Sedge ( Bubonic Court) Vs Rich B ( Wood Elves) 
“Slikit” PLAGUE PREIST; Flail of Skulls (+2S double W) and Warpstone Armour (4+ Ward),“Pikit” PLAGUE PREIST; Potion of Strength ( +3S), Rending Sword (D3 W),“Flikit” LVL 2 FESTERING CHANTOR 2 warpstone tokens and warpstone Charm,20 PLAGUE MONKS,20 ROTTERN RODENTS ,20 ROTTERN RODENTS ,11 PLAGUE MONKS,6 PLAGUE CENSOR BEARERS,6 PLAGUE CENSOR BEARERS,6 PLAGUE CENSOR BEARERS,4 RAT OGRES  
This is Richard army best I can remember.
Lvl 2 Spell Singer Hail of doom 2 dispels,Elf BSB Sky arrow of naoler,10 Archers,10 Dryads,10 Dryads,3 Tree Kin,3 Tree Kin,8? Wardancers,Treeman (oooooer)
I initially decided to tool my characters up to give them a fighting chance against the treeman (this was allowed in using the magic item shop before each game). Large critters are normally a big pain for the bubonic court to deal with so that anything that helps would be greatly appreciated. The rest of his army was ok by me.
Deployment:
On my Left flank; (left to right) I had a unit of Censer Bearers (PCBs) and Rotten Rodents on hill facing Tree Kin and dryads in woods.
On my Right flank; (left to right) I had 11 Monks, PCBs and Rat Ogres (RO) facing Archers.
In centre: (left to right) Rotten Rodent with Pickit, PCBs, 20 Monks with Slikit and Flikit, facing Treekin, Wardancers with BSB and Wizard, Treeman and Dryads.
I attempted to rush the right flank asap. The archers and wizard can cause a lot of pain if the dice were kind to Rich, The ROs raced across with the PCBs taking up cover in some rock in middle of right flank. In centre the Monks moved forward to threaten the wardancers and treeman hidden behind the woods. The left flank was reinforced with the central Rodents and Priest supporting the other units.
Rich in riposte did very little, obviously happy with his troops deployment. The treeman edge forward and the left flank moved further into the woods. The magic started well as 2D6 S4 hits killed 4 of the the 6 Monks on the right flank (Despite me hording dice for this spell. Archer fire and arrow of doom killed ¾ of the ROs! I was now miffed.
Incensed with the archer fire my ROs and monks lined up a charge on the Archers. The central monks moved further forward and the left repositioned to charge the dryads. Plague made its insidious tendrils felt on the dryads in the centre felling two before jumping to the wardancers. When the miasma was lifted only 2 wardancers were left standing as well as the BSB and Wizards with mucus and filth dripping from there weeping eyes. Woohoo take that woodies!
The treeman now made its move, bursting from the tree it stood, rooted to the spot, in front of my main monk unit! The dryads on the right moved to threaten the remanants of the right hand skaven force. Close range archer fire felled 5 of the monks! That hurt.
CHARGE! The Monks in the centre charge the newly revealed treeman, the rotten rodents on the left just managed to charge the dryads still skulking in the woods and the RO and Monks charged the archers! They stood and shot and POOF the remaining 6 monks were gone! That was a big problem for the Rat Ogre who was now on his own. Those 10 archers had killed 11 monks and 2 Rat ogres now. They must die. The PCBS moved to support all the combats. Magic was again dispelled and was to take no further part in the battle for me. The dryads held. The treeman was hurt but held and the RO drew combat. Not ideal for me.On the right; The dryads flanked the RO but that was all the counter charges. The left remained locked in combat, on right the RO fled from the newly arrived shrubbery of doom and in the centre the treeman hit my General. 5 Attacks, 4 Hits, 4 wounds 3 failed 4+ ward saves! Bugger.
Time to strike back. The PCBs and Rodents with Pikit charged the dryads, the 5 PCBs charged the treeman and no toys for me on the right flank now. The dryads fled and were destroyed on the left alloing the units to overrun into the treekin (remember them). The PCB managed 1 wounds on the treeman! Will it never die! But the combat held. 
Things were getting faster now. Rich charged his second treekin unit into the rodents flank on the left flank! Dryads hit the monks flank and the wardancers moved to the rear. The monks and PCB finally died. Boo hiss. The treeman had done his job, providing a rock for my army to dash its hopes onto. On the left my charging units went first, step forward Pickit, drinks potion starts rending saw Bzzzzzzzzzzzz…….9 wounds later, NO TREEKIN to front! WOW. The treekin on flank killed a couple but werebeaten and run down! That was fun.
Last round to mop up. He shot a spell into the rodents that Pickit led. Fried a couple, the thos archers hefted their portable bolt thowers, another 5 skaven died, failed a panic and off they popped. Damn. Game over with a win to Rich.
It was a very close fought game with neither side making any serious mistakes. For me, I wouldn’t have moved so close to his archers early on (close range is S4) and I would have targeted them with plague. I also should have bought another warp token from the shop (I did try but for some reason they decided to double its cost for this round? Funny they didn’t do this for any other items….), the extra dice might have allowed plague to work more than once in the game. It has to be said the this is a hard matchup for me, the monks struggle to touch his big stuff and he has the army to snip my PCB. Still I new all this and did what I could for as long as I could. Unlucky to loss the last unit on the last turn as it could have been a draw otherwise.
For Rich, very cagy manovering of his treekin didn’t allow them to support the dryads earlier on. Magic was spot on (good dice vs poor dispels) and fantastic archers. All I can say is well done. Till next time my friend. 

