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High Loremaster Teclis rushes to aid in the defence of a High Elf Citadel
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THE HIGH ELVES

Elves are the oldest and most civilised race on the
known world. The birth place of their race, the island
realm of Ulthuan, has a recorded history going back over
8,000 years. Their great ships dominate the sea-lanes
from the Old World to Cathay and their armies
command grudging respect from even their most bitter
foes.

Elves are pale-skinned with fine, aesthetically beautiful
features and hair as fine as flax. They are tall and proud
in their bearing and though they have a slim build they
are surprisingly strong and agile for their size. Elves are
long-lived, some say immortal, and less vulnerable to
disease than humans. Their movements are graceful and
controlled, their minds are quick and clever with an
intensity and depth of insight which makes them seem
fey and strange to other races. Indeed, more than once
the Lords of Ulthuan have made war amongst
themselves or upon other races for some real or
imagined slight, for though they are a noble people the
High Elves can be cold and haughty, quick to anger and
slow to forgive.

Elves are taught the arts of war from an early age and
swiftly master the sword, the bow and the spear. Those
of noble birth learn to ride with exceptional skill, and
are taught to bear the arms of the Silver Helms, the
magnificent Elven knights who fight in the vanguard of
the High Elf army.

All Elven weaponry and armour is finely crafted. Swords
are often passed down from father to son, and may be
extremely ancient family heirlooms that have drawn
blood in thousands of battles. Armour is beautifully
made from a myriad of tiny metal scales making it
lightweight and very flexible but stronger than steel.
Their tall, shapely helmets are intricately carved and
often encrusted in precious gems, for Elves love
gemstones and use them to decorate their wargear.

The High Elves have developed sorcery far beyond the
accomplishments of any other race. They were the first
to study magic and remain the greatest masters of it in
the known world. The forces of magic have been
harnessed to protect the land of Ulthuan, for without
the conjurations of the High Elves the entire island
would sink beneath the waves forever. High Elf mages
are mighty spell casters whose fiery blasts and awesome
energies have won many a battle. It is the Elves who in
years past taught magic to men, although the EIf Mages
far surpass the human wizards of the Old World in their
skill and knowledge.
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THE LAND OF ULTHUAN

The island continent of the Elves is situated in the Great
Western Ocean between the Old and the New Worlds. It
resembles a hollow ring of land surrounded by scattered
archipelagos. The ring is broken only at its
southernmost point by the Straits of Lothern. These
provide the only sea route between the island’s Inner
Sea and the ocean.

The Inner Kingdoms lie on the shores of the Inner Sea,
and the Quter Kingdoms lie on the wild ocean shores
and the island chains. Here lie the northern Kingdom of
Cothique and the mountainous realm of Chrace. To the
west and east lie the fertile but sparsely populated
kingdoms of Tiranoc and Yvresse. In the south lies
Eataine with its fortress city of Lothern glittering like the
gemstone in a giant ring. A range of titanic cloud-
piercing peaks, known as the Annulii, separates the
Inner and Outer Kingdoms. The highest valleys and
plateaux of this region disappear into a strange,
glittering mist of raw magic so strong it becomes visible
even to those without the wizard sight.

Within this realm the stuff of dreams and nightmares can
coalesce from the very air. The sun is never visible; it is
eternal twilight, Time flows strangely and travellers
become lost for years although they think they have
been walking only hours. Even the use of.magic
becomes unpredictable in the mountains. This unstable
region of Ulthuan has a strange other-worldly quality
more akin to the realms of Chaos than to mortal lands.

The mountains are riven with magic because Ulthuan
itself acts as focal point for the winds of magical energy

which blow across the known world from the
Northern Wastes. These drifting energies are
drawn to Ulthuan, like water in a whirlpool,
forming a vortex of magic. In this way Ulthuan
drains magic out of the known world and
prevents the tide of magic overwhelming
everything and turning it into a seething realm
of Chaos. The creation of this magical vortex
was one of the first and greatest acts of the
High EIf mages of Ulthuan.

The Annulii is almost impossible to cross save
by certain passes and tunnels guarded by
massive fortified gates. Many wild and evil
creatures are spawned in the mountains or
drawn there on the winds of magic. For the
most part they are confined there by the same
spell which draws the magic to Ulthuan, but
some things manage to find their way down to
ravage the lands below. Griffons, chimera and
other monsters find their way into the
hinterlands of the Inner Kingdoms where they
are hunted for sport or captured as war mounts
by the High Elves.

So few passes breach the near impenetrable
mountains that most communication between
the inner and outer realms takes place by sea.
Thus the Inner Kingdoms are unspoilt
wildernesses for the most part, covered by
huge, ancient forests or grassy, rolling plains,
utterly free of the stamp of habitation.

In contrast to the storm-lashed Quter Kingdoms and the
twilit Annulii the Inner Kingdoms bask in eternal
summer, filled with a dazzling selection of exotic plants
and animals unknown in other lands. Even near the
settlements of the Elves the land is unscarred by the
mark of hoe or plough for EIf agriculture is magically
efficient and their diet is supplemented by hunting and
fishing. The High Elves possess a great respect for their
land and build their cities in harmony with nature as
much as possible. Using sorcerous building techniques
they craft mighty cities of tall white towers that blend
into the surrounding landscape like groves of great pale
trees.

A network of great menhirs crosses the continent of
Ulthuan from shore to shore and channels the magical
energy of the vortex ever inward. Each standing stone
collects the raw power and channels it to its inward
neighbour. Many mages build their dwellings along
these channels and many places of power occur where
the lines intersect. The Elves have been known to bury
their dead at these points in great high mounds or
barrows. This pins the souls of the dead to these places,
letting the ghosts guard the lands they love and saving
their spirits from the terrible prospect of being
devoured by the Gods of Chaos.

All magic is dangerous and the titanic forces drawn into
the realm of Ulthuan are more dangerous than any
other. Should the network of stones be damaged the
fine balance of energies could collapse in upon itself
and consume Ulthuan in a holocaust of raw power,
turning it into another Realm of Chaos which the Dark
Elves would return to claim for their Chaos Gods at last.
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THE ‘KINGDOMS OF ULTHUAN

The kingdoms of Ulthuan are ruled by a collection of
princes, princesses and mages, above all of whom
preside the King and Queen. The relationship between
these rulers and the princes of Ulthuan is not as simple
as the titles would suggest. The kingship is not
hereditary and the King and Queen maintain separate
courts.

The Queen of Ulthuan is always the Queen of Avelorn.
Her realm is the site of the principle shrine of the Earth
Mother and she is regarded as the spiritual leader of the
whole EIf realm. The position of Phoenix King is
elective. He is chosen from among the Princes of
Ulthuan on the death of the previous Phoenix King and
crowned at the massive pyramid Shrine of Asuryan
located on an island in the Sea of Dreams, outside the
borders of any of the kingdoms.

Naturally, since having their ruler become the Phoenix
King enhances the prestige of a kingdom, the selection
of the new ruler of Ulthuan is a process fraught with
diplomatic manoeuvring as the interests of various
political factions have to be juggled.

Since the king controls the foreign policy of Ulthuan the
character of the various Phoenix Kings defines periods
of Elf history. An isolationist king means that the land of
Ulthuan can turn in on itself for a thousand years or
more. The current king, Finubar the Seafarer, is from the
trading state of Eataine which accounts for Ulthuan’s
renewed and vigorous interest in distant lands. Since
most foreigners know only of the Phoenix King and the
pre-eminence of Eataine they tend to assume that
Ulthuan is a far more homogeneous bloc than in fact
it is.

THE INNER KINGDOMS

The Elven Kingdoms can be divided into two groups:
the Quter Kingdoms and the Inner Kingdoms. The Inner
Kingdoms are set within the twilit ring of the Annulii,
shielded from contact with the outer world by the
mountains and buffer states of the Outer Kingdoms. The
inhabitants of many of the inner lands tend to be
introverted and dreamy. They are scholars, mystics and
sorcerers without peer, but are affected by a languor that
means they rarely bestir themselves except for the most
pressing and dire of circumstances.

The Outer Kingdoms are more worldly, as one would
expect from nations that have to deal with marauding
Norse and Dark Elf raiders. Pre-eminent among the
outer Kingdoms is Eataine, within whose borders lies
Lothern, the greatest seaport in all the world. Eataine’s
control of the straits of Lothern makes it unique in
Ulthuan because it straddles both the Inner and Outer
Kingdoms.

EATAINE

As the realm from which the current Phoenix King
comes Eataine (pronounced Ay-a-tain) is considered first
among the Elf Kingdoms. However, Eataine is simply the
hinterland of the vast city-state of Lothern, Its lands are
dotted with vineyards, villas and summer estates to
which the noble families of the city retire. The city is the
real centre of power and source of Eataine’s prosperity.
It is one of the wonders of the known world and no-one
who has ever visited it can forget it.

Approaching Lothern the first thing a mariner sees is the
Glittering Tower, a great lighthouse filled with
thousands of lamps, situated on a rocky isle in the
mouth of the treacherous waters of the Straits of
Lothern. This titanic fortress guards the approach to the
Emerald Gate, the first sea-gate of Lothern. Any attackers
approaching the Emerald Gate can easily be caught in a
crossfire between the great war engines in the Glittering
Tower and those on the Gate. The sight of these great
bastions gives any would-be attacker just pause for
thought.

Guided by an EIf pilot the ship then passes through the
Emerald Gate, a great fortified arch filled with war
machines and the cloaked spearmen and archers of the
Lothern Sea Guard. Two gigantic valves of carved bronze
set with monstrous emeralds bar the way but as the ship
approaches they smoothly swing back through the
churning waters to reveal the Straits of Lothern. The
craft passes down a wide channel between sheer cliffs
lined with castles, ramparts and defences, before
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Ulthuan is immense in size, a great colossus resting in the Western Ocean between Old and New Worlds. The shape of
the island-continent can be likened to a great hollow ring. The Outer Kingdoms lie on the shores of the mighty ocean,
while the Inner Kingdoms circle the Inner Sea. ’

The mighty Annullii Mountains separate the Inner and Outer Kingdoms. These mountains are practically impossible to
cross save through the great fortified passes and tunnels guarded by massive gates. These gates were built during the
rule of Caledor the Conqueror. They are not merely gates by mighty garrisons and military bases, and none of them
has ever been taken by an enemy.
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passing through the second portal, a gate of shining
silver set with sapphires the size of a man’s head.
Beyond the Sapphire Gate lies a huge lagoon ringed
around with the shining towers of Lothern.

The city fans upwards from the coast, its white towers
climbing gracefully into the foothills of the distant
mountains. Bobbing at anchor are thousands of vessels
ranging from the trading ships of the merchant princes
to the fanciful pléasure barges of the people of Lothern
and the sleek, deadly warships of the High EIf fleet. The
city of Lothern is not simply built around the lagoon; at
some points artificial islands have been built within its
waters. On these rest great palaces, temples and
storehouses forming an intricate network of canals.
Towering two hundred foot-high statues of the Phoenix
King and the Everqueen face each other across the
mouth of the bay and around the harbour are other
great statues of the EIf Gods: Asuryan, Lileath, Kurnous,
Isha and many others.

This is as far as any non-Elf can go. He is free to sample
the delights of the city but is forbidden to pass through
the third gate of ruby and gold into the Inner Seas. The
two most sacred shrines in all Ulthuan lie in the Inner
Seas to the north of Lothern, as well as the strange and
terrible area known as the Isle of the Dead.

THE INNER SEA

The area known as the Inner Sea is divided into the
eastern Sea of Dreams and the western Sea of Dusk. The
waters here are magically calm and peaceful. Trading
ships from the Inner Kingdoms ply these placid waters
bearing horses from Ellyrion and the magical wares of
Saphery to Lothern and returning laden with the wares
of half the world. Many pilgrims take passage on these
seas en route to the Shrine of Asuryan in the Sea of
Dreams and the Earth Mother in the Sea of Dusk.

Once a year the sacred white barges of the Phoenix King
and the Everqueen ply the waters to their respective
shrines. These stately craft are an awe-inspiring sight,
each carved from the bole of single great ironwood tree.
Each ship is built for the coronation of the ruler and on
his or her death bears them off to the Isle of the Dead to
rest at last with the ancient rulers of Ulthuan. As the
barges plough the blue waters nothing slows their
stately progress, no wind fills their sails, no hand guides
their tiller. They follow the lines of power that run
through the Inner Sea to their destination. In times of
great trouble, the ghostly outlines of the White Ships can
be seen sailing the waters of the Inner Sea.

The Shrine of Asuryan, the Phoenix King, is located on
the Island of the Flame due north of Lothern. Within this
ancient pyramid the eternal fire of the phoenix burns.
This pure white flame leaps from a great fountain of fire
in the central chamber of the pyramid. The new king
bathes in the fires when he is crowned, passing
miraculously unscathed through the inferno before
emerging to be clad in ceremonial white and gold
coronation robes and to have the great feathered cloak
of kingship draped around his shoulders. The shrine of
Asuryan is guarded by the formidable warriors of the
Phoenix Guard. During their term of service these
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warriors take a vow to speak no word. They fight in a
silence that is terrifying to their foes. After their term
they never speak of the mysteries they have witnessed.

To the north of the Shrine of Asuryan, at the centre of
the Sea, indeed at the centre of Ulthuan, is the Island of
the Dead. This is the secret heart of Ulthuan, the nexus
of the great spells of the ancient High EIf sorcerers to
which all the magical power drawn into the vortex
eventually flows. The Isle of The Dead is so suffused
with sorcerous power that time has been destroyed, and
the island exists outside time, beyond the reach of the
physical world. If Elves were to sail to the Isle today they
would find the High EIf mages of old, caught like flies in
amber, still chanting their ages-long spells to preserve
the balance of the world.

North of the Isle of the Dead is the shrine of the Earth
Mother. Here is located the great cavern-temple of the
Mother Goddess within which dwells her oracular
priestesses. The temple is located in the Gaean Vale, a
long and beautiful valley, lined with wild apple trees and
nourished by waterfalls and clear springs. Within the
underground complex many mysterious rites take place
which no male Elf is allowed to witness. Every EIf
woman is expected to make a pilgrimage here once in
her life. It is here that the Everqueen is crowned in a
week-long ceremony.

CALEDOR

Caledor is a thinly populated, mountainous realm to the
west of Eataine. In elder days several of the Phoenix
Kings of Ulthuan came from here and the kingdom
enjoyed a power far beyond its sparse population would
suggest. The reason for this can be summed up in one
word - dragons.

These mighty creatures made their lairs beneath the
blazing peaks of the Dragon Spine Mountains. Nestled
within these bleak volcanic highlands are fertile valleys
filled with game plentiful enough to satisfy even the
appetites of dragons. Here, long ago, came Caledor
Dragontamer. This mighty High Mage bound the
fearsome dragons to his will, using harnesses of
enchanted truesteel smelted in the fiery heart of Vaul's
Anvil. His descendants named their kingdom Caledor in
his honour.

Great granite fortresses sprang up in the misty vales and
from them Dragon Princes rode the thermals over sullen
volcanoes. In battle none could stand against them, for
the Dragon Princes of Caledor were fearsome mages as
well as mighty warriors, and their steeds were terrible to
behold. Though the Dragon Princes were few the
destruction they could wreak was unmatched then as it
is now and few dared the wrath of Caledor.
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Eventually the mountains cooled, and the volcanoes
erupted less. Even as the peaks lost their fire so did the
dragons lose theirs. One by one, they drifted into
slumber, becoming ever more difficult to rouse. Those
that remained awake became sluggish and
temperamental, and their riders became reluctant to use
their mounts save in times of direst need. As the strength
of the dragons waned so did the power of the Dragon
Princes. The long reign of the Dragon Princes ended and
their grip on the throne of the Phoenix King was lost.
The old realm of Caledor was eclipsed by other realms
including the fast-rising mercantile city-state of Lothern.

Even in their weakened state the Dragon Princes are still
formidable. They are fierce and noble warriors and
though the dragons are few they can still rouse some in
times of great need. At other times the Dragon Princes
ride to war on mighty Elven steeds fully armoured and
caparisoned as dragons.

Caledor is also famous as the location of Vaul’s Anvil,
fiercest of all volcanoes. On this blazing black island at
the very tail of the Dragon Spine is the great shrine of
Vaul, god of smiths. His temple is to be found on a ‘gi-‘eat
tower of black adamant rising out of the steaming lava
within the volcano’s crater. The temple can only be
approached over a narrow drawbridge of truesteel.
Within this shrine the blind smiths of Vaul forge
weapons of power and devices of infinite cunning for
use by the Elf Lords.

ELLYRION

North of Caledor, bordering on the Inner Sea, is
Ellyrion, the realm of the Horse-Lords. Tor Elyr is its
single great city. Great herds of horses thunder across
the sweeping plains of Ellyrion. It is a land of gentle
summers and mild winters. Touched by beneficial
magics and feeding on the long grasses of the steppe,
the steeds of Ellyrion are the swiftest and most noble of
four-legged beasts. Fast as the wind and loyal unto
death, they are the perfect mount for Elf nobility.

The Horsemasters of Ellyrion live in harmony with their
mounts. They prefer not to break the beast’s spirit with
harsh treatment. Rather they enchant them magically
and the horses serve willingly The Elves repay this
loyalty with kindness. They hunt down any who harm
their steeds and treat them with the utmost severity.
“Better to harm the brother of an Ellyrian than his
horse,” is a well known saying in Ulthuan.

The Horsemasters are proud and haughty. They are a
wild, free-spirited people, quick-tempered as Elves go,
and swift to avenge any stain on their honour. They are
flamboyant and skilled riders, capable of performing
staggering feats of archery and acrobatics on horseback.
It is said that they learn to ride before they learn to walk,
and this is almost true. While still very young each
Ellyrian child is bonded to a specially selected foal.
When they are older this chosen steed will bear its rider
into battle. The loyalty of these horses to their masters is
legendary. They stand over their riders while they sleep
and watch for any danger.

The Ellyrian cavalry is constantly called to battle, for
Ellyrion is one of the main areas that the Dark Elves of
Naggaroth raid if they can get across the mountains. The
Dark Elves often steal the black horses from the great
herds to act as their steeds. As a consequence of this
black horses have a bad reputation in Ellyrion. An
Ellyrian mounted on a black horse can often find himself
a prime target for Dark EIf attacks

The Horsemasters maintain constant cavalry patrols
across their lands to warn of any incursion. The Ellyrian
Reaver Knights are a force famed throughout Ulthuan
for their hardiness and prowess in battle. They are often
expected to spend days on the march, even sleeping in
the saddle, and then fight a pitched battle.

Tor Elyr is a beautiful city on the coast of the Sea of
Dusk. It is built on a series of island castles linked by a
web of silver bridges. Each castle is a palace, sculpted
from the living rock of a peaked island. It is here that the
dauntless cavalrymen of Ellyrion rest when they return
from their long sweeps through their embattled land.

AVELORN

North east of Ellyrion, across the river Arduil, lies the
great Forest of Avelorn, most ancient of all the EIf
realms. Upon its tangled groves ancient glamours lie and
under its eaves creatures of legend still walk. The largest
population of Treemen in the world tend their wild
gardens of oak and suntree. Great Eagles nest in the
enchanted hills, and Unicorns walk in its sun-dappled
glades. The Elves that live here are a strange, fey breed




with more kinship to the Wood Elves of Athel Lothern in
the Old World than many in Ulthuan.

Summer lies eternally on Avelorn’s enchanted glades.
Beneath the leafy bowers the golden subjects of the
Everqueen dance and sing. The court of the Everqueen
moves through Avelorn from place to place like a great
carnival, pitching silkén pavilions of myriad colours
wherever it halts. By day, silver laughter rings through
the forest as the Elves make sport. By night, faery lights
flicker in the darkness, drifting behind the Everqueen’s
courtiers and illuminating the revels and feasting. With
its perfect weather, bountiful forests and beautiful near-
immortal inhabitants Avelorn seems the sort of rustic
paradise of which mortal men can only dream.

Yet beneath this carefree surface bitter enmities stir.
Factions at the Evercourt vie for the favour of the Queen.
Old rivalries are barely submerged and every quip has a
deadly double meaning. For prestige is treated as a
matter of life and death in Avelorn. To be chosen as the
Queen’s handmaid is the highest honour for an Elf-maid
or her family, just as to be chosen as her consort is the
dream of every youth of Avelorn. All seek to enhance
their status at the cost of their rivals.

The handmaids of the Everqueen are not mere courtiers;
they are her warrior guard — a hundred beautiful Elf-
maids schooled in the arts of war till they exceed or even
surpass the greatest of EIf knights with sword, bow and
lance. They guard the Everqueen as her court travels
through Avelorn for the forest contains many dark and
dangerous places where the hearts of the trees are
rotten and great spiders lurk. The tainted places near
the mountains are shunned by all but the boldest Elves
for lurking evil can strike the unwary even here. At times
great Chaos beasts find 2 way down to Avelorn from the
Annulii and ravage the land, but they are swifily and
ruthlessly hunted down by the Everqueen’s would-be
consorts in an effort to gain her favour.

Avelorn is ruled by thie Everqueen, the chosen of the
Earth Mother, mistress of the undying forest, preserver
of green fastness, observer of the rites of the golden
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spring, occupant of one of the Twin Thrones of Ultliuan
The Queen of Avelorn is the firstborn daughter of the
previous queen conceived after her yearlong ritual
marriage to the Phoenix-King. After this they go their
separate ways. Both can take new consorts but only their
daughter can be the new Everqueen. Hence the Queens
of Avelorn have always been the Everqueens of Ulthuan,
forming an unbroken chain from ages past.

Gifted by the goddess the current queen, Alarielle, is
extraordinarily beautiful. She is an accomplished mage
and oversees all the complex fertility rites of Avelorn and
Ulthuan. As such she holds tremendous power and
prestige in Ulthuan. Her only real tival in these stakes is
the Phoenix King himself. Often there is rivalry between
the two Thrones. The Everqueen’s policies may be at
odds with those of the Phoenix King. The Phoenix King’s
are often war-like and expansionist and the Everqueen’s
peaceful and introverted. But this balance of opposites
is at the very heart of the High Elves’ concepts of
rulership — being ruled by a single all-powerful dictator
would be unthinkable to them. One thing unites both
factions: an abhorrence of the Dark Elves of Naggaroth
and all they stand for. Between Ulthuan and Naggaroth
there can exist only war unto the death.

SAPHERY

South and east of Avelorn, on the shores of the Sea of
Dreams, lies Saphery, the land of wizardry. The heart of
Saphery is the Tower of Hoeth, the shrine of the God of
Wisdom. This is the greatest repository of magical
knowledge in the world, compiled down the centuries
by High Elf mages and scholars, who dedicate their lives
to the accumulation of magical lore. The Tower of Hoeth
rises high above the forest. This bone-white structure is
almost half a mile high, a feat of engineering made
possible only by magic. It was built over twenty
centuries ago on the orders of the Phoenix King of the
time, Bel-Korhadris, the Scholar King. The tower stands
at the point of a great confluence of the coursing
magical energies of the vortex, a fact that lends it a
greater strength than any creation of mere bricks and
mortar.

The tower is visible tens of miles away, a sharp white
needle of stone thrusting into sky. Its approaches are
guarded by rings of illusion and mazes of spells which
means only those selected by the Loremasters of Hoeth
ever find the true path to the tower. Those who seek
wisdom at the shrine will find it. Those who seek power
for power’s sake are never seen again.

The Tower of Hoeth is also the home of the Sword
Masters, warrior-ascetics who dedicate their lives to the
pursuit of wisdom and learning carefully controlled
violence. They study meditation and martial arts until
they are capable of super-human feats of arms. They
favour the Elven greatsword above all other blades: a
wicked weapon a full five or six feet in length, double-
edged and razor sharp.

The Sword Masters are so superlatively trained that they
can wield these mighty swords as fast as an ordinary
warrior can a normal sword. A Sword Master always
seeks to master new killing blows and different
individuals perfect their own personal sword strokes,
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giving them a style of fighting as distinctive as a
signature. The Sword Masters are the agents of the
Loremasters and of the Phoenix King. They wander the
land seeking news and reporting back to the tower. The
Supreme Loremaster often dispatches them to deal with
threats to the interests of the Tower and the Kingdom.

Beyond the spell-walls of the Tower of Hoeth are the
domains of the nobles of Saphery. All of the Princes and
Dukes of this realm are mages of awesome power. They
are reclusive and idiosyncratic, dwelling in exquisite
mansions far from each other with their families and a
select band of retainers.

Each noble’s home has its own character reflecting the
interests and magical researches of its patrons. The
palace of Anurion the Green, for example, is surrounded
by terraced gardens containing many strange and exotic
plants, some carnivorous, some sentient, some both.
Many of his collection are not even of this world. The
mansion of Hothar the Fey drifts gently across the sky of
Saphery, landing at its owner’s whim. The crypt of Mad
Chasyrion is avoided by everyone since its owner is
misanthropic and known to perform many strange and
dangerous sorceries there.

Not all the inhabitants of this realm are solitary. Some
are great warriors and statesmen. These mages of
Saphery and their personal guards are often summoned
by the Phoenix King to aid him in his wars. Many are
dispatched on missions by the lord of the Phoenix
Throne and can be found leading armies in strange and
out-of-the-way parts of the world.

THE OUTER KINGDOMS
TIRANOC

Tiranoc is the westernmost realm of Ulthuan. Once it
was the fairest of the EIf lands. Majestic snow-capped
peaks towered over sweeping flower-strewn plains. The
people were great sailors who colonised much of the
eastern New World. Wealth flowed from these colonies:
gold to gild the city spires, silver to be wrought into the
bodywork of their chariots, furs for winter wear and
medicinal herbs to cure the sick. The charioteers of
Tiranoc, famed throughout the land for their skill and
daring, raced between their white marble cities. The folk
were content and peaceful and their lives golden. But
this time of happiness was to pass.

In the dark time of the Sundering when the Dark Elves
broke with the people of Ulthuan Tiranoc suffered
grievously. Though close kin to those who would follow
the dark paths the folk of Tiranoc remained loyal to their
Elven heritage and paid a dreadful price. At the climax
of the Wars of Sundering the Dark Elf mages unleashed
such mighty magics and the High EIf mages responded
with such mighty counter spells that the whole of
northern Ulthuan was devastated.

The Shadowlands crumbled and disappeared below the
hungry waves. The heartlands of Tiranoc were swamped
by a succession of enormous tidal waves that drowned
the plains and smashed the cities. Only the mountains
were left above water, islands rising from the turbulent
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waves. A few small towns clung to the slopes of the
lower peaks. To the east was a thin strip of coast, all that
remained of the sweeping plains of Tiranoc.

When the colonists returned from the New World they
found their homeland drowned and their kinsmen dead.
What had once been the greatest and most prosperous
of Elf realms had effectively ceased to be. Saddened,
many of the colonists returned to the New World.
Others, unable to bear the grief, swore to remain in their
homeland and rebuild it to its former glory. Over the
millennia they have slowly done so, and now there are
once more prosperous cities in the west, and although
the folk are few in number, they are hardy. The new
coast of the continent, although less fertile than the
plains of old, has been planted and cultivated and once
more chariots run along the coastal strip.

The folk of Tiranoc have grown as hard and bitter as
their land. The long struggle to reclaim what was theirs
has made them cold and deadly. The songs of ancient
times remind them of what they lost and there is a
savage hatred in their hearts towards the Dark Elves of
Naggaroth. Many a Dark EIf army has been lost in
Tiranoc while trying to make its way to the more
populous lands of the south and east. In the north a
constant war is waged against incursions from
Naggaroth and the folk of Tiranoc and their kinsmen
from the New World are always to the fore.

THE SHADOWLANDS

This dark and desolate region was once part of a mighty
Elven Kingdom called Nagarythe. During the reign of the
first Phoenix King, Aenarion held court here with his
Queen, the sinister Morathi. The Elves of Nagarythe
fought against Chaos for many long years until Aenarion
finally triumphed and the land was freed from the perils
of the Dark Gods. The desperate struggle hardened and
embittered the Nagarythe, so that other Elves came to
regard them as a cruel and bloodthirsty people. After
Aenarion’s death his son by Morathi, Malekith, inherited
the Kingship of Nagarythe which land he ruled for many
years until the time of the Sundering.

When Malekith rose against the rightful Phoenix King he
led his warriors in a savage and destructive war.
Eventually the tide of battle turned against him, and
Malekith invoked the terrible spell which brought
destruction upon the Kingdoms of the west. Much of
Tiranoc was engulfed by the sea. Nagarythe was
destroyed and its people fled with their evil master to
the cold lands of the New World. They became the Dark
Elves — evil kin to the High Elves of Ulthuan. Today what
little remains of this once proud Kingdom is called the
Shadowlands. It is uninhabited except by wanderers and
beasts.

The mighty fortress of Anlec, from where both Aenarion
and Malekith ruled the once proud people of Nagarythe,
was destroyed during the Sundering. Since that time the
Dark Elves have returned more than once to reclaim
their ancient Kingdom, but each time they have been
expelled by the High Elves. The ruins of Anlec have been
refortified, fought over, and cast down again more than
once, and even today they draw the Dark Elves back to
the lands of their ancestors.




THE ISLES

The Isles of the North suffered most during the Wars of
the Sundering. Here cataclysmic forces were unleashed
that drowned the land and shattered the northern part
of the continent. The remaining islands are tortured and
twisted places, blasted by fire and death, and near
lifeless. Such life that does survive is warped from
contact with the pools and flows of dark magical energy
left over from the war. Monsters, stirred from the
lightless ocean depths by the sinking of the lands,
sometimes come ashore here in search of prey.

This realm once belonged to the Elves of Naggaroth and
they still seek to reclaim it. The Elves of Ulthuan
maintain fortresses and watchtowers in these desolate
lands to warn them against invaders. Year by year war is
waged here. Sometimes the Isles are in possession of the
Dark Elves, sometimes in possession of the warriors of
the Phoenix King. This is truly a sundered land.

Rising over the misty wilderness of the Blighted Isle,
largest of the surviving islands, is the great shrine of
Khaine the EIf war-god. This shrine has long been
abandoned but it is still a place of great power and of
deep significance to both the Elves and the Dark Elves.
Both worship Khaine as a god and both claim his shrine.

The shrine itself is a massive black altar within which is
embedded a weapon of power. Everyone who looks
upon it sees a different weapon. Some see a spear,
others a sword, others an axe. All agree that the weapon
drips blood. The altar sits on a vast plain over which
many battles have been fought. The bodies of the dead
are left unburied, so the plain is covered in the bones
and skulls of Elf and beast. Spirits of the dead drift over
the battlefield locked in eternal battle. The mist itself is
red-tinted and smells of blood. On certain nights all the
ghosts do battle and the distant echoes of their screams
and war-cries are born on the wind.

The boundaries of the sacred battlefield are marked by a
thousand great carved menhirs. These represent the
various aspects of Khaine. Some have been toppled, and
some are so eroded that they appear to be nothing more
than wind-scoured boulders. Others carry the image of
swooping hawk, the blood-maddened bull, the scorpion
stinging, the wounded warrior. All these obelisks are
dark and sinister, their hulking forms glowering over a
carpet of white bones under leaden skies.

The Elves see Khaine as a god of unleashed violence. For
them he is a dark god but a necessary one, for they live
in a violent world and must be able to fight when called
upon to do so. Khaine is part of every Elf soul, a part
they would rather never have to confront, but a part that
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they need. His murder lust is there to be used when
danger threatens but it must be controlled and used
wisely. Elf rituals of Khaine worship stress this need for
control.

The Dark Elves see Khaine in a different light. His Dark
Elf followers have given themselves over entirely to his
worship. They let their dark sides control their lives and
actively seek opportunities to cause death and carnage.
They revel in their bloodlust and gratify it at every
opportunity.

In a way, the struggle for the Shrine of Khaine is
symbolic of the greater struggle in the soul of the EIf
race, between those who follow the darkness and those
who seek some measure of harmony. None know how
the struggle will end. ’

CHRACE AND COTHIQUE

These are the northernmost Elf realms and they share
many characteristics. In the elder days they were
relatively empty lands, occupied by those who sought to
escape the more civilised realms and return to nature.
Now they exist in a state of permanent war.

Chrace is the main route through which the Dark Elves
seek access to the Inner Lands. Elf troops constantly
move through en route to war with the Dark Elves. As
the war has gone on, the lands have become perilous.
The isolated communities of the wooded highlands have
been fortified. The locals are great hunters and scouts,
adept at guerilla warfare and skilled with bow, sword
and axe.

The mountains of Chrace are the home of the fearsome
white lions. These mighty beasts range the wilderness in
search of living prey. To be counted a real hunter, an EIf
of Chrace must hunt and kill one of them single-handed.
The beast also gives its name to one of the most
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legendary units in the service of the Kings of Ulthuan:
the White Lions, a picked group of warriors who guard
the person of the Phoenix King.

The founding of the White Lions dates back to the time
of the bitter civil war with the Dark Elves when Caledor
the First was recalled from hunting in Chrace to become
the new Phoenix King. He was attacked by Dark EIf
assassins on the road to Avelorn and was only just saved
by the timely intervention of a party of Chracian hunters.
They then fought their way past the Dark EIf patrols and
back to the Inner Sea. Since then a unit of tough
Chracian warriors has traditionally guarded the Phoenix
King, resplendent in their white lion skins and armed
with fearsome double-handed war axes.

Cothique is a coastal kingdom, peopled by shrewd and
hardy seafolk. Their graceful vessels plough the
turbulent northern waters in search of food and trading
with distant lands. This is a highly dangerous area to sail
in because the seas contain many monstrous creatures
which were stirred up by the collapse of northern
Ulthuan centuries ago - Kraken, huge shark-like
megalodons, Behemoths and even the dread Black
Leviathan are all commonly seen in the waters north of
Ulthuan.

The sailors of Cothique actually seek out these monsters
in great sea-hunts, matching their skills and the speed of
their light craft against brute strength and animal
cunning. The brunt of Norse raids from beyond the Old
World also fall upon Cothique and the Elves of Cothique
have been toughened by centuries of warfare with these
fierce human warriors. The small harbours that line the
rocky coast of Cothique hold many craft which double as
warships in times of need.
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YVRESSE

Yvresse is the land of mists. The mainland of Yvresse lies
along the eastern coast of Ulthuan but the realm also
encompasses the islands of the Eastern Ocean. The
mainland is a wild coastline fringed by deep coniferous
forests. Long fjords thrust inland from the coast. The
forests tumble down the mist-shrouded valleys right to
the water’s edge. The foothills of the Annulii march off
to the distant peaks that tower dramatically into the
clouds. This is the wildest, bleakest and least densely
populated area of Ulthuan.

To the east of the mainland are the Shifting Isles. This is
an area shrouded in legend and dark rumour where
ancient spells of illusion shield the eastern coast of
Ulthuan from intruders. The whole area is wreathed in
mists. Within these billowing clouds strange and
terrifying things are often seen; whether these are the
products of men’s ensorcelled imaginations or whether
they actually exist is something not often discussed.
What is known is that some of the islands definitely do
move and this is no mere illusion. This creates
treacherous mazes of shoals and sandbars which can
confuse even High EIf pilots.

Yvresse has only one major city: Tor Yvresse. The
Warden of the City is the great Elven hero Eltharion. He
dwells in a high tower looking down on the metropolis
and can often be seen flying high above it on his War
Griffon Stormwing. Tor Yvresse itself is one of the oldest
and most beautiful of all Elf settlements but its time of
glory is long past. Many of the old mansions are
uninhabited and the great amphitheatres, once host to
plays and masques, are silent and empty. Elves live long
lives but their children are few and in recent centuries
the birthrate has declined steeply. The population of Tor
Yvresse is less than half what the city was built to
accommodate and the wide boulevards seem empty
even when the entire population takes to the streets
during the great Festival of Masques. The mighty old
walls are wide and deep but the city has barely enough
warriors to protect them. Fortunately the city has long
been protected by the sorcerous Shifting Isles but its
ability to defend itself in the event of a serious invasion
has long been in doubt.

Less than a century ago Yvresse was almost overrun by a
Goblin horde led by the notorious Goblin Warlord
Grom the Paunch. The almost innumerable Goblins
ravaged a large tract of Yvresse and were barely turned
back at Tor Yvresse by the heroic efforts of Elthation.
The old Warden of the city, a great High EIf mage, was
slain in a magical duel with Grom’s greatest shaman,
and the people of Tor Yvresse beseeched Eltharion to
become their new warden. Eltharion accepted and has
busied himself strengthening the land of Yvresse ever
since.




SIONS OF ULTHU.

Ithuan dominates the flow of trade
from the Old World to the New World.
The ships of the Elves ply the seas from
Erengrad to the far land of Cathay. The
High Elves can muster the mightiest navy in
the Warhammer World, and their naval
tactics are matched by none.

Due to the magical Shifting Istes and the EIf
warships, only very few ships of other sea-
faring nations have ever crossed the Great
Ocean and found their way to New World,
and it is virtually impossible to pass the
great Citadel of Dusk and the mighty
Fortress of Dawn that guard the trade
routes to Cathay.

(D LOTHERN - High Eif Port

(® ARNHEIM - New World Port

® CITADEL OF DUSK - High EIf Port
® FORTRESS OF DAWN - High Elf Port
® COPHER - The Spice Port
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THE (HRONICLE
OF THE PHOENIX KINGS

=

A NOTE ON CHRONOLOGY

Elves reckon time differently from Men, and their history
is divided into reigns, not centuries. Each Phoenix
King’s reign is regarded as a separate historical epoch. In
addition, Elves do not reckon in months as Men do.
Their years are divided into four seasons: the season of
Frost, the season of Rain, the season of Sun, and the
season of Storm. These roughly correspond to winter,
spring, summer and autumn. In EIf records the reign of
the Phoenix King comes first, followed by the year, then
the season, then the day. Thus V) 114, 3, 90 means on
the ninetieth day of the season of Sun in the one
hundred and fourteenth year of the reign of Caradryel
the Peacemaker. For the sake of consistency we have
given the length of the Phoenix King’s reign and the
rough dates in the Sigmarite calendar of the Empire.

When looking at the calendar it’s worth bearing in mind
that there is usually a year's grace between the death of
the previous Phoenix King and the coronation of his
successor. Usually these years are counted as the last
year of the dead king’s reign.

Elves traditionally date their calendar from the day that
Aenarion passed through the flame in the Shrine of
Asutyan. Before that is the reign of the Single Throne
when Ulthuan was ruled by the Everqueen of Avelorn.
This is a period about which little is known for few
records survive of those days.
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I) THE DEFENDER

Aenarion, 1 - 80 (Imperial calendar -4500 to -4920)
It was a time of darkness. It was an age of strife. It was
an era of terror and rage. The nightmare creations of
Chaos swept across the land. The Old Ones had fallen,
leaving their lost children to battle the Daemons alone.
The polar gates, once used by the star-walking Old Ones
to step from world to world, had collapsed, and a tide of
uncontrolled magical energy swamped the Known
World. From the gates emerged the spawn of Chaos:
daemons, sorcerers, the lost and the damned. They
marched forth to devour the world.

On Ulthuan, the island home of the Elves, the long
golden age of peace came to an end. From the turbulent
seas the Hosts of Chaos emerged to slaughter the
defenceless Elves. They fell on the children of the
Everqueen like wolves on newborn lambs. Unused to
war, unschooled in conflict, the Elves could not stand
against them. Black-armoured warriors burned the
sacred groves. Hideous Beastmen massacred entire
villages and towns. Daemons howled and gibbered in
the ruins of ancient settlements.

All the Elves could do was flee. Their bows and spears,
used only for hunting and duels of honour, were useless
against the armour of the Chaos warriors and the brazen
hides of Daemons. The Elves hid themselves in caves,
woods and mountainsides and prayed to their gods that
they would not be found, and that a hero would emerge
to deliver them from this evil.

From the red murk of this terrible age emerged
Aenarion, greatest and most tragic of all EIf heroes: a
doomed champion, a fallen god, mightiest warrior of an
age of constant warfare; the first, the best-loved and the
most accursed of the Phoenix Kings of Ulthuan. This
flawed titan bestrides the history of his age like a
colossus.

Little is known of Aenarion’s early life. It is said that he
was an adventurer, one of those restless souls who led a
small band of followers from the eternal peace of
Avelorn to seek his fate in distant lands. When Chaos
came he fought as best he could but he saw that the
pitiful weapons of the Elves and the peaceful sorceries
of the Everqueen could not stand against the might of
the dark. Sick of the slaughter of his folk he journeyed
through the war-torn land to the Shrine of Asuryan,
determined to invoke the aid of his god.

Even as the armies of Chaos laid siege to the shrine
Aenarion stood before the ever-burning flame and
begged Asuryan to aid his people. If the god heard, he
gave no sign. Aenarion burned offerings, and the god
did not respond. He sacrificed a white lamb. No aid
came. Finally, in desperation, Aenarion offered himself,
saying he would cast himself into the sacred fire if
Asuryan would only save his people. As the god made no
response Aenarion kept his promise and threw himself




into the raging, white-hot inferno. Agony wracked his
body. Pain seared his limbs. His hair caught fire. His
heart stopped. Those who watched thought he was
dead. Then a miracle occurred.

Aenarion refused to die. Slowly, painfully, he staggered
through the fire. As he did so his burned skin healed and
his scorched hair re-grew. He emerged from the flame
unscathed, transformed by the cleansing fire. His skin
was clear and translucent. The spirit of Asuryan had
entered him. There was a light about him that all
onlookers could see. All were aware that he had become
the vessel of a transcendant power. When he spoke,
Elves hastened to obey.

Aenarion emerged from the shrine to lead the Elves to
war. Outside the walls he faced the howling Chaos
horde. He picked up his hunting spear and cast it at
Morkar, the Chaos general. The weapon tore through
the Chaos Lord’s body then through the chest of his
standard bearer before coming to rest in the neck of a
Minotaur. Weaponless, Aenarion strode down the steps
of the shrine towards the stunned enemy. He stooped
and picked up Morkar’s blade. Howling for vengeance,
the followers of Chaos closed in. They might as well
have assaulted a wall of blades with their bare hands.
The power of Asuryan was strong in Aenarion. His blade
was laden with death. Every Chaos worshipper who
came within his reach was cut down. Single-handedly
Aenarion could have destroyed an army that day.

Seeing him wreak such havoc among a supposedly
invincible foe, the Elves within the shrine were
heartened. They seized up spears and charged forth to
his aid.

Great was the slaying that day, and merry was the
feasting afterwards. The Elves had won a tremendous
victory. All those present swore allegiance to Aenarion.
From the Shrine of Asuryan he took ship to Caledor, the
only place in the lands of the Elves where a successful
stand bad been made against the powers of Chaos.
There he met with the first Dragon Prince of Caledor,
Caledor Dragontamer, greatest of the High Mages of old.

Caledor perceived Aenarion for what he truly was, a
mortal god, and bent the knee immediately. Mounted on
dragons, the two of them flew to the Fortress-Shrine of
Vaul’s Anvil. It was here that Aenarion’s sacred armour
was forged, along with enough swords and suits of
armour to outfit an army.

For a brief time there was a respite from conflict.
Aenarion took the time to raise his standard, and many
Elves, survivors of the initial invasion, flocked to it. They
were the perfect soldiers for Aenarion’s holy war. Many
had lost their families to the spawn of Chaos. They had
true grievances to- settle and were ready to lay down
their lives for vengeance. Under the supervision of
Aenarion and his advisor Caledor, the Elves learned all
the arts of battle. A mighty war host was assembled to
protect the Elf homeland and not a moment too soon,
for the armies of Chaos returned with redoubled

strength.
Like a thunderbolt the Elves descended from the

mountains of Caledor. Dragon-mounted knights
smashed the armies of Beastmen. Forces of heavily
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armed and armoured infantry drove the followers of the
four Chaos powers before them. In the campaign that
followed Aenarion forged his army the way a smith
would temper a sword. Mounted on Indraugnir, eldest
of Dragons, he led the way into every battle. Great flights
of fire-breathing beasts swooped on the armies of the
night,*and drove them back from the heart of Ulthuan to
the shores of the island-continent.

At Korumel, in present day Ellyrion, Aenarion slew the
Keeper of Secrets, N'kari, banishing the Daemon from
the mortal plane for centuries. In the foothills of
southern Chrace he smashed the Khorne-worshipping
army of Vorghan the Slayer. He cleared the boundaries
of the sacred grove on the Island of Apples from the
Skull Dancers of Slaanesh, and their mistress Aazella
Silkenthighs. Dragonfire incinerated Hugin the
Plaguelord, and the rotting legions of Nurgle. Then for a
moment, the war seemed to end.

Brief peace settled over Ulthuan, like the shroud over a
corpse. It was the peace of death and sorrow, in a land
weary of war, and made listless by loss. It was a time of
brief liaisons and temporary gladness. The northern gate
continued to run out of control, gnawing into the heart
of the world like a cancer.

The tide of magic continued to rise. Ulthuan, on a
natural fault line in the fabric of reality, was saturated
with the energy of magic. The Annulii mountains
glittered with polychromatic light. Maids gave birth to
monsters. The voice of Chaos thundered in the valleys.
Terrible laughter filled the burning night.

Strange events and portents abounded. Oracles went
mad with fear. The Keeper of the Shrine of Asuryan
plucked out his eyes but even this did not stop the
terrible visions. When questioned about the fate of the
world he refused to speak.

During this time Aenarion came to the court of the
Everqueen. He was a striking figure, a tired giant in
golden armour. There he met and married the
Everqueen, Astarielle. Little is known of their courtship
but it is said that, for a brief time, they were happy. Their
first born children were twins, a daughter, the future
Everqueen Yvraine and a son, Morelion. Then the forces
of Chaos returned once more, and the silver homns
summoned Aenarion again to battle.

War surged over the length and breadth of Ulthuan. At
first the Elves and their draconic allies had the mastery.
But slowly and surely the followers of Chaos gained the
upper hand. Their numbers were inexhaustible. More
and more Daemons and corrupt things emerged from
the warp gates. More and more men were transformed
by the mutating power of the great clouds of Chaos
magic drifting from the poles. More and more monsters
swarmed down from the glowing mountains. Every EIf
warrior who fell was well nigh irreplaceable. For every
Chaos worshipper who fell there were two more to take
his place.
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The war dragged on for decades. At times, by dint of
heroic effort, the Elves achieved a breathing space and
cleared their lands. Sometimes they even launched
expeditions to other continents to aid the Dwarfs and
humans. But it was obvious that the war was being lost.
Any victory merely slowed inevitable defeat; any defeat
accelerated the process immeasurably. In the end, all of
the Elves, even Aenarion, grew tired of the unceasing
conflict. The forces of Chaos fought on showing neither
weakness nor mercy. They were relentless, insane and
deadly.

Then came the two incidents that were to echo down
the long ages of Elf history and set the stage for the great
dramas that were to follow.

After nearly a century of fruitless experimentation
Caledor managed to divine the cause of the Chaos
invasion and devise a desperate plan for containing it.
He now knew that the old Slann gates had collapsed,
sending surges of transmuting energy through the
remnants of their old network of gates. It was these
ancient devices that allowed the followers of darkness to
move so swiftly about the world, and the cataclysmic
release of their corrupting energies which was
responsible for the spawning of so many Beastmen and
monsters.

Caledor devised a plan to gather these energies and
return them to the Realm of Chaos, to create a cosmic
vortex that would drain the magic from the world, and
save its inhabitants from Chaos. It was a desperate plan,
with little hope of success, but Caledor and many like
him thought a last desperate gamble would be
preferable to the slow death the EIf people were
enduring.

Acnarion opposed this, calling it the council of despair.
Although in his heart he knew that the war was
unwinnable, he was determined to put off the end for as
long as possible. In the camp of the EIf army Aenarion
and Caledor were in the midst of their last great
argument when fatal news was brought to Aenarion. An
army of Beastmen and Chaos warriors had descended
on Avelorn. The Everqueen was dead, and the bodies of
their children had not been found. It was presumed they
were dead or the playthings of the Dark Ones.
Overcome with grief, Aenarion retired to his tent. When
he emerged the next morning he had changed.

No-one who looked at him could meet his gaze. He was
overcome with rage and bitterness and titanic fury. He
swore that he would kill every Chaos worshipper on the
face of the world. Few who heard him doubted his
resolution or its madness. The dark powers were too
strong to be overcome. Aenarion did not think so. He
announced that he was going to the Blighted Isle. Dread
filled those who heard his words. All of them knew that
this could mean only one thing: Aenarion was going to
draw the Sword of Khaine, take up the Widowmaker, to
wield the ultimate weapon,

From the beginning of time it had waited, embedded in
the great black Altar of Khaine on the Blighted Isle. The
weapon was old as the world and deadly as poison, a
shard of the fatal weapon forged by Vaul himself for the
death god Khaela-Mensha-Khaine, a fragment of
crystallised death capable of slaying Daemons and gods
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alike. No mortal could wield it and live, but Aenarion
had passed beyond hope and beyond despair. He lived
to slay.

Caledor knew what would happen and tried to warn
Aenarion. He told Aenarion that he would be cursed if
he drew the weapon, that such power was too great for
any mortal being, and it could only be bought at the
price of Aenarion’s immortal soul.

Seized for 2 moment by the power of prophesy, Caledor
spoke words that would ring down the ages, He told
Aenarion that if he sought such corrupt power he would
bring eons of tragedy to the Elves, that he and his line
would be accursed to the last generation, that the gods
would turn their faces from him and that Aenarion
himself would surely die. The first Phoenix King made
no response, merely climbed onto the back of
Indraugnir and flew off into the dreadful night.

Little is known of Aenarion’s quest to the Blighted Isle.
What is certain is that he made his way there, ignoring
all warning from mortal and immortal alike. As he flew
portents abounded. Daemons tried to turn him from his
path. The Elf gods whispered warnings in his ear. A great
storm blew up as he approached the island, as if the
elements themselves were trying to drive him from his
chosen path.

Indraugnir was mighty even as Dragons measure
strength but even he was weary by the time he bore
Aenarion to his destination. Aenarion walked the last
few leagues over the haunted plains on foot. There it is
said the ghost of his departed wife pleaded with him to
proceed no further. Hardening his heart, Aenarion
ignored her entreaties and wrenched the great blood-
dripping blade from the altar, sealing his fate and that of
his people.

Aenarion returned to the fray and carried everything
before him. The power of the sword was so great that
nothing could stand against him. It filled his enemies
with terror and his own troops with unshakeable faith
and unquenchable blood lust. The followers of Aenarion
became ever more brutal, cruel and merciless, lost in a
dream of endless slaughter. With each victory they
became ever more heedless of their fate, they fought
with no thought for their own lives, possessed by a
desire to spill the blood of their enemies. All the EIf
warriors became heedless of danger and most heedless
of them all was Aenarion.

Old longings, deeply buried in the Elf soul began to stir,
and a darkness of spirit descended on their armies.
There were those who fought for the joy of fighting and
those who slew for the sake of slaying. Aenarion carved
himself out a new kingdom in northern Ulthuan, in the
bleak land of Nagarythe, a place that mirrored his own
dismal mood. Many of the most savage EIf warriors were
drawn here.

To everyone's surprise, Aenarion took another wife, the
strange, mysterious and beautiful seeress Morathi whom
he had rescued from a band of Slaanesh worshippers. To
them was born another child, Malekith, who was to
become the most hated of Elves. The court of Aenarion
was a wild place, full of desperate gaiety and feverish
mirth, Many cruel sports were practised, such as hunting




captured prisoners. Dark rumours abounded.

Others, sensing the growing evil in the land, withdrew.
Caledor led his Dragon-riders south to his own land. He
was dismayed by the change in his old friend and could
see the darkness in his soul warring with the light.
Aenarion decried the departure of the Dragon-riders as
a betrayal and swore he would be avenged on their
prince. Before he could take action new Chaos forces
arrived in the EIf heartland.

The war reached its final stage, an unequal contest of
might between the Elves and the innumerable legions of
the four Chaos powers. Touched by Asuryan and marked
by Khaine, Aenarion was an all but invincible warrior, a
child of darkness and light. His blade lent him power
beyond mortal reckoning; the eternal flame gave him
the strength to use it. In battle, Aenarion slew foes
beyond reckoning. His loyal mount Indraugnir was a
match for any Daemon. And yet there was only one
Aenarion, and the number of his followers was finite.

During the long years of war, their numbers slowly
dwindled till only the most savage, cunning and ruthless
survived to carry the war to Chaos, It became pbvious to
all but Aenarion and his followers that the war was lost
and the world was doomed.

Caledor decided that there was only one thing left he
could do. Up till then he had respected his old friend’s
command abjuring him from creating the vortex. But
now there was nothing left to lose. He called a
convocation of the greatest High EIf Mages and they
assembled on the Isle of the Dead to begin the great
ritual. Somehow the minions of Chaos received word of
the ritual and determined to stop it. All the forces of
Chaos were brought to bear, and the mightiest sorcerers
of the Chaos army set to work to breach the spell-walls
around the island.

Aenarion was left with no choice. He assembled his
forces and moved to defend the Isle of the Dead. At the
centre of Ulthuan the two forces met. Dragons so
numerous that their wings darkened the sky descended
on the Chaos Host. On land and sea total war was fought
between Elf and daemonic minion. The death agonies of
monsters filled the sea with foam. Dead Dragons
plummetted earthward, killed by fatal spells. As the
creation of the vortex began, the seas churned and a
terrible wind blew from the north. The skies darkened
and lightning bolts split the sky.

In the centre of the field Aenarion faced four greater
daemons: a Lord of Change, a Great Unclean One, a
Keeper of Secrets and a Bloodthirster. He barred their
way to the shores of the island. Blood dripped from his
sword, smoking when it touched the scorched earth. His
burnished armour glinted in the light of the setting sun.
Flame leaked from the nostrils of his proud old Dragon.
For long moments the combatants glared at each other,
their gazes burning with unimaginable hatred. The
Daemons spoke, calling Aenarion brother. Then with a
roar the combatants closed.

Aenarion lashed out with the Sword of Khaine. He tore
a great gash across the brow of the Keeper of Secrets.
Indraugnir breathed a sheet of searing flame at the
howling Daemons. They shrieked and gibbered as
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blazing air surrounded them. The Lord of Change cast a
bolt of magical power. Aenarion deflected the pulsing
energy with his shield but the power of the Daemon’s
attack cast him from the saddle. Aenarion rose and
smote the Daemon mightily, cleaving its head in two and
shearing its arm from its body.

The Bloodthirster cast itself forward at Indraugnir and
slowly wrestled the Dragon down. The Great Unclean
One vomited forth a stream of corruption. The foul
liquid overwhelmed Aenarion. His head whirled and he
felt giddy, virtually unable to stand upright for the foul
vapours about him.

The High EIf sorcerers chanted the spell that would
create the vortex. Chain lightning flickered. The world
shuddered. For a moment all was calm, all was silence.
Then the mountains shivered. Terrible energies pulsed
between earth and sky. From the mountain tops bolts of
pure power leaped to converge over the Island of the
Dead. The clouds swirled and rushed inward, vanishing
in on themselves like waves in a whirlpool. The air grew
thick and clotted with magical power. All present found
it hard to breathe. Their lungs tingled with magical
energy. The ground was split and vast chunks of rock
were carried into the sky by the rising tide of magic.

Atop one such floating island Aenarion continued to
fight. The Keeper of Secrets cut at him with its great
claw. Its terrible grasp could not cut Aenarion’s armour
but the pressure was too much for any mortal to bear.
Aenarion’s ribs snapped like twigs under the awesome
stress. The pain would have killed a lesser being but
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Aenarion had passed through the fire of Asuryan and
agony could not slow him. He reversed his grip on the
plade and drove it through the daemon’s chest. With a
terrible scream the thing faded and vanished.

In Aenarion’s hand the Sword of Khaine dripped
smouldering blood and the daemonic blade took on a
life of its own. It whispered terrible threats and promises
into his mind. Having drunk the Daemon’s soul it filled
Aenarion with new strength. The Phoenix King
staggered towards the towering form of the Great
Unclean One. It loomed over him chuckling with
preternatural malice.

On the Isle of the Dead the EIf sorcerers died, one by
one. The least powetful fell first, their brains burned and
their flesh stripped to the bones by the corrosive power
they had unleashed. Still they kept chanting, knowing
that if they stopped now the spell would run out of
control and all their work would be undone.

Aenarion drew his blade across the Nurgle thing’s gut,
slicing through the fleshy sac and unleashing a
seemingly unending tide of foulness. A wave of
corruption, pus, bile and writhing white maggots
threatened to fill Aenarion’s lungs. The thing’s entrails
writhed around him like the tentacles of a daemonic
octopus.

Slowly, Aenarion was drawn down into the Daemon’s
innards. Even as he hacked his way free more tentacles
looped around him and dragged him into the filth. He
called to Indraugnir for help. The old Dragon turned its
head and sent another blast of cauterising flame towards
the Daemon, searing its flesh. Protected by his
enchanted armour Aenarion stood unscathed at the
centre of the firestorm. The Bloodthirster took
advantage of Indraugnir’s distraction to strike a mortal
wound. Its mighty talons sliced through the Dragon’s
scaly hide. Indraugnir howled and lashed out at the
Bloodthirster with renewed fury, using the last of his
fading strength to keep the Blood God’s follower at bay.

Barely able to remain upright, Aenarion staggered into
the fray. The Bloodthirster lashed out and struck him a
terrible blow, breaking the bones of his left arm so that
his shield hung useless at his side. Another blow
fractured his skull and almost buffeted him into
unconsciousness. The Phoenix King refused to fall. He
called on all his strength and brought the Sword of
Khaine round in an enormous arc of death. The blow
could have split 2 mountain. It carved the Daemon in
two.

On the Isle of the Dead the last surviving mages
completed their chant. For a moment all was quiet. The
mortally wounded Aenarion clambered into the saddle
of his dying Dragon and they took to the air on their last
flight.

Buffetted by the raging winds Indraugnir carried the
dying Phoenix King high above the battlefield. Looking
down he saw the final fearful act of that day. with:a
terrible flash that all but blinded the onlookers the
island vanished behind a raging storm of magical energy.

The ritual had been partially successful. The vortex had
been created. The tide of magic ebbed and the Daemons
were suddenly left stranded and dying, like fish caught
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out of water. But the price was terrible. The High EIf
sorcerers had succeeded in opening the vortex but were
trapped within it, eternally keeping it open, eternally
trapped in the last moments of their battle with Chaos.

After the silence came the thunder. Tidal waves rippled
across the Inner Sea, great walls of water that sank ships
and brought the trees on distant shores toppling down.
Those who could fled. Those who could not died. It
seemed as if all the magical power in the world was
being trapped in the centre of the storm that would last
three days.

Indraugnir bore the dying Aenarion outward to the
Blighted Isle. The receding tide of magic had reduced
his power. The touch of Asuryan was no longer so strong
in his mind, and the Sword of Khaine no longer
provided him with near limitless strength. The great
days of High Magic were over. As the power withdrew
the madness lifted from Aenarion’s mind. The first
Phoenix King had time to think of the Daemons’ taunts.
His conscience warred with the whispered promises of
the semi-sentient sword. He knew that whoever found it
could rule the new world.

Indraugnir’s strength failed just as they reached the
Blighted Isle. As they made landfall on the Plain of
Bones the old Dragon reared, gave one last bellow of
defiance, and toppled to the earth, dead. With the last of
his strength Aenarion crawled to the altar and drove the
blade back into its resting place, embedding it so deep
that none could ever draw it forth again. Then, it is said,
Aenarion lay down beside his steed and passed from that
age of the world.

II) THE EXPLORER

Bel Shanaar, 1 - 1669

(Imperial calendar -4419 to -2750)

After the disappearance of Aenarion the lands of Ulthuan
were thrown into confusion. The Everqueen was dead,
the Phoenix King was lost, and Dragon Prince Caledor
was imprisoned forever on the Isle of the Dead with the
greatest and wisest of the High Mages. With the loss of
their own leaders the armies of Chaos were in retreat
and the Elves swiftly hunted them down and destroyed
them. The land was at peace but the golden age was lost
forever. The coming of Chaos had taught the Elves many
bitter lessons. They vowed that never again would they
be surprised by any foe.

The land was ravaged but there were now many strong
realms in Ulthuan. Cities sprung into being round the
old fortresses. Most of the old great Elf towns date from
this period and it goes some way towards accounting for
their remoteness. The princes of the realms decided that
they needed someone to rally round and lead them in
the event that war should come again. The First Council
was called at the Shrine of Asuryan, a year to the day
after Aenarion disappeared.
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There it was revealed that the first born children of
Aenarion still lived. Sensing impending doom, their
mother had sent them to be hidden in the Gaean Vale.
Lost on their way, they had been rescued from a Chaos
attack by the Treeman Oakheart and his people. The
Treeman had kept them safe in the deepest wildwoods
while war raged. Yvraine was ready to be crowned the
new Everqueen. In her the spirit of Astarielle would live
on.

The obvious choice for the next Phoenix King was
Malekith, Aenarion’s son by Morathi. He had grown to
be a mighty warrior, a great sorcerer and an excellent
general. He was fair and a persuasive speaker with a
natural talent for diplomacy and leadership. But there
were those who remembered the cruel days of
Aenarion’s court in Nagarythe and they doubted that any
child who grew up there could be entirely wholesome.

There were also those who remembered Caledor’s
words concerning the curse on the line of Aenarion,
who thought it wise to remind others. Still others
desired a marriage between the two thrones to
symbolise the renewal of the Elf Kings and the unity
between the old rulers and the new. It was pointed out
that Malekith was hardly suitable for this.

Ever fairspoken, Malekith said that he desired the
kingship not for himself but in honour of the memory of
his father, However, if the princes did not call upon him
to serve it was of no matter. He would willingly do
homage to whoever was selected. The princes thought
this handsomely said and took him at his word. From
their own number they chose Bel Shanaar, Prince of
Tiranoc, an Elf who had distinguished himself in the war
and yet was seen as a voice of peace and reason. Morathi
shrieked her protests at her son not being chosen but he
calmed her and agreed that the selection was a good
one. He was the first to bend his knee to the future
Phoenix King.

Asuryan, tﬁeEngpmr gtﬂc Heavens is the oldest and

greavest of the Eff gadbs. He is the Creator, and the - .-~ :

Flame Eternal, the giver of life, rests i1 fis hand, The

Efves believe that it is his Purpose and Plan that they =~ - _; |

boollois” | wrea bt AT
\; The symbol of Asuryan is the Phoenix, the firebird of
fegend. Asuryan dwells alone in a great pyramid atop
the Heaven, and observes the world from his diamond 3
| throne. No mortal iasever. seen hss face; and thus the
§ statues of Rim always Gear a mask. The mask is . .
L divided in two hafves, one white and the other black,.
symbofising Asuryan's role as'the Keeper of Balance. -

Asuryap i the Judge between the disputes of the gods:. -
“He vrelyy meddles in the affairs of mortals, but it is fie
* who.tanches the mind of each new Phoenix King of .~
Ulthuan solien. e passes through the Flames of -
& Asuryan and # is Ae who protects the Tiwin Throne . Bk

1} ‘_’f U[‘__'ﬁ'-“_!“"'?. . Fs 2 13

WARHAMMER ARMIES — HIGH ELVES

EIf astrologers and geomancers studied the portents to
divine the best time for the new king to begin his reign,
and calculated the best time for him to pass through the
flame. On the day of his coronation the Priests of
Asuryan chanted the warding spells that enabled Bel
Shanaar to pass unscathed through the flame. The
Phoenix sGuard, survivors of those warriors who had
witnessed the Ascension of Aenarion, waited beyond the
flame to drape the newly woven feathered cloak of
kingship round his shoulders. Malekith’s voice was the
first to be raised in acclamation.

So began the great days of exploration and building. In
the initial centuries of Bel Shanaar’s long reign the Elves
busied themselves rebuilding their land and exploring
the surrounding world. EIf ships raced across the seas
and charted the coasts of the continents. Colonies were
planted in Lustria, the New World and the Old World.
Contact was established with the Dwarfs and a great era
of trade and friendship began.

The people began to recover from the horrors of the
long war with Chaos and for a while the population
grew. Bel Shanaar, a seaman of wondrous skill,
personally visited all the new colonies and even
ventured to Karaz-a-Karak in the World’s Edge
Mountains to swear the Oath of Friendship with the
Dwarf kings. Malekith became his personal ambassador
here and thus were sown the seeds of tragedy.

In this age the Elves spread and multiplied. Wealth
flowed back to Ulthuan and great were its riches. The
cities were beautiful and adorned with all the fine things
of the globe. And though the folk did not realise, slowly,
sofily and insidiously Chaos returned. It came back in a
form against which there could be no defence. No army
could turn it back from the borders, no weapon could
be wielded against it. It came back in the form of the
Cult of Slaanesh. As new found wealth arrived, the Elves
became ever more indolent and luxury loving. Yet for a
long time the Cult of Pleasure was respectable and none
connected it with the hidden worship of Chaos.

Meanwhile Malekith had begun his many journeys and
won renown. In the colonies he led successful armies
against the Orcs and the remnants of Chaos. He
ventured to the Blighted Isle in search of his father’s
armour. It is said that he stood transfixed before the
Altar of Khaine, and even laid his hand on the hilt of the
great weapon. To him it appeared as a sceptre, not as a
sword, and perhaps he took this as a sign. Of his father
and Indraugnir he found no trace. His expedition took
him ever onward to the cold colonies of the northern
New World. Here in the rubble of an abandoned pre-
human city he found the Circlet of Iron, a talisman of
AWESOME SOrCErous POwer.

On his return he found an island in the grip of
suspicion. The Cult of Pleasure was strongest in
Nagarythe, his homeland and the site of his father’s
court. His mother the Lady Morathi had long been a
devotee of the cult. Indeed, legend has it that she was
one of its founding members and was its High Priestess.
The Phoenix King was growing worried about the Cult
of Luxury. Its excesses had already degenerated into the
sacrifice of living beings and its Chaotic nature was
increasingly evident. The dark name of Slaanesh was
increasingly associated with it.
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Malekith was apparently horrified by what he found in
Nagarythe. He denounced the entire coven of Slaanesh
worshippers, including his mother, and handed them
over to the Phoenix King. This was the last straw for the
people of Nagarythe. They felt themselves the most
slighted of the folk of Ulthuan. They had taken the brunt
of battle during the war against Chaos and yet they were
reviled by their fellows. The princes had obviously
refused to select their prince as Phoenix King although
he was obviously the rightful heir to Aenarion. Now
their Cult of Pleasure was being persecuted by the
agents of the distant Phoenix King. The realm became
ever more rebellious and unco-operative with the
Phoenix Throne, and became a haven for the persecuted
followers of the Cult of Pleasure. There was talk of
enforcing the Phoenix King's edict against the cult by
military force. Ulthuan teetered on the brink of civil war.

Once again  Malekith
stepped in. His loyalty to the
king and his hatred for the
cult was indisputable. He
personally took charge of
the war against the cult. A
shroud of fear descended
once more over Ulthuan.
No-one knew whether their
neighbour was a member of
the proscribed sect. The
agents of the Phoenix King
could appear at any time
and drag away the most
reputable people. It seemed
that the servants of Slaanesh
were everywhere. Malekith
himself remarked that there
was no telling how high the
corruption might reach.
Meanwhile, in Nagarythe,
the worship of the Cult of
Pleasure became ever more
corrupt, frenzied and
perverse. There was little
the Phoenix King could do
but finally declare war
against one of his own
realms.

He called together his
generals and summoned a
Council of War at the Shrine
of Asuryan. On the eve of
the council the worst of
horrors was revealed.
Malekith claimed that the
Phoenix King himself was a
secret  worshipper  of
Slaanesh. Rather than face
the shame of interrogation,
the Phoenix King took
poison. Malekith moved
swiftly to restore order.

Now Malekith had gone too
far. No-one could seriously
believe that the king had
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been a worshipper of the cult. Certainly not the
assembled princes who had all known Bel Shanaar too
long and too well. At long last the light of suspicion fell
on Malekith, but it was too late. Malekith and his
followers already had the Shrine of Asuryan in their
possession, and Malekith possessed the crown that he
had taken from the dead Phoenix King. The truth about
him was revealed.

Malekith was mad. He coveted the throne and had done
so for a long time. He had been prepared to sacrifice
anyone and anything to his ambition. Now it was within
his grasp. The princes and their bodyguards were
trapped within his grasp. He had a secret treaty with his
kin in Nagarythe. An army of Slaanesh worshippers
would be available to impose his will on the leaderless
Elves.
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Believing that all he had to do was crown himself and
slay the princes, Malekith marched into the sacred
flame, confident that like his father before him he could
endure the ordeal. He was wrong. The flame of Asuryan
would not suffer his polluted body to pass through it
His screams were so terrible that none who ever heard
them forgot them till their dying day. Malekith was
caught within the flames, his body terribly scarred and
burned. Unable to pass through the flame, he managed
to cast himself back onto the side of the platform he had
entered from.

Malekith’s body was seared and blackened. Where once
he had been beautiful now he was hideous; where once
he had been mighty, now he was maimed. Where once
he had been fair-spoken now his voice was horrible,
forced out by ravaged lungs through a ruined throat.
Believing their leader on the verge of death and the
vengeance of Asuryan about to descend upon them, his
discouraged followers took up their leader’s body and
fled the shrine, leaving the best and the noblest of the
EIlf princes dead within.

An age of tragedy and conflict was about to begin.

III) THE CONQUEROR

Caledor 1 - 550 (Imperial calendar -2749 to -2199)
Once more the EIf realms were plunged into chaos.
Malekith and his followers fled north to Nagarythe.
Leaderless, the Elves did not pursue. Frantic
consultations were held between the few surviving
princes, the Chief Priest of the Shrine of Asuryan and the
Captain of the Phoenix Guard. It was decided that there
was only one Elf capable of the task. The third Phoenix
King was to be Imrik, who upon his succession took the
name Caledor the First. He was the grandson of the
famous mage of that name and brother to the murdered
prince of the realm of Caledor.

Although he lacked his grandsire’s gift for magic,
Caledor was a great warrior and general. At the time of
the murders in the Shrine of Asuryan he was hunting in
Chrace with his old friend Koradrel of Chrace. Caledor
was famously brusque and curt. When the messenger
arrived in his camp bringing news of his call to the
throne, all Imrik said was “Why?”, and upon being told
of the murders, he commented “Bad, very bad”, which
was considered quite long-winded for him. The
messenger asked him what was going to happen, he
simply replied “War”.

War was indeed what happened. It was just after this
moment that one of the most famous events in EIf
history took place. Malekith despatched a band of
assassins to slay the new Phoenix King. They arrived just
after the messenger from the shrine and jumped on
Caledor by surprise. Thete were dozens of them and
they would have overpowered the future king had not a
band of Chracian hunters seen what was happening and
intervened. These powerful mountain-dwelling Elves
leapt among the Naggarothi assassins and chopped
them down with their great axes, saving Caledor’s life.

Afterwards, when told he had best wait for his
bodyguard, Caledor replied that he could expect no
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better bodyguards than these hunters, and asked them
to accompany him on his quest to the shrine. The
hunters accepted, and thus were founded the famous
White Lions of Chrace, so called because they were
garbed in the furs of the white lion.

Swiftly Caledor took ship for the shrine. With full and
propet geremony he walked through the sacred fire and
was accepted as pure by the god Asuryan. He had no
time for the ritual marriage with the Everqueen since the
legions of Nagarythe had swept down from their grim
realm, bearing the banner of Malekith before them.
Caledor raised his own standard and called for all true
Elves to join him in defence of the realm.

Civil war raged throughout Ulthuan. It was a period of
great confusion and conflicting rumour. Brother fought
brother. In the far realms and colonies no-one knew
who the true king was. Some spoke for Caledor, some
spoke for Malekith. Devotees of the cult of Slaanesh
spread confusion everywhere.

In strength the two sides were equally matched. The
Elves of Nagarythe were numerous and well-versed in
sorcery, being descendants of those grim Elves who had
followed Aenarion after he took up the Sword of Khaine.
There were no fiercer warriors among Elvenkind.
Monsters were plentiful in the still magic-rich mountains
of Nagarythe and these were captured and tamed by the
Naggarothi. Their mountainous homeland with its
fortress valleys was a near impregnable base from which
to sally forth. At first they were as organised and
disciplined as their enemies were confused. However,
the new Phoenix King could call on the mighty Dragon-
riders of Caledor and the legions of the Phoenix Guard.

Many Elf communities in Tiranoc and Ellyrion fell to the
followers of Malekith aided by traitors within their own
gates. In Saphery, even then a realm famed for its
sorcerers, Wizard Prince fought Wizard Prince. For there
were many in that land who had taken their magical
researches too far and into whose souls darkness
entered. Slowly, as the followers of the Phoenix King
gained the upper hand, these mighty mages fled to
Nagarythe and lent their strength to Malekith.

Malekith himself recovered his strength and called his
armourers to him. With the aid of the Sapherian wizards
and Hotek, a renegade Priest of Vaul, he forged a great
suit of black armour which would lend strength to his
withered and fire-blasted body. To the brow of its great
horned helm was welded the Circlet of Iron. On the day
of its creation he had his armourers fuse the suit directly
to his body. After passing through the fires of Asuryan
even the infernal heat of their forges could not hurt him.

After that day those who looked upon Malekith
shuddered, for he was a figure of dread. The armour was
covered in vile and evil runes which drew their power
directly from the Realm of Chaos and hurt and baffled
the eyes of all those who looked upon them. On his
shield was the rune of Slaanesh whose patronage he
claimed from his mother’s side. On his sword was the
rune of Khaine, a reference to the blade wielded by his
mighty sire Aenarion. Mounted on a fell steed, a Dragon
warped by the power of Chaos, he was ready to lead his
armies to war. Ever afterwards, Malekith was to be
known as the Witch King.
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Fell he was and many were his victorles but to no avail.
Slowly and surely the truth of what had happened came
out, and slowly and surely the Elves rallied to the side of
Caledor. Time and again the new Phoenix King proved
his cunning as a general. He sprang traps and ambushes
on the Witch King’s forces. He crushed them on the
open field of battle. The White Lions protected him from
many assassination attempts and his personal retinue of
Sapherian wizards countered all death-spells.

Finally at the field of Maledor at the very entrance to the
passes of Nagarythe Caledor faced the Witch King
himself in battle and defeated the mightiest of his
armies, driving them into the Marshes of Maledor.
Malekith himself was forced to flee in a great black
chariot drawn by Cold Ones. His Dragon had taken a
mortal wound as he and Caledor clashed on the
battlefield.

After this the folk of Nagarythe became ever more
desperate, relying more and more on the blackest of
sorceries for their defence. They called Daemons and
allied with Chaos and so their evil was plain for all to
see. Thus they came to be known as Dark Elves. But not
all their black arts could save them now that the full
strength of Ulthuan was brought to bear.
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The Witch King decided on a final gamble. He gathered
all the renegade magicians together and revealed a plan
as mad as it was bold. They were going to undo the
spells that held together the vortex and bring back
Chaos to the world. The daemonic legions would march
once more to the aid of their new allies. The Witch King
and his fellows would draw on the power of Chaos and
become like unto gods. So far lost to sanity were many
of the Dark Elves that they readily agreed. One though,
Urathion of Ullar, saw it for the world-destroying
madness that it was. In the middle of the night he
slipped away from the Witch King’s palace and brought
word to the Phoenix King. Soon after he was slain by a
poisoned crossbow bolt fired by a Dark EIf assassin.

So began a last deadly conflict. The Witch King and his
councillors began a terrible ritual that would unbind the
vortex. The High Mages of the Elves attempted to stop
them, but such was the power of the Witch King’s magic
that he slowly and inexorably gained the upper hand.
The mountains shook and the earth trembled. Once
more an eerie glitter sprang up over the mountains and
clouds of magical energies surged from the erupting
peaks into the sky. In the far north of the world the
Realm of Chaos churned and prepared to advance once
more. In the camp of the Phoenix King, Caledor psayed
to all the gods and to his grandsire to aid him. )

At dusk as the sky shimmered with weird many-coloured
lights, the Witch King and his followers began their final
push. The Daemons of Chaos came to their aid, and the
last spells of the defenders went down. In the sky the
triumphant laughter of dark gods was heard. Then, as
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the Witch King’s dark magic touched the Island of the
Dead, at the very heart of the vortex, new players
entered the game. Mighty figures clad in light sent the
surge of mystical power tumbling back to Nagarythe.
The trapped mages of the Isle of the Dead refused to let
their work be undone.

The colossal power of those energies lashed Nagarythe.
Many of the Witch King’s coven fell stone dead. The land
bucked and heaved like a terrified horse and a storm of
baleful magic raced over the land. Nothing could
withstand the terrible forces unleashed. The earth itself
buckled under the titanic stress, and across the island
continent earthquakes cast down the cities and levelled
the mountains.

A wall of water a thousand feet high smashed down on
Nagarythe. The sea rushed in to cover all of Nagarythe
and most of Tiranoc besides. Tens of thousands were
slain, drowned by waves, buried by earthquakes, struck
by magical lightning. The shock of the sinking was felt as
far away as the World's Edge Mountains and is recorded
in the chronicles of the Dwarf kings.

The power of the Witch King was reduced but not
broken. In those last hours as the seas rushed in to
devour the land the mightiest of the sorcerer lords of
Nagarythe cast dark and terrible spells upon their keeps.
As the waves crashed round the hilltops the wizards’
palaces broke free and floated on the surface of the
waves. Large as icebergs they drifted off to the north
carrying the remaining followers of the Witch King. Thus
were created the infamous Black Arks of Naggaroth.

The cataclysm destroyed much of what had been built
up during the long reign of Bel-Shanaar and left the
Elves temporarily too weak to pursue their dark
kinsfolk. The Black Arks made landfall in the bleak north
of the New World, near where Malekith had found the
Circlet of Iron. Their towers became the cores of new
cities. A few Black Arks were left to patrol the stormy
northern seas. There they drew the sea monsters cast up
from the ocean bottom by the sinking of the land into
the service of their evil master. The Dark Elves named
their new land Naggaroth after their old homeland.

After a century there began a long period of sea warfare
and skirmishing over the north of Ulthuan. The Dark
Elves sought to reclaim what was left of their old lands
and the High Elves sought to prevent them. Neither side
had the strength to gain the mastery and the Blighted
Isle where the Sword of Khaine still rested changed
hands several times. It was during this period that
Caledor oversaw the building of the fortresses at Griffon
Gate, Phoenix Gate, Eagle Gate, Dragon Gate and
Unicorn Gate. He personally led the last expedition to
the Blighted Isle and reclaimed it from the Dark Elves. It
is said that he stood before the altar and for a moment
the Blade called to him. He stood there for a time, head
bowed and in the end, simply said no.

On the way home Caledor’s ship was separated from the
rest of the High Elf fleet by a freak storm. It was attacked
by Dark Elf reavers, who set the ship alight. Rather than
fall into the hands of the Witch King's servants he
jumped into the sea in full armour. Thus passed Caledor
the Conqueror. It was a bad end for a great king,
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IV) THE WARRIOR

Caledor the Second 1 - 598

(Imperial calendar -2198 to -1600)

The loss of Caledor the first was a grievous blow to the
Elves. The old warrior had steered the realm of Ulthuan
through its greatest crisis and held the kingdom
together when it could have easily splintered and been
conquered. He had prosecuted a war against the Dark
Elves. He had left the next Phoenix King with a strong
army, a secure line of fortresses in the north and the
most powerful navy in the world. Tragically, it was all for

nought.

The Council of Princes met at the Shrine of Asuryan.
Remembering the events of the fatal Second Council the
strength of the Phoenix Guard was doubled, and they
were sworn to silence lest word of the princes’
deliberations fall into the hands of spies. Seeking
continuity, they chose Caledor’s son, who was to
become the Phoenix King Caledor the Second and
taught the EIf princes the folly of hereditary kingship.

Where his father had been wise, Caledor was foolish.
Where the father had been a great general, the son was
rash and impetuous. Caledor II was vain, pompous,
overweening and bombastic. He shared only one of his
father’s gifts: he was a mighty warrior. But to an EIf
people desperate for stability, shocked to the very core
by their sundering with their kin of Naggaroth, he
promised a familiar hand at the tiller.

His reign began well. The Elf fleets cleared the northern
seas of their Naggarothi kinsfolk. Trade routes lost
during the Sundering were re-opened. The Elves once
more made contact with the Dwarfs. Karaz Angkor was
then at the zenith of its power. This was the great age of
Dwarf civilisation. Their runesmiths had codified all the
many magical runes. Their alchemists were
experimenting with gunpowder, their engineers had
grasped the basic principles of steam propulsion.

VAUL
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Dwarf-forged steel was the finest in the world, and their
intricate clockwork toys were the delight of Elf children.
Through the World’s Edge Mountains great fortified
underground roads linked their underground cities.

Rumours of the civil war had reached the Dwarfs but
they didn’t really understand the situation. Reaving and
k1n§laymg were completely alien concepts to them, and
no Dwarf would ever break his oath to his liege lord.
Save for a few naval battles, the war had never reached
the Old World. Secure in their mountain fortresses, the
Dwarfs didn’t give it a second thought. Such confidence
was to be their undoing, and that of the Elves.

The Witch King of Naggaroth hatched a new plot. As the
Elves returned to the Old World in strength, trade
between the two realms grew once more. Malekith had
been shown the secret trade routes of the Dwarfs during
his period as Bel Shanaar’s ambassador, and he now
used that knowledge to his own benefit. Dark EIf
reavers, garbed as warriors of Ulthuan, fell upon the
Dwarf caravans, seizing their goods. Naturally, suspicion
fell upon the High Elves.

King Gotrek demanded recompense from the Elves.
When word of this demand reached the Phoenix King
his reply was immediate and undiplomatic. He sent a
message saying that the Phoenix King did not answer
demands but granted pleas. Dwarfs are a touchy, proud
race and to suggest to a Dwarf King that he should beg'
for anything was almost as bad as suggesting he shave off
his beard. King Gotrek sent a blunt reply to Caledor
saying he made pleas to neither EIf nor god and
demanded twice the recompense originally asked
because of the implied insult. Caledor sent his
ambassador back with his beard shaved off and said if
Gotrek wanted compensation he should come to
Ulthuan and collect it. While all this was going on agents
of Naggaroth were abroad throughout the Old World
stirring up trouble. Now it was a matter of honour.
There could now be only one outcome: war.

Dwarf armies marched down on the trading city of Tor
Alessi (present day L'Anguille in Bretonnia) and laid
siege to it. Gotrek swore an oath that he would have his
money or its weregeld price in EIf blood or he would
shave his head. It was a mighty oath. His ambassador
had already become a Trollslayer from the shame of
having his beard shaved. The Dwarfs were determined
that their king should not endure a similar fate.

Upon hearing of the Dwarf attack Caledor was outraged.
He instantly dispatched an expedition to relieve Tor
Alessi. It was a mighty fleet and a great army. As they
watched the towering ships sail forth his advisors were
dismayed because they feared that the despatch of such
a force would leave Ulthuan almost defenceless. Caledor
flew into a towering rage and dismissed their fears as
groundless.

In the Old World the war dragged on. Neither side was
strong enough to overcome the other. The fortress cities
of the Dwarfs were virtually impregnable. The dour,
stalwart Dwarf troops were quite unlike any the Elves
had faced before. They simply refused to give up or
admit defeat, even when hopelessly outnumbered. This
was not the berserker bravery of the Chaos Hordes; this
incredible tenacity was allied to tactical cunning and
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consummate military skill. For their part, the Dwarfs
were astonished by the power of the Elf forces. They had
judged the strength of Ulthuan by that of the least of its
provinces. The huge armies of mailed knights and
disciplined infantry was not what they had expected.
still, in true Dwarf fashion, they were not about to admit
to a mistake.

The war engendered a legacy of hatred and bitterness
that was to last for thousands of years. In response to the
beard-shaving incident the Dwarfs chopped down entire
virgin forests to spite the Elves. Both sides fought till
nearly their entire military strength was spent. Tired of
their lack of success Caledor II dismissed his generals
and took command personally. It was his last great
mistake. At the fourteenth siege of Tor Alessi he charged
right into the heart of the Dwarf infantry and was cut
down by King Gotrek who snatched the Phoenix crown
from his corpse and took it in payment for the Elves’
insolence.

The Dwarfs retreated from the field claiming that
honour was satisfied and refused to answer any Elf
petitions for the return of the crown. Gotrek claimed
that if they wished they could come to Karaz-a-Karak
with an army and plead for its return. The first Phoenix
crown remains in the great vault of the Everpeak to the
present day, a source of festering hatred and
recrimination between the two peoples. The Dwarfs
refer to the Elves as oathbreakers and beardclippers,
while the Elves call the Dwarfs thieves. It was a petty,
spiteful and pointless war and worse was yet to come.

Even as the Elves mustered a suicidal expedition to
besiege Karaz-a-Karak, the world’s most unassailable
fortress, word came that the Dark Elves had invaded
Ulthuan once more. The Witch King's long plan had
come to fruition.

V) THE PEACEMAKER

Caradryel 1 - 603 (Imperial calendar -1599 to -997)
Once again, the Elves found themselves in the middle of
a war without a Phoenix King. The fleets of the Witch
King seized the Blighted Isle and retook most of the
Shadowlands. Several Black Arks were beached to form
the core of a new fortress city at the harbour of Anlec.
From there the Dark Elves drove south to besiege the
Griffon Gate.

The High Elves were caught in the jaws of a trap, fighting
a war on two fronts against two powerful foes. The
Fourth Council met at the Shrine of Asuryan and choese
Caradryel of Yvresse, who was as different from Caledor
1I as night from day. He was quiet and unassuming, an
indifferent soldier but an able ruler. He made the hard
decision to abandon the Old World. Faced with the
implacable hostility of the Dwarfs it seemed to him
foolish to maintain huge armies overseas, particularly
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with a more pressing threat to the Elf heartland. He
abandoned pride, ordered the forging of a new Phoenix
Crown and called the armies home.

Among the haughtiest Elves there was a huge outcry. It
seemed an gross insult to Elf pride that the Phoenix
Crown should remain in Dwarf hands. Caradryel replied
that he would rather lose the crown than the realm and
continued with his policy.

Additionally there were protests from the EIf colonies in
the Old World who saw the departure of the armies as a
betrayal. Those with kin in Ulthuan raised a great
protest. Caradryel told them that if the Elves in the Old
World required the protection of the armies of Ulthuan
then they should return to the island continent. Many
Elves did return but others, such as those in Athel Loren,
refused to abandon their adopted homeland and stayed
on in the Old World. There they took a different path
from the High Elves and wandered far from the
mainstream of EIf culture, declaring themselves
independent of the Phoenix Throne.

Caradryel shrugged. He had more important things to
do than start another civil war.

Recognising his own inadequacy as a general, he
appointed a succession of brilliant field commanders to
lead the High EIf armies. They scored many victories in
the field. Tethlis of Caledor in particular established a
brilliant reputation, lifting the siege of Griffon Gate and
harrying the Dark Elves to within sight of Anlec.

Caradryel continued to oversee the long retreat from the
Old World. He strengthened the forces holding the
gateway fortresses and initiated the system of rotating
units to the forts in succession so that the forces holding
these valuable citadels would always be fresh and near
to full strength.

For the rest of Caradryel’s reign sporadic war blazed
through northern Ulthuan. More and more Dark Elves
flowed in from Naggaroth. These were met by the
disciplined, well-trained armies of the Phoenix King,
many of whom were veterans of the wars with the
Dwarfs. The northern seas were the scene of many great
naval battles and despite an increased program of
shipbuilding the High Elves were never entirely able to
sweep the seas clear of their foes.

Caradryel achieved another distinction ~ he was the first
Phoenix King to die peacefully in bed.

VI) THE SLAYER

Tethlis 1 - 304 (Imperial calendar -996 to -692)

The Fifth Council chose Tethlis of Caledor, the hero of
Griffon Gate, to be the new Phoenix King. Tethlis was
another warlike ruler. He had learned well the value of
preparation and organisation from Caradryel and he
came to the throne with one aim: to force the Dark Elves
out of Ulthuan and reclaim the Blighted Isle from the
spawn of Naggaroth. He followed through this plan with
single-minded ruthlessness and determination.

Tethlis’s heart was filled with a terrible cold hatred for
the children of Naggaroth, for they had slain his family
in one of their many raids. The Dark Elves never had a




more implacable enemy. He fought not for honour or
glory but to put an end to the threat of Naggaroth for all
time. If the Witch King had started this long war, Tethlis
was determined to finish it, and he might have
succeeded had it not been for the decline in power of
the Dragons.

During the latter part of Caradryel’s reign, the Dragons
had become increasingly rare. Many started to drift into
longer and longer sleeps, waking perhaps once per
century. The Elves needed to increase their strength in
other areas to compensate for the raw power and savage
strength of the great beasts.

The first years of Tethlis’s reign saw the assembling of
new armies. Every EIf city was required to have a martial
field where its soldiers could train and fight mock
battles. Painstakingly, with meticulous attention to
detail, Tethlis rebuilt the EIf forces to a strength not seen
since the time of Aenarion. He never committed an army
to the field without being sure that he could bring
overwhelming force to bear and never fought a battle
without being sure he could win it.

By relentless attrition he wore the Dark Elves down.
Over the long centuries a series of massive offensives
rolled them back through the Shadowlands and
eventually culminated in the storming of Anlec. Tethlis
was cold and ruthless, even by the standards of Elves. He
ordered the entire city razed. No prisoners were taken.
Salt was strewn in the fields. Shocked though his
subjects were they obeyed. No Dark EIf was left alive on
Ulthuan.

Having scoured Ulthuan Tethlis turned his attention to
the Blighted Isle, which was still in the hands of the
Witch King’s legions. The largest Elf armada of all time
was assembled to reclaim it. Thousands of ships bore
tens of thousands of troops out to sea. Elf mages bound
the weather and kept the skies clear of storms. The seas
were swept clear of Naggarothi ships. On the shores of
the Blighted Isle the Dark EIf host assembled,
determined to deny the High Elves a foothold on the
shore.

The Elves landed and thus began the battle of the waves.
Thousands of High Elves were cut down by crossbow
fire as they waded ashore. Ship-mounted bolt throwers
returned fire and sent clouds of arrows arcing into the
assembled Naggarothi. The seas turned red with blood.
Overcome with hatred, the Dark Elves charged into the
water and a great melee broke out. Both sides fought
with abandon, crimson water swirling round their
knees. There was no place for skill. Warriors simply
hacked at each other. The wounded were trampled and
drowned in the shallow waves. Inch by bloody inch the
High Elves fought their way onto the beach.

From the cliffs above the Dark Elves rained down a hail
of fire. With his customary ruthlessness Tethlis had
Planned for this. While the Dark Elves fought on the
beaches another force of High Elves had landed miles
away. Silver Helm cavalry swiftly raced along the coast
and came upon the Dark Elves on the cliffs. In the
terrible battle that followed many Dark Elves were
driven howling with hatred and fear off the cliff tops.
Their bodies were broken on the rocks below.
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The Elves now had a secure foothold to bring the rest of
their army ashore. Swiftly they overran the island,
driving their dark kinsfolk into the sea. The carnage was
ghastly. Tens of thousands of Dark Elves were butchered
until even the hardiest EIf captains’ stomachs were
sickened. They feared that their troops might acquire a
taste for such butchery and become no better than those
they fought against.

Many of the captains spoke against continuing on to
Naggaroth, saying that they had achieved their goal, and
that the loss of life was too great to continue. Tethlis
insisted that they push on but first, drawn by some
irresistible influence, he must make a pilgrimage to the
Altar of Khaine.

On the Plain of Bones, the great skeleton-covered
wasteland around the Altar of Khaine, Tethlis saw
something glitter. Strangely drawn to the light he
unearthed the dragon armour of Aenarion. Of the
skeleton of Aenarion or Indraugnir there was nothing to
be found. The armour he gifted to Auaralion, the great
grandson of Morelion, Aenarion’s son by Astarielle. This
was virtually his last act as Phoenix King.

There are two versions of what happened next. Some
records say that he dismissed the White Lions and the
rest of his retinue, claiming that he wanted a moment
alone to contemplate the blade that had done his people
s0 much harm. It is said that a Dark EIf assassin emerged
from his hiding place beneath the piles of bones and
struck Tethlis down with a poisoned blade. Others say
that Tethlis grasped the Sword of Khaine and that it
writhed in his grip and started to come free, and that the
king was cut down by his own bodyguard who feared
the consequences of Aenarion’s fatal weapon being
unleashed once more upon the world.

No-one knows for sure exactly what happened. Scholars
are divided. All that is known is that Tethlis died that day,
and lacking his driving presence the armada turned back
from Naggaroth.

VII) THE SCHOLAR-KING

Bel-Korhadris 1 - 1189

(Imperial calendar -690 to +498)

With their people weary of war, the Elves of the Sixth
Council selected Bel-Korhadris of Saphery to be the next
Phoenix King. Bel-Korhadris had the second longest
reign of any Phoenix King. He was a wizard prince and a
famed scholar. While he did not neglect the defence of
the realm he was not given to fighting, believing that
magic could shield Ulthuan.

Thus began the great age of EIf scholarship. During his
long reign the White Tower of Hoeth was constructed on
a spot deemed auspicious by geomancers. For a
thousand years the Elves raised this vast sky-reaching
structure. Only the power of magic enabled the Elves to
construct such a high tower. Craftsmen laboured for
nearly a millennia on intricate carvings. Scholars
gathered wisdom and knowledge from the four corners
of the world. Mages inscribed grimoires of the most
potent spells to be enshrined in its libraries. The tower
was woven round with spells of illusion and warding to
protect this treasured knowledge.
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The Scholar-King founded the order of Loremasters at
Hoeth. Every discipline from warfare to sorcery to
alchemy and astromancy was studied here. It was during
this time that the Sword Masters of Hoeth gathered to
study the art of swordsmanship and protect the tower.
From these studious soldiers emerged the continent-
wandering order of master warriors who gather
information and perform the errands of the Chief
Loremaster.

Many famed scholars and sorcerers gathered at Hoeth
and such an exchange of knowledge occurred as has not
been seen before or since. In the shadow of the needle-
pointed spire thousands of the wisest philosophers
debated about knowledge. Within the library a cadre of
Loremasters began to inscribe the Book of Days, the
great history of the EIf people on which all future
histories would be based.

This period was notable also for being a time of near
unbroken peace. The Dark Elves of Naggaroth had been
so weakened by Tethlis’s onslaught that they were afraid
to harry the realm. Bel-Korhadris ruled wisely and well
and was loved by all. The Elves remember this as the
start of a second golden age.

Bel-Korhadris died just after the completion of the White
Tower and was buried amid its foundations. It is said
that his ghost still haunts the crypts below the tower and
occasionally assists searching scholars.

VIII) THE POET

Aethis 1 - 622 (Imperial calendar 498 to 1120)
Bel-Korhadris was succeeded by Aethis of Saphery. He
was the first Phoenix King who did not inherit an
unstable kingdom or take the throne in the aftermath of
a war. In his reign the long peace continued. The Dark
Elves lay quiescent in Naggaroth. Their raids ceased.
Many suspected that they were a dying race, slowly
passing into extinction. Rumours abounded that the
Witch King had finally died. The Dwarfs were content to
be left alone. During the early centuries of Aethis’s rule
news of the founding of a new human empire reached
Ulthuan but seemed no cause for concern. Nothing
threatened the High Elves.

Aecthis was a noted poet and singer. He gathered all the
great artists of Ulthuan to his court in Saphery. Poets,
dramatists, painters, sculptors, writers of histories and
masques all found a place in his vast palace of carved
jade. This was the high water mark of EIf culture when
most of their greatest works of art were created. This
was the period that saw the creation plays of Tazelle and
‘Torion Fireheart’s animated court portraits. An army of
sculptors and artisans beautified the mountains of
Chrace. Above the Griffon Gate a towering griffon five
hundred feet high seemed to leap from the mountain.
So cunning was the sculptors’ work that the story was
told that it would come alive to guard the pass against
any invader. iy

Prodigious amounts of wealth were spent on grandiose
projects such as these. The city of Lothern grew from a
small fishing village to a great city to accommodate the
increase in trade from the colonies and other realms.
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Contact was made with the old human empire in Cathay.
Representatives of the Phoenix King arrived at the court
of the Emperor of Cathay. Silk, jade and spices became
valued commodities.

Secure in their strength the Elves began to run down
their armies and fleets. After nearly fifteen hundred
years of relative peace under Bel-Korhadris and Aethis
memories of old wars and old enmities began to fade.
Approaches were made to the Dwarfs about the return
of the Phoenix Crown. These were rebuffed, but the
Elves took no insult.

A certain complacency set in. Factions sprang up at
court and intrigue, always a dangerous pastime among
the Elves, became a way of life for many. Strangely
enough this was also the period when the Elves came to
realise they were a dying race. Even during the long
golden days of peace the population had fallen. The
number of births had simply decreased and the great
cities began to empty.

Once more the Cult of Luxury began to spread, this time
cloaked in a secrecy that made it even more attractive to
jaded EIf aristocrats. After a while the Sword Masters of
Hoeth began to investigate the cult and report their
findings back to the White Tower. Their findings
disturbed the High Loremaster sufficiently for him to
take them to the Phoenix King. The Chancellor of the
Court was revealed as a secret spy for Naggaroth. As he
was unmasked he drove a poisoned dagger through
Aethis’s heart, and so the eighth Phoenix King was slain
by a trusted friend.

IX) THE IMPETUOUS

Morvael 1 - 381 (Imperial calendar 1121 to 1502)
The Eighth Council chose Morvael of Yvresse to succeed
the assassinated Phoenix King. He was the High
Loremaster of the White Tower under Aethis. Although
learned he had little real experience of statecraft of
warfare. His first act after his coronation was to order a
punitive attack on Naggaroth. An Elf fleet was
despatched to the cold north and was massacred by the
Dark Elves.

As the few survivors brought word of the defeat back to
Ulthuan, panic back to spread among the High Elves.
The last thing they had expected was defeat. They had
supposed the threat of Naggaroth all but extinguished,
but now it seemed that the Dark Elves had merely been
rebuilding their strength. By allowing their fleets and
armies to be run down under Bel-Korhadris and Aethis,
the Elves of Ulthuan had allowed their dark kindred to
catch up and almost overhaul them in military might.

During the quiet years the servants of the Witch King
had scoured the world in search of hardy and warlike
slaves. Now they could draw on great levies of drug-
enthralled human warriors and other even more sinister
creatures. ’

A mighty Dark EIf armada seized the Blighted Isle and
sailed on to Ulthuan. They retook the cursed city of
Anlec and cast up a great fortress in the rubble. Swiftly
they drove south and were stopped only after desperate
fighting round the Griffon Gate.




A new period of warfare erupted. Morvael, having
learned some lessons from earlier defeats, appointed
Mentheus of Caledor as field commander. Desperate for
soldiers he organised the system of troop levies that still
exists in Ulthuan today. This required every EIf to spend
at least part of the year as part of a military force, and to
provide wargear for himself It was a system of
recruitment that was to enable the depleted population
of Ulthuan to field mighty armies of citizen-soldiers well
beyond what the declining population would suggest
was possible.

Morvael was a sensitive highly-strung soul, often
troubled by terrible nightmares and dreams. He did not
care for sending his friends and subjects to their deaths
but in order to preserve the realm there was little else he
could do. He emptied the coffers of the Phoenix Throne
to build 2 new and mighty fleet capable of carrying the
war to the northern seas and stopping the flow of
reinforcements from Naggaroth. He was forced to use
the Sword Masters of Hoeth and other agents to seek
out the devotees of the Cult of Pleasure and it was his
unpleasant task to sign many death warrants. Many long
nights he would brood in his tower, and soon he was
turned stoop-shouldered and prematurely old by his
duties.

For over a century intermittent warfare blazed. The
fleets of Ulthuan ranged the seas destroying Dark EIf
slaving ships. Two new fortresses were built far from
Ulthuan to enable these long range missions to be
accomplished. At the tip of the Dark Continent the
Fortress of the Dawn was bullt to refit the fleets and
protect the trade routes to Cathay. At the tip of Lustria
the Citadel of the Sunset was completed as a base from
which the EIf fleets could guard the coasts of Southern
Lustria.

Eventually the war reached its climax. Mentheus of
Caledor besieged Anlec with a great army of Elves.
Morvael remained in the Shrine of Asuryan awaiting the
outcome of the battle. Every night he was assailled by
ever more dreadful dreams. Some say these were sent by
the Witch King to plague him. With every day that passed
he became ever more despairing and hopeless as
messengers brought him reports of the army’s
casualties.

. KURNOQUS O e
8 Kurnous the Hanter. the Lord of the Forest and . " &

. beasts, is the husband of Isha, and afl the Elves are »
their childven: He is forever folfawed by the baying <~
8 founds, and when he blows his horn the Wild Hunt
b follows him. Kunous is the spiris of the untouched” =
forests, wild animals and trackless wilderness. -

Kurnous i the primary god of Eflyrion, and he is -~ ]
. very ‘papudar amonyst the menfolk of Avelorn. Al the. .

&t hunters vanerate him, and never Kill more animals
thars they canens, lest they anger the god of hunt.
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On the final day when Anlec fell Mentheus was killed as
he led the assault. His great Dragon Nightfang went
berserk and slaughtered many Dark Elves and their slave
troops. Weary unto death, listless and depressed,
Morvael abdicated by walking into the sacred flame of
Asuryan. No mortal frame could endure this twice.
Morvael died the very morning after his armies achieved
victory.

X) THE SAGE

Bel Hathor 1 - 660

(Imperial calendar 1503 to 2162)

After the victory at Anlec the Elves were forced to choose
a new king. Mentheus of Caledor, the obvious choice,
was dead. At court, many factions manoeuvred to have
their candidate chosen. Some wanted to press on with
the war and argued for Mentheus’s son, Altheus. Others
felt that too many lives had already been lost and wanted
a Phoenix King who was more peacefully inclined. They
sought the selection of Kregan of Yvresse. The Ninth
Council ended in deadlock so a compromise had to be
reached. Eventually Bel-Hathor, a wizard prince of
Saphery, was chosen and crowned.

Bel-Hathor seemed an inauspicious choice; like most
Sapherian princes he was something of an eccentric.
Many of the other princes saw him as easily manipulable
towards their faction’s ends. They were wrong. Bel-
Hathor turned out to be surprisingly strong-willed and
wise. He refused all attempts to force him to order an
invasion of Naggaroth. He knew that although Ulthuan
could probably win a war in the bleak northern lands,
the cost would be so high that the EIf realms would
never recover. The numbers of Elves had so declined in
later years that many of the cities were half empty and
many of the lands abandoned. He was not prepared to
gamble with the future of the EIf race.

Soon his attention was focused elsewhere. In the old
world the race of Man had risen from savagery to being
the dominant civilisation in two short millennia. Two
mighty realms dominated the northern portion of the
Old World. The Empire, a loose alliance of city-states
and provinces owing allegiance to its Emperor, and the
kingdom of Bretonnia. Beyond the Old World was the
northern realm of Norsca, home of the ferocious Norse
raiders.

Norse longships had long troubled the coast of Ulthuan,
slipping through the net of EIf warships. Bel-Hathor
called a convocation of all the realm’s greatest mages
and instructed them to guard Ulthuan’s eastern
approaches. After three decades of preparation the
magicians enshrouded the island’s approaches in a maze
of spells, illusions and treacherous shifting shoals and
mists. It became virtually impossible for Norse raiders to
reach Ulthuan except by pure chance. Legends of these
terrible sea routes reached the Old World and caused
men to talk of the Elf-realm with dread.

The Norse were not the only men to dare the sea-routes
to Ulthuan. Increasingly, the great naval powers of the
Old World, the Empire and Bretonnia also sent ships
west over the ocean, seeking Ulthuan and the legendary
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golden cities of Lustria. The men of the Old World were
determined mariners and eventually some of their ships
found a route to Ulthuan. The Phoenix King issued an
edict forbidding them to set foot on Ulthuan. He did
however agree to let Finubar, Prince of Eataine return to
the Old World with them to study the new rulers of the
Old World. '

Finubar sailed to L'Anguille in Bretonnia and from there
spent fifty years wandering over the continent. Because
of the ancient feud with the Dwarfs, it had been a long
time since any High EIf had set foot on the Old World.
He was at once impressed and appalled with what he
saw. The human realms were vast, teeming and
populous. Men showed vast ingenuity in works of
engineering and scholarship.

Finubar had expected mud huts and primitive savages.
Instead he found mighty walled cities and disciplined
armies, capable of subjugating the Orcs and keeping the
peace over huge stretches of territory. He saw that the
humans were numerous and becoming more so, and
that it was only a matter of time before they would
eclipse the elder races. In addition he was fascinated by
their crude vitality and exuberant culture, their energy
and greed. He swiftly decided that it would be better for
the Elves to have these people as allies rather than
enemies.

In his travels he also came upon the lost EIf realm of
Athel-Loren. He was at once shocked and amazed by
what he found there. The Elves of the old frontier
province had taken a far different path from the High
Elves. They seemed rustic and backward and yet they
were friendlier and easier for him to understand than
the humans.

When Finubar returned to Ulthuan he was hailed as a
great hero. He swifily took his news to King Bel-Hathor.
The Phoenix King listened to Finubar’s conclusions and
reversed his earlier edict. At Finubar’s request the city of
Lothern was opened to human merchants and EIf pilots
were provided to guide the trading fleets through the
approaches to Ulthuan,

Thus began a second period of explosive growth in
Lothern. Prince Finubar watched his home city become
the largest trading port in the world and was happy. The
humans were astounded by the grace and majesty of Elf
civilisation and well-pleased with the commerce that
went on there. The Elves were content to have powerful
allies in the Old World. Bel-Hathor died peacefully.
Finubar was his chosen successor.

XI) THE SEAFARER

Finubar (Imperial calendar 2163 to Present)
Finubar of Lothern seemed the prince best suited to
understanding this new age. By temperament and
experience he was equipped to deal with the race of
Men, and as a native of Lothern he had grown up
with an understanding of the worth of trade and a
tolerant cosmopolitan outlook on the world. He
inaugurated a new policy of trade and exploration. EIf
clippers sailed as far as Nippon and Cathay in search of
goods. Untold riches flowed through Lothern.
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Finubat’s reign was marred only by the great Chaog
Incursion when it looked as if the Dark Powers had
returned once more to claim the world. A massive Dark
Elf invasion swept out of Naggaroth and the Witch King
himself returned to Ulthuan. For a time it seemed ag it
the Everqueen of Avelorn was lost and the realm with
her. Then two mighty heroes, the twin brothers Tyrion
and Teclis, arose to succour the realm and repel the
invasion. Since then the world has grown darker. Norse
raids have become ever more numerous. A horde of
Goblins under Grom the Paunch pillaged eastern
Ulthuan. Dark EIf raiders have committed innumerable
acts of piracy. The promise of 2 new golden age of peace
has faded, and the Elves and their new allies have looked
once more to their weapons,

For the Elves the present is a time that holds both the
promise of renewal and the threat of destruction. Their.
old enemies have become stronger and they have
become weaker. Although few humans would guess it,
Ulthuan is a2 power in decline. It can still muster the
mightiest fleet in the Known World and its armies are
rightly feared by its foes and yet the realm is but a
shadow of its former self. Many on Ulthuan feel the greai
days of the Elves are passed.

Yet every year bring new opportunities to win glory and
fight against evil. There are still mighty EIf heroes. The
Dragons, though few, are turning restless in their long
sleep. In the north the Witch King stirs once more and
the Sword of Khaine haunts the dreams of warriors. The
Elves still have a great part to play before the final act of
their long drama is played out.

Teclis, Hero of the High Elves




THE GOLDEN T IME

These years are not deali with w the Chronicle of the Phoemx
& ~Kings. During this time the Everqueen ruled Ulthuan from
B 4 Avelom and many realms were founded by adventurers

¥ depasting from that primacval land, The iime ends with the
Py commg of Chaoa and the time of violence that then ensued

I . AENARION THE DEFENDER
; (Impenal Calendar -4500 to -4920)

N . Aenarion passes through the sacred flame and then
v defends the Shrine of Asurvan against the Chaos Horde
of Morkar.

“:* Aenarion arrives in Caledor and is recognised as the
chosen of Asuryan by Caledor Dragontamer. The great

dragon Indraugnir becomes Aenation’s steed. They fly

- ‘to Vaul’s Anvil where the Dragon Arimour of Aenarion

i = is forged along with many weapons that will eventually

- become heirlooms of the great Elf noble families.

, . Technically, the rank of Prince in present day Ulthuan

i . belongs to anyone who can show possession of one of

' § these ancient weapons.

F-'.-u-.ﬁl—q.' T e == 3

| 2

3 ' The war against Chaos begins in eamest as the Elf
* Dragoririders descend from Caledor and take the fight
- to the enemy.

- "The forces of Chaos are driven back for a time and a
fragile peace descends on Ulthuan. Aeparion marties
the Everqueen Astatielle and two children, Yvraine and
Morelion, are born to them.

* The foices of Chaos attack Avelorn. The Everqueen is
.. slain and her childien believed lost. In faci they are in
"+ the care of the Treeman Oakheart. Wracked with grief,

. Aeparion flies to the Blighted Isle and draws the Sword

., of Khaine. Armed with this terrible weapon he is all but
_invincible for a time.

. Agration rescues the witch Morathi from a Slaaneshi
'walrbandf They make court in Nagarythe.

"C.a’ledur Dragoniamer conchudes that the only way o
““stop Chaos is to druin the winds of magic from the

~world. He starts 1epairing and expand.mg the ancient
; networ of standing stones WhJCh has stood upqn

(lmpcnal Calendar -4419 to -2750)
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II1. CALEDOR THE CONQUEROR
(Imperial Calendar -2749 to -2199) Y

1

10

o

The coronation of Bel Shanaar marks the end of the Wwat"

with Chaos and the start of the great period of 5 r A
rebuilding ihat sees the rise of Titanoc i pre-eminence .
among the Elf realms. - -~r‘;_ ¢

The foundation of ihe first colonies in the New Worlt!
on the east coast. Malekith defeats the Orc warlord |
Gritok Redtang and saves the city of Athel Toralien.

The Elves land in the Old World. Malekith befriends’ -

the Dwarf King Snorri Whitebeard and together the

armies of Dwarfs and Elves begin to drive the remnants®
of Chaos from the lands. As the colonies prospet wealth ;
begins to fiow back to Ulthuan. o Y

The Culi of Pleasure begins its slow spreaa thmugh
Nagarythe and across all Ulthuan.

Bel Shanaar himself visits the newly founded Dwaxf
city of Karaz-a-Karak and signs the pledge of etelnal
friendship between Dwarfs and the Elves. Malekith -
stays on as ambassador and remains on friendly tenm
with the Dwart Lings. el

Malekith begins his great penod of wandering around
the world in search of magu:al artefacts of elder times. °

Iron in the ancient mmed city of Vorshgm

Malekith returns to Ulthuan and denounces his own #+%
mother as a Slaanesh worshipper. The Cult of Pleasure .
is revealed as being secretly given over to the worshlp

of Slaanash. o,

The massacre at the Shiine of Asuryan Bel Shanam i
assassinated. Malekith is burned by the sacred flame

and horribly mutilated. Later that year his assassins try . |
to kill the future Phoenix King Caledor I who is rescued | /4
by  band of Chracian hanters, the ancestots of the* =~ #
White Lions. : o

Coronation of Caledor. Malekith flees to Nagarythe
Civil war erupts across afl Ulthuan. Brother tims: !
against brother as the devotees of the Cult of Pleasure -

stir up trouble in every city and town: .. - ;

The renegade wizard princes:flee Saphery and_
Mal'ekith. Hotek, a hereuc- prte'st of Vaul; ‘stealgabe




; g
aggaroth ‘There is little the High Elves can doto stop
’ m at this point. Tiranoc is lost bepeath the waves and

meca.taCIysmic unleashing of energies devastates the -
: land, The Elves begin to rebuild their shattered land.
Contact is lost with the Old World colonies. %

" A Dark EIf expedition returns to Ulthuan and hostilities
zesume. Caledor reorganises the High Elf army for

.+ defence and begins the building of the Gateway

‘ _fomesscs in the northern passes.

" (mffon Gate. the Unconquered Fortress, is finally

* completed, Tt.is the first of a series of massive '
-strongholds that will eventually guard the approaches to
- * the Inner Lands. The war rages on unabated as the Dark
= Elves seek to gain access to the Inner Lands and

- conquer the Holy Shrines. The High Elves resist them.

The dragon ship Indraugnir, armed with the magically
... forged Starblade ram, sinks the Palace of Joyous
b ‘Oblivion near the Blighted Isle. This is the first time a
W' Black Ark has ever been sunk and marks the beginning
- of the High Elves’ naval ascendancy over their datk
b Kindred.
_ The Elves finally succeed in driving the last Dark Elves
- from northein Ulthnan and begin to sweep the northesn
- seas clear of their ships.
Caledor orders the firsi of ihe ill-starred expeditions to
. the Blighted Isle
/ ' The High Elves take the Blighted Isle. Caledor does not
i = draw the Sword of Khaine even though it would give
him the power to defeat the Witch King. On his way
. home a great tempest separates his flagship Indrangnir
. from the rest of the fleet. Sails tom, driven to the veiy
_ coast of Naggaroth, the ship 1s overwhelmied by Dark
Bt reavers. Caledor throws himself into the sea rather
.~ than be captured.

IV. CALEDOR II
(mperial Calendar -2198 to -1600)
1 An uneasy peace seftles over Ulthuan. The survivors
At from Tiranoc and what was once Nagarythe start
! tebuilding their lands. The remaining Elves of
Nagarythe, which has become known as the
Shadowlands, take up a wandering. nomadic life
/ shunning the trappings of civilisation.
71D ,_ Contact 1s re-established with Dwarfs. Trade begins
193 . Durk Bif raids begin against Dwarf trading caravans
8 . Dwarf protests are ignored by Caledor IL Incieasing
R ':"'acnmony enters relations between the two races

1 . The War of the Beard begins. This will eventually
exhaust-the strength of both empires and lead to ages of

‘bitier feuding. There are many penods of peace‘whcre ux

‘both mdz;t clsurm:d victory,

597' " Caledor 1 killéd by Gotrek Starbreaker, The Phociis

-"defeat of the Dwart kmgs

Crown is lost, Announcing their wctory_,'the Dwafs
retreat to the mountains and refuse to fight any miore. .
As the Elf host is assembled for a suicidal attack on- *
Karaz-a-Karak news teaches them that the Wltch K.mg
has once agamn nvaded Ulihuan.

V. CARADRYEL THE PEACEMAKER
(tmperial Calendar -1599 t0-997) . ™ :

1 The Black Arks Citadel .of Ecstaﬂc Darmnation and Jade
Palace of Pain are beached to become the core of the
fortress of Anlec in the Shadowlands. This will pmude
the Dark Elves with a base from which to launch many.
massive aitacks.

10 Caradryel orders the recall of the EIf armies from t‘ne i
Old Wotld to combat this new threat. Demoralised by
the long war against the Dwatfs, the Elves ate in no
position to deal with the resurgent Naggarothi.

98  The last EYf army departs trom the Old World. leaving ~ '
behind a few hardy colonists who refused to go. What .~ §
will become the Wood Elf realm of Athel Lorenis -
founded.

102  Caradryel iniroduces the system of rotating units-to the
Gateway fortresses so that the garrisons are always at
full strength. Intermittent war rages across Ulthuag
once more as the Dark Elves consolidate their hold on_

the northern lands.
602 Caradryel dies peacefully. y
VI. TETHLIS THE SLAYER -

(Imperial Calendar -996 to -692) .
3 The fust Dragons begin their long sleep.
5 Formal military training for Elf regiments begins.

10 Tethlis launches the Scouring, a great drive north that
will culaunate 1 the slaying of every Dark Elf m .
Ulthuan.

50 Naggamthl counier-offensive reaches Griffon Gate zmd A
is caught in a carefully ptepated trap AT

74  The Baitle of Giey Canyon. A massive anﬁ) of Dark
Elves is caught by surprise and destroyed while mmped
10 a hidden valley in the Shadowlands

264 In alast ditch atiempt to win the war tie Witch ng
launches a desperaie winter offensive across the - %, %
Shadowlands. Protected by spells against the bOid s
army advances. They take several Elf fortzesses and .-

precipitate-the most bitter fighting éver seen betwgen 5
_ - the Elves including the infamous Siege of Tor Lehan:
After this battle thete WEIE RO SUIV1vors on elther s1de el

300 Anku; B c_lestroyed No stofip i§ unscoticed: 'I'he Al

gt il

o it il

-




A Naggamth The: Battle of the Waves'1$ qught on the %5

cucumstances The armada turns back..

VII. BEI.-KORHADRIS
THE SCHOLAR KING
( Tmperial Calendar -690 to +498)

i The foundations of the White Tower of Hoeth are laid
;' down and the longest period of continual peace in Elf
% - Tastory begins.

The first Loremasters assemble rovund the half-complete
- tower: An entire town of mages and scholars springs up
* within its walls.

" The 'W_hite Tower is complete. The Ordei of Sword
- = Masters 1s incepted.

| VIII: AETHIS THE POET
" (Imperial Calendar +498 o 1120)

107 The great statue at Griffon Gate is completed. Its
fearsome appearance strikes ierror into the heaits of the
- Elves’ enemies, bui it 1s also a memorial to the
I countless Elf warriors who have died defending it.
/200 - Representatives of the Phoenix King atrive in Cathay.

A They return laden with silk, jade and spices. Trade
Ly between east and west begins to flourish

Explosive growth of the seapoit of Lothern begins. The
- Cult of Pleasure makes a secretive reappearance. The

. Sword Masters of Hoeth begin their long secret war
i “against the Cult.

255 : Dark Elf slave-ships begin roaming the globe and bring
i entire tribes to Naggaroth in chains

g ‘f :Aethis is assassinated by his own chancellor. a secret
** follower of Slaanesh.

MORVAEL THE IMPETUOUS
erial Catendar +1121 to 1502)
The High Elf punitive expedition to Naggaroth is
massacred by the Dark Flves. aided by a screammg
~ horde of drugged slave watriors.

The Dark Elves rebuild the citadel of Anlec in the
Shadowlands.

“ The Griffon Gate is besisged. Morvael appoints
_'-Mentheus of Caledor as his general and introduces the
b “f levy systern of mandatory universal military service that
Vel eventually ploduce the great c1tlzcn—sold1cr armies
,,of Ulthu‘an. §t ? A

.. Blighted Tsle. Tethlis dies afterwards under: mystenous S

5

380 Mentheus is slam assaultmg Anlet. His Dragou,
- Nightfang, goes berserk and routs the Park Elves.. &
“Wracked with grief Morvael re-enters the sacrea ﬂame,
committing ritual suicide. B

X. BEL-HATHOR THE SAGE
(Imperial Calendar +1503 to 2162)
200

Norse raids begin. Magnus the Mad asrives to besiege
Lothern with 200 men. Confronted by the 10,000 strong d
Sea Guiard of Lothern he orders his men io chmge -

400 Facing eves increasing numbers of Norse raids the
Mages of Saphery draw a shroud of mists over the -
sastern sea approaches to Ulthuan. Bel-Hathor igsoes -

his intetdict forbidding humans to set foot on Ulthuas.
Finubar deparis for the Old World, landing at the < .
Breiormian port of L’ Anguille. He travels extensively .. )
over the Old World, opening telations with the Empm: .
Bretonnia and even the Dwarfs. .

498

Finubar teaches Athel Loren and rediscovers the Wood L
Elves, c o
Finubar returns to Lothern and persuades Bel-Hathorto -
raise the Interdict. Trade starts to flow 1ato Ulthuan as
never before. 4

530

548

XI. FINUBAR THE SEAFARER
(Imperial Calendar +2163 to piesent)

138  The Great Chaos Incursion. Dark: Elves mvade Ulthuzm
with many Chaos allies. The Everqueen is saved by -
Tyrion, Teclis forges his sword and departs the White
Tower.-The Witch King is defeated at the Battle of
Finuval Plain. Teclis leaves with Finreir and Yrtle to b
join Magnus the Pious in'the ﬁght against Chaos J.p the’ ..‘
Old World

140  The Dark Elves ate driven out of Ulthuan atter two
vears of relentless warfare.

141  Teclis founds the Colleges of Magic in Altdorf.

163  Teclis refurns io Ulthuan and takes up the position of“ o
High Loremasier in the Tower of Hoeth,

260  Eltharion, son of Moranion, leads a highly successtul
raid agamst Naggarond tself. It is the first time High'
Elves have entered Naggarond and returned alwe £

262  (rom the Paunch, a notorious Goblin king; sz

the O1d World at the head of a mighty Goblin wér
Landing in Yvresse, the horde ravage eastern 1
before being defeated by an Elf army led b
at Tor Yvresse: Eltharion becomes: Lhc W
v Yvresse. oy
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HIGH ELF RUNES

The ancient runescript of the High Elves is the most refined form of
writing in the Known World. For eight thousand years the High
Elves have developed their runes and signs so they could be used to
store their accumulated knowledge and safegunard their songs and
history for future generations.

High Elves possess a great respect for the world about them and
their runescript largely duplicates the shapes and forms found in
nature, or else they are based on the complex patterns of the stars.
The shapes of the High EIf runes are flowing and pleasing to the eye,
well-suited to represent their music-like language Eltharin, Most
High EIf runes can be written in several ways, or they can mean
different things in different contexts, For inferior races these double
meanings are often contradictory and confusing, but the Elves, who
understand the world better, know that all things can be seen from
different perspectives or interpreted in more than one way.

The actual writing of the Elves consists of their runes combined with
needle-thin traces and weaving lines that mark subtle nuances and
hidden meanings. Indeed, it is virtually impossible for mere humans
to decipher the High EIf writings, and it is said that the runes can

appear to change their shape in the eyes of an untrained reader. Thus
most of the translations of EIf texts are woefully lacking and can’t
represent the depth and complexity of the original EIf manuscripts.
The most intricate works of the High Elves are the texts that cover
their vast magical knowledge. The runes in such books and scrolls
are filled with enchantments and wards to deter those who seek
power for power’s sake. These magical tomes are infinitely complex
and are virtually incomprehensible to the scholars of other races.

High Elves decorate their standards, armour and weapons with runes.
The runes used in war often represent the pride and might of the
High Elves, but also remind them of the noble principles of Elven
warfare. Many High EIf standards are magical and their enchanted
runes form a glowing, swirling pattern that creates otherworldly
visions to encourage the High Elves and frighten their enemies. The
baitle standards of the High Elves are truly magnificent, decorated
with beautiful heraldry and woven from the golden hair of the EIf
maidens that is finer than the most expensive silks of Cathay. The
battle standards are covered with runes that tell of the history of the
EIf Kingdoms and their many victories on the battlefield.

Sarathai Charoi
The rune g" the Smn_qtﬁ, _fﬂocity,
World Dragon, mane of hair.
symbofising defiance,
unyielding,
Yenfui
Sariour Balance,
The moon, farmony, Chaos.
magic, fortune,
evil deeds, Saroir
destruction wrought by nature. Eternity, infinity, the
. flame of love that
Elui burns all it touches. .
Ending or
seniel Caladai
Symbof of the
Menbisi fine of kings, 4
. the dragons of
Water, [_ife,
. Sflame.
majesty,
weakness, Sethai
ro'rrentiuf rain a'm‘{ thunder in Fiight, wind, cry
distant mountains, in the far
mountains.
Thalui Senthiol
Hatred or ;
Unity, loyalty,
vengearce. -
broken promise.
Harathoi Lecai
Youth, boundless Ligfit, nobility of
energy, jealousy. the soul, lightness
of boing.
Urttﬁm‘r Minaith
Destruction,
o Skill in arms, ‘
conquest, sacrifice iritualin. h
of innocence, spintuality, the

Lost Way.

Arhain Daroir
Shadows, night, Remembrance,
A stealth, secrets, nemory, the
 petfidiousness, strength of stones
Quyl-Isha Lathain
The tears of Isha, Storm, wrath,
sorrow, mercy, IS gently falling A
endurance, rain that brings
mourning for lost children, eternal sleep.
Ceyl Cynath
Law, order, A Chill, death,
justice, passion, silence, loneliness.
sword that draws
blood.
Cython
Senlui The sexpent,
Swiftness, wisdom,
accuracy. A knowledge,
Sutility, the symbol of Lileath.
Efthrai Cadaith
" Doom, Grace, powet,
inexorable music of the stars
_fare, fiope.
Thanan Asur
Hidden The eternal
. Sflame, Mark of
Jower, inner Asuryan, symbol
strength it co ond
indecisiveness. of rebirth and lordsfip.
Lacoi Oriour
Might, glory, Blood, birth.
fear of death.




HIGH ELF ARMIES

o L | T
1t ngh Elves have a strong sense of order and discipline, g

|

- closely parallels their social structure.

" The Lord of each realm maintains his own forces, and is always readv to answer the call
- the entire population becomes trained to a high degree, with every High Elf knowing his

= always ready to defend themselves

A o

tempered by loyalty to kin and homeland. It is not surprising, }
then, to find that the military organisation of the High Elves j

to arms of the Phoenix King. At any one time, a proportion of the citizens of every town
and city are drafted into military service, and these citizens are seasonally rotated so that

place in his community’s regiment. Thus the High Elves who dwell in remote parts of
Ulthuan that are exposed to raids, or who journey over seas to found a new colony. are
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The (all To Arms

A 11 Elves able to bear arms are honour bound
4 \to spend time serving as warriors in the
levies of their cities, towns and villages. Some
towns and cities are so large that they are
able to maintain several regiments at a time.

In times of great danger, a general raising of the citizen levy
will swell the forces of each realm many times over. At other

times the regiments undertake patrols, guard important A Throughout this full-cofour section we haye
shrines and public places, act as watchmen at night, and shown examples of the High EIf army we've painfed
form escorts for local officials, members of the ruling at Games Workshop. The bright while tunics shown

. R on these High Elves are one of our army’s most
house and other important dignitaries. striking features. Notice how a little shading has
In the coastal cities warriors spend much of their time ‘ ‘,’:jg;}': ﬁ?stmeaz‘?:;’;dbff;f,e:amx
at sea as marines, or travelling to the Old and New ' the tunics a blua/grey colour. When dry, the

raised areas were carelully painted with
white to finish the effect

Worlds (as men insist on calling the western and
eastern lands already known to the Elves for
thousands of years!).

A Each of our High Elf regiments

has been given a single, strong identifying colour,

deliberately chosen to contrast sharply against their white tunics. In this
instance the regimental colour we have chosen is purple.

A Again, this archer unit uses @
single colour to give it its own strong theme. This time a rich
blue has been used to pick out large areas such as the sashes, as well
as smaller, more intricate detalls like feather tips, arrow flights and headdress details.
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e j{igﬁ Elf Colour Schemes
et = 8 s ‘ - = s " £ I o A - & % o ' .~
well painted High EIf army is one of the most impressive sights you wil{ see on a tabletop battlefietd. This distinctive
look is created by their striking white tunics and bright silver armour that are common to almost all of the troop types.
A single bright colour added as detailing on cuffs, plumes. and shields adds vanety. Varying this single colour helps to
distinguish individual regiments without losing the coherent look of the whole army. Elite troops and special characters often
stray from these basic guidelines to differentiate them from rank and file troops. but even these always retain a small
amount of white and silver to link their colour schemes with the main force.

+ S

The Warhost of Prince Arandir, ready for battle. This force represents a typical 1,000 point army, and more details of lts
composition and how to collect the Warhost can be found from page 106 onwards.

Ap; ) of his garb are echoed in his horse
rince Tyrion leads a unit of Silver Helms into battle. Mathandir’s caparison and headgear.

A Tyrion has been painted so that elements
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1
[

. The Kingdoms of Ulthuan

" ryhe kingdoms of Ulthuan organise and practise
¥k for war according to their own age-old
traditions. These reflect the lands in which they
dwell and the skills of the inhabitants. Warriors
from the various realms are distinguished not only
by their fighting style and traditional weaponry, but
also by their banners, shield designs and other
aspects of their uniforms.

" The map below illustrates the traditional horders separating the Kingdoms of Ulthuan. There are ten Kingdoms

. that comprise Ulthuan as a whole, although this does not take into account smnall islands or archepelagoes, such

as the Shifting Isles. Information about three of the ten Kingdoms of Ulthuan is given below: whilst details
pertaining to the other seven Kingdoms can be found throughout the following pages.

The Shadowlands %

. The Kingdom once known as Nagarythe was destroyed by the sorcery of the Dark Elves =
during the Sundering. Its population was scattered and became &3
nomadic, wandering in the wilderness of northern :
Ulthuan. The warriors of this realm are known as
Shadow Warriors. Organised in small bands. :

o [t

i woff
CHRACE

they specialise in seeking and ambushing .
Dark EIf raiders. They favour dark tinted e
armour and tunics and plumes decorated = |

with dark colours, especially blues and
sombre greys.

(Cothique

This realm has rocky coasts and R
treacherous seas, $O it comes as nO :
surprise that its inhabitants are all
skilled seafarers. In the coastal cities
half the Elven warriors are at sea at any
time, while the other half are at home N
guarding the coasts. Elves whose _ ot |
families came from Cothique can be v '
found in all the great Elven colonies s
overseas. The warriors are also sailors =
who spend much of their time at sea '

 Avelorn
| This wooded realm is the domain of the
. Everqueen. Those who dwell here specialise

in archery. It is said that some of the Wood
Elf kindreds of Athel Loren in the Old World
' are descended from the people of Avelor.
" The most renowned regiment of Avelorn is
the Everqueen’s warrior guard of EIf Maids.

g

¢ Warriors of Avelorn are most likely to wear

" green plumes or embroidered décoration
¢ with floral designs. Armour may sometimes
 be styled in floral or leaf shapes.

o L .7 L3
» ¥ Wi ) L il : m 4 v .
o 1‘ s IR i

blue or green.

and fight most of their battles against
seaborne enemies and raiders.
Encounters with sea monsters are a
regular part of a warrior’s life, and
some wear cloaks made from the hides
of these creatures or armour styled in
the fashion of sea serpent heads. g
Armour is often tinted with shades of .

bge # - At
y 3 N L *'f“‘ _| ‘S o Tar a

.0 ’ 'i ST A L
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Y very Elf warrior can feel proud of the traditions of his
Etown or city. He will march under a banner which may
be centuries old, bearing an emblem that is even older.

Weapons and armour are often antique, carefully restored in thie local armouries
and preserved from generation to generation. When an EIf warrior hears the

description of his distant forbears arrayed for battle in an ancient saga, he
recognises the very same uniform that he wears.

A Regiments of spearmen form an important
part of any High EIf army. The banner design
used by this regiment depicts a sword held aloft
and has been rendered in colours that are
sympathetic to the rest of the unit. This design
has then been simplified and repeated on the
regiment’s shields.

~ is a misty realm N
~ surrounding the old city of
. Tor Yvresse. The people of
' this land raise regiments -
_ aof some of the most :
'~ determined and steadfast
warriors in Ulthuan, as
befits the homeland of .
" Eltharion and so many

other paladins. The
- favoured weapon is the
 spear, and the warriors
L fight shoulder to shoulde:

P Superbly modelled
High EIf characters form the
centrapieces of your army
and reward careful painting
and assembly, as you can
see from this model of
Eltharion riding his Griffon
Stormwing. Before the kit
wags put together, the wings
were carefully bent to
produce a more realistic,
animated effect. As well as
being superglued info place,
the wings were pinned to
the body with small pieces
of wire for extra strength.

A scenic base was added
before the whole model
was painted. Note the
carefully painted leopard
pattern on the Griffon's
back, legs and tail.
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gumﬂdk of the Realms

A lthough the levy system provides Ulthuan with
\ a massive reserve of troops, as well as a
permanent body of warriors, there is still 2 need
for professional warriors.

These take the form of the various Guard units, such as the Phoenix
Guard, who protect the Shrine of Asuryan, the Sea Guard, who man the
walls and harbours of Lothern, the Everqueen's Maiden Guard and the
Phoenix King's Lion Guard. Each of these units has its own distinctive
appearance, styles of dress, and weaponry.

________|

A To reflect their status as an elite
regiment, the armour of these Phoenix
Guard models has been painted gold
rather than the usual silver. Their cloaks
have been painted white with a striking red
and yellow design depicting leaping flames.

Al

<The fiery motif of the Phoenix Guards’
cloaks has been carried through to the
banner born by the unit's standard bearer.
Again, flames and ashes feature on the
banner, but this time a phoenix Is shown
leaping from the flames.
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A Red has been used for
all the plumes and edgings to

provide contrast with the white tunics and
lionskin cloaks of this elita regiment ot Lion Guard.
Details on the helmets and axe blades have been painted gold.

e | Ao s "l'.
is 2 mountainous and
forested region The
nhabitants are all renowned as skilled

——— G =R

Painting jﬁgﬁ %E Armout

e B 2 S it i il Nt .

The predominant colour of High EIf armour is silver. When painting High EIf armour, start
by giving it a base coat of Mithril Siiver. When the paint is dry, apply a thin, watered
down layer of Armour Wash over the base coat. Finally, once this second layer has dried,
gently drybrush over raised areas of the armour with a second application of Mithril Silver,
to bring out the highlights of the armour.

Although High EIf armour is
predominantly silver, at times
there are opportunities to use
other metallic colours such as
Burnished Gold, or even
Beaten Copper. This is
particularly appropriate for
Champions and heroes, who
often wear heavily ornamented
armoulr that is centurtes old

If you are not using Mithril Silver, follow the guidelines given
above, and just substitute the two applications of Mithril Silver
with whatever colour you have chosen to use.

The armour on horses (known as barding) is painted in exactly
the same way as other Elven armour. One trick you can try to
make barding complement the colours of the horse’s caparison
{the cloth undemeath the barding) is to use a coloured wash
rather than armour wash. So, for instance, if the predominant
colour of the caparison were blue, you could use a blue wash
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Nobles of Ulthuan

IMhe nobility of Ulthuan has a

Il strong military tradition of
its own, and there are few
amongst them who are not
expert riders and warriors.

In battle nobles from all of Ulthuan band
together into units of Knights - or Ithiltaen,
which literally means silver helm, a title
which is derived from their distinctive tall
and shining helms. Few human Knights can
equal the martial prowess of the Silver
Helms. Though humans might well be
stronger and heavier, they are clumsy and
blundering barbarians compared to their
Elven adversaries.

P> The barding on the steeds of these Silver Helm Knights _
has been painted in exactly the same way as the armour of their

riders, using multiple coats of silver to achieve a really polished, shiny
look. Notice also how the horse depicted on the unit's banner is the same
colour as the horses themselves.

A Sl:II_/er Helms are another one of our army’s elite regiments. All of the staeds were deliberately painted pure white with little variation to produce
a unified look to the regiment. The main colour is blue, but small details on the steeds and riders have been painted a rich, leathery red colour.

e
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A The blue wave pattern and heart motif on the
shield of this High EIf hero have been repeated on
his horse’s caparison. Mounted High EIf characters
and heroes provida many opportunitias for this type
of extra spacial painting.

P As well as using more colours than you would
normally use on a regimental mode! you can also
distinguish your heroes by applying patterning to
their garb or to the caparisons of their steeds.

This model has had the same heart pattern applied
to both the hero’s clothing and the caparison of his
horse. The rich purple colour used for the patterning
1s also used as the main colour elsewhere on the
model.

A smay amounts of green and blue have been used
on this model, yet because they have been applisd
Sparingly, they do not overpower the striking red
colour which is the model’s main feature.

A The heroes in any Warhammer army are powerful individual models and you can
really go to town when painting them. Our High Elf heroes are no exception and we
have tried to paint each of them as spectacularly as possible.

<d The Pegasus has been
paintsed white, grey and
black, leaving the brighter
colours like red and yellow
for the rider. This helps the
rider to stand out when
viewed on the tabletop. The
model has been mounted
onto a carefully modelled
scenic base. Modelling a
special base in this way is a
good technique for showing
off an impressive model.
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Prince Imrik, P>
Lord of Dragons.

is a sparsely :
populated,
rugged, volcanic region which
~ has been home to Dragons
since ancient times. The folk
of Caledor favour hot fiery
colours for their plumes and
decorative motifs, and they
. are the only Elves who

% commonly use black for
plumes and crests. The taming
- of Dragons is a warrior tradition in -
~ Caledor, and it is from bere that the Dragon
- Princes come. Their armour is often tinted
green or sometimes red, and its design is
. intended to reflect the scales and horny

- spines of Dragons. Such is the pride of the
Dragon Princes, that theirs is the only banner
that remains erect whilst all the other banners
¢ are dipped to acknowledge the rule of the
- Phoenix King prior to battle.

s

A The armour of ihe Dragon Princes and their steeds’ barding feature a dynamic green and red colour scheme. Howaever, the white horses,
pennants and shield designs make the regiment fit in with the rest of our High EIf army:.
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A For our army we have decided to paint ail of our Ellyrian Reavers on dappled grey horses. This provides a marked contrast with the other
cavalry regiments in the army. Of course, there are many other colours we could have used to paint these steeds, including pure white, light

browns, black and other types of grey.

i
T

verdant open plains, and

I - sa -ng6’6 of k
. y with their herds of fine Elven Steeds. By tradition, the warriors of this re:
are expert riders, taught from a young age the arts of horseback warfare. These warriors,

nown as Ellyrian Reavers, are experts with both spear and bow. A distinctive feature of Ifh\e,

L.

A The dappling on this Ellyrian Reaver's mount has
| bf—‘en applled so that it fades out towards the steed's
I hind quarters and nack, as it would on a real horse.

U can achieve this either by making the dapples
¥ Smaller near those areas, or by applying softer

Strokes of paint.

b

<« Painting your own
shield designs can be
very satisfying, but also
a bit daunting. Luckily
there are a number of
alternatives. Some
shields are cast or
moulded with relief
designs which are
relatively easy to paint.
Games Workshop also
produce a wide variety
of waterslide transfers.
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A The High EIf Repeater
Bolit Thrower and crew.

A Each of the Repeater Bolt Thrower teams in
our army has been painted using a specific
detail colour. Either blue, as above, or red in the
case of the crew model! illustrated on the right.

- "r e,

e WL : 7 G -

Origmally, this coastal realm had broad
‘Iiranoc expanses of sandy beach and rolling
- downlands rising suddenly into snow capped peaks. Of
~ all the realms of Ulthuan it was the most wealthy
& and the most densely populated. The
- warriors followed a very ancient
tradition of fighting from chariots as
suited the landscape. During the
Sundering Tiranoc was flooded
- by the sea and disappeared
almost completely. The coastal
. cities were overwhelmed and their
- mercantile descendants survive
. today only in far flung colonies.
* Inland, on the lower slopes of
the mountains, the warriors
cling to their age-old
o tradition as charioteers
of great skill.

B

3 tain ﬂ 15 tﬁe ‘mighltigst-‘o -

the Kingdoms of

" Ulthuan, centred around the
- Emerald gate and the city of

Lothern. Many merchants dwell
here and send forth colonists to
the four corners of the known
world. This is a populous region =
which maintains a large number

of troops. Its warriors are skilled
with either the bow or the spear
and are always excellently
equipped with the finest armour
and weapons. The nobles dress in
splendid robes and often wear
ornate armour decorated with

. precious gemstones and valuable

metals These warriors fight on
land and sea and have

~ detachments skilled in the use of

the repeater bolt thrower, which

- can be either mounted onboard

or removed for use on land.
The best warriors serve in the Sea

- Guard, a large body of troops
.~ whose regiments are based in
. Lothern, but who also travel
. throughout the world with the
- Pl_l_oenrix King's armies.

V This High Eif chariot has been
extensively converted. The crew
have been created by using
torsos from Ellyrian Reavers
and archers' legs. The base has
been cut to size from a
Warhammer movement tray.
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Sﬁteﬁﬁr umf ﬂ?anners

Banners and shields act as a colourful focal point for your units
and heroes, and are designed to reflect their bearer's
character or the unit to which they belong. There are no formal
rules to adhere to when designing shields and banners. Most are
ancient, traditional designs that have been passed down from
generation to generation, and incorporate imagery unique to
each specific regiment.

A Our High Eif army's Battle Standard bearer,
holding aloft the banner of the Phoenix King. This
model is a conversion made from a variety of
different castings and plastic parts.

igh Elves favour imagery which

depicts fantastic creatures, such as
dragons, the phoenix, and sea serpents,
to name but a few. Many of these images
appear in fully rendered scenes, such as
a night sky, or stormy sea, rather than just
sitting on plain, single coloured
backgrounds. This is not to say that High
Elves do not also produce simple designs,
just that the more complicated the
imagery, the more ancient and valued the
shield or banner is likely to be.
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STAGE 1

STAGE 3

i % It is a sparsel

A Teclis, High Loremaster of the White
Tower. Many of the items Teclis
possesses have been painted according
to their descriptions in this book such as
the Sword of Teclis. To finish the effsct a
scenic base was added.

»

From all over Ulthuan determined young Elves also come to Saphery
in the hope of being accepted into the
Hocth. These elite warriors are trained by the Loremasters in the most :
ancient and arcane of martial arts. Their distinctive weapon is the £
double-handed broadsword, a massive weapon they wield as easily as
_an ordiﬂagy_li,lfmigh_brangis!} a knife or dagger. PR

STAGE 4

Taiﬁ%ihf;

ngh Elf models are often sculpted with precious gems and
jewels, especially champions and special character models
As well as adding a touch of class to your models, gemstones are

also surprisingly easy to paint.
First decide what basic colour you wish to

example, if you were painting a red gemstone, you would start by
painting it a bright red colour. Once the red base coat was drv, you
would then apply & band of dark red shading to the top of the gem, and

then a band of orange highlight to the base

middie where the:basic red colour would still show through. When the
highlight and shading is dry, add a tiny, pure white dot to the top of
the gem, to help create the illusion that it is catching reflected light.
If you want a really shiny look, you can give the gem a thin coat of

gloss varnish as a finishing touch

his realm is noted for wizardry and within it stands.
the White Tower, home of the Loremasters of Hoeth.
y populated land. The nobility of Saphery study the arts
* of magic and many choose to fight in battle as wizards. . 5

Sk ik

AR -

Order of Swordmasters of

(]

paint your gemstone. For

of it, leaving an area in the

High Eif mage
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Word of the "fmrde reached; the keep of Lord Mc:ani::m, e
Eord of Athel Tamarha: The old Elf Lord was déep?y i
sach créwed by hundreds of crizel gzeen—skmnecl dlstu,rbggl by the tidings. His eldest son and mest of his v
wartinrs Théyarrived on the' stoxiy beach, their ships *  tropps whre in the far Northlands nghhng,,agaunst DarlcEIE, -
" pattered by the wind, their sails intatters” Over half the o, “invaders. His youngest son; Argalen wis (n TorYvresse. ».
L teeming horde: had been lost. Fhey had perished atf sea, .}5; y ‘studying magic under the tutelage of the Warden. The old -
, wracked by scurvy, devouredbg kraken, their vessels, . ' U Elf's heart was already heavy as news'had just reached -
'.sphntered agarnst the sharp-fanged rocks and reetsof ‘the 2 him that his ‘¢ldest, Eltharion, ky at death’s door, & Wltehj
- Bea of Dzgad, their minds shattered by the iHusions - - "+ - « Elt's poisoned blade near his heast. He despatched -
ﬁ';-ntwmed, around the Shifting Isles. Over half their nmnbet . messenger birds with news of the oncommg horfie to the 2
t1ad been lagt but they were undismayed. Twice ten =+, ~ Warden and then despatched hlq tew remeumng rangers 0 9
3 ’thyusgnd stll lived ‘cmd thelx eyes ghttewd w 1th {* scout olif the Gobhns 5

] _andirmned mahca; ST Moo The FAngEIs encountered the vanguard of Gmm 5 army at
L (Grom was. theu leade& vast efbal}y, snong ot sinew; cruel - Peledor Ford. They lay in wait and tained apows downon
. of heatk; and cunning ot mind, Following him the horde .* the Gablins as they tried to cross, The Gobling took heavy
blax réé trail of carnage from the flintyheast of ~casualties and the taunhting cries of the Elves enraged ' ;,:r g
8. Worlds: E&ge Mountalm thmug,h the marches of the . them, However, wily old Grom, having taken stoek.of, the
pire to the shotes of thé Sea of Claws, Fallowing him'* s situation, sent a group of warriors upriver with orders fo: -
: had stormed the castlés of men and looted the tombs . “swim the fiver and take the Elves in the ﬂank dnvmg the
Dwarf kings. They had routed armies and. slaughtered . Elves trom the ford. * M
told: thigusands, Grom could have built an emplrein the Rememberin; his oath not to set foat on.a boat C:,mm did \
d Warld- He tould have toppled the kingdome of men. not ¢ross the %wer on one of the hastily. constructed rarts e
raised 2 savage-fiefdon in the ruins. He lidse not 5; Instead he sent his bodyguard to stand in the river with .
Grom had & vision. He knew hus destiny lay in the their shields held flat above their head; and walked: acro&«;
biover thagea Hidgods ha@ spnken and told hlm he the Peledor en a bridge of: shields. Only three of his '
the bane of the Eleais o 0 e . budyguard's dled trom try mg to support hxs eno:x;mous :
| Gioirwas the voiee of thg Waaagh Tbut,heﬂ by the gods, < weight. TR

a5 the liying embodiment 5F his people’s spirit of - Onithe far s1de of the river the Gdblms chscovered a-glant -

nest. S,tandmg on that eursed shore he had prormsed 5 .‘-. Manchg ston one Ot the Elves Sitchsbsmacs habin. i1
qrde new lands to conquer, new foes to glay, new - . Shaman, Black Tooth; probed the Tune-encrusted menhig, *
ures to loot: Grom had spoken ané the horde believed | =, i SAW e wh AT Can. O i aE enoerus o
for Gropuepdke the thought.s fhen" gOds had placed M L The dark gods smiled anid hewnariaged to bind himself to
alk their black hearts. - . it Bower flowed throughhim. He'soared into the mgh’e =
They had bn}ﬂthuge ﬂoatmg hulks and had tak@n to th;e o skyl @im’ced on his wyvern, Doomserpent ot .

urrents had carried them far out intq the Western 1_:‘7 " g, o
an untit the storm caught them in its iron grip. Like .= The nent day ihearm3 arzived athe kegp ot Atﬁe}

Ry <. Tamarhta. Seejng the huge foftress-palace Grom deuded 23
hand of a mhgn g@d_u thiew ‘them down on the coast * that this musﬁ% the ut% of Tot Yw}::sse He'stood for a-
~.moment entrabiced, ity beauty touching him: Like many -
old: Elf stryctures the keep looked as'if it had- Frowst. from:
. the livihg ¥oel, stone tawers rising like the'boles of
i petrified trees from its stone base: Old: half-groded
" earyings were sculgted ntoits waHs.,Guardlan statues,

éy rodgthe waves invd vast ﬂeet of mudely made :

\

-
w

“-

ling EXf ships Tnta port, So thé sea-wardens of Ulthitan -
gw pothirg of the coming invasion. The howling winds. *
th_e ma_gma;_l ] 'ts which had for so long grarded. -

g aévthey ey S
Sis hkewamm?nts on the m a.rch In the 7 L

arrg;g that the Warden ot the
hem all Grom laughed iR !
> BIf that he would f the Warden’
¥ the Elf’s taieofam«g £ city filted with
z s gavage heapfand he.

Lord knew why a nfmbis of P
* brighter thax lighﬂung, more
. -&Fagon
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- the casseway. s hey

et to'the whle of the land R ¢Hed in one day by a tribe of miridless barbags
| . o undesstanding of what it yas they destyoyed < - .. -
. AllthatTong day they marched thiough a land that was |
- emiply’and swiily blighted. The horde's scouts - - - «
. slaghtered entire populations of deer,

wikhed he had ot He was

" shaulders was draped M
flanked on his leftby the

ght5 toar the Goblins surged forward fowards,
! did so the wyvem swooped. Fréay. =
" i=vider’s hand came a colossal thunderboit: The smell.of "3,

-~ Los{sown throne sat Grom,

turned to wakefulhess and =
in terrible pain G the Bit. . =
arpund whose broad g
oranion’s wolfskin cloak. He was " 1
7 : evil old shaman and on his fight
by ahurichbacked Goblin jester. When the Elf h‘%/d' to ..
L Spealk the jester slapped him with an inflated Qs oo™
dez: When he tried to move he disecovered his¥eot had. .
ed 10 a plank of wood. The Goblins thi ught this -

them orrecréate .

its of gredt crisis no Elf Mage would - 2
them, forwho knew what might .-« o they left the
eli balatice was. interfered with éven slightly? -

e

23 Hzone filled the air Fhe gates of Tamarha Ke;p-ci-ashed o=
. 1nto @ thousand pieces. Moranion knew that he hadno - o 7% o . q s

L charee vtsurvival.His heusehold had few troops, mosy” Fhamans syesglitter Withnewls O
' ..0ld men anduntested boys. They could riot hold the gate - .
|} Against the Goblins. ;. TR e e S SR

s Grom steered his chariot across the cayseway cutting =17,
.- down all who got in his path. He drove rightthrough into

“ a central courtyard where he was met by Moranion. The.

. old Elf wagclad in silvered majl and a cloak of white ..

%, wolfskin. In'his hand was his ne-inlaid blade,

. : Fangsword. The old Elf shouted a challenge athim. Grom °

- tlimbed down from the chariot and strode through the .

v gk -

(" - off exquisite stattes. Idiot laughter echoed under vaulted -
- ceflings By fires made from piles of handilluminated .
i%  parhmentthey swigged hallucinogenic yinés trom’ "
ottles older than many hugan kingdoms and wolfed. *
& dowa the fruits of the blazing vrchards. - - . :

In ‘lﬁé'gi!eaf %3l Moranion re

ey

ety

- &

~his duty to seck reven

Seon thehteds was o1 thamove agary

", Moranion’s

¢itire that had end

world. He shuddered when he

' creptinto the camp amid the sl

chopped them down. .. -

. they encountered were toppled.
" ground shook with a small tremo
- all the thousands present, unders
© knew that soon the tide of terrible

Under cover of the shadows the syrviving Elf rangers . %

thought the Elves top

e

rapped naked & the Front g his charibt As -
Keep Meranion wept bitteg tears; his'ap
oUfig veas afire Even as he watched; the 106f collg)

trees that had stood for yeéars, Fields of irreplaceable. ..+
* ‘mediainal herbs, the onfy exantples of their type, were' .
- Arampled by iron-shod feet The G

o

A
=

i Grom ordered |

and dhopped down |

oblms‘plliékg&@ the k.

s darkness fellhe © <
-Only Moranisn, ont.of |
tood what it Treant. He

magit would rise again

with catastrophic consequences for Ulthuan and the

heard Black Toofh's mad |

laughter-ringing out. In the dark he could see the'

eeping Goblins. They found

~ Moranion still strapped to the froft of the charlot in whidl .
. Grom lay asleep. So stealthy. were they that eventhe = v |
. - wolves did not awake. They might
< too byt Grom was old for a Goblin
= He sensed the vibration of his ch
weight sas removed from its. fn

ont:
:+ Two Elf rangers mshed him. He snatched up his £
. mielee Blocking & sweep of the Elf’'s sword with his axe, > O N
" he dropped the old wartior with a blow from his miailed
' fist. Then he stood shouting encouragement to his lodz
. with'the uncensciotis Elf Lord slung over hig shotlder

~..'§qu’-.thebatﬂe was ever. Triumphant Goblin warriors
B strode thiough the‘hallways of the ancient palace, :
. Wrapping themselves in tapestries and capering through -
* Halls. defacing priceless pictures, and smashing-the arms

have freed Moranio'iu
and did not sleep well;

ariot as Moranion's ¢ &

and woke with a xoar,
xe.And

: v A5 SN
- PRI T e

‘.. The Elves lifted their chieftain and ra: through the stirring
= army. Grom called for aichers: The Elves 3plit up and rark:
n different directions. A group of them were swiftly 7 3
surroufided and began a desperate Jast stand. The others
. almost madeit to the edge of the wood' At the very edge * 8
they were mow# down by arrow fire. Moranion himself -

fell with two arrows buried in his bagk He tried to crawl

hewasstill. & -

o

on’As he did so another-arrow thunked into his bodyand; &

The ghost shimmiered and spoke 0 him, telling him it was =
ge and stop this sconirge, To save tho

t kill whoever ke found wearing:his father’s.
- cloak. Eltharion resched out for His father but the

land he must kill

At that momént, i the far north

of Ulthyan, i
- sony; Eltharion, iay close to death. His breathing was :
* shallow, his heartbeat slow; his brow cold. Bvenso his :
eyes snapped open. He sensed a shadowy presenee in the &
r00m &nd saw his father standing over hiin. The old Elf’s
face was bloodless'and bruised, his eyes gliltered cold .
“blue, érudely made atrows protiuded From his ghest: Thé' '
son shuddered, knowing his father was dead. | oy

A o Tmr
Moragion's:

A ey
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Foe »

§ :Ieagues from é’cffsf Had the E%ve:: Been:l '
their might they would have remgined within thétr
fortress tewerg.and given mmforcements time ﬁom{e

saw the P«angsword ancient hexﬂoam qi
5-whete his fathet’s ghost had stopd: He
g'raspesf the hilt, lm knackles whxte

- The unstoppable. Coblin army swept Qverthe Elvess gz;am By -
e silken pqv:tbpn E’n@y were led his.horde into the charge, His axe parted gl ‘
iz leader on his fegt. Bltharion looked " ¥ head froeg his shoulders. His scythed whteels &nt the EIW%
: eyes were chill, hig cheeks sunken and .~ down like stalks of wheat: Warrior for warglox fhie Elyes -
vspoke there was a bitter edge to his voice that « ~ were more than a match for Grom's ladz. However they -
had not been there before and Jwhich was never toleave it.  were heavxlv outnumbered and the momentum of the = =~ ;
{6 mountad e war griffon, Stermwmg, a5id aribmaibis. - Goblin charge carried them . deep into the Elf lines, &5 thei P

:‘melee swirled the greenskms switthy swept round the
warnorsbﬂ:k aboard: their ships. He told them they were clgaeOF the Bt formation and Elbwarriass found.

e 1ghgme None dared gainsay him. Aloft and out Of themselves attacked from several sides at once. "Q

bzght of his troops, he cursed the gods. The rush of Wmd

" inhis £a18. Was the only answer. © - 9peat<r jabbed forward Shields turned the: svesp of clubb
. Scimitat clashed with bright ongsword, Warcries and -
Z\;s 3 ’, aff’zrr?esp:) ‘i‘cre:nqe:r:zt;t%f;;;%ig;&?:ﬁgom death gcreams tent the air. Wolves howled as they teasted
S & on the dying. From overhead came the sound of leathery -

. on the eplumns* ﬂdnks At night they saw *
| strange hahts.flickering in the woods and when they woke . flappingrwings. The scent of blood and ozoné filled the axr

.. . All semblance of tactics-and skill was lost as the ﬁghtmg :
gg;hsﬁﬁmvﬁﬁiiﬁhvﬁﬁh& Fi?lli fiﬁ:ﬁ;ﬁd %7 ‘became close and deadly Combatants stood breastto - .

" . breast and wrestled, panting for breath as they sought .

4 ("r
: ‘Ig:nezstt(l"hme,lye;c:glgsxm: El;«asseml sutthenromn ffteac?y presence i advantage. It had to-be brief. No warriors could stand
- g P e g e long in such a howling gale of combat without BIVIRE S

C -.

i In the middle of the madness Argalen, sei of Mo‘ramon,__ i
. ; confronted Grom. The young Elf was mad with grief and' ' 8
}i d 1t shuddered, A Oelgh(:;f:‘:;lehiﬁgmag%f;ﬁ:gh < tage. The sight of his father’s cloak, all aplattezed with 2

e b 0 4 . -, blood, drove alt thoughts of anything save 1evengefr0m e
b though they were. Those who saw him in the depths of * 2 8 YHng ;
iight:saw a strange halo about him and noticed that he .v.- his mind. Red rage drove all thought of using his magic -
Sk e 4., from his mind. Hehewed his way through the Goblins

coming hollow~cheeked and gauntas a huntmg . :
, “and vaulted onte the back of Grom’s chariot. Gromy, « si%
dis eyes P“ISEd with anintenal light. His .., % deflected his tirst stroke with his axe. It bit into tha broﬁza 1

uncements, névet easy to understand at the best of - . railitg of the chariot. The the Gablin chieftain uleashed

. ﬁno ui Eii cj;gedeve]r im;rcion)eyl t;cstg:;egf(f;;% “lgl);ndée"%ooth % afurrous rain of blows at Argalen Driven by Grom's iron., 4

B vas ke s someang in the last stage of a terminal illness, -~ 2™ the axe drank deep of Elf blood: Argalen fell. - S 5, A
|growing éver more distant from his life and the world.  .! Gromraised his corpse high above his head and with a..
great ety threw it ouf into the midst of the Elf forge. Seeing ¥

__ Egﬁ%?gﬁ%%tggkﬁg fﬁ;ﬁﬁ;ﬁ:ﬁ;&gi}?};ﬁﬁ: re‘ -1 the brave youth tall 5o disheartened the Elves that ﬁwéy $

: * ‘turned and fled The battle turned miko a rout, Flgeutg :
.. thgﬁniﬁolhe] zg:’ &‘:}i‘iﬁﬁ’jﬁf ;;:ty piifg Ervdizzse’ , Elves were cutdown a they dro pped theiz ‘shields, turned

: ‘their backs:arthe foe and rari-Less than halt the proud Eiif S
‘bridges hund),edio 2 ab;;lve thefl’;r oumai f £23 the . army that came to Yvraine Plain left alive. Those gat chd
fk beingmuBtired o meet the Goblins and he knew-; were hasried by wolf riders to the very gates of the dity:
¥ soan. they - weald -meet their first real challenge. He. A e AR FlE welsion - :
eﬁd@ &mk?l g&;ﬂsndfgle};engred the da;n;ge he Wf:s on the walls, who had expected to welcome them backm ,
Tl to e Rl B ammg % magm = victory, let out a great kee-mng waﬂ mculmng L’heu*lost G
d not shy ethekttawfedge 2 i “" brothers and fathess: - “w | etk
e -ommandgx of the army ef Tor Yuresse wa&Ferghal of ’
tron Spe Hﬁwas an able’ warriorbut ne general, Fiig °
€ smpremie command came abigt because of his. -
aingloence in the mazy and conveluted politics of -
' appointimists ﬂeeted elton the name
Bf bis ariclentt and honot :

stopped eating or drinking. ‘At night

' Sq greatayas that cry that thev's&y Ebl:haz ion heard it
- though he was hundteds of laagues dut at sea Tt 18 sais
. that at the moment that his brothet’s lifeless coxp !
: tumbled te, the ear;’h he let out 2 how. d

Lﬂﬁte py tlaew= Pras on, the shlps ¥
¥ as tfxéy sailed Bome |, -

7, T Tor Yvresse: ﬁ\qt mgf;xr fiheze was much-mo
e ﬁpulauon huddled in fear round the temple of
‘Bladk stbrm clouds hovered Gver the ity W
threat of toxtential rain. A greal traimor sk
shudder and cmSed part of the sea; Wall ta.mnw

==




: d das&oy.tﬁem Al If they
Vrasse ;henalI of the Elf-

.__'Ihe hoblms sinpped the bodles of ﬂu: failen- ;

ymed the corpses on great funeral pyres. The foul ;

: ash‘ fanjiChe buurning distted on the wind toTor Yoresse

d disheartetedits depleted defenders even more. Black

, oathde&bnded Hurther into ma;:h}esq_ as the power »

SOul He gat by' the preat ¢ camp ﬁms albemately ranting and

4 smverlng His pronouncemenb of unpendiag dopm e

(.quwen‘ﬁg Bf the eaﬂ'h The emptx(m of the dlstant F
“mountains made them nervous, . They dmdv sensed that

gieat and terrible events were happening and they became.”

3 infected by a mad belief in their ultimate victory.-Yet they: .

a5,

'l
.

~ shook under their tread..

wergaansure that victory would.gain them anything, Black
Tooth ranted that the sea would deviur the land and the

dead woulgf Outnumber the living: And still the great -.-’_

. storm-that gafhergd over Tor Yvresse did not break.

"_-"ieOMy Grom seemed unperturbed, tourmg the tents and
- picket lines, 3 haunch of beef clasped in one hand, a flask
of wine in ithe other, his great axe strapped to his back. He :

raised the epirifs of his troops with his fearless

was starting to wonder. -

- When all the preparations had been made he ordered the
| army to adyance on the distant city. Gangs of Gobling
pulled-the newly comtructed siege engines with great. :

' i, 'ropes Wolf rider s;outs scoured the land beforé ther, The -

herde marched to the bea’t of monstet drums and the earth -
L In Tow Yvresse the detenaers mustered what forces they ‘

could, There were not many warsiors left to iman the great
- dant-throwers on the city walls. Never had the great .. i
metropolis seemed so empty. Inlater years Tor. Y\«resse e

had always been half-deserted. Foot steps echied eerily
. down the etapty hallways of the palaces withiswhich the -
. “population lived and dreamed: The Elves® nismbers had
W dwandied anvecent millennia and their cities, built to

house tens of thousands before the great sundering with
Dark Elves; harl always seemed quiet. But this Was
emeﬂqing hew, the shadow of death, permane‘ht and

& terrible, hovered over the c1’ty and casta deeper shadow o

l."han the dmuded sky,

. Lightning bolts danced along the battlements like
 ‘flickering flames leaping up from Hell, The defenders were
* sweptfrom the battlements and the Goblins sweptiike a °
* green tide over the walls and down into the city beyonﬁl,

. glagced from shields of light Twa mortal g

.O\uﬁldé ballista 1ange in fractured manspe e tolt
_ Elvgs that they were all doomed unjess they surrend

instantlyand acknowledged hird as their master. Tho

. Elves who understood the speegh of men called back':
" faunts'in the- «comimion topgue ‘Grom shrugged'm
cﬁde}ced'the sxege to’begin.

Huge tawers rimibled forwards’ whaie stmechukkas @ﬁd

;. Goblin arrows raked the walls. The deferiders sent back
S nswetmiﬁre byt they had not the numbers todglence
their attac

ers. When the towers reachedthe walls the ;
defenders poured cauldrons of magicafly heated lead on
the Goblin attackers and poured arrows tipped with- -

" alchemical fire onto their attackersbut they could not stug
 the onslaiight. Black Tooth.gestured.and the storm broke,
Rain fellin a drenching torrent and ex*tmgmshed ‘the fiies.

™

The fighting was bitter and tought through the'streets and
" palaces of the city. The Goblins had the advantage of
nuibers but the defenders knew every nodk and cra;any

appearance. But even he in his heart of hearts was o %, and hidden way of theix city Yellow-eyed Goblins h:

perturbed. He gifted the shaman with Moranion’s cloak as *

‘2 sign that he still kept mth W#h s prop ‘hesms but (110111 = fitful ilflumidation of the hghtmng it scenes of tertible fi 'ﬁi

- and carniage. Madness infected all the combatants as the
; thunder rumbled and earthquakes shook the buildings

Elvesin the stapmy darkness and were hynted thaemselv
in turn. Blood,mingled with rain in the wet streefs. The. |

Both sides iought with utter, primoxdial fuzy, neither - 8
; asking or giving quarter. The forces on both sides were

. split in the maze of winding stréets and the battle see- <
sawed back and forth as one side.or ano%her tempora;ﬁy= -

* gained alocal advantage: b
- Things looked bleakest for the Elyes around rmdmg]'ﬂ Fha

Warden ot Tor Yyiesse and Black Tooth met The shamap

-7 rode his wyvern to the Elf Mage's towerwhere thekey ah

watchstone of the city was kept. Doomserpent’s nigl‘rt

.. black pinions shrouded the tower30of “The Warden. "

_ emerged onto his balcany and he and Black Tooth: duelIa
- Teiyible magical energies were unleashed: Death spells

=t hissed through the air and spluttered out as cvuntempeﬁs

unmade them. Chained thunderbolts flickered oyt and
s fought ot
the hughest point of the city and slowly thessighting in

streets stoppediand all eves, whether Gobhn—vellow or El

blue, were turned on. the tower:




A ;1;, ‘.

'Then i'f happen . Ehe Eif-wars ]
the tower and carried out Eltharion’s desperate pilan;
made thd Invoeation of Ending in front of the maaﬁee
o watchstone. Anﬂze powes Tlowing throughitwas, -
+. momentarily stépped. Black Toeth halted mmldrsyeﬁ

h a.word. Black T Tooth spoke
de The tawer 1tse1t4hook and :

cony: With hln congentration,

n he was easy prey for Blaek Tooth. The' . momenarily stunned by the absence of magial, energy
: tripped the flesh front hishones and left a - Knowinphit was the only chance he was eves gaisig to: gef
| cketeton Standing there momentasily: Then the pile ot -Eltharion piit all his strength into one mighty blow. Hi
" bones fell forwardidown into, the street. Black Tooth . . - enchanted blade lashed out, faster than the flicker of a!
‘entered the tower tiumphantly. He had reached the centre + serpent’s tongue.- Black Tuoth’s head Haw from his® -
. of the wreh ot power hc had cen gxadually unravelhng . - shoulders. His body fumbled from thesaddle. - -,

. In the streets below Grom. fought ureslshble axe lashing
* to'the left and to the right Where itstruck an Elwarrior i:-v y

7 . T Around him his ladz fought bravely, heartened by the -
‘m was riow m his hands, Beneath hlm he could prowess of their leader, contident of victory. Slawly, the .

‘heg:fxe« daéré break as FLob]m wamors entered t%le tof" T - Elves were pushed back from the square.. Then Black :
. FelgniRiSs B 2 4R Too#i’s headless body plummeted out of thesky and *

enly, from out of the storir, the Elveq came. . °* landed oh the front of Grom’s chariot. The Goblin chieft

' ﬂmu&n s fleet rode the turbulent sea into harbour. Ina - halted, stu:nned by the death ofhis old friend Seeing theis ;)
if risatiely skalful seamanship they crashed through - - leader dumbfounded and thefr mv1nc1b1e Qhantaxx dead,

he swalls ihfo theealin water nearthe doeks. Hundreds of  the Gobhns halted A .

Te-hardened Elf veterasns raced ashore. Eltharion v - A

mself took ta the sky on the back of Stormwing, seekmg '

stayer of his father. The griffon’s chiallenging shriek .

> ot @ver the city Fhe EIf army coming aghore ~* ™

hed 1 the weary rain-soaked Goblin horde and:

y fowards the great square in the centre of uty

blins fell back. .Efo rethern YV P - e The Flves were heartened by the amval of Stormwmg e
oagh the Wmd and rain Eltharion rode. He sensed the i Eltharion in their-midst and they charged with renewed .. 4

ence of Black foeth and, filled with horror, realised ' .+ determination into the horde. Fhe Goblins died mdwve.s
at the Goblin'shamars was aiput fo do. He felt the great' and the few survivors were thrown back and, with their :
e of power, tlowing inito the shaman and knew thatif it nerve broken, fled. Not even Grom's impassioned howlmg
not stopped they were all dead. As if to emphasise the  could halt them. Ackniowledging défeat Grom, shrugged
’Q it the ground-shook. Centuries’ old pa]aces coI]apsed .. - and followed. The Elves were tos‘weary to follow... . =

Pabing Cobligand BLEAlike. Lottt . " ‘No-one knows what happened next. Eltharion en’cered t’he
Hitharion dmpped from the'sky in front ot an ehte group * Wardery's tower with four of the bravest warriors of the’
‘%)f bis warriogs. Switly he told them what they must do. - - battle. It is said that be spent the whole night there -~
[ then he rose back into the sky and flew off towards * -* wrestling with-the power of the watchstone, seeking'to
Htain deaﬂ\; Brom his outstretched hand. cameé a beam of . stabilisethe vortex: He emerged in. the morning, his. face
pu p,bwer 3t surged through the ranks of the’ tc:oblms . more grim than ever. None of his companions wére ever, 48

round the Warden S tower, at once a weapon anda .- .- seenagain A termble pnce had been pazd f01 fhe saIvahon~ .
AL CERg Tt ' “of Ulthuan: T A -

‘..- He emerged ntea bnlhant dawn to acknowledge the
3 } . adulationt of the crawd. The sun was'baght, the storm had
r’s in thestty square and Eltharmn 3 elite. foxee .~ broken. The light of the newbotn day zave Eltharion no.
ed the Warden's tower H}gh above the city Elffiarion . joy:Neither the-admivation of the crowd nor the cheers'of
{Black Tooth fonght while tn the square albwas = . the warriors conld bring a smile.to his #hin and bloodiess &
€rcaming madness: B and Goblin charged and counter- , Tips. The horror he had efidured was'to blight the testef
gad. By stormelight griffon and ' wyvern bitand - <. his life: Till the en,d of Ius dayé he was- known as Elthaﬂa
. m’hanted E].f' blade clashed Wlthf shaman s staft - the Gnm i . . g

No-ene knows What hap ened fa.Giom. ‘@n;@ say! he died

"ot wourds mﬂuted by Etthation when they met it tbe s ¢

; centre of the battle’s maelstrom chers.say he lived and:

. made %is vbay to the haunted, 1 magic-tainted mount m&

i '}“a}es are told tha? he ﬂew aLI‘the Wiy back j
i , Ne-onie

'aclmewledged, as the o new Wat !

has ruled fairly.and wisely for: RNy Ve '

stormy mghts e can oftenbe span on the bale
V  brpadin Shaking

) the Elf,pnnce £} face HLS onc.e-handsome Eeal'mes ¢
frqzen )ghasﬂy gmnace ot pain. One mere:blast
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HIGH ELF SPECIAL RULES

SPECIAL RULES

This section introduces several special rules for High EIf armies and includes 3
description of the devastating repeater bolt thrower war machine. These rules
are exceptions or additions to those in the Warhammer rulebook, and are
intended to be used in conjunction with the Warhammer game rules. We have
not included rules for the Tiranoc chariot, as these are identical to those b

described in the Warhammer game.

ELVEN ENMITY

Since the time of the Sundering the Elven kindreds have
lived apart: the Wood Elves in the Old World, the Dark
Elves in Naggaroth, and the High Elves in Ulthuan.
Whilst the relationship between High Elves and Wood
Elves has been merely distant, that of the High Elves and
Dark Elves has been marked by centuries of animosity.

The Dark Elves bate their kinsfolk with an intensity
borne of their own self-loathing. Deep in his elven soul
every Dark EIf despises the twisted, black-hearted
creature that he is. His hatred for his untainted High EIf
brother burns all the stronger because there could be no
more poignant reminder of his own failings. Dark Elves
are desperate and self-destructive creatures, and for this
reason their hatred is met with the pity of the High
Elves.

High Elves do not hate their kin, for hatred would
debase and corrupt them as surely as it brought low the
Dark Elves themselves. Hatred is what separates the two
races. Dark Elves embrace it whilst High Elves reject it,
cultivating instead the high and noble ideals that are
their race’s greatest achievements.

Note that the Elven Enmity special
rule does not apply to High Elves

who bate Dark Elves
(eg, Shadow
Warriors).

54

RESOLVE

Though it is not part of the High Elves’ character to hate
even their most bitter enemies, centuries of destruction.
and bloodshed by the Dark Elves have certainly left theip!
mark. The High Elves have become resolute in the face
of evil. When they take arms against the Dark Elves they
know that they are confronting their race’s greatest folly,
and that it is their duty to oppose the evil that they
themselves have spawned.

It is hardly surprising that the wars between the

kindreds have been so bloody. On the one side is bittey

hatred and on the other steely determination. Neither
side is likely to give way except in the direst of
circumstances. No quarter is asked and none given. If
the price of victory is certain destruction then so be it —
better that all Elvenkind should perish than let the
enemy gain ascendancy.

RE-ROLL BREAK
OR PSYCHOLOGY TEST

To represent this unique and enduring enmity the High
Elf army is affected by special rules when fighting against
Dark Elves. When fighting Dark Elves, High Elves may re-
roll any Break test in hand-to-hand combat, or
psychology test, so long as either the army General or
army standard bearer remains on the battlefield and is
not fleeing. This replaces the normal re-roll rule for a
unit/character breaking within 12" of the battle standard.
Only one re-roll can be taken, even where a re-roll from
some other source might otherwise apply. It is not
permitted to re-roll a failed re-roll.

RESOLUTE HIGH ELVES

The purpose of the re-rolls described here is to make
High Elves appropriately resolute even in the face of
massive casualties or fleeing friends. The effect does not
quite match the hatred that Dark Elves feel for their kin
- but High Elves enjoy other benefits as an army that
make them the equal of their dark brethren. Battles
between High Elves and Dark Elves will be bloody affairs
in which neither side is likely to give way easily. They can
also be fairly static where forces are evenly matched, and
victory will tend to go to the player who succeeds in
turning a flank or working his way through to the more
vulnerable machines or light troops.




~ HIGH ELF CITIZEN LEVY

Many centuries ago the Phoenix King Morvael
introduced a levy system whereby all Elves received
some military training so that they could be called upon
to fight at any time. These levies were organised into
pands based around their cities, towns and villages.
since that time, all ordinary citizens of Ulthuan have
learned how to fight with either spear or bow.

When it comes to battle the High EIf citizen army has a
considerable advantage over other races. Not only are
High Elves naturally self-controlled, but years of
preparation and constant combat readiness have
attuned their skills to the perfect fighting formation.
Indeed, High Elves react with such speed and agility that
they appear to move at their leader’s will, fighting with
" 2 single mind where other races become indecisive and
founder.
o represent the tightly honed combat formations of the
High Elves, any High Elf infantry units armed with spears
‘and/or bows are allowed a unique advantage.

SPEARS

A High EIf infantry unit armed with spears is allowed to
~ fight with one extra rank compared to normal troops.
The front ranker kneels, placing his trust in the second
‘tanker to lean over and protect him, whilst the third
i t_anker closes up and arcs his spear over his companions.

3§Q, when stationary, a High EIf spear unit can fight in
three ranks rather than two, and when they move the
High Elves fight in two ranks rather than one.

| This extra rank is only applied to spear-armed units of
‘infantry, and only when fighting in a normal formation
of ranks and files. Skirmishers cannot benefit, nor can
pear-armed charioteers or cavalry.

; BOWS

High EIf infantry armed with bows or longbows can
Stoot with two ranks of troops even over the flat, where
€ ‘second rank is normally unable to see. The front
k kneels to shoot, allowing individuals immediately
ind to shoot as well. When calculating shooting, a
del in the second rank can shoot so long as he can
> his target as if the rank in front of him were not

Elf archers can thus shoot in two ranks rather than

'S extra rank is only permitted to bow- or longbow-
ied units of infantry, and only when fighting in a
iMal formation of ranks and files. Skirmishers cannot
I€fit, and neither can bow-armed charioteers or

HIGH ELF SPECIAL RULES

ITHILMAR

The black slopes of the Dragonback Mountains of
Caledor are often shrouded in steam from the many
volcanic peaks of the region. The mountains’ shoulders
have been built up over many thousands of years by
deposits brought up from the world’s fiery core.

According to Elven legends it was the very gods who dug
deep beneath the earth’s crust to find the secret gems
and minerals that are concealed there. Today the
mountain sides are studded with veins of wondrously
coloured minerals, precious stones and metal ores,
many found only in this part of the world. These gems
are prized by both EIf and Dwarf craftsmen, and many
have magical or unusual natural properties.

The Elves themselves do not mine for gems or minerals,
but harvest the exposed slopes for stones loosened by
erosion and by the occasional ‘tremors that shake the
mountains around Vaul's Anvil. This is the largest of the
volcanic mountains of the range, the legendary seat of
the Elven god of smiths. Under its steam-clad slopes can
be found the world’s sole vein of the metal known as
Ithilmar.

Ithilmar means ‘sky silver’ for it is said to be as light as
the sky and as lustrous as polished silver. Ithilmar does
not tarnish, and is a delight to work, and yet it is as hard
as steel. Only the High Elves know how to forge it,
though a Dwarf Runesmith would surrender his family’s
entire treasure hoard to learn its secret. In fact, Ithilmar
can only be forged with the addition of other mineral
ores found uniquely on the slopes of the Dragonspine
Mountains, so the only weapons shops that make it are
those of Vaul's Anvil itself.

ITHILMAR ARMOUR

The High Elves use Ithilmar to forge armour and
weapons, and can make blades, corselets and tall helms
of extraordinary lightness. Not all weaponry is made of
this by any means, for Ithilmar is too precious to use
heedlessly, but it is used mainly to equip superior
troops. It is highly valued for blades which retain their
keen edge, and for long coats of scale which would
otherwise weigh down and seriously discomfort a
slightly built EIf.

MOVEMENT PENALTY

If High Elves wear ‘heavy armour’ as described in the
Warhammer rulebook and in the army list, this will
always be made of Ithilmar. Consequently, High Elves
suffer no movement penalty for wearing heavy armour.

If an Elven Steed is equipped with barding it does suffer
the usual -1" penalty, as this is imposed as much to
represent the bulk of barding and loss of mobility as it is
the weight of the armour itself. A Dragon Prince wearing
heavy armour and carrying a shield, riding a barded
Elven Steed will therefore move 9" - 1" (barding) = 8".
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HIGH ELF SPECIAL RULES

REPEATER BOLT-THROWER

The High Elves of Ulthuan have never developed gunpowder technology as have the men of the

Old World and Dwatfs - indeed they have never needed to do so as their marksmanship with the

weighted devices which are their equivalent of cannons, perfecting them to such a degree that ey;
are in many ways superior to crude gunpowder weapons. &

The High EIf repeater bolt thrower is a machine that
shoots long, steel-tipped bolts or darts. The machine can
shoot either a single dart or a whole volley. However,
when a volley is fired, the energy of the weapon is
divided and the bolts are less effective. The repeater bolt
thrower is therefore ideally adapted to engage large,
tough targets by means of a single shot, or multiple
weaker targets with a volley of darts.

When it is your turn to shoot, declare whether you are
firing a single shot or a volley. Single shots are worked
out exactly as described in the Warhammer rulebook
(see p79), but the rules are repeated below for your
convenience.

A bolt thrower is a powerful weapon which can hurl a
bolt through several ranks of troops, piercing each
warrior in turn. If you hit then resolve damage against
the target using the bolt thrower'’s full Strength of 5. If
the model is slain then the bolt hits the trooper in the
second rank directly behind: resolve damage on the
second model with a Strength of 4. If the second rank
trooper is slain then a model in the third rank is hit:
resolve damage with a Strength of 3. Continue to work
out damage as the bolt pierces and slays a model in each
rank, deducting -1 from the Strength for each rank
pierced.

A model damaged by a bolt thrower sustains not 1 but
D4 wounds, which means that even large monsters can
be hurt or even slain by a hit from a bolt thrower.
Armour saves are not allowed for hits from a bolt
thrower, because the missiles are so fast and deadly any
armour is pierced along with its wearer. Because saves
are not taken a target with only 1 wound will be slain if
it takes damage, there is therefore no need to roll the D4
to decide the number of wounds.

VOLLEYS

A volley is worked out slightly differently to a normal
bolt thrower shot. A volley consists of four separate
bolts, but these are always fired towards the same target
in the same way as a unit of archers or crossbowmen.
Roll to hit for each bolt using the Ballistic Skill of the
crewmen and the Missile Fire Chart as normal. As High
Elves have a BS value of 4 this means 2 hit is scored on
a 3 where no other modifiers apply. Because the bolt
thrower’s energy is divided between four individual
bolts the Strength of any hit is 4 as opposed to 5 for a
single shot. Resolve damage as normal using the ‘To
Wound’ chart. If successful 1 wound is inflicted. Note
that this is less than the D4 wounds inflicted by a single
shot due to the reduced effectiveness of 2 multiple shot.
If the target is slain then the bolt penetrates to the
second rank and hits again in exactly the same way as a
normal bolt thrower. Several ranks can be penetrated in
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this way, but the Strength of the hit is reduced by -1 for

each rank pierced. So, the first hit is resolved at Strength,

4, the second at Strength 3, the third at Strength 2 anq
the fourth at Strength 1. As with single shots, no armoy;
saving throws are allowed for hits from a bolt thrower.

Example. Shooting at a unit of men at long range with
a multiple shot. Roll 4 dice to bit, You will require a 4+
with each shot as the target is at long range. The dice
score 2, 3, 5 and 6 = 2 bits (an average score at this
range). Men bave a Toughness 3 and so you require 3+
to wound. Roll two dice scoring 3 and 5 = 2 wounds
and two men slain (no saves allowed). Roll for the
second rank at Strength 3 so you require 4+ to wound
Roll two dice scoring 4 and 6 = a Surther 2 men slatn
The next rank is at Strength 2 s0 you require 5+ to
wound. Re-roll the two dice again scoring 3 and 6 = 1
man slain, The next rank is at Strength 1 so you require
4 6 to wound. Re-roll the dice scoring 2 = no further
damage. Total = 5 men slain.

Wounds
Range  Strength Save  per hit
SINGLE SHOT 48" S-1perrank None D4
MULTIPLE SHOT 48" 4-1 perrank  None 1

The repeater bolt thrower is 2 solid device which has a
Toughness value and an equivalent to 3 wounds as

shown below. The repeater bolt thrower can be moved

by its crew. It cannot move and shoot in the same turn,
except that it can be turned to face its intended target. If
one of the crew members is killed, then its movement is
reduced by half

MOVE TOUGHNESS WOUNDS
As crew 7 3

The repeater bolt thrower has a crew of two models and
if one is slain then the remaining crewman can continue
to operate the machine without any reduction in
performance. If both crew are slain ‘the bolt thrower
cannot shoot,

SUMMARY

1. Align bolt thrower on target and declare single or
multiple shot. Roll to hit for each shot,

2. Resolve damage at Strength 5 for single shots, 4 for
multiple shots. No save is permitted.

3. If the target is slain roll damage against the second
rank at Strength 4 for single shots, 3 for multiple
shots.

4. Continue rolling for damage until you fail to slay
the target or run out of ranks, deducting -1 from the
Strength for each rank already pierced.




agons of all kinds, both great and small. They made
ir homes high in the encircling mountains. There,
p within the honeycomb of volcanic caves and
els, the most powerful Dragons of old made their
ests of raw gold and gemstones. They grew large, far

er than Dragons of modern times, and slowly
ultiplied until the skies grew dark with their wings. All

happened many years before the ancestors of the
Elves came to Ulthuan.

When the first Elves came to the land of Dragons,
dor Dragontamer took possession of it, and named
land for himself Caledor subjugated the Dragons,
fastering them with the aid of sorcery until they
bmitted to his will. Then Caledor and his sons, riding
fagons and with all the Dragons of Caledor at their
£k, travelled the length of Ulthuan and all Elves
knowledged their rule. Thus began a golden age of

t that ended with the coming of Chaos and the rise
Aenarion, the first Phoenix King.

ledor Dragontamer recognised Aenarion as Asuryan’s
Usen one, and presented the Phoenix King with

ugnir, the greatest and oldest Dragon of that age of
= World. Then together Aenarion and Caledor led
4gon riders against the Chaos hordes, and drove them
M the heartlands of Ulthuan. Their victory proved to
‘Only a temporary respite, for afterwards the armies of
<08 grew stronger and battled with the Elves once
Ofe. Many Beastmen were slain and Daemons
Stoyed, but behind every corpse stood another
Yering warrior, another minion of the Dark Gods.
1y Elves and Dragons were slain and all the time the
ns grew weaker and fewer until it seemed that
=Y would be defeated.

i ages past the land of Caledor was the domain of

HIGH ELF SPECIAL RULES

Sk The tale of the Caledor and Aenarion, and
of their eventual victory over Chaos, is
told elsewhere. Though they triumphed
in the end it was at a terrible cost. Caledor
himself was trapped forever in the Vortex
of Chaos. Aenation was slain. Many bright
and wondrous things were ended as the
power of magic was drawn away from the
world. The Dragon lairs cooled. The few
Dragons that remained grew sleepy and
weary. Increasingly they slept, and the
Elves of Caledor found it harder and
harder to rouse them.

! DRAGONS OF CALEDOR

Now Dragons are a rare sight in the skies
of Caledor. Dragon Princes whose
ancestors rode to war on the back of
Dragons now ride armoured equine
steeds. Those Dragons that can be
awakened soon weaken and tire, and
must resume their sleep in order to regain
their strength. Consequently, the Dragon
Princes do not even attempt to rouse the
Dragons except in cases of dire need.

SPECIAL RULES

The bond between a Dragon and its rider
is unusually strong. Generations of Elves
and Dragons have grown up together. Dragons are not
dull-witted creatures, but an intelligent species, and
their relationship with their Elven masters is extremely
close. The special rules below represent the Dragon
skills that the Elves of Caledor possess, as well as the
close bond between riders and Dragons. These rules
only apply to High Elves riding Dragons, not to Dragons
ridden by other races or to unridden Dragons.

DRAGONRAGE. If a Dragon’s rider is slain then
you must roll on the Monster Reaction Table in
Warhammer to determine what the Dragon does. When
rolling on this chart add +1 to the dice score. This
means 2 Dragon will never fly away from battle. If you
roll a 6 then you may choose any result you wish from
the Monster Reaction Table.

DRAGON TAMER. The Elves of Caledor have a
natural empathy for dragon-kind that is recognised by all
Dragons (of any type: evil-aligned Dragons, Chaos
Dragons, etc). If a High EIf character riding a Dragon is
fighting in hand-to-hand combat against another Dragon
then the enemy Dragon must take and pass a 2D6
Leadership test before it attacks. This test is taken in the
same way as any other Leadership-based test such as
Dbanic, fear, etc. The test therefore uses the Dragon’s
Leadership characteristic if unridden, the rider’s
Leadership if ridden, or the General’s Leadership if he is
within 12". This test is only taken once at the start of the
combat, and the enemy Dragon will either fight for the
duration of the combat or refuse to fight for the entire
combat. If a Dragon refuses to fight it will not strike
blows or use its breath at all. However, a Dragon will
only refuse to fight so long as it is not attacked itself,
Should the Dragon be attacked it will always fight back.
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EIf ¢ arda%ev marched throag,h
e 0 a{wetem Buildings. Once a city as large a5 -
tust have been sited here. Now every: buﬂdm,g
down. No-stone had been left upon stone.
wwobd of fallen toof timbers lay withif the -
_‘nts of ﬂwe tambled doWn walls. ..o

. Obscenedlust drafted upward and ciog\ged &

: Huis To his left was the immén&e skeietun ofa

fjhe f\elght of an Elf Tyrwn
adered how long fﬁey had been there. Perhaps they -
been héaped up yesterday, perhaps five mnllenma ago
e ﬂowed sﬁangely hene, he knew 3

~Tyrion ga.zed into the b]ank starmg e’yea of a huge stone
head: The statue it had once belonged to must have been -

aetmous betore it was cast down. Each eye was the size * ~

f Mathandir, and Tyrion's mount was the largest Elf steed
" that had ever lived. ~ A ;

] ‘the distance Tyrion’s keen eyeb made out the enormous
black Altat of Khaine. It was as large as the Pyramid of -
‘Bsuryan and down ifs side flowed streams of blood It

assimmed round by huge statues. At the peak - -

methiAg glowed malevolent black, charging the air ithes

nous power. Tyrion felt: a Strange excitement build in . e

the pit of his stomach, a foretaste of the weud battlelu,st
werd s presence 1m5pued

- '».‘

¢ two armies met on the open plam before the Shrme of

+Proud pennons fluttering, the High Elves moved . - B

0 pesition, Tyrion theught the sight-of his army‘was-

ntethmyg to stir the heart. The expedition to te-take the
ted {sle was one of the: xmghtlest forces assembled
g this"age of the world. 3 g

the arouy’s right Hlank Tyrlon himself rode bewlde the §
assed ranks of the Silver Helms. Tyrioh vias proud to - ,

these armoured knights, each’a scion of the Boblest ’ __.

B Elf families, mounted on the fingst mounts the: isfand-

. ntmeni' could grovide. To his qghi were a bady of herom
Michatioteers from Tizanoc, <;peakmg Sspft words oi s
tothe horsec that drew their chariofs. * j“.,;

#hiemn ¥ode Antheus of Caledor and his bl‘other _
o Princes, mounted on thetr huge armoure :

orses. Each horse was caparisoned with a headguard '

echoed the winged helms of their riders. Anthieys
G.Igmm with his ancient rune-encrusted lance dts. .
with the captured ﬁte ofa faﬂen star's heart

- of mese and the coas’cs of Lof}uque Beside ®
T Guazﬁm buit throwers were wheeled has_

'-I?rere w _ﬂle elaboratel‘y gaiibed bo&yguard of
aphena.n "Mage Pringe Irion. The High Mage himst
tood proudly beside his'seldiers, exchanging banig

wmds w:th 'Ha,iial, éaptam of ﬂmsword Masters ef

I’he awesome sﬂent }egmnaues of the: Phoemx (“‘uard .
- - gt8ad shoulder to shoulder with the ighty White Lionﬂ‘
.. of Chsace, each tesplendent in the pelt of the great

carpivore from which they togk their name. Thas Wb &

: force to'inspire terror in all but the boldest of lfqés

= Across trom the High EIf; army were the massed ranks of" '
‘.. - their eperny. On the steps of the Shrine itself stopd Nikar
s The greater daemon was a horrific sight. Half agajn as &
a5 an Elf and at least ten times the weight, a great ma&m

splid muscle. From its huge shoulder protruded two

- mighty pincer-clawed arms. Berieath them two shghtlv '
5. more human atnys petted a strange daemonic &reatuge. -
%, Nkari threw back his huge horned bullhead and let o
.- strange ullulating cry which echoed out over the Dark 2l
*% #1 army and serit them into an e¢stasy of terror and worsb
<. At N'kari’s feet lay a hidebus daemonic fiend, part- -
* scorpion, part reptile, part beast.It licked the greater
~_ daemon’s leg lasciviously, N’kari fondled its head w1th

one huge human-like hand, He 1alsed the other ina,
mockmg wave to Tynon o A

In fr6nt of him stood rank uponzank of Dark Elt 7k
speargen, their eyes glittering with undimmed hate™
Between the great blocks of spearmien were unijs of -

- crossbowmen “fyrion had faced them before and knew
how deadly they could be. AHl the Dark Elf infantry we
driven by a festering hate that made them unwilling fo ,.
give ground or concede defeat. The legions of the Witeh

i
LTI

o King were among the High Elves’ most ter rible foes.

Beside the : speannen, oppos1te the Tlmnoc dnarxotee,

: 'Dlrecﬂy befere the massed ranks of High Elf caval,t‘y

séveral formations of Dark Elyes mounted on green:
skinned shimy Told Onés. Tyrion wondered whether !
steeds of his troops would be atile to bear charging Yhi

. disgysting giant lizards Well, he decided, it was too.l

worty about that. He would have to trust in the gou
the High Elf warriots and the loyalty of t’hen mouata: 4

" Malhandir whinnied and reared, d_espei

with the enemy. Seeing no reasoft to-hold®¥ack Tyrion

" the signal to advance. His plag was simple. ‘The arche

would keep up an unrelenting:

&, ain :
-5 the knights and ghariots closed w1th the foe ‘Hehi
wouﬂdleadﬂ}edmrge g = :




us evening Tyrion was glad.
byt at leasthe would digas he:
Warfare was something he understood,
0 understand, and now was his chance to: -
practice. He fixed his gaze on N'kari. Yes;
on was'd tertitying sight Yes, the daemon was

before. Once by his distant ancestor. Aenarion,
by Tyion's dwn brothet, the magelord Teclis. It'was
apmon’s doom to plague the kine of Aenarion. I 5
the link ‘o Aenarjon’s destiny to be N'kari’s bane.
was.gonfident in the strength of his own sword -
1 His body was sheathed by the Dragon Armour of
0t From Bis treck the Hegrt of Avelorn dangled
4 loek of the Everqueen’s own hair. It was weven
{ by proteetive spellg of tremendous power. Tyrion
At fiowarrior save Aenarion had ever gone to

sed his gauntleted hand as the sign fctattack. The -
notes of the ElIf washorns echoed over the teld. In
a heartbeat elouds of Elf arrows arced towards
enemy Mallvandir needed no urging to advance. With
ess tase Hie acgelerated. 'The wind whipped past  «;
'z cheeks as the great steed lengthened his stride,

‘hodves, In the distance a Cold One went dows, .

Ster's fa]li_ﬁgbulk_. P TIT 0  TR E e g
ghodves of the Rif cavalry shook the earth. Wheels': .
dered as the chariots slowly picked up speed. Tyrion
Wiane of the Tiranoc vehiclgs bounce on the uneven . -

ying warcites. The sound sent a shiver down Tyrion's’
-The' calt of the warriors of Tiranoé revetberated with

O Bark Eif heai,ﬂ_‘ng ;ﬁ;h@j«\‘eould have been very &

Datk Blves held their ground despite the arrows >
thraugh them: For all their evil, they were Elves
Had Elf disaiphine and courage With a word - -

ed Malhandi, etting the othercavalry catch.
& wanted to enter the battie'with them ‘e would be

spear of the Elf thirtast s 5EE T
ust he could see the Dazk Elves

thuan.

heat against His breast ds abolt of *
from N'kari's claws. The dark energies

eze dissipated by the golden light
iY's éharth, Tyrion breathed a prayer of- 4
ther Goddess. From behind Him, a bolof
ton, only'te he -

Fawesome power. But Tyrion knew that he had *

In his hand, the blade Sunfang pulsed with killing ~ -
4

o
r'equipped or protected. If any living creaftire.
gehands hgaifist a greater daemon it was he,

fighting chance.was all he had ever pekedifor o B ) Unable to cdntain_fhemsefx;es‘ any longes the Witch Elvés_;' g

¢runched like brittle wood beneath his fruesilver- =

bwa huge shatt from a bolg ,tluo‘w@ Tyrion saw its|
wi from the saddle and crushed beneath the e

nd. The charioteers, intoxicated by speed, let out their A R PR e

tred and bitterness.and loneliness. f he had Wl

dnted &ertzledcu ina bleak e

-, blogdtustflow through him, anplitfedby the ev
-] infldence of the sword-Ee wanted to how! alowd:

.. Asinister hissing filled the air as the Datk B
* " crossbowmen opened fire at the ancoming Elf cavalry
* beld warriof an Tyrion's right fell, a black-fletched v
, Missile profiuding from his eve. With a horrible ghri
- he topgled backwards from his saddle. His foort catght
- in the:3rrup and he was dragged along behind his steed. ¥
like a'hidésus plough churning the field af bones. Tyrion .
 instinctively ducked his head. Bolts clattered off his Viige
.- - armour. The ancient mail flexed undex the impact. Pain
- flared where he was hit, Tyrion knew-he was going'to
', " have Some nasty bruises after tte battle, if he survived '
" Still, the bolts had not penetrated his armour, which was -
Just-as well, for dark rumour had it that the spaven of =
Naggaroth ofter poisoned the barbs of their missiles, ©

P
«

= Tysontisked a glance around. Not foo many High Ejves :
' had fallen. The range was long and the crossbow bolts
had lost much power by the time they reached the ~ - :
cavalry. He saw onle chariot hit a small ridge-and flip, its
drivers killed by enemy fire. Whinnying with tesfora
horse tried to pull itself free ffom the wreckage " t..-

&

and the Naggarothi infantry adyanced, eackling and. . .
gibbering, With great slow-seeming strides the Cold * e
Ones loped along beside them. Hatred: seared through = 3
Tyrion’s veins. He was determined to bring deathito his - &
enermies, A small part of his mind felt the amplified .
“ battlelust and knew it was not simply his own. It came ¢ 8
- from the tersible weapon embedded in that anciént altar, 8
. He knew that the Sword of Khaine was feeding on il &
" this death. - ;. R R rr At

. More spells leapt back and forth beiween the atmriies as % S
~ mage and daemon duelled inconclusively. So-far magic ** |
-= had had no great effect but Tyrion knew that s00n one of 4
. - the combatants would tire or exhaust his profective .. o
. chaims apd then terrible things would begin to happen. “ &

oni the DaglcElf - &5

- ranks. Whth their owpi cavalry so close to the fog; they -, 8
s+ concentrated their fire on, the farend of the Naggarothi
:  line, rathier than risk hitting their own warriérs.

i .

their o % Hideous 18
. screams cuf the air as the Dark Elves died. On theé altar -
- the blagk aurg flickering round the dark sword grew
- ever stronger. - s M e S S 1 S

Fomaob N o

© With a crash the two forces met. Led by Tyrion, the High
* Elf cavalry was a idal wave of steel rushing gver thieir . ; 9 i
foes: Tyrion cut té'the left and right of him. Witch Eluds .
;. fell headless. Malhandir reared, crushing their still- -
- twitching corpses beneath his hogves. Fastey thar "=+ .4
* - serpent’s tongue Tyrion's blade flickered but, killing :
everything wrthin. its reach. The Blf Prince felt £z ;

. great Was his jpy and Tusk for, battle. He felt hohe jar .
beneatlythe'blade andsthia serisuous release of powera
Sunfang’s seating enargies were unleashed. .




te. Ihe R‘igh eavaify had rrashed into themmn

v of fhe Dark Bif fotce, intlicting terrible casualties.
on weuld have thought that nothing that lived could.
-guithstood tatsteel avalanche. Lances'had pierced

ark Elf bodies. 9t:y’the~w}1eeled chariots had mowed

dawn like stalks of wheat: Yet, improbably, driven by .~

“ongient festering hatred, most of the Dark Elves had-
med. They had ‘managed to hotd their line together - -
resist the sweep of the ngh Elf attack. I"hey had not

on saw Antheus at Caledm mounted on hlS horse, )

outmg mstrud:mns to hzs tellow D.ragon Princes. They -

the engmy line and was headmg towards the
glf rear Near Tyxion the bulk of the Silver $elms

ere locked in frantic death struggles with their maniacal .
Gigat white horses reared and plunged, crushing

qlls thh 3 flick of their hooves. Proud sﬂver—maﬂed

ashe atched one pmud warrior Was pu]led from :
l_e,and gutted by Dark Elf spearmen. From this "+

3 seared the air. Near Tyrien a bolt of seaamg black
er blasted Srrough the S:lwr Helms reducing gpe of
1 30 a shrivellad corpse and sausing the others to stand
nned with fear. Seeing the lodk of horror o his -
ﬂgwﬂs faces. and | vatching them waver 1n ﬂ'ge nght
owed fo,r them to fear not and stand’ firm, Such

wr grovnd. 'thﬁn jooked for the source of the -

3 hn,g epglgn‘z saw it. N'kari kiad descended from the”
s on the shrine and was makitig his way through
Eachgreat sweep.of his claws leftabold Eff B

: m&mg a ‘broken rum o the groumi at the dﬁemon s

e %, ¢

Ay Like ’thunderbolt he raced towaxds the daemon. AsThe &
. did 50 the runes on his blade:glowed ever brighter.
. biought Sunfang round 1f a great arc and tleaved
dagmon. Wielded by Tytion's #nighty artn, 4

by Mathandir's izresistible chazge any othér
wonld'have gone down upon receiving such'a bl

< +Nkari just let-out % bellow of pain that gladdenéﬂ
" heart. Atleast the‘tl'ﬁng could e hurt SR |

“Tyrion lashed ot bgain and again, mﬂsaashmg waveof

riught) blows, driving N'kari back. Sweat pomed doye
the hero’s forehead and threatened to obscure his vision.

His arm trembled from'the shogk of the impactofhus
+ - sword on the daemon’s Lmn—tough hide, yet-he dated nof
.~ stop.He feared that'if he gave the thing one mm;\eniﬁ

respite then those mighty claws would tear him.
limb. Molten ichor flowed from several long gashes:

. the'daemon screamed w1ﬂ1 a q’rmnge mlxture of agony

 and ecstasy. 0o -

. The rest of the battle 1eceded There was o:nly Tvrmn :
* N'kagi now: To both cembatants nething else was -

impprtant It seemed to them that they foughtina- '

*separatesilent universe where only they and their
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HIGH ELF BESTIARY

This section of the High Elves book describes the various warriors that can m; ‘j
up a High Elf army. The following pages also provide characteristic profiles ang

special game rules where they apply. A description of the repeater bolt throwey
and rules for it are included in the Special Rules section of the book, where ygy 1

will also find the full rules for Elven Enmity, Ithilmar armour, Citizen Levy an_

Dragons of Caledor.

ELVEN WARRIORS

Regiments of spearmen and archers are made up of the
citizen soldiery of Ulthuan. Though he may be
craftsman, tradesman or artist in peace time, every EIf
becomes a resolute and deadly fighter in time of war.

Over a thousand years ago the Phoenix King Morvael
introduced a levy system whereby all Elves received
some training so that they could be called upon to fight
at any time. These levies were organised into bands
based within their cities, towns and villages. Morvael
accurately predicted the need for a well organised but
flexible army to defend Ulthuan in the troubled times
that lay ahead. His system has stood the test of time and
remains the cornerstone of Elven armies to this day.

Although the full body of citizen warriors can be
mobilised in emergencies, in normal circumstances only
a proportion of the population of each settlement serves
under arms at any one time. The retinues of the Elven
nobility also contribute towards the levy, providing
cavalry to support the warrjors. These variously sized
and disparate units are formed into larger regiments as
needed. Many warriors are sent north to guard the
passes and the isles, whilst others remain to guard the
cities further south.

Both spearmen and archers are garbed in white, often
with a coloured border design that proclaims their
realm or city of origin. White is the colour of purity and
of death, and their robes symbolise their determination
to fight to the end if necessary. EIf warriors are generally
very well equipped. Spearmen have hauberks of scale
armour, tall helms, and spears seven foot tall. Archers
carry powerful bows constructed of alternating layers of
wood which endow them with great power and range.

Profile M WS BS § T W 1
High EIf 5 4 4 3 3 1 6
SPECIAL RULE
Citizen Levy
/ High Elf spearmen are allowed to fight
! in one extra rank, whilst archers can

shoot in two ranks. See the separage
Special Rules section on Citizen Levy,

e
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SILVER HELMS

All Elven nobles learn how to ride and fight, for the very
survival of the Elven race depends upon their skill at
arms and readiness to fight. These Elven Knights form
the small but powerful core of the Phoenix King's
armies, mounted upon swift Elven steeds, armoured in
hardened steel, and bearing tall lances with diamond-
hard tips. The Elven word for Knight is Ithiltaen, which
literally means Silver Helm, a title which is derived from
their distinctive tall and shining helms.
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Few Human Knights can equal the martial prowess of

the Silver Helms. Though Humans might well be
stronger and heavier, they are clumsy and blundering
barbarians compared to their Elven adversaries.

Profile M WS BS § T wW I A 14
Silver Helm 5 5 4 3 3 1 7 1 8
Elven Steed 9 3 0 3 3 1 4 1




ELLYRIAN REAVERS

[ the time of Caledor, the Phoenix King called for brave
voung horsemen to ride the troubled land, for in those
days all Ulthuan was in turmoil and the armies of
Malekith roamed freely, destroying and slaying at will.
Many answered his call, but the greatest in number by
fu came from Ellyrion, a land renowned for its fine

" horses and skilled riders. During the long and bitter war
: ihat ended in the Sundering these riders served Caledor

~ well, travelling quickly and secretly across the land,
taking messages and soliciting support from amongst
‘the Elven lands, shadowing the enemy’s forces,
ambushing patrols, and intercepting raiders.

These brave horsemen learned to live deep inside

. enemy territory, finding their sustenance from the wilds
and taking what things they needed from their foe. Like
an army of shadows they would strike hard and fast
before vanishing once more into the wilderness. Soon
the evil armies of Malekith became afraid of leaving their
fortified encampments except in large numbers. When

- not fighting they would spread the word of Caledor’s
struggle, fostering rebellion and helping loyal Elves to
escape the clutches of Malekith.

Because they operated without support of any kind,
living like bandits in the caves and forests, these
horsemen became known as Ellyrian Reavers. Stories of
their deeds spread amongst Caledor’s armies, lending
" hope to their cause during the dark days of struggle
- when all seemed lost. After the war was over and the evil
kindred driven from Ulthuan, Caledor recognised the
| part played by the Reavers and heaped the greatest
praise upon these warriors from the wilderness.

‘Though the immediate threat to Ulthuan was over,
‘Caledor realised that there would always be a need to
patrol its shores, to track enemy raiders and hunt them
down or spread news of their approach. He instituted
the creation of Reaver bands formed of young Ellryian
‘obles, which would live in the wilds for months or even
Years at a time, watching the coasts for any sign of
enemy attack. To this day these Reavers still form
:}illthuan’s first line of defence and are a deadly part of
the Phoenix King’s armies.

Profile M WSBS § T w A Id

Reaver 5 4 4 3 3 1 1 8

flven Steed 9 3 0 3 3 1 4 1
SPECIAL RULES

tikirmish

'__llm'an Reavers are masters of mounted hit-and-run
\Warfare, and can skirmish as described on page 95 of
e Warhammer rulebook.

:!;‘ tployment

Vl‘lan Reavers pounce suddenly and unexpectedly
-Pon their enemy, often taking advantage of rocky or
i¥00ded territory to mask their approach. To represent
.S they are allowed to make a free march move after

th sides have deployed. Note that they cannot use this

-
b
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free move to charge, and may not shoot as they are
judged to have marched no matter how far they move.

Expert Riders

Ellyrians are virtually born in the saddle and their feats
of horsemanship are legendary, Consequently, when
shooting their bows from horseback they do not suffer
the usual -1 to hit penalty for shooting whilst moving.
Note that this doesn’t entitle the Reavers to shoot whilst
charging, marching, and so on, but merely removes the
usual penalty where it would otherwise apply.

Fire & Flee

Ellyrian Reavers are allowed to choose ‘fire & flee’ as a
charge reaction. This allows them to shoot at an enemy
who is charging them before fleeing away. This option
can only be used if the enemy charge from more than
half their own charge move away (as is normal for a
‘stand & shoot’ reaction).

If the Reavers’ fire stops the charge, either by killing the
entire unit or forcing a Panic test and causing them to
flee, then the Reavers remain in place as if they had
stood against the charge. Otherwise, the Reavers must
flee from the chargers once they have shot. They flee in
the same way as if they had declared a ‘flee’ response,
except that they roll one less dice than usual to allow for
the time spent shooting. Where they would normally
flee 3D6" they now flee only 2D6".
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THE DRAGON PRINCES OF CALEDOR

i d of Dragons, where in ancient
g:i(siorrilxslg:: (ﬁtz’l:;’ialla;llOOd wogld ride cold drakes to
battle l;'nigh in the air above Ulthuan. Even today there
are Dragons slumbering in thelf lairs in the Dragon
Spine and the caves beneath Vaul’s Anvil.

Once Caledor was the supreme ljealm amongst the Elven
Kingdoms, but now jts power is lessened, its Dragons
are diminished in siz€ and number, and spend long
centuries in a deep sleep from which they cannot be

roused.
. les of Caledor rode Dragons
re in the past the nob! ' :
Xg:y they ridcl:) to war as Knights in much the same way
as Elves of other lands. Howevet, their old pre-eminence
mains a source of pride, their martial traditions are
re ard themselves as an elite even

they reg
Zt[:l(g:lgg,sf rti?e n:gilitY of other lands. Indeed, ‘Prince of
Caledor’ is a byWord for arrogance amongst Elves of

" N in the
ds. This distinct identity is reflected in

;)ttll:i(le:n i:na:mour worn by the Knights of Caledor,
modelled in the antique style of that worn by Dragon

riders of old.

In battle the Princes of Caledor always fight apart from
other nobles, forming their own band of Knights and
fighting beneath their own banner. Such is their pride
that theirs is the only banner that remains erect whilst all
the other banners are dipped to acknowledge the rule of
the Phoenix King prior to battle.

Profile M WS BS § T W I A Id
Dragon Prince 5 5 4 3 3 1 7 1 8

SPECIAL RULE

Banner of Caledor

The Dragon Princes always fight beneath their own
banner, never taking to the field without it, and
defending it with their lives. To represent this a unit of
Dragon Princes must always include a banner. Unlike
with most units, the banner is effectively free as the
bearer costs the same points as an ordinary Knight. Such
a banner can be magical, representing one of the many
ancient heirflooms of the realm, and if so its additional
cost is half that indicated on the magic card. Cards for
magic items are inctuded in Warhammer Magic.

THE SEAGUARD OF LOTHERN

city in Ulthuan and capital of

the greatest
;2:2‘:: :;e moﬁ powetful of all the Elven Kingdoms.
Just as’the people of every Elven realm provide its

d archers, so the city of Lothern provides
:ﬁeaﬂl‘::zr:i;n of the fighting crews of the Phoenix King’s
f c t Tlhe Seaguard can fight as effectively on land as on

cet resolute defending the walls of

_ They are equally
st;heTmeZs battling across the decks of Elven warships.

Most Elven soldiery i called to arms only ?n times of
great need, for there are to0 few Elves to maintain large
armies all the time- The Seaguard, howev_er, is alvs_mys
kept at strength and retains a core of full-time warriors
for this purpose. Their sole task is to defenq Lothern
and the sea-ways around Ulthuan. They are trained with

d bow, and carry both to battle, enabling them
:gc:;lg:rer missiles upon their enemy as well as to
engage them at close quarters. At sea thi.s is particularly
useful, as space is cramped aboard a ship and by using
two v’veapons the Seaguards double their combat

effectiveness.
Profile M WS BS S T W I A 1d
4 4 3 3 1 6 1 8
S ard 5
eagu N
4
SPECIAL RULE

itizen L
;:guard :rvcythe Citizen Levy of Lothern and are

fight in one extra rank with their spears, and
:grc::vggotto in gt::leo ranks with their bows. See the separate

Special Rules section o Citizen Levy.
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SHADOW WARRIORS A

The shadowland of Nagarythe was once amongst the
most prosperous of the Elven lands. It was also the most
decadent and became the focus for the worship of new
and exotic gods. This culminated in the dangerous Cult
of Pleasure and the growth in power of the Lady
Morathi, mother to Lord Malekith who at that time was
still held as a model of Elven honesty and virtue. Not all
the people of the Shadowlands succumbed to the new
religion of blood-sacrifice and self-indulgence, but many
did, and soon the whole realm had degenerated into
anarchy and bloodshed.

War followed the death of the Phoenix King Bel-Shanaar,
driven to take poison by the evil accusations of Malekith.
Soon the whole of Ulthuan had taken up arms either for
Malekith or for Caledor the rightful successor to Bel-
Shanaar. It was a period of great destruction and much
uncertainty. Malekﬁlﬂ and his followers fought from their
strongholds in Nagarythe where countless hitherto
secretive adherents of the Cult of Pleasure gathered to
oppose the Phoenix King.

After the defeat of Malekith’s armies on the field of
Maledor, the Witch King conceived of a final battle, a
battle fought in the realm of magic, in which the very
gods of Chaos would be invoked to bring death and
destruction upon the land. That battle was a long and
bard one, and though Malekith did not succeed,
Ulthuan was torn apart in the conflict and the land of
Nagarythe was sunk beneath the waves along with a
large part of Tiranoc. Afterwards the Dark Elves fled
northwards to Naggaroth where they founded their cold
realm in exile.

Through that long and terrible war some of the
Nagarythe, the most strong-willed of that warrior race,
continued to resist Malekith. They threw in their lot with
Caledor but remained in the land thar they loved,
fighting a desperate ‘shadow war’ from the forests and
Mountains. When Nagarythe was destroyed many of
these gallant fighters were drowned under the waves,
but enough survived to remember their once beautiful
realm,

The Nagarythe became a restless wandering people,

;Dever staying for long in one place and, if truth be
‘known, never really welcomed by other Elves. For the
Nagarythe were always a proud and warlike people, said
to be cruel and merciless in the way of Aenarion in his
Madness.

‘Though much that is said of the Nagarythe is
Undoubtedly untrue, it is the case that they have a
‘brooding intensity and a disturbing darkness about their
€yes that makes other Elves shudder. They remain a
‘fainted and homeless people, ‘touched by the Witch
King’ a5 the Eif wives say, outcasts, many of whom have
been driven to 2 life of perilous adventure beyond the

Yorders of Ulthuan itself

Profile M WS BS S T W I A Id

Shadow Warrior 5 4 4 3 3 1 6 1 8

SPECIAL RULES

Hatred

The Shadow Warriors alone are the only High Elves to
admit hatred of the Dark Elves. It is this sinister aspect
of their nature that marks them out and taints them with
the same malice that has utterly overwhelmed their Dark
Elf kin,

Skirmish

Shadow Warriors are masters of hit-and-run warfare, and
can skirmish as described on page 95 of the Warhammer
rulebook.

Special Deployment

Shadow Warriors are able to use their skills to move
silently through woods and over mountains. They are
the ultimate raiders, whose ability to appear and
disappear like shadows in the night lends further weight
to their name. To represent this Shadow Warriors are
allowed to deploy after the enemy has placed all of his
units on the table. They can be set up anywhere outside
the opponent’s deployment area, so long as they remain
out of sight of any enemy. If both armies include troops
with this special deployment ability (Dark EIf Scouts for
example) then both players roll a D6 and the lowest
scorer sets his unit up first.

Citizen Levy

Shadow Warriors fighting in a conventional formation
can shoot their bows in two ranks as described for
Citizen Levy in the Special Rules section of this book.
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SWORD MASTERS OF HOETH

At the heart of the Kingdom of Saphery stands the White
Tower of Hoeth. It was built in the reign of the Scholar
King Bel-Korhadris using the powers of sorcery to raise
its tall, slender structure into the sky. Inside the tower is
the Shrine of Hoeth, the Elven god of Wisdom, together
with many libraries which wind seemingly endlessly
through the spiralling tower. The White Tower forms the
greatest repository of historical and magical lore in the
world, a collection of grimoires and codices gathered
over the centuries by generations of Loremasters.

Only those who genuinely wish to seek wisdom can find
the White Tower, for it is hidden by a glamour that defies
all but the humble seeker of truth. Those that reach the
tower are destined to enter the service of Hoeth and
spend their lives in pursuit of wisdom under the
tutelage of the Loremasters.

Of all the many seekers of wisdoni, those most often
seen in the wider world of Ulthuan are the Sword
Masters of the White Tower. These warriors are masters
of the martial arts and are capable of super-human feats
of arms or of dealing death with their bare_hands if
necessary. The Loremasters do not teach these skills
readily, but for some the path of wisdom lies in the
exercise of physical mastery of the ways of the warrior.
These few are the Sword Masters, the mystic guardians
of knowledge and soldiers of the White Tower of Hoeth.
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) are the blood of the Elven kind

A Sword Master is skilled beyond the understanding of
ordinary Elves whose own agility and strength of arms
are renowned by other races the world over. A Sword
Master wields his weapons with such speed and
precision it is said he can raise his sword, sever an
enemy’s neck and return his sword to rest without
making any visible move. In battle a Sword Master will
dash aside his enemy’s arrows and crossbow bolts,
knocking them aside with his long blade. Though adept
with all manner of weapons, their favoured weapon is
the greatsword of Hoeth, an elegantly shaped blade of
considerable size wielded with both hands.

Profile M WS BS § T W 1

5 4 3 3 1 7

A Id
1 8

Sword Master 5

SPECIAL RULES

Sword Masters

The Sword Masters’ abilities are so enhanced by their
super-human mastery of body and mind that they wield
their double-handed weapons as easily as an ordinary EIf
would a single-handed sword. To represent their skill
Sword Masters ignore the usual penalty that troops with
double-handed weapons always strike last. They strike
in normal order just like troops armed with ordinary
swords.

Deflect Shot

A Sword Master’s reactions are so fast that he can knock
a shower of arrows from the air using his sword,
deflecting an arrow or crossbow bolt harmlessly aside.
To represent his extraordinary ability any foes
attempting to shoot at the Sword Masters from theit
front must deduct -1 from their roll to hit.

R 5_;.,;@-;;»
 "From Datkness I cry for you
- the tears you shed for us

O Isha
r Here 1 stand
on the last shore
a sword in my hand

Ulthuan shall never fall”
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THE WHITE LIONS

The White Lions are the personal guard of the Phoenix
King. They form a substantial regiment that protects the
King’s palace in peace time and accompanies him in
- tme of war. Tradition has it that the White Lions are
. recruited from the land of Chrace, a perilous realm
whose inhabitants are great woodsmen and fierce
" warriors. Due to the constant threat of Dark EIf raiders
| the Chracians live in fortified settlements high in the
 wooded mountains. They have become great hunters
and scouts, adept at guerrilla warfare and skilled in the
" use of bows and axes.

Caledor the First. Caledor was hunting in Chrace when
he received the news that he was to be the next Phoenix
King. He immediately took the road to the Shrine of
Asurvan. On route he was intercepted by Dark EIf
assassins who had doubtlessly learned of the new
Phoenix King’s identity from their spies at court.
Caledor would surely have died were it not for the
intervention of a party of Chracian hunters who swept
out of the forest, throwing the Dark Elves into disarray
with the suddenness of their attack, before chopping the
assassins into pieces with their great axes. The Chracians
proceeded to escort the Phoenix King to the Shrine,
easily avoiding further Dark Elves by means of their

skilled woodcraft. Caledor adopted the Chracians as his
\ bodyguard, and formed them into a proper regiment
based in Lothern.

‘It is a great honour amongst the Chracians to
- accompany the Phoenix King, and one which must be
earned by slaying a white lion, one of the most
dangerous creatures of that wild land. This is the
traditional rite of the Chracian warrior, entitling him to
wear the lion’s pelt as a mark of courage. The pelt has
another purpose too. It helps to protect the warrior
| Bom arrows by entangling the sharp points in its thick

{
a The White Lions trace their history back to the time of
{L

M WS BS § T W I A Id
White Lion 5 5 4 4 3 1 6 1 8

€ir duty to protect him unto death. Therefore the
Mire regiment including the General and any
iracters with the unit will automatically pass any
4dership test it is required to take and effectively
' -omes immune to breaking and psychology so long as
u E General is alive. Note that this only applies if the

“Biment is led by the army’s General in person, and the

€ white lion’s pelt protects the warrior against light
. siles by entangling arrow heads and the equivalent in
thick fur. Because of this, White Lions always have an
b2 Pip’ of armour save against shooting attacks. A
Mlite Lion wearing heavy armour will therefore save

against wounds inflicted in hand-to-hand combat on 2
5+ and against wounds suffered from shooting on a §+.
This bonus applies against all shooting attacks where
armour saves are allowed including unusual attacks
such as fire, etc.

Woodsmen

All Chracians are expert woodsmen; their skills are
equalled only by their arboreal kin the Wood Elves of the
Old World. To represent this the White Lions suffer no
movement penalties when moving through woods.

Woodsman’s Axe

The White Lions each carry a heavy axe based
upon the native Chracian design of the
woodsman’s axe. They are extremely skilled in the
handling of these weapons, using them to fight
bears, lions and even more monstrous creatures as
well as marauding Dark Elves. Their skills are
represented by allowing the White Lions to make
one of three special types of attack. The Lion
Rampant is used to defend against an enemy’s
charge, the Lion Leaping is used when the White
Lions charge, and the Lion Claw can be used
against large monsters or any foes with multiple
wounds.

Lion Rampant

The axe is used to hold back a charging enemy and blunt
the force of his attack. The White Lion uses the thick haft
of the axe like a quarter staff to defend himself against
the enemy’s onslaught. Any enemy charging the White
Lions suffers a -1 penalty to hit that turn. The White Lions
use this method to stave off the attacks of charging wild
beasts and enemy alike. It is a useful way of countering
the effect of a charge, especially by an enemy with
infetior Weapon Skill, who will require a 5 to hit
successfully rather than the usual 4.

Lion Leaping

This attack can only be used if the White Lions charge
that turn. The warrior uses the weight of his weapon to
barge over his opponent, employing his Elven speed and
agility to catch his foe off balance. Each enemy model
loses 1 Attack that turn. In the case of riders and mounts,
both lose 1 Attack, whilst the crews of war machines and
large monsters that have crews will lose 1 Artack per
warrior. If a model has different kinds of attack the
owning player can decide which he will lose.

Lion Claw

This method is employed against large monsters and
other foes with several wounds, and is essentially a
killing blow to the neck. The Chracians practice this
movement using thick logs, and it is said that a well
aimed blow will cut a tree clean in two. When using the
Lion Claw a White Lion inflicts not 1 wound upon his
target but D3. Roll to wound as normal and if you
succeed multiply up the number of wounds inflicted on
that model to D3. Obviously this is only of any use
against targets with more than 1 wound, primarily
against monsters and powerful characters with several
wounds. ’
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TIRANOC CHARIOTEERS

Prior to the Sundering the western realm of Tiranoc was
said to be the fairest of all the Elven lands, where
majestic snow-capped mountains towered over
sweeping flower-strewn plains and calm bays. It was a
prosperous land too. Gilded ships sailed westward to
the New World and south to Lustria and Cathay, bringing
gold and silver aplenty to Tiranoc.

Today Tiranoc is a much reduced land, its fertile plains
lie under water, and its people are fewer in number than
in former times. Yet they are still an adventurous race,
proud of their fighting traditions, and deeply embittered
by the wars that have ravaged their realm. Tiranoc
nobles still fight from swift chariots, just as their
forefathers did in the days of Aenarion. When Dark EIf
armies thrust southwards through Tiranoc they are
harried by charioteers and denied the chance to forage
and gather supplies. Many a Dark EIf raiding force has
been hounded into extinction by the brave warriors of
Tiranoc.

Profile M WS BS § T W I A Id
Charioteet 5 5 4 3 3 1 7 1 8
Elven Steed 9 3 0 3 3 1 4 1 5
Chariot 5 7 7 3 1 .

THE PHOENIX GUARD OF THE SHRINE OF ASURYAN
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The Phoenix Guards are the hieratic guardians of the

Shrine of Asuryan, the great pyramid temple on an isle

in the Sea of Dreams. Inside the shrine it is said there

lies the Chamber of Days, and that the histories of

Phoenix Kings past, present and future, are written
there in words of fire upon stone.

The Phoenix Guards do not utter a word, for if is
forbidden for anyone who has seen the secrets of time

to speak of them, and all who do so take a magical vow

of silence from which they cannot be released. In battle.

they advance with an uncanny silence, wielding their
weapons without shouts or cries, unnerving the enemy
by their quiet courage.

At certain times, during the periods assigned to the rites
of Asuryan, the Phoenix Guards attend to the Phoenix
King, taking over the duties otherwise undertaken by
the White Lions. At other times they serve those whose
ceremonial duties bring them to the Shrine, and they
travel to the cities of Ulthuan during the festivals of the
Elven god. Most famously, they accompany the newly

chosen Phoenix candidate, and attend him as he enters

the flame eternal which marks his rebirth as the Phoenix
King. They also carry the body of the dead Phoenix King
to the White Ship at the time of his passing, appearing
suddenly and without prior warning at the time of IS
death.

Profile M WSBS 8§ T w 1 A 1Id
PhoenixGuard 5 5 4 3 3 1 7 1 8

=
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THE HIGH ELF ARMY

i The High EIf army list is designed so that players can
! choose an army to a pre-set points value. There is no
upper limit to the size of an army, but 1,000 points is
about the smallest size that will allow you to field a
pattleworthy force. Battles of 2,000 points a side will
usually last an entire evening, whilst 3,000 points will
give you enough troops to enable battle to rage for most
of the day.

Most players prefer to collect their armies in manageable
chunks of 500 or 1,000 points, starting with a core force
of 1,000 points and adding 500 points or so at a time.
This makes it easier to plan future purchases, and gives
the player time to paint models and try out the army on
the tabletop before deciding what to add next.

It is usual for both players to begin the game with the
same points value of troops — 2,000 points a side for
example. Before the game each player picks an army
worth up to the agreed points value. The High EIf player
uses the High EIf army list while his opponent uses the
list for his own army. The total value for the army may be
less than the total agreed, and will often be a few points
short simply because there is nothing to spend the last
odd points on.

The list that follows tells you what proportion of your
army’s points you may spend on characters, regiments,
monsters and allies. All armies are subject to similar
restrictions, and they are imposed to ensure that armies
are reasonably well balanced and don’t consist entirely
of monsters or war machines.

CHARACTERS

The points allowed for characters includes the value of
their armour and weapons, any magic items they have,
and a steed if they are mounted.

Monster Mounts. If a character rides a monster then its
points value is added to that of the character and
“included in the total permitted for characters. The
allowance for monsters is specifically for monsters
- without riders.

Chariots. If a character rides in a chariot its points value
s added to that of the character and included in the
total permitted for characters.

Equipment. A character may be equipped with any of
the weapons or armour indicated in the Characters
EEQUipment List printed at the end of this section. The
Points values of these items are the standard values paid
by ordinary troops. Champions of regiments must be
€quipped in the same way as their regiment, except that
2 Champion may carry a magic weapon or may wear
Magic armour instead of his standard equipment.

-'___Magic Items. A character may carry appropriate magic
"ems chosen from the magic item cards in Warhammer
“lagic. The points value is included on the cards
-E_helnselves. Characters are permitted no more than the
lumber of magic items shown on the chart below.

Character Maximum Number
of Magic Items

Heroes

Champion 1

Hero 2

Lord . 3
Wizards

Mage - 1

Mage Champipn 2

Master Magc 3

Mage Lord 4

REGIMENTS

Unit Size. Models are organised into units which we
refer to as regiments. Regiments must be at least five
models strong unless indicated otherwise in the army
list. There is no upper limit on the size of a regiment.
The minimum of five includes its leader, standard
bearer, musician, and Champion if it has them.

Leaders. All regiments are assumed to include a leader
equipped in the same way as the other troopers in the
regiment and with identical characteristics. He costs the
same points as the ordinary troopers, and his inclusion
is intended to provide an appropriately brave and
determined looking individual to lead the unit.

Standards and Musicians. All regiments may include a
standard bearer and/or a musician. The usual cost for
these is double the points value of an ordinary trooper,

69




(B

however, there are some exceptions as you will notice in
the army list. Standard bearers and musicians are
assumed to be equipped with the same weapons and
armour as their fellows, and fight just like ordinary
troopers.

Magic Standards. Some regiments are allowed magic
standards. These are magic items and are chosen from
the magic items in the Warhammer Magic supplement. if
a regiment includes a magic standard then its points
value is added to that of the regiment.

Champions. Any regiment may include a Champion.
Champions are characters, and they are always
equipped exactly like the rest of their unit except that
they are allowed one magic item. In the case of a magic
weapon or magic armour, this can replace their standard
weapon or armour. A Champion may also be the unit’s
leader, but does not have to be — a unit can have a
separate leader and Champion model if desired.

Champions always fight as part of their unit and cannot
leave it. The points value of the Champion, including
any magic item he has, comes from the army’s points
allowance for characters as described already.

MONSTERS

Monsters are beasts which have been broughh;dlong to
fight beside the army. They include trained creatures,
captive monsters goaded into fighting, and monsters
magically bound by spells of obedience. Monsters
chosen as mounts for characters are not included in the
points allocation for monsters — they are included in the
points for characters as described above.
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ALLIES

The High Elf army may include a proportion of allies up
to a quarter of its total points value. Allies are chosen
from the Warhammer Armies books indicated. You may
choose allies from several lists if you wish. Including
allies is a good way of expanding your collection, and
allows you to paint something different and still include
it in your battles.

When choosing allies you may spend freely within the
characters, regiments, and war machines sections of the
allied army list. You do not have to divide the points
spent between these categories.

SPECIAL CHARACTERS

After the army list you will find a section devoted to
special characters. These represent famous individuals
from the history of the Elven Kingdoms, some with
special rules and magic items unique to themselves. You
can include these special characters in your army if you
wish, in which case their points value is included in the
Characters allowance as normal.

It has become standard practice amongst Warhammer
players to agree with their opponent beforehand
whether to use special characters or not. Some players
prefer to play games without special characters, or to
use them only occasionally, as they are powerful
individuals whose presence will give a distinct twist to

the game.

LIMITATIONS

The army list presents the player with a choice of
characters, regiments, war machines and so forth. 10
most cases there is no limit on the number of characters,
regiments or machines of any type that an army caff
include. For example, you could include as many High
EIf Warrior regiments as you like within the total point$
value agreed for the army.

Some characters, regiments and war machines are
limited to 2 maximum number. For example, you ¢28
only ever have one General or one unit of White Lions:
In the case of the repeater bolt thrower war machl'n?z -
these are limited in proportion to other regiments:
These limitations are indicated in the lists.




REPRESENTATION OF PROFILES

Profiles are given in the standard format and include all
the characteristic values. They do not take into account
movement reductions due to armour, nor do they
include armour saving throws as these can vary
depending on how players choose to equip their troops.
Cavalry are shown with two profiles, one for the rider
and a separate profile for the mount.

M = Movement
WS = Weapon Skill
BS = Ballistic Skill

§ = Strength
T = Toughness
W = Wounds

I = Initiative
A = Attacks

Ld = Leadership

ARMOUR

Armour saving throws are not included in the profiles
because they can vary depending on how players choose
to armour their troops. The following chart summarises
the saving throws for armour.

‘Armour Save  Cavalry Save
None None 6+

Shield or light armour 6+ 5+

Shield and light armour

ot heavy armour alone 5+ 4+
Cavalry with barding Adds further +1

WARHAMMER ARMIES - HIGH.ELVES

CHARACTERS EQUIPMENT LIST

The following chart gives all the ordinary weapons and
armour that can be given to a High EIf character. Magic
items are chosen from the cards in Warhammer Magic.
Champions are always armed in the same manner as
their regiment. Models must carry the weapons ascribed
to them.

EQUIPMENT LIST
WEAPONS
A single sword, mace, axe
or other hand weapon ................ Free
A lance for a mounted warrior ............ 2
Spear ....... .. 1
Halberd ....... ... ... .. ... ............ 2
Double-handed swordoraxe ............. 2
BOow ... e 2
Longbow .. s suon e ssammmn s oo - 3
ARMOUR
Shield . ... oy, sirvie i aaiaasmigine « o . 1
Light Armour. .. ....................... 2
Heavy Armour (Ithilmar) . ................ 3
Barding for Elven Steed .. ............... 4

' gp to half the pomts value ‘of the. amw may be spent on characte
mc'ludes the cg)st ef monsters nddcn Ewy characters..

Af.least 2 quarter of the pomts value of the army must he spenfon
regiments. This does not meIudethe cost of ChamP10ns Who are pald for
out of the Cha.raevers aﬂﬂwance ;

Uptoa quatp:r of the: pomt.s Value of the armv may be spent on war
~machines. This does mot inichade the cost of a Chasist: ndden by 2 cha:a‘c
which is.paid tpr out of, the Characters allowance.” "

; ';; Up to.a quarner of the pomts value of the army may be spent on mOnsters
This does not iaclude the ms; of monsters ‘ridden by characfers Whlch are
paid for out Of the Cbaraetets allowance o :
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1 The High EIf army may include up to 50% of its
- pelow. You must always include a General, but

HIGH ELF ARMY LIST

CHARACTERS

SR

as few characters as you wish.

1 ELVEN LORD GENERAL .. .... 160 points

The army must include a General to lead it. The

- General could represent a High EIf Prince or perbaps

-aven the Pboenix King bimself
. Profile M WS BS § T W I 1d
. Tord 5 7 7 4 4 3 9 4 10
Elven Steed 9 3 0 3 3 1 4 1 5

Equipment: Sword.

Weapons/Armour: The General may be armed and
armoured with any of the items indicated on the

| Characters Equipment List.

May Ride: The General may ride an Elven Steed (+3
points). Optionally, he may ride a monster chosen from
‘the Monsters section of this list, in which case its points

. value is added to that of the General. Alternatively, he
- may ride in a chariot chosen from the War Machines
. section of this list, in which case he supplants one of the

- ¢rew and the chariot’s cost is added to his own.

', Magic Items: The General is a Lord character and is
- entitled to carry up to three magic items chosen from

the appropriate Magic Item cards in Warhammer Magic.

0-1 BATTLE STANDARD ......... 98 points
' Ibe army may include a Battle Standard togetber with
Is bearer.
Profile M WS BS S T W I A Id
Bitfle Standard 5 5 5 4 3 1 7 2 8
Elven Steed 9 3 0 3 3 1 4 1 5

.E‘luipment: Sword and battle standard.

‘Weapons/Armour: The Battle Standard Bearer may be
Armed and armoured with any of the items indicated on
the Characters Equipment List.

May Ride: The Battle Standard Bearer may ride an Elven
Steed (+3 points). Optionally, he may ride a Monster
thosen from the Monsters section of this list, in which
#4se its points value is added to that of the Battle
Standard Bearer. Alternatively, he may ride in a chariot

"_’7.‘:105611 from the War Machines section of this list, in

“Which case he supplants one of the crew and the

chariot's cost is added to his own.

l,‘..fasic Items: The Battle Standard Bearer is a Champion

‘haracter and is entitled to carty one magic item chosen

‘-‘ the appropriate Magic Item cards in Warhammer

| "a8ic. This may be a magic standard, effectively turning
Be army’s banner into a magic standard.

points value as characters chosen from the list
apart from this you are free to choose as many or
=

HEROES ..................... ... 104 points

The army may include as many Heroes as You wish
within the normal limitations of the points available.
Heroes represent individuals of exceptional Drowess
and courage.

Profile M WS BS § T W A 1d
Hero 5 6 6 4 4 2 8 3 g9
Elven Steed 9 3 0 3 3 1 4 1 5

Equipment: Sword.

Weapons/Armour: A Hero may be armed and armoured
with any of the items indicated on the Characters
Equipment List.

May Ride: A Hero may ride an Elven Steed (+3 points).
Or optionally, he may ride a monster chosen from the
Monsters section of this list, in which case its points
value is added to that of the Hero. Alternatively, he may
ride in a chariot chosen from the War Machines section
of this list, in which case he supplants one of the crew
and the chariot’s cost is added to his own.

Magic Items: A Hero is entitled to carry up to two magic
items chosen from the appropriate Magic Item cards in
Warhammer Magic.

73

i



HIGH ELF ARMY LIST

CHAMPIONS ..................... 48 points
Any regiment may include a Champion equipped like
the rest of bis unit. Champions represent especially
brave or adept members of their regiment, and may
be chosen to lead it.

Profile M WS BS § T W 1
Champion 5 5 5 4 3 1 7

A Ld
2 8

Equipment: Champions are always equipped in the
same way as the rest of their regiment (see the
Characters Equipment List for points values).
Champions of mounted regiments ride the same type of
steed as their regiment (Elven Steed +3 points).

Magic Items: A Champion character is entitled to carry
one magic item chosen from the appropriate Magic Item
cards in Warhammer Magic. If this is. armour or a
weapon it will replace his normal regimental
equipment.

Special Rules: A Champion is a member of his regiment
and therefore any special rules that apply to the
regiment will apply to him too. If he accompanies a unit
of Tiranoc chariots, the Champion also rides in a chariot
(see the War Machines section of this list). In this case he
supplants one of the crew and the chariot’s cost is added
to his own.
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MAGES

The army may include as many High Elf Mages as you
wish within the usual limitations of the points :
available. Mages may be selected from any of the four
levels of wizardry at the cost shown below. High Elf

Mages may bave Battle Magic or High Magic spells. See

Warbammer Magic for more details.

Mage .............. 59 points

Mage Champion ..... 121 points

Master Mage ........ 219 points

Magelord .......... 328 points P
Profile M WS BS S T W I A Ld
Mage 5 4 4 3 4 1 7 1 8
MageChampion 5 4 4 4 4 2 7 1 8
Master Mage 5 4 4 4 4 3 8 2 8
Mage Lord 5 4 4 4 4 4 9 3 9
Elven Steed 9 3 0 3 3 1 4 1 5

Equipment: Sword.

wear armour and may not carry additional of
alternative weapons - such things would be
anathema to his magical traditions. X

May Ride: A High EIf Mage may ride an Elven
Steed (+3 points). Optionally, he may ride a

this list, in which case its points value is added 10
his own. Alternatively, he may ride in a chariot
chosen from the War Machines section of this

and the chariot's cost is added to his own.

items chosen from the appropriate Magic Item
cards in Warhammer Magic. A Mage can carfy 1
item, a Mage Champion 2, a Master Mage 3, a0

a Mage Lord 4.

Weapons/Armour: A High EIf Mage may not

monster chosen from the Monsters section of

list, in which case he supplants one of the crew

Magic Items: Mages are entitled to carry magic




HIGH ELF ARMY LIST

REGIMENTS

. it

The High Elf army is formed from a solid backbone of citizen-soldiers armed with spears or bows
and reinforced by companies of elite warriors from the different realms of Ulthuan. Your army
_must include at least 25% of its points value as regiments,chosen from the following list. It may
‘include more if you wish. In some cases you can choose only a single regiment of a type — for
example the White Lions — and this is clearly indicated in the regiment’s description. There is no
limitation on maximum unit size, units must consist of at least five models (including Champions

if any) except where noted otherwise.

0-1 UNIT OF DRAGON PRINCES

OF CALEDOR ........... 43 points per model
A High EIf army can contain one unit of Dragon

. Princes of Caledor riding Elven Steeds. A unit of
Dragon Princes always includes a standard bearer as

described below.

Profile M WS BS S T W 1 A Id
Dragon Prince 5 5 4 3 3 1 7 1 8
Elven Steed 9 3 0 3 3 1 4 1 5

Equipment: Heavy armour, shield and lance, riding
~ barded steeds.

Save: 2+

. Options: The unit can carry a magic standard. This may
be chosen from the appropriate Magic Item cards.
Because of their unique status Dragon Princes can
include a magic standard at half the usual cost of the

_item shown on the card. See Warhammer Magic for the
complete selection of magic items.

SPECIAL RULE

Banner of Caledor. The Dragon Princes must include a
. standard bearer who costs the same points as a basic

Dragon Prince (not double points as normal). If he
- carries a magic standard the points for this are added at

half cost as described above.

MORAI-HEG
. Mom:-l_te_q the Crone is'the Elf goddess of the
Underworld. She is an andient and withered
| oreature, the Keeper of the Souls, She, and she
“alone, knows the future, and roads the patterns of
time from the stones cayved with runes. She sets the
|| stars of the heavens, umi tﬁm the _juture can be read

| Jfrom the might sky.

L Morai-heg Folds  fate in her withered (pabm. It is she
who decides whent it is time to five and when it #s
. nime to dic. She sends the Banshees, fier servants,
'\ through the void, and it it said that their wail
fomfelfc death. It is also claimed that an Eff who
Withstunds th: kemmg ory of Banstices wifl  find

SILVER HELMS .......... 31 points per model

A High EIf army can contain any number of units of
Silver Helms mounted on Elven Steeds.

Profile M WS BS § T W I A Id
Silver Helm 5 5 4 3 3 1 7 1 8
Elven Steed 9 3 0 3 3 1 4 1 5

Equipment: Light armour and lance
Save: 5+

Options: Any units may carry shields at an additional
cost of +2 points per model. Any units can be equipped
with heavy armour instead of light armour at an
additional cost of +2 points per model. Any units can
ride barded Steeds at an additional cost of +8 points per
model.

Any unit can carry a magic standard. This may be chosen
from the appropriate Magic Item cards and its cost is
shown on the card itself See Warhammer Magic for the
complete selection of magic items.
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ELLYRIAN REAVERS ... .. 25 points per model

A High EIf army can contain any number of units of
Ellyrian Reavers mounted on Elven Steeds.

Profile M WS BS S T W 1 A Id
Reaver s 4 4 3 3 1 6 1 8
Elven Steed 9 3 0 3 3 1 4 1 5

Equipment: Light armour and sword
Save: 5+

Options: Any units can be equipped with shields at an
additional cost of +2 points per model. Any unit can be
.equipped with bows at an additional cost of +4 points
per model, and/or spears at an additional cost of +2
points per model.

SPECIAL RULES
Skirmish. Reavers are allowed to skirmisb as described
in the Skirmish section of the Warhammer rulebook.

Deployment. Reavers are allowed to make a single
march move after both sides have deployed as described
in the Bestiary section of this book.

Expert Riders. Reavers are expert riders and do not
suffer the usual -1 to hit penalty for shooting whilst
moving, as described in the Bestiary section of this book.

Fire & Flee, Reavers can fire & flee from a charging
enemy as described in the Bestiary section of this book.

SPECIAL RULES
Bodyguard. If led by the army’s General the White
Lions will automatically pass any Leadership test they
are required to take.

Woodsmen. White Lions suffer no movement penalties
when moving through woods.

Lion Pelt. The White Lions’ pelts give them a +1 save
against shooting.

0-1 REGIMENT Woodsman’s Axe. The White Lions carry a heavy axe
I WHITE LIONS .......... 16 points per model based upon their native woodsman’s axes. Their
ui| A High EIf army can include one regiment of White proficiency enables them to make one of three special
]-.! I Lions. types of attack: !‘
F I Profile M WSBS § T W A Ld Lion Rampant: Used to defend when charged. - |
#it il Enemy suffers -1 to hit that turn. T
il White Lion 5 5 4 4 3 1 6 1 8 . ]
| ) Lion Leaping Used when charging. Enemy loses .;
I’ . ML 1 Attack that turn. Py
it SV ]
: i _ "“!'aﬁ \E"' ” Lion Claw: Each wound inflicted = D3. _
4 Equipment: The White Lions wear heavy armour. In 0-1 REGIMENT ;
addition they wear cloaks made from the pelt of a white 4

ol P PHOENIX GUARDS. . ..... 14 points per model |

lion which gives some protection from missile fire. They
are armed with double-handed axes.

Save: 5+ in hand-to-hand combat, 4+ against shooting
(including white lion pelt).

Options: The White Lions can include a standard bearer
and/or musician at the same cost as a basic trooper (the
cost is not doubled as normal). As the Phoenix King's
own bodyguard they can be expected to carry their
standard into battle and the reduced cost reflects this.
Their standard can be a magic standard, in which case
pay the points cost for the magic standard as normal.
See Warhammer Magic. t

The White Lions can carry shields at an additional cost of
+1 point per model. This adds nothing to their armour
save in hand-to-hand fighting, where both hands are
required to wield their axes, but means they save on a
3+ against wounds inflicted by shooting.
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A High Eif army can include one regiment of Pboenix
Guards.

Profile M WS BS S T W I A
Phoenix Guard 5 5 4 3 3 1 7 1 8

Equipment: The Phoenix Guards wear light armour and
carry halberds.

Save: 6+

Options: The Phoenix Guards can replace their light
armour with heavy armour at an additional cost of +1
point per model.

The Phoenix Guards can carry a magic standard. This
can be chosen from the appropriate magic cards in
Warhammer Magic and the cost is indicated on the card
itself. See Warhammer Magic.




0-1 REGIMENT SWORD MASTERS
OFHOETH .............. 16 points per model
A High Elf army can include one regiment of Sword
Masters of Hoetb.

Profile M WS BS § T W I A 1d
$word Master 5 5 4 3 3 1 7 1 8

Equipment: The Sword Masters wear heavy armour and
are armed with double-handed swords.

Save: 5+

Options: The Sword Masters of Hoeth can carry a magic
standard. This may be chosen from the appropriate
magic standards in Warhammer Magic and its cost is
indicated on the card itself

The Sword Masters can carry shields at an additional
cost of +1 point per model. This adds nothing to their
armour save in hand-to-hand combat, where both hands
are required to wield their swords, but means they save
on a 4+ against shooting.

SPECIAL RULES

Sword Masters. The Sword Masters ignore the
restriction that double-handed weapons always strike
last. See the Bestiary section of this book.

. Deflect Shot. Any foe shooting from the front must
deduct -1 from their roll to hit. See the Bestiary section
of this book.

HIGH ELF ARMY LIST

LOTHERN SEAGUARD. . . 14 points per model

A High EIlf army can include any number of units of
Lothern Seaguard,

Profile M WSBS S T W I A ILd
Seaguisd 5 4 4 3 3 1 6 1 8

D TA——

Equipment: The Seaguard wear light armour and carry
shield, spear and bow.

Save: 5+

Options: The Seaguard can replace their light armour
with heavy armour at an additional cost of +1 point per
model. They may substitute their bows for longbows at
an additional cost of +1 point per model.

One unit of Seaguards can carry a magic standard. This
can be chosen from the appropriate magic cards in
Warhammer Magic and the cost is indicated on the card
itself. See Warhammer Magic.

SPECIAL RULE

Citizen Levy. The Seaguard can fight with one extra
rank using their spears and can shoot in two ranks with
their bows. See the Special Rules section of this book for
details.

ELVEN SPEARMEN....... 12 points per model

A High EIf army can include any number of units of
Elven Spearmen.

Profile M WS BS S T W 1 A Id
Spearman 5 4 4 3 3 1 6 1 8

Equipment: Spearmen wear light
armour and carry a shield and spear.

Save: 5+

_— Options: Any Elven Spearman regiments
may replace their light armour for heavy
armour at a cost of +1 point per model.

B One Elven Spearman regiment can have
a magic standard. This may be chosen
from the appropriate cards in
Warhammer Magic and its cost is
indicated on the card itself

SPECIAL RULES

Citizen Levy. Spear-armed High Elves
can fight with one extra rank compared
to other races — two ranks when they
move and three ranks when they stand.
See the Special Rules section of this
book.
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SHADOW WARRIORS ... 12 points per model
A High EIf army can contain no more units of Shadow
Warriors than it contains units of Elven Spearmen and
Archers combined. Howeuver, this restriction is ignored
if the opposing army is Dark Elyes. If the enemy are
Dark Elves, a High Elf army can include as many
Shadow Warrior units as you wish, representing
Shadow Warriors gathering from all over Ulthuan to
face their ancient adversaries.

Profile M WS BS § T W 1
Shadow Warriors 5 4 4 3 3 1 6

A 1d
1 8

Equipment: Bow, sword and shield.
Save: 6+

Options: Any units can be equipped with light armour
at an additional cost of +2 points per model. Any units
can substitute their bows for longbows at an additional
cost of +1 point per model.

SPECIAL RULES
Skirmish. Shadow Warriors are allowed to skirmish as
described in-the Warhammer rulebook.

Deployment. Shadow Warriors are allowed to deploy
anywhere out of sight of the enemy once their opponent
has deployed, as described in the Bestiary section of this
book.

Hate Dark Elves. Shadow Wartiors bate Dark Elves as
described in the Warhammer rulebook.

Citizen Levy. Shadow Warriors fighting in formation can
shoot their bows in two ranks. See the Citizen Levy rules
on page 55 of this book.
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ELVEN ARCHERS ........ 10 points per model
A High EIf army can include any number of units of
Elven Archers.

Profile M WS BS § T W 1 A
Archer 5 4 4 3 3 1 6 1 8

Equipment: Archers carry a bow and sword or similar
hand weapon.

Save: None

Options: Any Elven Archer regiment may wear light
armour at a cost of +2 points per model.

Any Elven Archer regiment may substitute their bows for
longbows at an additional cost of +1 point per model.

SPECIAL RULES

Citizen Levy. Bow-armed High Elves can shoot in ™o
ranks, the second rank firing over the rank in front. See
the Special Rules section of this book.
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WAR MACHINES

The High EIf army employs only two war machines, but both are devastating weapons which have
won many battles for the High Elves. The first are chariots, which remain a traditional weapon
amongst the folk of Tiranoc, although they are rarely used elsewhere. The second are repeater bolt
throwers, which are common fitments on Elven ships and harbour defences, and which are often
brought inland to provide long range support. Your armry may include up to 25% of its points value
as war machines.

REPEATER
BOLT THROWERS . .. ... 100 points per model

The High Elf army may include repeater bolt throwers
each crewed by 2 Elves. The maximum number of
machines in the army is limited by the number of
Spearmen, Archer and Lothern Seaguard regiments in
the army. The army may include up to two repeater
bolt throwers regardless. The army may include no
more additional repeater bolt throwers than it bas
units of Spearmen, Archers, and Lothern Seaguard
combined. Machines may fight as individual models,
or can be grouped into loose batteries as described in
the Warbammer rulebook.

Profile M WS BS S

T W A 1d
Crew 5 4 4 3 3 1 6 1 8
Machine - - - 7 3 - - -

Range Strength Save Wounds/hit

Single Shot 48" 5-1perrank None D4
Multiple Shot 48" 4-1perrank None 1

H
1}

",\i\\

EQUIPMENT: Crew wear light armour and carry hand
weapons.

SAVE: Crew 6+

TIRANOC CHARIOTS .. .84 points per model
The High EIf army may include Tiranoc chariots
consisting of a chariot pulled by 2 Flven Steeds and
crewed by 2 Elves. These may fight as individual
models, or can be grouped into loose units as
described in the Warbammer rulebook.

Profile M WS BS S T W I A Ld
Charioteer 5 5 4 3 3 1 7 1 8
Elven Steed 9 3 0 3 3 1 4 1 5
Chariot - - 7 7 3 1 . .

EQUIPMENT: Charioteers wear light armour, and carry
swords and bows (often carried in cases mounted on the
chariot body).

SAVE: Charioteers 6+

OPTIONS: Chariots may have scythed wheels at a
further cost of +20 points.

Any charioteer may be equipped with a shield at an extra
cost of +1 point per charioteer, and/or heavy armour
instead of light armour at an extra cost of +1 point per
charioteer. Any charioteer may carry a spear at an extra
cost of +1 point per model. Any charioteer may
substitute his bow for a longbow at an additional cost of
+1 point per model.

The chariot may add a further two Elven Steeds to pull
it, one either side of the original pair. This costs an
additional +6 points for the pair.

Chariot steeds may have barding at an additional cost of
+4 points each. All steeds must have armour or none.

One chariot may carry a magic standard chosen from the
appropiate magic standard cards at the points cost
indicated on the card itself. See Warhammer Magic. Note
that although chariots may be festooned with flags,
banners or pennants, these are not regimental standards
and must be regarded as purely decorative. A chariot
receives no combat bonus on account of these.

Characters can commonly ride in chariots, in which case
the character model displaces one of the crew. No points
adjustment is made for this — the character must pay
+84 points to ride in the basic chariot for example (see
page 74).
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1
MONSTERS '
|
DIABOM ..oontiereatieerccreistrrenrassrssseesssssecesonssssessenssnnas 450 points l
Great Dragon ....oeevvvicvenciisnnns 600 points
Emperor Dragon .......ceevcieennns ... 750 points
Profile M WS BS § T W I A L
Dragon 6 6 6 6 7 8 7 7
Great Dragon 6 7 7 7 8 7 8 8
Emperor Dragon 6 8 8 8 9 6 9 9
Great Eagle ...........cccovevreecnenenennne. .. 75 points
Profile M WS BS W I A L
Eagle 2 7 0 4 3 5 2 8
ChiMEra ... nrens 250 points
Eofile W5 _BS o L A L Profile WS BS I A I
Chimera 6 4 0 7 6 6 4 6 8 Manticore 6 6 0 7 7 5 4 4 g
CockatriCe .........ccovieceecenccccs e 150 points | 50 points
Profile M W5 HS I A L Profile M WS BS § T W I A L
Cockatrice 4 3 0 4 2 4 3 6 Pegasus 8 3 0 4 4 3 4 2 s
Griffon ... 150 folne UECOLIL ...t ae s bes e 90 points
Profile Ws_BS T w1 AL Profile WS BS S T W I A I
Griffon 6 5 0 5 5 7 4 8 Unicorn 9 5 0 4 4 3 i 2 9
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HIGH ELF SPECIAL CHARACTERS

This section of the Warbammer Armies High EIf book is devoted to bistorical
characters from the High Elf Kingdoms. These are individuals whose Jame bas
echoed down the ages or, in some cases, whose deeds bave earned them
renown amongst the current generation of High Elves. These characters are
wholly unique. They do not bave standard characteristics, and many bave
magic items or abilities that mundane characters lack.

This section serves two purposes. Firstly, it provides the
E High EIf player with a selection of special characters
| whose very presence in your army will make a
~ significant difference to your battle plans, tactical
l options, and chances of victory. Secondly, the special
characters serve as an example of the real variety that is
possible within the Warhammer games, and will
hopefully inspire players to invent characters for
themselves.

o e

If your army bas at least one regiment of Shadow
Warriors, it may include Alith Anar either as an
independent character or as the army’s General, If
You field Alith Anar as your General be replaces the
General in the main army list.

. After the destruction of their land, the Nagarythe who
~ remained loyal to Caledor became a restless wandering
people. Today they are outsiders even within Ulthuan,
tainted by association with their treacherous kin, a
frightening reminder of the potential for evil within
- Elven hearts. The Nagarythe of old were said to be cruel
. and merciless, and today the sinister Shadow Warriors
. are the most ruthless of the High Elves of Ulthuan. They
ate said to be ‘touched by the Witch King’ and many are
~ driven to a life of perilous adventure beyond the borders
of Ulthuan.

 Ehere are many stories of Elven heroes of the Nagarythe,
Of brave and valiant warriors, of remarkable deeds, and
':'Of battles against the darkest of foes. The most popular
\4les concern Alith Anar, known as the Shadow King.
lith Anar's adventures in the years following the
destruction of Anlec are undoubtedly a blend of fable

i
-30d reality. Today it is impossible to say which of these
lories are true and which are invention, for the
.f'gal'}’the are understandably secretive about their
tory since the Sundering.

fadition maintains that the Nagarythe chose a new
*?—?‘del‘ to rule over them after Malekith fled to the west
"28ether with his mother Morathi. Of all the remaining
St families only one remained untainted by the
- fluption of the Nagarythe court despite years of
Sfsecution at the hands of Morathi and her kin. Alith
Ml was the heir of that line: his father Eothlir died
#PUDg in battle, and his grandfather Eolaran the Proud

{_.

ANAR, The Shadow King

It has become a general convention amongst
Warhammer players that special characters are used
with prior agreement. In most tournament games,
where players gather from all over the world to
compete against a wide variety of armies, it is not
appropriate to use special characters and they are
therefore disallowed. If you intend to field special
characters in your army it is suggested that you agree to
do so with your opponent beforehand.

+ 11285 points.

was murdered in the dungeons of Anlec. In the
shattered groves beneath the Dragon Pass the Nagarythe
swore their pact of obedience to Alith Anar, and in oaths
of blood they pledged their lives to the destruction of
Malekith and all his followers.

In those days there were many Dark Elves still hiding in
the lands of Ulthuan, and the Shadow Warriors busied
themselves rooting out these vestiges of evil. All these
tasks Alith Anar undertook with a vengeance, and soon
there were few of the Dark EIf brigands that did not
know and fear his name. As he attacked and burned each
enemy encampment his fame grew. None were left alive.
Those of his foes who survived the fighting were
crucified upon the trees where those who passed could
witness their grisly fate.

After the Battle of Griffon Pass, Alith Anar captured seven
hundred Dark Elves and had them nailed high upon the
white cliffs overlooking the narrow valley, where they
hung until they died, and then their corpses hung for
years afterwards until their flesh rotted and their bones
tumbled into piles beside the road. Such is the power of
the place that these bones can be seen to this day,
together with the red marks left by Alith Anar’s iron nails
upon the cliffs.

For years Alith Anar led his warriors against his enemies
within Ulthuan. Later he led them against the newly
raised fortresses of Naggaroth. The Shadow Warriors
became a thorn in the Witch King’s side, harassing his
ships, ambushing his warriors, and plundering his
convoys. There was nothing the Shadow Warriors would
not dare. It was said that Alith Anar danced in disguise
with Morathi at the court of the Witch King before
stealing the Stone of Midnight from her treasury.
Mortified, Morathi sent Witch Elves to hunt him down,
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but he tricked them into drinking poison mixed with
blood, and so escaped to Ulthuan and the camp fires of
the Shadow Warriors where his warriors hailed him as
the Shadow King.

As to the fate of Alith Anar none can say. His heirs have
ruled the wandering folk of Nagarythe ever since,
though none have taken the title of Shadow King which
remains his alone. They are the Aesanar, the sons of
Anar, who even the Phoenix King has never knowingly
met nor spoken to. Yet round the campfires of the
Shadow Warriors they still speak of Alith Anar as a living
warrior, an EIf of the shadows, a mortal spirit of
vengeance, bound to walk the earth until the Witch King
is laid to rest.

M WS BS § T W 1 A Id
Alith Anar 5 7 7 4 4 3 9 4 10

Weapons/Armour: Alith Anar wears light armour and
carries a shield. He is armed with a sword and a
longbow:. Alith Anar fights on foot.

SPECIAL RULES

Hatred

Alith Anar bates Dark Elves and Chaos. If he is the army’s
General then all the High Elves in the army bate Dark
Elves and all troops in any Chaos army. This represents
an army gathered by Alith Anar himself. The only
exception is the Phoenix Guard, Elves of such stern
character and sombre demeanour that they cannot bring
themselves to hate even their most bitter foe.

Skirmish

If Alith Anar leads a unit of High EIf foot troops then it
can skirmish, regardless of whether it could normally do
so. However, if Alith Anar leaves the unit or is slain
whilst it is skirmishing the unit must reform into a
regular formation when it next gets the opportunity to
do so — assuming it could not normally skirmish of
course!

Special Deployment
Alith Anar is allowed to deploy after the enemy has
placed all of his units on the table. He can be set up
anywhere outside the opponent’s deployment area, so
long as he remains out of sight of any enemy. If both
armies include troops with this special deployment
ability (Dark EIf Scouts, for example) then both players
roll a D6 and the lowest scorer sets his troops up first.
Note that the regiment he is with does not gain this
ability.

“Nothing is forgotten. Nothing is forgiven.”
: Alith Anar, the Shadow King

MAGIC ITEMS

Alith Anar always carries the following special
magic items. They are the heirlooms of his house,
and only he may have them. He can have no other
magic items.

Stone of Midnight

Enchanted Item ...................... 50 points

This stone was a gift to Morathi from Aenarion, the first
and mightiest of all the Phoenix Kings. It was stolen
Jrom ber palace by Alith Anar who made a mockery of
all the sorcerous wards and guardians of the Hag
Queen. Morathi bas promised the gift of eternal youth,
an entire room filled with gold, and a night spent with
the most beautiful of ber Witch Elves for anyone who
returns ber treasure. But even the bravest of the Dark
Elves fear to bunt the Shadow King.

The Stone of Midnight exudes an impenetrable mist of
darkness, and anyone trying to strike at the possessor
will be confronted by his worst nightmares, visions of his
own death and failure of all the works of his life. In hand-
to-hand combat any successful rolls to hit and to wound
scored against Alith Anar must be re-rolled. The second
results stand even if Alith Anar is hit or wounded.

Shadow Crown

EnchantedItem ...................... 15 points
This is the symbol of the rightful rulers of Nagarythe, a
simple silver circlet with a single diamond. The Witch
King covets this crown greatly; for without the Crown
his claim to the throne of Nagarytbe is a bhollow one. By
uttering the words “I am the true ruler of Nagarythe" in
ancient Blvish, Alith Anar can freeze time for a blink of
an eye, allowing bim to escape capture. The magic of the
crown does not allow Alith Anar to barm anyone while
they are frozen in time.

Alith Anar can always move freely during his movement
phase, even if engaged in hand-to-hand combat. This
means that Alith Anar may move out of a-dangerous
hand-to-hand combat, and as a single character he can
always move double his Movement value.

Note that Alith Anar may not escape from melee if he has
no room to move into, for example if he is in the middle
of a unit in regular formation.

Moonbow

MagicWeapon ...........c..oouiniunnn 50 points
This great longbow is made out of pale metal that
glitters in the moonlight. The Shadow Warriors claim it
was banded to Alith Anar by the goddess Lileath. This
bow bas been the bane of countless Dark Elves and a
mere whisper of the arrows shot by the Moonbow will
strike fear into the bearts of the Naggarothi.

The Moonbow has a range of 36", and it can be used
even if Alith Anar has marched. Arrows shot by the
Moonbow are resolved with a Strength of 6. If the arrow
hits, and the foe is slain, a model in a rank behind is hit
but with -1 Strength penalty. If this model is slain the one
in the rank behind is hit and so on, adding a further -1
Strength penalty for each rank pierced. Armour saves
apply as normal.

Any regiment of Dark Elves taking a casualty from the
Moonbow must take an immediate Panic test.




Your High EIf army

may include ]
Eltharion the
Grim. He may
be included in
your army as
its General or
as an
independent
character. If
used as a
General be
replaces the
General
described in the
main army list.

Eltharion the Grim is
the Warden of the
City of Tor Yvresse.
He dwells in a high
tower overlooking the ancient metropolis and can be
seen flying high above it on his ferocious and loyal War
Griffon Stormwing.

Eltharion the Grim is amongst the most famed of High
Elf heroes. He is the only General who has led a
successful raid against Naggarond itself and returned to
tell the tale. During that raid he was mortally wounded
by a poisoned blade of a Witch EIf, but an apparition of
his dead father roused him to seek revenge and save
Yviesse from destruction. Such was the power of

IM, Warden of Tor Yvresse 4

s 3

Eltharion’s will that he returned from death’s door to
exact his vengeance on the Goblins that had murdered
his family and destroyed his ancestral lands. He fought
and defeated the Goblin horde of Grom the Paunch
inside the very gates of Tor Yvresse. When the previous
Warden of the city was killed in a magical duel with a
Goblin Shaman, Eltharion was chosen as the new
warden. While he keeps vigilance over the land, no evil
can threaten the Elves of Yvresse.

M WS BS S T W I A 1d
Eltharion 5 7 7 4 4 3 9 4 10
Stormwing 6 5 0 6 5 5 7 4 8

Weapons/Armour: Eltharion wears heavy armour. He is
armed with a lance, sword and a longbow:

Rides: Eltharion rides his Griffon Stormwing in battle.

SPECIAL RULES

Hates Goblins

Eltharion lost nearly all of his family and saw his
ancestral lands ravaged and burned in the cataclysmic
Goblin invasion of Yvresse led by Grom the Paunch. To
this day he holds a bitter hatred in his heart for all
Goblins, so he is subject to the psychology rules for
batred when fighting Goblins. If he is in combat with
Grom, the fury of Eltharion’s blows is such that he gains
+1 on his rolls to hit and +1 on the Strength of his hits.

MAGIC ITEMS

Eltharion is a Lord character and carries three magic items. These are always the Fangsword of Eltharion, the
Helm of Yvresse and the Talisman of Hoeth. The first two magic items are unique to Eltharion and only he may

carry them.
The Fangsword of Eltharion
Magic Weapon ........... 50 points

The Fangsword is a rune-encrusted
longsword which bas been passed down
through Ritharion’s family for generations.
Eltharion inberited the Fangsword from bis
father after be died in the defence of his
bome in Atbel Tamarba.

Using the Fangsword, Eltharion can parry
one attack from one enemy model in base
Contact. The enemy’s attacks are
dutomatically reduced by 1. You may choose
Wwhich foe will lose the attack.

All armour saving throws against a wound
| fom the Fangsword are taken with -3

- Penalty on top of the usual -1 modifier for
Eltharion’s own Strength. The total
modifier is therefore -4.

The Helm of Yvresse

MagicArmour ....................... 10 points

The Helm of Yuresse is the symbol of the Warden of Yvresse. It focuses the
mind of its wearer, allowing a concentration and depth of thought
unmatched by mere mortals.

While wearing the Helm of Yvresse, Eltharion may re-roll any failed
Leadership-based test. Note that only a single re-roll is allowed, and Eltharion
may not re-roll a failed re-roll, even if some other circumstance would
normally permit this.

Talisman of Hoeth
EnchantedItem ...................... 85 points

The Talisman of Hoeth was created by the Warden of Tor Yvresse so be could
Dbass on bis knowledge and power to the uninitiated.

A High EIf character who wears the Talisman of Hoeth gains the magic
abilities of a level 2 Mage Champion. He benefits from all the spells and
powers of a High EIf Mage Champion, but note his profile does not change.

A card for this item appears in Warhammer Magic.
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Alarielle is a special character who may be included
in a High Elf army if you wish. Her points value must
come from the Characters allocation of points. As
described below, Alarielle bas the powers of a level 4
Mage Lord and many otber unique powers. She cannot
lead the High Elf army, so she cannot be your General,
although she can lead ber own Maiden Guard as
explained later.

THE EVERQUEEN

Ulthuan is co-ruled by the Everqueen, the chosen
representative of Isha the Elven goddess of earth, plants
and forests. Alarielle is the name of the ruling
Everqueen, and she is said to be the most beautiful to
have borne the favour of Isha since the far off days of
Astarielle. Where the Everqueen walks, the fields start to
blossom and flowers spring forth from the ground. The
white birds of Avelorn come to rest on her hand, and her
silvery laughter rings throughout the blessed glades of
the Gaen valley. Her flowing hair is like a golden cloud,
and it is said that so great is her beauty that it can move
even the immortal gods. Her power is that of nature
itself, so when she mourns the skies weep with her, and
when her eyes darken thunder roars across the Gaen

Alarielle’s reign has not been peaceful for her powers
were sorely tested when Dark EIf armies and legions of
Chaos poured into Ulthuan and overran Avelorn. For a
while it was believed Alarielle had perished in the
fighting. To the Elves the Everqueen embodies the spirit
of Isha, and her loss could presage the destruction of all
Ulthuan. In fact she was not slain, but hidden and
protected by Prince Tyrion, although her powers were
very much reduced whilst those of Chaos were
nourished by the slaughter of battle. The power of
Chaos grew increasingly greater as devastation swept
the land. At last the Everqueen made her way to take
part in the Battle of Finuval Plain where Chaos was
defeated. The Everqueen and her Maiden Guard were
then restored to the land of Avelorn. She dwells there to
this day, in the company of her Champion, Prince Tyrion.

M WS BS § T W 1 A 1d
10 10 3 4 4 10 1 10

Everqueen 5

Spells. The Everqueen is considered to be equivalent to
an Elven Mage Lord with a corresponding magic level of
4 and 4 High Magic or Battle Magic spells.

‘Weapons/Armour: Alarielle carries no weapons and
wears no armour. She is the Queen of Peace, and can not
even touch the instruments of war. Alarielle fights on
foot.

84

SPECIAL RULES

The Boon of Isha

Any one High Elf unit within 12" of the Everqueen can
add +1 to its dice rolls made to hit during the shooting
phase. Any one High EIf unit with 12" of the Everqueen
can add +1 to hit during the close combat phase. In the
case of hand-to-hand combat, the bonus applies during
any close combat phase including enemy turns. Note
that only one unit can receive the bonus during any
phase, but this can be a different unit each time if you so
wish. This is a special ability of the Everqueen to focus
the power of Isha that flows throughout the world, and
to harness it to invigorate the pure of heart.

The Chaos Bane

The Everqueen radiates harmony and order, her power
is the power of Isha herself. All that is Chaos is anathema
to her. As the powers of Chaos wax so her power wanes,
as her powers wax so those of Chaos wane, so it has
always been and always will be. Daemons which
approach her feel this power. It dissolves the magic
which binds them together and holds them on the earth.
They feel their energies dissipate and the Realms of
Chaos draw them back to mindless oblivion.

This is represented as follows. If there are any Chaos
Daemon models within 6" of the Everqueen at the start
of any close combat phase they each take 1 automatic
wound on the D6 roll of a 4+. Roll for each Daemon
separately, but where Daemons have multiple wounds
remove whole figures and carry forward any excess as
you normally would for wounds inflicted in combat. If
the Everqueen is engaged in melee, any casualties
inflicted are considered to be part of close combat, and
so killed Daemons cannot return blows and the wounds
they have suffered do count towards the combat result.

In addition, at the start of each close combat phase, 2
Chaos player must roll a D6 for each magic item within
6" of the Everqueen. If he rolls a 1 the item is destroyed.
If he rolls a 2 or 3 it is useless for the duration of that
close combat phase, including the combat results and
any relevant tests if it would affect them (eg, war
Banner). Note that this affects all magic items in the
opposing army whether specifically described as Chaos
or not. All artefacts touched by Chaos are tainted by it
and therefore vulnerable. It also affects Chaos Rewards,
which are magic items of a special kind. The Chaos Bane
does not affect Chaos Gifts in any way.
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ALARIELLE, the Everqueen
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ISHA
Isha, the Mother of the Elves, is the goddess of harvest
and nature. She is the queen of seeds and saplings who .
. makes the vegetation grow. She is de_pacted as an ng
« woman full of fife and beauty. The. Eiyes of Avelorn .
i, _follow hey, and she is the patron god of the Everqueen. 3
She blesses the eternal glades and fields of Avelorn so that \
winter never blemishes the domain of the Everqueen. %
Isha taught the Efves hiow to care for rﬁe fand so it would
yield a plentiful harvest. '

The symbol of Isha is the All Smnq I'.qc, chcdl{mq a

single tear for her mortal children the Elves. At the dawn 3
" of time Asun{un decided that whife the Elves would be *

" _prodigiousty leng-lived, they would still grow weary of W
the world and die. Isha who loved fier children the Efves 4§
above all fer creations, despaired and cried in anguish i

£a

The Touch of the Everqueen

The Everqueen has 1 Attack and a Weapon Skill of 10.
However, her nature is not combatative in the usual
sense, and although she can strike a blow this is never
resolved as a wound. Instead, if an enemy model is hit it
becomes momentarily incapable of fighting, dazzled by
the will of Isha. The model that is struck may not strike
any blows at all in that combat phase. If the model has
already struck, should Alarielle not strike before her
enemy, then the Touch of the Everqueen is of no value.
If the enemy model is a chariot, ridden monster or war
machine, then the Touch of the Everqueen affects the
entire model, but the blow must be struck against the
individual with the highest Weapon Skill.

HANDMAIDENS OF THE EVERQUEEN

If your army includes Alarielle the Everqueen, it can
include a single regiment of her Handmaidens as well.
The regiment must include a musician and a standard
that represent the Banner of Avelorn and the Horn of
Isha which the Handmaidens carry with them wherever
they go. The regiment must be at least five models
strong, including a Champion where present. The
points cost of the Handmaidens is deducted from the
Regiments allowance.

The Handmaidens of the Everqueen are not mere
courtiers and attendants, but a warrior guard whose
duty is to serve and protect their mistress. Only those
with great natural gifts are chosen, the most talented
singers and musicians, the most beautiful, the fleetest
and most graceful, but above all the most loyal. It is an
incomparable honour to serve the Everqueen and those
bound to her side will remain there for seyen years,
during which time they forswear all other
companionship and even the company of their families.

The Handmaidens are warriors of rare power even
amongst the High Elves, being skilled with all manner of
weapons. Their weapons of choice are the bow and
spear, and they wear corselets of the finest Ithilmar.
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Handmaidens
of the Everqueen .. ... .. 16 points per mode]

M WS BS S T W I A 1q.
Handmaidens 5 5 5 3 3 1 6 1 g°*

Weapons/Armour: The Handmaidens wear light
armour and carry spears and long bows.

Options: The Handmaidens may carry a magic standard,
This will always be the Banner of Avelorr, which is
detailed below. The musician of the regiment may carry
the Horn of Isha, also detailed below.

=T e

SPECIAL RULES

Immune to Psychology

It is almost unthinkable for the Maiden Guard 1o
abandon their mistress. As long as the Everqueen is with
the regiment they are immune to psychology and take
Break tests against unmodified Ld 10.

- e

Hatred
If the Everqueen is killed, then the Maiden Guard will
bate all the enemy for the remainder of the battle.

Citizen Levy
The Maiden Guard are Citizen Levy, and all the special
rules apply.

MAGIC ITEMS

The Banner of Avelorn

Magic Standard ............ ... .. ..... 25 points
Woven from living leaves and the bair of the
Handmaidens of the Everqueen, this Banner is a
stunningly beautiful creation of the Elves of Avelorn.

So beautiful is the Banner of Avelorn that any enemy
wishing to charge the Handmaidens must pass a
Leadership test first. If the test is failed the chargers stand
in their place, transfixed by the magic. The Handmaidens
must declare their charge reaction before the test is
made. Note that the banner has no effect on troops that
are not alive, like the Undead and Daemons.

The Horn of Isha

EnchantedItem ..................... 25 points
The Horn of Isha is made out of single peari-white
seashell, and its sound summons the favour of Isha.

Once per battle, at the beginning of either the hand-to-
hand combat phase or the shooting phase, the High EIf
player may declare that the musician will blow the Horn
of Isha. This will allow the Handmaidens to either fight
with 2 Attacks (in_the hand-to-hand combat phase) or
shoot twice (in the shooting phase). Note that this
magical bonus applies in addition to the rules for the
Citizen Soldiers.




!

HIGH ELF-ARMY LIST

MAGIC ITEMS

The Everqueen carries the following special items. These items are unique to the Everqueen, they are carried
only by her and she carries no others. The points value of the Everqueen includes these items, although they
have been given separate values here as some game rules demand that they have a specific value (eg, Ring of

Corin).

Star of Avelorn

EnchantedItem ..................... 35 points
About ber noble brow the Everqueen wears a light
diadem of Ithilmar in which is set a single radiant gem
which Aenarion gave in tryst to Astarielle. This is no
ordinary gem, but is said to be a star taken from the
beavens by Isha and bound within a magic crystal.

At the start of her turn Alarielle may use the power of the
Star of Avelorn to heal the wounds of any High EIf
character within 12". She may use the power upon
herself if there are no other wounded Elves within 12",
but she will always use it on another in preference to
herself. Roll a D6 for each wound that has been suffered
by the character. Each wound is recovered on the D6 roll
of a 4 or more.

Note that the Star of Avelorn can only be used to restore
wounds on a character that still lives — it cannot revive a
corpse, it can only heal the wounded.

The Shieldstone of Isha

Ward . ... e 60 points
Upon her breast Alarielle wears a gem of unsurpassable
workmanship. This is the Shieldstone of Isha, as old as
Ulthuan itself and pulsing with inner energies. It is
magically attuned to the Everqueen's aura, and only
the Everqueen can release the magical power it
contains. The stone wards away harm from the pure-
bearted, deflecting blows and dashing arrows to the
floor.

The stone protects both Alarielle and, if they accompany
her, her Handmaiden bodyguard from harm. Alarielle
and her bodyguard have a special 4+ special saving
throw against each wound suffered. Note that this is a
special save and not an armour save, and consequently
it is not modified by the attacker’s Strength nor negated
by attacks that would negate an armour save. This
special save is taken only if armour saves have failed in
the case of the Maiden Guard, as Alarielle wears no
armour it is her only saving throw against wounds.

Note that the Shieldstone will only work to the benefit
of Alarielle and her Maidens. It will not work on another
character who joins her unit, or upon other units that
Alarielle might join.
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The Stave of Avelorn

Wizard Arcana . ..................... 50 points
The Stave of Avelorn is the symbol of Alarielle’s rule
over the land of Avelorn. It is an ancient beirloom
which is passed from one Everqueen to the next, as it
bas been since before the time of the Pboenix Kings. The
Dpower absorbs the magic that flows through the land
and gathers it up, enabling Alarielle to direct it as she
wishes. In ancient times the Stave accomplisbed great
deeds of sorcery. Today its power is diminished because -
so much of the magic of Avelorn is drained away by the
Vortex created during the War of Sundering. None-the-
less it remains a potent reminder of the days when
Elven mages bestrode the world like collossi and all
nature bent to their will.

When allocating spells at the start of the game, begin by
dealing three cards to the Stave of Avelorn. These must
be the same type of spells as Alarielle herself uses —
either High Magic or Battle Magic. The player may take
any or all of these spells and place them within the Stave
- he does not have to place any spells in the Stave if he
does not wish to do so, and he can place one, two or all
three spells as he wishes. These spells reside within the
Stave for the duration of the game. Any spells not
allocated to the Stave are returned to the deck and
reshuffled before dealing to further wizards. Alarielle is
dealt her own four spells in the normal manner, and so
has up to seven spells in total.

The spells in the Stave can be used by Alarielle in the
following manner. In the High EIf magic phase the player
declares he is using a spell from the Stave. The Stave
spell is cast automatically; no power is required to cast
it. Once it has been cast the Stave spell cannot be
returned to the Stave, but Alarielle can take it into her
own hand if she surrenders a spell she already holds.
The Stave can be used to unleash all its spells in a single
magic phase or during several magic phases. Alarielle can
never hold more than 4 spells personally. Once the spell
is transferred to Alarielle it can be cast in the normal way.
Alarielle cannot take the spell into her hand and cast it
during the same turn.
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Your army may include
Belannaer, the
Loremaster of Hoetb, if
it includes a regiment
of Sword Masters.
Belannaer may be your
General, but be does
not bave to be, be can
be included as an
independent character
instead. If you use
Belannaer as a General
be replaces the General
described in the main
army list.

At the heart of the
Kingdom of Saphery
stands the White Tower
wherein lies the shrine
of Hoeth, the Elven god
of Wisdom. This is the
greatest repository of
historical and magical
lore in the world, a
collection of grimoires
and codices gathered
over the centuries by
generations of
Loremasters. The oldest
living Loremaster is
Belannaer the Wise,
second only in power to
the Warden of the White
Tower, High Loremaster
Teclis himself.

Belannaer first sought
the Tower of Hoeth as a
young prince in the
reign of Bel-Hathor. The
first time he approached
the tower he found his
path spiralling back
upon itself so that his
long journey carried him
wearily back to his
starting place. Refusing
to give up, he strove harder and more purposefully to
reach the tower and returned to his beginning even
more swiftly and even more exhausted. Despairing of
ever reaching the tower, he resolved to find wisdom in
his own heart and turned his back upon the White
Tower. But now, to his surprise, no matter how he
attempted to turn aside, he found the tower’s, needle-
thin spire looming up in front of him. This was the first
step of Belannaer upon the path of wisdom.

At the time when the Norse began raiding Ulthuan in
earnest Belannaer was one of the wizards whose magic
shrouded the coasts of Ulthuan in a maze of spells,
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making it almost impossible for raiders to reach the
Elven Kingdoms. Later he accompanied Finubar in his
travels eastwards to the Old World, and shared in his
rediscovery of the lost kindred of Wood Elves and the
first contact with human realms. Belannaer became a
great mage and a teacher of sorcery to true seekers of
knowledge. As a frail youth Teclis himself studied at the
feet of Belannaer, absorbing and eventually coming to
surpass his master’s knowledge. When Teclis resolved to
leave the White Tower and go in search of his brother
Tyrion, it was Belannaer who persuaded the then High
Loremaster Cyeos to give Teclis the War Crown of
Saphery and release him from his vows of obedience.




These days Belannaer sits in the White Tower and
reflects upon a lifetime of study. He is painfully aware
that his duties are not yet ended. He senses that a
greater challenge lies ahead, and that his powers will be
sorely tested before he is allowed to find peace.
Amongst his many tasks he gathers information from the
Sword Masters who roam the lands of Ulthuan,
searching out Dark EIf spies and uncovering their
destructive plots. When the enemies of the White Tower
strike he will be ready, and the Sword Masters shall
accompany him as they march to do battle,

M WS BS 8§ T W I A 1d
Belannaer 5 6 4 4 4 4 9 4 10

Weapons/Armour: Belannaer is armed with a sword.
He fights on foot.

Magic Spells: Belannaer is a Mage Lord and has 4 spells.
He can use either High Magic or Battle Magic.

HIGH ELF ARMY LIST

SPECIAL RULE

Glamour of Hoeth

Belannaer and the unit he is with are surrounded by
shimmering magic that confuses and disorientates, so
deeply. is the old Loremaster imbued with magic.
Enemies® find it inexplicably difficult to judge the
distance to their foe, seeing their targets receding before
their eyes. To represent this an enemy declaring a charge
against Belannaer or the unit he is with must reduce
their maximum charge distance by the difference
between two dice rolls (0 to 5"). For example, if you roll
3 and 6, deduct 3" from the opponent’s charge range. If
they have insufficient distance remaining to complete
their charge they become confused by the Glamour and
the charge is failed, as if they were out of range. The
High EIf player must declare his charge response before
the Glamour takes effect, and any fire from units which
stand & shoot is worked out normally.

Cloak of Stars

EnchantedItem ....................... 45 points
Thbe Loremaster of Hoeth wears an enchanted cloak. The
runes woven into its fabric tell of the virtues of wisdom,
Datience and self-control. They warn that violence is not a
bath to wisdom. Those that attack the wearer of the cloak
will feel the weight of the world resting ever beavier on
them, and their blows lack strength and purpose.

All shooting and hand-to-hand attacks against Belannaer will
be resolved with -2 Strength (with minimum of 1). In
addition, once per game, the Cloak will automatically dispel
the first spell in battle targeted against Belannaer or any unit
he is with. If the spell is cast with Total Power it will not be
dispelled but the cloak will dispel the next incoming spell.

Blade of Bel-Korhadris

MagicWeapon ........................ 60 points
This sword was the weapon of Bel-Korbadris, the Phoenix
King who ordered the construction of the White Tower of
Hoeth. The Blade of Bel-Korbadris is usually attached to the
bigbest pinnacle of the Tower of Hoeth, where the setting
Sun catches its tip at the Hour of Dragon. The magic of the
blade catches and entraps the rays of the sun and makes the
sword blaze throughout the night. When the Sword Masters
80 to war, Belannaer takes the sword with bim and vows to
use it only for good, faithful to the principles of the great
Scholar-King.

Mortal armour is no proof against the Blade of Bel-
Korhadris, but magic armour saves as normal.

In addition, once per battle, in the beginning of any hand-to-
hand combat phase, Belannaer can unleash the fires of the
Captured star. He will then strike first regardless of Initiative
and charging, and will fight with DG extra Attacks. If both
Belannaer and his opponent are allowed to strike first (eg, if
his opponent is using the Sword of Swift Slaying), then roll
a dice to see who goes first.

-‘--_________'_

MAGIC ITEMS

Belannaer carries four magic items. These are always the Clogk of Stars, the Blade of Bel-Korbadris, the Book of
the Phoenix and the Staff of Cyeos. These magic items are unique to Belannaer, and only he may have them.

The Book of the Phoenix

EnchantedItem ....................... 75 points
The Book of the Phoenix tells the ancient legend of. Asuryan
— an allegorical story of the fate of all ctvilizations, of birth,
growth, glory, decline and eventual destruction.

At the beginning of a battle Belannaer may read one of the
verses of the book. The effect will last for the end of the
battle, unless the Book is destroyed or nullified by some
means (such as the Ring of Corin or Sword of Destruction).

The Verse of Rebirth. If Belannaer is ever killed, he will
immediately burst into flames (causing 1 S6 hit on each
model in base-to-base contact with him), and return to life
with D3 wounds. He may be positioned in any High EIf unit
on the battlefield. This applies if Belanner is broken in hand-
to-hand combat and caught in pursuit. The Verse of Rebirth
will work only once per game. If Belannaer is killed a second
time he will not be resurrected again.

The Verse of Flame Eternal. This verse will allow Belannaer
to cast one of his spells without expending any power cards
once per magic phase. Belannaer can choose which spell he
uses in each magic phase, he does not have to use the same
spell in each magic phase.

The Verse of Destruction. This verse will double the strength
of Belannaer, giving him an effective Strength of 8.

Staff of Cyeos

Wizard Arcana ......................... 25 points
The old High Loremaster left just one mighty artefact as an
beirloom to bis most beloved pupil Belannaer - a magic
staff crafted by bis own band,

The Staff of Cyeos will power the spells of Belannaer, Any
spell the Loremaster casts will be considered to be powered
up by one additional magic card, just as if Belannaer had
used a single power card to reinforce his spell, making it
even harder to dispel. Additional power cards can be used to
reinforce the spell even more in normal manner.
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If your army includes a regiment of White Lions then
it may also include Korbil as the regiment’s
Champion. The White Lions may include Korbil or a
Champion chosen from the army list in the normal
manner — it may not include botb.

When the Captain of the White Lions met his death at
the hands of the Dark EIf Assassin Urian Poisonblade,
the bodyguard of the Phoenix King gathered to select a
new leader from amongst their ranks. Their choice,
approved and blessed by the Phoenix King, was the
warrior Korhil.

It was Korhil who hunted and caught the great lion
Charandis. This lion was a particularly dangerous,
massive and ferocious creature mutated by the warping
power of Chaos seeping from the magic-riven Annulii
mountains. Though the great lion had slain many
warriors, and countless innocent Elves besides, Korhil
bravely wrestled the beast and slew it with his bare
hands. His first taste of battle came soon afterwards. A
Dark EIf reaver band ran riot in Chrace until they came
to Korhil’s village where the young Elf slew their leader
Saurios Nightblade in single combat. This was reckoned
a great feat of arms, for Saurios was a master swordsman
schooled by the Assassins of Naggaroth, whilst Korhil
was still but a young lad.

The White Lions claim Korhil to be the strongest Elf in
all Ulthuan, which may well be true, for he is without
doubt amongst the tallest of all his kindred. Even so, he
is no lumbering giant, but wields his long axe with a
dexterity and grace that makes even his fellow White
Lions appear cumbersome. His honest demeanour and
noble bearing have won him many friends amongst the
Lords of Ulthuan and other races besides.

Korhil has served his Lord, the Phoenix King Finubar the
Seafarer, with unfailing loyalty, standing steadfastly
beside him and saving his life on several occasions. Such
is his duty, and for this he seeks no reward other than to
march beside his Lord at the forefront of battle.

M WS BS S T W I
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Korhil 3 9

Weapons/Armour. Korhil wears heavy armour and the
magical pelt of the great lion Charandis. Together these
confer an armour saving throw of 4+ against close
combat wounds and 3+ against shooting. See the Pelt of
Charandis.
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SPECIAL RULES

Woodsmen

All Chracians are expert woodsmen, their skills are
equalled only by the Wood Elves of the Old World. T
represent this the White Lions suffer no movement
penalties when moving through woods.

Woodsman’s Axe

Korhil can use his axe, Chayal, in any of the three
combat modes described for White Lions: Rampant,
Leaping or Claw. As the whole regiment must use its
axes in the same mode, Chayal automatically adopts the
same tactic. See the descriptions in the rules for White
Lions in the Bestiary section.

Bodyguard

Korhil is the Captain of the White Lions and so is placed
on the tabletop together with his troops at the start of
the battle just like other leaders and Champions. If
another character is positioned with the White Lions at
the start of the battle, then the model can be placed next
to Korhil and Korhil will act as his bodyguard. Korhil can
only act as a bodyguard to one model during the battie.
If several models are placed with the White Lions,
declare which one Korhil is guarding at the start of the
battle. So long as the guarded character remains with
the White Lions and stays next to Korhil then no enemy
can attack the character — all attacks will be directed
against Korhil instead. Note that this rule does not apply
if Korhil or the character he is guarding are fighting a
challenge.

Players will note that if the army’s General is placed with
the White Lions led by Korhil, then it will be impossible
to attack the General whilst Korhil lives. Because of the
White Lion Bodyguard rule the unit will automatically
pass Break and Leadership tests whilst the General lives.
This means it is impossible to hurt the General or break
the White Lions until Korhil is slain, making him a very
important part of the High Elf army indeed.
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The Axe Chayal

MagicWeapon .............cc.iuain... 65 points

The Axe Chayal (which means Lion’s Claw) is a unique magic
item carried by Korhil the Hunter as it has been carried since
the founding of the White Lions by their Captain. It increases
the Strength of its wielder by +2, but will not force Korhil to
strike last like normal axes of the White Lions. In addition,
should Korhil’s very first blow hit then all his remaining
attacks will hit automatically — the axe rains relentless blow
after blow upon the enemy.

The Axe Chayal can be used in all three combat modes
already described for the White Lions: Rempant (enemy -1 to
hit), Leaping (-1 enemy attack) and Claw (each wound = D3
wounds). The whole unit uses the same mode in the same
combat phase.

MAGIC ITEMS
Korhil carties two magic items, which are always the Axe Chayal and the Pelt of Charandis.

The Pelt of Charandis

Magic APMOUT ... ... 10 points
When Korhil slew the great lion Charandis he afterwards
skinned it and wore its fur proudly upon his broad
shoulders. Years later it was remade into a magnificent cloak
and enchanted by the Loremaster Finreir, and re-presented
to Korhil as a gift from the Phoenix King himself. The cloak
confers a +2 saving throw bonus against shooting and +1
against attacks in hand to hand combat. This gives Korhil a
save of 3+ and 4+ respectively.

Even more usefully the enchantment protects Korhil from all
poisons, including the Black Venom of the Dark Elf assassins,
the toxins employed by Witch Elves, and the Weeping Blades
of Skaven assassins. Poisoned weapons lose any special
benefits, but otherwise count as normal weapons of their

type.

Your army may include Caradryan, the Captain of the
Phoenix Guard as a Champion of a unit of Phoenix
Guard if you wish.

Caradryan of Eataine was the son of a great merchant
prince. Handsome, rich, powerful and arrogant, he was
an archetype of the jaded High EIf aristocrat. He was
uncaring and self-indulged, proud and vain.

Caradryan’s life changed when he made a pilgrimage to
the Shrine of Asuryan, which all EIf nobles are expected
to do at least once in their life. There, driven by
arrogance and curiosity, he secretly sneaked into the
holy Chamber of Days. What he witnessed there no-one
knows, but when he emerged from the chamber he was
a changed man. On his forehead was a glowing rune of
Asuryan, marking him as the servant of the Creator God.
Why Asuryan had chosen Caradryan as the instrument of
his will is unknown but Caradryan gave up all his
- Worldly possessions and took the vows of the Phoenix
Guard, and has never uttered a word since then.

Caradryan spent his days in meditation in the Chamber
of Days, reading the fiery letters that tell of the past, the
Present and the future. During the years he became ever
~ closer to the thoughts of Asuryan, until he was marked
- as the Captain of the Phoenix Guard by the ancient EIf
- 80d. Now he leads the Phoenix Guard during times of
Peace and war, taking orders from no worldly master
and appearing on the battlefield only by the will of
‘Asuryan. He serves the purpose and the plan of the Lord
- Of the Gods. There is strength in his hand and the
. Wisdom of Asuryan sits on his noble brow.

DRYAN, Captain of the Phoenix Guard .73 point
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Weapons/Armour: Caradryan wears heavy armour. He
is armed with a sword and a halberd. Carayan fights on
foot.

Magic Items: Caradryan carries no magic items.

SPECIAL RULE

Marlk of Asuryan

If Caradryan is killed in hand-to-hand combat, he will
speak for one final time in his life, and call for Asuryan
with his dying breath. This will summon the wrath of the
god upon his slayer. The model that killed Caradryan
must take an immediate Leadership test or be slain by
the Wrath of Asuryan, regardless of wounds or any saves.
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Your High EIf army may include High EIf Prince
TDyrion. He may lead the army if you wish, though be
does not bave to. If you choose to use bhim to lead the
army, then be replaces the General described in the
main army list.

Tyrion is the champion of the Everqueen, the victor of
Finuval Plain and the -most famed High EIf hero of the
age. He is tall, proud and fair, strong and wise, a born
leader of Elves, the descendant of the first Phoenix King
Aenarion. He has led countless High EIf armies, and he
has always been victorious. He is loved by all in Ulthuan
and feared by his enemies.

In battle Tyrion wields the magical wargear of his distant
ancestors, and rides Malhandir, the last of the bloodline
of the father of horses. He is an unmatched warrior, the
hope of Ulthuan, Aenarion the Defender reborn.

M WS BS 8§ T W I A 1d

Tyrion 5 8 7 4 4 3 10 4 10
Malhandir 12 4 0 4 3 1 5.2 7

Weapons/Armour. Tyrion wears the Dragon Armour of
Aenarion. He is armed with the mighty runesword
Sunfang.

May Ride. Tyrion rides Malhandir.
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MAGIC ITEMS

Prince Tyrion carries three magic items. These are
always the Dragon Armour of Aenarion, Sunfang
the Runesword and the Heart of Avelorn. These
items are unique to Tyrion and only he may use
them.

Sunfang, the Runesword of Tyrion
MagicWeapon .............c..000n... 125 points
This sword blazes with the captured fires of the sun. The
white bot runes smouldering along its length destine
blazing ruin for its victims.

Sunfang adds +3 to Tyrion’s Strength. Each wound
inflicts not 1 but D3 wounds.

‘When used against Daemons a hit from Sunfang wounds
automatically and inflicts not 1 wound but D3.

Once per game in the shooting phase Tyrion may direct
a mighty firebolt from Sunfang. Use the flame template
from the Warhammer game placing the broad end over
your enemies as required. Each model beneath the
template is hit on a D6 roll of 4+ and takes 1 Strength 3
hit.

Dragon Armour of Aenarion

MagicArmour ....................... 75 points
This mighty armour was forged on Vaul’s Anvil long ago
to protect Aenarion, the first Phoenix King of Ulthuan,
in the great wars against Chaos.

Wearing his Dragon Armour and mounted upon his
armoured steed Malhandir, Tyrion has an armour saving
throw of 1+. The wearer of the Dragon Armour cannot
carry a shield.

If Tyrion fails his armour save then he may make a further
special saving throw of 4+. Note this is a special save and
not an armour save, and so is not affected by armour
save modifiers or hits which discount armour saves.

Tyrion is completely immune to all fire-based attacks,
including magical fire, warpfire, and so forth.

Heart of Avelorn

Ward ... 50 points
The Heart of Avelorn, a gift from the Everqueen to
Tyrion, protects its bearer against bostile magic. )

The Heart gives Tyrion a D6 saving throw of 4+ against
the effect of any magic spéll. Note that this isn’t a Dispel,
but a magic save that allows Tyrion to avoid the effect of
spells which would otherwise harm him. See the
description for wards in Warhammer Magic.

If Tyrion is slain the Heart will break and the release of
its power immediately restores him to life with 1 wound.
If this happens the Heart is destroyed.




Your High Elf army may include Teclis the High Elf
. Mage Lord as an independent character.

Teclis the High Loremaster of the White Tower is the
most powerful High EIf mage of this age of the world.
Even when he was very young Teclis showed an
unmatched gift for magic. Of all the High Elves, he is
blessed with the greatest understanding of High Magic.
Mages from all over the Ulthuan come to sit at his feet to
learn the secrets of the mystical arts.

Teclis has fought in wars from the northern Chaos
Wastes to the distant lands of Lustria and mystic Cathay.
During these long years he has found no match to his
mystical skill, for even the mighty Witch King of the Dark
Elves had to acknowledge Teclis his superior. Teclis
dwells in the White Tower of Hoeth, delving ever deeper
into the arcane mysteries.

T
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HIGH ELF ARMY LIST

CLIS, High EIf Mage Lord .

Weapons/Armour. Teclis is armed with the Sword of
Teclis. *

May Ride. Teclis fights on foot.

Magic Spells. As a Mage Lord, Teclis is entitled to four
spells. His magic level is increased to 5 by the War
Crown of Saphbery so he can choose five spells.

SPECIAL RULE

Master of High Magic

Teclis’s knowledge of High Magic is unmatched. He can
pick the spells he wants from the High Magic deck,
unlike other High EIf Mages who have to draw their
spells at random.

are unique to Teclis and only he may use them.

The Moon Staff of Lileath

Wizard Arcana ................. .. ... ..., 20 points
The Moon Staff of Lileath is imbued with the power of the
goddess. This power flows through Teclis, invigorating bis
Jfeeble frame, but in times of great need be can summon the
Jull power of the staff. This unleashes a fearsome storm of
magic but leaves Teclis bimself badly weakened.

The Moon Staff may be used once, at the start of the High EIf
player’s magic phase, to draw D6 magic cards from the
Winds of Magic.

Once the Moon Staff has been used Teclis’s own energy is
weakened and his characteristic values are all halved
rounding up to the nearest whole number. This will also
happen if the staff is destroyed, even if Teclis has not
summoned its power.

War Crown of Saphery

Wizard Arcana .. ......... ..., 125 points
The War Crown was forged by the awesome Mage Lords of
Sapbery in the time of the first incursions of Chaos. It
empowers its wearer with all the knowledge of magic
gleaned by the High Elves over thelr thousands of years of
study, raising bim beyond any otber mortal wizard.

The War Crown of Saphery raises the magic level of a High
EIf Mage Lord from 4 to 5. Only a High EIf Mage Lord can
wear the crown; no lesser wizard could endure its power.

A Mage Lord of level 5 has 5 spells and is superior to wizards
of levels 1-4 for purposes of spell casting and dispelling.

A card for this item appears in Warbammer Magic.

MAGIC ITEMS

Teclis is 2 Mage Lord and carries four magic items. These are always the Moon Staff of Lileath, the War Crown of
Sapbery, the Sword of Teclis and the Scroll of Hoeth. Of these the Moon Staff of Lileath and the Scroll of Hoeth

The Sword of Teclis

MagicWeapon .............ccouevuan... 100 points
The Sword of Teclis is charged with crackling energy that
rends apart those struck by its shining blade.

All hits struck with the Sword of Teclis will automatically
cause wounds. Armour saving throws are allowed as normal.

Once per battle during any close combat phase, the bearer
can release the full power of the sword causing a storm of
crackling energy. This automatically inflicts D6 S6 hits on the
enemy unit the bearer is fighting. These hits are inflicted at
the same time as the bearer fights, and any wounds inflicted
are counted towards the combat result.

A card for this item appears in Warbammer Magic.

Scroll of Hoeth

Wizard Arcana ............ ... .00 55 points
The scrolls inscribed in the White Tower by the Loremasters
are far more potent than those made by mundane wizards.

Teclis can use this scroll to dispel an enemy spell as it is cast.
The player declares he is using the scroll and the spell is
dispelled just as if the player had played a successful Dispel.
It can only be used against a spell as it is cast, not a spell
already in play. It will not dispel a spell cast with Total Power.

Alternatively, Teclis can use the scroll once to cast a spell. No
power is required to cast the spell because the scroll
provides all the power needed. A spell cast using the Scroll
of Hoeth can be dispelled in the normal fashion.

The scroll can only be used twice per game after which it
becomes useless.
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Dragon .........oieioeneennns +450 points
GreatDragon ................. +600 points
Emperor Dragon . .............. +750 points

Your High EIf army may include Prince Imrik. He may
lead the army if you wish, though be does not bhave to.
If you choose to use bim to lead the army, then be
replaces the General described in the main army list.

In Caledor, the Dragons lie sleeping within the cold
volcanoes of the mountains known as the Dragon’s
Spine. They dream of the ancient days when they soared
through the magic-laden air of Ulthuan, spitting fire and
destruction upon the enemies of the Dragon Princes.
Today the mountains have cooled and the Dragons have
dwindled in power. Few of the creatures can be
wakened when the clarion calls of war ring from
mountain peak to mountain peak, summoning the
scattered folk of Caledor to battle.

Like the Dragons themselves the line of Dragon Princes
is fading. Prince Imrik, Lord of Dragons, is the last
descendant of the house of Caledor, the Phoenix King of
the ancient times. In him is invested all the power and
nobility of that great house. The greatest Dragons stir
from slumber to his call and no other.

Prince Imrik is the greatest High EIf warrior of his age.
The people of Ulthuan say that the nobility of Phoenix
King Caledor and the battle prowess of Phoenix King
Tethlis have been reborn in the Lord of the Dragons. He
leads his Dragon to the attack, plunging to the ground
with the destructive fury of a lighting bolt. The great
scaly beast seizes its victims and tears them limb from
limb as Prince Imrik pierces the enemy ranks with his
devastating Star Lance. Few can stand before him and
none living can look upon the fire of his eyes or match
the strength of his arm.

M WS BS 8§ T W 1 A I1d
Imrik 5 8 7 4 4 3 10 4 10
Dragon 6 6 0 6 6 7 8 7 7
Great Dragon 6 7 0 7 7 8 7 8 8
EmperorDragon 6 8 0 8 8 9 6 9 9

Weapons/Armour. Imrik wears the Armour of Caledor.
He is armed with a sword and the magical Star Lance.

May Ride. Imrik always rides either a Black, Red, Green,
Blue or White Dragon. See Warhammer Battle Book for
the special rules that apply to these creatures.
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MAGIC ITEMS

Prince Imrik is an EIf Lord and carries three magic
items. These are always the Star Lance, the
Armour of Caledor and the Dragonborn. The last
two magic items are unique to Imrik and only he
may use them.

Star Lance

MagicWeapon ..................0u... 60 points
The Star Lance is made from the fiery beart of a fallen
comet. Its keen tip can penetrate any armour.

The Star Lance confers a +3 Strength bonus when Prince
Imrik charges. In addition, on the turn that he charges,
the Star Lance automatically penetrates any armour worn
by his target. Even magic armour offers no armour saving
throw against the Lance.

A card for this item appears in Warbammer Magic.

Dragonhorn

EnchantedItem ..................... 15 points
When Prince Imrik goes to war, all can bear the call of
bis warborn, full of challenge and pride. No Dragons
can ignore its sound, but rise from tbeir slumber, ready
to do battle once more.

Once per battle, in the beginning of any hand-to-hand
combat round, Imrik can blow a mighty sound from his
horn. His Dragon will then fight with D6 extra Attacks
during that round of hand-to-hand combat. The
Dragonhorn can be used only once per battle, after
which its powers are temporarily exhausted.

Armour of Caledor

MagicArmour ....................... 30 points
This armour is the beirloom of the bouse of Caledor, the
greatest of all the Dragon Princes. It is a suit of Ithilmar,
unsurpassed in its beauty, lightweight and flexible, and
yet stronger than any armour made of mortal steel.

The'Armour of Caledor confers a basic armour saving
throw of 2+, which cannot be improved by any means.
This save can never become worse than 5+ due to
modifiers from an attacker’s Strength. In addition, Imrik
is completely immune to all types of Dragon breath
weapons, including the fire of Red Dragons, electric
blasts of Blue Dragons and so on.
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mong the High Ehres the nan'ies of Tynon and i

Teclis ate spoken with hushed respect. The fame

of thesé twin biothersextends throughout

b U}thuan and infe the lands beyond. Prince Tyrionis the =~
VElf general who tumed back the great Incursion of Chacs. ..
b 4wo hunched years ago, Teclis is the greatest sorcerer of ..
" this age of the world, a mage s¢ powerful that spells and -

- magical artefacts are named after him. Born into.one of
the oldest families of Ulthuan, the brothers can' trace - . -
their line back to the.doofmed King Aenarion, first and
mightiest of the Phoenix Kings of Ulthuan. It is thetx

¢ destiny to.perform mlghtv deeds and shape the tate of a5

_ kmgdams. {.ﬁ.{ i i ol

L The brothers are as dlffarenf as day and night. Tyrlon is

tall, proud and fair, a maater of weapons, a match for the - forests and disappeared. Word of the Everqueen’s 1055 /7

. Pragon Primges of ld in battle-prowess and skill. The -~ = *

' chosen champion of the Everquean of Avelorn, he is a
" warrior without peer and a foe without mercy. Among

b the Dark Elves of Naggaroth he is knowr: as the Reaper, "_
& 4o the Goblins of Red-Axe Pass he is Orchane, and to the s

" noxth the Norse kriow him as Mankiller, For two..«
wenturies he has stood between the Elves of Ulthuan and
b their many foes. He is a mighty champion, an -+

§ unbreakable shield against the darkness. In h1m it is sald

" ‘Aenanon the Defender has.come again.

The: agg—old curse on the line of Aenagion aﬂec’ced '

'\ brother was mighty, he was weak, Where Tyrion was:
L¥ zolden-skinned and yellow-maned, Techis was pale, dark

and gaunt’ Where Tyrion was fair-spoken and noble- . -

" minded, Teclis was caustic-tongued and bitter. From

' b1rth he was sickly and consumptive. As a child, he was -

| driven by an insatiable curiosity and showed an
awesome gittfor sorcery. He was: schooled by the
shadowy Loremasters of the Tower of Hoetl, who
recognised in him great pewer Within the precincts of
* the White Tower, gu
‘cunning, he. leamed the intricacies of sorcery, and 10se to-
> 2 true master ot ngh Maglr 3 : ¢

the servants of the four powers of Claos they
cemed unstogpable. The gigaftic Black Arks of

pgaroth yomited. forth 4 waveof cormphonan the 'y 5.

fands. Ships of tune-wwenIEd iron.
Naggarofhronce fiore settaot on the Tarid fromt®

mes:suff.eted defeat after defeat atthe -~ :
: avs-wurshipping kin. In.the lands of - -

ter. The shattered Emplre, Ifmg A

narded By magical illusions of great "{; e _
;- sorcery. The Princes of Caledor strove unsuccesstully ta
** wake the lagt dragons. The great navies of Lothermiwere -
" driven from the seas by the Chaos fleets. A Datk BIf .
*. army re-took the Blighted Isle and the-Altar of Khame %4
. .- fell once more inig-Dark Elf hands. I‘rmmph followed: =
. triunph for the spawn of Naigamth Bitter: deteat pﬂed

‘ o Vitten deat £
chied. the twing. From the north the Dark Elves swept spoe Priendelest foo ke

ough ‘Ulthuan looting, butning and pillaging, Allied -

30 long ago been dnven, Everywhere the

5 :

Tynon was in Avelorn at the court of Alanelle thp n@w}y

* crowned Everqueen, when the Dark Elves came“ﬂ\e
g thun&emus voices of their beasts filled the aficient -

woods. The skirill blast of their brazen trumpets echoed
triumphantly through the heart of the land. Hurriedly -
the Maiden Guard of the Queen moved to meet the

+ thteat to their Iady. A hastily assembled force of Warriors
... wasHirawn into battle but to no- ‘avail. The Dark Elves .
- were too strong and it looked as:if the Everqueesn, the e
" spiritual leader of Ulthuan, would fall into thejrclutches.

* . In desperation, Tyzion pulled her from her silk pavilion :

and cuta blvody. path clear of the imassacre, slaying any 1 :

Dark Elf that got in his way. As they fled, Tyrion was
stabbed by the blade of a Witch Elf, but disregarded his

. wound, the two escaped into the heart of the anclent.

spread through the land and the hearts of the Elves were _: ol

filled with despau Ras 'y A

the White Tower, Teclis refused to believe his brother” .
was dead. From hirth, he and Tyrion had shareda -~

. special link and he was convinced that if Tyrion were
- dead he would know. He decided to leave the tower and
; seek him out. Using all his cunning arts he forged i
" himself a blade and wove it round with deadly -

enchantments, Seeing that Teclis could not be dxssuﬁdeé, S

" the High Loremaster gifted him with the War Crown af

Tyrion's twin brother Teclis more strongly. Where his == = Saphery and let him go. He sensed destiny in the youth

and knew that the fate of the Elf Kingdoms rested on }us :

. - shoulders. Teclis was stronger now, the potions-of the: -
" Loremasters had gone a long way towards giving him -

mortal strength. The ngh Luremaster hoped It would be
enough. : i ..

by war. The old forests burned as the Dark Elves took. - «
vengeance for their long exile. An army of Ellytian,

* When the news of his brother £} dlsappearanLe rea(hed ‘ .‘

-IQ.

I’yrlon and the Evi erq_ueen ﬂed thmugh a land laxd "Waste

horsemen. was destroyed in the field by the Witch- ng"é‘j:

Elvesr e 3
The Dark Elves were - filled with glee at the' news o

: lossof Alarrelle, but the Witch King refused o belk
¥ tharumour ot her death. He insigted that herbo
' tound 50 he copld disptay’it erugified upon i sk

For assassing stood before himeand pledgedto Katove

* gesttill they brought i Atarielle’s corpse. The Darke

* Elves sought the pair everywhere Tyriopand the' «
. Everqueen often hid, blindly: wisithing ‘through, the loam :
< tgavoid the eyes of Daxk Elf patrols. As the. ich BIf 2.

poibort gripped him, Tyrion grew ever wishel; and more

" feverish; but with her land dxsmpted the Young:
Everqueen cuu"id not tmd.the




maly an its &p. Emm‘ Chrar_e in the north to
south; the if Ia

? a
th supgmamral ﬁpeeﬁ, and raldem moved as far 85 the
£ Ysle of the Dead before bieing Hirned bacdk by the warding -
% spells. Orily in Saphery, amund the White: Tower, and by

" Dark Eiyes Ralted, and even these thmgs Tookéd ! gnm
 Thiee Black Arks 12id siége to the great lighthouse of -
s Lothern, fhe Glittering Tower: By day and nightspell -
L blists and siege engineshots batteied the walls. The -

eritx King himself was trapped within the city, and it

med only @ matfer of tme before the €ntite land was
. dewoured. With the Everqueen lost, the FlVEb had htt]e
heart to ﬁght on. _' RO w10 3 ;

by,
5

 HEDARKEST HOUR '

“four assassins finally caught up with Tyrion and his

Y | tharge, coming upon their camp by night. The Wounded '

BPAI
X of the abyas When the daemon's defeat
- his black &b of sgeing the Witch-King

ordered ong thOusand

. renewad ferocity,

'I‘e&lé gulded the Everqueen afd
. -the Inner Sea: There they were picked upby 2

twm m the sh regHt

"5 crewsd by the remnants of the Queen’s Guard:

8 Eif Lord fought like a blond-mad wolf. Under the furious -

" pnslaught of his blade the Dark Elves died, butpot - & ; «

“before one unleashed a'messenger familiar to carry word:

§ of their discavery to the Witch King. Howling with - = =
% -umph the Lord of Naggaroth then unleashed his pride
nd joy, the Keeper of Secrets, N'Kari. With a roar, the -

g The Greater Dagmon found Tyrion and the’ Evergueen in ; s

' the dark hour before the dawn, descending upon them
Eake a falling star from the fitmament. Once, the © .
5 Everquesn cpuld easily have banished the daemon, ’out
p&her Power was much reduced «ven asherland was
" ravaged. Tyrion reeled to hisfeet, determined tg sell his

e dearly With v sweep.of ong mighty fist, the daemon .
ashed the wonnded warrior aside. Looming over the <= - -

ueg,n it readled out to careas her r’hpek wath 1its

o this head was the homedrmoon helm of Sapher) ihd he ;

vif ly teak p posmon between the: queen and ihe

:_ remnams Of the Elf anmés were a" semblmg tor a i
N desimrate last stand B o B e A

. : Chanoteers trom Tlranoc raced mto PGSlthl’l betw«een
. Silver Helm cavalry and spearmen fromCothigae and: .

“Yvresse. Ellynian cavalrymen:mustered beside the elite f--

- White Lionz of Chrace. anfon—mounted Elf Lords . = -*
soared ovér the. army, Sword Masters of the White Tower
> formed up alengside the Everqueen’s Maiden Guard,

= When word of the Everqueen’s presence was known, 2~

2

B

B great cheer went up from the army, and all the W«a;la:lors' -
' gained new heart. But then a cloud of dust on the . = °
0 honzon announced fhe arrival of their enemxes o

: THE BATTLE OF PIN UVAL PLAIN

¥ In the forests’ of Avelorn the hunt was closing in. The > . That i ghi e o reriens camped almostwithin =i

(e bowshpt-of each other. The watchfires of one foree could
'be seen by thepickets of the other In the Elf camp - -

Tyrion and Teclis were greeted by theit father Araﬂuon o

. The-old Elf Tord gifted Tyrion with the Dragon Armour
* of Aengrion. This armour had been 'worn by:the first .=

Phoenix King during the ancient wars with Chaos Tt had

‘been torged in Vaul’s Aavil and could resist the ﬁery

eater Daemon sped Hhrough the mght oy TR N breath of dragons. Out of gratitude fof his rescue of the .

Everqueen, the Elyes of Ellyrion presented him with ..

« their hnest steed, Malhandir Jast of the bloodline of
"¢ Korhandir, father of horses. The Everqueen herselt grtted
.. him with a heart-shaped brooch which she had woven

. with enchartmests for his safe return: In his mighty fist |

Tygion grasped the runesword Sunfang, forged inelder. .

I days to be the bane of daemons. So TVIICM wae made

readyfox battle h':-_. i AN,

. To Teelis, Alanelle gave °t«he sacred Stafaf ot Lﬂaeth It =
*, "granted him strength and power 5o great that he -
_ wouldi't need his enabling potions, He iefused the offer

of any sword, preferring to use the blade he; had forged *

" ~with his owri hands. He was now read) 107 stand beside’
4 hlE brother in the heat of battle" 7 cad

3w

' The coming of day revealed the Iu‘ll extenf of the{lh

_Aiorces Endless sanks of DaJ:k Elt xbssbowmen shanted




theu spears. Witch Elves cackled
d: g;bbered mantacally. Beast masters herded monsters

f5: positron. One entire fank of the Witch King’s ammy. -

held by Chaos’ ngh’té and their bestial retinues
| ‘The Elyes were greatly outnumbered and the situation

- looked desperate From a biasted hill in the Gentre of that;

#xil army, the gigantic black-armouted figure of the

- Witch King survéyed the battlefeld, confident that - “ e

5 - wictory was w1thm his iron-clawed grasp.

Ih‘lan Polsonblade, the Witch King's personal champ:on, N
'« army. Whete he rode the Elves toglheart: Ma]handu =
* ‘trampled Datk Elves beneath his silver-shod hooves: But' ¢
“* . Tyrion could not be everywhere at once and stowly the .
we:ght of numbers turped the battle agamqt the ngh O

called uit & chiallenge to single combat. Was there ™,
Anyone in the EIf army brave enough to face him?
" Unian'é reputation preceded him. He had been bred tor

battle by the Witch King himself, He was the greatestof
| assagsing, the most relentiess of slayers. He had theheart - g
" of a daemon and the eyes of a hawk. He could kill a huIl Ly

" with'one bléw of his bare hands, and deflect an arrow in
E:ghr with a sweep of Tiis blade. On his brow was the -
masrk of Khaine, He waq Death incarnate:

3 Aﬂ'tahen of Yvresse. was the first to respond Hewasa . -°
L mighty soldier, a veteran of countless battles, Urian cut .

'hxm down as if he were a child. The Elf axmy meaned in.

¥ @espan and dismay. Next was Korhiart Tronglaive!

| captain of the White Lions, the most renowned warrior
& of Chrace: Blows were exchanged faster than the eye o

a.o’uld follow but to no.avail = within minutes the proud
» High Elt lay headless on the plam Then Tvrlon stmde e

" Iol‘th ‘ﬂe,r 7-.

 Jtwas a battle the hke of Wthh those present had never
| before witnessed. Tt was as if gods themselves made war.
& Sparks-flew as blade clashed on blade. Both warriors
Fpught in deadly silence. Again and again Urnian’s
“glowing black blade was turned by Tyrion’s armout. .~

& Again and again the master assassin ducked the sweep -

"o Sunfartg, They fought for an hout and it seemed that

¢ peither would have the mastety Spells blistered the ait

round them as the Witch King sought to aid hus * '
champlon Sweat ghstemng on his brow, Teclib dﬁpelled

i E' ery witness held theu breath It seemed 1mp0591ble :
i that anyone cauld survive in the middle of that storm of
des, Fhen Tyrioh sthed and Urian loomed over hup,
de held high. It was the opening that the Ehgh Elf héd
L waited fof: A quick thrust of his weapon found the - *
assaessm s heart. The'host of darkness let aut a higwl ot -
¥ gmsh and charged forward to overwhelm the lone EIf -
and the EIf army raged to meet thegm Mathandix
s roaster first and Tysion vaulted: mte the rag
dfe. then tined to facgTus fges. i 0

1 a1 b&al
reater numbar and theit aﬂfeﬂ Were %

were fighting for their hameland
They had the desperate courage that -
ipg that this might be their last chanee
that long day theé armies fouglit w1th
v"age fury. Both sides were driven. by the consuming
tred that thetr'ancient civil war-had bred: thlm of -
ove biglts, so numerous they da&kgned the sl
ouds of white: flgtched arfows, Greaf
' mng by mmb]mﬂlf #

.} L
£y SR

thmugh the atr Blood mmgled w;th the dust

by the battle. Thousands died butneither si

groungt. So great was the carnage that wartio)

over bodky of the dead and ravens feasted on'the '~

_ wounded rapped inside the moundsof g PLes.

Right at the cenfre, Tyrion fought vith the fury afan-

.. enraged beast. His great burning blade cut down foes -
< with every stroke, and his shiningmail turned the. * -

swrds of his desperate foes. By himself he was. worth

... THE DEFEAT
OF THE WITCH KING %

g » Af the heart of the battle, Techis wrestled ‘with the darl«'
_ sorcery of the Witch King,. Naggaroth's dark master had;

perfected his evil arts over long millermia and for the
first time Teclis met a foe that was his.match. Awesome "

" “magical energies were focussed and brought to bear: - -
_ Lightning streaked the darkening sky. Terrible clouds,- ot
. capable of stripping men to the bone, were turnied aside s

by magical winds. Daemaons howled and gibbered as -

; they surged through the carnage: Techis strode iita the 'l‘
: sky to better observe the battle. From the blastedlrulltop o
- the Witch King matehed him speltfor spell. ;5.3 A

 “Teclis saw that the battle had turned. The size uf the T
Dark Elf warhost was toa great. It looked as i the Elvés

would be slain to a man. Now there was nothing élse for =8
it. It'was time for a fast debperate gamble.He invoked -8

" the powes of Lilaeth. His staft glowed and pulsedas the! &
*odts ,goddesa ted hin enexgy. Teclis saulpted. the powetuiito 3 R
= onehoktof tltamc power (md unleashed it upon the >

- Witch King. e gk

. Frantically the evﬂ one tned tn tum it asuzle but could;
* niot. The blast descended on him, burning into his'very =

T

soul. At the final moment he was forced to cast himseff -

! into the Realm of Ghaos to avoid final and utter death

Fréed now from thé busden of dealing with the Witch

- .. King, Teclis turned his energies on the horde of evil. 4
. Spell after spell crashed down-onitite Dark El,ves, |
.. carnage was too awful to contemplate Y

. Malbandir breuglit Tyrion face. to Fage wi h the W}i&;},‘g -

ng"s standand bearet, The High Elf cut d

" with ease Mathandir trampled the Witch:
" into the mud- -Seeing their Lord defeated and the
- ‘standard smashed the“ﬂaxk Flves fell mto despanr

Ovethead a seemingly unstoppable magjcian
magieal doont down on then, befoze them as

. unsieppable warrior clove through. thexmaisks fike & sh
. through thé waves. Almost to a man tha!; w&f&my “
- turned and ﬂed Almost o aman’chey wete ciit doven




anged 1 g
battle-sp.e‘ﬂstathe human hedge-wizazds an
;.ombmed mth thexr own.g do

A any patil
_pmvégi their wﬂlmgness to bplﬂ thelrown bior
e defence oﬁthe human landq and 'I'echs apﬂ B :

. hls',guard from Lothem tomeet them,
immeér and the anvil the besieging
tside the walls'of Lothern, Tvnun
by the, Phoenvt King himgelf -

‘buzied thh gxeat honour But it wa aftex the wa.r,
" Magnus had driven the eniemy from the land and he'd.

R great plan waaﬁ conceived to drive the ‘been hailed as the new Emperor; ﬂlat he perfomwd w'

ark Elves frbm the Iand “Tyzion would lead one Hhigh -

" Elf avmy thSaphery to relieve the Tower of Hoeth. The - .. - Was tobe his'most significantagt "o
Pligentx King-would-drive north and engage the enemy i Magnus requested that Finreir and Techs teach e full
" directly. Word arrived from Caledor that the dragonshad .. seaetsiof magic to humans, The hew Emperorhad seen '

- been 1QURE

Viwtory was w1thm the I—hgh Elves grasp _+. . how instrumental it had been in holding batk the tide ef« ’
: Chaos and wanted to add yet another weapon to s
mankind’s arsenal - At first Finreir resisted, Elves and =,

3,08 qHE GIFT OF EIAGIC - Men had come fo blows in the - past and’ m]ght doso - 23
y the agmies Sadied to sct out a. batterp d shlp “agaif Teclis took the long view: He argued: %hatby

' i - helping Men protect thémselves against Cheos they -
d into harbout, It was commanded by Pieter Lazlo, * °
¢ &+ would create an invaluable bulwark against the forces of
B e e vt e ore? - darknem Eventally el v prevald and e
= &% = Colleges of Magic were established. Teclis himself" faug’nt 4
overrun Kislev and lpoked set to sweep overthe ™ /5. the first human sttidents and more than twent§years
ds of men dMag-nus tfnad ted tl}xle hustian dte}flence aa “passed before he returned home. Thmugh his work asa
dP ;‘::El% ﬁ’éra:;a?;‘hed%‘mﬁ ]f;entlto ;fl:e;s folr . teacher, he became fond of the race of Men and saw in it
: 450 4 FoRIR SUIBTE . the possibility and the threat that in time it maghtfaz
ﬁwamor from their forces and yet they knew that it - B éxceed the dethrun ety et :
dinkind failed then the forces of Chaos in the Old - g _0 ) g g T S B
World Would be free 4o aid the Dark Elves. . L¥- : N Tk s

Hearmg once more the call of destlny, TEC].IS vo]unteered Sk

L 680 to the aid of mankind. Yrtle and Finzeir, two of his -~

old comrades from the Tower of Hoeth agreed to go with - . KR

& him. It was all that could be done. The two brothers =+ - P B
* parted at the docks in Lothern, 1t was a bleak farewell. = ~ b e S

- Neither knew if they would ever see each other again. 3 A 4 R
”"Techs took o his ship. Tyrion rode away with his atmy. It The two brothels met agam at thelr anceetral home in the b
would be many long years’ before ’chey saw each othex . yeat 2326 when Teclis returned for their father’s fcmeral
agam S s e Bl T PR 1t was a sad moment but the two embraced ;oyousl}
- « Tyrion was.npw the chosen Champion of ‘the Ever: ueen, i,
F Now: leadmg the Elf army, ']}rnon proved to be sery blt © - 'second only to the Phoenix King alznong the detengera :
. s skillful a general as he was a warrior. His surprise 327" Ulthuan: Teclis plannedto reliim, to the i bire to# © 5
4 attack routed the Chaos forces in the woods around the ORHAR R ogk Bt wordicaiin st toe Ehgh s
i iesower I;)’ 11&ed 345, conuthngent of ?word. Mj;’tels’ ., Loremaster of the White Tower had died and the cauncﬂ
e R T
Li ] 3 ] ¢ RV
_ demoralised by the Witch King’s defeat and hounded: hemguzand s h&xeturned to the = Hueth i
¥ relentlessly by guertila forces. Tyrion drove them out of Since the days of the Great War agams’c Chaos the twe
g ﬂ1e woods and into the hills of southern Chrace. - - .+ brothers have been active in the defence of Ulthuan.: 1
© ¥ Tygion led the army that defeated Erik Redaxe's army Df
afn this mountainous land a savage war of smbush and . Norse raiders and twice led expeditions to the Blightéd

younter-ambush was fought. But the Phoenix ¥inghad .-
%kmt Tyrion the setvices of a umitof White Lionsand -~ ° - Isle to reclaim the Altar of Khaine ftom the Dark Elves.

<+ Both.tunes he drove the spawn pf Naggaroth offbut  +
ese bold warriers’ knowledge of their homeland was " .. aw
: ays they return. When not leading the armies o war'
prove invaliable. In the year. 2305, exactly fwo years he dyvells atthe court.of the Everqueen and keeps the ; =

fiér the invasion began, the Phoenix King and Tyrion
met'at Tor Achare, the capital of Chrace. The Dark Elves
ad been dnyen trom the mainland of Ulthuan. The war. « 3..-
as all byt over, alﬂ'lougl“ bitter hghtmg was t 1 1umble +i '+ Teglis probes the ancient mysterigs of som'.y at- fhe :
ufm in the 1slands for many decades .. White Tower.Often his researches demand-thiat he v1s.1t -
- the far corners of the world. He has ventired us far "~ =
.- - afield as Cathay and Lustria and has aided armies both
human and Hzgh E]f agamst the- foiices of evil.
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WARHAMMER ARMIES — HIGH EIVES

HIGH ELF TACTICS

Choosing a High Elf army is always a compromise.

The bigh point cost of the Elves means that you can
rarely include all the troops and characters you'd

like. Fortunately, the High EIf army list is very varied,
offering a choice of good quality troops for almost any
situation. What the troops of Ulthuan bave in
common is that they are bighly skilled, superbly
trained, fast moving and well-equipped. Whether you
Dlan to play offensively or defensively, you are spoiled
Jor choice.

THE GLORIOUS HOST
OF ULTHUAN

Many players see the infantry as the core of the High EIf
army. The High EIf infantry is split between the citizen
soldiers like Archers, Spearmen and Lothern Sea Guard,
and the elite and highly specialised formations like the
Sword Masters, White Lions and the silent legionnaires
of the Phoenix Guard.

Spearmen form an ideal core for defensive High EIf
armies. They fight with three ranks, which will allow you
to cause significant damage even if you are charged and
your first rank is whittled down. You can improve their
chances further by giving the main regiment a magical
standard, the Banner of Defiance (double rank bonus)
being a personal favourite.

The High EIf Archers are superbly trained, which allows
them to shoot with two ranks even if they are not
positioned on a hill. This allows you to deploy them on
even ground and leave the elevated positions to your
repeater bolt throwers. A word of warning: while the
longbow is an excellent weapon with a long range and
the Elves are adept at its use, the longbow’s Strength of
3 leaves a lot to be hoped for. Against tough or well-
armoured foes you will struggle to cause a single
wound!

Lothern Sea Guard combine the best qualities of the
Archers and Spearmen, being able to fight with an extra
rank of spears and shoot with two ranks. Their
equipment is expensive, but often well worth the points.
They are very flexible troops, competent in both hand-
to-hand combat and archery.

Shadow Warriors are the scouts and skirmishers of the
High Elves, and I feel that they are a vital part of the High
Elf army. With their skirmish and infiltration rules they
can seize terrain features like woods and buildings.
From their advanced positions they can pick on enemy
archers and war machine crews, and prevent their shock
troops from marching by getting within 8" of the enemy
models. It is always worth equipping them with
longbows. The Shadow Warriors operate well in small
groups of 6 to 10 models.

When summoning the awesome elite infantry of the
High Elves to battle, you must weigh your options
Carefully, and study the strengths and weaknesses of
your foes.

The Sword Masters are my personal favourite. These
warrior-ascetics hit extremely hard, are skilled in the use
of fhpir weapons, and are so fast that unless you are
charged you will probably always strike before your
enemies. While they are neither tough or particularly
well-armoured, they are lethal if they get a chance to
strike. Sword Masters are a melee unit, so try to lose as
few of them for shooting as possible. They are already
difficult to hit with arrows due their uncanny ability to
sweep these missiles aside in mid-air. This protection
can be improved further by giving their leader the Ruby
Chalice (-2 to shoot, -1 to hit).

The White Lions excel in taking on large monsters and
tough or well-armoured troops. Even though their
double-handed weapons force them to strike last, their
varied special fighting options are tailored to lessen
casualties they will suffer before they get a chance to
fight back. It is always worth including the White Lions
if your General is fighting on foot, as they will fight to
the last man to protect him. The Banner of Might (+1
to hit) or the Standard of Shielding (+1 armour save)
are both good options for the White Lions.

Phoenix Guard are the least powerful of the elite troops,
but they are also the cheapest and perhaps the most
flexible. They can take on and beat any mediocre
infantry. Their halberds give them a nice Strength bonus.

For those hot blooded young Elf Generals who prefer
aggressive warfare, the High EIf army offers the
formidable strength of the Elven cavalry. From the
lightning-fast Ellyrian Reavers to the proud armoured
Dragon Princes, the High EIf army should offer plenty of
options. All High Elf cavalry is fast and highly skilled in
the use of their weapons. On the down side they are
very expensive and if their charge does not break the
enemy, they are likely to lose the following rounds of
combat as the bonuses for charging do*not apply any
more.

Dragon Princes are the heaviest of the High EIf cavalry
types. With their excellent armour save, these proud
nobles are almost immune to low-Strength attacks.
Despite their heavy armour, they are just as swift as the
fastest human cavalry.

Dragon Princes can carry magical standards extremely
cheaply. My favourite is the Battle Banner (+D6 combat
resolution). This helps me to break enemy regiments
and costs only 50 points for the Dragon Princes!

Silver Helms are an entirely different matter. While they
can be armoured quite heavily, I usually prefer leaving
their armour save to 5+. This makes Silver Helms fast
cavalry, perhaps the most useful and flexible type of
mounted troops.

Silver Helms have all the hitting power of the Dragon
Princes, can carry a magic standard, and have excellent
manoeuvrability. All this makes them my favourite High
EIf cavalry regiment. They are vulnerable to missile fire,
so use all the cover you can get to minimise your
casualties. Silver Helms are perfect for flanking slow;
cumbersome infantry regiments, and with a2 good magic
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standard like the Banner of Might (+1 to hit) they can
fight very well.

The Ellyrian Reavers are quite different from the other
types of High EIf cavalry. They are armed with bows, can
skirmish and their horsemanship is unequalled. If you
have the first turn, they can race towards the enemy war
machines and engage the crew on Turn 1. They are also
good at harassing the enemy flanks and once the general
melee is joined, they can charge the enemy on the flank,
negating their rank bonus.

The Reavers work best as small regiments. This keeps
their cost down, allows them to use cover, and makes it
easier for them to pick their way through the battlefield.

As far as war machines go, the High Elves are blessed
with one of the best: the repeater bolt thrower. This
device is the bane of heavily armoured knights and deep
infantry formations with its ability to penetrate ranks
and ignore armour. Never leave the shores of Ulthuan
without one or two of these, and always shoot volleys
unless your target has a Toughness of 8.

The Tiranoc chariot is the hardest-hitting part of the
High Elf army. Chariots are vulnerable to missile fire, but
when they charge the enemy, they cause crippling
damage. Try to combine the attacks of your chariots with
the charge of your infantry and cavalry. With the bonuses
from the ranks and standards combined with the hitting
power of the chariot, you should be able to take on any
enemy.

The High Elf army can make use of many fabulous
beasts. Unicorns make ideal steeds for Elf Mages and
heroes, as they offer both strong offensive power and
protection from magic. Giant Eagles can serve in a
multitude of purposes. They can harry enemy war
machines or support your attacking units. They can also
intercept enemy flyers like Harpies and Carrion that can
otherwise wreak havoc on your repeater bolt throwers,
archers and chariots. Giant Eagles and Pegasuses are
also cheap options if you want to mount your characters
on flying creatures.

LORDS OF THE ELVES

Choice of characters is important to the High EIf armies.
You can include only a limited number of them because
of the high points cost. First, you should decide whether
you want your General to be a leader or a fighter. If you
feel that your General should stay with the rest of the
troops, leading them and keeping the army together
then the Crown of Command (unmodified Ld 10 for
Break tests), Horn of Urgok (rally all fleeing troops
within 24") and Talisman of Obsidian (immunity to
spells) could be suitable equipment for him. If you feel
like attacking the enemy personally, try the Dragonblade
Lance which (combined with a Strength potion) allows
you to cause 4 automatic S9 hits when you charge!
Deatbsword (Strength 10), Black Amulet (4+ Ward,
rebounds wounds), and magic armour of any kirid are
good choices as well.

Apart from the General you will need a competent
wizard. I always try to include a High EIf Mage Lord in
my armies. Equipped with the War Crown of Sapbery
(+1 magic level), the Chalice of Sorcery (1 extra magic
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card each magic phase), the Ring of Corin (destroys
enemy magic items) and the Skl Staff (+1 dispel), you
should be able to reign supreme in the magic phase.

High Magic is one of the most potent forms of magic, so
I usually choose all of my spells from this deck. While all
the High Magic spells have their uses, I have some
favourites. Fiery Convocation is a particularly powerful
spell, and absolutely devastating against flammable
targets like mummies. Assault of Stone remains one of
the deadliest spells in the game. The Apotheosis is an
excellent cheap spell, especially if your General gets
killed.

The special characters of the High Elves are truly
powerful individuals, easily capable of changing the
course of battle single-handedly. Many of them can also
act as your General. Belannaer is an especially good
choice, since he is both a Mage Lord and a powerful
hand-to-hand fighter. You can tailor his abilities to a
degree with the Book of the Phoenix, according to the
opposition.

If you have a regiment of White Lions acting as the
bodyguard of your General consider including Korhil as
well. He is a powerful fighter, and will give some added
protection to your commander.

Against Dark Elves, Alith Anar the Shadow King is simply
essential, while the Everqueen will make Chaos armies
tremble with fear. She can also be accompanied by her
Handmaidens, who can be very dangerous under the
right circumstances, especially when using Alarielle’s
Boon of Isha in conjunction with the Horn of Isha.

THE ART OF WAR

The real trick with the High Elves is to strike the right
balance between the troops. You have the necessary
tools for almost any situation, but you must pick exactly
the right troops and equipment you need. There is no
room for stragglers in a High EIf army. Apart from good
army selection, you need a firm battle plan. There are
plenty of options from all-out attack to tight defence.

Whatever strategy you choose, pick suitable troops.
When defending, take deep blocks of Spearmen, large
regiments of Archers and at least one regiment of
Lothern Sea Guard, and as many repeater bolt throwers
as you can. Shower your enemy with a hail of arrows and
finish any survivors with your deep blocks of Spearmen.

When preparing for attack, Tiranoc chariots, Dragon
Princes and Silver Helms can serve as your spearhead,
and the elite infantry like the White Lions and Sword
Masters should be more than a match for similar enemy
formations.

My final piece of advice is that it is very important to
have the rule of the skies! Speed and manoeuvrability
are perhaps the greatest assets of the High EIf army, but
flying troops swooping down from the skies will always
catch even the swiftest Ellyrian Reavers. To couater this
threat, put a couple of Elf Heroes on flying mounts or
perhaps include Prince Imrik himself in your army, and
support these Heroes with the Giant Eagles.
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M WS BS S8 T W I A Iid M WS BS § T W I A ILd
High EIf 5 4 4 3 3 1 6 1 8 Seaguard 5 4 4 3 3 1 6 1 8
Champion 5 5 5 4 3 1 7 2 8
Hero 5 6 6 4 4 2 8 3 9 Can fight with one extra rank when using spears or two extra
ranks with bows.
Lord 5 7 7 4 4 3 9 4
M WS BS S T W I A
Mage 5 4 4 3 4 1 7 1
Mage Champion 5 4 4 4 4 2 7 1
Master Mage 5 4 4 4 4 3 8 2
Mage Lord 5 4 4 4 4 4 9 3

High EIf Mages may use Battle Magic or High Magic. A Mage can
carry 1 magic item, 2 Mage Champion 2, a Master Mage 3, and
a Mage Lord 4.

Silver Helm 5 5 4 3 3 1 7 1 8
Elven Steed 9 3 0 3 3 1 4 1 5

[

M WS BS 8§ T W 1 A 1d

Reaver 5 4 4 3 3 1 6 1 8
Elven Steed 9 3 0 3 3 1 4 5

May skirmish. May make free move after both sides have
deployed. Not affected by -1 to hit penalty for shooting whilst
moving. Can fire & flee from a charging enemy.

DRAGON PRINCES OF CALEDOR

M WS BS S T W I A Ld
Dragon Prince 5 5 4 3 3 7 8
Elven Steed 9 3 0 3 3 1 4 1 5

Must include standard bearer. If unit includes magic standard
then this is added at half normal points cost.

M WS BS S§ T W I A 1d

ShadowWarrior 5 4 4 3 3 1 6 1 8
Can skirmish. Subject to batred of Dark Elves. Can deploy out
of sight of enemy once it has deployed. Can shoot in two ranks
when using bows.

~SWORD MASTERS OF HOETH

M WS BS 8§ T W 1 A Id

Sword Master 5 5 4 3 3 1 7 1 8

Ignores restriction on double-handed weapons only steiking
Iast. Enemy shooting from front must deduct -1 from roll to hit.

| PHOENIX GUARD

M WS BS 8§ T W 1 A Ld
Charioteer 5 5 4 3 3 1 7 1 8
Elven Steed 9 3 0 3 3 1 4 1 5
Chariot - - - 7 7 3 1 - -

WHITE LIONS

M WS BS § T W I A 1d

White Lion 5 5 4 4 3 1 6 1 8

Automatically passes Leadership test if unit is led by the
General. May move through woods without penalty. Extra +1
save against shooting. Woodsman’s Axe gives 3 special attacks —
see special rules.
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The army of Lord Moranion is a typical example of a 2,000 point High Elf army. Magic items
have been chosen from Warhammer Magic. You can use it exactly as it appears below, oras a
basis for designing your own force.

This is the army of a noble High EIf Lord. It consists of his own retinue of Silver Helms, and is
supported by many formations called from his domain. It is further strengthened by elite
formations and war machines, making it a formidable force on the battlefield. The army is
capable of attacking with its cavalry and chariot, but also has a formidable long-range hitting
power with its archers, Sea Guard and bolt thrower.

LORD MORANION (_)f ELLYRION

High EIf General o
,;;_a—.
M WS BS 8§ T W I A Id
Lord 5 7 7 4 4 3 9 4 10
Elven Steed 9 3 0 3 3 1 4 1 5
. ' SWORDS of HOETH
Weapons/Armour: Moranion i armed Wl.th 2 sw.ord The Swords of Hoeth consists of 16 Sword Masters of
and a lance. He wears heavy armour, carries a shield ncludi 7 i
d rides to battle on a barded Elven Steed. Hoeth, including a standard bearer and a musician.
an The unit is led by Cireon, a High EIf Champion.
Magic Items: Lord Moranion carries the Dragonblade
Lance and the Bane Shield. M WS BS § T W I A Ld
Save: 2+ Sword Master 5 5 4 3 3 1 7 1 8
Champion 5 5 5 4 3 1 7 2 8

Total Points: 235

Weapons/Armour: The Sword Masters and Cireon are
armed with double-handed swords and light armour.

Magic Item: Banner of Defiance.

Save: 6+
Total Points: 374
LOTHERN (OMPANY
ERETHOND The Lothern Company consists of 12 Lothern Sea
, . Guard, including a standard bearer and a musician.
ngﬁ E..[f Mag e Cﬁam}’ ton The unit is led by Ascarnil, a High Elf Champion.
M WS BS § T W 1 A 1d M WSBS § T W I A Id
Mage Champion 5 4 4 4 4 2 Z 1 8 Sea Guard s 4 4 3 3 1 6 1 8
Elven Steed 9 3 0 3 3 1 1 5 Champion s s s 4 3 1 7 2 8
Weap.ons/Armour: Erethond is armed with a sword Weapons/Armour: The Sea Guard and Ascarnil are
and rides an Elven Steed. .
‘L armed with spears and longbows. They wear heavy
Magic Item: Erethond carries the Potior of armour and carry shields.
Knowledge. Magic Item: Standard of Shielding.
Save: 6+ Save: 3+
Total Points: 174 Total Points: 276
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LANCES gf ELLYRION

The Lances of Ellyrion consists of 6 Silver Helms,
including a standard bearer. The unit is led by
Eldarain, a High EIf Champion.

M WS BS § T W 1 A 1d
Silver Helm 5 5 4 3 3 1 7 1 8
Champion 5 5 5 4 3 1 7 2
Elven Steed 9 3 0 3 3 1 4 1 5

Weapons/Armour: The Silver Helms and Eldarain are
armed with lances and swords and carry shields. They
wear heavy armour and ride barded Elven Steeds.

Save: 2+

Total Points: 319

SHORE RIDERS
The Shore Riders consists of 5 Ellyrian Reavers.

M WS BS S T W 1 A Ld
Reaver 5 4 4 3 3 1 6 1 8
Elven Steed 9 3 0 3 3 1 4 1 s

Weapons/Armour: Ellyrian Reavers are armed with
spears and bows. They wear light armour and carry
shields and ride Elven steeds.

Save: 4+

Total Points: 165

SHADOWS (_)f NAGARYTHE

The Shadows of Nagarytbe consists of 9 Shadow
Warriors.

M W§ BS § T W 1

WARHAMMER ARMIES - HIGH ELVES

SILVER ARROWS
The Silver Arrows consists of 10 High EIf Archers.

M WS BS S T W I A Id

High EIf 5 4 4 3 3 1 6 1 8
.
.
Weapons/Armour: The Archers are armed with swords
and longbows.

Save: None.

Total Points: 110

“THE DEATHBRINGER”

Repeater Bolt Thrower
The bolt thrower bas a crew of two to operate the
weapon.
M WS BS 8 T W I A 1Id
Repeater
bolt thrower - - - - 7 3 6 - -
Crew 5 4 4 3 3 1 6 1 8

Weapons/Armour: The crew are armed with hand
weapons and wear light armour.

Save: 6+

Total Points: 100

“BLADE (_)f TIRANOC”
Tiranoc Chariot
The Tiranoc chariot bas two crew and two steeds.

M WS BS § T W I A Id
Charioteer 5 5 4 3 3 1 7 1
Elven Steed 9 3 0 3 3 1 4 1 5
Chariot - - - 7 7 3 1 - .

Weapons/Armour: The crew are armed with hand
weapons, spears and bows, carry shields and wear light
armour. The chariot is equipped with scythed wheels.

Save: Charioteers 5+

Total Points: 110

ShadowWartior 5 4 4 3 3 1 6 1 8

Weapons/Armour: The Shadow Warriors are armed
with swords and longbows. They wear light armour
and carry shields.

Save: 5+

—

Total Points: 135

Total army points value

1988 points
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In Warhammer ~ the game of fantasy baitles -
mighty armies clash in mortal combat. - :.. : .~
This boxed set contains all you need to get start the

.. Warhammer hobby, including Rulebook, Battle book:
(detailing the myriad fantastic races und -creatures which |

populate the Warharmer world), card templates, quick <. |

reference cards, dice and two superb sets of finely crafted
plastic Citadel miniatures. =, * w3

WARHAMMER® MAGIC

e

his essential supplement contains rules for using spells and
T magic items in the Warhammer game. Regardless of which
armies you own, Warhammer Magic includes everything you
need to bring wizards and magic to your battles.




WARHAMMER" ARMIES BOOKS

he ever-expanding series of Warhammer Armies books has been designed to complement Warhammer — the game

of fantasy battles. Each book deals exclusively with one of the major races of the Old World, and contains
extensive background and history information, maps, bestiary, special rules, war machines and a full colour section.
At the heart of each book is a complete army list, including a selection of special characters, which enables you to
select your forces and assemble your armty ready to take on yourenemies.

Orcs and Goblins wreak havoc
amongst the realms of Men. This
companion to the Warh game

Warhammer Armies Chaos is a boxed
set containing a complete 88 page
rulebook in addition to over a hundred

describes the armies of Orcs and
Goblins in complete detail.

In the far north, Malekith the Witch
King gathers his forces and plots his
invasion of the Old World, This book
describes the history and troops of the
Dark Elves.

The vile and malevolent Skaven spread
decay from their sprawling capital of
Skavenblight.  This Warhammer
Armies book describes the history and
armies of the evil Skaven.

cards detallmg .\'pells, chaos gifts and

Chaos Dwarfs are the foul inhabitants
of the Dark Lands. This book is a
compilation of Chaos Dwarf articles
from White Dwarf magazine, including
a full army list.

Dwarfs are skilful and determined
warriors. This Warhammer Armies
book describes the armies of the
Dwarfs and includes a detailed history

Wood Elves protect their forest realm
against all intruders. This Warhammer
Armies book describes the defenders of
Athel Loren and includes a detailed
history of these guardians of the forest.

The Empire is the largest realm in the
Old World. This Warhammer Armies
book describes the lands and history of
the Empire, and details its troops and
mighty war machines.

The knights of Bretonnia are the most
skilled and feared human warriors in
the Warhammer world. This volume
details the history and inhabitants of

of this hardy and unforgiving race.

Bretonnia: The Land of Chivalry.

The Undead hate all living creatures,
and are terrible and tireless. foes. This
volume describes the armies and
herves of the dead, including the great
Necromancer Nagash.

From deep within the jungles of
Lustria, the Lizardmen sound the
drums of war. This Warhammer Armies
book describes the armies of the
savage Lizardmen.

The High Elves are a proud and noble
people, well known for their mastery
of arms and magic. This Warhammer
Armies book describes the armies and
history of their powerful realms.
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Collecting an army is simple if
you remember to plan your
force beforehand and build up the
army in small, manageable steps.
One thousand points is a good
starting point for any army, as it will
not take long to collect or paint, and
once complete provides a solid,
battle-worthy force without being
overly restrictive.

The first 1,000 points should include
one or two core regiments, and these
can be built up by using the plastic
boxed sets combined with a few
blister packs. You can add variety
and character to the regiment by
including a standard bearer,

musician and a suitable heroic
champion.

COLLECTING A
HIGH ELF ARMY

of a larger force

Every army must have a General to
lead it. He is the only model that
must be included in the army, so
yowll need to pick a suitable
character model to tepresent your
General on the battlefield. Before
buying a model, consider how to
equip your General and what magic
items he will be carrying.

It is a good idea to ensure that all of
the miniatures in your army are
carrying the right weapons and
equipment, as it helps avoid
confusion for you and your
opponent. For instance, if you
decide to take a High EIf Champion
armed with a spear, then make sure
that your High EIf Champion
miniature is armed with a spear.

With your core regiments and
General chosen it is now time to
start looking at the more exotic
troop types. The High Elves possess
some very deadly troop types and

Having read the High EIf book you will now be keen
to start collecting your High EIf army. The following is
an example of a basic 1,000 point army,-with some
good sized core regiments that will form the backbone

some equally lethal war machines.
Choosing an army now begins to
get really challenging. With the
army list as your guide you can
begin plotting just what forces to
collect, reading up on the rules and
planning battlefield tactics for the
army when it is completed.

The roster sheet shows a 1,000
point army which we have worked
out as an example of the sort of
force you can start with. Each of the
regiments or characters are easily
available in blister packs or boxed
sets, and as well as being an army in
its own right it will also provide you
with a starting point for a larger
collection.

As it stands, the army is a well
balanced force, and includes
enough units, characters and war
machines to make it ready for battle
against any similar sized army.

THE WAR HOST OF PRINCE ARANDIR OF ELLYRION

A 1,000 POINT HIGH ELF ARMY
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WARHAMMER ROSTER SHEET

WAR HOST OF PRINCE ARANDIR OF ELLYRION

Models/Unit

M

WS

BS

S

T

w

I

A

Ld

Save

Notes

Point Value

| ARANDIR
' | Prince of Ellyrion
.| Army General
Hand weapon, shield,
' | heavy armour,
| garded Elven Steed.

~ | 9 SILVER HELMS

‘| Standard bearer,
shield, hand
weapon, lance, heavy
armour.
* | Barded Elven Steed

\ | AETHENOR

Silver Helm Champion
Shield, hand weapon,
~ | heavy armour, fance,
| Barded Elven Steed

| ceriON
*1 Righ Elf Mage.
1 Hand weapon.

‘; | 12 SPEARMEN
Standard bearer,

-1 light armour,
il hand weapon.

| MeLANAR,

| High Elf Champion,

| Hand weapon, spear,
| shield, light armour.

Hand weapon,
agnt armour.

'{ musician, spear, shield,

LT

10

3+

2+

2+

b+

o+

6+

6+

Army General
Units within 12" test on
Arandir’s Leadership.

Level 1 Mage

Fight with one exira

rank when moving, fwo,
extra when standing still.

May shoot in 2 ranks.

Single shot: $9 hit causing
D4 wounds. Multiple shot:
$4 hit causing 1 wound.
=18 per rank penetrated.
48" range.

n

258

61

59

168

52

130

100

" is a registered trademark of Games Workshop Lid. © Copyright Games Workshop Lid. 1997.
j& ts reserved. Permission is granted to photocopy this sheet for personal use only.

TOTAL




THE HIGH ELF GENERAL

ur initial 1,000 point army is

ideal to represent a retinue of a
High EIf Prince. These high-ranking
nobles muster the High EIf armies in
time of need and ride forth to oust the
invaders. Our General, Prince
Arandir, represents one of these
powerful leaders. He is equipped
with the classic weapons and armour
of a High Elf noble: he rides an Elven
Steed, wears heavy armour and
carries a shield. He can be placed at
the head of the Silver Helms
regiment, making it more potent in
combat.

The army we have chosen is his
personal retinue. They are dedicated
to defending their homeland against

HIGH ELF ARMY GENERAL BLISTER PACK

all invaders.
é HIGH ELF ARMY GENERAL y > - -
ON ELVEN STEED . PROFILE M WS BS § T W- I A LD
General 5 7 7 4 4 2 9 4 10
Elven Steed 9 3 0 3 3 1 4 1 5

CERION,
HIGH ELF MAGE

he High Elves are an ancient, magical race, and they are reputedly the

greatest practitioners of mystic arts. Almost all High Elf armies are
accompanied by a mage. The mightiest High Elf mages come from
Saphery, a land famed for its sorcerers. They are capable of using High
Magic, one of the most advanced forms of sorcery known.

Our army includes a first level High EIf mage to give it some magical
capability. To give him protection from
enemy attacks, he will join the
spearman regiment.

HIGH ELF MAGE

_ PROFILE M WS BS S T W 1 4 1D
HIGH ELF MAGE BLISTER PACK High Elf Mage 5 4 4 3 4 1 7 1 8
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SILVER HELMS

ilver Helms are High EIf nobles

who are taught to master the
sword and the lance from an early
age. They ride Elven Steeds, a breed
that is stronger and faster than any
breed raised by humans. Cavalry is
traditionally the backbone of the High
EIf armies, and our army is no
exception. A unit of six Silver Helms,
led by Prince Arandir, should prove to
be more than a match for any

-

v

SILVER HELMS UNIT

'PROFILE
Silver Helm
Elven Steed

SILVER HELMS

HIGH ELF SILVER HELMS BOXED SET

opposition. They are armed with
lances that give a considerable
advantage when charging, and they
are armoured with heavy armour and
shields.

4

|

L

\
|
4

WITH CHAMPION AND STANDARD BEARER

This, combined with their Elven
Steeds, offers an excellent protection
from enemy blows or arrows. Their
standard gives them a considerable
advantage in combat, and it could be
turned into a magical banner if you
wish. Later you might want to expand
the Silver Helm regiment, or include
more than one in your army. You
might also want to field some of the
other High Elf cavalry units like the
Ellyrian Reavers or the proud and
mighty Dragon Princes. There are
also a lot of options for their
equipment, and you might want to
experiment with these.




ELF SPEARMEN

igh EIf Spearmen are arguably

the most disciplined infantry in
the Warhammer World. They are
mainly a defensive unit, and can repel
even the most determined enemies
with their set spears. Spearmen are
Citizen soldiers, which guarantees a
high degree of training and enables
the Phoenix King to field numerous
regiments of spearmen.

REGIMENT OF HIGH ELF SPEARMEN ACCOMPANIED BY THE MAGE

We chose to pick a regiment of 12
Spearmen, including a standard
bearer and a musician. Deployed four
wide and in three ranks, they have an
excellent rank bonus. We also picked
a Champion to lead them into battle
and give the regiment more bite in
melee. They will accompany Cerion,
the High EIf Mage.

4
5

High EIf

" PROFILE =~ M
5
High Elf Champion 5
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PLASTIC HIGH ELF BOXED SET
AND BLISTER PACKS

HIGH ELF ARCHERS

REGIMENT OF HIGH ELF ARCHERS

igh EIf archers are one of the

most common regiments of the
High Elf army. Compared to the
normal archers of other races, High
Elves have a significant advantage
due their regular training. This
enables them to fire with two ranks
unlike archers of other races.

{Our army includes ten archers, who

can be deployed either in one long
line or in two ranks, so all of them
can draw a bow to the foe. The High
EIf archers work equally well in
small and large regiments, and you
might want to include more of them.
This can be done easily with
additional boxes of plastic archers
and spearmen.
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HIGH ELF REPEATER BOLT THROWER

HIGH ELF REPEATER BOLT THROWER

PROFILE .- - M WS BS S. T W I A LD
High EIf Crew 5 4 4 3 3 1 6 1 8
Repeater Bolt Thrower — - - - 7 3 - - -

R_E_PEATER_. BOLT THROWER RANGE
Single Shot 48"

STRENGTH SAVE WOUNDS PER HIT
5-1 perrank None D4

Multiple Shot 48"

4-1 per rank None 1

Arcpeater bolt thrower is a
testimony to Elven sophistication
and ingenuity. It is a small bolt
thrower that wuses a complex
counterweight mechanism, far
superior to the crude war machines of
other races. The repeaters are

maritime weapons, fitted into High
EIf ships, but they are also used in
land battles. Repeater bolt throwers

HIGH ELF REPEATER BOLT
THROWER BLISTER PACK

can either shoot a single dart or a
virtual hail of shots, filling the air
with  whistling  death.  This
effectiveness combined with the
accuracy and steely nerves of the
High EIf crews, makes the repeater
bolt thrower a most deadly threat.

EXPANDING THE ARMY

Once you have firmer idea of what
you want to include in your
army, you can start expanding it. You
might want to give it more hitting
power by including a Tiranoc Chariot,
or opt for some Shadow Warriors to
give your army skirmishers and
scouts or you may feel that your core
units like the archers or spearmen
need expanding. You might also
decide that your army needs support
from the mighty High EIf heroes and
wizards, who can be mounted on
fearsome monsters or noble Elven
steeds.

The High EIf army is very varied and
all the regiments serve a specific role.

Finding out which combinations,
troops and unit sizes work best for
you is what Warhammer is all about.

One of the best options available is to
include an elite infantry regiment or
two in your army. Swordmasters of
Hoeth are considered the first choice
by many, with their excellent close-
combat ability and protection against
missiles. White Lions of Chrace will
do splendidly when faced with
especially tough opponents, and the
Phoenix Guard are good,
solid all-purpose
troops. When it
comes to missile
fire, one or two

additional repeater bolt throwers will
never go amiss.

Dragon Princes are the best heavy
cavalry available, and you might well
be tempted by these. A modest
regiment of five models with a
standard bearer and a
champion is an ideal
starting point.




CITADEL MINIATURES

WARHAMMER FANTASY RANGE
There is a huge range of Citadel A

miniatures available for your 2\ B,
Warhammer games. ;
Each army is fully

represented with all the °
troop types you could 5
need. This massive range \ooy ;, Annual. Details of all new
is available in boxed sets = : : i releases can be found in
and blister packs which are 2PN SR MY White Dwarf, the monthly
an easy way to build up your Sl 2l L Games Workshop magazine.

own army. Many people start off with
a small force adding more models as
they go along. The
enormous range of Citadel
miniatures available are
shown in the Citadel

L

wes
,,,o*“ u?}%} sot

These are just a few of the wide range of Citadel Miniature boxed sets
available for Warhammer. Whether you need some mounted troops or a special character model, the choice is huge. New boxed
sets are being released all the time, so keep an eye on White Dwarf for more information on new releases.

. ” available all over the world. You can find them in our own stores

Collectmg your own army is easy as Games Workshop products are .

: and through specialist hobby stores who stock
- Games Workshop games and miniatures.

if you have any difficully in finding exactly what you want, you can contacz‘ us at these
- addresses where we’ll be more than happy to help

' - UK us}% SV AUSTRALIA 1o s T CANADA g
* GAMES WORKSHOP GAMESWDRKSHOP INC ) GAMES WORKS_HOP - - GAMES WORKSHOP
~ Choewton Street, Hilitop. - - . 6721 Baymeadpw Drive;  ~.. 23 Liverpool Street, :: . 1645 Bonhill Road, Units 9 - 11,
K Eastwood ‘Nettingham .-, - Glen Burnie, Maryland o+ Ingleburn, -, o0 . Mississauga, Ontario,
: NGB BHY. - - -0 .'A- - 21060-6401. e T NSWR565 S e - Canada, L5T 1R3:

Te! 001 410 644 1400 Tel: 006 123 172 755

- Telo1T73TISRE LT Tef:001 905 795 2062
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he Citadel of Dusk guards the western LF COLONIES he Fortress of Dawn is built on

trade route to Cathay It is a mighty - ] the great Island of the Sun,
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The High Elves are a wise and ancient race, whose chronicles date back to
when the world was young. Their deeds and achievements were legend
before the tribes of man ever arose to power in the Old World. Proud of

their noble heritage, the High Elves are a graceful and cultured people, yet
unflinching in battle. They are masters of arms and the secrets of High

Magic, and once aroused, their wrath is terrible to behold. From their
island home of Ulthuan, they ply the seas, trading with younger nations
and defending their homeland from assault. No enemy has breached the
gates of Lothern, the most fabulous city in the world, and few have
trespassed into the secret interior of Ulthuan - and lived to tell the tale.

ULTHUAN

A comprehensive history of the great kingdoms of Ulthuan, and of the Phoenix Kings
and the events that led to the Great Sundering.

SPECIAL RULES

Covering the High EIf Repeater Bolt Thrower, Citizen Levies and High EIf Enmities, as
well as new rules for Dragons and rules covering the secrets of Ithilmar, a unique
metal long prized by the High Elves for its amazing properties.

ARMY LIST

A complete army list for the High Elves, including the Phoenix Guard, Dragon Princes
of Caledor, Silverhelms and many others. A separate section introduces great Elven
heroes, such as Tyrion, Champion of the Everqueen; Teclis, the greatest of High EIf

wizards; Belannaer the Wise, and Alith Anar the Shadow King.

PAINTING AND HOBBY GUIDE

A useful guide to collecting a High EIf army, as well as extensive information on
painting High Elves, lavishly illustrated with photographs of High EIf models painted

by the 'Eavy Metal team.
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