This pack introduces two new types of
troops for use in Goblinoid armies:

¢ Two units of Red Banner Ogres

® Three units of Green Banner Goblin
Halberdiers

This pack also includes three types of
previously released troops in order to bolster
the ranks of a Goblinoid army.

® Three units of Blue Banner Goblin
Swordsmen (core set)

e Two units of Green Banner Hobgoblin
- Cavalry (core set)

¢ Two units of Blue Banner Hobgoblin
Hyena Riders (Goblin Marauders expansion)

- This pack comes with enough banners to

» field the Goblinoid troops for the Pennant
camp and enough banners for the Ogre
units to be fielded by either camp (Pennant

@ or Standard). It also contains Weapon

Summary cards (including the updated Sling
i card for use with Goblin Slinger units),
new Unit Summary cards, Specialist cards,
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Welcome to the Goblinoid Army Pack!

the Deployment cards required to deploy
Goblinoid troops using the Battlelore:
Call to Arms expansion custom army
deployment system, and ready-to-play five
new adventures.

The 15 new Call to Arms Goblin
Deployment cards require units from this pack
and troops from the Goblin Skirmishers and
Goblin Marauders expansion packs. The
cards can be used whenever players wish to
play an existing adventure using a customized
Goblinoid army of their own choosing, rather
than the unit mix and deployment dictated by
the adventure’s battle map.

A Word about the Goblinoid Army

The Goblinoid units introduced in this booklet
share the same traits common to all Goblinoid
units, as detailed on pages 38—39 of the BattleLore
Player’s Guide. In particular, the Goblinoid units
possess the traits Goblin Rush (blue Goblinoid
infantry may move two hexes and battle when
moving to engage an enemy in Melee) and
Qoblianun (when forced to retreat, all Goblinoid
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units retreat two hexes for each flag they cannot &
ignore, and check for panic losses). *
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Two units with three
Ogre figures each. -
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Ogre Specialist Card Ogre Summary Card }

These Ogres are not as large as Giant Ogres,
but are larger and stronger than most Hobgoblins.
They have learned that there is strength in
numbers and, thus, always fight as a group.
Because of their numbers, when encountered,
they are very dangerous.

Unlike Creature units, Ogres may not ignore
a flag unless supported. When they are forced
to retreat, Ogres break into a fit of rage and
rampage before retreating. All units (friends or

to see if they take any hits from the rampage.
Roll two dice for each adjacent hex with a unit.
During a rampage, each player rolls for hits on his
opponent’s units. A hit is scored when a banner
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foes) in hexes adjacent to the Ogres must check __*
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color is rolled that matches the unit. All other
symbols rolled are ignored. After all rampage
rolls, the Ogres make their retreat movement.
If their retreat path is blocked, they take one hit

for each retreat hex of movement the unit cannot
complete.

Like normal foot units, the first 7 result from

an Ogre’s attack is ignored.

Note the Ogre’s unit symbol on Battle Maps
and Call to Arms Deployment cards is a single
paw on a red banner.

Goblin Halberdiers w.¢ =

Three units with four
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Halberdier Specialist Card Halberd Summary Card

Goblin Halberdiers are speedy, highly
mobile units that are armed with the medieval
equivalent of a giant can opener. When they
do stand and fight, they can battle toe-to-toe
against most mounted units with some success.
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Hobgoblin Hyena Riders

Two units with three
Hyena Rider figures each.

Hyena Rider Summary Card

Despite being equipped with the same Long
Swords as their lizard-riding brethren, the Hyena
Riders are even fiercer hunters! Once they have
tasted blood, these Hobgoblins rarely let go of
their prey. In pursuit, they push their mount two
hexes beyond the just vacated hex, instead of
one.

The Goblin Swordsman and Hobgoblin
Cavalry units included in this expansion are
described in detail in the BattleLore core game.

\

Call to Arms Deployment Cards

Three deployment cards are included to replace
the Pennant cards that have a creature (so that
players can field any creatures of any banner type).
Replace cards A7, B7, C7 with the new cards
that have the same numbers. The green creature
banner on these cards is changed to a grey banner
to indicate any creature may be deployed.

Also, six new Pennant Call to Arms
Deployment cards are included in this expansion
(A8, A9, B8, B9, C8, C9) that feature units from
this army pack. These cards have a Goblinoid
icon at the top of the card and can be added
to your Pennant Call to Arms Deployment
card sets.

Six new Pennant Call to Arms Deployment
cards are included (A10, A11, B10, B11, C10,
C11) that feature units from the Goblin Marauders
and Goblin Skirmishers expansion packs. These
cards have a Goblinoid icon at the top of the card
and can be added to the Pennant Call to Arms
Deployment card sets (only if players already own
these two expansions).

These new cards, when added to the Call to
Arms Deployment cards that already deploy
Goblinoid units, make up sets of Goblinoid
Army Deployment cards that allow players to
field a Goblinoid force in either drafting mode.
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For your reference, the Deployment cards with
Goblinoid units already in Call to Arms are:

A5, A6, A7
B1, B2, B5
C1,C3,C4,C5

Battle Savvy Troops

Scenarios in this expansion utilize rules for
Battle Savvy troops that represent advanced
fighting techniques. Battle Savvy units use the
following rules:

* A Battle Savvy unit attacked in melee combat
that is not eliminated or forced to retreat from its hex
may battle back.

e A retreating Battle Savvy unit may not battle
back even if the retreat places the unit in a hex that is
adjacent to the attacking unit.

® When a Battle Savvy unit in melee is unable
to fulfill a required retreat movement, the unit may
battle back (after it takes losses and if it is still in its
original hex).

e Battle Savvy units with ranged weapons do not
collect Lore tokens in ranged combat.

e Battle Savvy units with ranged weapons collect
Lore tokens in melee combat.
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Iberian Peninsula-1212

mr yeary of fighting Eobtinois

ops, the task of remoning them
from aff of Eastite ans Hragon seemed
afmost fintsHeS. .‘Kéng ;ﬂﬁfongo g;pﬁ’f fis army
anS marcheS south through the mowrttains,
unaware that fdudammas af- Frasir Has
crogseS the Strit of Sibrattar with
reinforcements. jﬂfb)' Stwision wag agproaching
a smaff stream when confrortes E)' $obins.
Given a mout I was orSereSto riSe

for hetp.

Conditions of Victory
The Standard camp gains one Victory Banner for each unit that occupies a purple highlighted hex.

Special Rules
e All units are considered Battle Savvy.

" Lieutenant o King
Alfonso VIII

Lieutenant of
Muhammad al-Nasir
of Castile

of Faypt
N1 =k
') F Vlc‘!u
L1 Victory Condltlons
| Condlhons q
WAR CoUNCIL Level 1 Ea WAR COUNCIL Level 1 ; | n—_—a% :
,_.‘ R - . 2 A

® The river is fordable.

® The hills are impassable.




Iberian Peninsula- 1212
l’)aS onf TrawefeS a short Sistance
when 3 founS the Dwarves. ’El‘?e)'
Had fome‘é‘ a Sefensive fine on a riSge
with cavalry guarbing thetr flanks.
A targe Eobtin force was formes g
tn the vaffey oposing them. 3 HaB just
StymorteS, when a cavafry cﬁwer
1o5e . F€ofS Him ofm)' mcsswn “ o
froo;ps can Be spareS fere,” He saiS, anS
then He suggesteS I riSe further west to
King Wefonso for etp.

” Conditions of Victory

The camp that occupies the majority of the hill hexes, gains one Victory Banner.

"' The Standard camp is in control of the majority of hill hexes (has more hill hexes occupied Lieutenantof « ”Lleuienant of King
by a unit of that camp than the Pennant camp) at the start of the battle and starts with '; Muhammad al-Nasir Alfonso VIII
one Victory Banner. : of Egypt of Castile
] Special Rules s !

o All units are considered Battle Savvy.
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| «  Vicory

Vidtory i ‘i + Conditions

1 ? x 3+ Condltlons X 3 E
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Iberian Peninsula-1212
3 paB riSSen for- afmost thie entire morning,
Before I founs King Wefonso’s main force.
A Bowman SirecteS me towarS the King's tent,
Bt just then the wooSs an Hills came afive.
“@ostins!” the Gowman showtes. Hden were g
and running. “The Bowman anS His frooao moneS
forwarS, anS a mmﬁy offtcer orBered me <o
Jotn ranks. 5t seemeS to me that necther army
haB expected a Fattle. WOuth that, the fighting
commenceS anS I neer SiS Sefiwer my

message for hetp.

Special Rules
e All units are considered Battle Savvy.

e The river is impassable except at the bridges and shallow fords. In addition, ..
the shallow fords do not stop movement.
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= Special Rules

e This scenario is to be used with the BattleLore: Goblin Marauders and

J
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& BattleLore: Goblin Skirmishers expansions.

w  * All units are considered Battle Savvy. Muhammad

al-Nasir

Vctovy
Conditions
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Iberian Peninsula- 1212

Vme somehow manageS €o HofS the fiefS, ans
the dobiins were tn full retreat. fter

 the Battfe, the King sentt courtery out to cortact

His alltes, Hut after a Soy none returneS. 3 Gefieve
the King feareS that the Eobting woulS wafly if
we watteS any fonger, 5o we Segan the ,pmwét the
next morning. Wfter three Says of harS marching,
we canghit them. @erﬁupy we §HonES Have watteS
for the courtery, forthe &obting Has receined
aSSitional reinforcements, whife our numbery Had

onf)' sfigf)ﬂ?y tncreaseS.

Klné Alfonso VIII -

of Castile
beme
1252 |




Iberian Peninsula- 1212

@e King Has no choice. We felt

Back trto the monntaing, whHife the
overvonfiSertt Eobting cefefrwteS their
o)écéoty. ﬁmg ﬂ(fonso SewiseS a cfwer;p&m
and we moweS ot Surtng the night through
the %egoempemg %5@;, surprising the
&obting. “The Battle was Hars fought, Hict c¢
was a iﬁmgys »Wtozj anS He S8 not watt to
orSerthe pursuit. “The Eobtins’ forve coufs
not oitrun us anS turneS anS maSe a stanS
near a watervonrse anS a farge HIEE.
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Muhammad
al-Nasir
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Special Rules
e This scenario is to be used with the BattleLore: Call to Arms deployment rules.
e All units are considered Battle Savvy.

® The river is impassable except at the bridges and shallow fords. In addition, the
shallow fords do not stop movement.
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