Dark Elf Desolator Slave Galley
MOW

150 points

6 battle honours.
5 below waterline

This is a huge oared galley with some arcane artefacts aboard.

Maximum of 1 per Death Fortress, Ravager or Violator squadron (whichever is the least).

Altar of Khaine

Its not unknown for the Dark Elves to sacrifice their slaves for powers from their dark gods.. The altar of khaine allows them to sacrifice a slave counter at any point. This will allow the Dark Elf Player to re-roll any one of their dice at a +1 modifier for that ship (ie a boarding roll,  a save, a roll for no. of reaper shots, a reaper hit roll or a ram damage roll). If this is damaged no further sacrifices may be made (well they still can but they wont get any benefit apart from that nice warm feeling as the slaves meet their end screaming….). Dark Elves can also be sacrificed if the need is felt to be desperate enough!

Cauldron of Blood

The cauldron of blood is a powerful magical artifact, tended by the witch elves, which can fill the wounded elves with unholy power, making them forget their wounds and continue fighting. In the end phase, as long as there is still at least one crew counter of any sort on the Desolator, the Dark Elf admiral can roll a dice for each of the crew counters he has lost during that round (not moved onto other ships!). On a roll of 5+ the crew counter is re-vitalised and are ready to fight once more. Slaves can also be rejuvenated using the Cauldron of Blood unless they have been sacrificed on the altar of Khaine.

Ram – standard ram as per empire wargalleys. Must move at least 3” in a straight line, if fail below waterline save take damage as:

1-2 ;1 below waterline

3-4  :2 below waterline

5-6  :3 below waterline

Desolator Reaper Batteries:

1 forward firing and 2 either side.

Roll a dice to determine the number of attack dice:

1; misfire – no attack

2-3: 1 dice

4-5; 2 dice

6; 3 dice

Cannot be used for defensive grapeshot

Oars – the Desolator can move 6” in a straight line under oar when rowed by a full complement of slaves (4 slave counters). Or 4” with turn.  For every slave counter below 4, they lose an inch of movement.

Ie 

	Slaves
	Oars moving straight (undamaged)
	Oars moving straight (damaged)
	Oars turning

(undamaged)
	Oars turning

(damaged)

	4
	6
	3
	4
	2

	3
	5
	2
	3
	1

	2
	4
	1
	2
	0

	1
	3
	0
	1
	0


Oar slaves – each slave counter can be used in a boarding action, but it only counts for 0.5 (rounding down) in the action and must be the first casualty if the boarding action is lost.

If an oar location takes a critical hit roll for each surviving slave counter. On a 1 they were killed in the damage.

Corsairs Dark Elf crew – these sea hardened veterans count as number of crew counters in stack +1 for all boarding rolls where they are on the attack.

So if an undamaged Desolator mounts a boarding action with all crew counters they count as boarding strength 6 (3+1 for corsairs + 2 (4x0.5) for slaves).

(max number of harpy counters allowed on this ship = 3)

[image: image1.jpg]DARK ELF

SLAVES CREW
DESOLATOR 4 3
MAN 0 WAR
FORE MAST MAIN MAST CAULDRON OF BLOOD
Save S or 6 Save S or 6 Saved, Sor6
First hit no effect, second First hit no effect, second Cauldron destroyed. %
hit move reduced by hit move reduced by ]
3”(37), further hits do 3”(37), further hits do
not cause criticals not cause criticals
9 |FORECASTLE 3 SIDE BATTERIES
Save: 4,5 or 6 Save: 4, 5 or 6
Altar of Khaine destroyed. Each hit loses a side
Fore reaper battery destroye Desolator reaper battery
FORE OAR DECK STERN OAR
4 |Eow 5 6 | peck )
]
Save: 4,5or6 Save; 4,5 or 6 = Save; 4, Sor 6
Ram destroyed. Oar marmoye reduced. by3”. | Oar max move reduced by 3”.
May not ram If criticalled roll to see if slaves | 1t criticalled roll to see if slaves
killed Kkilled

Corsair

MOVE: SAIL 6”(6”)

OAR 47(6”)

BATTLE HONOURS: 6





