Battle Report 
Dark Elves (Toby)vs Dark Elves(Pete T) 

Pete’s List 
Level 4 
2 x Level 2 
2 x 5 dark riders 
2 x 6 shades 
2 x 5 harpies 
18 Black Guard 
20 Spearmen 
Hydra 
5 Cold One Knights 

Deployment 

The board was roughly split in half by a wood, with a hill in opposite corners in each of our deployment zones. A building was halfway along my right edge with a second wood in the right corner of my deployment zone. 
I placed my shades, Crossbowmen and 1 Bolt thrower on the hill, then from the hill to my right flank went Spearmen, Executioners, Black Guard, Witch Elves, Spearmen, Bolt Thrower, Harpies. The cauldron of Blood sat behind the Black Guard, a sorceress took a spearmen unit each and the Master went in the Black Guard. 
Pete’s two units of Dark Riders and Cold One Cav set up behind the central wood with both his harpy units to my right of the wood, followed by his Black Guard, Spearman and Hydra. One unit of Shades hid in the Building and the other in the central wood. 

Turn 1 

Pete went 1st and moved all his cavalry up the left hand side of the wood, threatening my archery hill, the harpies flew to support them and the shades stepped from the wood to aid their shooting. Along came the magic phase and Pete’s 11 power dice, a flurry of rolling and 2 dispel scrolls later and nothing really happened. His combined shooting killed 4 shades, while the other shades killed a couple of Witch Elves. I gave the Crossbowmen 5+ward and then my Infantry bimbled forward a bit. My Harpies flew to the centre to support the hill next turn. Straight to the shooting I went, yes I forgot the Magic Phase! The hill opened fire and reduced the Dark Riders with Level4 to one member and took 2 wounds off the sorceress herself, the other bolt thrower stripped a few models from the Black Guard unit. 

Turn Two 
Unsurprisingly, Harpies charged my Bolt thrower on the hill and the others into the crossbowmen (this mistake proved fatal), his infantry moved up a bit more, as did the cavalry. Shooting and magic saw off the remaining shades and another Dispel scroll. The harpies killed one crew member but lost one of their own for a draw, whilst their comrades got butchered by the crossbowmen who didn’t lose a man. In retaliation, my infantry moves forward a bit more and the Crossbowmen unleash a volley of death on the Full dark rider unit now housing the Level 4, again reducing them to one model and the mage. The bolt thrower dies. 

Turn Three 
Pete’s victorious harpies charge mine, lose the combat but stay under the baleful gaze of the sorceress. Fed up of being pin cushioned the Dark riders and accompanying Mages, run around the flank and rear of the Crossbowmen., the lone Bolt thrower gets dismantled by Shades. His magic again gets shut down, but this time a rogue spell and shooting does reduce the crossbows to 4 members. Who promptly turn about and shoot the last Dark rider from his horse, the Level 4 using him as a meat shield. My Black Guard charge his and set about chopping them to pieces. A process that takes a few turns, as they refused to run away. My Harpies finish off their counter parts. 

Turn 4 
Pete charges his Hydra and Spearmen into my Right Spearmen, who lose combat and break, but avoid being run down. His magic doesn’t do a great deal, killing his Level 4! A double 3 within range of the Ring was enough for her to take a ST5 hit and fall off her steed in a bloody heap. Shooting from the Shades finally saw off the remnants of my Crossbows. I push the spearmen to threaten the Dark riders and Cold one Knights, with the Harpies flying to the edge of the hill, to go hunting for the Dark Riders in the next turn. My Right spearmen rally and face the pursuing spearmen. The Witch Elves about turn to face the spearmen. 

Turn 5 
My Spearmen are re-charged by his and also take the shades in the rear, Pete then gambles and throws in the Cold One Knights against my other Spear block. Magic is again mute, though I do use my last scroll. Despite losing their Level 2 Sorceress his spearmen overcome mine and run them down, his Knights however aren’t so lucky and fail to inflict enough wounds, they pass their break test though. 
The cauldron which had been supplying my Black Guard with additional attacks, gave the same blessing to my spears, as the Witch Elves rear charge his Spear block and my Harpies pounce on his surviving Level 2 nd Dark Rider. The witches wipe out the front two ranks of the Spears, run them down and pursue into the Shades, while the additional attacks granted to the spearmen see them score an impressive 8 wounds on the knights, which Pete promptly saved, the ranks were however enough to be decisive and the Knight ran but weren’t caught. His last remaining Black Guard dies and my Harpies rip both sorceress and Dark rider to shreds. 

At this point we stopped as it was late and convenient, the result was a resounding win for the new boys on the block! Pete’s main mistake was charging the crossbows not the shades with his harpies and I feel wasn’t aggressive enough with my infantry. 

As always though it was a great game and Pete was a model opponent.
