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THE DARK ELVES

Unlike the other races of the Old World, the Dark Elfs rely on the use of monstrous beasts to make up the bulk of their fleet. The Death Fortresses are mounted atop of huge Sea Dragons that have been magically restrained, as well as intensively trained to do their evil bidding. Helldrakes, on the other hand, are forced to pull Dark Elf ships behind them as well as attack enemy vessels as their masters so direct them. Only after years and years of intense training so these beasts begin to trust and respond to their masters.  Elfs are perhaps uniquely adapted to this type of training as they are one of the few races that out live these terrible creatures. They therefore have the time to spend to bend the strong wills of these creatures to do their bidding.


Over the course of the past hundred years or so, the Dark Elves have been pursuing yet another devious plan to expand their fleets - one that will allow them to harness the denizens of the seas themselves to wreck havoc on their enemies.  

SEA MONSTERS AND BEASTS
Sea monsters have always been available to any fleet with a wizard, but the creatures are often too wild and unpredictable, sometimes even leaving the battlefield at crucial times. The Dark Elfs devised a dark plan to change that, a plan that would give them superiority over their enemies in the control of the creatures of the deep.  Their goal was to give Dark Elf admirals two more choices when selecting their fleets.  Sea monsters would give them those choices.

 First, they set out to capture a clutch of unhatched eggs of a Gargantuan - a large serpent like creature that coils itself around it's victim, crushing it as it constricts tighter and tighter.  Many unsuccessful attempts to get the eggs occurred over the first decade since the attempts began. Each failure brought more knowledge and new methods were continuously tried. After many, many lives had been lost acquiring them, an extensive breeding and training program began, augmented by powerful magic to sway the will of the beasts to the commands of their Beast Lord masters. The Gargantuans were also raised exclusively inside the Black Arcs so the beasts would consider the Arcs as their lair - an advantage when the creatures reacted unpredictably during a battle. The Gargantuans soon became acclimated to their new surroundings and responded favorably to the training by the Beast Lords. Unlike their brethren in the wild, the Dark Elf Gargantuans rarely fled the battle or attacked friendly ships.

The second part of the Dark Elf plan involved the Great Sea Dragons. Dark Elf's use Sea Dragons to carry huge platforms chained on their backs upon which rest the mighty Death Fortresses.  Once set in place, the Death Fortress must remain there until either the beast dies or it becomes too old to carry the fortress around anymore.  As most admirals of the Old World know, Sea Dragons can destroy a ship with its fiery breath.  In the early days when the Death Fortresses were first made, the Sea Dragon's would often turn on the Fortress itself, searing those inside with its blast of fire. Eventually, powerful magic spells were developed to stem the desire to use their breath weaponry. This is why the Sea Dragons that carry the Death Fortresses of today, do not have that ability. 

Most of the Death Fortresses used to this day are from the original days just after the Great Elf Civil War, the Sundering. The Dragons were much younger then and hundreds of Death Fortresses were constructed in those earlier days. Of course, even though Sea Dragons have always been bred throughout the years to replace fallen ones, there are still many of the original ones left who have begun to show the signs of aging and it is these that concerned the Dark Elf Admirals.

The first thought was to just remove the Death Fortresses and kill the Sea Dragons. However, it was learned that once the heavy Fortresses were removed, the Sea Dragons showed a great increase of energy and stamina and the Beast Lords set out to train the Sea Dragons to attack on their own like those in the wild. The spells preventing the Sea Dragons from using their fire breath was also dispelled to give the Sea Dragon's back their natural ferocity.  Unbelievable as it seems, the Sea Dragons responded very well to this new treatment, took to their new roll eagerly and another new Dark Elf weapon was created.

With the Gargantuans and Sea Dragons both accustomed to life within the Black Arcs, they did their bidding of their masters more effectively and proved to be much more reliable on the seas than their wild cousins.

POINT COST

Both types of sea monsters cost their normal point amounts of 50 points for the Gargantuan and 75 points for the Sea Dragon.  There is an additional one time cost of 25 points that must be spent if you wish to use these beasts with these rules. This cost is only paid once no matter how many of the beasts are purchased and it represents the extra effort and facilities needed to keep these creatures in the Black Ark.
FLEET RESTRICTIONS

When using these special rules, the Dark Elf player may ONLY buy the two types of sea monsters discussed in these rules, Gargantuans and Sea Dragons. He gives up the right to purchase any other type of sea monster unless he also purchases a Beast Lord (from the rules in the Citadel Journal). If a Beast Lord is purchased, he may buy the other sea monsters with the normal restrictions. Without a Beast Lord, the Dark Elf player may purchase One Gargantuan OR One Sea Dragon for every Doomreaver Squadron he purchases normally.

SUMMONING

The biggest advantage to the way the Dark Elfs use Gargantuans and Sea Dragons is that due to their intense training and upbringing, they do not have to be summoned like a normal sea monster. The Dark Elf player may unleash them from the Black Arc(s) at any time during the game and will have complete control of them (for the most part) unless a one is rolled on the reaction chart. Even a sea monster that has returned to the Arc from a reaction roll on one turn can be released again on the next turn if desired.  

MOVEMENT

Due to their specialized training and upbringing Dark Elf Gargantuans and Sea Dragons move normally except for the following modification to the Sea Monster Reaction Table.  This table is consulted whenever a Gargantuan or Sea Dragon has rolled any doubles for it’s movement roll. 

SEA MONSTER REACTION TABLE

1
The sea monster has become unpredictable.  Roll a d6 and see below:

1-3 - The sea monster becomes frenzied and moves at full speed to the nearest friendly ship and, if it reaches it, attacks it.

4-6 - Return it to the nearest Black Arc, if none are available, the beast dives into the sea and is finally free of its life of service to the Dark Elfs.

2-5
The sea monster remains in control and may be used normally.

6
The sea monster remains in control and may either move twice or attack twice this turn.

This table is ONLY for Dark Elf Gargantuans and Sea Dragons purchased according to these rules, use the regular reaction table for all other sea monsters.

COMBAT

All combat is resolved normally for the Dark Elf Gargantuans and Sea Dragons. 

TRITON & THE DARK ELFS

As in the original rules, Triton has a special enmity towards the Dark Elves for the way they force his creatures to carry or tow the Dark Elf ships. Upon discovering this new outrage, his fury was even greater and he was even more determined to thwart the efforts of the Dark Elves whenever possible. When the opposing player uses Triton in the game, the following rules modifications are made.  Triton normally has the following abilities when fighting against the Dark Elfs:


1.  +1 to his roll on the reaction table.


2. Banishes enemy Sea Monsters on a roll of 5 or 6.

These rules still apply for any Sea Monsters or Beasts that are purchased from the original Sea of Blood rulebook. The following modifications are used when he is fighting the Gargantuans and Sea Dragons that are purchased from these rules.


1. He has a +2 added to his roll on the reaction table. If using the Cursed of Naggaroth Citadel Journal rules, he may not have more than a +2 added to his reaction roll.


2. Banishment of these special Gargantuans and Sea Dragons is more difficult.  He still must roll a 5 or 6, but if the special Gargantuan or Sea Dragon is within 6" of a Dark Elf Black Arc, there is a -1 to that roll. When using the Cursed of Naggaroth rules from the Citadel Journal, Triton may not take control of these special beasts under any circumstances - they may only be sent back to the Arc through the banishment roll (the -1 modifier still applies if applicable). A roll of 6 (unmodified) simply returns the beast to the nearest Arc, or sets it free if there are no longer any Arcs left in the game.

Beast Lords function normally and have no additional effects on the special Gargantuans or Sea Dragons.

OTHER NOTES

Treat the Gargantuans and Sea Dragons presented in these rules as additions to the Dark Elf fleet. They should be considered independent "vessels" for the purpose of magic or other special rules that affect ships. They have no crew and cannot be targeted in that way.

DESIGNER NOTES


This simple idea came up after trying to think of some new ships for the Dark Elf Fleet. I wanted to make some additions that gave the Dark Elf player some more options when buying a fleet, yet was reluctant to add any more real ships, as they seem to be a pretty strong fleet to begin with. I noticed that the Sea Dragons mentioned in the Sea of Blood rulebook seemed to be the same as the ones in the fluff text for the Death Fortresses in the main rulebook. I theorized that the Dark Elves would have much better understanding of the Sea Dragons than anyone else and therefore should be able to use them more effectively than anyone else as well.


The Gargantuans on the other hand just seemed like the best of the remaining sea monsters to fit into the Dark Elf fleet, so I added them as well to give the Dark Elf Admiral two new "ships" to pick from.


I simulated the Dark Elfs better understanding of beasts by not having them have to summon the beasts to use. I also adjusted the Sea Monster Reaction Table on the basis that these creatures would consider the Black Arc's their "lair" and might also have a small amount of affinity to the keepers who feed them. A stretch maybe, but this is a fantasy game.


I decided that Triton should have a harder time banishing these creatures than those of the wild as they have been in service to the Dark Elfs all of their lives.


Give these rules a try and see what you think, until I make a new Dark Elf ship, it'll do for me.
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