“Make Me An Army”

Army Lists, to go with Irregular Miniatures

6mm Fantasy Wargames Figures.
These army lists are designed for use with the “Fire At Will, Men” rules (also available in this site under the Fantasy section).

“Fire At Will, Men” are a totally generic set of fantasy wargame rules. Therefore I shall endeavour to keep the following army lists as flexible as possible, injecting flavour and suggestions as examples only for others to use (or dis-regard) to kick start their own games and fantasy campaigns.

Amazons:
Archers: not good for stopping an enemy in close combat, but great for softening up the enemy with ranged attacks. Archers are especially effective when placed in or behind cover (walls, hedges, in trees at the edge of a woods or forest preferably on the forward slope of a hill so they gain the benefit of cover without impeding their aim.
Spear Armed Warriors: decent, solid soldiers. Can hold their own against other soldiers, Orcs, Goblins, Undead, and any inferior troops. However, Amazon Spears may have difficulty besting heavier troops.

Light Cavalry: ideal scouts, swift movers able to secure strategic positions - quickly. 

Heavy Cavalry: these are the crème de la crème of an Amazon army. Maybe not as effective as the highly trained Knights of some nations, they will none the less sweep the field of many lesser troops.
Mammoth & Crew: unstoppable behemoths of the battle field. The Amazons train these mighty steeds from mamlings (baby elephants), until they become as one with their mahout and crew.

A fully trained and crewed Mammoth is one of the toughest, most dangerous foes anyone can encounter on the battlefield. The Mammoth crews of many Amazon tribes can shoot from a moving howdah, allowing them to make ranged attacks even as they advance upon their enemies.

Preferred Tactics: an Amazon army uses guerrilla tactics; coming down from the hills or leaving the safety of the forests to entice the enemy to attack them by peppering their foe with arrows… sometimes making lighting attacks with their cavalry before dashing back to the safety of their chosen terrain.
Once an enemy is lured into their web, they bring the full weight of their bows to bear, using the spear armed warriors and their cavalry to hold their enemy in place while the archers slowly and efficiently take the enemy apart a piece at a time.

Men of the West:

Peasants/Irregulars: village yeomen, mobs and rabble. Sometimes bow armed, usually just armed with a variety of make shift weapons.
Crossbowmen: not good for stopping an enemy in close combat, but great for softening up the enemy with ranged attacks. More effective than ordinary archers and possessing a longer range, no human army is complete without at least a few of these invaluable troops.

Arquebus: Black Powder Firearms (newest invention of the pre-Renaissance age). Use these figures as though they were crossbowmen.

Longbowmen/Archers: extremely effective at ranged combat. Like crossbowmen and arquebus armed troops, they tend to let the side down a bit when engaged in close combat.

Axe-Men: these are decent and solid Men at Arms.

Pikemen: as long as their flanks are protected by friendly units, these soldiers can be pretty devastating in close combat, and can even repulse cavalry attacks… especially when used in multiple ranks.
Outriders: Ideal scouts, swift movers able to secure strategic positions – quickly. Armed with crossbows, this mounted arm has a slight advantage over other light horsemen.

Cavalry: standard horsemen used by many human nations.

Knights: Heavy cavalry, capable of sweeping the field against many lesser foes.
Preferred Tactics: the preferred tactics of a human army can be as diverse as the cultures and nations that make up humanity.
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Vermin:
Archers: Vermin excel at ranged combat. Bows are the standard weapon of the clan rats.

Arquebus: noone knows how the clan rats got their hands on these new and dangerous weapons, but certainly, they appear to have discovered how to make and use Black Powder to fire lethal projectiles at their enemies. A Vermin arquebus is about as effective as a crossbow.

Clan Rat Warriors: not as numerous in numbers as bow armed Vermin, the warriors make fairly decent soldiers none the less.

Slave Driven Chariots/Wagons: these move as fast as lightly armoured soldiers, are classed as chariots (against enemy ranged and close combat attacks), but have no actual attack value of their own.
Vermin force chained slaves to pull the chariots in a cruel tactic that really unnerves a great many enemies they encounter. The demoralising effect induces a -1 melee die penalty on all attacks from Humans, Elves, Dwarves, or Halflings adjacent to a slave drawn chariot. 
Preferred tactics: Vermin will advance often behind their slave driven chariots, and when they feel they are close enough to the enemy, they will turn their chariots to form a long defensive line (like a hedge of wagons). The vermin will position their archers behind the chariots and fire a hail of arrows at the enemy from the safety of the chariots.

Special rules: An enemy shooting at the Vermin must first destroy the chariot to expose the unit behind. Similarly, an enemy attacking in melee must first kill/destroy the chariot before it can get to the unit behind in addition, although technically in melee, the chariot has no attack – the Vermin unit behind the chariot does.
If an attacking unit kills/destroys a chariot and there is a Vermin strip behind, the Vermin must take a morale test for having lost a chariot in melee. If there is no Vermin strip behind the chariot, the Vermin do not need to take morale for having lost a strip in melee.
Vermin (often simply known as Clan Rats, by other races) like to engage their enemies with superior and overwhelming firepower. If ranged combat alone wont shift a troublesome enemy from its position, they send in the Clan Rat Warriors to finish the job.

Arquebus armed clan rats tend to pour firepower down on their enemies from the flanks… preferably from hills and any cover they can find.
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If Vermin feel they can not effectively destroy an enemy by superior firepower alone… and a charge from the Clan Rat Warriors fails to dislodge their foe, the clan may decide to call it a day and retire from the field rather than risk terrible losses in trying to defeat a stubborn foe.
An enemy wishing to exterminate a Vermin army must move swiftly to trap the rats before the clan attempt to flee the field.

Orcs:

Archers: these are skirmishers, usually positioned to shoot from the flanks of their army.

Warriors: standard orc soldiers, the mainstay of any Orc army.

Wolf Cavalry: heavier than light cavalry, but not as tough as mounted knights.
Wolf Drawn Chariots: these `tanks` are usually sent sweeping down the flanks of the enemy (often led by an important leader, a hero, or the commander if chief himself). Orc chariots like to keep a wide birth from the main fighting… and usually go looking for easy pickings, vulnerable targets, baggage trains, etc. They like to come pouring down on the rear or flank of an exposed enemy with many loud cries, whoops, and taunts.
Orc charioteers have become adept at this tactic; though they sometimes take such a circumspect route actually getting to the flank or rear of the enemy, they arrive too late to be of any use in the main battle.
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Preferred Tactics: frontal assault! Sometimes a classic pincer movement - if their numbers are great enough.
Undead: 
Skirmishers: their soul purpose is to get in the way or more important troops and deflect arrows.
Archers: few and far between.

Warriors (spear & sword): standard skeletal or zombie soldiers.

Cavalry: classed as light horsemen in melee, these troops are rarer (more costly) than ordinary undead foot soldiers.

Preferred Tactics: utterly depends on the type of necromancer leading them. 
Elves:

Archers: some say the Amazons learned all they know about fighting from the wood elves. Certainly there is a similarity in fighting styles.
Spear/Halberd Armed Warriors: similar to Amazon spears but more heavily armoured, thus counting as Men at Arms.

Mounted Knights: mounted knights are the elite of the elven nations.

Four Horse Chariots: employed in a similar way the Amazons use their Mammoths. These heavy shock troops are the wonder of the civilized nations and races, and the scourge of all enemies.

Preferred Tactics: elves like to defend! But will alter their tactics to suit their needs and purposes.

Dwarves:

Crossbowmen: lightly armed troops used to shatter enemy formations from a distance.
Axe Warriors: Men at Arms. These are the heavy elite of the Dwarf nations.
Preferred Tactics: Dwarves like to attack in strength and in depth, punching through the enemy in the middle of their lines if possible… or if the centre is too well defended, they will attack and crush one of the flanks, then wheel round to finish the centre whilst simultaneously destroying the crushed and retreating wing.
Dwarves will use all manner or innovations to their tried and tested tactics. But always their attacks could be likened to that of a sledge hammer, as opposed to subtle and devious jabs and slices – such as the Elves might use.
Halflings:

Sword & Spear Armed Militia: irregulars, peasants, and village mobs. Occasionally bow armed… but rarely.

Preferred Tactics: simple defensive lines and wedges. Possibly with archers on the flanks. Halflings prefer to defend not attack, especially when in decent cover, or holding proper defensive positions.
A few clever Halfling leaders do learn a bit about the proper use of military tactics, but such leaders are extremely rare.
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Conclusion:
These army lists only reflect my own collections and preferred tastes. There are a lot more figure types you could include among the army lists: Centaurs, Lizard Men, different types of elves in my games, I only use one type to describe them all, Evil Knights, Goblins, etc, etc, etc.
I have not included monsters in the army lists: Giants, Winged Horses, Trolls, Ogres, Dragons, etc. Instead I have left such creatures for individual gamers to decide for themselves to which armies they wish their monsters to be allocated.

Similarly, I have not included leaders, heroes, or wizards in any of the lists.

Happy Gaming.

Stephen Gilbert

August 2007

