Project Norse, Norse Marauder Army Selector (v.3.08)

	Unit
	Type
	Attacks
	Hits
	Armour
	Command
	Size
	Points
	Min/Max
	Special

	Bondsmen
	Infantry
	3
	3
	5+
	-
	3
	60
	2/-
	

	Stormguard
	Infantry 
	4
	3
	4+
	-
	3
	120
	1/4
	

	Huntsmen
	Infantry 
	3/1
	3
	-
	-
	3
	55
	-
	

	Berserkers
	Infantry 
	5
	3
	-
	-
	3
	70
	-/1
	*1

	Were
	Monster
	4
	4
	5+
	-
	3
	140
	-/1
	*2

	Cavalry
	Cavalry
	3
	3
	5+
	-
	3
	90
	-/4
	

	Storm Giant
	Monster
	8
	8
	5+
	-
	1
	160
	-/1
	*3

	War Mammoth
	Monster
	8
	10
	5+
	-
	1
	200
	-/1
	*4

	Jarl
	General
	+2
	-
	-
	9
	1
	125
	1
	

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

	Shaman
	Wizard
	+1
	-
	-
	8
	1
	90
	-/1
	

	Were Kin
	Monstrous Mount
	+1
	-
	-
	-
	1
	60
	-/1
	*5

	Horn Resounding
	Chariot Mount
	+1
	-
	-
	-
	1
	150
	-/1
	*6

	Valkyries
	Monster
	3
	3
	5+
	-
	3
	-
	-/1
	*6


Special Rules

*1
The Norse are famously fond of their ale, so much so that they’ve been known to wage war to obtain a decent stock for the winter. However, some Norse whenever they have more than the slightest drop of Mead go into a berserk frenzy, where they feel no pain and fear nothing. A bit annoying in the Mead Hall, but very useful on the battlefield.


Such is the eagerness to get into combat that a unit of Berserkers will always use its initiative to charge an enemy if possible and can’t be given orders instead. They’ll never use their initiative to evade. They can’t be driven back by shooting and do not roll for drive backs. If victorious in combat, they must pursue or advance where possible. Berserkers are unaffected by enemies that cause terror in combat, so they do not suffer the usual –1 Attack modifier.

*2
because of their rather bestial nature the only character s with the Were Kin Character upgrade may join units of Were. In addition to this, the rather independent nature of the Were means that they cannot be brigaded with any units apart from other Were. However due to their close affinity with the wild, they can not only move through difficult terrain as infantry can, they also suffer no command penalties when moving through such terrain.

*3
The Norse Storm Giant is much more intelligent than the giants found in the armies of the Orcs and Goblins, or those on the island of Albion. They are the last true vestiges of a once proud race of giants. Because of their sheer size they cause terror in combat. In addition due to their rather impetuous nature Storm Giants must initiative charge any enemy monsters if they can do so. When reduced to four or less hits in any given combat or shooting phase but not destroyed, thereafter halve the Storm Giants attacks and hits characteristics.

*4
The Norse War Mammoth is a huge creature used by the Norse on the battlefield, especially against fortified opponents where its ability to swipe troops off the ramparts with its trunk is most useful.


The Mammoth is a truly huge monster, so is based on a 6x4cm base, with the shorter edge being its front. It causes terror and may attack troops on ramparts with its trunk in the same manner as a giant. Alternatively, it may elect to batter a wall section or gateway with its tusks in the same manner as a battering ram. 

One last option available in a siege is that if a Norse war Mammoth is in base contact with a wall section, then one Norse infantry unit may assault that wall section via the Mammoth. Climbing up ladders and ropes at the rear of the Mammoth and using boarding ramps and the like to assault the fortress walls. This is not quite as effective as assaulting from a siege tower, so the enemy being assaulted only counts as defended rather than in the open, but its much better than it counting as fortified. If a unit assaults in this manner, then the War Mammoth may not attack with its trunk or batter the walls; as to do so would result in attacking your own troops or bringing a wall section down from under them, not a good idea, even for the Norse.

When reduced to five or less hits in any given combat or shooting phase but not destroyed, thereafter halve the War mammoth’s attacks and hits characteristics.

*5
The Were Kin monstrous mount option may be taken by any character, but is not actually a mount as such, more an upgrade. A character with the Were Kin upgrade causes a unit he with which he is attached to cause terror in combat. In addition, there are no penalties with terrain, as you would have with a normal character mount, just treat the character as having +1 extra attacks and causing terror.

*6
A single Shaman in a Norse army may be given the Horn Resounding as a chariot mount upgrade. This not only gives some benefit in close combat but also allows the Shaman to summon the Valkyries to aid the army in battle. The first precondition for summoning the Valkyries is that at least one stand of Norse must have been destroyed in a previous combat phase. The second precondition is that there must be Norse units engaged in combat within 60cm of the Shaman. Once these preconditions are met then the shaman may try to summon the Valkyries in the Norse command phase instead of issuing a normal command.


The way that this is done is that the shaman takes a command check with a -2 modifier to his command value. If the roll is successful then the Valkyries are placed on the battlefield within 20cm of the Shaman, but not into combat. The shaman may then attempt further orders on them; most likely this would be used to get the Valkyries into combat. The initial command roll is the only roll with the -2 modifier applied to the shaman’s command value. However, for every Norse unit that has been completely wiped out, there is a +1 positive modifier to the shaman’s command value for the purpose of summoning the Valkyries, to a maximum command value of 10. This means that the more Norse that have already died, the greater the chance of the Valkyries turning up.


In subsequent turns the Valkyries may only be ordered by the Shaman with the Horn Resounding. They can still move by initiative, but may only Home Back towards the Shaman with the Horn Resounding. In addition, if the Shaman is killed, or rolls a blunder then the Valkyries disappear from the battlefield, their job being complete. Valkyries neither add to the army’s break point, nor their loss through combat or through disappearing contributes to reaching the army break point for the purposes of withdrawal. Your opponent will not gain any victory points from destroying the Valkyries, or if they disappear because of a blunder by the summoning Shaman. However, killing the Shaman with the Horn Resounding will grant the full victory points, as well as the immediate withdrawal of the Valkyries from the field of battle. So, look after that character!


Valkyries are flyers, thus all the rules for flyers apply. Due to their rather eerie spectral nature, not to mention the method in which they enter the battle they cause terror in combat.

Magic

Aspect of Wulfen

Cast 4+

The spell is cast on a friendly Infantry unit within 30cm of the spell caster. The effected unit causes terror for the remainder of this Norse turn, through the next opposing turn and the spell effect ends at the beginning of the next Norse magic phase.

Eye of the Raven

Cast 5+

The Shaman sacrifices a sacred Raven over a mystical flame. Ingesting the ash that is quickly formed, giving him visions of the near future. 

The Norse player may re-roll a single D6 at any time during the rest of his turn, through his opponents turn or in his following turn up to the end of his next command phase when the effect of the spell ends if the re-roll has not already been used. The result of the re-roll cannot be changed in any way or re-rolled again, for example with an Orb of Majesty, Banner of Fortune or through other means. Likewise the re-roll from this spell cannot be used to re-roll any dice that another re-roll has already been used on. Nor can the re-roll be used in the case of a blunder of a command roll, not even mystical foresight can help avert such mishaps, but it can mitigate the effects, so can be used to re-roll the dice roll on the blunder chart. For example if the Norse player rolled for a command needing a roll of a seven and rolled a five and a three, he could re-roll the dice that came up as a five, hopefully rolling a four or less making it a successful command.

Only one Eye of the Raven spell may be in effect per turn.

Thunder of Fo’Wor

5+

Like Empire Fireball, 30cm line 3 attacks on everything passed through.

Spite of Low’Key

6+

All enemy characters within 30cm of the spell caster that roll a double have those orders count as blunders. This works on all results, from a double one, to a double five. As a result all doubles rolled not only blunder, but as with all normal blunders, it counts as a failed order. The only exception is the enemy general, as he cannot blunder.

Notes.

I’ve changed the Were into ‘normal’ monsters, but they can go through difficult terrain. 

I’ve changed the War Mammoth rules, having it as an APC was a nice idea, but too impractical to implement. It’s got some special rules for use in sieges though, which still gives it something different. I may add something else if I can think of something to keep it from being a furry Steggadon.

I’ve altered the Horn Resounding & Valkyries rules a bit; it was too difficult to summon the Valkyries as it stood.

I’ve increased the command of the Shaman to 8. I am intrinsically against command 8 spell casters, as it makes a list too command efficient and you see very few heroes. However, the Norse list is pretty much just consists of medium infantry, a bit of heavy infantry, some nasty monsters and a small amount of light cavalry. So 90% of charges that go in will be from within 20cm, so a command 8 spell caster if anything re-balances the list. However, I’m very open to changing it back if no one takes any heroes.

Lastly, please play with this list. I need as much feedback as possible in order to get the list to a playable status. Or more to the point to get it to a stage where it’s good enough for publication. This is especially true as to be honest; I’m rubbish at using infantry.

So if you have any comments on the list, especially if they are as a result of play testing, please send them to stomm@stomm.com
Notes in addition to the last ones.


I’ve added a very rough set of wound rules for the War Mammoth and the Storm Giant. Some decent editing will sort this out in time, but it should be clear what the intent is. I have added some spells now, some are well thought out, some are not, but it’s a start.

Some additional, additional notes.


I have removed the command penalty for the Were, they may smell a bit and have rather matted fur, but they aren’t stupid. Besides, having a hero that commands them as well as the general should give some nice effective shock troops.


I have also changed some of the wording of things, I noticed that the command bonus for Norse casualties for the Horn Resounding would have applied for all commands, not just summoning, so I changed it. I have also clarified that killing Valkyries gets you exactly, err nothing actually. Killing the Shaman with the Horn resounding on the other hand, gets you a shed load of VP’s. I have also reduced the cost of the HR, as well; the Valkyries might never turn up.


One thing I have noticed is that it’s nigh on impossible to take all of the nice scary units, as well as fulfilling your minimum requirements and having decent command. I also noticed that the minimums were 240pts per 1k, well above the average. So I have reduced the Bondsmen requirement down to one, to bring the minimum pts cost down to a more reasonable 180pts, very similar to HE’s in fact.

Some additional notes, in addition to the other notes and as well as the additional notes and the additions to those notes.

As a result of some very constructive play testing, I’ve made the following changes:

Valkyries were too damn nasty, reduced the saving throw to 5+ and increased the points of the HR to a comparable level with the Skaven SB. 

Took away the Were-kin command bonus for Were, seemed too much like a special rule for the sake of it. I’ve also dropped the bonus attacks to +1, after all we aren’t talking about something quite as nasty in HtH as a Griffon, but getting there.

Reduced the cost of the Mammoth, it was too expensive for what you get. However, more extensive play testing may prove otherwise.

Eye of the Raven is a pretty cool spell, I really like it. However, I’ve reduced its power a little bit (can’t be used on blunders) and upped its casting roll. Some more extensive play testing is needed to get this right, as it is obviously one of the best spells in the list so far.

Some extra special additional notes that are in addition to all the ones above, subject to change of course.

As a result of a very good play-test game with Martin, I’ve fiddled with quite a lot, most noticeable change is that Spite of Low’Key is completely different. Main idea thanks to him but altered ever so slightly (I did want to get an area effect spell in there).

Huntsmen are normal human missile troops now. I thought I’d already changed them, but I guess I hadn’t.

Eye of the Raven is clarified a bit more, to include some stuff that I thought I’d written, but hadn’t. As well as allowing the blunder roll to be re-rolled, but not the blunder itself.

The Valkyries summoning bonus has been changed to all destroyed units, rather than stands. That way you are more likely for them to turn up the worse you are in effect doing. Unless of course you chuck some units out on suicidal charges just to summon the blighters ;-). Also having it per dead stand was a bit daft, as when I came to try summoning them, I had something like +13 to my command rating, a bit much methinks. Of course, the game wasn’t going very well at that point (in fact I’d already broken, but had mis-counted).

David Simpson
