warlock’s control
area, this activation it can make power attacks
without being forced and this warbeast's first melee
attack each activation must be a power attack. If this
warbeast cannot make a power attack, it must make
initial melee attacks for its combat action instead.

Anchor - While this warbeast 1s in its controlling
warlock’s control area, this warbeast and friendly
warrior models B2B with it cannot be knocked down.

Dominator — When this warbeast makes an attack
against an enemy warbeast or warbeast in the
control area of this warbeast’s controlling warlock,
this warbeast gains +2 to attack and damage rolls
against the enemy model.

Hound - When this warbeast’s controlling warlock
destroys one or more enemy models with melee or
ranged attacks during its activabion, at the end of its
activation this warbeast can immediately advance

upto 3,

Empathic Link - This warbeast’s controlling
warlock can transfer damage to it even if this
warbeast has a number of fury points equal to its
current FURY.

Rassler - While in its controlling warlock’s control

area, this warbeast can make headlock/weapon lock,

head-butt, throw, and double-hand throw power
attacks without being forced and cannot be knocked
down or moved by a push or slam power attack
made by a model with a smaller base.

Extended Control - This warbeast gains Extended
Control Range. (When checking to see if a model
with Extended Control Range is in its controller’s
control area for fury allocation, double the area.)
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abilities, 33
attack-generating, 60
range of (RNG), 35

Abomination advantage, 33, 86

an:tmn& 4549
and fleeing, 87
forfeiting, 65
. outof formation, 71
. and knocked down models, 63-64
. and stationary models, 65
- Activation Phase, 42
' ~and channeling, 82
forfeiting, 65
tifning, 236
Lﬂn:"n*iﬂe." inactive player, 236

alidihﬂnal attacks, 49
 spending fury for, 49, 77

: additiﬂnal dice, 28

' ﬂd"ﬁ'ancmg, 46-47: charge, full advance, run
a &8 " and entering an area, 65
RO T ~and fleeing, 87
W 4 put of formation, 72
s aﬁd stationary models, 65

dvantageza ‘-H—S-l Abomination, Advance
Dep!u:;rrrent Arc Node, Combined
- Melee Attack, Combined Ranged Attack,
=~ Commander, Constrict, Euffﬂf_-,-is Sight,
~Fegrless, Gunfighter, ffffDT'it oreal, 'Tack

Mﬂrsﬁaf Officer, Pathfinder, Standard Bearer,

_ Ef:e::ri'ﬂ: Terror, Tﬂuah Undead
afﬁmhﬂﬁ 84
i:;imng bonus, 57, 63

u':ﬂ‘

'.L-';_amm.ifamrnm 73—74, 78=-80
e o seecalso spells

£ . ~and FURY, 78
e offensive, 79
B targeting, 80-81

; " using, 79-80

_ &Fﬂcahfpse encounter level, 38
".- ,.fﬁrc Node advantage, 33

s Z art:ﬁ, front and back, 37

g &l‘Eﬁ of effect (AQE), 3

9 of spells, 79

- area-of-effect (AOE) attack, 58-60
© “Suiblast damage roll for, 39
damage point of origin, 64
deviation, 5960

direct hit, 59

templates, 247-248

arm locks, see weapon locks
;Anm::r (ARM), 32
2 “armies
' bu:lding, 38
: 1'; - versions of models in, 85

3 mm!: entm 32

..... hoe

attack rolls
additional dice on, 28
for AOE attacks, 39
attomatic hit/ miss, 61
and back strike, 61
boosting, 73
for charges, 47
for combined attacks, 62
for critical effects, 68
vs. damage roll, 50-31
and Gunfighter, 63
and Incorporeal, 34
for magic attacks, 80
for melee attacks, 32, 51
for Mounts, 83
for ranged attacks, 56-57
for spray attacks, 60
rerolls, 63
timing, 236

attacks
additional, 49, 77
AQE, 58-60
combined melee or ranged, 6263
and fleeing, 87
out of formation, 71
immpact, 84
and knocked down models, 63
magic, 79-81
melee, 50-56, B3-84
normal, 48-49
power, 31-56
ranged, 5660
ride-by, 83
sequence of, 236
special, 36, 49, 61-62
spray, 58, 60, 248
timing, 236
types, 50-60: melee, ranged

automatic
effects, 68
hit/ miss, 61

away from vs. directly away trom, 48
B2B, 46
back arcs, 37
back strikes, 57. 61
as magic attack modifier, 80

base stats, 33
of knocked down models, 63

bases
base-to-base, B2B, 46
contact, 46
overlapping, 64
and replacing models, 64
sizes, 37
and volume, 43

base size, 37
battlefield, 40, 88
battlegroups, 39

battlegroup commanders, 73
taking control of wild warbeasts, 67

battle royale encounter level, 38
bevond the play area, 64

blast damage
roll, 59

and structures, 90
template, 247
and trenches, 90

Body aspect, and damaging, 66

bonds, 83, 238-241
in campaign play, 85
epic, 85

bonuses
aiming, 57, 63
back strike, 57, 61
Buckler, 35
cavalry charge, 53
for combined attacks, 62
concealment, 57
cover, h7-28
and crippled aspects, 66
elevated target, 57, 80
free strike, 51
Shield, 36
warbeast points, 38

boosting rolls, 28, 73
boxed, disabled, and destroyed, 66

Buckler; 35
on wild warbeasts, 67

buildings / structures, 90
campaign play; 85
can, cannot, must, 29

cavalry, 83-54
charging with, 83-84
dragoons, 84
light cavalry, 84
Mount weapon, 83 _
special rules, 83: ride-by attack, Tall m th
Saddle

channeling, 82
and control area, 77
and knocked down models, 63

characters, 39
epic, 84
units, 39
warbeasts, 84

charging, 46
outside activation, 47
attacks, 47
with cavalry, 83-84
successful/ failed, 47

checks
command, 71, 86
skall, 49
warbeast bonding, 238

cloud effects, 69, 80

combat
actions, 4549
and cloud effects, 89
damage, 6568
melee, 51
overview, 50
ranged, 56-57
special effects, 65-69
special situations, 60-65

combined melee attacks; 62
advantage, 33
damage roll for, 62
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B SSwmmnander advantage; 33, 75, 86

srimary attacker, 62
ss=—med ranged attacks, £2-63

advantage, 33

damage roll for, 62

primary attacker, 62

smmmmrand checks, 86
‘sutof tormation, 71

spmmand range, 86

seeceaiment, 7
and cloud etfects, /A9
and magic rolls, 80

sdcting rules, 29
Leenct advantage, 33, 73
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Seemsmuous effects: 6869

smununities to, 35

EETTOl
and battlegroup .commanders, 73
of inendly and enemy models, 28
of mimon warbeasts, 85

= and weapon crews; 71

:ﬁral areas, 77

and AOE, 79
and channeling, 82
angd forcing, 73
and KNG, 79
and upkeep spells, 81

L onirol Phase, 42

L arresion ) Cniheal Corrosion, 68-69

LOST, 79

awer 0708
=nd magic attack rolls, 80

Sovled non-crippled aspects, 66: Bady,
Sttnd, Spirit; no longer crippled

St al effects, critical hits, 68

. —

g 03 1L

controller, 28
siats 33
=3 d6, 28

Ssmace
boxes, 37
capacity, 36
cercies, 37
mealing / removing, 67
marking, 66
point of origin of AOE, 59
Bmung, 236
Hansference, 77
tvpes ok 68 cold, corrosion, electrical, fire

damage rolls
additional die with; 53, 54, 63, 65
boosted, 65
comparing to ARM, 65
with crippled aspects, 66
and critical effects, 68
direct hit on, 59
muitiple, 236
rerolling, 65
resolving with simultaneous effects, 236

camage rolls, in specific cases
for AOE atiacks, 59
blast, 59
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for collapsed structures, 89

for collateral damage, 54

clam, 53

tor throw collateral damage, 54
tor combined melee attacks, 62
tor combined ranged attacks, 62
tor direct damage, 63

for fal]ing, 63

tor Fire cononuous effect, 69
tor head-butts, 52

and knocked down models, 63
for magic attacks, 65, 80

for melee, 65

of a Mount, 83

tor ranged weapons, 56, 65
simultaneous, 236

for slams, 33

for spray attacks, 60

for throws, 54

for tramples, 56

Defense (DEF), 32
deployment, deployvment zones, 4041

destroyed
boxed,; disabled, and, 66
and removed from play/ the table, 66-67
and returning to play, 67
warlock, 67

deviation
ot AQE attacks, 3950
template, 247

dice, 28
additional, 28
d3 and db, 28
rerolling, 65
shorthand, 28

direct hits, 51
magic attack, 80
point of origin, 64

directly
away from and directly toward, 48
facing, 37

Dire Troll, feeding of, 3

disabled, boxed, and destroyed, 66
healing while, 67
and leaving play, 66
no longer disabled, 66

dismounted, Bd
disputes, resolvang, 30

double-hand throw, 54-55
being thrown, 33
damage, 54
and deviation, 55

dragoons, 84
duel encounter level, 38
duration, 29, 42

effects
automatic, 68
continuous, 68-69
critical, 68
targeting units, 72

elevation
elevated attacker {magic), 80
elevated target (magic), 50
and falling, 63
hills, 90
and line of sight (LOS), 4344

and melee range, 51
elite cadre, B4

encounter levels, 38: apocalypse, battle royale,
duel, grand melee, skirmish, war

enermny vs. friendly, 28

engaged, engaging, 51
channelers, 82
and knocked down models, 63
and stationary models, 63

entering an area, 65
enitryways, 91

epic models, 84-85
epic warlock bonding, 85, 238

CXCuses, b
Eveless Sight advantage, 33
facing
and directly facing, 37
with rule of least disturbance, 65

Faction, 28

falling, 63
damage roll, 63
and overlapping bases, 64

Fearless advantage, 33, §7

feats, 36
and knocked down models, 63
and stationary models, 63

field allowance (FA), 3940
field promoton, 72
Fire/ Critical Fire, 69
first plaver, 40
fleeing, 87
out of formation, 71
forcing, 73, 76
Forces of HORDES books, 32, 85
forfeiting, 65, 71
tor one round, 42

forests, 8990

formation
and activating units, 42-43
and cavalry attacks, 83-84
and combined attacks, 62
and command check, 86
in/out formaton, 71
and placement, 48
and rallyving, 87
receiving orders, 72
and standard bearer, 70-71

free-for-all games, 40

free strikes, 51
and Gunfighter, 63
resolving against trampler, 56

frenzy, 74
wild warbeasts, 2,67

friendly vs. enemy, 28
tront arc, 37
full advance, 46

FURY, fury, 33, 73
and threshold check, 42, 74

Fury Manipulation, 42, 76
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.-_'T"‘; %
 fury points
8 and bonded warbeasts, 238

~and channeler, 82

f in the Control Phase, 42
§
i
i

and COST, 79
and crippled aspects, 66
and damage transference, 77
discarding, 77
FURY stat, 33, 76
gaming, ¥3
in the Maintenance Phase, 42
leaching, 76
~manipulation, 42
reaving, 76
removing, 42
replenishing, 42
- spending, 77

i. Eaining dice, 28
b “game rounds, 42

H..,

A _ grand melee encounter level, 38

granted 28
additional attacks, 60
back strike bonus, A1
concealment and cover, 57, 88
. by Elite Cadre rules, 84
. “immunities, 35
“movement and actions, 42
~ tachics, 71
warbeast points, 38

Gwntﬁ 70

field promotion, 72
Gunﬁghter advantage, 33, 63
4 ;Fmif (of a stat), 28

hazan;lﬂ
-_dnd being pushed, 52
water, 90

J:iead butt, 52

h&adlﬂik 51-52
_.-, = and knocked down models, 63
hgahng
< = yarbeasts, 67
warlocks, 77
hlﬂ& 90
T

',:'.'s"p automatic, 61
direct, 51, 80

L ammunities, 34-35, 68 Cold, Corrosion,
lectricity, Fire, continuous effects

impact attacks, 84
Wﬁable terrain, 88

Incorporeal advantage, 34
and magical weapons, 68

warlocks

and Battlegroup Commander, 75
F
~ initial attacks

and Gunfighter, 63

with light cavalry, 84

_ - and locked weapons, 51-52
e sy w;th melee weapons, 48, 50
; “Wlﬂ-: ranged weapons, 49, 56

Wi Litﬂmemhg models, 43
b, M'__ and cavalry charge, 83
arlﬂ knucked down models, /3
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mdependent models, 31: solos, warbeasts,

intervening terrain, 45, 51

obstacles, obstructions, 89
Iron Kingdoms, 27, 96-97
'Tack Marshal advantage, 34
knocked down, 63

channeler, 82

standing up, 64

target, 80

Kromac the Ravenous and Molik -
Karn are models you will see in the
Forces of HORDES hooks.

leaching, 42, 76

Leader, 70
field promotion, 72
and unit commander, 71

least disturbance, rule of, 65

life spiral, 36-3
aspect branches, 66
crippled aspects, 37, 66
damage boxes/damage circles, 36-37, 66
marking, unmarked 66
recording damage on, 66
wounds, 37, 66

light cavalry, 84
linear obstacles, 89

line of sight (LOS), 4345
and channeling spells, 82
and cloud effects, 69
and fury manipulation, 76
and knocked down models, 63
and point of origin, 64

living models, 31
non-living (Construct, Undead), 33-34

location (L/R/H/-), 35
Magic Ability, 85
magic attacks, 78-82

magic attack rolls, 80
for Magic Ability special attacks, 85
modifiers, 80: back strike, cloud effect,
concealment, cover, elevated target, elevated
attacker, knocked down target, stationary
target, target in melee

magic damage, 65, 80

Magical Weapon, 36
and Incorporeal, 68

Maintenance Phase, 42
massive casualties, 86
materials needed for play, 27
maximum range, 30

measuring
command range, 86
control area, 77
deviation, 59-60
distance, 30
melee range, 50
movement, 46
for ranged attack, 56
spell range, 79, 80
a throw, 54
tools, 27
within va. completely within, 30

melee
additional attacks, 50
attack modifiers, 51
attack rolls, 51, 63
and cavalry, 83
and cloud effects, 69
combined attacks, 62
damage rolls, 50
and elevation, 51
engaged, 50-51
tree strikes, 51
and knocked down models, /3
Melee Attack (MAT), 32
power attacks, 51-56
range, 50-51
and stationary models, 65
targeting a model in, 58, 8()

mMinions
pacts, 38
and field allowance (EA), 40
warbeasts, warlocks, 85

Mind aspect, and damaging, 66

miss
AQE attack, 59
automatic, 34, 61, 80
combined attack, 62
melee attack, 51, 58
and range, 33, 56
rerolls, 683
spells, 80-81
spray attack, 60
target in melee, 58, 59

models
activating, 42
entries, 32
field allowance (FA), 3940
independent, 31
mtervening, 4344
living, 31
point cost, 39
stationary, 65
types, 31: solos, broopers, warbeasts, warlocks
volume, 43
warrior, 31

model statistics (stats), 32-33;: ARM, Armor
CMD, Command; DEF, Defense; FURY, Furg
MAT, Melee Attack; RAT, REanged Attack:
SPD, Speed; STR, Strength; THER, Threshois

Molik Karn, see Forces of HORDES
Mounts, 83

movement
advancing, 46
bevond the play area, 64
and facing, 46
forfeiting, 65
and knocked down models, 63
measuring, 46
modifiers to, 46
normal, 46
penalties, 48
restrictions, 48
unit movement, 72

multiplayer games
tormats, 40: free-for-all, team
scenarios:
Claw & Fang, 93
Muosh Pit, 94

multiple spell effects, 82

must, 29




special actions (Haction), 36, 49

special attacks (Hattack), 3b

ranged weapons, 36
rate of fire (ROF), 35, 56
Reach, 36, 50

e odels, 84-85

mae-momg models (Construct, Undead), 33-34 special effects

ErecTv e markers, 92

advantage, 34, rlj
aenc faeld Hclnmnun
S=uanee orders, 72

e S

6

e locks, 51
= power attacks, 51

=+ g "'*"‘lﬂtmt‘l Lk

and knocked down models, 63
=g ride-by attacks, 83

ana stationary models, 635

EEes of damage, see point of origin

Seeender advantage, 34

z=d charging, 46

mrvemnent, 48

for obstacles, 89

fox rough terrain, 88

wath spray attacks, 60

o fargeting a model in melee, 58

pees of the tum, 42

si=cing, 48

— i

beyond the play area, 64
Sy mmaterials, 27
gt Dost, 3839

pomt of impact
of AOE magic attacks, 79
and deviahon, 39-60
of a throw, 54
poent of origin
of ADE damage, 59
of attack or effect, 64
Fower (POW), 35, 79
sower attacks, 51-56, 74

Sower plus Strength (P+5), 35

poimary attacker of combined attacks; 62

priority, 29
petsh, being pushed, 52
rallyving, 87
range
measuring, 56
and point of origin, 64
Range (RNG) stal, 35, 36, 79

ranged attacks
combined, 62-63
and concealment and cover, 37-58
declaring target, 56

maximum number in an achivation (ROF),

56

modifying ranged attack rolls, 56-57

Ranged Attack (RAT), 32
targeting a model in melee, 30

reaving, 76
record sharing, 30
reference objects for LOS, 43
removed from play, 66-67
and returning to play, 67
removed from the table, 66
and retumed to play, 67
replacing models, 64
replenishing fury points, 42, 76
rerolls, 65
resolving attack, 237
return to play, 67
ride-by attacks, 83
rile, 74
rough terrain, 88
rounds, 42
rounding, 28; distances, numbers
rule of least disturbance, 65
rule priority, 29
rules 1ssues, resolving, 30
runmng, 46
scenarios, 40, 92-95
multiplayer, 93, 94
objective markers, 92
random determination of, 92
specitic
Break the Line, 93
Claiw & Fang, 93
Killing Field, 94
Muosh Pit, 94
No Man s Land, 95
Throw Down, 95
shake etfects, 74
sharing information, 30
Shield, 36
on wild warbeasts, 67

samultaneous, 236
AQE attacks, 59
continuous effects, 6569
damage with slam, 53
damage with throw, 54
fall damage, 63
multiple attacks/damage rolls, 66
spray attack, 60

skill check, 49
skill value, 49
skirmish encounter level, 38

slam
attack, 52
being slammed, 53
damage, 53
damaga collateral, 53
and knocked down models, 63
and overlapping bases, 65
rule of least disturbance, 65
successful, 32

solos; 31

attomatic, 68

continuous, 68-69; resoloing, and Iep}:Er:’;i,

Corrosion, Fire

critical, 68—09: and AQOE attack; Cnm_m‘.

Corroston, Critical Fire, cribical hit

SPEEiEI] rules

precedence, 29, 36
of warlocks, 75-77
of warbeasts, 73-74

Speed (SPD), 32

modifiers to, 46
spellcasters, 77

spells, 78-82
attacking a structure with, 80
casting, 78
casting while out of formation, 71
channeling, 82
and fleeing, 87
magic attack, 79
multiple effects, 82
point of origin, 75
point of origin of channeled, 82
range, measuring for, 80
arid stationary models, 63

stats, 79 7, Area of Effect, COST, Offensipe,

Power, Range, Lpkeep
targeting, 79
targeting a model in melee, 58, 80
targeting restrictions, 80-51
targeting units, 72
upkeep, 81
Spirit aspect, and damaging, 66
sportsmanship, 5, 30
spray attacks, 60
boosting, 60
that miss, 60
and terrain, 60
template, 248
squish, 33
Standard Bearer advantage, 34
standing up, 64
starting roll, 40
Stats
bars, 32-33
base vs. current, 33
cards, 32
continuous effects, 68
model, 32-33
modifying, 33
weapon, 35-3b
stationary, 65
channeler, 82
targets, 80
Stealth advantage, 34
Strength (STR}, 32
structures, 90-91
table, 4{)
beyond the table edge, 64
tactics, 71
Tall in the 5addle, 83

targets
elevated, 80
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stationary, 65, 80
awitching, 65
unit vs. model funit, 72

targeting a model in melee, 58
and point of origin, 64

team games, 40
templates, 247-248

terrain, 588-91
details to discuss, 88

elevated, attacker/ target on, 80

as spell target, 80

types; 88 mpassable, open, rough

terrain features, 85-91
elevation, 4344
entryways, 91
forests, 89-90
hills, 90
= linear obstacles, 89
=L . obstacles, obstructions, 59

- structures, 90-91
trenches, 90
variably sized, 59

-water {deep, and shallow), 90

teml:vmg entities, 8687
'E-'Efmr advantage, 34, B6-87

i thEmE forces, 85

S attack. 53-54

being thrown, 53-54
beyvond the play area, 64
B damagt,, 54
dmlbie-hmded 54-55
~and overlapping bases, 65
. rule of least disturbance, 65

weapon attacknents
Grunts, 31, 70

Leaders, 31, 70

Officers, 31, 70

standard bearers, 70
troopers, 31, 70

unit commanders, 31, 71
weapon crews, /1

units

activating, 31, 42

in an army list, 3840
cavalry, 8384
character, 39
charging, 72

combined melee and ranged attacks, 62

command checks, 86
control, 28

deplovment, 40

as effect/ spell targets, 72
FA, field allowance, 3940

fleeing, 87

n and out of formation, 71, 86
leader or unit commander r{:p]acemen t, 70

massive casualties, 86
moving, 72

multiple spells or animi, 82

orders, 72

point cost of, 32, 39
profile, 32

rallying, 87

returning models to play, 6

ride-by attack, 83

tachcs, 71

targeting, /21

and terrifying entities, 56
in theme forces, 83

and upkeep spells, 78

Construct advantage, 73
destruction, 66

Fearless, 33, 73

forcing and fury, 73, 76
frenzied, 2

frenzy, 74

healing, 67

life spiral, 36-37, 65-66
melee range, 73

minion, 83

points, 38

rile, 74

shake effects, 74

special rules, 73-74
taking control of wild, 67
and trample, 55-56
types, 31: heavy, lesser, light
volume, 43

in water, 90

warlocks, 31

wild, 67

warcaster, 31

war encounter leve], 38

warlock, 31, 75
epic, bonding, 85
minion, 85
special rules, 75-77
spellcasting, 78-82
spending fury, 7677

warjack, 27, 31
WARMACHINE, 27, 31, 96-97

warriors, 31
base size, 37
in deep water, 90
volume, 43

B biming, 236-237 upkeep spells, 67, 79 water (deep/shallow), 90

d tokens victory conditions, 41
" for model destruction, 63
- soul, 67

B ek acvantoge, 1

weapon attachments, 71

volume, 43 weapon crews, 71
warlock special rules

Battlegroup Commander, 75 g
casting spells, 79 weapon locks, 51-52

Commander, 33, 75 and knocked down models, 63

control area, 77 Weapon Master, 36

damage transterenice, 77 &
T weapon qualities, 35-36: Buckier. Contiitucss

destruction, 67 Pott g r 2OTACE SHEICH, CETREI.

¢ ctrenches, 90 epic, 84-85 Effect: Corrosion, Continuous Effect: Fire,
trm}pErq 3132 Foarlung 33. 75 Cr.*'.! f‘f.-f,'ﬂ{ HF'E':. _Drm:rigf Type: Lﬂj.’d, D_‘amﬂ;:?
activating, 42 foats. 36, 75-76 Type: Lﬂf’f‘C‘hIt:'.’!:IDﬂﬂ?ﬂgf‘l ?"ypa%.r Elec m-f;:j.
cavalry, 83-84 and fury, 76-77 D_:inmge ?;s;;r.ff.‘ fl'.'r.*‘t‘.. E'v%ﬂgn.af 'Ir"'r‘t‘ﬂi[ILTIH. Open
/' charging, 4647 FURY stat. 33, 76 Fist, Reqch, Shield, Weapon Master

weapon locations, 35

: ewigward vs. directly toward, 48

g trample, 55-56

* transfer damage, see damage transference

combined attacks, 62

command check, 86
Herdama ge capacity, 36

fleging, 87

in/ out of formation, 71, 86

making a ride-by attack, 83

models, 70-71

movement, 72

orders, 72

placed, 48

rallying, 87

running, 46

E ‘L#im:n order, 40

b M}:&av&: games, 40

ﬁ:enanm, 4295

o 4 ’-LImiead advantage, 34

healing, 77
minion, 85

special rules, 75-77
Spellcaster, 77
spending fury, 77
theme forces, 85
Warbeast Bond, 85

warbeast bonds, 85, 238-241

Trollblood, 239
Circle, 239
Skome, 2440
Legion, 240
Minions, 241

warbeasts, 31, 73-7-

animi, 73-74
aspects, 6b
base size, 37

weapon statistics, 35:
AQE, Area of Effect
L/R/H/- Location
P+5, Power plus Strength
POW, Fower
ENG, Range
ROF, Rate of Fire

whining, 3

wild warbeasts, 67
forcing, 73
holding objectives, 92

within vs. completely within, 30
wounds, 37, 60

%2, 39

you and yours, 28

-ﬂ#gﬂachmems; 32. 71 boost, 73

attachments, 31-32; wnit attachments, character, 84

-
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