NURGLE PUSTULE RULES

Pustules are essentially large, bloated, demonic monstrosities summoned to the Old World through tears in the fabric of reality.  Whenever Nurgle manifests itself on the high seas Pustules are usually drawn to the disturbance.

RULES

The following rules apply to Nurgle Pustules. All Man O' War game rules and Nurgle and Chaos special rules apply unless otherwise stated.  Pustules follow all of the standard rules for Ships of the Line.

MOVEMENT

Some Pustules swim in the conventional sense, others have a circlet of cilia which propel them, others suck in and expel water through disgusting tubes.  However each Pustule manages to propel itself, all Pustules have a movement rate of 4” and follow the same rules for movement as Dark Elf beasts (i.e. they can swim in any direction, ignore wind and do not use the turning template).
COMBAT

Vomit Blast

Pustules have a single ranged attack each, which can be aimed 360o.  Following their movement phase, each Pustule may vomit forth a stream of vile, caustic bile.  Place the Warpfire Thrower  template touching the Pustule facing towards the target.  The first object under the template is hit by the Vomit Blast.  Roll to hit as normal.  If any location on the target is hit, the target receives a Nurgle’s Rot counter.  Roll for the effect of the counter in the Endphase as normal.

All Nurgle ships/ daemons are immune to the Vomit Blast.

Blowback

The first time a Pustule is damaged by a ranged attack, puss and filth shoot forth from the wound in the direction of the attack.  Blowback works exactly like a Vomit Blast, but occurs during the opponents shooting phase.  One Blowback occurs the first time a Pustule is damaged.  On receiving the second point of damage, a Burst occurs, see below.  For example, if a Brettonian Corsair unleashes a three dice broadside and successfully causes two wounds to an undamaged Pustule, then one Vomit Blast is directed towards the Corsair following the rules above, followed by a Burst (see below).

Attacks which cause flaming damage and catapult-type weapons do not cause Blowback.

Burst

The second and final wound caused by a ranged attack to a Pustule causes it to burst in a horrendous explosion of putrid nastiness.  Place a 3” diameter template centered over the Pustule.  Any ship even partially touched by the template receives a Nurgle’s Rot counter.  Roll for the effect of the counter in the Endphase as normal.

Of course, all Nurgle ships/ daemons are immune to Nurgle’s Rot.

Boarding Actions/ Rams

Pustules are hugely bloated demons ready to pop at the slightest touch.  Should a Pustule ever come into contact with any other object they explode in a disgusting shower of diseased filth.  Pustules NEVER engage in boarding actions or take ram damage.  Whenever they touch, or are touched by any other ship/flyer/sea monster/ terrain piece, etc. they are automatically destroyed.  Whatever caused their destruction (due to contact) receives one Nurgle’s Rot counter for each undamaged location remaining on the Pustule prior to the contact.  Roll for the effect of the counter in the Endphase as normal.

Pustules do not cause enemy Ships which contact them during their own movement phase to stop, and enemy Ships may continue to move if they have any movement remaining.  Monsters and Flyers have their move ended per the normal rules for contacting/ attacking an enemy.

SPECIAL RULES

Low Profile

Pustules, although large bloated demons, are nevertheless not large enough to affect the line of sight of ‘catapult’ style weapons (any weapon which lobs its ammunition towards the target, which means it must be aimed high if possible and carries through to lower locations). Therefore Pustules can be shot over by these types of weapons without restriction.  Normal cannon/ bolt thrower/ reaper batteries/ etc. type weapons have their line of sight blocked by Pustules. Pustules block the line of sight of other Pustules.

Deployment 

Pustules may be deployed like any other Ship of the Line (SOL) squadron.  Alternatively, they may be assigned during the deployment phase to other squadrons or MOW. A MOW will have a full squadron (3 Pustules) assigned to it, a SOL squadron will have one Pustule per SOL.  Pustules which have been assigned to other ships may be launched from those ships during the Nurgle player’s turn.  The Pustules may only be launched if the ‘parent’ squadron (or MOW) has not yet taken its turn during the current game turn.

When launched, the Pustules are place adjacent to the ‘parent’ ship and may make a move and attack per the above rules.  This works just like Beasts being launched from a Black Arc of Naggaroth.

Pustules are automatically destroyed if the ship they are assigned to is sunk prior to their launch.

Crew: 0 Any effect which causes loss of crew causes damage to one Pustule location.  Pustules receive no defensive fire against flyers, although Blowback and Burst are still a possibility (‘bomb’ type weapons do not cause Blowback).  Should a flyer engage in close combat, the Pustule is destroyed per the above Boarding Actions rules.

POINTS COST

Pustules cost 75 points for a Squadron of three.

DAMAGE LOCATIONS

Low Areas:

1-4: Miss.

5 & 6: Pustule, No save (long range cannons would be 6+), 2 Locations.  Each damage reduces the number of Nurgle’s Rot counters the Pustule causes when it comes into contact with another object.  The first location damaged causes Blowback, the second location damaged causes a Burst.
Below Waterline: None. Any contact causes the Pustule to explode, see ‘Boarding Actions’ rules above.

Battle Honors: 1

DESIGN NOTES

Originally I had thought the Pustules would cost 50 pts. for a squadron of three, but the Calculator indicates that they should cost 25 pts. each.  

Tactically, the Pustules would form an effective screen for Plagueships or Plaguecrushers as they don’t affect line of sight for those ship’s weapons, and they are difficult to hit.  In addition, they provide a useful means of increasing the Nurgle fleets total squadron count.  They also present a significant threat if allowed to get close.  Even if not used as a screen an opposing Admiral will be presented with a difficult choice between shooting at Pustules (as opposed to other ‘more dangerous’ ships) or allowing the Pustules to get close where they really become dangerous.

MODELING NOTES

Warhammer Nurglings (especially those which appear to be crawling), make passable Pustules.  Creative modelers may be able to make awesome Pustules out of clay or greenstuff.  It’s Nurgle, so go crazy.  My original inspiration was Chet from the movie ‘Weird Science’.  The Warhammer Nurgling models aren’t sufficiently bloated in my opinion, but they’ll do for someone like me who hasn’t the time or inclination for modeling the figures myself.  Ideally, the models would be about ¾ marble size, almost entirely round, with just a bit of mouth, eyes and limbs protruding.  Modeling the cilia or siphon tubes would be a nice touch.

