SKAVEN DUNG-LOBBER Version 1.0 By Scott Di Bartolo


BACKGROUND



Deep down in the bowels of Skitterkeep, the Skaven priests and engineers have long toiled at developing a devious weapon that is unlike any other on the seas. In the ultimate insult to their enemies, they have actually found a way to use the dung and feces of the Skaven troops as a weapon against enemy fleets. After forming the disgusting droppings into large oval patties, they are baked in the sun where the outer shell hardens, enabling them to put placed in a giant catapult and thrown at enemy ships. Though not powerful enough to do damage, the dung breaks apart upon impact and fouls enemy ships. Enemy sails get weighted down, oar decks become unusable, cannons get jammed and crew become nauseous as the fowl feces is flung onto their ship. Crews must remove the fetid cargo before these items may be used again, taking valuable men away from other more urgent duties.

CLASSIFICATION
The Dung-Lobber is considered an independent ship and follows all rules that apply to that class. Like other independent ships, it may not receive MOW cards.

FLEET RESTRICTIONS
The Skaven fleet may not have more Dung-Lobbers than they have Man O’ War class ships. 

MOVEMENT
The Dung-Lobber may move as follows.

TREADWHEEL:     6”


    May change directions freely.


    May not turn in place

COMBAT

Dung-Lobbers have a very unorthodox attack. The Dung-Lobber has a range of 24” and may fire over other ships. To fire the Dung-Lobber, roll on the following table to determine how many die attacks the Dung-Lobber makes. You may add one to the roll if you did not fire over other ships or terrain and have a clear line of sight to the target. 

     DIE ROLL
  # OF DUNG-LOBBER ATTACKS          

           1
 Shot disintegration. Shot(s) hit first ship within 12” in LOS, (Friend or Foe). Re-roll for # of attacks, ignoring this result. If no ship is in LOS, it is considered a miss.

          2-3
                                       3

          4-5


   4

6 5

Add +1 if not firing over any other ships or terrain. 

A Natural “1” is still a “Shot Disintegration Result”

After determining the number of attacks, roll that many dice to see which locations are hit. The target vessel may make saving throw attempts at –1 in each location. Place a Fouled counter on any location that fails its save. Multiple hits to the same area simply add another Fouled counter. 

FOULED LOCATIONS
Areas that have been fouled by the dung attacks are considered unusable during that ships next battle phase(s) unless the dung is cleaned up. To remove the “Fouled” counters, the player must commit a crew counter to the area that was hit and roll a die. This can be done either at the end phase or battle phase as desired, though it is much more successful in the end phase. 

FOULED LOCATION CHART

                  
Battle Phase
End Phase

Remove Fouled Counter            5+       
           2+

Simply take a crew counter and turn it face down on the Fouled counter where a clean up attempt is desired. Crew counters committed to clean up attempts cannot be used for Boarding Actions later in the Battle Phase. Up to two crew counters may be assigned to any one location with the player then getting two die rolls to remove the dung. If a ship that has committed all of its crew counters to clean up duty is boarded, it is automatically captured. Only one attempt per crew per turn may be made. Crews that made an attempt in the Battle Phase may not make another attempt in the End Phase. At the end of the turn, flip back over crews that made clean up attempts and place them back in the crew counter area.

Successive attacks that hit Fouled areas ignore the Fouled counter and cause damage normally. If an area gets damaged, leave the Fouled counter as well. Repair attempts made to an area that is damaged and Fouled do not suffer any penalties, but after repairs, a roll to clear the Fouled counter still must be made.

POINT COST
The Dung-Lobber costs 100 points and is worth 4 Battle Honors.

DESIGNER NOTES
The idea for the Skaven Dung-Lobber came about kind of strangely. I had wanted to utilize a mini I had from Epic of a giant catapult, but originally was thinking of something for the Orcs, but they already had the Splattapult Barge, another catapult weapon seemed redundant. I shelved the idea for a while until a friend commented that the Skaven needed another ship. We had been talking about the idea for a Nesting ship for them, throwing ideas out such as food mounds, dung piles, etc, but hadn't got very far. I casually suggested that their dung be thrown at other ships as a weapon. Everyone laughed, but the idea stuck in my mind and I eventually put that thought together with the catapult miniature - which coincidentally looked very Skaven like.


Once the basic idea was there, I just extrapolated from that. I realized that thrown dung had very little damage potential, so the idea for "fouling” came about - "damage" that was temporary until it could be cleaned up. In other words, it caused "repairable damage". Whatever location takes a hit from it becomes unusable, but by committing a crew counter to clean up the awful mess, the fouled counter gets removed (most of the time), and the location can be utilized again.


 I would love to hear about other new ships or rules that you have come across. Please feel free to write me at the address below.

SCOTT DI BARTOLO

manowarplayer

Find me at:  http://groups.yahoo.com/group/theseaofclaws/


