Ork squig assault craft


Squadron of 3

100 points

1 crew

2 battle honours

5+, 1 below waterline

Treadwheel 4” (6”)

Modelling – design similar to bigchukka, but without chukka – instead a ramp and boxes of squigs…

Each ship has 3 squig crates.

Ship has to close with enemy and then release squig crate. Can release 1,2 or all 3 at once if so.

Roll for each crate on ‘delivery’

1: Turns and attacks crew on squig craft. Work out as if standard boarding (squigs count as 2 crew for combat resolution)

2-5: Squig charges enemy craft. Work out boarding action. Squig counts as 2 crew making a standard boarding attack. If combat is lost squig is removed.

6: Squig rampage! Remove 1 enemy crew counter (of defenders choice) and then work out boarding action - squig counts as 2 crew making a standard boarding attack. If combat is lost squig is removed.

So can fire all 3 off and get effectively 6 crew in attack.

If multiples are fired off and 1’s are rolled, the squigs will fight amongst themselves first. Any survivors will continue with their result (ie if 1’s survive will then assault crew, if 2-5’s will board, if 6’s will remove enemy then board).

If the squigs defeat all defenders, then they remain on the ship and it cannot be scuppered / re-crewed even by orcs until they are killed.
Once all squig crates are gone, this ship can carry extra crew (up to 3 counters) on the crate location. If location 4 is hit, each crew counter must be rolled for to see if it is destroyed in the attack (a roll of 1 of a d6)
Locations:

4: squig delivery 5+ save

If any crates are left, a roll of 1 for the save destroys a squig / squig crate.

5: hull 5+ save

6; paddle 5+ save – immobilised
Question1:
The regular Orc crew: Are these supposed to be squig-handlers only, never participating in boarding? Or is the player free to act with them whatever he wants?

Answer 1:

 I envisaged the crew as hiding behind a big barrier and remotely releasing the squigs, so they only take part in boarding if there are no squigs on board....

Question 2:

What if one would choose to transfer the crew to another vessel, leaving a filled squid cage alone? 

Answer 2:

If there are no crew on board, then the squigs sit in the box and cant do anything, so someone could safely board and scupper without interference.


Question 3:

Is it possible to release squigs even in defense action if the Squig assault craft is boarded?

Answer 3:
rAs boarding action is declared – Orc player declares how many squig crates they are opening – roll as before to see what happens to the squigs, then fight boarding action if necessary - if squigs win they will instantly try to board the enemy vessel, you cannot break off this return boarding action.... 
