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Combat Shooting Academic Strength Speed Special
Way-Warden v v v v v
Spellweaver v v v v
Wild Hunter v v v v
Pathfinder v v v v
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Highly trained at surviving and fighting outside the
forest of Athel Loren, no other Asrai is more suita-
ble to lead a band of Wayfarers on their journey. His
dedication and leadership is vital in the success of
any mission and no other elf is trusted with this
task by the Forest Nobility.
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tasks. They serve under the command of the Way-

-Wardens with steadfast loyalty.
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Weapons/Armor: Glade Warriors may be equipped

with weapons and armor from the Asrai Henchmen
Equipment List. '




enter combat, they weave a fantastic dance of death
and deception.
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Weapons/Armor: A Wardancer may be equipped
with weapons and armor from the Henchmen
equipment list, with noted exceptions such as not
being able to use missile weapons or armor.

The Asrai have long used a special breed of wolf,
known as Wolthound (half-wolf) to guard the glades
of Athel Loren. They have proven to be loyal com-
panions and strong allies when danger threatens.
Many times, a promising pup will be given to a
Way-warden as a gift of honor and privilege.
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Weapons/Armor: Powerful jaws and sharp teeth!

Strong predators and exceptional hunters, these
cats are occasionally acquired when young and
reared among the elves of Athel Loren for use
during Wild Hunt. Only a Wild Hunter or Noble
could ever hope to possess and train one of these
powerful and graceful creatures.
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Weapons/Armor: Powerful jaws and sharp teeth!
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Weapons/Armor: : A nasty temper and powerful
limbs.

SPECIAL RULES
Fear: A Wood Spirit causes Fear.
Barkskin: A Wood Spirit has a 4+ armor save.

Spirit: Immune to Poisons.






