GNOBLAR JUNKER RULES

Wherever Ogres are found, the scrappy race of greenskins known as Gnoblars are never far behind. These sneaky, weedy little runts are always looking to take advantage of the spoils of war left behind by marauding Ogres, and are continually scavenging all manner of junk and detritus.
Gnoblar Junkers are barely seaworthy ‘boats’ (the term is used loosely!) that tag along with Ogre fleets.

RULES

The following rules apply to the Gnoblar Junkers. All Man O' War game rules apply unless otherwise stated.

MOVEMENT

Sails: 6", per normal rules. Gnoblars are not adept enough sailors to take advantage of the wind and have a maximum move of 6”.
COMBAT

Gnoblars
Gnoblars are small and cowardly, although they can be quite scrappy when backed into a corner. Gnoblars suffer a -1 penalty to the boarding die roll whenever involved in close combat. (I.e., in a boarding action involving 3 Gnoblar crew, the total boarding die roll modifier would be +2. +3 for three crew, -1 for Gnoblars).
Gnoblars cannot be used to crew an Ogre vessel, and no Ogre would ever be caught dead trying to operate a Gnoblar ship. In fact, it is expected that an Ogre even trying to board one would cause it to sink!
Scrap Launchers
Junkers have two forward facing Scrap Launchers. Adopted straight from the battlefield, Scrap Launchers are used to fling all manner of pointy and/ or slicy bits towards the opponent. While not great at causing damage to sturdy ships, they tend to rip right thru sails and people. Fortunately for them, Gnoblars never seem to run out of junk suitable for this purpose.

The scrap launcher follows all the standard rules for Catapults (aim high, cannot shoot at close range, etc.) with the following exceptions. 
· Because they do not throw massive stones, target ships get a +1 save modifier vs. attacks by a Scrap Launcher, except for sail locations, which have the standard save. 

· Shots from the Scrap Launcher are completely expended by the first undamaged location they impact AND DO NOT CONTINUE. This means the shot only ever hits one location, which is the first undamaged location it encounters on its way down a ship’s template (shots continue thru already damaged locations as normal).
· On any roll which strikes an enemy ship (regardless of save), roll a second die. On a 6 one crew counter is removed. This rule only affects those ships which have vulnerable crew (i.e., not undamaged Dwarf ships, Dark Elf Beasts, etc.)
SPECIAL RULES

There are no special rules for the Junkers.
Crew: 3 Gnoblars 
POINTS COST

Gnoblar Junkers are a 75 point SOL squadron which may be included in the Ogre Fleet. My suggestion is to require 2 squadrons minimum in any Ogre Fleet.
DAMAGE LOCATIONS

Low Areas:

4: Sails, Save 6+. Two locations. First location damaged has no effect. Second location damaged destroys the sails. Ship is immobilized. Further hits do not cause criticals.
5: Junkyard, Save 6+. Two locations. Each location damaged destroys one Scrap Launcher.
6: Aft, Save 6+. One location.
Below Waterline: 1 Hit, Save 6+.
Battle Honors: 1
DESIGN NOTES

Inspired by Zak’s response to Shaun’s Ogre Fleet. The Junkers, despite being small easily sunk ‘ships’ crewed by nearly worthless Gnoblars, can fulfill a crucial role in the Ogre Fleet. First, they are an expendable screen for the also rather flimsy Ogre vessels. Secondly, the Scrap Launchers can take out enemy crew and slow down or even immobilize sailed ships, thereby making boarding actions for the Ogres even easier.
I considered only giving them one Scrap Launcher each, and playtesting may reveal that for 25 pts. that’s all they should have. As it is, they can launch a lot of scrap! Any fleet relying on sails (Brettonians, High Elves etc.) would find squadrons of Junkers a serious threat. They should perhaps also only have 2 crew. However, my first run thru the Calculator revealed that as designed they are worth exactly 25 pts. each.
