
Tenders of the Green 

 
 With an incredibly long lifespan and an innate connection to the energies of nature, the elven 

folk sought to live in harmony with the world. Knowing that they would live to see the 
consequences of any actions they took, they always worked to ensure that there was a balance to 

their actions. A tree cut down for lumber would require the lumberjack to plant and tend to a 
sapling. Land cleared for farming would see another area set aside as a protected nature reserve. All 
decisions were debated and examined in every possible way before any action was taken, leading to 

the belief by the other races that Elves were a passive folk, not given to emotional outbursts.  
In the time following the 'Awakening,' the Elves fell upon their neighbours with a fury never seen 

before. Slaughters became commonplace as the Elves vented their anger and fear on small 
communities and villages. Armies were shattered by their rage and several powerful Magi fell 
before them. 

When Noble Arka'nan was slain, the Elven horde paused. Looking around them at the damage they 
had caused and the gore on their armour, many fell to their knees weeping. Centuries of work had 

been undone in such a short period of time. Their forests were burned wasteland, the beauty of 
nature now a scarred husk. Leaderless the army was easy prey for the vengeful forces still fighting 
the Mages-war. 

For those that survived the war, their lives were forever changed. Restoring the balance of the world 
would no doubt take the rest of their extraordinary lifespans and more. But if that was to be their 

penance, then so be it.  
 
Faction Rule: Rage Suppressed - When a friendly warrior with this ability is taken out, make a 

Faction test. If successful, all friendly warriors gain +1 Resist this turn.  
 

Faction Spells (5 points per spell): 
Take Root - Range 12" - Manipulation - Target warrior may not take any Move or Charge actions 
this turn. 

Wall of Thorns - Range 6" - Summoning - Place a 6" long Wall of Thorns marker within range of 
the caster. Any warrior attempting to pass over the wall takes a Fight 9+ attack as soon as it reaches 

the wall. 
Life over Death - Range 6" – Target Taken Out warrior may make an unmodified Resist test. If the 
test is passed, remove the warrior from the table. The warrior counts as having survived the game 

rather than having been Taken Out. If the test is failed, the warrior is still removed from the table, 
but still counts as having been Taken Out.  

Overgrowth – Range 6” - Summoning – Place a 5” diameter Overgrowth marker within range of 
the caster. Enemy warriors count the area of the template as Rough Terrain. Friendly warriors 
completely within the area of the of the template gain +1 Guts.  

Wrath of Nature – Range 24” - Manipulation – Target enemy warrior may not enter any areas of 
natural terrain such as woods, rivers and pools. They may not pass over any natural obstacles such 

as hedges or plants. Overgrowth and Wall of Thorns markers count as natural for the purposes of 
this spell. If the warrior is already within an area of natural terrain, they must attempt to move out 
of it by the shortest route possible on their activation this turn.  

 
Faction Skills (5 points per skill): 

Nature's Stride – This warrior may move through rough terrain with no penalty and gains +1 Guts 
when inside rough terrain. 
Calculated Action – When taking a Focus action, this warrior gains +2 to their next check.  

Strength of Stone – When benefiting from Rage Suppressed, this warrior gains +1 Fight.  
Roots of the World – When this warrior takes no move actions, they gain +1 Resist. 

 
 



Equipment:  
Tenders of the Green may not use Crossbows, Pavise Shields or Full Plate.  
Tenders of the Green may take the following: 

Woodland Cloaks - 2 points – Enemy warriors are at -1 Fight when taking Shoot actions.  
 

Faction Warriors 
 
Caretaker – Regular - 14 points 

Move Body Agility Fight Resist Guts Faction Magic 

5 1 7+ 7+ 8+ 7+ 7+ X 

 
Warden – Specialist – 28 points 

Move Body Agility Fight Resist Guts Faction Magic 

5 1 6+ 6+ 7+ 6+ 6+ X 

 
Healer – Character – 39 points  

Move Body Agility Fight Resist Guts Faction Magic 

5 2 6+ 8+ 7+ 6+ 7+ 6+ 

Healers may select 2 spells from the Faction Spells list (above) or the Earth spells list.  
Healers may only select spears and bows as weapons. 
 
Seer – Character – 27 points  

Move Body Agility Fight Resist Guts Faction Magic 

4 1 6+ 7+ 7+ 6+ 6+ 7+ 

Seers may select 2 spells from the Faction Spells list (above) or the Air spells list.  
Seers may not select Armour or Shields of any kind. 
 
Guardian – Character –  48 points  

Move Body Agility Fight Resist Guts Faction Magic 

5 2 6+ 5+ 7+ 6+ 6+ X 

Guardians may select 2 skills from the Faction Skills list (above) or the Common Skills list.  
 


