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[bookmark: _GoBack]FLEET LISTS  
Here you will find lists to enable you to select fleets of ships for games of Warhammer AHOY! Not all races are covered by these lists; we have presented lists for the races who, at first glance would be most likely to be afloat. Some races in the Warhammer would have little need, desire or knowledge when it comes to nautical matters. Beastmen are unlikely sailors, Wood Elves likewise. Vampires have problems with moving water and Skaven can travel everywhere by tunnel. This is not to say that Brey Lords shouldn’t get their feet wet, you can use these lists as a guide to create your own fleets, but make sure you stick to the spirit of the game and that what you come up with fits the background of the race in question.  

The lists are split into different sections; first the points value of the ships and any possible options, then details of the possible options/upgrades, and lastly instructions to enable you to select a crew.
Crew from ships are usually made up from troop choices from the relevant army books.
As with other games, upgrades need to be clearly visible on your models so your opponents know what they are up against.

EMPIRE  - Sailing Vessels  
You need a copy of the EMPIRE ARMY BOOK to use this fleet.
The Empire is the largest and most powerful human country in the Old World and has a suitably large and powerful Navy. Its ships sail from Altdorf and Carroburg into the Sea of Claws and beyond. This list would also be suitable for pirates and privateers.


Jolly Boat	50pts
Small		125pts
Medium	250pts
Large		400pts

Upgrades/Options

Extra Mast  		30pts each
Small  vessels 1 extra mast
Medium/Large 2 extra masts
Steam Engine   	75/100pts
Medium/Largee vessels only
Ram       		40/60pts
Small ships and Jolly boats cannot have rams.
Rams don not count to waterline length
Naval Gun   		65pts
Needs two crew
Great Gun 		85pts
Needs three crew
Can only be taken for Large/Huge
Swivel Gun   		30pts
Needs one crew
Boarding Nets  	30pts
Streamlined Hull   	30/50 pts
Jolly Boat Small, / Medium, Large
Heavy Timbers  	20/40/60pts
Small, Medium, Large
Magical Figurehead   	50pts
Chain Grapples  	25pts 




SPECIAL RULES

BOARDING NETS
The upper decks of the ship are protected by a series of nets and chains which hamper enemy boarders. The Ship always counts as having higher sides if boarded.
STREAMLINED HULL
The ship’s hull is well looked after, is always clean of weed and barnacles and is kept as smooth as possible. The ship gains 1” into the wind & 2” in all other directions.
HEAVY TIMBERS
The ships main beams are made from the largest stoutest trees to be found in the forests of the Empire. Small vessels gain 1 structure point, Medium vessels gain 2 structure points and Large vessels gain 3 structure points. -1” Movement in all directions
MAGICAL FIGUREHEAD 
The ship has a magical  figurehead blessed by priests and  enchanted with protective spells.
The ship gets a 5+ ward save against enemy missile fire. (This only affects the ship not her crew) ONE ONLY PER FLEET
CHAIN GRAPPLES
The ship is equipped with grapples and chains which are used by the crew in high speed boarding actions. The ship may attempt a boarding action even if it or the target moved at more than 12” in the previous turn. Roll d6 on a 4+ the boarding action can take place.




CREW

Jolly boats are commanded by a Free Company Sergeant.

Small Vessels can have a maximum of 1 Hero, Medium Vessels Maximum 2 Heroes,  A large Vessel can have a maximum of 3 Heroes.

Small Vessels can have one Hero as the Captain, you should use the Empire Captain from the Empire Army book.

Medium & Large Vessels MUST have a Hero as their Captain. One Vessel, usually the largest may have a Lord character as well, use the Elector Count, This is the Fleet’s Admiral and his vessel automatically becomes the Flagship.

Seamen should make up at least half of the crews compliment and are the equivalent of Free Company. Free Company are also used to serve cannons.

The remaining crew are the ship’s fighting men and are made up from other Core Troop choices: Swordsmen, Spearmen, Handgunners, Crossbowmen & Longbowmen.

Weapons & armour upgrades may be taken. But not Musicians or Standards. 1 Champion upgrade may be taken for each group of 5 troops from one troop type.

The Flagship may  select Great Swords to represent the hand picked Marines who act as the bodyguard for the Admiral. 

Medium & Large vessels may have an Imperial Engineer on board to oversee the gunnery. He comes as the example from the Army Book. He is not the captain.

Medium & Large vessels may have an Imperial Wizard on board. He comes as the example from the Army Book. He may select spells as usual or from the Lore of the Waves.  He is not the captain




DWARFS – Steam Vessels  
Dwarfs do not make natural seamen, however they tackled the problems of sea travel in the same way they tackle any other problem, with hammers and iron. The dwarf fleets sail (steam? mostly from Barak Varr the famous Sea port. All Dwarf vessels are powered by steam engines which drive paddle wheels.

Jolly Boat		75pts
Small			200pts
Medium		350pts
Large			475pts

Upgrades/Options

Ironclad		50/75/100pts
Small/ Medium/Large. Jolly Boatss may not be ironclad.
Boarding Planks	30pts
Naval Gun   		65pts
Needs two crew
Great Gun 		85pts
Needs three crew
Can only be taken for Medium/Large
Gun Turret		35/50pts
Naval Gun/Great Gun. Can’t be used on small vessels
Bofurs Gun		40pts
Needs two crew 
Fire Pumps		25pts
Reinforced Bulkheads	20/40/60pts
Small/Medium/Large
Rune of Binding	50pts
Gyrocopter		150pts 
Medium / Large






SPECIAL RULES
IRONCLAD
Ironclad vessels are encased in armour plating  to increase their resilience. Ironclads increase their T by 1 to maximum 10. They also count as having a ram which confers d3 extra damage.
BOARDING PLANKS
The vessel is equipped with a number of mechanical boarding planks that can be used to aid boarding actions. When boarding a vessel with higher sides the opposition do not count as defending an obstacle.
GUN TURRET
See advanced rules
BOFURS GUN
The Bofur’s gun is a rapid firing gun, with a calibre slightly larger than that of a handgun. To fire a Bofur’s gun place the large template with the centre no more than 18” away. (The turret mechanism in the Bofur’s turret is far more reliable than the main turret and so it can rotate freely) Roll the artillery dice, and half the result. This is  the number of shots that can be fired by the gunner. Each shot may be fired at the same target or separate targets under the template. Roll to hit as usual but ignore all modifiers. If a Misfire is rolled roll a d6 and consult the following chart. 
Bofur’s Gun Misfires
D6 roll
1	The gun explodes killing the gunner in the process.

2,3 	The gun’s rotating barrel jams may not shoot this or next turn.
4,5	Jam. Can’t fire this turn , may fire next turn.
6 The gunner overloaded the gun, roll the artillery dice twice, ignoring misfires and fire that many shots. (After halving the result of course!)
The weapon may not fire again.

Each shot is resolved at S4 –2 save

FIRE PUMPS
A ship equipped with fire pumps improves the fire fighting ability of the crew. Each crew man attempting to put out a fire counts as two.
REINFORCED BULKHEADS
The vessel has large reinforced bulkheads within to create watertight sections and to provide more rigidty to the structure. Add 2 structure points to the vessel.
RUNE OF BINDING
Prior to the launch,  the ship’s keel was inscribed with a Rune of Binding by a Runesmith. This gives the ship a 5+ save to ignore the first result of 10 or 11 on the Critical Hit table, including any damage markers that go with it. A result of 12 will always sink a ship. The Rune of Binding can only be used once, succeed or fail.
















GYROCOPTER
As rules in Dwarf Army Book.  Points include cost for landing pad. A damaged gyrocopter may attempt to land to be repaired. When a gyrocopter wishes to land on the frigate the player must move the frigate first, it must move at less than 12” and cannot make any turns.
To land on the frigate the gyrocopter must approach it from astern (Anywhere within a 90 degree arc of the stern of the vessel)  The pilot must make a Ld test with the following modifiers:
-1 if gyrocopter landing with the wind abeam.
-2 if gyrocopter landing with the wind aft
-1 if gyrocopter damaged
If the test is passed then the copter sets down safely on the frigate. If the test is failed the copter crashes. Make a crash roll as in the Dwarf Army Book. If the copter hits a solid object i.e the frigate then resume damage as normal. If it lands in the water, then roll on the Ditching Table below.
Gyrocopter Ditching Table
D6 roll
1-2 The copter crashes into the briney, it’s blades fold up, it’s boiler explodes and the wreckage sinks to the bottom.
3-4 The copter hits the surface heavily, taking d3 wnds, if it survives it can be recovered by the frigates crew
5-6 The copter makes a successful emergency landing. The copter can be recovered by the frigate’s crew.
Recovering a ditched copter
 A ditched gyrocopter will float for a short time before it sinks, in that time the crew of the vessel it is from may attempt to recover it. At the end of each turn after the gyrocopter has ditched roll a d6 on a roll of 1-3 the copter sinks, on a 4-6 it remains afloat, just! To recover a copter the frigate must move alongside it and remain stationary. In the following turn the crew on deck may attempt to recover the gyrocopter. It requires at least three crew to recover the copter Roll a d6 and add 1 for each crewman assisting after the initial three. If the result is a 6+ the crew are able to pull the copter on board, place the copter model on the landing pad.

CREW

Jolly Boats are commanded by a Veteran Warrior.

Small Vessels can have a maximum of 1 Hero, Medium Vessels Maximum 2 Heroes,  A Large Vessel can have a maximum of 3 Heroes.


Small Vessels can have one Hero as the Captain, you should use the Thane from the Dwarf Army book.

Medium and Large Vessels MUST have a Hero as their Captain. One Vessel, usually the largest may have a Lord character as well, use the Dwarf Lord. This is the Fleet’s Admiral and his vessel automatically becomes the Flagship.

Medium & Large vessels may also take an Engineer on board. He is NOT the captain.
Repair Roll
If the vessel has suffered any critical hits then the Engineer may attempt a repair. The vessel must sail in a straight line at constant speed, or remain stationary, for the turn in which the repairs are made and may not fire any weapons. At the end of the turn roll a D6, on a 5+ a temporary repair has been successful. Roll a d6 and remove that number of damage counters. An Engineer can repair a damaged gyrocopter. The Engineer must be next to the copter affect a repair. Roll to repair as above, if successful the copter regains 1W. An Engineer  may but Gubbins for 25 points, a tool kit which will improve his repair ability. An Engineer with Gubbins adds +1 to repair rolls.

Seadwarfs should make up at least half of the crews compliment and are the equivalent of Warriors. Warriors are also used to serve cannons.

The remaining crew are the ship’s fighting dwarfs and are made up from other Core Troop choices: Warriors, Crossbowmen & Thunderers. NOTE you cannot select Rangers or Miners.

Weapons & armour upgrades may be taken. But not Musicians or Standards.  1 Champion upgrade may be taken for each group of 5 troops from one troop type.

The Flagship may also select Hammerers  to represent the hand picked Marines who act as the bodyguard for the Admiral. 

One Medium or Large vessel may carry a unit of Slayers led by a Giant Slayer. They cannot make up more than half of the crews Fighting compliment. 


CHAOS  - Sailing & Rowed Vessels  <Pic of Chaos Long Ship>
You need a copy of the WARRIORS OF CHAOS ARMY BOOK to use this fleet.
The ships of the Norsemen have sailed from the Sea of Claws for thousands of years. They are fearless explorers and ruthless warriors. Their dragon ships are well built war ships and it is rumoured they are blessed by the foul gods that they worsh

Skiff		50pts
Small		125pts
Medium	250pts
Large		400pts

Upgrades/Options

Oar Deck  		50/75pts each
Medium/LArge
Ram       		20/40/60pts
Small ships cannot have rams. Neither can skiffs!
Rams don not count to waterline length
Streamlined Hull   	30/50 pts
Skiff, Small  / Medium, Large
Heavy Timbers  	20/40/60pts
Small, Medium, Large,
Possessed Figurehead  150/200pts
Medium, Large
Horn of the depths     75pts
Flagship only
Dedicated to Chaos Undivided  25/50/50 pts
Small, Medium, Large,
Dedicated to Khorne   50/75/100pts
Small, Medium, Large,
Dedicated to Slannesh  30/60/90pts
Small, Medium, Large,                 
Dedicated to Nurgle     50/75/100pts
Small, Medium, Large,
Dedicated to Tzeentch   30/60/90pts
Small, Medium, Large,

ICONS may only be taken by a vessel which has been dedicated to a chaos god, or CU
Icon of the Gods          50pts
Chaos Undivided only
Icon of Vengeance       75pts
Khorne only
Icon of Beguilement     40pts
Slannesh only
Plague Ship                   60pts
Nurgle only
Icon of Refraction         75pts
Tzeentch only








SPECIAL RULES

OAR DECK
The vessel has an enclosed oar deck full of slaves attached to huge sweeps. The vessel can opt to use oars or sails. When reduced to zero SPs the oars and slaves become unuseable. NB that the Oardeck needs to be modelled on the ship but can be fully enclosed so it is not necessary to make all of those slaves if you don’t want to, that’s not to say you can’t.
STREAMLINED HULL
The ship’s hull is well looked after, is always clean of weed and barnacles and is kept as smooth as possible. The ship gains 2” to movement in all directions.
HEAVY TIMBERS
The ships main beams are made from the largest stoutest trees to be found in the forests of the Empire. Medium vessels gain 1 structure point, Large vessels gain 2 structure points and Huge vessels gain 3 structure points.
POSSESSED  FIGUREHEAD 
The figurehead is regarded as the spirit and soul of the vessel. This ship has a mighty figurehead which contains a bound daemon.
It may breath fire, use the teardrop template. All hits are S6. Ships hit by daemonic flames catch fire on a 3+. The figurehead may attack enemy ships within 4”. It gets d6 attacks a turn at  WS4 S7. randomise what gets attacked 1-3 crew, 4-6 vessel. Daemon is released/destroyed when the ship gets to zero SPs
HORN OF THE DEPTHS
The ship has a huge magic instrument made from the tooth or tusk of some mighty sea monster. The horn may be blown in the magic phase. Roll a d6 1-3 no result, 4-5  an enemy vessel of the sorcerer’s choice is attacked by a Leviathan. ( See Leviathan Awakes in Lore of the Waves) 6 a Kraken attacks the nearest enemy vessel. (See Kraken’s Call in Lore of the waves) 
DEDICATED TO CHAOS UNDIVIDED
When the ship was launched it was dedicated to the glory of Chaos.
Crew may re-roll failed psychology tests.


DEDICATED TO KHORNE
When the ship was launched it was dedicated with the blood and skulls of fallen warriors to the glory of the blood God..
Ram adds 2d6, 5+ save against magic spell cast at vessel
DEDICATED TO SLAANESH
When the ship was launched a hedonistic celebration was held on the main deck in the name of Slannesh.
Ship is surrounded by swirling magical mists, enemy must roll 4+ before able to fire at her.
DEDICATED TO NURGLE
The ship was launched over the rotting carcasses of plague victims.
Ship regenerates damage Roll a 5+ for each SP taken in a turn to ignore effect
DEDICATED TO TZEENTCH
The ship was launched during a magical storm and the winds of magic pervade its every  timber.
Sails in all direction as if the wind is from astern.
ICON OF THE GODS
Vessel has a 5+ ward save against any damage
ICON OF VENGEANCE
Missile weapons rebound on shooter on a roll of 4+
ICON OF BEGUILEMENT
Enemy crew within 12” overcome by perfumes and  auras, must pass a Ld test before being able to fight in combat or shoot weapons.
PLAGUE SHIP
Vessels rammed or that ram this ship start to decompose take extra d3 SPs each turn in contact on a  roll of a 4+
ICON OF REFRACTION
Spells cast against this vessel  are dispelled on  a roll of a 4+ and a sorcerer may cast a spell back instead.
 
CREW

A Chaos vessel has crew taken from the Mortal Units section of the Chaos Army Book.

Skiffs vessels are commanded by a Marauder Chieftan or Warrior Champion.

Small Vessels can have a maximum of 1 Hero, Medium Vessels Maximum 2 Heroes,  A Large  Vessel can have a maximum of 3 Heroes.

Small Vessels can have one Hero as the Captain, you should use the Aspiring Champion of Chaos

Medium & Large Vessels MUST have a Hero as their Captain. You can use either the Aspiring or Exhalted Champions, or a Chaos Sorcerer as a captain. One Vessel, usually the largest may have a Lord character as well, use the Chaos Lord or Sorcerer Lord, This is the Fleet’s Admiral and his vessel automatically becomes the Flagship.

The crew are either Marauders or Chaos Warriors. A Crew cannot have more Chaos Warriors than it has Marauders.  Unless the whole Crew is Chaos Warriors.

Weapons & armour upgrades may be taken. But not Musicians or Standards. 1 Champion upgrade may be taken for each group of 5 troops from one troop type.

If dedicated to a specific god or Chaos Undivided, then the Flagship may also have a unit of appropriate daemons. These daemons may not make up more than 25% of the crew and do not count when calculating minimum crew numbers to sail the ship. They may not fight fires.

Chaos Sorcerers may choose  spells as usual or select spells from the Lore of the Waves
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