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

