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Border Princes











The region south of the Black Mountains, beyond Black Fire Pass, north of the Black Gulf and Blood River, east of Tilea and west of the World's Edge Mountains is known as the Border Princes.  It is a wild land, thinly settled, but fiercely contested.  It was permanently settled by the Bretonnians in 1452, after an army of Knights Errant, on their way to the crusades in Araby by land, were held up by the greenskin tribes in the area.  After slaughtering their way to the Blood River, word reached the army that the crusades had ended.  Rather than go back to Bretonnia disappointed, the army decided to settle in the large wilderness they had just cleared of Orcs.  Since then, the Bretonnian settlers, reinforced by Knights Errant from Bretonnia seeking land to claim as part of their knighthood, have carved out their realm, beating off Orc raiders, Dark Elf slavers, undead incursions, and the avaricious advances of the Empire.  Life is much the same here as in Bretonnia, with only small differences - there are far more Knights Errant here for a start.  To become a Knight of the Realm, a Knight Errant must, in addition to completing his errand of knighthood, acquire the land for his domain.  While there is plenty of land, much of it is still inhospitable wilderness or in the hand of the enemy, so landed knights are a minority.  There are also more commoners in proportion to the knights than there are in Bretonnia, owing to the fact that they breed quite quickly to offset the attrition of near constant warfare, something the commoners of the homeland don't have to put up with.  Of course, even though they are outnumbered by the commoners, the number of knights doesn't drop considerably - there are far more opportunities for honour and land in the Border Princes than Bretonnia, so many Knights Errant migrate here to achieve their errands...


Of course, the Bretonnians aren't the only ones in the Border Princes, although they do form the majority of the population.  The Dwarves have numerous strongholds in the region, notably Barak Varr, and were present long before the Bretonnians arrived.  They welcomed the humans, because they aided their constant war with the greenskins, and brought new trade to their fading empire.  In the last 500 years, Empire settlers have moved into the area around Black Fire Pass, fleeing first the chaos of a splintered Empire in civil war without an emperor, and then the Great War against Chaos.  Since the re-unification of the Empire, however, movement from there into the Border Princes has been more in the way of military expiditions rather than independant settlers, as the emperor and elector counts can now focus on growth rather than feuding...


There are many tales of Wood Elves, their settlements hidden away in the forests scattered across the land, although verification is scarce.  Mercenaries are almost as common here as they are in Tilea - there's always someone who wants a fight and is willing to pay.  And then there's the ever present threat of the Orcs across the river and in the mountains - untold hordes, sweeping across the land to pillage and burn.  Only the skill and valour of the Bretonnian knights holds them back.








Special rules





Magic Items:  Characters and units may select items from those usually reserved for Bretonnians only and Empire only, according to their race.  There is a limit, though - Bretonnians may not have the Banner of the Lady of the Lake, for it is sacred in Bretonnia and would never be taken outside the country except in the case of an errantry war, and Empire characters may not have a Runefang - these are available only to the Elector counts and two others.





Few Knights:  Knights, whilst still being the backbone of the Bretonnian army in the Border Princes, are fewer in number than in Bretonnia.  There are still heaps of them, it's just that there aren't as many relative to the number of commoners as in Bretonnia.  To represent this, for each unit of knights, you must take a unit of commoners.





Knightly Virtues:  Bretonnian characters may have virtues selected from the list in Warhammer Armies Bretonnia as normal.  All virtues work as normal.





Lance:  Bretonnian knights may form the lance as detailed in Warhammer Armies Bretonnia.





Arrowhead:  Bretonnian bowmen may form the arrowhead as detailed in Warhammer Armies Bretonnia.





The Lady's Blessing:  Bretonnian forces may pray to the Lady of the Lake at the start of the battle, as detailed in Warhammer Armies Bretonnia.  The same limitations apply in the Border Princes, and if you include any Empire troops with blackpowder weapons you may not use the prayer, nor may you do so if your allies bring ANY war machines.  War machines are not just limited to those which come from a category called war machines.  Any inanimate device, such as a chariot, is a war machine as far as the blessing is concerned.





Bretonnian Warhorse:  Unfortunately for the Border Princes Bretonnians, they are not exempt from the royal ban on the exportation of horses from Bretonnia.  Bretonnians in the Border Princes therefore ride ordinary warhorses, which are not immune to movement penalties for armour.





Strife:  Although Bretonnian and Empire settlers will fight together against enemy such as Orcs and undead, they do not do so gladly.  When they are not fighting such foes, they are quite likely to be fighting each other.  Bretonnians consider imperials to be greedy, without honour, and unbearably arrogant and conceited, whilst the Empire thinks Bretonnians to be stupid, backward, and trespassers in the land which they have decided is theirs by right.


At the start of each turn, roll a d6 for every Bretonnian unit within 6" of an Empire unit, and vice versa.  On a roll of a 1, the unit will shoot or charge the nearest supposedly friendly unit if possible.  No other action may be taken by that unit that turn.  Any combat will stop at the end of the hand-to-hand combat phase, and the units will be placed 1 inch apart facing any direction you wish.  Strife does not affect units already in combat or within charge range of an enemy unit.  Normal combat resolution takes place, as do break and resulting panic tests.





Detachments:  Empire state troops may use detachments as described in Warhammer Armies Empire if they wish, although the practice has fallen largely into disuse in the Border Princes because of its lack of effectiveness and the removal of the bounds of traditional Empire army organisation.





BRETONNIAN UNITS





Bretonnians still form the majority of the population of the Border Princes.  After all, they conquered and colonised it over 1000 years ago, and had it mostly to themselves (barring Empire, Orc, and Undead incursion) for most of that time.  As such, you will find that the majority of the troops you field will come from this section.  Bretonnian units must consist of at least 5 models, including champion, standard bearer and musician if you wish to have them.  Standards and musicians cost double points for commoners, but only are normal cost for knights - it would be shameful and dishonourable to fight without them.





Characters





You may spend up to 50% of your points allowance on Bretonnian characters.  This is different to the normal Bretonnian character allowance, because there are so few Bretonnian lords in the region.  Your Border Princes general must be a Bretonnian Lord.





1 General		105 points





You must include a general.  He is the best warrior in your army, and most effective leader.





Profile	M	WS	BS	S	T	W	I	A		LD


Bretonnian Lord	4	6	6	4	4	3	6	4		9


Warhorse	8	3	0	3	3	1	3	1		5





EQUIPMENT: The general may be equipped with any combination of armour and weapons from the knightly equipment list.





MAY RIDE: The general usually rides a warhorse (+3 points), but may also ride a monster from the Bretonnian monster list.





MAGIC ITEMS: The general may have up to 3 magic items.





VIRTUES: The general has at least one virtue, either the Knight's Virtue (+5 points), Questing Virtue (+10 points), or Grail Virtue (+15 points).  He may have another from the virtues list.





0-1 Battle Standard Bearer	80 points





The battle standard bearer is a knight who carries the banner of the army, inspiring troops to victory and rallying those who falter.





Profile	M	WS	BS	S	T	W	I	A		LD


Battle Standard


Bearer	4	6	6	4	4	3	6	4		9


Warhorse	8	3	0	3	3	1	3	1		5





EQUIPMENT: The battle standard bearer may have any combination of weapons and armour from the knightly equipment list.





MAY RIDE: The battle standard bearer may ride a warhorse or a monster from the Bretonnian monster list.





MAGIC ITEMS: The battle standard bearer may be given a single magic item.  This may be a magic standard.





VIRTUES: The battle standard bearer has at least one virtue, either the Knight's Virtue (+5 points), Questing Virtue (+10 points), or Grail Virtue (+15 points).  He may have another from the virtues list.





Heroes		65 points





You may take as many heroes as you can afford.  Although not as common in the Border Princes as in Bretonnia because of the scarce population, heroic knights can almost always be found for a battle.





Profile	M	WS	BS	S	T	W	I	A		LD


Hero	4	5	5	4	4	2	5	3		8


Warhorse	8	3	0	3	3	1	3	1		5





EQUIPMENT: A hero may be equipped with any combination of armour and weapons from the knightly equipment list.





MAY RIDE: Heroes may ride warhorses (+3 points), and may also ride a monster from the Bretonnian monster list, although many prefer to go on foot.





MAGIC ITEMS: A hero may have up to 2 magic items.





VIRTUES: Heroes have at least one virtue, either the Knight's Virtue (+5 points), Questing Virtue (+10 points), or Grail Virtue (+15 points), and may have another from the virtues list.





Champions		Knightly champion 35 points


		Commoner champion 30 points





Bretonnian troops may be led by champions of the same type.  It is suggested that every unit is led by a champion.





Profile	M	WS	BS	S	T	W	I	A		LD


Champion	4	4	4	4	3	1	4	2		7


Warhorse	8	3	0	3	3	1	3	1		5


Horse	8	0	0	3	3	1	3	0		5





EQUIPMENT: A champion must be equipped in exactly the same manner as the troops he leads.





MAY RIDE: A knightly champion must ride a warhorse (+3 points).  A commoner champion rides a horse (+2 points) if his unit is mounted.





MAGIC ITEMS: Champions may have one magic item.





VIRTUES: Knightly champions have the Knight's Virtue, at no extra cost.





Sorceresses		Sorceress 56 points


		Sorceress Champion 118 points


		Mistress Sorceress 190 points


		Lady Sorceress  287 points





Wizards in Bretonnia tend to be women unless they are imported from the Empire - honour does not allow men to take up the profession.  Border Princes armies may include as many sorceresses as you can afford.





Profile	M	WS	BS	S	T	W	I	A		LD


Sorceress	4	3	3	3	4	1	4	1		7


Sorceress Champion	4	3	3	4	4	2	4	1		7


Mistress Sorceress	4	3	3	4	4	3	5	2		7


Lady Sorceress	4	3	3	4	4	4	6	3		8


Warhorse	8	3	0	3	3	1	3	1		5





MAGIC: A sorceress has one spell per level, and uses battle magic.





EQUIPMENT: Sorceresses may be armed with any weapons from the Bretonnian equipment list.  They can not be equipped with armour, except barding for their steed.





MAY RIDE: Sorceresses may ride warhorses (+3 points) or monsters from the Bretonnian monster list.





MAGIC ITEMS: A sorceress may be given one magic item for each spell level she has.











Knights





As with the normal Bretonnian army list, the troops are divided into Knights and commoners.  Things are done differently in the Border Princes, though.  Here, it is not uncommon to find commoners accompanied by only a single small unit of knights, and there are few, if any, Questing or Grail Knights.  However, even in the worst of times there are ALWAYS knights.  You must spend at least 10% of your points allowance on Bretonnian knights. 








1+ units of Knights Errant	32 points per model





Knights Errant are, unlike in Bretonnia, the main cavalry force of the Bretonnians in the Border Princes.  In part this is because of the history of the Border Princes and the Bretonnian conquest - it was achieved by an army of Knights Errant.  Then of course there is the small number of baronial domains compared to the large number of knights in the region.  A knight cannot advance from Knight Errant to Knight of the Realm without a keep and lands to protect, and so, while many Knights Errant are accomplished warriors, they must wait until land can be found for them.





Profile	M	WS	BS	S	T	W	I	A		LD


Knight Errant	4	3	3	3	3	1	3	1		7


Warhorse	8	3	0	3	3	1	3	1		5





EQUIPMENT: Knights Errant wear heavy armour, ride barded warhorses, and carry shields.  They wield swords and lances.





SAVE: 2+





OPTIONS: One unit of Knights Errant may be given a magic standard.





SPECIAL: Knight's Virtue 





Knights of the Realm		39 points per model





Knights of the Realm are found wherever Bretonnians settle, for they are the core of knighthood.  However, they aren't as common in the Border Princes as they are in Bretonnia itself.  So, for every unit of Knights of the Realm, you must have an accompanying unit of Knights Errant.





Profile	M	WS	BS	S	T	W	I	A		LD


Knight of the Realm	4	4	3	4	3	1	3	1		7


Warhorse	8	3	0	3	3	1	3	1		5





EQUIPMENT: Knights of the Realm wear heavy armour, ride barded warhorses, and carry shields.  They wield swords and lances.





SAVE: 2+





OPTIONS: Any unit of Knights of the Realm may be given a magic standard.





SPECIAL: Knight's Virtue 








Commoners





Commoners have always outnumbered the knights, but here in the Border Princes the proportion is even greater.  To represent this, for each unit of knights you must take an accompanying regiment of commoners.





Commoners		Bowmen 8 points per model


		Men-at-arms 5 points per model


		Squires 5 points per model


		Mounted squires 10 points per model





Commoners are the peasants of the Border Princes, the ones who do all the work.  In times of war, though, just like in Bretonnia, they fight beside the knights with no less courage.





Profile	M	WS	BS	S	T	W	I	A		LD


Commoner	4	3	3	3	3	1	3	1		7


Horse	8	0	0	3	3	1	3	0		5





EQUIPMENT: Bowmen are armed with long bows and swords.  Men-at-arms are armed with hand weapons.  Squires carry swords.  Mounted squires ride horses and wield swords.





SAVE: Bowmen none.  Men-at-arms none.  Squires none.  Mounted squires 6+.





OPTIONS: Bowmen may have light armour at +2 points per model.  Men-at-arms may wear shields (+1 point) and/or light armour (+2 points), and may use spears (+1 point) or halberds (+2 points).  Squires may have spears (+1 point) or longbows (+3 points).  Mounted squires may have light armour (+4 points), shields (+2 points), spears (+2 points), and/or bows (+4 points).





SPECIAL: Bowmen may use the arrowhead formation.  Squires and mounted squires may skirmish.














EMPIRE UNITS





The Border Princes area, whilst being originally conquered and settled by the Bretonnians, has long been coveted by greedy Empire lords seeking to expand their realms.  Many expiditionary forces have been sent out of the Empire into the region to secure new lands, and some have even managed to succeed.  However, Empire settlers are a minority.  Your Border Princes army may include up to 40% of it's points allowance on Empire units and characters.  A unit consists of at least 5 models unless stated otherwise, and these 5 can contain a champion, standard bearer, and musician.  Standards and musicians cost double normal points for the troop type they are.





Characters





You may spend up to 20% of your army allowance on Empire characters.  If you wish to have Empire characters, you must also include the mandatory unit of halberdiers for them to lead.  You may not have Empire lords.





Heroes		65 points per model





Empire heroes are the courageous leaders of the settlers and expiditionary forces sent to conquer the Border Princes.





Profile	M	WS	BS	S	T	W	I	A		LD


Hero	4	5	5	4	4	2	5	3		8


Warhorse	8	3	0	3	3	1	3	1		5





EQUIPMENT: A hero may be equipped with any combination of armour and weapons from the Empire equipment list.





MAY RIDE: Heroes may ride warhorses (+3 points), and may also ride a monster from the Empire monster list, although many prefer to go on foot.





MAGIC ITEMS: A hero may have up to 2 magic items.





Champions		30 points per model





Empire troops may be led by champions of the same type.  It is suggested that every unit is led by a champion.





Profile	M	WS	BS	S	T	W	I	A		LD


Champion	4	4	4	4	3	1	4	2		7


Warhorse	8	3	0	3	3	1	3	1		5


Horse	8	0	0	3	3	1	3	0		5





EQUIPMENT: A champion must be equipped in exactly the same manner as the troops he leads.





MAY RIDE: A champion must ride a warhorse (+3 points) or horse (+2 points) if his unit is mounted.  He must ride the same type of horse as his unit.





MAGIC ITEMS: Champions may have one magic item.





0-2 Wizards		wizard 56 points


		wizard champion 118 points





Empire settlers prefer to hire wizards from their own people, rather then trust Bretonnian hags.  A such, they must take what they can get, which usually isn't all that good.  Empire contingents never have better than wizard champions, and can never find or afford more than two wizards.





Profile	M	WS	BS	S	T	W	I	A		LD


Wizard	4	3	3	3	4	1	4	1		7


Wizard champion	4	3	3	4	4	2	4	1		7


Warhorse	8	3	0	3	3	1	3	1		5





MAGIC: A wizard has one spell per level, and uses battle magic.





EQUIPMENT: Wizards may be armed with any weapons from the Empire equipment list.  They can not be equipped with armour, except barding for their steed.





MAY RIDE: Wizards may ride warhorses (+3 points) or monsters from the Empire monster list.





MAGIC ITEMS: A wizard may be given one magic item for each spell level he has.








Regiments





0-1 Knightly Order		39 points per model





You may include in your army a single unit of knights from one of the many knightly orders.  They are powerful troops, clad in full armour emblazoned with the symbols of their order.





Profile	M	WS	BS	S	T	W	I	A		LD


Knights	4	4	3	4	3	1	4	1		8


Warhorse	8	3	0	3	3	1	3	1		5





EQUIPMENT: Knights wear heavy armour, carry a shield, and ride barded warhorses.  They are armed with lances and swords.





SAVE: 2+





OPTIONS: The knights may be armed with double-handed weapons instead of their lances.  


Alternatively, they may discard their lances and wield only hand weapons, for a discount of -4 points per model.  The knights may carry a magic standard.





0-1 unit of Blackpowder Troops	Pistoliers 22 points per model


		Outriders 28 points per model


		Handgunners 8 points per model





You may include a single unit of either pistoliers, outriders, or handgunners in your army.  Black powder is scarce in the Border Princes, and so you must choose carefully between the available troops.





Profile	M	WS	BS	S	T	W	I	A		LD


Blackpowder


Trooper	4	3	3	3	3	1	3	1		7


Horse	8	0	0	3	3	1	3	0		5





EQUIPMENT: Pistoliers wear light armour, and carry two pistols and a sword.  Outriders wear light armour, ride barded horses, and carry a sword and either a repeater hand gun or a repeater pistol.  Handgunners carry swords and handguns.





SAVE: Pistoliers 5+.  Outriders 4+.  Handgunners none.





OPTIONS: Handgunners may have light armour at the cost of +2 points per model





1+ unit of Halberdiers	7 points per model





Halberdiers are the core of any Empire force, no matter where in the world it be, even if it no longer owes any allegiance to the Emperor, as is the case with many Empire lords of the Border Princes.  As such, if you include any Empire descended forces in your army, you must take at least one unit of halberdiers as part of it.		





Profile	M	WS	BS	S	T	W	I	A		LD


Halberdiers	4	3	3	3	3	1	3	1		7





EQUIPMENT: Halberdiers wield halberds and hand weapons.





SAVE: none





OPTIONS: Halberdiers may be equipped with light armour at the cost of +2 points per model. and / or shields at the cost of +1 point per model.








Infantry		Spearmen 7 points per model


		Greatswords 7 points per model


		Swordsmen 7 points per model


		Archers 8 points per model


		Crossbowmen 8 points per model





Empire descended forces in the Border Princes, whether expiditionary armies or those already settled, rely heavily on infantry.





Profile	M	WS	BS	S	T	W	I	A		LD


Standard Infantry	4	3	3	3	3	1	3	1		7


Swordsmen	4	4	3	3	3	1	3	1		7





EQUIPMENT:  Spearmen carry spears, hand weapons, and shields.  Greatswords carry double-handed weapons and hand weapons.  Swordsmen carry shields and hand weapons.  Archers carry long bows and hand weapons.  Crossbowmen carry crossbows and hand weapons.





SAVE: Swordsmen 6+.  Spearmen, greatswords, archers, crossbowmen none.





OPTIONS: Any infantry may be equipped with light armour at the cost of +2 points per model.  Archers and crossbowmen may have shields at +1 point per model.





SPECIAL: Archers may skirmish.








Dwarves		10 points per model





The Dwarves have a number of strongholds throughout and around the Border Princes, in particular their sea fort Barak Varr.  As well as being obvious allies, many Dwarves enlist in the service of Border Princes lords, who value their skills and workmanship as well as their valour and loyalty.





Profile	M	WS	BS	S	T	W	I	A		LD


Dwarf	3	4	3	3	4	1	2	1		9





EQUIPMENT: Dwarves wear light armour and wield hand weapons.





SAVE: 6+





OPTIONS: Dwarves may be equipped with spears for the cost of +1 point per model, or double handed weapons for +2 points per model, or crossbows for +3 points per model, or hand guns for +3 points per model.  They may carry shields for +1 point per model, and may replace their light armour with heavy armour for +1 point per model.





SPECIAL: Dwarves hate all Orcs and Goblins as detailed in the Warhammer Battle Book.  Dwarves also suffer from the Elf Grudge as detailed in the Warhammer Battle Book, and flee and pursue 2d6 - 1".





War Machines





Empire troops have brought with them some of their famed artillery, although such things are limited.  One reason is that the Emperor is not keen on having his war machines leave the Empire, and so special permission must be had to export such devices, usually as part of a military column.  Another is that black powder is still very rare, even so close to the Empire.  You may spend up to 10% of your points allowance on war machines as long as you have Empire troops, but this still counts towards your 40% Empire troops allowance..  You must have a unit of blackpowder troops or Dwarves to take war machines.





Great Cannon		100 points each





Profile	M	WS	BS	S	T	W	I	A		LD


Great Cannon	-	-	-	-	7	3	-	-		-


Crew	4	3	3	3	3	1	3	1		7





EQUIPMENT: The crew of three have hand weapons.





SAVE: none





SPECIAL: see Warhammer Armies Empire for details of how to use a cannon.





Mortar		100 points each





Profile	M	WS	BS	S	T	W	I	A		LD


Mortar	-	-	-	-	7	3	-	-		-


Crew	4	3	3	3	3	1	3	1		7





EQUIPMENT: The crew of three have hand weapons.





SAVE: none





SPECIAL: see Warhammer Armies Empire for details of how to use a mortar.








Allies








You may select up to 25% of your Border Princes army from the following army lists: Bretonnia, Empire, Dwarves, Wood Elves, High Elves.


Because of the nature of the Border Princes, mercenaries are extremely common.  As such, you may spend up to 50% of your points on Dogs of War allies, but you cannot take any other allies if you do this.








Monsters





You may select up to 25% of your army from the monster lists in Warhammer Armies Bretonnia and Warhammer Armies Empire.  This allowance does not include the cost of ridden monsters, which goes towards the characters allowance.  Bretonnian characters may only ride monsters from the Bretonnian monster list, Empire characters may only ride monsters from the Empire monster list.























Designer's notes - or my little ramble :)





I love my Bretonnians.  I can't get enough of them.  The background is excellent, the models terrific, and the tactical challenges tricky (trying to come up with a way to win apart from charge and hope).  As such, anything new for them would be good.


I have recently been subverted by the new plastic boxed regiments for the Empire.  However, upon borrowing the army book, I found that I really don't like the Empire - it's background, whilst wonderfully developed, just doesn't sit well with me.  I find myself considering the Empire as somewhat stupid in mindset.  And I don't like many of their troops.  So what to do?


Well, for over a year now I have had a few small ideas for something to do with the Border Princes.  There isn't much in any of the Warhammer stuff I've got about the Border Princes - the story if its conquest by an army of Knights Errant is the only mention in the Bretonnian army book, and the only mention of it in the Empire book is a single line!  So, it was up to me and my imagination to come up with something...


Nothing got done, of course.  At the time I had no interest in the Empire stuff, and was really more interested in finishing my Bretonnian army than trying to develop a specialised arena for them.  And of course my four other armies drained my attention as well...


Then along came Dogs of War and the new plastics for the Empire.  Just the spur I needed!





So, what did I have in mind?  Well, originally it was going to be some sort of amalgamation of Empire, Bretonnia, Dogs of War, and Dwarves with a bit of Wood Elf thrown in.  Lots of the special rules would be cut out...


It's still an amalgamtion of sorts, but a much more orderly and cut down one.  The Dogs of War are just allies, albeit large ones, and so are the Dwarves and Wood Elves.  All the special rules are still there.  Why did I do it like this?





Basically, this list is what I want.  I wanted Bretonnians, without the overpowered troops (well, they aren't terribly overpowered, but they get used soooo much for rare troops...), and I wanted Empire with only the troops I liked.  The whole army list is based around a collection of troops and miniatures that I like and want - my Empire force was going to be several boxes of the new plastics, a general, and a small unit of knights (NOT any of the existing knights, either - I just find the models silly).  I could have just stuck with this 1200 - 1500 point army, and added some Bretonnian allies, or used it as the allies, but I thought that I could go one better.  And as I went along, I chucked out the bits I decided I didn't want.  So what this list represents is my idea for a mixed army of Bretonnians, the Empire stuff that looks good to me, and my ideas of how they should be played.





I don't like the detachment rule - I find it useless.  Most of the Empire troops I left out you can take as being despised - except the halflings, I just didn't think them appropriate, really.  The Dwarves deserved their options changes - can you really imagine Dwarves without heavy armour, no matter where they are?





My concept of the Border Princes is this - Bretonnian settled, with Empire settlers in some places, neither lot getting along very well.  The Dwarves are there as well, very glad to be of assitance in killing greenskins, there are mercenaries all over the place, and you will find the occasional Wood Elf.  It's basically a melting pot, and unlike with other armies I would prefer the use of allies.  Bretonnians are the core, supported by Empire units.  Tack on a couple of units of proper Dwarves, some Wood Elf archers, and a heap of Dogs of War, and you have the sort of army I want to play with.  Hopefully this list will enable this sort of thing to be fielded.  I suppose you could do it just as well by taking a section of your army from each, but I think that doing an army list gives it the feel of a proper army, not just a one-off whip-up for the fun of it.





I know that this list leave plenty of room for exploitation and abuse - don't do it.  Just like the Studio does, I have left the list open and free for flexibilty, because you can have more fun that way.  Try to remember that you are playing a game for fun, not a sport for winning and prizes.  





Enjoy.  Have fun.


