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• THE WITCH ELF •
Wounds: 1D6+7
Move: 5
Weapon Skill: 4
Ballistic Skill: 3+
Strength: 3
Toughness: 3
Initiative: 3
Attacks: 1

Equipment: Witch Blade.
Weapon: See Equipment Card.
Armour:  None.
Pinning:  Breaks from pinning on a roll of 4+.
Special Rules
At the start of each turn, you may roll 1D6.  On a 4+, the Witch
Elf gets double her normal Attacks for the rest of the combat.
While Frenzied, the Witch Elf may never break pinning, may
only approach the nearest opponent and attack in hand-to-
hand, and once defeating that opponent must immediately move
to the next closest opponent to fight, and so on, until all
Monsters in sight are defeated or have fled.

TO HIT FOE 2 3 3 4 4 4 4 4 5 5

WITCH ELF

WITCH ELF ADVANCED PROFILES
Wounds: 1D6+7 Wpn./Bal. Skill: 4/3+
Strength/Dice: 3/1 Toughness: 4
Initiative: 7 Attacks: 1

Luck: 0
Willpower: 2
Pinning: 3+

SKILLS: none

TO HIT 2 3 3 4 4 4 4 4 5 5

Wounds: 2D6+7 Wpn./Bal. Skill: 4/3+
Strength/Dice: 3/1 Toughness: 4
Initiative: 7 Attacks: 2

Luck: 1
Willpower: 3
Pinning: 3+

SKILLS: none

TO HIT 2 3 3 4 4 4 4 4 5 5

Wounds: 2D6+7 Wpn./Bal. Skill: 4/3+
Strength/Dice: 3/1 Toughness: 4
Initiative: 8 Attacks: 2

Luck: 1
Willpower: 3
Pinning: 2+

SKILLS: none

TO HIT 2 3 3 4 4 4 4 4 5 5

Wounds: 3D6+7 Wpn.Bal. Skill: 5/3+
Strength/Dice: 3/2 Toughness: 4
Initiative: 8 Attacks: 3

Luck: 1
Willpower: 4
Pinning: 2+

SKILLS: none

TO HIT 2 3 3 3 4 4 4 4 4 4

WITCH ELF ADVANCED PROFILES
Wounds: 3D6+7 Wpn./Bal. Skill: 5/2+
Strength/Dice: 3/2 Toughness: 4
Initiative: 9 Attacks: 3

Luck: 2
Willpower: 4
Pinning: A

SKILLS: none

TO HIT 2 3 3 3 4 4 4 4 4 4

Wounds: 4D6+7 Wpn./Bal. Skill: 5/2+
Strength/Dice: 3/2 Toughness: 5
Initiative: 9 Attacks: 3

Luck: 2
Willpower: 4
Pinning: A

SKILLS: none

TO HIT 2 3 3 3 4 4 4 4 4 4

Wounds: 4D6+7 Wpn./Bal. Skill: 6/2+
Strength/Dice: 3/2 Toughness: 5
Initiative: 9 Attacks: 4

Luck: 2
Willpower: 4
Pinning: A

SKILLS: none

TO HIT 2 3 3 3 3 4 4 4 4 4

Wounds: 5D6+7 Wpn./Bal. Skill: 6/1+
Strength/Dice: 3/3 Toughness: 5
Initiative: 10 Attacks: 4

Luck: 3
Willpower: 4
Pinning: A

SKILLS: none

TO HIT 2 3 3 3 3 4 4 4 4 4

Wounds: 5D6+7 Wpn./Bal. Skill: 6/1+
Strength/Dice: 3/3 Toughness: 5
Initiative: 10 Attacks: 4

Luck: 2
Willpower: 4
Pinning: A

SKILLS: none

TO HIT 2 3 3 3 3 4 4 4 4 4

Of the Dark Elves of Naggaroth, enemies of the Elves
of Ulthuan for centuries, none are more feared than
the frenzied Witch Elves who worship Khaine, the God
of Murder.  Witch Elves are among the most cruel, evil
and savage of all Dark Elves, and are said to bathe in
the blood of their enemies ... as well as to partake in
numerous other unspeakable rituals and acts.

Dark Elves, however, aside from their demeanor
and dress, are largely indistinguishable from their High
Elf and Wood Elf kin — and certainly they can fool
unknowing humans.  Situations would be rare indeed
to bring someone as bloodthirsty as a Witch Elf among
the ranks of the heroic Warriors, but perhaps this Dark
Elf could have had a change of heart ... or perhaps she
is simply carrying on a “heroic” charade, all the while
continuing her hidden plots and intrigues.

The skills of a Witch Elf can well be useful in the
depths of the dungeons, for none can match her
savagery in battle when she breaks into an uncontrolled
fighting frenzy.  Woe to those who would dare to stand
in her path!

FRENZY: 3+

FRENZY: 2+

FRENZY: A


