The Elves are here to do a very specific task and consequently they have been equipped accordingly.

Tyrion, High Elf Prince

	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	Wp
	Fel
	Soc

	Prince
	5
	76
	65
	4
	5
	18
	100
	4
	99
	99
	89
	95
	90
	85
	+6

	Flesh of stone
	3
	-
	-
	10
	10
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Hammerhand
	-
	-
	-
	-
	-
	-
	-
	8
	-
	-
	-
	-
	-
	-
	-

	Accelerate time
	6
	-
	-
	-
	-
	-
	-
	16
	-
	-
	-
	-
	-
	-
	-

	Buckler
	-
	86
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	TOTAL
	6
	86
	65
	10
	10
	18
	100
	16
	99
	99
	89
	95
	90
	85
	+6*

	Malhandlir
	12
	44
	-
	4
	4
	14
	55
	2
	-
	32
	30
	35
	35
	-
	-

	Barding
	
	
	
	7
	7
	
	
	
	
	
	
	
	
	
	


*+1 with regard to other High Elves

17 armour points (4 of which cannot be ignored), +1 versus non magic, immune all types of fire, ½ damage Goblinoids.

Skills: Acute hearing, Ambidextrous, Disarm, Dodge blow, Excellent vision, Luck, Nightvision, Ride, Read/write, Secret language: Elven Battle Tongue, Strike mighty blow, Strike to injure, Strike to stun, Trick riding.

Possessions: The Dragon Armour of Aenarion: 6 armour points all locations, complete immunity to fire damage. Chainmail: +2 armour points, Buckler: +3 armour points, +10 weapon skill. Heart of Avelorn: if he is slain, it breaks and he is revived and placed on seven wounds. Sunfang: +3 damage, +d6 wounds, ignores toughness on Daemons, 1 x 24 hours, summon energy strike, 24 x 8 area, 50% take a strength: 3 hit. Spell ring: Flesh of Stone, 2 castings left. Spell ring: Accelerate time: 1 casting left, Spell ring: Earth blood, 2 castings left, Ring of protection vs Goblinoids, Amulet of thrice blessed copper, Sword, +10 weapon skill and flame attack.

Malhandlir, magical barding: +3 toughness, +3 strength, immune to non-magical attacks.

High Loremaster Teclis
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	Wp
	Fel
	Soc

	Mage Lord
	5
	48
	40
	4
	6
	11
	100
	4
	76
	78
	100
	88
	99
	34
	+6

	Flesh of stone
	3
	-
	-
	8
	10
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Battle spells
	-
	-
	-
	10
	-
	-
	-
	10
	-
	-
	-
	-
	109
	-
	-

	Accelerate time
	6
	-
	-
	-
	-
	-
	100
	20
	-
	-
	-
	-
	-
	-
	-

	Buckler
	-
	86
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	TOTAL
	6
	86
	65
	10
	10
	18
	100
	16
	99
	99
	89
	95
	90
	85
	+6*

	Malhandlir
	12
	44
	-
	4
	4
	14
	55
	2
	-
	32
	30
	35
	35
	-
	-


*: +1 with regard to other High Elves

6 armour points (4 of which cannot be ignored), ½ damage Elves and Goblinoids, Item Power points: 41. 

First 4d6 wounds ignored. Immune to fire, half damage magical.

Half damage from hand to hand attacks, and those absorbed are redirected back at the culprit ignoring toughness and armour.

When wounded: for the next d6 rounds, every missile, weapon, spell, avoided. If opponent dodges, any extra attacks may be employed and these cannot be avoided.

Skills: Arcane language: Elf, Old Slaan, Druidic, Astronomy, Cast spells: High magic level 1 to 4, Chemistry, Daemon lore, Disarm, Dodge blow, Excellent vision, Heal wounds, Heraldry, Herb lore, History, Identify magical artefacts, Identify plant, Identify undead, Magical awareness, Magic sense, Manufacture magic items, potions, scrolls, Metallurgy, Nightvision: 20 yards, Numismatics, Prepare poisons, Ride, Rune lore, Scroll lore, Speak additional language: Khazalid, Malla-room-ba-larin, Old Worlder, Specialist weapon: parrying, two handed, Strike mighty blow, Strike to injure, Super numerate, Telepathy grade 4, Theology.

Possessions: Battle Armour of Hoeth: full plate of wizardry +1 armour point, acts as a wand of jet and holds 20 points of magic/power. Amulet of Watchfulness, Energy ring: 11 points, Energy ring: 10 points. Moon Staff of Lileath: Once per day, may summon its might and acquire 4d6 extra power/magic points, but all characteristics are halved (round fractions up) for 24 hours. The Sword of Teclis: ignores toughness. 1 x day d6 strength 6 hits ignoring armour on a group. Ring of protection versus Elves, Ring of protection versus Goblinoids.

Independent Magic

Magic Points: 63 (-14 from casting (*), reduced due to wand of jet effect)

Petty: Protection from rain, Gift of tongues, Magic alarm, Magic lock, Open.

Level 1: Cure light injury, Hammerhand*, Immunity to poison*, Strength of combat* (attacks).

Level 2: Aura of protection, Mystic mist, Smash, Zone of sanctuary, Zone of steadfastness.

Level 3: Animate sword, Arrow invulnerability, Magic bridge.

Level 4: Aura of invulnerability*, Accelerate time*, Cure severe wound, Strength of mind* (willpower).

High Magic (those in bold are precast)

Level 1: Amber trance (amber), Become smoke (grey), Breathe water (jade), Claw of Apek (light), the Crucible (gold), Deadlock (high), Deathly shards (light), Fireball (bright), Glamour of Teclis (high), Goldskin (gold), Speed of Lykos (amethyst), Peace (jade), Wind blast (celestial), Swiftwing (celestial).

Level 2: Amaranth (amethyst), Blast (bright), Burning head (bright), Cerulean shield (celestial), Cloak of the Chameleon (amber), Crown of Taidron (grey), Fiery convocation (high), Flock of doom (amber), Green eye (jade), Hand of Glory (high), Lightning (celestial), Mace of years (light), Piercing bolts of burning (bright), Purple scythe (amethyst), Searing doom (bright), Wild kin of Zandox (amethyst), Wings of fire (bright).

Level 3: the Amber sense (amber), Assault of stone (high), Caress of Laniph (amethyst),  Cloak of Dain (jade), Coruscation of Finreir (high), Fate of Bjuna (amethyst), Fireward (bright), Flesh of stone (jade), Gleaming arrow (bright), Horn of Andar (grey), Hunting spear (amber), Light of battle (light), Portent (celestial), Sanguine swords (bright), Sapphire arch (celestial), Shimmering cloak (light), the Tempest (high), Vengeful hood (amber).

Level 4: Apotheosis (high), Alchemy (gold), Banishment (high), Choking foe (amethyst), Conflagration of doom (bright), Create weather (grey), Crevasse (light), Drain Magic (high), Earth blood (jade), Earthquake (light), Fortune (celestial), Goldform (gold), Jade casket (jade), Metal melt (bright), Pit of Tarnus (grey), Purple sun of Xereus (amethyst), Storm of Shemtek (celestial), Tangling thorn (amber), Total prescience (amethyst), Traitor of Tarn (grey), Water mastery (jade).

Eltharion the grim, warden of Tor Yvresse
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	Wp
	Fel
	Soc

	Prince
	5
	69
	65
	4
	5
	18
	95
	4
	91
	99
	89
	95
	97
	42
	+5

	Potions
	-
	-
	-
	6
	7
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Goldskin
	-
	-
	-
	10
	10
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Accelerate time
	10
	-
	-
	-
	-
	-
	100
	8
	-
	-
	-
	-
	-
	-
	-

	TOTAL
	10
	69
	65
	10
	10
	18
	100
	8
	91
	99
	89
	95
	97
	42
	+5

	Stormwing
	6
	52
	-
	6
	5
	38
	75
	4
	-
	70
	69
	79
	75
	6
	-

	+ gold form
	-
	-
	-
	10
	10
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-


6 armour points, +4 aura, ½ damage Goblinoids and Waaagh magic, d6 strength: 6 hits ignoring AP on first group he engages. Stormwing: 3 armour points, +4 aura.

Skills: Ambidextrous, Dodge blow, Strike mighty blow, Luck. Hates goblins, +10 to hit, +1 damage on Grom the Paunch.

Possessions: Full plate: +1 armour point, Chain, Buckler: +2 armour points, Ring of protection versus Goblinoids, Ring of Protection versus Waaagh magic, spell ring: 1 accelerate time remaining. Fangsword: ignores 3 armour points, parrying -1 attack per round auto stopped. The Talisman of Hoeth: bestows the spell knowledge of a Mage Champion, and access to the following spells.

Level 1: Amber trance (amber), Become smoke (grey), Breathe water (jade), Claw of Apek (light), the Crucible (gold), Deadlock (high), Fireball (bright), Goldskin (gold), Speed of Lykos (amethyst), Peace (jade), Wind blast (celestial), Swiftwing (celestial).

Level 2: Amaranth (amethyst), Blast (bright), Burning head (bright), Cerulean shield (celestial), Cloak of the Chameleon (amber), Crown of Taidron (grey), Fiery convocation (high), Hand of Glory (high), Lightning (celestial), Mace of years (light), Piercing bolts of burning (bright), Searing doom (bright), Wild kin of Zandox (amethyst).

Stormwing, +1 plate barding and chain, Collar with 2 Goldskins remaining, activated by Eltharion.

Swordmasters of Hoeth
High Elf Warrior

	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	Wp
	Fel

	5
	73
	29
	4
	4
	9
	90
	2
	76
	43
	76
	76
	53
	43


Skills: Acrobatics, Disarm x 3 (-30 on Dex test, Dex test required if have disarm), Dodge blow, Excellent vision, Lightning reflexes, Nightvision 30 yards, Specialist weapon – fist, two handed, Street fighter, Strike mighty blow, Strike to injure, Strike to stun, Weapon mastery – two handed sword (no I penalty, cannot be disarmed), Wrestling

Possessions: Sleeved mail coat, coif, helm, breastplate, backplate, plate legs, gauntlets, greatsword (ultra sharp and superbly balanced, +5 weapon skill, +3 damage)

High Elf Warrior

	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	Wp
	Fel
	Soc

	High Elf
	5
	41
	34
	3
	3
	7
	60
	1
	43
	43
	53
	53
	43
	43
	0

	Sergeant
	5
	51
	44
	4
	3
	7
	70
	1
	43
	43
	53
	53
	43
	43
	+1

	Captain
	5
	61
	54
	4
	4
	11
	80
	2
	53
	53
	63
	63
	53
	43
	+2

	High Elf
	5
	41
	34
	3
	3
	7
	60
	1
	43
	43
	53
	53
	43
	43
	0


Skills: Disarm, Dodge blow, Excellent vision, Nightvision, Read/write, Secret language: Elven Battle Tongue, Strike mighty blow.

Archer: + Marksmanship (+20 to hit with longbow), Specialist weapon: longbow. 

Sergeant: + Strike to injure. 

Captain: + Public Speaking (+10 leadership tests).

Possessions: Sleeved mail coat, Mail coif, Breastplate, Backplate, Helm, Shield, Handweapon, Dagger.

Archer: + Longbow, Quiver, 30 arrows.

Sergeant: + Sleeved mail coat: +1 armour point, Shield: +1 armour point, Spear +1 damage/Longbow of Might Effective Strength: 5.

Captain: + Breastplate: +1 armour point, Helm +1: armour point, Shield +2: armour point, Spear +10 weapon skill, +2 damage/Longbow of Might effective strength: 6.

Silver Helm Knight
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	Wp
	Fel
	Soc

	High Elf
	5
	49
	34
	3
	3
	7
	70
	1
	53
	43
	53
	53
	43
	43
	+1

	Steed
	9
	33
	0
	3
	3
	7
	40
	1
	-
	18
	10
	18
	18
	-
	-


Skills: Animal Care, Disarm, Dodge blow, Excellent vision, Nightvision, Ride, Read/write, Secret language: Elven Battle Tongue, Strike mighty blow, Specialist weapon: lance.

Possessions: Full plate and chain, Shield, Lance, Handweapon, Elven steed with plate and chain barding.

Dragon Prince of Caledor
	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	Wp
	Fel
	Soc

	High Elf Cpt
	5
	49
	34
	3
	3
	7
	70
	1
	63
	43
	63
	73
	63
	43
	+1

	Firestorm
	9
	33
	0
	3
	3
	7
	40
	1
	-
	18
	10
	18
	18
	-
	-


Skills: Animal Care, Disarm, Dodge blow, Excellent vision, Nightvision, Ride, Read/write, Secret language: Elven Battle Tongue, Strike mighty blow, Specialist weapon: lance.

Possessions: Full plate and chain, Shield, Lance, Handweapon, Elven steed with plate and chain barding.

Dragon Lord Imrik

	
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Int
	Cl
	Wp
	AP

	Captain
	5
	61
	54
	4
	4
	11
	80
	2
	53
	53
	63
	63
	53

	Dragon
	6
	57
	0
	6
	6
	41
	80
	7
	89
	41
	89
	89
	2


