Rules for The Spirit of Grimnir - A Dwarf Submarine
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Here is a picture of the Spirit of Grimnir. (Snorri Maikasson’s Amazing Underwater Sailing Vessel)
Snorri Maikasson is a Slayer Master Engineer, and a distant relative of the famous Malakai Maikasson, builder of the airship ‘The Spirit of Grungni’. Snorri has been fascinated by ships since he was a young beardling and spent many years working in Barak Varr before he was expelled from the Engineer’s guild and became a slayer, no-one knows nor dares ask why!
Extremely talented, he did not have to wait long before he found a sponsor to continue his work. It took a considerable amount of persuasion on the part of Captain Blick, head of the Reikland River Patrol, before the Merchant’s Guild and Duke Leopold von Bildhofen would part with enough gold to hire Snorri and his apprentices.
Snorri’s appearance is as unusual as some of his inventions; his left hand is a hook although he has devised a number of other attachments such as hammers, tongs, etc to assist with his work. His left leg is now a stout oaken peg bound with brass and enscribed with Dwarfen runes. His familiar tread of step-thump-step-thump is well recognised at more than a few riverside taverns along the Reik. He is often accompanied by a colourfully plumed bird of Lustrian origin, called Erik, which has the ability to oathe fluently in both Khazalid and Reikspiel.
The only human to have been allowed to set foot on the Spirit of Grimnir is Captain Blick, a good friend of Snorri Maikasson. This almost caused a ‘diplomatic incident’ when the vessel was launched in Carroburg by Duke Leopold. The Duke attempted to step aboard when he was confronted by Maikasson brandishing a pistol in his good hand, shouting “Ye cannae come aboard laddie!”. Only Blick’s swift intervention prevented a dozen or so of the Duke’s personal bodyguard – the famous Greatswords – from storming the vessel.
Rules
The submarine – or ‘Nautilus’ as the crew prefer to call her – follows all of the rules for a medium class steam powered vessel with the addition of the following special rules.
Diving & Surfacing
The Nautilus may sail at one of three levels; ‘Fully Submerged’, ‘Periscope Depth’ or ‘On The Surface’. When Fully Submerged the GM should keep track of the vessel’s position. Sailing the vessel at Periscope Depth is easier as it’s position is denoted by a periscope marker. The vessel may change depth by one level per turn, e.g. from Fully Submerged to Periscope Depth.
Torpedoes
Maikasson has devised an ingenious new weapon – the clockwork torpedo. Unsurprisingly they are not entirely reliable, but extremely effective when they work properly. A torpedo may be fired in the shooting phase when at Periscope Depth or On The Surface. Torpedoes move in the same direction as the heading of the vessel – they have no arc of fire. The torpedo itself is represented by a suitable model.
Torpedoes move 4D6" in the first turn. For subsequent turns an artillery dice and 4D6" are rolled. A number on the artillery dice indicates that the torpedo is fine and moves the distance indicated by the total of the D6’s. On a misfire roll a D6 consult the following table.  
	Torpedo Misfire Table

	D6
	Result

	1
	The clockwork mechanism was not wound tightly enough. The torpedo stops and sinks.

	2
	The steering mechanism jams to port momentarily. The torpedo turn 45º left and moves the distance rolled.

	3
	The steering mechanism jams to starboard momentarily. The torpedo turn 45º right and moves the distance rolled.

	4
	The tail fins snap off – the torpedo now moves out of control. Roll a scatter dice to establish the direction each turn and move the distance indicated.

	5
	The fuse has not been set correctly. The torpedo moves half the distance indicated and then detonates, any exposed crew within 3" take a S3 hit on a D6 roll of 4+.

	6
	The torpedo moves the distance indicated in a random direction and then detonates as described above.


If a torpedo hits any solid object at any point during its movement then it will detonate. If the target is a ship then the location of the hit is always the hull. Each torpedo is packed with a highly explosive mixture known as ‘alchemical fire’ made according to Snorri’s own secret recipe. The hit counts as a hit from a large naval cannon.
Turret
The Nautilus incorporates a turret with a medium naval cannon. The cannon may only be fired when the vessel is On The Surface – obviously! The turret can traverse a full 360º but must make turret tests as usual if rotating more than 45º to face a target.
Fire
As with all ships fire on board is extremely dangerous. A fire may only be started on board when the Nautilus is On The Surface. If a fire is started the Nautilus may dive to Periscope Depth in order to automatically extinguish any flames – remove all fire markers.
Shooting at the Nautilus
The Nautilus may be shot at just like an ordinary ship when sailing On The Surface but usually has only one target location, the hull. If any crew are on deck then artillery shots over 12" that hit the Nautilus will hit the nearest crewman on a D6 roll of 1 and the Nautilus on 2-6. In addition, any exposed crew do not get the cover bonus if shot at by bows, etc. It may be rammed when sailing On The Surface or at Periscope Depth.
If the Nautilus suffers any critical hits that specify damage to the hull, e.g. Holed, Shipping Water, etc, then it must immediately rise to sail On the Surface if submerged and remain there for the rest of the game.
Repair Re-roll
Snorri and his crew are experts at maintaining the Nautilus, hardly surprising since they built it. Therefore, if the vessel has suffered any critical hits then the crew may attempt a repair. The Nautilus 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 4+ a temporary repair has been successful.
Crew
The Nautilus is crewed by 5 Dwarf Slayers. Snorri is the pilot, the other crew are Ranulf who operates the turret cannon, Thorek loads and fires the torpedoes, Hargir handles the engine whilst Ragni does whatever else is required on board – he’s the newest apprentice!
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