Runes: Unless stated otherwise, all of the runic items on the forces of Xakishia are Battle Magic Runes and as such, they are an affront to the Dwarven race, a dishonour that the Runelords have declared must be eradicated. Because of the lingering danger of possession or influence, few of the army’s clergy, wizards, or Dark Elves bear Battle Magic Runes, only the highest ranking who are under Xakishia’s direct spiritual protection safely carry them.


However, with the massive increase in instability since the Warpgates were withered, the chance of Daemonic insurgency is currently zero.

THE ARMIES OF XAKISHIA

The Black King
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	Wp
	Fel
	Social

	Black King
	5
	76
	72
	7
	7
	19
	90
	4
	99
	99
	98
	100
	100
	92
	+6

	Amaranth
	-
	-
	-
	-
	10
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Accelerate
	10
	-
	-
	-
	-
	-
	100
	8
	-
	-
	-
	-
	-
	-
	-

	Potion
	-
	-
	-
	9
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	TOTAL
	10
	76
	72
	9
	10
	19
	100
	8
	99
	99
	98
	100
	100
	92
	+6


6 armour points, 1 auto parry per round

Skills: Arcane language: Elf, Ambidextrous, Cast spells: Dark magic level 1 – 3, Charm, Daemon lore, Disarm, Dodge blow, Drive cart, Etiquette, Evaluate, Excellent vision, Heal wounds, Heraldry, Identify magical artefacts, Identify undead, Identify plant, Magical awareness, Magic sense, Marksmanship, Nightvision, Prepare poisons, Read/write, Ride, Rune lore, Seduction, Specialist weapon: fist, flail, lance, parrying, pistol, two handed, whip, Speak additional language: Reikspiel, Slavic, Breton, Tilean, Estalian, Arabic, Strike mighty blow, Strike to injure, Strike to stun, Super numerate, Telepathy grade 3, Torture.

Possessions: Dragon plate, bonded to skin, 5 armour points all locations, +10 on magic tests, Sword: +20 to hit, Lesser Daemon of Xakishia, sated at 50, Sword: Rune of smiting (+3d6 damage), striking (+10 weapon skill), parrying, Spell rings of Amaranth (two left), Accelerate time (one left), Cure severe wound (three remaining).

Magic Points: 60

Level 1: Disintegrate, Witch flight, Darkness.

Level 2: Blade wind, Dispel magic.

Level 3: Doombolt, Hand of dust.

Korbash
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	Wp
	Fel
	Social

	Ogre Warlord
	6
	59
	45
	5
	7
	26
	65
	5
	50
	52
	31
	51
	75
	25
	+4

	Runes
	-
	69
	-
	-
	-
	-
	-
	6
	-
	-
	-
	-
	-
	-
	-

	TOTAL
	6
	69
	45
	5
	7
	26
	65
	6
	50
	52
	31
	51
	75
	25
	+4


Skills: Ambidextrous, Disarm, Dodge blow, Strike mighty blow.

Possessions: Full plate, Sleeved mail shirt +2 armour points, Mail coif +3 armour points, Mail leggings +2 armour points, Shield +1 armour point, Bastard sword: Rune of striking (+10 weapon skill), smiting (+3d6 wounds), fury (+1 attack).

Gorfang Rotgut





Fate: 2

	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	Wp
	Fel
	Social

	Orc Warlord
	4
	51
	45
	5
	6
	15
	44
	3
	45
	50
	49
	45
	46
	42
	+4

	Potions
	-
	-
	-
	7
	8
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Morgor
	-
	61
	-
	8
	9
	-
	44
	-
	-
	-
	-
	-
	-
	-
	-

	Accelerate
	8
	-
	-
	-
	-
	-
	88
	6
	-
	-
	-
	-
	-
	-
	-

	TOTAL
	8
	61
	45
	8
	9
	15
	88
	6
	45
	50
	49
	45
	46
	42
	+4

	Chariot
	-
	-
	-
	7
	7
	20
	10
	-
	-
	-
	-
	-
	-
	-
	-

	Warboar
	7
	45
	0
	3
	4
	7
	34
	1
	-
	14
	13
	15
	15
	-
	-


+40 on magic tests, 7 armour points, 100 EI

Skills: Ambidextrous, Disarm, Dodge blow, Drive cart, Luck (to offset animosity), Nightvision 10 yds, Ride, Specialist weapon: fist, two handed, Street fighter, Strike to injure, Strike mighty blow, Strike to stun.

Possessions: Morgor the Mangler: 100 effective initiative, ignores non-magical armour, +10 weapon skill, +1 toughness, +1 strength, may only be used by Orcs. Shield: +2 armour points, Dragon amour: +2 armour points, +10 on magic tests, Mail coif, Sleeved mail coat, Daemon sword: Lesser Xakishia, +20 to hit, sated at 25, Ring of protection: Fire, Ring: Spell Rune of accelerate time. Ring: Spell Rune of Cure light with two Renewal Runes. Amulet of iron +30, Chariot, 3 x warboars. Potion of strength and toughness (consumed).

Morglum Necksnapper




Fate: 1

	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	Wp
	Fel
	Social

	Black Orc Warlord
	4
	68
	54
	5
	6
	15
	58
	4
	56
	98
	52
	99
	90
	53
	+5

	Potion + runes
	-
	-
	-
	7
	10
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Hammerhand
	-
	-
	-
	9
	-
	-
	-
	8
	-
	-
	-
	-
	-
	-
	-

	TOTAL
	4
	68
	54
	9
	10
	15
	58
	8
	56
	98
	52
	99
	90
	53
	+5

	Warboar
	7
	45
	-
	4
	4
	15
	38
	1
	-
	10
	15
	15
	14
	7
	-


3 armour points, +1 vs non magic, extra casting of hammerhand

Skills: Ambidextrous, Disarm, Dodge blow, Drive cart, Immune to all psychology, Luck (offset animosity), Nightvision 10 yds, Ride, Specialist weapon: fist, two handed, Street fighter, Strike to injure, Strike mighty blow, Strike to stun, Wrestling.

Possessions: Sleeved mail shirt +1, Mail legs +1, Mail coif +1, Helm, Breastplate, Backplate: Master Rune of Gromril (10 toughness), Plate sleeves, Plate legs, Gauntlets, Bastard Axe: Battle Magic Runes of Cutting (ignores one armour point), Spell: Hammerhand, Renewal, Bastard Axe: Rune of Smiting (+3d6 damage), Swiftness (+10 initiative), Alaric the Mad’s Master Rune (ignores all armour), Ring: 3 x Spell Rune: Cure severe wound. Amulet of thrice blessed copper, Potion of healing, Potion of strength (consumed).

Oglok the ‘Orrible

	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	Wp
	Fel
	Social

	Orc Big Boss
	4
	59
	52
	4
	5
	13
	46
	4
	76
	78
	70
	78
	70
	30
	+2

	TOTAL
	4
	59
	52
	4
	5
	13
	46
	4
	76
	78
	70
	78
	70
	30
	+2


5 armour points

Skills: Animal, care, Disarm, Dodge blow, Nightvision 10 yds, Ride, Specialist weapon: fist, two handed, Street fighter, Strike to injure, Strike mighty blow, Strike to stun.

Possessions: Full plate and chain, Gauntlets, Shield: Master Rune of Adamant (+2 armour points), Bastard sword: +10 initiative, +2 damage.

Skaripp Lashhand







	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	Wp
	Fel
	Social

	Orc Warlord
	4
	66
	53
	5
	6
	15
	52
	4
	48
	73
	48
	78
	79
	33
	+4

	TOTAL
	4
	76
	53
	6
	9
	15
	52
	4
	48
	73
	48
	78
	79
	33
	+4

	Chariot
	-
	-
	-
	7
	7
	18
	10
	-
	-
	-
	-
	-
	-
	-
	-

	Warboars
	7
	42
	0
	3
	4
	7
	31
	1
	-
	11
	10
	12
	12
	-
	-


Skills: Acute hearing, Ambidextrous, Disarm, Dodge blow, Drive cart, Excellent vision, Nightvision 10 yds, Ride, Specialist weapon: fist, two handed, Street fighter, Strike to injure, Strike mighty blow, Strike to stun.

Possessions: His left hand is missing and in its place is a whip that can perform mighty strike 1 x day, Mace: +1 toughness, +10 weapon skill, Dagger, Mail shirt, Sleeves, Leggings, Breastplate +1 armour point, +1 strength, Plate leggings, Plate sleeves, Gauntlets, Knight helm: immune non magic missile weapons, Potion of healing, Chariot, 3 x Warboars, Potion of toughness (consumed).

Grom the Paunch of Misty Mountain




Fate: 3

	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	Wp
	Fel
	Social

	Goblin Warlord
	3
	75
	52
	5
	5
	36
	40
	4
	58
	68
	38
	68
	68
	38
	+5

	Items
	-
	-
	-
	-
	7
	-
	-
	-
	68
	78
	-
	-
	-
	-
	-

	Potions
	-
	-
	-
	7
	9
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	TOTAL
	3
	75
	52
	7
	9
	36
	40
	4
	68
	78
	38
	68
	68
	38
	+5

	Niblit da Fird
	4
	45
	44
	4
	3/4
	7
	38
	2
	29
	18
	28
	26
	28
	19
	

	Chariot
	-
	-
	-
	7
	7
	17
	10
	-
	-
	-
	-
	-
	-
	-
	-

	Wolves
	9
	45
	-
	3
	3
	8
	30
	1
	-
	12
	12
	15
	15
	-
	-


7 armour points head, 5 on arms and chest, 2 on legs. Immune to compulsions, fireball, half damage non-magical fire, +10 on tests versus it. 

Special Rules: Regenerates one wound per turn except those from fire. Each round, Grom is affected by his stomach. Roll on the following table with the following modifiers for his actions. Standing still/hiding +25, Cautious +10, Standard +5, Running +0, Combat –5.

	d100
	Result

	01 – 05
	AGONY: The pain paralyses Grom, and he may not move or attack, only parry or dodge.

	06 – 25
	FRENZY: He lashes out, taking his pain out on those around him. Subject to frenzy. He uses fists on allies.

	26 – 50
	FEROCIOUS: Subject to hatred of all hand-to-hand opponents.

	51 – 00
	PAINED: Uncomfortable, surly, but normal


Skills: Ambidextrous, Boat Building, Consume Alcohol, Disarm, Dodge Blow, Drive Cart, Luck, Nightvision: 10 yards, Public Speaking, Regenerate (as a troll), Ride, Speak Additional Language – very basic Khalizad, Eltharin, Old Worlder, Secret Language – goblin battle tongue, Sixth Sense, Specialist Weapon – two handed, fist, flail, parrying weapon, net, Street Fighting, Strike Mighty Blow, Strike to Injure, Strike to Stun, Swim, Torture, Wrestling.

Possessions: Horned Helm: +2 armour points, Characteristic gain, +10 leadership, Protection vs. compulsions, Plate Sleeves: +2 armour points, Characteristic Gain +10 dexterity, Plate Leggings: +1 armour point, Really large Breastplate: +2 armour points, Mail Coat: +1 armour point, Gauntlets, Mail Coif: +1 armour point, Amulet of Watchfulness, Amulet of Adamantine, Axe of Grom: x2 damage, Sword: +1 damage, +10 weapon skill, Sword: Protection +1 armour point, Mighty Strike 1 x day, Ring: Protection vs. fire, Ring: Warding, fireball, Pouch, 2 healing potions, mouldy food, Pouch 1 strength potion, fluff and bits of bones. Cloak: Eltharion’s father’s. Chariot, 3 x Wolves. Potion of strength and toughness (consumed).

Niblit Da Fird

Mork’s War Banner: half effect magic, x2 magic tests, Sleeved mail coat, Mail coif, breastplate, Shield: Master Rune of Adamant (+2 armour points), Rune of Stone (+1 armour point), Rune of Iron (+1 toughness).

Haupt Anderssen




	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	Wp
	Fel
	Social

	General
	4
	56
	53
	4
	5
	15
	65
	4
	65
	74
	59
	68
	64
	66
	+4


Skills: Strike mighty blow, Disarm, Dodge blow.

Possessions: Dragon amour: +2 armour points, +10 magic tests, Sleeved mail shirt, leggings, coif, Two handed sword: Daemonic, Lesser Xakishia, sated level: 26, +20 to hit, Amulet with a Rune of Luck.

Skarsnik





	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	Wp
	Fel
	Social

	Night Goblin Warlord
	4
	49
	56
	4
	4
	17
	65
	4
	66
	78
	69
	75
	70
	66
	+4

	Potions
	-
	-
	-
	6
	6
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Items
	-
	69
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Hammerhand
	-
	-
	-
	8
	-
	-
	-
	8
	-
	-
	-
	-
	-
	-
	-

	TOTAL
	4
	69
	56
	8
	6
	17
	65
	8
	66
	78
	69
	75
	70
	66
	+4

	Chariot
	-
	-
	-
	-
	7
	7
	17
	10
	-
	-
	-
	-
	-
	-
	-

	Warboars
	7
	42
	0
	3
	4
	7
	31
	1
	-
	11
	10
	12
	12
	-
	-

	Gobbla
	-
	59
	0
	6
	4
	17
	65
	4
	-
	8
	6
	6
	-
	-
	-


4 armour points, +30 magic tests, can recast hammerhand.

Skills: Acute hearing, Ambidextrous, Animal care, Disarm, Dodge blow, Drive cart, Excellent vision, Hates dwarves, Nightvision 30 yds, Ride, Specialist weapon: fist, two handed, Street fighter, Strike to injure, Strike mighty blow, Strike to stun.

Possessions: Dragon amour: +2 armour points, +10 magic tests, sleeved mail shirt, mail coif, leggings, Amulet of iron: +20, 2 healing potions, Axe: +20 weapon skill, +2 damage, Ring: Spell Rune of Hammerhand, Rune of Renewal, Potion of strength and toughness (consumed).

Skarsnik’s Prodder: One per round he may unleash one lightning bolt (level 2 Battle) for every orc unit (10+) and goblin unit (20+) within 24 yards, +1 for each unit in hand to hand combat. The bolts have a range of 48 yards. The prodder itself is a hand weapon that does +1 damage.

Black Knight

	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	Wp
	Fel
	Social

	Dark Elf
	5
	68
	65
	4
	5
	17
	95
	4
	99
	99
	95
	99
	90
	88
	+4

	Hammerhand
	-
	-
	-
	6
	-
	-
	-
	8
	-
	-
	-
	-
	-
	-
	-


8 armour points, extra casting of hammerhand.

Special Rules: Hate High Elves and non-Xakishian Dark Elves.

Skills: Arcane language: Elf, Ambidextrous, Charm, Disarm, Dodge blow, Drive cart, Etiquette, Excellent vision, Heraldry, Marksmanship, Nightvision, Read/write, Ride, Specialist weapon: flail, lance, parrying, pistol, two handed, Speak additional language: Reikspiel, Slavic, Breton, Tilean, Estalian, Arabic, Strike mighty blow, Strike to injure, Strike to stun, Super numerate.

Equipment: Dragon armour, +4 armour points, +10 magic tests. Sleeved mail shirt, coif, leggings. Daemon bastard sword, sated at 28 strength points. Ring of protection vs. humans. Buckler: Battle Magic Spell rune of Hammerhand, Rune of Renewal, and an Armour Rune (+1 armour point).

Dark Elf Mages

	Level
	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	Wp
	Fel
	Soc

	Apprentice
	5
	41
	34
	3
	3
	10
	60
	1
	66
	43
	76
	76
	63
	53
	+1

	Mage
	5
	51
	44
	4
	3
	11
	60
	1
	76
	43
	76
	86
	73
	53
	+2

	Mage Champ
	5
	51
	44
	4
	4
	12
	70
	1
	76
	53
	76
	96
	83
	53
	+3

	Master Mage
	5
	51
	44
	4
	4
	13
	80
	1
	86
	63
	86
	100
	93
	53
	+4

	Mage Lord
	5
	51
	44
	4
	6
	14
	90
	2
	96
	73
	96
	100
	100
	53
	+5

	Black Rook
	5
	61
	44
	5
	6
	11
	90
	2
	96
	83
	100
	100
	93
	53
	+6


Skills: Arcane language: Magick, Arcane language: Necromancy, Read/write, Scroll lore, Speak additional language: Dark Tongue

Mage: + Cast spells: Dark magic level 1, Dodge blow, Identify plant, Magic sense, Rune lore, Telepathy grade 1.

Mage Champion: + Cast spells: Dark magic level 2, Evaluate, Magical awareness, Prepare poisons, Specialist weapon: two handed, Specialist weapon: whip, Telepathy grade 2, Torture

Master Mage: + Cast spells: Dark magic level 3, Daemon lore, Heal wounds, Identify magical artefacts, Identify undead, Seduction, Specialist weapon: fist, flail, parrying, Telepathy grade 3

Mage Lord: + Astronomy, Cast spells: Dark magic level 4, Disarm, Manufacture potions, Manufacture scrolls, Specialist weapon: blowpipe, lance, Strike to injure, Telepathy grade 4

Spells

Level 1: Dark Hand of Destruction, Darkness, Touch of the Witch King, Witch flight.

Level 2: + Blade wind, Bless of Darkness, Curse, Dispel magic, Mental Duel.

Level 3: + Dancing Blade of Doom, Doombolt, Raise the Dead.

Level 4: + Arnizipal’s Black Horror, Death Spasm, Malediction of Nagash.

Black Rook: Possess, Touch of Death.

Possessions

Apprentice: Robe of toughness +1, Handweapon, Dagger.

Level 1: Dragon armour 1 armour point, + Energy ring: 7 points, Handweapon, Dagger.

Level 2: Dragon armour 2 armour points, + Energy ring: 7 points.

Level 3: Dragon armour 3 armour points, + Wand of jet.

Level 4: Dragon armour 4 armour points and bonded to skin (+1 toughness), + Sword: Battle Magic Rune of Cutting (ignores 1 armour point), and Smiting (+3d6 damage).

Black Rook: Dragon armour 6 armour points bonded to skin, Daemon two handed sword, +20 to hit, (sated at 28 points of strength).

Dark Elf Clerics

	Level
	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	Wp
	Fel
	Soc

	3 x initiate
	5
	41
	34
	3
	3
	8
	60
	1
	66
	43
	66
	66
	53
	53
	+1

	6 x 1
	5
	41
	34
	3
	3
	9
	70
	1
	66
	43
	76
	76
	53
	53
	+2

	3 x 2
	5
	51
	44
	4
	4
	10
	80
	1
	76
	53
	76
	76
	63
	53
	+3

	1 x 3
	5
	51
	44
	4
	4
	11
	80
	1
	86
	63
	86
	86
	73
	63
	+4

	1 x 4
	5
	51
	44
	4
	5
	11
	90
	1
	96
	73
	96
	96
	83
	73
	+5

	Black Bishop
	5
	61
	44
	5
	5
	11
	90
	2
	96
	83
	100
	100
	93
	83
	+6


Human Clerics

	Level
	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	Wp
	Fel
	Soc

	3 x Initiate
	3
	33
	29
	3
	3
	5
	30
	1
	29
	29
	32
	33
	33
	29
	0

	1 x 1
	3
	33
	29
	3
	3
	9
	40
	1
	29
	29
	42
	43
	43
	29
	+1

	1 x 2
	3
	43
	39
	4
	4
	10
	50
	1
	39
	39
	42
	43
	43
	39
	+2

	1 x 3
	4
	43
	37
	4
	4
	11
	50
	1
	49
	49
	49
	49
	59
	49
	+3


	Rank
	Magic Points

	Dark Elf initiate
	0

	Dark Elf Cleric level 1
	14

	Dark Elf Cleric level 2
	27

	Dark Elf Cleric level 3
	41

	Dark Elf Cleric level 4
	55

	Black Bishop
	64

	Human initiate
	0

	Human Cleric level 1
	9

	Human Cleric level 2
	18

	Human Cleric level 3
	27


Skills

Initiate: Read/write, Scroll lore, Secret language: Classical, Theology.

Level 1: + Arcane language: Magick, Cast spells: Clerical level 1, Mediate, Public speaking.

Level 2: + Cast spells: Clerical level 2, Identify Undead, Magic sense.

Level 3: + Cast spells: Clerical level 3, Magical Awareness, Manufacture Scrolls.

Dark Elves also have…

Initiate: + Arcane language: Elf, Dodge blow, Speak additional language: Reikspeil, Slavic, Breton.

Level 1: + Arcane language: Daemonic, Heal wounds, Strike mighty blow, Specialist weapon: repeating crossbow.

Level 2: + Arcane language: Necromantic, Specialist weapon: two handed, Torture.

Level 3: + Specialist weapon: parrying, Strike to injure.

Level 4: + Astronomy, Specialist weapon: fist, repeating crossbow.

Black Bishop: Arcane language: Old Slann, Super numerate, Wit

Spells

Battle

Level 1: Cure light injury, Fireball, Hammerhand, Steal mind, Strength of combat.

Level 2: + Aura of protection, Lightning bolt, Mental Duel, Mystic mist, Smash.

Level 3: + Animate sword, Dispel Magic

Level 4: + Aura of Invulnerability, Cure Severe Wound.

Black Bishop: Accelerate time, Blast.

Necromantic

Level 3: + Summon Skeletal Horde

Daemonic

Level 4: + Summon Dread Lord

Dark Magic

Level 1: Dark Hand of Destruction, Darkness, Witch flight.

Level 2: + Blade wind, Bless of Darkness, Dispel magic

Level 3: + Dark blade, Doombolt, Raise the Dead, Transformation of Kadon.

Level 4: + Arnizipal’s Black horror, Malediction of Nagash, Death spasm.

Black Bishop: + Possess, Touch of Death.

Possessions

Initiate: Robe of toughness +1, Handweapon, Dagger.

Level 1: Dragon armour 1 armour point, Handweapon, Dagger.

Level 2: Dragon armour 2 armour points, + Energy ring: 7 MPs.

Level 3: Dragon armour 3 armour points, + Wand of jet.

Level 4: Dragon armour 4 armour points and bonded to skin (+1 toughness), + Sword: Battle Magic Rune of Cutting (ignores 1 armour point), and Smiting (+3d6 damage).

Black Bishop: Dragon armour 6 armour points bonded to skin, Daemon two handed sword, +20 to hit, (sated at 28 points of strength).

Dark Elf Troops

	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	Wp
	Fel
	Social

	Dark Elf
	5
	49
	35
	4
	3
	9
	60
	1
	66
	43
	49
	66
	53
	20
	0

	Sergeant
	5
	59
	45
	5
	3
	11
	70
	1
	66
	43
	49
	66
	53
	20
	+1

	Prepared
	-
	69
	-
	-
	-
	-
	80
	-
	-
	-
	-
	-
	-
	-
	-

	Captain
	5
	59
	45
	5
	4
	13
	70
	2
	76
	53
	59
	76
	63
	20
	+2

	Prepared
	-
	79
	-
	-
	-
	-
	80
	-
	-
	-
	-
	-
	-
	-
	-


Skills:
Dark Elf: Arcane language: Elf, Animal care, Disarm, Dodge Blow, Heal wounds, Read/write, Ride, Speak additional languages: Old Worlder, Strike Mighty Blow, Strike to Stun, Torture, Hate High Elves and Dark Elves

Sergeant: + Specialist weapon: two handed.

Captain: + Specialist weapon: parrying, Surgery.

Possessions: 
Dark Elf: Full plate and chain, Sword, Shield, Dagger.

Sergeant: + Sleeved mail coat: +1 armour point, Bastard sword: +10 initiative, +10 weapon skill, +1 damage.

Captain: + Buckler: +1 armour point, Bastard sword: +10 initiative, +20 weapon skill, +2 damage, Warp attack.

The Waaagh
Warbosses: Leaders of smaller tribes and other forces who are not as skilled or renowned as a Warlord, but who occupy positions of great importance and respect within the Goblinoid forces. Some are the right hand man to a Warlord.

	Race
	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	WP
	Fel
	Social

	Goblin
	4
	59
	59
	4
	4
	14
	50
	3
	39
	39
	39
	39
	39
	39
	+2

	+ runes
	-
	69
	-
	6
	-
	-
	-
	8
	-
	-
	-
	-
	-
	-
	

	Orc
	4
	69
	59
	4
	5
	16
	50
	3
	39
	49
	39
	49
	49
	34
	+4

	+ runes
	-
	79
	-
	6
	-
	-
	-
	8
	-
	-
	-
	-
	-
	-
	

	Black Orc
	4
	69
	55
	5
	5
	16
	60
	3
	39
	49
	39
	49
	49
	34
	+4

	+ runes
	-
	79
	-
	7
	-
	-
	-
	8
	-
	-
	-
	-
	-
	-
	

	Ogre
	6
	69
	47
	5
	5
	24
	60
	3
	39
	39
	34
	39
	49
	30
	+4

	+ runes
	-
	79
	-
	7
	-
	-
	-
	8
	-
	-
	-
	-
	-
	-
	


Skills: Disarm, Dodge blow, Drive cart, Fears Elves, Hates Dwarves, Nightvision 10 yards, Ride, Specialist weapon: fist, two handed, Street fighter, Strike to injure, Strike mighty blow.

Possessions: Full plate and Chain, Breastplate bears a Battle Magic Master Rune of Adamant (+2 AP), and Stone (+1 AP). Two handed weapon with Rune of Smiting (+3d6 damage), Fury (+1 attack) and Striking (+10 weapon skill), Amulet with a Battle Magic Rune of Luck, Ring with a Battle Magic Spell Rune of Hammerhand.

	Race
	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	WP
	Fel
	Social

	HUMAN
	4
	39
	25
	3
	3
	7
	30
	1
	29
	29
	29
	39
	29
	29
	0

	Archer
	4
	29
	45
	3
	3
	7
	30
	1
	29
	29
	29
	29
	29
	29
	0

	Sergeant
	4
	49
	35
	4
	3
	9
	40
	1
	29
	39
	29
	39
	29
	29
	+1

	Captain
	4
	59
	45
	4
	4
	11
	50
	2
	39
	49
	39
	49
	39
	39
	+2

	+ runes
	-
	69
	-
	-
	5
	-
	-
	3
	-
	-
	-
	-
	-
	-
	

	GOBLIN
	4
	29
	29
	3
	3
	5
	20
	1
	19
	19
	19
	19
	19
	10
	-1

	Boss
	4
	39
	39
	4
	3
	6
	30
	1
	19
	19
	19
	19
	19
	19
	0

	Big Boss
	4
	49
	49
	4
	4
	10
	40
	2
	29
	29
	29
	29
	29
	29
	+1

	+ runes
	-
	69
	-
	-
	5
	-
	-
	3
	-
	-
	-
	-
	-
	-
	

	ORC
	4
	39
	29
	3
	4
	7
	20
	1
	19
	29
	19
	29
	29
	14
	0

	Boar boyz
	4
	39
	29
	3
	4
	7
	20
	1
	19
	29
	19
	29
	29
	14
	+1

	Big un
	4
	49
	29
	4
	4
	7
	30
	1
	19
	29
	19
	29
	29
	14
	+1

	Boss
	4
	49
	39
	4
	4
	8
	30
	1
	19
	29
	19
	29
	29
	14
	+2

	Big Boss
	4
	59
	49
	4
	5
	10
	40
	2
	29
	39
	29
	39
	39
	24
	+3

	+ runes
	-
	69
	-
	-
	6
	-
	-
	3
	-
	-
	-
	-
	-
	-
	

	BLK ORC
	4
	39
	25
	4
	4
	7
	30
	1
	19
	29
	19
	29
	29
	14
	+1

	Boss
	4
	49
	35
	5
	4
	8
	40
	1
	19
	29
	19
	29
	29
	14
	+2

	Big boss
	4
	59
	45
	5
	5
	10
	50
	2
	29
	39
	29
	39
	39
	24
	+3

	+ runes
	-
	69
	-
	-
	6
	-
	-
	3
	-
	-
	-
	-
	-
	-
	

	OGRE
	6
	39
	17
	4
	5
	17
	30
	2
	19
	19
	14
	19
	29
	10
	+1

	Boss
	6
	49
	27
	5
	5
	18
	40
	2
	19
	19
	14
	19
	29
	10
	+2

	Big Boss
	6
	59
	37
	5
	6
	20
	50
	3
	29
	29
	24
	29
	39
	14
	+3

	+ runes
	-
	69
	-
	-
	7
	-
	-
	4
	-
	-
	-
	-
	-
	-
	

	WOLF
	9
	41
	0
	3
	3
	5
	30
	1
	-
	10
	14
	14
	14
	-
	-

	BOAR
	7
	33
	0
	3
	3
	11
	30
	1
	-
	10
	14
	14
	14
	-
	-

	SPIDER
	7
	33
	0
	4
	3
	7
	10
	1
	-
	10
	14
	14
	14
	-
	-

	SQUIG
	4d6yds
	41
	0
	5
	3
	7
	50
	2
	2
	0
	6
	6
	6
	-
	-

	TROLL
	6
	33
	9
	5
	4
	18
	10
	3
	14
	14
	14
	24
	24
	6
	-1

	GIANT
	6
	33
	25
	7
	7
	36
	20
	5
	14
	24
	14
	24
	24
	14
	

	SNOTLING
	4
	25
	17
	1
	1
	18
	30
	3
	14
	14
	13
	15
	15
	14
	


SPECIAL RULES

GOBLIN : Animosity other Goblinoids, hate Dwarves, fear Elves. Night vision 10 yds (Night Goblin 20 yds)

ORC : Animosity other Goblinoids

BLACK ORC : Bosses negate animosity in their troops, Nightvision 10yds.

OGRE : Cause fear in under 10 ft

BOAR : 30% infected wounds. When wounded subject to frenzy
SPIDER: Unaffected by terrain.

GIANT: Subject to stupidity, cause fear in 10ft -. Throw big rock, range 28 yds, ES: 7

TROLL: Subject to stupidity, instead of three attacks, 1 vomit attack, auto hit, strength:5, ignores armour, does damage as a stomp. If critical hit to the belly, acid spray, 3 yds, D3 strength:10 hits, dissolves non magic.

RIVER: -10 weapon skill to hit them in combat

STONE: Half effect from magic, x2 magic test.

SNOTLINGS: Mimic nearest unit within 24 yards. While engaged, immune to psychology, but will flee if the mimicked unit flees. They will also mimic frenzy.

SKILLS

Human: Dodge blow, Strike mighty blow

Archer: Dodge blow, Marksmanship

Sergeant: +Strike to injure

Goblinoid

Archer : None

Warrior : Dodge Blow

Boss : + Strike Mighty Blow

Big Boss :  + Strike to Injure, Specialist weapon 2 handed

Cavalry : Ride, animal care

Giant:

Troll:

EQUIPMENT

Warrior : Hand weapon, dagger, shield, mail shirt/breastplate and pot helm, plus any weapon listed for the regiment.

Archers : + Bow (Goblin’s have short bow), quiver, 3d6 arrows.

Boss/sergeant: + Plate/mail sleeves, spare hand weapon, Rune of Smiting (+3d6 damage), Breastplate has a Rune of Stone. 

Big Boss/captain: + Two handed weapon with Rune of Smiting (+3d6 damage), Fury (+1 attack) and Striking (+10 weapon skill), plate/mail legs, coif and helm. Breastplate has a Rune of Stone (+1 AP on all areas covered by undamaged metal armour) and Fortitude (+1 toughness).

Cavalry: Spear, steed

Night Goblin Prodder team: Prodder

Night Goblin Netter team: Club or Net

Giant: 6 x large rocks

Troll: Big stick

Shaman
	Race
	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	WP
	Fel
	Social

	Orc Shaman
	4
	39
	29
	3
	4
	7
	30
	1
	19
	29
	19
	29
	29
	14
	+1

	Shaman Champion
	4
	39
	29
	4
	5
	9
	30
	1
	19
	29
	19
	29
	29
	14
	+2

	Master Shaman
	4
	39
	29
	4
	5
	11
	40
	2
	19
	29
	19
	29
	29
	14
	+3

	Shaman Lord
	4
	39
	29
	4
	5
	15
	50
	3
	29
	39
	29
	39
	39
	24
	+4

	Goblin Shaman
	4
	29
	29
	3
	3
	5
	20
	1
	19
	19
	19
	19
	19
	19
	0

	Shaman Champion
	4
	29
	29
	4
	4
	7
	20
	1
	19
	19
	19
	19
	19
	19
	+1

	Master Shaman
	4
	29
	29
	4
	4
	9
	30
	2
	19
	19
	19
	19
	19
	19
	+2

	Shaman Lord
	4
	29
	29
	4
	4
	12
	40
	3
	29
	29
	29
	29
	29
	29
	+3


Skills:

Shaman
Cast spells: Waaagh magic level 1, Dodge blow, Identify plants, Magic sense, Read/write, Ride, Strike mighty blow

Shaman Champion

Animal training: Spider (Forest goblin only), Cast spells: Waaagh magic level 2, Herb lore (Night goblins receive Fungus Lore), Magical awareness, Scroll lore

Master Shaman

Cast spells: Waaagh magic level 3, Prepare poison, Specialist weapon: two handed, Strike to injure

Shaman Lord

Cast spells: Waaagh magic level 4, Daemon lore

Identify undead, Manufacture potions, Manufacture scrolls

Tactics:
Shaman: Smack ‘em, Mork Wants Ya, ‘Eadbutt on enemy wizards

Shaman Champion: ‘Ere we go or Puttin’ the Boot In.

Shaman Master: Gaze of Mork, Waaaagh if enemy wizards within 72 yards.

Shaman Lord: Da Krunch on troops, Brain Bursta on individuals.

War Machines

Standard 3 person crew

	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	Wp
	Fel
	Social

	GOBLIN
	4
	29
	29
	3
	3
	5
	20
	1
	19
	19
	19
	19
	19
	19
	-1

	ORC
	4
	39
	29
	3
	4
	7
	20
	1
	19
	29
	19
	29
	29
	14
	0

	Machine
	-
	-
	-
	-
	7
	17
	-
	-
	-
	-
	-
	-
	-
	-
	-


Skills: Dodge blow, Drive cart, Specialist weapon: catapult/bolt thrower, Strike mighty blow.

Possessions: Mail shirt, pot helm, hand weapon, dagger

	
	Short
	Long
	Extreme
	ES
	Damage
	Notes
	Load/fire

	Large stone thrower
	60
	120
	600
	10
	4d6
	Ignores armour
	2 load/1 fire

	Small Stone Thrower
	48
	96
	200
	7
	2d6
	Ignores armour
	1 load/1 fire

	Bolt thrower
	48
	96
	200
	5 –1/rank
	4d4
	Ignores armour
	1 load/1 fire

	Doom diver
	Within sight
	
	
	10 (direct), 5 (vicinity)
	4d4
	Ignores armour
	1 per round


A minimum of three crew are required to operate a cannon. Two crew can operate it but reload times are double the listed times. One crewman requires three times as much time to reload.

A failed ballistic skill roll means the projectile has deviated 2d6 yards in a random direction. The strike is then worked out as normal. Doom divers may use their wings to correct their descent and head back towards the target d6 yards.

Impact Area: Projectiles strike as a spell does, affecting a group.

Misfires:

01-35: Destroyed - the weapon explodes causing d3 standard hits on each crewmen.

36-55: Disabled - A problem occurs that takes 1 turn to fix, but only by someone with specialist weapon: bombard.

56-70: Damaged - A minor problem occurs and requires 1 round to clear by a skilled gunner.

71-00 Wild Shot - The projectile deviates d6x10 yards from the target in a random direction.

Monsters

All creatures have been fitted with plate and chain barding that bears a Rune of Stone, Iron, and Resistance for 3 points on head and body and all wounds that get through toughness and armour are halved. The listed armour points are for tough hide.

	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Int
	Cl
	Wp
	AP

	Chimera
	5
	41
	0
	6
	6/7
	41
	30
	6
	89
	14
	89
	89
	0

	Dragon
	6
	57
	0
	6
	6/7
	41
	80
	7
	89
	41
	89
	89
	2

	Great
	6
	65
	0
	7
	7/8
	47
	70
	8
	95
	49
	95
	95
	2

	Emperor
	6
	73
	0
	8
	8/9
	53
	60
	9
	100
	57
	100
	100
	2

	Griffon
	6
	49
	0
	5
	5/6
	35
	80
	4
	66
	14
	66
	66
	0

	Hippogriff
	6
	33
	0
	4
	5/6
	23
	80
	4
	43
	14
	43
	43
	0

	Hydra
	6
	33
	0
	4
	6/7
	41
	30
	10
	24
	14
	24
	24
	0

	Manticore
	5
	59
	34
	6
	6/7
	41
	40
	4
	43
	24
	43
	43
	0

	Pegasus
	8
	33
	0
	4
	4/5
	17
	30
	1
	10
	14
	10
	10
	0

	Scorpion
	5
	33
	0
	5
	4/5
	17
	10
	3
	43
	2
	24
	6
	0

	Spider
	5
	33
	0
	5
	4/5
	17
	10
	2
	43
	2
	24
	6
	0

	Wyvern
	4
	25
	0
	5
	6/7
	17
	10
	3
	14
	14
	14
	14
	0


Special Rules

Chimera: Lander, causes fear.

Dragon: Lander, fear, terror in 6ft or less, half damage magic fire, immune to normal. Fire breath 24 x 8, strength: 7, 2d6 wounds.

Griffon: Swooper, fear.

Hippogriff: 1 x bite, 2 x claw, 1 x stomp, cause fear in 10ft-, fly as swooper.

Hydra: 8 x bite, 1 x maw (+1 damage), 1 x claw, cause fear in 10ft-.

Manticore: 1 x bite, 2 x claw, 1 x tail (poisonous, 1: drowsy. 2: dead in 2d6 rounds), cause fear in 10ft-, fly as swooper.

Pegasus: Swooper.

Scorpion: fear fire, 2 x claw, 1 x tail (poisonous 1: drowsy. 2: dead in d3 rounds), cause fear in 10ft-, 2 armour points

Spider: fear fire, 2 x bite (poisonous paralysed/dead in d6 rounds) cause fear in 10ft-, 2 armour points

Wyvern: 1 x bite, 1 x stomp, 1 x tail lash (poisonous, 1: drowsy. 2: dead in 2d6 rounds), cause fear in 10ft-, fly as swooper.

