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Major Hero -

Major Hero Wizard : Level 2
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Monstrous Generals (including profile above)
General
Butcher
General on Mountrous Mount.
Unit name
Ogres v 3
Hardened Ogres
Cannoneers
Ogre Cavalry
Ogre Freebooters
Hunting Packs
Mountain Ogres
Wild Ogres
Slave Giants

Slave Goblins

X & X X X X X X KN L
O O 0O OO0 o o o o O

Catapult

Core Min Max

Unit type
Monstrous Creature (1)
Monstrous Creature (1)
Monstrous Creature (1)

Unit type
6 | Monstrous Creature (1)
Monstrous Creature (1)
Monstrous Creature (1)
Later Knights - Lance, Deep
Monstrous Creature (1)
Cavalry, lance
Monstrous Creature (1)
Monstrous Creature (1)

Monstrous Creature (1)
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Warriors

—

Artillery (Catapult)

Quality
Veteran

Veteran
Veteran

Quality
Regular
Veteran
Regular
Veteran
Veteran
Veteran
Regular
Regular
Regular

Regular

Regular

Upgrade

Upgrade

2HCCW

2HCCW

Characteristics
Impressive Charge -
Impressive Charge -
Impressive Charge Terror
Characteristics
Impressive Charge -
Impressive Charge =

Impressive Charge Bangstick

Impressive Charge
Fleet =

Bangstick

Wandering Monster Regeneration

Wandering Monster Fleet
Giant Terror
Slave Troops =
Slave Troops Deviates

VP Pis
- 2 0 3+ 2 40
Feral Magic 4 0 4+ 2 140
+10
+1  +40
+10
+1  +10
Re-size VM Hits Save
- 2 2 4+ 3 117
B, 2 2 4+ 3 117
B, 2 3 4+ 3 167
Re-size VM Hits Save VP Pts
- - 2 2 5+ 3 107
= = 2 2 4+ 3 127
- - 2 2 5+ 3 117
= = 3 3 5+ 3 250
- - 2 2 4+ 3 127
= = 2 2 6+ 2 115
Silent Command - 2 2 5+ 0 095
Silent Command = 2 2 5+ 0 90
- - 2 3 5+ 1 130
= = 2 2 7+ 2 50
- - 1 1 74+ 1 50




Tyrants

Feral Magic

Impressive Charge

Army Trait

All Generals are Monstrous Generals

General Characteristics

Feral Magic follows the same process for casting a spell with the following exceptions

- Feral Magicians can attempt to cast 2 Feral Spells per turn.

- Casting Feral Magic requires a simple activation.

- Do not add the Wizards level to the casting draw card.

- Feral Magic cannot be dispelled.

- Feral Magicians cannot dispel spells.

- Feral Magic does not miscast. If a 1 is drawn for the casting attempt the Feral Magician takes a hit.

Army Characteristics

When troops with this characteristic charge directly forward they can move 1 box, then charge - as if cavalry. In addition they draw a bonus to-hit card when charging.
This does not apply when being charged and when striking back.
Troops with this characteristics add 2 VP to the army

Bangstick

Troops with this characteristic can shoot as if they were Handgunners

Wandering Monster

Troops with this characteristic do not deploy normally. They remain off-table joining the battle when, or if, the mood takes them. Starting from turn 2 they can activate in
an attempt to arrive. You must draw a 5+ for them to deploy in a box on the player base edge. If you draw a 10 PIP card then they may deploy on a size egde box. This
activation does not count as a charge. These feral beasts contribute 1 fewer VP.

Fleet

Troops with this characteristic can change orientation, by one face, during any activation. Alternatively during a simple activation you may move additional 1 box
straight ahead.

Regeneration

When a unit with this characteristic activates and draws a 1-PIP card, they may remove one of their disruption markers. The activation fails as normal. If the card is
redrawn for any reason regeneration still takes place.

Slave Troops

Troops with this characteristic cannot redraw a failed activation under any circumstance. Slave Troops can never benefit from a hero redraw in combat In addition only
other Slave Troops perform a break test for seeing Slave troops destroyed.

Giant

When activating any Giant and a 1-PIP or 10-PIP card is drawn, draw another card and consult the following table

1-3  The Giant will neither move nor fight this turn but simply stands rooted to the spot looking dopey. This ends the Giants activation but not the commands

4-6  Move the Giant directly towards the nearest table edge. If equidistant randomise the direction. If he moves into another unit he will attack it regardless of which
side itis on.

7-8 The Giant picks up a rock, tree, abandoned cart, outhouse or whatever comes to hand and throws it at the closest unit - friend or foe - that he can see within 2
boxes.. Strikes with 3 shooting attacks worked out in the usual way

9-10  The Giant moves towards the nearest enemy unit that he can see. If he is adjacent to the foe he will attack as normal. If friends are in the way he will walk
through them. Walking though friendly troops inflicts 1 hit as if in melee. If the box he moves into is fully occupied then he displaces one of those units. The Giant and
the passed through unit are swapped. Unit orientations are kept as they are.

When a Giant is killed he falls! Follow the rules for movement Deviation. Every unit in the destination box takes a hit. Saves may be made but with a +2 Penalty

Silent Command

Units with this characteristic are never out of command

Deviates

See M2 rules on deviation

Terror

When saving against troops with this characteristic draw an additional card, discarding the highest. In addition, troops taking rout tests when adjacent to Terror
causing units can attempt to save only once. Troops with Terror are also Fearless




Spells

Feral Magic trait required - Using line of sight, as if shooting, target a unit within 2 boxes of the casting Magician. Successfully casting the spell 4

Bonecrusher! o
does one automatic hit.

Feral Magic trait required - When cast successfully place a Trollguts! token in a target box within 3 boxes of the casting Magician.
Trollguts! Trollguts! token : Target gains Regeneration characteristic. This remains in place until the unit fails an armour save, in which case the Trollguts! token is removed] 4
instead of placing a distruption marker.

Feral Magic trait required - When cast successfully place a Spine Marrow! token in the casting Magician's box

i 1
Spine Marrow! Spine Marrow! token : Troops in, and adjacent to, a box containing a Spine Marrow! token count as having the Fanatic characteristic.

Feral Magic trait required - This spell can only be cast when a unit (friend or foe) in the same, or adjacent, box has a disruption marker on it.
Feast of the Fallen! When cast successfully place a Feast of the Fallen! token in the Magician's box. 4
Feast of the Fallen! token : Troops with Impressive Charge in, and adjacent to, the Feast of the Fallen! token have the Hatred (All) characteristic
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