Regiments of Renown Selector

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

	Golgfag’s Ogres
	inf.
	4
	4
	5+
	-
	3
	105
	1
	1*

	Kreugar’s Cursed Company
	inf.
	3
	3
	6+
	-
	3
	80
	1
	2*

	Bugman’s Rangers
	inf.
	3/1
	4
	5+
	-
	3
	110
	1
	

	Long Drong’s Slayers
	inf.
	5/1
	4
	0
	
	3
	95
	1
	3*

	Beorg Bearstruck and Bearmen
	inf.
	3
	3
	5+
	-
	3
	60
	1
	4*

	Marauders of the White Tiger
	Cav.
	3
	3
	5+
	-
	3
	90
	1
	5*

	Volands Venators
	Cav.
	3
	3
	4+
	-
	3
	110
	1
	

	Tichi Huichi’s Raiders
	Cav.
	4
	3
	4+
	
	3
	145
	1
	6*

	Ogluh Kahn’s Wolfboyz
	Cav.
	2/1
	3
	6+
	
	3
	60
	1
	

	Birdmen of Cartazza
	Flyer
	2/1
	3
	6+
	
	3
	85
	1
	


Special Rules

1*
As per normal Ogre units

2*
 This unit causes terror. As undead is immune to confusion, terror and drive backs. This unit will always initiative charge Undead units. This unit regenerates, as Trolls This unit cannot brigade with other units.

3*
As normal slayers except they can fire 15cm in all directions


4*
As normal marauders

5*
As normal marauder cavalry

6*
No unit may pursue in second round of combat for any reason.

7*
Elephants are monsters, cause terror. Use ‘giant goes wild’ chart on blunder roles

Special Rule: All Regiments of Renown that are NOT human suffer a –1 penalty on Command roles

This is a suggestion of some of the units available for purchase in a DOW army. You may choose additional units of non –core troops for other army lists at list points cost.

