
Creating your own Warband in Blood Eagle 

©The Ministry of Gentlemanly Warfare Page 1 March 2016 
 

Introduction 

The early medieval period in Northern Europe and Scandinavia has provided us with a huge 
repository of heroic prose and poetry, along with many great legends that resound down the ages to 
the present day. Many of these could be the inspiration for a new warband and to satisfy players we 
could have filled a three hundred page tome with such ideas. 

Instead we have left it open for you to explore, to create your own leaders and warband using the 
rules in the Blood Eagle book. To assist you in doing so we have written this short piece showing you, 
with examples, how to put together a balanced and playable warband. 

You will have noted in the rules that as well as a full points system for designing new figures there 
are far more weapon and equipment types, traits, beasts and magical powers than are used in the 
included warbands. This is because we wanted you to have all the basic information you need to 
build your own. 

To begin you have three choices:  

 expand on a warband from this book;  

 adapt a warband from this book; 

 build a new warband from scratch. 

The first is the easiest: take an established warband and then choose additional items that are 
logical extensions of the warband's character. For example, Lord Uhtred needs to venture over the 
Severn into Wales to retrieve a valuable artefact, so he asks Iseult to call upon her friends in the 
Sidhe to lend her some Goblins to guide his men. 

In the second you take an established warband to act as your template and then add and subtract 
elements so it is more like the theme you want to achieve. For example, you decide that you would 
like to replicate the heroes of the 13th Warrior. They are an elite crew so you pick only the Jarl and 
Veteran Warriors from the Viking Raiders warband list. To this you add a Champion from the Gaels 
to represent Weath the Irishman. 

The third needs more work and is the main subject of this article. 

Note: Whatever you create, you should agree with your fellow players before you play a game with 
it. 

Creating your own Warband 

What follows is simply guidance, not rules. There are several steps we advise you to consider as you 
create your new warband. At each step we will include examples from a brand new warband being 
created as we write this. 

1. Core design principles 
Whatever you create it should be fun to play with and, just as importantly, to play against. Anyone 
can create an unbeatable killer force but the fun there will be limited to you alone for one game, 
then your opponents will just walk away. 

Keep It Short & Simple (KISS). A twelve page list is almost certainly a bloated monster. Look at the 
ones in the book; few are more than a couple of pages and most of that is narrative background. The 
warband itself is a table with a list of optional extras. 

2. The Theme 
Every one of the warbands we created began with a theme plucked from the period and literature. 
In some cases it was a fairly simple lift, in others we extrapolated from the real towards the 
legendary.  

So have a read, look at what was really available and what was created by the writers of the time 
and those who have mined it since. Most of the writings are available for free on the net.  
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Once you have a theme, flesh it out. Give it a little life. 

So, onto our example. I was interested in creating a warband to represent the Wends, a pagan Slavic 
people of north-eastern Germany and the Baltic coasts who resisted Christianisation well into the 
12th century. They fought the Holy Roman Empire, fought and traded with the Danes and gained a 
reputation as an obdurate and hardy people. 

One of their princesses married Harald Bluetooth and with his help the Wends also became feared 
Baltic pirates and raiders. 

3. Leaders and Heroes 
Every force needs a leader, so who are you going to choose? It could be a historical or fictional 
character, or a typical leader of the time. For example the Viking Raiders warband (9.4.9) can be led 
by Egil Skallagrimsson or a Viking Jarl of your own devising. 

By having a named character or two, and then creating some generic equivalents, you give other 
players the chance to create their own leaders for the warband. 

Remember that this is not one of those games populated by supermen who wander about the 
battlefield like gods. Creating a mega-powered leader is all well and good but he will cost so much 
that he will probably be outnumbered and killed by the end of turn three. He will also be very dull to 
play against. 

One of things I do when designing a leader for a warband is to write three or four short sentences 
they might speak to their allies or their enemies. It brings them to life and often then guides their 
design. 

So what shall we give my Wendish chieftain, Tomislav the Torturer? This fearsome foeman has 
proven to be a terror in battle so I give him Berserk, Fearless and Hero (starting with 3 Hero Points). I 
also give him Leadership +2, a must for the leader of most warbands. 

Now let’s look at his background. Captured as a child by the Franks, Tomislav lived as a slave and was 
later freed during a raid by Harald Bluetooth, who was so impressed by the boy’s courage that 
became his foster father. He grew up alongside Harald’s son Svein, a Jomsviking, and they became 
blood brothers. 

Later Tomislav returned to his homeland and became a chieftain in his own right. He has remained 
friends with Svein and can always call on the Jomsvikings for aid. 

Now every warband should have a second in command, another figure with a lesser Leadership trait, 
usually +1. They should have a range of capabilities that either complement the primary leader or 
relate to the troops they must lead so that if your primary leader bites the dust your troops are not 
immediately leaderless. 

In the case of Tomislav this is a Norse Gael he encountered during his raids on southern Sweden. 
Poraig refused to surrender even when surrounded and alone and created a wall of Wendish dead 
about him with his two swords. Tomislav walked up to him unarmed and embraced him as a brother. 
Poraig has been his champion ever since. 

 

 Fate FV SV Speed Religion Cost 

Tomislav  3+  +4 +2  +0  Pagan  75 

Traits  Equipment  

Leadership +2, Berserk, Fearless, Hero (3 
Hero Points)  

Mail byrnie, light helm, shield, long 
sword, dagger  

 Fate FV SV Speed Religion Cost 

Poraig 2+  +4  +1  +1  Pagan  63 

Traits  Equipment  

Leadership +1, Hero (3 Hero Points), 
Two-Weapons, Second Strike 

Mail byrnie, two short swords, dagger  
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I’ve also defined a generic chieftain and champion so the Wend list can be used without the two 
personality figures. 

 

 Fate FV SV Speed Religion Cost 

Chieftain 3+  +3  +2  +0  Pagan  49 

Traits  Equipment  

Leadership +2, Hero (2 Hero Points) Mail byrnie, shield, long sword, dagger 

 Fate FV SV Speed Religion Cost 

Champion 3+  +3  +1  +0  Pagan  47 

Traits  Equipment  

Leadership +1, Hero (3 Hero Points) Mail byrnie, shield, long sword, dagger 

 

4. The Poor Bloody Infantry 
The rank and file, the men at your back, are those brave chaps who fight and die for your leader and 
his or her missions. It can be hard to balance these so we recommend that you take the standard 
Viking Warrior as your benchmark: 

 

 Fate FV SV Speed Religion Cost 

Warrior  5+  +2  +1  +0  Pagan  28  

Traits  Equipment  

Tough  Leather jacket, shield, spear, dagger  

 

Look at the ordinary foot sloggers in your list and consider would they be better than, equal to or 
less capable than such a warrior. 

Although fairly simple the four basic attributes of Fate, Fighting Value, Shooting Value and Speed 
give you a pretty wide range of possibilities. Then, with the addition of armour and weapons, you 
can have everything from a nervous fisherman with a sharp knife to a professional warrior from the 
Jomsvikings in heavy armour and carrying a two-handed axe. 

For the Wends, I’ve chosen footsoldiers who look like this: 

 

 Fate FV SV Speed Religion Cost 

Warrior  5+  +1  +1  +0  Pagan  21 

Traits  Equipment  

 
Leather jacket, shield, one-handed axe, 
dagger  

 

However, I think the Wends should also have the option of a few more capable footsoldiers so I’ll 
also include some veterans: 

 

 Fate FV SV Speed Religion Cost 

Veteran 
Warrior  

4+  +2  +1  +0  Pagan  29 

Traits  Equipment  

Tough  
Leather jacket, shield, one-handed axe, 
dagger  
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To be effective you will need at least five infantry in the average 250 point warband, though a good 
balance is two men to each leader or specialist. 

Note: 250 points is merely a recommendation; you should play games at a points level to suit 
yourself and your friends. 

Of course your basic troops don’t have to be as dull as ditch water and that is where the Options list 
comes in handy. This is a short list of perhaps four to eight extras that you can buy to give your 
troops a little variety and tactical range; see below. 

5. Specialists 
Any good warband needs the ability to face a broad range of challenges. This is where the specialists 
come in. These are the troops who carry the special weapons or equipment, or have extraordinary 
traits or powers, but are not leaders.  

In the Wend warband these are the pagan priests. No people lasts that long against the Holy Roman 
Empire without men who can inspire courage in the lowliest warrior or, in legendary games, bring 
the powers of their grim gods to the battlefield. 

 

 Fate FV SV Speed Religion Cost 

Priest 5+  +1  +0  +0  Pagan  23 

Traits  Equipment  

Chosen, Fanatic Quarterstaff, dagger  

Magical Powers (Wyrd) 

Up to 15 points 

6. Options 
It is always tempting to open the armoury, scoop it all out and dump it into your troops' backpacks. 
After all your men might actually need five different weapons. However they will never be able to 
carry it all, even if you could find or convert a figure to suit. Besides the points cost would be 
excruciating. 

As mentioned above you can buy a number of extras for your warrior, for example the Hawkeye, 
Sailor and Swimmer Traits. 

Additionally they can take optional equipment, for example a hunting bow, throwing axes, javelins, a 
light helm or a riding horse. 

The key here, as always, is to keep to your theme. So for the Wends here is the list of options: 

 A Chieftain can choose up to two of the following Traits: Fearless (+5 points), Fortitude (+3 
points), Silver Tongue (+3 points), Tough (+5 points). 

 A Champion can choose up to two of the following Traits: Berserk (+7 points), Fearless (+5 
points), Two-Weapons (+5 points), Second Strike (+7 points). 

 Any figure can take the Swimmer (+2 points) and/or Sailor (+3 points) Traits. 

 Any figure may be mounted on a riding horse (+5 points). 

 Any Chieftain or Veteran Warrior can add a light helm to their armour at the combined cost 
shown on the Armour table (5.1.1). 

 Any Warrior or Veteran Warrior can also carry throwing axes (+6 points) or javelins (+6 
points). 

 A warband led by Tomislav can also field a Jomsviking Champion (+46 points) and up to two 
Jomsviking Warriors (+26 points each) with their usual choice of Jomsviking options. 

7. Unique equipment 
There is always a temptation to get very creative and begin churning out heaps of fabulous and 
utterly unique equipment for your warband. Beware, for down that road lies Hollywood and 
complete madness(?). 
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Seriously though, when you come up with that good idea take a minute and look down the list of 
equipment that already exists. Is there something in them that actually produces the same effect?  

8. Balancing it all out 
At the end of the creative process you want to have a warband that you will enjoy playing and that 
others will enjoy pitting their forces against. The infamous ‘death-star’ list has no real place in Blood 
Eagle and will not earn you any friends (it may even cost you some). 

The best way to check if you have a reasonably balanced force is to write up four 250 point lists. 
Make the first leader heavy, the second troop heavy, the third specialist heavy and the last as 
balanced as you can. Do these lists work? Do they make sense based on your theme? 

A balanced force has a primary leader and usually a second in command in case the leader falls. 
Then there are four to six troops and up to a couple of specialists. Some lists cannot be balanced like 
this because they rely on a mass of cheap troops led by a charismatic leader, or perhaps because 
they are an elite commando-style force. These still have their place. 

9. Costing  
We have created a warband cost calculator using an MS Excel spreadsheet. You can download this 
for free from the Blood Eagle blog: https://bloodeagleskirmish.wordpress.com/. 

The calculator covers almost everything in the rulebook.  There are minor exceptions – like increased 
costs for legendary weapons or shields – which have to be worked out by hand and included in the 
“Additional” row but apart from these you should be able to use it to work out the cost of any 
warband you choose to create. 

Unless, of course, you decide that you want to invent new Traits or Magical Powers.  If you do this, 
you’ll need to agree the descriptions and costs of these new creations with your fellow players 
before using them in a game.  To calculate cost, the best advice we can give is to compare the effects 
of the new Trait or Power with those in the book and choose a cost accordingly – there is no fixed 
formula for such calculations (as you can probably tell from the costs in the book!).  There are 
formulae for costing new armour, weapons and creatures, all of which you’ll find in Section 9.1 on 
page 46 of the rules. 

10. The Wends – Full Warband Description 
The Wends were a pagan Slavic people of north-eastern Germany and the Baltic coasts who resisted 
Christianisation well into the 12th century. They fought the Holy Roman Empire, fought and traded 
with the Danes and gained a reputation as an obdurate and hardy people. 

One of their princesses married Harald Bluetooth, with whose help the Wends also became feared 
Baltic pirates and raiders. 

One of their most feared chieftains is Tomislav ‘the Torturer’. The nickname was given to him by the 
Franks who would find their scouts and sentries impaled along the Wends borders. Captured as a 
child by the Franks, Tomislav lived as a slave and was later freed during a raid by Harald Bluetooth, 
who was so impressed by the boy’s courage that he became Tomislav’s foster father. Tomislav then 
grew up alongside Harald’s son Svein Forkbeard, a Jomsviking, and they became blood brothers. 

Later Tomislav returned to his homeland and became a chieftain in his own right. He has remained 
friends with Svein and can always call on the Jomsvikings for aid. 

Tomislav’s second in command is a Norse Gael he encountered during his raids on southern Sweden. 
Poraig refused to surrender even when surrounded and alone and created a wall of Wendish dead 
about him with his two deadly swords. Tomislav walked up to him unarmed and embraced him as a 
brother. Poraig has been his champion ever since. 

 

 

 Fate FV SV Speed Religion Cost 
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Tomislav  3+  +4 +2  +0  Pagan  75 

Traits  Equipment  

Leadership +2, Berserk, Fearless, Hero (3 
Hero Points)  

Mail byrnie, light helm, shield, long 
sword, dagger  

 Fate FV SV Speed Religion Cost 

Poraig 2+  +4  +1  +1  Pagan  63 

Traits  Equipment  

Leadership +1, Hero (3 Hero Points), 
Two-Weapons, Second Strike 

Mail byrnie, two short swords, dagger  

 Fate FV SV Speed Religion Cost 

Chieftain 3+  +3  +2  +0  Pagan  49 

Traits  Equipment  

Leadership +2, Hero (2 Hero Points) Mail byrnie, shield, long sword, dagger 

 Fate FV SV Speed Religion Cost 

Champion 3+  +3  +1  +0  Pagan  47 

Traits  Equipment  

Leadership +1, Hero (3 Hero Points) Mail byrnie, shield, long sword, dagger 

 Fate FV SV Speed Religion Cost 

Veteran 
Warrior  

4+  +2  +1  +0  Pagan  29 

Traits  Equipment  

Tough  
Leather jacket, shield, one-handed axe, 
dagger  

 Fate FV SV Speed Religion Cost 

Warrior  5+  +1  +1  +0  Pagan  21 

Traits  Equipment  

 
Leather jacket, shield, one-handed axe, 
dagger  

 Fate FV SV Speed Religion Cost 

Priest 5+  +1  +0  +0  Pagan  23+ 

Traits  Equipment  

Chosen, Fanatic Quarterstaff, dagger  

Magical Powers (Wyrd) 

Up to 15 points 

 

Options 

 A Chieftain can choose up to two of the following Traits: Fearless (+5 points), Fortitude (+3 
points), Silver Tongue (+3 points), Tough (+5 points). 

 A Champion can choose up to two of the following Traits: Berserk (+7 points), Fearless (+5 
points), Two-Weapons (+5 points), Second Strike (+7 points). 

 Any figure can take the Swimmer (+2 points) and/or Sailor (+3 points) Traits. 

 Any figure may be mounted on a riding horse (+5 points). 

 Any Chieftain or Veteran Warrior can add a light helm to their armour at the combined cost 
shown on the Armour table (5.1.1). 

 Any Warrior or Veteran Warrior can also carry throwing axes (+6 points) or javelins (+6 
points). 

 A warband led by Tomislav can also field a Jomsviking Champion (+46 points) and up to two 
Jomsviking Warriors (+26 points each) with their usual choice of Jomsviking options. 

 

 


