A quick ( yeah right!) wright up on last nights game against Graham F's Warriors of Chaos and a brief outline of what I plan to do today, yep college is closed again! 

Grahams list roughly consisted of this: 
Lvl 4 with Mark of Slaanesh on Worm of Slaanesh 
Exalted of Khorne on Juggernaught 
12 Chosen of Khorne 
2 x 12 Warriors of Chaos, Full Command 
5 Marauder Horse, Mark of Slaanesh 
5 Slaanesh Chaos Knights, Full Command 
5 Knights, Full Command 
Scyla 

I used my existing Dark Elf list which is somewhere above 
 INCLUDEPICTURE "http://www.empiregamestore.co.uk/forum/images/smiles/icon_biggrin.gif" \* MERGEFORMATINET 




The scenery gods were kind and put a hill halfway across the table on my left flank, a large hill slap bang in the middle of my deployment zone (guess what went on here!), a building slightly right of centre of Grahams Deployment zone and two woods almost adjacent on the right flank, just outside Grahams deployment zone. 

Graham deployed with his 2 warrior units next to the wood and leading into his centre, behind and right of these went the Marauder Cav, I assumed to try for the gap in the woods and down my right flank. from centre to my left, Graham placed his Lvl 4, Slaanesh Knights, Juggernaught and Knights. Scyla went just behind the Chaos Knights angled to my left and the Chosen sat squarly behind both Knight units. 

Seeing Graham place his first unit of warriors next to the woods I immediately decided to let him have that flank and trundle across, with this in mind I put the Harpies directly to the right of the hill, flanked by the Crossbowmen. The harpies had a clear view of the table and the Crossbows simply had to annoy the Warriors a bit & scare off the Marauder cav if they came through the woods. On the right side of the hill I placed both of the repeater Bolt Throwers and a Spear block for company. Then from the left of the hill went Executioners, Black Guard, Witch Elves, Spears and Hydra on the left flank. My characters took their normal positions of Sorceress's in a Spear block each, Master in the Black Guard and Cauldron sat behind the Black Guard. The Shades scouted into the right most wood, ready to take down the Marauder Cav and slow down Grahams infantry. 

Magic was once again almost non-existant with the only damage being Graham killing 3 Crossbows in the 1st turn, everything else was dispelled or scrolled. I actually got a spell of in about turn 4, but true to form failed to wound with 4 fire ball hits on a bunch of Warriors. 

TURN 1 

I took the first turn and the Crossbows took a couple of steps forward to ensure they were in range, the Harpies flew into the centre to bait the Juggernaught and the Shades moved to the edge of the wood to target the Marauders. The remainig infantry shuffled forward a bit while the Hydra raced forward down the left flank. The Shades opened fire with ten rubbish shots and only dropped one of the Cavalry, hmm could be in trouble if they charge next turn, so I shot them with a Bolt Thrower and killed another 2, much better. I then had a silly idea and the Crossbows opened up on the Lvl 4, I didn't really expect much but the odds were probably as good as killing a warrior or two. 10 shots, 6 hits! Then we got the rules wrong and randomised between the rider and the mount ( we both thought the Steed of Slaanesh and Juggernaught were monstrous mounts), three shots hit each target and the steed died while the Lvl 4 took a wound. Thinking the gods were smiling at me, I took a single shot with the last Bolt Thrower at the lvl 4 now on foot, I rolled a 1. 
Graham began his turn by charging the Slaanesh Knights and Frenzied Juggernaught into the Harpies, I was hoping only the Jugger would charge, in which case I would've held, died and let him overrun towards the Executioners, instead I fled the Harpies and left the Knights and Champ stranded. Scyla raced towards the Hydra, Warriors moved forward, with the Lvl 4 joining the centre most unit and the Marauder cav moved behind the Warriors. His Knights moved forward to redress his lines and the Chosen moved forward behind them. 

TURN 2 

The Cauldron gave the Black Guard Killing Blow, in preperation for Grahams charge next turn and I decided the Hydra was out of charge range, so elected to move him forward a breath on the Spawn instead. What I thought was a long 12" turned out to be 10" and the Breath attack did bugger all. I pushed the Black Guard and Executioners forward to try and get the Knights to charge whilst angling the Witch Elves for a flank counter charge on the left and the block of Spears moved off the Hill to get a flank charge of their own next turn. The Harpies failed to rally despite the general screaming at them and the flew closer to the table edge, 1" away to be precise. The shades skirted the edge of the wood and shot the last of the Marauder cav from their saddles. A bit cocky at their earlier sucess, the Crossbows ignored the warriors again and opened up on the Juggernaught, scoring 8 hits, again we randomised and 4 hit the Juggernaught scoring 3 wounds, with the same result against the Champion. Thinking the Juggernaught was dead because we couldn't find a armour save for it, which seemed a bit strange, we asked sedge on the next table. 
At this point we were told we'd been playing it wrong and so all the hits went against the rider with his 0+ armour save, Graham passed them all. Graham decided to keep his lvl 4 on foot rather than get his mount back and re-do the armour saves against him, I think this was fair as at the point in time we didn't know and his Lvl 4 was probably safer on foot. 
Deciding my infantry had the Knights covered I aimed the Bolt throwers at the Juggernaught with single shots, the first sailed wide, before the other skewered the rider completely, ending all confusion about riders, mounts and armour saves. 
Graham elected not to charge his Knights, which I was surprised but mildly pleased about, and instead shuffled them forward a bit and straightened them up to avoid any flank charges. Scyla charged into the Hydra, again I wasn't too fussed about this. His Warriors slowed by the prescence of the shades pushed forward, the right one angling towards the Crossbowmen and the other moving in support of the slaanesh Knights. His chosen turned to face the rear of Scyla, in case things went wrong. Scyla flailed about with 7 attacks but only managed to cause a single wound which was regenerated, the Hydra in return caused two unsaved wounds. 

TURN 3 

Well if its not coming to me I'd better take the party to Graham, with the Blessing of killing blow the Black Guard charged the Chaos Knights and the Executioners decided the Slaanesh Knights weren't that scary and went to hug them with their swords. The Harpies decided, now they were on their own leadership, they would actually stick around some more and rallied. My right Hand Spear block push forward to protect the executioners flank and probably take one for the team from the Lvl 4's warrior unit. Everything that could shoot did so at the Warrior unit containing the Lvl 4, they all whiffed as well and only 2 warriors drop. 
Combat goes a bit better and despite Scyla causing a unsaved wound from 8 attacks, the Hydra finishes the jumped-up Spawn. The Executioners seperate the Heads of two Slaanesh Knights with killing blow and another fails its armour save, the Knights kill two in return, lose the combat and flee 11", eager for more hugs the Executioners run them down. This causes the Lvl 4's warrior unit to promptly roll an 11 twice for Panic and fled across his lines blocking any movement for the other warriors. The Black Guard, not to be outdone by the Executioners decides cuddles are better than hugs and cut down all of the Chaos Knights and promptly overrun into the flank of the Chosen. 
Grahams now got a very large hole in his centre where his Knights used to be and his strongest combat unit engaged in the flank, despite this he cheerfully picks up his dice to rally and promptly rolls an eleven, "dont you get a re-roll?" I say at which point Graham rolls another 11, they then decide to flee 6" ( you always flee what you need to rally) and end up straight in front of the crossbows. Without much else to do the remaining warriors move forward. The Black Guard fluff their attacks only to be saved by the Master who cuts down both of the Chosen in combat, again Graham rolls an 11 ( we seriously need to check his dice!) and the Black Guard pursue 7". 

TURN 4 

Well that was a great turn for me and now its a case of clearing up the points. The Crossbows cant refuse such a target and charge the Lvl 4's warriors, who flee again, straight into the waiting Shades, the Warriors also failed to escape the Crossbows charge range and the two units spent the rest of the game bickering over who got the kill. The Black Guard chased the Chosen from the field and the Spear Block in the centre, blessed with a 5+ ward, moved towards the last Warriors. The rest of the army angled towards claiming Table quarters and the Executioners moved towards the warriors flank, ready for next turn. All shooting was aimed at the last warrior unit Killing 5 out of the 12, once again Graham failed two panic tests and off they ran, ending up between the Shades and Executioners 
Rallying his unit Graham angled them to the front of the Executioners and ignored the Shades. 

TURN 5 

Given an extra attack the Executioners charged into the Warriors, 14 attacks, 11 hits, 10 wounds and not a single Killing Blow. Graham failed all his armour saves and the game is ended. 


Well the Dark Elves performed admirably and Black Guard with Killing Blow can really mess up heavily armoured foes like Knights. Grahams leadership rolls were dreadful, but he took it well, I probably would've screamed 
The game happily taught us that Grahams mounted guys need to hide in units and he's thinking about swapping his Knight unit for ogres, as for my list, I think its working well. I've arranged a game with James B for next week as I want to test them out against Vampire Counts, a army I think I may struggle against. 

As for Todays plans, the rest of my Executioners have just turned up along with two more dragon Princes ready for converting into Black Guard. So the aim is to assemble, base and undercoat the Executioners and convert the two Black Guard. If time allows I'll start painting the second spear unit.
