Forest goblins

Special Rules

Eight Legs Moving: Giant and Gigantic Spiders have eight long, hairy legs that let them treat obstacles (such as walls) and ’dry’ difficult and impassable terrain (such as woods) as open terrain. They treat ’wet’ difficult and impassable terain (such as swamps and rivers) just like other units do.

Resist ’Eadbanging: Forest Goblin shamans let hordes of little spiders crawl around their bodies. They make their homes inside the shaman’s mouth and in between his toes and constantly bite him with their poisonous fangs. Over the years this biting has made the shaman resistant to poison and also helps to channel away any dangerous build up of Waaagh! energy. A Forest goblin shaman adds +1 to all rolls on the Waaagh! Miscast Table but each time a he miscasts he will stagger D6” in a random direction and may not attempt to cast another spell that turn. This may not take the shaman out of combat, but if he was in a fight he will count as charging in the following combat phase. If it brings the shaman into contact with enemies he counts as charging in the first round of combat. A result of 7 on the Waaagh! Miscast Table just means that the shaman staggers around a bit and can’t cast any more spells that turn.

Venom Gourds: The Venom drinkers carry specially prepared venom gourds containing a cocktail of various types of spider venom and alcohol, inducing a range of spectacular effect on the poor goblins silly enough to drink from it. 

At the start of the battle roll a D6 on the table below to see the venom’s initial effect on the unit. The effect lasts until the unit takes another sip, in which case the new effect replaces old one. You can choose to drink at the start of any goblin turn, but if you don’t drink the unit takes D6 wounds with no saves, distributed like shooting. It is possible to roll the same effect twice in a row so if you’re lucky you’ll keep a good effect without anyone dying. The effects only apply to the venom drinkers, not to any character joining the unit.

Venom effects

	6
	The unit is Frenzied. Note that since the effect is induced by the venom the unit will not lose it until they take another sip. The frenzy is not lost if the unit is beaten in combat.

	5
	+1 Strength

	4
	Immune to Psychology

	3
	+2 Movement, +2 Initiative

	2
	The unit fails its Animosity tests on a roll of 1-2 instead of just on a 1.

	1
	The unit Fears all enemies it does not outnumber at least 2 to 1.


SHINY STUFF

MAGIC WEAPONS

FANG BLADE: 35 PTS. Forest Goblins only

Dipped in the venom of the sacred spiders in the forgotten capital of the forest goblins, lost for a thousand years (or so they say); one tiny nick from this serrated blade will mean the death of the bravest warrior.

Attacks made with the Fang Blade count as being poisoned but will automatically wound on a ‘to hit’ roll of 5 and 6, instead of just a 6.

ENCHANTED ITEMS

VENOM GOURD: 15 pts. Forest Goblins only

Prepared by the tribe’s shamans; this mixture of spider venom and alcohol can reduce a goblin to a mighty hero – or a babbeling idiot.

At the start of the battle roll a D6 on the table below to see the venom’s initial effect on the character. The effect lasts until he takes another sip, in which case the new effect replaces old one. You can choose to drink at the start of any goblin turn, but if you don’t drink the character takes D6 S2 hits. It is possible to roll the same effect twice in a row so if you’re lucky you’ll keep a good effect without taking any damage.

Venom effects

	6
	The character is Frenzied. Note that since the effect is induced by the venom the character will not lose it until he takes another sip. The frenzy is not lost if the character is beaten in combat.

	5
	+1 Strength

	4
	Immune to Psychology

	3
	+2 Movement, +2 Initiative

	2
	No unit may use the character’s Leadership for tests.

	1
	The character is Stupid. At the start of his next turn(s) he must pass a Stupidity test before he can drink again.


MAGIC STANDARDS

SPIDER BANNER: 50 pts. Forest Goblins only

The sticky tendrils waving from the banner clings to the goblins’ enemies and makes it harder for them to get away.
Once per battle one enemy unit fleeing from the unit carrying the Spider Banner rolls one D6 less for the distance moved.

LORDS

FOREST GOBLIN WARBOSS



Points/model: 55

	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	Forest Goblin Warboss
	4
	5
	3
	4
	4
	3
	4
	4
	7


Weapons: Hand weapon.

Options:

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

· May carry a shield (+3 pts).

· May be given Warpaint for +12 pts (see army book page 6).

· May ride a Giant Spider (+18 pts) or a Gigantic Spider (+50 pts).

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

Special Rules:


Fear Elves; Warpaint.
FOREST GOBLIN GREAT SHAMAN


Points/model: 170
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	Forest Goblin Great Shaman
	4
	2
	3
	3
	4
	3
	2
	1
	6


Weapons: Hand weapon.

Magic: A Forest Goblin Great Shaman is a Level 3 Wizard. He may choose spells from either or both the Big Waaagh! and the Little Waaagh! (see army book pages 28-29).

Options:

· May be upgraded to a Level 4 Wizard for +35 pts.

· May be given Warpaint for +12 pts (see army book page 6).

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

Special Rules:


Fear Elves; Warpaint; Resist ’Eadbanging; Immune to Poison.
HEROES

FOREST GOBLIN BIG BOSS



Points/model: 30

	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	Forest Goblin Big Boss
	4
	4
	3
	4
	4
	2
	3
	3
	6


Weapons: Hand weapon.

Options:

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

· May carry a shield (+2 pts).

· May be given Warpaint for +8 pts (see army book page 6).

· May ride a Giant Spider (+12 pts).

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

Special Rules:


Fear Elves; Warpaint.
FOREST GOBLIN SHAMAN



Points/model: 70
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	Forest Goblin Shaman
	4
	2
	3
	3
	3
	2
	2
	1
	5


Weapons: Hand weapon.

Magic: A Forest Goblin Great Shaman is a Level 1 Wizard. He may choose spells from the Little Waaagh! (see the army book page 28).

Options:

· May be upgraded to a Level 2 Wizard for +35 pts.

· May be given Warpaint for +8 pts (see army book page 6).

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

Special Rules:


Fear Elves; Warpaint; Resist ’Eadbanging; Immune to Poison.
CORE UNITS

FOREST GOBLINS





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

	Forest Goblin
	4
	2
	3
	3
	3
	1
	2
	1
	5

	Forest Goblin Boss
	4
	2
	3
	3
	3
	1
	2
	2
	5


Unit size: 20+

Weapons and Armour: Hand weapon & shield.

Options:

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

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

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

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

· Any Forest Goblin Boss may be given Warpaint for +2 pts/model.

Special Rules:


Animosity; Fear Elves; Warpaint; Forest Goblin arrows count as Poisoned Attacks.

0-1 SPIDER SWARMS





Points/model: 55
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	Spider Swarm
	4
	3
	0
	2
	2
	5
	1
	5
	10


Spider swarms do not count towards the minimum number of Core Units in your army.

Unit size: 1-6 bases

Special Rules:


Swarm; Small; Skirmishers; Poisoned Attacks.

0-1 SNOTLING SWARM (see the army book)
SPECIAL UNITS

FOREST GOBLIN WASPS




Points/model: 5
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	Forest Goblin Wasp
	4
	2
	3
	3
	3
	1
	2
	1
	5

	Forest Goblin Boss
	4
	2
	3
	3
	3
	1
	2
	2
	5


Unit size: 10-20

Weapons and Armour: Hand weapon & short bow.

Options:

· Any unit may swap their short bows for blowpipes for +1 pt/model.

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

· Any Forest Goblin Boss may be given Warpaint for +2 pts/model.

Special Rules:


Animosity; Fear Elves; Skirmish; Scouts; Warpaint; Forest Goblin arrows and blowpipe darts count as Poisoned Attacks.
FOREST GOBLIN SPIDER RIDERS



Points/model: 10
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	Spider Rider
	4
	2
	3
	3
	3
	1
	2
	1
	5

	Spider Rider Boss
	4
	2
	3
	3
	3
	1
	2
	2
	5

	Giant Spider
	7
	3
	0
	3
	3
	1
	3
	1
	3


Unit size: 5+

Weapons and Armour: Hand weapon.

Mount: Giant Spider.

Options:

· Any unit may be equipped with spears for +1pt/models, and/or short bows for +2 pts/model.

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

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

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

· Promote one Spider Rider to a Spider Rider Boss for +12 pts.

· Any Spider Rider Boss may be given Warpaint for +3 pts/model.

Special Rules:


Animosity; Fear Elves; Warpaint; Eight Legs Moving; Forest Goblin arrows and Giant Spider attacks count as Poisoned Attacks.

RARE UNITS

FOREST GOBLIN VENOM DRINKERS

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

	Venom Drinker
	4
	2
	3
	3
	3
	1
	2
	1
	5

	Venom Drinker Boss
	4
	2
	3
	3
	3
	1
	2
	2
	5


Unit size: 20+

Weapons and Armour: Skull Mace (hand weapon).

Options:

· The unit may be equipped with Skull Mauls (great weapons) for +2 pts/model.

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

· Upgrade one Venom Drinker to a Musician for +4 pts.

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

· Promote one Venom Drinker to a Venom Drinker Boss for +8 pts.

· The Venom Drinker Boss may be given Warpaint for +2 pts/model.

Special Rules:


Animosity; Fear Elves; Warpaint; Venom Gourds

0-1 FOREST GOBLIN ARACHNID GUARD

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

	Arachnid Guard
	4
	3
	3
	3
	3
	1
	3
	1
	5

	Arachnid Great Guardian
	4
	3
	3
	3
	3
	1
	3
	2
	5


Unit size: 20+

Weapons and Armour: A pair of Mandible Blades (two hand weapons).

Options:

· The unit may be given Warpaint for +1 pt/model, and/or shields for +1 pt/model.

· Up to a quarter of the unit may be equipped with nets in addition to their other weapons for +2 pts/model (see army book page 17).

· Upgrade one Arachnid Guard to a Musician for +4 pts.

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

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

· Promote one Arachnid Guard to an Arachnid Great Guardian for +8 pts.

Special Rules:


Animosity; Fear Elves; Immune to Panic; Warpaint.

0-1 IDOL OF THE SPIDER GOD



Points/model: 55
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	Acolytes
	4
	2
	3
	3
	3
	1
	3
	2
	5


Unit size: The Idol and the four Forest Goblin Acolytes guarding it is a single unit and is treated as a war machine.

Weapons and Armour: The Acolytes carry great weapons.

Special Rules:


Idol: Count the Idol as a special kind of war machine. The Idol itself can not be harmed while there are Acolytes protecting it, so discount all hits against the Idol itself. Should all Acolytes be slain the Idol will crumble and be destroyed.

Wrath of the Spider God: The Idol can cast the Pit of Shades spell once per Magic phase as a Bound Spell with a Power Level equal to twice the number of Acolytes guarding it.


Protection of the Spider God: The Acolytes guarding the Idol have a 4+ Ward save and are Unbreakable.


Blessing of the Spider God: All Forest Goblin units within 12” of the Idol may re-rol failed Psychology tests.


Worshiping the Idol: Each Forest Goblin Shaman or Great Shaman that has joined the Idol count as an Acolyte for the purposes of the Wrath of the Spider God and the Protection of the Spider God. No other characters may join the Idol of the Spider God.

Immune to Poison: The Acolytes are Immune to Poison.

Trolls (see army book)

The unit may not be upgraded to Stone Trolls.

Using Forest Goblins in standard Orc & Goblin armies

Forest Goblins prefer to be secretive and not mingle with other greenskins, therfore most Forest Goblin units are a lot more rare in ‘regular’ orc & goblin armies than they are in armies consisting purely of Forest Goblins. To use Forest Goblins in standard orc & goblin armies use the table below as additions to the army list in the book.

Lords

Forest Goblin Warboss (may not ride Gigantic Spider)

Forest Goblin Great Shaman

Heroes

Forest Goblin Big Boss

Forest Goblin Shaman

Core Units

Forest Goblins

Special Units

0-1 Forest Goblin Wasps

Rare Units

Forest Goblin Spider Riders

The folowing may not be used in standard orc & goblin armies

Forest Goblin Venom Drinkers

Forest Goblin Arachnid Guard

Idol of the Spider God

Spider Swarms

