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the w000 €l ARMY

I'he inhabitants of Athel Loren are mysterious and
secretive beings, rarely seen bevond their forest homeland
and thus little understood by the outside world, In the
defence of their woodland realm, the Wood Elves and
their allies are deadly and unforgiving. They follow a path
walked by no other, and often appear capricious or cruel,
though in truth each harmful ace they perform is alwavs
balanced by one of beneficence.

The Wood Elves are an elite army, formed around a core
of highly skilled EIf archers and supported by the
mysterious spirit heings of Athel Loren. They are a
secretive and mercurial folk who seek only to preserve the
continued safery of the forest in which they dwell, Those
who are foolish enough to set foot within their woodland
realm, or otherwise threaten the sanctity of Athel Loren,
invite the fury of the Woed Elves, whether in open
combat or through sudden ambush. All Wood Elves are
archers of unparalleled skill, but other martial disciplines
can also be found amongst their warriors, The Glade
Riders and Warhawk Riders are swift and skilful
beastmasters, striking with speed before the foe can react,

wWhAT’s IN This BOOK?

This hook breaks down into the following sections:

Athel Loren
This describes the roots of the Wood Elves and of their
pact with the mighty forest of Athel Loren.

The History of the Wood Elves

This section explores the martial history of the Wood Elves
and how their past, present and future entwines with the
fate of the Warhammer world and, in particular, the noble
Bretonnians and the children of Chaos, the Beastmen.

Guardians of Athel Loren

This section contains information on the Wood Elves and
furest spirits of Athel Loren, providing full details about
them and their mles.

Collecting Wood Elves

This section shows you how to begin collecting and
painting your own Wood Elf army with invaluable ideas
and guides from the 'Eavy Metal team.

The Army of the Wood Elves

Here you will find all that you need to take your Wood EIf
army onto the battlefield. In this section, you will find the
rules for mystical and powerful magic items, as well of the
secrets of the potent magics practiced in Athel Loren.

At the end of this volume are details on some of the
michty heroes of the Wood Elves: Orion, King in the
Woods, the embittered Drvad, Drycha, and the mysterious
mwins Maestra and Arahan.

The Wild Riders are deadly and relentless huntsmen
driven by the ferocity of the ancient god Kurnous whilst
the Eternal Guard are stoic and determined warriors whao
will fight to the death for their lords and home. In
contrast, the Wardancers of Loec are the most agile of all
Wood Elves, whose grace and sublime skills are used to
lethal effect in battle. The skills at the command of the
Wood Elves are immense and varied yet, when they go to
war, they do not go alone.

When danger threarens the forest, Athel Loren itself
awakes to confront the assailant. The curious sentience of
the ancient wood manifests itself in many different wavys,
from the lithe and spiteful Dryads, the legions of
ephemeral Spites, gnarled and tough Tree Kin, to the most
powertul beings within Athel Loren, the mighty Treemen.
Against a common foe, Elves and forest creatures fight as
one, combining the skill of the elder race with the sheer
elemental power and ferocity of the forest. While the
Eternal Guard, Glade Guard and Tree Kin form the
backbone of the army, quicksilver Dryads, Wardancers
and beast riders slip around the flanks, unleashing deadly
and swift artacks upon the opposing army,
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The oldest of all the forests of the Old World, its most
ancient trees having grown from saplings seeded by the
Old Ones' servants, Athel Loren is a mystical place whose
shadow lies far across the land. Whether it was the Old
Ones that granted strange life o these woods, or perhaps
the coming of Chaos that awoke the trees, it is impossible
to say. All thar can be said is thar in the dawn of time, the
rrees began to think in a way thar trees are not meant to,
:-'I'I'll:_‘l [If"l:-ll' rl'li._‘.'}' |E'!:-E'|'l'.|{':l'.:| '[:I:F :I'.l'.:l_"l.'i'l'l.f;.‘i- .‘E-'I]CI.'I s ANECT ':i[]l.[ |'|.':l1.l_".
The forest became aware of itself, and of the other races
crawling like insecrs upon the world, and it was not
pleased with their intentions.

Standing stones carved with worn Elven runes mark che
borders of this primeval realm, beyond which giant trees
|i'?l:l'|'.|'.|., ['l'H.’.'iT ]'11':111-'.'.]11‘.5 'I:I!I".:"'n-’i]'l.'r:_r 5](]":-'!."]}', Hlf:l'i]'lj]"lg (LR L'HL'{[]."-{‘
the magical barrier of the watchstones. Roots twist and
claw across the fern-covered rocks and loam, and low
I_'If'l.j_:'_l‘['t'u -I.'_.L'I-i.l :;'!IZ"I-.'._{ EFI'I_'L‘!E'I[_{ T]'ITI:'IllgI'II:_]'IIT i.r:':i ]'Ili'll.li'l".'.-':"i :-'I!'II'.] E{['rll'.ﬁlﬂ-?i.
This verdant labyrinth unsettles even the most courageous
soul; filled with movement glimpsed from the corner of the
eye, strange noises and the feeling that one is being
‘l.'.-"i;'lt[:h[_‘!'..‘l at :;'I.” Tiﬂ'll'.'..‘i-. r[.I.'H._:'I'll_‘ is A :'il.ll]'.lfll:'.‘l_"ri.'ll_!..:.? AWATrCIness ':“"lIJ.
a sense of watchfulness thar permeates each leafy glade
and winding track.

Drark forms move through the twisting branches and dense
undergrowth; tny darting shapes flit between the trees on
the very edge of vision. Athel Loren sees and feels
everything within its boundaries and is watchtul and
secretive, perfectly willing to destroy those that seek to
enter. Only the insanely brave, mad or foolish dare to
cross into Athel Loren, for the forest is a haunted place,
filled with unquiet, malicious spirits.

The forest of Athel Loren defies the natural laws of the
world and time flows strangely within its bounds. An
individual that treks under the dark boughs for what may
only seem like a couple of hours may, if he survives, return
home to find that a hundred years have passed. Equally,
one might wander lost within Athel Loren for decades,
only to find that scant minutes have passed in the ourside
world, Athel Loren is more alive than any normal forest,
and landmarks and glades shift and move. What was open
clearing one night may be heavily wooded the next
morning, and pathways often disappear or turn back on
themselves within hours.

Most that try to enter Athel Loren find themselves
constantly returning to where they starred despire their
best efforts to make headway, Even if they try and walk a
E.t]'E'I,i!E:I_'lt |:_':IE'I1_'I'I1 T]'IE‘!.? 'i'l'l:‘ﬁ.-'l;ll'[i'l]'ll."‘n’ f-'i]'ll'.ﬁl T]'lL'I'I:'l."iL‘l‘n-"L‘H tllT'[H_‘L:l
around and f'u-:_'ing out of the forest. Most rravellers that
persist in entering Athel Loren are found on its outskires
as little more than gibbering wrecks, their sanity shredded
b'!r’ ‘L‘.-'l'!ll-l fewver ]'Ii_'lr['{_'.lT.‘i l'l'l{."!r' ‘L‘r'i.l"lll'.:."i."ill_‘l'.! in ![]E [Tl':‘igj.ﬂﬁl. [-U]'I.:EL

Thar is, if they ever return.



Bur there are those spirits whose hearts are not darkened
to the other living creatures of the world. The fortunate or
the worthy mighe occasionally find passage between the
changing paths, guided perhaps by a welcome shaft of
sunlight, or coming across a forest trail at an unexpected
turn. So it is that there are always those that would dare
the secrets of the dark forest to learn its secrets or drawn by
tanciful tales of treasures and hidden knowledge o be won,

Throughour Athel Loren are the magical halls of the
Elven lords. These places are filled with ghostly music,
laughter that sounds like the wind blowing through rrees
in autumn, and soft glowing light. The mighty entrance
doors to the Elven halls are woven from the trunks of
ancient trees or delve into the turf of the hillside; they are
hidden to those the Elves do not welcome, though they
might pass within a few paces of such portals.

Those that enter through one of these strange
vateways find themselves in a g,{mml, beauriful
cavern deep below the tree or hill. Roots can
be seen far above, curving down from the
roof of the hall to form elegant,
interweaving pillars. Here the
Wood Elves make their homes:
fine structures of ethereal beauty.
Elegant lanterns adorn the hall,
filled with tiny flitting, glowing
tigures. Here the Wood Elves
feast and celebrate the
natural cycles of the forest,
holding grand banguerts

of woodland pame

and free Howing,
intoxicating Elven wines.
The halls are alive with
lilting
laughter and melodic

wild  dancing,

music. Boy children
taken from the lands
around the forest,
destined never o grow
old, joyfully serve their
praceful Elven masters. [t
15 not unheard of for outsiders,
such as Bretonnian questing knights,

to on occasion join an Elven feast, but it is a foolish
individual indeed that would eat or drink the foodscufts of
the Elves without invitation.

Elves have dwelt around and within Athel Loren for
almost five thousands years. Over this time they have
become intrinsically linked with their forest home, and
their nature has changed to reflect Athel Loren.
Forsaking their ties to other Elven folk, the Wood Elves
have become deeply secretive and suspicious, and shun
all outsiders. They are the guardians of the forest, and
their fate is utterly entwined wich that of Athel Loren: if
the forest were to die, the Wood Elves would die with ic.

TR (= i DR L -
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Capricious and unpredictable, the Wood Elves have
been likened to a force of nature, neither truly good nor
evil: Athel Loren and the Wood Elves are far removed
from simple comparison with the values held by other
races. Like a placid lake, the Wood Elves can appear
serene, beautiful and enchanting, or as frightening and
destructive as a storm. For every intruder thar the
Wood Elves guide out of Athel Loren, another is slain
without question or remorse, and left where he falls to be
claimed by the forest. Bones and skulls can often be seen
on the outskirts of Athel Loren, manv with arrows
protruding from ribs or embedded in eve-sockets, before
they are obscured and covered by twisting roots and
undergrowth or taken away by forest animals,

Ever watchful and vigilant, the Wood Elves ouard Athel
Loren ceaselessly. Even those who enter the

torest with no ill intention are regarded

with suspicion and resentment,
and will often come to a bad
end. The Wood Elves have a
distinet lack of interest in
the poings on of the
world outside of the
forest, and care liccle

for those who are
not their own.

(n occasion
they must
take part

in Wars
and battles
heyond the
borders of their
f-'i'.lTl:._'.‘i['ﬁ, n urdmr’ [y
save their homes
from furure threat,

but this is rare
indeed. If the Wood
Elves could live their
lives without interference
from the world beyvond
their fey lands, then they would

do so gladly. However, Athel Loren is

constantly assailed by those that seek to invade and
corrupt it, and so they must wage an unending battle

against these despoilers.

Unparalleled archers and almost unnaturally stealthy,
the Wood Elves are a deadly foe to face. Those that they
slay will rarely have even glimpsed their enemy before
being struck down by unerringly accurare arrows from
the dense woods. Swift and silent, the Wood Elves erupt
from the trees in sudden bursts of savagery, ruthlessly
cutting down their enemies before vanishing like ghosts

into the depths of the forest.
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The hisTORy of
Tl iDoeONEves

For over 8,000 years of recorded history, the long-lived and
rraceful Elves have lived on their island home of Ulthuan.
Owver this time they have explored much of the world,
sailing far from their home and discovering many new and
'I.J]'I'I]."SJ.H-'II ]:-i'l.'!ld.‘:'n. F[]T l'l'li_'l-llﬁ}'l]'l_[_‘].": [_'.Ifl‘r"{_‘!i'll'ﬁ t]'lE!‘f l:_']!.lil. THC ".-’j[_‘!“? aAny
of these far away shores as places to settle, for their
bountiful and varied island home provided all that they
could wish for. It was only after Ulthuan was wracked by
the forces of Chaos, and after the death of the first Phoenix
Fing, Aenarion, the fiercest Elven warrior ever to live, that
the Elves began to look at the lands beyond their coast as
places to settle,

During the reign of the Phoenix King Bel Shanaar, who
Tl]][_".‘l'.ﬁl L.lrlti'llili;'l.'l'l Mo tl'lE'I]'I [':l:lﬂl' tl'lUlIEE'I]'I[_i Yodls ]:‘:EFL'IT{’.‘ ['l'h'.:
hirth of the human herc Sigmar, the Elves began to
colonise the world. While the barbaric ancestors of humans
ﬁ_‘.-'l]ﬁ_"l'lt E]mi_'.l'l'lghit them.‘;‘t.—:lvt:ﬁ, r_l'l-E E-]"n."{:f:i I:?E[.’.:;'!mt‘. 1_']'”;!
undisputed rulers of the seas. Their elegant, white-sailed
ships cut across the globe, and they mapped the oceans,
charted the lands, and set up many settlements. The
largest concentration of colonies were based in a land they
]'l':lll'['l.ll_"lj. E—]F.hi'l'l Pl.:rv;m., W[-.Iiﬂ}'l bL‘L"rI'IﬁE li'.]'li}‘l-'."'l'l h‘.-' l'hL‘ ‘!."I:']'I.JI'IEL‘T
races as the Old World. They established contact wich the
Dwarfs, and a grear era of trade and friendship began
I'.Ill_'!'.'l.’.-'\'._‘C['.l th* T Taces,

[[] 1.|'IE E'rl'l'l.f_:l-.‘i- |:}'|:-3||.' ".’r":.:'“ld CIThEE L‘I'ri‘:.’ I',lll;‘ kf]{'.l".:'n-’l'l ki 3 HTE[’I’.‘.'I'.II'.Ii'rll
the Empire and Kislev, the Elves built tall, delicate towers
of marble and gold. Many of the Elven colonists became
st ]]'lgh.’ afka I'.:ht'l:_'] tD T]'IE[T THEH A ]'IU'I'I'.I-[_EE, |'lE] Py T 1mn :;Il'{l:i ek THEIAT
start and forger the unhappiness and strite thar had
plagued Ulthuan in the previous millennia, slowly
recovering from the horrors thar they had witnessed when
Chaos had overrun the fair isle, While most of the Elves
rtl“;tintd .‘H.ﬂ]]lg CONDECLOnNS Lo UithLl'ﬂl] OVET T"IE F".:'II.I;'I"L'.-'i.]'I.g
thousands of vears, the first generations of Elves born
within Elthin Arvan felc little artachment to their ancestral
homeland. ¥hen serife once again began to assal Ulthuan,
in the insidious guise of the Cult of Pleasure, many Elves
chose to return o Ulthuan, bur there were those who
believed that the Phoenix King and his rule had lictle to do
with their lives, and many of these Elves moved themselves
further inland.

Achel. LorenN

It was these Elves who first encountered the strange and
frightening forest that spread from the foochills of the Grey
Mountains and the Vaules. The forest was filled with all
manner of life, and the Elves canstantly felt eyes upon them.

At night they saw strange lights dancing in the darkness, and
huge shapes lingered on the ouskires of the glades. Intrigued
by whar they saw, the Elves attempted to push deep into the
dark forest, but found themselves thwarted at every turn.

Three times did the Elves send expeditions into the forest,
each numbering nearly a thousand warriors. Of the first
expedition, seven hundred Elves came out the wood scant
houres after they had deparced, with rales of many fruicless
days spent rravelling along shifting glades and pathways char
curved back on themselves, The second expedition vanished
without a trace. Of che third foray, only a single EIf returned,
her face ashen and drawn, and her body lacerared and
bloody. She died a day larer, driven witless by her dreams. It
was clear that the place perceived the Elves as a threat, and
was actively resisting their actempt to dwell within its depths.
The Elves realised that this magical forest was sentient - like
one giant, all-encompassing living creature, and those that it
saw as a threat, it would resist.

The Elves named the forest Athel Loren. They retreated to
the outskirts and planted great magical wavstones about the
boundaries. Still some Elves would occasionally go missing,
lured deep into the forest by beautiful, ghost-like nymphs,
never to be seen again. Despite this, on the whole, Athel
Loren seemed able to tolerate the Elves so long as they did
not attempt to venture too far into its dark interior.
Mevertheless, the Elves were inexplicably drawn o Achel
Loren, and learnt to treat it with great respect.,

The SUNOERING

Far away, an age of tragedy and resentment was dawning. The
Phoenix King Pel Shanaar met with his death atter being
shamed by the insidious machinations of the black-hearted
prince Malekith, who secretly desired the Phoenix Throne for
himself, Malekith's madness became publicly known after he
was horribly distigured when trying to prove his claim for the
throne by stepping willingly into the sacred flame of Asuryan.
The Elven nobles rose against him, and drove him and his
followers back to the prince’s homelands of Nagarythe, in the
north of Ulthuan, A new Phoenix King was elected and a
bloody campaign ensued against the hate-filled Malekith and
his followers. This was the time known as the Sundering, the
time of great divide, when millions ot Elves lost their lives and
the Elven nation was ripped apart. Thus the Elves became a
divided people, splicting to become the Dark Elves and the
High Elves. The Dark Elves made pacts with daemons, and
literally tore apare the realm of Ulthuan. With dark magics
they shattered the land, and creared the mighty floating
fortresses known as the Black Arks. Filled with bitrerness and
hatred, the Dark Elves turned rtheir backs on Ulthuan,
swearing vengeance, and sailed west 1o Nagparoth.




The WAR oF The Beard

Maore strife was to come in the following centuries, when the
relationship berween the increasingly arrogant High Elves of
Ulchuan and the greed-filled Dwarfs was shartered, and
another war began. Fatefully called the War of the Beard by
the High Elves, it was those Elves living in the Old World who
bore the brunt of the war. Many of the Old World Elves
resented this war, launched by the new Phoenix King, Caledor
the Second, from thousands of miles away on Ulthuan. The
mighty armies of Ulthuan landed ar the Elven city pores to face
their enemies, and the Phoenix King demanded thar the
Elthin Arvan Elves tighr alongside them. Most did so, but
many of those living on the borders of Athel Loren refused o
become involved. The resentment of the Elthin Arvan Elves
prew, for it was the lands they called home that were being
burne and ravaged, their homes that were being razed to the
pround and their children that were being slain.

The High Elf realm had been battered now by thousands of
vears of warfare and, after the death of Caledor the Second,
the new Phoenix King Caradrvel knew that his people could
not sustain such conflice for much longer — especially as
Malekith the Wirch King was preparing his armies to invade
Ulthuan. The Phoenix King could not fight a war on two
fronts, so it was that he made the difficult decision to retrear
from the Old World and abandon it to the Dwarfs and the
rising race of Men, Word came to the Old World of the
Phoenix King's decree — that if the colonists wanted the
protection of his armies, they must return to their island
homeland. Though this was greeted with uproar, the next
decade saw the long retreat from rhe Old World, and the
fledgling cities and towns of Elthin Arvan were abandoned.

The Elves living in the shadow of Athel Loren never considered
returning o Ulchuan, for not one of them A1y [u[[gm' felt ties
with thar land, and they declared themselves independent of
the Phoenix Throne, raking the name Asrai for themselves, As
much as they could, they had kepr themselves out of the War
of the Beard. However, now that the Elves had abandoned their
cities, the Dwarts were unopposed, As the first snows of winter
bezan o tall, they marched from the mouneaing and descended
into Athel Loren hacking and buming. This callous action
drove the forest into a fury. Mighty Treemen awoke from their
slumber and merciless Diryvads manifested o fight the Dwarfs.

However, during the long winter months Athel Loren is ar its
most vulnerable, and chese forest spirits were soon defeated.
Athel Loren drew back from the encroaching Dwarfs, and
epened up pathways that thrust them onto the Elven
settlements. Thinking themselves under artack, it was then
that the Elves intervened and they descended on the Dwarts,
filling the air with volleys of deadly arrows. Whenever the
Drwarfs turned o face this threat, the Elves slipped away into
the trees, circling back around the slow and cumbersome foe
to attack them onee again from a different angle. In this
manner, the Dwarfs were slowly whittled down, and their
advance parties slaughtered withour a single Elven life lost.
After countless running battles within the trees, the remaining
Dwarls retreated, having learnr to distrust the ancient and
mapical place.

-
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The birth of the
wo00 €lves

Fellowing their victory, the Elves began to dwell deeper within

the borders of Arhel Loren, now fearing reprisals from the
Drwearfs more than they did the capricious nature of the forest.
In the vears thar followed, the Elves divided inte different
groups, called kindreds or kinbands, each individual seeking out
the company of others with whom their ideals were in accord.
With each kinband driven by different views and ideclogies, it
was only a matter of time before quarrels and disagreements
broke our, and the Elves of Athel Loten began to separare and
g their different ways, Each group pushed on deeper into the
forest, deeper than any had previously gone. Strangely it seemed
that the forest did not now resist them, indeed it seemed that
Athel Loren now chose to open up many of its secrets to the
kinbands.

At the very heart of Athel Loren, a wandering kinband of
magi happened upon the Oak of Apes, a michty tree,
incredibly ancient and gnarled by the passace of time. It was
here thar one of their number, Ariel, truly spoke with the
torest for the first time. Before long, many of the Elven magi
were able to communicate with Athel Loren ieself, and
reasoned that the forest was slowly recognising the Elves as a
beneficial force. This was particularly apparent in the icy
winters of Athel Loren, for during these cold months, Athel
Loren became virtually dormant.

It was then that the Elves, always respectful of all things
natural, truly embraced Athel Loren as their home, for that
was when Arhel Loren truly embraced the Elves. More than
that, they rreared Athel Loren wich the awe and reverence it
deserved and demanded, seeing the essence of their ancestral
oads invits seasonal cycles. They vowed never to take from the
torest without giving back equally in service and sacrifice, and
in this manner they slowly gained the truse of the forest. When
the Elves needed wood to burn in order to survive the icy
winters, they would take ‘only fallen branches, and in the
spring  they would nurture and tend to new saplings,
encotraging them to shape graceful halls above and below the
ground. Though they would hunt the animals of the forest for
foad and clothing, they used all that they took, and gave
E]mnf-:s' torAthel Loren in ceremonies of blood.
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Yer even now, some tension remained between the Elves and
their woodland home, for they were still two separate parts
and not a single whole. The south-east commer of the forest, a
shadowy and foreboding place, remained sealed to the Elves
and all who attempted to enter it were last farever. The preat
tree lord Durthu, scarred forever by the axes of the Dwarfs,
treated the Elves, av best, with distrustful neutralicy that
bordered upen hostility, Yet the fates of Athel Loren and the
Wood Elves would soon become irrevocably joined.

The 6ReEAT couNcil

Eleven hundred and twenty-five years before the coming of
sigmar, the Dwarfs came once more to Athel Loren in the
autumn months, marching down from the Grev Mountains
and deep into the Pine Crags. With winter fast approaching,
the spirits of the forest were rapidly becoming lethargic and
could offer litcle resistance. Worse, the Elven kindreds of the
Pine Crags were small and disorpanised. Though the first
Dwarven incursion was halted and repulsed, warhawk riders
brought ridings that the rapacious tree slayers were assembled
in even greater numbers in the high reaches of the Grey
Mountains, So dire was this threat considered to be that a
council of the kinbands was called — the first such gathering
since the Elves had raken up residence within Athel Loren.

The great lords and ladies of the Wood Elves held council ar
the foot of the Oak of Ages, and even the trees of the glade
crowded close, as if paying attention to what was said.
Though not all the kindreds had sent representation, it
remained an assemblage of great power and wisdom. The
devotees of the trickster god, Loec, performed their ritual
dances, and the seers and prophetesses read the skeins of fate
in the stars and patterns of flame. In the firelit glade, the
Elven sorceress Ariel found herself drawn to the lord of the
greatest of the hunter kindreds, Oricn. He was the hravest
and most handsome of his folk as Ariel was the wisest and
fairest of hers, a cunning hunter in whom thought and
instinct melded as one. Whilse the council debated how best
to oppose the Dwarfs, Ariel and Orion were deep in a
conversation of their own, seemingly oblivious to the great
matters that were discussed around them.

After many hours of debate and feasting, the Elves were
dismayed for, even assembled and united as they were, their
numbers were not sufficient to meet the Dwarfs in battle. It was
then that Adanhu, greatest and eldest of the tree lords, strode
into the glade, though not even the most keen-sighted of the
assembled Elves had been aware of his presence until
that momeéne. If the Elves were to strike the Dwarfs
now, spoke the ancient'one, before autumn faded into
winter entire, the forest would fight at the side of the Elves,
for this danger threatened them all. Emboldened by Adanhu'’s
words, the Elves prepared their plans anew and, in their
enthusiasm; were heedless of the ancient one's
= warning thar a great sacrifice would be required
of them,

- As Adanhu addressed the council Arel and Crion
slipped away, apparently unnoticed by all as they left
A the glade and entered the deep wood. It was not
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until many hours later, when the feast was over, thar their
absence was noted, an absence that provoked great anger from
the assembled Elves for it was unheard of thar an EIf would
choose one from another kinband as lover. Enraged, the lovds of
the Asral demanded that the two errant lovers were found and
brought betore the council.

The Elves hunted Ariel and Orion in the forest about the
Council Glade for many long hours, until the golden ravs of
dawn pierced the leaves. Skillful as they were, the hunters
could find no trace of their quarry's passage and, slowly, the
lords” anger faded and their thoughts became suffused wich
concern, As the search wore on and hope became ever
bleaker, the Elves sought Adanhu's aid, yer the great being
remained silent in the face of their pleas. Mages attempted to
converse with the rrees, yet received no answers. Dryads were
sought, ver none could be found. Reluctantly, and with great
sadness, the Asral nobles accepred that the lovers were lost to
them and rurned their thoughts o the bactle ahead.

As autumn taded from the world, the Wood Elves marched
into the mountains above the Pine Crags and brought the
Dwarfs to battle. As Adanhu had promised them, the Asrai
did not fight alone. To the Dwarfs it must have seemed as if all
of Athel Loren had emptied, for mighty Tree Kin strode
amongst the Elven lines, and great hosts of Dryads swarmed
about their flanks — all of them preceded by the enraged form
of Durthu, who strode ahead like an unstoppable force of
nature as he sought to revenge himself in full upon the
DCrwarven race that had scarred him. Against this atrack, even
the stubbornness of Dwarfs could not endure and they
retreated to their Holds. They did not rouble Athel Loren
again for many hundreds of years, though the Book of Grudges
contains numerous references to the battle they call Karaz-Zan.

The WINTER OF Woe

As winter fell upon Achel Loren, an icy wind whistled through
the boughs of the forest and a chill gripped the land like never
before. The forest grew still and the spirits of tree and earth
slept away the long, dark nights, but this was to be no silent
winter spent in slumber while awaiting the joyous return of
spring. Driven by hunger and bloodluse, hordes of Ores and
Goblins poured down from the mountaing, burning the trees of
Athel Loren and hunting its beasts, The Elves fought bravely
but the spirit of unity that had been forged to oppose the
Diwarfs was lacking and they were forced to yield ground. In an
orgy of wanton destruction, the Ores buile great pyres and
pillars of smoke stained the sky with the ashes of the living
wood of the forests, Midwinter came and went, the ground
turned as hard as iron, Dark wolves hunted through the forest
as the Orcs pushed deeper and deeper. Despite the efforts of
the Elves, the green-skinned invaders were soon drawn up
before the twisted form of the Oak of Ages itself.

Ore campfires burned throughout ‘the night as the Elves
readied themselves for hartle, for the Asrai feared thar the fare
of the Oak of Ages would rule that of the forest. They did so
with heavy hearts, for they did not believe that they could
stand before the horde that opposed them, bur resolved to die
to the last in defence of their home. As morning broke, they
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saw that the forest was transformed. The
winter snows were in retreat and blood red
blossoms had pushed through the hard
ground. The animals of the forest roused
from their hibernation and a restlessness
could be felt on the air, as of a mighty force
awakening. Even as the Ores prepared for
battle, they too saw the signs of the forest’s
rebirth. The haunting cry of a mighty hom
echoed on the wind, accompanied by the
baving of hounds and the shrieks of birds of
prey as they flocked from their roosts.
Then a mighty form crashed through the
woods, a pack of shadowy hunting hounds

at his heels, Tall and muscular, the Elves
recognised the awesome form of Kurnous
himself, brandishing his mighty spear

and bellowing his challenge to the

Ores. A fieree, primal energy swelled

from Kurnous and all the Elves who
looked upon him were filled with

furicus energy and power.

Kurnous smashed inro the Orcs,
slaving all hefore him in a
whirlwind of destruction that
was terrible o behold, his wild
hunt sweeping forwards on
howling winds, newly awakened
Diryads swarming in hise wake.
Dark-pinioned ravens” swooped
down on the deomed Ores and
leaping hounds tore them apart
with fang and claw. Az the living
god plunged deeper into the Oreish
lines, the Elves charged forwards,
their eves afire with their god's
furious power, and slaughtered the
Ores withour mercy. As the sun set
at the day’s end, not a single Ore
remained alive and the exhausted
Elves followed the rtrail of
destruction wroughe by their
rod to the Oak of Apes itself.
Here they discovered the
enthroned fgures of Ariel
and Orion, now become
aspects of [sha, the mother
goddess of Elves and
Kurmous the hunger. In a &
great council, all the .
Kindreds of the ﬂ]]’t‘.’iti-' s

R,
r

paid homage to Ariel 53
and Orion, the s
Cugen and King
of the Waoaod.
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In the aftermath of the battle, Ariel used her power o heal
the damage that had been wrought, her touch infusing the
ruined and desolate areas of the forest with new life.
Thoughour the summer months Athel Loren knew relative
peace, for any incursions were swiftly scattered by Orion’s
fury. Many Elves, the song of the hunt deep in their being,
were drawn to the demigod’s hunts and welcomed a portion
of his power into their hearrs, Thus they became the Wild
Riders, the equerries of the King in the Wood whose service
and ritwals maintained the eternal spiric of the hunter.
summer faded into autumn, and whilsc Ariel’s powers
remained as portent as first they had in the early days of
spring, COrion’s power gradually faded and his anger
diminished until finally, as winter’s iron grip took hold of the
forest, he was all but spent.

As the snows closed on che forest, a mighoy pyre was built in
the centre of the King's Glade and its flames reached high
into the night sky. As parc of a ritual that would for
evermore echo down the centuries, when midnighe
approached and the chill of winter was art its most biting, the
Wild Riders and Orion marched into the clearing, and the
King of the Wild Hunt stepped naked into the fire, the
tflames consuming him as he raised his arms to the heavens.
All night the fire blazed, until the winter sun climbed over
the Grey Mountains. In the cold light of day, no wace of
Orion remained save his ashes. The Wild Riders bore the
ashes away in silence and brought them to the Council
Glade where Ariel took them deep into the Oak of Ages and
sealed herself and the ashes of her consort away from the
autside world.

Iri all the years since, as the snows retreat and the brearh of
spring is felt once more on the air, the forest has trembled
with the waking dreams of Orion, The Wild Riders come for
the Elf chosen to rake up the mantle of Ariel's consore-king,
though their selection is shrouded in mystery, even to the
other Elves who hold it ro be ill-luck to atrract the atrention
of Orion's riders. The day before the vernal equinox, the EIf
chosen to become the new King of the Wild Hunt is
carlanded with new-blooming fHlowers and painted with
mystical sigils before being led into the Oak of Ages. The
following morning, on the first day of spring, Ariel awakens
from her slumbers and the reborn Crion thunders from the
trees, the wild hunt howling at his heels.

the corruUpTOR AWAKENS

It was in the decades after the Winter of Woe thar Ariel
first became aware of a malignant and abhorrent presence
that would prove o be her nemesis. The existence of this
heing was of grear offence ro Ariel, standing for everything
that she opposed, its vervy being anrithesis to her. This
creature the Wood Elves called Cyanathair, the Corrupeor,
though other peoples know it as Morghur, the Master of
Skulls. Where it finds civilisation, it tears it down, and
where it finds beauty, it despoils it. A twisted creature, a
harrible mix of human and beast, Ariel recognised it as an
immaortal spiric of Chaos existing only to corrupt, to despoil,
to cause pain, and it is this creature that the Wood Elves

despise above all others, Cyanathair warps and distorts the
fabric of the world into vile and hareful forms wherever irs
cursed hooves tread. Under its breach, healchy trees wither
and conrarr into pained shapes, and grass shrivels and turns
black under its gaze.

Ariel felt the taint of this creature, just as it too sensed her
presence in the world and recognised her as adversary. [t was
at this time that the Beastmen first began o descend on
Athel Loren, hacking and burning. These early forays were
easily defeated by the Wood Elves and the spirits defending
Athel Loren, but they proved to be just the heginning.

Around this time, human barbarians began o cross the Grey
Mountains into the lands they later named as Bretonnia. The
Elves had long abandoned this land, leaving in their passing
only their abandoned elegant towers and settlements. Many
of them had been ripped down and burnt, for Greenskins had
overrun the lands with the retrear of the Elves and the
Dhwarfs. The superstitious and ignorant barbarians avoided
these places, fearing that they were haunted. Warlike and
fierce, these early Bretonni tribesmen began to cleanse the
lands of the Ore and Goblin menace, as well as warring upon
each other. Their early artemprs to penetrate Achel Loren
lefr very few survivors, and those unhappy few were stripped
of their sanity, Athel Loren entered into folklore amongse the
humans as a fey, haunted place, and rhey avoided ir
whenever they could, and most were respectful of its
boundaries,

Two centuries afrer the arrival of the Bretonni, the cursed
Beastman Cyanathair made his first atrempt to claim Athel
Loren. Responding to his silent call came thousands of
Beastmen and other horribly mucated creatures, many of
which travelled hundreds of miles to fighe at his side. These
creatures flocked o him, drawn by the will of the gods of
Chaos. They swarmed from the vast tracts of uncontrolled
forests over the Grey Mountains, crawled forth from their
stinking caves in the Vaults and the Massif Oreals, and
stalked cur of the forests of Arden and Chalons to the west
and north-west of Athel Loren. Thus hegan the first major
condlict of an ongoing war that has continued to be waged
ever since, known as the Secrer War.

For the passing of many seasons Athel Loren was riven with
warfare as Morghur strove to break Ariel’s power, leaving the
forest scarred and wounded. Part of Morghur's primal nature
spoke to the forest's heart, and parts of Athel Loren rebelled.
For a long and terrible vear, the natural order of Athel Loren
was disrupted, for Cyanathair could seemingly not be slain by
the weapons of the Elves and recovered from even the most
heinous of wounds, be they inflicted by an archer’s arrow, or
Orion's mighty spear. Worse yet for the Elves, the rrees and
spirits of Athel Loren did not succumb to Cyanathair's taine
all at once. Countless times in battle with the beasts, the
Elves would be on the brink of victory, only to have it
snatched from cheir grasp as the madness of Cyanathair
seized spirits that moments before had been their allies. This
madness was not always lasting, but seemed to have a deep
and enduring effect upon the Dryvads, whose capricious and
malevolent nature had only ever been held in check by the
mighty Treemen.




This terrible conflice was only ended when Cyanathair was
slain at the Battle of Anguish. The site of this battle, the
Glade of Woe, still bears the mark of Cyanathair’s death,
where Coeddil, one of the most ancient tree lords, seized
the beast-demon. As Morghur atcempred o free itself, Ariel
summeoned all of her power and smote him a single blow
that batrered through the creature’s defences and sharrered
his mueared form, whilst leaving Coeddil seemingly
unmarked. A giant blackened and twisted oak tree, with
branches like claws raised in anguish and ourrage, marks
the place where Cyanathair was slain, the place where his
tainted life-blood was spilt, Alas, the tears of Isha appeared
on the fair checks of Ariel, for as soon as the beast was slain,
she could feel it being reborn in another forest, far away
actoss the mountains, It seemed Cyanathair could not be
destroyed so easily,

Twice more in the history of the Wood Elves the wile
creature Cyanathair has been slain, once by the legendary
Scarloc and his scouts, and once by the ancient and volatile
Treeman Durthu, yer always it is reborn elsewhere,
hungering to despoil Athel Loren. If he were to succeed,
Athel Loren would be transformed into a nightmare place of
horror and despair that would spread like a vicious plague
across the Old World.

The BETRAYAL

Five hundred years after the Barttle of Anguish, Athel Loren
once more knew internal serife. The tree lord, Coeddil,
driven perhaps by a last taint of Cyanathair's madness, and
who had begun to harbour a deep resentment of the Elves,
sought to disrupt the rebirth of Orien, That winter Coeddil
and his Dryad handmaidens did naor sleep, but hided uneil
Ariel began her long sleep within the Oak of Ages. With
much of the forest slumbering, and the Elves unaware of his
intent, the ancient strode to King's Glade and slaughrered all
e could find, for if no Wild Riders lived to lead the ritual of
rebirth, Orion would be severely weakened, if indeed he
could be summoned at all. Though the Wild Riders fought
back, they were dulled by winter’s grasp and their hlades
could not pierce Coeddil’s thick hide.

As Elven blood was spilt upon the ground in King's Glade,
Ariel was abruptly awakened from her slumber, In a preac
rage she sped to where the Wild Riders fought for their lives.
Apainst Ariel's fury Coeddil and his followers could not
endure, and she scarrered the ancient's handmaidens before
her and cast down the tree lord. Though she dearly wished
to slay the spirits for the damage they had caused and the
blocd they had shed, Arel could no maore end their existence
than sever a portion of her own soul, for Coeddil was still
bound to Athel Loren, and Ariel was bound to che forest.
[nstead she banished the tree lord, and the Dirvads who had
followed him, to the dark and wild corner of Athel Loren, far
in the south-easc where no Elves dwele, The Wildwood was
then encircled with a fence of waystones, and Coeddil was
imprisoned forever amongst the shadow-glades to brood
upon his betrayal, Since that day, no Elf has set foor under
the eaves of Coeddil’s prison, for to do so is ro walk with

death as cheir only companion. Coeddil may silently
contemplate his fate, but his handmaidens have been driven
mad by their exile, and restlessly sealk the plades with cruel
desires in their hearts.

the BReTONNI

For the next thousand years the Wood Elves lived in vireual
isolarion, healing the hurt done o Athel Loren by the
Beastmen, and viciously slaving any who dared to enter its
boundaries. The Bretonni tribesmen had by now claimed the
lands surrounding Athel Loren. The Wood Elves were
content with this unofficial arrangement, for they seemed
now to have an unwitting ally protecting che western fringes
of the forest. However, this time of recovery was brought to
an end when the Greenskin menace, always a dangerous
threat, burst forth from mountain and cave to launch a
massive and destructive artack upon the Bretonni. Worse,
the borders of Athel Loren became constantly assailed, so
that the defences of the forest were stretched to the limic, [t
locked as if the Bretonni would be destroved, for they were a
divided people and were being picked off one rribe at a time.
The propheress Naieth scried into the future, and saw on
many of the twisting future threads that the survival of Athel
Loren relied on the survival of these human neighbours.
However, so great were the numbers attacking Athel Loren
itself, that the Wood Elves could not spare any warriors to aid
the Bretonni.

It was then that the vision of the Lady of the Lake appeared
to a young Bretonni warrior-lord — Gilles the Breton, With
this vision filling Gilles with strength and fiery resolve, he
united the scartered tribes and rode across the lands,
slaughtering the Greenskins in every battle. Urged on by
visions of his goddess, he rode across the plains to the burning
outskirts of Athel Loren. There, the Wood Elves rode our of
the forest to join him, and fighting as one they broke the
armies assailing Athel Loren, and rode them into the ground.

Thus an uneasy alliance was formed with the Bretonnians,
though the Wood Elves are an unpredictable and miscrustful
ally at best. King Louis the Rash, Gilles' son, formalised the
alliance hetween the two people in a grand banquet ceremony
that several Wood EIf emissaries endured. Indeed, some even
believe that one of these emissaries has remained in
Bretonnia ever since in disguise. It is rare, but not unheard of,
for Elves of Athel Loren to fight alongside the Bretonnians in
battle, only to disappear once wvictory has been won.
MNevertheless, the Bretonnians still regard Arhel Loren as a
fearful, haunted place, and are right to be wary of it. There
are many nights throughout the vear when humble
Bretonnians dare not venture out, but rather lock and bar
their doors and pray to their Lady goddess to protect them,
far fear that they will be caughrt up in the wild hunt of Orion,
ar be drawn into Athel Loren by malicious spirits, never to be
seen again, Despite (or perhaps because of) such dangers,
many knights enter its borders in order to fulfil quests or to
prove their bravery, though most are never seen again.
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The BATTLE OF PINE CRACS
In the year 1350 of the Imperial Calendar, a Dwart expedition
led by Grungni Goldfinder descended from the Grey Mountains
into Athel Loren. The Elves repard the Dwarfs as destructive,
grecd-filled, uely ereatures oblivious to the beauty of the natural
world, who burn the forests to feed their machines and spend
their lives devored to grubbing in the earth searching for

precious metals and stones. As such, when Goldfinder and his
warriors advanced along the Pine Crags ravine, the
Elven Lord Findul, hateed burning within his heart,

quickly pathered his forees to artack.
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The Elves peppered the Dwarts with bowfire, infuriating the
proud Grungni. Wishing o face his foe we-to-toe, if not eye-
to-eve, he ordered his troops into tight shield-walls and
marched towards the Elven line. Thus the Dwarfs were drawn
further into the ravine. Brightly painted Dwarf Slayers
recklessly raced ar the Elves, and were led deep into the forest,
where they were slowly picked off one by one without ever
getting close to their enemy. Elven mages ensured that the
retreat of the Dwarts was closed, as the forest closed ranks and
ensnared the Dwarfs in the trap. Grungni, realising he was
surrounded, formed his followers into a solid square shield-
will, but his doom was already assured. The Dwarfs were
slowly cut down by the withering fire from the Elves. Grungni
was the last Dwarf left alive, and he stood surrounded by his
slain kin, swearing and bellowing in rage. The sister-twins of
the Pine Crags, the legendary Naestra and Arahen, finally slew
him, simultaneously sending arrows thudding inte his eves.
The bones of the Dwarf expedition now adorn the eyries and
nests of the majestic eagles and vicious warhawks thar dwell in
the heights of the craps,

The Batcle
OF The CAIRNS

Scattered through the wild heaths on the ourskirts of
Athel Loren are countless ancient burial cairns, mounds
and barrows. Some of these were built by the first Elves

that dwelt on the edge of the forest, though a preat
any of them are from early human barbarians.
Many priceless and powertul arcefacts
were buried within these barrows,

though the Wood Elves,
respectiul of such places and their
long dead inhabitants, leave them

as they have lain for countless
Z.. centuries, slowly o e
4, s

] reclaimed by  the forest
MNevertheless, there are many

a

I{} preedy tomb robbers who cover

w the riches within hese rombs,
i

=

and so the Wood Elves are

= constantly bartling against

¥
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these intruders. But sometimes interlopers seek these cairns for \

more sinister reasons than simple greed.

In the winter of 2495, a dark and evil being soughe to claim these
caims. This hated creature, cursed and despised by the Wood
Elves, was the Lichemaster Heinrich Kemmler, a necromancer 4
of awesome power. A cunning and devious foe, Kemmler
carefully counted the passing of the twin moons through the
dark skies, and eventually conducted a vile, dark ritual on the
winter equinox, when Athel Loren is at its weakest, All over the
wild heath, the tombs and caims were opened from within by
cold and liteless skeletal hands, and bronze-hedecked ancient

warriors marched out to form a mighty army.

Screaming carrion birds filled the skies as the army of the dead
marched through the snowdrifts and entered Athel Loren, Dark

Dirvads of winter, crone-like and hare-filled, assailed Kemmler's I 3

atmy at every step. Waywatchers arose from the snow to launch :

their unerringly accurate artows, before disappearing once more, . | o

Nevertheless, their numbers were too few to halt the unliving, 3 _
’

A grand battle finally took place in a massive glade, deep
within Athel Loren's bhorders. Thousands of stoic Eternal
Guard advanced on the foe, led by the warrior-elder Scealan,
while Glade Riders galloped around the flanks. Owerhead,
Tthil the Hawk-eyed and his kin swept down time and time
again through the thick clouds of crows and ravens to attack
the long dead warriors. Many Elves were slain chat dark day,
but the Undead were finally stopped, and Kemmler fled away.
This was the furthest inte Athel Loren any attack has ever
reached, and as such the Wood Elves are hungry for
vengeance against the hated Lichemaster, and are ever-
watchtul for his return.

In the decades since Kemmler's defeat Athel Loren has knowr
relative quiet, though great battles and desperate times lmvg
unfolded in the lands to the north.
such respite is certain not o lasg for | f
whilst those such as Cyanathair, Il\ y

Kemmler, and a myriad athers still live
and desire the power of the forest, Athel
Laren will know no lasting peace.
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EVENTS

The Wood Elves do not measwre time in the same away that others do. Indeed, in Athel Loven, time becomes nearly meaningless as
it ebbs and flows at various rates in different places. For the Wood Elves there are only three times: The Time before Aviel and Orion
(the Past), the Rule of Axiel (the present), and The Death of the Forest (the future) For the sake of simplicity and clarity, this time
line is presented in accord with the Imperial Calendar (I1C).

Evenus

The Elves land in Elthin-Arvan, later known, by
men, as the Old Waorld. The Elven Prince Malekich
befriends the Dwarf King Snorri Whitebeard and
rogecher the armies of the Elves and the Dwarfs
begin to drive the remnants of Chaos from the lands.
As the colonies prosper, wealth begins o flow back
to Ulthuan.

The Phoenix King Bel Shanaar the Navigaror visits
the newly founded Dhwarf city of Karaz-a-Karak and
signs the pledge of erernal friendship becween Dwarts
and Elves. Malekith remains ag ambassador.

War breaks our between the High Elves and the
Dwvarfs and rages for two centuries, The Elf colonies
in Elthin-Arvan bear the brune of the hostlities and
both nations become weakened by the conflict. Tor
Alessi {lacer the Bretonnian port of L'Anguille) is
hesieged many times. Dwarls chop down entire virgin
forests to spite the Elves. Elves guard the forest of
Arhel Loren,

Caradeyel the Phoenix King of Ulthuan recalls the
High Elf armies from the Old World to combar che
menace of the Dark Elves threatening Ulthuan.
MWany see the departure of the armies as a betraval.
Some colonists reluctantly abandon che Old World,
but others decide to stay.

The last High EIf army departs from che Old World,
leaving behind a few hardy colonises who refuse o go.
These include those living on the edge of Athel
Loren who are joined by others who abandon the
They
independent of the Phoenix Throne. They become
known as the Wood Elves.

coastal  colonies. declare themselves

The declining Dwarf empire is further shattered by
earthquakes. From chis time Ore and Goblin tribes
pour over the lands pillaging the abandoned EIf cities
and ruined Dhwarf holds, Wood Elves puard Athel
Loren from intruders.

The Winter of Woe. A huge Ore and Goblin army
ravages Athel Loren. Orion and Ariel become King and
Jueen in the Wood, and Orion slaughters the Ores,

Ariel becomes aware of the creature called Cyanarhair,
sometimes known as Morghur, Lord of Skulls.

The lands surrounding Athel Loren are settled by
people of the primicive and warlike Bretonni cribes.

The cursed Cyanathair launches a greac war againse
Athel Loren, thus beginning the Secrer War between
the WWood Elves and the Beastmen.
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The Battle of Anguish, where Cyanathair is slain,
though ar grear cost.

The Kindred of the Wythel Glades leave Athel Loren
and migrate over the Grey Mountains, passing into
legend as the Lost Kindred, Cyanathair iz reborn in
the Drakwald forest, and beging to corrupr it inte a
twisted and dark place.

Artemprs to penerrate Athel Loren by the Bretonnt
leave only a handful of survivors, driven mad by the
fey terrors, and the forest encers Bretonnian folklore
as being a haunted, magical place.

The Betrayal. Coeddil the Treeman atracks King's
Glade, slaving many Wild Riders. Only Ariel's
intervention prevents a great tragedy from unfolding
by defeating Coeddil. She banishes him o the
Wildwood and cages him with waystones.

The eccentric Spellweaver, Ranu, uses his powers o
create the Tower of the Eternal Wood. After he enters,
the doors are sealed and refuse o epen for any other,

Dweart traders, prospecrors and treasure hunters begin
penetrating the western Old World once again. Some
enter Athel Loren and encounter the Wood Elves.

(Md grudges dacing back to che War of the Beard are
revived leading to bitrer battles.

Siomar unites the tribes east of the Grey Mountaing
and forges the Empire.

Some foolish Breconni warlords enter Athel Loren
intending to carve out new domains. Some disappear
without trace with their entire retinues, others flee
the forest in terror. Henceforth no Bretonni dare
enter the forest with hostile intent.

Gilles the Breron is visited by the Lady of the Lake,
She blesses him and his comrades, and encourapes
them to band together 1o unite the Bretonni and rid
the lands of evil. Gilles becomes the first of the Grail
Knights, and the Lady of the Lake becomes the
primary deity of che Bretonnian nobilicy.,

The rwelve famous bartles of Gilles the Uniter. He
rallies the Bretonni and rids the lands of evil in the
name of the Lady of the Lake, His fourth great battle
takes place on the edge of Athel Loren alongside the
Elves, saving the forest from the axes of the Ores.

Gilles the Breton is mortally wounded, and carried
a nearby lake. There he is placed on an unearthly ship,
and sails into the mists to join with the Lady of the
Lake. Some believe he lives on as the Green Enighe.

The Fay Enchaneress is appointed to oversee the
Bretonnians. She is also ser the task of weeding out
those humans who display magical powers but not
the skill to control it.
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Louis the Bash, Gilles son, sends an envoy to the King
and Cueen in the woods and recognises Achel Loren as
an independent realm. In return, Ariel and Orion offer
triendship wich Bretonnia.

The Branchwraith Drycha passes bevond the
boundaries of the Wildwood and meets with Coeddil.
The two remain there for several months.

The Wood Elves fight a great battle against Beastmen
led by Cyanathair, within the Forest of Shadow, in
the Empire. Spellsingers of great power manage 1o
bincd him with their magics and draw him into Athel
Loren itself. Here he is slain by che ancient Treeman

Dhurthu,

The Wardancer Cirenivel travels deep into the
Vaults of Winter, She defears the puardian of the
caves and retrieves many losc Elven artefacrs.

Duke Melmon of Quenelles disappears on the nighe
of the Spring Equinox. Stories sav he was caught up
in the ghostly Greeat Hunt that is said to roam the
slkies on certain nights. Others say he wandered into
Arthel Loren, drawn there by fey lights,

Battle of Pine Crags. A Dwarf army seeking treasure
in Achel Loren meets its doom among the foresced
crags and ravines.

The portals ro the Tower of the Erernal Wood
become unsealed. It is found re be completely empry
— 1o trace can be found of the Spellweaver Ranu.

The Bretonnian tournament of Guyenne takes place
in which King Jules jousts with one of the fey foll of
Archel Loren and is victorious.

The High Elves of Ulthuan artempt a rapprochment
with their estranged kin in Athel Loren. The
ermissarics meet with Ariel, who rejects the offer of
closer ties with the High Elf court, and become lost
in the forest on their departure.

Battle of the Meadow Glades. An army marching
from the Empire invades Athel Loren and is
ambushed and rouced.

At the close of the year the High EIf emissaries finally
emerge from Athel Loren near Quenelles, bur are
immediately assumed to be evil spirits by the
Bretonnian peasantry, Heavily ournumbered, they
are slain and their bodies burnt,

The Wild Hunt inexplicably rides cnly chrough the
lands controlled by Quenelles, The Duke and his
family are all slain, save his youngest daughrer, whao is
spirited away inco the forest by Dryads,

In the winter of this vear, the warden of the Crystal
Mere, Lady Elynett, thwarts an attempt made by

Diryeha o disrupt the waystones of Coethil's prison.
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Working under commission from Lady Findol, the
master smith Daith creates the Spirit Sword. Findol

refuses payment, claiming 8 non-existent faule with the
blade, bur relents when Daith rouses the forests against
Findol's hall. Daith i never denied pavment again.

The Elves of Athel Loren come to the aid of the
Bretonmians besieged at Brionne and CQuenelles by
the Skaven hordes. The E army joins up with che
army of the Duke of Parravon and together they
inflict a crushing defear against the Skaven.

Drwarven traders travelling to Parravon are attacked
by Ores our of the Grey Mountains, Much to the
incredulicy of the Dwarts, a Wood EIf warband, led by
Crwvthere the huntress, sallies our of Athel Loren and
rots their artackers.

The monstrous Cyanathair is once again destroved by
the Wood Elves. He is slain by Scarloc and his
mastertul scouts, pierced with a hundred arrows.

(hres chased our of Bretonnia during the Erranemy
Wars attempr o escape by hiding in Athel Loren.
such are their numbers, they reach as far as Durthu's
heartlands, where they are finally crushed by Durcha,
hig handmaidens, and Railarian, the Guardian of the
Blessed Grove.

Ariel weeps as the Chaotic creature Cyanathair is
reborn into the world, Several Warrior Kindreds
shadow-walk to the Forest of Arden, passing
unnoticed through Bretonnia in order to slay the foul
beast while still a youngling, yer their attempt fails,
defeated by teeming hordes of Beastmen. He bepins
to corrupt the Forest of Arden.

Orion’s Wild Hune breaks through the borders of
Athel Loren and rampages through Quenelles, as it
does every summer solstice. However, this Wild
Hunt causes absolute mayhem, levelling several
villages and driving many Bretonnian peasants mad.

A man emerges from Achel Loren claiming ro be
Duke Melmon of Quenelles. Within hours he apes
dramatically, and dies within the day.

Undead forces stirced up by the Lichemaster Kemmler
attack the realm of Athel Loren in an attempt to invade
Bretonnia, but are destroved by the Wood Elves ar the
Battle of the Cairns. Kemmler escapes.

Maieth the Prophetess has a vision showing the Death of
Athel Loren. Ariel directs the nobles of the forest to
begin huneing the Beastmen in the wider world.

The Branchwraith Diveha attacks several villages in
the vicinity of Parravon, leaving neither survivors nor
a hint of motive.

Ariel believes that Cyanathair rallies for vet another
assault upon Arhel Loren.
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ARMY OfF Athel LoreN
speCiAL rules

Bodyguard

Eternal Guard are pledged to stand beside their lord even
should the spectre of death come to claim them. When
joined by a Wood Elf Highborn or Noble, a unit of Erernal
Guard is Stubborn,

Eternal Guard Fighting Style

Different Eternal Guard kindreds employ different
ATIMAmMEent = some 'I'E‘]‘:," 0 SE]EHIH[’.h {.‘S-pEHl'—-H[EI".-’E-.‘S-} LI:'i'i.l'lg 1:]'1'3
whirling blades to fend off enemy blows, others prefer more
traditional spears and shields. Regardless of how Erernal
Guard models are armed and armoured they have an
Armour Save of 5+, They are considered to fight as if they
were armed with two hand weapons in close combat if they
are in hase contact with an enemy. In addition, they may
fight with an additional rank (as if armed with spears) to
the [ront, although models doing so only ger a single
attack. Just like spears, the second rank cannot attack on
the turn the unit charges,

Flying Cavalry
These units follow the rules for flyers as described in the main
Warhammer rulebook with the following exceptions:

* Flying Cavalry are Unit Strength 2.

* They receive + | to their Armour Save for being
I'I.'lli_:IUTIL'EI'.]..

* They are affected by spells, etc, that would affect cavalry,

Forest Spirit
The following rules apply to all creatures with the Forest
Spirit special rule.

* Non-Forest Spirits may not join a Forest Spirit unit and

vice versa, | reeman Ancients may never join units.

* Forest Spirits have a 54+ Ward Save, However, this save
cannot be used apainst magical attacks (spells, magic

weapons etc),

* All actacks by Forest Spirits count as being magical, This
includes any special or ranged attacks they may have.

¢ Forest Spirits are Immune to Psychology.

Forest Stalkers

Clad in carefully woven raiments designed to help them
vanish into the background, Waywatchers are almaost
impossible to spot. This means thar the enemy suffers an
addirional -1 to hit modifier when shooting ac them. In
addition, Waywatchers are able to sneak up extremely
close to their foes. Waywatchers are deploved at the same
time as Scouts, and can be placed in one of two ways.

i S~
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Asrai Archery

The Elves of Athel Loren are the most accomplished
and deadly archers in the whole of the Warhammer
world, surpassing even the skill of their High Elven
brethren. Wood Elf longbows (including magical
lomgbows) do not suffer the -1 to hit penalty for
moving and shooting.

Forest Walkers

A lifetime spent in the confines of Athel Loren
inevitably teaches how ro move through woodlands
without hindrance. All models in the Wood EIf army
(except flvers using their flving movement) may ignore |
| movement penalties for moving through woods.

Woodland Ambush

Wood Elves invariably fight battles on the borders
of woodland, where the Spellweavers can
encourage the trees themselves to intervene. In
Pirched Bartles, just after the roll for table sides,
but before any units have been deployed, the
Wood Elf plaver can place an extra wood (no larger

than 6" in diameter) anywhere in his half of the
table.

Either place them exactly like Scouts, but with no
minimum distance berween them and the enemy, or place
them in sight of the enemy (even in the open), but more
than 12" away from them.

Glade Guard Longhows

The longbows carried by the Glade Guard are more
powerful than those earried by other warriors in the Wood
Elf army, such as Scouts or Waywatchers. Glade Guard
longhows are Strength 4 ar short range.

Hit-and-Fun
On any turn that Warhawk Riders charge, work out
combat as normal. If the Warhawk Riders lose the combat

or the combar is a draw, they do not take a Break rest but
automatically fall back (this is treated like fleeing, except
that it does not cause panic in nearby units, and the
Warhawk Riders automarically rally at the end of the fall
back move). The enemy cannot pursue them. If the
Warhawk Riders win the combat, before the enemy rakes
its Break rest, the Warhawk Riders mav elect to fall back.




Repardless of whether the Warhawk Riders choose o fall
back or not, the enemy must take a Break test as normal,
It the Warhawk Riders elect to remain in combat then
work out the results of the Break test and any pursuits as
normal. This special ability may only be used on a turn that
Warhawk Riders charge,

Impale

A Unicorn uses its horn much in the same manner as a
knight uses a lance. When a unicorn charges into combat
it receives +2 to its Strength.

Lethal Shot

All non-magical arrows shot by models with the Lethal
Shot special rule have the Killing Blow ability at short
range.

Poison Breath

Armour is of little use against the soporific fumes exhaled
by the Dragons of Athel Loren, Their Breath Weapon has
a Strength of 2 and an Armour Save modifier of -3.

Shadow Dances of Loec
In each round of combar thac they fight,
Wardancers must choose one of the following
Shadow Dances to perform. They cannot choose
the same dance in two consecutive turns of the
same combat engagement.

Whirling Death — Each strike of a Wardancer's

blade is made with uncanny precision, capable of

severing a head or piercing a heart with one

deceptively elegant stroke. While performing this

dance, the Wardancers have the Killing Blow
| special rule.

Storm of Blades — The Wardancers rain blow
after blow upon their opponent, moving with such
speed thart the eyve cannor follow each distinet cut
and thrust. While they perform this dance, each
model in the unit is granted -+ 1 Attack.

The Shadows Coil — With agile grace the
Wardancers evade the clumsy attacks of their
enemies, becoming almost impossible to strike.
While performing this dance, the Wardancers
have a 44+ Ward Save.

I

Woven Mist — The sinuous movements of this
dance distract and confuse the enemy, allowing
the Wardancers to strike before their foe can
react. When performing this dance, each

— i
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Wardancer reduces his or her total artacks by one
but always strikes first in combat. If their
opponent also has this abilicy, resolve atracks in
Initiative order,

s *—h@f\“hﬁ—ﬂ“—"ﬁ&- e e T R R R e

Strangle-root Attack

Treemen can plunge their roots into the ground, only to
have them erupt elsewhere, clutching and tearing at the
foe. This is a specialised Shooting attack that may be used
even if the Treeman marched. Pick one unit within 6" —
the target does not have to be in the Treeman’s line of
sight, but all other targeting restrictions apply. That unit
takes an Artillery dice worth of Strength 4 hits (Strength 5
if the target is at least partially within a wood). On a
misfire, nothing happens.

Talismanic Tattoos

Some Wood EIf warriors are adorned with all manner of
tattoos and warpaint that grant them the blessing of their
gods. A model with Talismanic Tattoos gains a 6+ Ward
Save, and has Magic Resistance (1),

The Fury of Kurnous

In combat, the spirit of Kurnous imbues the Wild Riders
with deadly vigour. On any round of combar in which the
Wild Riders did not charge they pain +1 Attack.

The Wild Hunt

The otherworldy braying warhorns of the Wild Hunt cause
a tremor in the hearts of all who hear them. As long as they
have a Musician, when a unit of Wild Riders charges it
causes fear until the start of the next Wood EIf tum.

Tree Singing

A Treeman may cast the spell Tree Singing (see page 79) in
the same manner as a Bound Spell with a power level of 3.
A Treeman Ancient may cast Tree Singing twice in each of
his Magic phases.

Wardancer Weapons

Wardancers use a mix of weapons in their units, including
pairs of swords, glaives and double-handed swords. To
represent this, all Wardancers gain +1 Attack. In addition,
they add +1 Strength to all attacks they make in the first
round of combar when charging.
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GUAROIANS OfF athel LoreN

elveN hichBorN ANO noBles

The lords and ladies of Athel Loren have led the Asrai in
Peace :-]['II.] WHT since rl'H.':' Jil'l.-'l't-!‘i ﬁr&;T Camne came LH [I:]C
forest. Wood Elf nobles commonly inherit rank
according to the station of their birth, though it is not
unknown for a valourous individual to be elevared to
higher authority — he who is claimed by the Wild Riders
L I:'-'I_'L"'.f']]l'i_‘ {.-..:'['i.U]l 15 I.:I[-U_"['] HLIC]"l 4 one, EL":-"'L‘J.'-;].]. ['H':'.IJI.L"-.“
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extension, the Elves thar live within that land. Some
follow the ways of particular kindreds, learning the way
of the Wardancer or Waywatcher should it prove to be
the calling of their heart. Unlike the Elves of Ulthuan,
and indeed much of the known world, most Wood Elves
!'E'I.Hl':l'.': I k‘l'i:"il"i.l'.ll_'l'i.'::']'l ].‘-I_"l"'.‘.-'L"'L"I'I. ['I]:-’I;I_" Il[iil. [-C['['I':I'I]C 'l.".-'I:H_‘]'I. if
comes to all duties, whether those responsibilities find
their calling in war or peace. In the noble houses of
Athel Loren, the daughter is as likely to inherit the
family title and rank as the son — more so, in fact, in
certain families whose reverance for Ariel borders on
j'..':'l'l'lE'I‘|,"i2*1"|:'.'|'l'.l1 oaT |'E'ifl'|]!:1'{'::"i ['I.':ll-ll' [:lllrll'l'ﬂ |'|.'H_" |‘-I_"|.i.L‘|:- [I.']:-I[ |]']L'
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Each Highborn, no matter his or her relative rank, is
required to keep his domain free from intruders, and has
the ultimate responsibility over the area of the forest in
which his followers dwell. Most often, this is a rask that is
accomplished by the noble’s Eternal Guard and Glade
Guard, though in more difficult times, he or she will
entreat the spirits of the forest to lend aid to the cause.
This one calling is held above all others, for the forest is
sacrosanct to the Asrai and must be defended against
those who would do it harm. Should a noble fail in his or
her responsibilivy, it is not unheard of for them to hand
their duties over to another. Leaving their great hall, they
depart the safe paths of the forest and travel to the darker
places of Athel Loren where the pathways twist in upon
themselves and malicious spirits dart berween the trees.
There the noble will seck atonement with the spirit of
Athel Loren. Some are not seen again save in dreams and
memories, others return within a few hours of their
departure but unnaturally aged, as though many decades
had passed in that time. A very few return after many
vears, teinvigorated and filled with purpose by their
communion with the forest.

When Athel Loren goes to war, the nobles direct the
efforts of its armies, often commanding a varied yet lethal
assortment of Elves and forest spirits. In the summer
Fl'li]f]l'l.'.l-.‘i-., ".-'l.’]'ll:f] rl'I.L' E-UTL'.‘:-‘I: 15 Hl]'i'][']g C[i{?ug]l | K L['L‘j-ll_'i'l.l'.'l jl.-EL‘]E-
against most threats, many are caught up in the reckless
abandon of Orion's great hunt, consumed by the purity of
the pursuit of prey. Even so, there are always a handful of
the most able war-leaders and their kinbands who remain
within the borders of the wood, ready ro defend their
home to their dying breath.

M WS BS 8§ J i by A Ld
Highbom i 7 6 & i 3 ) & [0
Moble 5 6 6 ' 3 2 7 i Q




celveN

Like all of their race, the Elves of Athel Loren are
ntrinsically magical beings, their consciousness residing on
the physical and magical planes in equal measure. In most,
1|:'|j!'i E:-llL']'IT 15 too ‘n-"."f..‘E'Il'C Tt hi’. IZ_:IE‘J-:._':l'i_'.']:I[_‘!-;.{,_ in!:l['t‘.ﬂi_‘l
representing itsell as occasional hunches and forebodings,
but in some truly gifted individuals it can be shaped into a
tool of great power. Such a boon is not without danger to
the user, for raw magical energy is a fickle and destructive
thing if drawn upon unwisely. The High Elven mages of
Hoeth protect themselves from its ravages through a
process of ritual and ceremony, using structure to control
the sleeping beast. For the Wood Elves, however, their
protection comes from an entirely different source, that of
the forest of Athel Loren — the forest’s natural weh of
consciousness forms both conduit and shield to the Elven
[I]Hf_-_,"CH ';,1.-']]{!- 'ﬂ."i]ll]'i.l. I'.‘Il"rl‘n-"." LIEACH l'l'l'i.:"i ]T{FTCIH 'E:f'i'l'.:'L‘.

As a resulc of this connecrion, Wood Elf mages have an
altopether unigue relationship with the forest. In some
ways they are a part of grearer intellisence, much as the
Dryads, Spites and Treemen are, vet they retain their
individuality in a wav that the wood spirits do not. This
h“'l'l'l_:l Illli]'l.‘.-":i 1|:H..‘]]l Lo COmimune ".’.-'iT]'I. rl.-.IL" f-I:]r'L‘HT, ili'llll': Ly
entrear with it on behalf of the Elven lords and ladies when
their needs would otherwise po unnoticed — only the
preatest of Tree-singers can rouse a slumbering Treeman
before its time. Some particularly powerful mages can use
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pellsinger Kindreds
Kindreds of Kel-Isha

Sometimes knoun as Handmaidens of the Evergueen,
Priestesses  of Athel Loven. Spellsingers and
Spellweavers are penerally part of a Kindred of Kel-lsha.

The name Kel-Isha has evolved from the Elven root-
word Quyl-Isha, meaning the tears of Isha, sorry,
mercy, encurance, and mowrning for lost children.
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MAGES
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changing the course of a rtree’s pgrowth or, more
dramartically, reshaping the pathways within the forest
slow enemies or hasten the progress of the Elves. Such a
PrlCess i5 I:'.I':.-' o meians certain [I.}"Jllf.';!'l. :I-I:]f [I:]L" E-{?TI:-E[ must
be persuaded, or tricked, o do so and will often refuse such
requests. As with almost all aspects of Wood Elf life, the
path of the mage is trod by males and females in equal
11[|]]'!|:'.‘L'2F.‘S-1 |]'I|:]llg;]'l r"..‘]]']:ll.l:_' TS, I:]E.[L"'I'l I:'C:]'I.l;:"l.:'n-'[] a5 |J'lL'
Handmaidens of Ariel, are generally more powerful than
the male; made so by Ariel’s unique bond with Acthel
Loren.

The ability to shape and guide the forest is seen as a useful
skill by more than just the Elves. Though the banished tey
of Athel Loren’s Wildwood have lictle use for the Asrai,
they crave the ability of the Tree-singers and will go to any
].I_'[lg‘l.ll'lh I'lllll.‘l [11':‘1':'-'.'.'_' ':'l]'l.'f." ['f'l'i]['l.'li.-.‘EL‘H L0 illf';_' [I:H_‘]!l j[]l'i." Lh-::ir
service. It is a rare thing for a mage to succumb to the will
of the shadow fey, Even so, it is an ever-present peril and
]]'ll:lg‘_‘ﬁ [musk }il‘ph"21':,75 __E;:I.]Ilﬁ.‘l |]'|.L'i.T ['I.'Ij!]iJ.H I".f__’lﬁi.'lll'it [I.H_‘ constant
".:'n-’l:]i-.‘i'['.'l'_"r‘."i, []l:IT‘IiL"I.'IEIl'I'l'f.-' in |']1L' winter ]]I:';.'-[]EI:]-E ‘n-"."]'l.l._'[i l]lL'
power of the Wildwood's otherworldly shadow glades is ac
its height.

On the rare occasions that the Wood Elves willingly enter
into discourse with other races, it is invariably the mages
who perform diplomatic roles, rravelling with small
entourages to the courts of foreign kings. To avoid
potential danger while on such journeys, the mages will
commonly focus their powers into weaving a spell of
protection about themselves and their companions,
moving them beyond the physical realm and mundane
hazards. Such groups often appear as translucent
silhouettes and pass through physical obstacles without
hindrance, giving rise to countless peasant folk tales of
ghostly travellers that stalk the lands about the Everwood.
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Spellsinger
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GLAOE GUARD

[h times of need, every Wood Elf can answer the call to
defend Athel Loren, for all are trained in the arts of the
longhow as soon as they can hold one. When an Elf comes
of age, he or she will be formally inducted into their
household's kinband of Glade Guard, and given
responsibility for patrolling of a section of the forest.
Completely in tune with the rhythm of their forest home,
individual Glade Guard warriors are entirely self sufficient,
able to live off the land as they patrol the forests and watch
for interlopers. Should such a sentry sight an intruder, he
or she will swiftly raise the alarm and awair assistance. In a
mere span of moments the forest will be alive with sharp-
eved Elven hunters, all focused upon seeking and slaying
the intruder in their midst. Most who enter Athel Loren

[ “ - 1 .
die without ever realising they are in danger.

When Arhel Loren goes to war the Glade Guard form the
bulk of the army, a deadly core of skilled archers that can

often put a foe to flight before the battle has truly joined.
Each Elven household fights topether on the bartlefield,

SOme ]"{i.]'l.l.l'l:.'l]'lL]E .I..‘-'L‘C'i.:lil'il'i.llg J-I:]r['l'l'ril. units I'.I"‘['I'I]'I!'l':'l]'ll;ﬂ_'l{ |_'I'!.-' i
noble, Other warriors, the most skilled and adventurous of
each hall — often those well on their way to following the
calling of the Waywatcher — form into bands of scouts who
infiltrate the enemy battle line and sow disruption in their
wake, The Wood EIf army can often seem haphazard and
shghtly disorganised to their foe, for each band of Glade
Guard is expected to follow the broad dictates of the
general but, at the same time, is encouraged to take the
initiative when the opportunity presents itself. Such a
principle often leads to an overlapping line of batcle, with
individual Glade Guard kindreds advancing and retreating
like leaves in storm, all the while pouring a hail of deadly
arrows into the foe.

M WS BS = [ W | A Ld
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Special Rules: Glade Guard Longhows




GLAOE RIOERS

The Glade Riders are perhaps the greatest horse-warriors
of the Old World, their Elven reflexes allowing them to
petform all manner of seemingly reckless acts that are far
beyvond the abilities of the lesser races. Whether firing
backwards while riding full pelt through deep woods or
darting through the ranks of surprised enemy outriders,
Glade Riders routinely survive their escapades unscathed
through a tormidable combination of graceful skill and
unflappable confidence.

Unlike most cavalrymen, Glade Riders do not view their
horses as property or subservient beasts. Instead, over a
period rthar can last many vears, a deep and lasting
connection is formed between rider and steed. This bond
poes beyond friendship and bevond family, so that horse
and rider act as one being, communicating on a level that
15 impossible for an onlooker to detect. Where another
would have to command his steed upon the path he needs
it to follow, it is as though the Glade Rider need only think
"]']E [.:I:'.II'I'I['I']'r'l]'II._I. E]i'l[f ['I'lE i'II::ITHE 'l.:'n-’i“ ]'r.’.:;pnnd s TEIL[U[TL‘TJ.

When their steeds are not needed for battle, their riders
pasture them in great glades hidden deep within Athel
Loren. This is not because they fear that their horses will
stray, for the bond between them goes oo deep for thar
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done for the protection of the steed, Many are the winding
ways beneath the leaves of Loren, but those paths that lead
to the stable glades are very well hidden, indeed some can
only be reached by travelling through the Elven halls
themselves. Only a very determined and lucky horse thief
could find his way there safely, and none have ever made i
hack out again.
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Elven Steed 9 a 3 l | 3
Special Rules: Fast Cavalry
Warrior Kindreds f
Kindreds of Leakorys

The Warrior Kindreds make up the vast bulk of the
armies of Athel Loven, They generally include Glade
Guard warriors, and awill sometimes include Glade
Riders, Warhawk Riders and other warrior castes.

The name Lakoys has evolved from the Elven root-word

Lacoi, meaning might, glory, and fear of death.

cTERNAL GUARD

Through the long winter months, the forest of Athel Loren
15 at its lowest ebb, made dormant and vulnerable through
the cycle of the seasons. The Treemen slumber and even
the normally lithe Dryvads are sluggish and slow, During this
time, guardianship of the most sacred of places falls o the
Erernal Guard, sons and daughters of the noble houses of
Athel Loren. Only skill on the field of battle can earn an
honoured place within the ranks of the Eternal Guard, for
their duty is a difficult and dangerous one. Should the forest
be assailed in the frozen months they can depend upon little
or no aid from Archel Loren itself, and will be called upon to
i'li:lld ‘F.E?IET EIEE]['I'[ET. 'ﬂ.’hﬂt[—:w:r rhfﬂ':;il' COTneSs to Ch:-l]li.‘]lg!.‘ !:E]L‘Tﬂ.
sometimes, in the bitterest of weather when the Shadow
Fey stir from the Wildwood to claim the Oak of Ages for
their own, the threat comes from within and not from
without. Regardless of whether the foe be facrie spiric,
marauding Beastman or Questing Knight, the Eternal
Guard stand firm before it.

Each guardian is a formidable foe in his or her own righe,
trained to a pinnacle of skill that other races cannot easily

match. When assembled in numbers, they form a deadly
and steadfast phalanx, their spear-staves thrusting and
cutting with a graceful ver disciplined efficiency. Though
their chief duties are tied to the cold months, the Eternal
Guard are ealled upon to serve all year round, whether as
the watchmen and arbiters of the Elven halls, or as
bodyguards for the greatest of Elf nobles. The Eternal
Guard hold duty to their lord high above personal danger,
often fighting without thought to their own safery whilst
their lord or lady has need of their service. On at least one
occasion the Eternal Guard have fought on for many long
hours and into the night, though their allies have fled or
been slain, steadfastly defending their charge from harm.
Come one foe or one hundnﬁd, it matters not, the Eternal
Guard does not surrender.

Erernal Guard 5 5 4 3 | 5 |
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Special Rules: Eremal Guard Fishtmg Sivle, Bodyouard
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ORYAOS

Diryads are spiteful and deadly creatures with hearts akin to
shards of ice. In the soul of a Dryad there is neither room
nor regard for compassion or mercy, merely an
uncompromising dedication to Athel Loren that makes
even the most heartfelt vows of EIf or Man seem rrivial by
comparison. To harm the forest is to incur the wrath of the
Diryads and invoke a deadly and unvielding vengeance that
will follow the rransgressor until his body has been ruined

and broken at their hands.

Dryads are able to shape-shifr into different forms, often
mimicking the appearance of Elves, appearing as unearthly,
lithe and beautiful maidens — albeit often with a greenish
hue to their skin and owigs in their long, cascading hair.
With her beguiling beauty and the haunting melodies of
otherworldly song, a Dryad entices her victim into the
shadowy depths of the forest. Only when the hapless prey
is completely under her spell, their mind lost in a cloud of
desire and promise, does the Dryad strike. Sloughing off
her beauteous form she transforms into her war-aspect, the
hatred and spite within her soul remaking her outer
appearance into a thing of horror. Her hair becomes a
rwisted mass of thorns, briars and twigs, her face distores
into a terrifying and savage visage, her limbs turn long and
wood-like, and her fingers become vicious talons capable of
rending and impaling her prey. Before the victim has even
registered his predicament, his blood is spilt upon the

hungry ground of the forest and his body ripped limb from
limb with implacable savagery.

Only a fool deliberately offers insult to a Dryad, but these
spirit-women are so utterly different to mortal creatures
that offence is often taken whether it was intended or not
— a mistake rarely made twice, and then only if the
individual in question is either very lucky or very swift.
When Athel Loren takes the field of battle, the Dryads
assume their war aspect and hunt upon the flanks of the
army, answering to the call of the Branchwraiths, che
aldest and most powerful of their number. Their lithe and
swift nature allows them to cover grear distance ar speed,
falling with ease upon a foe who, until moments before,
thought themselves safe from harm. Indeed, a surprise
attack by hissing and darting Dryads is oftentimes the first
warning an enemy will have that Athel Loren marches
against it. That, or their general disappearing from camp in
the still watches of the night, only to be found shredded
and lifeless in a nearby glade at dawn the next day.
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special Rules: Skivmish, Forest Spirit, Fear




TRee kiN

Athel Loren is inhahited by many strange and powertul
beings, many of whorm are as ancient as the forest itself.
They watch over those that enter their realm with distrust
and suspicion. In spirit form, these creatures are
insubstantial and may appear as little more than glowing
spheres of light, though they can take physical form at will,
and change their shape ac a whim. In times of conflict these
spirits can bind themselves to the husks of dead trees and
fallen branches, making the silent form uproot iself and
meld into a powerful shell with which they can oppose
interlopers. Once the threat has passed or the battle is
over, the spirits will leave the tree once more, a dark and
silent shadow, bereft of life.

In motion, these vessels appear as a horrifying parady of a
man, though one that stands well over cight feet tall on its
gnarled and twisted legs. Lacking any of the outward signs
of true life, these beings are completely motionless ar rest,
indistinguishable from the lifeless hulks from which they
are formed with nothing to betray the essence thar lurks
within, Nonetheless, they remain fully aware and ready to
strike with lethal ferocity should an enemy stray too close,
waiting with unceasing patience for weeks upon end should

it be required, and more than one careless trespasser has
had his life cut shore in such a fashion.

When the summer comes and the Wild Hunt begins,
dozens of Tree Kin will be drawn to the call, their arched
and gnarled forms following in Orion’s wake. In Breronnia
alone there are a score of folk tales that tell of trees driven
by a terrible hunger, and wvariants of these tales are
recounted as far away as Kislev. There is no doubr that
such a sight speaks to the deepest primal fears of mortal
creatures (particularly those who gather firewood from
living trees), for it is as if the forest itself has come alive to
reclaim the land that has been stolen from it in centuries
past. When autumn comes and the Hunt subsides once
more, the spirits abandon their adopted forms and recurn
to Athel Loren, leaving a ghostly forest of dead trees in
their wake into which only the very boldest venture.
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apecial Rules: Forest Spivits, Scaly Skin (44}, Flammable, Fear

TREEMEN

Some of the more powerful and ancient of Athel Loren’s
spirits are able to entwine their essence with that of a living
tree, moulding it to their will. It is not a decision raken
lightly for, when a spirit forms a bond with a living tree,
they become irrevocably merged and cannot choose to
leave — only death can sever the connection, From that
moment on, the will of the spirit shapes and drives the tree,
using knotted bark and gnarled branches to serve where an
insubstantial spirit form cannot. Terrifying to behold, these
behemoths smash apart all who stand against them, and
are almost impervious to harm. Foes are swallowed whole
by gaping mouths that open in the trunks of these miglty
beings, the corpses providing the host tree with
nourishment for many years. These mizhty Treemen are
revered by Elf and forest-creature alike, and are often
infested with lesser spirits living amongst their branches,
roots and hollows. These incredibly ancient beings have
seen entire races rise and fall like the ascent and descent of
the sun, and understand the passing of time in a completely
different way to mortal creatures. Even the long-lived Elves
seem to pass into dust at an alarming rate to these
Treemen, the oldest of whom can remember times before
the footsteps of the Elves left a mark upon the werld and
can expect to remain when the Elves walk no more.

Of all the Treemen of Athel Loren there are those, old
bevond mortal reckoning, whose names are revered above
all others, When first the pact between forest and EIf was
formed, it was they who spoke on behalf of the forest, yet

they were ancient even then. Like their younger brothers,
these ancient ones can pass through the centuries in
dormancy, rended by small groups of Dryads. OFf them,
Adanhu, eldest of all Treemen, is considered most wise: his
experience keenly sought after by the Elves. Durchu,
scarred many centuries ago by Dwarfs (who were either
incredibly foolhardy or brave) is a creature driven to the
brink of madness by his hate of all who would harm the
forest and even the Elves are wary when in his presence.
Another ancient, Rhydysann, is a mystery to the Elves and
rarely seen, for since the days of the pact he has walked
alone, unswayed by petition or plea. He sees to the needs
of the forest in his own way, and refuses to be distracted
from his purpose. Pethaps he has come to regrer che
alliance between Athel Loren and the Asrai, though why
this should be remains known only to him. Though one of
the three is always awake to warch over the forest, the
others will occasionally rouse in response to a great peril
overtaking the forest. More commonly, Treesingers will
supplicate themselves before these slumbering forest lords,
entreating them to rise to the defence of Athel Loren.
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Special Rules: Forese Spivit, Scaly Skin (3+), Stubborn, Strangle-roors,
Flammable, Tree Singing, Terror, Large Target
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WAY (WATChERS

Cuardians of the paths leading into Athel Loren, the
Waywarchers are silent and deadly sentinels. Theyv are
masiers HF I:l'.:ll']'l'_'E'rllIl'IE‘i'lt, ‘rl'l'll:_] ]'I:;?I'l.-'{: t'l'“i;'li'l'l{!(_l thﬁmﬁﬂlvf_‘ﬁ S0
that they can lie unnoticed and unmoving for days on end
before springing into action to slay a startled and
unfortunare prey, Most commonly the way of the watcher is
the natural progression for those who have trained as
scouts, though more rarely unblooded youths feel the call of
the forest coursing through their blood. Over time, an Elf
may find thar they are more comiortable in the embrace of
the forest than in the presence of his or her kin. They will
drifc further from the halls, spending more and more time in
the forest, honing their deadly skills. Many never return
from this journey, for there are corners of Athel Loren that
are dangerous even to the Elves, ver those who survive are
skilled bevond compare and hardened by their experiences.

Taciturn and solitary individuals, Waywarchers can let
vears pass between wvisits to Wood EIf halls, for they are
perfectly at ease within their forest homeland. Waywatchers
survive by their wits and cunning in the wilds, gathering
and hunting what they need and honouring the ancient
spirit of Athel Loren through their day-to-day actions. On
the rare occasion that a Waywatcher returmns to the halls,
they stand apart from all others, even family, for in cheir
own distinct way they are closer to the forest than other

Elves. No twa Waywatchers behave in the same way, for
each is taught by their experiences and trials rather than any
formal system of training.

Long years of practice with their chosen weapon has left
cach Waywatcher capable of a tremendous rate of fire, able
to leose an unerring steeam of black-shafted arrows one
after another, seemingly without pause and withour loss of
accuracy. Few who have not seen the skill of the silent
"r"'.":-il'll_'hETH lI'H'_'I'I-.E".-"E l'hll'_' "I'llT]"I. n F.h't.‘."'-E l'i'l.]L“ﬁ, Hnd :I'.E‘n-'i." ".’-'I'll::l RII:I'
see it survive to speak of it. Nonetheless, it cannot be
denied that anv who encer Athel Loren run the risk of heing
slain without warning by the Waywatchers, cut down by
unseen archers or falling prev o their cunningly
constructed rraps. When the call wo bactle comes, the
Wavwarchers band together ince small groups. Their
uncanny skills naturally lend themselves to the arts of
disruption and surprise, appearing silently next to a
vulnerable enemy and vanishing as quickly as they came
before his body hirs the ground.

Woaywarcher 3 4 3 i 1 3 1
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Special Rules: Skirmish, Lethal Shot, Forest Stalkers

WAROANCERS

Woardancers rove across the length and breadth of Athel
Loren in cdghtly knic troupes, treading paths and secret
ways that few others know of or dare use. They are
welcomed to Elven halls and treared with the urmost
respect, ver also with more than a lictle fear and wariness.
Other Wood Elves regard the Wardancers as wild and
unpredictable, and not withour cause, for they are the
servants and worshippers of the Elven trickster pod, Loec,
a deity whose conventions are a mystery to those not
already committed o his path. Sometimes known as
Feastmasters for their role in grear festivals, the servants of
Loec lead the Elves in music and rejoicing, and perform
the intricate dance rituals that re-enact the history of
Athel Loren, a form of storytelling just as important to the
Wood Elves as the more conventional methods of
songsmithing and writing.

To a Wardancer even other Elves appear to be moving
painfully slowly, for every move made by one of the kin of
Loec flows into the next, and thence the next one after
that withour conscious thought or guidance. Forgoing
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designs and dye their hair in bright colours, raking on the
roles of mythical figures and ferocious warriors, their form
of movement and even their fighting style paying homage
to the one who inspires their dance.
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enemy and twisting mid air o strike them from behind,
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incoming arrows. Such is their sublime skill and grace tha
they dance rings arcund their enemies, darting in to strike
fatal blows and pirouetting clegantly out of harm's way
before a foe can react. To many they seem like forest
demons, intangible and unassailable beings who cannot be
thwarted or denied whether by steel, stone or sorength of
will. The heralds of Loec are made even more formidable
through their war dances, the favoured rituals of the
['l-i{.:l'ﬂ:&tﬂr ﬂ(}{,{. HL'I- Th‘_r"l']'l]'.l'l i {_’.E'III.[.".{:I. 'E:_}T ['],'E[.‘.!:Sﬁ dunc_{:E, 10T Ging
instructions issued. Instead, each dancer instinctively sectles
upon the correct pattern to strengthen and complement the
dance of the rest of the roupe, an effect that creates a web
of movement as graceful and beautiful as it is deadly. Each
dance functions not only as a different discipline of battle,
but also as an affirmation of faith and a re-enactment of a
past victory. In this way, the Wardancers celebrate their
great triumphs of the past, even as they carve the shape of a
new one upon the bones of their enemies.

Woardancer 5 i} 4 3 H L i |

M WS BS § T W 1 A Id
A
Bladesinger 5 & 4 3 3 [ & : 8

Special Rules: Skitmish, Shadow Dimees of Loec, Immune o
Psychalogy, Talismanic Tartoos
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WARDAWK RIOERS

Many large birds of prey live in Athel Loren, especially
where it covers the foothills, ravines and crags of the Grey
Meuntains, making their eyries high amongse the towering
pinnacles of rock. These hawks and shrikes commonly
grow to far grander proportions than similar species found
elsewhere in the Old World, though why this should be
remains a mystery. Some scholars speculate that such birds
were once a common sight across many lands but have
long since been hunted inte extinction in the more
accessible places, whilst others claim they have been
changed by magic. Wherever the truth lies, the hawks of
the Grey Mountains commonly grow to such a vast size,
boasting wingspans that can average fifteen to twenty feet.
Indeed, though most Elves live beneath the protective
shade of Arthel Loren, there are those who crave the more
sparsely forested uplands of the Grey Mountains, and so a
strange kinship has developed between the two races.
Upon the middle slopes of the mountains, Elven halls are

fashioned close about the great rocky spires in which the
hawks make their nests, eyries adorned with the sun-
bleached bones of those who have dared intrude upon
their territory.

A fledging chick raised by an Elf develops a powerful,
nigh-unbreakable, connection with its bond master.
Should it be required, a hawk raised in such a manner will
carty its rider into battle without question, swooping upon
the foe and rending with its cruel beak and swift talons,
This bond ries hoth parties together, for the Elves who
choose to become Warhawk Riders are bound over to the
needs and care of their mount just as the hawk is to the
Elf. As time passes, the lives and essences of hoth rider and
hawk become more and more entwined, so thar they
almost become one creature, existing for the call of the
hunt and the thrill of the chase alone. In this way, an
intruder who strays into the pine-strewn crags faces not
only the fury of the hawks, but also that of the Elves — as
several Dwarf expeditions have found to their cost. Flying
high above the treetops of Athel Loren, the Warhawk
Riders scout the area for approaching enemies, and are
skilful encugh o guide their Warhawks down through the
trees to strike at intruders should occasion demand it
Those who ride the Warhawks display phenomenal agility
and balance, able to launch vollevs of arrows while their
mount flies at full speed through the forest.
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Special Rules: Flying Coavalry, Hit-ana-Fin

Wind Rider Kindreds /
Kindreds of Sethavla |

Sometimes knoun as Brethven of Seth or
I Dawn-Riders. The Wind Rider kindreds hail

mastly from the Pine Crags where their mounts live
wnrestrained by the dense fovest canopy of the lower
veaches of Athel Loven. Members of Wind Rider
kindreds are often reckless, secure in the knowledge that
the swiftness of their mount can carry them unharmed
through great danger.

The name Sethayla has evolved from the Elven root- I
word Sethai, meaning flight, wind, and cry in the far
MOUNLains.

.




wilL0 RiOERs oF kurNous

The Wild Riders of Kurnous are Orion's personal guard,
as aggressive and impulsive as he. They are fey and
dangerous creatures who are no longer truly the Elves
they once were, but are now a part of the Wild Hunt.
Throughout the winter months, while their king’s spirit is
dormant, they watch over King's Glade with eyes aglow
with faerie fire, unspeaking and unmoving save to
challenge those who have come to the most sacred of
groves. heir authority is absolute, for in accepting the
honour of becoming a Wild Rider, they have become
severed from Wood Elf society in all ways except that of
service to their king, Though they are revered and
honoured, most Elves avoid dealings with the kin of
Kurnous where possible, intimidated by the aura of power
and otherworldly presence of the tall warriors who are
now as much forest spirit as they are Elf. Once a warrior's
foot is set upon the path of the Wild Rider there can be
no return, yet none refuse its call for it is the highest
honour that can be bestowed.,

When winter rolls into spring and the ritual of Orion's
rehirth beging, his Wild Riders lead the ceremony,
binding themselves anew to the ever king with each stage
in the ritual. In a night of magic and terror when ghostly
shapes and eerie cries haunt the glades, the lord of Athel
Loren is roused once again from his death sleep. The
clarion ery of Orion’s horn rings out across the moors and
heath surrounding the forest and the Wild Hunt beging
anew. All of Arhel Loren trembles as Orion's foorsteps
thunder through the forest, gathering speed and followers
with every stride. In his wake come the Wild Riders,
made stronger and more ferocious by the awakening of
their lord and mounted upon the swiftest of steeds. Only
the bravest or most foolhardy individuals remain abroad
when the horns of the Wild Riders answer that of Orion,
for their atherworldly tones invoke the fear of the prey in
all who hear them. Such an instinct is well founded, for
there is no mercy to be had from the Wild Riders, who are
as driven and deadly as their lord. Anyone foolish enough
to be espied by them is ridden down without mercy, their
death a sacrifice to the purity of the hunt and glory of the
King in the Woods.
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Special Rules: The Wild Hunr, The Fury of Kurnous, Fast Cavalry,
Forese Sparie, Talismanic Tattoos

Younger Kindreds
Kindreds of Haroith

A kindred that tends to attract voung Elves. This
kindred is typified as being tmpatient and impulsive,
Many Elves leave this kindred when they are older,
though other awilder Elves will stay within the kindred,
A mistrusted kindred by other Wood Elves. Most regard
them as not wnderstanding balance, and they arve
therefore dangerous. Often the fivst to veact violenty,

The name Haroith has evolved from the Elven root-word
Herethoi, meaning youth, boundless enery, and jealowsy.,
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elveN steeds

Descended from the purest of all equine hloedlines, the
steeds of the Wood Elves are swift and graceful, with an
agility that cannot be matched by the lesser breeds

for strength, endurance and dog-like loyalty, the horses of
Athel Loren are trained from birth to be swift, agile and
cunning, to work in partnership with their riders, and not

merely to be broken to their will. The steeds reared in this
way form a lasting bond with their rider, resulting in a
darting and dangerous grace few other cavalrymen can
match. In times between war, the horses are ]'.“rlﬁture-:;] n
hidden glades until their rider summaons them once more.
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play upon the heath often refuse to believe that these
horses are truly mortal, assuming instead that some strange
fey creature has crossed their path. In truth, there is lictle
more magical about the steeds of Athel Loren than any
other inhabitant of the wood, ]ﬂL"]’E‘.l‘:’ the boundless oy of a
creature born into freedom and not into bondage.

employved in other kingdoms. Where the Bretonnian
warhorse and the stallions of the Imperial stables are bred
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Glade Rider Kindreds
Kindreds of Sehenlu

Alsor known as Kindred of Equos (in the south-west),
Horse-Masters, Saddle-Born, and the Ridderkin, A
noble that rides an Elven Steed will often be from a
Kindred of Sehenlu, or was once a part of one of those
Kindreds.

The name Sehenlu has evolved from the Elven root-
word Senlud, meaning swiftness, and accwracy, M
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FOREST

At first thought, it seems incredible that a creature as vast
as a dragon could make its home in the dense forests of
Athel Loren. Yet, in the deepest recesses of the Chasm
Glades lurks a distinct race of great sky wyrms who long
ago adapred to lite amongst the greenwood. Protected by
the forest canopy and shielded by the sheer rock faces of
the chasms from the attentions of young heroes seeking o
make names for themselves, the dragons thrived and
multiplied. Such providence has proved itself a stark
contrast to other places in the Old Weorld, where dragons
and their kin have long since either been slain or driven
into the mountains.

GREAT

No beast in all of Athel Loren is treasured more than the
Great Stag, a creature thar the Wood Elves revere as
representing the true soul of the forest. Wherever the truth
of its nature lies, the Great Stag is unquestionably a
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Vengeance Kindreds

Kindreds of Talu

A wvery small kindred devoted 1o vevenge for acts of
particular harm {either 1o Athel Loven or personally).
This s an wnusual kindred in thar those who join it only
der 5o for the fulfilment of a particular vendetta, and they
then retumn to their former Kindred. To stay wo long
within the kindved of Tale i particularly dangerous
(ome cannot leave the kindred withowt fulfilling the
reason he or she envered it), and Elves will only become
one of this kindred very rarely. Those belonging to this
kin are known by nomes such as Riftblades and
Maowmsingers.

The name Talw has evolved from the Elven raot-word
Thalut, meaning hatred or vengeance.
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ORAGONS

Mothing dwells in Athel Loren without being changed, and
the Forest Dragons are no exception. Like certain groups of
Wood Elves, the dragons have slowly been made over into
an aspect of the forest, and can almost no longer be
considered beings in their own right, but an extension of
the forest’s will to survive and prosper. Though still
voracious predators, the dragons hunt only when the forest
has need of them, resting in a state of hibernation the
remainder of the time. Should a foe too mighty for Athel
Loren's Tree Spirits intrude upon the sanctity of the wood,
the forest will awaken one, or sometimes several, of these
great beasts to serve as a steed for o worthy Highborn, Such
a counter is as one-sided as it is savapge, for few creatures
can resist the breath of a Forest Dragon — a cloving green
vapour that induces a raging fever in all who breathe i,
sapping their will and driving them into a coma from which
there is no awakening. Their dury dene, and their appetites
satistied by the flesh of the foe, the dragons then retum
once more to their silent slumbers unril called upon once
again.

MECWSH BS b IR A b

Forest Dragon 6 b 0 B & &) 3 5 8

Special Rules: Large Targer, Terror, Fly, F'Visnu Brearth, Scaly Skin (3+)

STAG,

magical creature, though apparently one of a nobler cast
than the Unicorn. Such a beast only ever seems to appear
in portentous times, commonly when great danger
threatens the forest — though one is occasionally in
evidence at times of great celebration and is interpreted as
a great blessing when it does appear. Once or twice in a
generation, a Great Stag may seek out a particularly noble
or courageous Wood Elf and consent to be their steed in a
battle to come. Such a thing is seen as a boon bevand all
others, for not only is the Stag a formidable opponent in
battle, its very presence can inspire those about it to
greater heights of bravery. Infrequently encountered as the
Great Stags are, to see the White Hart of Athel Loren, a
mighty stag of unsurpassed nobility and grace, is rarer still,
Only one of these noble animals is ever sighted at one dme,
and it is a common belief amongst the Asrai thar there has
only ever been one — that it is an immortal facer of the
forest than neither grows old nor dies.

M- WS BS S T W I
Great Stag 4 5 o 5 4 3 4

Special Rules: Fovest Spirit
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UNJCORNS

Though they in many ways resemble large and powerful
horses, Unicorns are very different beasts, as the single
horn that protrudes from their foreheads suggests. Like all
the magical creatures of Athel Loren, they form part of the
web of consciousness that weaves the forest together and
are something quite fundamentally different to that which
they appear. Unicorn ivory is a much sought after prize in
certain corners of Bretonnian society, and many a gallant
knight has met his end pursuing a Unicorn deep into Athel
Loren. The knights invariably follow the Unicoms for
many miles, the beast staying just slightly out of reach the
entirte time. Just as the brave warrior thinks he has
cornered his prize, the creature disappears without
warning, coincidentally within feet of a swarm of vengeful
Spites or coldly vigilant Waywatchers.

-

..r

RBeing magical creatures themselves, the very presence ofa
Unicorn is harmful to other creatures summoned or
created through sorcerous means. The selfish nature of the
Unicorn means that it tends to feel no kinship with such
creatures, despite their common origing. If anything, they
pity such heings for their ill-luck in not being created as
Unicorns. Curiously, Unicorns tend o have an underlying
affinity to those that possess knowledge of the arcane arts.
They are drawn to female mages as moths to a flame, as the
taste of true magic is somewhat intoxicating to them, Most
Elven mages find this an acceptable situation as a tame, or
at least willing, Unicorn is an excellent and durable steed,
though it would be wrong to assume that the heast is
broken to the will of the rider — they simply both tread the
same path for a while. Furthermore, the unusual nature of
the Unicorn provides the mage with a measure of
protection against hostile magics, with a devastating spell
often resulting in litde more than a slighdy inebriated and
emboldened steed.

M WS BS 5 T W l A Id
Lnicom Lo 5 Q 4 4 3 5 2 #

Special Rules: Impale, Magic Resistance (2), Forest Spivit

CREAT eAgles

There has always been a great bond of kinship between the
Elves and the Great Eagles, stretching back to the birth of
the Elven race. That bond remains strong between the
Wood Elves and the noble avians, and many families of
eagles chose to make their homes in the heights of the Grey
Mountains, close by the borders of Athel Loren. Maore
intelligent and nobler of aspect than the smaller Warhawks
that live on the lower mountain slopes, the eagles are
creatures of unceasing vigilance, possessed of an abiding
loathing for creatures of evil heart. Ever alert to the events
occurting in the lands beneath them, the Great Eagles
unceasingly carry news to the Elven nobles thar dwell far
below, piving them a welcome, and often crucial, advance
warning of invasion or strife.  On rare or desperate
occasions, an eagle may offer himself as a mount to a
particularly trusted EIf — a grear honour in the eyes of the
Wood Elves. Such acts invariably form the start of a great
and enduring friendship that continues to bind hoth
parties, even after death.

M W5 BS S T W I A Id
(Great Eagle pi 5 0 3 4 3 4 P

Special Rules: Fly



collectiNng wood elves

When building a Wood EIf army, there's more than one
approach to take. The army below is built around Core units
af Glade Guard, Seouts, Glade Biders and. Dryads, With the

addition of a Noble and a Spellsinger it's a well-balaniced

starting force, ideal for familiarising yourself with the army
before deciding whether to add more unirs or theme your army
in a certain way.

By adding regiment sets you can huild a larger army such as

=

the one at the bottom of the page. This is a great way of

expanding your original collection and enables vou o pick
units that fill a specific role in your army. Including Wild
hiders, for instance, will give vour ammy a hard-hitting
cavalry unit. Aleernatively, you could add a Treeman to

provide you with a terrifying large creature, or a troupe of
skirmishing Wardancers. Specialist troops such as these can
alter the balance of your force, and allow you to tailor vour
army to suit your own style of play.

Many gamers prefer to work out the composition of the
artny before they assemble any models. This not only means
the structure of the army itself, bur also the painting style
and colour choice. If you wish, your Wood EIf army can be
based upon a season of the year. This has a major influence
in the colour schemes you choose and How the army looks
overall. The armies below represent summer — the use of
strong and consistent greens helps o tie the forces together
despite the variety of troops.

A LODD poine starting Wood Elf foree, built around Core wnis.

&y
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TREE SPIRITS |

Tree Kim

Tl T—

Cratrled amd tuasted Tree K swrround a band of unwary Bretonnians,
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GUAROIANS of the pachs

Woardancer Nohle

A Wardancer kindred prepares to drive back the Dwarfs of Karak Nom from a sacred glade deepr m Athel Loven.
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DAJN’C]N(; W00d elves

Wood Elves favour natural shades to reflect their bond with Athel Loren. Deciding which season to theme
your army around will inform your choice of colours, whether they be the striking greens of spring, or the
red hues of autumn. The Wood Elf below is painted to reflect the forest in summer, whilst the Dryad shows
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how to paint wooden texture. Also provided are examples of spring, autumn and winter colowr schemes.

SKIN
@ Bemn wil g basecomt of Tanned Flesh, followed b
(O a laver of Dwarf Flesh. Hightisht this awith Elf Flesh
before mixing Elf Flesh and Bleached Bone for o
St fimal hiphlight.

i Ulampe Dhark Flesh as a basecoat, laver the leather
@ with Vermin Brown and then hiphliphy with
@ Buihonic Brown.

= B ! ..-': .
@ Bovin with a hasecoat of Graveyard Earth and then

. highlight with a leaver af Desert Yellow. Nexr, fughlighe
8 with Kommande Ehaki folloswed Iy Bleached Bone.

SPRING
@ Goblin Green

¥ =1
. tostial
[l

' nl
Caeachan Crreen

Byoen and

» h.?;'r.' w PRR R .J:;.‘:IFI"-' 3

AUTUMN
@ b Red
@ Bubonic Brown

N
N

BOW

‘ Start by pameing the bow Snakebite Leather, Alldy
@ a lever of Bubonic Brown and then a highlighe of
E} Bleached Bone,

-
| S

CLOAK

. Apply a hasecoat of Dark Angels Green over a
. Chaos Black undercoae. Highlight the cloak wang
|:| Camo Green before adding a laver of Bleached Bome,

ROUGH BARK

@ The rough bark is painted Codex Grey and
) hughlighted Fortress Grey. Fanally, apply an b wiash
. of watered down Snot Green and Black Ink

VARIANT coLours

% WINTER

@ Shadow Grey
@ Kommando Khaki
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MAKING A (000

The forest of Athel Loren plays an important part for any Wood Elf army. When playing Pitched Battles,
the Woodland Ambush special rule allows the Wood EIf player to place an extra wood anywhere in his
half of the table. This page shows you some alternative ways to create your own wood,

This simple plece of terrain was bualt
by pluing model rees to a thick card

gl WeRTIHAP

base. This was then covered m saned
HOW TO MAKE

anid pamted Scorched Brown, Chice

. 11s A | |
the paint was dry, modelling flock W.sﬁ R GjﬁhiES
was wsed to blend the base with the RAIN

gaming table.

For more information
on building manv other
kinds of terrain, see
How To Make

Wargames Terrain.

e o
By wsinyr different modelling materials you can create alternative types
of trees 1o go with vour Wood Elf army. In the examples below, the tree-
trenks are made from wire, with different tvpes of foliage stuck on top.

) ' R el 5 i
Rubterised howse hair uath flock Chym foliage

47
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Wardancer
comverted by Aly Momison

Tree-Kin

comaierted by Chris Straw

B Showcase

Waywatcher
try Joseph Wiltshire

Wood EIf Mable

comverted try Joe Hill

Dieyeha
by Jeff Wilsor

Treeman
converted by Mark Bedford

Drvad
try Mike Anderson
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Tthe ARMY o
the Wwood €elves

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

[T ZIL:I.I: I.::i -E'll'.]i].li_'-'.]. CoEet I.l"..‘]'.

As well as providing points costs, the list also divides the
army into its constituent units, The list describes the
".-'n-'ll":-.-li.l'lﬂ[']-!'. -:'l]'lL] I:'l]:"': Li 5'[]Ii| I_"Lll[i.]'ll'l'll_"l'ﬂ' 1[1:-':|' Tl'l]i]]'l.'i (| |'I:;'|".-’{! B,I_'I_I:I_
nccasionally restricts the number of very powertul units an
army can include. It would be very silly indeed if an army
were o consist entirely of Waywatchers or Grear Eaples.
The resulting game would be a frustrating and unbalanced
affair, if not a complete waste of time. Army lists are

employed to ensure that this does not happen!

USING The ARMY List

Army lists enable two players to choose armies of equal
points value to fight a battle, as described in the main body
of the Warhammer rules. The following list has been
constructed with this purpose in mind.

The list can also be used when playing specific scenarios,
either those described in the Warhammer rulebook, or others,
including ones imvented by the players. In this case, the list
provides a framework which the plavers can adapr as required,
[t might, for example, be felt necessary to increase or decrease
the number of characters or units allowed, or to restrict o
remove options in the standard list such as magic items o
monstrous mounts. It you refer to the Scenarios section of the
Warhammer rulebook, you'll find some examples of this kind,

ARMY LiST ORCANISATION

The army list is divided into four sections:

Characters

These represent the most able, skilled and successtul
individuals in your army: extraordinary leaders such as
Wood Elf Highborns and Spellweavers. These form a vigal

and potent part of your force,

Core Units

These units are the most common warriors. They usually
torm the bulle of the army and will often bear the brunt of
the fighting. Every army includes Core units.

special Units
Special units are the best of your warriors and include the
more unusual oop types. They are available to your army
mn limired numbers.

Rare Units

5'::' l'.:'rl”I.'.'f.‘I ]_'li:i'.:-lllﬁl.'! rh{_'!",.' arg sSCATCE L:'{'!lln]:'lﬂl'l;_"{l ] VAL
ordinary troops, Rare units represent unique units and
unusual monsters.




ChoOSING AN ARMY

B\.Jth |_‘:[:=11.-‘[_*r5 I._.'“]_'I_I:_'Il:_'?.::i{‘! '.;'I,'I'm'iE‘.'Ei o t]'ll:_‘! SATTE: :-'E;;['f.’:l;,'!-'.{ }?[:inl’:-: ".-’HI.'I.II_".
Maost players find thar 2,000 points is about right for a bartle
that will last an evening. Whatever value vou agree, this is
the maximum number of points available to you. You can
spend less and will probably find it is impossible to use up
every last point. Most 2,000-point armies will therefore be
something like 1998 or 1,999 points, but they are still

2,000 point armies tor our purposes.

Cnce vou have decided on a total points value, it is time to
Chi?l:'!'it‘ '3.-'m1r E-'l:'i'l:ll_‘.

choosiNG chARACTERS

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

Army Max. Total Max. Max.
Points Value Characters Lords Heroes
Less than 2,000 3 ] 3
2,000 or more 4 1 4
3,000 or more G A 6
4,000 or more H 3 H
Lach + 1,000 +2 +1 +2

.":'l.l'l arny [_‘Il:_‘.'[i:_'i Tt |'lE'|".-’E ] 'i'l'lll_'Ellf_‘IL" 1'I'|C MAXImuUm I']U["I.']L']CI.*
of characters allowed: it can always include fewer than
indicated. However, an army must always include at least
one character: the General. An army does not have to
include Lords, it can include all of its characrers as Heroes
if vou prefer. At the start of the battle, choose one of the
characters to be the General and make sure that vou let
vour opponent know which one i is.

For example, a 2,500-point army could include a Wood EIf
Highborn (Lord), a Spellsinger {(Hero), a Branchwraith
(Hero), and a Wood Elf Noble (Hero) (ie, four characrers,

of which one is a Lord).

choosiNg TROOPS

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

Army Core Special Rare
Points Value Units Units Units
Less than 2,000 2 (-3 -1
2,000 or more 34 (- Q-2
3 000 or more 4+ 0-5 0-3
4,000 or more 54 (-6 0-4

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

In some cases other limitations may apply to a particular
kind of unit. This is specified in the unit entry.

UNIT ENTRIES

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

Profiles. The characteristic profiles for the troops in each
unit are given in the unit entry. Where several profiles are
required, these are also given even if, as in many cases, they
are optional.

Unit Sizes. Each entry specifies the minimum size for each
unit. In the case of Core units chis is usually
ten models. In the case of other units it is usually less,
There are exceptions as you will see. In some cases, units
also have a maximum size.

Weapons and Armour. Each entry lists the standard
WERPOE and armour for that unit Lype. The value of these
items is included in the points wvalue. Additional or
optional weapons and armour cost extra and are covered in
the Options section of the unit entry.

Options. Listed here are the different weapon, armour and
equipment options for the unit and any additional points
cost for taking them. It may also include the opton to
upgrade a unit member into a Champion. See the
appropriate section of the Warhammer rulebook for
details.

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

O0CS OF WAR

Diogs of War are troops of other races prepared to fight in
return for money, food, or some other reward. The most
common type of Dogs of War units are the Regiments of
Renown. The two terms are both used to describe
mercenary units, both work in the same way in the army list.

A selection of such regiments is available as part of the
Dogs of War range of models. The descriptions and rules
for these units can be found in White Dwarf magazine and
are compiled in the Warhammer Annual and Warhammer
Chronicles books.

The rules for individual Regiments of Benown detail
exactly which armies may take them and which army list
choices they use up. Most Dogs of War units take up a Rare
choice, but some count as Special choices, or may take up
more than one choice, This is detailed in the individual
rules of the unir irself.
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There are those amongst the Wood Elves
who are mighoy warriors and mases, often
nable lords who rule the Asrai with
subtlety and strength. These unmatched
warrior-leaders and mighty practitioners of
magic are ideal choices to be the peneral of
a Waood Elf army.

Treeman Ancients are powerful beings
that arise from their centuries of slumber to
destroy those whao defile the sacred groves.
They too have the ability to lead mighty

warhosts.
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Wood Elf Highborn Points/model: 145
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Highborm
Weapons & Armour: Longbow
Options:

= May choose an additional hand weapon (+6 pts), a spear (43 pes) ora
great weapon (46 pis).

= May wear light armour {43 pts), and may caery a shield (43 pts).

* Mav be a member of one of the following Kindreds (see po 606)
Wardancer {50 pes), Wild Rider {+ 30 pts), Waywarcher (+45 prs),
Alter {+35 pts), Scour (+25 prs) or Erernal (410 prs).

= If a member of a Wild Rider Kindred, may ride a Great Stag {+ 50 pts):
= May ride either an Elven Steed (418 pts), a Great Eagle (+50 pts) ora
Forest Dragon {4 320 pes).

= May choose Spites (see p. 60) andfor items from the Common or Wood EIF
Magic Irem lists and {see p. 62), with a maximum total value of 100 pis.

Spellweaver . Points/model: 215

M NS B S S T W I Al

Spellweaver 4 1 4 1 4

=
L

Weapons & Armour: Longhow,

Magic: A Spellweaver is a level 3 Wizard, May choose spells from the Lore af
Life or Beasts as described in the Warhammer rulebock, or the Lore of Athel
Loren (see p. 78).
Oprions:
= May be upgraded to a level 4 Mizard for +35 pis.
* May be a member of the Glamourweave Kindred (+ 20 pts, see p. 66).
* [f a member of a Glamourweave Kindred, may ride a Unicorn (+ 63 pts).
= May ride either an Elven Steed (418 pts), or a Grear Eagle (4350 pes).
= May choose Spites (see p. 60) and/or items from the Common or Wooed EIf

Magic Item lists and (see p. 62), with a maximum total value of 100 pts.

R

Treeman Ancient Pointsimaodel: 325

M WS BS 3] kW I A Id

Treeman Ancient 5 5 B i & 5 z 3 H

MNote that 2 Treeman Ancient counts 25 a Lord and a Bare choice.
Options:
o May choose Spites {(gsee p. 60}, with a maximum rotal value of 100 pts,

Special Rules: Forese Spiriz, Scaly Skin (3+), Stubborn, Strangle-roots, Flammable,

TR ek SrEE iy pE : :
Large Laveet, ['ree Smmng, ermor



Points/model: 75

Woad Elf Noble*

M W3 BS 5 T W | A Id
Wood Elf Moble 5 i 6 4 3 i

==

Weapons & Armour: Longhow.
Options:
» May choose an additional hand weapon (44 prsh, a spear (+2 prs) ora
great weapon (44 prs)
« May wear licht armour (42 pes), and may carry a shield (42 pes).
= May be a member of one of the following Kindreds (see p. 66)
Wardancer (+30 pts), Wild Rider (+ 35 pus), Waywarcher (+33 pts),
Aleer (425 pts), Scout (415 pes) or Eternal (+3 pts),
o [f o member of 2 Wild Rider Kindred, may ride a Grear Stag (+ 50 prs).
» May ride cither an Elven Steed (+ 12 pts), or a Great Eagle (430 prs).
» May choose Spites (see p. 60) andior items from the Common or Wood EIf
Magic Trem lists and {sce p. 62), with a maximum total valoe of 50 pts.

Spellsinger Points/model: 90

M WS BS 5 4§ W I A Ld
Spellsinger 5 4 3 ] 5 | )

Weapons & Armour: Longbow,
Magic: A Spellsinger is a level 1 Wizard. She must choose her gpells from the
Lore of Athel Loren {see p. 78).
Oprions:
* May be upgraded to a level 2 Wizard for +35 pts.
= May be a member of the Glamourweave Kindred (+ 20 prs, see p. 66).
¢ If a member of 2 Glamourweave Kindred, may ride a Unicorn (4 65 pts),
* May ride an Elven Stecd (+12 ps).

= May choose Spites (see p. 60} and/or items from the Commen or Wood EIf
Mapic Item lists and (see p. 62}, with a maximum total value of 5C prs.

Branchwraith Paoints/model: 65

piv WS TBSE 5 e W 1 A Ld
3 by
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Brancharairh

Options:
» May be upzraded to a level | Wizard for +50 prs. If uppraded, must
choose spells from the Lore of Athel Loren (see p. 75).

o May choose Spites (see p. 60), with a maximum total value of 50 prs.

Special Bules: Forest Spant, Fear

T R e e TR ,3;.:%@;&:—- =

heRroes

* ARMY BATTLE STANDARD
One Wood EIf Noble may carry the army
Battle Standard for +15 pes.

A Wood EIf Noble with the Bactle

Standard may not be the army's General.

The Bartle Standard Bearer loses his
longbhow, cannot choose any extra non-
magical weapons, nor may he use a shield,
He may not be a member of a Kindred.
The Bartle Standard Bearer can have any
magic banner (no points limit), but if he
carties a magic banner he cannot carry
other magic items.
Characters’ Steeds
Here are the profiles for steeds that can be
ridden by Wood Elf characters, Full nules for
these creanires can be found in the Wood EIf
Bestiary.
Elven Steed
M Ws BS S T W 1 A Id
g e OF 3 | 4 |

L

Great Stag

M: WS:BS S T W I A Id
b Tha ) 5 4 3 4 £ i
Special Rules: Forest Sfant

(sreat Eagle

M WS Bx &8 T W 1T A 1d
2 S 1 A 4 3 4.2 B

Special Rules: Fly

Unicorn
M WS BS 5 T W I A 1d
18 5 4 i G 3 5] 2 o

Special Rules: Impale, Mapme Resistance (2),
Fovest Spirit
Forest Dragon
M. WSIBS: S F 8We 1 ALsld
SRR 6 GRS D s
Special Rules: Large Target, Terror, By, Poison
Breath, Scaly Skin (34+)

A Forest Dragen takes up an additional Hero stot.



CORE UNITS

The Glade Guard are the most nurerous

warriors of Athel Loren, and are often the
first to respond to the call to war. Their
skill with the bow is phenomenal and they
are rightly feared throughout the world.

Glade Riders are skilful horse archers, able
to comfortably guide their steeds through
their forest homeland while firing their
deadly arrows from the saddle.

Core units are the most numerous troops
withiti the Wood Elf army. There i a
minimum number of Core units that must
be fielded, and this varies depending on

the size of the army (see page 50).

There is no limit on the number of Core
units that can be fielded.

i
o,
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Glade Guard™ Points/model: 12

M WS B= 5 T W 1 A Ld
Cilade Guard 4 4 4 b b 1 b | i
Lord's Bowman 4 4 g i i I 9 | A

Unit Size: 104 (5-10 for Scoucs)
Weapons & Armour: Longhow.
Oiptions:
* Uperade one Glade Guard to a Musician for +6 pts.
* [lpegrade one Glade Guard ro a Standard Bearer for + 12 prs.
= Upgrade one Glade Guard to a Lord's Bowman for +6 pts.
* (ne unit of Glade Guard may carry a Magic Standard warth up to 23 pts.
Special Rules: Glade Guard Longhows
Scouts: Glade Guard may be uperaded to Scouts ar + 5 pts/model. Scours have

the Skirmish and Scoaus special rules but do not have the Glade Grard Longbouws

special rule. You may not have more units of Scouts than you have Glade Guard.

Glade Riders ™= "".._-_;_._ ~ Points/model: 24

M WS BS = 4 B | Ay S
(ilade Rider 3 4 4 i 3 | 5 1 B
Horsemaster 5 4 5 i } | 5 1 ot
Elven Steed 9 3 d 3 } | 4 1 5

Unit Size: 5-10
Weapons & Armour: Spear and longhow.
Cptions:

* Upgrade one Glade Rider to a Musician for +9 prs.

* Uparade one Glade Rider ro a Standard Bearer for + 18 pis.
o Lii_ ade o

'_Gla;;ie Rider 1o a Horsemaster for 49 pis,
4
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. :ﬂemal Guard®™

Accompanying their lords, the Erernal
M WS Bs 5 T W 1 A Ld Guard are elite soldiers swom to defend

Eternal Guard 5 3 4 } ] I 5 | () their licge until death takes them.
Cuardian 3 5 - 4 i | 3 2 4 Dryads are dangerous spirits that entice
their prey into the forest before revealing
Unit Size: 10+ their war aspect and slaying without mercy,
1|.'Hr'|;"::'|'|:-":||'l.‘i ..I_'.h-_ J"J'I.l_ll.]';.:lll.r: |_-:,_-|'='|;|| |_-| |;5':'|'| l‘||l|_l;'|]'|._'||'|_.\, qricl armnt, l:ln.l':. [ -:|i:¢:‘i|'l|'l-.‘:.'|t’ 1T I.-]-ILI I_r\,l.-':_"_':] ]'IL"I\.“.I:. '\."1

: Athel Loren once more.
I Ciptions:
- =T 4 5 Ll: | %
* Upzgrade one Erernal Guard to a Musician for +6 pes. *If the army is led by a Highborn, then
' e e S PP P !
o Upsrade one Erernal Guard to a Standard Bearer for -+ 12 pts Eternal Guard ave a Core unit. Eternal
< Binbelalll 11 il i ] | 2 FLEESL el £ I E d i Lt

| ; ! . suard ave a Special Unit i vour army is led
* Upgrade one Erernal Guard o an Eternal for +12 pes Gt S LS -

> e TN o by any other kind of character,
» Oine unit of Erernal Guard may carey a Magic Standard worth up ro 50 pes. ' '

Special Rules: Eremal Guard Fighting Style, Bodymuard

ko oy

Deyads _ ."".""_""'x' . T *#a Points/model: 12

o i

. ' J
Drryad 3 4 0 q | & Z 8 !

Branch Nymph 3 4 { 4 4 | ¥ 5 B k! v

Unit Size: 5-20

Weapons & Armour: Razor sharp ralons

Options:
» Uperade one Dryad 1o a Branch Mymph for +132 pes.

Special Rules: Skivmish, Forest Spivit, Fear



SPECIAL uNiTs

Wardancers weave a beautiful dance of
death as they gracefully slaughter all who

oppose them,

Warhawk Riders are a specialised kindred
that have a deep and narural bond wich
their swift Warhawks, enabling them to be
ridden into bartle as steeds.

There is a maximum number of Special
units that can be fielded, and this varies

with the size of the army (see page 50).

AT S B e e P R T S

Wardancer Troupe

M W5 Bs 5 T W | A Ld

Wardancer 5 ) i 1 3 : 6 | 8
Bladesinger ; 6 4 1 3 I 6 2 4

Unit Size: 5-15
Weapons & Armour: Wardancer weapons.
Options:
* Upgrade one Wardancer to a Musician for 47 prs
* Upgrade one Wardancer to a Bladesinger for +14 pts.

Special Rules: Skinmish, Shadow Diances of Loee, Tmmeene to Psyehology, Talismanic
Taroos
N, r.rl.-:-- "

Warhawk Riders - Points/models: 40

M WS

Warhawk Rider 3 1 4
Wind Rider 3 1 4
Warhawk ] 4 0

—
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Unit Size: 3-12
Weapons & Armour: Spear and longhbow.
COptions:

& Upgrade one Warhawk Rider to a Wind Rider for 420 prs:

pecinl Rules: Flyving Cavalry, Hit-and-Run
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Wild Riders of Kurnous Points/model: 26 5pE C IAL (.U\l ]tS

[he Wild Riders of Kurnous are the

M WS BS g T W [ A 1d bodveuard of Orion, and it is they who ride
Wild Rider - : 4 4 | 5 ~| o at his side on his fearful Wild Hunts.
Wild Huinrer = 5 4 4 3 | 5 2 G When an army of Athel Loren marches to
P e ] 9 ! 0 : 3 | 4 - war, Tree Kin are often awoken, In battle

these fearsome beings are territying to
Unit Size: 54 behold, with their wugh, wooden hides

. ) and implacable advance.
Weapons & Armour: Light armour and spear.

: There is a maximum number of Special
Options: = : . :
s ) et units that can be fielded, and this varies
* Must upgrade one Wild Rider v a Musician ar ne addivional cost. _ _ : _ s

_ _ _ i _ with the size of the army (see page 50).
* Uperade one Wild Rider to a Standard Bearer for +18 pts.

= Upgrade one Wild Rider 1o a Wild Hunter tor + 18 pts,

* A Seandard Bearer may carry a Magic Standard worth up to 30 prs.

Special Rules: The Wild Huny, The Fury of Kurnows, Fast Cavalry, Forest Spiri,

Tedismumie Toteons

2 --'?.';-f-_"' i .
Tree Kin Y i Paintsimadel: 65

M WS BS
Tree Kin 9 4 i
Tree Kin Elder 9 4 i

W I A Ld
5 5 3 } 3 4
5 5 3 3 4 )

o
—

Unit Size: 3-1.
Weapons & Armour: Branchlike limbs.

Options:
* Upgrade one Tree Kin toa Tree Kin Elder
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EADE LLN ]CS . Wavwatchers Pointsfmaodel: 24

Wood EIf Rare units include some of the

.

=
—
=y
=

: : i . M WS BS
most powerful and ancient beings in Athel

: Fa y b Ay Py r y - . - - A
Loren, as well as its most skilled and 12 NWaywatcher 1 t a i ) ' 2 L :
Mysteriouns scouts, Shadow Sentine y 4 0 3 3 | 5 1 &

Waywatchers are able to stalk their prey

= Kb : i qu v '_ i
unseen through the trees before launching Unit 5izez J-14

deadly salvos of arrows. Weapons & Armour: Two hand weapons and longbow,
Treemen are powerful beings that wield Oiptions:
tremendous strength, and Elven mages will » Upgrade one Waywatcher to a Shadow Sentinel tor -+ 8 prs,

= |- v sl % Tt a1l LT 1 H Al . i - v i
wake these powerful creatures only in Special Rules: Skivmish, Lethal Shot, Forest Statkers

rimes of direst necessity.

[here is a maximum number of Rare units
thatean befielded, and this varies wich the . I
size @b the army (see page 50). Treeman e o U Points/model: 285

1 ; d !
2 ; M W5 BS ! L. W I A Ld

Treeman y) 3 0 f f & ] 5 8]

Unit Size: |
Weapons & Armour: Gnarled fists

Sp&ciﬁl Rules: Forest _':';_||f'r.i|:. _"::L'nl-_'\_-.' Skt (34 ), Smbborn, :;‘*:r:'.:'|1|;|f1|'-1T.rh‘.'|. Flemmable,
Tree Singmg, Terrar, Large Target
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Grea‘t Eaples 43 il ' Points/maodel: 50

M WS BS 5 Ti5 W, I A Ld
Grear Eagle 2 3 0 4 4 j ; 2 &

Uinit Size; |
Weapons & Armour: Powerful talons,

Special Rules: Fly

MS E}Ffﬁﬁf LR Points'model: Variable

Dogs of War are mercenary units you can hire to supplement your army.

1 ik it " s A (LN SR L | X Y T e T L |
You may opt o choose g wnit of Dogs of War as a Rarve Unit choice, 1eniess

atherwise stated m the Dogs of War unit's special meles.

I'F:\ T = Pere— = - T b -
e O e e e T R I e AR T e

RARE UNITS

The Great Eaples that make their lofry
homes in the mountains and highest
treetops of Athel Loren will sometimes
come to the aid of the Wood Elves in
battle, for there is a natural bond and
sworn pledges of honour between them,

[n times of great need, the Wood Elves
may ally wicth other races, most commonly
their Bretonnian neighbours. Sometimes
they will even have need to hire the
services of a mercenary Dogs of War
regiment such as Lumpin Croop's
Fighting Cocks, the Lost Kindred or
Scarloc's Wood Elves — though this is
senerally seen as a last resort,

There is a maximum number of Rare units
that can be fielded, and this varies with the

size of the army (see page 50).
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- spites of Achel LoreN

Athel Loren is infested with all. mannerof
capricious and unpredictable nature- ’;,pwws

In their truest form, these spirits-appear as
shining spheres of light or-ghiost-like aoras,
However, they can change form at will, and such is
the array of shapes that they can take that it-is almost
impossible to categorise them: They are known callectively
as Spites, wilful and highly unpredictable beings; as likely
to help a lost traveller out of the forest as to lead him to his
doom. In times of jpeace they may take the forms of
benevolent helpers and caretakers of Athel Loren, and
appear friendly and harmless even if generally mischievous.
The Wood Elvesaften leave small offerings of food or shiny
baubles for the Spites in an effort to distract them from
mischiefmaking, although this is an’ almost impossible
goal, They often associate themselves with a particular
household or individual, and routinely steal food and coin,
tie hair in knots and play practical jokes.

Howevery Spites are swift toanger and easy to offend, and
are quick to shift (¢ more ageressive and vicious forms.

"c.q'

©% A Befuddlement of Mischiefs
Bound Spell: Power Level 3
Muischiefs ‘sometlries appear as glowing spheres of
light, ar tiny elves that seem to glow from awithin, swith
L:Irge*sﬁ:wmg eves and cattered wings. They befuddle the
minds of mortals-and send them into sleep-like trances.

25 points

The Mischiels are treated like a Magic Missile spell thar has
a range of 18", It causes the targeted unit to become subject
o Stupidity incits next turn. Those units thar are Immune
te Psychology are immune to the effects of this spell.

A Murder of Spites 25 points
Spites are vicious manifestations that take countless varied
forms. Some have barbed, thomn-like limbs and razer sharp
talons, “others take the form of diminutive winged fioures
armed with tiny weapons. Some seem to be all teeth and
talons, while athers may hide therr viciowsness behind a
facade of innocence and beauty. They hide within the cloaks
aof their hosts, or within the cracks and hollows of ancient

Treemen, peeping out maliciously and ready to attack any

ASpires are 'present everywhere in Athel Lorén, and often
i P ':I.-[.-'Jl'l.ll'_.l {,JTﬂlu,' TEAT.

“aftach themselves to certain places, Elves or creatures.
o ?ﬂrlfé;s are very protec tive of their hosts, and will lash out
VA ’thh dny ;;ur.-wers :hey have ar any who wish harm on them
or haxe, LH] mr:;:m,

The model gains + D6 attacks in close combat, These are
worked out at the bearer's WS
4 and a Strength of 2. In au:l-::htmn. these attacks count as
magical, and are Poisoned Atracks.

;]]'Id ]'lrl‘n."L an Initiative ﬂlf
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choosiNng spites

Spites are chosen in the same manner as Magic Items,
and count towards the maximum number of points a

Lcharacrer is allowed to spend on Magic [tems. Therefore

_each parricular Spite choice may only be chosen once in
“ancarmy. For example, you cannot have two models with
A Murder of Spites in the one army. In addition, each
character can only chaose one Spite from the list below,
However,  Treemen - Ancients and Branchwraiths may
have any number of Spites, to the limit of their allowance
(100 points and 50 points respectively).

A Muster of Malevolents 25 points
Malevolents appear in countless guises and arve aggressive
defenders of Athel Loven, utilising poisoned darts and needle-
like arrows, known as Ei_f-r:u'ml 1o the Bretonnians, to -[?ﬂ'ng
I:'I{]H'T'.I. I:ILI.I'_‘.IE'I" l::'i"tl:i]'r'.l.lil:;'ﬂ. Sl'.i'i"ﬂl'l' Sy lJll’.’ﬂ. Lz |L.."'l‘_"' 1-(-'1']1!-”{-[&{.[ II.:J‘:_\' il
Malevolent is to suffer a long and pamful death, others that
their darts can make their victims fall into a mghtmarish sleep
thet can last for centries.

A muster counts as a ranged weapon that may be used in
addirion to any ranged weapon that the model carries. It
has a range of 6", and unleashes D6 Strength 2 shots,
The model counts as being a single unit Strength |
model on foat for line of sight for this accack, and it may
target a different unit than any other ranged atrack made
by the character. These shots always ]urun a4+ and
count as magical and Poisoned Arttacks. e “:I.;.I.U':]E-J thh\
Malevolents may stand and shoot with them:(in. adfhtiun-; B
to any other ranged weapon the model maihwﬁj Ve : F,,,
I_{: tl.'![_" C.]_'Iq;'l_'l_'!"l_]'l." Lnit lb ':'.I'I.]T‘\'I.l'.ill_ EE]E ['['I.I:]':J.L]. & [I.'['I'I:" ﬂfSlght' ﬁ‘_j"\- T:'
it would not normally be allowed o amnd _,Jud '-‘.hn:mf
because the enemy is within half its c:]‘udfﬂt. range. So
long as the model has a change mlw I:tnl‘tt'lcted Ty ;he’ ¢
enemy unit, the character may still stand and shoot: “{; “{L

A Blight of Terrors 50 points
Terrors are maliciows spites that dwell in the dark places of
Athel Loven, They delight i rervifying wnsuspecting itruders
inte Athel Loven, They ke great mivth in the horrified and
frightened expressions of their prey, and even greater hilarity if
their target dies of shock, They often hide secreted on a host,
and awhen that host comes near an_enemy, they loom out,
screaming and wailing, taking on their most fearsome aspect.

H"

d-_l.l

A madel with a Blight of Terrors causes terror,

0 '-_E _,_- ! __-.J._. r | |I
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An Annoyance of Netlings 25 points
These spites commanly take the form of spider-like
creatures, scurrying over their host with feverish,
abandon. Any enemy thar attempts to strike a being
that is under the protection of Netlings is likely o find Ehe:r‘

weapon snagged in a web of magical filaments, 4

=

In a challenge, any enemy attempting to stnke ;g’ G pixies or

character with an Annoyance of HEtlm-’rq will only éhlt
on O3,

.'. .\\ |
£

A Resplendence of Luminescents 25 pnmts A
As they bound from branch, w bow, to cloak, Luminescents
leave behind a magical spoor. Showld they alight up(}n a
weapon of any kind, their presence bestows a minor
enchantment that can prove lethal to magical beimgs.

All ateacks made by a character with a Resplendence of
Luminescents are magical, as are those of any ufif Ifhat
they join,

.l"d_

A Lamentation of Despairs 25 points
Bound Spell. Power Level 3. One use only.

These three inseparable sister-spivits are much fearved within
Athel Loven, for they only appear to announce the demise of
an individual. Often appearing as withered old crones with
twisted twigs for hair and empty eves, red-eyed ravens, or a
triwmairate conststing of o crone, a beawtiful woman and a
girl-child, those who feel their paze upon them know their
time has come.

Any model on the board may be targeted. The targeted
model must pass a Leadership test, or else suffer D3
automatic wounds that cannot be saved by armour or
Ward Saves and cannot be regenerated.

A Cluster of Radiants

Treemen Ancients and Branchwraiths only
Radiants are wnusual glowing Spites that wswally meanifest as
little rmove than a blurved shape of pure light, though they
appear in all manner of colowrs. They arve aften seen civcling
the most ancient of trees, and will shy away from Elves or
other mortal creatures. Sometimes they will take more solid
form, and appear like small Elven fisures. They act as sponges
for magical energy, sapping the power of enemy mages,

25 points

A character with Radiants may add one extra dice ro
their Dispel pool in their opponent’s Magic phase.

in
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L .ﬁ’ their large eyes. Some take Lh&fﬂﬁn ‘of vicigus, 1

-' and snmeumes death. "ﬂi””_ 5,:__*13?_-.«,

25 points /
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beirLooms op Athel. LoreN

Woearhammer rulebook for a complete description). They are followed
by a list of "Wood Elves only” magic items. These items can onty be used by models from this book and must be selected within the
poinits lmitaeions set by the army list section, Note that all the rules for magic items presented m the Warhammer rilebook uEf:- apply

Ine, thas section, the conmon magic items are listed jivst (see the

to the Wond Elvesonly’ magic items.

COMIMON
MAGIC ITEems

Sword of Striking
Weapoen; + 1 To Hit.

Sword ﬁf"ﬂattic
Weapon; +1 Attack,

30 points

25 points

Sword of Might 20 points
Weapon; + 1 Strength.

Biting Blade 10 points
Weapon: -1 Armour Save.

Enchanted Shield 10 points

Armour: 53+ Armour Save.

Talisman of Protection 15 points

Talisman: 6+ Ward Save.

Staff of Sorcery
Arcane; 4+ 1 to dispel.

30 points

Dispel Scroll (one use only) 25 points

Arcane; Automatically dispel an enemy spell.

Power Stone (one use only) 25 points

Arcane; +2 dice to cast a spell.

War Banner 25 points

Banner: +1 Combat Resolution,

IMACIC WEAPONS

The Spirit Sword
Within this crystal blade are bound o host of yowling and nebdins

55 points

entities that seek to ensnare other sowls avithen thetr iridescent
prison. Cinby with o great effort of aill can the bearer retain control
over the Spivit Sword, for if his resolve is not stromg enongh, it il
be his essence that the blade steals, nat that of his foes.

Hits by the Spirit Sword wound automatically. Any enemy that
suffers one or more unsaved wounds from the Spint Sword
raust roil a D6 and add their Leadership — the wielder does the
same. For each point the wiclder wins by, his opponent loses an
additional wound, with. no Asmour Saves or Ward Saves
allowed, For each point his opponent wins by, the wielder loses
a wound, with no Armour Saves or Ward Saves allowed.

i ety
g

Daith's Reaper 50 points
The very pinnacle of Daith's fovging skall, a more finely erafted
and deadly blade than this is not to be found within the realm
of Athel Loven, nor for many leagues past its boundaries.

The wielder of this weapon may re-roll any failed hitsin = =8
close combat. In addition, any foe wounded by this blade
must re-roll any successtul Armour Saves.

The Bow of Loren 35 points
This ancient and enchanted longhow is said to be strung witha
single hair taken from the head of Aviel, ueen of Loren, The
wielder of the Bow of Loven is therefore considered to.be the Fey 08
(Oueen's champion wpon the battlefield, striking dfmm J'u:r S
enemies with wnnatirally swift precision,

This longbow allows the bearer to shoot as many times as
they have Attacks on their profile. The bearer dues not
suffer -1 for multple shots.

Blades of Loec
Wardancer character only
The swirling and delicate patterns mscribed o these matched
swords asswme a life of their own when sunlight falls wpon them,
dazzling and distracting the bearer’s apponent.

33 points

Wardancer Weapons. The wielder can re-roll any failed
rolls to wound. May be used in conjuction with the Shadow
Dances of Loec.

The Davwnspear 35 points
When the Wild Hunt rides from Athel Loven, the Elven prince
chosen as Orion's equerry carries the Dawnspear, a powerful
talisman as old as the alliance between the Asrai and Athel Loven,
Each time the Dawnspear tastes blood, it unleashes a pulse of
brilliamt light, blinding the wielder's foes with its brilliance.

Counts as a spear. If the wielder causes an unsaved wound
on an enemy, then that model and any other models in the
unit thar have not vet attacked suffer -1 to hit for that
Combar phase,

The Spear of Twilight 30 points
When this spear strikes, the fury and rage of the wielder is
channelled into the body of the foe with appalling and
destructive force.

This spear confers the Killing Blow ability on the wielder.

The Callach’s Claw 25 points
The Callach is a crone fioure from Asrai folklove, an aged and
pwisted spirit whose preat delight &5 i suffering. This magieal
Blade awails in dovens of insubstantial woices, each an echo of
ome of her victims.

Any unit suffering one or mere unsaved wounds from this

blade sutfer an additional -1 penaloy to their, Leadership for
the remainder of the Combat phase.
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The Hunter's Talon
Cirtgtnally evafted for Altathir, o master of the Weayivatchers in
ages past, this longbow has a guarled and twisted appearance
thet belies the uncanny precision '{J_f ewhich it 15 capable.

25 points

If firing non-magical arcews the wiclder of this longbow
may tareer any model it can see (including @ character
that could normally not be targeted because it is in'a unic
or not the closest target), but if this speeial abiliey is used,
will suffer an additional -1 to hit penalty. Note that the
normal -1 penaley for shooring at a single man-sized
model does not apply and the target cannot benefit from
the “Look our, sit!” tule. The shooter may always choose
a different target to the unit he is with.

The Sword of a Thousand Winters 20 points
An unnatural chill vesides within the steel of this sword, a
terrible cold that burns flesh and freczes the blood — only the
stromgest of Wwarriors can erdure its touch.

Characters and Monsters must take a Toughness test for
each unsaved wound they suffer from this blade — their
Strength, Initiative and Atracks are reduced by 1 (to a
minimum of-1) for each test they fail.

Rageth’z.:. Wildfire Blades 10 points
When drawn, the blades of these swords burn with a magical
flame that cannat be extinpuished.

Counts as two hand weapons. Any attacks made with
these weapons count as Elaming,

Asyendi’s Bane 10 points
This light and elepant how: iz exceptionally well crafted,
enhancing the abilities of skilful archers: Legend has i, however,
that & malicious spirit dwells within the body of the weapon, ever
eager to punish s wielder If @ shot misses its target.

The wiclder of this longbow may re-roll all missed
shooting attacks. However, if after this re-rell the shot
still misses, then the bearer suffers a Strength 3 hit.

MAGIC ARMOUR

The Oaken Armour 50 points
Said o heve been crafted by Daith himsell, this armour binds
the Wfeforce of its bearer to thae of Athel Loven, keeping them
safe from harm.

Counts as light armour (6+ Armour Save) that can be
combined with other equipment as normal. The Oaken
Armour gives the wearer the Regeneration ahility,

Railarian’s Mantle _ ; 50 points
Woen and bound by the oldest of Rratichacraiths for the first
Elven guardian of the sacred trees, this Et‘.l.‘r'.l'h:rﬂ_T'.i'.'i anly gifted to
one chosen by Athel Loren itself,

Counts as lisht armour {6+ Armour Save) that can be
combined with other equipment as normal. If the wearer
is within 6" of 2 Wood he receives a 4+ Ward Save.

35 points

Armour of the Fey
In Bretonnia, there are tales of a solitary Elf knight who, when
bronight to bartle, could nowbe sleam for his armowr kepr him safe
apetirist the lances and magical blades of his foes. Ultimarely, so the
tale recownts, this Jeohi was slain e peasant woman whom he
Fad Teved cuvery Fronncher family — his throat cut by a simple knife.

Counts as light armour’ (64 Armour Save) that can be

combined with other equipment as normal.  Against any
magical close combat attacks, rhe wearer receives a 4+

Wiard Save.

The Helm of the Hunt 20 points
This enchanted helm imbues the weaver with the spint and fury
of Crion.

This helm confers a 64+ Armour Save that can be combined
with other equipment as normal (including normal armour
and a shield). When the character charges he receives +1
Attack and +1 Weapon Skill for that round of combat.

Briarsheath 15 points
Characters on foot only

The writhing thoms and brambles of this armour work their
wiry into the hearer's swurroundings, rendering him imuisible o all

but the maost observant foe.

Counts as light armour (64 Armour Save) that can be

combined with other equipment as normal. Enemies
wishing te terger the model wearing the Briarsheath with a
shooting attack suffer an additional -1 to hit penalty. This
is increased to -2 if the wearer is within a wood.

TALISTANS

The Rhymer's Harp 75 points
Yimas the Rhumer was a renowned songsmith of Athel Loven,
whose errantries at the side of Nateth the Prophetess have long
since passed into folklore, Though their jowrmeys were many and
dangerous, the enchanted notes of Yimas's harp granted them
speed and sanciuary.

This item bestows a 5+ Ward Save on the bearer, thieir
mount, and any unic they join. In addition, the hearer,
their mount, and any unit they join may move through all
kinds of difficult terrain without penalty.

Amaranthine Brooch 35 points
Fashioned from the petals of a flower that endures throughout
all the seasons, the magic of this brooch can sustain the wearer
o matter how grievous his wounds.

Grants the bearer a 3+ Ward Save that cannot be used
against magical atracks.

Amber Pendant 35 points
Characters on foot only

This mysterious artefact exists not only in the physical
dimensions, it also creates o distortion in the flow of time,

slowing any creature who would cause harm to the bearer,

Any encmy models inbase eontact with the bearer of the
Amber Pendant automatically strike last = even it they
charged or have an abilicy that would allow them to
normally strike first.
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30 points

Stone of the Crystal Mere
The stome @5 a beaetiful, fardiloss crystal that was plucked from
a-decp viver bed and gfted tomhe warior hevo Naithal. Tt
protects the bearer from havm, but is fragile and will shatter into
a million pieces shn::-ul!d it feul o its purpose.

The bearer of the stone sains a 3+ Ward Save, as does any
creature ridden by the bearer. However, if this Ward Save
is ever failed, then the stone shatters and the Ward Save is
lost for the rest of the game.

Glamourweave 30 points
The air around the bearer of this brooch is permeated aith
hypnatic colowrs and patterns, Onbya being of exceprionat will-
poawer cant fight its allure.

The Glamourweave conveys a 4+ Ward Save against
shooting attacks and magic missiles. In addition, any model
attempting to strike the bearer in close combat must first
pass a Leadership test. If they fail, they require 6s to hit the
bearer during thar Combat phase.

Stone of Rebirth
One use only
Blessed By the wardens of Athel Loven's inner groves, the Stone
of Rebirth bestows its bearer awith the promise that life shall
sprng anew from death.

30 points

When the wearer is reduced to one Wound this item
bestows a 2+ Ward Save.

The Fimbulwinter Shard 25 points
The very ar itself s chilled by the presence of this ancient
talisman whose runes proclaim a time in which all life is lost
beneath a blanket of ice.

Opponents suffer a -1 to hit the bearer and his mount in
close combat. Any creatures with the Forest Spirit special
rule suffer from Stupidity while the bearer is within 6",

Merciw’s Locus 20 points
Merciw avas an eccentric noble who held the conceprs of
persomal honowr and faimess m unuswally high esteem. This
gem is an wndying extension of his beliefs.

The hearer of this magic item receives no Strength bonuses
from magical or non-magical weapons. Howewver, any
model wishing to stike the model that bears Merciw's
Locus also receives no Strength bonuses from magical or
not-magical weapons.

ENCPANTED TTEMS

The Wood Elves make use of magic arrows. These are
noted below. Magic arrows may be fired by normal or magic
hews, with any exceptions noted. These arrows are counted
as magical, and it is assumed that the a characrer has
enough arrows to last the entire battle, unless stated
otherwise.

Wraithstone 30 points
This crestal emits the ghosdy screams of all those whomet with
their death within the waystone fence thar bounds Athel Loven.

All enemy units within 6" of the bearer of this stone suffer
a -1 penalty to their Leadership.

Hagbane Arrows
Fashiomed from deadwood taken from the Glade of Woe, some

of Morghur's taint ngers still awithin these darts, @ virulent and =
frrmless blighe that shrivels and spasms. Should one of dhese

arroavs so much as break the skin, thewr target is destmed to end
their life i screaming agony.

Magic arrows. A model that loses one or more wounds from
Hagbane arrows in any Shooting phase must take a
Toughness test at the end of the phase. If the test is tailed,
the target is slain r{,;:_jl'dlreuﬁ of how may wounds i has left,
ienoring Armour Saves and Ward Saves.

Moonstone of the Hidden Wavys
{:}HL LIS {}nl}'

Theugh the world is much changed from che early days w the
wise there are stll paths thae i all forests tngtthcr. Yt -
somnetimes, simple knowledge is not enough for the pathaays are |
locled — emby with ome of the ancient Moonstones can. xhe SE:ll',ed

voutes be travelled, _ v

If the character and any unit they have joined is wholly
within a wood at the end of the Move phase, the character,

and unit may be removed from the table and replaced
anywhere that is also wholly within a wood, facing in Ay

I'.{'II'[_"C_I'[IZ'I'I'I -'I]'IIS.I 111 Aty f-ﬁil'l't'l"'l.! LELE,

Hail of Doom Arrow
One use only
Created and bound with magics as old as the Elven race, when
released this magical arrow splits mto dozens of deadly Sﬁm‘ds
each aimed by deadly prpose.

Magic arrow. When fired, the arrow splits into 306 magical
Strength 4 arrows. Roll to hit for each arrow. If this is used
with a magic bow, then any effects of the magic how are
ignored for this shot.

Starfire Arrows 25 points
These arrows glow with an wnnaniral light and emit a piercing wiail
when they draw blood, chilling the sowl of even the bravest warrior,

Magic arrows. Any unit thar suffers one or more casualties
from Starfire Arrows must take a Panic test, regardless of
the number of casualties caused.

The Horn of the Asrai
One use only

The beawtiful sound of this fabled hom lays a glamour wpon
those who hear it winded, evoding their will; the better to lure
I.'.F!ffi"ﬂ! icr [.F!I'_"ET' iI-I'Jf:'?':ﬂ-

15 points

Can be used at the beginning of any enemy turn. When used,
all enemies able to charge the bearer of this item must take
Leadership test. If they fail, they must charge the bearer
{charge reactions, Psychology tests etc. are taken as normal).

Arcane Bodkins 25 points

Whether plate, chain, or unnatural hide, no armouwr can shield

against the enchanments that permeate these deadly barbs = i
the firer's atm is true, the target is doomed.

Magic arrows. No Armour Saves are allowed against Arcane

Bodlkins.

Elynett's Brooch 20 points
This intricate treasure vetains a portion its ovigmal owner's
strength of character, filling the wearer with vesolve,

The wearer, and any unit they join, may re-roll failed
Pevchology tests.

33 pﬂint_s: k.

35 points

30 points
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Dragontooth Arrows
The tips of these arvows are fashioned from the teeth of a great
Forest Divagon and contain much of the poisen that lingers upon
its breath,

20 points

Any model wounded by Dragonrooth Arrows suffers from

the rules for Stupidity for the rest of the same — even if they

are normally Immune to Psychology.

Gwythere’s Horn 15 points
One use only

No prver sound is there than a single note from this great hom,
a perfectly evafted musical mstrement, capable of emboldening

the faint of heart and rousing the tmid to action.

At the start of any of the bearer's turns the horn may be
Blown. The bearer and any unit joined are Immune to
Peychology until the beginning of the bearer's next turn.

ARCANE JTEMS

Wand of Wych Elm 55 points

A stave fashioned from the innatety magical Wheh Elm tree is

1 o - ; b ; .

~amuch sought-after tool, With i, a mage can bend the winds of
magic more freely to his will,

This staff allows any Dispel attempt to be re-rolled.

Calaingor's Stave 25 points
Crerfted from a bowgh taten from the Ok of Apes, this staff sall
pulses awith, life, connecting the bearer to the trees thar he
comimdnds.

If the bearer has the spell Tree Singing, then they may
add 1" to the distance they may move a forest if rthey
successfully cast the spell (so, if successfully case, they
may move a forest D3+2"1. In addition, they may cast
fand attempt to cast) the spell more than once per
Magic phase. :

Divination Orb 25 points
A caveful mage can read the skeins of the futire in the twisting
and swirling mists contamed within this sphere, enabling them
o Better anticipate opposing wizards.

If an opponent uses more than three dice when casting any
spell, the bearer of the Divination Orb may add an exera
tree Dispel dice into the artempr to dispel thar spell.

The Deepwood Sphere 25 points
This twisted and thormy ovb of ebony wood sbeaks (o the trees
i the bitterest words of vengeance and spite, exhorting them o
strike down all who intrude upon them. Only the travest or
most foolhardy ever ventre into a forest under the influence of
the Deepavond Sphere. : . ; :

This item allows the mage rto 1':_5—:(:-11': the dice when
determining the effects af the Tree Stping spell (whether hie is
using it to move a wood or to inflict damage on an enemy
within a wood). In addivion, all enemy models wholly or parily
within the same wood as the bearer take a single Strength 5
hit at the start of each Wood EIf Magic phase.

s G s e e R e SR e

Ranu’s Heartstone
E}I'IE se [_:I'I'II,‘I,-'
Focusing upon the ancient gem can help a mage calm their inner
thewghts and so focus their hold wpon the winds of magic,

20 points

Chce per gaine, the bearer of this item may re-roll one of
the dice when casting a spell or making a Dispel artempt.
This can be used to prevent a miscast or cause a spell to be

cast with Irresiztible Force:

(MAGIC STANOARODS

The Royal Standard of Ariel 100 points
The rovpal banmer of Aviel hevself, this gossamer flag &5 said o
have been woven from the fev-gueen's oun hair. It is beyond
denebt that a portion of her power resides aithin this standard,
for all awhe look upen it see that which they TS dread.

The enchantment that Ariel has woven into this banner

causes the bearer, and any unit he joins, to cause fear. In.

addition, any friendly unit within 12" of this banner
receives Magic Resistance (1).

Gaemrath - the Banner of Midwinter 50 points
One use only

A standard of gnarled and impossibly ancient Oak, Gaemrath
tears e stll: a symbol o all that even in the most dorimant
heart can be found the will o stand and never to breal hefore

the foe, or mdeed, the ages,

Declare the banner’s use at the bepinning of the
Movement phase, before declaring charges. The unit may
not move of match but becomes Unbreakable until the scart
of the next player turn, This ahilicy may be used if the unit
s already engaged in close combat, but cannot be used if
the unit is fleeing or skirmishing.

Faoghir — the Banner of Dwindling 50 points
Woven by Elven maidens Jrom the last, crimson leaves of awtiomn,
this enchanted banmer saps the impuire of their enerey, allowing the
Asral o strike them down, never to retirn to their lands,

Enemies that flee from the unit having been bearen in close
combat roll one dice less than normal to derermine the
distance they flee,

Saemrath — the Banner of the Zenith 25 points
The Banner of the Zenith is said to veflect a portion of the
radiance of the Lady Anel, for it shines with such purity that
note who mean harm o the Astai may approach it

The distance at which enemy models are prevented from
marching by this unir is increased from 8" to 12"

Aech — the Banner of Springtide 25 points
Decorated with symbols of ferelity and fecundity, the Banner of
Sprmgtide fills the Asvai with the enerey and passion of spring,
enabling them o react o threats with an uncanny speed.

The unit may make a seand and shoot charge reaction even it the
enemy charging them do so from within half their charge range.
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Communities of Wood Elves often tend towards small,
nomadic groups of like-minded individuals, known as
kinbands or kindreds, rather than the large and populous

cities of other Elves. These kinbands have strong bonds

that unite them, ties thar are often stronger than those of

kith and kin. There are literally hundreds of these nomadic
oroups that dwell within Athel Loren. Each reflects how it
relates o physical influences such as their surrounds, as
well as the way they relate to other Elves, Athel Loren and
its many and varied fey inhabitants and the atritudes of the
individuals.

Kinbands that are many score of leapues apart will often

"."II']i'l.l."C' [hf_' S3Ime narc, {I.'ZI]' EII]L"{.' H]'l:-'l['l:‘ 1'!'“.'.‘ sAme Core |'f'[‘:|'i["!ﬁ“i

and ideals, though in reality even likeminded kinbands will
often be somewhat distant and suspicions towards each
other. Some kindreds hold particular rivalries and deeply
ingrained mutual suspicions of others, and conflices

.I."l':f'l.".'u'lfll_'il ]'i'.'i]'III]':'I]'II..!:E A 1O NDCOMITGD.

Though the Wood Elves are generally a roaming and
nomadic people, each kinband holds allegiance w a
particular Elven Highborn, Some Highborns may have
more of certain kinbands within his realm, such as the Lord
of the Peaks, who has many kinbands of the Warhawk
kindreds at his disposal and the Lord of the Southern

':.-]I.ELL]'L‘H. ".-'p'II]L"I.'L' 1E'II_" I:(i[‘.l".l.Tl'.fiI.."i -.‘.'E ].‘..I'.Z||.lli'l.'i AT COMTIITION.

Wardancer Kindreds

Kindreds of Caidath.

Sometimes those of the Wardancer Kindreds ave knoun as the
Shadow Dancers of Loec, Feast Masters, Bladesingers and
Deathdancers. They are a cult Kindred dedicated to the Elven
trickster god Loee, the pod of laughter, dance and music.

The name Caidath has evolved from the Elven root-word Cadaith,
This Grearer Word carries the following meanings: grace, power,
music of the stars,

Wood Elf characters can be upgraded to become a member of
a Wardancer Kindred.

Wood Elf Highbom:
Wood EH Noble:

+ 50 points
+ 30 points

The characrer loses their longhow, but gains the special rules
Wardancer Weapons, Shadow Dances of Loee, Immune to
Psychology and Talismanic Tattoos.

Wardancer characters may not wear any armour or be piven

magical weapons that are not classed as Wardancer Weapons,

The character must fight on foot and cannot join any units

except Wardancers — if they join a unit of Wardancers, then
bath the unit and the character(s) must use the same Shadow
Dance,

Bold Brandyn met with a lady fair,

As graceful as light, and as free as the daum.
He straved with her into the wilding wood,
c-':'m{l T'I.-:_].II_,'.I[]{JI_‘-.I St Il'llfi'T'.' 10 TOT7E.

Yes, nobody saw him no more. 3

- excerpt from "Four Foolish Knighes'

a popelar Bretonmian drinking somg
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Fternal Kindreds
Kindreds of Selathoi

As the Erernal Guard, the Eindreds of Selathot form an wundying
and wrvielding defence of all the sacred places of Athel Loven diring
the awinter months. Members of the Eremal Kindreds tend to have
learmt their trade in o Warrior Kindred and have proved nme and
again that their skills and conrage are wortfey.

The name Selathoi has evalved from the Elven voot-werrd Sarathai,
meaning wrvieldme defiance,

Wood Elf characters can be upgraded to become a member of
an Erernal Kindred.

Wood EIf Highborn:
Wood EIf Noble:

A character from an Eternal Kindred benefits from che Eternal
Guard Fighting Style special rule, though this is lost il chey

+ L& points

+ 5 points

choose any Magic Weapons or Magic Armour.

The Alter Kindreds

- Kindreds of Laith-Kourn

Known often as Alters, Shifters or Wild kin, these Elves can adope
aspects of the creatures who dwell within Athel Loven. They are
much more ssolationist that any other of the Kindreds, and though
they see themselves as a Kindred, they Tve alone and generally do
not tix any move with their cwn than any other Kindreds.

The name Laith-Kowm has evolved from o combination of the
Elven voot wewd Latham, meaning stoem, wrath, and genily falling
rain that bvings eternal sleep, and the name of the Elven god
Eairnous.

Woood EIC characters can be upgraded o become a member of
an Alter Kindred.

Wood EIf Highborn:
Wood Elf Mable:

+ 35 points
+ 25 points

The character’s Movement and Initiadve are increased to 9 and
his Atracks are increased by 1. However, he must fisht on foot.,

A character from the Kindred of Laith-Kourn may not be the
army general, nor may he join a unit,

Scout Kindreds
Kindreds of Arahain

Sometimes those of this Kindred are knoun as Sentinels,
Woavfarers, and Hawkeyes.

The name Arahain has svolved from the Elven root-wword Avhain,
meaning shadows, night, stealth, secrets, and perfidioesness,

Wood EIf characters can be upgraded o become a member of
a Scour Kindred.

Wood EIf Highborn:
Wood EIf Moble:

+ 15 points
+ 15 points

The character pains the Scour special rule. However, the
character must fisht on foot, and may not carry a great
Weaporn.

Wild Rider Kindreds
Kineveds of Aurvaur

Sometimes those of this Kindred arve known as the Spears of
Kurnows, the Brethren of Orion and Pyrewardens.

The name Avrvaur has evolved from the Elven root word Chriour,
meaning blood and bih,

Woood Elf characters can be upgraded o become a member of

a Wild Rider Kindred.
Wood EI Highborn:
Woood Elf Moble:

The character carries a spear and wears light armour. They may
not choose any additional weapons or armour, though they may
chaose a magic spear or a suit of magical light armour o replace
the respective item if they wish. They benefit from the
Talismanic Tattoos, Fury of Kurnous and Forest Spirit special
rules (and so may join units of Forest spirits). However, they
must ride an Elven Steed or Great Stag (chosen ar addivional
cost from che army list),

4+ 50 points

+ 33 points

Waywatcher Kindreds
Kindreds of Nymraif

Sometmes those of this Kindred are knoum as Wood Haunters,
Pathwarchers, Shadow Striders and Mist Wealkers.

The nerme Mymraif has evolved from the Elven root-word Mineaith,
meaning skill in arms, spivinealivy, or the lost way.

Wood Elf characters can be upgraded to become a member of
a Waywatcher Kindred,

Wood EIf Highborn:
Wood EIf Moble:

The character gains the special rules Lechal Shot and Forest
Stalker. Mote that the Lethal Shoc rule only applies if the
character is not using magical arrows or a magical bow. The
character cannot wear any armour, carry a shield, nor carry any
close combat weapon that requires two hands to vse (such as a
sreat weapon). Waywatcher characters must fight on foot.

4+ 43 points
+ 35 points

Glamourweave Kindreds

Kindreds of Yenayla

A Kindred smaller than the Spellsinger Kindreds thar is dedicared to
maintaining  the  correct  halance  within - Athel  Loven,
Glamourweaves, sometimes known as Shapers, Tree-Singers,
Skein-weavers, Shadow-Wallers, Changelings,  Wood-seers,
Grove-kin and Whood-shapers, are very closely linked 1o Athal
Laren, and often act as emissaries aned ambassadors between the
Woood Elves and the older spirits of Athel Loven itself.

The name Yenayla has evolved from the Elven root-word Yenlu,
meaning balance, harmony and chaos.

Wood EIf characters can be uperaded to become a member of a
Glamourweave Kindred.

SpellweaverSpellsinger + 20 points

This character benefits from the Forest Spirit special rules (and
50 may join units of Forest spirits). However, they must ride an
Elven Steed or a Unicorn (chosen at an addidional cost from the
army List).
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ORION, The kiNg IN ”che WOO0O0S

f s j y o i e | i 0%
Oviomt 15 the consort-lang of Athel Loven. At the height of his
Doger I midsimmer, Chrion is a terrymge h".':-!ﬂif (& MaAjesty
cinel ,':fla'w* He stands over ten feet tall, and his lithe, green
tinged body ripples with barely contamed anger. As the moons

ks b

alirn overhead on midswmmer’s eve, a beautiful cloak crafted

by his Queen is draped over his shoulders and the great hom
of the Wild Hunt is placed reverently before him. As the time
of the conjunction draiwws near, he takes wp his weapons from
their shring awithin the Oale of Ages. At midnight Athel Loren
roes wtterly silent, not a creatwre stivving, for all know that the
ricle of the Wild Hunt has come.

The spivit of Kurnows flares brightly within Oyrion at thi

lis Lime,
stirring the hearts and souls of the Wood Elves. Savage
excitement and restless vigowr spreads like wildfive through the
forest as the blaving of his hunting homn resounds through all
of Athel Loren, and the earth thunders with the pounding of
his cloven hooves. ILI.'”H' f:.“ i lr*1-_a-! shirit | feels the l:-u,l'n! -!]_Ir
his savagery and many are overcome by the primal urge to join
s wild ride, and commit acts of untold savagery and
vengeance on their foes. To stand in the path of Orion is to
stand bhefore the fury of the storm, and few can resist his
auesome power,

ut triefly, for just as

each spring he is reborn, each winter he must pert sh, This is

Mevertheless, the five of Orion burns o

the way of all things and s merely a contmuation of the

never-ending process of death and vebirth., Orion’s power
runs rampant each nmudswmmer, yet each midwinter he
voluntarily offers himself wp as sacrifice o the cycle of
existence,
Orion must be the army general. He must be used as
presented here and may not be given any additional
equipment, magic items or Spites. He counts as both a

Lord and a Hero choice.
M Ws Bs § T W 1 A Id
i Orion U by 3 3 3 ¥ U (i [

Hound U ¢ O 4 3 | +4 ]

L

-

ol B

Points: 5




Special Rules

Forest Spirit

Orion is no longer a mortal Elf, being part of Athel Loren
itself, and part deity. He has the Fovest Spivit special rule.

Terror
Urion is a rampaging avatar of the hunting god, Kurnous.
He causes terror.

Spirit of Kurnous

The spirit of Kurnous infuses Orion. He has no
understanding of fear, pain merely feeds his anger and he will
not stop untl his enemies are dead beneath his hooves.

Orion is Unbreakable. However, if he is bearen in combar,
his essence will begin to fade. If Orion is beaten in combar,
then for each point of combart resolution he loses by he also
loses one wound. If Orion is within 6" of a wood the
number of wounds he loses is reduced by one (50, if he loses
the combat by one and is within 8" of a wood, he does not
lose any wounds),

The Wild Hunt

In an army led by Orion, Wild Riders of Kurnous are a
Core choice. An army led by Orion must include ar least
one unit of Wild Riders. In addition, in an army led by
Orion, Glade Guard and Scouts count as Special units, and
Waywatchers may not be taken ar all.

Hounds of the Hunt

Orion may be accompanied by up to two Hounds, at the
cost of +15 points each. If he has any Hounds, then he
may not join another unit. These Hounds have the Forese
Spiric and Spirit of Kurnous special rules. If Orion is
accompanied by his Hounds and suffers wounds as a result
of being beaten in combar, the Wood EIf plaver may
allocate a single wound onto each Hound, rather than
Orion. A D6 must be rolled for each shooting artack
directed at Orion. On a 1-4, Orion himself is struck. On
the roll of a 5 or a 6, then one of the Hounds is struck.
Magic Items

Horn of the Wild Hunt

One use only

Civion carries an enormous hunting homn, crafted from the
horn of a mighty forvest creature. All who hear the blaving
horn of Ohvion are filled with fear.

The first time Orion declares a charge, he sounds the
Hom of the Wild Hunt. All enemies within 18" of him
(before he starts his charge move) must take a Panic test.

Spear of Kurnous

When Crion goes forth to battle, he takes up the Spear of
Kurnous from its shrine within the Oak of Ages. It is a
powerful weapon of immense proportions, and none other

than Orion can wield i,

Such is the power of Orion that when he L'.hnrgl:-::i Into
combat with the Spear of Kurnous, he adds +2 to his
strength.

Cloak of 1sha

The Cloak of Isha wards off evil magics and is woven from
the leaves of the sacred rowan trees of the Grove of Isha by

Ariel r'z.:n;ulff.

The Cloak of Isha adds two Dispel dice to the Wood EIf

Dispel dice poal.

The Hawlk's Talon
This is an immense and powerful longbow that Orion wses
to slawghter any foe that flees before his wrath.

This is treated as a longhow that has a Scrength of 6 and
can penetrate ranks in the same manner as a bolt
thrower. In addition, each unsaved wound caused by
the Hawk's Talon becomes D3 wounds rather than 1.
Orion does not suffer a -1 to hit penalty for moving and

shooting.
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ORYChA

Maost believe that Drycha lost her mind when Morghur's death ;
soured the ground of the Glade of Woe, the area of Athel
_;r_.ll'l'L’T'I (W] '1{"hil_-|r'| .'f.lli.-!_! s II".|-!'_:IT-|.T]|:'I. fh-!']ii__i:'.il'l 12l ['I']lf[lli [|!l|:;'
Branchivraith was capricious and hostile for many years
before this. As with many of Loven's spirvits, Drycha is |
incredibly ald, and is said to remember the days before the
coming of the Elves. She vecalls these times with anger and
sacness, for she believes that the alliance between Athel Loren
anel the Asral has brought livde bue desvruction to the forest —
event thowgh the buwervention of the Elves almost certainly
saved Athel Loren from the axes of the Dhwarfs. Indeed, she
':"-:':!':I'Ei_'fu' COTIUVETYSS 11'.-'|E|.}E l:'-':'.ji.l'_"?".'i. CE1AET] fII]E DT}'I:-I:I'JI.'? 'I.-':-'III-:.' 3ETe hE'T'
as handmeaidens, but instead chants, manwa-like, the names of
all those fellow spivits whom she believes have been fuiled by
the Elves. As old as she s, and with & memaory sull possessed
aof crystal clarity, it 15 doubtful that she will ever reach the end

of her tally, for new names are added with every battle :

between Athel Loven and the outside world.

In the early vears of the alliance between the Elves and forest,

Diycha was ever in evidence in the glades and proves of Athel -
L

Loren, watching the Elves and examining their every action
for any sign of betraval. She has been seen ltle in the years
since Morghur's blood was spidt upon her glade, though she is
lenown to commume with Coeddil, a Treeman of great age and
poaver, and serves as his herald while the great being sleeps
through the centuries. Such a thmg cannot help but provoke
wunease, for Coeddil’s distrustful artivude of the Asvai is legend.
He is so incredibly ancient that it s difficult to be certam as to !
his motwvation, for Coeddil has forgotten more than many |
younger beings, the Elves included, will ever know. If these
two embittered spirits have found common cause, it can only

: . . : ) ]
be a matter of time before the balance of Loven forest i .
throsen into disarray.
i _I]l recent :i'ﬁ‘.ﬂ.‘il'.ﬁ- ,':;.I"]'I:l'i"l_:'{l.? qu’.:.' II'I-:.!*I.-'L’ I!T{'f:l_::'l.-i'i"l Lk i"-!'fn'.'il..'ll'l :"Lth-.f:f
e Loven, causing great concern amengst the councils of the !

Waod Elves. On the fringe of the great Dvakwald Fovest in the
Empire, the peasants tell stories of the trees that come alive,
hungry for blood. On the edge of the Forest of Arden in
Bretonnia, some villagers gather only deadwood for their {
purposes, citing tales of other willages found ruined and
torn, the inhabitants left as scraps of tattered meat by the
vengeance of the trees, Thowugh some of these events bear the
hallmarks of attacks made by the Asvai, they were naot
mstigated by Artel's court. To many they seem as senseless as
tl'l.f:j_: are d}}j}:t?’ﬂ];tf} random, el J'JI'-[hEr;r_* attacks are indeed the
work of Drvcha and her handmaidens, there must surely be a

greater goal behind them than mere slaughter — though whar
that goal 15 remains to be seen. Even Naieth the Prophetess
cannot see the destimation o which Drycha strives, for it is
drenched in bload.
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| PAESTRA ANO ARADAN - sisters of Twilicht

High in the alpine slopes of the Pine Crags, the Eyrie of
W Tuwilight dominates the skyline. THese are the elegant halls of
I|| the Sisters of Twilights the twins Naestra and  Arahan.

Woirrdancer kindreds throwghowt Athel Loven dance the
tale of these mysterious Elves, telling the
story of a voung Elf child named
Naestrahan that wandered aeep
into the depths of the wild
woods. Alone, this young girl

stumbled through the dense
undergrowth, led by plowing
faerie lights and darting
spites, Deep into  the
darkness she was led, into a
place that even the
Waywatchers feared to go.

The family of the givl-
child were distraught,
but accepted that she
had been claimed by
Athel Loren.  Many
years passed before a
battle was fought at
the™ " feet of the

Girey Mountains. Foul

Beastmen had lit great
byres, and the trees
of Athel Loren cried
oul silently in pain
as they were tom
from the earth

and heaved onto the Maze. Drawn by the vipples of pam that
spread through the forest, the Wood Elves assailed the
despoilers the next morm, but they were too few in number 1o
prevail. Hundreds were slain by Elven arrows, and
Wychwethyl the Wild led his Wardancers in acrobatic dances
that slew countless more, but it was not enough to hale the
creatures, Brutal Gors fought their way through the hail of
bowfire, and began hacking apart the Elven archers, spilling
much precious blood. Amidse the carnage a pair of Elven
matidens i.!j‘J[JL*[n'L*LL descendi ko the clearing crotched Lo
the back of an ancient dragon of the deep forests.

The warrior maidens were identical m all ways but one -
where ane had hair as dark as night, the other had hair of
purest white. The ancient dragon tove through the Beastmen,
scattering those that it did not vip limb from limb. The warsor
maidens fired their bows, as entangling briars sprung up to
halt those who sought to flee and prear magical fives consumed
thase who fought on. The dark-haired Elf-maiden leap
gracefully to the ground to tend the wounded, while the pale-
haired tain, sull wpon the back of the great dragon, launched
into the air in pursuit of the fleeing beasts, intent on slaving
every last one.

It slowly became apparent that in the depths of the magical
dark woods the givl child Naestrahan had become something
altogether different and strange, and that these o war
maidens were linked somehow to her. Some r;fu_*-'_'ui'i.!mf that
ome was the real girl while the other was a merely a powerful
changeling, vet the wisest Spellweavers said thar it was as
thowgh the one child had been splic into mwo sepavate beings,
Each sister represented the divided, yer balanced, nature of the
Wood Eloes themselves. Where one sister is light, one s dark.
Where one is filled with anger and lethal destructiveness, the
other 15 calm and serene. They reflect opposing, yet
harmonious aspects of Athel Loren itself,

The' sister-twins are masters of the wild beasts thar dwell
awithin Athel Loven. These creatures adore Naestra and will
do as she wishes aut of love, while they fear Arahan and so do
a5 she awills oue of respect. In times of strife and need, the
sisters vide forth from their mountain eyrie borne wpon the
back of one of these faithful beasts. Arahan takes savage
pleasure in cutting down her foes, while Naestra does 5o with
tears in her eves.




Arahan and Naestra count as a single Lord choice in a
Wood Elves army. They must be used as presenred here
and may not he given any additional equipment, magic
items or Spites. Neither Arahan nor Naestra may be the

army general.

MWSsBS & T W 1 A& Id
Arahan 5 & B 4 X & Y F B8
Maestra 5 6 6 4 ¥k o XN
Ceithin-Har & 6 0 6 6 6 3 5 8
Lwindalor 2 5 0 4 4 3 4 1 8

Points: 275 for Arahan and Naestra — they must ride
either Ceithin-Har (a Forest Deagon, 4320 points — uses
an additional Hero choice) or Gwindalor (a Great Eagle,

+ 50 points),

Special Rules

Sister-twins

The sisters are bound by ancient magics, as old and
unknowable as the forest irself. While one stll draws breath,
both endure — no matter the harm inflicted upon them. If
either Arahan or Naestra is slain, do not remove the model
from play unless the other sister is killed in the same phase. If
either sister is still alive at the end of a phase, both are restored
to their starting number of Wounds. In the event of a
challenge, both sisters must fight.

Masters of the Wild

The sisters always ride to battle on one of their faithful steeds.
For shooting, any shots thatr would noemally hit the rider are splic
between Arahan and Naestra (ie, when rding a monster, the
rider is normally hie on the roll of a 34). For each hit that his a
tider, roll a further dice — on a 1-3 Arahan is struck, on a 4-6
Naestra is struck. Alsa, if their mount is slain, they will form into
a skirmishing unit consisting of the two of them. If both sisters
are slain, their mount will always react as if it had rolled a 5 or 6
on the Monster Reaction table.

Bow of Arahan
Arahan's longbow launches deadly arrows that explode in
iridescent displays of magical fire. If her shot hits, place the
small template over the target (subject to normal targering
restrictions) and resolve it as you would for a stone
thrower, with the exceptions that hits are resolved ar
Strength of 3 and Armour Saves are allowed as normal.
Arahan may shoot at a different targer to Naestra
{and Ceithin-Har if he is present) if she wishes.

R = e o e
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Bow of Naestra

Wherever Naestra's arrows strike, the ground comes
alive with entangling briars and roots, pinioning the
foe in place, but leaving them unharmed. Naestra's
longhow does not deal any damage, but any unie hit by |
her arrows must take a Strength test ar the start of the

following Movement phase (using the lowest value, if "

there is more than one) — if it fails

the rest, it may not move
that turn. Naestra may
shoot at a different tarper =
to Arahan (and Ceithin-
Har if he is present) if she
wishes.
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WOOOLAND AMBUSH

“There was no warning sir, none at all. Whet happened to our outriders I can omly guess, for we were given neither alarm nor
alert. They attacked in silence, like ghosts from the woodland and T rearet, siv, that half the regiment was struck down awith
blacl-shafted arrows before we were even aware of the danger. Yet it was when they closed with us, quicker than my eye could

follow, that the real Lilling began,”

While the Wood Elves of Athel Loren are not averse to
bringing their deadly skill to the bactlefields of the Old
Warld and beyond, their chief way of warfare does not lie
with formed battle lines and streaming banners, but with
stealth, guile and ambush. Few orders of march can help
but to take an army past areas of woodland, and it is at
this point that it is most vulnerable to attack from the
forces of Athel Loren. To the Elven Spellweavers, all
forests are as one, connected o each other with hidden
paths. There is never any warning that such an ambush
is about to take place, for unusual signs rarely register
within the wood until a hail of arrows pours
farth, striking with deadly accuracy ar the most
vulnerable points in the unwary column, sowing disarray
and panic in their wake. Then, hard on the heels of the
ficst deadly volley, Dryads and Wardancers burst from the
wood, cutting down their foes with precise and fluid
strikes even as more arrows lance over their heads. For
larger ambushes, the Wood Elves may be accompanied by
more powerful allies, such as Tree Kin or a great Forest
Dragon, all the swifter to break the spirit of the
enemy and leave their flecing forms to the mercy of the
Glade Riders’ pursuit.

- from the report of Captain Gustav Svarld, Averland Militia

Overview: The Wood Elves have sprung a deadly
ambush upon a rravelling army, with the intent af
defeating and scattering it before it can interfere with the

fate of Athel Loren. The defender must endure the Wood
Elf assault long enough to see oft the attack.

Armies: Both armies are chosen from the relevant
Warhammer army list as normal, to an agreed points
value. One army should be chosen from the Wood Elves
Army book (attackers), the other side (c efenders) can be
chosen from any Army book. The defender may have
twice as many points as the attacker — a points ratio of
500:1,000 is recommended.

Battlefield: Representing the border of the [orest from
which the ambush has been sprung, the bulk of the board is
covered with small (no larger than & in diameter “or of a
comparable 'footprint’ area) woods. A clear channel at least
17" wide runs from the centre of one long board edge to the
other — this represents the defender’s route of march.

Deployment,

The defender deploys his army in the defender’s
deployment area.

The attacker deploys his army at least 20" away from
enemy units,

The defender deploys any scouts.

The attacker deploys any scouts,

‘Be sure, my som, when you swing your axe,

That the bough you strike is dead

For though winter is come, and the wind doth hlow
Though the air is bitter and the fire is low

You may find that the bough swings back, 1
To crush your skull and break your back,
Sa you pay heed to what Pve said,

And be sure the bough is dead.” '

- from a Bretommian peasant’s working song




Who goes first?
The attacker voes firse, {

Length of Game. Six turns.

Victory Conditions. Both players score Victory Poines as
normal (see the Warhammer rulebook). In addition, the
Wood EIf plaver scores an additional 50 Vietory Poinrs
each time an enemy unit flees as the result of a failed
Panic test.

special Rules. To represent the sudden and rerrifying
nature of Ambush, all defending unies suffer a -1 penaley
tor their Leadership for the first two game turns.

Pre-emptive Strike. If you wish, vou can play this scenario i
as a precursor to a large game of Warhammer. If this is the
case, the defender can choose 1,000 points from his army I|

list to take part in this game, while the attacker may
choose up to 500 points from his army list. Both sides may
only include a single Hero choice, and must have more
Core choices than they have a combination of Special and
Rare choices. Any models killed in this scenario will not
be available in the game to follow (ie, a unic of 20
Halberdiers thar suffers 5 casualties in this scenario will
hegin the main battle with 15 models) and any wounds
inflicted will likewise be cartied over (a Treeman who has
suffered 3 wounds in this scenarios will start the next game

Chres amdd their Goblin kin are owr enemies, for they
are the defilers of plades and murderers of our folk,
Beastmen, the children of Chaos and Long Night are
our enemies. They fight us for our right to exist in the
woodlands and forests. Skaven of the Underworld are
our enemies, for they gnaw the roots of owr world and
bring pestilence and death to owre forests. Dwarfs are
our enemies, for they cut dowun trees to fill their
furnaces and to power their infernal machines, and
many times they have waged war against ws. Kegh-
mon, the hairy Humans ave our enemies, for they are
war-lihe and greedy, and would drive us from ouwr
homes if they could. Many, many of them have tuwrned
to worship of the Dark Powers. Halflings are our
enemies, for they clear trees away for their fields o
grow crops which they then consume with
unsatisfiable hunger. They would eat the whole world
if they could. Elves of Maggaroth and far-off Ulthuan
are our enemies, for they have tuwmed their backs on

Isha and Kurnous, and betrayed their EIf heritage.

These are yowr enemies, child. Know them well and
leeep vour bow and arrow ready.

— common Wood Elf teachimg.

on 3 wounds, rather than ).
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FEY MAGIC Of

4

£ he Wo0d elves

The Elves are able to manipulate the winds of

magic with a grace, ease and flair unmatched by any

of the younger, cruder races. Wood Elves are no

exception, and there are many skilled practitioners

of their own particular fey strand of magic within

the bounds of Athel Loren. Wood Elf mages

e (P tend to follow the path of the ancient Elven

“yp &) god of renewal and rebirth, Isha, and are

sometimes known as the Handmaidens or

Stewards of Ariel. Skilled in the arts of spell-

weaving, they are able to manipulate the energies of
Athel Loren in many varied ways.

Lhﬁs They are adept at creating powerful illusions and
glamours, as well as being masters in the
mystical arts of healing and regrowth. They

Gy A are capable of weaving spells of confusion

; 1 and trickery that can ensure that an
< ,.J " intruder will be unable to discover an Elven
_':,_'1'IJ '\," hall, even if he walks only feet from its

// majestic doors; they can cast dangerous

blasts that strip trespassers of their wits and
memories, and heal grievous wounds with
but the touch of a hand. They are capable
of encouraping trees and undergrowth o
spontaneous growth, which can then he
A directed to creare elegant and arctul forms. In
this manner, the Elves can create beautiful
artistry, such as delicately owisting pillars of living
branches that form the basis of graceful

monuments and structures.

Trees and foliage can be encouraged by skilful

Wood Elf mages to uproot and move about,

blacking off paths and creating new glades. This

is often used as a subtle warning, and most will

¥ be so unnerved by this that they leave Athel

"Iﬂ_ ¥ Loren immediately, but those that choose to

el lﬁ“ ! ignore such warnings are dealt with without
e 'ﬂ mercy. Other Wood EIf mages specialise in
PR learning the secret magical paths of Athel

= i R0 Loren, enabling them to disappear like

P smoke, only to reappear in a completely

different location. Wood Elf mages are

capable of all manner of fey sorceries and
artful spells, and are rightly feared by all.
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Lore of AThel Loren

To randomly generate a spell from the Lore of Athel Loren, roll a D6 and eonsule the chart below. If vou roll
the same spell twice, roll again. Any mage can swap one spell for Tree Singimg if you so wish.

Dé Spell Difficulty
1 Tree Singing 4+
i Fury of the Forest 6+
3 The Hidden Path T+
4 The Twilight Host 8+
5 Ariel’s Blessing 9+
§ The Call of the Hunt 11+
Tree Singing Cast on 4+ The Twilight Host Cast on 8+

The mage encourages the spirits of Athel Loren to
make the forests shift and begin moving. The spell
may be cast on any wood wirthin 18" of the caster,
provided there are no enemy models within it. The
spell makes the chosen wood move D3 + 1" inches
in a direction nominated by the caster before rolling.
The wood can contain friendly units, but the units
must be entirely within the woods — if one or more
maodels in the unit is outside the wood, then the spell
cannot be rargeted on that wood. Friendly troops
within the woods are moved with ir, but must end
their turn ac least 1" away from enemy troops and
count as having moved. The wood stops moving as
SOON a5 it comes in contact with any other unit or
piece of terrain. A wood can be moved more than
once in the same Magic phase.

Alternatively, the spell can be used to inflice D6
Strength 5 hits on a single enemy unit that is even
partially within a wood or similar terrain feature.

Fury of the Forest Cast on 6+
Twisted branches and thorns burst into spontanecus
growth, attacking the enemies of Athel Loren. This
spell may be cast upon a single unengaged enemy
unit within 18", If successfully cast, the spell causes
6 Strength 4 hits. If the target is within 6" of a
wood, then this is increased to D6 Strength 5 hits,

The Hidden Path Cast on 7+
Using this spell, the caster mowves a single friendly unit
out of the corporeal world and beyond the reach of
mortals. This spell may be cast upon a single
unengaged friendly unit within 18" If the spell is
successful, the unir trears all terrain as open ground
and cannot be harmed by non-magical missile
weapons undl the start of the caster’s next Magic
phase. Should the unit become engaged in close
combat, the spell ends instantly.

The mage weaves a powerful illusion, and ghostly grey
shapes appear at the side of the Wood Elves. The
Twilight Host may be cast upon any friendly unit
within 18" of the caster. This unit may be engaged in
close combat. Until the caster’s next Magic phase, the
unit causes fear. If the unit would already cause fear, it
instead cawses terror until the caster’s next Magic
phase. A unit cannot cannot be affected by this spell
twice in the same Magic phase.

Ariel's Blessing Cast on 9+
The caster calls upon the healing powers of Arel,
undaoing even the most grievous injuries, and restoring
life to those who have fallen. This spell may be cast
upon a single friendly unit within 18", and may be
targeted on a unit engaged in close combac (this could be
the mage herself). This unit gains the Repeneration
special rule until the stare of the player's nexe Magic
phase. This spell may be cast into combar,

The Call of the Hunt Cast on 11+
The spirit of Furnous fills the targer of the spell,
infusing them with a part of his savapery, anper and
power. This spell may be cast upon a single friendly
unit within 18", and may be targeted on a unit engaged
in close combat. If already engaged in combat, each
model in the unit gains +1 Attack {does nor affece
steeds or ridden monsters). If the unit is not engaged
in combat, it immediately makes a 206" move towards
the nearest enemy unit that it can see — if it can see no
enemy unit, then it will move straight forwards (for
skirmishers nominate a direction before rolling). A
unit that moves in such a way cannot shoot chat turn.
If this move brings the unit into contact with an
enemy, it counts as charging in the subsequent Close
Combat phase. An enemy charged in such a way may
only choose hold as a charge reaction and must rake
any Psychology tests incurred as normal.
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RELERENCE

N LORDS M WS BS § T W I A ILd  Special Rules
Highbom 5 7 6 4 3 3 q 4 L0
| Spellweaver 5 4 £ 3 3 5 1 g '
I. Treeman Ancient 5 5 ] G (i b 2 5 i Farest Spivit, Scaly Skin (34), Stubborn, Stramgle-roors,
| Flammable, Leavge Target, Tree Singing, Terror
‘ { HEROES M W5 BS 8§ A S 1 A Ld \
| ? Noble 517 T R R R s T [
R Spellsinger 5 4 3 3 2 3 1 8 ’i:
5 Branchweaith 3 J 4 2 g i & Forest Spirit, Fear "
|
I CORE M WS BS 5§ Al WY | A Ld
' Glade Guard 5 el 4 3 3 | 5 | 8 Glade Guard Longbows
b Lord's Bowman 5 4 5 3 3 I 5 1 8 Cilade Guard Longbows
- ! Glade Rider 5 4 4 3 3 | 5 1 i Feest Cavalry
?.._ Horsemascer 5 4 5 4 3 l 3 | ] Fast Cavalry
i Eternal Guard 5 5 4 3 3 | ;) I G Eternal Cruard Fighting Sevle, Bodsauard
' Cruardian 5 5 4 3 3 | 3 o 9 Erternal Gueard Fighung Stvle, Bodypuard
, Drryad 5 4 o 4 4 1 & 2 & Skirmish, Forvest Spirir, Pear
I _ \ Branchoymph 5 4 )] 4 4 | 3 3 8 Skiymich, Forest Spivir, Fear
[ SPECIAL M WS BS 5 T W 1 A Ld
E Wardancer 5 & 4 1] 3 1 & 1 g Slarmish, Shadow Dances of Loec, Immune to Psvchology,
- i Talismanic Tartoos
| Bladesinger 5 & 4 3 3 1 & Z 8 Skirmish, Shadow Dances of Loec, Immune to Psychology,
Telismeanic Tartoos
| Warhawk Rider 5 b 3 2 Z 5 1 5 Flvmg Cavalry, Hit-aned-Kun
Wind Rider 5 4 3 3 2 5 z 8 Flvmg Cavalry, Hit-and-Eun \
Wild Rider 5 5 < 3 1 5 1 o The Wild Hunt, The Frory of Kurnous, Fast Cavealry,
Farest Spirit, Talismanic Tattoos
Wikl Hurter 5 5 4 4 3 1 5 i 9 The Wild Hunt, The Fury of Kuwrmous, Fast Cavalry,
Forest Spirit, Talismanic Tattoos
Tree Kin 4 4 5] 5 3 3 3 8 Forest Spirirs, Scaly Skin (44 ), Flammable, Fear
. Tree Kin Elder 5 4 { 5 5 3 3 4 8 Forest Spirits, Scaly Skin (443, Flammatle, Fear
’i
'[ BRARE M WS BS § 4 gL, 1 AN
Wavwatcher 5 4 3 3 3 | 3 1 H Skirmish, Lethal Shot, Forest Stalkers
_ Shadow Sentinel 5 4 § 3 3 I 5 I 8 Skirmish, Lethal Shot, Forest Stalkers
{ Great Eagle 2 5 0 4 4 3 4 . ) Fly
! Treeman 3 3 a & 6 £ 2 5 ! Firvest Spirie, Scaly Skin (34), Stubbom,
| Strangle-roots, Flammable, Tree Singing,
I,' Terror, Large Target
i STEEDS M WS BS 3 g bt b b A A Ld
:;[ Elven Steed il Sl A R T T i Fust Cavalry
I i Warhawk 1 4 0 4 3 - 5 | 5 Flying Cavalry, Hit-amed-Run
I Unicorn [ 5 0 4 4 3 b 2 ] Impale, Magic Resistance {2), Fovest Spint
Great Stag 4 CHRE o i e Y A s i Forest Sparit
| Forest Drapon 6 & &) & & & 3 5 A Lavge Target, Terror, Fly, Poison Breath,
| Scaly Skin (34}
:I
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