Finubar the Seafarer- 700 pts 

The Phoenix King of Ulthuan
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Shanaar the Manticore-
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Causes Terror / Can Fly

Finubar must be the general.  Finubar must ride Shanaar, the golden Manticore, raised by, and given to Finubar by the wizards of Hoeth.  In order to use Finubar, the army must include a unit of White Lions.  

Any White Lion unit within 24 inches of the Phoenix King and his mount are considered to be guarding him, and thus will never flee… under any circumstances.
The Phoenix Crown- 85 pts

The second Phoenix Crown ever created. Created after the first was lost in the war of the beard with the Dwarves, Made to function more as a helm than as decoration, and has always been recovered after battle thus far, unlike it predecessor.  It is forged in the form of a phoenix itself, of Ithilmar, and gold.  It protects the wearer like a normal helm, and in addition, brings great pride to the High Elf Army.

All High Elves within 48” of the King take leadership tests using his Ld of 10.

The Seafarer’s Plate (Armour)- 90 pts
Made from a mix of fine metal’s, mined from lands all across the land… alloys from Lustria, Kislev, Tilea, Brettonia, and Middenheim… and brought to Vaul’s Anvil for mixing, and forging… Finubar is the only one ever to have worn the newly completed suit of plate mail, with its enchanted runes, bluish hue, and texture that is lighter yet stronger than the finest Ithilmar armour.   The lord of Lothern proudly wears the armour as king.

With Finubar’s shield, the armour confers a 3+ modified save.  In addition, should the armour save fail; there is individual ward saves for each of the wounds.  The ward is un-modified, and its potency is judged on a D6…  Roll a D6 before rolling the ward save for each wound to be saved.

1 or 2- Ward of 3+

3,4,5- Ward of 4+

6-       Ward of 5+

Glyph Razor (Blade)- 125 pts 
Many years ago, when Finubar was still only a young noble, and the captain of a single ship, he was sent as part of a High Elven fleet, whose purpose was to explore the coasts of Lustria.  When Finubar and his crew ventured into the steaming jungle, a sword was discovered within the ruins of a temple, amongst other relics, artifacts, and gold.  The crew packed the treasures, and brought them back to Ulthuan, where they were hailed by their fellows.  This was a major step in the promotion of Finubar through the ranks of nobility.  Finubar kept the blade… with its purplish silver blade, runes carved in a tongue long forgotten that hum and glow a yellowish white light when drawn, a handle wrapped in white shark’s skin, and with a hilt made from a huge, carved, sapphire.   

Glyph Razor confers strength of 8 to Finubar.  Rolls of 1, 2, or 3 to wound do one wound per hit as normal.  In addition, any rolls of 4 or 5 on the D6 roll to wound do D3 wounds.  A roll of 6 to wound does D6 wounds, slicing through armour, flesh, and bone with awesome force- an attack, which very few can survive.

Special Rules For Finubar, the Phoenix King-

In order to be crowned, and named the Phoenix King an Elf Prince of great importance is elected by the Council of Ulthuan.  Being elected, however, is not enough.  The Elf named must then pass through the ceremonial, magical flames of Asuryan, located at the God’s shrine.

The elf that enters the flame is either killed or passes through, unscathed and enchanted by the god, Asuryan, himself.  If an Elf, elected by the council can pass this test, truly he is the rightful Phoenix King of Ulthuan.  Finubar is the most recent warrior to have passed the test.

By passing through the flames, the Phoenix King is granted these blessings by Asuryan.  

1) The Phoenix King is immune to all Psychology.  He will never have to take any kind of psychological leadership test, ever.

2) Before the battle’s start, roll a D6-

1 or 2-  +1 Toughness (granted Asuryan’s durability)

3 or 4-  +1 Attack  (granted Asuryan’s speed)

5 or 6-  +1 Wound  (granted Asuryan’s vitality)

The Sigil of Hoeth- The Phoenix King, Finubar, is brought before the tower of Hoeth upon his crowning.  There, he is branded with a mark, upon his right breast, by the mages of Hoeth.  It is a sigil… a protector against the forces of hostile magic.

During a battle, if Finubar is targeted by a hostile spell, roll a die.  On a 4 or more, the spell is dispelled.  In addition, that particular spell may not target Finubar for the rest of the battle.  The next hostile spell targeting Finubar will be dispelled on a 5 or more… the next, a 6 or more.  Thus, only three spells may successfully be stopped.  

Note:  If the dispel fails, it may be used again for the same roll number.  If the un-dispelled spell lasts more than one turn, the sigil will attempt to dispel it the next turn, at the beginning of the magic phase.   

This bonus remains for the entire battle…  

