John vs Toby Revised lists
A repeat game against Johns Savage Orcs, using the same 2150 lists. 

Deployment 
A wood was placed in the far left corner of Johns deployment zone, with a hill and building adjacent to each other and positioned central left of the table (as John sees it). Opposite the building on the right side of the centre was a wood, with a small hill slightly more central and on the edge of my deployment zone. 
John sat up both his Boar units on his far left, with a unit of Spiders and both Pump Wagons going from left to centre. These were screened by the hill and house. Two of his blocks sat in the centre with the Doom Diver and a Bolt Thrower behind his lines and to the left. His far right flank was held by a unit of Orcs, whilst his remaining Spiders and Squigs sat up behind the hill, bridging the gap to his centre. His Big boss on boar went into the Big Un Boar boyz, his Warboss went into his right central infantry block. One of his level 1’s sat in the right flank block, with the other one hid in the wood in the corner. 
My Crossbows set up in 2 ranks behind the small hill, ready to move in the 1st turn, one Bolt thrower sat to their right. I then had a Spearman block, Black Guard & Witch Elves sat centrally. They would be anchored, after advancing, between the wood and house. The Executioners sat behind the Witch Elves ready to move to where needed, the last Bolt Thrower sat to their right, with the second Spear block holding the end of the line. My sorceresses took a Spear block each, Cauldron sat centrally behind the lines and my Master took his place in the Black Guard. The Hydra sat behind the Harpies that sat behind the hill on my left flank, screened from all missile fire. My Shades sat in the House. 


Magic again was a mute point in this game, I think the only spell that went off, was one of my D6 st4 that did no damage. 

Turn 1 
I took the first turn and with a huge roar my entire army decided not to move much, the only exceptions were the Harpies flying to the centre of the field ready to pounce on either the Bolt Thrower or the Doom Diver, the Crossbowmen who stepped up onto the hill and the Hydra who surged forward around the inside of the wood, it was now visible to the war machines but was blessed with a 5+ Ward from the Cauldron. The Shades shot the nearby Spiders killing 3, the survivors stood resolute. The crossbows began how they meant to carry on and unleashed a hail of death on the grass around the opposite Spiders. The bolt throwers opened up on the Warboss’s unit killing off a few Orcs. 
All of John’s cavalry swept forward with the boars hugging the flank, the lesser ones in front of the big uns, the nearby spiders ready to crest the hill and threaten my Bolt Thrower and the other two units scampering through the wood, appearing before the crossbowmen. The rest of his army moved forward cautiously, one of the blocks moving to block the charge on the Bolt Thrower. Once again two Bolt Thrower shots and a Doom Diver found their mark in the Hydra and it’s down to 2 wounds. Despite having a 5+ward and 4+ Regeneration! 

Turn 2 
Ok so the Hydra isn’t looking happy again, with this in mind the Harpies jump on the Doom Diver and the beast itself, complete with Ward save moves toward the Boss’s unit. The executioners move between the spears and Bolt Thrower. The crossbows wheel to the left a bit to avoid a flank charge, they then unleash a hail of bolts on the nearest spider unit, which reduces it to one man who runs away crying. The right hand Bolt Thrower downs two of the Boar Boyz while its counterpart drops another Orc. I forgot to shoot the Shades, mistake number one. The harpies make short work of the crew and overrun off the board, I had wanted to stay so they could get the Bolt Thrower next turn but the pump wagons were a bit close for comfort. 
John continues his advance up his left flank and the Boar units spread out for the charge next turn. His hoppers fail to land on the Hydra and the Spider unit fails its fear test to charge the Crossbows, leaving them open to the inevitable stand and shoot re-action. Twenty shots later and that’s a lot of pin cushioned grass and 5 very relieved looking spiders! His pump wagons make a slow push towards the centre and the 2 man unit of spiders that I forgot to shoot in my turn crest the hill and can now see the Bolt Thrower. His Bolt throwers let him down and fail to damage the Hydra. 

Turn 3 
Phew the beasts still alive! So he charges into the Warboss and his unit to kill stuff and save itself from shooting, however he is stripped of his ward save which is given to the Spearmen facing the Boar Boys instead. My central Infantry move up parallel with the house. The crossbows decide to actually shoot the spiders and again kill 4, though the little blighter doesn’t run. Both Bolt Throwers draw a bead on the Big Uns and drop 4 of them! the shades are forced to destroy the last two spiders a turn late instead of the front pump wagon. In Combat the Hydra and its handlers kill roughly 8 members of the unit including the champion, leaving just the Warboss and the front rank left. The boss does one wound in return and then with a stern eye ensures the unit doesn’t budge, darn those double ones! 
So here comes the charge, Boars into Spears, Big Uns into Executioners, front Pump Wagon into Witch Elves and the Hoppers land on the Hydra. The right hand infantry block push round towards the hill, the other advances a bit. The lone Spider runs into the deepest part of the wood available and stays there for the rest of the game. Shooting comes to nothing so straight onto combat! The ward save inspired Spearmen, beat off a disappointing attack from the Boar Boyz and pursue but don’t catch them. The Big uns fare better but see a member of their own taken down and the stubborn Executioners fail to budge. The hoppers with ten attacks, hitting and wounding on 4’s, wound the Hydra 5 times! I fail my armour saves and take the entire model off, forgetting about the Regeneration save (Mistake 2) and the handlers who got to fight before the Orc unit (Mistake 3). The Pump wagon comes up with Johns second snake eyes of the turn and awaits to be mauled by the Witch Elves who oblige by doing 4 wounds, but only then does John pull out a double 6 and the Wagon is alive albeit only just, the wagon flees 6”, the stupid bints follow 2”. 

Turn 4 
That didn’t go so badly (at this point I hadn’t realised my mistake with the Hydra), the Spearmen re-charge the Boars, driving them from the table and the Harpies pounce on the nearby Bolt Thrower. The Witches plow into the other Pump Wagon. My Infantry stay where they are to allow both Bolt Throwers LoS to Johns gaffa’s mob. The first one does the trick killing off a Orc or two and forcing the panic test which is duly failed, bye bye Warboss. The other one causes 4 Squigs to explode and my Crossbows once again shoot the area around the flanking Orc unit. The Shades pick off a couple from the other unit, leaving the fleeing Wagon to Block the Orcs. The Witches leave the Wagon on one wound and it duly passes its Break test. More executioners die, despite a 5+ Ward, but they take another Big Un with them and again hold. The Bolt Thrower is no more. 
With no charges John leaps his Squigs towards the Spear block, only for them to fall 1” short. The Flanking Orc’s make it to the base of the Crossbowmens hill, the Pump Wagon rallies and is cleverly positioned to reveal the flank of the Witches when they charge it in the future. The other Pump wagon does indeed succumb and the Witch Elves look around for more Prey. The last remaining Executioner decapitates the last Big Un and prepares to face off against the Big Boss, I could have done with him dying but I passed too many ward saves. 

Turn 5 
The Witch Elves, ignorant of the trap set leap upon the Pump Wagon. The Harpies fly towards the last of Johns Bolt Throwers. My right hand Spear block about turn and move as quickly as possible towards the rear of the Big Boss on Boar and the other Spear Block rips into the Squigs, which die horribly. Aware of the fate that may befall them the Witches are given a 5+ ward, they smash through the Pump Wagon and I roll for overrun, average dice would get them out of the flank charge, they ran 3”. 
The last executioner finally dies. My Crossbowmen succeed admirably in once again turning the green, green grass into a pin cushion around the flanking Orcs. My Bolt throwers sit idle with nothing to shoot, had the last executioner died the Big Boss would’ve been a nice target. 
A bit of luck on Johns part, the only Animosity roll to fail in the game saw the flanking Orcs move an extra inch forward, just enough to put them in charge range! They crash into the Crossbows who shouldn’t have bothered shooting as the result was a forgone conclusion. The other unit goes into the Witches and the Big Boss into Bolt Thrower. The Bolt Thrower dies, the Crossbows die and the Orcs overrun into the other Bolt Thrower. Two Witches die, and the women pass their stubborn test.( This is mistake number 4 and a big one as it turns out. I will explain later) 

Turn 6 
OK, so a bit of luck on Johns part has seen him crush my left flank a turn early, I cant really moan due to him not being able to make a ward save. The Witches holding has blocked the way for the Black Guard, so they turn about and advance to bring in the flanking Orc unit. The Spear block also turns about, while the other one advances towards the Big Boss. The harpies finish up their job of wiping out Johns war machines. With an additional attack from the Cauldron, the Shades charge the flank of the unit in combat with the Witches. The Bolt Thrower dies and the Orcs move towards the Black Guard. The Shades do 4 wounds with their great weapons only for john to learn how to pass a ward save, as he pulls out a double six. In the end I lost combat by 3. So the Witches roll a 10, followed by a 11, so much for stubborn ld8 with a re-roll, the shades needing a 6 roll a 9 followed by a 10. Oh kak. The orcs overrun the Witches and can now see the flank of my Spear block, has this just cost me the game? 
So in they go, Big boss into the front of the Spears, Orcs in the side. Orcs into the front of the Black Guard. The Black Guard swing and the Orcs front rank dissolves into mist, the others running away. The Spearmen aren’t so lucky and die as they turn to flee. 

Time to tot up the points and in the end the Dark Elves have come up on top by nearly 1500 points, I really thought it was closer than that when the witches caused my the loss of the Shades and the spearmen too. 
Now Mistake number 4! After some thought I realise I should’ve used the generals Leadership not their own stubborn, this would have more than likely caused them to flee sending the Orcs into the Black Guard. The Shades would’ve been free to shoot at and harass the Big Boss and the spear block would’ve faced a frontal charge not a flank, which could’ve given them a fighting chance. 

Overall it was a very good game once again, though John’s ward saves weren’t too good! 
It would be nice however to see my guys pursue more than 6”, which is the highest over two games. That a I need to try and remember everything, but I guess that’s all part of learning a new army!
