HIGH ELF VENGEANCE RULES

Dragonships sail to war, and only to war.  They debark to much fanfare and nearly always return victorious, having acquitted themselves with valor and honor, usually instrumental in the High Elf’s victories. On rare occasions however, they do not return. These circumstances cause mass distraught amongst the Elven people, and the Phoenix King usually declares a year of mourning during which epic ballads are created to commemorate the lost ship.
Even rarer still is when a Dragonship returns from battle so badly damaged that it cannot be repaired. While not as catastrophic as the complete loss of a ship, it nevertheless causes much anguish to the Elven people. Dragonships represent the epitome of Elven seamanship and superiority, and every one lost is sorely missed.

The return of a Dragonship which cannot be repaired offers other possibilities however. Due to their unique (and forgotten) construction, the Dragonblades are virtually indestructible. The Elves would never let such a mighty weapon go unused, especially when the Dragonship to which they were attached must be decommissioned.

Thus are born the Vengeance. A smaller, single-hulled variant of the Dragonship, the Vengeance are created from ‘standard’ Starwood trees (as if such a thing could even be conceived by the lesser races!) A Dragonblade, removed from it’s mother ship and purified and blessed in holy ceremony, is recommitted to a new vessel who’s primary purpose is to sink ships of the offending navy, thereby exacting righteous Vengeance for the loss of a Dragonship.

RULES

The following rules apply to the High Elf Vengeance. All Man O' War game rules and High Elf special rules apply unless otherwise stated.  Vengeance follow all of the standard rules for Independents.

MOVEMENT

A Vengeance moves 6” by sails with two movement phases per turn just like all other High Elf ships. 
COMBAT

Dragonblade
Vengeance are equipped with a single Dragonblade. Although similar in function to a Dragonship, there are significant differences.
Because a Vengeance is not as massive as a Dragonship, a Vengeance DOES need to move at least 3” in a straight line to ‘ram’ a target with its Dragonblade. (Should it fail to achieve at least 3” in a straight line prior to contact then its ‘move’ ends just like any normal ship with no damage caused, although it MAY have a second move remaining).

Due to its smaller mass, a Vengeance Dragonblade does less damage than one on a Dragonship.  Following a successful ram, if the target vessel fails its saving throw, roll for damage as below:

1: One underwater damage.

2, 3: Two underwater damage.

4, 5: Three underwater damage.

6: Roll a die for underwater damage. Regardless of the roll, a Vengeance Dragonblade will do a minimum of 3 underwater damage.
Vengeance may continue moving without restriction if their target is sunk by the ram, and become ‘stuck’ just like a Dragonship should the target fail it’s save but not be sunk. A successful ‘ram’ which sinks the enemy vessel does not constitute an ‘attack’, and the Vengeance may continue its move and may ‘attack’ another vessel (with its Griffon Claws and/ or via boarding) if it has not already done so.
A Vengeance with a Dragonblade may move through wreckage at no cost to its movement rate.

Griffon Claws

Vengeance are equipped with a single forward firing battery of Griffon Claws. These are specialized bolt throwers, which fire a hail of small tethered, dart like arrows, at very close range. They have a range of 3” and roll 2 dice. On a roll of a 6 the target vessel loses one crew. Only ships subject to crew loss via boarding actions can be affected by Griffon Claws.

SPECIAL RULES

Vengeance of Khaine
Prior to installation on a Vengeance, a Dragonblade removed from a Dragonship undergoes a ritual of purification and blessing against the fleet which damaged the original Dragonship. 

After deployment but before the first turn roll a die. On a roll of 5+, the Vengeance’ Dragonblade has been blessed against the specific enemy fleet it is currently facing. All enemy ships (but not any allied ships) receive -1 to their underwater saves, and the Vengeance adds +1 to its Dragonblade damage rolls. If facing Chaos, the Dragonblade is only blessed versus the most prevalent Chaos Power (choose one if multiple Powers are represented equally).
Wardancers

Due to the specialized nature and attack methodology, all Vengeance have a complement of Wardancers on board. These function per the standard rules, see pg. 50 of the MOW rulebook (i.e., one reroll per boarding ‘action’; a boarding ‘action’ may involve multiple rounds of combat).
Crew: 3 
POINTS COST

Vengeance cost 100 points each. Maximum of one Vengeance per 1000 pts.
DAMAGE LOCATIONS

Low Areas:

2: Sails. Save 5+, one location. Ship losses 2” movement. Further damage does not cause critical hits.
3: Sails. Save 5+, one location. Ship losses 2” movement. Further damage does not cause critical hits.
4: Sails. Save 5+, one location. Ship losses 2” movement. Further damage does not cause critical hits.
5: Bow. Save 4+, two locations. First hit no effect, second hit destroys the Dragonblade.
6: Battletower. Save 4+, one location. Griffon Claws destroyed.
Below Waterline: Save 4+, two locations.
Battle Honors: 4
DESIGN NOTES

Original ship concept by Marell Le Fou.
Played around with multiple options to achieve 100 pts. per the Ship Calculator. The Wardancers push the cost to a bit over 100 (115), but it didn’t seem necessary to raise the cost to 125 or offset the saves/ number of locations or crew downwards. Playtesting may prove otherwise.
Tactically, Vengeance should avoid the primary confrontation and attempt to flank the enemy, biding its time until it can swoop in and deliver a punishing attack run with its Dragonblade. Should a Vengeance find itself in close quarters and unable ‘ram’ with its Dragonblade, the captain should consider ‘lightning boarding’ (see pg. 50 of the MOW rules) vs. smaller ships as a way of causing damage and escaping.

