Wood Elf Strategy Guide

Starting Your Wood Elf Team

For most teams, the way you start your team depends on the rules variations and house rules your local league uses. Well, that's most teams! For Wood Elves, I haven't seen a rules system yet where I didn't start my team the same way. 


The 100 point Wood Elf Team

	#
	Position/Type
	Cost

	1
	Wardancer
	120,000

	10
	Line Elves
	700,000

	2
	Re-Rolls
	100,000

	8
	Fan Factor
	80,000

	
	Total
	1,000,000
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Playing a Young Wood Elf Team

Kick-off/Receive 

This is an often overlooked aspect of strategy that deserves at least a mention here. With a young Wood Elf team, I would suggest receiving the opening kick-off in most cases, if you are allowed the opportunity. However, it's not a particularly strong recommendation. It depends a lot on how you play, what sorts of strategies you're most comfortable with, whether you think you are better at offense or defense, your opponent's preference and play style (if you know), and so on. Some people prefer to receive the ball in the second half, and if you're one of those people, then don't let me stop you. 

Offense/Ball Control 

  Use your line elves as throwers. Everyone on your team is AG4, so early on it's OK that they aren't specialized in AG skills (no throwers, no catchers, etc) Use everybody as both! Put 2 line elves in the backfield when you receive your kick, use the closest one to go get the ball, and usually he is close enough to the other elf to make a quick pass (2+) to him, and he can then go up to the line and hand off to your Wardancer, who is your best ballhandler early on (he's really tough to knock down, and can leap out of any messes in a jam). It's a good idea also to rotate different elves in for this passing duty, to spread out the SPP's on your team. This way, with any luck, it'll be almost impossible after a few games for your MVP award not to result in a skill for whoever gets it! Here is a graphic showing a sample offensive setup for a new Wood Elf team. 
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  I have, on the other hand, recieved feedback from coaches who question this approach. One in particular is a chap who has made significant contributions to proofreading and other input on improving the site, who I know as "Strider" online. Thanks for your help! Anyway, he points out that "while I agree that proper SPP-spreading shows a good coach, succeding in picking-up the ball, throwing it and catching it requires 3 2+ rolls, which only works 58% of the time. Is it wise to try with only 2 team re-rolls and no player re-rolls ? " 

I would still say that it is. The key thing is to do the ball handling last in the turn, and be prepared for failure. Having 2 line elves back to get the ball means that while one is doing the pick-up and pass, the other can help him "cover" a fumble. Also, when making a quick pass, there can be only 2 "areas" the ball could end up during that whole process of pickup, pass, and catch. Since you can not throw an inaccurate pass on a 2+ roll, it will either be successful or a fumble, meaning that in case of failure, The ball will always end up either within one square of the thrower or the catcher, should he fail to catch the ball. A failed pickup has the same end result, the ball will always end up only one square away, barring something VERY unusual (it could bounce to the elf who was helping "cover" who then in turn ALSO fails to get the ball, and it bounces from him, etc). 

Nonetheless, the final result in this exchange is that the ball always ends up in AT LEAST one of your tackle zones, and in your half of the field. You should be able to recover from that. And let's be honest, as a rookie team, you have to expect to fail some things some times. The best you can do is be prepared for it, and minimize the impact of the failures that will come. Also, note that his 58% total assumes you choose not to reroll any failed 2+ rolls with a team reroll. That's certainly a valid option, if you have them. That's exactly the sort of thing those rerolls are for! 

Yet another reason I prefer this approach is that while that 58% chance of success sounds a little risky, you have to remember that human throwers and catchers face approximatley those same odds AFTER using their skill rerolls, since they are AG3 instead of AG4. And that's the best they can do. You have team rerolls if you should decide you need them, and even if you don't, that's still OK for reasons mentioned above. 

Additionally, the only real way to "fix" this problem on a starting team is to start with throwers and catchers. The problems with that approach are covered in the Starting Roster section. Plus, you'll also find that if you DO start with throwers and catchers, they will take all your SPP for those, and your line elves will struggle to develop. It's rather important to develop your line elves, since you pay so much for them. 

So, in summary, my final answer to the original question is that although there is a reasonable chance of failure in the actions I suggest, I still feel it's the way to go. However, you should be prepared as a coach to mitigate the damage of said failure in any way possible under the circumstances at hand. 

Here's a pretty good example of this kind of SPP distribution. Note that most of the line elves have at least 1 skill, many 2. Also note that the Wardancer doesn't even have the most SPP's. This is after 5 games. 

  Don't let your Wardancer do all the work. Your line elves are excellent scorers in their own right, and should be allowed to do so whenever possible. Otherwise, you'll soon find yourself with 1 guy with 30 SPP's and the rest of the team with just an odd MVP or completion here and there. Often it only takes a hand-off to score with a line elf instead of the Wardancer, don't be afraid to do so unless your opponent is really good, or happens to be in a position to really capitalize on your possible error. Other times to "just go" include when the game is on the line, when it's raining, and/or when you have no re-rolls. You'll reap the rewards for taking this small extra risk in the long run by having a better, more developed team. 

Damage Control
  After you've finished all of your other more important stuff (blocks, blitz, ball handling, etc.), dodge all of your remaining elves away from the line, especially when playing a mean hitting-type team like orcs or dwarves. This keeps the other team from taking advantage of your low AV by beating up all your players. On the other hand, though, don't use a reroll on them unless it's real late in the half and you have one to spare. 

  If dodging away is not possible, don't be afraid to take a few even-strength (1 die) blocks, especially if the player you're hitting doesn't have Block. You have better odds when hitting than when being hit with a skill-less (no Block or Dodge) player (1 in 3 vs. 1 in 2). If you can get an elf or two with Block quickly, this strategy becomes ever more valid. In that case, you have an equal chance of failure as the 2+ dodge, and the potential upside is much greater (downed and possibly injured opponent). Remeber, however, that if both players are knocked down, AV7 gets hurt 1.5 times as often as AV8, and 2.5 times as often as AV9. The tactics of the moment will decide the best option in this case. 

Fouling
  Don't think that just because you're elves means you shouldn't foul now and then; just don't do it so much that you start a foul war. Your players aren't tough enough to take that kind of beating, and they probably cost more than your opponent's players, too! You have more agility and speed on your team than anyone else... so when somebody goes down, you can surround them and foul with good success. Use this approach to take out the opposition's biggest threats to your well-being. 

  The "I've Got My Eye On You" (IGMEOY) rule opens up strategic possibilities to the aspiring wood elf coach. It's not always a good idea to retaliate on the foul. For instance, if your opponent has the referee watching him already, and one of your better players in on the ground, particularly a Wardancer, you should generally refrain from fouling. This in turn will increase the chances of your opponent getting caught if he fouls you, meaning he may be less likely to do so. 

Defense 

  You can play good defense with this team!! Don't listen to people who suggest you just allow your opponent to score quickly and just play offense. You're selling your team short by giving up on half the game! I play a 3-7-1 Defensive setup, with the 3 required line elves on the Line, then 7 more line elves 2 rows back. I use the extra row to prevent a quick snap from decimating my defense, as has happened before. They are spread such that 2 are in each wide zone, then 3 spread through the middle of the field. Then the Wardancer plays in the middle of the field, 2 rows further back (4 rows off the line). This allows him to blitz almost any forward player on the field. Here is a graphic showing a sample defensive setup for a new Wood Elf team. 
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  If your opponent has one or more players with Frenzy, you should consider the 2 elves on the far edges of your defense one square further back. This makes it significantly more difficult for the Frenzying player to get the assists lined up for an attempt to push the elf out of bounds. This is a very flexible defense, and allows you to quickly react to any strategy your opponent uses. Also being 2 squares off the line (instead of just 1) prevents your team from feeling major ill effects of a "quick snap", which is one of the most common kickoff events you can roll. Here is a graphic showing a this variation. 
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  Don't allow yourself to get into a situation where a lot of your players are getting hit every turn. Basically what you want to do is slowly give ground by dodging away a square or two, and throwing the occasional block and blitz here and there to further hamper the advance. Other than that, wait for your opponent to make a mistake. When they do, you're ready. If they don't you can force the issue by blitzing with your Wardancer, who leaps in to force the ball loose. Then another available player can come by and pick it up, and hand it off to someone who takes off down the field (preferably a catcher, if you have one). 

  One final note on playing defense: whenever possible, send one of your elves about halfway down the opponent's half of the field. That way in the event that you do manage to get the ball loose, you have someone who is in position to score immediately. All you have to do is get the ball to them! The only time you shouldn't really do this is if you are short several elves on the field (usually at least 3 fewer players than your opponent has on the field) and don't have any to spare. 
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Advancing Your Wood Elf Team

(Skills and Acquisitions)

This section of my strategy guide deals not with game play itself, but rather the wise expenditure of your teams Star Player Rolls and treasury.

Wood Elf Skills

Index: Line Elves, Throwers, Wardancers, Catchers, Treemen, Summary
Line Elves 

Since these guys make up the bulk of your starting team, your skill selection for them will largely determine your team makeup, and go a long way into giving your team its specific "flavor". 

My approach is to specialize my line elves for specific duties. For example, I always recommend getting Block and Side Step on at least 2 of your line elves. They can then be used on the edges of your defense to make it more difficult for your opponent to sweep around your flanks, and it also helps protect them from opponents with Frenzy, who love nothing more than throwing your expensive and fragile players into the crowd. An excellent 3rd skill for these players would be Dodge. If you happen to roll doubles on one of these players, consider Frenzy. You can turn your attacker into a crowd surfer real quickly. Side Step to where the player that blocked you is between you and the sidelines, then on your turn you can push them out! 

Another VERY important skill that should not be neglected to give to a line elf very early on is Kick. Kick is a skill that can be of immense help to an elf team playing defense, because it allows you to control where the ball goes. You can kick it deep against slower teams, for instance, so that they struggle to get the ball. If they DO fail to pick up the ball, Wood Elves are the best team there is at making them pay for it. A team full of AG4 and MA7 or more is tough to stop when that happens, and Kick makes it happen more. 

Some standard line elves should get Block as their first skill, while others should be given Dodge. This gives you some flexibility in your options. Remember, if your player is being blocked, the Block and Dodge skills are both equally effective at helping prevent your player from falling. Both affect one of the 6 possible block die results. In fact, in some ways, Dodge is more effective on early teams, because many opponents you will face will not have Block either, and so will be obliged to take another die result to avoid a turnover. Dodge also, of course, has the added advantage of allowing you the reroll to dodge away from danger. 

However, if you are the player making the block, Dodge has no effect whatsoever. The other disadvantage of Dodge, of course is that there is a skill that negates it, Tackle. There is, of course, no skill that negates Block. It is therefore wise to get some of both, and endeavor to use the players as their skills are assigned. In other words, if one of your line elves needs to make a block, make every reasonable effort to make sure it's one of the ones with Block, not one of the ones with Dodge! 

As the second skill, of course, many of these line elves will take the other of the 2 skills... the ones who took Block first can take Dodge, and the dodgers can take Block. Anyone who has played much Blood Bowl can tell you that having a team full of players with both Block and Dodge is a very, very good thing. 

Another example of line-elf specialization is to make an "armor specialist". (Wood Elves would never call themselves "Dirty Players"!) Give them Dirty Player, then Block, then Dodge. One or two of these is a good number, though you'll usually only need one on the field at a time (the other is a good backup in case the first is injured or ejected). 

Some people even consider making a catcher or two out of the group, but I personally don't ascribe to this theory, since all your players are AG4 anyway, and because that's what catchers are for. 

Also, early on, remember that you have more line elves than you will when the team is fully developed. The exact number depends on what specific rules your league uses, but even if you are allowed no star players or allies on your roster, there will always be 2 extra line elves. (2 Throwers, 2 Wardancers, 4 Catchers, only 8 positions left). Use one of these for a Leader, if you're willing to use a doubles roll on one (see below). That way, when your team develops and gets more rerolls later on, you can just fire him. Use the other one as a "screw-up guy". This could be a death, a serious injury (niggler or downgrade), or just a guy whose skills just didn't develop right for whatever reason. Then if you can get to a full roster and still have this guy, you can fire him as well. I wouldn't do that unless you have a pretty full roster though, because in general, even a poorly developed elf is better than no elf at all! 

The most important thing to remember when assigning skills to line elves is what to do with doubles. Give them Guard generally, but some line elves may be better suited to Dauntless or even Frenzy, depending on their role and specialization, or if they have already gotten Guard and roll doubles again. Guard can make a very substantial difference in your ability to stand up to more bashy teams, in a directed and limited fashion. A little bit of Guard, used responsibly and carefully, can go a long way to making your team able to handle the rougher situations that, alas, are occasionally unavoidable. 

Many people I've talked to suggest Leader be used with doubles on a line elf as well. Clearly, if you're going to have a leader, it should be on a line elf. However, I am not convinced that the skill is worthy of a doubles roll in most circumstances. If you do spend a doubles roll on Leader, do so on a player that you would not mind firing later as you build up a suitable number of team rerolls (see above about extra line elves). 

Here is an example of this specialization, in it's beginning stages. (The roster looks crappy because it's old, but at least it's readable!) 

One final note about line elf skill progression. If you roll MA or AG upgrades, I would actually suggest not using them, especially if the MA upgrade is a doubles roll. In general, I find that the line elf's starting stat line is sufficient, there is almost always a better skill to give a line elf. AG 5 is also somewhat overrated for them. The one exception to this is in the case where a line elf has already rolled doubles and gotten guard. In that case, AG5 is useful because it allows the elf to get in places to make the Guard more useful. Such a player who also gets Block, Dodge, Leap, and/or Sidestep can become a true terror. Of course, that's a lot of skills we're talking about. 

Under no circumstances should anyone ever turn down +ST. I almost didn't add that because I think it's pretty self-evident. 

Throwers
Throwers are a very important part of any team that passes as much as Wood Elves do, and you're only allowed 2 of them, so it's important to make their skills count. 

I tend to specialize my throwers with their skill growth, as well. Since I only buy one at a time (see Acquisitions section below), one thrower is always going to be superior to the other (unless one dies, which is actually pretty rare). 

This 1st thrower is my "offensive" thrower, and he gets Sure Hands, Accurate, and Safe Throw. This allows him to throw the ball extremly well, and extremly far should the need arise, without fear of interception. He's basically a pretty standard thrower. 

The other, later thrower (I usually buy him when the 1st reaches 31 SPP's, at the earliest, so as not to stunt his growth), becomes the "defensive" thrower, and he gets Sure Hands, Dodge, Block, and Safe Throw. He takes Dodge and Block because, on defense, the thrower is often getting himself into slightly more dangerous situations, and therefore he needs to be able to defend himself a bit. Also, it's nice because that way he's not a defensive liability. 

Doubles rolls on throwers should generally be rewarded with Strong Arm. The defensive thrower type may also wish to consider Guard. 

Statistical upgrades are almost always acceptable for throwers. AG upgrades are very nice, ST upgrades are good for anybody, and MA upgrades end up shortening throws, which is also a good thing. You usually won't turn any of these down. An exception is that it would probably be preferrable to have Strong Arm with double 5's, as opposed to the +MA. 

Wardancers 

These guys are the most versatile, skilled players on your squad, and you only get two of them, as well. 

Wardancers, by default, and by virtue of the high MA, and Leap skill, need to be your hitters, blitzers, and "ball extractors". As such, good skills for them include Tackle, Strip Ball, and Side Step, and if you're lucky enough to get doubles, Dauntless and Mighty Blow. Don't discount the usefulness of Mighty Blow, particularly on Wardancers, who will be doing most of the hitting typically. That extra +1 makes a big difference; every player on your opponent's team you can get off the field helps maintain the balance when you lose elves to injury, and you will! Another good use for Wardancers is to give them Tackle and Shadowing, and with their high MA, they can give most players fits! 

Another great fact about Wardancers is that they can really use any upgrade they get, especially if they roll it early in their careers. A ST4 Wardancer is one of the most coveted treasures in the whole world of Nuffle, and an AG5 one isn't far behind, as it really helps those Leap rolls. Even MA upgrades are useful, what better time to try that Shadowing/Tackle suggestion mentioned above? 

Wardancers are arguably the best players in the game (which may explain why they're among the most expensive). Learn to use them effectively, and you're a long way towards winning already!! 

Catchers
I did these guys last for a reason, there are so many different approaches to playing them, and I think I may very well have tried them all! The good news is that you're allowed to have four of them, so the opportunity for specialization abounds! 

Important! If you roll a Movement upgrade for you first skill on a catcher, you needn't read past this paragraph! Make him/her a one turn scorer. The only other team that can do this regularly (in fact a bit more regularly) is Skaven, so take advantage!! Give him Sprint, then Sure Feet, then Leap. Then just use him on offense only, and then only after the opponent's wizard (if any) has been used if you value his life, he will be Public Enemy #1. Consider yourself warned!! 

For the rest of you mortals out there, here are some other ideas for catcher development:

· Make a catcher into a long-distance emergency blitzer. Get Block, Dauntless, and Sure Feet, and play her (oh, all my catchers are female--it must be those gloves) on defense. 

· Make Arwen! Most people aren't lucky enough to get two Agility upgrades as the 1st two rolls on a catcher like I did (but hey, I've never had a 1-turn scorer catcher, either, so I guess it balances), but if you do, give her Pass Block, Leap, Pro, and Block. She's my favorite player ever, and I couldn't be happier with her! Check her (#2) out for yourself!! (Hey, you guys didn't actually think I'd write this without mentioning her, did you??) 

Seriously, even if you don't get 2 AG upgrades, a passblocking catcher is very nice. It allows you to interrupt many passes, one way or another, and if you can get under the path of the ball, you get 2 shots at 5+ to snag it. (For statistical purposes, a 5+ roll with catch will work approximately 55% of the time, a 4+ with catch reroll will work about 75% of the time, and the 3+ Arwen got to occasionally roll worked 89% of the time!) Even if you're forced into a tackle zone and have to roll a 6 with a reroll, it'll pay off eventually! Even though the chance of intercepting a given pass is not that high, it will often change your opponent's strategy, and you can make this work for you almost as well as getting the interception! This is also a good player to mix with the type listed below: Use Pass Block to attach yourself to the catcher, then follow the catcher around the field! 

Another good way to use this strategy is to dictate a passing lane for the other teams thrower/reciever. Get 2 passblocking catchers, and set up each 5 spaces from the sideline. This will force the other team to either pass over you (risking interception), or pass down the very center of the field. Either way is good for you, as with catch your chances of getting the ball are decent, and if not, the other player has just walked right into the heart of your defence, where your Wardancers are. Gravy!! 

· Try the Block, Tackle, Shadowing plan like I was mentioning for the Wardancers. The extra MA would make it even better, though most people would just be more likely to hit you, being ST2 and all. (which is why I would give her block first). 

· Try an all-purpose catcher. Get a mix of skills, Block, Leap, Pro, Sure Feet, so you can do just about anything. That's pretty much what I did with Arwen's best friends, Eowyn and Anduin. Both have Block, Sprint and Sure Feet. Then one has Leap, the other Stand Firm.(Stand Firm is no longer an eligible skill choice, as it was under the rules set in which this team played) 

· Side Step is also a very good skill for a catcher, and should not be neglected or left off (although most of my examples do, I've since learned the lesson) Side Step has the added benefit of allowing you to play during your opponent's turn, which can be very unforgiving on them, if they are not careful. 

Obviously, you don't have enough catchers to do all of these options, so just pick the ones that work best for your strategy, and get a nice combiniation! Good luck, and again, if you come up with something I missed, or want to argue or verify any of my points here, feel free to tell me! 

I'll end the discussion on catchers with a very good table suggested to me by Strider. It's a comparison between Catchers and Wardancers that really helps illustrate how useful Catchers can be. 

	Catchers
	Wardancers

	Where they are the same:

	AG4
	AG4

	AV7
	AV7

	Access to General and Agility Skills
	Access to General and Agility Skills

	Start with Dodge
	Start with Dodge

	Where they differ:

	Allowed to have 4
	Allowed to have 2

	90,000gp cost
	120,000gp cost

	Start with Catch
	Start with Block and Leap

	MA9
	MA8

	ST2
	ST3


Clearly, the ST2 is a major liability for the catcher, but otherwise, they compare very favorably. People will (rightly) fear and respect your Wardancer, but they are likely to overlook your Catchers in some respects. This can work to your advantage.

Treemen
· Guard and Multiple Block are the best non-doubles skills you can give your Treeman. Naturally, you want to get Block as soon as you're lucky enough to roll doubles on him. Given the amount of time that usually takes, that may be all you need to know. Some suggest Break Tackle for Treemen, but honestly, where are they going with that MA2?

Skills Summary 

· Specialize your line elves to maximize specific roles on your team--remember that you have extras early on, so temporary needs can be filled by them (i.e., leaders). 

· Make your first thrower a standard, "true" thrower, then suit your second, backup, thrower to a more defensive role. 

· Make Wardancers into your mobile hitting machines. 

· Be creative with your Catchers, they have many more purposes besides just catching the ball and running real far with it, although they do that really well, too! 

· Note that most of these players get the Block/Dodge combo eventually...this is a good way to keep them alive! Side Step is also very valuable in this regard. 
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Wood Elf Acquisitions

This second section is going to be, thankfully, much shorter than the first. The focus is what you should spend your hard earned winnings on. This section assumes you used the starting roster I suggested in a previous page. This isn't because I think this is the only workable starting roster, but because you have to use something as a baseline when discussing what to add.

With that in mind, the first purchase is probably the least controversial. Almost anybody that's played any Blood Bowl at all will tell you to buy an Apothecary. With a 5/6 chance of saving a player every game, he's a must have for ANY team, but most particularly a team like Wood Elves, which is both expensive and fragile.

The next purchase would generally be a Wardancer. With the new (and improved) on-pitch Take Root rules, you could also make a pretty good case for buying a rookie treeman here. What it boils down to is the Wardancer will directly help you win more games. The treeman will help keep the rest of your elves alive, which in turn will IN-directly help you win more games. In general, I would go with the 2nd Wardancer in this situation, but your specific circumstances may dictate the tree. 

For example, if you play in a league with a set schedule, and your next game at the time of this decision is a bashy team like Orcs, Dwarves, or Chaos, you should definitely give strong consideration to the tree. If you find yourself not quite able to afford a new Wardancer, but very much able to afford a new tree, buy the tree. If you find you are just generally having trouble with elves dying, buy the tree. In most other cases, however, I'd go with the 2nd Wardancer.

After that, buy whichever of those two options you didn't buy last time. Finally, it's time to start buying Catchers and a Thrower, in whichever order seems best to you as your team develops. By the time you are making these purchases, most of your line elves should have gotten a pretty good skill set, so introducing these guys to soak some away is not a major problem.

From then on out, your player purchases will just be maintenance. Replacing dead or aged players, or guys who have outlived their usefulness (like that 10th line elf with leader, after you have 5 or 6 team rerolls for example), a 2nd Thrower for defense, and so on. For big games, like in-league playoff matches, (not tourneys - this is a totally seperate issue that will be dealt with in an upcoming section 5) don't be afraid to use any money you might have laying around on Jordell Freshbreeze. He is truly a terror, and in playoff games, where team development most clearly takes a back seat to winning, Jordell is worth every penny, if you can afford it. All of the same can be said for a Team Wizard. Nice if you have the money for a special occasion.

Acquisitions Summary
· If you're using my starting roster, the first thing you want to buy is definitely an Apothecary.

· After that, take 2nd Wardancer then Treeman; or Treeman then 2nd Wardancer, your call.

· Continue building your team with Catchers and Throwers.

· Player maintenance is key (replace losses), as are Team Rerolls.

· Buy "special" team upgrades (Stars, Wizards) for "special" occasions, when you can afford them.

Playing an Experienced Wood Elf Team 



By the time your Wood Elf Team has played several games, it will have elements of strategy that were unavailable before due to lack of skills, specialization, and position players. Playing a team of Wood Elves with a full roster, including a full compliment of skilled Catchers and Wardancers, is significantly different than playing a team of little more than a bunch of line elves. This page will attempt to address those differences. 

Again, though, many elements of this page will differ based on the type of rules your league uses. Most of the stuff listed will work for most Wood Elf teams, just keep in mind what doesn't and adjust accordingly. 



Kick-off/Receive 

This is an often overlooked aspect of strategy that deserves at least a mention here. With a experienced Wood Elf team, I tend to kick off first against most opponents if given the choice. The theory is that your team SHOULD be able to score on offense even if it's down a few elves, whereas it is pretty important to have your best players on the field to play your best defense (notes on how to do that effectively below). But again, this depends on your opponent, your play style, and so on. 

Offense/Ball Control 

  At the start of an offensive drive, set most of your players up on one side of the field, with a few on the other side (off the line) as damage control, in case of a blitz. Here's a sample offensive setup for an experienced Wood Elf team. 
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  After the kick is received, take any two die blocks you have first (or 3 die blocks if you have them, usually with your Treeman!). You should have set up so as to allow a few of these if at all possible. 

  Attack the opponent's flank with a blitz. Set up a line elf near the end player in the wide zone, preferrably one with Guard if you have 2 or more, and didn't have to use them for hits on the line. Then blitz the player with your best Wardancer. Be sure to hit him at an angle, so as to cause a sufficient space to run through with your catcher, even if you don't knock the other guy down. Obviously, if your opponent has Side Step, this is a moot point. After your WD hits, then he should hopefully be able continue downfield using the remainder of his movement. 

  Move as many elves as possible through the hole your WD created, and try to position the Diving Tacklers in the group to maximize their protective capability for a pre-chosen spot in that area that the catcher (or other player you want to score) can reach. 

  Send your thrower to get the ball, and pass it to the nearest catcher. If necessary, move that catcher to the one whom you want to have the ball, and hand off to her. She then takes off down the field until she is in your pre-chosen, well defended "spot" for her. 

  After all of this has been completed, dodge any remaining line elves away from opposing tacklers. In some cases, a 1die block may be more appropriate. 

  If you want, leap a Wardancer, or anyone else with Leap, over your opponent's line on the other side, so that he can tie up the most likely blitzer the other team was going to use. 

  After the maximum number of people have been hit, pick the opponent's most dangerous player down (usually his Dirty Player if you were lucky enough to get a shot at him), and consider booting him with your "armor specialist", plus any of his friends you can spare for help. Pick and choose your timing with these, though, as you don't want to start a fouling war with players as frail and expensive as yours! 

  If you're using a one-turn scorer, quit reading this, it's so simple you should be ashamed! Make a gap and RUN!! 

Damage Control 

  Try not to leave any of your players next to standing opponents at the end of your turn. If you must, try to make sure they have Block, Dodge, and/or Side Step (preferrably all 3) to minimize damages. 

  Don't try to hold the ball to stall to the end of the half very often, especially against violent teams. Your team is not meant to withstand those kinds of pressures, just score and play good defense! 

  Put your Treeman on the line. 

  The elves you must put on the line can follow one of two philosophies, depending on your team. The first approach is to put good line elves up there, with Block, Dodge, and Side Step, trying to keep them alive. The second approach is to drop "sacrificial lambs" up there. This is a perfect approach when you have injured/aged players with downgrades that limit their usefulness, but at the same time you can't afford to fire them due to having an already thin roster. This is not overly uncommon with a Wood Elf team. Have a ST2 Line elf, but only 12 players on the team? Put the ST2 elf on the line! If he dies, no big deal, you were going to fire him soon anyway! 

Defense 

  Set up your Treeman in the center of the line. 

  I run the 3-6-2 with my improved Wood Elf team. The three compulsory line occupants, then 6 players 2 rows back (4 in wide zones, 2 in middle area). If you have a defensive thrower, he's one of the middle guys, if not, pick a catcher with Leap (and Block if possible). The other is your line elf with Kick. Finally the 2 Wardancers go 2 rows further back, and act as safety valves. They're also still close enough to blitz most of the other team's half of the field if you need to do that, too. Here's a sample defensive setup for an experienced Wood Elf team, 
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and here's another showing some variations. 
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  There is a strong debate about whether you should use skilled line elves or sacrificial line elves on the line. Obviously, with a young team, this isn't much of an issue because most of your line elves are unskilled anyway. However, as you get more and more skilled elves, the question becomes very valid. 

The tradeoff is simple: unskilled line elves are more likely to get knocked down, and therefore injured, but to a degree that's OK because they are a bit more expendable than your skilled elves. The skilled elves don't go down as much, but when they do, you have to be worried about losing valuable players every time. 

The answer to this question depends on the makeup of your team, and who you're playing against. Obviously, in a perfect world, you'd have a skilled Treeman with Block and Guard on the line, surrounded by 2 line elves with Block, Dodge, Guard, and Side Step. Then you'd guarantee that your 2 line elves would only be subjected to one block each (unless your opponent uses his blitz on one) and would be unlikely to be knocked down and potentially injured. 

However, if your opponent is Chaos, and you know he has a particularly nasty Chaos Warrior with Tackle, Claw, Razor Sharp Claws, and Frenzy, do you really want to subject your best line elves to that? Probably not. In other words, there's no simple answer to this debate, and both sides are "right" in certain circumstances. You have to decide for yourself how much is an appropriate amount of risk. Have you used your apothecary yet? Does your opponent foul regularly? These are all questions which will affect how you approach this situation. 

  Put Diving Tacklers and/or Side Steppers in the wide zones (outside) and Guard Elves next to them (inside) if you have them. 

  The Kick skill is very important here. You can use it to kick to a corner, forcing your opponent to use most/all of his movement just to get to the ball. Additionally, if he fails to pick up the ball, he will have very little help when he is suddenly surrounded by elves. Wood elves are extremely good at using their speed and agility to make an opponent pay dearly for any mistakes they make in handling the ball. 

  After the other teams drive has started, you want to maintain a "containment perimeter". Try to hold your wide zones (Blocking, Dodging Sidesteppers are very useful here), and keep your opponent from getting past you. Then surround the ballcarrier's entourage, especially with any Guard elves available, and then blitz with your WD, leaping (if necessary) into an empty space next to the ball carrier, and smack him. Don't be afraid to hit him with one die, that usually works, too, especially if you have Strip Ball! In fact, in times of desperation, you can sometimes even be successful with a 2db against, but obviously try to avoid that one if possible. Then use your Catcher or Thrower, whichever you have, to try to get the ball out of the mess and as far away from the opposition as possible, using hand-offs, passes, and leaps as needed. 

  If, for whatever reason, a blitz with the Wardancer is not possible, play a stalling defense. Try to make a line of elves, and consistently dodge them away one square backwards turn after turn. This will slow the opponent's drive considerably, and will also make it very hard for your opponent to hurt many elves, as he will theoretically/optimally be able to hit one elf a turn (your opponent's blitz). Keep stalling, being ever prepared for the opponent to make some sort of mistake. Often, the opponent will become frustrated by this defense, and that is when the mistake will occur. That's when you get aggressive and take chances. Also, if your defense is successful in only allowing a square or two of advancement a turn, the opponent won't have enough time in the half to score. :) 

  Always be ready to take care of turnovers by the opposition. Wood Elves are one of the best teams there is (MAYBE second to Skaven) at scooping up the other guys flubs and turning them into quick TD's. Make sure you know how to take advantage! Specifics will of course depend on the situation. 

