LEGEND:

~10 PTS OVERCOSTED
>10 PTS OVERCOSTED

Pips: Each point of attack, each point of Hits, and each point of Save conts as one pip
Notes: Black notes mean special rules have no impact on price. Green notes increase price. Red notes decrease price.

LIGHT INFANTRY (7 pips)
ARMY UNIT ATT  HITS SAVE STANDS COST NOTES

Ambush

DOGS OF WAR PIKEMEN 3 3 6+ 3 5] Based as Cavalry, no support, no defence in terrain.

CHAFF INFANTRY (6 pips)

ARMY UNIT ATT HITS SAVE STANDS COST NOTES
Undead rule
15 cm shooting attack

No charge bonus, -1 command, no initiative charge

No drive backs, no support, no items.
15 cm shooting attack, can't brigade, no characters

VAMPIRES | ZOMBIES |2 4= 35 Undead rule




15 cm shooting attack any edge, ignore dense terrain
+1 attack vs chaos or undead

-1 Command
No drive backs, no items, immune to terror, instability

MEDIUM INFANTRY (8 pips)
ARMY UNIT ATT  HITS SAVE STANDS COST NOTES

Undead rule

-1 Command
-1 Command, Immune to Terror, Ignore woods

Guard rule

Undead rule, Terror, always hit on 4+, no items

ELITE INFANTRY (9 pips)

ARMY UNIT ATT HITS SAVE STANDS COST NOTES
Ignore dense terrain, Reptilian
Immune to terror, instability

No evade, less drive backs, must pursue

HEAVY INFANTRY (10 pips)

ARMY UNIT ATT HITS SAVE STANDS COST NOTES




Ignore dense terrain, Reptilian

Regenerate, -1 command
Ignore terror, must charge, must pursue
+1 attack on charge, must pursue, must advance, extra attacks

Must charge humans
-1 Command, Immune to Terror, Ignore woods
Immune to terror, instability

ULFWERENER 4 6+ I WY Based as Cavalry, no support, +1 attack on charge, can't brigade

YHETEES ) 3 5+ RN (0] -1 Command, ignore distance
ELITE HEAVY INFANTRY (11 pips)
ARMY UNIT ATT HITS SAVE STANDS COST NOTES

FANATIC INFANTRY (fanatic rule)
ARMY UNIT ATT HITS SAVE STANDS COST NOTES
Must charge, must pursue, must advance, no drive backs, immune to terror.
Must charge, must pursue, must advance, no drive backs, immune to terror.
Must charge, must pursue, must advance, no drive backs, immune to terror.
Must charge, must pursue, must advance, no drive backs, immune to terror.

Ignore dense terrain, Reptilian




+1 attack vs monsters, negative victory points

MISSILE INFANTRY (30 cm shooting attack)

ARMY UNIT ATT HITS SAVE STANDS COST NOTES

30 cm shooting attack

30 cm shooting attack

30 cm shooting attack

30 cm shooting attack

30 cm shooting attack, ambush
30 cm shooting attack

30 cm shooting attack

CHAOS DWARFS  HOBGOBLINS 3/1 3 - 3 BJ0) 15 cm range any edge, cannot brigade

OGS KELETONEOWS I AN SIS - - 5ot atack, Undead ul

ELITE MISSILE INFANTRY (30 cm shooting attack)
ARMY UNIT ATT HITS SAVE STANDS COST NOTES

30 cm shooting attack, +1 to hit
30 cm shooting attack, 2 shots at 15 cm
WGOD ELVES!11 GUADE GUARD! S/ S 68 30 cn shooting attack, 1 to hi, fgnore woods

GUNPOWDER MISSILE INFANTRY (-1 save)
ARMY UNIT ATT HITS SAVE STANDS COST NOTES

30 cm shooting attack, -1 save
30 cm shooting attack, -1 save




30 cm shooting attack, -1 save
30 cm shooting attack, -1 save
-1 save, 15 cm range
-1 save, 15 cm range

INFILTRATOR INFANTRY (Infiltrate rule)

ARMY UNIT ATT HITS SAVE STANDS COST NOTES
15 cm shooting attack, any edge, infiltrates
15 cm shooting attack, any edge, infiltrates
WOOD ELVES | WAYWATCHERS | "1/2" 3= 2 6030 cm shooting attack, -1save, ignores woods, infiltrates

SKIRMISH INFANTRY (Skirmisher rule)
ARMY UNIT ATT HITS SAVE STANDS COST NOTES

Ignore irregular formation
Ignore irregular formation, 15 shooting attack, -1 save

CAVALRY (8 pips)
ARMY UNIT ATT  HITS SAVE STANDS COST NOTES

Ignore terror, instability

Ignore terror, instability

TOMBKINGS  SKELETONCAVALRY 2 35+ 3 60 Urslead ul
AP TOLIERS S/ SIS G5 5 shooting satck, any ede



15cm shooting atatck, any edge
+1 attack on charge
WOOD ENVESIWItD RIDERS IS NS SISO 1 attack first round, ignore terror, -1 command

HEAVY CAVALRY (9+ pips)
ARMY UNIT ATT HITS SAVE STANDS COST NOTES

Must charge, immune to terror
Ignore terror, instability

Undead rule
No evade, less drive backs, must pursue

CHAOS DWARFS  BULL CENTAURS

CHAOS CHAOS KNIGHTS 4 4 4+ 3 200

RHINOX RIDERS EEPPIN] +1 attack on charge, ignore terror

LIGHT CAVALRY (6+ save and shooting attack)

ARMY UNIT ATT HITS SAVE STANDS COST NOTES

15 cm shooting attack, any edge.
15 cm shooting attack, any edge.
15 cm shooting attack, any edge.




BEASTMEN CENTIGORS 3/1 3 6+ {0 15 cm shooting attack, any edge. Infantry!

MISSILE CAVALRY (30 cm shooting attack)

ARMY UNIT ATT HITS SAVE STANDS COST NOTES

30 cm shooting attack
30 cm shooting attack
30 cm shooting attack

DARK ELVES " DARKRIDERS [ [3/1 316k 13195 30 cm shooting attack, 2 shots at 15 cm
ARABY. | CAMELRIDERS | 3/1 35+ 3 100 30cm shootingattack, -1 command, ignore distance

CHAFF CAVALRY (no save)
ARMY UNIT ATT HITS SAVE STANDS COST NOTES

Ambush
+1 attack on charge, Undead rule

CHARIOTS (Chariot rule)
ARMY UNIT ATT HITS SAVE STANDS COST NOTES
Chariot rule
Chariot rule
Chariot rule, Ingore terror, instability
Chariot rule
Chariot rule

(GOBLING PR WAGON I S SRS oot e, rancom move, no ve backs,no confusion




FLYERS (Flyer rule)
ARMY UNIT ATT HITS SAVE STANDS COST NOTES

Undead rule
Based as Inf
Based as Inf
Undead rule, Based as Inf

DWARFS GYROCOPTER 1/3 3 5+ 1 g£) 30 cm shooting attack, -1 save

Must charge, ignore terror
Based as Inf, Ignore terror, instability
Based as Inf, Ignore terror, instability

15 cm shooting attack, any edge.
15 cm shooting attack, any edge.
30cm shooting attack, Infantry

15 cm shooting attack, any edge.

NORSE VALKYRIES 3 3 5+ CRN W10 Special deployment

MONSTER UNITS (monster rule and 3 stands)
ARMY UNIT ATT HITS SAVE STANDS COST NOTES




s S E0 v, stampedie

OGRES GORGERS 4 4 5+ RN V/LY Based as Inf, Ignore terror, must charge, must pursue, can't advance

SINGLE MONSTERS (Monster rule)

ARMY UNIT ATT HITS SAVE STANDS COST NOTES

Terror, Badly Hurt
Terror, Badly Hurt, can't brigade, goes wild, can seige

CHAOS (2) SPAWN 3/3 4 3+ (AN KI0] Terror, 15 cm shooting attack

WOOD ELVES TREEMAN 6 4 4+ 1 130 Terror, -1 command, can enter woods!
_Terror, Regenerate, 20cm shooting attack, can't brigade.
NGRSEN ARG T S SO0, revvor, bacly hure, con e
_Terror, Badly Hurt, 15cm shooting attack

HIGH ELVES DRAGON RIDER 6/3 6 4+ (RElV0] Terror, Flyer, 20cm shooting attack, Badly Hurt

DAEMONS GREATER DAEMON 8 6 4+ (R(0(0] Terror, Flyer, Badly Hurt, Instability
ARTILLERY (40 cm or more range)

ARMY UNIT ATT HITS SAVE STANDS COST NOTES




40cm range, no save, penetrates
40cm range, no save, penetrates
40cm range, no save, penetrates

60 cm range, No save
60 cm range, No save

60 cm range
60 cm range, No save, bounce, grapeshot

60 cm range, No save, confuse on 4+
40cm range, No save, bounce, grapeshot, 20 cm move

60 cm range, No save, bounce, grapeshot
60 cm range, No save, confuse on 4+

80cm range, may not move, no save

DEFENSIVE ARTILLERY (multiple shots at short range)
ARMY UNIT ATT HITS SAVE STANDS COST NOTES
30cm range, -1 save, misfires
30 cm range, Misfires
WARP LIGHTNING 1/d6 2 - BI0] 40cm range, misfires, extra confusion

KISLEV WAR WAGON 4/4 5 4+ AN Y:0] 30cm range, -1 save, laagers



