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THE UNWASHED MASSES

Icky Little Gits

iGnoblars are superstitious creatures,

often keeping small stones, coins or
other trinkets as good luck charms. By
some coincidence, or maybe even
ome bizarre evolutionary adaptation, a
proportion of Gnoblars exhibit a
streak. At least, some of the
.. To represent this, at the
g of the game the Gnoblar

For each re-roll, the Gnoblar player
may re-roll any one single D6 result at
lany time during the battle. Note that
the second result always stands and

ou may never re-roll a failed re-roll.

sreenskins

As Goblinoids, Gnoblars are counted as

i Greenskins in all respects.

1 argely Insignificant

No matter how many Gnoblars meet
the endless variety of violent deaths

L promised to their ill-fated race, there

ays;seems to be plenty more ready
take their place. As such, the general
e toa  fleeing Gnoblar is a high-

Gnoblar Army Special Rules

Gnoblars run away.

Gnoblars do not cause Panic if they are
fleeing, if they break from combat or if

they are destroyed, even amongst other
Gnoblars.

Bicker

The constant bickering, bullying, biting
and back-stabbing inherent in Gnoblar
culture is such that even on the
battlefield a group of Gnoblars will
often grind to a halt. Whether it is by
finding a creature smaller than them
that they can hurt, getting bogged
down in an argument over a lucky boot
or just idly watching the fight whilst
picking their noses, when the heat is
on the Gnoblars have a tendency to do
absolutely nothing.

Roll a D6 at the beginning of the turn
for each unit of Gnoblars that is not in
combat, fleeing or subject to any
compulsory:movement. If a unit rolls a
1 it may do nothing at all that turn.

Dogs of War
In a Gnoblar army, the only Dogs of
War units allowed are those that are -

also Greenskins _J; ‘that Da oS

of War regiments must be units of
Orcs, Goblins, Hobgoblins, other
Gnoblars or any other Dogs of War
Greenskins variant. Dogs of War may &
be included as a Rare Unit choice.

I"f:- :
In addition, Gnoblar armies may take| 4

units of Goblins (Common Goblins

only) and Goblin Wolf Riders chosen 8¢
from Warhammer Armies: Orcs & 13
Goblins as Rare Unit choices. Note tha !

if Goblins are taken in this manner, §
they will charge or shoot at the nearest
Gnoblar unit that has the Bicker special
rule if they fail an Animosity, test and' "
roll the ‘Get ‘em’ resuit.

Sharp Stuff

Gnoblars generally carry around a
number of small sharp projectiles
ranging from irate bristlehogs to
sharpened horseshoes for throwing at

any enemies that get too close. Fora &

Gnoblar, there’s nothing quite like the.

satisfaction of hurling a jagged rock
into an unprotected face..

£
Range%s" Strength:
2 x Multiple Sho

Sharp Stuff
Special Rules

'..-:F“' ‘
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THE BAD &6 THE UGLY

New brecds of gnoblar for the horde.

and plundering, looking for shiny things to take and
prisoners to torture for their own satisfaction,
overwhelming the hardiest of foes by sheer weight of
numbers alone.

The Gnoblar horde is made up of those creatures who
have eluded or rebelled against Ogre society, taking
refuge in the Mountains of Mourn and the Dark Lands.
These enormous swarms of Gnoblars go about pillaging

Honchos & Head Honchos
Gnoblar leaders are informally known as
Honchos, or Head Honchos in the case
of the largest-nosed and most bellicose.

Honchos stir up trouble and
insurrection within the Ogre Kingdoms
and are usually hunted down and killed,
either by their Ogre masters or by
jealous followers who would usurp
them. As a result most Gnoblar leaders
are extremely paranoid and cautious.

Rhinoxen

Rhinoxen are huge, hairy cave-beasts
with giant horns, used by Gnoblars to
pull their trading caravans and chariots.
Sometimes an especially pompous or
foolhardy Head Honcho will keep a
Rhinox as his personal pet and do his
best to hang onto its back as he guides
it into battle, often shortly before
being trampled to death by it.

Special Rules

Cause Fear. Rbinoxen are great
snorting monstrosities that cause Fear
as detatled in the Warbammer
rulebook.

Thick Hide. Rbinoxen bave extremely
thick bides that protect them as if
wearing armour. Rbhinoxen bave an
Armour Saving throw of 5+.

Bad Tempered. Rbinoxen are ill-
tempered creatures that are extremely
difficult to control, even for wilfull
Gnoblar Honchos.

If there is an enemy model that is an
eligible target for a Head Honcho
riding a Rbinox to charge during the
Declare Charges part of the Movement
phase, the Head Honcbo must
immediately pass a Ld test or declare a
charge — if there is a choice of models
to charge, the Gnoblar player may
choose freely between them. Such is the
Head Honcho’s influence, and such is
the tightness of the reins around the
Rbinox’s vulnerables, that the Gnoblar
player may roll three dice and choose
the lowest two dice for the Ld test.

Head Honchos mounted on Rbinoxen
never bave to make a Bicker test — the

doesn’t talk much.
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Being the biggest and baddest of their kind, Manbiters gig‘l’l‘
faspire to become better than other Gnoblars and this has of Mouln
“led many Manbiters to embark upon wild, irrational They Io.

editions across the continent. Sometimes a large mob of theif =
¢Manbiters will band together and travel together as e f‘
“mercenaries and sell-swords on short-lived quests to gain oo

" fame and steal good war stories.

i perhaps
\ Special Rules mounta
| Dogs of War. A unit of Manbiters may be bired as a Dogs exceptic

‘of War unit in any Dogs of War, Orcs & Goblins or Chaos Lucky Gits Gnobla:
| Dwarf army. Those Gnoblars even luckier than other Luck-Gnoblars are ¥ fortifyin.

: known as Lucky Gits. A prospective Git will only join their .L. anyscunt

ranks after some exceptional feat of fortune; the sole =
survivor of an avalanche, or making it through the digestive ™ In Gnot
tract of a great mammoth alive. Lucky Gits garb themselyes = Gnolf{laf
in all manner of blue things as they believe it attracts more = teaching
good luck. Indeed, many Lucky Gits daub themselvesin techniqu
bright blue warpaint, from small tattoos to covering their = a result
entire bodies in woad. - to great
: Gnoblar
Special Rules ritual in
Lucky. Lucky Gits may re-roll any dice roll they desire. blood ar
Note that the second result always stands and you may Gnoblar
not re-roll.a failed re-roll. In addition, Lucky Gits have.
P, Magic Resistance (2) and a 6+ Ward Save. Ver;y Lucky.Gits
~ bavea +W dSave. - il S5l &ty
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Pigback Riders

Gnoblars take part in many obscure and
dangerous sports; among the most
popular of these is ‘pig jousting’. Two
Gnoblars sit across from each other on
the backs of pigs with large spears and
charge at each other in an attempt to
unseat their opponent.

When a Gnoblar horde goes to war,
some Gnoblars will attempt to play ‘pig
jousting’ with the enemy. Real pigs will
not suffice in the intense circumstances
of warfare so instead Gnoblars ride atop
each other in a ‘piggy-back’ manner
using their same ‘pig-jousting’ tactics to
slay (or at least irritate) the enemy.

Blood-Gnoblars

High up in the peaks of the Mountains
of Mourn dwell the Blood-Gnoblars.
They look like ordinary Gnoblars except
their warty hides range from different
hues of browns to dark reds. They also
have a heightened sense of hearing,
perhaps due to the high altitude of their
mountain top lairs, making them
exceptional Trappers. Many Blood-
Gnoblars spend all of their time
fortifying their lairs and setting traps for
any curious interlopers.

In Gnoblar society it is the Blood-
Gnoblars who were first responsible for
teaching other Gnoblars the best
techniques of trapping and scouting. As
a result many Gnoblar Trappers will go
to great lengths to look like a Blood-
Gnoblar, achieved through a blood
ritual in which a captive is drained of
blood and once exsanguinated, the
Gnoblars douse themselves in it.

Special Rules

Piggy-Back. Pigback Riders are two
Gnoblars mounted on a single 20mm
base, but with a single profile for both.
Each Pigback Rider base counts as a
single man-sized creature with a Unit
Strength of 2. Pigback Riders get a +1
Armour Save bonus in the same way as
cavalry models do, and they may use
their spears in the same manner as
both cavalry and infantry.

This means they get +1 Strength bonus
from their spears when they charge,
and fight in two ranks when charged or
in subsequent rounds of close combat.

Special Rules

Cunning Traps. Although no one
could accurately describe a Gnoblar as
intelligent, Blood-Gnoblars are
possessed of a certain cunning when it
comes to burting things.

Any unit of five or more Blood-
Gnoblars that spends its entire
Movement phase within an otherwise
unoccupied piece of difficult terrain,
and does not shoot or fight that turn,
may ‘trap’ that piece of terrain. All
Blood Gnoblars in the unit must be
inside the borders of the piece of
terrain for this to occur. For the rest of
the game, any models other than the
Blood-Gnoblars who for any reason
find themselves moving into that
terrain feature each take a Strength 3
bit as the pits, mantraps, finger-snares
and deadfalls prepared by the Blood-
Gnoblars take their toll.

Boglars
Also known as Marsh-Gnoblars or. !
Swamp Goblins, Boglars are a breed ©
of Gnoblars that live in marshes, |
bogs and swamps. Boglars look like
any other Gnoblar though their skin

is a greenish-grey and they have

beady yellow eyes. They spend much
of their time catching frogs, fish and
other amphibijous or reptilian A
critters, dissecting them with broken &
sticks and eating them alive.

— e~

Boglars are extremely sensitive to
sunlight and bright light in general,
only emerging from their swampy

lairs at dusk. Although Boglars
normally seem to affiliate only with
other Boglars, Gnoblars and Goblins,
a large tribe of Boglars in the

Marshes in Madness have been
rumoured! to be in alliance with
strange, cyclopean creatures. 4

Years ago there was much debate
among scholars about the mythical
Toad-Gnoblars, creatures said to
multiply in number at the mere _
touch of water. Such bizarre theories &
have, of course, never been proven,
nor has a Toad-Gnoblar ever been
actually seen (or at least correctly

| identified). Yet several breeds of

A Gnoblars have been described with

similar wondrous and mythical
abilities to that of the Toad-Gnoblar.

Special Rules
tAquaﬂc Boglars and Toad-Gnoblars
| can move over any water feature
without penalty, and will benefit
. from soft cover when in such
terrain.

| i

ﬁ Skirmisbers. Boglars and Toad

| Gnoblars are Skirmishers, as

' described in the Warbammer

" rulebook.

| Waterbirth. Toad-Gnoblars bave a

\ peculiar ability to multiply when

" immersed in water. Any Boglar unit
'\ that has been upgraded to Toad-

' Gnoblars and spends at least part of
| its turn in a water feature may add |
. +DG6 models to its unit at the end
thatrurn. L b el
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RINKETS G TREASURES

Unique Gnoblar magic items scavenged from the battleficld and discovered in the wilderness.

Below is a list of magic items that may only be used by Gnoblar characters from this army list. Note that the rules
governing magic items as described in the Warhammer rulebook apply to the magic items listed here.

$ Honcho Helm (Talisman) 45 pts
Gnoblar leaders like to wear large belms and hats,
symbolising their status and authority, that are often covered
with spikes, borns and tokens for good luck.

_ The bearer gains a Ward Save of 4+.

Funny Trinket (Enchanted ltem) 30 pts

. The Funny Trinket is a small coin or disc, often with the face

£ of a Gnoblar Jester etched on both sides. Any Gnoblar in

. possession of the trinket seems to be amongst the Iucleiest of
bts kind.

# The bearer of the trinket may re-roll any failed Armour and
Ward Saves. Note, that the second result always stands and you
may not re-roll a failed re-roll. 5

* Rhinox Horn (Enchanted Item) 30 pts
When a Rbinox is slain in battle, its borns are sawn off from
its deqd carcass, bollowed oug and kept as souventrs.

The horn may be sounded once per battle at the beginning of
any Gnoblar turn. Until the beginning of the Gnoblar player’s
next turn all Greenskins (Gnoblars, Goblins, Orcs, etc) on the
battlefield gain +2 Leadership (up to a maximum of 10). One
use only.

Red Stone (Talisman) 30 pts
Red Stones are extremely rare rocks that can be found in and
along the Mountains of Mourn and Gnoblar Country.
Occasionally a Gnoblar will be really lucky and not only find
a red stone, but also manage to bang onto it without being
mugged and killed.

The bearer gains a 5+ Ward Save and a Magic Resistance (1).

Grubbi's Dice Bag (Talisman) 25 pts
It’s said that Grubbi won ten games of crook-dice in a row
using these dice, and many Gnoblars claim be would bave
won several more if be wasn’t torn apart by a mob of fealous
comrades.
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When the bearer of the dice bag suffers a wound, roll a D6.
On the result of a 2-6 the wound is ignored, as are all
subsequent wounds that turn. On the result of a 1 the bearer
is slain outright regardless of the number of wounds inflicted.
One use only.

Ogre Tooth (Enchanted Item)

Gnoblars like to collect stuff and finding a tooth or
fingernail of an Ogre on the ground is indeed a sign of good
luck. It is said that a Gnoblar that swallows an Ogre Tooth
whole will gain the courage of bis Ogre masters.

20 pts

At the start of any of their turns, a Character bearing the Ogre
tooth may choose to swallow the tooth. Roll a D6, on the
result of a 1 the Gnoblar chokes and dies. On the result of a
2+, the character and any unit with a model within 6"
becomes Immune to Psychology until the beginning of the
next Gnoblar turn. One use only.

The Purple Rock (Talisman) 40 pts
The Purple Rock is a small shard of Amethyst stripped from
the cache of a dead wizard.

The item may be used once in each enemy Magic phase. When
the enemy casts a successful spell, instead of attempting to
dispel it the Gnoblar player may activate the Purple Rock. Rolt
a DG, on the result of a 4+ the spell is dispelled and fails to
work. On the result of a 1-3 the spell works as normal and the
bearer of the Purple Rock suffers a S3 hit. Note that the Purple
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Rock does not work against a spell cast with Irresistible Force.

Gnoblar Thicefstone (Talisman) 15 pts
Thiefstones attract magical power, and a quick pass of a
thiefstone over a corpse will quickly stick any item of any
importance firmly to the stone. Gnoblars love playing with
such devices, though if an Ogre spots a Gnoblar with one,

the Gnoblar gets squisbed and the Ogre takes the thiefstone
for bimself

Due to the magical flux generated by this item, the wearer and
the unit he is with benefits from Magic Resistance (1). A
character may take more than one Thiefstone (up to a
maximum of three) at 15 points per stone, each additional
Thiefstone adds +1 to his Magic Resistance. Unlike other
magic items, multiple characters in the Gnoblar army may take
a Thiefstone (and multiples of them).

Ogre-Head Standard (Magic Standard) 20 pts
The most rebellious and vicious of Gnoblars will gang up on
a lone Ogre in groups of fifty or more, slit his throat with
crude, makeshift weapons and display bis bead as a tropby
of victory.

When the bearer of the Ogre-Head Standard joins a unit of
Gnoblars (of any type), it no longer has to roll to see if it
Bickers each turn. However, any unit of Ogres fighting against
the bearer or the unit he is with will suffer from batred as
described in the Warhammer rulebook.









