Victor’s Ork Smasha

The Smasha is born.

Movement: with 2 tread wheels the ship is fasta. First use of the siege tower: to be able to see above the big bow wave and water spray and steer the ship.
:)

Combat: move as fast as possible against the enemy ship, and smash into it. The big frontal wheel will try to drive the Smasha over its victim, possibly destroying itself but also destroying most of the enemy ship mast and sails.
Second use of the siege tower: the siege tower bridge is lowered over  the tangle of debris from the wheel and masts and sails, allowing the boys to charge and board without fear of the enemy guns, which cannot repeal boarders.
(Holgers comments:
That's beardy! Imagine the face of a Breton admiral when boarding the
Galleon from broadside and just ignoring the normally 4 grapeshot.
Nice idea.)

The 2 ships are now locked. So either the humies and pansy elves or the boyz must win. If the enemy win, they must capture and scuttle the Smasha to free their ships. If the boyz win, they must capture and scuttle the victim to free the Smasha.

 If the frontal wheel survived, the orks are free to find a new victim. If not, the Smasha may still move slowly, but who cares as the boyz had a good fight!

(Holger’s commentsIt cannot longer "ram" just contact again, or? What if the siege tower got destroyed by former cannon barrage, but front wheel survived and the Smasha crashes successful into the target?
I really would like to see this concept translated to numbers (if you get around to it). How many crew? The ship is comparatively strong, once it has closed in. 150pts for a squad?
Very nice idea!)
