SLAANESH MESMER RULES

Unassuming and often overlooked, the Slaanesh Mesmer may be one of the High Seas most dangerous vessels.  Usually safely tucked away within the center of a Slaanesh fleet, the Mesmer sails forth at the most opportune time to disrupt the enemies’ plans and cause havoc with their strategy, potentially disabling their most potent vessels.
RULES

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

MOVEMENT

Sails: 9".
COMBAT

Gaze of Slaanesh
The Gaze of Slaanesh is an odd contraption located at the center of the Mesmer, made up of strange lights, mirrors, prisms and the essence of Slaanesh.  Once per turn, after the Mesmer has finished moving, the Gaze of Slaanesh may be directed at any enemy vessel.  The Gaze has a 360d firing arc and a range of 9”.  Roll to hit the target ship as normal.  If any ship location is hit, the target ship’s crew are immediately entranced by the hypnotic effect of the Gaze, and they stare slack-jawed at the bewildering and intoxicating Gaze.
The affected vessel may not move, fire or initiate boarding actions on the game turn they are struck by the Gaze, and may only defend themselves from boarding actions.  Although they may still use defensive fire, all boarding actions by a crew affected by the Gaze suffer a -1 modifier.
At the start of the next turn, the affected ship shakes off the effect of the Gaze and may act normally.

Crew: 2 Chaos Cultists.
POINTS COST

The Mesmer is a 50 point Independent vessel.

SELECTION LIMITATIONS

A Slaanesh fleet may only have one Mesmer per 1000 points.

DAMAGE LOCATIONS

Low Areas:

4: Fore Sails, Save 5+.  Sails destroyed; movement rate is reduced by 3”. Further hits do not cause criticals.
5: Aft Sails, Save 5+, two locations.  Sails damaged; each hit reduces movement rate by 3”. Further hits do not cause criticals.

6: Gaze of Slaanesh, Save 4+.  Gaze of Slaanesh is destroyed.

Below Waterline: 2 Hits, Save 5+

Battle Honors: 2
