The Cursed & the Damned

GHOST SHIPS  in Warhammer Ahoy!
You need a copy of the VAMPIRE COUNTS ARMY BOOK to use this fleet.
It is rumoured that many phantom ships sail the seas and oceans of the Warhammer world. Their ghost crews strike terror in to the hearts of mortal sailors as the wreak havoc and destroy without mercy. To call them Ghost Ships  though is slightly inaccurate as the crews of these vessels are not ghosts but other forms of undead, namely Wights. At first glance Wightships look very similar to human ships they are equipped with similar rigging, weapons and crew.  However those unfortunate to get close to a Wightship will see the ship as it really is a ghostly parody of a once majestic warship.

What happened to curse a crew to eternal damnation as the living dead is only known to them. There are as many different reasons as there are Wightships. The curse is what binds the ship and her crew to the living world, whilst the conditions of the curse are not met the crew roam the seas unrelenting in their quest.

WIGHTSHIPS

MOVEMENT

Wightships moves in a strange and ethereal manner, they often appear to be able to sail right through obstacles or over reefs. Wightships were sailing vessels with experienced crews but as the curse on the crew started to affect them the curse had its affects on the ship as well. Wightships move as sailing ships of an equivalent size, however they do not appear to be affected by wind direction like true sailing vessels. When a Wightship sails into the wind roll a d6 on a score of 4+ the ship may treat the wind as if it was a beam.  

ROTTEN & DECAYING
Wightships are ancient vessels that have been afloat for centuries. At a distance they look as any other sailing ship, however as they get closer, it becomes clear that they have suffered the ravages of time. 
This decay of ages means that the captain of the vessel can not always rely on his vessel to do what he wishes. At the start of each turn roll a d6, on a roll of 2-6 the ship moves as normal on a roll of 1 the  player must roll a further d6 and consult the table below:
1-2 
The vessel cannot change direction this turn
3-4 
The vessel looses d6” of movement this turn

5-6
The vessel moves normally but may only fire cannons on a 4+
The rotten and saturated timbers of a Wightship affects fire on board and the following rule adjustments apply: 

A Wight ship will only catch fire on a 6+  roll rather than a 5 or 6. 

Fire counters are extinguished on a total of 5+  rather than 6+

It is almost impossible to keep gunpowder in perfect condition in the damp and rotting conditions of a Wightship. The powder that is used aboard Wightships prevents the weapons being used to best effect; the ranges of both types of cannon are reduced by 12” and their respective strength is also reduced by 1. Therefore on a Wightship a Heavy Naval Gun has range 48” and S9 and a Naval Gun is Range 36” S8.  
THE CREW & THE CURSE

The crew of a Wightship are tied to it until the conditions of the curse are met . This means that they are very difficult to kill. Whilst on board the Wightship the crew receive a 4+ ward save to represent the affects of the curse. When the crew leave the Wightship  the curse still has an affect but it is lessened. A member of the crew that is no longer aboard receives a 5+ ward save if within 12” of the ship and a 6+ ward save if further away than 12”. This ward save is known as the Curse Save.
Cursed crewmen are  immune to the affects of drowning. A cursed crewman may enter water and effectively walk on the seabed, without the fear of drowning.  If the crewman is within 12” of any form of land the water is judged shallow enough for the pirate to be able to walk on the seabed. If the crewman is beyond 12” from land he can survive but must swim like any other race. The water is too deep to walk on the seabed and the crewman wont drown but is effectively out of the game if a swimming test is failed.    

INSTABILITY 

The crew of a Wightship is tied to the vessel itself. As it suffers so does its crew. When a Wightship is reduced to zero Structure Points its crew start to loose the effect of the curse. The Curse Save is reduced by 1 so it becomes 5+. Each time a damage counter is placed on board the ship one crewman must pass a Curse save (Its ward save) or crumble to dust. 

MAGIC

The crew of a Wightship are undead, but unlike other undead forces the warriors are not animated and sustained through the casting of necromantic spells but because of the curse that is upon them  and their vessel. Wightships have no natural magic users and they are protected from the ravages of magic. The Curse Save also applies to the ship and its crew when magic is cast against  it.

FALLING FOUL OF THE CURSE

When an enemy captures a Wightship there is a chance that the vessel’s curse will affect the boarders. When a Wightship is captured roll a d6 on the roll of 2-6 the ship is taken successfully on a result of 1 the boarding party are affected by the curse and now become the Undead players figures. When making this roll subtract one if the Wightship has half or more of its structure points left.  

Jolly Boat


75pts

Small

                        200pts

Medium


350pts

Large

                        475pts

Upgrades/Options

Extra Mast  

30pts each

Small  vessels 1 extra mast

Medium / Large 2 extra masts
Ram       

50/75pts

Small & Medium  ships cannot have rams.

Rams don not count to waterline length

Naval Gun   

55pts

Needs two crew

Great Gun 

75pts

Needs three crew

Can only be taken for Medium/Large
Heavy Timbers  
20/40/60pts

Small, Medium, Large, 
Banshee Figurehead   
90pts

Captains Mascot  
30pts

Poltergeist 
  
50pts
Chalice of Deception
40pts

Siren’s Pearl

40pts 

SPECIAL RULES

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. Movement is reduced -1” in all directions.
BANSHEE  FIGUREHEAD 

The ship’s figurehead has the spirit of a Banshee bound within it. The Banshee behaves as it does in the Vampire Counts book. It also confers a certain ethereal quality to the ship. The ship can cross obstacles which are no more than an inch high, such as sandbanks and low islands, as long as its entire move takes it across the obstacle. The ship may sail through wreckage with no fear of damage. 
CAPTAIN’S MASCOT
The captain of the Wightship has an undead pet, often a parrot or monkey.  When involved in a boarding action the captain gets to make an attack against any single model within 8” (not necessarily one he is fighting himself) The Mascot has 1 attack at WS2 it is S3 and causes 1 wound. The attack counts as poisoned  if the attack is successful roll a d6 on a 1 the victim joins the Undead crew. 2-6 takes wound as normal. The Mascot cannot be harmed in anyway but it dies when the captain does. 
POLTERGEIST

The ship has the spirit of 
CHALICE OF DECEPTION

SIREN’S PEARL

CREW

