WOOD ELF ARMY LIST
The Wood Elves (known as "Asrai" to themselves) were once members of the High Elves, the original group of elves in the Warhammer world. Setting sail from their homeland of Ulthuan, an island-continent in the ocean to the west, the High Elves colonised the lands later inhabited by men, including the forest of Athel Loren.
	TROOPS
	Type
	Attacks
	Hits
	Armour
	Command
	Size
	Points
	m/M
	Special

	Glade Guards
	Infantry
	3/1
	3
	0
	-
	3
	75
	3/-
	1*

	Dryads
	Infantry
	4
	3
	0
	-
	3
	75
	-/2
	2*

	Skirmishers
	Infantry
	special
	3
	0
	-
	1
	50
	-/1
	5*

	Glade Riders
	Cavalry
	3/1
	3
	6+
	-
	3
	100
	-/-
	1*

	War Hawk Riders
	Cavalry
	2/1
	3
	0
	-
	3
	90
	-/1
	3*

	Great Eagles
	Monster
	2
	3
	6+
	-
	3
	70
	-/1
	3*

	Treekin
	Monster
	4
	3
	5+
	-
	3
	125
	-/1
	2*

	Treeman
	Monster
	6
	6
	4+
	-
	1
	150
	-/1
	2*,6*

	General
	General
	2
	-
	-
	10
	1
	155
	1
	

	Hero
	Hero
	1
	-
	-
	8
	1
	80
	-/1
	

	Sorcerer
	Wizard
	0
	-
	-
	8
	1
	80
	-/1
	

	Great Eagle
	Monstrous Mount
	+2
	-
	-
	-
	-
	+20
	-/1
	3*

	Forest Dragon
	Monstrous Mount
	+3
	-
	-
	-
	-
	+100
	-/1
	4*


A Wood Elven army is made of two major groups: Elven soldiers, and the forest itself. 'Forest Spirits' can and will be awakened in a time of need to fight for the well-being of the entire forest. These Forest Spirits usually take the form of leafy tree-like creatures (called Dryads, Tree Kin and Treeman). 

Dryads present themselves as lithe and lovely maidens who entice the unwary into entering the forest. At a time that the dryads find amusing, the lovely, near-human aspect is shed and the violent aspect manifests as a tree-like vengeful monster that tears the erstwhile guest to shreds. Tree Kin are more nebulous spirits that normally move freely through the forest, unbound to any physical instrumentality. 

When the need arises, however, the Tree Kin embody a collection of dead limbs and trunks, which then shambles along with the elven horde, smashing and crushing all that it meets. Most terrible of all the forest spirits, however, is the Treeman, which results when an exalted spirit makes the choice to bind itself permanently to a tree. The resulting creature lives for centuries: indeed, the eldest of Treemen, the Ancients, recall a time when the meaty nuisances of elves and men, orcs and dwarfs, did not trouble and pollute (and, worst of all, cut down) the forest. Also found in the forest are 'Spites'- the lowest form of spirits Athel Loren has to offer, who attach themselves to a unit, place or character and which confer a wide variety of unusual benefits.
Woodland Folk: all Wood Elves units are subject to the following rules:  

· They do not suffer the usual -1 Command penalty when within woodland. 

· When fighting within the forests Wood Elves are near impossible to see and count as Fortified rather than Defended. 

· Their forest knowledge is so high that no unit considers wooded terrain features as impassable terrain for them. 
1* Archers. Wood Elves are just as famed for their bow skills as their High Elf cousins, and as such these Elven units add +1 to their dice roll when making Shooting attacks. Therefore these units score a hit against targets in the open on a 3+, against defended targets on a 4+, and against fortified targets on a 5+.

2* Treekin, Treeman and Dryads are incredibly ancient creatures that have dwelled in the Forests of Loren since long before the arrival of the Elves. Over time, they came to trust the Wood Elves and will now aid them in the defence of their mutual forest home. They are strange creatures, often several times the height of an Elf, with trunk-like limbs, bark-like skin and deep cracks in place of their eyes and mouth;

· They do not suffer a -1 Combat penalty for fighting terrifying troops.

· They are unaffected by the Confusion rule. 

· May not support nor be supported by other troops
3* Giant Falcons and Great Eagles. Giant Falcons and Great Eagles can fly. Generals, Heroes and Sorcerers may ride a Great Eagle. A Great Eagle can fly, increasing its rider’s move from 60cm to 100cm, and will add +2 Attacks to those of its rider. 
4* Forest Dragons have lived in the remote and inaccessible Chasm Glades within the forest of Loren for centuries. Generals, Mages and Heroes may ride Forest Dragons. A Forest Dragon can fly, increasing its rider’s Move to 100cm, and adds +3 Attacks to those of its rider. Any unit joined by a character riding a Forest Dragon cause Terror in their enemies and so long as the Dragon is attached to a unit, it can use its Corrosive Breath attack. This is a shooting attack with a range of 20cm, which can be directed against one target as normal. The breath has 3 Attacks, which are worked out in the usual way.

5* Skirmishers i.e. Wardancers and/or Way Watchers. 

These specialised skirmishers act as the elite within the army, although too small in number to greatly effect the battle as a whole, these units have particular and unique abilities. A single stand of one type maybe added to a parent Glade Guard unit for the duration of the game. A stand added increases the parent unit’s number of stands to 4. The skirmishing stand has exactly the same stats as the parent unit. 
A unit with skirmishers of either type still alive may not be pursued in combat. 
A unit with Way watchers skirmishers attached add +1 to their dice roll when making Shooting attacks. Therefore these units score a hit against targets in the open on a 2+, against defended targets on a 3+, and against fortified targets on a 4+.

A unit with Wardancers adds +1 to the number of combat attacks for each stand involved Inc themselves if they are in combat. If a stand is removed and it is the skirmishing stand all abilities attributed to the unit for having skirmishers are removed. Points are awarded, but skirmishing stands do not count towards breakpoint nor do they affect command penalties for their loss. If the stand or stands removed are from the parent unit then the usual command minuses are incurred. 
6* Treemen being the gigantic and imposing creatures that they are, Treemen cause Terror in their enemies. To reflect the effect of having so many wounds, if a Treeman is reduced to 3 or less wounds and not destroyed it is taken as being badly hurt. Its characteristics are halved to 3 attacks and 3 wounds, for the rest of the game.

The Lore of Athel Loren

VOICES OF THE FOREST
4+ to cast

Range 60cm

Upon invoking the Lore of Beasts a Mage may attempt to control and unsettle the hearts of even the most loyal of enemy mounts and men.

This spell can be cast on any enemy unit within range regardless of whether the Mage can see it or not.

The spell takes affect until the end of the opposing player’s next turn.

Whilst the spell lasts the unit cannot charge and if engaged in combat will not pursue or advance.

Even units that are otherwise obliged to charge, pursue or advance will not do so if affected.

FLEET AS THE WIND
5+ to cast

Range 40cm

The units move with supernatural speed and agility, empowered by the force of nature that is the sudden storm and awe inspiring power of the wind.

This spell can be cast on a friendly unit within range regardless of whether the Mage can see the unit or not.

The unit can be moved as if it has just received an order in the Command phase. Character stands that have joined the unit will not move with it: they remain where they are.

Swarm of Sprites   

5+ to cast

Range 30cm

The Mage summons up a swarm of sprites to attack an enemy unit. 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 must be able to see the unit to use this spell.

The spell may not be directed at a unit engaged in combat.
The Swarm of Sprites is treated like three ordinary shooting attacks (4+ to hit) except that armour has no effect (all targets count as having no armour). A unit 
can be driven back by this spell as with ordinary shooting.

Mists of ATHEL loren    

4+ to cast

Effects enemy within 30cm

The Mage commands the Forest spirits and moisture within the earth to rise and surround the enemy.

This spell is cast upon the Mage herself and affects all enemy units within 30cm of her.

The spell lasts until the end of the opposing player’s following turn.

All enemy units within 30cm of the Mage suffer a -1 Command penalty. This penalty is applied when each order is issued: a unit might therefore be within range for one order but not for a second, for example.

