DWARF FORGESHIP RULES

Originally conceived as a search and salvage vessel, the Forgeship was designed to enter post-battle waters and quickly repair damaged Dwarf vessels for return to a safe port by utilizing a floating forge equipped with Master Engineers and spare material. It was found however that in order to carry enough standard fuel for both the boiler and the forge that the ship was too large and expensive unless the fuel source was switched to Naptha, the Dwarfs secret weapon used on the battlefield for the mighty Flame Cannon.  So Naptha tanks were added, which allowed enough fuel to be stored to keep the vessel design to a reasonable size. Even the aftermath of a battle can prove dangerous however, and the first few Forgeships were lost to stragglers, pirates, etc., especially when the Naptha tanks were damaged which invariably resulted in a massive fireball in the center of the ship.

To combat this, a particularly ingenious Dwarf Engineer, Kaldan Steelhelm, devised a pump & tube system to route seawater anywhere in the ship to douse the flames.  He was also the first to modify the standard cannon to accommodate a Naptha stream (in hindsight, an obvious choice given the available fuel source), similar to the armies’ Flame Cannon.

The resulting design worked well, but many vessels requiring salvage were burning, and fighting fires on the high seas is a dangerous endeavor.  That’s when Kaldan had an epiphany, and utilized the same technology used in Dwarf boilers and flame cannons to develop the Water Cannon in order to fight fires on salvage vessels.

Although never designed for an active combat role, after the Forgeship Flame-Belcher survived an ambush by an Elf Hawkship squadron by steaming into their midst and turning one into an inferno and scouring the crew of a second with its Water Cannon (thus scaring off the survivor), it was realized that the Forgeship could be a valuable support vessel during a major engagement.  Operator Oahkum Stoneshoulder is credited with inventing the offensive use of the water cannon.  Admiral Foehammer was suitably impressed when the Flame-Belcher returned to port leading the recovered Ironclad Hammerstrike and the Monitor Flying Axe, as well as towing a pair of captured Hawkships.
RULES

The following rules apply to the Dwarf Forgeship. All Man O' War game rules and Dwarf special rules apply unless otherwise stated.

MOVEMENT

Steam: 6" per normal Dwarf rules, including turning in place and moving backwards.
COMBAT

Flame Cannon
The Forgeship has one forward firing, 180o turret flame cannon.  It has a 6” range and there are no save modifiers to most locations.  The flame cannon rolls a single to-hit die and forces two saves, each of which will cause a Blaze if the target fails it’s save (a target location with a single damage box which fails both its saves is set afire by the first shot and suffers a critical hit on the second, provided the location is subject to criticals).
Due to the susceptibility of sails to the Naptha, all sail locations suffer a -1 save modifier (regardless of range).

The flame cannon is an exceptionally deadly weapon, and counts as +2 in defense vs. boarding actions where it can be brought to bear.

Water Cannon

The Forgeship has one aft firing, 180o turret water cannon.  It has a 6” range and does not do standard damage.  Instead, the water cannon rolls a single to-hit die against a target, and if it hits a second die is rolled.  On a 5+, the target loses one crew counter as the high pressure water blasts them overboard.  Of course, only ships with crew subject to damage (ie., not a Dark Elf Beast or an undamaged Dwarf vessel, or similar), can lose a crew counter via this attack.  If the water cannon strikes a location on fire, all fires at that location are put out on a roll of 4+.
Alternatively, the water cannon can be aimed (during the ship’s attack phase) at a friendly ship on fire.  The cannon automatically hits its target and douses all fires at a single location (which may have multiple damage-boxes on fire) on a roll of 4+.
Or, instead of either of the above, the seawater can be diverted through internal piping to any location on the Forgeship, where it will douse all fires at a single location on a roll of 4+.  This occurs during the ship’s attack phase.  The Forgeship rolls for fire-spreading during the endphase as normal.
Although the water cannon does not fire grapeshot, it is surprisingly effective at defending against boarders, and provides the standard +1 in defense vs. boarding actions where it can be brought to bear.

Combined Attacks

If both the flame cannon and the water cannon are fired at the same ship during a single attack phase (by firing them both broadside at the same target), the cannons may be aimed separately. Ie. one may be aimed high and the other aimed low.  This is an exception to the normal aiming rules.  If for any reason both attacks hit the same location during a single attack, no damage is done, although crew may be killed by the water cannon as per above.
Ram

The Forgeship can Ram, and uses the same rules and damage table as the Dwarf Ironclad.
SPECIAL RULES

Naptha Tanks
Naptha is a highly volatile mixture known only to the Dwarfs.  The Naptha Tanks location will automatically be set on fire after it fails its first saving throw.
Forge
The Forgeship’s Forge is a fully stocked and functional forge, similar to those found in countless Dwarf holds.  As long as it remains undamaged, the Forge provides a +2 modifier to the Forgeship’s repair rolls.
Instead of using the Forge to modify its own repair roll, the Forgeship may transfer its +2 modifier to any other single Dwarf vessel it is in contact with during the Endphase.

Crew: 3
POINTS COST

The Forgeship is a 100 point Independent vessel.

DAMAGE LOCATIONS

High Areas:

3: Flame Cannon, Save 4+, Flame Cannon destroyed.

4: Bridge, Save 4+.

5: Forge, Save 5+, Forge is destroyed.
6: Water Cannon, Save 4+, Water Cannon destroyed.

Low Areas:

2: Bows, Save 4+, Ram destroyed, may not Ram.
3: Naptha Tanks, Save 3+, First Hit causes Blaze.  Flame Cannon causes only one hit.
4: Paddle Wheels Save 4+, Ship Immobilized.

5: Boiler, Save 4+, Ship Immobilized.

6: Stern, Save 4+.

Below Waterline: 2 Hits, Save 4+

Battle Honors: 4

