Wood Elf Magic

M

ages played a big part in the Wood Elf settling in the Forest of Loren. It was they who found the best places for the kindreds to live, in glades where the currents of magic run close to the surface. It was they who could talk with the Dryads and Treemen, and the many other creatures in the forest. Even now, the mages still have a big part to play. Magical incantations keep intruders away from the forest, or make the few who do enter wander around for ages, without knowing where they are, without seeing any sign of the Wood Elves, without any good sense of time or place. When, or rather, if they ever come out again, time will quickly take its toll on the pitiful one who dared enter the Forest of Loren.
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Special Rules

· Wood Elf High Mages may use any lore of magic from the Warhammer rulebook, or they may use the Sylvan Lore. 

· Wood Elf Mages may use the Sylvan Lore or one of these three lores from the Warhammer rulebook:

· The lore of Life

· The lore of Beasts

· The lore of Shadow

High Mages get a +1 bonus to their casting rolls when using the Sylvan Lore.
THE SYLVAN LORE

The Sylvan Lore is the lore of the forest. The magic flows close to the surface in the glades where the mages hold their councils, it flows throught the animals, the plants, the rocks, all things living and dead, which reside in Loren. It is the magic of nature, in all its forms.

To randomly generate a spell, roll a D6 and consult the chart below. If you roll the same spell twice for the same wizard, roll again.

	D6
	Spell
	Casting Value

	1
	Eyes of an eagle
	5+

	2
	Swarm of Sprites
	6+

	3
	Shield of Isha
	6+ / 9+

	4
	Fury of nature
	8+

	5
	Voices of the forest
	9+

	6
	Mists of Loren
	10+


eyes of an eagle                                                       Cast on 5+

This spell can be cast by the wizard on any unengaged friendly unit armed with bows within 24” of the caster. 

If succesfully cast, the unit temporarily gains the keen eyesight of an eagle and may re-roll all failed to hit rolls when using missile weapons in the following shooting phase.

Swarm of Sprites                                                      Cast on 6+
The mage summons up a swarm of sprites to attack an enemy unit. The fast zooming sprites can do far more damage than their small form suggests. They are a real menace to any enemy, picking at eyes, face, and other vulnerable parts, seeking for unprotected parts of their foe’s body.

The mage may cast this spell on any unengaged enemy unit within 24”. If succesful, the sprites will cause 3D6 Strength 2 hits with a -1 Amrour Save penalty.

Shield of Isha

Remains in play                                                        Cast on 6+ / 9+

A mage may cast this spell on any unengaged friendly unit within 12” and line of sight. It can be cast at a casting value of 6+ or 9+ (declare before rolling the dice). If succesfully cast, a divine aura appears around the unit, shielding it from harm.

If cast at 6+, the unit gains Magic Resistance (1)

If cast at 9+, the unit gains Magic Resistance (2)

Once cast, the spell lasts until it is dispelled, or until the Mage chooses to end it (which he can do at any time), attempts to cast another spell or is slain.

Fury of nature                                                           Cast on 8+

By casting this spell the Mage calls for nature to aid the Wood Elves in their struggle. Nature will answer by having animals, trees, rocks, roots, birds and even the wind attack the enemy.

This spell may be cast at any unengaged enemy unit within 24” and line of sight. If succesfully cast, the unit will feel the fury of nature!

The spell causes 2D6 Strength 4 hits.

Voices of the forest                                             Cast on 9+

This spell can be cast at any unenaged enemy unit within 24” of the caster. If succesfully cast, the enemy starts hearing eerie voices, spelling doom to their people.

The affected unit must take an immediate panic test. If this panic test is not failed, the unit will move at half speed in its next turn, due to the voices making them extra careful. This penalty does not apply to Compulsory movement. In addition, the unit cannot declare a charge the following turn unless they first pass a Leadership test; they must overcome their urge to search for the source of the voices instead of charging. Units which are immune to psychology are also immune to this spell.

Mists of Loren

Remains in play                                                             Cast on 10+

Calling upon the Sylvan powers of the Forest of Loren, the wizard summons mists to form over a unit, blurring their sight and slowing their movement.

This spell can be cast upon any unengaged unit within 24” and line of sight of the caster. If succesfully cast, thick mists enshroud the unit. The unit moves at half speed, and it cannot see further than 2 inches around. The unit cannot be made a target for shooting (including magic missiles) and has Magic Resistance (1) due to the magic nature of the mists. You cannot use the extra dice from the Magic Resistance to dispel the Mists of Loren. Once cast, the spell lasts until it is dispelled, or until the Mage chooses to end it (which he can do at any time), attempts to cast another spell or is slain.

ancient artifacts

(Magic Items)

Common magic items

Sword of Striking                              30 points

Weapon; +1 to hit

Sword of Battle                                  25 points

Weapon; +1 Attack

Sword of Might                                   20 points

Weapon; +1 Strength

Biting Blade                                        10 points

Weapon; -1 to enemy armour saves

Enchanted Shield                            10 points

Armour; 5+ armour save

Staff of Sorcery                                                   50 points

Arcane; +1 to dispel

Power Stone                                                   25 points

Arcane; +2 dice to cast a spell. One use only.

Dispel Scroll                                                   25 points

Arcane; automatically dispels an enemy spell. One use only.

Talisman of Protection                                  15 points

Talisman; 6+ Ward save.

War Banner                                                    25 points

Banner; +1 Combat Resolution

Magic Weapons (8)

The Spirit Sword                                            75 points

Wounds automatically. Saves are modified by the Strength of the user.

Scarloc’s Bow                                                     60 points

This is a magical bow with 30” range which replaces the character’s longbow. It allows you to shoot four times per shooting phase. Scarloc’s bow comes with one of these 4 arrow choises: (choose before the battle)

· Hunting arrows (Shots resolved at Strength 5)

· Light arrows (Strength 4, range increased to 40”)

· Armour Piercing arrows (Strength 4, -2 armour save penalty)
· Slaying Arrows (Strength 4, D3 wounds)
Hunting Spear                                                55 points

Replaces the character’s longbow. Counts as a magical hand weapon with no particular power in close combat. It can also be thrown like a javelin with a range of 18”. If it hits, it counts as a bolt thrower with Strength 6. After resolving the damage, the spear will fly back into the hands of the bearer. Note that you may stand and shoot with this spear.

Blade of Fury                                                 50 points

The bearer gains +2 Attacks when fighting with this sword.

Mithril Sword                                                  50 points

The Mithril Sword allows no armour saves.

Bow of Loren                                                 40 points

Replaces the character’s longbow. The Bow of Loren has a 36” range. It fires a number of shots equal to the bearer’s Attacks at his Strength. All shots must be directed at the same target and count as magical.

Bow of Guidance                                           30 points

The Bow of Guidance is a magical long bow with a 30” range. It replaces the character’s longbow. The bearer and the unit he is with will always hit on a 2+ in the shooting phase.

Blades of Wychwethyl                                  30 points
Bladesingers only

Replace the Bladesinger’s two hand weapons. The Blades of Wychwethyl count as two magical hand weapons (therefore granting the Bladesinger +1 Attack). The Blades of Wychwethyl allow the Bladesinger to parry any hit in close combat by throwing 4+ on a D6. First the enemy rolls to hit, the Bladesinger then rolls to see if it can parry any hit, the enemy then continues rolling to wound and the Bladesinger rolls to save as usual.
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Magic Armour (5)

Helm of Equos                                               55 points

This helm confers a 6+ armour save. In addition the wearer also receives a 4+ Ward save. The Helm of Equos can be combined with mundane armour.

Armour of Loren                                            50 points

Counts as light armour (6+ save). In addition the wearer and the unit he is with gain Magic Resistance (2). May be combined with other mundane armour.

Starshine Armour                                               40 points

Counts as light armour (6+ save). Can be combined with other mundane armour. Enemies wishing to attack the wearer suffer a -1 to hit penalty in hand to hand combat.

Fynyr’s Shield                                                25 points

Fynyr’s shield gives a 6+ armour save that can be combined with mundane armour as normal. The shield allows the bearer to force one model in base contact in close combat to lose 1 Attack. In case of different kinds of attacks (eg, Rider and mount), the bearer may choose which attack is lost.

Shield of Ptolos                                             15 points

Counts as a normal shield (6+ armour save). Gives the bearer a 1+ armour save against missile attacks that cannot be improved by any means.

Talismans (7)
Jade leaf                                                         50 points

Discount the first wound suffered. One use only.

Talisman of Qwarr                                         40 points

The Talisman of Qwarr gives the character’s Great Eagle a 4+ Ward save. He himself gains a 6+ Ward save. The Talisman gives only a 6+ Ward save to the character if he has no Great Eagle mount (when the Eagle is dead, for example).

Vambraces of Lightning                               30 points

The bearer has a 5+ Ward save.

Amber Amulet                                                25 points

Bearer recovers 1 Wound at the start of each of his turns (stops working if the bearer is killed).

Wythel Tree Seeds                                        25 points

The Wythel Tree Seeds add 1 Dispel Dice to the Wood Elf player’s dice pool.

Talismanic Warpaint                                          15 points
Bladesingers only

This Talismanic Warpaint replaces the Bladesinger’s standard warpaint. It gives Magic Resistance (1) and increases the Bladesinger’s Ward save to 5+.

Necklace of Feathers                                    10 points

The wearer automatically passes all characteristics tests he is required to make, except Leadership tests.

Arcane items (7)

Ariel’s Blessed Staff                                    100 points

This staff blessed by Ariel herself is only given to the greatest of High Mages. It has the following effects:

· The Mage has a +1 modifier on any roll to dispel.

· The Mage has a 5+ Ward save

· The Mage may choose all his spells 

Wand of Jet                                                    50 points

The Wand of Jet adds 1 dice to the Wood Elf army’s pool of magic dice in each player’s turn.

Potion of Knowledge                                         25 points

The Potion of Knowledge can be drunk during the Wood Elf Magic phase. One spell cast by the bearer requires no Power dice (counts as being cast at the spell’s casting value). One use only.

Grismerie Chrystal                                        25 points

The mage is allowed to add or deduct one from any roll made by either himself or a friendly wizard. Decide after the roll is made. Note that this can force a spell to be cast with Irresistable force or prevent a miscast. One use only.

Seer’s Ring                                                     20 points

The Mage may choose one of his spells instead of rolling for it. He still has to determine his other spells randomly.

Wythel Tree Staff                                           15 points

The Mage may use one more power dice to cast spells than normally allowed for his level.

The Wand of Wych Elm                                 15 points

A Mage carrying the Wand of Wych Elm knows one more spell than usual, generated randomly.
Enchanted items (7)
The Acorn of Ages                                        55 points

At the beginning of any of his Magic phases, the bearer can throw the Acorn of Ages towards a point of the table anywhere within his own line of sight and within 24”. Guess the range to the point you’re aiming at and determine where the Acorn lands as you would for a stone thrower shot. Place a new wood (up to 3” radius) with its centre at the point where the Acorn has struck the ground. If a Misfire is rolled, the Acorn has no effect. One use only.

Healing Potion                                               50 points

Can be used at the beginning of any phase. The bearer, or any one friendly model within 1” of the bearer, recovers all wounds suffered up to that point in the battle. One use only.

Ring of Light                                                35 points

The character wearing the ring of light, as well as the unit he is with, does not suffer from the effects of fear and terror. 
Hail of Doom Arrow                                       30 points

When fired, the arrow splits into 3D6 magical Strength 4 arrows. Roll to hit for each arrow. One use only. You can use the Hail of Doom Arrow with a magical bow, but the magical bow will count as an ordinary longbow for this purpose.

Cloak of Courage                                       30 points

The bearer and all units within 6” have their Leadership increased by 1, up to a maximum of 10.

The Cloak of Mist                                           25 points

The wearer may be deployed as a scout. Models on foot only.

Ring of Summoning                                           25 points
Bound Spell                                                 (Power Level 3)

The Ring of Summoning may cast its Bound spell once per Magic phase like an ordinary spell. The spell requires no Power dice to cast, all the power is provided by the ring itself.

The Ring of Summoning contains the Swarm of Sprites spell described in the spells of the Sylvan Lore.

Magic Banners (7)

Banner of the Forest                                     80 points

The bearer and all friendly units within 12” are immune to psychology.

Banner of Shielding                                      75 points

The bearer and the unit he is with count as being in soft cover for shooting purposes. Magic Missiles are deflected by the shield on a 4+. In addition, enemies suffer a -1 to hit penalty when fighting the unit in close combat.

Banner of the Dragon                                    60 points

The bearer and unit he is with fight with +1 Strength on every first turn of a combat engagement.
Banner of Twilight                                         50 points

The banner of twilight makes the bearer and unit he is with very hard to see. Any missile attacks are at -1 to hit, and Warmachines must first roll a 4+ before they can target the unit. If the roll is failed, choose another target.

Banner of the Lynx                                      30 points

If the bearer or the unit he is with flee from a charge and are not destroyed by the charging enemy, they rally immediately and can act normally in their next turn.

Banner of the Wolf                                       25 points

The bearer and unit he is with have 1 added to their Movement value.
Banner of the Bear                                       20 points
Enemies in base contact with the bearer or the unit he is with never count the +1 outnumbering bonus when working out combat resolution.
Guardians of Loren

Wood elf special rules

(Note: special rules concerning magic are to be found in the Magic section.)

H

ere listed are the special rules that apply to multiple units in the Wood Elf army list. Special rules that apply to only one kind of unit can be found in the appropriate unit’s entry in this section. 

In the army list, all special rules that apply to a unit are to be found in that unit’s Special Rules entry. The special rules will be given by their heading name (Affinity to woods for example). For a full explanation of those rules you must refer to either this page or, in case of unit-specific rules, to the relevant unit’s entry in this section.
Affinity to woods

The Wood Elves and the many creatures that come to their aid in times of war are very connected to forests, and find it safe there. They know how to move in woods, they know how to hide and fight in woods, and they know that their enemies do not. Therefore the Wood Elves tend to seek up the woods when they are in trouble. 

The following rules represent this:

· Units with the Affinity to woods special rule (which is all units except flyers) may move through woods without any penalty.

· A unit with the Affinity to woods special rule which has to take any Leadership based test gets a +1 modifier to its Leadership value, as long as the unit is entirely in a wood.

· A unit with the Affinity to woods special rule which is broken, panicked, or otherwise forced to flee, must first turn to run directly away from the source, and may then check to see if any woods lie in their frontal arc, and if so, may choose to flee in that direction, as long as there are no enemy models inside the wood. When the wood is reached (meaning the unit is entirely in the wood), regardless of what distance the unit was supposed to flee, the unit stops. If the unit does not rally in their following turn, they have to run towards their own table edge as usual from then on. 

When, during their flight, enemy models enter the wood the unit is fleeing to, the unit must flee towards its own table edge from that moment on. (The unit ís allowed to run for a wood again, in case it is forced to flee again that battle.)

[image: image21.jpg]



Skilled Archers

As known throughout the Old World, Wood Elf archers are the finest in the world. Therefore, units with the Skilled Archers special rule benefit from the following rules:
· All non-magical arrows fired by a unit with the Skilled Archers special rule are Armour Piercing at short range.

· A unit with the Skilled Archers special rule never suffers the usual -1 to hit penalty when shooting at long range.

Master Archers

There are some warriors in Loren who are even better at archery than most other Wood Elves. These are known as Master Archers. Units with the Master Archers special rule have the following benefits:

· A unit with the Master Archers special rule has all the benefits described in the Skilled Archers rule. In addition, the unit may move and shoot without the normal -1 to hit penalty, and may shoot when marching / moving at double pace at a -1 to hit penalty.
Hide in woods

Loren’s Scouts and Waywatchers are very adept at camouflaging themselves so that they are very hard to spot in wooded terrain. When moving they make no sounds, they talk by sign language, and when they strike, they strike to kill. This rule represents the Scout’s and Waywatcher’s abilities to hide themselves in woods:

· Any unit with the Hide in woods special rule is considered hidden when entirely in a wood. This means that the enemy must first roll a 4+ on a D6 before it can commit any action towards the hidden unit requiring a line of sight; like charging, shooting and some magic spells.

wood elf battlefields

Even though the Wood Elves no longer stay in the Forest of Loren all of the time, the army commanders always seek out wooded areas to set the trap for their foes. The following rules represent this:

· After all terrain has been placed and table sides have been chosen, the Wood Elf player may place one additional forest anywhere on his own table half. This forest may not be larger than 6” in diameter.

· The Wood Elf player must always start deployment.
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Times of darkness

U

ntil recent times, the Wood Elves always remained in the Forest of Loren whenever possible. They did not interfere with the politics of other races, they did not venture out to claim more land, and only rarely to aid armies from other races. Loren was protected by the Wood Elves ambushing everyone who dared travel through their woods, and the Elves were content, just like the creatures in the forest, as never did any enemy succeed in conquering or destroying substantial parts of Loren. But times have changed. The power of Chaos is growing, the entire Old World is under a grave threat, and all forces of good must join forces if this threat is to be annihilated.

So it was that the Forest Council received reports from Scouts who ventured deep into the Empire and some even further; the Old World is in trouble, Chaos is coming. 

Even in Brettonia, the danger was already growing, villages in or near woods simply died out for unknown reason, messengers travelling through the woods were never seen again, rumours spread of evil in the forests of Brettonia. And so it was that several Brettonian knights, sent by their king, went to Loren, to ask the Wood Elves whether they knew anything of this growing danger in the woods. The king and queen did not know the answer, but certainly had their suspicions, for worst of all; this evil had also spread into Loren. Ever more often, the Wood Elves had to fight evil creatures with the appearance of oversized walking goats, with big horns on their heads. Even some creatures known as Minotaurs had been spotted by the Waywatchers.

After this visit, the Council gathered, including the Lords of the Kindred, the High Mages, the King and Queen in the wood, and even some ancient Treemen and Dryads. After much deliberation, they came to the conclusion that Athel Loren could no longer be protected just by hiding in the woods and ambushing trespassers. The growing evil needed to be actively fought. When Chaos would overrun the Empire and Brettonia, there would be no way Loren could escape a similar fate. Thus it was decided to send messengers to the king in Brettonia, to tell him of the Wood Elves’ new strategy. The Wood Elf armies would from now on seek out enemies threatening either Loren or the surrounding areas in the Empire and Brettonia. When in trouble, the human race could count on their aid. The Beastmen herds would be actively hunted before they’d do any harm, just like any other twisted race that came to Elven attention. The fury of Loren would finally be unleashed. 

The forest creatures, the Dryads and Treemen, understood the peril their forest was in, and agreed to join the Wood Elves on their raids when the need be.

This new strategy demanded for the Wood Elves to adapt to other ways of combat, and more warriors needed to be trained in conventional warfare. For their support, the Wood Elves received weapons from the Brettonians, and soon the Lords of the Kindreds had formed powerful armies, ready to strike at the growing evil that is Chaos.

The Wood Elves’ superb Archers still play a most important role in Loren’s armies. Glade Guards have become more present, the ranks of the Wardancers have grown, Scouts and Waywatchers move far ahead of the main strikeforce, setting the trap for the doomed foes of Loren. When the first horn sounds from within the woods, the enemy knows that death is near.

The fighting ways of the past, in the times of the War of the Beard, had not quite been forgotten. Enemies beware, for the warriors of Loren are upon you!
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wood elves

W

ood Elves are almost identical in physical appearance to their kindred the High Elves. They are tall, agile, lithe, and graceful in their movements. They are intelligent, intuitive and quick witted, as well as quick on their feet.

Wood Elves have strangely beautiful or handsome faces with bright, often violet coloured eyes. Their hair is very fine and will grow very long. Many Elves have blond or silvery grey hair with an intense bluish sheen. Other colours are rare but not unknown. Wood Elves have a very pale complexion even for Elves, perhaps because they spend most of their time in the shadows of the trees and the muted sunlight of the woodland glades.

Elven voices are shrill and almost musical to hear, and it is said that their singing can lure a human to his doom, charm a wild beast, induce a tree to grow faster or shape a rock if the singing goes on long enough!

Elves live for a very long time, usually several human life times, and once they reach maturity, show very little outward appearance of ageing.

In temperament, Wood Elves are similar to High Elves but lack the taste for luxury that leads to decadence or the haughty manner that leads to kinstrife. Instead, they have cultivated the Elven intuition and reverence for nature. They are very perceptive of the subtle currents pervading the natural world, including magic. Like high Elves they are obstinate and determined, especially when defending their homes and way of life. It takes a long time to earn their trust or respect and any betrayal will provoke certain vengeance.

Like High Elves, Wood Elves are extremely skilled as craftsmen, but unlike their distant kindred in Ulthuan, they do not have access to all the wealth of the world by sea trade. Instead the Wood Elves must rely on what they can find within their own forest realm, supplemented with a few rare things traded with utsiders or bought in by those willing to venture outside.

Wood is therefore used for a great many things: goblets, jars, jewels, weapons and even some armour are intricately carved out of this material. Sometimes the branches of trees will be trained for years to grow in a suitable shape. Stone is also used for a vast number of things. Metals are hard to come by in the forest and most of the metal artificacts of the Wood Elves are either very ancient heirlooms dating back to the days of the Elven colonies or made from ores found on the surface of the ground in the foothills of 
the mountains. Elf prospectors looking for ores often encounter Dwarf prospectors, leading to brisk battles among the crags.

The Wood Elves do very little smelting or metalworking since this involves burning wood, which they are loath to do. The metals they prefer are copper and gold, which can be easily beaten into shape without need of fire. They use very little iron which would require blazing furnaces belching out smoke. This is one reason for their lack of armour, although the main reason is that armour would encumber the warriors far too much in the woodland terrain. Fine clothing is woven from thread spun from various plants. Coarse clothing such as capes and tunics is made from the hides of wild beasts or even leaves sewn together.

	
	M
	WS
	BS
	S
	T
	W
	I
	A
	LD

	Wood Elf
	5
	4
	4
	3
	3
	1
	5
	1
	8

	Champion
	5
	4
	4/5
	3
	3
	1
	5
	1/2
	8

	Glade Guardian
	5
	6
	6
	4
	3
	2
	7
	3
	9

	Mage
	5
	4
	4
	3
	3
	2
	5
	1
	8

	Bladesinger
	5
	7
	4
	4
	3
	2
	8
	3
	9

	Master of the Wood
	5
	5
	7
	4
	3
	2
	7
	3
	9

	Lord of the Kindred
	5
	7
	7
	4
	3
	3
	8
	4
	10

	High Mage
	5
	4
	4
	3
	3
	3
	5
	1
	9


Special Rules: Affinity to woods. 
See the corresponding entries in this section for additional special rules, if applicable.
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wood elf characters

Here follows a description of the different types of characters the Wood Elves have in their armies.

Lord of the Kindred

Every kindred in Loren has its Lord, a respectful individual. The Lord of the Kindred is a very good leader. Combined with his great skills in combat and with the longbow, this makes him a perfect general.

	
	M
	WS
	BS
	S
	T
	W
	I
	A
	LD

	Lord of the Kindred
	5
	7
	7
	4
	3
	3
	8
	4
	10


Special Rules: Affinity to woods, Skilled Archer.
Glade Guardian

Glade Guardians protect the Glades of their kindred against enemies. They are the local commanders, and under direct command of the Lord of the Kindred. They are very cunning and truly reliable lieutenants to the Lord.

	
	M
	WS
	BS
	S
	T
	W
	I
	A
	LD

	Glade Guardian
	5
	6
	6
	4
	3
	2
	7
	2
	9


Special Rules: Affinity to woods, Skilled Archer.
High Mage

From amongst a kindred’s mages one is chosen to be the High Mage. He or she is the kindred’s representative in the mage’s councils, the most important advisor to the Lord of the Kindred, and is allowed to take part in the meetings in the King’s Glade.

	
	M
	WS
	BS
	S
	T
	W
	I
	A
	LD

	High Mage
	5
	4
	4
	3
	3
	3
	5
	1
	9


Special Rules:  Affinity to woods, Skilled Archer.
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Mage

The Mages act as advisors to the High Mage and the Glade Guardian that protects their glade. They are also the ones who keep intruders wandering around without sense of time or place.

	
	M
	WS
	BS
	S
	T
	W
	I
	A
	LD

	Mage
	5
	4
	4
	3
	3
	2
	5
	1
	8


Special Rules: Affinity to woods, Skilled Archer
Bladesinger

A kindred’s Wardancers are led by a Bladesinger. Bladesingers master the art of the ritual and war dances like no other, they strike like lightning, and their skills with the swords are unsurpassed. Not many a foe has met a Bladesinger and lived.

	
	M
	WS
	BS
	S
	T
	W
	I
	A
	LD

	Bladesinger
	5
	7
	4
	4
	3
	2
	8
	3
	9


Special Rules: Affinity to woods, Wardancer*. Cannot be the army’s general. Cannot join units except Wardancers. Cannot choose magical armour or missile weapons.

*See the Wardancers entry in this section for details.

Master of the Wood

A Master of the Wood knows the Forest of Loren like the inside of his pocket. There is no place in the forest a Master of the Wood has not been to, there are no secrets in Loren for the Master of the Wood. A Master of the Wood can be on his own, but they are also seen leading groups of Scouts or Waywatchers to great effect.

	
	M
	WS
	BS
	S
	T
	W
	I
	A
	LD

	Master of the Wood
	5
	5
	7
	4
	3
	2
	7
	3
	9


Special Rules: Affinity to woods, Waywatcher*. Cannot be the army’s general. Cannot join units except Scouts and Waywatchers. Cannot choose magical shields or helmets.

*See the Waywatchers entry in this section for details

Archers
The core of the Wood Elf army has always been its archers. Most of the warriors of the various Wood Elf kindreds fight with the longbow as their principle weapon. Indeed, few warriors have swords, shields or armour since the Wood Elves do very little metal working and must trade with outsiders for metal. The Wood Elves are loath to fell trees to fuel furnaces and hate the foul fumes. They dislike the colour of iron and try to have as few dealings with Dwarfs as possible!

All this means that metal has always been rare in Athel Loren. Instead of forging metal weapons of war, the Wood Elves made elegant and powerful longbows. They carefully selected the best trees from which to vut their bowstaves and arrow shafts and soon became expert bowmakers and archers. Soon they surpassed the skills of the High Elves of Ulthuan in the practice of archery and were certainly masters above any race. 

The Wood Elves know many secrets of how to make powerful bows from laminated strips of rare trees. The bowstrings themselves are said to be woven from the hair of Elf maidens. The flights of the arrows are chosen from the feathers of particular birds to ensure accurate flight. The arrows are tipped with copper or delicately shaped arrowheads of flint or obsidian.

As well as these skills, the archers practise their archery by hunting beasts in the forests. In the dimly lit glades they hone their keen eyesight and acquire an amazing sureness of shot.
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	LD

	Archer
	5
	4
	4
	3
	3
	1
	5
	1
	8

	Hawkeye
	5
	4
	5
	3
	3
	1
	5
	1
	8


Special Rules: Affinity to woods, Skilled Archers.

Hunters

Besides providing food for the Wood Elf community, the various bands of Hunters also hunt the numerous evil creatures that damage or hurt the Forest of Loren. Orcs and Beastmen are most often the target of the hunt. 

The Hunters of Loren operate far into the deep woods of Loren, where they search for these twisted beings. When located, they don’t often survive the ferocious hunt in which they are the prey. There are some bands of Hunters who hunt so fanatically that they even follow their prey outside of the forest. Creatures 
that become the target of these merciless bands of Elves have not a chance of ever returning to their homes alive.

The Hunters are experts at shooting their bows whilst on the run. However, for their uses the longbow is not much good. The Hunters prefer a shorter, lighter, easier to handle bow. It has shorter range, but in the thick woods of Loren, long range is of no use anyway.
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	LD

	Hunter
	5
	4
	4
	3
	3
	1
	5
	1
	8

	Orc Hunter
	5
	4
	5
	4
	3
	1
	5
	2
	8


Special Rules: Affinity to woods, Hunters:

Hunters operate between the trees in the forest, and therefore do not get to shoot at long range all that much. For this reason, Hunters are equipped with normal bows instead of longbows, and have the following rules in relation to shooting:

· Hunters do not suffer the normal -1 to hit penalty for moving and shooting. They may also shoot when moving at double pace, in which case they dó suffer a -1 to hit penalty.

· Hunters do not suffer a -1 to hit penalty if the target is in soft cover, and only a -1 to hit penalty against targets in hard cover.

· Shots from Hunters shooting at short range (12”) count as Armour Piercing.

Note: Hunters dó suffer the normal -1 to hit penalty for shooting at long range.
Glade Guards

Glade Guards guard the home glades of the various kindreds. They are, unlike most warriors in the Wood Elf army, not armed with longbows. Instead they fight with the spear, and do so with great skill. The spears used by the Glade Guards are made from the Ash trees. The shafts of these spears are very strong; they are strong enough to dismount a heavily armored knight charging in full gallop! 

The Glade Guards provide the only real defensive troops in the Forest of Loren. They organise in strictly disciplined units, and form up so that they become an impregnatable block of spears. Should the Wood Elf assault warriors need assistance, or if an enemy unit sees chance to threaten the archer lines, the Glade Guards can lend their massive bulk to aid their 
comrades. The Glade guards are also used to close a trap set by the Scouts and Waywatchers. Enemy troops are being lured in a certain direction by the Scouts, who pretend to be fleeing, but when the enemy comes in a patch of open ground, they find the Glade Guards waiting for them on all sides, backup up by numerous Archers waiting between the trees.
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	Glade Guard
	5
	4
	4
	3
	3
	1
	5
	1
	8

	Commander
	5
	4
	4
	3
	3
	1
	5
	2
	8


Special Rules: Affinity to woods, Veteran Guards:

The toughest and most experienced Glade Guards form up together to form a unit of Veteran Guards. You may choose up to one unit of Glade Guards in the army to upgrade to Veteran Guards and pay the appropriate points (See the Glade Guards entry in the army list). You must have at least as many normal Glade Guards in your army as you have Veteran Guards.
Veteran Guards

All the kindreds have a selection of warriors known as the Veteran Guards. They guard the most important places to their kindred, and are very skilled with their spears as well as resilient. The Veteran Guard is formed up of Glade Guards of enormous experience and skill, some even having fought in the battle of the Glade of Woe. Engaging in combat with a unit of Veteran Guards is nothing like fighting to an ordinary group of Spearmen. These Elves are very self-confident, having survived many battles, and know exactly how to respond to most types of enemy units.

Having a unit of Veteran Guards in your army gives you something you can always rely on!
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	Veteran Guard
	5
	5
	4
	3
	3
	1
	5
	1
	8

	Commander
	5
	5
	4
	4
	3
	1
	5
	2
	8


Special Rules: Affinity to woods, Stubborn. You may only have one unit of Veteran Guards in your army. A unit of Veteran Guards may carry a magic banner worth uo tp 50 points.
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Glade Riders

The Forest of Loren is surrounded by open heath and downloand with the occasional rocky crag, grove of stunted trees and plenty of scrub, bracken and heather. This belt of wild open land forms the outer border of the Wood Elf realm and is constantly guarded by the Glade Riders of the Kindred of Equos.

When the Kindred of Equos migrated here from the coastal colonies they brought with them their herds of Elven steeds. They were the only one of the kindreds who stayed in the Old World who kept and bred horses. The other kindreds ventured deep into the woods but the Kindred of Equos made their home in the meadow glades and open heaths on the margins of the great forest, where their herds could graze and roam freely. In the scattered clumps of trees covering the hilltops they made their strongholds, hidden from view but dominating the approaches into the forest.

Thus the Kindred of Equos assumed the role of guardians of the borderlands. The lords of the kindred ride out on beautiful, fast Elven steeds to challenge all comers. Their warriors are renowned as the Glade Riders, who ride down and harrass any foes who dare to cross the heath and approach the Forest of Loren.
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	Glade Rider
	5
	4
	4
	3
	3
	1
	5
	1
	8

	Horse Master
	5
	4
	4
	3
	3
	1
	5
	2
	8


Special Rules: Affinity to woods, Skilled Archers, Fast Cavalry.

Elven Steeds

The horses of the Elves are renowned for their beauty and speed. The Elf colonists brought Elf steeds to the Old World, and when the Elves abandoned their colonies, some Elf steeds were left behind and mingled with the rough wild horses leading to the breeds of horses now ridden by men. The last pure herds of Elven steeds in the Old World are to be found in the Forest of Loren. One of the kindreds who refused to return to Ulthuan were horse breeders who took their herds into the forest rather than abandon them. All the Elven Steeds ridden by Wood Elves are descended from this herd.
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	Elven Steed
	9
	3
	0
	3
	3
	1
	4
	1
	5


Special Rules: None.
Warhawk Riders

Many large birds of prey live in the forest, especially where it covers the foothills, ravines and crags of the Grey Mountains. These hawks and buzzards often grow to be far larger than similar species found elsewhere in the Old World. Some are so big that they can carry a rider on their back. Some Wood Elves live among the crags inhabited by the great hawks and befriend them. One way they do this is by rescuing hatchlings or even hatching them from abandoned eggs found in nests among the pinnacles or in the highest branches of pine trees.

A fledgling raised by an Elf develops a strong bond with its master and eventually the Elf will be able to ride the fully grown hawk. The hawk will be trained to fight with its beak and talons. Since the Elves themselves live high up among the treetops in platforms of woven branches, it is a very useful skill to be able to fly above the trees. The Warhawk riders can spot any intruders and swoop down to attack them.
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	Warhawk Rider
	5
	4
	4
	3
	3
	1
	6
	1
	8

	Wind Rider
	5
	4
	5
	3
	3
	1
	6
	1
	8

	Warhawk
	1
	4
	0
	3
	3
	1
	6
	1
	5


Special Rules: Skilled Archers, Unit of Flyers.
Scouts

Wood Elf Scouts roam the entire realm of Athel Loren, living under the trees, or in them, and watching for intruders. They are explorers as well as guardians and belong to the kindred descended from the very first Elves to go and live in the forest as guardians during the war between the Elves and the Dwarfs. They are the most accomplished archers in the entire realm and incredibly skilled in ambushing and skirmishing among the trees. In this and in stealth and cunning they are second only to the elite Waywatchers, able to advance towards the enemy behind cover, approaching close without being seen, ready to spring out and attack by surprise.
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	Scout
	5
	4
	4
	3
	3
	1
	5
	1
	8

	Pathfinder
	5
	4
	5
	3
	3
	1
	5
	1
	8


Special Rules: Affinity to woods, Master Archers, Hide in Woods, Skirmish, Scout.
Waywatchers

Waywatchers are selected from among the Elven Scouts to guard the ways leading into the depths of the forest. They operate in small bands so that they can hide more easily among the woods. They may even hide in the trees, living for long periods on wicker platforms woven among the branches. From up here they can observe everyone and everything which enters the forest. 

If the Waywatchers spy enemies they sound the alarm or despatch a fast runner through the forest to alert the King and Queen in the Wood. Meanwhile the Waywatchers will prepare concealed traps to delay and deter the invaders while the rest of the Wood Elf army gathers for battle.
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	Waywatcher
	5
	4
	5
	3
	3
	1
	5
	1
	8

	Ranger
	5
	4
	6
	3
	3
	1
	5
	1
	8


Special Rules: Affinity to woods, Master Archers, Hide in Woods, Skirmish, Master Infiltrators: 

Waywatchers may deploy closer than 10” to the enemy, as long as they remain out of sight.

Guerrilla fighters:

Waywatchers can see through 4” of the wood they are in. If a Waywatcher unit charges into close combat from a wood, the enemy may only Hold as a charge reaction and the Waywatchers get +1 Attack on the first turn of the fight (the entire unit must be inside the wood when the charge is declared).

Waywatchers cannot be joined by characters with the exception of a Master of the Wood. 

All special rules that apply to Waywatchers also apply to the Master of the Wood (even if he is not joining a unit of Waywatchers).
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Eagles

The ancient and proud race of Great Eagles has lived among the peaks of the World’s Edge Mountains since the dawn of time. They also live in the grey Mountains on the edges of the Forest of Loren, where the gnarled pines mingle with the crags and pinnacles of rock.

These wise and intelligent creatures live for many centuries. From the vantage point of their high eyries, the eagles watch the movements of ground dwelling creatures. They particularly revile evil creatures like Goblins who seek out their nests and plunder the eggs. 

Although Great Eagles are the rarest and most intelligent of the giant birds of prey to be found around the Forest of Loren, they are sometimes befriended by the most adventurous and exceptional Wood Elves. If an Elf can succeed in winning the trust of a Great Eagle he has gained a truly awesome beast to ride into battle.
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	LD

	Great Eagle
	2
	5
	0
	4
	4
	3
	4
	2
	8


Special Rules: Great Eagles can Fly.
Wardancers

The shrine glades of Athel Loren are where the Wood Elves perfrom their arcane rituals. The heritage of the Wood Elves is recorded as much in ritual dances as in Elven runes or epic sagas. Every kindred has a band of ritual dancers who perform in the shrine glades, enacting the tales of the Wood Elf lore and invoking the gods Kurnous and Isha. As well as ritual dances, there are deadly war dances that can be used in battle. The dancers who perform these also fight in battle as Wardancers. They are a select case, including both male and female Elves, ordained at birth and raised to the spectacular skills that are famed and feared throughout the world.

Wardancers are exceptionally agile and swift, even for a race whose grace and speed is legendary. The frantic dances of the Elves are physically amongst demanding beyond Human endurance, often lasting for many days and nights. In battle the Wardancers use their amazing skills to the full, darting away from deadly blows with lightning speed and striking with their weapons before the foe has time to react.



Wardancers decorate their bodies for the ritual dances that they perform and do the same to go into battle, when the body painting and hairstyles become even more savage and ferocious to scare the enemy. Spiral patterns in natural plant dyes are daubed all over the body which may be whitened with lime or chalk to make the patterns show up better. The designs include ritual symbols such as the Spiral of Life, Horns of Kurnous and Eyes of Isha, and many others.

The Wardancers’ long hair can be made to stand up in a crest or spikes using lime or tree resins, and is often dyed in outlandish colours. The wild whoops and blood-curdling shrieks of the Wardancers, not to mention the weird piping of any musicians that may accompany them, just add to their terrifying appearance.
A troupe of Wardancers, hand picked by Orion and Ariel themselves, have the sacred task of guarding the Oak of Ages. They must guard the oak through the deep midwinter while the King and Queen in the Wood lie entombed within, awaiting rebirth in the spring.
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	Wardancer
	5
	5
	4
	3
	3
	1
	6
	1
	8

	First Dancer
	5
	5
	4
	3
	3
	1
	6
	2
	8


Special Rules: Affinity to woods, Skirmish, Immune to Psychology, 6+ Ward save, Magic Resistance (1), Wardances:

Each turn in close combat the Wardancers may choose one of the following four special wardances:

· Storm of Blades (+1 Strength)

· Whirling Death (the unit has the Killing Blow special ability)

· The Shadows Coil (the unit is unbreakable)

· Woven Mist (If the Wardancers are fighting to the flank or rear of enemy units and have a Unit Strength of five or more, those units lose their rank bonus)

You can’t choose the same dance in two consecutive turns of the same combat engagement.

Wardancers cannot be joined by characters with the exception of a Bladesinger.

All special rules that apply to Wardancers also apply to a Bladesinger (even if he is not joining a unit of Wardancers).

Dryads

Dryads are tree spirits – magical beings who dwell in trees and are capable of assuming the aspects of a particular tree or even shape-shifting into the form of a tree at will. The Forest of Loren is one of the last refuges of these strange beings. Dryads do have a solid form, with flesh like the pliable, green sapwood of a young tree. Their hair is like the foliage of a tree or may resemble moss and lichen. Dryads are not small creatures; they tend to be up to about twice the height of an Elf.

When they appear to Elves or Men in a friendly or alluring aspect, Dryads take on the semblance of a beautiful, lithe young woman with treelike characteristics. In place of hair, a cascade of green or autumn-coloured leafy flows from their head, and their complexion is green, brown or even silvery-white Dryads speak with strange, eerie sonorous voices able to charm or scare the unwary. Their long fingers are usually dangerous weapons sprouting thorns or whip-like twigs. They are extremely spiteful and vengeful if offended or if the trees they inhabit are threatened or harmed.

Wood Elves are careful to placate these spirits and often ask them for help. Dryads trust and favour Wood Elves and will help them in many ways, even by assuming awesome and savage aspects to fight alongside the Elves in battle.
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	Dryad
	5
	4
	0
	4
	4
	1
	5
	2
	8

	Ancient Dryad
	5
	4
	0
	4
	4
	1
	5
	3
	8


Special Rules: Affinity to woods, Skirmish, Cause Fear, Tough Skin (5+ armour save), Aspects:

In close combat Dryads may choose to assume one of these four aspects:

· Birch aspect (+1 Attack)

· Oak aspect (+1 Strength)

· Ash aspect (+1 Toughness)

· Willow aspect (opponents require 6s to hit the Dryads)

All the models in the unit must assume the same aspect and the effects only apply for the Close Combat phase. They cannot use the same aspect in two consecutive turns of the same combat engagement.

Treemen

The Forest of Loren is inhabited by many strange and ancient creatures, some as old as the forest itself. When the first Elves wandered into the forest they soon noticed that they were not alone in the woodlands. As intelligent and inquisitive as the Elves were they never came face to face with the gigantic, shadowy creatures they saw at the edges of the glades and groves. It was only after the Wood Elves had been dwelling peacefully in the forest for several generations that the Treemen of Loren befriended them.
The Treemen had been watching and studying the Elves for a long time, deciding whether they were good or evil and seeing whether they harmed the forest. It was well for the Elves that the Treemen began to trust them, as Treemen are powerful enemies and completely intolerant of creatures who threaten their forest home.

Treemen are extremely large, at least two or three times the height of an Elf, with massive trunk-like legs and thick branching arms. When they stand still they can easily be mistaken for old gnarled trees with their clawed feet spreading into the ground like roots. Their flesh is tough and woody and their thick gnarled hide has the texture of dry cracked bark. Instead of blood they have sap and foliage or moss instead of hair. Their mouths, nostrils and eyes appear as deep cracks and knots in the bark-like exterior. Their branch-like arms end in horny talons resembling sharpened twigs. The Wood Elves believe that treemen can communicate with trees, picking up messages through the whispering of the leaves or even the eerie creaking of branches.
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	Treeman
	6
	5
	0
	5
	6
	5
	2
	4
	10


Special Rules: Affinity to woods, Flammable, Cause Terror, Immune to Psychology, Large Target, Thick Bark (3+ armour save), Treewhack:

In combat the Treeman may elect to make a single Strength 10 attack doing D6 wounds instead of their normal attacks. 

Tough Guy:

If a Treeman loses a round of close combat, but does not suffer any wounds that Close Combat phase, he does not have to take a break test.

Unicorns

The Unicorn is a powerful creature resembling a very large horse with a single horn on its forehead, hooves as hard as iron and snorting breath like steam. It is a rare beast and difficult to master because it is more intelligent than other monsters. Unicorns have an aversion to evil creatures and will not allow themselves to be tamed or ridden by them.

Unicorns run wild in the Forest of Loren, one of the few places where they still can be found. A Unicorn may eventually be mastered by a man or Elf through perseverance and trust. Unicorns are favoured as mounts by Wood Elf mages. For some strange reason female mages tend to find it easier to win the trust of a Unicorn and ride one than anyone else.
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	Unicorn
	10
	5
	0
	4
	4
	1
	5
	2
	8


Special Rules: Rider and unit he is with gain Magic Resistance (2). The Unicorn receives a +2 Strength bonus on the charge.

Green Dragons

Although the Forest of Loren is free from mnay of the hideous, savage and terrible creatures which roam at large through the forests of the Old World, there are still hidden places where such awesome beasts lurk. Such a place is the great Chasm Glade of Loren. This remote region is almost inaccessible even to the Wood Elf Scouts. It lies in the east of the realm where the forest creeps into the crags and pinnacles of the Grey Mountains.

The best way into the Chasm Glades, should you be reckless enough to go there, is to fly upon the back of a great bird of prey. No doubt the first dragons to make their nests here also fly in from above. These dragons have been dwelling here since the dawn of time. They have now become a distinct and exceptionally rare race of dragons known as Green dragons. Long ago they lost the battle for supremecy of the peaks to the savage and more agile dragons of the bare mountains.

Instead the Green dragons adapted to a life among the trees in the densely forested Chasm Glades. With sheer rock face on all sides, the dragons’ nests were safe and secure from any predatory dragons flying above or any other creatures or dragon hunters. No questing knights or Elf hunters could find them, nor 
could Dwarf Dragonslayers find a way into the chasm. Thus the Green dragons thrived and survived while elsewhere other dragons were slain and driven into the mountains.
Over centuries of isolation the Green dragons have evolved their own curious and distinct characteristics. Most amazingly, they no longer eat meat, but instead use their great saw-like fangs to chop and grind the roots and branches of gigantic trees. They are coloured in various shades of mottles green, hence their name.

A few Wood Elves, especially mages, have been able to find and communicate with these dragons. They have discovered that far from being a menace to the Elven folk, the dragons are themselves protectors of the forest on which they depend and therefore natural allies of the Wood Elves. 

Occasionally a mage will succeed in tempting a Green dragon to leave the chasm and join with the Wood Elf army to fight off invaders of the forest. Also, the very bravest of Elf lords will sometimes find a Green dragon egg or hatchling, and raise it to be a fearsome mount to ride into battle.
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	Green Dragon
	6
	6
	0
	6
	6
	6
	2
	5
	8


Special Rules: Large Target, Cause Terror, Fly, Breath Weapon:

The Green Dragon’s Breath weapon is Strength 3 and confers a -2 penalty on enemy armour saves.

A Green Dragon counts as a Hero choise in addition to its rider.
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Defenders of Loren

- The Wood Elf Army List -

T

he purpose of an army list is to enable players with vastly different armies to stage games which are as fair and evenly balanced it is possible to make them. The army list gives each individual model a points value which represents its capabilities on the tabletop. The higher a model’s points value the better it is in one or more respects: stronger, tougher, faster, better leadership, and so on. The value of the army list is simply the value of all the models added together.

As well as providing points costs, the list also divides the army into its constituent units. The list describes the weapons and optional equipment that troops can have and occasionally restricts the number of very powerful units an army can include. It would be very silly indeed if an army were to consist entirely of Archers, or towering Treemen. The resultant game would be a frustrating and unbalanced affair if not a complete waste of time. We use army lists to ensure this doesn’t happen!
How the army list is intended to be used

The army lists enable two players to choose armies of equal points value to fight a battle, as described in the main body of the Warhammer rules. The following list has been constructed with this purpose in mind.The list can also be used when playing specific scenarios. In this case, the list provides a framework which the players can adapt as required. It might, for example, be felt necessary to increase the number of characters or units allowed, or to restrict or remove options in the standard list such as magic items or monstrous mounts. If you refer to the Scenarios section of the Warhammer rulebook (pages 196-213), you’ll find some examples.
Army List Organisation

The army list is divided in four sections:

Characters

These represent the most able, brutal and succesful individual in your army: extraordinary leaders such as High Mages and Bladesingers. They form a vital and potent part of your forces.

Core Units

The most common Wood Elf warriors are represented as Core Units. They usually form the bulk of the army and will often bear the brunt of the fighting.

Special Units

The most skilled of your warriors in Loren, as well as creatures like Dryads and Great Eagles. They are available to choose for your army in limited numbers.

Rare Units

Rare Units are so called because they are scarce compared to your ordinary troops. They represent uncommon warriors and creatures.

Choosing an Army

Both players choose armies to the same agreed points value. Most players find that 2,000 points is about right for a battle that will last over an evening. Whatever value you agree, this is the maximum number of points you can spend on your army. You can spend less and will probably find it impossible to use up every last point. Most 2,000 points armies will therefore be something like 1,998 points or 1,999 points, but they are still ‘2,000’ points armies for our purposes.

Once you have decided on a total points value it is time to choose your force.

Choosing Characters

Characters are divided into two broad categories: Lords (the most powerful characters) and Heroes (the rest). The maximum number of characters an army can include is shown on the chart below.
	Army 

Points Value
	Max. Total Characters
	Max. Lords
	Max. Heroes

	Less than 2,000
	3
	0
	3

	2,000 or more
	4
	1
	4

	3,000 or more
	6
	2
	6

	4,000 or more
	8
	3
	8

	Each + 1,000
	+ 2
	+ 1
	+ 2


An army does not have to include the maximum number of characters allowed, it can always include fewer than indicated. However, an army must always include at least one character: the General. An army does not have to include Lords, it can include all of its characters as Heroes if you prefer.

In some cases other limitations may apply to particular characters / units. This is specified in the unit entry. For example, the Bladesinger Hero is accompanied by a note explaining that a maximum of one hero of this kind can be included in the army.

At the beginning of the battle, choose one of the characters to be the general and make sure that you let your opponent know which one it is.

For example, a 2,500 points army could include a High Mage (Lord), a Glade Guardian (Hero), a Mage (Hero), and a Bladesinger (Hero) (i.e. four characters in total, of which one is a Lord).

Choosing Troops

Troops are divided into Core, Special and Rare units. The number of each type of unit available depends on the army’s points value, indicated on the chart below:
	Army 

Points Value
	Core 

Units
	Special Units
	Rare Units

	Less than 2,000
	2+
	0-3
	0-1

	2,000 or more
	3+
	0-4
	0-2

	3,000 or more
	4+
	0-5
	0-3

	4,000 or more
	5+
	0-6
	0-4

	Each + 1,000
	+ 1 minimum
	+ 0-1
	+ 0-1


Unit Entries

Each unit is represented by an entry in the army list. The unit’s name is given and any lmitations that apply are explained.

Profiles. The characteristic profiles for the troops in each unit are given in the unit entry. Where several profiles are required these are also given if, as in many cases, they are optional.
Unit Sizes. Each entry specifies the minimum size for each unit. In some cases, units also have a maximum size. 

In the case of less potent monsters several can be included as a single ‘unit’ choise. For example, you can include up to two Great Eagles and this counts as one Special choise. Even though up to two models counts 
as one choise each model actually forms a separate unit during the battle. So if you take two Great Eagles these do not form up into one unit of two monsters: they form two units of one monster each. In this case one unit choise actually provides up to two units. These exceptions are indicated in the list.
Weapons and Armour.  Each entry lists the standard weapons and armour for that unit type. The value of these items is included in the points value. Additional or optional weapons and armour cost extra and are covered in the Options section of the unit entry.
Options. Lists the different weapon, armour, and equipment options for the unit and any additional points cost for taking them. It may also include the option to upgrade a unit member to a champion. While this model actually has a specific name all the rules that apply to champions apply to them. See the appropriate section of the Warhammer rulebook for details (pages 108-109).

Special Rules. Many troops have special rules which are fully described elsewhere in this book. These rules are also summarised in the army list for your convenience. It would be a long and tedious task to repeat all the special rules for every unit within the army list itself. The army list is intended primarily as a tool for choosing armies rather than for presenting game rules. Wherever possible we have indicated where special rules apply and, where space permits, we have provided notes within the army list as ‘memory joggers’. Bear in mind that that these descriptions are not necessarily exhaustive or definitive and players should refer to the main rules for a full account.
Dogs of War

Dogs of War are troops of other races who are prepared to fight under your flag in return for money, food, or some other suitable reward. A selection of such regiments are available as part of the Dogs of War range of models. The option to include Dogs of War units in your army is included in the army list as part of the Rare Units section, though some Dogs of War units might be available to you as Special or Hero choises – see the Dogs of War list in the Warhammer Annual 2002 for more information.
Some players prefer to play without Dogs of War – choosing to field armies of pure and noble purpose unsullied by grubby financial transactions. If both players prefer to field armies without Dogs of War, they are free to agree beforehand not to employ untrustworthy sell-swords.

Wood Elf Skills 

T

he Lords and Heroes of Loren each develop in a certain direction, and hence perfect some of their skills to a very high level. Each Lord and Hero in the Wood Elf army may choose one skill from the appropriate table. You are allowed to give multiple characters the same skill, unless stated otherwise. The specific skills tables are given below:

Lords of the kindreds &              glade guardians

Skills in this table have two points values. Unless otherwise noted, the first value is for Lords, and the second for Heroes.

Elite Guard Veteran                                   10/5 points

The character has once been with the Elite Guards. He is stubborn and as such is allowed to join a unit of Elite Guards.

Expert horseman                                       10/5 points

The character has the Fast Cavalry special rule, and thus benefits from all rules that apply to Fast Cavalry.

Expert flyer                                              15/10 points

The character may join a unit of Warhawk Riders if mounted on a Warhawk or a Great Eagle, and will follow all the rules that apply to Warhawk Riders.

Expert hunter                                           20/10 points

The character is an expert hunter and as such follows all rules that apply to hunters. He may also scout if the unit of Hunters he is with has been upgraded to have the Scout ability.

*Note: the character may still choose a longbow, but must choose a buckler instead of a shield.

Great archer                                             60/40 points

The character is one of the very best archers in Loren. He has the eyesight of an eagle and his arm is steady as a rock. A character with the Great Archer skill may target any specific model in any unit, characters that could otherwise not be targeted because they are within 5” of a unit of similar sized models, etc. Shots are never randomised. If he choses to target a model which he could otherwise not target, he will shoot with a -1 to hit penalty.

These targets include war machine crews, monster riders, the 3rd trooper from the left of the 2nd file, etc.

In addition, the character may shoot 3 times every turn. This skill cannot be used with a magical bow.

*Note: there may only be one character in the army with this ability.

Great leader                                             60/40 points

The character has fought many battles, and knows all the ins and outs of commanding his army, or his unit. The character and any unit he is with are stubborn. In addition, if the character is the general, units may use the character’s leadership if they are within 18” instead of the normal 12”.

*Note: the first points value is only used when the character that choses this ability is the general. The second points value counts for both Lords and heroes who are not the general.

mages

Skills in this table also have two poaints values. The first is for High Mages, the second for ordinary Mages, unless stated otherwise.

Telepathic                                                  10/5 points
The mages who keep up the magical incantations around the forest to keep outsiders away, or make them lose sense of time and place, often have to work together to be as effective as possible. To this end some mages have learned to communicate with eachother by means of telepathy.

Mages with the telepathy skill may use eachother’s spells, unless one of the mages involved is fleeing. 

Note: Only when both mages have the telepathy skill they can use eachother’s spells.

Great wisdom                                          15/10 points

Mages with this skill may choose to generate their spells from more than one Lore. State how many spells of which lore you will generate before rolling.

Great dispeller                                         50/30 points

The mage does not generate the normal amount of Power and Dispel dice. Instead, change the number of Power dice a wizard of his level would normally generate to the number of Dispel dice that he will generate and vice versa. Example: A level two wizard would generate 2 dispel dice and one power dice. A level 4 wizard would generate 4 dispel dice and 2 power dice.

*Note: only one wizard in the army may have this skill.

Expert Treesinger                                   15/10 points
A treesinger of exceptional skill can shape trees to their wishes in no time at all. Also, the mage is very adept at communicating with the trees, and can pursuade them to help the Wood Elves defend the forest. 

An expert Treesinger knows the Tree-singing spell in addition to his other spells. This spell has a casting value of 4+ and can be cast on any wood within 18” of the caster, provided there are no enemy models inside it. It can be cast on woods containing Wood Elf units, but the entire unit must be inside the wood. If one or more of the unit’s models are outside the wood, the spell cannot be cast on it. If cast succesfully, the wood can be moved D6+1” in a direction nominated by the caster before rolling. The wood must stop as soon as it comes into contact with any other unit or piece of terrain. Friendly troops which are entirely inside the wood move together with the wood, but must end their move at least 1” away from enemy models. Troops that move with the wood count as having moved for the next shooting phase. Each wood can only be moved once per Magic phase.

Note: only one mage in the army may have this skill.

bladesingers
Master dancer                                               15 points

A Master dancer can perform the extremely difficult and demanding Dance of Doom. The Bladesinger may perform this dance once per combat engagement. If he is with a unit, the rest of a unit can perform any of the other dances (as long as they don’t choose the same dance as last turn when still in the same combat). The Dance of Doom allows the Bladesinger to make 1 attack against each model in the front rank of the enemy unit.

Hero hunter                                                   15 points

A Bladesinger with the Hero hunter skill may distribute his attacks to any of the models that are in base contact with any of the members of his unit, instead of only being able to distribute attacks to models that are in base contact with himself.

Deadly speed                                                20 points

Some Bladesingers have trained their reflexes and muscles so that they can always strike and dart away at lightning speed. Bladesingers with Deadly speed always strike first. Only opponents who strike first because of a magical effect will strike before the Bladesinger. In addition, the Bladesinger’s Ward save is increased to 5+.

Masters of the wood

Expert Guerilla fighter                                   5 points

When a Master of the Wood charges from within a wood as described in the Guerilla fighter rule in the Waywatchers entry, he gets not only +1 Attack but also +1 Strength.

Quick shot                                                    10 points

A Master of the Wood with the Quick shot ability may fire 3 times per turn. You may not use this skill with the Bow of Loren or Scarloc’s Bow. Also, you can’t shoot the Hail of Doom arrow 3 times.

Expert in hiding                                            15 points

The Master of the wood has camouflaged himself to such an extent that he can be completely invisible when so desired. A Master of the Woods with this skill has the following additions to the Hide rule:

· When in a forest, the Master of the Wood cannot be seen at all, not even on a 4+.

· The master of the wood can also hide in any other terrain feature, excluding only flat open ground. When doing so, the enemy must roll a 4+ to see him as usual.

When joining a unit, this skill has no effect.

Great archer                                                  50 points

See the Great archer entry in the Lords of the Kindreds & Glade Guardians table.
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Wood Elf Armoury

Elven Greatsword

Though the Wood Elves do little metal working, the high born families of Loren have always kept their ancient weaponry, passing it on from generation to generation. Therefore some very valuable weapons still remain in Loren, sometimes used in battle by the Lords of the Kindreds.

The Elven Greatsword is made of very light, but strong metal. Some say there was magic involved in its construction, but others say it’s just a superb piece of workmanship. 

An Elven Greatsword gives its user a +1 Strength bonus in combat.

buckler

Not all Wood Elves carry conventional shields. There are some who prefer the buckler. The most well known Elves using bucklers are the Hunters of Loren; they use the buckler because it is small and light, which makes it easier for them to use on their ferocious pursuits.

A Buckler gives its bearer a 6+ armour save. Also, in combat, it counts as an additional hand weapon.

You may not have both a shield and a buckler.

Note: A buckler in combination with a hand weapon does not grant the user a +1 armour save bonus like a shield does.

Sylvan bow

A Sylvan bow is a finely crafted longbow. It takes far longer to sing this kind of bow than it does to make an ordinary longbow. Therefore these bows are not commonly used.

A Sylvan bow has a range of 36” and shots fired from a Sylvan bow have a Strength of 4.

Lords
Your army can be led by one of the Lords of the Kindreds. They are experienced and noble Elves, who master many skills. Their abilities to lead the battle make them the ideal choise for your general. 

Lord’s mounts

These are the profiles for mounts that can be ridden by Wood Elf Lords. The full rules for these creatures can be found in The Guardians of Loren section.
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	LD

	Elven Steed
	9
	3
	3
	3
	3
	1
	4
	1
	5

	Warhawk
	1
	4
	0
	3
	3
	1
	6
	1
	5

	Great Eagle
	2
	5
	0
	4
	4
	3
	4
	2
	8

	Unicorn
	10
	5
	0
	4
	4
	1
	5
	2
	8

	Green Dragon
	6
	6
	0
	6
	6
	6
	3
	5
	8


The High Mages of Loren act as advisors to the Lord, and partake in the Council’s meetings. They know many things of the Forest of Loren and beyond, and their magical powers can be of great help during a battle.
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	Lord of the Kindred
	Points/model: 140

	
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	LD
	

	Lord of the Kindred
	5
	7
	7
	4
	3
	3
	8
	4
	10
	

	

	Weapons: Hand Weapon and longbow.

	Options:

	
	· May choose either a spear (+3 pts), an Elven Greatsword (+6 pts) or an additional handweapon (+6 pts).
· May upgrade his longbow to a Sylvan Bow (+6 pts).

· May wear light armour (+3 pts) and/or carry a shield (+3 pts), or a buckler if on foot (+9 pts).

· May ride either an Elven Steed (+18 pts), a Warhawk (+30 pts), a Great Eagle (+50 pts) or a Green Dragon (+320 pts, counts as an additional hero choise).
· May choose a mixture of magic items and 1 skill from the Common or Wood Elves magic items list and the Lord of the Kindreds / Glade Guardians skills list to a total maximum value of 100 points.



	Special Rules: Affinity to woods, Skilled archer.
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	High Mage
	Points/model: 200

	
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	LD
	

	High Mage
	5
	4
	4
	3
	3
	3
	5
	1
	9
	

	

	Weapons: Hand Weapon and longbow.

	Magic: A High Mage is a level 3 Wizard. He may choose one of the eight lores of magic described in the Warhammer rulebook, or he may choose to use the Sylvan Lore.


	Options:

	
	· May ride either an Elven Steed (+18 pts), a Warhawk (+30 pts), a Great Eagle (+50 pts) or a Unicorn (+50 pts).

· May upgrade his longbow to a Sylvan Bow (+6 pts).

· May choose a mixture of magic items and 1 skill from the Common or Wood Elves magic items list and the Mages skills list to a total maximum value of 100 points.

· May be upgraded to a level 4 Wizard for +35 pts.



	Special Rules: Affinity to woods, Skilled archer.


heroes
There are several kinds of Wood Elf heroes you can choose from. There is the Glade Guardian, a somewhat less powerful variant of the Lord of the Kindred, you can choose a Bladesinger, a powerful close combat character with the abilities of a Wardancer, or you may elect to get a Master of the Wood. Finally there’s the Mage, a less potent variant of the High Mage.

hero’s mounts

These are the profiles for mounts that can be ridden by Wood Elf Heroes. The full rules for these creatures can be found in The Guardians of Loren section.
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	LD

	Elven Steed
	9
	3
	3
	3
	3
	1
	4
	1
	5

	Warhawk
	1
	4
	0
	3
	3
	1
	6
	1
	5

	Great Eagle
	2
	5
	0
	4
	4
	3
	4
	2
	8

	Unicorn
	10
	5
	0
	4
	4
	1
	5
	2
	8


*Army Battle Standard

One Glade Guardian in the army may carry the Battle Standard for +15 pts. 

This Glade Guardian cannot be the army’s General even if he has the highest Leadership value in the army.

The Glade Guardian carrying the Battle Standard cannot choose any extra weapons, nor can he use a shield or his longbow. He cannot ride a Warhawk or a Great Eagle.

If a Glade Guardian is carrying the Battle Standard, he can have any magic banner (no points limit), but if he carries a magic banner he cannot carry any other magic item.
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	Glade Guardian*
	Points/model: 75

	
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	LD
	

	Glade Guardian
	5
	6
	6
	4
	3
	2
	7
	3
	9
	

	

	Weapons: Hand Weapon and longbow.

	Options:

	
	· May choose either a spear (+2 pts), an Elven Greatsword (+4 pts) or an additional handweapon (+4 pts).
· May upgrade his longbow to a Sylvan Bow (+4 pts).

· May wear light armour (+2 pts) and/or carry a shield (+2 pts) or a buckler (+6 pts).

· May ride either an Elven Steed (+12 pts), a Warhawk (+20 pts), or a Great Eagle (+50 pts).

· May choose a mixture of magic items and 1 skill from the Common or Wood Elves magic items list and the Lord of the Kindreds / Glade Guardians skills list to a total maximum value of 50 points.



	Special Rules: Affinity to woods, Skilled archer.
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	Mage
	Points/model: 70

	
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	LD
	

	Mage
	5
	4
	4
	3
	3
	2
	5
	1
	8
	

	

	Weapons: Hand Weapon and longbow.

	Magic: A High Mage is a level 1 Wizard. He may choose the lore of Life, Beasts, or Shadow,  or he may choose to use the Sylvan Lore.


	Options:

	
	· May ride either an Elven Steed (+12 pts), a Warhawk (+20 pts), a Great Eagle (+50 pts) or a Unicorn (+50 pts).

· May choose a mixture of magic items and 1 skill from the Common or Wood Elves magic items list and the Mages skills list to a total maximum value of 50 points.

· May be upgraded to a level 2 Wizard for +35 pts.



	Special Rules: Affinity to woods, Skilled archer.


heroes
The Masters of the Wood know the Forest of Loren like no other. They often lead groups of Scouts or Waywatchers, and regularly go outside of the Forest to spy on enemy movements, or to distract the enemy to buy time for the main force. These highly skilled characters have the respect of all in the Forest of Loren; they are experienced, daring, deadly with bow and sword, and highly capable Elves.

The Bladesinger is another highly specialised charater. They are the ones who lead the troups of Wardancers in their ritual dances, and into battle. Their skills with the sword, their deadly dances, and their speed and agility are legendary throughout the Old World.
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	0-1 Master of the Wood
	Points/model: 110

	
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	LD
	

	Master of the Wood
	5
	6
	8
	4
	3
	2
	7
	3
	9
	

	

	Weapons: Hand Weapon and longbow.

	Options:

	
	· May choose either an additional handweapon (+4 pts), and/or have throwing knives (+4 pts).
· May upgrade his longbow to a Sylvan Bow (+4 pts).

· May wear light armour (+2 pts) and/or a buckler (+6 pts).

· May choose a mixture of magic items and 1 skill from the Common or Wood Elves magic items list and the Masters of the Wood skills list to a total maximum value of 50 points.



	Special Rules: Affinity to woods, Waywatcher*, Cannot join units except Scouts or Waywatchers, Cannot be the army’s general. Cannot choose magical shields or helmets. 

*See the Waywatchers entry in the Guardians of Loren section for details.
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	0-1 Bladesinger
	Points/model: 115

	
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	LD
	

	Bladesinger
	5
	8
	4
	4
	3
	2
	8
	3
	9
	

	

	Weapons: Two hand weapons.

	Options:

	
	· May choose a mixture of magic items and 1 skill from the Common or Wood Elves magic items list and the Bladesingers skills list to a total maximum value of 50 points.



	Special Rules: Affinity to woods, Wardancer*, Cannot join units except Wardancers, Cannot be the army’s general. Cannot choose magical missile weapons or armour.

*See the Wardancers entry in the Guardians of Loren section for details.


core units
Core units form the bulk of Loren’s defenders. Wood Elf Core units are made up of Archers, Glade Guards, Glade Riders and Hunters. A special Core unit consists of the Veteran Guards; Glade Guards with decades of training and experience. Some of the members of the Veteran Guards have even taken part in the battle of the Glade of Woe!
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	Archers
	Points/model: 13

	
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	LD
	

	Archer
	5
	4
	4
	3
	3
	1
	5
	1
	8
	

	Hawkeye
	5
	4
	5
	3
	3
	1
	5
	1
	8
	

	

	Unit Size: 10+

	Weapons & Armour: Hand Weapon and longbow.

	Options:

	
	· Any unit may upgrade one Archer to a Musician for +6 pts.
· Any unit may upgrade one Archer to a Standard Bearer for +12 pts.
· Any unit may upgrade one Archer to a Hawkeye for +6 pts.



	Special Rules: Affinity to woods, Skilled archers.
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	Glade Guards
	Points/model: 7

	
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	LD
	

	Glade Guard
	5
	4
	4
	3
	3
	1
	5
	1
	8
	

	Commander
	5
	4
	4
	3
	3
	1
	5
	2
	8
	

	

	Unit Size: 10+

	Weapons & Armour: Hand Weapon.

	Options:

	
	· Any unit may be armed with spears (+1 pt/model)

· Any unit may be  equipped with light armour (+1 pt/model) and/or carry shields (+1 pt/model).
· Any unit may upgrade one Glade Guard to a Musician for +5 pts.

· Any unit may upgrade one Glade Guard to a Standard Bearer 

      for +10 pts.

· Any unit may upgrade one Glade Guard to a Commander for +10 pts.

· One unit in the army may be upgraded to Veteran Guards for +3 pts per model.
· A unit of Veteran Guards may upgrade one Veteran Guard to a commander at a cost of not 10 but 15 points.


	Special Rules: Affinity to woods, Veteran Guards (see the Veteran Guards entry in the Guardians of Loren section for details).


core units
Glade Riders from the Kindred of Equos patrol the Wild Heath and the Meadow Glades, which form the Western border area of Athel Loren. They can harrass the enemy with bowfire from all direction, or they can assist the Wood Elf army by performing flank charges at unexpected moments.

Hunters roam the woods, looking for both food and evil creatures that must be banned from the forest. They are a valuable addition to the Wood Elf army, their experience in seeking out and destroying small groups of enemies, and their ability to cover terrain quickly whilst still shooting at their targets makes them a fine choise of warriors. As an exception they do not use the world famed Wood Elf longbows. Since they mostly opertae in the woods, where long range is of no use, Hunters make use of a bow with shorter range.
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	Glade Riders
	Points/model: 20

	
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	LD
	

	Glade Rider
	5
	4
	4
	3
	3
	1
	5
	1
	8
	

	Horse Master
	5
	4
	4
	3
	3
	1
	5
	2
	8
	

	Elven Steed
	9
	3
	0
	3
	3
	1
	4
	1
	5
	

	

	Unit Size: 5+

	Weapons & Armour: Hand Weapon, light armour and spear.

	Options:

	
	· Any unit may be equipped with longbows (+8 pts/model) or exchange their spears for longbows (+5 pts/model).
· Any unit may carry shields (+1 pt/model)
· Any unit may upgrade one Glade Rider to a Musician for +8 pts.

· Any unit may upgrade one Glade Rider to a Standard Bearer 

      for +16 pts.
· One unit in the army may carry a magic banner worth up to 50 pts.
· Any unit may upgrade one Glade Rider to a Horse Master for +16 pts.



	Special Rules: Affinity to woods, Fast Cavalry, Skilled archers.
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	Hunters
	Points/model: 12

	
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	LD
	

	Hunter
	5
	4
	4
	3
	3
	1
	5
	1
	8
	

	Orc Hunter
	5
	4
	5
	4
	3
	1
	5
	2
	8
	

	

	Note: You must have at least as many units of Archers as you have units of Hunters in the army.

Unit Size: 5-15



	Weapons & Armour: Hand Weapon and bow.

	Options:

	
	· Any unit may be equipped with light armour (+1 pt/model) and/or carry bucklers (+3 pts/model).

· Any unit may upgrade one Hunter to an Orc Hunter for +15 pts.

· One unit in the army may have the scout ability (+1 pt/model), but if you choose to do so, this unit loses its light armour option.


	Special Rules: Affinity to woods, Hunters, Skirmish


special units
Scouts patrol the woods for any sign of an enemy. As soon as the Scouts detect the foe, the alarm is sounded, or a runner is despatched to give warning to the local commander.

Great Eagles live in the Grey and World’s Edge mountains, and they are often called to aid the Wood Elves in battle. They are fast and strong, and therefore ideal to annihilate enemy missile troops, or harrass infantry from the back.

The Wardancers are widely respected and feared. With their deadly dances and speed, the enemy is surrounded by a whirlwind of blades, which subsequently hack them to pieces with the speed of lightning.
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	Scouts
	Points/model: 15

	
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	LD
	

	Scout
	5
	4
	4
	3
	3
	1
	5
	1
	8
	

	Pathfinder
	5
	4
	5
	3
	3
	1
	5
	1
	8
	

	

	Unit Size: 5-15

	Weapons& Armour: Hand Weapon and longbow.

	Options:

	
	· Any unit may upgrade one Scout to a Pathfinder for +7 pts.

	Special Rules: Affinity to woods, Skilled Archers, Skirmish, Scout, Hide in woods.
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	Great Eagle*
	Points/model: 50

	
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	LD
	

	Great Eagle
	2
	5
	0
	4
	4
	3
	4
	2
	8
	

	*Note that 1-2 Great Eagles count as only one Special Unit choise.

	

	Unit Size: 1

	Weapons & Armour: None

	Special Rules: Great Eagles can Fly.
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	Wardancers
	Points/model: 15

	
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	LD
	

	Wardancer
	5
	5
	4
	3
	3
	1
	6
	1
	8
	

	First Dancer
	5
	5
	4
	3
	3
	1
	6
	2
	8
	

	

	Unit Size: 5+

	Weapons & Armour: Two hand weapons.

	Options:

	
	· Any unit may upgrade one Wardancer to a First Dancer for +14 pts.

· Any unit may upgrade one wardancer to a Musician for +7 pts.



	Special Rules: Affinity to woods, Skirmish, Immune to Psychology, 6+ Ward save, Magic Resistance (1), Wardances. Wardancers cannot be joined by characters, with the exception of a Bladesinger.


special units
Warhawk Riders ride on great birds of prey, known as Warhawks. They can encircle the enemy with ease, and take out its war machines by shooting or by charging them, as well as holding up the enemy whilst they combine their shooting with the rest of the army, shooting a particularly unlucky unit to pieces before it gets to the Wood Elf battle line.

Dryads are forest spirits who live in trees. Most are unwilling to leave their homeland, but a precious few can be found accompanying the Wood Elf expedition forces. The Dryads are strong and tough, and therefore a very welcome addition to the Wood Elf army.
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	Warhawk Riders
	Points/model: 20

	
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	LD
	

	Warhawk Rider
	5
	4
	4
	3
	3
	1
	6
	1
	8
	

	Wind Rider
	5
	4
	5
	3
	3
	1
	6
	1
	8
	

	Warhawk
	1
	4
	0
	3
	3
	1
	6
	1
	5
	

	

	Unit Size: 3-12

	Weapons & Armour: Hand Weapon and light armour.

	Options:

	
	· The unit must be equipped with either spears (+2 pts/model), longbows (+7 pts/model), or both (+9 pts/model).

· Any unit may carry shields (+1 pt/model)
· Any unit may upgrade one Warhawk Rider to a Musician for +10 pts.

· Any unit may upgrade one Warhawk Rider to a Standard Bearer 

      for +20 pts.
· One unit in the army may carry a magic banner worth up to 50 pts.

· Any unit may upgrade one Warhawk Rider to a Wind Rider for +10 pts.



	Special Rules: Unit of Flyers, Skilled archers.
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	0-1 Dryads
	Points/model: 20

	
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	LD
	

	Dryad
	5
	5
	0
	4
	4
	1
	5
	2
	8
	

	Ancient Dryad
	5
	5
	0
	4
	4
	1
	5
	3
	8
	

	

	Unit Size: 5+

	Weapons & Armour: None.

	Options:

	
	· Any unit may upgrade one Dryad to an Ancient Dryad for +16 pts.



	Special Rules: Affinity to woods, Skirmish, Cause fear, Tough Skin (5+ Armour Save), Aspects. 
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	Waywatchers
	Points/model: 21

	
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	LD
	

	Waywatcher
	5
	4
	5
	3
	3
	1
	5
	1
	8
	

	Ranger
	5
	4
	6
	3
	3
	1
	5
	1
	8
	

	

	Unit Size: 5-10

	Weapons& Armour: Hand Weapon and longbow.

	Options:

	
	· Any unit may upgrade one Waywatcher to a Ranger for +8 pts.

	Special Rules: Affinity to woods, Master Archers, Skirmish, Hide in woods, Master Infiltrators, Guerilla Fighters. Waywatchers cannot be joined by characters with the exception of a Master of the Wood.


Rare units
Waywatchers guard the ways into to Forest of Loren, no intruder has ever gone unnoticed past the eyes of the Waywatchers. When few in number, the trespassers are trapped and shot by the Waywatchers. When the enemy has come in greater numbers, the nearest Glade Guardian or Lord is warned of the danger, and a strike force is prepared. When on expedition, the Waywatchers make for the best scouts an army could ever wish to have.

Treemen are huge monsters, who resemble living trees. Some have been in the world ever since the forests were there. Today they are very, very rare. The Forest of Loren is one of the last, if not the only place where these wise and awesome creatures can still be found. The Wood Elves have earned their trust over many generations, and of the few Treemen who still wander in the forest, some even go to battle with the Wood Elves. 
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	Treemen
	Points/model: variable

	
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	LD
	

	0-1 Ancient Treeman*
	6
	6
	0
	5
	6
	5
	2
	5
	10
	

	0-2 Treemen*
	6
	5
	0
	5
	5
	4
	3
	4
	9
	

	

	*Note: You may have either 1 Ancient Treeman in your army, or up to 2 Treemen. 2 Treemen count as one Rare Unit choise. An Ancient Treeman costs 275 points. A Treeman costs 180 points.
Unit Size: 1



	Weapons& Armour: None

	Special Rules: Affinity to woods, Flammable, Cause Terror, Immune to Psychology, Large Target, Thick Bark (3+ Armour Save), Treewhack, Tough Guy.

Note: Although a Treeman only has 4 wounds on its profile, it has a Unit Strength of 5.
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	0-1 Elite Guards
	Points/model: 14

	
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	LD
	

	Elite Guard
	5
	5
	4
	3
	3
	1
	6
	1
	9
	

	Commander
	5
	5
	4
	4
	3
	1
	6
	2
	9
	

	

	Unit Size: 10+

	Weapons & Armour: Hand Weapon and Elven Greatsword.

	Options:

	
	· Any unit may be equipped with light armour (+1 pt/model) and/or carry shields (+1 pt/model).

· Any unit may upgrade one Elite Guard to a Musician for +7 pts.

· Any unit may upgrade one Elite Guard to a Standard Bearer 

      for +14 pts.

· Any unit may upgrade one Elite Guard to a Commander for +16 pts.
· A unit of Elite Guards may carry a magic banner worth up to 50 points.



	Special Rules: Affinity to woods, Immune to Psychology, Stubborn.


Rare units
The Elite Guards include the sons of Lords and Glade Guardians, or High Mages, as well as the best from the veteran Guards. They are equipped with the rare Elven Greatsword, few of which remain in Loren today. They are trusted only to those who know how to wield it, and those who can stay alive, as a lost blade cannot be replaced. 

�"Leaping over the enemy" bit left out.





