
These are Playtest Rules.  They are draft rules under consideration by our Rules Team, and are 
unofficial.  If you wish to use them in a game you must have your opponent’s consent beforehand.  If you 
play in any Battleground event (such as a tournament), they may not be used without the organizer’s 
agreement. 

Playtest Rules 
“Baron Dinant sounded the charge, but the Goblins didn’t scatter from the Knights.  The snarling creatures 
hefted swords the height of a horse and flails the size of a man’s torso.  I saw Sir Eric unhorsed by a single 
blow from one of the whirling flairs, his helmet caved in.” 
 
 - Young Gilbert, Hawkshold Militia, describing the Enden Massacre 
 
Most Goblins are deformed abominations of Orc marriages, born in litters that claw their way free of the 
host.  Each of them carries a physical reflection of their rotten souls.  Instead of an Orc’s ageless rage, they 
possess cruel cunning.  They have to, for Orc society takes no pity on the weak. 
 
Crazed Goblins are the rare few Goblins born seemingly perfect.  Their diminutive form possesses a strength  
of a fully grown Orc, but also the unbridled rage of their larger kin.  These Goblins are driven mad by their 
hatred of all things, even themselves.   
 
On the battlefield they wield great weapons twice as tall as they are, cleaving apart enemies with a single 
blow.  Their strength-driven insanity makes them fearless in war, but also barely controllable by even the 
fiercest warlord.   

  Attack Defense Range Courage Move Hit Boxes  Points Cost Type 

Crazed Goblins   (*) 6 / 6 0 /1 - - 5” 3 2 2 172 Standard 

Erratic Attacks, Fearless, Mindless, Uncontrollable.  May not be Lashed.  Does not get Charging combat modifier . 

Erratic Attacks - When this unit attacks, determine its Attack Dice by rolling 2d6 (this roll may not be altered).  If you roll 
doubles, mark one damage on the unit and it has zero Attack Dice.  Otherwise the result is the unit's Attack Dice.  You may not 
play Command Cards on this attack. 
 
Fearless - This unit automatically passes all Courage Checks. 
 
Mindless - You may not play Command Cards on this unit. 
 
Uncontrollable - This unit always has the "Close" Standing Order and may not be given a Standing Order Modifier.  It takes 3 
Command Actions to Direct Control this unit.  If this unit Routs, then it takes 2 Command Actions to Rally.  When it is Rallied, its 
Standing Order is Close.  The unit will move like normal but cannot Final Rush that turn. 



Design Notes 
From the very beginning of the design process, Crazed Goblins was a unit we knew would be entirely 

reimagined and redesigned.  They were colloquially (and pejoratively) known as “fast Peasants” because 

they were little more than a speedbump unit. 

 

This simply would not do.  We felt that Crazed Goblins should be whirling dervishes of death.  At the same 

time, we wanted Goblins themselves to take a greater role in the faction (note the faction’s name change, 

from ‘Orcs’ to ‘Orcs & Goblins’).  Also the faction needed more rules that supported their theme.  For Orcs, 

this meant something to capture their nihilistic rage.  For Goblins, we wanted to showcase their low cunning.  

 

All of which was a lot to place on the shoulders of a single unit!  Crazed Goblins had to capture the 

randomness and chaos of their own nature, and embody everything ’Gobliny’ about the faction, and be one 

of the best Goblin units!  

 

We experimented with random movement for them and even random effects such as attacking nearby units, 

but these rules became complicated and didn’t really fit in the Battleground system.  Having them be always 

on Close with their fast speed captured their theme, without requiring players to learn an ad hoc set of rules 

for a single unit.  But this still left us with the question of how to capture the ‘whirling dervishes of death.’ 

 

The solution was staring us in the face with another unit:  the Goblin Bomb Chukka.  Here was a pre-made 

set of rules that was exactly what we wanted:  roll 2d6 for the number of Attack Dice, with doubles resulting 

in zero attacks and damage to the unit. 

 

The Erratic Attack keyword perfectly captures the theme of a unit of insane and insanely strong unit of 

Goblins wielding weapons that were as much a threat to themselves as to the enemy.  It also gave the Goblin 

side of the ‘Orcs & Goblin’ faction some punch.  With Crazed Goblins, you can punch through the enemy’s 

line without having to field a single unit of Orcs. 

 

Now some of you may be thinking:  Why don’t I take an entire line of these guys?  And we welcome you 

too!  We’d love to hear your feedback on it!  This was the first thing we tested and we didn’t find it 

overpowered.  Rolling low on your Attack Dice or rolling doubles can foil your battle plan, especially given 

the unit’s low defensive stats. 

 

With Crazed Goblins, you have to embrace the randomness: live by the Erratic Attacks, die by the Erratic 

Attacks.  We’re hoping this captures the theme and fun of the unit.   

 

And we’d love to hear what you think!  Try them out, and give us your feedback on our Facebook page! 

 

Till the Next Missive. . . 

 

The Outlaw Alchemist 


