
War Kings V – Reference – Jeff Franz 
Ariel the Red Hero (Cav) 

Unit Size Sp Me Ra De H US At Ne Cost 

1 8 3+  2+ - 5+ 3 1 5 13/15 150 

Crushing Strength (1), Thunderous Charge(1  2), Individual, Mighty, Very Inspiring, Command(Blue(1)) 

Keyword: WarKing 

 

ME +1 

Mournful Blade 15pts - Duelist 

Beast Slayer 20pts – Crushing Strength (+2) LI, LC, Monster, Titans 

Giant Slayer Axe 15pts – Slayer (D3) 

Aura (Thunderous Charge (+1)) 

 

 

War King Orders 

Faction Orders 

 

Name Cost Phase Description 

A king without 

power is an 

absurdity 

* End of Turn If the war king is still on the table, you may choose to save power points from one round to the 

next.  At the end of the turn, the war king may carry over up to 3 power points to the next at a cost 

of 2 points per point carried over.  (i.e. 2 pts carries over 1, 4 -> 2, 6 -> 3). 

In the land of the 

blind the one-eyed 

man is king 

3 Movement If the war king has Line of Sight to a target unit, you may spend 3 power points to give line of 

sight to a friendly unit with 6” of the war king that DOES NOT have line of sight to the target unit.  

This may allow a unit to charge that previously could not.  This does NOT change the friendly 

unit’s position or facing. 


