Orc Dajwa drilla: (ork sub)
May dive at start of turn asper nautilus.
Rules:
"Must move atleast 3" to dive as it has no dive tanks.
Moves D6+1 if 1 is rolled it may not dive!

If diving when damaged roll 1D6 per damaged location on 1-3 the ship
sinks.
Gobbedoes as per customcard rules if thy break the ship sinks.
May only fire gobbedoes when submerged no furface weapons.

Crew 2

3 bow save 5,6 drill lost 4Gobbedoe lunchaz save 5,6
immobilised. Hull save 5,6 Lunchaz
lost.

6 stern save 5,6



Below waterline save 6 first hit sinks ship.

This actually sounds pretty interesting. My impression from reading
the story is that the sub is made completely of wood and therefore
much more likely to collapse under pressure. I think that the
movement should reflect that.

Instead of the d6+1 movement rate (and no dive on a roll of 1), how
about you roll 2 D6 and it breaks up and is destroyed on any roll of
Doubles? (similar to a Skaven Warp-raider movement but with worse
effect). You must also roll at least a 4 to submerge as it takes 4"
of movement to get underwater (I bumped it to 4" only because a roll
of 2 would destroy the sub and a roll 3 is the next lowest number
that CAN be rolled anyway so a 3" rule wouldn't make sense). This
also ties in with the roll for distance on the Gobbedoes.

If damaged and diving keep the same 50% destroyed roll. I'm assuming
the ship must surface like a Nautilus the following turn.

Youa re probably right, that would be fast... so maybe this instead.

Still roll 2 dice (and doubles still sink you), BUT you move the
higher of the two dice rolled. If you don't roll at least a 3 you
can't move. So now the results would be:

Die Roll

1 & 1 SINK
1 & 2 No Dive.
1 & 3 Dive normally, Move 3"
...
2 & 2 SINK
2 & 3 Move normally.

ect...

In essence you sink 1/6 of the time and can't dive 1/18 of the time.
This seems fairly reasonable.

Meaning that the ship most probably never survives in a typical MoW game
of about 6-8 rounds, as statistically expected to be sunk by round 6
(not even counting enemy fire in)?

Personally, I think 2D6 movement is fine. Most of the time it will only
be 7" and you need that little bit of a bonus if you have the chance of
sinking on a double.

With no surface weapons, diving is made even more important.The extra
speed will help offset that as well (get into range quickly and get
away quickly - if you are lucky!!)

