Idea for sea monster

The Sirens (cost 100 points)
The sirens are three dangerous half-bird half-women creatures that inhabit an island called Anthemusa.  The island is surrounded by rocks and cliffs, and mariners sailing close to the island can be compelled by the Sirens’ enchanting voices to shipwreck on the rocky coast.

Either player can select the sirens as part of their fleet allocation, however they may be summoned by successfully casting a magical spell during the magic phase (only magical races with a surviving wizard can summon the Sirens). The spell is from the Amethyst college and an opposing player may attempt to dispel by playing an appropriate card when the spell to summon the Sirens has been successfully cast. 
The card below is in addition to the allocated number of cards held by the wizard and is retained throughout the game until destroyed by an opponent.
The Sirens are placed on a piece of terrain nominated by the player who selected them. If there is otherwise no terrain then a piece of terrain must be specifically placed in order to use them.


Once the sirens have been successfully summoned, they remain active until they are destroyed or return to their slumber. Each round they are awake roll on the following table to determine their effect.
The effect and range are determined by up to three dice rolls as follows 
1st Roll (Effect) – 1xd6
1 -  The sirens return to their slumber until they are awakened again by the magical spell
2 - 4 – The sirens have been successfully summoned
5 - 6 – The sirens are summoned with a frenzy and have two attacks this turn.
2nd Roll (Range)  - 1xd6
(use the firing template to determine whether ships are within range of the sirens – this is the radius around the terrain piece)
1 – ships are not affected by the sirens this turn (no further rolls required)
2 - 3 – all ships within short range are affected by the sirens
4 - 5 – all ships within short and medium range are affected by the sirens
6 – all ships within short, medium and long range are affected by the sirens

3rd Roll (Effect on shipping) 1x d6 

All ships affected by sirens are moved 1”  - 6” closer to the rocks dependent on the number rolled.

If a ship hits the rocks as a result, it makes a normal below the waterline save and may be sunk. If it fails the saving throw roll on the table on page 17 of the Man O’War rulebook to determine the damage taken by the ship. 
On it’s turn, the ship’s captain may try to disengage from the rocks. Roll a dice – on a roll of 4 or more, the ship may move away normally. On a 3 or less the ship is stuck fast. It takes no more damage and you can try to move off again the next turn. Ships stuck on the rocks are not affected by the Sirens during the next turn. 
Ships stuck on the rocks may attempt a boarding action to defeat the sirens. Ships may also ram the island (checking first for damage caused) to instigate a boarding action. Before the boarding action can commences roll a d6. On a 1-3 the sailors are mesmerised by the Sirens and the boarding action does not commence. On a roll of 4+ and the boarding action may proceed normally. Boarding actions  are as described in the Man o War manual with no special modifiers. The sirens may only defend a boarding action and cannot retaliate.
The sirens remain active on subsequent turns until they are destroyed or return to their slumber. In this case their effect is determined and executed during one of the players turns (ie like any other squadron or man o war)
Wounds: 3

On the 3rd wound the sirens are destroyed and take no further part in the game. The card is given to the player destroying the sirens and are worth 2 battle honours. 

Where a 1 is rolled and the sirens return to their slumber any wounds that have been inflicted are healed and the magic card is turned over to be re-summoned.
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Sirens


The sirens are a beautiful island based monster that through their enchanting voices lure unwary sailors on to the rocks of the island of Anthemusa. 
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Battle Honours: 2








