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JEZZAIL BOAT

MOVE

Paddles: 6” Turns using normal turn template. May move backwards at will. 

Unaffected by wind direction.

WEAPONS:

1 Jezzail firing ahead, may add +1 to repelling boarders.

SPECIAL RULES:

The Jezzail has a range of 12” and uses the Elf Range ruler. Due to its inherent inaccuracies, roll 2 dice when making an attack and always use the lower of the 2 dice. If a double is rolled on the dice, the attack is still resolved, but the Jezzail is unable to fire next turn whilst its crew unclear a spent charge.

COST: 75 points for a squadron of 3

FLEET COMPOSITION: Ship of the Line. 0+. Cannot have more jezzail squadrons than warp raider or deathburner squadrons (whichever is present in least numbers)

RATLING GUN BOAT


MOVE

Paddles: 8”. Turns using normal turn template. May move backwards at will. 

Unaffected by wind direction.


WEAPONS

1 Ratling Gun firing in a 180 degree forward arc. May not be used to repel 
boarders.

SPECIAL RULES:

The Ratling Gun is an anti-flier weapon and can only be used against fliers.

2 dice attack – any roll of a double causes ratling gun to overheat and explode – place damage counter on gun location and apply a single roll on the critical hit table against this location.

COST: 75 points for a squadron of 3

FLEET COMPOSITION: Ship of the Line. 0+. Cannot have more gun boat squadrons than warp raider or deathburner squadrons (whichever is present in least numbers)


LESSER WARP LIGHTNING GENERATOR

MOVE

Paddles: 8”. Turns using normal turn template. May move backwards at will. 

Unaffected by wind direction.

WEAPONS

1 Lesser Warp Lightning Generator firing forwards. May be used to repel 

boarders.

SPECIAL RULES:

Warp tanks – 1st hit causes critical hit
Lesser Warp lightning generator – adds +1 to defensive fire if conductor location still intact. Every time ship moves add one counter to warp counter track. If fire, remove all counters and use the amount of dice attack under the top most counter ie.1,2 or 3 dice attack. Standard save, but any location which rolls a 1 for its save gains a blaze counter instead of the usual damage counter. Any triple roll the same causes warp tanks to suffer a hit – effect of attack still carried out on enemy vessel. Template for attack – use the howling insanity template placed directly in front of skaven ship (so an edge touches the skaven ship). The ship affected is the one falling most under the template, dice randomly if equal.

If all 3 dice come up the same, an explosion rips the generator location apart – apply a damage marker and critical hit to this location immediately after the attack.

If a 3 dice attack is not used on the turn it is generated, still roll all 3 dice to see if the above explosion happens due to built up energy.
COST: 150 points for a squadron of 3

FLEET COMPOSITION: Ship of the Line. 0+. Cannot have more lesser warp lightning squadrons than warp raider or deathburner squadrons (whichever is present in least numbers)


GREATER WARP LIGHTNING GENERATOR

MOVE

Paddles: 8”. Turns using normal turn template. May move backwards at will. 

Unaffected by wind direction.

WEAPONS

1 Greater Warp Lightning Generator firing forwards. May be used to repel 

boarders.

SPECIAL RULES:

Warp tanks – 1st hit causes critical hit
Greater Warp lightning generator – adds +1 or +2 to defensive fire if warp location still intact. Every time ship moves add one counter to warp counter track. If fire, remove all counters and use the amount of dice attack under the top most counter ie. 3,6 or 9 dice attack. Standard save, but any location which rolls a 1 for its save gains a blaze counter instead of the usual damage counter. Any triple roll the same causes warp tanks to suffer a hit – effect of attack still carried out on enemy vessel. Template for attack – use the Slime trail template placed directly in front of skaven ship. The ship affected is the one falling most under the template, dice randomly if equal.
If 6 of the same results on the dice are rolled, catastrophic explosion rips the ship apart and it sinks, plus causes d3 random hits on all vessels within 3”.
If the energy track has built up to full, but you don’t decide to launch a 9 dice attack, roll anyway to see if catastrophic explosion happens due to built up energy. Roll every turn until discharged / fired when at max strength.
COST: 100 points for a single ship

FLEET COMPOSITION: Independent. 0+

ONE RAT BARREL SUB CARRIER

MOVE

Paddles: 6”. Turns using normal turn template. May move backwards at will. 

Unaffected by wind direction.

WEAPONS

Rat Barrel Sub Launcher, 1 to each side. May not be used to repel 

boarders.

SPECIAL RULES:

Instead of “really” firing, the Carrier may release (“fire”) up to two barrel-subs in the firing phase of the Carriers movement. As the carrier has one crane at every longside, you may release one barrel directly on starboard, and one on port.

Upon release roll a dice for each released barrel:

1 “Misfire”: Disaster on release, roll one more die:

1-2 Barrel crashes on the deck, warp splinter explodes, normal save,

if failed, apply d3 waterline hits to the carrier

3-4 Barrel crashes on the deck, apply one low hit, save -1

5-6 Too many stones in the barrel, the barrel sub dives straight to the bottom  
           of the sea

2-6 Successful release, place the barrel-sub model immediately centered exactly beneath the Carrier’s model respective side (starboard/port)

The first movement of the just released barrels is resolved immediately. In subsequent turns the movement of remaining barrel subs will be resolved at the beginning of the turn before the Magic phase.

Barrel movement follows normal rules with normal turning template.

The barrel subs:

For movement roll a die immediately after deployment:

If you roll a natural 1, then the barrel sub’s pilot is too oxygen-deprived and too drunk from the alcoholic residues in the barrel. Remove model from play.

1st round: d6-2, but at least 1” move (if not rolled natural 1)

2nd round d6-3, but at least 1” move (if not rolled natural1)

3rd round d6-4, if calculated result is 0 or less, then the barrel sub’s pilot is exhausted. Remove model from play.

Setting the charge

The barrel model has to touch the target ship. The Skaven player rolls an attack for a low location (only to see if the pilot manages to settle the charge somewhere) – if successful hit, the target has to make a waterline save. If it fails the Skaven player rolls a dice:

1-2 The target ship takes 1 waterline damage

3-5 The target ship takes 2 waterline damage

6 The target ship takes 1d6 waterline damage

Locations:

6 barrel, save: 6, “Destroyed”

No waterline hits, immediately sinking, if hit there.

If rammed or even touched by a ship normally moving, the barrel sub sinks immediately.
COST: 100 points for a single ship

FLEET COMPOSITION: Independent. 0+, max 1 per 1000 points of fleet.
DUNGLOBBER

MOVE

Paddles: 6”. Turns using normal turn template. May move backwards at will. 

Unaffected by wind direction.

WEAPONS

Dunglobber – forward firing. May not be used in defensive fire.
SPECIAL RULES:

Dung-Lobbers have a very unorthodox attack. 
The Dung-Lobber has a range of 24” ,a minimum range of 6", and may fire over other ships.

DUNG AMMUNITION:

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.

POISON WIND GLOBE AMMUNITION:

Due to the extreme fragility of this ammunition, they are only prepared during combat.

Preparing the Poison Wind Globes. During the Dung-Lobber movement, put one PWG counter in the "Filling Globe" box on the template, OR, move a previous counter from that location to one of the "Globe Ready" box. Ship starts with one globe in the "Filling Globe" box.

To fire a poison wind globe, remove a PWG counter from a "Globe Ready" box, then roll to hit as normal. If ship is hit (any location), place a PWG counter next to it: the ship will count as a straggler until the end of turn, when the counter is removed.

Also: roll for each crew aboard:

1-2
Crew attempts to move out of the toxic cloud: as 4 on the Captain's Chart.

3-6
Crew is very sick! Flip the counter face down. That crew does not count for any action.

If all the crew are very sick, ship counts as abandoned, If ship is boarded it is captured. If none are sick, remove the PWG counter.

At the end phase, before moving stragglers, roll for each sick crew:

1
Crew is removed by toxic poisoning.

2
Crew still sick.

3-6 Crew recovers.

If location 6 HIGH (Globes Hut), is destroyed, the ship has to roll as if hit by the same number of PWG as those stocked in the PWG track. May only stock one "Globe Ready" from then on

CREW

The Dung-Lobber has a special crew of 2 Plague Monks counters. They may get other crew as per the normal Skaven rules, any of those may mix with the Plague Monks.

Plague Monks are never affected by any disease or poison effect (Poison Wind, Nurgle Rot, Etc…). 

Plague Monks will always lead and start a boarding action if possible. They are discarded if the action is lost.

COST: 100 points for a single ship

FLEET COMPOSITION: Independent. 0+, no more dunglobbers than Men O war.
SKAVEN FLOATING NEST

MOVE

Paddles: 4”. Turns using normal turn template. May move backwards at will. 

Unaffected by wind direction.

WEAPONS:
None. (terrible stench)
SPECIAL RULES:

Crew ‘generation’

Instead of firing, roll 1 dice for every undamaged box in high location 4,5. Remove all duplicate numbers from this throw. Any dice remaining causes a crew counter to be generated on the box of the same number if it is undamaged – ie if  6 dice are thrown and 1,2,3,3,3,6 are thrown a crew will be generated on boxes 1,2 and 6 (2 slaves and a storm vermin).
The Crew counters stay on their production boxes until the End phase where they get moved up to the Crew Boxes as space allows.
Crew Boxes represent the maximum crew allowed above decks at any one time! On the following end phase these crews can swim over to nearby ships (using the swimming rules), or transfer over to other ships in contact with the Nest.

Once a production space is damaged, you ignore all productions rolls of that number AND you roll one less die.

Terrible stench:

The only "attack" the Floating Nest has is from the stench of the massive DUNG PILE that sits on the ship. It starts with a 12" range (Elf range ruler) Downwind ONLY, and cannot be aimed. Any enemy ship 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 Nest can hit the DUNG PILE, which are ineffective against the ship itself and actually extend the Stench attack 1" for each hit as buried (and extremely rank) Dung is exposed.
COST: 400 points for a single ship

FLEET COMPOSITION: Admiral. 0-1. Maximum 1 per fleet.
COLLOSAL RAT BARGE


MOVE

Paddles: 8”. Turns using normal turn template. May move backwards at will. 

Unaffected by wind direction.

WEAPONS:

Giant warp serum injected rat

SPECIAL RULES:

Warp drugged rat: normally the rat sits on the barge in a stupor, but it can be injected with a warp drug and used to attack.

If so the rat acts like a sea monster – its initial attack is used as the weapon of that barge. Subsequent rounds it moves at the same time as the barge squadron, but any rat does not need to keep formation with any other rat or barge. The barges do still need to keep formation.
Giant rat – 1d6”move, Use standard turn template. May use 4” of move to turn on the spot. Hits: 1, To Hit 5 or 6, Save 5+. Gnaw attack.

Gnaw attack – if the rat comes into contact with another vessel it may attempt to gnaw the hull – roll on the following table:

1 – Teeth stuck in hull, unable to free itself the rat drowns!. Remove from play – no damage to attacked vessel.

2 – Teeth unable to penetrate hull, no damage.

3 – Rat scrambles up side of ship – make a single low attack, save at +1

4 – Rat bites into hull. Make 1 below waterline normal save. 1 damage if failed.

5 – GNAW! - Make 2 below the waterline, normal saves. Take a point of damage for each failed save.

6 – CHOMP! Make 2 below the waterline saves at -1. Take a point of damage for each failed save.

Once a gnaw attack has been attempted, the rat, if capable may then make a normal boarding attempt at +1 for its single hit point.

Special event:

Roll 1 dice if the rat location of the barge is damaged (or criticalled) and the rat has not yet been ‘deployed’.

1 – YAWN! Rat still in stupor, no additional effect, rat does not take wound.

2 – OUCH! – rat take the hit fair and square between the eyes. Rat dead.

3 – RAT OVERBOARD! – the rat dives into the water and swims d6 in random direction (roll scatter dice). It does not attack any vessels and next turn comes under the Skaven players control.

4 - SWIM AMOK! – rat swims off to attack nearest vessel. Move d6” towards nearest vessel. If it makes contact make a special attack and then a boarding attack. At end of turn rat returns to skaven players control.

5 – EAT! EAT! –rat tries to eat skaven crew. Make a boarding action between rat and crew – continue until rat dead or crew dead. If rat wins it swims off into the sunset. Barge uncrewed.

6 –FRENZY! Rat goes mad, attacks barge and sinks it with a hands. Remove from play, full battle honours to enemy.

Every round that the rat is no longer in a stupor, roll after its movement phase on the following table:

1. The drugs dont work - rat dies and sinks
2. Warp drugs diminished - rat only moves d3" from now on. A second roll of 2 now has the same effect as a 1.
3 - 6. continue as normal.
Once the rat has been deployed location 4 just becomes the hull of the barge and the barge no longer has any form of attack except crew boarding actions.
COST: 150 points for a squadron of 3

FLEET COMPOSITION: Ship of the Line. 0+
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