DWARF RUNELORD RULES

Runelords are ancient, wise and powerful Dwarfs which command the respect of all their brethren.  No one in Dwarf society is afforded as much respect as a Runelord other than Kings, and even they accord Runelords the respect they are due.  Admirals may run the fleets, but no one tells a Runelord what to do.
BASIC RULES

Runelords are treated similar to other ‘character models’ in Man O’ War, and in general follow the same rules for Admirals and Wizards.  They do not count as a ‘crew’ counter, cling to wreckage, provide Battle Honors when killed or captured, etc.
Once purchased, the Runelord may be added to any MOW.  Which ship the Runelord is on must be decided at the start of the game.

A Runelord may only be purchased in a fleet worth at least 1000 pts., and only one Runelord may ever accompany any fleet.

SPECIAL RULES

Combat Effect

It is a great honor for any vessel to carry a Runelord aboard, and allowing any harm to befall a Runelord would cause great shame.  As a result of this, any ship with a Runelord aboard has a +1 modifier to all boarding action rolls.

Magic Phase
Runelords are highly attuned to disturbances in the Winds of Magic, and are equipped with many mighty runic artifacts created to counteract the magic of the other races.  As such, a Runelord adds +1 to the dispel roll of a Dwarf fleet, thereby dispelling any enemy spell on a roll of 5+.  This roll is unaffected by any other rules or modifiers.  This effect is lost during any magic phase the Runelord is in the water.
Runes

Runelords allow the purchase of Rune Cards as described by the article ‘Blood and Iron’ from Citadel Journal #1.

Cost: 50 pts.

Battle Honors: 2

DWARF ANVIL OF DOOM RULES

Anvils of Doom are incredibly powerful and valuable artifacts from Dwarfen antiquity, the secrets of their creation having long ago been lost.  Although most Dwarfs would never consider risking an Anvil by placing it on something as fragile as a ship, every now and then the need is so great that they are placed onto a Man O’ War and taken out to sea.
BASIC RULES

One Anvil of Doom may be purchased for a Runelord, and may only be purchased in a fleet worth at least 1500 pts.
The Anvil and its accompanying Runelord are always located in the Bridge of a MOW, which is modified to accommodate it.  Should the bridge location become damaged, the Anvil becomes inoperable and loses all of its special abilities, even if the Bridge becomes subsequently repaired (the Runelord’s special abilities are unaffected).
Although a Runelord may normally accompany any MOW, a Runelord using an Anvil of Doom may only be placed on the Admiral’s vessel, as no right-minded Dwarf would ever consider putting so valuable an artifact anywhere else.

SPECIAL RULES

Honor Guard
Whenever a Runelord goes to war with an Anvil of Doom he is always accompanied by a pair of elite Dwarf warriors whose sole purpose in life is to protect the Runelord and the Anvil.  These doughty warriors have usually been in this service for decades and are absolutely devout in their duty. No one may approach a Runelord at work at an Anvil without their approval.
Due to the vigilance, prowess and dedication of the Honor Guard, any attempt at assassinating the Runelord suffers a -1 penalty.

Combat Effects

Striking powerful runes upon the Anvil, the Runelord sends mighty bolts of lightning at the foes of the Dwarfs. A ship with a functioning Anvil of Doom provides a +1 modifier to all boarding action rolls.  This is cumulative with the +1 the crew receives for having a Runelord aboard the vessel.

With a glower of menace, the Runelord may use the Anvil to attack enemy ships.  This attack occurs during the ship’s attack phase and has a range of 6” and a 360o arc of fire.  The Anvil’s attack is a two dice attack, aimed as per cannon fire, with no saving throw modifier.
Cost: 50 pts.

Battle Honors: 2 (These honors are accrued only if the Runelord is killed or captured, or the MOW on which the Anvil rests is sunk.)
