Hordes of Evil
Army Special Rules 

Marks of the Gods

War


Devotees of the War god receive an additional attack.

Pestilence


These diseased minions are surrounded by swarming flies and crawling with vermin.  This cloud of putrescence makes them a difficult target from a distance, so all shooting attacks are -1 against them.

Sorcery


These mystics are blessed by wards of protection against magic.  All spells directed against them will fail on a 5+.

Seduction
Your mind says “no” but your soul says “yes” to these sultry warriors.  All enemy models in melee combat with them are at a -1 on their morale checks.
Characters

Black Orc Warboss

Character on foot

95 points

	MS
	SS
	SV
	W
	AT
	MV
	ML

	6
	2
	0
	4
	2
	4
	A


Equipment:  Hand weapon.

Options:  Any armor and melee weapons from the Armory, up to 3 magic items.

Orc Warboss

Character on foot

75 points

	MS
	SS
	SV
	W
	AT
	MV
	ML

	5
	2
	0
	4
	2
	4
	B


Equipment:  Hand weapon. 

Options:  Any armor and melee weapons from the Armory, up to 2 magic items.

Black Orc Boss

Character on foot

80 points

	MS
	SS
	SV
	W
	AT
	MV
	ML

	5
	2
	0
	3
	2
	4
	A


Equipment:  Hand weapon.

Options:  Any armor and melee weapons from the Armory, up to 2 magic items.

Orc Boss

Character on foot

60 points

	MS
	SS
	SV
	W
	AT
	MV
	ML

	4
	2
	0
	3
	2
	4
	B


Equipment:  Hand weapon.

Options:  Any armor and melee weapons from the Armory, one magic item.

Goblin Warboss

Character on foot

45 points

	MS
	SS
	SV
	W
	AT
	MV
	ML

	3
	1
	0
	3
	2
	4
	C


Equipment:  Hand weapon

Options:  Any armor and melee weapons from the Armory, one magic item.

Goblin Sharpshooter

Character on foot

45 points

	MS
	SS
	SV
	W
	AT
	MV
	ML

	2
	2
	0
	2
	2
	4
	D


Equipment:  Short bow.

Options:  Any armor and melee weapons from the Armory.

Goblin Boss

Character on foot

25 points

	MS
	SS
	SV
	W
	AT
	MV
	ML

	2
	1
	0
	2
	2
	4
	D


Equipment:  Hand weapon.

Options:  Any armor and melee weapons from the Armory.

Ogre Lord

Character on foot

135 points

	MS
	SS
	SV
	W
	AT
	MV
	ML

	5
	1
	6
	5
	3
	6
	B


Equipment:  Hand weapon (AP 1) and any armor and melee weapons from the Armory, one magic item.

Special Rules:  Tough, Hard-Hitting, Multiple Attacks.

Tough:  Ogres are naturally tough and exceptionally strong.  To reflect this, their armor save has been increased by 1.  

Hard-Hitting:  To reflect their great strength, Ogres add an additional AP 1 to their attacks.  

Ogre Chief

Character on foot

120 points

	MS
	SS
	SV
	W
	AT
	MV
	ML

	5
	1
	6
	4
	3
	6
	C


Equipment:  Hand weapon (AP 1) and any armor and melee weapons from the Armory, one magic item.

Special Rules:  Tough, Hard-Hitting, Multiple Attacks.

Tough:  Ogres are naturally tough and exceptionally strong.  To reflect this, their armor save has been increased by 1.  

Hard-Hitting:  To reflect their great strength, Ogres add an additional AP 1 to their attacks.  

Black Orc Shaman

Character on foot

85 points

	MS
	SS
	SV
	W
	AT
	MV
	ML

	4
	2
	0
	3
	2
	4
	B


Equipment:  Hand weapon.

Options:  Up to 3 magic items.  May not wear armor and cast spells. May upgrade to Master for 68 points.

Orc Shaman

Character on foot

65 points

	MS
	SS
	SV
	W
	AT
	MV
	ML

	3
	1
	0
	3
	1
	4
	C


Equipment:  Hand weapon.

Options:  Up to two magic items.  May not wear armor and cast spells. May upgrade to Master for 52 points.

Goblin Shaman

Character on foot

55 points

	MS
	SS
	SV
	W
	AT
	MV
	ML

	2
	2
	0
	2
	1
	4
	D


Equipment:  Hand weapon.

Options:  Up to one magic item.  May not wear armor and cast spells. May upgrade to Master for  44 points.




Orc Armory

Characters may be outfitted from one choice on each of the following lists.

Armor

	Item
	Cost
	Effect

	Shield
	5
	6+ save

	Light armor
	5
	6+ save

	Light armor and shield
	10
	5+ save

	Heavy armor
	10
	5+ save

	Heavy armor and shield
	15
	4+ save

	Wolf
	5
	6+ save, 9” move

	Light armor and wolf
	10
	5+ save, 9” move

	Light armor, shield and wolf
	15
	4+ save, 9” move

	Heavy armor and wolf
	15
	4+ save, 9” move

	Heavy armor, shield and wolf
	20
	3+ save, 9” move

	Boar
	10
	5+ save, 7” move

	Light armor and boar
	15
	4+ save, 7” move

	Light armor, shield and Boar
	20
	3+ save, 7” move

	Heavy armor, shield and boar.
	30
	2+ save, 7” move


Notes:  Ogres and orcs may not ride wolves.  Ogres and goblins may not ride boars.

Melee Weapons

	Item
	Cost
	Effect
	Shield?

	Mace
	10
	AP 1
	Yes

	Great Weapon
	10
	AP 2
	No

	Lance
	10
	AP 2 on charge
	Yes

	Spear
	10
	AP 1 if set
	Yes

	Flail
	20
	AP 1, negates shield
	Yes

	Additional hand weapon
	30
	Adds 1 attack
	No



	Pike
	10
	AP 1, AP 2 if set
	No



Units

Goblin Swordsmen

20 models


100 points

+2.5 points each max.  40 models

	MS
	SS
	SV
	W
	AT
	MV
	ML

	2
	1
	5
	1
	1
	4
	D


Equipment:  Light armor, hand weapon, shield.

Goblin Spearmen

20 models


120 points

+3 points each max.  40 models

	MS
	SS
	SV
	W
	AT
	MV
	ML

	2
	1
	6
	1
	1
	4
	D


Equipment:  Light armor, hand weapon, spear

Goblin Archers

5 models


35 points

+7 points each max.  12 models

	MS
	SS
	SV
	W
	AT
	MV
	ML

	2
	2
	0
	1
	1
	4
	D


Equipment:  Short bow, hand weapon.

Goblin Wolf Archers

5 models


100 points

+10 points each max.  12 models

	MS
	SS
	SV
	W
	AT
	MV
	ML

	2
	2
	5
	1
	1
	9
	D


Equipment:  Light armor, short bow, hand weapon.

Special Rule:  Skirmishers.

Goblin Wolf Lancers

5 models


80 points

+8 points each max. 12 models

	MS
	SS
	SV
	W
	AT
	MV
	ML

	2
	1
	4
	1
	1
	9
	D


Equipment:  Light armor, shield, lance.

Special Rule:  Little Gits.  Because of their smaller size, Goblin lancers have only AP 1.

Night Goblin Swordsmen

20 models


40 points

+ 1 point each max.  40

	MS
	SS
	SV
	W
	AT
	MV
	ML

	1
	1
	6
	1
	1
	4
	E


Equipment:  Hand weapon, shield.

Night Goblin Spearmen

20 models


60 points

+1.5 points each max.  40 models

	MS
	SS
	SV
	W
	AT
	MV
	ML

	1
	1
	6
	1
	1
	4
	E


Equipment:  Spear, light armor, hand weapon.

Night Goblin Archers

5 models


15 points

+3 points each max.  12 models

	MS
	SS
	SV
	W
	AT
	MV
	ML

	1
	1
	0
	1
	1
	4
	E


Equipment:  Short bow, hand weapon.

Orc Swordsmen

20 models


140 points

+3.5 points each max.  40 models

	MS
	SS
	SV
	W
	AT
	MV
	ML

	3
	1
	5
	1
	1
	4
	C


Equipment:  Light armor, shield, handweapon.

Orc Spearmen

20 models


200 points

+10 points each max.  40 models

	MS
	SS
	SV
	W
	AT
	MV
	ML

	3
	1
	5
	1
	1
	4
	C


Equipment:  Light armor, shield, spear.

Orc Crossbows

5 models


40 points

+8 points each max.  12 models

	MS
	SS
	SV
	W
	AT
	MV
	ML

	3
	2
	6
	1
	1
	4
	C


Equipment:  Light crossbow, hand weapon, light armor.

Orc Arrer Boyz

5 models


50 points

+10 points each max.  12 models

	MS
	SS
	SV
	W
	AT
	MV
	ML

	3
	2
	6
	1
	1
	4
	C


Equipment:  Short bow, light armor, hand weapon.


Orc Boar Boyz

5 models


110 points

+11 points each max. 12 models

	MS
	SS
	SV
	W
	AT
	MV
	ML

	3
	2
	3
	1
	1
	7
	C


Equipment:  Heavy armor, shield, lance, boar.

Big ‘Uns (up to one of the following units)

Big ‘Un Swordsmen

20 models


160 points

+4 points each max.  40 models

	MS
	SS
	SV
	W
	AT
	MV
	ML

	4
	2
	5
	1
	1
	4
	C


Equipment:  Light armor, shield, hand weapon.

Big ‘Un Smashers

20 models


200 points

+5 points each max.  40 models

	MS
	SS
	SV
	W
	AT
	MV
	ML

	4
	2
	5
	1
	1
	4
	C


Equipment:  Light armor, shield, great weapon.

Big ‘Un Rippers

20 models


220 points

+5.5 points each max. 40 models

	MS
	SS
	SV
	W
	AT
	MV
	ML

	4
	2
	6
	1
	2
	4
	C


Equipment:  Light armor, two hand weapons (AT reflects this).

Big ‘Un Boar Boyz

5 models


120 points

+24 points each max.  12 models

	MS
	SS
	SV
	W
	AT
	MV
	ML

	4
	2
	3
	1
	1
	7
	C


Equipment:  Light armor, shield, lance, boar.


Black Orcs (up to one of the following units)

Black Orc Spearmen

20 models


280 points

+7 points each max.  40 models

	MS
	SS
	SV
	W
	MV
	ML

	4
	2
	4
	1
	4
	B


Equipment:  Heavy armor, shield, spear.

Special Rule: Bred for War 

Black Orc Swordsmen

20 models


200 points

+5 points each max.  40 models 

	MS
	SS
	SV
	W
	MV
	ML

	4
	1
	4
	1
	4
	B


Equipment:  Heavy armor, sword and shield.

Special Rule: Bred for War

Black Orc Crushers

20 models


240 points

+6 points each max.  40 models 

	MS
	SS
	SV
	W
	MV
	ML

	4
	2
	4
	1
	4
	B


Equipment:  Heavy armor, shields, great weapons.

Special Rule: Bred for War

Black Orc Shredders

20 models


260 points

+6.5 points each max.  40 models

	MS
	SS
	SV
	W
	MV
	ML

	4
	2
	5
	1
	4
	B


Equipment:  Heavy armor, two hand weapons.

Special Rule: Bred for War 

Black Orc Boar Boyz

5 models


150 points

+15 points each max. 12 models

	MS
	SS
	SV
	W
	MV
	ML

	4
	2
	2
	1
	7
	B


Equipment:  Heavy armor, shield, lance, boar

Ogre Rippers

3 models


180 points

+30 points each max.  6 models

	MS
	SS
	SV
	W
	MV
	ML

	4
	0
	5
	2
	6
	B


Equipment:  Light armor, two hand weapons (AP 1).

Special Rules:  Tough, Hard-Hitting, Multiple Attacks.

Tough:  Ogres are naturally tough and exceptionally strong.  To reflect this, their armor save has been increased by 1.  

Hard-Hitting:  To reflect their great strength, Ogres add an additional AP 1 to their attacks.  

Multiple Attacks:  Ogres make two attacks per model rather than one.  This means that Ogres with two hand weapons make three (3) attacks per model.

Ogre Crushers

3 models


170 points

+28 points each max.  6 models


	MS
	SS
	SV
	W
	MV
	ML

	4
	1
	4
	2
	6
	B


Equipment:  Heavy armor, great weapons (AP 3).

Special Rules:  Tough, Hard-Hitting, Multiple Attacks.


Bolt Thrower

3 models


80 points

	MS
	SS
	SV
	W
	MV
	ML

	1
	3
	5
	2
	2
	D


Crew: Two goblins.

Equipment:  Hand weapon.

Stone Thower

4 models


90 points

	MS
	SS
	SV
	W
	MV
	ML

	1
	3
	5
	3
	2
	D


Crew: Two goblins.

Equipment:  Hand weapon.

Goblin Berserkers

Up to 3 Models per Night Goblin Unit
40 points each

Goblin Berserkers are hapless creatures are fitted out in spiky armor and issued enormous weapons – items they could never normally lift, let alone use.

They are then doped up on a cocktail of various drugs that renders them immensely strong and aggressive as well as difficult to kill.

For a few moments, the Goblin is filled with a sense of invulnerability and (for them) unimaginable power.  They then race about the battlefield with enormous weapons and cut apart anything and everything in sight - until their heart explodes and they die.

Because they are utterly indiscriminate, Goblin Berserkers are usually kept well away from high-value friendly units.

Goblin Berserkers are released during the shooting phase.  They move 2d6 inches in the desired direction, and can be moved through units that have charged the releasing unit.

They inflict 1d6 AP 3 hits on any unit they reach and then pass through, exiting on the opposite side from which they entered.  At the start of the owning player’s subsequent movement phase (before any other units are moved), each player rolls a d6 and adds one to the result.  The high die roll moves the berserker this distance in inches, followed by the other player.  If the berserker makes contact with any unit (friend or foe!) it inflicts d6 AP 3 hits on the unit and is moved out the opposite side.

They can (and often will) move through units that are engaged in melee combat.  In this case, the casualties they inflict have no bearing the fighting, but are instead treated as shooting and will cause an immediate morale check.  If the unit routs, their opponent(s) may pursue as normal.  Wait until the berserker has completed all of its movement before making the test.

It is theoretically possible for a berserker to tear through both sides of a combat, causing both units to rout (for example, it enters the rear of a unit engaged to its front).  In this case, the combat ceases without a winner as both sides flee in terror from the axe-wielding maniacs in their midst.

If the players roll a tie, the berserker’s heart explodes and it is removed from the tabletop.

Berserkers may be engaged in melee combat, in which case they are automatically hit and killed, but will inflict the usual d6 AP 3 hits on the unit(s) that attack them before being cut down.

Missile fire and magic may be used against them normally, and each berserker is treated as a character model (that is, an individual target) and if hit, is killed.



