GREAT UNCLEAN ONE Version 1.0 By Scott Di Bartolo


BACKGROUND

Chaos reigns. Where other races try to improve upon their existing fleet through more traditional methods, the forces of Chaos tend to attempt methods that are, well… more chaotic.  The Nurgle Great Unclean One is a perfect example of that axiom. With a direct link to the very Plane of Existence where the Daemon Nurgle resides, the Great Unclean One utilizes the very source of power of Nurgle to terrorize and destroy its enemies. It is truly terrifying to behold. The ship is a modified Plagueship – extended in length to accommodate a Plaguecrusher tower, vomit cannons and a gargantuan hideous bronze statue of the very Daemon Nurgle himself! This statue is a direct inter-dimensional link to the chaotic Plane of Nurgle, home to all disease, filth, excrement and rot.  This link provides an outlet for all the various forms of vile putrescence to spew forth into the Old World, contaminating everything they come into contact with. 

The Great Unclean One is powered along the waves from the constant out pouring of slime from the mouth of the great bronze statue of Nurgle. This fetid pool of filth expands around the Great Unclean One as it plods along the seas, infecting all who come into contact with it. As if that weren’t enough, large cannons shoot bile and vomit at the enemies of Nurgle, rotting their ships and killing their crews and a large pool of vomit collects at the front of the ship to further dissuade any enemies crazy enough to attempt a boarding action. In their “purest” form, the collection of foul emanations from the Plane of Nurgle can actually regenerate damage that occurs to the Great Unclean One, making it one of the dangerous and most relentless vessels on the Sea of Claws. 

Unlike any other ship on the seas, the Great Unclean One is as terrifying to behold as a dreaded Black Arc of Naggaroth.

CLASSIFICATION

The Great Unclean One (GUO) is an Admiral class ship and the admiral and any wizard MUST be aboard the GUO. It may receive MOW cards like MOW class ships do.

FLEET RESTRICTIONS

There may only ever be one Great Unclean One in a Nurgle fleet and it may not be part of a Plaguefleet unless Nurgle is the dominant power. Like other Admiral classed ships, it may not ever be used an ally. Your fleet must be at least 1000 points to use the Great Unclean One.

MOVEMENT
The GUO moves from the constant pouring of filth out of the two large heads that hang over the rear tread wheel. Like a waterwheel, the slime pours onto the wheel turning it and propelling the GUO across the seas. As the tower gets damaged, less slime falls and the ship slows down.  It has a movement range of 6" per turn, making it "fast" among the Nurgle fleet. It may reverse direction up to 3” but may not turn in place. The Great Unclean One may move as follows.

TREADWHEEL:  
6”


             
3” Reverse

May not turn in place.

RAMMING:

The GUO is equipped with a ram and may perform a ram attack if it moves at least 3” straight ahead before making contact with the enemy ship. If they fail their below the waterline saving throw, roll a d6 to see how much damage the enemy ship takes.

   Die Roll

# of Below Waterline Hits

      1 - 3

1 Below Waterline Hit

      4 - 5 

2 Below Waterline Hits

         6 

3 Below Waterline Hits

COMBAT

SLIME RING
The main idea for the GUB is that there is a small gateway through the huge statue that is linked to wherever the actual Greater Daemon of Nurgle exists.  Through this gateway a constant stream of filth, excrement, vomit and Nurgle's Rot emanates.  The GUB uses all these foul things for its weaponry as well as its movement. From the statue's lower mouth, Nurgle's Rot endlessly spews forth, filling up the upper deck and draining through large holes on all sides. This rot falls into the sea where it slowly spreads out in all directions around the GUB each turn (3" radius each turn out to 9"radius). The effects of this slime ring are exactly the same as the slime trail for the Plagueship. 

After the GUO moves each turn, you place several slime radius markers around it at a range of 3”. If it moves away the following turn, you will place new markers 3” around its new position and removing the previous ones placed at 3”. If the GUO does not move next turn, place new 6” markers (an increase of 3 inches) around its location, if there is no movement again on the following turn but then out to 9”.  If it eventually moves away from this position, you will mark out a 3” radius around it with new markers, and then remove ONLY the outermost markers (the 9” ones) from the previous ring of slime. At this point, you will have a 6” ring (previously 9”) and a 3” ring where there was none before.

Each turn where there is movement, you follow this same procedure, removing the largest markers from the ring(s) you left in earlier turns and adding new markers for the  3” ring in your new location.

The GUO may move around within the original 3” rings placed (i.e.- turns to target ships with its Vomit canons, or movement to come in contact for boarding actions) without considering it a movement away to where you’d remove any of the rings.

Like the slime trail for the Plagueship, any ship that comes in contact with the slime ring must roll a d6 and on a result of 1, 2 or 3 it has become infested with Nurgle’s Rot. Add a Nurgle’s Rot counter to its template. This effect is cumulative and you check each turn for every ship still in contact with the slime ring. It is possible to obtain several Nurgle’s Rot counters in this way.

BOARDING ACTIONS

Like a Plagueship, ships involved in a boarding action with the GUO must place a Nurgle’s Rot counter on their template for each round of the boarding action they remain in contact. This is in addition to Nurgle’s Rot counters obtained from the slime ring or other attacks.

VOMIT CANNONS
Vomit Cannons fire a sickening glob of acidic vomit up to 6’ away. The corrosive vomit attack can spread to another area during the end phase of the turn the attack is made, causing another point of damage. It only can spread once and all vomit counters get replaced with damage markers in the end phase after spread checks have been made. Vomit can even spread to Below Waterline locations and thus is a very deadly attack. The Great Unclean One has 3 Vomit Cannons – one to the front, and one to each broadside. The Vomit Cannons use the slime trail template and hit the first target that falls under the template. Roll a single d6 to see how many dice attacks are made, and you may declare high or low attacks. 

   Die Roll

# of Vomit Attacks

         1 

Miss

      2 – 4 

Hits 1 Location

         5 

Hits 2 Locations

6 Roll again, 1-4: Hit 2 locations, 

5-6: Hit 3 locations

The enemy player gets to make his normal saving throw(s) and on a failed save; place a vomit marker on the ships template. Vomit that hits an already damaged location causes a critical hit as normal. (Spreading Vomit does not). During the end phase roll on the following chart to see if the vomit has spread to another location. Vomit only can spread ONE time.

   Die Roll

Spread Result

1 – 2 
Does not spread. Replace the Vomit counter with a Damage counter.

3 Kills a random crew counter. Replace the Vomit counter with a Damage counter.



4 Spreads Forward. Place a new Damage counter in the appropriate area.

Replace the Vomit counter with a    Damage counter.

5 Spreads Aft. Place a new Damage counter in the appropriate area.

Replace the Vomit counter with a Damage counter.

6 Spreads Downward. Place a new Damage counter in the appropriate area. Replace the Vomit counter with a Damage counter. 

Spreading vomit cannot cause critical hits unlike the initial attack can. Spreading Vomit that spreads to an already damaged area is ignored.

After rolling on this table, apply the result and then remove the existing vomit counter and replace it with a damage marker. 

VOMIT POOL

The large pool of vomit at the front of the ship causes enemy boarding attempts to be made at –1 due to the foul nauseating stench emanating from the Great Unclean One.

REGENERATION
The continuously spewing filth and excrement from the humongous statue has regenerative powers for the Great Unclean One, as it is in its “purest” form direct from the Plane of Nurgle. This mixture of toxic solids and liquids is actually welcomed by the Nurgle Admiral and his crews as it flows all over the ship, filling in damaged areas where cracks or holes have appeared from attacks, mending split rails and masts, and sealing holes in the hull where water is getting in. 

Every location on the Great Unclean One has a regeneration number. During the End Phase after checking for fires, the Nurgle player rolls once for every location that has been damaged.  If you roll equal or higher to the Regeneration Number, remove that damage marker in that location. If it is an area on fire, remove the blaze marker and replace it with a damage marker. Next turn another Regeneration roll is made on this same area and the damage may be repaired then. Only after the Great Unclean One location is destroyed is this benefit lost.

CHAOS CREW
The Great Unclean One has 3 Chaos Warriors and 2 Chaos Cultists aboard. You must decide which crew type is leading before rolling dice for the boarding action

POINT COST
The Great Unclean One costs 400 points and is worth 10 Battle Honors

DESIGNER NOTES
I have finally got around to making the rules for the Great Unclean Barge for Nurgle. It was definitely a evolving work and it certainly has ended up very different from what I was originally planning to make, but most of my ships have ended up that way come to think of it – that’s part of the fun of designing them.

Originally, the Great Unclean Barge (GUB) was going to be a 100-point independent class ship used to aid the fleet in boarding actions. Many suggestions from both the MOW group at Yahoo! and other past postings were considered in deciding how to outfit the ship. Eventually I decided that since the GUB was to have a great bronze statue of the Daemon of Nurgle itself aboard, it didn't seem right that this ship should be a smaller independent class. Actually it made the most sense that it would be the admiral's ship - especially after test fitting the mini together and seeing how large of a ship it would actually be – bigger than the existing Plagueship miniature.

So instead I made it a MOW class (or an Admiral class ship following Jeff's suggestion from the past). My Colosses was a ship such as this although I always just considered it a MOW, where Jeff hit upon the idea of each fleet having a single larger ship that the admiral would sail in. I liked his idea and decided to make the GUB one too. I set out to make a ship around 300-350 points, somewhat comparable to the Black Arc.

I had special ordered some Epic miniatures of various things, one being the Nurgle Daemon miniature itself. I thought that it would look great mounted on a Plagueship and painted up like a huge bronze statue. Only after starting the miniature did I see the potential for making it a portal to the very plane of Nurgle. Both it’s movement and weaponry could be tied into this statue and its being a link to another dimension – which also fit very well into the idea of it being a ship that is a tribute to the Nurgle god as well. This was definitely a ship where the miniature created the abilities of the ship from the “obvious” ways things would work on a real ship made the same way.

By adding a Plaguecrusher tower, I created an area that could spew forth the rot and create a waterfall effect to propel the ship across the seas. The expanding pool was a fairly plausible extension of the falling slime, giving a nice defensive quality to the ship. 

Next up is its main weaponry. I had 3 minis from some old Epic or Space Marine game that had Nurgle heads with large cannons sticking out of their mouths. I cut off the extraneous parts and mounted one on each broadside and one to the front as well. What would these cannons shoot? Why vomit of course! I looked up Nurgle in the Chaos Army book and altered one of the attacks in there for use on the GUB. The extension of the bow of the Plagueship mini left room for a "pool" area in front of the fore cannon, which allowed for me to make a large pool of vomit that collects in front of the fore Vomit cannon for defense in Boarding actions.

All in all, the GUO is a very tough ship even when compared to the other Admiral class ships. It may seem like a small ship from it’s template as there is not the typical BOW and STERN sections that have become standard on them, instead the ability to regenerate damage makes it a larger ship than it seems to be. Is the point cost right? At this point I’m unsure, as we’ve only used it twice and even then not a whole lot. My gut feeling tells me the ship is very powerful and that I will most likely raise the point value up higher again – it started at 250 and is now 350. It has the potential to do lots of damage each turn – especially with the ability to cause immediate BW damage from vomit spreading down to the BW area, but then again, it takes a series pf specific die rolls to have that happen. We’ll see. Things will stay here for now as it gets playtested more and more.

Make one yourself and give it a go – I’d be curious to see how it fairs out for your games.

Scott Di Bartolo
