North Irvine Wargames Club - Hordes of the Things Competition – Armies

The following 24 AP armies have been created and will be provided for the random draw.

AZTEC SEMI-HISTORICAL - Page 61

1

Stronghold:
Teocalli

Hero General 



@4 AP



1

Magicians




@4AP



1

Blades




@2AP



3

Shooters




@2AP



1

Hordes




@1AP



8

24 AP

Alternatives:  Warband @2AP, Flyers @2AP, Sneakers @3AP

NB:  The Armies total of 6,4, and 3 AP Elements must not exceed 2AP and its General may not be a Lurker or Sneaker element.

Generic Undead – Page 35
2
Stronghold: 
Barrow

Magician General


@4AP



1

Sneakers




@3AP



1

Flyers




@2AP



2

Knights




@2AP



1

Riders




@2AP



2

Hordes




@1AP



6

Lurkers




@1AP



1

24AP

Alternatives:
Heroes @ 4AP, Behemoths @ 4AP
NB:  The Armies total of 6,4, and 3 AP Elements must not exceed 2AP and its General may not be a Lurker or Sneaker element.

Generic Reptillian –Page 36 (Hordes deleted)

3
Stronghold:
Ruined Sci-Fi City

Behemoth General


@4AP



1

Behemoths



@4AP



2

Flyers




@2AP



1

Riders




@2AP



3
Beasts




@2AP



1

Knights




@2AP



1

24AP

Alternatives: Airboat
@ 3AP, Magician @ 4AP, Horde @ 1AP
NB:  The Armies total of 6,4, and 3 AP Elements must not exceed 2AP and its General may not be a Lurker or Sneaker element.

Generic Elf - Page 34 (Slightly modified)

4
Stronghold: 
Castle/Tents

Magician General


@4AP



1

Magician




@4AP



2

Knights




@2AP



2

Shooters




@2AP



4

24AP

Alternatives: Sneakers @ 3AP, Lurkers @ 1AP, Behemoths @ 4 AP

NB:  The Armies total of 6,4, and 3 AP Elements must not exceed 2AP and its General may not be a Lurker or Sneaker element.

Generic Dwarf – Page 34 (Slightly Modified) (Army from Ross)

5
Stronghold:
 Cavern

Hero General



@4AP



1

Blades




@2AP



9

Shooters




@2AP



1

24 AP
Alternatives:   Sneakers @ 3 AP, Cleric @ 3 AP, Artillery @ 3 AP
NB:  The Armies total of 6,4, and 3 AP Elements must not exceed 2AP and its General may not be a Lurker or Sneaker element.

Shanks (Slightly modified Fish) – Page 52
6

Stronghold:
Ship
Blade General



@2AP



1

Blades




@2AP



3

Shooters




@2AP



4

Hordes




@1AP



3

Behemoth




@4AP



1

Lurker




@1AP



1

24 AP

Alternatives:  Magicians @ 4 AP

Da Vinci Italian – Page 60

7
Stronghold:
 City Gateway

Cleric General



@3AP



1

Behemoth




@4AP



1

Artillery




@3AP



1

Flyers




@2AP



1

Knights




@2AP



2

Riders




@2AP



1

Shooters




@2AP



2

Horders




@1AP



2

24 AP

NB:  The Armies total of 6,4, and 3 AP Elements must not exceed 2AP and its General may not be a Lurker or Sneaker element.

Victorian Science Fiction – Page 63 (From Iain)

8
Stronghold:
Military Camp

Shooter General


@2AP



1

Shooters




@2AP



3

Knights




@2AP



2

Behemoth




@4AP



1

Airboat




@3AP



1
Artillery




@3AP



1

Flyers




@2AP



1

24AP

Alternatives:  Magician @4 AP, Water Lurker @ 1AP, Warband @ 2AP, Hordes @ 1AP, Sneaker @ 3 AP

NB:  The Armies total of 6,4, and 3 AP Elements must not exceed 2AP and its General may not be a Lurker or Sneaker element.

Carolingian Epic – Page 41 (from Ross)

9

Stronghold: 
Castle

Paladins




@4AP



2

Cleric Bishop



@3AP



1

Knight General



@2AP



1

Knights




@2AP



5

Horde




@1AP



1

24 AP

NB:  The Armies total of 6,4, and 3 AP Elements must not exceed 2AP and its General may not be a Lurker or Sneaker element.

Generic Ratmen – Page 36 (From  embarrassingly forgotten name )

10

Stronghold:
Sewer

Hero General



@4AP



1

Magician




@4AP



1

Warbands




@2AP



2

Shooters




@2AP



2

Beasts




@2AP



2

Hordes




@1AP



4

24AP

Alternatives: Sneakers @ 3AP, Lurkers @ 1AP, Artillery @ 3AP

NB:  The Armies total of 6,4, and 3 AP Elements must not exceed 2AP and its General may not be a Lurker or Sneaker element.

Egyptian Semi-Historical -Page 59

11

Stronghold: Gate House

Hero General



@4AP



1

Magicians




@4AP



1

Knights




@2AP



4

Blades




@2AP



2

Shooters




@2AP



2

24AP

Alternatives:  Sneaker @3 AP, Water Lurkers @ 1 AP

NB:  The Armies total of 6,4, and 3 AP Elements must not exceed 2AP and its General may not be a Lurker or Sneaker element.

Dracula –Page 55 (In course of build)

12

Stronghold: 
Castle

Aerial Hero General


@6AP



1

Sneakers




@3AP



1

Riders




@2P




2

Shooters




@2AP



2

Beasts




@2AP



2

Flyers




@2AP



1

Hordes




@1AP



1

24 AP
Alternatives:  Magician General @ 4AP, Flyers @ 2AP
NB:  The Armies total of 6,4, and 3 AP Elements must not exceed 2AP and its General may not be a Lurker or Sneaker element

