The Wood Elves are seldom seen outside their forests and glens, unless of course they're playing an away game! Physically, they are very similar to their cousins, the High Elves, but have replaced arrogance and haughtiness with a deep and abiding love of nature and the forests.
Wood Elf Positions
	Qty
	Position
	MA
	ST
	AG
	AV
	Skills
	Cost
	Skill Categories

	0-2
	Wardancer
	8
	3
	4
	7
	Block, Dodge, Leap
	120,000
	General, Agility

	0-4
	Catcher
	9
	2
	4
	7
	Dodge, Catch
	90,000
	General, Agility

	0-2
	Thrower
	7
	3
	4
	7
	Pass
	80,000
	General, Agility, Passing

	0-12
	Lineman
	7
	3
	4
	7
	none
	70,000
	General, Agility


Re-roll cost: 50,000gcs
Advantages
Wood Elves have three major advantages: speed, agility, and access to arguably the best player in the game -- the Wardancer.
To start with, Wood Elves are among the fastest players in the game. It's a toss-up whether the Wood Elves are faster than the Skaven or not -- a full Wood Elf team will have 4 players with 9 MA and 2 with 8 MA, as opposed to only four Skaven players with 9 MA (all other Skaven move 7.) On the other hand, Skaven have access to the Very Long Legs mutation, slightly increasing their chance of movement increases.
Regardless of which has the title of "Fastest Team", Skaven and Wood Elves are typically the only teams which will feature players capable of scoring in one turn. Developing a one-turn scorer is relatively simply; it requires only a movement increase and the Sprint skill, which any Wood Elf can take on a normal skill roll. A one turn scoring machine is a huge advantage in clinch situations, when you have only one turn left to break a tie game (or recover from a one point deficit.) I highly recommend that every Wood Elf team at least attempt to develop one, but for regular play, I'd avoid using him -- he will quickly suck up all of your touchdown star player points, leaving the rest of your team underdeveloped. You never know when lightning will strike, so it's good to have a team which can withstand the loss of any player, even a very skilled one.
Furthermore, having a high average MA allows you more tactical flexibility. It will frequently allow your players to avoid passing through a tackle zone which a slower player would have to take his chances with. Fast players can sprint past a defensive line to menace the ballcarrier before he can form a cage, and your entire team will be able to better reposition themselves to adjust for your opponent's plays. 
All Elves, not just the Wood Elves, are fortunate enough to have a 4 Agility. This allows Elves to handle the ball much more carefully than the other races, and again, offers more tactical flexibility. Essentially, any Elf player has good odds at passing and catching the ball -- that means any player on your team can be a scoring threat and will keep your opponent on his toes. 
Finally, Wood Elves are graced with one of the premier Blood Bowl players: the Wardancer. Fast, agile, and with one of the most potent skill combos in the game (Block/Dodge), the Wardancer is an almost impossible-to-stop scoring monster. He can Leap over opposing lines and penetrate deep into the backfield to receive a pass, and is tremendously difficult to knock down (since only one result on the Block dice will succeed.) A Wood Elf team will soon find their Wardancers dominating the pitch in virtually any game they play.
Disadvantages
Primarily, the Wood Elves' disadvantage is their high cost. The average Wood Elf Lineman will set a team back 70,000 gold crowns, and the Wardancer costs an amazing 120,000 (more than any other Blood Bowl player.) Wood Elf coaches will find they have to make lots of compromises when initially purchasing their team. Do you take lots of skilled players and forgoe the team re-rolls, counting on innate talent to carry the team through their first few games? Or is it better to max out the team on linemen and purchase the skilled players later in the season?
Compounding this is the low armor value of the Wood Elves (only 7.) You can almost certainly count on high rates of player turnover on a Wood Elf team, which will force a coach to continue to spend large amounts of money throughout the season just to keep his team roster healthy and full. An apothecary is practically a necessity right from the start -- you can't afford to lose even your cheapest players on a regular basis. This is going to impact your initial purchase as well.
Suggested Tactics
A wood elf team should first and foremost try to minimize contact with the opposing team. Your players are too fragile to withstand a smashmouth game of Blood Bowl. Instead, use your speed and agility wisely. Avoid tacklezones with your superior speed and dodge away from the players most likely to knock you over during the next turn. Keep in mind that your opponent can only throw one Blitz per turn, so if you can move all of your players out of their tacklezones, you can go a long ways towards reducing player losses.
You should always put pressure on the opposing team's ballcarrier. Your speed and agility should allow you to squeeze one or two of your players through the defensive line to blitz the ballcarrier. Kick the ball deep to ensure the opposing quarterback must waste half a turn (or more) moving backwards to get the ball. Remember that every player will fumble a pass or fail an attempt to pick up the ball at least 16% of the time. Make sure you have players in his backfield to capitalize on that. Your agility offers good chances for intercepting the ball, as well -- and if your opponent is aware of that, you can force him to take a risk or find a different receiver, one which is hopefully less of a scoring threat to you.
You should also be able to react to your opponent's strategies better. If your opponent pushes up one of the wide zones, almost all of your players can be in position to prevent him with only one turn's movement. Furthermore, you can give the impression -- by stacking one side of the pitch with the majority of your players -- that you'll be traveling up one wide zone, then use your speed to swing the other way and catch slower teams off-guard and out of position.
Famous Wood Elf Teams
The Athelorn Avengers
The Brookglen Birchfellows
Starting Your Wood Elf Team

For most teams, the way you start your team depends on the rules variations 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


Reasoning:

Now I'll explain why I use this starting lineup.

Well, the Wardancer, without question, is necessary for making this team competitive in the starting game. He's probably going to be the fastest player on the field (unless you play a skaven team or something), and he's really hard to knock down. He should be your main player for the first game or two.

The line-elves (calling them line-MEN is a sure-fire way to utterly convince them that they cannot dodge very well, so they won't) are neccessary because they are the cheapest players available to you, and you have to start with 11 players. Don't worry though, they cost 70K each for a reason, namely that they are the best athletic linemen in the game. They can keep up with or outrun most other teams' speedsters, especially early on, and the fact that they all have AG4 means several things. 

· You don't have to worry about not starting with a thrower, since line elves pass as well as most rookie throwers from other teams anyway 

· The opposing teams' defense has to worry about every player on your team being a possible scorer, since they can all catch 

· You can dodge off the line fairly easily (when you're done with everything else) so that your opponent can't pound you into oblivion. 

Remember that your team is the fastest, most agile team on the field, and that the only way any non-wood elven or skaven team can compete with you is to outnumber you. All you have to do is not allow them to do so, and the best way to do that is to only allow your opponent to hit you when it is absolutely necessary. This usually means only once per turn, the other teams' blitz.

I choose to start with 2 RR's because that is the maximum number I can have while still having a Wardancer on my team, which I feel is essential, and having a good FF, which I also feel is essential. (I'm getting to that part.) I'd love to start with more Re-Rolls if I could (I sometimes start undead teams with 6), but I just have to sacrifice too much.

I choose to start with 8 Fan Factor because it's the most I can do without losing either a Wardancer or a Re-roll for 1 point of FF, which obviously isn't worth it, even to a FF-happy freak such as myself. The reason I need Fan Factor is that it drastically improves your teams' winnings (due to higher gates) which is vital to a team whose players are so terribly expensive, like this one. It also helps when it's you who wins those re-rolls, pitch invasions, rocks, refs, and other Fan Factor related kickoff events, and not your opponent. Those really add up!!

I'd really love to start with an apothecary, but I just can't afford it given the circumstances above. It's always the 1st thing I buy, though!

On a side note, if you'd like to know if this strategy works, the last team I started with this method was on an on-line IRC league, the OLBBL. They started out 5-1, out-scoring their opposition 13-7, and even out-casualty-ing their opponents 12-11!

Playing a Young Wood Elf Team

When playing a young (usually its 1st five games or so, give or take) Wood Elf team, your tactics are, of course, going to be markedly different than a team with more experience (and a full roster, and more position players, etc.) This is the section where I deal with that.

Also, for the purposes of this discussion, I'm going to assume you're using the Team I gave in Part 1. If you're a slacker, and you did something different, these guidlines will still be the same in some ways, but in others will make no sense. Consider yourself warned!

One last thing before I start: This section of my Strategy guide will never truly be done, as I will tinker with it and add material to it as it comes to me, so even if you've read this before, come back now and then and see what's changed. Anyway, here are some of the basic strategies to keep in mind when playing your new wood elf team.

Card Selection
  If you only get 1 card, take a Random Event. The chances of getting money in a random event deck are greater than your chances of getting the Magic Helmet in the Magic Item deck, so play the odds. Your team REALLY needs money so it can get the important position players most teams are cheap enough to start with, and to replace any deaths or ST/AG-downgrade players or nigglers you get. About the best single young Wood Elf-friendly card I can think of is Big Match.

  if you get more than 1, take a Magic Item, and the rest Random Events. Until you have a full roster, or near it, Dirty Tricks should only be used in large handicap (2 extra cards or more) games, see above. Best 3 card combo I can think of: Magic Helmet, Big Match, Merchandising

Offense/Ball Control
  Use your lineelves 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 recieve 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!

Note that most of the line-elves should have at least 1 skill, many 2. Also note that your Wardancer may not even have the most SPP's. This is be expected 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.

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

  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 then when being hit with a skill-less (no block or dodge) player. (1 in 3 vs. 1 in 2)

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 the probably cost more than your opponent's players, too! You have more agility and speed on your team then 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. (Lord Borak comes to mind, if you can knock him down that is...my advice is not to play a team with him until later)

Defense: 

  You can play good defense with this team!! 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.

This is a very flexible defense, and allows you to quickly react to any strategy your opponent uses. I love it!

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.

First I'll deal with skills, position by position, then acquisitions.

Wood Elf Skills

Index: Line Elves, Throwers, Wardancers, Catchers, 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 give at least 2 of them Block and Diving Tackle. This allows them to hold the flanks of your defense, in the wide zones, which is important since that's where most teams drive the ball to exploit the defensive weakness there. An excellent 3rd skill for these players is Dauntless, as it makes them even more effective at doing so. Pro is a great skill for this as well, depending on the type of teams in your league. If you have lots of high strength teams, or star players, I'd generally reccomend dauntless. If your league is more finesse-oriented, pro might be advisable. Of course, it's always possible to get one or more of each as well :)

Another example of line-elf specialization is to make a few "armor specialists". (Wood Elves would never call themselves "Dirty Players"!) Give them Dirty Player, then Block, then Dodge, then Pro. 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). 

More line elf specializations include Block and Dodge Line-elves to put on the line (unless you can put a bunch of trees up there, which is always nice with AV10 and ST7), and a few Block, Dauntless, Dodge guys to deal with those pesky Black Orcs or Chaos Warriors. If you REALLY like some hitting power (and it'll shock your opponents, too), try a dark elf tactic...get Block, Dauntless, and Frenzy!

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 linemen then 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. That way, when your team develops and gets more rerolls, 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 didn't develop right. (a movement upgrade + an Agility upgrade is pretty useless for a line-elf, for example.)

By far the most important thing to remember when assigning skills to line-elves is what to do with doubles. Give them Guard every time. If they already have guard, and they roll doubles again, either ignore it or give them stand firm or mighty blow, depending on the player's role.

The only time to make an exception to the "guard" rule is for line elves who already have several skills aimed at another specific purpose, and would be better suited to another skill. For example, remember your two guys on the flanks with Block, Dauntless, and Diving Tackle? They wouldn't really have much use for guard. They would need either Mighty Blow (to help with the damage on their D. Tackles) or Stand Firm (to thwart the evil plans of certain Troll Slayers and Witch Elves if the D.T. doesn't work.)

A totally different, but also viable, approach, is to make a whole bunch of line elves exactly or nearly the same way...I've seen this done most often with the Diving Tackle skill. Give a bunch of Line Elves Block, Diving Tackle, and Dauntless, Pro, or Tackle, depending on your league's makeup (or some of each).

This has some inherent advantages, as well. Having a bunch of people with DT makes the other team have to really think to get around your defense. Also, a few injuries are easily replaced by clone elves on the bench, wheras the loss of a specialized line elf is tougher to overcome.

The downsides to this plan, and therefore my reasoning for not doing it, is that you are limited in what your players can do. There are lots of times when you need a player with a certain ability to maximize the chance of success of certain situations, and that ability is minimized here.

The main reason is that, for me anyway, it's no fun. Half the fun of building a team is building skills on lots of players, trying different combinations, etc... This is lessened or negated by making a bunch of identical guys. Besides, it's a lot more fun to give your guys an individual personality, with skills that enhance that. I guess it's the Libertarian in me, I can't stand the thought of faceless masses of players who are all alike...give them the freedom to be themselves! (or thems-"elves")

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, Safe Throw, and Strong Arm. This allows him to throw the ball extremly well, and extremly far should the need arise. He's basically a pretty standard thrower.

The other, later thrower (I usually buy him when the 1st reaches 26 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.

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, dauntless, and if you're lucky enough to get doubles, Mighty Blow. Another good use for Wardancers is to give them tackle and shadow, 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, esp if they roll it early in their careers. A ST4 Wardancer is one of the most coveted tresures in the whole world of Nuffle, and an AG5 on isn't far behind, as it really helps those leap rolls. Even MA upgrades are useful, what better time to try that shadow/tackle suggestion mentioned above?

Wardancers are arguably the best players in the game (which may explain why they're 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 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 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:

· If you can get Deeproot, give one catcher Right Stuff, so you'll have a chance at 1 turn scores at the end of halves. Just the possibility of this option can also force your opponent into making mistakes as well, so just the threat of this is often just as important as it's use. Give this catcher Sprint and Sure Feet as well, that way the Tree (who's AG1) only has to advance him 1 space into enemy territory for you to be able to reach the end zone.

· Make another catcher 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. I've never actually tried this, but always thought about it, and have heard success stories from other coaches concerning this strategy, so maybe it's worth a shot. If you do try this, and it works, let me know!
In fact, I've gotten word that Luke Williams has killed Morg N Thorg with a Wood Elf catcher like this! Way to go man!

· 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 PassBlock, Leap, Pro, and Block. She's my favorite player ever, and I couldn't be happier with her! (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. It'll pay off eventually! This is also a good player to mix with the type listed below: Use Passblock 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 4 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 a nice doubles skill for catchers because it allows you to skirt the sidelines without fear of being chucked into the stands. In many situations, this extra space can be the difference between a potential blitz or not. On a more subtle tone, perhaps you'll make the potential blitzer make that one last go-for-it that ultimately fails and ends his chance of catching you. Besides, with Block and Dodge already, you become very hard to affect with blocks at all, as only one die result out of 6 (the POW) affects you at all!

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! 

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! 

Wood Elf Acquisitions

Index: General, Vanilla, Jervis, One Star, No Stars, X, Summary
This second section is going to be, thankfully, much shorter than the first. :^) It would be even shorter, but this section, more than any, depends on the particular variations of rules you use, and therefore, I have to deal with that extensively. Also, these guidelines once again assume you followed my starting team recommendations on page 1. If you didn't, adjust accordingly.

General Guidelines

· Overall Acquisition Rule #1: Buy the Apothecary 1st!!! 
· Overall Acquisition Rule #2: Don't buy a Wizard until you have a full roster!!! 

Version 1: Vanilla Blood Bowl
This version of Wood Elves can be competitive, even in light of the fact that many teams are completely unbelieveable (Orcs with 4 MorgNThorgs, Undead with 4 Vampires, etc.). In a league such as this, though, one must also buy lots of stars...and not Jordell Freshbreeze, either. After acquiring your 2nd Wardancer, 1st Thrower, and 1st or 2nd Catcher, I'd highly reccommend purchasing a Deeproot Strongbranch to help anchor the line against those nasty ogres and trolls and minotaurs (Oh my!). ST7, Block, and Stand Firm, and AV10 and Thick Skull, are really good defenses against such behemoths!

Then, as the situation arises, continue buying Deeproots until you've reached your maximum of 4. This allows you to have a dominant, tough to kill front line, and takes a lot of heat off of your wood elves. Many coaches will concentrate on felling your trees, surrounding them with many players and fouling the daylights out of them. By all means, pretend to be very afraid of this tactic, all the while laughing at him while you rack up the score! Deeproot makes a great diversion!

For tournament time, if you have the cash, replace one of your trees with a Jordell Freshbreeze. His AG5 and Leap make him a diversion of another type, the scoring type, and it opens up your offense a lot. The reason I don't do this regularly is that it also increases the chances of dead elves a bit. The other downside to having Jordell around is that he tends to steal SPP's from your other players. But hey, if it's a tourney, it's all out, baby!!

Version 2: Jervis' Blood Bowl
This is what I call Jervis Johnson's revised Big Guy/Allies rules, like the way we play in my league the NAL (more or less). I'm also going to assume a limit of 2 Stars and 2 Big Guys, since that what we use. If you run under a slightly different version of this system, adjust accordingly.

This time, after getting your base team built up as before (2 Wardancers, 2 Catchers, 1 Thrower, rest Line-Elves), then buy a Deeproot. Avoid Rookie Treemen at all costs...you simply don't have the roster space for a player that only shows up half the time!!

After you have your 2 Deeproots, buy A human Blitzer Ally to secure the line, and give him skills like Mighty Blow, Stand Firm, and Dodge (doubles required) or Guard. He's really the only ally (besides the trees) you'll ever need.

Version 3: One copy of each Star Player per League
In a league such as this one, such as the OLBBL, it is best to accelerate your prioritizing of Deeproot, else you may not get him at all. Start with the normal team roster, then buy an apothecary, then start saving for the Deeproot right away, so as to get him faster than your competing WElf coaches. (If there's a halfling team in the league, though, kiss your chances goodbye, he'll probably start with one)

If not, just do whatever you can (loan, bribe, rob convenience stores, etc.) to get him. Then, if your fellow Wood Elf coaches are either completely inept, or completely unable to get money for some reason, save for Jordell. He'll most likely be gone by now, though.

Then, go back to normal team building as per whichever section is most appropriate.

Version 4: No Stars at All
Easy!! Just develop the rest of your team without them. If you're allowed to have allies, and you have plenty of rerolls, you may consider getting 2 human linemen to compliment the human blitzer on the line. They have AV8, and are cheaper, so you could give them block and let them be sacrificed instead of your expensive elves! Otherwise, just buy wardancers, then a thrower, then catchers. Like I said, Easy!!

Version "X": Something I missed
If somebody out there plays under a rules system I've neglected here, write me and we can talk about some ideas for what you should do, if you'd like! 

Acquisition Summary
· No matter what kind of rules your league uses, buy an apothecary first. 

· The kind of league your team is in determines the order of your purchases to some extent. 

· However, the acquisition of your regular players is pretty much constant: 2nd Wardancer, Thrower, Catchers, 2nd Thrower. 

· Never buy a wizard until you have a full (or nearly full) roster. 

· Get as many tree stars as your system allows. 

· Ignore Tree Rookies, and Jordell (and most other stars available to your team) 

Gosh, I really need to split this up into two pages...too bad I already did all the numbering and everything. GRRR!!! 

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 then 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. 



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 as damage control in case of a blitz (off the line). 

  After the kick is recieved, take any two die blocks you have first (or 3 die blocks if you have them, usually with trees!). 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. After your WD hits, then he should continue downfield using the remainder of his movement. 

  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 boot 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! 

  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. 

  After everything else has been completed, 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. 

  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. 

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

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 and dodge, to minimize damages. 

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

  If you can, put players with ST7, Block, Stand Firm, AV10, and Thick Skull on the line. :) If not, at least make sure they have block and dodge. Magic Helmets sure are nice, too! 

Defense 

  Set up as many trees as possible on 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 Dirty Player. 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. 

  Put Diving Tacklers in the wide zones(outside) and guard Elves next to them(inside) if you have them. 

  After the other teams drive has started, use your DT to (hopefully) contain the drive in the first 3 rows of your side. Then surround the barrcarrier'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! 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 (hopefully with well-positioned DT guys), and consistently dodge them away one square backwards turn after turn. This will slow the opponenets drive considerably, and will also make it very hard for your opponent to hurt many elves, as he will theoretically be able to blitz one elf a turn. 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. 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! (I can't give away all my secrets!!) 

Card Selection 

  Take 1 M.I., 1 R.E.(more if you need $$ bad), and the rest (if any) Dirty Tricks.

