SLAANESH DEBAUCHERY RULES

Seldom seen and even more seldom reported, the Debauchery is a ship that lives in the legends and nightmares of the other seafaring races.  A large sailing vessel, the Debauchery contains a continuous, raucous and utterly depraved celebration of the Lord of Pleasure the likes of which exist only in the most fevered delusions of the mad.  

Sailing the seas and luring even the hardiest, stable and devout sailors to their eventual doom, the Debauchery exudes the very essence of Slaanesh.  Wild and perverted festivities carouse upon the decks of the Debauchery, who’s Allure is inexplicably magnified by the power of Slaanesh to the point that enemy sailors are drawn to participate.  These unfortunates lose all rationality and abandon their very souls to join the immoral, lewd and eternal carnival taking place aboard the Debauchery.
RULES

The following rules apply to the Slaanesh Debauchery. All Man O' War game rules and Chaos special rules apply unless otherwise stated.

MOVEMENT

Sails: 8".
COMBAT

Allure of Slaanesh
The Allure of Slaanesh is a raucous, depraved celebration of carnal desire, enhanced to an irresistible degree by the influence of Slaanesh.  Any enemy crew within 3” of the Debauchery at the end of the Debauchery’s move must roll a die.  On the roll of a 6, that crew counter is seduced to participate in the lascivious celebration taking place aboard the Debauchery and immediately jumps overboard and swims towards the Debauchery where it joins its crew as a Chaos Cultist (exception: other Chaos crew retain their normal abilities; i.e. Chaos Warriors stay Chaos Warriors), up to the ships crew limit of 6.  This occurs prior to boarding actions, if any.  The effect of the Allure only lasts during the Debauchery’s phase. I.e., once a different squadron begins its phase, the Allure is no longer in effect, and ships can approach within 3” without being affected by the Allure.
Should the Debauchery already have 6 crew, any additional victims of the Allure are prevented from boarding, drown and are removed from play.

Due to the distracting and intoxicating nature of the Allure of Slaanesh, any ship boarded by the Debauchery receives no boarding bonus for defensive cannon fire.

At the end of any battle, any crew beyond two expires due to the extreme exertions required by the incessant activity demanded by the Paingiver.  This means that during campaign play, only two crew may be retained for subsequent battles.
Crew: 2 Chaos Cultists, 6 crew limit.
POINTS COST

The Debauchery is a 100 point Independent vessel.

SELECTION LIMITATIONS

A Slaanesh fleet may not have more Debaucherys than Hellships.

DAMAGE LOCATIONS

Low Areas:

2: Fore Sails, Save 5+, Two Locations.  First hit no effect. Second hit destroys sails; movement rate is reduced by 3”. Further hits do not cause criticals.
3: Aft Sails, Save 5+, Two Locations.  Sails damaged; each hit reduces movement rate by 3”. Further hits do not cause criticals.
4: Allure of Slaanesh: Save 4+. The first two Allure locations damaged have no effect. Third Allure location damaged destroys the Allure of Slaanesh.
5: Allure of Slaanesh: Save 4+. The first two Allure locations damaged have no effect. Third Allure location damaged destroys the Allure of Slaanesh.
6: Allure of Slaanesh: Save 4+. The first two Allure locations damaged have no effect. Third Allure location damaged destroys the Allure of Slaanesh.
Below Waterline: 3 Hits, Save 4+

Battle Honors: 4
