CHAOS  - Sailing & Rowed Vessels  <Pic of Chaos Long Ship>

You need a copy of the WARRIORS OF CHAOS ARMY BOOK to use this fleet.

The ships of the Norsemen have sailed from the Sea of Claws for thousands of years. They are fearless explorers and ruthless warriors. Their dragon ships are well built war ships and it is rumoured they are blessed by the foul gods that they worship.

Skiff

50pts

Small

125pts

Medium
250pts

Large

400pts

Upgrades/Options

Oar Deck  

50/75pts each

Medium/LArge
Ram       

20/40/60pts

Small ships cannot have rams. Neither can skiffs!

Rams don not count to waterline length

Streamlined Hull   
30/50 pts

Skiff, Small  / Medium, Large

Heavy Timbers  
20/40/60pts

Small, Medium, Large,

Possessed Figurehead  150/200pts

Medium, Large

Horn of the depths     75pts

Flagship only
Dedicated to Chaos Undivided  25/50/50 pts

Small, Medium, Large,
Dedicated to Khorne   50/75/100pts

Small, Medium, Large,
Dedicated to Slannesh  30/60/90pts

Small, Medium, Large,                 

Dedicated to Nurgle     50/75/100pts

Small, Medium, Large,
Dedicated to Tzeentch   30/60/90pts

Small, Medium, Large,
ICONS may only be taken by a vessel which has been dedicated to a chaos god, or CU
Icon of the Gods          50pts
Chaos Undivided only
Icon of Vengeance       75pts

Khorne only

Icon of Beguilement     40pts

Slannesh only

Plague Ship                   60pts

Nurgle only
Icon of Refraction         75pts

Tzeentch only
SPECIAL RULES

OAR DECK

The vessel has an enclosed oar deck full of slaves attached to huge sweeps. The vessel can opt to use oars or sails. When reduced to zero SPs the oars and slaves become unuseable. NB that the Oardeck needs to be modelled on the ship but can be fully enclosed so it is not necessary to make all of those slaves if you don’t want to, that’s not to say you can’t.

STREAMLINED HULL

The ship’s hull is well looked after, is always clean of weed and barnacles and is kept as smooth as possible. The ship gains 2” to movement in all directions.

HEAVY TIMBERS

The ships main beams are made from the largest stoutest trees to be found in the forests of the Empire. Medium vessels gain 1 structure point, Large vessels gain 2 structure points and Huge vessels gain 3 structure points.

POSSESSED  FIGUREHEAD 

The figurehead is regarded as the spirit and soul of the vessel. This ship has a mighty figurehead which contains a bound daemon.

It may breath fire, use the teardrop template. All hits are S6. Ships hit by daemonic flames catch fire on a 3+. The figurehead may attack enemy ships within 4”. It gets d6 attacks a turn at  WS4 S7. randomise what gets attacked 1-3 crew, 4-6 vessel. Daemon is released/destroyed when the ship gets to zero SPs

HORN OF THE DEPTHS

The ship has a huge magic instrument made from the tooth or tusk of some mighty sea monster. The horn may be blown in the magic phase. Roll a d6 1-3 no result, 4-5  an enemy vessel of the sorcerer’s choice is attacked by a Leviathan. ( See Leviathan Awakes in Lore of the Waves) 6 a Kraken attacks the nearest enemy vessel. (See Kraken’s Call in Lore of the waves) 
DEDICATED TO CHAOS UNDIVIDED

When the ship was launched it was dedicated to the glory of Chaos.

Crew may re-roll failed psychology tests.

DEDICATED TO KHORNE

When the ship was launched it was dedicated with the blood and skulls of fallen warriors to the glory of the blood God..

Ram adds 2d6, 5+ save against magic spell cast at vessel

DEDICATED TO SLAANESH

When the ship was launched a hedonistic celebration was held on the main deck in the name of Slannesh.

Ship is surrounded by swirling magical mists, enemy must roll 4+ before able to fire at her.

DEDICATED TO NURGLE

The ship was launched over the rotting carcasses of plague victims.

Ship regenerates damage Roll a 5+ for each SP taken in a turn to ignore effect

DEDICATED TO TZEENTCH

The ship was launched during a magical storm and the winds of magic pervade its every  timber.

Sails in all direction as if the wind is from astern.

ICON OF THE GODS

Vessel has a 5+ ward save against any damage

ICON OF VENGEANCE

Missile weapons rebound on shooter on a roll of 4+

ICON OF BEGUILEMENT

Enemy crew within 12” overcome by perfumes and  auras, must pass a Ld test before being able to fight in combat or shoot weapons.

PLAGUE SHIP

Vessels rammed or that ram this ship start to decompose take extra d3 SPs each turn in contact on a  roll of a 4+

ICON OF REFRACTION

Spells cast against this vessel  are dispelled on  a roll of a 4+ and a sorcerer may cast a spell back instead.

CREW

A Chaos vessel has crew taken from the Mortal Units section of the Chaos Army Book.
Skiffs vessels are commanded by a Marauder Chieftan or Warrior Champion.
Small Vessels can have a maximum of 1 Hero, Medium Vessels Maximum 2 Heroes,  A Large  Vessel can have a maximum of 3 Heroes.

Small Vessels can have one Hero as the Captain, you should use the Aspiring Champion of Chaos
Medium & Large Vessels MUST have a Hero as their Captain. You can use either the Aspiring or Exhalted Champions, or a Chaos Sorcerer as a captain. One Vessel, usually the largest may have a Lord character as well, use the Chaos Lord or Sorcerer Lord, This is the Fleet’s Admiral and his vessel automatically becomes the Flagship.

The crew are either Marauders or Chaos Warriors. A Crew cannot have more Chaos Warriors than it has Marauders.  Unless the whole Crew is Chaos Warriors.
Weapons & armour upgrades may be taken. But not Musicians or Standards. 1 Champion upgrade may be taken for each group of 5 troops from one troop type.
If dedicated to a specific god or Chaos Undivided, then the Flagship may also have a unit of appropriate daemons. These daemons may not make up more than 25% of the crew and do not count when calculating minimum crew numbers to sail the ship. They may not fight fires.

Chaos Sorcerers may choose  spells as usual or select spells from the Lore of the Waves

