DARK MAGIC

BACKGROUND

The Dark Elves are as accomplished practitioners of magic as their archenemies the High Elves, but whereas the High Elves essentially use High Magic in subtle ways, the Dark Elves utilises the evil powers of Chaos as a more destructive force indeed. Dark Magic is taxing, as the power of Chaos is difficult to control by an impatient Dark Elf Sorceress, so they are is still capable of using the lesser spells from colour magic, and sometimes the Sorceress loose control of the spell…

RULES

A Dark Elf Sorceress may be bought and used instead of an ordinary Wizard. The Sorceress is represented by her own counter and is treated like a Wizard in all respects unless otherwise detailed within this article. Her counter is placed on the Admirals Flagship template like a normal Wizard.

POINT COST
Cost and level are like those of a normal wizard, using the Expanded Rules for Wizards from WD 164. Battle Honours are 1 more than for a normal Wizard.

THE SPELL DECK

The Dark Magic cards should not be shuffled in with the other spell cards, they should be placed in a separate deck beside the table. In the End Phase of a turn the Sorceress may take one Dark Magic spell, and then replenish her hand with ordinary spells as per the normal rules. (Note: we also use this rule with High Magic, to avoid deck cycling) (Sorceresses may not use the "Grand Magic" Spells).
DARK POWER AND KNOWLEDGE

The Dark Magic spells have a casting number higher than 6, to counter this the Sorceress may invoke the Dark Power, in the form of a D3 dice to be rolled with the normal D6 dice.

In addition, she may use her knowledge in evil powers to add +1 to her dice roll for every two ordinary spells discarded. This must be declared before the casting roll is made. (Remember that 1 always fail!).

The Dark Power may be invoked for casting ordinary spells.

MISCASTING

If the Sorceress fails in her attempt to cast a spell using the Dark Power, roll same dice used in the attempt (D6+D3). On any doubles consult the table bellow.


Double
 Effect

1
The Sorceress is dragged into the chaos void by the Dark Power. She is removed from the game.


2
The Sorceress is unable to control the spell, which is cast affecting her ship. She loses all the cards in her hand and may do nothing for the remainder of the turn.


3
The Sorceress lose all the cards in her hand and may do nothing for the remainder of the turn.

DISPELLING DARK MAGIC

Dark Magic can be dispelled by any other type of Magic and all the normal rules apply, though it is harder to disperse the evil energy. The dispel roll of an enemy Wizard (or Mage, Grey Seer, Chaos Sorcerer…) is negatively modified by the result of the Dark Power dice used to cast the spell. (Remember that 6 always succeed!). This rule is valid only when casting Dark Magic, not when casting ordinary Magic, even if Dark Power is used. (Note: we also use a similar prohibition with High Magic, modifying the CJ rules, other wise High Elf Mages where too powerful when casting regular spells.)
DISPELLING ENEMY MAGIC

A Dark Elf Sorceress can dispel enemy magic in 2 ways: 

1: by using normal magic cards, if she still have any, and using all the normal rules.

OR 

2: by rolling more than 7 using a normal dice and the Dark Power dice.

DARK PEGASUS
Dark Pegasi are the favoured mounts of the Sorceresses. They are ferocious hunters and uses their horns to impale their preys.

A sorceress may buy a Dark Pegasus for 25 points. She will use it for escaping from a sinking or captured Black Ark. All normal flyers rules apply.

SPELLS

Arnizipal's Black Horror: 9+

The Wizard conjures a whirling vortex of Dark Energy, which drags her victims into one of the infernal regions.

Cast on: Any enemy ship.

Effect: Place the Black Horror Template on the table, centred on the enemy ship, choosing a direction. The template will move 1d6". 

The template remains in play and will continue to move 1d6" at the beginning of each Magic Phase.

Each ship touched by the template loses one crew counter and suffers 1 hit, roll for location and damage as for cannon fire, re-rolling any miss.

Soul Stealer: 8+

Invoking the fell daemons of the abyss, the Wizard tears the essence of life from the enemy, and uses it to renew the ancient enchantments that bind the Black Ark.
Cast on: Any enemy ship.

Effect: Roll a dice for each crew counter on the target ship: on a score of 3, 4, 5 or 6 it is removed. For every two counters removed, repair one damaged location on the Black Ark.

Doom Bolt: 8+

Whispering an ancient incantation the Wizard conjures a bolt of pure darkness and unleashes it upon the foes of the Dark Elves.

Cast on: Any enemy ship.

Effect: The target ship takes 3 random hits, re-rolling any miss. Save with -1.

Word of Pain: 7+

Upon uttering the name of Khaine, an unnatural and unbearable agony suffuses the bodies of the enemy crew, reducing their willingness to fight.

Cast on: Any enemy ship.

Effect: The target ship may do nothing this turn, and will defend from boarding with a -1 to its dice roll and no grapeshot.

Flame Sword: 7+

Summoning Dark Magic the Wizard engulfs the weapons of the crew in twisted black flames.

Cast on: Any friendly ship with crew (not DE monsters).

Effect: The target ship may count +3 to its dice roll in any boarding action this turn.

Chill Wind: 7+

Calling upon the coldness of Nagaelythe of the Utterdark, the Wizard unleashes a freezing wind against their enemies.

Cast on: Any enemy ship.

Effect: Roll a dice for each crew counter on the target ship: on a score of 4, 5 or 6 it is removed and the target ship may not fire this turn. 

DESIGNER NOTES

As a dark elf fan, I always wanted Dark Magic spells from the moment I got the CJ rules. Somebody did make a page and promised some rules long time ago, but the page went down. So I finally decided to make some rules. I wanted dangerous magic, but tried to stay clear from the problems found in the rules for the HE Mages.

There are no spells to summon monsters, as the Beast Lords already have the power to do that.

The names of the spells, and the fluff, are from several DE rules: Warhammer, Warmaster, and Mordheim.

The Arnizipal's Black Horror template is the one from the old out of production obsolete WHFB Magic Set, a 3" round template with a direction arrow on it. I loved that template when fielding my DE army, and I am happy to use it again!

Victor García


