John's list roughly comprised of: 

3 x 18 Savage Orcs 

6 SO Boar Boyz 

6 Savage Orc Boar Boy Big Uns 

3 x 5 Spider riders 

6 Squig Hoppers 

2 x Bolt Throwers 

Doom Diver 

2 x Pump Wagon 

2 x SO lvl 1 

SO Big Boss on Boar 

SO Warboss 

I used my amended list with the Hydra. 

The Magic Phase was pretty much non-existent in this game, with 1 spell being cast all game, which killed 2 Repeater Crossbowmen. 

John deployed two of his infantry blocks centrally either side of a pump wagon, two units of Spiders, a Bolt Thrower and the Squigs went to his right. To his left he had his Big Uns, screened by Spiders, then the other infantry block and remaining Boar unit. The last Bolt Thrower and Doom Diver sat behind his lines to snipe at the Hydra. 

I set up with my Black Guard centrally flanked by the Executioners and a unit of Spears to their left, with the Witch Elves and other Spear block to the Right. My shades went to the extreme right flank, with a Bolt thrower, Hydra and the Crossbows holding the left. The last Bolt Thrower was placed just behind the Witch Elves on the Right. 

Turn 1 

John won the first turn and two of his units surged forward eager to show off their might, the rest of the army moved at a more leisurely rate. With a few large Twangs two bolts and a doom diver impaled themselves in the Hydra, some miserable regenerating rolls later and the beasts down to 2 wounds. 

So I need to save the Hydra before he's pin cushioned completely, with that in mind he surges forward angled towards his inner most spiders and infantry block. My infantry move forward steadily, holding their line. My Shades and a Bolt Thrower pepper the Boar Boyz and 2 of them drop, the rest of my shooting is aimed at Johns right hand infantry block and a few of the Orc's drop. 

Turn 2 

With a roar the Big Boss on Boar surges out of the infantry block into the Hydra, who's terrifying presence is too much for the nearby spiders, who flee, I was more than pleased with this as it saved the beast from being shot! The Squigs lurch forward and sit within sitting distance of the Boss/Hydra fight. Conscious of the shooting threat John moves a unit of spiders to threaten the Bolt Thrower, and the Boar Boy unit surges forward to ask a question of the Shades. His last spider Unit decide to play Chicken with the Witch Elves, backed up by a Pump Wagon that powers towards the Ladies flanks. Without any Characters in range of his enchanted weapon the Big Boss fails to scratch the Hydra however the Boar impales the beast reducing it to one wound, this wasn't the greatest of moves though as the enraged beast rips the hapless Orc to pieces. 

The newly fed Hydra bimbles forward a bit ready to try and fry some Orcs, pointless though as I forgot to shoot him! The Harpies charged the Doom Diver, Witches screamed maniacly and threw themselves towards the spiders, who decided they'd left the kettle on and legged it. The Shades answered the question asked of them with a Charge, though not before receiving +1 attack from the Cauldron. The spear Block surge into the Pump Wagon. My Other Infantry continue forward to try and force John into combat. The Bolt Thrower mow down all but one of the Spiders threatening them, with the survivor deciding to go and find a distant relative somewhere far, far away. 5 of the 6 Squigs are pincushioned. 

Some hacking and slashing later and the Pump Wagon collapses into splinters. The enhanced shades drop 3 of the Boar Boys with their great weapons losing one of their own, it's more than enough to win combat and see the unit driven from the field. With complete incompetence the Harpies and Doom Diver talk about the weather. 

Turn 3 

All along the line Orcs charge into the Dark Elves, Pump wagon into Executioners, Warboss Orcs into Black Guard and Big Uns into Witch Elves. The last Hopper lands on the Hydra, once again saving it from shooting. John starts his Bolt thrower taking pot shots at my counter part, the goblins spend the rest of the game doing this and dismally fail to even scratch the paint. At this point I'm relatively happy with the state of play, sure the ladies are about to die, but the Big Uns would overrun into the Spear Block, setting up a nice flank charge from my Shades, Of course my spear block panicked and was ran a massive 3", also dying to the rampaging Boars. The Pump wagon brought down 4 Executioners and I roll a 10 for my stubborn check, luckily they hold due to the Battle Standard. The Black Guard however happily shred the charging Orcs, though the Green skins pass their break test. The Squig dies, so do the Doom Diver crew. 

So now its time for the counter Charge, my spears career into the Pump wagons flank and the Hydra jumps on the Orc Infantry block, I forget to send my Harpies into the Bolt Thrower. All my shooting is aimed at the Big un Boars and I drop all but 2 of them. The Hydra fluffs it, aided by a few well timed ward saves and he succoms to his last wound, the handlers however stick around. The spearmen pause long enough to smash the pump wagon before surging into the flank of the Warbosses unit. The Black Guard hit a whopping 11 times and wound only 3 needing 4's, John see's a glint of hope, but its dashed and his unit flee's 5". Obviously board the Black Guard follow a massive 2", but the spears pursue 6". The Hydra Handlers die. 

Turn 4[u] 

Johns Big uns fly into the Bolt Thrower and then through it, but fail to make it to the relative saftey of off the board. His left hand unit squabbles while the other unit advances. Remember that Bolt Thrower that I forgot to charge? Well it rips into the flank of my spear block, killing 4. 

This time I remember to send the Harpies into the Bolt Thrower crew. The Black Guard mount the crest of the Hill in front of Johns left hand infantry block, nicely within 8". The executioners and the spear block move towards the other infantry unit.. My entire shooting battery is aimed at the Big Uns, who do me the honour of dieing. The harpies gleefully wipe out the Bolt Thrower crew. 

[u]Turn 5 

The left hand Infantry block happily charges into the Black Guard where they are dutifily ripped apart and flee a whopping 12", once again the Black Guard pursue a measly 3". The other unit moves towards the executioners and spears. Having recovered from their fright, the spider unit moves into the wood opposite the Crossbows and Bolt Thrower. 

The Black Guard charge the fleeing Orcs and chase them off the table, the Executioners rip into the last infantry block, with the spear unit angling for a flank charge next turn. I forget to move the Harpies towards the last bolt thrower, effectively ending their use in the game. Shooting saw the spiders reduced to 1 man who stubbornly refuses to believe his mates are dear and doesn't budge. Aided by the Cauldrons Blessing of +1 Attack, the executioners rain blows onto the Orc unit, to see a bunch of them bounce off the strange tattoo's. The Greenskins numbers told and once again the executioners rolled a 10, before passing on the re-roll. 

Turn 6 

With not much left to do John's Spider Rider takes a pot shot at the crossbows but fails to wound, his Orcs however do better and once more aided by the timely Ward saves, again win combat against the Executioners. Oh god here we go again, though this time I roll a 9, before rolling a 10 on the re-roll and seeing the Executioners run a rubbish 5", the Orcs run them down. 

Well so much for the flank charge yet again. Without anything else to do I kill off the last spider and shoot a few more of the infantry block, leaving it with just 5 models and the shaman left. 

So another major Victory for the Elves, though it has to be said those Savage Orcs really do pack a punch and a few well placed Ward saves really made a mess of things. 

My rolling for pursuit and leadership on the Executioners was a bit bloomin awful, but the dice throughout the game was rather hit or miss. 

I also forgot to move the Harpies a few times and grant my bonuses from the Cauldron which could have aided me in the game. 

Still we live and learn and it was a very enjoyable game.[/u]
