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They said they were monsters and outcasts, too primitive to ever be a threat… 
 Droaam: graveyard of the goblin empire of Dhakaan, and for centuries after, nothing but a 

monster infested wasteland.  While humans colonized the rest of Khorvaire, this hard scrabble 

territory of giants and goblins, harpies and medusas, proved too wild to tame, even as it‟s 

monstrous denizens proved too fractious to form more than the most local sort of „governments‟- 

despotic dictatorships under the clawed fists of war lords.  Crusading heroes sought their doom in 

werewolf and troll hunting expeditions and mothers threatened their children with banishment to 

its harsh wilds, but no one thought that the roving monsters and petty tyrants of „Western Breland‟ 

would ever threaten civilized lands. 

They were wrong… As the Last War raged along all of Breland‟s borders, three legendary Hags, 

said to be descended from the fell Night Hag Sora Kell, emerged amongst the wastes of Droaam 

with a new message for the monstrous races.  Join us, and we will give you a nation of your own.  

Sora Maeyna inspired terror in all who opposed her, Sora Katra attracted allies with her seductive 

enchantments and tricked enemies with her potent illusions, and Sora Teraza‟s prophetic abilities 

ensured that all of their gambits met with inevitable success.  Bringing the old war lords to heel 

with a combination of threats and promises of glory, and inspiring the masses with their message 

of hope and liberation, the Daughters organized an army the like of which had never before been 

seen on Khorvaire. 

Now they want respect… Their horde fell upon the Brelish defenses like an unstoppable tide.  

For the first time, monsters of different races cooperated together to defeat the thinly settled human 

occupiers of their homeland.  Harpies spied from above and led companies of Gnoll hyena men to 

battle, while Giants knocked down fortress walls to allow Ogre shock troops to storm the shattered 

battlements.  Breland‟s Western army barely managed to stem the tide long enough to evacuate the 

majority of its settlers before withdrawing entirely to a fortified line along the Graywall 

Mountains. 

Now the Last War is over and the Daughter‟s set about building their nation and hiring 

their soldiers out as mercenaries, pursuing their own mysterious agenda.  The old warlords pursue 

their own designs on rulership.  Abroad, many fear the power that the Daughters have wakened in 

Droaam and wonder where their legions will next be seen, and whether any can stop them… 



 

Special Rules 
New Equipment: 
Jhaerag-Axe:  The Gnolls of the Znir pact favor a weapon that is a combination of heavy chopping axe and a 

silver-tipped spear point in the shaft used in defense against the many lycanthropes of Droam.  The weapon 

counts as a Halberd, but the Droaamite player may instead declare at the beginning of an engagement that they 

are using the spear end, which has the effect of a  Silver sword and maybe used  in combination with a shield 

if desired. 

 

New Special Abilities 
Lycanthropic Hide: The unnatural toughness of a lycanthrope‟s (shape-shifter‟s) hide will stop most blades, 

save those made of silver.  Models with the Lycanthropic Hide ability receive a ward save on the roll of a 

designated number on a D6 against non-spell attacks.  This ability is negated by silver weapons. 

 

Lycanthropic Shifting: Lycanthropes are able to shift between a humanoid and animal form to gain 

advantage in combat.  Switching forms is accomplished by performing a standard Reform action when the 

unit is activated, and may be even be performed while the unit is engaged.   Models with this ability always 

have two forms specified in their description separated by a slash (/) sign.  Some of the numbers on their unit 

card are also separated by a slash- for these stats, the unit uses the value on the left of the slash when in the 

first listed form and may use the value on the right of the slash when 

in the second listed form. 

 

New Companions 
Basilisk 

In the dark recesses of the Khyber stalk the mighty Basilisks, six-

legged reptiles of a deceptively laconic nature.  Many a fool have 

thought themselves at safe distance from the slow moving beasts, only to find themselves transformed into a 

hapless statue by the Basilisk’s coldly unremitting gaze.  The Medusas of Droaam have long raised Basilisks 

as pets, and used them in number when they first seized control of Cazhak Draal centuries past, and the more 

prominent heroes of Medusa-kind often take them abroad as pets and guardians. 

+0 +1 1  5 2 

Basilisk’s Gaze:  Before melee attacks are resolved, models in base contact with a Basilisk must pass a Reflex save or 

lose one Hit Point.  If not Engaged, one enemy model within 6” of the Basilisk may be forced to take the test as a 

shooting attack. 
 

Army Organization 
Hordes of Droaam follow the standard rules for force organization in Balanced Games: 1 Elite unit may be 

taken for every Common unit in the army, and 1 Rare unit may be taken for every two Common units in the 

army. 

Unit Type Core Elite Rare 

Light Infantry Orcs, Goblin Warriors   

Heavy Infantry Gnoll Warriors Medusa Warriors  

Monster Infantry Ogre Warriors Minatours 

Skullcrusher Ogres 

Trolls 

War Trolls 

Scouts Kobolds Gnoll Trackers 

Wererat Assassins 

 

Aerial Support Harpies Gargoyles Manticore 

Spellcasters   Tiefling Venom Lords 

Light Cavalry Goblin Wolfriders Dark Pack  

Heavy Cavalry   Gorgon Stone Band 

Huge Monsters/ 

Siege Troops 

 Hill Giants Fire Giants 

Manticore 



 

Heroes of Droaam 
 

An unlimited number of Heroes may be taken as long as the points spent on Heroes and their equipment is 

less than or equal to 40% of the Army‟s value in points. 

 

Standard Heroic Classes Available: Barbarian, Bard, Cleric, Fighter, Monk, Ranger, Rogue, Sorcerer, 

Warlock- Infernal Pact, Wizard  

Races Available: Changeling, Goblin, Gnoll (page 5), Kobold, Lycanthrope (page 23), Medusa (page 21), 

Orc, Tiefling 

Unique Hero Types: Harpy Queen (page 9), Harpy Ranger (page 9), Ogre Captain (page 15), Ogre Mage  

Mercenary Heroes Available: Changeling Infiltrator, House Tharashk Tracker 

Cultural Notes: Goblin barbarians are known as Skull Cleavers while Orcs are called Blood Ragers.  Goblin 

arcanists are known as Hexers and their Rogues are called Slyblades.  Clerics in Droaam almost all worship 

the Dark Six (the Shadow in particular by the Medusas, and the Mockery by most others) and monks in 

Droaam tend to come from the sinister order of the Flayed Hand. 

 

Ogre Mages 
The common Ogres is a dull-witted creature, and their fierce strength has 

never made them as powerful as the ingenuity of other races.  Yet, there 

exists among them a rare and secretive breed steeped in magic and uncanny 

sorceries, possessing the subtlty of the most cunning courtier and the 

immense intellect of the greatest of wizards.  Capable of flight, of changing 

form on a whim, or of disappearing entirely from sight, the Ogre Magi‟s 

occult abilities also extend to mental domination through enchantments and 

the channeling of freezing snow into a deadly sweeping blast.  All together, 

they are naturally predisposed to rule over most other monsters they are 

likely to encounter, and generally avoid others of their kind in order to have 

unquestioned dominion over their subjects. Ogre Mages lack not the Ogre‟s 

rapacious and cruel character, but their desires are founded on a grander and 

more refined scale- rulership over large domains, the conquest of domains, 

and the development of world spanning reputations are often more in the 

scope of their reputations.  Droaam‟s most cunning Ogre Mage, Tzaryan Rrac controls an extensive domain 

and ponders the study of the stars and other arcane mysteries, both as a hobby and in the hopes it will reveal 

secrets to him that may allow him to overthrow the Daughters and place himself as king of Droaam.  For all 

their physical might and arcane prowess, Ogre Magi are resentful as their reputation as monsters- many seek 

to cultivate an appearance of civilization and education for themselves and their subjects in the hopes of 

gaining the respect that the human nations have so far refused to offer them. 

 

Ogre Mage Large Hero, Giant 
 Points Fort HP Melee Str Attack Ranged Attack Reflex Mobility Caster Will 

 

            
3. Ogre Magi 275 6 4 +2 +2 4 +0 1 5 6 2 5 
Armor 
Light Armor   □  

Heavy Armor   □  

Points  

 

+25 

Resistances____________ 

Regeneration 2 

Spell Resistance 2 
 

Special Abilities _________ 

Disguised 

Fearsome 

Tactical Leadership 

Spells______ 
Invisibility Level 1 Arcane Illusion At-

Will 

1 Charm Person Level 1 Arcane 

Enchantment Spell 

1 Cone of Cold Level 2 Arcane 

Evocation Spell 

 
0-1 Arcane Level 1 Spell +10 Points 

Weapons 
+10 Points 

□ Great Sword 

□ Twin Weapons  

+12 Points 

□ Greatbow 



 

 

Gnolls of the Znir Pact 
 

The Znir Pact stands as the largest unified body of 

warriors in Droaam, a legion of ferocious and disciplined 

hyena men armed with fearsome spear-axes known as Jaerags.  

Gnolls across Khorvaire are widely reviled for their savage and 

murderous ways, but for all their battle prowess, nothing could 

be further from the truth where it concerns the Znir Pact.   

Formed centuries ago by a conclave of Gnoll tribes that 

rejected the worship of their demonic demi-god Yeenoghu, the 

Znir Pact cast down the idols of their old faith and followed a 

new path emphasizing martial brotherhood and loyalty to each 

other on the basis of pack and race.  Still possessing a hyena‟s 

hunting instincts, Pacts younglings train from an early age to be 

mercenaries warriors in the service of Droaam‟s warlords, the 

Pact‟s philosophy being that as long as their troops are in the 

service of every Droaamite faction, they cannot help but come 

out the winners of any subsequent power struggles.  The 

leading shamans and chieftains of the pact do not seek to 

conquer, nor do they wish to be slaves; the Pack survives in its 

economic niche as the most freely available mercenary 

warriors of Droaam for coin, sparing Warlords in need of 

additional muscle the trouble of subjugating and drafting the 

denizens and tribes within their own domain.  The Gnolls for their part are strong, swift, and well trained, 

flexible enough to change tactics and use ranged weaponry when appropriate, and deeply loyal to their 

Sergeants, effectively the pack leader of each platoon of 

Gnolls. 

Gnoll Trackers 
The Gnolls of the Znir Pact live in a world of 

strict regimentation and camaraderie, with little room for 

loners and those who favor methods other than open 

confrontation.  However, some Gnolls have trouble fitting 

into the Pact‟s ranks, remembering the primal lifestyle of 

their forbearers who lurked in the forested shadows, 

striking upon their prey unaware. 

Upon reaching their tenth year, those Gnoll pups 

who display such a preference for cunning and trickery 

over the more outright competition for physical 

dominance typical of Gnoll culture are pulled aside by a 

Huntmaster and taken on a year-long pilgrimage in which 

they must cross from one end of Droaam to the other hunting their own food, without accepting aid from any 

other members of the Znir Pact.  The Huntmaster teaches them to rely on their keen sense of smell, superior 

night vision, and the aid of their brethren to stalk prey, while advising them on the weaknesses and strengths 

of their quarry.  Not all of the pups survive the many dangers of Droaam, but those that return from the 

pilgrimage are granted the title of Tracker, inextricably bound to each other and their Huntmaster for life.  The 

Trackers thenceforth operate as a team of scouts under the leadership of the Huntmaster in support of the 

regular warriors of the Znir pact, until they grow old and wise enough to become Huntmasters themselves and 

train their own new group of Trackers. 

Gnoll Trackers operate in small bands, locating and pursuing their quarry from a distance, reporting 

their movements to their more heavily armed kin when necessary, while waiting in the shadows for the best 

moment to strike.  Gnoll Trackers employ the same tactics against enemy soldiers as a hunter would against a 

boar: why charge straight into the tusks of the foe when you can weaken him from from afar with an arrow or 

javelin?  Only after the prey is bloodied and panicked do Gnoll Trackers close in for the kill. 

  

http://miraclesseoceane.centerblog.net/33.html
http://miraclesseoceane.centerblog.net/33.html


 

Race Card Znir Gnoll +25 Points 
+1 Attack  +1 Strength +1 Initiative 

Pack Attack: Gnoll Heroes are masters of teamwork and 

coordinating their troops to make combined attacks 

against more dangerous foes.  On any turn in which the 

Gnoll Hero directs all its melee attacks against a specific 

target, any subsequent attacks by friendly Gnoll models 

that turn receive a +1 bonus to Melee against that same 

model. 

Special Equipment: Jaerag Axe +8 Points, Spear +4 Points 

 

Znir Pact Gnolls Infantry, Gnoll, Common Base Points:  9  

Unit Size:    10-30 

Command _______ 
Musician       +6 Points 

Standard       + 12 Points 

0-1 Gnoll Sergeant 

2 +1 4 5    

                       +20 Points 

0-1 Gnoll Shaman 

4                +20 Points 

Spells_______ 

Gnoll Shaman 1 
0-2 Level 1 Divine Terror 

Protection or War Spells            

+10 Points 

0-1 Level 2 Divine Terror 

Protection, or War Spells            

+15 Points 

Armor Class Fortitude Hit Points Will Mobility 

 
4  4 

 
1 

 
3 

 
5 

Melee Skill Strength Melee Attacks Reflexes  

 
+1 

 
+1(2) 

 
2 

 
4   

Ranged Skill Ranged Strength Ranged Attacks Reflexes  

 
+0 

 
 

 
1 

Special Abilities_________ 
Gnoll Shaman 

Light Healing 

 

Feats _______ 
 

Equipment__________________ 
Light Armor 

Equip with Shield                                        +1 Points 

Jaerag Axe 

Equip with Bows +3 Points 

Gnoll Shaman 

Staff or Jaerag Axe 

 

 

Gnoll Trackers Skirmishers, Humanoid, Elite Base Points:  13  

Unit Size:    5-10 

Command _______ 
Musician       +6 Points 

0-1 Gnoll Huntmaster 

3 2 4 5    

                       +20 Points 

 
 

Armor Class Fortitude Hit Points Will Mobility 

 
4  4 

 
1 

 
3 

 
5 

Melee Skill Strength Melee Attacks Reflexes  

 
+1 

 
+1 

 
2 

 
4   

Ranged Skill Ranged Strength Ranged Attacks   

 
+0 

 
 

 
1 

Special Abilities _________ 
Infiltrators 

 

Feats _______ 

Rapid Shot 2 +3 Points 

Equipment__________________ 
Light Armor 

Axe 

Equip with Twin Weapons                          +2 Points 

Longbow- Range 30” 

Equip with Javelins +1 Points 

Gnoll Ranger 
0-10 Points of Magic Items or Feats 

 

  



 

Goblin Clans 
 

After the fall of the Dhakaani 

Empire, the Goblins of Droaam 

found themselves subjugated to 

harsher masters than their previous 

goblinoid compatriots, and many of 

their clans regressed into a semi-

barbaric existence.  Enslaved by 

more powerful monsters, Droaamite 

Goblins mostly serve a wide variety 

of menial functions, but a few tribes 

manage to hold their own territory 

and individuals Goblins sometimes 

rise to influence based on 

extraordinary talents in magic, 

thievery, or craftsmanship.   

Though cowardly and 

lacking in physical might, Goblin 

slaves and tribes are sometimes 

drafted into service by Droaamite war lords looking to use their sheer numbers to overwhelm enemy defenses 

and prepare the way for the main attack by gnolls or ogres.  The state of their equipment varied widely during 

the Last War- goblin slaves sent into battle with only the crudest of weapons are known as Cutters, whereas 

the Goblin warriors of the independent clans and some of the more benevolent warlords such as the Queen of 

Stone are fully equipped with shields and spears.   

Independent Goblin clans also often benefit from the presence of tribal shamans, known as Hexers, 

who can cast debilitating curses on the tribe‟s foes, and leadership from chieftains known as Underbosses who 

could fortify the goblin‟s naturally fragile morale.  Some tribes also benefit from the skills of Goblin rogues 

known as Blackblades who spring forth from hiding to attack enemy flanks upon making contact with the 

enemy.  The contribution of Goblin archer units was particularly appreciated by Droaamite generals in the 

Last War, who observed that their short range was compensated by a high volume of fire, while their physical 

weaknesses were minimized when using a ranged weapon. 

 

Goblin Wolf Rider Pack 
Since their first colonization of Khorvaire, the Goblins of 

Khorvaire have had a special relationship with wolves and their 

intelligent kin, Worgs, and have used them as mounts both for 

battle and scouting.  These ancient tribes long ago formed a pact 

with the Worgs, who in exchange for tribute, taught them the secret 

language of wolves and the manner by which they bound wolves to 

their services.  These secrets are still passed on in lunar ceremonies 

amongst the Droaamite goblin tribes that still remember them, the 

relationships formed are characterized more by mutual respect and 

even intimacy between the Goblins and their mounts rather than the 

outright domination one might expect.  The wolves provide the 

speed and physical power that Goblins can usually only wish for in 

their dealings with larger races, while the Worgs are rewarded with 

reverence and involvement in worldly affairs that they could not 

have were they left to hunt the woods on their own. 

Wolf-riding tribes are fewer and generally more 

independent than the average Droamite Goblins, and they are often 

paid by regional Warlords who appreciate their utility as swift messengers, scouts, and light cavalry.  Harpies, 

Gargoyles, and the Dark Pack can all perform similar military roles, but their loyalty tends to be more closely 

held by the Daughters of the Sora Kell, and purchasing the services of a Goblin wolf rider is far less 

expensive. 



 

Goblin Warband Infantry, Goblinoid, Common Base Points:  3  

Unit Size:    10-40 

Command _______ 
Musician        +4 Points 

Standard        + 8 Points 

0-1 Goblin Underboss 

+1 2 3 +13 Points 
0-1 Hexer +15 Points 

                        

0-3 Goblin Blackblade   

+0 5        +4 Points      

 

 

Feats _______ 
 

Armor Class Fortitude Hit Points Will Mobility 

 
4  4 

 
1 

 
2 

 
5 

Melee Skill Strength Melee Attacks Reflexes  

 
-1 

 
+0 

 
1 

 
4   

Ranged Skill Ranged Strength Ranged Attacks   

 
+0 

 
 

 
1 

Special Abilities _________ 
Goblin Blackblade 

Disguised 

Sneak Attack 

Spells _________ 

Goblin Hexer Caster Level 0 

1 Arcane War At-Will 

1 Bane Spell 

0-2 Level 1 Spells    +10 Points 

(Bane, Blindness, Remove Fear) 

Equipment__________________ 
Light Armor 

Equip with shields                                    +.5 Points 

Sword 

Replace with Spears                                 +.5 Points 

Equip with javelins                                   +.5 Points 

Equip with Shortbows                              +1 Point 

 

 

Goblin Wolfriders Light Cavalry, Goblinoid, Common Base Points:  10  

Unit Size:    5-15 

Command _______ 
Musician            +5 Points 

Standard          +10 Points 

0-2 Packleader +15 Points 

+1 2 3 

 
 

 

 

Feats _______ 
 

Armor Class Fortitude Hit Points Will Mobility 

 
4  4 

 
1 

 
2 

 
8 

Melee Skill Melee Strength Melee Attacks Reflexes  

 
-1 

 
+0 

 
1 

 
4   

Ranged Skill Ranged Strength Ranged Attacks   

 
+0 

 
 

 
1 

Resistances____________ 

Deflection 1 (Mounted) 

Special Abilities _________ 
Wolf Mount 

+0 +0 1 

Packleader 

Dire Wolf Mount 

+1 +1 1 5 

 

Equipment__________________ 
Light Armor 

May be equipped with Shields                    +2 Points 

Sword 

Equip with Spears or Javelins                    +1 Points 

Equip with Shortbows +2 Points 

 

 

  



Harpies of the Byeshk Mountains 
 

The Harpy flights of the Byeshk Mountains have 

long ruled those remote peaks with their unique 

combination of beauty and terror, luring the unfortunate 

with their seductive songs off cliffs, into rivers, or 

towards other unseemly fates.  Willful but cowardly, 

Harpies rarely have the stomach for a fair fight- some 

especially talented Harpies become Singers that can lure 

many men from great distances with their voice, whereas 

others pursue the path of the Ranger archer, assailing their 

enemies with arrows safely beyond the arc of hostile 

swords.  Though bitter and cruel when their attention is 

aroused, harpies are not particularly strong, and only 

swoop down into melee against enemies they believe can 

no longer defend themselves 

Harpy flights are led by forceful enchantresses 

known as Harpy Queens, whose songs are imbued with 

bardic magic that can inspire courage and terror in equal 

measure amongst their allies and enemies, or seduce 

unwary troops to their doom.  Some prefer to hover safely 

behind their minions, fortifying them with courage, while 

the more reckless swoop close to the enemy and terrify 

them with songs of horror and madness.  Harpy Rangers are the lieutenants of the Harpy Queen, raining 

arrows with masterful precision from above and guiding allied soldiers on the ground unerringly towards the 

battlefield. 

The Daughters of Sora Kell were quick to enlist the Harpy 

tribes into their plans for a unified Droaam, and several migrated to 

the Daughter‟s new citadels to better serve their commands.  In 

addition to being useful as couriers and scouts, harpies were 

employed as aerial commanders who could observe the battlefield 

from above, and swoop down where necessary to give commands 

to soldiers on the ground.  Wings of Harpies are deployed in a 

variety of support roles; those skilled in archery often provide fire 

support for advancing ogres and gnolls, while other flights are sent 

to strike vulnerable rear-area units such as archers and war 

machines and chase off lightly armed enemy scout units.   

Most exotically, units known as „harpy choirs‟ are 

sometimes deployed, concentrating the voices of several Harpy 

Singers to lead multiple enemy formations astray and helpless on 

the battlefield.  This latter tactic was famously employed by the 

Harpy Queen Callain in her ambush of a diplomatic convoy on its 

way to the Great Crag, and the rebellious chieftain remains a thorn 

in the Daughter‟s side to this day. 

  



Harpy Flight Skirmishers, Humanoid, Common Base Points:  11  

Unit Size:    5-20 

Command _______ 
0-1 Harpy Ranger 

3 +1 2 5 3                

                     +14 Points 

0-3 Harpy Singer 

                     +11 Points 

If more than one Harpy 

Singer is included, the 

unit becomes a Special 

Choice. 

 

Feats _______ 
 

Armor Class Fortitude Hit Points Will Mobility 

 
4  3 

 
1 

 
2 

 
3 

Melee Skill Melee Skill Melee Attacks Reflexes  

 
+0 

 
+0 

 
2 

 
4  10 

Ranged Skill Ranged Strength Ranged Attacks   

 
+0 

 
 

 
1 

Special Abilities _________ 
Harpy Singer 1 

Harpy Singers count as musicians.  

Each Harpy singer may direct a 

song toward an unengaged enemy 

unit within 36” (LOS not required), 

cast as a spell. The target must pass 

a Will Save at -1, or move towards 

the harpy unit its next Activation 

by the fastest path possible.  

Affected units may not attacks or 

cast any spells, but the effect is 

ended if the unit is attacked. 

Equipment__________________ 
Claws 

Equip with Bows – Range 24”               +4 Points 

Harpy Ranger 

Longbow – Range 30” 

 

Harpy Queen Hero, Humanoid 
 Points Fort HP Melee Str Attack Ranged Attack Reflex Mobility Caster Will 

 

            
2. Harpy 
Queen 115 4 3 +1 +1 3 +1 2 5 10 2 4 
Armor 
Light Armor   □  

 Resistances____________ 
Countersong: All friendly units within 12” 

affected by an Arcane Enchantment spell may 

re-roll their Will Save. 

Special Abilities _________ 
Queen’s Songs: May switch from 1 song to the 

next each time the Queen is activated.  May be 

dispelled as a spell. 

Inspiring Song: Friendly units within 6” of the 

Queen are Fanatical. 

Fierce Song: Friendly units within 6” of the 

Queen gain +1 to Fortitude and Melee Skill. 

Inspiring Leadership Aura 

Spells______ 
Level 1-Spells  

0-2 Any Level 1 Arcane Illusion or 

Enchantment Spell or Ritual, Alter Self, 

Cat’s Grace, Cause Fear, Silence, 

Sound Burst 

+10 Points 

Level 2 Spells  

0-2 Any Level 2 Arcane Illusion or 

Enchantment Spell, Dispel Magic, 

Haste, See Invisibility, Shout, Slow 

+15 Points 

Weapons 
+4 Points 

□ Spear 

□ Twin Weapons  

+6 Points 

□ Bow □ Javelins 

 

 

 

Harpy Ranger Hero, Humanoid 
 Points Fort HP Melee Str Attack Ranged Attack Reflex Mobility Caster Will 

 

            
2. Harpy 
Ranger 110 5 2 +1 +1 4 +2 3 6 10 1 4 
Armor 
Light Armor   □  

 Resistances____________ 

Evasion 

Special Abilities _________ 
Winged Pathfinder: For every Harpy 

Ranger in Reserve, one unit may re-roll 

its Reserves roll that turn.  This ability 

remains in effect on the turn the Harpy 

Ranger arrives from Reserves. 

Tactical Leadership 

Spells______ 
0-1 Entangle Spells 

+10 Points 

0-1 Level 1 Spell: Bear’s Endurance, 

Cat’s Grace, Cold Immunity, Fire 

Immunity, Light Healing 

+15 Points 

Weapons 
Longbow 

+4 Points 

□ Spear 

□ Twin Weapons  

 

 



 

 

Kobold Tribes 
 

Like the goblins of Droaam, Kobolds in the Monster Kingdom 

have long been subjugated by more powerful races and perceived as 

arrow fodder.  However, unlike goblins, kobolds have a warlord to call 

their own, Kethelrax the Cunning of Shaarat Kol, and their tribes are 

generally given more latitude to operate according to their own fashion 

when deployed on the battlefield.  Without a doubt the diminutive 

yipping reptiles are amongst the physically weakest and most cowardly 

troops present on any battlefield, but Kobold clans have adapted with a 

variety of strategies, including a preference for guerilla warfare, the 

invention of clever traps and ranged weapons, and the use of stealth and 

concealment whenever possible.   

Kobolds fight in dispersed skirmish formations, and often lay 

rings of traps if given time to establish a defensive position.  Some 

wealthier kobold tribes can afford to field soldiers equipped with 

shields and light armor known as Dragonshields, which combined with 

the Kobold‟s naturally scaly skin, can make for 

surprisingly resilient footmen.  Other tribes prefer 

to rely upon ranged weapons such as slings, short 

bows, or even crossbows.   

Kobold tribes feature an unusually large 

number of sorcerers, and magical support from 

Kobold Sorcerers and Wyrmpriests can often 

make battlefield encounters with them more 

perilous than expected.  Kobolds excel at hit and 

run warfare, (especially the running part), and 

though they tend to fold in head-on engagements, 

they employ every strategy possible to avoid such 

„fair fights‟. 

 

Kobold Tribe  Skirmishers, Reptilian, Common Base Points:  3  

Unit Size:    10-30 

Command _______ 
Musician        +4 Points 

0-1 Kobold Chieftain 

+1 2 3 4 5  

                       +10 Points 

0-1 Kobold Sorcerer  

                       +10 Points 

0-1 Kobold Wyrmpriest   

 3                +20 Points      

Spells _________ 

Kobld Sorcerer 1 

1 Arcane At-Will Spell 

0-2 Arcane Level 1War spell 

(Castable At-will)+15 Points 

0-1 Arcane Level 2 Warspell 

+15 Points 

Kobold Wyrmpriest 1 

Flaming Hands +10 Points 

0-1 Level 1 Divine Spell 

+10 Points 

Armor Class Fortitude Hit Points Will Mobility 

 
4  3 

 
1 

 
2 

 
5 

Melee Skill Strength Melee Attacks Reflexes  

 
-1 

 
-1 

 
1 

 
4   

Ranged Skill Ranged Strength Ranged Attacks   

 
+0 

 
 

 
1 

Special Abilities _________ 
Shifty: Kobolds add +2 to the 

distance they flee 

Clever Traps: Kobold‟s may set 

up traps in non-open terrain as a 

Standard action.  Any unit 

charging Kobolds with traps takes 

D6 S4 hits during the movement 

phase (resolved as for Defensive 

Fire) and  subtract D6” inches from 

their charge move. 

Kobold Wyrmpriest 

Light Healing 

 

Equipment__________________ 
Natural Armor I 

Equip with Light Armor                         +.5 Points 

Equip with shields                                  +.5 Points 

Spear 

Equip with Slings or Short bows             +1 Points 

Equip with Crossbows- Range 30”         +3 Points 

Kobolds equipped with Slings: 

May take Firepots (Flaming) +5 Points Fixed 

May take 1 Gluepot Volley +10 Points Fixed 

Feats __________________ 
Infiltrators +2 Points 

 



 

Orc Warriors 
 

Orcs are second only to Gnolls 

as the most numerous inhabitants of 

Droaam, and many of the Warlords of 

Droaam count on Orc tribes to serve as 

the primary fighting conscripts of their 

armies.  Like other Orcs of Khorvaire, 

the Droaamite Orcs value physical 

strength and might in battle, but in a 

land full of stronger and fiercer 

monsters, they are frequently 

subjugated by larger or cleverer beasts, 

and have lost over centuries many of the 

ancient traditions preserved by their kin 

in the Shadow Marches. 

The typical Orc warrior is 

indeed strong and heavily armed but 

only lightly armored- many favor heavy two-handed axes and hammers when they can obtain them, while 

others prefer to pepper their enemies with javelins and arrows before committing to a close quarters fight.  

The presence of a tribal Shaman or Chieftain to lead them in the fight is often necessary to maintain their 

often weak morale, as the Droaamite orcs are treated as expendable rabble little better than Goblins.  Indeed, 

the Daughters of Sora Kell relied largely on Ogre and Gnoll soldiers to cement their control over Droaam, 

while Orc war bands were mostly levied by the personal armies of various regional warlords. 

 

 

Orc Warriors Infantry, Ranked, Orc, Common Base Points:  7  

Unit Size:    10-40 

Command _______ 
Musician       +6 Points 

Standard       + 12 Points 

0-1 Orc Chieftain 

5 3     +13 Points 

0-1 Orc Shaman 

3                +15 Points 

Spells_______ 

Orc Shaman 1 
0-2 Level 1 Divine Terror or 

War Spells            +10 Points 

0-1 Level 2 Divine Terror or 

War Spells            +15 Points 

 

Feats _______ 
 

Armor Class Fortitude Hit Points Will Mobility 

 
4  4 

 
1 

 
2 

 
5 

Melee Skill Strength Melee Attacks Reflexes  

 
+1 

 
+1 

 
3 

 
3   

Ranged Skill Ranged Strength Ranged Attacks   

 
+0 

 
 

 
1 

Resistances____________ 

 

 

Special Abilities _________ 
Orc Shaman 

Light Healing 

 

Equipment__________________ 
Light Armor 

Equip with Shield                                        +1 Points 

Swords 

Replace Spears   +1 Point 

Replace with Great Weapons +2 Points 

Equip with Javelins +1 Point 

Equip with Bows +3 Points 

Orc Shaman 

Staff or Spear 

 

  



 

Gargoyles of Grimstone Keep 
 

Gargoyles have as old a heritage in Droaam as any other 

beast, and Gargoyle lords have ruled over Orc and Goblin subjects 

in the territories surrounding Grimstone Keep for centuries.  

Capable combatants, the chief advantage Gargoyles possessed over 

other races are their stony hides impervious to all the but the 

strongest blows, and their talent for blending into the architecture 

of abandoned ruins and catching visitors fatally unprepared. 

 The chiefs of the Droaamite Gargoyles are the Nabassu, 

and are said to originate from a Demonic alternate universe where 

they are sent on missions to Khorvaire for their own purposes.  The 

eldest among them, Cairngorm, has chosen to stay on Khorvaire as 

lord of Grimstone Keep, pursuing his intrigues and ruling over a 

significant army of gargoyle, orc, and goblin subjects.  A company 

of War Trolls has been assigned to his command at the Keep, but 

the cunning fiend well realizes their primary purpose is to ensure 

his loyalty. 

Gargoyles are highly valued by the Daughters of Sora Kell, 

who consider them more reliable in temperament and physique 

than harpies, employing them as messengers, aerial assault troops, 

and ambushers.  In return, the Gargoyles can indulge their taste for 

tormenting foes who cannot hope to harm them in return and establishing nests in the spires of Droaam‟s 

newly built citadels. 

 

 

 

Gargoyle Brood Skirmishers, Humanoid, Elite Base Points:  25  

Unit Size:    3-8 

Command _______ 
0-1 Nabassu Gargoyle 

3 4                

                     +10 Points 

 

Feats _______ 
 

Armor Class Fortitude Hit Points Will Mobility 

 
6  6 

 
1 

 
3 

 
6 

Melee Skill Strength Melee Attacks Reflexes  

 
+0 

 
+1 

 
2 

 
4  8 

Ranged Skill Ranged Strength Ranged Attacks   

 
+0 

 
 

 
1 

Special Abilities _________ 
Statue-like Poise: Gargoyles may 

secretly deploy within any ruins or 

stone structures after both sides have 

deployed their armies as long as the 

ruins are not within 8” of an enemy 

unit.  The unit is revealed by being 

activated during any activation phase 

or when an enemy unit moves into 

contact with terrain in which they are 

hiding.   

Equipment__________________ 
Claws 

 

 

  



 

 

Venom Lords of Blackwater Lake 
 

When the empire of Ohl Karuun collapsed in Sarlona a thousand 

years ago, a faction of the demon-blooded Warlock rulers of that damned 

kingdom fled to southern Droaam, establishing their own hidden citadel 

in the wastes and enslaving what servants they needed from the scattered 

and anarchic remnants of the Dhaakani Empire.  Retaining the 

sophisticated aristocratic culture of their ancestors, the horned human-

fiend half-breeds continued practicing their rituals and arcane pacts in 

secret, cultivating their mastery of deadly magic such that they became 

known as the Venom Lords of Droaam.   

They remained largely hidden from the eyes of the world for 

nearly two thousands years, until the Daughters of Sora Kell literally 

came calling at their door step and made new pacts of their own with their 

ruler, Bal Molosh.  The Tieflings brought to Droaam‟s armies a talent 

with magic that was rarely to be found amongst the monster‟s ranks, and 

the warlocks soon perceived that their unique skills made them powerful 

players in the new realm growing around them.  Small detachments of the 

Tiefling Venom lords served as the 

ultimate magical artillery in Droaam 

armies, picking off enemy mages and 

commanders with their eldritch blasts, 

the more powerful among them hurling 

more potent curses and incantations as 

the situation demanded.   

The Venom Lords are a new power player in Droaam‟s turbulent 

internal politics, and though they are free of the bestial savagery that limits 

the common troll or ogre, centuries of demonic pacts have deadened the 

hearts of many in their number, and they are ruthless and cunning in 

expanding and testing their influence the world that has newly opened before 

them. 

 

 

Tiefling Venom Lords Skirmishers, Devil, Rare Base Points:  25  

Unit Size:    3-6 

Command _______ 
0-1 Venom Lord Master 

  2             +15 Points 

 

Spells_______ 

Caster Level 1 

Eldritch Blast At-Will 

Venom Lord Master 

 Caster Level 2 

Eldritch Blast At-Will 

0-2 Spells: 

Diabolic Grasp     +10 Points          

Charm Person +10 Points 

Dispel Magic +15 Points 

Armor Class Fortitude Hit Points Will Mobility 

 
4  5 

 
1 

 
4 

 
5 

Melee Skill Strength Melee Attacks Reflexes  

 
+0 

 
+0 

 
1 

 
4   

Ranged Skill Ranged Strength Ranged Attacks   

 
+1 

 
 

 
1 

Resistances____________ 
Immune to Fire 

Infernal Aura 1 

Infernal Pact: Every turn the 

unit inflicts a Hit Point of 

damage, it gains Regeneration 2.  

 

Special Abilities _________ 
Dark Rituals: The entire ability 

may either prepare itself with the 

See Invisibility special ability or 

the Armor of Agathas Warlock 

ritual. 

Equipment__________________ 
Light Armor 

Sword 

Replace with Spear or Flail +2 Points 

Equip with Crossbows +3 Points 



 

 

Ogres of Droaam 
 

The Scholars of Galifar long documented the „infestation‟ of so-

called demi-giants throughout the land formerly known as 

Western Breland.  “These hulking 8 foot tall Brutes, smaller and 

more bestial than the typical Giant, are a frequent hazard of the 

country side, plundering and devouring the occupants of isolated 

farmsteads, and stealing their tools and weapons for their own 

use.  Fortunately, they display little imagination beyond their 

lust for thievery and destruction, and are easily dealt with by a 

trained force of Men,” notes Percival Esquivius, Brelish 

chronicler of Droaamite settlement.  While ogres lacked the 

intellect to band together and seek to build their own nation, it 

was not uncommon for them to be bullied into the service of 

cleverer monsters, foremost among them their magically talented 

cousins the Ogre Mages.  It was not until coming of the 

Daughters of Sora Kell that the many scattered and undisciplined 

Ogre brigands of the Droaam‟s countryside were unified and 

formed into an army capable of crushing all resistance before it. 

For all their might, the Ogres of Droam still lack the discipline 

and tactics of a professional military force, but when supported 

by abler minds and employed in numbers, the shocking charge 

of the massed bullies can break many lesser foes.  The average 

Droaamite Ogre is rarely equipped with much more than the 

primitive but powerful clubs he uses to hunt and possibly some 

poorly stitched together leather hides serving as armor.  Some 

warlords provided their Ogres with slightly better equipment, but the daughters of Sora Kell reserved most 

superior equipment and training for their Skullcrusher Ogre regiments that remained exclusively under their 

direct control. 

 

Skullcrusher Ogre Regiments 
It did not escape the daughters of Sora Kell that a soldiery of dull-

witted Ogres exhibited major limitations as a fighting force, especially 

when lacking direct supervision from a commanding officer.  For these 

reasons, they created a special corps of Ogres recruited from the 

Skullcrusher Ogres of the northern Droaam, famous for their 

militaristic culture and discipline.  Smarter than regular ogres and adept 

at adopting the martial tactics and equipment of their human prey, the 

Daughters of Sora Kell formed the first regiments from members of 

these tribes.  Later on, the Daughters began expanding the force by 

drafting the strongest and smartest Ogres from other tribes and 

warbands and placing them under the command of sergeants promoted 

from the Skullcrusher tribe, providing them with metal weapons and 

armor specially forged to accommodate their physique.  These 

Skullcrusher Regiments formed the core of the Daughters‟ army as it 

unified Droaam and expelled the Brelish settlers, and they remain 

exclusively under the direct command of the Daughters, who know 

they offer them a significant advantage over the less disciplined ogres 

in the service of other warlords. 

  



Ogre Warriors Large Infantry, Giant, Common Base Points:  25  

Unit Size:    3-12 

Command _______ 
Musician       +6 Points 

Standard       + 12 Points 

0-1 Warhulk +10 Points 

2 

Spells_______ 
 

 

 

Feats _______ 
 

Armor Class Fortitude Hit Points Will Mobility 

 
3  5 

 
3 

 
3 

 
5 

Melee Skill Strength Melee Attacks Reflexes  

 
+1 

 
+1 

 
3 

 
3   

Ranged Skill Ranged Strength Ranged Attacks   

 
+0 

 
 

 
1 

Resistances____________ 

 

 

Special Abilities _________ 

Fearsome 

Equipment__________________ 
Equip with Light Armor                              +6 Points 

Equip with Shield                                        +4 Points 

Club 

Replace with Great Club or Twin Weapon +4 Points 

Ogre Warhulk 

Dire Flail 

 

Skullcrusher Ogre Regiment Large Infantry,Giant, Elite Base Points:  45  

Unit Size:    3-12 

Command _______ 
Musician       +7 Points 

Standard       + 14 Points 

0-1 Skullcrusher Sergeant  

4 4 +20 Points 

 
 

 

 

Feats _______ 
Power Attack +4 Points 

Shield Bash +4 Points 

Armor Class Fortitude Hit Points Will Mobility 

 
5  5 

 
3 

 
3 

 
5 

Melee Skill Strength Melee Attacks Reflexes  

 
+1 

 
+2 

 
3 

 
3   

Ranged Skill Ranged Strength Ranged Attacks   

 
+0 

 
 

 
1 

Resistances____________ 

Deflection 2 (Sword & 

Shield) 

 

Special Abilities _________ 

Fearsome 
 

Equipment__________________ 
Heavy Armor 

Equip with Full Plate                                +10 Points 

Shield 

Sword 

Replace with Twin Weapons or Great Weapons           

 +5 Points 

Skullcrusher Sergeant 

Bastard Sword 

0-15 Points Magic Items and Feats 

 

Ogre Captain Large Hero, Giant 
 Points Fort HP Melee Str Attack Ranged Attack Reflex Mobility Caster Will 

 

            
2. Ogre 
Captain 100 6 4 +3 +2 4 +0 1 4 5 - 4 
Armor 
Light Armor   □  

Heavy Armor   □ 

Plate   Armor   □ 

Shield               □  

Points  

 

+15 

+30 

+10 

Special Abilities _________ 

Fearsome 

Tactical Leadership 

Weapons 
+6 Points 

□ Flail □ Spear □ Halberd 

+10 Points 

□ Great Sword □ Javelins 

□ Twin Weapons           □ Dire Flail 
 

 

  



 

 

Giants of Droaam 

 

Hill Giant communities, like their 

lesser ogre cousins, stand as one of the few 

exceptions to the general rule in Droaam that 

„might makes right‟.  Towering at 11 feet tall, 

the Hill Giant clans of Droaam have bullied 

themselves to ruler ship over several smaller 

domains by virtue of their dominating 

physique, but have lacked the wits and 

cunning to resist the will of more powerful 

creatures.  As such, they are frequently 

coerced or manipulated into serving in the 

armies of the more powerful Warlords, where 

they can prove especially useful when 

besieging enemy fortifications.   

Traditionally, Hill Giants were 

employed to spread terror through the enemy 

ranks and smash down those who refused to 

flee, but Droaamite generals soon discovered 

that the Giants suffered in the face of 

disciplined opposition, lacking the armor and 

leadership to outlast a stubborn foe.  Later in 

the war, Droaamite armies often focused on 

procuring large supplies of throwing stones so that Giants could serve effectively as living artillery, softening 

tough enemies with a hail of boulders before charging in to pound the survivors. 

 

Fire Giants 
Fire Giants are a recent addition to Droaam, a small clan having accompanied their exiled king, 

Gorodan Ashlord, when he made landfall on the shores of the Thunder Sea twenty years before the end of the 

Last War.  Gorodan and his loyal court, which included more than a few fiery creatures from his old domain 

including Azers and Hellhounds, quickly subjugated the local tribes, and now holds control over Droaam‟s 

only port, the city of Vralkek.  Gorodan and his Fire Giants were reluctant to enter in the Droaamite alliance 

with the daughters, but were quickly rewarded for their compliance with the resources to expand his domain. 

Where the native Hill Giants 

of Droam are undisciplined and 

primitive, Gorodan‟s Fire Giants are 

militaristic and well equipped.  

Possessed with a natural affinity for 

the forge, Fire Giants have a dwarf-

like aptitude for the crafting of fine 

weapons and armor, and are naturally 

gifted in fiery magic as well.  Though 

equally capable as their Hill Giant 

cousins of serving as living artillery 

by hurling boulders upon their hapless 

enemies, the Fire Giants‟ superior 

fighting skill and armor make them 

even more fearsome when crushing 

their foes in melee, especially when 

accompanied by a Forgepriest capable 

of raining divine fire from the sky 

upon her enemies and employing 

healing magic to render her cohort 

nearly invulnerable. 



Hill Giants Huge Monster, Giant, Elite Base Points:  95  

Unit Size:    1-3 

 

 

Feats _______ 

 

Armor Class Fortitude Hit Points Will Mobility 

 
4  6 

 
4 

 
3 

 
6 

Melee Skill Melee Strength Melee Attacks Reflexes  

 +1 
 

+2 

(3)  
4 

 
2   

Ranged Skill Ranged Strength Ranged Attacks   

 
+0 

 
 

 
1 

Special Abilities _________ 

 Terrifying 

Pile of Rocks: If equipped, 

counts as a stone-thrower with 

30” range that may move and 

fire.  However, the scatter 

distance when moving is 

doubled.   

 

Equipment__________________ 
Light Armor 

Great Club 

Equip with a Pile of Rocks +30 Points 

 

 

 

Fire Giants Huge Monster, Giant, Rare Base Points:  160  

Unit Size:    1-3 

Command __________ 
0-1 Fire Giant Forgepriest 

5 +25 Points 

 

Spells______________ 

Fire Giant Shaman 1 
0-2 Level 1 Divine Terror 

Fire or War Spells            

+10 Points 

0-1 Level 2 Divine Terror 

Fire, or War Spells            

+15 Points 

Armor Class Fortitude Hit Points Will Mobility 

 
6  6 

 
5 

 
4 

 
6(5) 

Melee Skill Melee Strength Melee Attacks Reflexes  

 
+2 

(3)  

+3 

(4)  
5 

 
2   

Ranged Skill Ranged Strength Ranged Attacks   

 
+0 

 
 

 
1 

Resistances____________ 
Immune to Fire 

Vulnerable to Cold 

Special Abilities 

Flaming Attacks 

 Terrifying 

Pile of Rocks: If equipped, 

counts as a stone-thrower with 

30” range that may move and 

fire, however, the scatter 

distance when moving is 

doubled. 

Fire Giant Shaman: 

Light Healing 

Equipment__________________ 
Plate Armor 

Greatsword 

Equip with Flaming Javelins                     +20 Points 

Equip with a Pile of Rocks +30 Points 

 

  



 

 

Trolls 
 

The lawlessness and rugged terrain of Droaam long 

made it an ideal abode for Trolls, and over the centuries 

packs of the regenerating giants developed their own 

primitive cultures throughout the breadth of the badlands.  

Ferocious but primitive and ill disciplined, Trolls were 

another beast that the Daughters of Sora Kell found easy to 

bend to their service and organize into a far deadlier force 

than ever before.  Their regenerating rubbery hides make 

Trolls immensely durable, and although most have not 

mastered more sophisticated weapons, their steely muscles 

and rending claws make that a small mercy.   

Fortunately, Trolls are particularly dull witted 

creatures, and require supervision to reach their full 

potential.  Trolls were frequently sent in frontal attacks to 

slash their way through enemy infantry, or as part of siege 

squads to help batter down fortified walls and absorb the fire 

of defending archers.  To this day, the Daughters and various 

war lords continue to employ Trolls as indomitable heavy 

shock troops in detachments throughout Droaam, and though 

they may not be terribly quick witted, they pose a fearsome 

and nearly unstoppable threat against an enemy who does not 

have ready access to the fiery weaponry necessary to keep their flesh from healing. 

 

War Trolls 
Like the Skullcrusher Ogres, War Trolls are more intelligent and tactically capable than typical 

members of their race, but their physical and mental abilities are owed at least in part to a magical breeding 

experiment buried in Khorvaire‟s past.  Small bands of War Troll mercenaries have for centuries served 

various warlords in Droaam, and the Last War proved immensely profitable time for their kind, where they 

fought extensively for Darguun, Cyre and Breland, as well as in the employ of the Daughters.  The price of 

only a single day‟s service commands an exorbitant amount of gold, and War Troll bands are quick to invest 

their glittering largess on expensive giant-sized armor and weapons.   

Young War Trolls undergo brutal combat training with 

their older mentors, who do not hesitate to inflict lethal wounds 

upon novices, comfortable that the gouge of a greatsword will 

always heal but the painful lesson will never be forgotten in the 

face of a real battlefield.  Most War Trolls prefer to employ 

massive great swords to sweep enemy infantry before them like 

a harvester‟s scythe, but they also use over-sized longbows 

when the tactical situation warrants it, and some War Troll units 

are reputed to be surprisingly skilled archers.  Still others prefer 

more specialized weapons, and War Troll Sergeants, usually 

veterans of many a strange and bloody battle, often have at least 

one piece of exotic equipment or magical trinket to boast of.   

While most War Trolls operate as independent 

mercenaries, a notable exception is the Prince of Bones, who 

has carved out a domain for himself around the ruins of Saasha 

Draal, ruling over a variety of weaker giant-kin. A veteran of 

centuries of battles, and an unusually capable if brutal ruler, the 

Prince of Bones appreciates the order the Daughters are 

attempting to impose on Droaam, and is deeply loyal to their 

project.  He has already bequeathed to Sora Maenya an elite 

guard of War Trolls to maintain order in the Daughter‟s new 

capitol city in Great Crag. 



Trolls Large Infantry, Giant, Elite Base Points:  40  

Unit Size:    3-12 

Command _______ 
0-3 Troll Hunters 

+1 4 3 +12 Points 

 
 

Armor Class Fortitude Hit Points Will Mobility 

 
5  6 

 
3 

 
2 

 
5 

Melee Skill Melee Strength Melee Attacks Reflexes  

 
+0 

 
+2 

 
3 

 
3   

Ranged Skill Ranged Strength Ranged Attacks Reflexes  

 
+1 

 
 

 
1 

Resistances____________ 

Regeneration 3 

 

Special Abilities _________ 

Fearsome 
 

Equipment__________________ 
Natural Armor II 

Claws 

 

Troll Hunters 

Equip with Javelins or Throwing Axe +6 Points 

 

War Troll Squad Large Infantry, Giant, Rare Base Points:  90  

Unit Size:    1-6 

Command _______ 
Musician    +10 Points 

Standard    + 20 Points 

Magic Banner  

                  0-50 Points 

0-1 War Troll Sergeant 

5           +20 Points 

 

Feats _______ 

Rapid Shot 3 

+20 Points 

Armor Class Fortitude Hit Points Will Mobility 

 
7  6 

 
3 

 
4 

 
6(5) 

Melee Skill Melee Strength Melee Attacks Reflexes  

 
+1(2) 

 
+2(3) 

 
4 

 
4   

Ranged Skill Ranged Strength Ranged Attacks Reflexes  

 
+0(1) 

 
 

 
1 

Resistances____________ 

Regeneration 3 

Spell Resistance 2 

 

 

Special Abilities _________ 

Fearsome 

Stunning Blows 

 
 

Equipment__________________ 
Natural Armor II 

Heavcy Armor 

Equip with Plate Armor +15 Points 

Greatsword 

Replace with Pike, Halberd, or Sword and Shield    Free 

War Troll Sergeant 

0-15 Points in Magic Items and Feats 

  



 

 

Medusas of Cazhak Draal 
 

Over two hundred years ago, a new race of 

snake-haired monsters emerged from the shadows 

under the Dhakaani ruins of the fortress of Cazhak 

Draal, forging their own domain under the mysterious 

Queen of Stone.  The deadly petrifying gaze of the 

Medusa is responsible for their sinister reputation, but 

the Medusas are in fact a cultured and sophisticated 

people who do not relish the physical brutality of their 

homeland.   

Talented in diplomacy and subterfuge, and 

with a deep love of stonework that manifests itself in a 

gift for architecture and statuary, the medusas of 

Cazhaak Draal prefer to employ their servants in 

battle whenever possible and resented the tendency of 

other civilized peoples to perceive them as savage 

monsters.  Upon forging their alliance with the daughters of Sora Kell, the Medusae were called upon to 

directly support their ambitions, both on the field of battle, and in foreign missions of intrigue and diplomacy.   

Never very great in number, those Medusas sent to be battle are always provided with the best training 

and equipment, particularly favoring archery (for which which they often coat their arrows in their poisonous 

spit), but their primary weapon always remains their petrifying gaze: no matter how well armored , no matter 

how tough, a warrior that has not the reflexes to avoid the medusa‟s gaze will find himself a nerveless 

monument to their power. 

 

Gorgon Stone Band 
The predilection for Medusas to raise and train 

beasts with whom they share a talent for petrification is 

well known to those who have had the occasion to 

encounter them socially, though normally this habit is 

confined to more modestly proportioned creatures such 

as basilisks or cockatrices.  The wild Gorgons that 

trample the undergrowth in the wilds of Droam are no 

exception to this rule, however, and since emerging 

from the depth of Cazhak Draal, Medusas have 

corralled the steel-skinned bulls, widely feared by the 

Brelish settlers for their stabbing horns and their 

poisonous breath which can turn men to stone as surely 

as a medusa‟s gaze.  The Medusa‟s themselves are not 

immune to this petrifying gas, but this does nothing to 

abate their fondness for the creatures, which they enjoy riding from a saddle placed well on the back where 

they are safe from the fumes.   

On the rare occasions when the Medusas ride their prized pets to battle, they often gallop together in a 

team of two Gorgons mounted with two riders each, known as a Stone Band.  Those strong enough to resist 

the Gorgon‟s breath often fail to glance away from the Medusa‟s immobilizing stare, and the resulting field of 

statues is frequently trampled into a rock dust under the Gorgon‟s hooves.  Needless to say, most opposing 

soldiers prefer to engage Gorgon‟s from a comfortable distance, but penetrating the boar‟s metallic skin is no 

easy task, and the medusa riders are accomplished archers as well. 

  



Medusa Warriors Infantry, Humanoid, Elite Base Points:  24  

Unit Size:    1-3 

 

Command _______ 
Musician       +6 Points 

Standard +12 Points 

0-1 Medusa Veteran 

3 +2  

                       +13 Points 

 

Feats _______ 

Rapid Shot +1 +4 Points 

Armor Class Fortitude Hit Points Will Mobility 

 
5  5 

 
1 

 
4 

 
5 

Melee Skill Melee Strength Melee Attacks Reflexes  

 
+2 

 
+0 

 
2 

 
5   

Ranged Skill Ranged Strength Ranged Attacks Reflexes  

 
+1 

 
+0 

 
1 

Resistances____________ 

Deflection 2 (Sword & 

Shield) 

Special Abilities _________ 

Fearsome 
Medusa’s Gaze: Before melee 

attacks are resolved, models in 

base contact with Medusas must 

pass a Reflex save or lose one 

Hitpoint. 

Equipment__________________ 
Natural Armor I 

Light Armor 

Shield 

Bow- Range 24” 

Upgrade to Poisoned Attacks +3 Points 

Sword 

Replace with Spears or Halberds +2 Point 

 

 

Gorgon Stone Band Large Cavalry, Humanoid, Rare Base Points:  75  

Unit Size:    1-2 

(2 Medusa Riders 
on each Gorgon) 
Command _______ 
Musician        +10 Points 

 

 
 

 

 

Armor Class Fortitude Hit Points Will Mobility 

 
7  5(6) 

 
1(3) 

 
4 

 
6 

Melee Skill Strength Melee Attacks Reflexes  

 
+2 

 
+0 

 
1 

 
6   

Ranged Skill Ranged Strength Ranged Attacks   

 
+0 

 
 

 
1 

Special Abilities _________ 
Fearsome 

Medusa’s Gaze: Before melee 

attacks are resolved, models in 

base contact with Medusas must 

pass a Reflex save or lose one 

Hitpoint. 

Gorgon Mount 

+1 +2 2 3 6 

Petrifying Breath: Large cone 

template.  All creatures under 

the templates must pass a Reflex 

Save or lose one wound without 

any armor saves allowed. 

Trample +2 

Equipment__________________ 
Natural Armor III 

Light Armor 

2x Cavalry Spear 

2x Bows 

Goring Charge: The Gorgon gains +1 Strength 

while charging. 

Resistances____________ 

Deflection 2 (Shield & Mounted) 
 

 

 

  

Race Card Medusa +35 Points 
+2 Reflex  +1 Ranged 

Fearsome 
Medusa’s Gaze: Before melee attacks are resolved, models in 

base contact with a Medusa must pass a Reflex save or lose 

one Hit Point. 

Natural Armor I 

Special Equipment: Bow +5 Points, Poisoned Ranged 
Attacks +5 Points 
Companion: Basilisk 



 

Lycanthropes of the Dark Pack 
 

When the Silver Crusade burned through 

Aundair and the Eldeen Reaches one hundread 

years ago, slaying lycanthropes indiscriminately 

before them and nearly eradicating their presence 

from the Five Kingdoms, the survivors fled the 

only way they could: south into Droaam or west 

into the deepest wilds of the Reaches.  Not even 

the zealous paladins of the Silver Flame could 

thoroughly scour those untamed lands, and the 

few remaining lycanthropes went into hiding 

amongst the other friendless monsters of those 

lands.   

Over the years, they reorganized under 

the leadership of Zaeurl, an elf werewolf of the 

Eldeen Reaches with a deep hatred for the holy 

warriors that slew her family.  While the Dark 

Pack maintains its secrecy in the face of new 

potential strikes from the Church of the Silver 

Flame, they are enthusiastic believers in the 

Daughter‟s nation building project, dreaming that 

they may yet might prowl openly as they once did and perhaps even visit vengeance upon their persecutors. 

The members of the Dark Pack remain mostly in their wolf form, chasing down stray humanoid prey 

within their domain in southern Droaam, but when called to the service of the Daughters of Sora Kell, they 

readily revert to their bipedal shape if tactically beneficial.  As wolves they are faster and their bite is lethal, 

but their human or elfs forms are better armored, capable of using weapons, and can strike more swiftly.  In 

either form, they are supernaturally resilient to all weapons save those made of silver.   

The Daughters of Sora Kell employ them as scouts and swift raiders, striking with surprise and using 

their bounding agility to run down fleeing enemies.  They are accompanied often by Worgs and sometimes 

even Winter Wolves, with whom they can communicate effortlessly and which they consider loyal pack 

brothers; the Winter Wolves are particularly feared by Droaam‟s enemies for their deadly freezing breath. 

 

Wererat Assassins 
Amongst the lycanthropes of Droaam, the clans of Goblin 

Wererats must surely seem some of the least impressive, but it did 

not escape the notice of the Daughters of Sora Kell that a large rat 

could slip through enemy lines with relatively little training.  

While their Dire Rat form did not possess the impressive strength 

of a wolf, Goblin Wererats still benefited from the toughness of 

their lycanthropic hides and the speed and diseased bite of their rat 

forms, and were often sent in teams of 5 or more to infiltrate 

enemy camps and target enemy leaders.  Unlike most assassins of 

Khorvaire, Goblin Wererats lacked superior combat training, but 

their ability to squeeze into small spaces and show up anywhere 

left guards jumping in the night at the sound of the slightest 

squeak. 

  



Dark Pack Skirmishers/Light Cavalry, Humanoid, Elite Base Points:  22  

Unit Size:    4-12 

Command _______ 
Musician +6 Points 

0-2 Winter Wolves 

0-1 Dire Wolf Lord 

+1 4/6 3/2 2  
+12 Points 

 
 

Armor Class Fortitude Hit Points Will Mobility 

 
4  5 

 
1 

 
4 

 
5/8 

Melee Skill Melee Strength Melee Attacks Reflexes  

 
+1 

 
+0/2 

 
2/1 

 
5   

Ranged Skill Ranged Strength Ranged Attacks   

 
+1 

 
+0 

 
1 

Resistances____________ 
Lycanthropic Hide 2 

Winter Wolves: 

Immune to Cold 

Vulnerable to Fire 

Special Abilities _________ 
Favored Enemy: Army of 

Thrane and Silver Flame Priests 

Lycanthropic Shifting: 

Human/Wolf: The unit may shift 

between as humanoid and wolf 

form as a Reform action.  The 

wolf form may not use or benefit 

from any equipment. 

 

Equipment__________________ 
Light Armor 

Shield 

Sword 

Replace with Spear  +1 Points 

Replace with Great Weapon +3 Points 

Bow- Range 24” 

 

Winter Wolves: 

Freezing Breath: Strength +1 Small Breath template 

 

 

  

Wererat Assasins Skirmishers, Goblinoid, Elite Base Points:  15  

Unit Size:    5-12 

 
Command _______ 
0-1 Wererat Rogue 

+1 5 2 2  
+12 Points 

 
 

Armor Class Fortitude Hit Points Will Mobility 

 
4  5 

 
1 

 
3 

 
5/7 

Melee Skill Melee Strength Melee Attacks Reflexes  

 
+0 

 
+0 

 
1(2) 

 
4/6   

Ranged Skill Ranged Strength Ranged Attacks   

 
+1 

 
 

 
1 

Resistances____________ 
Lycanthropic Hide 2 

 

Special Abilities _________ 

Infiltrators 

Poisoned Attacks (Rat Form 

Only) 

Sneak Attack 

Lycanthropic Shifting- Goblin/Rat: 

The unit may shift between 

Goblinoid and Dire Rat form as a 

Reform action.  The rat form may not 

use or benefit from any equipment. 

 

Equipment__________________ 
Light Armor 

Twin Weapons 

Equip with Throwing Weapons +2 Points 

Upgrade to Poisoned Weapon Attacks  +3 Points 

Bow- Range 24” 

 

Wererat Rogue 

0-25 Points Magic Items and Feats  

Race Card Lycanthrope +25 Points 
+1 Reflex  +1 Fortitude 

Dual Heritage: May be combined with another Race 

card. 

Lycanthropic Hide 2 

Lycanthropic Shifting: Normal/Were The Hero may 

shift between their normal form and Were form as a 

Reform action.  The Were form may not use or benefit 

from any equipment, but gains +1 to Strength and +3 to 

Mobility. 



 

 

Minotaurs of Khyber 
 

The nightmarish specter of towering bull-men emerging 

from the morning mist to visit unspeakable carnage has for many 

years terrorized the people of Western Breland.  The blood-thirst 

and immense physical power of these enormous beast men are 

wedded to a cunning intelligence and fanatical mindset, making 

them more driven and skilled combatants than the average ogre, 

and therefore, more feared.  The Minotaurs of Eastern Droaam 

have long devoted themselves to the cult of the Demon lord 

Baphomet, glorifying their bestial nature and seeking to realize 

its power in sanguinary ceremonies and a program of bloody 

raids visited upon neighboring Breland, under the banner of the 

cultist Warlord Rhesh Turakbar. 

There is another Minotaur civilization in Droaam that is 

much less well known, formed around subterranean cities led by 

priestly cults known as Cabals.  

These civilized Minotaurs have 

an educated and formalized 

society organized around the 

acquisition of obscure 

knowledge related to the spirits 

and ancient gods they worship, 

often involving obscure logic 

and interpretation of subterranean patterns of the Draconic Prophecy every 

bit as torturous and impenetrable as the paths of their underground demesnes.  

Lacking the bestial ferocity of their surface kindred, they make up for it with 

superior discipline and equipment, and the magical secrets of the Cabalists. 

Both the surface and Khyber dwelling Minotaurs were impressed 

into Droaam‟s war of independence by the coercion of the Sisters, their 

unerring sense of direction and natural aptitude for penetrating the maze-like 

canyons of Droaam‟s wilds proving useful in ensuring the Minotaurs would 

always find their way to the battle at a swift pace. 

Minotaur Warriors Large Infantry, Giant, Elite Base Points:  45  

Unit Size:    3-12 

Civilized or Savage 
Minotaurs 
Command _______ 
Civilized Minotaurs 

Only: 

Musician       +7 Points 

Standard       + 14 Points 

Magic Banner+0-25 Points 

0-1 Minotaur Cabalist 

+20 Points 

Spells_______ 

Minotaur Cabalist 1 
0-2 Level 1 Divine Terror 

Protection or War Spells            

+10 Points 

0-1 Level 2 Divine Terror 

Retribution, or War Spells            

+15 Points 

Armor Class Fortitude Hit Points Will Mobility 

 
3  5 

 
3 

 
4 

 
5 

Melee Skill Strength Melee Attacks Reflexes  

 
+2 

 
+1 

 
3 

 
4   

Ranged Skill Ranged Strength Ranged Attacks   

 
+0 

 
 

 
1 

Special Abilities _________ 
Fearsome 

Goring Charge: On the turn 

they charge, Minotaurs may 

make one additional attack with 

 +2 and no equipment bonuses  

Maze Breaker: Minotaurs may 

re-roll all Reserve rolls 

Savage Minotaurs: 

Berserker Rage (Always) 

Minatour Cabalist: 

Light Healing 

Equipment__________________ 
Sword 

Savage Minotaurs 

Equip  Great Axe +6 Points 

Civilized Minotaurs: 

Heavy Armor 

Shield 

Replace with Great Weapon                      +6 Points 

Equip with Greatbow +6 Points 



 

Manticores 

Amongst the many fearsome large flying beasts that roam Droaam‟s wilds, the bestial Manticores 

demonstrate an unexpected sociability and interest in participating in the strange nation being erected under 

their outstretched wings.  Possessing voracious appetites and crude manners, more than a few Manticores seek 

their own share of blood sports and war spoils, in exchange for their own, admittedly temporary, services as 

flying artillery and personal conveyance for Droaam‟s warlords.   

Manticores are of course perfectly capable of swooping down and devouring supporting units of 

artillery and mages, but they often prefer to hover at a prudent distance and whip out a harrying barrage of 

spikes from their pronged tails.  Whether hovering high above or set on some remote perch, this allows 

Manticores to sow chaos in the enemy lines without risking themselves in melee, which is as they prefer it.  

Manticore‟s are too independent and capricious to be employed in units, but more than a few of Droaam‟s 

War lords have counted themselves lucky to have the services of the bat-winged behemoths. 

 

Manticore Huge Monster, Beast, Rare Base Points:  190  

Unit Size:    1 

 
 

Armor Class Fortitude Hit Points Will Mobility 

 
4  6 

 
4 

 
4 

 
5 

Melee Skill Melee Strength Melee Attacks Reflexes  

 
+2 

 
+2 

 
4 

 
5  8 

Ranged Skill Ranged Strength Ranged Attacks   

 
+1 

 
+1 

 
6 

Special Abilities _________ 

Fearsome 

 Equipment__________________ 
Natural Armor I 

Tail Spikes – Range 24” 
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