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Skip to main content Reddit and its partners use cookies and similar technologies to provide you with a better experience. By accepting all cookies, you agree to our use of cookies to deliver and maintain our services and site, improve the quality of Reddit, personalize Reddit content and advertising, and measure the effectiveness of advertising. By
rejecting non-essential cookies, Reddit may still use certain cookies to ensure the proper functionality of our platform. For more information, please see our Cookie Notice and our Privacy Policy. Skip to main content Reddit and its partners use cookies and similar technologies to provide you with a better experience. By accepting all cookies, you
agree to our use of cookies to deliver and maintain our services and site, improve the quality of Reddit, personalize Reddit content and advertising, and measure the effectiveness of advertising. By rejecting non-essential cookies, Reddit may still use certain cookies to ensure the proper functionality of our platform. For more information, please see
our Cookie Notice and our Privacy Policy. Dark Elves are one of the finest teams in Blood Bowl, both in game lore and in the modern tabletop game. In fact our recent meta analysis showed they have the best win rate of any team so far in 2022. So its high time we took a closer look at what makes the denizens of Naggaroth so good at Blood
Bowl!ProsFantastic starting roster with all the best core skillsUniversal AG2+ with plenty of AV9+Loads of different build and development optionsConsNo longer easy to pass with any player in BB20Not the fastest Elf teamDark Elves by @rumhampaintingThe Roster Dark Elf LinemenThe backbone of your team, linemen have good armour by elf
standards, AG2+, and otherwise solid stats. With so many good positionals in the team, your linemen will tend to have to do the job of standing on the LOS, marking opponent players, acting as the front of your screens, and other similar unforgiving duties.They can be developed in many ways, with Block and Dodge being easily accessible and obvious
choices that immediately make them superb assets. Wrestle is also strong. Dirty Player and Sneaky Git are equally strong options for fouling, though Dark Elves must be careful as their fouling pieces become TV-expensive. Kick is another option that can create strong tactical opportunities and problems, but remember it comes with set-up
restrictions.BlitzersOne of the finest players in all of Blood Bowl, the Dark EIf Blitzer is a perfect starting player that also has phenomenal development potential. And Dark Elves get four of them!With MA7 AG2+ AV9+ and Block, this is a do-it-all player that you will want to take the maximum of as soon as possible.For development, Dodge is again an
obvious choice. At some point you will want at least one with Tackle. Guard is very strong, but as a Secondary skill will require some SPP-saving. Mighty Blow, particularly on a Tackle piece, falls into the same category. Sidestep is a great second skill for those who took Dodge first.Dark Elves by @rumhampaintingWitch ElvesAnother contender for
one of the best players in the game, Witches provide another slew of great stats and development options, as well as some unique skills that give the whole team another dimension.With MA7, AG2+ and Dodge, Witches are one of your most mobile positionals out of the box. This means they can be effective ball carriers if you dont want to use a
Runner. But Frenzy tends to mean Witches are developed as ball-hunters or deep cover blitzers, hunting players near the sideline and looking for surfs. Jump Up means if opponents dont knock them out when they knock them down you can spring some nasty surprises on your turn.Wrestle and Block are both equally good development options and the
choice is a matter of taste. Beyond that, Tackle and Strip Ball again enhance their role, while Sidestep and Diving Tackle also have strong synergies, with Sidestep being particularly helpful to avoid getting counter-surfed. RunnersRunners are an interesting piece that are a little divisive as to their merits. On the one hand, MA7, access to Passing skills
on Normals (Leader), a Dump-Off skill that now triggers on Blitz nomination, and the only player on the team with half decent Passing Ability, and they have some clear upsides. On the other hand, AV8+ is a liability when you are forced to deploy them defensively, and Dark Elves lack neither strong MA7 ball carriers nor any real need for a passing
game.Ultimately Runners become a matter of preference and can be selected either when their cost works out well for your team build, or when you start going beyond eleven players.Dodge is a great first skill choice if you dont need Leader. Block and Sure Hands are good options afterward.Dark Elves by @rumhampaintingAssassinsIn many other
rosters this would be an auto-take, but Dark Elves have so many good positionals that Assassins find themselves in their shadow somewhat. Sins did get a boost in BB20 with an extra point of MA, but the Shadowing skill got a totally unneeded nerf. What they are indisputably good at is removing anything with low armour and annoying skills like
Dodge, but Dark Elves are generally strong against those kind of players anyway. They are rather costly for their very specific skillset and low AV, and though a very fun and thematic positional, they aremostly optional.Dodge is a perfect first skill for them. The most infamous skill for Assassins is Multi-Block, which allows them to make two stabs with
one action. This is a secondary unfortunately, but an extreme fun option. Leap is also an interesting option that allows surprise flying stabs and can be very effective against low-AV ball carriers. Star PlayersDark Elves have the Elven Kingdom stars, which includes some interesting players that are mostly not likely to be available for what is an
expensive and normally strong TV-developing team. Eldril is fantastic, his Hypno Gaze being an asset to all flavours of Elf play, and backed by a strong stat line. Zolcath is another Hypno option on a ig guy body and definitely provides a hefty dose of something different. Roxanna remains fantastic, but is pricey by BB20 standards. The only two cheap
options, Gloriel and Willow, dont really do anything much for Dark Elves, and inducement money at this level is probably best spent elsewhere. Tactics and PlaystyleDark Elves are unique amongst elf and agility teams in that they have high armour and no players with outstanding movement, which tends to make them a more superlative defensive
rather than offensive force. Dark Elf teams will not typically drop as many touchdowns on opponents as their cousins or other agility teams do, but they will stifle opponents and get game-winning defensive scores.Offensively, Dark Elves tend to play a rolling cage or layered screens. They are well equipped to make long drives, with both good
durability and easy repositioning, and their ability to cause damage should not be underestimated. With four blockers and a strong ability to pick out loose opponents, they can outbash many teams in the game by chipping away at them.Defensively, the classic Elven double column is perfectly suited to them. If the opposition is fairly passive it is very
likely you can win any contest of position and attrition. Equally, one of Dark Elves strengths is the ability to play a more aggressive defense and mark lower strength opponents, causing them positional and risk problems by forcing dice rolls. Basing opponents has obvious risks and should not be performed flippantly, but Dark Elves have great ability
to upset cages in this way.On kick offs, Dark Elves are mostly as able to capitalise on deep kicks and Blitz! results as their cousins, driving a wedge between the ball and the opponents front line players and preventing or disrupting their ability to cage.When you have Witch Elves, the power of Frenzy should not be underestimated on both sides of the
ball. You can use it aggressively to hunt unwary players near the sidelines or create chain pushes that open up other options; and you can also use it as a threat, with your Witches remaining behind your lines and letting your opponent know that any misposition will be punished.Dark Elves by @rumhampaintingStarting Team Builds League PlayDark
Elves have many options for how they build their starting rosters. The below is a good starting core:3 x Blitzers6 x Linemen2 x RerollsFrom here you have a few choices to round out the team:Add another Blitzer and another linemanAdd another Blitzer and a RunnerAdd a Witch Elf and another linemanlI consider all of the above equally strong.Starting
builds with Assassins tend to become difficult because of their 85k cost, so I would advise adding one later. League DevelopmentIdeally, a Dark Elf team will roster all four Blitzers and both Witches as an initial target, and purchase the third reroll. You can add Runners and Assassins to taste, and the Apothecary is also a good purchase. Tournament
PlayAt 1.1m Gold, Dark Elves can have all their toys:4 x Blitzers2 x Witch Elvesl x Runnerl x Assassin3 x Linemen?2 x RerollsThis build will generally necessitate taking Leader on the Runner to make up for low rerolls.At 1.15m Gold, either the third reroll can be bought, or an Apo can be added instead.This is an extremely strong roster in tourney
play, and though Dark Elves will normally find themselves in the highest skill tier, it gives you a fantastic tool box of skills even in your basic lineup. Tournament SkillsMuch as with League play, adding some amount of Dodge to Blitzers and some amount of Block or Wrestle to Witches are good starting points. Tackle on a Blitzer is also a strong option.
If you are lucky enough to get Secondary skill allocation, Guard on a Blitzer is excellent. As mentioned above, you may need or want to add Leader to the Runner. Dodge is also a strong option for your Runner and Assassin. TierDark Elves are an undisputed Tier 1 Tournament team. They have been perennial members of this Tier and arguably got
stronger in this edition with the general changes to the meta and by avoiding any nerfs themselves. Thanks for reading, and as always, if you have any questions or suggestions for us you can drop us a line at Contact@Goonhammer.comDark Elves are one of the finest teams in Blood Bowl, both in game lore and in the modern tabletop game. In fact
our recent meta analysis showed they have the best win rate of any team so far in 2022. So its high time we took a closer look at what makes the denizens of Naggaroth so good at Blood Bowl!ProsFantastic starting roster with all the best core skillsUniversal AG2+ with plenty of AV9+Loads of different build and development optionsConsNo longer
easy to pass with any player in BB20Not the fastest Elf teamDark Elves by @rumhampaintingThe Roster Dark Elf LinemenThe backbone of your team, linemen have good armour by elf standards, AG2+, and otherwise solid stats. With so many good positionals in the team, your linemen will tend to have to do the job of standing on the LOS, marking
opponent players, acting as the front of your screens, and other similar unforgiving duties.They can be developed in many ways, with Block and Dodge being easily accessible and obvious choices that immediately make them superb assets. Wrestle is also strong. Dirty Player and Sneaky Git are equally strong options for fouling, though Dark Elves
must be careful as their fouling pieces become TV-expensive. Kick is another option that can create strong tactical opportunities and problems, but remember it comes with set-up restrictions.BlitzersOne of the finest players in all of Blood Bowl, the Dark Elf Blitzer is a perfect starting player that also has phenomenal development potential. And Dark
Elves get four of them!With MA7 AG2+ AV9+ and Block, this is a do-it-all player that you will want to take the maximum of as soon as possible.For development, Dodge is again an obvious choice. At some point you will want at least one with Tackle. Guard is very strong, but as a Secondary skill will require some SPP-saving. Mighty Blow, particularly
on a Tackle piece, falls into the same category. Sidestep is a great second skill for those who took Dodge first.Dark Elves by @rumhampaintingWitch ElvesAnother contender for one of the best players in the game, Witches provide another slew of great stats and development options, as well as some unique skills that give the whole team another
dimension.With MA7, AG2+ and Dodge, Witches are one of your most mobile positionals out of the box. This means they can be effective ball carriers if you dont want to use a Runner. But Frenzy tends to mean Witches are developed as ball-hunters or deep cover blitzers, hunting players near the sideline and looking for surfs. Jump Up means if
opponents dont knock them out when they knock them down you can spring some nasty surprises on your turn.Wrestle and Block are both equally good development options and the choice is a matter of taste. Beyond that, Tackle and Strip Ball again enhance their role, while Sidestep and Diving Tackle also have strong synergies, with Sidestep being
particularly helpful to avoid getting counter-surfed. RunnersRunners are an interesting piece that are a little divisive as to their merits. On the one hand, MA7, access to Passing skills on Normals (Leader), a Dump-Off skill that now triggers on Blitz nomination, and the only player on the team with half decent Passing Ability, and they have some clear
upsides. On the other hand, AV8+ is a liability when you are forced to deploy them defensively, and Dark Elves lack neither strong MA7 ball carriers nor any real need for a passing game.Ultimately Runners become a matter of preference and can be selected either when their cost works out well for your team build, or when you start going beyond
eleven players.Dodge is a great first skill choice if you dont need Leader. Block and Sure Hands are good options afterward.Dark Elves by @rumhampaintingAssassinsIn many other rosters this would be an auto-take, but Dark Elves have so many good positionals that Assassins find themselves in their shadow somewhat. Sins did get a boost in BB20
with an extra point of MA, but the Shadowing skill got a totally unneeded nerf. What they are indisputably good at is removing anything with low armour and annoying skills like Dodge, but Dark Elves are generally strong against those kind of players anyway. They are rather costly for their very specific skillset and low AV, and though a very fun and
thematic positional, they aremostly optional.Dodge is a perfect first skill for them. The most infamous skill for Assassins is Multi-Block, which allows them to make two stabs with one action. This is a secondary unfortunately, but an extreme fun option. Leap is also an interesting option that allows surprise flying stabs and can be very effective against
low-AV ball carriers. Star PlayersDark Elves have the Elven Kingdom stars, which includes some interesting players that are mostly not likely to be available for what is an expensive and normally strong TV-developing team. Eldril is fantastic, his Hypno Gaze being an asset to all flavours of Elf play, and backed by a strong stat line. Zolcath is another
Hypno option on a ig guy body and definitely provides a hefty dose of something different. Roxanna remains fantastic, but is pricey by BB20 standards. The only two cheap options, Gloriel and Willow, dont really do anything much for Dark Elves, and inducement money at this level is probably best spent elsewhere. Tactics and PlaystyleDark Elves are
unique amongst elf and agility teams in that they have high armour and no players with outstanding movement, which tends to make them a more superlative defensive rather than offensive force. Dark Elf teams will not typically drop as many touchdowns on opponents as their cousins or other agility teams do, but they will stifle opponents and get
game-winning defensive scores.Offensively, Dark Elves tend to play a rolling cage or layered screens. They are well equipped to make long drives, with both good durability and easy repositioning, and their ability to cause damage should not be underestimated. With four blockers and a strong ability to pick out loose opponents, they can outbash many
teams in the game by chipping away at them.Defensively, the classic Elven double column is perfectly suited to them. If the opposition is fairly passive it is very likely you can win any contest of position and attrition. Equally, one of Dark Elves strengths is the ability to play a more aggressive defense and mark lower strength opponents, causing them
positional and risk problems by forcing dice rolls. Basing opponents has obvious risks and should not be performed flippantly, but Dark Elves have great ability to upset cages in this way.On kick offs, Dark Elves are mostly as able to capitalise on deep kicks and Blitz! results as their cousins, driving a wedge between the ball and the opponents front
line players and preventing or disrupting their ability to cage.When you have Witch Elves, the power of Frenzy should not be underestimated on both sides of the ball. You can use it aggressively to hunt unwary players near the sidelines or create chain pushes that open up other options; and you can also use it as a threat, with your Witches remaining
behind your lines and letting your opponent know that any misposition will be punished.Dark Elves by @rumhampaintingStarting Team Builds League PlayDark Elves have many options for how they build their starting rosters. The below is a good starting core:3 x Blitzers6 x Linemen2 x RerollsFrom here you have a few choices to round out the
team:Add another Blitzer and another linemanAdd another Blitzer and a RunnerAdd a Witch Elf and another linemanlI consider all of the above equally strong.Starting builds with Assassins tend to become difficult because of their 85k cost, so I would advise adding one later. League Developmentldeally, a Dark Elf team will roster all four Blitzers and
both Witches as an initial target, and purchase the third reroll. You can add Runners and Assassins to taste, and the Apothecary is also a good purchase. Tournament PlayAt 1.1m Gold, Dark Elves can have all their toys:4 x Blitzers2 x Witch Elvesl x Runnerl x Assassin3 x Linemen?2 x RerollsThis build will generally necessitate taking Leader on the
Runner to make up for low rerolls.At 1.15m Gold, either the third reroll can be bought, or an Apo can be added instead.This is an extremely strong roster in tourney play, and though Dark Elves will normally find themselves in the highest skill tier, it gives you a fantastic tool box of skills even in your basic lineup. Tournament SkillsMuch as with
League play, adding some amount of Dodge to Blitzers and some amount of Block or Wrestle to Witches are good starting points. Tackle on a Blitzer is also a strong option. If you are lucky enough to get Secondary skill allocation, Guard on a Blitzer is excellent. As mentioned above, you may need or want to add Leader to the Runner. Dodge is also a
strong option for your Runner and Assassin. TierDark Elves are an undisputed Tier 1 Tournament team. They have been perennial members of this Tier and arguably got stronger in this edition with the general changes to the meta and by avoiding any nerfs themselves. Thanks for reading, and as always, if you have any questions or suggestions for us
you can drop us a line at Contact@Goonhammer.com Below youll find all the resources you need to field a Blood Bowl Dark Elf team. Whether for use at your next Tournament or League, these guides will give you a quick start on putting your players to the pitch and developing your team as you play the best sports game in the old-world.The builds
and guides below can be used for the new edition of tabletop Blood Bowl (Blood Bowl 2020 or Blood Bowl Second Season Edition if you prefer) as well as the updated ruleset on FUMBBL and Blood Bowl 3 You can find additional Team Guides here, giving you the up to date rosters from the new Blood Bowl edition as they come in plus any new teams
or roster updates from new Spike Magazine. If youre new to the current edition of Blood Bowl or have joined in with Blood Bowl 3, these are a handy guide to learn the up to date rosters and changes from the old edition, so even if you have a better idea for the team builds themselves, theyre a good way to refresh yourself on the current rosters.You
can also find addtional Player Guides here, where we go through all of builds we think work best for the different blood bowl players on each team. We even talk our way through whether you should be picking random skills on each player.We hope you enjoyed our look into the Blood Bowl Dark Elves, feel free to leave feedback and comments in the
relevant articles. This is a community game and well be able to provide better content for you guys the more ideas we get! Dark Elves are one of the finest teams in Blood Bowl, both in game lore and in the modern tabletop game. In fact our recent meta analysis showed they have the best win rate of any team so far in 2022. So its high time we took a
closer look at what makes the denizens of Naggaroth so good at Blood Bowl!ProsFantastic starting roster with all the best core skillsUniversal AG2+ with plenty of AV9+Loads of different build and development optionsConsNo longer easy to pass with any player in BB20Not the fastest Elf teamDark Elves by @rumhampaintingThe Roster Dark EIf
LinemenThe backbone of your team, linemen have good armour by elf standards, AG2+, and otherwise solid stats. With so many good positionals in the team, your linemen will tend to have to do the job of standing on the LOS, marking opponent players, acting as the front of your screens, and other similar unforgiving duties.They can be developed in
many ways, with Block and Dodge being easily accessible and obvious choices that immediately make them superb assets. Wrestle is also strong. Dirty Player and Sneaky Git are equally strong options for fouling, though Dark Elves must be careful as their fouling pieces become TV-expensive. Kick is another option that can create strong tactical
opportunities and problems, but remember it comes with set-up restrictions.BlitzersOne of the finest players in all of Blood Bowl, the Dark EIf Blitzer is a perfect starting player that also has phenomenal development potential. And Dark Elves get four of them!With MA7 AG2+ AV9+ and Block, this is a do-it-all player that you will want to take the
maximum of as soon as possible.For development, Dodge is again an obvious choice. At some point you will want at least one with Tackle. Guard is very strong, but as a Secondary skill will require some SPP-saving. Mighty Blow, particularly on a Tackle piece, falls into the same category. Sidestep is a great second skill for those who took Dodge
first.Dark Elves by @rumhampaintingWitch ElvesAnother contender for one of the best players in the game, Witches provide another slew of great stats and development options, as well as some unique skills that give the whole team another dimension.With MA7, AG2+ and Dodge, Witches are one of your most mobile positionals out of the box. This
means they can be effective ball carriers if you dont want to use a Runner. But Frenzy tends to mean Witches are developed as ball-hunters or deep cover blitzers, hunting players near the sideline and looking for surfs. Jump Up means if opponents dont knock them out when they knock them down you can spring some nasty surprises on your
turn.Wrestle and Block are both equally good development options and the choice is a matter of taste. Beyond that, Tackle and Strip Ball again enhance their role, while Sidestep and Diving Tackle also have strong synergies, with Sidestep being particularly helpful to avoid getting counter-surfed. RunnersRunners are an interesting piece that are a
little divisive as to their merits. On the one hand, MA7, access to Passing skills on Normals (Leader), a Dump-Off skill that now triggers on Blitz nomination, and the only player on the team with half decent Passing Ability, and they have some clear upsides. On the other hand, AV8+ is a liability when you are forced to deploy them defensively, and
Dark Elves lack neither strong MA7 ball carriers nor any real need for a passing game.Ultimately Runners become a matter of preference and can be selected either when their cost works out well for your team build, or when you start going beyond eleven players.Dodge is a great first skill choice if you dont need Leader. Block and Sure Hands are
good options afterward.Dark Elves by @rumhampaintingAssassinsIn many other rosters this would be an auto-take, but Dark Elves have so many good positionals that Assassins find themselves in their shadow somewhat. Sins did get a boost in BB20 with an extra point of MA, but the Shadowing skill got a totally unneeded nerf. What they are
indisputably good at is removing anything with low armour and annoying skills like Dodge, but Dark Elves are generally strong against those kind of players anyway. They are rather costly for their very specific skillset and low AV, and though a very fun and thematic positional, they aremostly optional.Dodge is a perfect first skill for them. The most
infamous skill for Assassins is Multi-Block, which allows them to make two stabs with one action. This is a secondary unfortunately, but an extreme fun option. Leap is also an interesting option that allows surprise flying stabs and can be very effective against low-AV ball carriers. Star PlayersDark Elves have the Elven Kingdom stars, which includes
some interesting players that are mostly not likely to be available for what is an expensive and normally strong TV-developing team. Eldril is fantastic, his Hypno Gaze being an asset to all flavours of Elf play, and backed by a strong stat line. Zolcath is another Hypno option on a ig guy body and definitely provides a hefty dose of something different.
Roxanna remains fantastic, but is pricey by BB20 standards. The only two cheap options, Gloriel and Willow, dont really do anything much for Dark Elves, and inducement money at this level is probably best spent elsewhere. Tactics and PlaystyleDark Elves are unique amongst elf and agility teams in that they have high armour and no players with
outstanding movement, which tends to make them a more superlative defensive rather than offensive force. Dark Elf teams will not typically drop as many touchdowns on opponents as their cousins or other agility teams do, but they will stifle opponents and get game-winning defensive scores.Offensively, Dark Elves tend to play a rolling cage or
layered screens. They are well equipped to make long drives, with both good durability and easy repositioning, and their ability to cause damage should not be underestimated. With four blockers and a strong ability to pick out loose opponents, they can outbash many teams in the game by chipping away at them.Defensively, the classic Elven double
column is perfectly suited to them. If the opposition is fairly passive it is very likely you can win any contest of position and attrition. Equally, one of Dark Elves strengths is the ability to play a more aggressive defense and mark lower strength opponents, causing them positional and risk problems by forcing dice rolls. Basing opponents has obvious
risks and should not be performed flippantly, but Dark Elves have great ability to upset cages in this way.On kick offs, Dark Elves are mostly as able to capitalise on deep kicks and Blitz! results as their cousins, driving a wedge between the ball and the opponents front line players and preventing or disrupting their ability to cage.When you have Witch
Elves, the power of Frenzy should not be underestimated on both sides of the ball. You can use it aggressively to hunt unwary players near the sidelines or create chain pushes that open up other options; and you can also use it as a threat, with your Witches remaining behind your lines and letting your opponent know that any misposition will be
punished.Dark Elves by @rumhampaintingStarting Team Builds League PlayDark Elves have many options for how they build their starting rosters. The below is a good starting core:3 x Blitzers6 x Linemen2 x RerollsFrom here you have a few choices to round out the team:Add another Blitzer and another linemanAdd another Blitzer and a RunnerAdd
a Witch EIf and another linemanl consider all of the above equally strong.Starting builds with Assassins tend to become difficult because of their 85k cost, so I would advise adding one later. League Developmentldeally, a Dark Elf team will roster all four Blitzers and both Witches as an initial target, and purchase the third reroll. You can add Runners
and Assassins to taste, and the Apothecary is also a good purchase. Tournament PlayAt 1.1m Gold, Dark Elves can have all their toys:4 x Blitzers2 x Witch Elvesl x Runnerl x Assassin3 x Linemen2 x RerollsThis build will generally necessitate taking Leader on the Runner to make up for low rerolls.At 1.15m Gold, either the third reroll can be bought,
or an Apo can be added instead.This is an extremely strong roster in tourney play, and though Dark Elves will normally find themselves in the highest skill tier, it gives you a fantastic tool box of skills even in your basic lineup. Tournament SkillsMuch as with League play, adding some amount of Dodge to Blitzers and some amount of Block or Wrestle
to Witches are good starting points. Tackle on a Blitzer is also a strong option. If you are lucky enough to get Secondary skill allocation, Guard on a Blitzer is excellent. As mentioned above, you may need or want to add Leader to the Runner. Dodge is also a strong option for your Runner and Assassin. TierDark Elves are an undisputed Tier 1
Tournament team. They have been perennial members of this Tier and arguably got stronger in this edition with the general changes to the meta and by avoiding any nerfs themselves. Thanks for reading, and as always, if you have any questions or suggestions for us you can drop us a line at Contact@Goonhammer.com The Dark Elves are back in
Blood Bowl 3 and remain one of the top teams in the game. With their incredible agility combined with hitting power and resilience, they are one of the very best defensive teams in the game. The Dark Elves have some of the most interesting and versatile positional players in Blood Bowl too, from the bloodthirsty Witch Elves, to the sinister Assassins.
In this guide, we're going to tell you how to build, develop, and skill your Dark Elves, and the best strategies to use to get the most from this highly varied team. Starting Team Build 4 x Blitzers 1 x Runner 6 x Linemen 2 x Team Re-rolls Despite their many different positionals, cost, and efficiency means your starting rosters will have to look a little
humble. By far the simplest and most effective way to start Dark Elves is to take the four Blitzers. These are arguably one of the best players in the game and can do everything and anything the team needs on both sides of the ball. The Runner is a dedicated ball carrier who has lower armor than the rest of the team but adds offensive mobility. He can
also be one of the best ways to add re-rolls to the team by taking the Leader skill. Dark Elf Linemen are extremely solid players who can be developed in many useful ways into impactful players in their own right. You can only fit 2 Team Re-rolls in this build, and there is no room to buy more Dedicated Fans. If you want to change this build-up a little,
you can drop the Runner for a Lineman and swap a Blitzer for a Witch EIlf. You could also drop the Runner for a Lineman and use the remaining money on Dedicated Fans. Your main priority with Dark Elves will be to buy the third Team Re-roll. After that the Apothecary, and after that, fill out your maximum number of Blitzers and Witch Elves. You
should ultimately aim to have around thirteen or fourteen players on the roster. In time, a fourth Team Re-roll is well worth considering. The Assassins are fun, but very specialized players, who are entirely optional for Dark Elf teams. They can be very useful against the right kind of low-armor opponents, but they are also quite vulnerable themselves,
and not cheap. Below are the best starting skills for your Dark Elves. Secondary choices are shown in italics. Dark Elves are uniquely blessed in that they have so many players who can take the combination of Block and Dodge, or "Blodge", very easily. This is one of the most powerful combos in Blood Bowl and gives both great offensive and defensive
utility. Player Skill Blitzers Dodge, Tackle, Mighty Blow, Guard, Sidestep, Diving Tackle Witch Elves Block or Wrestle, Tackle, Sidestep, Mighty Blow, Juggernaut Runners Leader, Sure Hands, Dodge, Block, Accurate, Pass Assassins Dodge, Block, Sidestep, Diving Tackle Linemen Block or Wrestle, Dodge, Sidestep, Guard Dark Elves' ability to both
dodge away from opponents and go toe-to-toe with them makes them one of the most versatile teams in the game. Defensively, you can keep opponents at arms' length and frustrate them by dodging away and making two-deep screens. This will limit them to very few blocks against you and restrict their progress down the field. If the game becomes
about trading Blitz actions you have a good chance to win the war of attrition against many teams. When the time is right, you can pile players in and put pressure on your opponent, or go for the ball using your agility to find opportunities to penetrate cages or outmaneuver screens. On offense you should resist the temptation to pursue a passing
attack, and instead play a loose, running screen, using your Blitzers to punch holes in opposing defenses. When you do make a significant gap, you can easily flood multiple players by using your agility. Once you have Witch Elves, their Frenzy skill can make this even easier by pushing defenders multiple squares. This same skill can also make Dark
Elves a serious danger to opponents when a play comes anywhere near the sideline, as you have many ways to threaten a push into the crowd. Next: Blood Bowl 3: Best Imperial Nobility Team Skills & Strategies Welcome, blood bowl fans! In todays video, were delving into the Dark Elf teams playbook. Im currently working on a tournament team to
play some practice games against a buddy, and he suggested I look at the Dark Elves. So Ive scoured every source I could to put together this video which hopefully should help you as much as it helps me. Remember, Im not an expert Bloodbowl coach, I just play one on TV. So if you think something Ive said isnt correct or if you have any extra tips on
how to get more out of a Dark Elf team please do leave a comment. So, lets get started! Lets kick things off by introducing the Dark EIf roster. The first thing to note is that the Dark Elf team doesnt have a catcher or thrower, instead we have a Runner which kind of acts as both. Players overall are pretty expensive with the cheapest being the lineman
at 70k. We also have a lot of aggressive players, Blitzers, Witch Elves, and Assassins. Everyone has Agility 2+ so handling the ball and dodging away should be good but their passing skill isnt great. Everyone is also fast, so getting into position should be good. Linemen are the backbone of your team. That Agility is going to let them dodge away when
you need to and if they do need to take a block, that armour should keep them safe. They are solid all round, however, they can be relatively expensive for a lineman. Blitzers are the stars of the Dark Elf team, offering great movement, high agility, and good armour. They start with the Block skill, making them formidable on both offence and defence.
The Dark Elf team is one of the few team with the luxury of having four Blitzers! Blitzers tend to be fast and hard hitting usually starting with block. While the name might suggest theyre great for Blitzing, they end up being pretty great all rounders, especially this Dark EIf with Agility 2+. The only other teams with 4 Blitzers are Orks and Humans, so
this is the only Elf team with the option. Points are tight so it can be tricky to fit all 4 in, but they are worth it. Witch Elves bring a unique element to the team. With great movement, high agility, and Dodge they are going to be able to get where you want them. They have Frenzy which is a bit of a double-edged blade that you need to handle carefully.
If they have the support it will let them get a lot of work done, but without the support Frenzy could leave them stranded and making poor blocks. If they do go down though, Jump up lets them get up without spending 3 move and if they want to block they just need to succeed at a 2+ agility test. Runners are the teams ball carriers, boasting great
movement, high agility, and the Dump-Off skill. Their primary role is to navigate the field, evade opponents, and secure touchdowns. The Dump-off skill lets them perform a quick pass if they are nominated for a block which is a great way to keep the ball safe. Often you are going to use them to hold onto the ball until you hand off to one of the other
players, all with 2+ agility to make the catch and great movement to score. The last player we have are the Assassins who are sometimes considered a trap. At 85 points they are more expensive than a runner. You take them for the Stab skill which lets you skip straight to the armour roll instead of making a block. Often youre just better off making a
block in the first place. They are recommended mainly as inducements against low armour targets who would be hard to take down with a block due to the dodge and or block skill. This is a pretty flexible team. Your players arent strong, but you do have lots of Block and Frenzy. Theyre all fast but not crazy fast. Youve got fantastic Agility but not
great passing and no dedicated throwers or catchers. Among all the Elf teams, the Dark Elves perform the poorest in terms of playing a passing game. This edition significantly downplayed the emphasis on passing though, hitting the other Elf teams harder than the Dark Elves. This is a precision team. The high agility means you can pretty reliably
dodge out of tackle zones. This means you get to choose your engagements. Where other Elf teams are keen to just get out of combat, the Dark Elf who dodges out will often move to assist a block or blitz against lone targets. When it comes to actually scoring, the team plays a pretty great running game, either having the Runner take it all the way or
handing the ball off to another player to score. As everyone on the team is Agility 2+ with at least 6 move, any player is a potential scorer. Now, lets discuss some starting team compositions for the Dark Elves. Out of the box, you can make a team with 5 Linemen, 2 Runners, 2 Witch Elves, 2 Blitzers, and 1 reroll. While this team might not be ideal, its
a starting point. The Blitzers are the real stars of this team and having only 2 in the box is a real limitation. With two boxes, you can go for the classic starting build: 6 Linemen, 1 Runner, 4 Blitzers, and 2 rerolls. This build focuses on high armour and offers survivability during early games. Then once you get some games under your belt you can start
working on getting those Witch Elves into the roster. In this case, almost everyone on the team is at 9 armour. It might seem like a small difference but moving from 8 to 9 armour changes the odds significantly. Rolling 8 or more on 2d6 has approximately a 42% chance, while rolling 9 or more drops to around 28%. There are a few other potential
builds, but I definitely think this is the best one. Unfortunately, due to the high cost of players on this team there isnt really a a lot of options. As your Dark Elf team progresses, you get to develop their skills. For Linemen, prioritise Dodge, Block, and Wrestle, with one player specialising in the Kick skill to reduce the risk of a touchback and direct the
ball into the side of the pitch where youre stronger. Runners can benefit from skills like Leader for an additional reroll or Dodge to enhance their ball-carrying abilities. Since Blitzers already start with Block, focus on giving them Dodge to create the deadly Blodge combo. While Assassins arent recommended, Dodge can be a good option to help them
get into favorable positions. Witch Elves can be terrifying when they get Block in addition to Dodge. Giving one Wrestle is a great way to take down players with Block or Sure Hands. While having Block means you dont go down to a Both Down, having Wrestle lets you take an opponent who does have block down on the same result. This works well
with the Jump Up skill having the Witch Elf ready to go next turn. Using wrestle does not result in a turnover, both players dont actually go down and instead players are placed prone without an injury roll. When it comes to Star Players, the Dark Elves can select from any that will play for the Elven Kingdoms League or just any team. For the scope of
this video, Im going to focus on the Dark Elf players rather than looking at star players. Now, lets take a look at a tournament-ready Dark Elf team. For tournaments what typically happens is you get a slightly large budget to purchase players from and you get to assign some additional skills. In a way this simulates team development across a league.
Depending on the teams Tier the amount of skills you can get and the number of star players you can take will change. In this example were looking at a 1.15 million starting team. This lineup consists of 6 Linemen, 1 Runner, 3 Blitzers, 2 Witch Elves, and 3 rerolls. Weve also taken an Apothecary to try keep our players on the field. Thats a total of
1.15 million on the button. Id love to get a 4th Blitzer but the points dont quite work out Dark Elves are tier 1 so we can either get 6 primary skills, 4 primary skills and 1 secondary skill, or 3 primary skills and access to 1 star player. Going for those 6 skills will definitely give us the most bang for our buck. In this lineup, we recommend giving the
Runner the Dodge skill, which will keep it a little safer and will help reduce the risk when dodging out of tackle zones. Depending on your preferred play style, you can also consider giving them the Leader skill when youre looking for re-rolls elsewhere. Moving on to the Blitzers, all three should receive the Dodge skill. This not only increases their
survivability but it also helps them get where they need to. This will mean everyone but the linemen are AG 2+ with dodge which will give us a lot of flexibility on the pitch.For the Witch Elves, Ive gone with the Wrestle skill for one and the Block skill for the other. The Witch Elf with Block will be a formidable force on the pitch. The Wrestle skill is
similar, but will be great for taking down targets with Block. While you might be playing your game online in Cyanide games version of Bloodbowl, this game originally and still is a board game to be played with miniatures. There are a couple of different options you can take. While the classic Games Workshop team is a great starting point, it has its
limitations, specifically it only has 2 Blitzers. The box doesnt include Assassins which are available through Forgeworld, but as discussed earlier thats less of a concern. So were looking at getting 2 boxes, essentially just for 2 more blitzers, and we end up with a lot of repeats as there is only one pose for the positionals. An alternative approach that
appeared on Warhammer Community is to use Dark Eldar miniatures from the Warhammer 40,000 universe. You can use Drukhari Kabalites for the upper bodies of the Blitzers and the legs of Wyches for the lower bodies. Reverse this combination for the linemen. The Witch Elves and Runners can be straight-up Wyches, but consider using different
heads to differentiate them. To enhance your conversions, you might find it helpful to pick up some Blood Bowl-specific arms for your miniature conversions. This can add unique touches and improve the overall aesthetic. Lastly, if youre looking for third-party options, there are several 3D printed Dark Elf teams available. Personally, I have this
Corvus Dark Elf Team from UGNI on order. The perk here is you get all the models you need all at once. These designs are also a lot more varied than the GW version where youre essentially stuck with just one pose for each positional. You do need to either print them yourself or get them printed though, which could make for quality issues. You also
wont be able to play them in any official GW events, but I think unless youre living in Nottingham it should be fine for the vast majority of your games. To consider how we play the team, lets start with setup formations. So this is where we place each player before a drive starts. Well be looking at four formations recommended by the Bonehead
Podcast channel, each suited for different scenarios. Remember, if youre receiving the ball youll get the first turn, but if youre kicking instead you need to prepare for the other coach to get their hits in first. Against a bash-oriented team, the classic Anchor defence is a reliable choice. This formation focuses on protecting your players while leaving the
flanks open. The linemen stand in the front line, relying on their high armour value to get back up. The primary target for your opponent to break through is the Blitzer, which can be a challenging task. An alternative option if you have Witch Elves in your lineup, is to position them in L formations. If your opponent blitzes into one of your Blitzers on
the side, theyll have to disengage or risk setting up the Witch Elves for a double Frenzy two-die block. Against finesse teams, like other elves, the Chevron defence can be highly effective. This formation creates multiple screens and forces opponents to make numerous dodge rolls. The central line is the most accessible, but opponents must first clear
the linemen and then face the threat of the Blitzers and Witch Elves blitzing from the sides. Now, lets move on to offensive options. The first formation well discuss is the 5-4-2. This setup features a strong front line consisting of 2 Blitzers and 3 linemen who can hold their ground and create space. The Runner and potentially some linemen at the back
can sweep up and pick up the ball. On the wide zones, youll find the Blitzers and Witch Elves, ready to provide support. The initial Blitzer serves as a tough target, and if opponents venture further, the Witch Elves are waiting to frenzy them off the pitch. An alternative offensive formation is the Heavy Flank. Here, the aim is to punch through on one
side and create a strong cage along that flank. The witch elfs are quite dangerous here as they always threaten to push players into the crowd. One of the great things about the Dark Elf team is if your opponent shifts to heavily defend on this side, the Dark Elves have the Agility to disengage and the movement to take advantage of gaps made in the
other side of the board. Moving on to tactics, these are the smaller elements that complement your overall strategy and help you execute your game plan effectively. Lets start with screening, which although it may resemble a formation, is a fluid option. The goal here is to force dodges from your opponent, potentially leading to turnovers. The more
layers your screen has, the harder it is for your opponent to break through. Its important not to mark opponents, as that would give them free blocks. Instead, limit them to one Blitz and make them take multiple dodges to progress. As the Dark Elves favour a running game in Blood Bowl, understanding their speed is crucial. The Runner, with a
movement allowance of 7, can score a two-turn touchdown from the line of scrimmage. Keep this in mind as you position your players. Blitzers and Witch Elves, also with a movement allowance of 7, can achieve the same. While the Dark Elves arent known for their passing game, the Runner does have a pass skill of 3+. However, more often than not,
youll be relying on hand-offs with a receiver catching on a 2+. This means you can reliably score a single-turn touchdown if needed, starting one square off the line of scrimmage. Caging is another basic tactic youll frequently employ to protect your ball carrier as you advance down the field. The classic cage formation is depicted here, but variations
may arise based on the situation. Note that while the X-shaped cage works well, a Cross formation does not. With the Cross formation an opposing player can blitz in without having to make a dodge roll to get there. One crucial aspect to consider when playing Dark Elves is how to properly use the Frenzy skill effectively. Frenzy is not an optional skill,
so its important to evaluate all blocks and not just the first one. Lets take a look at an example. In this scenario, we have a lineman supporting from a position where it can also provide support for the frenzy block. This does mean we need to be very aware of players with Sidestep. As they can control where they get pushed back to, they can dictate
the next block and lead our Witch Elf into a trap. Its worth noting that were aiming to frenzy the target player into the crowd. With two Witch Elves on the field, we can cover both sides, in effect narrowing the safe parts of the pitch for our opponent. The drawback with this of course is the Witch Elf ends up having to follow onto the square next to the
sideline. If you blocked as part of a blitz action, dont forget that you can move after a blitz if you have any movement left. This also makes the Sidestep skill a good option for a Witch EIf as itll keep the safe. We already talked about making cages, but its also worth looking at breaking them. There arent really any clever tricks for the Dark Elves in
relation to this. With agility of 2+ and the Dodge skill, dodging in beside the ball carrier might seem attractive but that dodge will have a -3 penalty, so itll be a 5+ with a re-roll. Thats about 44% chance of succeeding, doable but very risky. Bloodbowl is all about managing risk, so this is the sort of play youd only really look at after youve played out
the other options. Youre much better first taking out a corner and moving in after that.We do have the Witch EIf with Frenzy which can help but do remember they will need to followup, so be aware of where that Witch Elf will end up if they need to followup after a second block. As the Dark EIlf players are Strength three, pretty much every block or
blitz will need some support. Luckily we have the agility to get someone into position if needed. In this way, the bash game of the Dark Elves is about precision strikes. They will not win a straight up brawl in the middle of the pitch. So its important to consider whether or not to mark an opposing player. Marking can be a strategic move to disrupt your
opponents plans, but its essential to choose your targets wisely. We can happily mark players with a strength of 2 like Goblins, Halflings, Skinks, Gutter Runners, and Catchers. Its worth noting that our linemen and blitzers have an armour value of 9, making them a bit tougher and more capable of withstanding blocks. Additionally, the blitzers possess
the Block skill, making it harder for our opponents to successfully block them.Our Witch Elves do have dodge which helps but they also have a lower armour value of 8+. That said, they are aggressive players and will end up marking after making a block. With their Jump-Up skill, even if they are knocked down, theyll be ready to make a block on a 2+
Agility roll during the next turn. Stepping away is usually our preferred tactic, it leveraging the agility of our Dark Elf players with their impressive 24+. However, this can give our opponents more options to dictate the play. Knowing when to mark and shut down those options is a key tactical decision. We already talked a little about how to break a
cage. In this tactic were marking the corners of the cage for a very particular reason. A player that throws a block, isnt moving, at least if they arent blitzing. So our opponent has to choose between throwing blocks or trying to dodge out to move the cage. And that brings us to the end of this playbook. We have a better understanding of the players,
we have some set formations, and we have some general tactics to consider during the game. Remember, its important to assess the situation, work out your options, and understand the risks involved. Thank you for joining us in this episode of Blood Bowl The Dark Elf Playbook. We hope you found this video informative and valuable for honing your
Dark EIlf teams strategies on the pitch. Dont forget to like, subscribe, and share this video with other Blood Bowl fans. If you have any questions or suggestions, feel free to leave a comment below. Id be thrilled to hear from you. If you have any comments or feedback please post them in the comments section below.Check us out on the Optimal Game
State website, instagram, and YouTubechannel for more discussion about the Games Workshop Specialist Games. The Dark Elves are back in Blood Bowl 3 and remain one of the top teams in the game. With their incredible agility combined with hitting power and resilience, they are one of the very best defensive teams in the game. The Dark Elves
have some of the most interesting and versatile positional players in Blood Bowl too, from the bloodthirsty Witch Elves, to the sinister Assassins. In this guide, we're going to tell you how to build, develop, and skill your Dark Elves, and the best strategies to use to get the most from this highly varied team. Starting Team Build 4 x Blitzers 1 x Runner 6
x Linemen 2 x Team Re-rolls Despite their many different positionals, cost, and efficiency means your starting rosters will have to look a little humble. By far the simplest and most effective way to start Dark Elves is to take the four Blitzers. These are arguably one of the best players in the game and can do everything and anything the team needs on
both sides of the ball. The Runner is a dedicated ball carrier who has lower armor than the rest of the team but adds offensive mobility. He can also be one of the best ways to add re-rolls to the team by taking the Leader skill. Dark EIf Linemen are extremely solid players who can be developed in many useful ways into impactful players in their own
right. You can only fit 2 Team Re-rolls in this build, and there is no room to buy more Dedicated Fans. If you want to change this build-up a little, you can drop the Runner for a Lineman and swap a Blitzer for a Witch EIf. You could also drop the Runner for a Lineman and use the remaining money on Dedicated Fans. Your main priority with Dark Elves
will be to buy the third Team Re-roll. After that the Apothecary, and after that, fill out your maximum number of Blitzers and Witch Elves. You should ultimately aim to have around thirteen or fourteen players on the roster. In time, a fourth Team Re-roll is well worth considering. The Assassins are fun, but very specialized players, who are entirely
optional for Dark Elf teams. They can be very useful against the right kind of low-armor opponents, but they are also quite vulnerable themselves, and not cheap. Below are the best starting skills for your Dark Elves. Secondary choices are shown in italics. Dark Elves are uniquely blessed in that they have so many players who can take the
combination of Block and Dodge, or "Blodge", very easily. This is one of the most powerful combos in Blood Bowl and gives both great offensive and defensive utility. Player Skill Blitzers Dodge, Tackle, Mighty Blow, Guard, Sidestep, Diving Tackle Witch Elves Block or Wrestle, Tackle, Sidestep, Mighty Blow, Juggernaut Runners Leader, Sure Hands,
Dodge, Block, Accurate, Pass Assassins Dodge, Block, Sidestep, Diving Tackle Linemen Block or Wrestle, Dodge, Sidestep, Guard Dark Elves' ability to both dodge away from opponents and go toe-to-toe with them makes them one of the most versatile teams in the game. Defensively, you can keep opponents at arms' length and frustrate them by
dodging away and making two-deep screens. This will limit them to very few blocks against you and restrict their progress down the field. If the game becomes about trading Blitz actions you have a good chance to win the war of attrition against many teams. When the time is right, you can pile players in and put pressure on your opponent, or go for
the ball using your agility to find opportunities to penetrate cages or outmaneuver screens. On offense you should resist the temptation to pursue a passing attack, and instead play a loose, running screen, using your Blitzers to punch holes in opposing defenses. When you do make a significant gap, you can easily flood multiple players by using your
agility. Once you have Witch Elves, their Frenzy skill can make this even easier by pushing defenders multiple squares. This same skill can also make Dark Elves a serious danger to opponents when a play comes anywhere near the sideline, as you have many ways to threaten a push into the crowd. Next: Blood Bowl 3: Best Imperial Nobility Team
Skills & Strategies Dark Elf Blood Bowl Team Dark Elf QTYPositionCostMASTAGPAAVSKkills & TraitsPriSecDark Elf Linemen70k632+4+9+AGSDark Elf Runner80k732+3+8+Dump-OffAGPSDark Elf Blitzer100k732+4+9+4+BlockAGPSAssassin85k732+5+8+Shadowing, StabAGPSWitch Elf110k732+5+8+Dodge, Frenzy, Jump
UpAGPSReRollsb0kApothecary: YesSpecial RulesElven Kingdoms LeagueCreate your team rosterFour AG4 BlitzersWitch ElvesAgileExpensiveSome Low armour playersPositionals that can be tricky to use Dark Elf Star PlayersAkhorne the SquirrelEldril SidewinderGloriel SummerbloomGrak & CrumbleberryHelmutt WolfKiroth KrakeneyeMorg n
ThorgRoxanna Darknaill.ucien & Valen SwiftWillow RosebarkZolcath le ZoatBasic Set-UpsOffenceW = WitchB = BlitzerR = RunnerL = LinemanDefenceW = WitchB = BlitzerR = RunnerL = LinemanQTYPlayers / ExtrasCost6Dark EIf Linemen420k1Runner80k4Blitzer400k2Rerolls100kTotal1000kThis is probably the most common way to start with
Dark Elves. Their players are all expensive, so teams like to start with all their Blitzers. They have the best armour available to Dark Elf teams, along with the Blitzer, both for protection and for hitting all those non-Blitzer starting players on other teams.Although runners have little armour, they are the easiest way to get another dice roll in the form
of a leader skill. Trying to save up for a new roll while also wanting to get an apothecary and your expensive Witch Elves means that any shortcut will help. The apothecary is the first purchase, as Witch Elves, like Runners, have fairly low armour.An alternative option is to swap the Runner and one of your Blitzers for another Lineman and a Witch EIf
if you want the added threat that the Frenzy can bring to the team. The Witch Elf, having dodge, also gives you slightly more reliable manoeuvrability when you only have a couple of dice rolls. Giving up the runner means its harder or will take longer to get reroll and it will hurt more if the witch elf dies before you can get the apothecary.QTYPlayers /
ExtrasCost8Dark Elf Linemen560k1Runner80k2Blitzer200k3Rerolls150kTotal990kIf you want to have three dice rolls from the start, the change is quite pronounced, forcing you to drop from four to just two Blitzers. This halves the number of players you have with the Block, so it needs careful consideration. The runner is perhaps a little less
desirable, as you have the third dice roll, so you can save another 10,000 MO by switching to another lineman. On the other hand, you have 10k in the bank and can turn a Linemen into a second Runner. I think that money is best saved, or get some more buffs.There is a roster option where you used to spend a big chunk of your money on the fanatic
factor, so all dark elf teams used to go with 11 Linemen and 3 rerolls. Fortunately, now you have more money to spend on players and dice rolls. Starting with ten Linemen and a Blitzer or a runner, you can include four reinforcement rerolls in your starting squadQTYPlayers / ExtrasCost6Dark Elf
Linemen420k1Runner80k2Blitzer200k1Assassin85k1Witch Elf110k2Rerolls100kTotal995kA different swap for two of your Blitzers and you can get a Witch Elf and an Assassin. Both are more fragile than Blitzers but give you more options. The Witch Elf, having Frenzy, gives you a greater lateral threat and the Assassin can chase some players with
low armour or dodge.QTYPlayers/ ExtrasCost4Dark Elf Linemen280k2Runner160k2Blitzer200k1Assassin85k2Witch Elf220k1Rerolls50kTotal995kGoing down to a single dice roll can leave you in trouble, although it means you can afford two Witch Elves who have their dice roll built in. Two runners can work in tandem with their enhanced Dump Off
ability to keep the ball. Although you can now Dump Off before the opponent is next to them, their passing ability is slightly worse than under the previous rules. However, this list has many more players with little armour, so attrition could be a problem, especially with a single dice roll as a safety net.To counter this, you could drop the Assassin and
perhaps a Runner to Linemen. This would free up a bit more money to get the Apothecary after the first game. Team DevelopmentWhen it comes to Dark Elf linemen, there isnt much room for creativity. Dodge allows you to reposition yourself at will, either to avoid contact or to seek it where it benefits you. Block is always a solid choice, and Side
Step is a great complement to both skills.For secondary skills, you can opt for Guard or Mighty Blow if you want to play more aggressively.Having four Blitzers gives you the flexibility to specialize them in different roles. The combination of Dodge and Side Step can make you really annoying for your opponent, even if youre not the one performing the
blitz. On the other hand, you can equip another Blitzer with Tackle and Strip Ball to focus on taking down the ball carrier.For secondary skills, Mighty Blow is excellent for the one youll use most often for blitz actions, and Guard is useful to add support where needed.Witch Elves have a unique combination of skills that make them very versatile in
different situations. Block is always a great option, but considering that they have Jump Up, you can specialize one in tackling the ball carrier by adding Wrestle, which can be complemented with Tackle and Strip Ball. Side Step is also very handy because if you push an opponent out of bounds thanks to Frenzy, you might end up in a vulnerable
position yourself in the next turn.As a secondary skill, Juggernaut can be interesting for pushing opponents off the pitch more easily.If you want to improve an attribute, Movement is fantastic to cover even more ground.As the only players with passing skills as primary, the first thing you should consider with Runners is whether you need the extra
reroll from Leader. If not, Pass synergizes perfectly with their Pass skill, and as always, Dodge, Block, and Side Step will make it harder for your opponent to knock you down.For any Elf, Dodge is always a good primary skill choice, but the ability that best enhances the Assassins strength is Multiple Block, allowing you to perform two stabs per turn
without any drawbacks. Frenzy can also be interesting (perhaps not so much to take voluntarily, but to keep if you get it randomly) because if you block, it allows you to make the first roll as normal, and if in the second block youre at a strength disadvantage, you can perform a stab instead.PositionPrimary SkillsSecondary
SkillsAttributesLinemenDodge, Block, Side StepGuard, Mighty BlowBlitzersDodge, Side Step, Tackle, Strip BallGuard, Mighty BlowRunnersLeader, Pass, Dodge, Block, Side StepWitch ElvesBlock/Wrestle, Tackle, Strip Ball, Side StepJuggernautMovementAssassinsDodgeMultiple Block, FrenzySeccin creada por SmellyDiapperTeam Box ContentsThe
Dark EIf starter box contains 12 miniatures:x6 Dark Elf Linemenx2 Dark EIf Blitzersx2 Dark EIf Runnersx2 Dark Elf Witchesx2 double-sided Blood Bowl coinsx2 turn and replay markersx4 ballsEquipment DecalsBasesEvil to the core, skilful to a fault, the Dark Elves take to the field to prove their superiority.Jim: Good evening Blood Bowl lovers!
Tonight were going to talk about the Dark Elf team, and Im joined by Bob Bifford.Bob: Thank you, Jim. From the cold lands of Naggaroth, the Dark Elves are one of 4 elven teams available. Unlike their cousins, the Dark Elves prefer a more physical game.Jim: Evil to the core, skilled to a fault, the Dark Elves take to the field to prove their superiority.
With their Witches and Assesinos they have everything they need to pass through, rather than surround their opponents.Bob: However they are the slowest elven team, but they are still faster than many other teams. Not having catchers in their ranks means they cant play much of a passing game.Jim: Thats why they make up for it with their 4
standard Blitzers with a lot of agility that will give any team that faces them problems.Bob: Plus, they have the Elf Witches, with Dodge, Frenzy and Standing at a Jump right out of the gate, makes them a very tough team to be reckoned with.Jim: We cant forget the Assassins, who chase their prey until they finish him off relentlessly.Bob: They are not
an easy team to take as the abilities they have can be deceiving. For example the Elf Witches have Frenzy but not Placate so they could bring problems to novice trainers.Bob & Jim]Jim: Bob, have you heard of the Dark Elf teams in this game?Bob: Yeah, Ive heard of them. What do you want to know about them?]Jim: Well, I was reading about the Dark
Elves and I want to share what I learned with you.Bob: Sure, go ahead.Jim: So, out of the four Elf teams, the Dark Elves are considered the most challenging to play. They focus more on running the ball instead of passing it like the other Elf teams.Bob: Hmm, thats interesting. What about their players?Jim: Unlike the other Elf teams, Dark Elves dont
have catchers but they do have the ability to start with four Blitzers. And, with higher armor, they have the best fighting ability of the four teams. They also have Witch Elves who have three great starting skills, although they can be fragile.Bob: Thats a lot of information. Are there any drawbacks to playing Dark Elves?Jim: Well, they are the slowest of
the four Elf teams and lack dedicated catchers which makes it hard to build a team thats great at passing. Their players are also not cheap and some of them can be difficult to use, like the Assassins and Witch Elves with Frenzy.Bob: I see. What do the rulebook say about Dark Elves as a beginner team?]Jim: The rulebook mentions that Dark Elves
might require slightly more advanced skills to coach because of their pricey players and the lack of passing ability compared to the other Elf teams. The Witch Elves starting with Frenzy and without block can also lead beginner coaches into trouble. However, Dark Elves do present a different feel compared to the other Elves and with AG2, theyre
good at moving the ball or dodging when needed.Sponsored by:Chanelf Look for otherteamsto play Blood Bowl ! Dark Elves are one of the finest teams in Blood Bowl, both in game lore and in the modern tabletop game. In fact our recent meta analysis showed they have the best win rate of any team so far in 2022. So its high time we took a closer look
at what makes the denizens of Naggaroth so good at Blood Bowl!ProsFantastic starting roster with all the best core skillsUniversal AG2+ with plenty of AV9+Loads of different build and development optionsConsNo longer easy to pass with any player in BB20Not the fastest Elf teamDark Elves by @rumhampaintingThe Roster Dark Elf LinemenThe
backbone of your team, linemen have good armour by elf standards, AG2+, and otherwise solid stats. With so many good positionals in the team, your linemen will tend to have to do the job of standing on the LOS, marking opponent players, acting as the front of your screens, and other similar unforgiving duties.They can be developed in many ways,
with Block and Dodge being easily accessible and obvious choices that immediately make them superb assets. Wrestle is also strong. Dirty Player and Sneaky Git are equally strong options for fouling, though Dark Elves must be careful as their fouling pieces become TV-expensive. Kick is another option that can create strong tactical opportunities and
problems, but remember it comes with set-up restrictions.BlitzersOne of the finest players in all of Blood Bowl, the Dark EIf Blitzer is a perfect starting player that also has phenomenal development potential. And Dark Elves get four of them!With MA7 AG2+ AV9+ and Block, this is a do-it-all player that you will want to take the maximum of as soon as
possible.For development, Dodge is again an obvious choice. At some point you will want at least one with Tackle. Guard is very strong, but as a Secondary skill will require some SPP-saving. Mighty Blow, particularly on a Tackle piece, falls into the same category. Sidestep is a great second skill for those who took Dodge first.Dark Elves by
@rumhampaintingWitch ElvesAnother contender for one of the best players in the game, Witches provide another slew of great stats and development options, as well as some unique skills that give the whole team another dimension.With MA7, AG2+ and Dodge, Witches are one of your most mobile positionals out of the box. This means they can be
effective ball carriers if you dont want to use a Runner. But Frenzy tends to mean Witches are developed as ball-hunters or deep cover blitzers, hunting players near the sideline and looking for surfs. Jump Up means if opponents dont knock them out when they knock them down you can spring some nasty surprises on your turn.Wrestle and Block are
both equally good development options and the choice is a matter of taste. Beyond that, Tackle and Strip Ball again enhance their role, while Sidestep and Diving Tackle also have strong synergies, with Sidestep being particularly helpful to avoid getting counter-surfed. RunnersRunners are an interesting piece that are a little divisive as to their
merits. On the one hand, MA7, access to Passing skills on Normals (Leader), a Dump-Off skill that now triggers on Blitz nomination, and the only player on the team with half decent Passing Ability, and they have some clear upsides. On the other hand, AV8+ is a liability when you are forced to deploy them defensively, and Dark Elves lack neither
strong MA?7 ball carriers nor any real need for a passing game.Ultimately Runners become a matter of preference and can be selected either when their cost works out well for your team build, or when you start going beyond eleven players.Dodge is a great first skill choice if you dont need Leader. Block and Sure Hands are good options
afterward.Dark Elves by @rumhampaintingAssassinsIn many other rosters this would be an auto-take, but Dark Elves have so many good positionals that Assassins find themselves in their shadow somewhat. Sins did get a boost in BB20 with an extra point of MA, but the Shadowing skill got a totally unneeded nerf. What they are indisputably good at



is removing anything with low armour and annoying skills like Dodge, but Dark Elves are generally strong against those kind of players anyway. They are rather costly for their very specific skillset and low AV, and though a very fun and thematic positional, they aremostly optional.Dodge is a perfect first skill for them. The most infamous skill for
Assassins is Multi-Block, which allows them to make two stabs with one action. This is a secondary unfortunately, but an extreme fun option. Leap is also an interesting option that allows surprise flying stabs and can be very effective against low-AV ball carriers. Star PlayersDark Elves have the Elven Kingdom stars, which includes some interesting
players that are mostly not likely to be available for what is an expensive and normally strong TV-developing team. Eldril is fantastic, his Hypno Gaze being an asset to all flavours of Elf play, and backed by a strong stat line. Zolcath is another Hypno option on a ig guy body and definitely provides a hefty dose of something different. Roxanna remains
fantastic, but is pricey by BB20 standards. The only two cheap options, Gloriel and Willow, dont really do anything much for Dark Elves, and inducement money at this level is probably best spent elsewhere. Tactics and PlaystyleDark Elves are unique amongst elf and agility teams in that they have high armour and no players with outstanding
movement, which tends to make them a more superlative defensive rather than offensive force. Dark Elf teams will not typically drop as many touchdowns on opponents as their cousins or other agility teams do, but they will stifle opponents and get game-winning defensive scores.Offensively, Dark Elves tend to play a rolling cage or layered screens.
They are well equipped to make long drives, with both good durability and easy repositioning, and their ability to cause damage should not be underestimated. With four blockers and a strong ability to pick out loose opponents, they can outbash many teams in the game by chipping away at them.Defensively, the classic Elven double column is
perfectly suited to them. If the opposition is fairly passive it is very likely you can win any contest of position and attrition. Equally, one of Dark Elves strengths is the ability to play a more aggressive defense and mark lower strength opponents, causing them positional and risk problems by forcing dice rolls. Basing opponents has obvious risks and
should not be performed flippantly, but Dark Elves have great ability to upset cages in this way.On kick offs, Dark Elves are mostly as able to capitalise on deep kicks and Blitz! results as their cousins, driving a wedge between the ball and the opponents front line players and preventing or disrupting their ability to cage.When you have Witch Elves,
the power of Frenzy should not be underestimated on both sides of the ball. You can use it aggressively to hunt unwary players near the sidelines or create chain pushes that open up other options; and you can also use it as a threat, with your Witches remaining behind your lines and letting your opponent know that any misposition will be
punished.Dark Elves by @rumhampaintingStarting Team Builds League PlayDark Elves have many options for how they build their starting rosters. The below is a good starting core:3 x Blitzers6 x Linemen2 x RerollsFrom here you have a few choices to round out the team:Add another Blitzer and another linemanAdd another Blitzer and a RunnerAdd
a Witch EIf and another linemanl consider all of the above equally strong.Starting builds with Assassins tend to become difficult because of their 85k cost, so I would advise adding one later. League Developmentldeally, a Dark Elf team will roster all four Blitzers and both Witches as an initial target, and purchase the third reroll. You can add Runners
and Assassins to taste, and the Apothecary is also a good purchase. Tournament PlayAt 1.1m Gold, Dark Elves can have all their toys:4 x Blitzers2 x Witch Elves1 x Runnerl x Assassin3 x Linemen2 x RerollsThis build will generally necessitate taking Leader on the Runner to make up for low rerolls.At 1.15m Gold, either the third reroll can be bought,
or an Apo can be added instead.This is an extremely strong roster in tourney play, and though Dark Elves will normally find themselves in the highest skill tier, it gives you a fantastic tool box of skills even in your basic lineup. Tournament SkillsMuch as with League play, adding some amount of Dodge to Blitzers and some amount of Block or Wrestle
to Witches are good starting points. Tackle on a Blitzer is also a strong option. If you are lucky enough to get Secondary skill allocation, Guard on a Blitzer is excellent. As mentioned above, you may need or want to add Leader to the Runner. Dodge is also a strong option for your Runner and Assassin. TierDark Elves are an undisputed Tier 1
Tournament team. They have been perennial members of this Tier and arguably got stronger in this edition with the general changes to the meta and by avoiding any nerfs themselves. Thanks for reading, and as always, if you have any questions or suggestions for us you can drop us a line at Contact@Goonhammer.com
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