WOOD ELF ARMY LIST SELECTOR

	TROOPS
	Type
	Attacks
	Hits
	Armour
	Command
	Size
	Points
	m/M
	Special

	Glade Guards
	Infantry
	3/1
	3
	6+
	-
	3
	75
	3/-
	1*

	Dryads
	Infantry
	4
	3
	6+
	-
	3
	75
	-/1
	2*

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

	Falcon Riders
	Cavalry
	2/1
	3
	0
	-
	3
	90
	-/2
	3*

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

	Treeman
	Monster
	6
	4
	4+
	-
	1
	125
	-/1
	2*

	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
	+2
	-
	-
	-
	-
	+100
	-/1
	4*


Woodland Folk. Due to living amongst the forests of Loren their entire lives Wood Elves are accustomed to woodlands and able to use every feature of these terrain to obtain the maximum advantage. To represent this 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. 

Note that this rules apply to all units, after all the beasts the Wood Elves tame to the saddle live in this environment and are adapted to it exactly as their elven masters, if not more so…. And for Treeman and Dryads, well, they do not live in the forest, they are the forest!

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* 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; When they remain stationary (the majority of the time!) they can easily be mistaken for a tree, Treeman being huge, often several times the height of an Elf, resembling very old pines or oaks, while Dryads to resemble nimbler trees: the vast majority of them is in fact similar to willows, birches or even fruit bearing trees.

Treeman and Dryads differ to other troops because they are ancient alien creatures whose minds are sometimes not understandable even for the Wood Elves. To them every life-form is something to be held as sacred (yes even those stupid orcs ore axe-wielding dwarves) as something created by the Earth-Mother. To represent this: 

· They never act on initiative to charge.

· They do not suffer a -1 Command penalty for enemy within 20cm.

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

· They are unaffected by the Confusion rule. 

· If Brigaded with any troops other than Treemen or Dryads the whole Brigade receives a –1 penalty to Command Tests. 

Being the gigantic and imposing creatures that they are, Treemen cause Terror in their enemies. Dryads regenerate 1 hitpoint per combat round after any dead stands have been removed.

3* Giant Falcons and Great Eagles. These huge raptors live in the peaks of the Grey Mountains surrounding Loren and among the gigantic ancient trees in its heart. They are intelligent creatures that exist in peace and harmony with the Wood Elves and are ready and willing to aid them in battle. 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 and have evolved into a separate sub-species of Dragon. Unlike other Dragons, they are vegetarian, using their rows of saw-like teeth to rip up branches, logs and any other vegetation they feel like eating. However, they are similar to other Dragons in that they are intelligent and also immensely powerful creatures, capable of uprooting trees and tossing them about in a scarily casual manner when enraged. An exceptional Wood Elf Lord or Mage may succeed in winning the trust of one of these immense creatures, and in doing so will have secured himself a fearsome mount to ride into battle! Generals, Mages and Heroes may ride Forest Dragons. A Forest Dragon can fly, increasing its rider’s Move to 100cm, and adds +2 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 30cm, which can be directed against one target as normal. The breath has 3 Attacks, which are worked out in the usual way.

DESIGNER’S NOTES

Well if it does interest anybody (and I hope so if you are still reading) I wanted to create a list portraying the main characteristic of the Wood Elves, that IMHO are:

· They are swift, nimble and fragile

So their army should reflect this, it should be an army able to strike with surgical precision, and unable to withstand punishment.

With this in mind let’s take a look to the most evident differences between this list and Rob’s (and any other I met to this day)

1. Glade Guards and Glade Archers

2. Falcon Riders

3. Treeman and Dryads

4. Forest Dragon

Before starting let’s say that IMHO (yes I’m very humble [:D] ) one of the most difficult thing to do when creating an army is to give the units the right point cost so I tried to resolve it by taking a unit from an already existing list (High Elves mainly) or by applying some general thoughts on proportions… (??? Yes I know I might seem a little ç§°éç°§ç§é** but my economic studies have warped my mind…)

1. Glade Guards and Glade Archers. As many of you may have noticed I have only the entry for Glade Guards but with all the characteristics of the Elf Archer unit and no entry at all for Glade Archers. Well this is simple to explain: I thought that Wood Elves’ style of combat is archery, striking the enemy from afar and keeping away from such an hurting thing as close combat; moreover I imagine them with a population sparse in little groups through the forest made up of hunters with many ranged weapons and little armour for protection. This meant the majority of the Guards would have a bow, a javelin or spear and a little leather jacket just to keep the vital points away from those damned wild boars thus 3/1 hits and 6+ armour. I also made basic troop choice the Glade Riders as an army such as that I was thinking at would emphasize speed.

2. Falcon Riders. This is a troop that I could choose to import from the lizardmen army (terradons) but the short range rule didn’t suit the longbow armed Wood Elves so I preferred to create it starting from Great Eagles. The process was simple: I applied to the Great Eagle entry the same process applied to High Elf Spearmen to have an Archer unit: add a ranged attack, take away a point of armour (after all falcons are not as big and strong as eagles) and make them cost a 25% more. So here you are: 2/1 attacks, 0 armour and 90 points cost [70+25%=87.5, rounded up]. I toyed up with the idea of giving them the ability of shooting in every direction but I feared that would make them unbalanced. Finally I transformed them from monster to cavalry just to avoid the extra attack monsters get in charge, I do not wanted them to be better version of Great Eagles.

3.  Treeman and Dryads. This were the most difficult units to develop until I had an epiphany: why not simply took the Skeleton Giant rules for the Treeman? Once done this the Dryads were a bit more tricky but not that much: I simply “skeletonized” a Troll unit…. That means I applied the process applied to an Empire Halberdiers regiment to make a Skeleton unit: one attack less, same other stats and 33% points less. The two most common objection here are <<why undeads?>> and <<why trolls for Dryads?>> well if you think of it it’s easy: I wanted them to be very different from normal elven units and to give the sense of slow but unstoppable strength of a wakened tree so I thought that undead “immunity to psychology” could work (beside this the other reason is I could not came up with a treeman statistic as a normal giant is far too stupid and no other entry seemed to be adaptable, so I thought that a giant skeleton could work; I could have de-skeletonized it but then the earth-force sense would disappear). And for the troll-Dryads conversion the reason is equally simple, I wanted them to be –obviously- less powerful than treeman but still stronger than elves so I had to choose a 5 attacks unit that with the above-said process would give 4 attacks, the only suitable one was troll as witch elves and flagellants had other rules difficult to handle (why would Dryads be impossible to Drive back and not Treeman?). The regeneration ability at first puzzled me but then I thought why not? I men aren’t they a living forest? Doesn’t forest always re-grows? 

I know this might sound crazy but this is more or less my thought and I’m open to suggestions.

One last thing I ignored the “fire-weakness” issue on three bases: 

· first trolls also had a fire-weakness in WHFB and don’t in WM so I don’t really see why Treeman and Dryads should, 

· second surely it would have created too much problems (I mean which attacks are fire-based and which aren’t? Just dragons and hydra attacks? And why not lightning bolts from magic or the rat-wheel thing? And why not archer attacks, after all everybody saw the gladiator film and any general fighting with Wood Elves would know of the fire-arrows idea and should be more stupid than a snot not to use it…) 

· third have you ever tried to light a fire to a big wood piece? It’s kinda difficult (this I know from my camp experiences) and should be even more so if the future-ash is trying to play cricket with his arm and your head (this I don’t really know but I suppose).

4. Forest Dragon. Finally the simpler to explain, I adjusted the Forest Dragon (one attack less and longer breath attack) just to stay in with the mood of the army: low HtH potential and high number of ranged attacks. And for the background, well isn’t this dragon vegetarian? Weak excuse I know but after all that’s my thought on the matter, again I’m open to suggestion.

5. Scouts and Way Watchers. This weren’t put in the list as to put it in Rob’s words “the specialist

troop types that add spice to the way an army fights in Warhammer would realistically only come in very small numbers and probably not have any great effect on a big battle.” This is true but I really like the scout idea and find it to be very apt to the Wood Elf army so y would make them this way:

take the salamander from lizardmen army and apply the same (old by now) process applied to skinks to obtain them to your normal Glade Guards and you would have a unit with 3/2 attacks, 3 hits, 6+ armour, +1 dimension, 50 points cost [40pts (skink cost)/25pts (salamander cost)=1.6 skirmisherization coefficient, 75pts (GG cost)/1.6 (coefficient)=46.875pts, 50pts rounded up…simple, isn’t it?) no minimum nor maximum.

This is more or less all there is to be said about the army creation, more things I thought but I think it’s your turn to say what you think.

That’s all (fairy)folks. 

