Dark Elf  Harpies - New crew type
Cost: 25 points per counter

Harpies can be bought as extra crew for any non-monster pulled vessel (they don’t see eye to eye with these monsters and hence will not settle on their ships).
Each counter can be added to the standard crew of these ships up to a max of double the initial slot (ie if the vessel has 2 crew, then an additional 2 harpies can be purchased for the vessel).

These crew add a -1 if involved in a standard boarding action (ie a single harpy will have no effect on the combat outcome, but can be a casualty), 2 harpies will count as +1 to the boarding, so a ship with 2 crew and 2 harpies counts as having 3 crew for boarding purposes.

What harpies can do though is initiate boarding attacks at another ship up to 3” away from their host vessel.

In this type of boarding action they count as number of counters +1 and they swoop in on the enemy ship.

Enemy ships do not get ‘defensive grapeshot’ as per normal boarding, instead when the harpies initiate the attack roll a dice for each defensive crew counter – on a 6 remove one attacking harpy counter. This roll is made once at the start of the boarding action.
If they are beaten in combat they will lose a counter and be driven off back to their host ship. 

If they kill all crew on an enemy vessel, they may not sit on it and scupper it at the end of the turn – they are assumed to grab some corpses for a meal and fly back.

Harpies can initiate a separate boarding action to the standard crew.

So the Dark Elf crew can board a vessel they are in contact with and the harpies can fly to attack another vessel within 3”.

If harpies are the only crew left on a dark elf vessel, it is regarded as abandoned in terms of what it can do as the harpies have no sea craft and cannot sail the ships or fire the reaper batteries, but they can defend boarding attacks and initiate boarding up to 3” away still.


Corsair crew are seas hardened Dark elves. If they the atttackers they act as the number of counters taking part in the boarding action +1 for combat resolution purposes. If they are defenders, they act as the number of counters only.
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