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ARMY GIFT AND ABILITIES
Gift of the Boar: Th e result required on Strength  tests taken 

against a Boar fi ghter is read one column to the left on the resolution 
table.

Aim: If at least one member of the unit does not move during its 
activation, the fi ghter adds his Attack  to his Strength  on 

 Strength tests.

Born killer: When the fi ghter performs an  Attack 
test, the player rolls one additional die. Th is die is not a bonus die, so 
it can be re-rolled.

Brutish charge:  +,  and  results are read as  + for 
 Attack tests.

Counter-attack: Th e fi ghter gets one combat die for each failure 
obtained by his enemy in the  Attack test against him. 
If he is not eliminated, he uses these dice once the enemy’s attacks 
have been resolved, as if the unit had been activated

Catalyst: Th e fi ghter’s Energy  tests are resolved rolling one 
bonus die. Th e player keeps the best.

Fierce: When the fi ghter loses his last health point, he is not elimi-
nated immediately. He is only removed from the battlefi eld at the 
end of the phase.

Focus: Each time a magician with Focus performs an Energy test 
 he rolls an additional number of dice equal to his Energy  

value. Th ese are not bonus dice, so they can be re-rolled.

Flight: When he moves, the fi ghter ignores obstacles and minia-
tures. Units with Flight are always in scattered formation. 

Immortal: Immortal creatures are aff ected by particular game 
eff ects.

Implacable: After performing an assault, the fi ghters still in con-
tact with enemies resolve a new combat. Th ey no longer get the bonus 
for charging. Th is ability can only be used once per round.

Insensitive: When unit containing an Insensitive is targeted by a 
miracle, a spell, a communion or a ritual, the player chooses if it is 
aff ected or not.

Instinctive shot: Th e fi ghter can target engaged enemies.

Magister: Failures on Energy  tests have to be re-rolled once 
more.

Master strike: If at least one member of the unit does not move 
during its activation, the fi ghter adds his Attack  to his Strength 

 on  Strength tests.

Savage: Each  or  obtained on a  Strength test 
gives a bonus die.

Steadfast: When in combat against this fi ghter, enemies never get 
the bonus for charging. Th is ability has no eff ect against fi ghters with 
the “Brutal” ability.

Strategist: Th e fi ghter’s Authority oppositions are resolved 
rolling one bonus die. Th e player keeps the best.

Survival instincts: Successes obtained on Strength  tests taken 
against fi ghters with Survival instincts are re-rolled once more

War fury: Failures on  Attack tests have to be re-
rolled once more.

BOAR ARMY
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EQUIPMENT
Reach: A fi ghter with a weapon that has reach can attack enemies 

he is in contact with and those within 3 cm of him.

Perforating shot: Perforating shots can eliminate more enemies 
than there are shooters.

Steam/Hand to hand: Th e use of this equipment is annonced 
before  Strength tests. Th e player rolls a die called a 
“steam die” and adds the result to the  Strength used 
in the following Strength test.

Steam/Range: Th e use of this equipment is annonced before 
 Strength tests. Th e player rolls a die called a “steam 

die” and adds the result to the  Strength used in the 
following Strength test.

Important: Th e profi les correspond to the Confrontation: the Age of 
the Rag’narok version of the fi ghters. Th e equipment used to code them 
might be diff erent from that represented on the older miniatures.

UNITS
Th e army list shows the standard and maximum number of fi ghters in 

a unit and the respective costs in A.P. It also gives the cost of each indi-
vidual extra fi ghter the player might want to add to the unit’s standard 
number of fi ghters, without reaching its maximum number of fi ghters.

Th e units that have a cost indicated in the “+1 special fi ghter”, “+2 
special fi ghters” or “+3 special fi ghters” column may include such 
fi ghters, whose characteristics are listed after those of the standard 
troops. Each special fi ghter replaces one of the unit’s standard fi ghters.

Every unit can include an Incarnate. He can be added to the unit 
even though it may already be at its maximum number of fi ghters.

ORDER OF THE BANNERS
• Infantry unit  ( ) !
• Infantry unit  ( / )
• Infantry unit  ( / )
• Cavalry unit or war machine unit  /  ( / )
• Cavalry unit or creature unit  /  ( / )

!: Priority slot. Th is needs to be fi lled fi rst.

SPECIAL FIGHTERS
Armorer: Every member of the armorer’s unit gains a “Sacred 

weapon”: the result required for the  Strength test is 
read one column to the right on the resolution table.

Lithomancer: The lithomancer can cast the “Heart of stone” spell: 
failures obtained on a Courage test are re-rolled once more. This spell 
costs 6 mana points.

Provost: The provost can call the “Hammer of Uren” miracle: after 
performing an assault, the fi ghters still in contact with enemies resolve 
a new combat. Th ey no longer get the bonus for charging. Th is ability 
can only be used once per round. Th is miracle costs 5 faith points.

Thermo-priest: The thermo-priest can cast the “Maximum pres-
sure!” spell: failures on the unit’s  and  
Strength tests are re-rolled once more. This spell costs 5 mana points.

Special cases
Mechanical familiar: Th e mechanical familiar included in the 

Brotherhood of Bronze box is reserved to Fenggar. It is a Value 1 attri-
bute. Familiar rules are presented in the Mystics chapter of the rules.

INCARNATES
Each Incarnate has a specifi c number of points he can spend to 

obtain artifacts and, when possible, rituals and communions. Th e 
cost of each artifact is equal to its value. 

Aegher: 1
Bâl-Torg: 2
Brognir: 1
Elghir: 1
Fenggar: 2
Fulgur: 3
Hirh-Karn: 1
Kael: 2
Kahinir: 2
Lor-Arkhon: 3
Lothan: 3
Magnus: 2
Pillgrim: 1
Pilzenbhir: 2
Tan-Kaïr: 3

Some Incarnates are also magicians or faithful. In the fi rst case, 
they are associated to a path and certain elements; in the second 
case, to a cult and aspects. Th is information is available in the fol-
lowing list:

Bâl-Torg: Magician (Tellurism/Fire and Earth)
Elghir: Faithful (Pantheon of the Ægis/Alteration)
Fenggar: Magician (Tellurism/Water and Earth)
Magnus: Magician (Tellurism/ Water and Earth)

Finally, the costs to resurrect each Incarnate are listed. Th is is also 
the number of Elixir points gained by the opponent when one of his 
Incarnates eliminates the Incarnate.

Aegher: 6
Bâl-Torg: 4
Brognir: 4
Elghir: 3
Fenggar: 4
Fulgur: 7
Hirh-Karn: 4
Kael: 7
Kahinir: 3
Lor-Arkhon: 5
Lothan: 7
Magnus: 7
Pillgrim: 3
Pilzenbhir: 4
Tan-Kaïr: 7
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ARTIFACTS

Bronze hand
Value: 1
Th e holder’s unit gains 5 faith points for each damage point infl icted 

by the holder.

Horn of the plains
Value: 1
Th e holder is considered as a musician.

Telluric gem
Value: 1
When the magician holding this artifact refi lls his unit’s mana pool 

during the control phase, any dice that rolled ,  or  may be re-
rolled once more.

Telluric shield
Value: 1

 Strength tests taken against the holder are rolled 
with one die fewer. Bonus dice are not aff ected by the Telluric 
shield.

Telluric weapon
Value: 1
Th e holder rolls one more die on his  Strength tests.

Cauldron of Hyffaid
Value: 2
Th e holder recovers one health point at the beginning of the control 

phase.

Halcyon compressor
Value: 2
Th e holder gains “Reach” equipment. Additionally, failures on the 

holder’s Strength tests are re-rolled once more.

Helm of the patriarch
Value: 2
Th e holder gains the “Insensitive” ability: when a unit containing 

an Insensitive is targeted by a miracle, a spell, a communion or a 
ritual, the player chooses if it is aff ected or not.

Fusion hammer
Value: 3
Th e holder’s  Strength tests are always read in the 

 column.

Portable alchemical laboratory
Value: 3
Th e magician holding this artifact gains one value 2 tellurism rit-

ual. Once per round, he can cast this ritual automatically, without 
having to roll any dice or spend any mana . It cannot be countered.

SPELLBOOK

Crash concentrate
Path: Tellurism
Element: Earth
Value: 1
Mana: 8
Diffi  culty: 5
Target: Unit
Duration: Instantaneous

Each of the targeted unit’s fi ghters suff ers a Strength  test whose 
action value is 4.

Elixir of savagery
Path: Tellurism
Element: Earth
Value: 1
Mana: 5
Diffi  culty: 5
Target: Unit
Duration: Round

When it assaults a frightening unit the targeted unit does not need 
to roll a Courage test.

Giant’s blood serum
Path: Tellurism
Element: Earth
Value: 1
Mana: 8
Diffi  culty: 5
Target: Unit
Duration: Round

Th e targeted unit’s Power is doubled.

Iron of the mind
Path: Tellurism
Element: Earth
Value: 1
Mana: 8
Diffi  culty: 5
Target: Unit
Duration: Round

Th e targeted unit gains one more die to roll on a test chosen by the 
player. Th is die is not a bonus die and can therefore be re-rolled.

Principle of inertia
Path: Tellurism
Element: Earth
Value: 1
Mana: 7
Diffi  culty: 5
Target: Unit
Duration: Instantaneous

When it performs an assault or runs the targeted unit triples its 
Movement  instead of doubling it.
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Cruel will
Path: Tellurism
Element: Earth
Value: 2
Mana: 10
Diffi  culty: 7
Target: Unit
Duration: Round

Th e targeted unit gains the “Implacable” ability: after performing 
an assault, the fi ghters still in contact with enemies resolve a new 
combat. Th ey no longer get the bonus for charging. Th is ability can 
only be used once per round.

Petrificaction resin
Path: Tellurism
Element: Earth
Value: 2
Mana: 10
Diffi  culty: 7
Target: Fighter
Duration: Round

Th e targeted fi ghter cannot lose more than one health point per 
Strength  test. Any additional damage points are ignored. 

Steam jet
Path: Tellurism
Element: Earth
Value: 2
Mana: 10
Diffi  culty: 7
Target: Unit
Duration: Instantaneous

All the enemies in contact with the targeted unit’s fi ghters suff er a 
Strength  test whose action value is 8.

Alchemical petrificaction
Path: Tellurism
Element: Earth
Value: 3
Mana: 15
Diffi  culty: 9
Target: Unit
Duration: Round

The fi ghters in the targeted unit are turned to stone. They are con-
sidered as terrain elements until the end of the round. They can be 
destroyed: each fi ghter gains Resilience  12 and has as many struc-
ture points as he had health points left.

Earthquake
Path: Tellurism
Element: Earth
Value: 3
Mana: 20
Diffi culty: 9
Target: Battlefi eld
Duration: Round

Fighters who do not have the “Gift of the Boar” cannot move more 
than 10 cm.

LITANY

Avenging arm of the Ægis
Cult: Pantheon of the Ægis
Aspect: Alteration
Value: 1
Faith: 10
Diffi  culty: 5
Target: Unit
Duration: Round

Th e fi ghters of the targeted unit gain the “Sacred weapon” equip-
ment: the result required for the  Strength test is read 
one column to the right on the resolution table.

Divine Hospice
Cult: Pantheon of the Ægis
Aspect: Alteration
Value: 1
Faith: 10
Diffi  culty: 5
Target: Unit
Duration: Round

Th e targeted unit gains the “Regeneration” ability: the player rolls 
as many dice as there are damage points infl icted on the fi ghters 
capable of regenerating, just before removing the losses. Each  or 

 cancels a damage point.
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Divine Ire
Cult: Pantheon of the Ægis
Aspect: Alteration
Value: 1
Faith: 10
Diffi  culty: 5
Target: Unit
Duration: Round

Th e fi ghters in the targeted unit suff er as many damage points as 
they infl ict. Th e losses are removed by the player whose company 
called this communion.

Moving mountains
Cult: Pantheon of the Ægis
Aspect: Alteration
Value: 1
Faith: 5
Diffi  culty: 5
Target: Unit
Duration: Round

Th e targeted unit gains the “Brutal” ability: the unit always counts 
as charging when it performs a successful assault.

Odnir’s forge
Cult: Pantheon of the Ægis
Aspect: Alteration
Value: 1
Faith: 6
Diffi  culty: 5
Target: Unit
Duration: Round

Th e targeted unit gains the “Survival instinct” ability: successes 
obtained on Strength  tests taken against fi ghters with Survival 
instincts are re-rolled once more.

Protection of Uren
Cult: Pantheon of the Ægis
Aspect: Alteration
Value: 1
Faith: 9
Diffi  culty: 5
Target: Unit
Duration: Round

Fighters with steam equipment may re-roll failures on all their 
characteristics’ tests once more.

Rolling stone
Cult: Pantheon of the Ægis
Aspect: Alteration
Value: 1
Faith: 8
Diffi  culty: 5
Target: Unit
Duration: Round

Th e targeted unit gains the “Disengagement” ability: the unit 
doesn’t suff er any losses when it disengages.

Sentence of the condemned
Cult: Pantheon of the Ægis
Aspect: Alteration
Value: 1
Faith: 5
Diffi  culty: 5
Target: Unit
Duration: Round

Th e fi ghters in the targeted unit are not aff ected by the interference 
rule.

Strike of the forges

Cult: Pantheon of the Ægis
Aspect: Alteration
Value: 1
Faith: 10
Diffi  culty: 5
Target: Unit
Duration: Round

Th e targeted unit gains the “Master strike” ability: if at least one mem-
ber of the unit does not move during its activation, the fi ghter adds his 
Attack  to his Strength  on  Strength tests.

Weapon of the Ægis
Cult: Pantheon of the Ægis
Aspect: Alteration
Value: 1
Faith: 9
Diffi  culty: 5
Target: Unit
Duration: Round

Th e targeted unit’s Strength  tests infl ict one more damage point.
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Name Category Rank HP MOV DEF RES C/P D6 
(HTH)

ATT 
hth 

STR 
hth

D6 
(ranged)

ATT 
ranged 

STR 
ranged AUT ENE FER Abilities

Blunderbussman Infantry 2 1 7 3 6 3 1 3 3 1 6 6 (Gift of the Boar) Instinctive shot. 
(Steam/Range)

Bombardier Infantry 3 2 7 3 8 5 1 3 5 1 4 10 (Gift of the Boar) Fierce. 
Aim.(Perforating shot) (Steam/Range)

Boor on razorback Cavalry 1 2 15 3 5 5 3 5 6 (Gift of the Boar) (Light cavalry)

Crossbowman Infantry 1 1 7 3 6 3 1 5 5 1 2 6 (Gift of the Boar)

Forge guardian Infantry 1 1 7 3 6 3 1 5 7 (Gift of the Boar) (Reach) 
(Steam/HTH)

Forge guardian/
Provost Infantry 1 1 7 3 6 3 1 5 7 3 (Gift of the Boar) (Reach) 

(Steam/HTH)

Forge guardian/
Th ermo-priest Infantry 1 1 7 3 6 3 1 5 7 3 (Gift of the Boar) (Reach) 

(Steam/HTH)

Khor (anvil) Infantry 2 1 7 5 9 3 1 5 5 (Gift of the Boar) Savage.

Khor (anvil)/Armorer Infantry 2 1 7 5 9 3 1 5 5 (Gift of the Boar) Savage.

Khor (hammer) Infantry 2 1 7 3 9 3 1 5 7 (Gift of the Boar) Savage. (Reach)

Khor (hammer)/
Armorer Infantry 2 1 7 3 9 3 1 5 7 (Gift of the Boar) Savage. (Reach)

Khor knight Cavalry 2 2 15 3 9 5 3 5 6 (Gift of the Boar) Savage. 
(Heavy cavalry) (Steam/HTH)

Khor knight/ 
Th ermo-priest Cavalry 2 2 15 3 9 5 3 5 6 3 (Gift of the Boar) Savage. 

(Heavy cavalry) (Steam/HTH)

Meteor Infantry 3 1 15 5 9 5 2 7 5 (Gift of the Boar) Savage. Flight. (Steam/
HTH)

Mountain warrior Creature 3 2 15 7 11 5 1 7 11 (Gift of the Boar) Implacable. 
Immortal. Born killer. (Reach)

Soldier of the plains Infantry 1 1 7 5 5 3 1 5 5 (Gift of the Boar)

Soldier of the plains/
Lithomancer Infantry 1 1 7 5 5 3 1 5 5 3 (Gift of the Boar)

Soldier of the plains/
Musician Infantry 1 1 7 5 5 3 1 5 5 (Gift of the Boar)

Soldier of the plains/
Standard bearer Infantry 1 1 7 5 5 3 1 5 5 (Gift of the Boar)

Son of Uren Creature 2 2 10 3 7 3 2 7 9 (Gift of the Boar) Master strike. 
(Steam/HTH)

Th ermo-warrior Infantry 3 1 7 3 11 5 1 5 9 (Gift of the Boar) Savage. War fury. 
(Reach) (Steam/HTH)

Th ermo-warrior/
Th ermo-priest Infantry 3 1 7 3 11 5 1 5 9 5 (Gift of the Boar) Savage. War fury. 

(Reach) (Steam/HTH)

War chariot War 
machine NA 4 15 0 12 7 2 3 8 1 6 14

(Gift of the Boar) Brutish charge. Stead-
fast. Insensitive. (Heavy cavalry) (Perfo-

rating shot) (Steam/HTH) (Steam/Range)

Aegher Cavalry 1 4 15 3 6 7 3 5 8 3 (Gift of the Boar) (Light cavalry) (Steam/
HTH)

Bâl-Torg Infantry 2 4 7 3 6 5 2 5 7 3 5 (Gift of the Boar) Focus.

Brognir Infantry 1 4 7 3 6 5 3 5 5 3 (Gift of the Boar) (Reach) 
(Steam/HTH)

Elghir Infantry 1 4 7 3 6 5 2 5 5 3 3 (Gift of the Boar)

Fenggar Infantry 2 4 7 3 9 5 2 3 3 3 5 (Gift of the Boar) Catalyst.

Fulgur Infantry 3 4 15 5 9 7 3 7 5 5 (Gift of the Boar) Savage. Flight. (Steam/
HTH)

Hirh-Karn Infantry 2 4 7 5 9 5 2 5 5 3 (Gift of the Boar) Savage. Born killer.

Kael Cavalry 2 4 15 3 9 7 3 5 8 3 (Gift of the Boar) Savage. (Reach) (Heavy 
cavalry)

Kahinir Infantry 2 4 7 3 8 5 2 5 7 3 (Gift of the Boar) Master strike.

Lor-Arkhon Infantry 3 4 7 3 8 7 2 3 5 1 4 10 5 (Gift of the Boar) Fierce. Aim. (Perfora-
ting shot) (Steam/Range)

Lothan Infantry 3 4 7 3 11 7 2 5 9 1 6 6 5 (Gift of the Boar) Savage. War fury. 
(Reach) (Steam/HTH) (Steam/Range)

Magnus Infantry 3 4 7 3 8 7 2 5 9 5 7 (Gift of the Boar)Survival instinct. 
Magister.

Pillgrim Infantry 1 4 7 3 5 5 2 5 7 3 (Gift of the Boar)

Pilzenbhir Infantry 2 4 7 5 5 5 3 5 5 5 (Gift of the Boar) Counter-attack.

Tan-Kaïr Infantry 3 4 7 3 9 7 3 5 9 5 (Gift of the Boar) War fury. Strategist. 
(Reach) (Steam/HTH)
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Name Minimum num-
ber of fi ghters A.P.  + 1 special 

fi ghter
 + 2 special 

fi ghters
 + 3 special 

fi ghters
Maximum num-

ber of fi ghters A.P.  + 1 special 
fi ghter

 + 2 special 
fi ghters

 + 3 special 
fi ghters

Extra 
fi ghter Metal miniature

Blunderbussman 6 325 6 Dwarf Blunderbuss 
wielder

Bombardier 4 550 4 Dwarf bombardier

Boor on razorback 3 500 5 625 165
Boor on razorback, 

young dwarf on 
razorback.

Crossbowman 8 350 12 525 45 Dwarf crossbowman.

Forge guardian 8 375 400 425 12 550 575 600 50 Forge guardian.

Forge guardian/
Provost Provost of Uren

Forge guardian/
Th ermo-priest Th ermo-priest 1

Khor (anvil) 6 325 350 375 8 425 450 475 55 Khor warrior 
(sword and shield)

Khor (anvil)/Armorer Dwarf armorer (1)

Khor (hammer) 6 350 375 400 8 450 475 500 60 Khor warrior 
(two handed weapon)

Khor (hammer)/
Armorer Dwarf armorer (2)

Khor knight 3 675 700 725 5 1125 1150 1175 225 Khor knight of Uren.

Khor knight/ 
Th ermo-priest

Th ermo-priest on 
razorback

Meteor 4 500 4 Meteor of the Aegis

Mountain warrior 1 200 1 Warrior mountain

Soldier of the plains 8 275 300 325 350 15 525 550 575 600 40 Soldier of the plains

Soldier of the plains/
Lithomancer Dwarf lithomancier

Soldier of the plains/
Musician

Musician of the plains, 
dwarf musician

Soldier of the plains/
Standard bearer

Standard bearer 
of the plains

Son of Uren 3 450 3 Son of Uren

Th ermo-warrior 4 350 375 400 6 525 550 575 90 Th ermo-warrior, 
thermo-warrior of Uren

Th ermo-warrior/
Th ermo-priest Th ermo-priest 2

War chariot 1 450 1 Dwarf chariot

Aegher 1 300

Bâl-Torg 1 210

Brognir 1 175

Elghir 1 170

Fenggar 1 210

Fulgur 1 370

Hirh-Karn 1 190

Kael 1 365

Kahinir 1 170

Lor-Arkhon 1 265

Lothan 1 340

Magnus 1 325

Pillgrim 1 130

Pilzenbhir 1 185

Tan-Kaïr 1 340


