Gar-barge

New skaven ship ideas:

Towing:

At any time during its battle phase,  a ship towing the Gar-barge can release it, where upon it will move in subsequent turns according to the wind – in the same phase as the ship squad it was attached to move each barge d6” in the direction of the wind. 

A ship can re-attach to the barge at any point in their movement by backing up to either end of the barge and ceasing any further movement that turn.

Horrible stench:

The only ‘attack’ the Gar-barge has is from the stench of the massive dung pile that sits on the raft. It starts with a 9” range (use the standard cannon range ruler) and is placed downwind from the ship and cannot be aimed. Any enemy caught under it’s template must make a below waterline save or else it cannot move / shoot this turn (one or the other, enemy players choice). Attacks against the Gar-barge can hit the dung pile, which will extend the stench by 1” for each hit as buried (and extremely rank) dung is exposed.

Skaven, Orc and Nurgle crew / ships are immune to the effects of this.

Up to 2 crew can be placed on the barge if for some reason this is required.

‘Ship of the line’ 

Crew: 0

Move; 0”

Locations: 

4 – 5+ save debris – each failed save also increases range of stench by 1” for each hit sustained

5 – 5+ savedebris – each failed save also increases range of stench by 1” for each hit sustained

6 – hull, 5+ save
Below waterline: 5+ save, 2 BW

Battle honours: 1

Cost: 50 points for a squadron of 3
