
 

 

 

 



 

 

The following is the units and lists that can be used during the Animosity 4 campaign. All of the lists and 

units are completely unofficial and require your opponent’s position before using. The lists were not 

designed for competitive game play but rather friendly games between friends or at your local gaming 

group.  

All characters and units are designed as factional characters or units (although the majority of the 

characters are tailored to a single race) as a result feel free to use units that are not normally a part of 

your army.  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Thanks to Beithir Seun and Mercules for contributions…. 

 

 



 

 

Cathayan Longswords 

Despite their rarity in the old world, the Cathayan longswords are relatively common weapon that is to 

be found in the Eastern Realms. As a result many armies have equipped themselves with these blades 

which are superior to almost any in the old world.  

All Lord level characters that can normally be equipped with mundane weapon options may purchase a 

Cathayan long sword for +8 pts 

All Hero level characters that can normally be equipped with mundane weapon options may purchase a 

Cathayan long sword for +4 pts  

See Ogre Kindoms book for rules. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

 

Zaihai Nuer was born in a small village in Northern Cathay and lived a thoroughly unremarkable life until 
the sickness came. She was six years old when the villagers around her started to become ill, the 
contagion spread rapidly, destroying the body in a matter of hours. Her mother and father among the 
first to die but Zaihai was too young to understand why they would not move any more and she stayed 
by their side, trying to wake them up until she was dragged away by the other villagers, screaming as 
their bodys were set aflame. Within a week everyone was dead, the soft-white winter snow settling over 
bloated, disfigured bodies, fingers and toes curled tightly, writhing as though they had died in agony. 
 
Zaihai stumbled to the next village, her bare feet cut to ribbons her body half frozen in the snow. An 
elderly couple took her in, nursing her back to health with the last of their food, the man carving bamboo 
toys for her while she slept. But the sickness followed her and one by one the villagers began to die, their 
skin blistering and peeling back from their bloated, corpulent bodies as the air became thick with flies 
and other crawling carrion burst from the village's only well. It was then that Zaihai spoke for the first 
time, addressing the whole village in a tiny voice, begging them, pleading them to let her save them from 
the disease that threatened to wipe them out. They accepted to a man and the sickness vanished, the 
bodies of the fallen decaying rapidly into dust that danced away on the whispering wind.  

Things seemed normal once more. The harvest that year was the largest ever, in defiance of the yields 
across the rest of the Empire and at the Harvest festival the whole village gathered to praise Zaihai, their 
mysterious little savior. They began to eat, the wine and the water, the rice and the fish seemingly 
inexhaustible. Their appetites too seemed unending as the village said not a word but ate and ate in an 
orgy of gluttony and excess, stuffing food into their mouths faster and faster as though they would never 
be satisfied. Their bodies began to swell and bloat but they kept eating, cramming more and more into 
their mouths until their skin began to split, their stomachs rupturing as bloated, diseased things ripped 
their way from the bodies like ruined butterflies emerging from a chrysalis.  
 
Zaihai vanished from Cathay that day with her demons and shortly after the crops began to wither and 
fail. She vanished into the night and the Army could find no trace of her. Some say that she was the 
manifestation of Yaoguai, the ancient Cathayan Demon of Sickness and Gluttony that appears once 
every thousand years to feast and is able to raise the dead to fight at his side. Others proclaimed her the 
herald of Nurgle, and many who would cast their lot in with the Father of Disease flocked to her banner. 
The Undead fight at her side lead by the Vampire Counts of the East whose soldiers have no fear of 
disease and death and see instead the chance to claim (or re-claim if you believe the rumours) the 
Dragon Throne for themselves. 
 
Perhaps most surprising of all was the arrival of the Black Arcs Pleasure and Pain, Deliciously Incidious 
andThe Reaver. Morathi, made aware of the gathering storm in the east by a daemon of Slaanesh, saw 
that the collapse of the Empire would lead to the weakening of the defences of Ulthaun as their despised 
Kin rushed to contain the spread of Chaos into the rest of the world. However, such a victory would not 



 

 

come without cost as should it be delivered by Zaihai, Nurgle would surely gain the upper-hand among 
the Dark Gods and Slaanesh would be displeased. In devious fashion, Morathi sent members of the Cult 
of Khaine and three Black Arcs to bolster the ranks of Zaihai's army, forcing Nurgle to share any victory 
with Slaanesh and increasing her chances of ending the Cathayan Empire at the same time. The alliance 
is a brittle thing, for while both parties want the same thing, there is little trust and no love lost between 
them. The Dark Elves seem immune from the wasting disease that effects those who throw in their lot 
with Zaihai, but who knows what promises and agreements have been made and, indeed, which ones 
will be kept in the years ahead. 

Zaihai's return marks the arrival of Cathay's darkest hour. She rides at the head of a host of darkness the 
likes of which the Empire has not seen since the Going Down of the Sun, when the Barrier itself was 
breached. Hundreds of thousands ride at her back. The living, the dead and the dying. The air around 
them hums with the drone of flies and the ground under their feet withers into dust. She is coming. 

½ņƛƘŁƛ bǳŜǊ                                                                    

 
Zāihài Nuer                                                                   375 Points 

 
M WS BS S  T W I A LD 

Zāihài Nuer 4 4 3 2 3 3 4 2 8 

Palanquin 4 3 0 3 3 1 3 6 7 
 
Magic: Is a level 4 Wizard using the Lore of Nurgle 
Equipment: Hand weapon, Cloak of Pox, Rod of Plague                                                                   
 Special Rules:                                                                                                
Will of the Gods, Eye of the Gods, Mark of Nurgle, 
Palanquin, Anointed of Nurgle, Papa Nurgle’s Pets, Master 
of the Lore of Nurgle 

 
Magic Items 
Cloak of Pox: The Cloak of Pox is little more than Zāihài’s childhood blanket which was woven by her 
mother. That was until father Nurgle blessed it.  
 
The Cloak of pox bestows a 4+ ward save. In addition any models that come into based contact with 
Zāihài or a unit that she is in must immediately pass toughness test or suffer-1 strength and toughness. 
At the start of each subsequent turn, if the enemy unit remains in base contact they must take an 
additional toughness test. If the test is failed an additional -1 toughness and strength is applied. If a 
unit’s strength or toughness reaches 0 then the unit is removed from the game as casualties. When an 
enemy unit leaves base contact with Zāihài or her unit then at the start of each subsequent turn they 
regain +1 strength and toughness until they return to their original statistical value.  
  
Staff of Pestilence: Given to Zāihài by a Hun tribal shaman who had a vision of her coming as the 
anointed of Nurgle. The staff was said to have been blessed by Nurgle and was given to the Hun after a 
great battle between them and a tribe worshipping the Blood god Khorne.  
 
For each successfully cast spell from the Lore of Nurgle, Zāihài gains +1 to cast for  that magic phase.  
 



 

 

  
 
Special Rules 
Master of the Lore of Nurgle: Father Nurgle has bestowed Zāihài Nuer with the knowledge of the lore of 
Nurgle. Zāihài may pick one of the Lores of Nurgle: Warriors of Chaos, Beasts of Chaos and Daemons of 
Chaos army book and know all of the spells from that lore.  
 
Palanquin: Zāihài Nuer rides a palanquin of Nurgle as described on page 55 of the Warriors of Chaos 
army book. As a result Zāihài should be deployed on a 40mm X 40mm base.  
 
Anointed of Nurgle:  During deployment if Zāihài Nuer is deployed in a regiment that unit gains the 
mark of Nurgle for no additional cost. The unit retains this mark as long as Zāihài Nuer is in the unit. As 
her result of being the Anointed of Nurgle Zāihài Nuer cannot join a regiment that is devoted to another 
god. In addition all units with the Mark of Nurgle within 12” gain a +1 to combat resolution.  
 
PaǇŀ bǳǊƎƭŜΩǎ tŜǘǎ: Any army lead by Zāihài Nuer may include Nurglings and Plaguebearers as a special 
choice and Beasts of Nurgle as rare choices. See Daemons of Chaos book for full rules. When Zaihai is 
removed from the game any daemonic units must begin taking instability tests 
 
 
 

 
 
 
 
 
Three years ago, fresh from the Battle of Three Kings outside Lashiek's bruised and battered walls and 
acting on behalf of an undisclosed client the legendary Mercenary Prince Alfonti da Silveira returned to 
Tilea to begin the mustering of the largest private army ever assembled. Charged with the defence of 
Cathay and the extermination of any who threaten her borders and her sovereignty, the vast majority of 
those who ride under the three crimson dragons of the Order of the Dragon Shield are mercenaries 
seeking their fortune at the tip of a lance or the edge of a blade. Many flock to the muster lured by coin 
and the promise of treasure and adventure in the distant lands of the East. Others simply revel in the 
blood-letting, in the perilous existence of the professional soldier who lives and dies in one eternal 
moment. However Alfonti is no savage, nor would he let his dogs loose for personal gain and as a result 
many who ride with him do so not for the money but because they would not see Cathay fall into 
darkness. The Empire of the Dragon, humanity's Eastern bastion in the struggle against Chaos is under 
serious threat for the first time in a thousand years and the consequences for the rest of the world should 
it fall can scarce be imagined. 
 
It took nearly a year to assemble the ODS, and the muster spread out in identical white tents pitched in 



 

 

rows of thousands that wound their way across the rolling hillsides of Southern Tilea. Finally Alfonti was 
satisfied and the sea of tents disappeared almost overnight as a vast flotilla of ships set sail for the East, 
taking a direct route to Cathay's Eastern sea board pausing only to pick up additional men and supplies. 
The journey took almost two years and it is a testament to the seamanship of the Tilean sailors that they 
only lost three ship on the way, two to the great Maelstrom.  
 
The Order of the Dragon Shield are currently billeted in Han Hai, and they have wasted little time in 
establishing a twenty mile perimeter around the city, erecting earthworks and defensive fortifications 
over a wide area, hunkering down behind their wall of bristling spikes as they scout out the immediate 
area. Almost immediately conflicts erupted between the ODS and local governmental and military 
officials who find the Mercenaries loud and coarse and accuse the foreigners of excluding them from 
important strategic decisions. Prince Alfonti has done his best to sooth the relationship between his men 
and the locals but he has been given free reign to peruse his goal as he sees fit, and while the Order of 
the Dragon Shield would never seek to harm or endanger Cathay, the squabbling, bickering interference 
of the irate Cathayan officials who feel usurped by the newcomers threatens to make their task even 
more difficult than it already is. 
 
As the ODS prepares for war and the skies over Cathay darken several questions remain. Why is Prince 
Alfonti so reluctant to reveal his employer's identity? There are few who could afford the monstrous 
amount of coin that the ODS will consume over the course of the campaign so the list of suspects is not 
long. However perhaps the most pressing question of all has yet to be voiced. How did Alfonti's employer 
realize that such a vast army would be required, several years before the true scale of the threat to 
Cathay became apparent? 
 
 
Prince Marcello Alfonti  
 

Prince Marcello Alfonti                                                          320 Points 

 
M WS BS S  T W I A LD 

Prince Alfonti  4 6 6 4 4 3 5 4 9 

Alfonti Family Guards  4 4 4 4 3 1 3 1 8 
Equipment: Heavy Armour, Two Cathayan Dualing swords, Light 
Crossbow, Pendant of Shining Sun 

Special Rules:                                                                                       
Alfonti Family Guard, Dueling Expert 

 Magic Items  
Cathayan Dueling Swords: The finally balanced and impossibly sharp blade of Cathay, Prince Alfonti 
purchased these blades from a Cathay trader in his youth finding them superior to any blades in the Old 
World.  
 
Count as Two Hand-Weapons and confer +1 Initiative, +1 Weapon Skill and armour piercing. 
 
Pendant of Shining Sun: A gift of thanks from Sheikh Tariq Abbas of Araby for Prince Alfonti’s assistance 
during the liberating Lashiek. The pendant is said to shine with the blazing light of the Arabian summer 
sun.  
 



 

 

The Pendant of Shining Sun 5+ ward save. In addition any unit which successfully wounds Prince Alfonti 
in close combat suffers a -1 weapon skill until they leave base contract with him. 
 
 
Special Rules 
Tilean Light Crossbows:  Move and fire, 24” Strength 3 -1 armour save.  
 
Dueling Expert: Prince Alfonti is known as one of the best duelists and swordsmen in the Tilean 
Principalities. As a result of his prodigious skill he has able to parry blows with his swords that most men 
would be unable block. Despite be armed with 2 hand weapons Prince Alfonti gains a +1 to his armour 
save from the Parry bonus.  
 
Alfonti Family Guard: The personal body guards of the Alfonti family many of the men are veterans of 
the bloody amphibious landing of the second battle of Lashiek. Whenever an Alfonti family member 
travels away from their principality they are accompanied by these grizzled mercenaries. 
 
When Prince Alfonti is deployed on the table top he is deployed with 9 Family guardsmen including a 
standard bearer and musician. Each guardsman is equipped with a Tilean light crossbow, hand weapon, 
shield, and heavy armour. Additional family guardsmen maybe purchased for 12 points/model. Prince 
Alfonti may not leave his bodyguard and as long as he is alive his family guard count as stubborn.  
 
 
 

 

Where Alexander comes from is unknown. His accent is hard to place and he speaks a multitude of 
languages fluently. His voice has neither the edgy twang of the Borders nor the guttural rasp of the 
Empire. It lacks the soft lilt of Bretonnia and yet it somehow the displacement of his voice does not 
matter for when he speaks, he is capable of seduction. Not the seduction of lover seducing their beloved, 
nor the deceitful yet beguiling whispers of a conman or skilful salesman, but rather he seduces the 
listeners soul the way a God from the ancient tales might if he were to walk the world once more.  

A little more then three years ago the man appeared, speaking in a small city to a small crowd. His words 
spoke of the past, the present and of a brighter future. His words were like honey to a gathering down on 
their luck and with little prospect of a brighter tomorrow. Every day they would come to listen to him 
speak, to soak in his message and to revel in the harmony of his voice. When he left he extended an 
invitation to the crowd. Anyone who wished to travel with him, who wished to see this future that he had 
revealed to them could join him now no matter what their past or present situation held for them. From 
a city that contained some two thousand people, fully a tenth went with him that day. From there he 
walked seemingly at random through the Old World, speaking everywhere that he and his small band of 



 

 

followers were welcomed. As the weeks rolled into months, so his following grew. People from all walks 
of life joined his group, nobles to serfs, farmers to thieves.  

Alexander was true to his word, anyone could follow him and favour among this gathering of people was 
based on merit rather then birth. This fact turned many against him in the cities he visited and as his 
fame and his flock grew, the time he spent in each place diminished as he was run out of town by Nobles 
unwilling to loose their serfs to this so called beguiler. Yet each time he left, he took with him those 
people that had stopped to listen to him speak, no matter what obstacles were put in his way. Humans 
from the Empire, Tilea, Estalia, The Borders, Norsca and even Albion joined him, even Elves and Dwarves 
found their way into his care, why they were drawn to him they could not say, yet they were content and 
happy to be following this man towards the bright future he laid before them when he spoke, and 
happier still that he was willing to do anything to get them there. 

It was during this routine of travel that Alexander fell ill. What it was that struck him down none of the 
physicians, clerics or mages could tell his followers, nor could they even guess at how he contracted it. 
Healer after healer came to see him and all they were able to say was that it was a wasting disease and 
he was gradually withering away, as though the body could not support the spirit that burned within it. It 
was during his illness as he lay racked by fever that his visions became real to him, that the future he saw 
for his people began to sing to him and after but a few weeks rest he turned his gathering eastwards and 
his speeches rang with the image of a great celestial dragon. As they travelled east, his people debated 
his words. Was the Dragon a metaphor? Was it a hallucination brought on by fever? In what way was 
this Dragon going to show them their new home, if it was even real.  

It took almost two years of travel before these people who had become known as The Outcasts finally 
found a village that knew of an Empire that was connected to Dragons and many months after that 
before a village on the border of Cathay was able to inform them of the city known as the Seat of the 
Celestial Dragon . Yet as they began to approach the end of their journey they discovered an Empire 
collapsing inward upon itself. An Empire unwilling and unable to welcome them, an Empire under siege 
and running out of food. Appalled at the manner in which the friendly and honest peasants that he met 
were treated by the wealthy and the powerful, Alexander halted The Outcasts on the borders of Cathay 
in Northern Ind to consider his next move. He had heard rumours of armies descending from all 
directions and while he felt that this Empire was the place that had haunted his dreams, it was not at all 
how he imagined it. As they waited breathlessly for his decision, Alexander relapsed and overnight fell 
into a deep and fevered sleep from which he has not awoken. With time running out, the part that The 
Outcasts play in the coming war must be decided. 
 
 
Alexander 
 

Alexander                                                                         320 Points 

 
M WS BS S  T W I A LD 

Alexander 4 3 3 3 3 3 4 2 10 

Warhorse 8 3 0 3 3 1 3 1 5 
Magic: Alexander is a level 4 wizard using the lore of light 
Equipment: Hand Weapon, Barded Warhouse, Mask of Fate, 
Herbal Medicine 



 

 

Special Rule:                                                                                 
Charismatic Leader, Latent Sickness 

Magic Items 
Mask of Fate: The Mask of Fate is a silver mask that Alexander wears over his scared face. Although only 
rumour exist of how his face was scared many assume that it was a result of one of the illnesses that has 
plagued Alexander’s life. It is said that the masks magical properties allow Alexander to see the future.  
 
Confers a 5+ ward save and allows Alexander to re-roll D3 dice per game (roll at the start of the game 
and tell your opponent how many re-rolls you get). The dice can be used on any roll to hit, wound, 
armour save, ward save, casting/dispelling die (potentially avoiding or causing irresistible force or a 
miscast). You may never re-roll a re-roll 
 
Herbal Medicine: Throughout his life Alexander has been stricken with illness. This has led to Alexander 
constantly having medicines at a readily supply.  
 
One use only. At the start of a turn (either player) the herbal medicine can be consumed. This medicine 
restores Alexander to his starting level of wounds. In addition for the duration of that turn he receives a 
+1 bonus to his Strength, toughness, and initiative.  
 
Special Rules 
Charismatic Leader: Despite his frail appearance and his hidden face Alexander projects an odd aura of 
confidence which instills loyalty in his men 
 
Alexander counts as both the army general and battle standard bearer for any army he is a part of. Note 
you may also include a regular battle standard bearer in addition to Alexander but their effects do not 
stack on a given unit. 
 
Latent Sickness: For the majority of his life Alexander has been suffering from a variety of illnesses that 
have constantly hampered him at the most inopportune times. As a result of his illness Alexander is 
somewhat frail and sickly in appearance. 
 
When Alexander is reduced to 1 wound he suffers a -1 to his toughness and -1 to initiative. 
 
Settlers 
 
Settlers are the families and refuges that have chosen to follow Alexander in the hope of establishing a 
new home for themselves in distant lands. These groups of women, children and infirm travel close to 
the regiments of troops that have joined Alexander as the husbands, son and fathers of these settlers 
make up the bulk of Alexander’s troops.  
 
Count as a core choice but does not count toward the minimum core selections for an army.  
 
 
 
 
 



 

 

Settlers:                                                                                        
Unit Size 10+                                                     3 Points/model 

 
M WS BS S T W I A LD 

Settlers  4 2 2 3 3 1 3 1 6 
Equipment: Hand Weapons 

Special Rules:                                                                                              
Non-combatants, Wives and daughters 

 
Non-combatants: The settlers are not combat troops being principally made up of women, children and 
those unable to fight. As a when facing an enemy only under the most dire circumstances will the stand 
and fight 
 
Settlers may only charge enemy units if they pass a leadership test on their own leadership (they may 
not use the generals leadership). If an enemy unit declares a charge on a unit of settlers they will always 
flee as a charge reaction unless the passed an unmodified leadership test on their own leadership value. 
 
If a friendly unit flees through the settlers they automatically fail the panic check and flee themselves.  
 
Wives and daughters: Many of the soldiers that accompany the settlers are the husbands, sons and 
fathers of those traveling in the groups of settlers. Knowing that their families are in direct danger often 
inspires the men to heroic feats that are rarely seen and for those who do harm to the settlers face a 
righteous fury.  
 
After deployment, select a single friendly unit which has equal to or great number of models in it, who is 
within 12” of the settlers. This unit count as stubborn as they are the family members of the unit of 
settlers. The player must declare which unit is being made stubborn. If a settler unit is attacked 
(shooting, magic, close combat) and takes casualties the chosen unit receives hatred for the damaging 
unit. If the settler unit flees off the table or is destroyed the chosen unit must pass an immediate panic 
test at a -2 to their leadership.  
 
All friendly units within line of sight of the settlers receive +1 to all rally attempts (in addition to a 
musician) to a maximum of 10 as the site of cowering women and children spur the men to rally and 
fight on. 
 
 
 
 
 
 
 



 

 

 
 

Famine has hit the Ogre Kingdoms just before the winter blasts began burying the mountain trails. The 
lack of food has had far reaching consequences throughout the East and it is not just the humans who 
are suffering. As plants fail, so herbivores dwindle and without sufficient stock, the predators begin to 
turn on one another. High in the mountain passes the Ogres endured two consecutive lean winters, 
followed by two long, lean summers, forced to range further and further afield in search of food as the 
deep throaty rumble of the Maw grew louder. Butchers questioned their voracious God, sacrificing 
precious food in an attempt to discover some kind of answer, but no answers came. 

Before long, as summer dwindled into winter once more, the Ogres became desperate, launching quick 
strikes into Cathay. Before the famine these raids would have been impossible, but now that the Imperial 
Army has been reassigned to Wei-Jin and to the defense of the Barrier, gaping holes have begun to 
appear along the borders allowing raids into the most Easterly Provinces. Nevertheless, there is precious 
little to be had. Many villages are abandoned, the fields lie empty and what little food remains is 
blackened and twisted.  

It was a group of gatherers from the Stone Gut tribe that brought the sickness back with them. Returning 
from Cathay with sacks of feed, rice and meats from an abandoned village they were treated as 
conquering heroes. As they could not read the strange symbols on the doors of the houses they did not 
know that the village had been abandoned due to the sickness that followed in the famine's wake, and 
that they brought that self-same sickness back with them. In a matter of days the Rhinox and mountain 
goat herds were dead, infecting with a wasting disease that stripped the meat form their bones before 
they choked to death on their own swollen tongues. As the animals died so did the last remaining food 
supplies for the winter. 

Soon the Gnoblar population began to dwindle as they became snack food for the desperate Ogres. 
Before long the Ogres began to turn on themselves, the stronger devouring the weaker as all sought to 
fill their growling bellies. In the conflict that followed, several of the foraging group were eaten by their 
peers and so the disease was spread as Ogres from different tribes returned home, carrying the taint 
with them. Soon, the herds were dead throughout the Ogre Kingdoms and the Ogre race was facing 
starvation as the deep throaty rumble of the maw grew louder still. It was at this time that Grazok 
appeared. 

As the tribes fought among themselves, Grazok began to spin tales of the rich lands of Cathay. Rice 
paddies as far as the eye could see, great herds of water buffalo and seas of golden grain. As he had 
travelled the route once before, Grazok knew the way past the Great Maw and guaranteed he could 
guide the tribes past their awful deity and towards salvation. He told them of a weakened power to the 
East, of vast stores of food and of lands where they might be able to escape the constant rumble of the 
Maw. The Ogres, seeing little choice, advocated to the mighty hunter, and a great migration to the East 



 

 

began. All the while before the army of monsters rushed another migration of sorts, thousands of tiny 
Gnoblars, desperate to escape the gullets of their former masters! 
 
Ogre Kingdoms Migration list 
 
Due to the current food shortage within the Mountains of Mourne it has forced many Ogre tribes to 
begin to migrate. Many of the hungry ogres have taken to eating their Gnoblar slaves despite the lack of 
meat on their bones. Even prized Slave giants have fallen victim to the ravenous Ogre tribes as many 
tyrants have been forced to allow their tribes to kill and feast upon them.  
 
Army of the Migration 
 
Army Special Rule:  
 
Starving: Ogre Units in the Ravenous Ogres list must always pursue, and may never overrun as they are 
busy tearing into their defeated foes. During its first declared charge of the game the Ogre unit may add 
1d6" to the distance it charges. If the Charge is failed, move them according to their normal Move value 
ignoring the extra 1d6".  
 
Gnoblar Fear: The starving tribes of Ogres have begun to eat the gnoblar slaves. As a result the gnoblars 
have begun to keep their distance from their Ogre masters. Gnoblar units may not be deployed within 
6” of a Ogre unit. If a gnoblar unit flees through an Ogre unit it takes D6 casualties as a number of them 
are snatched up and eaten.  
 
Lords  
Grazok the Hunter 
Tyrant 
Slaughter Master 
 
Heroes  
Bruiser 
Butcher 
Hunter 
 
Core 
1+ Bulls 
Ironguts 
Gnoblars (4 Pts/Model) 
Sabretusk Packs 
 
Special 
Gnoblar Trappers (8 Pts/Model) 
Yhetees 
Gorgers 
Cows and Whelps  
 
Rare 
Maneaters (Cathay Longswords +3 Pts)  



 

 

Scrap Launcher  
Slave Giants (210 Points) 
Rinox Cavalry (Rare and Special choice) 
 
Grazok the Hunter 
 
Grazok the Hunter                                                  285 Points 

 
M WS BS S  T W I A LD 

Grazok the 
Hunter 6 5 4 5 5 5 3 4 8 
Equipment:                                                                                         
Dragon Hide Cloak, Flaying Blade, Harpoon Crossbow, 
Light Armour, Ogre Club 
Special Rules:                                                                                          
Master Hunter, Leader of the Migration, Fear, Bull 
Charger, Sick'em Boyz, Loner, Unit Strength 5 
 Magic Item 

Dragon Hide Cloak: Dragon hide cloak made from hide of the great dragon Halok which stalked the 
peaks of the Mountains of Mourne. After spending weeks stalking and watching the beast, Grazok lured 
the dragon into a small canyon where Grazok and his Sabretusks managed to corner the great beast. 
After several hours of viscous combat Grazok emerged from the canyon wearing the freshly skinned 
hide and dragging enough meet to feed his tribe for a week.  
 
Dragon Hide Cloak confers a 4+ armour save as well as Magic Resistance (1). 
 
Flaying Blade: Grazok’s Flaying blade is the size of a human’s long sword that Grazok uses to skin and 
flay the beasts which he hunts. The blade is sharp enough to pierce the toughest hide.  
 
All wounds caused by the Flaying Blade allows no armour saves.  
 
Special Rules: 
Master Hunter:  Grazok has hunted and killed all matter of monstrous creatures. As a result of his years 
of experience he has learned many of the weaknesses of these savage beasts.  
 
Against large targets Grazok never requires more than a 4+ to wound (this includes shots from his 
harpoon launcher). In addition all wounds done to large targets count as D3. 
 
Leader of the Migration: Although normally hunters are not leaders within ogre tribes due to Grazoks 
ability to track and kill food many ogres look to him and are willing to follow him. As a result there is 
often an underlying rivalry between Grazok and the tribal tyrants.  
 
Any ogre unit within 8” of Grazok may use his leadership as if he was the army general. Grazok may not 
be deployed within 12” of the army general and he may not voluntarily move with 12” of him during the 
game.  
 
 
 



 

 

 
 
Sabertusk Packs  
 
Recently as food sources in the Mountains of Mourne have more and more scares the hunters have 
begun rallying packs of sabertusks in order to track fresh food sources. The hunters turn the sabretusks 
loose on the battlefield and track their movement and see what prey they find.  
 
Sabretusk packs do not count toward minimum core choices.  
 
Sabretusk Packs:                                                                
Unit Size 5+                                                 19 Points/Model 
 M WS BS S  T W I A LD 
Sabretusks 8 4 0 4 4 2 4 3 4 

Equipment:   Claws and Teeth                                                                                       
Special Rules:                                                                                          
Cause Fear, Fast Cavalry, Hunters T\rainers  

Hunter Trainers 
 
Sabretusks are trained by hunters and as a result they are more responsive to their commands over 
other Ogres. 
 
Sabretusks may use a hunters leadership if he is within 12” of the pack. Sabretusks may only use the 
generals leadership if within 6”. No characters may join a Sabretusk unit.  
 
Cows and Whelps  
 
The Ravenous Ogres are on the move and that means the raids are not just the normal fare. With the 
Tribes uprooting or risking starvation they have brought along the young. Normally while the 
Bulls(males) raid the Cows(females) watch over the young, which is to say they make sure none escape 
the pen or pit they are being kept in. Ogre child rearing is much like the rest of their world, eat or be 
eaten. The young are more or less segregated by age and simply dumped into a communal pen. As they 
grow older the Cows move them to pits that can hold them.  
 
Most Cows carry their own version of an Ogre Club. Usually this takes for the form of long Staves, quite 
often adorned with hooks for snatching renegade whelps. They use these staves to herd the Whelps and 
keep them in line. A blow from a Cow's staff has been known to kill an Orc, very often as dinner for the 
growing Whelps. The largest eat first and best and the smallest less cunning... well... they become extra 
rations for the largest. This ensures that only those that will be strong enough to survive the Mountains 
of Mourn grow to adulthood. 
 
Respect is given to those Cows who have birthed many young. The eldest of these are called Matriarchs. 
Years of raising the toothsome little cannibals has taught them to be strict and quick with the Stave. 
Those who are not bear many scars. For a Cow the greatest sin of all is to kill one of the young. 
Matriarchs are experts in knowing exactly how to 'motivate' the little beasts and when to stop. 
 
In this dire time the Ravenous Ogres have released their young from their pits and pens and small mobs 



 

 

of them race alongside the adults, most herded along by Cows. Even young Ogres are a match for a man 
in size and strength, their teeth and the splintered bones they scrounge up make affective weapons. 
Already having pulled down larger prey in groups as they exited the Mountains of Mourn even the 
smallest Whelp adds to the dog pile as they swarm over their foes nipping bites off even as they fight. 
The cows among them guide them toward prey using their great staves they club down threats to their 
young providing provender in the process. 
 
Cows and Whelps                                          Unit size: 10-20                                                  
Cows                                                                   38 Pts/Model                              
Whelps                                                                 6 Pts/Model 

 
M WS BS S  T W I A LD 

Whelps  6 3 2 3 3 1 2 1 6 

Cows 6 3 2 4 4 3 3 3(4) 7(8) 
Equipment:                                                                                                   
Whelps equipped with Handweapons, Cows equipped 
with Great Weapons  

Options:                                                                                                      
One Cow maybe upgraded to a  Matriarch for +20 points 

Special Rule:                                                                                            
Fear (Cows only), Bull charge (Cows only), Mixed units 

 
Mixed units: 
For every 6 Whelps 1 Cow maybe included in the unit. Whelps are fielded on 20mmX20mm bases while 
Cows are fielded as standard Ogres. The unit follows the same rules are Skinks and Kroxigor as on pg 41 
of the Lizardmen army book. Cows are deployed in the second rank with Whelps deployed around them.  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

 

 

 

 

{ŜǾŜǊŀƭ ŎŜƴǘǳǊƛŜǎ ŀƎƻ ŀǘ ǘƘŜ ƘŜƛƎƘǘ ƻŦ Ƙƛǎ ǇƻǿŜǊǎΣ aƛƴƎƻƭ IŜƭƭōŜŀǊŘ ŘƛǎŎƻǾŜǊŜŘ ǘƘŀǘ ǘƘŜ {ƻǊŎŜǊŜǊΩǎ /ǳǊǎŜ 
had taken hold of his body and the agonizing transformation from flesh to stone had begun. Despair 
gripped him as he realized his time among the living was now finite and haunted by dreams of death he 
became obsessed with finding a way to halt or even reverse the process. He pored over ancient half-
forgotten manuscripts, delving night and day into mouldering texts and pursuing clues in the stories of 
past ages but he discovered nothing of value and his fervent prayers to Hashut went unanswered. For 
the first time in decades, fear overcame him and desperate to prevent his transformation Mingol left the 
Dark Lands with a small army in search of a cure. His travels led him to the dark corners of the world, 
from the horrid and twisted plains of the Chaos Wastes to the Necropolises of the scorched deserts of 
Khemri and to the steaming jungles of the Southlands but he made little progress.  

It was in the Southlands, exploring a series of ruins carved with strange symbols that throbbed with a 
sickly green light and seemed to flex and distort and slip out of view that Mingol and his army was 
captured by Skaven of Clan Pestilens who were mining a vein of freshly discovered warpstone. The 
Skaven held him for years, subjecting him and his army to a experiment with a succession of increasingly 
deadly diseases. One by one the Dwarves died in agony, the contagions rotting their bodies from the 
inside, but not one disease overcame the stony constitution of the Dwarven Sorcerer. By now increasingly 
desperate, the curse having crept up to his knees leaving him unable to move, Mingol described the 
nature of his condition to the Plague Priest Anthraxus Pox. Fascinated by the curse and its potential to 
nullify even the most potent strains of his diseases the Pontifex offered Mingol a deal. He would find a 
ǿŀȅ ǘƻ ǊŜǾŜǊǎŜ ǘƘŜ ƳŀƭŀŘȅ ƻŦ ǎǘƻƴŜ ƛƴ ŜȄŎƘŀƴƎŜ ŦƻǊ aƛƴƎƻƭΩǎ ƘŜƭǇ ƛƴ ŀŎǉǳƛǊƛƴƎ ǘƘŜ ǘŜŎƘƴƻƭƻƎȅ ƻŦ ǘƘŜ 
ancient Empire of Cathay and the slaves required to utilize it, for the secrets of the East reputedly contain 
new and powerful ways to improve his contageons and the slaves they aquired would make excellent 
test subjects. Mingol could even share in the spoils, for his agents in Clan Eshin assured him that Cathay 
stood on the brink of collapse and that an incursion of sufficient strength was likely to succeed. Mingol 
had little choice and the unholy alliance between the Chaos Dwarves and the Skaven was made. 

It is seldom that an alliance between two such devious and untrustworthy races occurs and more seldom 
still that it actually endures. There can be little doubt that Mingol and Anthraxus stand on thin ice, each 
doubtless seeking a way to undo their ally, when the time is right, but for now their goals are entwined 

and they prepare to fall upon an unsuspecting Cathay.  

 
 
 



 

 

 
 
Note: the Chaos Dwarf Characters and units were designed around the recently released Indy GT 
Dwarves of Chaos Army list.  
 
Mingol Hellbeard                                                        375 Points 

 
M WS BS S  T W I A LD 

Mingol Hellbeard 3 4 3 4 5 3 1 2 9 
Magic:                                                                                                
Level 4 Wizard who uses the Lore of Hashut, Fire, Metal, 
Death or Shadow 

Equipment:                                                                                       
Hand Weapon, Chaos Armour, Eruption Orb,  
Special Rules:                                                                                        
Sorcerer's Curse, Bearers, Slave Lords, Unyielding 

 
Equipment  
Eruption Orb: During one of his early experiments in the hellacious foundries of XXX managed to trap 
the flaming spirit of one of the many volcanoes of the darklands in crystal sphere. The flaming spirit of 
the volcano constantly attempting to break free and only the powerful spells of Mingol Hellbeard keep 
the spirit trapped within the orb.  
 
Thrown weapon, Range 8” roll to hit as normal if you hit successfully you deal 2D6 Strength 5 flaming 
hits. Any unit that suffers a wound must take an immediate panic test.  
 
Special Rules  
{ƻǊŎŜǊŜǊΩǎ /ǳǊǎŜ: The sorcerer curse is a blight that affects the magic users of Zharr-Naggrund. Despite 
their best efforts as they conduct their magical experiment many of the Chaos Dwarven magic user are 
slowly turned to stone with the progression beginning at the toes and working up their bodies. Currently 
Mingol is stone from the chest down and he travels to Cathay in the hope of discovering a cure for his 
ailment. Mingol’s stone body although does offer some advantages 
 
Mingol counts as having Magic Resistance 3 and a 5+ ward save. If struck with a hit at resolved at 
strength 7 or higher Mingol suffers D6 wounds as the blow is able to crack his stone body. 
 
Bearers: As a result of the Sorcerer’s Curse Mingol is unable to move his legs. As a result pair of Obsidian 
Guard carries him on a black iron platform.  
 
As a result of the bearers Mingol counts as being US 3 and cause fear. The bearers confer +2 armour 
save to Mingol and in close combat make 2 Weapons Skill 5, strength 4 attacks which count as having 
killing blow.  
 
 
 
 
 
 



 

 

 
 
Chaos Dwarf Slavers 
 
The Chaos Dwarfs are few in number and thus uninterested in expanding their diabolical empire; they 
only wish to secure their own realm and prosperity by enslaving the lesser races. Hundreds of thousands 
of Goblinoid slaves labour in the hateful workshops and cities of the Chaos Dwarfs, erecting monoliths 
and temples to their chaotic masters, as well as extracting fuel and resources needed for the wrought of 
weapons, armour and potent machines of destruction. Thousands of these thralls perish on a daily basis 
due to over exhaustion and horrific working conditions. As a result, the Chaos Dwarfs conduct several 
expeditions throughout the Dark Lands and the Old World seeking fresh slaves to carry out the dark 
wishes of Hashut. 
 
 
Chaos Dwarf Slavers:                                                                                 
Unit Size 10+                                                                             12pts/model 

 
M WS BS S  T W I A LD 

Chaos Dwarf Slavers 3 4 3 3 4 1 2 1 9 
Equipment: Hand Weapons, Heavy Armour, Slavers Whip 

Special Rules:                                                                                                         
Slavers Whip, Unyielding, Slave Lords 

{ƭŀǾŜǊΩǎ ²ƘƛǇ 
The slaver’s whip is a tool designed solely to inflict pain. The thick leather cord is studded with 
enchanted metal thorns; the wickedly sharp barbs will never lose their edge and will never break, 
ensuring that a slaver will never have to cease in his unending torture of his charges.  
 
Hand weapon. In addition, all the wielder’s close combat attacks are Armour Piercing. A slaver’s whip 
can be used in combination with a normal hand weapon to grant an additional close combat attack. 
Alternatively, it can be used in combination with a shield to grant an additional +1 Armour save.  
 
Unyielding 
Chaos Dwarfs fight with relentless, black-hearted determination that is nearly impossible to halt.  
 
Chaos Dwarf units may make a march move even when enemy units are close enough to prevent march 
moves. Additionally, Chaos Dwarfs flee and pursue 2d6-1” rather than the usual 2D6”. 
 
Slave Lords 
Chaos Dwarfs have thousands of greenskin thralls at their disposal, which they use for cheap labour in 
the pits of Zharr as well as for cannon fodder in their dark legions.  
 
Chaos Dwarf Slavers may ignore Panic caused by any friendly greenskin units and models. 
 
! bƻǘŜ ǘƻ {ƪŀǾŜƴ ǇƭŀȅŜǊǎΧ  
 
There were plans to create the Nurglich Anthraxus Pox as a playable character but upon finding out that 
the Skaven armybook was planned to be released during the campaign we decided against making up a 
character with rules that could become obsolete during the campaign. If there is interest amongst your 



 

 

faction to create a character feel free to write up some rules after the book comes out and PM them to 
fauthsie and we will add them to this booklet.  

 
 
Da Ghost Fang Waaagh 
 
Da Ghost Fang Waaagh use a modified Orcs and Goblins lists. Use the following alterations to the 
standard list Orc and Goblins list. 
 

- No Night Goblins Characters or units maybe selected 
- All Lord Level Shamans receive +1 LD and Cost +10 pts 
- All Lord Level Fighters receive -1 LD and Costs -10 pts 
- All Hero Level Shaman receive +1 LD and Costs +5 Pts 
- All Hero Level Fighters receive -1 LD and Costs -5 Pts 

o 1 hero level fighter may be upgraded to a War drummer for +25 Pts. All units within 12” 
of the war drummer may re-roll failed rally attempts and provides an addition +1 to rally 
attempts for any units he joins. The war drummer counts as being armed with 2 hand 
weapons and he may not take any mundane or magical weapons. The war drummer 
may only take up to 25 pts of magic items 

- Shamans maybe mounted on Gigantic spiders for +40 Points 
- Goblin Characters may be given poison attacks for + 5 points and may be mounted on Giant 

Spiders for the same cost as a wolf. 
- Standard Goblins start at 2Pts/model but may not take light armour, they may be given poison 

attacks for +2 Pts/model 
o Goblins maybe equipped with spider skill nets for +35 points/unit (use NG netter rules) 

- Spider rider goblins may be given Poison attack for +1Pt/model 
o For +20 points a single unit of Spider Riders may be deployed as scouts in a terrain 

feature outside the O&G deployment zone.  
- As a special choice either Orcs or Savage Orcs Boar Boyz may replace their boars for forest 

spiders -3 pts from their standard cost.  
- Trolls maybe upgraded to Jungle Trolls which bestows Frenzy and poison attacks for +20 Pts 

 
 
Ghost Fang  
 
The Leader of the Ghost Fang goblins this monsterous goblin has almost grown to the size of a western 
orc. Despite his size and force of presence on the battlefield it is often the various shamans who choose 
Ghost Fang to lead the attack North that often lead the forces into battle.   
 
 
Ghost Fang                                                                        205 Points 



 

 

 
M WS BS S  T W I A LD 

Ghost Fang 4 6 3 4 4 3 4 5 8 

Webweava   7 5 0 5 4 5 5 4 7 
Equipment:                                                                                              
Spear  of the Spider, Spider Silk Cloak 

Special Rules:                                                                                               
Webweava, Ignore Greenskin Panic 

Equipment: 
Spear of the Spider 
The symbol of the Ghost Fang Goblins the spear is coated in some of the deadliest poisons in the world.  
 
Count as a spear. Poison attacks on a 5 or 6. Roll a D6 for each poison hit, on a 6 the victim receives no 
armour saves 
 
Spider Silk Cloak 
A cloak made out of the incredibly strong spider threads. The cloak was presented to Ghost Fang by the 
shamans upon their proclamation to attack to the north. 
 
Confers a 5+ armour save and 6+ ward.  
 
Special Rules: 
Webweava  
Webweava is one of the oldest and monstrous spiders in that calls the deep Gloam home. This 
monstrous beast has an insatiable appetite that Ghost Fang has promised to satisfy.  
 
All of Webweava’s attacks count as poisoned and he causes terror. In addition in close combat 
Webweava may forfeit his attacks and attempt to encase the enemy unit in webbing. Roll a D6 on all 
outcomes but a 1 Webweava is successful in spraying the enemy unit in webbing. On a 1 he hits Ghost 
Fang. The enemy unit suffers -1 WS, BS, S and I on the turn that they are sprayed with webbing.  If 
webweava moves into a unoccupied terrain feature he may spin a web in it causing non-spider unit 
which moves into the feature to suffer -1 M while moving through the terrain.  
 
 
 
EASTERN REALMS DOGS OF WAR 
 

 

Hwacha 

The Hwacha was a weapon developed by Han Kuo General So Yu to battle the large regimental 

formations that the Grand Cathayan army deploys. The Hwacha allow a small crew of men to launch the 

equivalent fire of a regiment of archers over a longer range. The Hwacha is a light two wheeled wagon 

which has dozens of tubes mounted on brackets. Each of these tubes has several arrows within them 

which are fixed with a small black powdered driven rocket. All of the rockets are then tied to a single fuse 



 

 

allowing dozens if not hundreds of arrows to be fired in a single devastating volley. After the volley is 

launched, the launch tubes are quickly removed from the braces and a replacement slotted into place 

ready to fire.  

Hwacha                                                          120 Points 

 
M WS BS S  T W I A LD 

Hwacha - - - - 7 4 - - - 
3 Crewmen 4 3 3 3 3 1 3 1 7 
Equipment- Hand weapons, Light Armour 
Special Rules- Dogs of War, Rocket Arrow Barrage  

 

 

Dogs of War- Hwacha may be selected as a Rare choice for all armies that can select Dogs of War units. 

Dogs of War armies may take the Hwacha as a rare choice. 

Rocket Arrow Barrage- During the shooting phase; select a single enemy unit between 12”-48”. If the 

unit is over 24” away roll 2D6 to represent the number of hits. If the enemy unit is less than 24” away 

from the Hwacha roll 3D6 to determine the number of hits. Roll to wound as normal at strength 3 with a 

-1 to armour save.  

 
War Elephant of Ind 
 
The War Elephants of Ind are large and dangerous beasts which are symbols of prestige for the various 
wŀƧΩǎ ŀƴŘ {ƘŀƘΩǎ ǘƘŀǘ ǊǳƭŜ ǘƘŜ ƪƛƴƎŘƻƳǎΦ ¢ƘŜ ŎƻƳǇŜǘƛƴƎ ƴƻōƭŜ often use the number of available war 
elephant as signs of prestige and during diplomatic meetings and they will parade a number of elephants 
through the streets of the cities in an attempt to awe their rivals. On the battlefield the War Elephants 
are a dangerous beast whos thunderous charge can break the spirit of the most strong willed soldier. 
Recently several Raj's have taken to mounting small artillery pieces on the backs of the elephant to 
provide a mobile artillery base from which their troops can be supported. 
 
 
War Elephant:                                                                                          
Unit Size: 1                                                                            250 Points 
 M WS BS S T W I A LD 

Handlers  4 3 3 3 3 1 3 1 7 

War Elephant 8 4 0 5 6 6 4 4 6 

Wargear- Each War is mounted by 4 Handlers. Each handler is 
equipped with a hand weapon, spear, bow and light armour  
Special Rules- Terror, Tusk Charger, Thick Skin, Large Target, 
Rampage, Immune to Panic, Ridden Monster, Unit Strength 9, Dogs of 
War 
Options 
- Each War Elephant may be upgraded to carry a standard for (+ 20 
Points).                                                                               
- Or the Howdah can be upgraded to carry a Cannonade for (+45 
Points) 

Rampage- When a War Elephant charges it deal D6 Strength 5 impact hits 
Tusk Charger- On the turn a War Elephant charges it gains +2 strength 



 

 

Thick Skin- The thick leathery skin of the Elephants confers a 4+ armour save 
Ridden Monster- This unit is treated the same as any ridden monster but with multiple riders. If the 
elephant is killed then all of the remaining riders are placed on foot in unit. If the crew is killed then the 
elephant must take a monster reaction test. VP are only awarded if the elephant is slain.  
Howdah- On the backs of the full grown Elephants an oversized saddle and battlement is perched, which 
protects the handlers when they charge into combat. This confers a 2+ Armour Save on the riders and an 
additional +1 to the Elephant.  
Howdah Cannonade- Range 24” Strength 5 armour piercing attack. Roll an artillery die to determine the 
number of hits. If a misfire is rolled the Elephant takes D6 Strength 5 hits with no armour saves.  
Dogs of War- War Elephants may be selected as a Rare choice in all armies that can select Dog of War 
units. 
 

 

 

 

 

 

Nipponese Samurai  

 
With a class system that is strikingly similar to Bretonnia despite their geographical separation the 
Samurai for of Nippon are the warrior class of soldiers that make up the bulk of the Nipponese armed 
forces. Like the Bretonnian knight who live in service to the Lady of the Lake and their patron Lord the 
Samurai follow a similar Bushido code which values honor and loyalty above almost all considerations. 
As a result of their code the Samurai are some of the fiercest warrior in the world and after often willing 
to fight to the last man rather than face dishonor and retreating.  
 

 

Nipponese Samurai                                                                        
Unit Size 10+                                                13 Points/Model 

 
M WS BS S  T W I A LD 

Samurai 4 5 3 4 3 1 4 1 8 

First Samurai 4 5 3 4 3 1 4 2 8 
Equipment: Katana, Hand weapon, Shoganate Armour                                  
- May purchase a Standard Bearer + 12 Points.                         
- May purchase a musician + 6 Points                                          
- May upgrade a samurai to a first samurai for +12 Points                        

Special Rules:                                                                                  
Katana, Shoganate Armour, Bushido Code 

 

Special Rules:  

Katana: +1 Strength and armor piercing. Requires two hands 

Shoganate Armour:  4+ Armor save 

Bushido Code: Stubborn and Immune to Psychology 

 

 

 



 

 

 

 

 

Steppe Horse Archers 

 

The nomads of the southern steppe are distant cousins of the Gospodar who migrated to the west and 
became known as the Ungol . Those who remained in the East, lost many elements of their individual 
culture and instead assimilated portions of Cathayan, Hung and Han Kuo culture into their own. During 
times of war, the Steppe nomads are not above fighting for any side whether the advance vanguard of a 
Hung invasion or a leading patrol forces based from the Great Bastion the skill and speed of the Steppe 
nomads is respected by all sides.  
 

Steepe Horse Archers                                                                   
Unit Size: 5+                                                 19 Points/Model 

 
M WS BS S  T W I A LD 

Horse Archer 4 3 4 3 3 1 3 1 8 

First Archer 4 3 4 3 3 1 3 2 8 

Warhouse 8 3 0 3 3 1 3 1 5 
Equipment: Composite Short Bow, Hand Weapon, Light 
Armor                                                                                      - 
May purchase a Standard Bearer + 12 Points.                   - 
May purchase a musician + 6 Points                                    - 
May upgrade a samurai to a first archer for +12 Points                                                                                                  
Special Rules:                                                                                      
Born in the Saddle, Composite Short Bow 

 

 Special Rules  

Born in the Saddle: Steppe Horse archers suffer no penalties for moving and shooting. 

 

Composite Short Bow: Range 20”, Armor piercing at short range 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

Animosity Campaign: A part of a balanced diet. 


