Dogs of War Army Selector

	Troop
	type
	attack
	hits
	armor
	command
	size
	pts
	Min/max
	notes

	Pikemen
	inf.
	3
	3
	6+
	-
	3
	60
	2/-
	1*

	Handgunners
	inf.
	3/1
	3
	0
	-
	3
	65
	-/2
	2*

	Crossbowmen
	inf.
	3/1
	3
	0
	-
	3
	55
	2/-
	

	Swordsmen
	Inf.
	3
	3
	6+
	
	3
	45
	-/1
	

	Lt Cavalry

Hvy Cav
	Cav

Cav
	3/1

3
	3

3
	6+

4+
	-

-
	3

3
	80

110
	-/4

-/2
	3*

-

	Galloper Guns
	art
	1/2+ bounce
	2
	0
	-
	2
	85
	-/1
	4*

	Dwarfs

Ogres

Marauders

Birdmen

Elephants
	Inf

Inf

Inf

Flyers

monst
	3

4

3

2/1

6/1
	4

4

3

3

4
	4+

5+

5+

6+

5+
	-

-

-

-

-
	3

3

3

3

1
	110

105

60

85

120
	-/1

-/1

-/1

-/1

-/1
	5*

6*

7*

	General
	gen.
	+2
	-
	-
	9
	1
	125
	1
	

	Paymaster/Hero
	hero
	+1
	-
	-
	8
	1
	80
	-/2
	11*

	Wizard
	wizard
	0
	-
	-
	7
	1
	45
	-/1
	8*

	Griffin
	Monstrous Mount
	+2
	
	
	
	1
	+80
	-/1
	9*

	Paymaster Wagon
	Char mount
	+1
	-
	-
	
	1
	+30
	1
	10*


Special Rules

1 Pikemen. The pike is the traditional weapon of the mercenaries of Tilea. Twice as long as a spear and even longer than a cavalryman’s lance this is a truly fearsome, although rather unwieldy weapon. Pikemen fight in close order in formations of approximately equal width and depth, known as ‘pike blocks’. Pikemen should be based as cavalry – ie. the models are orientated towards the narrow edge of the base. In all other respects they count as infantry (movement/support/pursuit etc.) except that they never benefit from defended or fortified status when in cover.

2 Handgunners. Hanguns are rare but powerful weapons. A handgun shot can pierce armour far easier than an arrow or a crossbow bolt. Therefore, count enemy armour values as one worse (-1) than normal when shot by a handgun.

3 Light Cavalry. Dogs of War armies make great use of expert light cavalry from all around the world.        Empire Pistoliers, Arabian horsemen and Kislev Horse Archers are particularly adept at outmanouevring an   enemy and harrying his flanks. Light cavalry are equipped with light bows or pistols and have a range of 15cm. However, they may shoot from any edge without turning stands to face their target. Light cavalry is varied in cost. If you choose Pistoliers you must pay the 95 points to use the normal stat line.

4 Galloper guns. These are lighter artillery than Dwarf or Empire cannons, due to this they are shorter ranged, but can make up for their lighter shot by producing a higher volume of fire. Galloper guns move 20cm. All the normal rules for cannons apply for shooting (bounce through, no saves and reduction cover values). Beacuse they are only light guns they have a range of only 40cm but may stand and shoot.

5. Ogres. As normal Ogres

6. Birdmen. Only half-mad nutters like Tileans would try to fly. The Birdmen wear insane contraptions of light wood covered in canvas that are shaped like wings and allow them to glide on the air currents. These 'wings' allow the Birdmen to fly and still use their crossbows as normal.
7. Elephants cause terror. Use the giant goes wild chart on blunder rolls.
8 Wizard. The Wizard uses the Empire spells.

9 Griffon. Generals, Wizards & Heroes may ride Griffons. The Griffon combines the appearance of a lion and an eagle. These creatures are hatched from stolen eggs and hand reared to serve as mounts for favoured individuals. The Griffon can fly, increasing the rider’s movement to 100cm and it adds +2 attacks to those of the rider. A unit which includes a Griffon causes terror in its enemies.

10 Pay wagon. Only the Paymaster may use the wagon. There may only ever be one pay wagon per army. The Paymaster may bribe the units around him to fight harder. He may +1 to all of his command checks for a single turn only.

11. Paymaster. The first character (after General) you hire in your army must be Paymaster. You can only have one Paymaster in the army regardless of size

