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SPIRIT HOSTS

DESCRIPTION
A unit of Spirit Hosts has 3 or more models. � e 
spirits rend the souls of mortals with their Spectral 
Claws and Daggers. 

FLY
Spirit Hosts can � y. 

ABILITIES
Ethereal: Ignore modi� ers (positive or negative) 
when making save rolls for this unit. 

Frightful Touch: Each time you make a hit roll 
of 6+ for Spectral Claws and Daggers, that attack 
in� icts 1 mortal wound instead of the normal 
damage (do not make a wound or save roll). 
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MELEE WEAPONS Range Attacks To Hit To Wound Rend Damage

Spectral Claws and Daggers 1" 6 5+ 4+ - 1

6"

10
3 4+

Swirling above the massed armies of death come the Spirit Hosts. � ese are the souls of the damned, stripped of body and identity, 
screaming endlessly for the life they have lost. � ey long to take out their tormented rage upon the living, and the very touch of their 
spectral claws can turn blood to ice, or stop a heart from beating.
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DIRE WOLVES

MELEE WEAPONS Range Attacks To Hit To Wound Rend Damage

Rotting Fangs and Claws 1" 2 4+ 4+ - 1

DESCRIPTION
A unit of Dire Wolves has 5 or more models. � ey 
savage their terri� ed prey with Rotting Fangs 
and Claws. 

DOOM WOLF
� e leader of this unit is a Doom Wolf. Add 1 to the 
Attacks characteristic of a Doom Wolf ’s Rotting 
Fangs and Claws. 

ABILITIES
Slavering Charge: Add 1 to wound rolls for this 
unit if it completed a charge move this turn. 

Vigour Necris: Add 1 to save rolls for this unit if it 
is within 9" of any friendly Corpse Carts. 

10"

10
2 5+

Dire Wolves are the rotting carcasses of dead beasts raised by necromantic magic, tireless and eternally ravenous. � eir bottomless 
reserves of stamina allow them to track prey over hundreds of miles, never ceasing the chase until they feel the crunch of their 
quarry’s bones between their rotting teeth. 
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