Skaven Food catcher
(idea came from a left over beastmaster ‘mancatcher’ weapon after converting figs for Bloodbowl…..).

Why food would Skaven want to specifically go hunting for at sea? Beasts of the deep! One leviathan could feed an entire floating nest for months!

Independent
50 points

2BH.

Max 1 per 1000 point fleet

Food catcher – when attempting to capture a beast of the sea, roll 2 dice and need to ‘hit’ with both dice.

If hit, monster is ‘pinned’ by the catcher and may not submerge and may only move half move (dragging the catcher with it). Any attack dice are halved, any special ability is ‘halved’ (if it normally automatically occurs it will only happen on a roll of 4+, if it occurs on a 5+ it will now only happen on a 6+ etc).
Any boarding carried out against the monster will gain +1 to the attacker.

To free itself the monster (or allies) must destroy the catcher location of the ship, or have the Skaven release the beast.

If the ship sinks it may take the beast to the bottom with it and eventually drown it….(for game play if the ship sinks the monster (only) has next round to attempt to damage the catcher location. If it fails then roll 1 dice and compare roll :

roll is less than the number of hits the monster has left – monster escapes unharmed

roll is equal to current hits – monster escapes taking one wound.

Roll is greater than current hits – ship and monster sucked to the bottom – monster counts as killed.

Roll modified as +1 for each point of undamaged catcher location is left when sunk.

Locations:

3: beastie catcher, save 4+ 2 damage locations. If destroyed unable to catch beasts.
4: warp tanks. Save 4+, auto critical on first damage if damaged unable to catch new / release entrapped beast or move
5. hull. 5+ save
6. paddle 5+ save. No move 
2 below water, 5+ save.

Move 3d6” move any triple causes a hit on the warp tanks (and therefore  a critical)

If the catcher location is not destroyed it can be used to do a 1 dice low attack, against any non-beast target as long as the vessel is able to move (ie it must ‘ram’ the opponents ship to do the damage even if it is a 2” back and 2” forward movement, so a double rolled for movement will mean the ship cannot attack)

