OGRE ‘GREAT MAW’ RULES

Although rarely seen upon the high seas, occasionally the massive brutal race of Ogres is known to set forth upon the world’s oceans for conquest, glory, and a nice hearty meal.
Not known for their subtlety or seamanship, Ogre vessels are large brutish affairs powered by rows and rows and rows of slaves eager to avoid the stew pot. In addition to these unfortunates, the Ogres carry with them a larder of slaves for meals, and in a pinch, sacrifices to the Ogre god, the ‘Great Maw’, to provide a little extra incentive for the lads.

RULES

The following rules apply to the Ogre Great Maw. All Man O' War game rules apply unless otherwise stated.

MOVEMENT

Oars: 4", per normal rules, including turning in place and moving backwards.
COMBAT

Ogres
Ogres are massive, angry, hungry, nearly unstoppable monstrosities. Every Ogre crew counter provides +1 in boarding actions (in addition to the +1 provided by regular crew counters), for a total +2 modifier to the boarding roll.
SPECIAL RULES

Slave Counters

Great Maws carry aboard them ‘spare’ slaves (in addition to those required for the oars and meals) for timely sacrifices to the Great Maw. The ship’s Butcher, when so directed by the Captain, will sacrifice slaves to the Great Maw, providing powerful enhancements to the vessel.

Every Great Maw begins each battle with (3) Slave Counters, and at any given time (subject to battle damage) may have a maximum of one counter per undamaged Slave Pen. These counters may be sacrificed (removed from play) at the start of the Great Maw’s battle phase for ONE of the following effects (for each counter sacrificed) which lasts until the end of the Great Maw’s battle phase:

· +2” forward (only) movement.  This extra movement is not figured into the total movement when calculating movement costs for ‘turning in place’ or ‘moving backwards’ via oars. For example, a Great Maw, after sacrificing a Slave Counter, elects to ‘turn in place’ 90o (half normal movement). This normally costs 2” of movement, and leaves 2” remaining. However, because of the sacrificed Slave Counter, the Great Maw still has 4” (2” normally, +2” for the Slave Counter) forward movement remaining. Likewise, moving backwards usually takes all of an oared vessels movement allowance. But after sacrificing a Slave Counter, the Great Maw would still have 2” forward movement remaining.

· +1 to Boarding for the first round of a boarding action.

· To ‘regenerate’ a slain Ogre counter, thereby restoring an Ogre counter that had been lost in a previous turn.
The Great Maw may sacrifice any number of Slave Counters at the start of any given Battle Phase. The effect of each counter must be declared at the start of the Battle Phase and the effects are cumulative. 

In addition, to honor the Great Maw for granting them victory, the Ogres always try to capture some of their victims for future sacrifice. Whenever the Great Maw wins a round of close combat and kills an opposing crew counter they may add one Slave Counter to the ship (up to the maximum available in the Slave Pens) on a roll of 4+. Slave Counters are not added by a close combat draw, nor are they added by combat victories vs. Monsters, Beasts or Flyers (i.e., an actual CREW counter must have been ‘slain’ in order to provide slaves for the pens).
Slave Pens

The Slave Pens are where the Ogres keep the slaves meant for sacrifice to the Great Maw. An undamaged Great Maw begins the game with three Slave Pens (and three Slave Counters). Damage to the Slave Pens location will reduce the number of Slave Counters that may be kept for sacrifice. Unused Slave Counters are immediately lost if there are move counters than undamaged Slave Pens.
Crew: 3 Ogres (the slaves which man the oars are inconsequential).
POINTS COST

The Great Maw is a 100 point Independent vessel which may be hired by any fleet.
DAMAGE LOCATIONS

Low Areas:

3: Bow, Save 4+. Two locations.
4: Oar Deck, Save 4+. Two locations. First location damaged no effect. Second location damaged reduces the Great Maw’s movement by 2”.
5: Oar Deck, Save 4+. Two locations. First location damaged no effect. Second location damaged reduces the Great Maw’s movement by 2”.
6: Slave Pens, Save 4+. Three locations. Each location damaged reduces the maximum number of Slave Counters the ship may store.
Below Waterline: 3 Hits, Save 4+

Battle Honors: 4

DESIGN NOTES

While brainstorming ideas for an Ogre vessel I found myself, despite trying to ‘think outside the box’ limited to a ship which felt very much like the Norse. I.e., one which relied solely on boarding for its combat effectiveness.  However, being peripherally familiar with the Warhammer Ogres and their history/ customs, I hit upon the Slave Counters as a way to differentiate/ boost the Great Maw’s prowess.

Although limited in strategic options, the Great Maw is difficult enough to hit (3+) and immobilize to allow for the absorption of considerable damage. The Slave Counters provide the extra needed boost to surprise an opponent, take advantage of an opening, or replace missing Ogre crew so as to keep the ship effective after moderate damage. With a base +6 in boarding actions, the Great Maw is a massive threat to virtually any vessel, and with the sacrifice of Slave Counters, could conceivably threaten even the mightiest MOW.
MODELING NOTES

This is a real challenge.  I’m envisioning a relatively short, wide bodied (similar to an Orc Hulk), oared vessel. How to make that appear ‘Ogre-ish’ without the addition of characterful sails is completely beyond my imagination. An aft deck with (3) large Slave Pens would be useful to differentiate this vessel.
