                 SUPREME WARLORD: BLOOD LUST FANTASY ARMY LISTS

Several companies with 15mm Fantasy ranges often vary the troop and weapons types.  This is one reason why we adopted the weapon classes.  Players should not have a problem classifying their troops.   A necessary part of a fantasy system is establishing a background for the creatures and races used in order to establish a “historical” code of conduct. Historical backgrounds are known or easily researched.  

          The terms Good, Neutral and Evil refers to the alignment of the races. Good races cannot be allied with Evil races and visa versa. Neutral races can be allied with other Neutrals, Good or Evil races. There are two same country/race generals allowed for a 1000 point army. Two allied generals including wizards are allowed if allies or different races are used.  Humans can be any of the Moral alignments. 

The Organization section will list (in order) ID - Type - Weapons- DA- Morale- OB.

ID : The name used to distinguish troop types.

TYPE : This is the Formation and deployment class which also determines base mounting. See the Basic Rules paragraph on Combat types for an explanation of codes.

ARMS : Primary weapons used by a unit.   Troops armed with distance weapons or are Artillery-equipment crews will melee with SM unless otherwise noted. The (/) indicates a OR choice in which some stands/units can be armed with different weapons. The (+) indicates a multi-armed unit. SM-Secondary ; IM-Impact; LM- Light arms; LB- Longbow; CB-Crossbow; BW- Bow; SL- Sling.

DA : This is the defensive armor rating of the unit. Troops armed with Two-handed weapons including firing a bow or using two-handed blades or clubs in a melee are treated as shieldless when they are using it and shielded when not. It does not apply to Special Creatures.  NA-No Armor, LA Light Armor; MA-Metal Armor; PL- Plate Armor

Morale: Used only in the Advanced/Campaign rules. It indicates a willingness to fight.

OB MAX : This is the maximum number of stands allowed in a 1000 point army. If part of a multi-racial force, the maximums for Major Races only are reduced by ½ (or 1/3).

DWARF. The Dwarf race needs the markets for the goods that they produce. They are experts in Technology, metallurgy and other aspects of military weapons production. In order to guard secrets, they have a suspicious attitude. The Dwarf society is dominated by Trade Guilds but within those guilds are secret brotherhoods of men with similar political, religious and economic goals. These brotherhoods control a religion that is shrouded in mystery. Dwarves are a Neutral race as their equipment and even mercenary units can be found among all the nations. Each guild or Brotherhood will try to maintain influence with specific trading partners. This could result in Dwarves being on different sides BUT while they will engage them with distance weapons, they will not Melee another Dwarf Unit.  An animosity between the Dwarves and the Wood Elves over how to treat the earth’s resources prevents a player from using both groups.

Troop Class           TYPE      ARMS       DA       MORALE    OB MAX

Warriors            MASS........   HM ........ HA ..........   A .............32

Recruits            MASS.......  LS/LM.....  LA............   A  ...........12

Support            MASS.......   CB+LM...  HA .........    A  ...........16

Guildsmen        DRILL.......    HM........   PL ...........  E  ............ 8

Cavalry            MLO............. HM.......    HA..........   A   ...... .... 4   

ELVES. The Elf race has the goal of Spiritual Enlightenment but they have divided into THREE distinct cultures that vary on how to achieve their goal. High elves believe in meditation, isolation and maintaining purity in thought and action. Wood Elves believe that enlightenment is achieved through harmony with nature. The final group are the Dark Elves who believe in their Spiritual Superiority and a Manifest Destiny (GOD given Right ) to rule the known world.  The High Elves are a GOOD race. They maintain a strict caste system and treat other races and Elf factions as inferiors.  The Wood Elves can be played as either a Neutral or Good race. They will not ally with the Dwarves (Earth Torturers). Some Wood Elf tribes have even been known to ally themselves with the Dark Elves but no other Evil races. Wood Elves have special relationships with creatures allowing them to raise special units or employ certain allies. 

Dark Elves are rated as Evil not because of morals but because of their haughty attitude toward other races. This makes them untrustworthy allies. They have the same military capabilities as both High and Wood Elves since their recruits come from both factions. The Dark Elf society is dominated by military style Brotherhoods rather than the High Elf caste system. They have allowed their Wizards to experiment in all areas of science and magic. Dark Elves can raise any of the troop types allowed to the other Elf factions.

Troop Class           TYPE      ARMS       DA       MORALE    OB MAX

H.E. Nobles           DRILL....LS/HM........PL.............  E   ...............8

H.E. Noble Gde     MCO........IM.............PL.............  E   ...............8

H.E. Phalynx          DRILL......LS..............HA............A     .............16

H.E.Archers          DRILL....LB+LM......HA...........   A  ...............16

H.E. Levy              DRILL...... LM............LA............A      ............  8

W.E. Woodsmen    FLEX...... LM........... LA .........   A    .............. 8

W.E. Veterans       SPT.........IM/HM....... LA........    E    .............. 8

W.E. Archers         SPT........LB+LM........LA........   A     ..............12

W.E. Scouts           LgtFt.........LM ........... NA.......   A   .................8

ORCS. The main Evil race is the Orcs. They resent all technology and progress gained by other races. They do not believe in an afterlife and strongly despise any religion. Their cannibalistic nature contributes to their lack of societal growth and hatred of other races.  Command may be by a Dark Elf  Leader,  a Sorcerer or a great Orc Chieftain. Orc society is based on the loyalty to a tribe or clan with power being the mark of prestige. Orcs tend to rely on mercenaries from other races to operate or train Orcs in the use of equipment. Any malfunction or damage to equipment will cause the Orc crew to abandon it and join the battle with sidearms. Various Orc tribes have attempted to train different animals including rhinos, elephants, dinosaurs, boars and horses to serve as “cavalry”. The most successful being the blood thirsty wolves. Some tribes  fight with chariots/ battlewagons drawn by draft animals or even slaves.

Troop Class           TYPE      ARMS       DA         MORALE   OB MAX

Levy                       Horde........SM........... NA ...........  P  ..........36

Warriors                 FLEX........LM........... LA ...........  A............36

Archers                   FLEX........ B .............LA............. A ...........24  

Axemen                  FLEX........HM.......... LA............  A..............8

Veterans                 FLEX.......IM/HM......HA............. F.............24

Mtd Elites              MLO.......IM/HM......HA.............  F..............12

URAK-HAI or GIANT GOBLINS or HIGH ORCS.  These may be a combination of mixed breeds and/or enhanced breeds.  The High Orcs are larger, tougher and smarter than their more common cousins. They are less affected by sun or bright light. They will not serve non-Orc leaders, and are fiercely loyal to a High Orc  Chieftain. The High Orcs may have developed a religion as it is rumored that they conduct ritualistic sacrifices of other races or even of other orcs. Some Urak-Hai Orcs use dinosaurs as mounts. A Urak-Hai command must either be all Flex or all Mass. They rely on subject races for scouts.

Troop Class           TYPE      ARMS       DA      MORALE  OB MAX

Raiders                  MLO...........IM..........HA........... E    ...............12

Warriors        FLEX/MASS......LM.........HA..........  F   .................32

Support          FLEX/MASS.....B/CB........LA.........  F    ...............24

Guards           FLEX/MASS.....HW ........HA ........    F ................ 12

Scouts            LGT FOOT…….B……….LA……    F ………….12

REPTILES. The most warlike of the Reptile races is the various species of Lizardmen. They are a Neutral country. They are known for their tough skin so are always considered to be wearing body-armor.  They prefer to ally with the Dark Elves, whom they respect, rather than  Orcs, who try to eat the reptiles. If an Allied force with or without a Lizardman Subgeneral, is under Dark Elves, it will have a total of  24 stands. Some Lizardmen clans use dinosaurs as draft animals, special creatures or even cavalry mounts. 

 Troop Class           TYPE      ARMS       DA          MORALE   OB MAX

Levy                        FHD............SM..........LA.............    P   ............24

Warriors                 FLEX.............LM..........HA............  A     ..........24

Support                  FLEX..............B.............LA............  A     ...........18

Scouts                    LGT FT........... B ............LA...........  A    .......... 12

Elites               FLEX/MASS......LS/IM........PL............  F     .........  18

Fanatics                 FLEX..............HM..........LA............  F    ..........  6

Dino Riders          MLO........IM/HM............PL.............A   ...........  16   

AMAZONS.  If a Queendom does not exist, then Overseas Amazon mercenaries can be hired with a max of 16 stands per player. Neutral alignment. 

Troop Class           TYPE      ARMS       DA           MORALE   OB MAX

Warriors              Support......LS/LM........LA/HA........ A ...............    16

Archers                Support......  LB ...........   LA  .......... A   ............... 16

Scouts                   LgtFt ......   LM .........    LA .........  A   ..............      12

Guard                 Support.... IM/LM+LB....HA............ F    .............      4 

Gde Cav               MCO.....     HM.............. HA ......... F   .............       4

Spt Cav                  MLO...    B+LA..........  LA .........  A   ............     .  8 

Scouts Mtd             LH            B/J               NA           A                       4

Guard Cavalry and generals may be mounted in Chariots.    

Minor Races and Special Creatures can only be coaxed into going to war by a particular major race which they respect or fear. 

BUGBEARS. A Neutral race often forced to serve in an army. As conscripts their morale is not very good. They can only be fielded with a Dark Elf or Orc Army.

Bugbears                MASS.... HM/LM.. ......  LA............. Poor ........... 4  

CENTAURS. Neutral Race. Only Elves and Amazons can raise Centaurs. If Centaur cavalry mounts OR draft teams are used with chariots, then it is treated as a transport and the riders/crew must dismount before charging. 

Troop Class           TYPE      ARMS          DA       MORALE    OB MAX

Scouts                LgtHorse.......B/LM.............LA.......... A    .............. 4

Warriors                 MLO...... IM/B+LM.....HA..........   A    ..............12

Nobles              MCO/MLO....IM+B...........PL..........    E   ..............  4

ENT-Treeherders. Only Elves can use Ents.  In Basic games up to 3 Ent units can be used and they must deploy in a Woods or Rough area.  Flame weapons Disrupt Ents and inflict double casualties. They are mounted one per horde base and move as MASS foot..

ENTS                     SC...........SM................PL............. A ................3

GIANTS. A Neutral creature which can be used by any group. These are mostly the smaller Hill Giants. They are mounted one per Horde base and move at Mass foot speed  

Giants                    SC ..........HM........      ...PL..    .....  F  ..............4

GNOLLS. Evil groups living in independent villages. Allies or slaves of the Orcs and other Evil rulers. Gnolls will attack the closest Dwarf or Gnome unit that is within visibility regardless of orders. Their Basic OB is a total of  12 stands.

Troop Class           TYPE      ARMS       DA      MORALE     OB MAX

Levy                      HORDE........SM...........LA........   P  .................12

Archers                  FLEX......... B.............LA........    A   ..................6

Elites                      FLEX........ HW.........HA........    A   ..................6

GNOMES. They can only be raised/commanded by a Dwarf General with a basic OB total of 12 stands. 

Troop Class           TYPE      ARMS       DA        MORALE      OB MAX

Warriors               HORDE........ LM........... LA.......... P ................ 12

Support                  FLEX...........  B ..........  LA ........  A  ................. 6

 Nobles                   FLEX......  HM/IM... HA............  A  ................. 6 

KOBALDS. Evil. Known for their extremely tough skin and abilities to fight in rough terrain. They are a scarce race with only 6 stands available.

Warriors                FLEX.........SM...............LA...........  P .................. 6

Elites                     FLEX........ HM..............HA..........  A  .................. 6 

HOBBITS.  Hobbits are living in independent communities within the various Good and Neutral Power countries. If a Shire does not exist, then Hobbit OB is a total of 12 stands.

Troop Class           TYPE       ARMS       DA       MORALE   OB MAX

Levy           MASS/HORDE.....  LS .........  LA............ P     ...............12

Support                  MASS.........  B   .........  NA.........  A     ................6

Scouts                    LgtFt........... B ........... NA...........  A   ............... 12

Cavalry                   MLO......... LM.........  LA............  A   ...............   4

Rangers                  SPT...........LB+LM.... LA...........   E   .............    4          

OGRE. An Evil Special Creature mounted one on a Horde stand and move as  FLEX.

Ogre                       SC.............HM...............PL............ A  ................. 2

SKELETONS. These are actually Neutral troops that serve the sorcerer who raised them. Very few Good Wizards have the skill to raise numerous Skeletons. The spell forms an aurora which holds the bones together and traps the warrior’s spirit within.  The spirit is devoid of mercy and desires to kill anything alive The spirit allows the skeleton to perform the same tasks that warrior knew when he was alive. As a result a skeleton force is best tactically deployed in an advance first wave or on an isolated wing. They cannot maneuver unless within 12 inches of their General. Once told to move, they must move toward the nearest alive unit. They can never fail morale BUT will cease to function and disappear if their controlling General is killed.

Troop Class           TYPE      ARMS       DA      MORALE  OB MAX

Warriors                HORDE.......LM........NA........... N/A......  .........24

Support                 MASS..........B/CB..... NA.......... N/A................ 12

Guard                    MASS......... HM......  LA .........  N/A................ 12

Mtd Cav               MLO.........  LM.......  LA...........  N/A.................  4

Chariots                  CH.............IM.........HA........... N/A...................4      

TROLLS. They are Evil. They can operate as two-stand units OR assigned to the Bodyguard of a General. They are not considered Special Creatures but do have special characteristics. They are mounted Two per Horde stand and move as FLEX. Each casting counts as TWO in melees. Trolls with shields are treated as having PL armor rating.

Raiders                     SC............HM.......HA/PL.............. F    .......... 4

WOLVES.  They are Neutral creatures found in every country.  However only Elves and Orcs can use them as Cavalry mounts for native troops. Elves and Orcs can raise Wolf scouts as native troops but are limited to twice the OB max in a campaign . Wolf Scouts are un-mounted wolves who are based as Light Horse but do not suffer disruption in Rough terrain.  Wolf Dragoons will carry their riders to within charge range then the riders will dismount and the wolves will charge the nearest enemy unit.

Wolves Scouts           LH........SM......... NA ............  A ............ 8  

This list indicates whether the race is regarded as a Special Recruitment point or an Overseas Mercenary (Not really overseas but actually residing in an isolated hard to find location.) Races found in Special Recruitment areas are Trolls, Hobbits, Gnolls, Ents, and Bugbears.  Races found only in Overseas regions are Ogres, Hobbits, Kobalds, Gnomes, Giants, Centaurs

                                            EXAMPLES OF HUMAN ARMIES

The amount of time needed to compose the number of Army lists that can be found in the DBA and DBM source books is more than I can afford to spend.  If these rules prove popular then at a later time I will consider designing more extensive Army Lists.  I recommend that players use the armies that they have already built, utilizing the lists and point system from the rules that are popular in their area. Converting the weapons and ratings to these rules should not be a problem.   The following are sample lists from popular historical armies which can also be used as the framework for Human countries in a Fantasy world .The lists are generalized. 

EARLY EGYPTIAN

Troop Class           TYPE      ARMS       DA        MORALE  OB MAX

Chariot                   CH            LM           CH           A/E           24

Archers                  DRILL      Bw            NA            A             24

Spearmen              DRILL                        LA+Sh      A             24

Marines                 SPT           BW/LM     HA           A             16

Subject Scouts       LgtFt        Bw/LM      NA           A             24

Marines include all troops with metal armor. Men have either LM or BW not both. One Spear and Archer unit can be upgraded to HA. Generals are in Chariots.                  

HITTITE/ASSYRIANS (CHARIOT ARMIES)

Troop Class                TYPE      ARMS       DA        MORALE  OB MAX

Chariot                        CH            LM           CH          A /E          24

Gde or Vassal Elite    DRILL      HM           MA          E                8

Regular Spear            DRILL      LS             LA           A              16

Regular Archers         DRILL      BW           LA           A              16

Levy Spearmen          Horde        LM           NA           P               24

Skirmishers                LgtFt         SK            NA          A               16

These armies contained a majority of Vassal troops that can be of any of the basic troop types. Chariots attached to Generals have a Morale of “E”.

HOPLITE GREEK (SPEAR PHALANX ARMIES)

Troop Class           TYPE      ARMS       DA                  MORALE     OB MAX

Hoplites                 DRILL      LS            Sh+HA/LA            A/E               24/24

Peltasts                  SPT          LS/J          LA+Sh                   A                  16/16

Thracians               FLEX       HM            LA+Sh                 A                  12/18

Scouts                    Lgt Ft       J/Bw/Sl      NA/Na+Sh           A                  12/16

Elite Cav                MCO        IM            HA                       E                     0/8

Cavalry                  MLO        LM             LA                       A                     4/16   

Scout Cav              LH           LM             LA                        A                    4/12

If Spartan ½ Hoplites can be Morale “E”, otherwise ¼  Hoplites can be Morale “E”

 Hoplites can be replaced with Pikemen if a Macedonian style army is used.  The slash in the OB indicates Hoplites Max (1st #) and Macedonian Max (2nd#)

SAMURAI ERA JAPAN

Troop Class           TYPE      ARMS       DA        MORALE  OB MAX

Samurai                 DRILL     HM/LB       HA          A/E                24

Mtd Samurai           MLO      LB/HM       HA              A               24

Ashigaru Bow         SPT           Bw            LA             A                24

Ashigaru                 SPT           HM           LA              A                32

PERSIAN (CLASSIC Mid-East CAVALRY ARMY)

Troop Class              TYPE      ARMS            DA       MORALE  OB MAX

Gde Cavalry               MCO        LM                LA                E              4 

Cavalry                       MLO        LM                 LA               A              24   

Scout Cav                  LH           LM                 LA                 A              24

Levy Scout Cav          LH          Bw                   LA                P               16

Immortal Front           DRILL    LM                   HA               E               12

Immortal Rear            DRILL    BW                  HA               E               12

Immortal Dual Opt     DRILL    BW+LM          HA               E               12

Mede-Pers Front         DRILL    LM                   HA              A               16

Mede-Pers Rear          DRILL    BW                  HA              A               16

Mede-pers Dual Opt   DRILL    BW+LM          HA              A               16

Subject Archers        Mass/Flex   BW               LA                A              18

Subject Sk Ft              Lgt Ft        SK/J               NA              A              16

Subject Warriors        Flex           LM                 LA              A              24

Merc/Sub Hoplites     DRILL      LS                    H                 A               4

Immortal/Mede Front Rank and Rear rank stands must be equal in number. Subject stands must outnumber Immortal stands. Generals are mounted in a Chariot or as MCO. 

CARTHAGE (Classic Merchant City-State)

Troop Class             TYPE      ARMS     DA        MORALE     OB MAX

Citizen/Lib Spear    DRILL     LS            LA                A                 12

Veteran Phalynx      DRILL      LS           HA               E                   4

Punic  Cav               MCO        HM         HA              A/E               8

Allied Horse            MLO         HM         LA               A                 12

Allied LH                LH            Bw/J        LA               A                 8

Allied Sk Ft             Lgt Ft       SK/J         NA              A                  24

Allied Warriors       Flex          LM           LA              A                  24

Generals are mounted as Punic Cav with a “E” Morale. Allied stands must outnumber the number of DRILL stands.

ARAB (Classic Desert Army)

Troop Class           TYPE        ARMS          DA                 MORALE  OB MAX

Warriors              Mass/Flex   LS/LM       LA/HA+Sh             A/F           36

Fanatics                Flex               HM             LA                      F              12

Archers             Mass/Flex     Bw/LM          LA                        F             36

Scouts                  LgtFt           Bw/Sl/J         NA                      A              12

CAMELS             MLO             HM           HA+Sh                  F              12

Cavalry                 MLO            LM           LA/HA+sh             A              24

LH Cav                 LH                LM           LA+Sh                   A              24

Generals can be mounted as foot or cavalry and would be F Morale for that unit. 

 Flex troops cannot be LS armed. 

EARLY REPUBLICAN ROMAN  300 BC- 105 BC

Troop Class            TYPE      ARMS       DA       MORALE    OB MAX

Triarii                      DRILL        LS         HA             A/E               16

Princepes                DRILL      IM           HA             A/E               16

Hastati                    DRILL      IM           HA             A/E              16

Velites                   Lgt Ft         J/LM       LA               A                  8

Roman Cav            MCO        HM         HA                E                 8

Allied Horse           MLO         HM         LA               A                12

Allied LH                LH            Bw/J        LA              A                 12

Allied Sk Ft             Lgt Ft       SK/J         NA             A                 12

Allied Warriors       Flex          LM           LA            A                  12

Generals can be as Roman Cav or Hastati that gives them a “E” Morale.

MARIAN & Early IMPERIAL ROMAN 105 BC - 50AD

Troop Class           TYPE      ARMS       DA        MORALE  OB MAX

Legionaires             DRILL      IM           HA             A/E              24

VelitesAuxilla SK  Lgt Ft        J/LM       LA                A               12

Auxilla Bow           SPT           Bw          HA              A                12

Auxilla                    SPT           LM         HA              A                16 

Equites Ales           MCO        HM         HA               E                  8

Allied Horse           MLO         HM         LA              A                  8

Allied LH                LH            Bw/J        LA             A                 8

Allied Sk Ft             Lgt Ft       SK/J         NA            A                 12

Allied Warriors       Flex          LM           LA            A                 18

Generals can be Equites Ales or legionaires that gives them a “E” Morale. Allied stands cannot outnumber legionaire stands. Allied foot and Velites cannot be used with Auxilla. 

GERMAN (Classic Barbarian Army)

Troop Class           TYPE      ARMS       DA        MORALE  OB MAX

Warriors                MASS       LM           LA              A                48         

Axemen                 MASS       HM          LA              A                32

Nobles                   MASS      LM/HM    HA               F                18

Scouts                   LgtFt         SK/SM     NA              A                 24

Cavalry                 MLO           LM          HA             A                 24

Bodyguard            MLO           LM         HA              F                  12

Certain tribes used axes rather than spears, so the Axemen option. Generals can fight with Bodyguard or with foot Nobles. 

HUNS-MONGOLS (Classic Asiatic Horse Army)

Troop Class             TYPE      ARMS     DA        MORALE     OB MAX

 Elite  Cav                 MCO        IM         HA              E                  16

Allied Horse            MLO         HM         LA               A                   24

Light Horsemen        LH            Bw/J        LA             A                   32

Allied Sk Ft             Lgt Ft       SK/J         NA              A                  24

Allied Warriors       Flex          LM           LA              A                  24

If any allies are used, they must outnumber Elite Cavalry stands.

CHINA (CLASSIC FAR EAST ARMY)

Troop Class              TYPE      ARMS            DA       MORALE  OB MAX

Gde Cavalry               MCO        IM                LA                E              4 

Cavalry                       MLO        LM                 LA               A              24   

Chariots                      CH           LM                 CH              A/E           12                          

Scout Cav                  LH           LM                 LA                 A              12

Hun Scouts                 LH          Bw                   LA                P               8

Guard Front               DRILL      LS/HM           HA               E               12

Guard Rear                 DRILL    BW                  HA               E               12

Imperial Front         DRILL      LS?HM             HA              A               16

Imperial Rear          DRILL    BW                      HA              A               16

Subject Archers       Flex           BW                   LA                A              12

Subject Sk Ft              Lgt Ft        SK/J               NA                A              12

Subject Warriors        Flex           LM                 LA              A               12

Imperial/Guard Front Rank and Rear rank stands must be equal. Subject stands must outnumber Guard stands. HM represents halberds and LS spear option. Generals can be mounted in a Chariot or as MCO. If Chariots are used, Guard Cavalry cannot be used and MLO Cavalry cannot outnumber the chariots.

COMMON MEDIEVAL ARMY (Classic novel Fantasy Human)

Troop Class            TYPE      ARMS       DA       MORALE    OB MAX

Gde Pikemen          DRILL        LS          PL             A/E               8

Gde Halberdiers    DRILL        HM         PL             A/E               8

Vassal Halberds    DRILL         HM        HA             A                 16

Vassal Spearmen    DRILL        LS          HA              A                16

Archers                   SPT         CB/LB       HA               A               32

Household Knts     MCO            IM         PL                E                 12

Lesser Knights       MCO           IM         PL               A                24

 Scout                      LH            Bw/J        LA              A                 8

Foot Scouts             Lgt Ft       SK/J         NA             A                  12

Levy                   Mass/Hrd       LM          LA            A                  12

Lesser Knights must outnumber Household knights. Vassal troops must outnumber Guard foot troops.

GAULS (Classic Primitive Barbarians)

Troop Class           TYPE      ARMS          DA                  UNIT    MORALE  OB MAX

Warriors              Mass/Flex      LM     NA/LA/HA+Sh      4-12            A             12

Fanatics                Flex               LM        NA+Sh               2-4              F              2

Nobles/Vets         Mass/Flex      LM          HA                    4-6               F             2

Scouts                  LgtFt           Bw/Sl       LA                     2-6               A             3

Chariots                CH                LM           LA                    4-6              F              2

Cavalry                 MLO            LM           LA/HA              4-8             A/F              3

Generals on Chariot, Noble foot or Cavalry will be F Morale for that unit. 

