Hobgoblin Army List

Special Rules

Treachery: Hobgoblins are notoriously treacherous and unreliable. At the start of all Hobgoblin turns roll a D6 for each unit of Hobgoblin infantry or cavalry that is not fleeing or engaged in combat. On a 2+ the unit behaves normally but on a roll of 1 something has gone wrong and the unit is not behaving like the general would like it to. Roll a further D6 for each unit that failed its roll and look up the results on the table below.


Treachery
	1
	Get ‘em. In the lowest act of treason the hobgoblins turn and attack their own side. 

If the unit is armed with bows it immediately shoots at the closest friendly Hobgoblin or Goblin unit. After shooting the unit does nothing for the rest of the turn while they try to think of a good excuse.

If not armed with missile weapons the unit will charge the nearest “friendly” Hobgoblin or Goblin unit it can charge in the flank or rear, following the normal charge restrictions. Note that the target unit must also not be engaged in combat or fleeing. Fight a round of combat but do not calculate combat results, simply move the two units slightly apart after blows have been struck. Neither unit can do anything else that turn.

If there are no “friendly” units within range the unit will be ‘Havin’ a Break’ instead.

	2-5
	Havin’ a Break. The Hobgoblins decide to sit back and have a well deserved break while the rest of the army get on with the tedious work of beating up the enemy.

The unit does nothing this turn. 

	6
	A quick step backwards. Having witnessed the failure of the commander’s reckless plans and the wholesale destruction of their allies the Hobgoblins decide that maybe it’s time to withdraw from the battle.

Move the unit a normal move distance (ie. 4” for infantry and 9” for cavalry) directly backwards. This move suffers no penalties for turning but movement is reduced by terrain as normal. The unit does not count as having moved and so may shoot in the shooting phase without penalties for movement if it moves no further, but the unit may not move closer to the enemy that turn.


Fleeing or destroyed Hobgoblin units do not cause Panic in friendly units, apart from other Hobgoblins. 

Rapid Deployment:  As fast moving raiders Hobgoblins have long practiced a tactic where members of infantry units hitch a ride on the back of the Wolves of their cavalry comrades, letting them be quickly deployed closer to the enemy. Not surprisingly, being called to perform this tactic is not popular.
When fighting a Pitched Battle for every unit of Wolf Riders one unit of Hobgolbin infantry of the same size or less may make a special 9” move after deployment but beofre either player takes his first turn. The move may be in any direction and the unit may make a free reform as it moves. This special move does not affect the unit’s actions in their next turn, they may move, shoot, etc. exactly as normal.

Khan

A Khan is a Hobgoblin tribal leader, ruling over one of the thousands of groups of Hobgoblins that wander across the Darklands.

Special Rules:

Kinsmen: If you wish the army may include a single unit of Kinsmen per Khan, acting as his bodyguard on the battlefield. The Kinsmen can only be taken if the Khan is mounted and are a Special Unit choice. The Khan must stay with his Kinsmen at all times; he must be deployed with the unit and may not voluntarily leave it.

Bringer of Woe

The Bringer of Woe is a fearsome warrior, a Hobgoblin Lord posessed by a nightmare spirit. Howling across the battlefield he brings death to his foes.

Special Rules:

Solitary: The Bringer of Woe may never join units; he always fights alone.

Inspiring: Any Hobgoblin unit within 6” may re-roll failed Treachery tests.

Stubborn: The Bringer of Woe is Stubborn.

Infernal Hatred: The Bringer of Woe Hates all enemies and may never choose to flee as a charge reaction.

Sneaky Gitz

The Sneaky Gitz tribe is the most mistrusted of all hobgoblin tribes (and that’s saying quite a lot).

Special Rules:
Envelopment: Sneaky Gits may not be lapped around by enemy units and may lap around the enemy even if the combat was a draw.
Backstabbers: Whenever a unit of Sneaky Gitz are attacking an enemy unit in the rear they may add +1 to their to hit rolls.
Mistrusted: Sneaky Gitz may not be joined by characters.


Trolls

Hobgoblins like trolls because they are big, powerful, can cover wast distances without tiering, and because they are too thick to ask for payment.

Special Rules:
Troll Vomit: A unit of Trolls can make Vomit Attacks instead of ordinary attacks during close combat. When they do this they make only one attack each, but these attacks automatically hit, inflicting a Strength 5 hit with no armour saving throw allowed.

Light Bolt Throwers

The Hobgoblins are forever on the move and therefore possess little in the way of heavy artillery. They do however have light versions of the common bolt thrower mounted on carts that can be rapidly deployed.
Special Rules:
Light Bolt Thrower: A Light Bolt Thrower counts as a Bolt Thrower in all respectsm but only has a maximum range of 30” and an initial Strength of 5. The Light Bolt Thrower is still Move-or-Fire.
Cart: The cart can be drawn at the speed of the Wolf drawing it and may make march moves. The machine, Hobgoblin crew and Wolf all flee 3D6" (it is assumed that the crew jump onto the cart or carriage and hitch a lift). Should the crew get charged the animal does not fight, as it is tied into the harness. Should all the crew be killed the cart and Wolf is removed.
Dire Wolves

	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	Dire Wolf
	9
	3
	0
	3
	3
	1
	3
	1
	6


Special Rules:

Dire Wolves strike with a Strength of 4 on the first round of each combat when they charge.

LORDS

HOBGOBLIN KHAN





Points/model: 80

	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	Khan
	4
	6
	3
	4
	4
	3
	4
	4
	8


Equipment: Hand weapon.

Options:

· May choose either an additional hand weapon (+6 pts), a great axe (+6 pts), or a spear (+3 pts) if mounted.

· May wear light armour (+3 pts) and/or a shield (+3 pts).

· May ride a Wolf (+18 pts).

· May choose magic items from the Common or Hoboblin magic items list, with a maximum total value of 100 pts.

Special Rules:


Kinsmen.
BRINGER OF WOE





Points/model: 95

	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	Bringer of Woe
	4
	6
	3
	4
	4
	3
	5
	4
	8


Equipment: Hand weapon.

Options:

· May choose either an additional hand weapon (+6 pts), a great axe (+6 pts), or a spear (+3 pts) if mounted.

· May wear light armour (+3 pts) and/or a shield (+3 pts).

· May ride a Wolf (+18 pts) or a Dire Wolf (+30 pts).

· May choose magic items from the Common or Hobgoblin magic items list, with a maximum total value of 100 pts.

Special Rules:


Inspiring; Infernal Hatred; Solitary; Stubborn.
HEROES

HOBGOBLIN OATHBOUND




Points/model: 40

	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	Hero
	4
	5
	3
	4
	4
	2
	3
	3
	7


Equipment: Hand weapon.

Options:

· May choose either an additional hand weapon (+4 pts), a great axe (+4 pts), or a spear (+2 pts) if mounted.

· May wear light armour (+2pts) and/or a shield (+2 pts).

· May ride a Wolf (+12 pts).

· May choose magic items from the Common or Hoboblin magic items list, with a maximum total value of 50 pts.

Special Rules:


None.

HOBGOBLIN SHAMAN





Points/model: 60

	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	Shaman
	4
	3
	3
	3
	3
	2
	2
	1
	6


Equipment: Hand weapon.

Magic: A Hobgoblin Shaman is a Level 1 Wizard. He may choose spells from either the Lore of Shadows, Beast or Heavens.

Options:

· May be upgraded to level 2 for +35 pts.

· May ride a Wolf (+12 pts).

· May choose magic items from the Common or Hoboblin magic items list, with a maximum total value of 50 pts.

Special Rules:


None.
HOBGOBLIN SLAVEMASTER



Points/model: 35

	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	Slavemaster
	4
	4
	3
	4
	4
	2
	3
	3
	7


Equipment: Hand weapon.

Options:

· May choose either an additional hand weapon (+4 pts), or a slave whip (+2 pts, count as morning star).

· May wear light armour (+2pts) and/or a shield (+2 pts).

· May ride a Wolf (+12 pts).

· May choose magic items from the Common or Hoboblin magic items list, with a maximum total value of 50 pts.

Special Rules:


Quell Animosity.


Any Goblin unit with a model within 6” of a slavemaster may use his Ld as if he was the army general.
CORE UNITS

HOBGOBLIN WOLF RIDERS




Points/model: 11
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	Wolf Rider
	4
	3
	3
	3
	3
	1
	2
	1
	6

	Wolf Rider Champion
	4
	3
	3
	3
	3
	1
	2
	2
	6

	Wolf
	9
	3
	0
	3
	3
	1
	3
	1
	3


Unit size: 5+

Equipment: Hand weapons.

Mount: Wolf.

Options:

· Any unit may be equipped with spears for +1 pt/model and/or bows for +3 pts/model.

· Any unit may be equiped with shields for +1 pt/model.

· Any unit may have light armour for free but will then no longer count as Fast Cavalry.

· Upgrade one Wolf Rider to a Musician for +6 pts.

· Upgrade one Wolf Rider to a Standard Bearer for +12 pts.

· Promote one Wolf Rider to a Wolf Rider Champion for +12 pts.

Special Rules:


Treachery; Fast Cavalry; Rapid Deployment.
HOBGOBLIN HOBYARS




Points/model: 4
By tradition each Oathbound leader must bring a following of his most trusted warriors to battle, these are the Hobyars. Trained to ride from before they could walk these elite units are the first into battle, eager to gain riches and glory in the eyes of the Khan.

The army may only include a single unit of Hobyars per Hobgoblin Oathbound.

	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	Hobyar
	4
	4
	3
	3
	3
	1
	2
	1
	6

	Wolf Master
	4
	4
	3
	3
	3
	1
	2
	2
	6


Unit size: 10+

Equipment: Hand weapon and light armour.

Options:

· Any unit may be equipped with bows for +3 pts/model, great axes (+2 pts/model, models on foot only) or spears (+1 pt/model)..

· Any unit may have shields (+1 pt/model).

· Any unit may be mounted on Wolves for +8 pts/model.

· Upgrade one Hobyar to a Musician for +6 pts.

· Upgrade one Hobyar to a Standard Bearer for +12 pts.

· Promote one Hobyar to a Hobyar Wolf Master for +12 pts.

Special Rules:


Treachery; Hobyars mounted on Wolves are Fast Cavalry.
HOBGOBLIN WARRIORS




Points/model: 2
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	Hobgoblin Warrior
	4
	3
	3
	3
	3
	1
	2
	1
	6

	Hobgoblin Champion
	4
	3
	3
	3
	3
	1
	2
	2
	6


Unit size: 10+

Equipment: Hand weapon.

Options:

· Any unit may be equipped with bows for +3 pts/model.

· Any unit may have light armour (+1 pt/model) and/or shields (+1 pt/model).

· Upgrade one Hobgoblin to a Musician for +5 pts.

· Upgrade one Hobgoblin to a Standard Bearer for +10 pts.

· Promote one Hobgoblin to a Hobgoblin Champion for +10 pts.

Special Rules:


Treachery.

HOBGOBLIN RAIDERS





Points/model: 4
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	Hobgoblin Raider
	4
	3
	3
	3
	3
	1
	2
	1
	6

	Hobgoblin Champion
	4
	3
	3
	3
	3
	1
	2
	2
	6


Unit size: 10+

Equipment: Two hand weapons and javelins.

Options:

· Any unit may have light armour (+1 pt/model).

· Upgrade one Hobgoblin to a Musician for +5 pts.

· Upgrade one Hobgoblin to a Standard Bearer for +10 pts.

· Promote one Hobgoblin to a Hobgoblin Champion for +10 pts.

Special Rules:


Treachery.
GOBLINS







Points/model: 2
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	Goblin
	4
	2
	3
	3
	3
	1
	2
	1
	6

	Goblin Boss
	4
	2
	3
	3
	3
	1
	2
	2
	6


Unit size: 20+

Equipment: Hand weapon and shield.

Options:

· Any unit may be equipped with spears for +1pt/models, or may swap their shields for short bows for +1 pt/model.

· Any unit may have light armour (+1 pt/model).

· Upgrade one Goblin to a Musician for +4 pts.

· Upgrade one Goblin to a Standard Bearer for +8 pts.

· Promote one Goblin to a Goblin Boss for +8 pts.

Special Rules:

Animosity; Fear Elves.

Goblin units do not count towards the minimum number of Core units required  in the army.

HOBHOUND PACK





Points/model: 6
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	Hobhound
	8
	3
	0
	3
	3
	1
	2
	1
	5

	Hobgoblin Handler
	4
	3
	3
	3
	3
	1
	2
	1
	6

	Wolf
	9
	3
	0
	3
	3
	1
	3
	1
	3


*Note that Hobhound Packs do not count towards the minimum number of Core Units in your army.

Unit size: 5+ (including Handler)

Equipment: Sharp teeth and claws (no special rules).

Options:

· Any unit may be joined by a Hobgoblin Handler for +12 pts. The handler carries a hand weapon and a shield and rides a wolf. He is treated as a unit champion.

Special Rules:


Fast Cavalry.

SPECIAL UNITS

HOBGOBLIN KINSMEN




Points/model: 16
The army may only include a single unit of Kinsmen per Khan and the Khan must stay with his Kinsmen at all times. He must be deployed with the unit and may not voluntarily leave it.

	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	Kinsman
	4
	4
	3
	4
	3
	1
	2
	1
	7

	Khan’s Favourite
	4
	4
	3
	4
	3
	1
	2
	2
	7

	Wolf
	9
	3
	0
	3
	3
	1
	3
	1
	3


Unit size: 5+

Equipment: Hand weapons, spear and shields.

Mount: Wolf.

Options:

· Any unit may be equipped with bows for +3 pts/model.

· Any unit may be equiped with light armour for free, but will no longer count as Fast Cavalry. 

· Upgrade one Kinsman to a Musician for +7 pts.

· Upgrade one Kinsman to a Standard Bearer for +15 pts.

· The Standard Bearer may carry a Magic Standard worth up to 50 pts.

· Promote one Kinsman to the Khan’s Favourite for +15 pts.

Special Rules:


None.
HOBGOBLIN ARQUEBUSIERS



Points/model: 7
A Khan takes great pride in his tribe’s arquebusiers. These missile troops employ deadly handguns either traded or stolen from the humans of Cathay. The Hobgoblins are not too skilled with gunpowder, though, and not many survive long enough to grow entirely familiar with their weapons.

	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	Arquebusier
	4
	3
	3
	3
	3
	1
	2
	1
	6


Unit size: 10+

Equipment: Hand weapons and handguns.

Options:

· Any unit may be equiped with light armour for +1 pt/model.

· Upgrade one Arquebusier to a Musician for +5 pts.

· Upgrade one Arquebusier to a Standard Bearer for +10 pts.

Special Rules:


Treachery.
HOBGOBLIN WOLF RIDER SCOUTS


Points/model: 11
The Wolf Rider Scouts are a tribe’s long range reconnaissance units, often venturing so far afield that they do not return until after a battle is over.

	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	Wolf Rider Scout
	4
	3
	3
	3
	3
	1
	2
	1
	6

	Wolf Rider Champion
	4
	3
	3
	3
	3
	1
	2
	2
	6

	Wolf
	9
	3
	0
	3
	3
	1
	3
	1
	3


Unit size: 5-10

Equipment: Hand weapons.

Mount: Wolf.

Options:

· Any unit may be equipped with bows for +3 pts/model.

· Any unit may be equiped with shields for +1 pt/model.

· Promote one Wolf Rider Scout to a Wolf Rider Scout Champion for +12 pts.

Special Rules:


Treachery; Fast Cavalry; Scouts.
0-1 HOBGOBLIN SNEAKY GITZ



Points/model: 6
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	Sneaky Git
	4
	3
	3
	3
	3
	1
	2
	1
	6

	Backstabber
	4
	3
	3
	3
	3
	1
	2
	2
	6


Unit size: 5+

Equipment: Two poisoned hand weapons.

Options:

· Any unit may have light armour (+1 pt/model).

· Upgrade one Hobgoblin to a Musician for +5 pts.

· Upgrade one Hobgoblin to a Standard Bearer for +10 pts.

· Promote one Hobgoblin to a Hobgoblin Champion for +10 pts.

Special Rules:


Treachery; Scouts; Skirmish; Poison; Envelopment; Backstabbers; Mistrusted.
RARE UNITS

TROLLS







Points/model: 50
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	Troll
	6
	3
	1
	5
	4
	3
	1
	3
	4


Unit size: 3+

Equipment: Big rocks, bones of long dead creatures and other wasteland debris (count as hand weapons).

Options:

· Any Troll unit may be upgraded to a unit of Stone Trolls at +5 pts/model. Stone Trolls have Magic Resistance (2).

Special Rules:


Fear; Stupid; Troll Vomit; Regenerate.
WASTELAND OGRES





Points/model: 35
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	Ogre
	6
	3
	2
	4
	4
	3
	2
	3
	7

	Big Ogre
	6
	3
	2
	4
	4
	3
	2
	4
	7


Unit size: 3+

Equipment: Hand weapon.

Options:

· Any unit may be equipped with additional hand weapons (+6 pts) or great weapons (+6 pts).

· Any unit may have light armour (+3 pts).

· Upgrade one Ogre to a Musician for +10 pts.

· Upgrade one Ogre to a Standard Bearer for +20 pts.

· Promote one Ogre to a Big Ogre for +20 pts.

Special Rules:


Fear.
HOBGOBLIN LIGHT BOLT THROWERS


Points/model: 50
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	Light Bolt Thrower and cart
	-
	-
	-
	-
	7
	3
	-
	-
	-

	Hobgoblin
	4
	3
	3
	3
	3
	1
	2
	1
	6

	Wolf
	9
	-
	-
	-
	-
	-
	-
	-
	-


*Note that 1-2 Light Bolt Throwers count as only 1 RareUunit choice.

Unit size: Each Light Bolt Thrower is a single unit.

Crew: Two Hobgoblins, the cart is drawn by a Wolf.

Equipment: Hand weapon.

Special Rules:


Light Bolt Thrower; Cart.
