High Elves
The comet struck Mordheim and its shards became well prized goods. Many warbands, some human, some not, stalk in the city, collecting wyrdstone and fighting each other. It took some time, but at least, it took the attention of elven scholars a Ulthuan – such thing as wyrdstone must be carefully studied and examined to found all its effects, good or bad. So, the elves launched expeditions to Mordheim, to find the wyrdstone and send it to Ulthuan to be studied. But lone loremaster would have little chance to succeed, so he is accompanied by fine brood of elven warriors to protect him – at least, there are rumors of chaotic and undead bands in the city and battle them is duty of any servant of good!
Special rules

Racial pride – the elves would never recruit any hired sword not of elven blood.

Distaste for poison – high elves have a strong distaste for poison so thy will never use any poison or drug

Righteous battle – one of their goals is to beat evil – and anything that bars them in their noble mission must be truly evil. Whenever the elves win a battle, they receive two additional exploration dice instead of normal one (this is the additional support sent from Ulthuan as a reward for good work). 

Powerful built – elves cannot have strength skills. However, sometimes, there appear strong and muscled individual even among the elves. To mark this, you can choose one of your heroes after recruiting your warband – this hero gains access to strength skills. If for any reason you have no such elf in your warband, you can give this ability to the hero you buy. 
Still in contact – although far from their homeland, the elves still maintain strong contact with their homeworld – partly by magic, partly by more material means. Whenever searching for rare items, they get +2 to the roll if that item is on their starting equipment list (even if it is equipment of different profession, so ranger still gets the bonus when searching for wizard staff and so on)
Choice of warriors
A high elves warband must include minimum of 3 models. You have 500 gold coins which you can use to recruit your warband. Maximum number of warriors in warband is 12.

Heroes
Commander – your warband must include one commander, no more, no less
Loremaster – your warband must include one loremaster, no more, no less
Swordmasters – your warband can include up to two swordmasters
Ranger – your warband can include one ranger

Henchmen
Sword wardens – your warband can include up to five sword wardens
Elven warriors – your warband can include any number of elven warriors
Cadets – your warband can include any number of cadets
Starting experience
Commander starts with 20 experience points

Loremaster starts with 15 experience points

Swordmasters start with 12 experince points

Ranger starts with 8 experience points
All henchmen start the game with 0 experience points
High elves skills table

                            Combat   Shooting    Academic    Strength    Speed    Special
Commander              Y             Y                 Y                                Y            Y 
Loremaster                                                    Y                                Y            Y
Swordmasters            Y                                                                    Y            Y
Ranger                                       Y                                                    Y            Y
High elves equipment lists
Elven warriors equipment list

Hand to hand combat weapons:

Dagger…………………………2gc

Axe………………………...…..5gc

Sword……………………..….10gc

Elven greatsword……………20 gc

Spear…………………………10gc

Ithilmar weapon…………...2xprice

Missile weapons:

Bow…………………………...10gc

Long bow……………………..15gc

Elf bow………………………..35gc
Armour:

Light armour…………………..20gc

Ithilmar armour………………..60gc

Shield…………………………...5gc

Helmet…………………………10gc

Miscellaneous:

Elven cloak…………………….60gc
Swordmasters equipment list

Hand to hand combat weapons:

Dagger…………………………2gc

Axe………………………...…..5gc

Sword……………………..….10gc

Elven greatsword……………20 gc

Spear…………………………10gc

Ithilmar weapon…………...2xprice

Missile weapons:

none
Armour:

Light armour…………………..20gc

Ithilmar armour………………..60gc

Shield…………………………...5gc

Helmet…………………………10gc

Miscellaneous:

Elven cloak…………………….60gc

Rangers equipment list

Hand to hand combat weapons:

Dagger…………………………2gc

Axe………………………...…..5gc

Sword……………………..….10gc

Spear…………………………10gc

Missile weapons:

Bow…………………………...10gc

Long bow……………………..15gc

Elf bow………………………..35gc
Armour:

Light armour…………………..20gc

Helmet…………………………10gc

Miscellaneous:

Elven cloak…………………….60gc

Loremasters equipment list

Hand to hand combat weapons:

Dagger…………………………...2gc

Wizard staff…………………….30gc

Missile weapons:

None

Armour:

None

Miscellaneous:

Elven cloak………………………60gc

New equipment
Elven greatsword (Rare 6))– this is the two-handed weapon shaped for elves. Perfectly balanced with sharp edge, ready to cut down foes. 

Special rules - +2 strength, strike last, parry.

Wizard staff (Rare 10) – This is the staff used by loremasters. It is not only sign of their title, it also holds some magical power to use.

Special rules - +1 strength, two-handed, dispelling tool

Dispelling tool – whenever any of your opponents successfully casts a spell or prayer, the loremaster armed with wizard staff may attempt to dispel it. Roll 2d6 – if you roll higher then casting player, the spell or prayer is dispelled with no effect.

Heroes
1 Commander, 75 gold crowns to hire
Commander is the person responsible for success of the mission. Strong, cunning, with great strategic knowledge, his duty is to lead his comrades through Mordheim, find wyrdstone to be sent to Ulthuan a battle the forces of chaos.

Profile:   M   WS   BS   S   T   W   I   A   Ld

                5     5       5    3   3     1   6   1     9

Weapons and armour: Commander may be equipped with weapons and armour chosen from the elven warriors equipment list

Special rules:
Leader – any warrior within 6 of commander may use commanders leadersip characteristic when taking leadership tests

1 Loremaster. 60 gold crowns to hire

Loremaster is the divine power of the warband. He uses his superior knowledge of arcane arts not only to find and properly pack and send the wyrdstone, but also to provide some help for his comrades in combat.

Profile:   M   WS   BS   S   T   W   I   A   Ld

                5     4       4    3   3     1   6   1     8

Weapons and armour: Loremaster may be equipped with weapons and armour chosen from the loremasters equipment list

Special rules:

Wizard – loremaster is a wizard and starts the game with a spell from high magic spell list. When rolling for new spell, he may use either high magic or lesser magic spell list.

0-2 Swordmasters, 45 gold crowns to hire

Swordmasters are elven close combat elite and their duty is to protect loremaster from harm. It is not easy task, but they are perfectly capable for doing so!

Profile:   M   WS   BS   S   T   W   I   A   Ld

                5     5       4    3   3     1   6   1     8

Weapons and armour: Swordmasters may be equipped with weapons and armour chosen from the swordmasters equipment list

Special rules:

Master of the sword – as they are close combat elite, swordmasters count as having either quick strike or swordmaster skill from special skill list (your choice).

0-1 Ranger, 45 gold crowns to hire
Ranger is skilled huntsman and he never loses a track or chooses the wrong path. He is the one to navigate the evles through the cursed city.

Profile:   M   WS   BS   S   T   W   I   A   Ld

                5     4       4    3   3     1   6   1     8

Weapons and armour: Swordmasters may be equipped with weapons and armour chosen from the swordmasters equipment list

Special rules:

Seeker – if the ranger was not put out of action, he can alter the result of one exploration die by +/-1.

Excellent eyesight – the ranger can spot hidden enemies at twice his initiative value.
Henchmen
Elven warriors, 35 gold crowns to hire

These are the warriors chosen by commander to aid him in battle – not great in numbers, but their battle quality is supreme.

Profile:   M   WS   BS   S   T   W   I   A   Ld

                5     4       4    3   3     1   6   1     8

Weapons and armour: Elven warriors may be equipped with weapons and armour chosen from the elven warriors equipment list

0-5 Sword wardens, 40 gold crowns to hire

These are training to become swordmasters, practicing swift and deadly close combat skills.
Profile:   M   WS   BS   S   T   W   I   A   Ld

                5     4       4    3   3     1   6   1     8

Weapons and armour: Sword wardens may be equipped with weapons and armour chosen from the swordmasters equipment list

Special rules:

 Master of the sword – as they are going to be close combat elite, sword wardens count as having either quick strike or swordmaster skill from special skill list (your choice). 

Cadets, 25 gold crowns to hire
These are young and untrained recruits hoping to gain some experience and glory in the cursed city.
Profile:   M   WS   BS   S   T   W   I   A   Ld

                5     3       3    3   3     1   5   1     7
Weapons and armour: Cadets may be equipped with weapons and armour chosen from the elven warriors equipment list

Special rules:
Untrained cubs – although it is good to let thy young earn some fighting experience, there must be some more skilled warriors to ensure victory. You must have either elven warrior or sword warden for each cadet you recruit. If, for any reason, you have more cadets then elven warriors and sword wardens in your warband, you can keep them, but cannot buy more until the numbers match.
Know their place – These youngsters know that they cannot stand in the way of elders. If any of your cadet rolls “the lads good talent” on experience table, reroll it unless all your henchmen are cadets.
High elves special skills
Swordmaster

Elf with this skill is expert at using elven greatsword – he may ignore the “strike last” rule
Deflect
If the user of this skills is armed with any type of sword, he may use it to deflect shots, so he is at -1 to hit by missile fire

Quick strike

This elf can deliver blows with great speed. He gains +1A, but only if he uses any sword (normal or elven gratsword). He can be armed with second weapon (and it does not have to be a second sword to have the bonus)
Lethal shot

This ability provides great accuracy and piercing in shooting. Users shooting attacks are at +1 strength and +1 to injury, but only if he shoots from elven longbow
Fey quickness

Bearer has 6+ save against missile hits and close combat wounds. If he also has step  aside or dodge, that save is increased to 4+.
Houndmaster

Ranger only. If he has this skill, he can further train any hounds the warband purchase. If they were in at least one battle, you may pay 10gc to give them additional +1A and +1T. Each hound can gain this bonus only once.

Sage

Loremaster only. His superior knowledge gives the loremaster advantage in searching for wyrdstone. If he was not taken out of action, you can roll twice for him in the exploration phase and discard one roll. 
High magic
Elves believe that Lileath herself gave them this lore to help them defend themselves and flourish. No matter if it is true or not, the high magic is used for both offense and defense. And in a hand of skilled loremaster, in is very powerful tool.
D6     Result
1           Walk between worlds                                                                                                                 difficulity 6
The loremaster uses his power to partly enter another dimension, protecting himself from material harm.

When casted, the loremaster becomes effectively non corporeal. He cannot be charged and normal shots cannot harm him (he can still be wounded or affected by any spell or prayer). He is not restricted from running by any near model, nor he restricts the run himself. He can move in any direction and pass through any material, but must end his movement at solid surface. The spell lasts until the start of your next turn. If you wish, the spell can continue to work, but the loremaster cannot cast any other spell this turn, too busy to maintain hi interdimensional trip. 
2           Magnet for harm                                                                                                                          difficulity 7
When this curse is launched, the unlucky target findsthat blows and missiles hit him no matter how strongly he tries to avoid them.
This spell can be cast on any target within 18. Until end of turn, you can reroll all to hit rolls from all attacks directed at that model.(both close combat and missile) 

3           Fury of Khaine                                                                                                                             difficulity 8
By reciting the name of elvish god of murder, the loremaster launches deadly power at the victim of his wrath

Can be cast on any visible target within 24. Can also be cast on non-seen target, but then the range is only 6. Target suffers d3 S4 hits

4            Flames of phoenix                                                                                                                       difficulity 9
This power allows the loremaster to inflict fiery death at his opponents.

Make a straight line from the loremaster to any point on table. All models Within 0,5 of the line and 12 of the loremaster suffer S4 hit.

5            Unseen protection






     difficulity 7
This spell is used to deflect attacks from loremaster, or any one of his comrades he wishes to protect. 

The koremaster can cast this spell on himself, or any other model within 2. All successful hits, both missile and close combat must first pass strength test to be able to roll to wound (you use strength of the attack to test, i.e. model with S3 and great weapon must roll against 5).

6            Dimensional shift                                                                                                                        difficulity 8
By using this power, loremaster can move his target where he wishes him to be.

Can be cast on any model within 6, friend or foe (even himself). Move the model to any place within 10 and you must place it to solid surface. If the model ends up in contact with enemy model, he counts as charging.  
