The Hunt for Red ORCtober by Scott Di Bartolo

Morko Ramma - Red ORCtober Kaptain

Basha Boarda – 2nd Rank Officer

Hairyitch Bootin – Kommissar/Clan Officer
Bad Dok Headrock – Ship’s Doktor

The Red ORCtober is designed for one thing and one thing only – killing dem humies! After years of secretive research and the dismantling of a captured Dwarf Nautilus, the Orc Enjuneers have finally outdone themselves and created a doomsday weapon capable of causing massive destruction if placed in the wrong hands. 

On it’s maiden voyage, Captain Morko Ramma has covertly made plans to leave his half orc heritage behind and turn the Red ORCtober over to either the Dwarf, Bretonnian or Imperial Admiral – depending on who he can convince that he is not there to attack! Ramma is a Half Orc, having an Orc father and a human mother and he has always had conflicts with his human characteristics all through his life that have caused him to try and bridge the gap between the two races. He has always had to hide his compassion and understanding of humans and their very un-Orcish like ways, but at the same time, those qualities have always driven him to find some kind of truce between the much misunderstood Orcs with their mortal enemies of the Olde World – humans.
Assembling other Half Orcs sympathetic to his way of thinking, he has been placed in the unique position of having both a powerful weapon that could destroy much of the enemy outright and carrying out a very risky and far-fetched plan to level the playing field between his own kin and that of his mother’s race.

Having abandoned most of his crew while they were out on some local “R&R” (raze and ruckus duty) during the night, Ramma and Basha Boarda are now in control of the Red ORCtober and are headed out to find the “enemy” and see if they can’t find some way to let them know their intent is to turn over the Sub, not destroy with it. The Red ORCtober still has enough loyal Orcs aboard to wrest control from Ramma and they will attempt to do so at every opportunity, messing up his plans however they can
Objectives:

Orc Players: 

1.   Find and SINK the Red ORCtober

2. Destroy the enemy fleet(s).

3.   Prevent the enemy from capturing the Red ORCtober.

Imperial & Dwarf Players

1. Find and CAPTURE or SINK the Red ORCtober.

2. Destroy the enemy fleet(s).

3. Prevent the enemy from sinking the Red ORCtober.

Table Set-up:
2 – 4x4 tables edged together.

Fleet set-ups:

Table 1

ORC                                                  IMPERIAL

1 Hulk                150 pts.                  1 Greatship               150 pts.     

1 Drillakilla        150 pts.                 1  Ironfist                     75 pts.

                                                         1 Wizard                    100 pts.
1 Hulk                 150 pts.                 1  Wolfship              300 pts.        

1 Bigchukka          75 pts

1 Wizard              100 pts

             TOTAL   625 pts.                             TOTAL       625 pts.                   

Table 2
ORC                                                DWARF
1 Hulk (MOW card) 150 pts.          1 Ironclad                 150 pts.  

1 Bigchukka               75 pts.           1 Nautilus                  75 pts.

1 Wizard                   100 pts           1 Nautilus                  75 pts.

1 Splattapult            100 pts.            1 Ironclad.               150 pts.

1 Drillakilla             150 pts.            1 Monitor                150 pts.

                TOTAL   600 pts.                             TOTAL   600 pts.                   


1. The Red ORCtober appears on each table at least once. Everyone will want to attack her or be attacked by her.

2. The Red ORCtober cannot be sunk easily - but the players don’t know that.  Just surface the ship, describe her weaponry, have her attack for a turn or three, then have her submerge, whether she's taken any damage or not. You don't even need a ship's template for her, since any damage she takes doesn't "count" anyway, but do keep track of players who damage her, for battle honors.

3. If she takes any damage: 
"Argh! You scored a hit! Smashed timbers litter the sea and smoke begins to pour from the stern of the Red ORCtober. Kaptin Morko Ramma appears in the hatch of the damaged sub, shaking his fist at your ship and shouting unintelligible Orcish obscenities before ducking back down
and dogging the hatch. With a final belch of smoke, oil, debris, and dead
Snotlings, the Red ORCtober slips back beneath the waves . . ." 
Miraculously, when she reappears on the next table, all damage has been repaired (as happens
all too often in most sub movies, anyway).

4. If she doesn't take any damage:
Having made his point, Kaptin Morko Ramma appears in the conning tower of the victorious Red ORCtober. He makes rude gestures at you and your ship, adding insult to injury, before disappearing back inside his ship and dogging the hatch. With a final derogatory burp, the
Red ORCtober slips back beneath the waves. Orc svidanya! Hur-hur-hur!"
5. The Red ORCtober should be able to attack everyone indiscriminately, even other Orc ships. Remember, Ramma is defecting to the "other" side . . . or is he? Maybe he's just mad as a hatter. Determine who he attacks on a given turn by a secret die roll: 
1. Nearest MOW

2. Nearest SOL

3. Nearest "good" ship

4. Nearest "evil" ship, 
5. Same ship as attacked prior turn.

6. Attack twice and roll again (ignoring rolls of 6).

6. On the turn *before* the Red ORCtober is to appear on a given table,
determine where it will appear, and place an "oil-slick-and-bubbles" template
in that spot. 
Describe the scene to the players: "With an ominous rumbling, the
sea begins to churn just to your starboard. Great bubbles emerge and burst,
spilling oil and flotsam across the waves . . ."

7. On the turn that the Red ORCtober is to appear, roll a die in secret. 
1. A random Beasts appears, followed by the Red ORCtober on the following turn.

2. The Red ORCtober appears 12" away in a random direction.

3. The Red ORCtober appears 6" away in a random direction.
4. She appears right on the oil slick.
5. She appears right on the oil slick. 
6. She appears right on the oil slick.

8. Hitting the Red ORCtober.

Percentile dice:  (Orc players add 5% to their roll).
01 - 30 %   Miss

31 - 60 %   1 Battle Honor
60 - 85 %   2 Battle Honors

86 - 95 %   3 Battle Honors

96 - 98 %   5 Battle Honors

99 - 100 % The Red ORCtober is sunk. 10 Battle Honors (15 BH for Orcs).

9. Boarding the Red ORCtober – (Imperial and Dwarf players only).
1. Boarding party rolls a d6 adding in crew bonuses as normal.

2. If result is > 7, roll on table below.

3. If result is < 3, lose a crew.

     Capturing the Red ORCtober:


1-3 Boarders are repelled. Boarding action ends.

4-5  Contact is made with Morko Ramma. Gain 5 Battle Honors and a +1 for next roll on     this table.

6. Morko Ramma defects and turns the Red ORCtober over to you. Gain 10 Battle Honors IF your ship can exit a table edge. The Red ORCtober no longer makes attacks and is assumed to be following you.

10. Imperial and Dwarf Alliance

At the start of the game the Dwarf and Imperial fleets are allied and may not attack each other.  Whenever either side scores a Battle Honor, roll a d6 and add in the total number of Battle Honors earned so far. On a result of 12 or more (die roll plus all BH earned to that point), the alliance is broken and the side that did not just gain the BH, may attack the other side as desired. Once attacked, the alliance is formally broken and both sides may attack each other freely.

