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FORE BATTLE TOWERS

Save 4+

Fore reaper turret lost
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AFT BATTLE TOWERS

Save 4+
First hit has no effect, second hit destroys aft reaper turret
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 SHAPE  \* MERGEFORMAT 
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PORT HELLDRAKE

Save 4+

Each wound reduces movement by 1’’. Any further hits do not cause critical damage
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STARBOARD HELLDRAKE
Save 4+

Each wound reduces movement by 1’’. Any further hits do not cause critical damage
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STERN / Cauldron of blood

Save 3+

Cauldron of blood lost
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	BELOW WATERLINE

Save 4+

First, second and third hit has no effect.

Fourth hit sinks ship. 

	Beast 6’’(6’’)
	
	
	
	Battle Honours: 6


The Revenge Class is a man o war class ship build by the Dark Elves of Naggaroth. It is a twisted version of the High Elves Eagleship, and is drawn through the waves by small helldrakes. The Revenge follows all game rules as stated in the rulebook and the Dark elves section, with the exception og the following:
Even though the Revenge is drawn by helldrakes, their harnessing and the design of the ship does not allow to let it turn and move freely, The Revenge must use the standard turning template. 

Among its crew the Revenge carries a small group of witches, who tends to the cauldron of blood located in the stern of the ship. The cauldron of blood is a powerfull magical artifact, which can fill the wounded elves with unholy power, making them forget their wounds and continue fighting. In the end phase, the Dark Elf admiral can roll a dice for each of the crew counters he has lost during that round. On a roll of 4+ the crew counter is revitalised and are ready to fight once more. This, offcourse, cannot be done if the Revenge has placed a crew on another boat. Crew lost in this or similar ways are not lost, merely absent. The Cauldron of blood might also heal the beasts. Throw one dice for each of the beasts, on a 4+ one wound (damage) can be removed. 


The Revenge carries two bolt thrower turrets, each with a 180 degrees fire arc. The bolt throwers can not repel borders. The bolt throwers carried by the Revenge is not the standard bolt thrower from the dark elves armoury. When fired the Dark Elf admiral rolls one dice for each battery, and consults the following chart:


1: Jam, no attack

2: 1 dice attack


3-4: 2 dice attack


5: 3 dice attack 


6: 4 dice attack

The helldrakes are harnessed to either side of the ship, and if the Revenge is boarded form the bow, port or starboard by some foolish enemy, the helldrakes will fight alongside the crew. If The Revenge is attacked from either port or starbord, add both the number of crew counters and the number of wounds the monster on that side has left. If the dark elfs lose, the dark elf player must decide if he wants to loose a crew counter or let the monster take a wound. In the following the round the attacking player must decide if he wants to press further with the attack. If he decides to continue he will find that his crew is now in the middle of a fight with skilled dark elves warriors, and TWO sets of helldrakes. The dark elf player can add both monsters to help ward of the attacker, since the attacker is now in the middle of the Revenger. BUT if the attacker still wins, he gets to choose between killing a crew or wounding a monster! If an even more foolish enemy dicides to board the Revenge from the front, both Helldrakes will fight in all rounds of the combat!
If the Dark Elf admiral is the attacker, he may add the monsters remaining wounds only if he is able to attack over either bow, port or starboard side. The monsters can only help in the first round of combat, after that the crew will have to finish off the weak enemies by themselves.   
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