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2000 Pts - Wood Elves - Dangerous Jim 2010

Name # Mv WS BS St To Wo In At Ld Sv WSv US Mgc Cast Disp Cost
Spellsinger (1 , 125 pts)
  Spellsinger 1 5 4 4 3 3 2 5 1 8 - 1 2 2 1 125

Composition: Hero

General; Level 2 Upgrade; Hand Weapon; Longbow

Tree Kin (4 , 260 pts)
  Tree Kin 4 5 4 - 5 5 3 3 3 8 4+ 5+* 3 260

Composition: Special

Forest Spirit: Attacks are magical. 5+ Ward Save vs nonmagical attacks. Immune to Psychology.; Causes Fear;

Flammable; Scaly Skin

Tree Kin (4 , 260 pts)
  Tree Kin 4 5 4 - 5 5 3 3 3 8 4+ 5+* 3 260

Composition: Special

Forest Spirit: Attacks are magical. 5+ Ward Save vs nonmagical attacks. Immune to Psychology.; Causes Fear;

Flammable; Scaly Skin

Wardancers (10 , 194 pts)
  Wardancers 9 5 6 4 3 3 1 6 1/2 8 - 6+ 1 194

Composition: Special

Wardancer Weapons: +1 Attack (included on profile). +1 Strength when charging. Shadow Dances: Must

choose one Shadow Dance per round of combat, and cannot use the same one twice in a row. Whirling Death:

Killing Blow. Storm of Blades: +1 Attack. Shadows Coil: 4+ Ward Save. Woven Mist: -1 Attack, always strikes

first.; Immune to Psychology; Magic Resistance (1); Skirmishers

    Bladesinger 1 5 6 4 3 3 1 6 2/3 8 - 1 [32]

Dryads (8 , 96 pts)
  Dryads 8 5 4 - 4 4 1 6 2 8 - 5+* 1 96

Composition: Core

Forest Spirit: Attacks are magical. 5+ Ward Save vs nonmagical attacks. Immune to Psychology.; Causes Fear;

Skirmishers

Dryads (8 , 96 pts)
  Dryads 8 5 4 - 4 4 1 6 2 8 - 5+* 1 96

Composition: Core

Forest Spirit: Attacks are magical. 5+ Ward Save vs nonmagical attacks. Immune to Psychology.; Causes Fear;

Skirmishers

Dryads (8 , 96 pts)
  Dryads 8 5 4 - 4 4 1 6 2 8 - 5+* 1 96

Composition: Core

Forest Spirit: Attacks are magical. 5+ Ward Save vs nonmagical attacks. Immune to Psychology.; Causes Fear;

Skirmishers

Dryads (8 , 96 pts)
  Dryads 8 5 4 - 4 4 1 6 2 8 - 5+* 1 96

Composition: Core

Forest Spirit: Attacks are magical. 5+ Ward Save vs nonmagical attacks. Immune to Psychology.; Causes Fear;

Skirmishers

Treeman (1 , 285 pts)
  Treeman 1 5 5 - 6 6 6 2 5 8 3+ 5+* 6 285

Composition: Rare

Forest Spirit: Attacks are magical. 5+ Ward Save vs nonmagical attacks. Immune to Psychology. Strangle-roots:

Shooting attack that can be used even when marching. Pick a unit within 6" (not necessarily in line of sight). The

unit takes an Artillery Dice worth of S4 hits, S5 if partially within a wood; Tree-Singing: May cast Tree Singing

once per magic phase as a Bound Spell, power 3.; Causes Terror; Flammable; Large Target; Scaly Skin;

Stubborn

Total Cost: 1508

Option Footnotes

Options

Hand Weapon +1 Armour save bonus in combat when on foot and fighting with a shield; no effect if mounted.

Longbow 30" Range, Strength 3.
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Roster Design Information

Asrai Archery

Wood Elf Longbows (including magical longbows) do not suffer a -1 to hit for moving and shooting.

Forest Walkers

All models in the Wood Elf army, apart from flyers using their Flying movement, may ignore movement penalties for moving through

woods.

Woodland Ambush

In Pitched Battles, you can place an extra wood (no larger than 6" in diameter) anywhere on your half of the table.

Validation Report

Edition: 7th Edition; Game Type: Normal Game; Special Rules: Forbid Special Characters, Forbid Regiments of Renown, Allow Obsolete

Armies; Army Subtype: Wood Elf Army

Roster satisfies all enforced validation rules

Roster Statistics

Casting Dice: 4

Dispel Dice: 3

General's Ld: 8

# Models: 52

Total Characters: 125.0

Total Core: 384.0

Total Magic Items: 0.0

Total Rare: 285.0

Total Special: 714.0

% Characters: 8.3

% Core: 25.5

% Magic Items: 0.0

% Rare: 18.9

% Special: 47.3

Group Min Max Used

Heroes 0 4 1

Lords 0 1 0

Core 3 Unlimited 4

Special 0 4 3

Rare 0 2 1


