Dogs of War Army Selector

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

	Pikemen
	inf.
	3
	3
	6+
	-
	3
	55
	2/-
	1*

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

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

	Elite Swordsmen
	Inf.
	4
	3
	6+
	
	3
	60
	-/1
	

	 Pistoliers
	Cav.
	3/1
	3
	5+
	-
	3
	95
	-/4
	3*

	Knights
	Cav
	3
	3
	4+
	-
	3
	110
	-/2
	

	Tuskas
	Mon
	6/1
	4
	5+
	-
	1
	120
	-/1
	4*

	Galloper Guns
	art
	1/2+ bounce
	2
	0
	-
	2
	85
	-/1
	5*

	Dogs of War Mercenaries
	
	
	
	
	
	
	variable
	-/2
	6*

	General
	gen.
	+2
	-
	-
	9
	1
	125
	1
	

	Paymaster
	hero
	+1
	-
	-
	8
	1
	80
	1
	

	Hero
	hero
	+1
	-
	-
	8
	1
	80
	-/1
	

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

	Griffin
	Monstrous Mount
	+2
	
	
	
	1
	+80
	-/1
	8*

	Paymaster Wagon
	Char mount
	+1
	-
	-
	
	1
	+30
	1
	9*


Special Rules

1*
Infantry armed with a long spear, 3 times the height of a man. These troops fight in close order in formations of approximately equal width and depth, known as “blocks. Pikemen are infantry stands based as cavalry and they are oriented to the narrow side of the base. Pikemen move as infantry (20-cm normal,) and can support other infantry. They may only move through woods at ½ speed and suffer –1on each stand attacking or defending in the woods. If pikemen are forced to fall back through woods, they suffer a –1 to attack, per stand, 

2*
 As Empire Handgunners, in shooting attacks target armor saves one less than usual.


3*
As Empire Pistoliers, 360 degree fire arc


4*
Tuskas or elephants very large terrifying beasts with a group of handgun armed troops on his back. The gunners have 360 arc of fire and range of 15 cms.  The Tuskas can move 20 cm.  The Tuska is a monster, causes terror, and if an order is failed use the ‘giant goes wild chart’ to determine the tuska’s action

5*
Galloper guns 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 20 cm. Shoots as normal artillery (bounce through, no saves and reduction cover values). Range 40cm, may stand and fire. May use initiative to evade 20 cm if desired.

6*
Mercenary army may purchase up to 2 DOW/Regiments of Renown units per 1000pts. See attached list for some examples.

7*
Wizard is a human wizard using Empire magic spells list.  All other magic users are unavailable
 8*
A very lucky Captain may receive a gift from his employer, for service above the call (saving an Emperor’s 1st son). The Griffin causes terror. The Griffin can FLY, making the rider’s movement 100cm and adds +2 attacks to the rider. Generals, Wizards and Heroes may ride the Griffin.

9*
Only the Paymaster may use the wagon. Only one paymaster wagon is allowed per army. The Paymaster may try to spur the units around him to extra efforts by the offer of additional rich reward, so +1 to his commands for a single turn only. User must declare in advance which turn this will be used.

