· NORSE ARMY LIST, WHFB v6.4 [9/25/2001]

LORDS
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NORSE KING
4
6
4
4
4
3
6
4
9
100


  Ice Dragon
6
6
0
6
6
6
3
5
8
+320

  Warhorse
8
3
0
3
3
1
3
1
6
+15
Equipment:  Hand weapon

Options:

· May wield either an extra hand weapon (+6 pts), or a great axe (+6 pts)
· May carry either a javelin (+9 pts), or a throwing axe (+9 pts)

· May wear light armor (+3 pts)

· May carry a shield (+3 pts)

· May ride either an Ice Dragon (+320 pts) or a Warhorse (+15 pts)

· May purchase up to 100 points worth of magic items and runes

Special Rules: An Ice Dragon can fly, causes terror, is a large target, has a 3+ armor save due to scaly skin, breathes S3 frost, and counts as a Hero choice on top of the rider’s Lord choice.
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GOÐI
4
5
4
4
4
3
5
3
9
250

  Ice Dragon
6
6
0
6
6
6
3
5
8
+320

  Warhorse
8
3
0
3
3
1
3
1
6
+15
Equipment: Hand Weapon

· Options: 

· May ride either an Ice Dragon (+320 pts), or a Warhorse (+15 pts)

· May upgrade from a 3rd to a 4th level Wizard (+35 pts)

· May enable a single unit of Huskarls, Valkyries, Norse Dwarfs, Vikings, Doombringers, Beastriders, Einherjar, or a Viking Longboat to purchase more runes than normal — up to +3 points per model.

· May purchase up to 125 points of magic items or personal runes; subtract from this the amount by which the Godi enables a unit of troops to exceed its normal maximum of points of runes per model, multiplied by the number of models in the unit.

· Special Rules:  Lore of Runes.  An Ice Dragon can fly, causes terror, is a large target, has a 3+ armor save due to scaly skin, breathes S3 frost, and counts as a Hero choice on top of the rider’s Lord choice.

HEROES
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· NORSE JARL*
4
5
4
4
4
2
5
3
8
50


  Warhorse
8
3
0
3
3
1
3
1
6
+10
Equipment: Hand Weapon

Options:
· May carry either an extra hand weapon (+4 pts), or a great weapon (+4 pts)

· May carry either a javelin (+6 pts), or a throwing axe (+6 pts)

· May wear light armor (+2 pts)

· May carry a shield (+2 pts)

· May ride a Warhorse (+10 pts)

· May purchase up to 50 points worth of magic items and runes

· One Norse Jarl (or Valkyrie Heroine) may become the Battle Standard Bearer (+25 pts).  He may purchase a magical standard (no points limit), but if he does, he may not purchase any other magic items or runes.  He may not purchase any mundane equipment other than a hand weapon, light armor, or a warhorse.  He may not be the general.
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VALKYRIE HEROINE*
5
5
4
4
4
2
6
2
8
50

  Pegasus
8
3
0
4
4
3
4
2
6
+50
  Warhorse
8
3
0
3
3
1
3
1
6
+10
Equipment: Hand weapon

Options:

· May have a javelin (+6 pts), or throwing axe (+6 pts)

· Requires a shield (+2 pts) — unless purchasing a magical shield, or unless becoming the Battle Standard Bearer

· May have light armor (+2 pts)

· May ride a Warhorse (+10 pts), or Pegasus (+50 pts)

· May purchase up to 50 points worth of magic items and runes

· One Valkyrie Heroine (or Norse Jarl) may become the Battle Standard Bearer (+25 pts).  She may purchase a magical standard (no points limit), but if she does, she may not purchase any other magic items or runes.  She may not purchase any mundane equipment other than a hand weapon, light armor, or a warhorse.  She may not ride a Pegasus, and she may not be the general.

· Special Rules:  A Valkyrie Heroine has a 6+ Ward save when using an ordinary or magical shield.  On foot, she ignores movement penalties for obstacles, difficult ground, and very difficult ground.  A Pegasus can fly.
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RUNEPRIEST
4
4
3
4
4
2
4
2
8
110


  Warhorse
8
3
0
3
3
1
3
1
6
+10
Equipment: Hand weapon

· Options:

· May ride a Warhorse (+10 pts)

· May upgrade from a 1st to a 2nd level Wizard (+35 pts)

· May enable a single unit of Huskarls, Valkyries, Norse Dwarfs, Vikings, Doombringers, Beastmasters, Einherjar, or a Viking Longboat to purchase more runes than normal — up to +2 points per model.

· May purchase up to 75 points of magic items or personal runes; subtract from this the amount by which the Runepriest enables a unit of troops to exceed its normal maximum of points of runes per model, multiplied by the number of models in the unit.

· Special Rules:  Lore of Runes
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ULFJARL
9
5
3
5
4
2
6
4
9
140


Equipment:  None

Options:

· May purchase up to 50 pts of enchanted items, talismans, and runes

Special Rules:  Frenzy, cause fear, and regenerate, but may not regenerate wounds caused by magic weapons, demons, or spells.  An Ulfjarl must start the game hidden in a regiment of Core troops or Ulfwerenar.  He may be revealed at the start of any close combat phase.  Remove one rank-and-file model in base contact with the enemy and replace it with the Ulfjarl.  The model the Ulfjarl replaces is removed from the game.  Any runes on the model that the Ulfjarl replaces are not transferred onto the Ulfjarl.  The Ulfjarl always strikes first on the turn it is revealed, even if the enemy charged.  Only an Ulfwerenar unit may benefit from an Ulfjarl’s Ld.  An Ulfjarl may not be your general.
CORE UNITS
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BONDSMEN
4
3
3
3
3
1
3
1
7
4

  Leader
4
3
3
3
3
1
3
2
7
+8


Unit Size: 10+

Equipment: Hand weapon and shield

Options:

· May wield spears (+2 pts)

· May upgrade one model to a Leader  (+8 pts)

· May upgrade one model to a Standard Bearer (+8 pts)

· May upgrade one model to a Musician (+4 pts)

· 0-1 unit in the army may upgrade change to Oathbreakers (+0 pts)

· Special Rules:  Oathbreakers are immune to panic unless the general is killed, in which case they immediately panic and cannot rally.  Oathbreakers do not cause panic in others when fleeing, broken, or slain.
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· RAIDERS
4
4
3
3
3
1
4
1
7
7
·   Pillager
4
4
3
3
3
1
4
2
7
+10
Unit Size: 10+

· Equipment:  Hand weapon, light armor, and shield

Options:

· May exchange shields for extra hand weapons (+1 pt)

· May upgrade one model to a Pillager (+10 pts)

· May upgrade one model to a Standard Bearer (+10 pts)

· May upgrade one model to a Musician (+5 pts)
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SHIELDBITERS
4
4
3
3
3
1
4
1
7
8

  Shieldbiter Leader
4
4
3
3
3
1
4
2
7
+10
Unit Size: 10+

Equipment:  Hand weapon, light armor, and shield

Options:

· May wield morning stars (+1 pt)

· May upgrade one model to a Shieldbiter Leader (+10 pts)

· May upgrade one model to a Standard Bearer (+10 pts)

· May upgrade one model to a Musician (+5 pts)
Special Rules: Frenzy.
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ARCHERS
4
3
3
3
3
1
3
1
7
8

Unit Size: 5-15

Equipment:  Hand weapon, and bow

Options:

· 0-1 unit in the army may upgrade its members to Hunters (+1 pt per model)

Special Rules: Archers and Hunters skirmish.  Hunters scout.  Archers and Hunters do not count towards the minimum number of core units in your army.
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0-1 HUSKARLS
4
4
3
4
3
1
4
1
8
10

  Huskarl Leader
4
4
3
4
3
1
4
2
8
+10

Unit Size: 10+

Equipment: Great weapon and light armor

Options:

· May purchase up 3 points of runes per model

· May upgrade one model to a Leader (+10 pts)

· May upgrade one model to a Standard Bearer (+10 pts), who may carry a magical standard worth up to 50 pts.

· May upgrade one model to a Musician (+6 pts)
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0-1 VALKYRIES
5
4
3
3
3
1
5
1
8
10

  Valkyrie Leader
5
4
3
3
3
1
5
2
8
+10

Unit Size: 10+

Equipment: Hand weapon, light armor, and shield

Options:

· May carry javelins (+3 pts)

· May purchase up to 5 points of runes per model

· May upgrade one model to a Valkyrie Leader (+10 pts)

· May upgrade one model to a Standard Bearer (+10 pts), who may carry a magical standard worth up to 50 pts

· May upgrade one model to a Musician (+5 pts)

Special Rules:  A Valkyrie has a 6+ ward save when using a normal shield or magical shield.  On foot, she ignores movement penalties for obstacles, difficult ground, and very difficult ground.
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0-1 NORSE DWARFS
3
4
3
3
4
1
2
1
9
8

  Norse Dwarf Leader
3
4
3
3
4
1
2
2
9
+10
Unit Size: 10+

Equipment: Hand weapon, light armor, and shield

Options:

· May exchange the shield for a great weapon (+1 pt)

· May purchase up to 7 points of runes per model

· May upgrade one model to a Norse Dwarf Leader (+10 pts)

· May upgrade one model to a Standard Bearer (+10 pts)

· May upgrade one model to a Musician (+5 pts)

Special Rules:  Relentless, Ancestral Grudge, -1” flee and pursue

SPECIAL UNITS
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· 0-1 VIKINGS
4
5
3
4
3
1
5
1
9
13


·   Viking Leader
4
5
3
4
3
1
5
2
9
+12


Unit Size: 5-15

Equipment: Hand weapon, light armor, and shield

Options:
· May exchange the shield for either an extra hand weapon (+1 pt), or a great weapon (+1 pt)

· May carry a throwing axe (+3 pts)

· May purchase up to 10 points of runes per model

· May upgrade one model to a Viking Leader (+12 pts)

· May upgrade one model to a Standard Bearer (+12 pts), who may purchase a magical standard worth up to 50 points

· May upgrade one model to a Musician (+6 pts)

Special Rules:  Vikings are stubborn, skirmish, and die in place should they fail a break test.  Enemy that were directly engaged with Vikings may not overrun or pursue.
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BEASTRIDERS
4
4
3
3
3
1
4
1
8
18

  Wolves
9
3
0
3
3
1
3
1
3
+5

  Great Wolves
9
3
0
4
3
1
2
1
5
+8
  Brown Bears
6
3
0
5
5
3
3
2
6
+35

· Unit Size:  5+ models in total (including at least one Beastrider)
Equipment: Beastriders ride Great Wolves, and carry hand weapons and throwing axes; animals have no equipment

Options: 

· Beastriders may upgrade their mounts from Great Wolves to Brown Bears (+27 pts)

· Beastriders may purchase up to 5 points of runes per model

· May upgrade one Beastrider to a Musician (+5 pts)

· May add any number of unridden Wolves (+5 pts), Great Wolves (+8 pts), and Brown Bears (+35 pts) — in any mixture

Special Rules:  If the unit contains no Brown Bears, it counts as fast cavalry.  In any case, the unit may never claim a rank bonus.  A Great Wolf gets +1A on the turn it charges.  For ease of ranking the unit, a Brown Bear should occupy two cavalry bases, and count as two models for purposes of assembling the unit.  Randomize hits from incoming missile fire to determine which models are struck.  Characters may not join a unit of Beastriders.
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ULFWERENAR
4
4
3
3
3
1
3
1
7
21

  Werewolves
9
4
0
4
4
1
5
2
9
incl.

Unit Size:  10+

Equipment:  Hand weapon

Options:
· May upgrade one model to a Musician (+8 pts)

Special Rules:  Ulfwerenar begin the battle in human form (infantry bases) with the Ulfwerenar profile.  At the start of any Norse turn, the Ulfwerenar may change to Werewolf form (cavalry bases) if they pass a successful Leadership test.  If the test is failed, the unit remains Ulfwerenar and may not move that turn.  Werewolves are subject to frenzy, and regenerate, but may not regenerate wounds caused by magic weapons, demons, or spells.
RARE UNITS
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0-1 DOOMBRINGERS
4
3
0
5
4
1
5
3
10
20
  Doombringer Leader
4
3
0
5
4
1
5
4
10
+16
Unit Size: 10-30

Equipment:  Hand weapon

Options:

· May wield great weapon (+2 pts), or extra hand weapon (+2 pts)

· May purchase up to 7 points of runes per model

· May upgrade one model to a Doombringer Leader (+16 pts)

· May upgrade one model to a Standard Bearer (+16 pts), who may purchase a magical standard worth up to 50 points

· May upgrade one model to a Musician (+8 pts)

Special Rules: A Doombringer is unbreakable, immune to psychology, must charge the enemy whenever possible, always pursues, always overruns, and may not flee from a charge.  In close combat, a Doombringer may stave off death momentarily — even a killing blow.  Wounds against Doombringers never count toward combat results, and a Doombringer may always attack in the round that he falls, if he hasn’t already done so.

M
WS
BS
S
T
W
I
A
Ld
COST
· 0-1 EINHERJAR
4
6
3
4
4
1
6
1
9
26


·   Einherjar Leader
4
6
3
4
4
1
6
2
9
+16
Unit Size: 10+

Equipment: Hand weapon, light armor, and shield

Options:
· May exchange the shield for an extra hand weapon (+1 pt), or a great weapon (+1 pt)

· May purchase up to 10 points of runes per model

· May upgrade one model to an Einherjar Leader (+16 pts)

· May upgrade one model to a Standard Bearer (+16 pts), who may purchase a magical standard worth up to 50 points

· May upgrade one model to a Musician (+8 points)

Special Rules:  Einherjar are stubborn, immune to further psychology, regenerate, and die in place should they fail a break test.
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JOTUNN
7
3
3
6
5
6
3
4
8
210

Unit Size: 1

Equipment:  Hand weapon

Special Rules: A Jotunn is a large target, and causes fear.  A Jotunn pays no movement penalty to cross obstacles of normal size.  In combat against a regiment or large target, the Jotunn may make a Swing Attack in lieu of his normal attacks.  The Swing Attack causes 1D6 S6 hits, distributed according to the rules for missile fire.  If killed, the Jotunn will fall and squash those beneath.  Use a scatter die to see which direction he falls.  Lay the fallen giant template with the feet in contact with the Jotunn’s base, and the head aimed in the direction of the scatter die.  Any models underneath take a S10 hit for D6 wounds.

A Jotunn may Throw Rocks during the shooting phase.  This is a normal shooting attack that uses the Jotunn’s BS and has a range of 48 inches.  If struck, a targeted unit takes 1D6 S6 hits.
RARE UNITS — CONTINUED
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VIKING LONGBOAT
-
-
-
5
4
4
-
-
-
100



  Vikings (5)
4
5
3
4
-
-
5
1
9
incl.

· Unit Size:  1 Longboat — includes a crew of 5 Vikings.  The Longboat should be mounted on a base approximately 50mm wide and 100mm long.  Note that 1-2 Viking Longboats may be taken as a single Rare choice.

Equipment:  Hand weapon, light armor, and shield for the crew.

Options:
· The crew may carry throwing axes (+3 pts per crew member)

· The crew may purchase up to 10 points of runes per crew member

· Up to 5 extra crew may be purchased (+13 pts per crew member, plus the cost of any runes or throwing axes).  Extra crew members reside below decks, and are not allowed to make attacks while aboard the Viking Longboat.

· One character may join the unit, displacing a normal crew member (the cost of the crew member is not refunded).

· The craft may be fitted to fly a standard (+16 pts), and if so, qualifies to purchase a magical standard worth up to 50 points. If the crew ever leave the vessel, they bring the standard with them, and one Viking model becomes a Standard Bearer.

Special Rules: 

· A Viking Longboat is considered a waterborne chariot, has a save of 4+, and is a large target.  The crew are stubborn, and are destroyed should they ever fail a break test.  Crew that disembark will skirmish.  Any unit of 5-10 Vikings may re-crew an empty vessel by entering it as if it were a building.

· The craft may move normally over seas, lakes, rivers, streams, and marsh.  The ship may engage enemy units operating in aquatic terrain, causing D6 S5 impact hits on a charge.  The vessel may also execute two types of amphibious landing, soft and hard. 

· In a soft landing, the boat stops as soon as it touches land, and the crew swarm forward, spending any unused movement points as desired, perhaps completing a charge into an enemy unit on land.  When the crew first emerge, their numbers are unaffected by any earlier damage to the vessel itself.  After they leave the ship, keep track of damage to the vessel and crew casualties separately.  After leaving the vessel, the crew act as a normal unit of skirmishers, forgoing the vessel’s armor save and impact hits.  The vessel may not move while the crew is elsewhere.

· A hard landing is an utterly reckless form of charge, in which the ship attempts to ram directly into an enemy unit on land (or perhaps even a building).  To execute a hard landing, the ship declares an ordinary charge upon a land-based unit.  Once the craft touches land, it will crash straight forward for another D6 inches.  If this is enough to make contact with the enemy, the charge succeeds, and the enemy suffers impact hits as normal.  The ship itself also suffers impact hits, whether the charge is successful or not.  If the ship survives, its occupants may make their hand-to-hand attacks as normal.

· After either type of landing, the ship — or what’s left of it — may be portaged over land.  A portage requires at least 10 Vikings to carry the craft, but the porters do not all have to belong to the same unit.  Place all porters in base contact with the vessel (no crew or characters may remain on board).  Treat all passable land terrain as very difficult.  The ship will not cause impact hits while it is portaged.  Porters that flee or pursue an enemy automatically abandon the craft.

· If you intend to use a Viking Longboat, it is recommended that you arrange with your opponent to include aquatic terrain.  If your opponent consents, you may deploy the Viking Longboat in any aquatic area if there are no such features within your deployment zone.

RUNE LORE

D6
SPELL
CASTING VALUE

1
Runemark
3+

2
Hellfrost
5+


3
Blizzard
7+

4
Nid
8+

5
Red Haze
10+
6
Form of the Dragon
12+

RUNEMARK
Cast on 3+

Remains in play

The priest may cast this spell on himself, even if he is in close combat.  Roll a die to see what the caster gains:

· +1D3 to either BS or I (caster’s choice)

· +1D3 to either WS or M (caster’s choice)

· +1S

· +1T

· +1W

· +1A

· A Runemark persists until dispelled, the priest is slain, or the priest wills it to end.  The effects continue even if the caster attempts another spell.  However, a priest may possess only one Runemark at a time.

HELLFROST
Cast on 5+

· This spell is a magic missile with a range of 24”.  For every 3 points of the casting result, the unit takes one S4 hit with no armor save (to a maximum of six hits).
· BLIZZARD
Cast on 7+

· This spell is a magic missile with a range of 18”.  The affected unit suffers D3 S3 hits, and moves at half speed during its next movement phase.

NID
Cast on 8+

· This curse may be cast on any enemy character or monster within 12” that is visible to the caster, even if it is engaged in combat.  If successfully cast, the spell will permanently halve one of the target’s characteristics.  The caster may choose from: WS, BS, S, T, I, A, or Ld.  Round fractional characteristics down.  If S or T reaches zero, the model is slain.

RED HAZE
Cast on 10+

This spell may be cast on any friendly Raider, Shieldbiter, or Doombringer unit within 24”.  If not engaged, the unit must immediately move 8” towards an enemy, and counts as charging should it make contact with the enemy.  The charge is so sudden that the enemy gets no charge reaction.  If cast on a unit that is already engaged in close combat, all models in the unit gain +1A during the next close combat phase.

FORM OF THE DRAGON
Cast on 12+

Remains in play

· A priest on foot may cast this spell on himself, even if he is engaged in close combat.  The priest gains the profile and abilities of an Ice Dragon, except that the priest does not gain the dragon’s wounds.  While in this form, the priest may not use any equipment or magic items.  If the priest already has a Runemark in play, it will add to the Ice Dragon’s profile.  Any model that causes the Ice Dragon an unsaved wound in hand-to-hand combat may immediately roll 3 dispel dice against this spell.  The spell lasts until dispelled, the priest is slain, the priest wills it to end, or the priest attempts to cast another spell.

MAGIC ITEMS

· Nornblade (Weapon, 75 points) — the wielder must issue or accept a challenge whenever it is possible to do so.  When the wielder enters a fresh challenge, all spells in play are immediately dispelled.  No enemy locked in a challenge with the wielder may wield a magic weapon or cast spells.  Each time the wielder slays an enemy in a challenge, he may release Storm of Cronos as a bound spell in his next magic phase.  The power level of the spell equals three times the original number of wounds on the slain model’s profile.

Gramr (Weapon, 60 points) — No armor save, +1S.

Soul Drinker (Weapon, 25 points) — +1S, -1T.  Whenever this sword inflicts a wound, it heals a wound for the wielder.

Gugnir (Weapon, 20 points) — One use only.  Treat as a javelin with 24” range.  If it hits the enemy general, or the unit he leads, the target may not move or shoot next turn.

Bones of the Seer (Talisman, 40 points) — gives its wearer two extra dispel dice against all spells that affect him or the unit he is with.

Heart of Vengeance (Enchanted Item, 40 points) — in the instant the bearer dies, he may immediately strike his full number of attacks against any enemy in base-to-base-contact.

Wind of the North (Enchanted Item, 35 points) — Bound spell, power level 7.  One use only.  Casts the Howler Wind, as described under the Lore of Life.

Mask of the Valkyrie (Enchanted Item, 30 points) — Valkyrie only.  If the wielder is in base-to-base contact with any enemy, her WS increases to that of the most skilled enemy +1.

Mark of Valor (Enchanted Item, 25 points) — The character, or the unit he leads, may re-roll one die on its first failed break test, psychology test, or leadership test.  May not be used if the character refused a challenge and retired from fighting that turn.

Wintercrown (Enchanted Item, 25 points) — Einherjar King only.  One use only.  The bearer may activate the Wintercrown at the start of any Norse turn.  If the bearer — or a unit of Einherjar he leads — has suffered an unsaved wound from a fire attack, the Wintercrown will restore their ability to regenerate.

Runestaff (Arcane, 50 points) — +1 to casting rolls.

Mjod of Magic Mastery (Arcane, 35 points) — One use only.  Drink at the start of your magic phase to gain two casting dice and a random spell from your spell list.   The spell may only be cast during that magic phase, although if it remains in play it is allowed to do so normally.

Raven Banner (Banner, 75 points) — unit causes fear.

Dragon Keel Banner (Banner, 50 points) — when carried on a Viking Longboat, this banner confers +3M as long as the ship starts its move while touching water.  Once per game, the banner may add +3S to any impact hits that the ship causes to the enemy, and –2S to any impact hits that the vessel receives.  Activate this ability when the charge is declared.

Unbending Banner (Banner, 25 pts) — One use only.  Ignore the first unsaved wound on the unit’s rank-and-file.  This banner combines with similar items and abilities.  A unit or model with the ability to ignore wounds must do so whenever it takes an unsaved wound.

RUNES

The following runes may be purchased for characters or troops.  If purchased for a character, the points spent on runes count against the character’s allotment for magic items.  If purchased for troops, they must be purchased for every trooper in the unit, and count against the unit’s limitations on runes.  Unlike normal magic items, many instances of any given rune may appear in your army.  The following rules apply:

· No model may have more than three runes in total

· No model may have more than one instance of a specific rune, unless it is Common

· No model may have more than two Uncommon runes

· No model may have more than a single Extraordinary rune

Rune of Bravery (Common) — The first such rune make the model immune to panic, the second to fear and terror, and the third will make it stubborn.  Cost: 2 points for a trooper, 10 for a character.

· Rune of Command (Common) — +1Ld per rune (to a maximum of Ld10).  Cost: 2 point for a trooper, 20 points for a character.

Rune of Glory (Common) — +1WS for each rune.  Cost: 2 points for a trooper, 10 for a character.

Rune of Hunting (Common)  — +1BS for each rune.  Cost:  2 points for a trooper, 10 points for a character.

Rune of Swiftness (Common) — +1I for each rune.  Cost: 1 point for a trooper, 5 points for a character.

Rune of Speed (Common) — +1M for each rune.  Cost: 2 points for a trooper, 10 points for a character.

Rune of Warding (Common) — For each rune, a unit gains an extra dispel die against any spell that affects it.  Cost: 2 points for a trooper, 20 for a character.

Rune of Battle (Uncommon) — +1A.  Cost: 5 points for a trooper, 25 points for a character.

Rune of Might (Uncommon) — +1 to hit in close combat.  Cost: 6 points for a trooper, 30 points for a character.

Rune of Protection (Uncommon) — +1 armor save.  Cost: 2 points for a trooper, 10 points for a character.

Rune of Strength (Uncommon) — +1S.  Cost: 4 points for a trooper, 20 points for a character.

Rune of Regeneration (Extraordinary) — Model regenerates.  Cost: 10 points for a trooper, 50 points for a character.

Rune of Stone (Extraordinary) — +1T.  Cost:  10 points for a trooper, 50 points for a character.

