Magic at sea.
The winds of magic are fickle, especially at sea. Taming the winds of magic is difficult in the calmest of situations, the deck of a ship rolling in the surf, under fire from an enemy, is not an ideal place for a wizard to work magic. Some lores of magic are not suited for use at sea, they are metal or earth based, others have complicated rituals that cannot take place in waves and storms. However, many sea faring races have also developed magic specifically for use at sea, these spells are gathered here as the Lore of the Waves.

The Lore of the Waves

Sea going wizards have long since used magic to aid their ships and crews at sea. They have learnt the Lore of the Waves to protect themselves from storms, create favourable breezes and to protect themselves from the beasts of the deep. 

To randomly generate a spell, roll a d6 and consult the chart below. If you roll the same spell twice for the same wizard roll again
D6
Spell



Casting Value

1
Favourable Breeze

6+

2
Swirling Fog


7+

3
Riptide


7+

4
Warp Wood


8+

5
Kraken’s Call

11+

6
Leviathan Awakes

11+

Favourable Breeze
Cast on a 6+

The wizard commands the winds and summons them to aid his captain. The ship can sail as if the wind is from astern until the spell is dispelled. Alternatively this spell may be cast on an enemy ship up to 18” away. It will count as starting each turn heading into the wind until dispelled.

Swirling Fog

Cast on a 7+

The wizard has the ability to summon the mists and fogs to enshroud a ship. It can be cast on any vessel up to 24” away from the wizard. The fog is so thick that it is not possible to see into it or out of it. A vessel in fog may neither be shot at or shoot out. A moving vessel cannot change its heading, but must reduce its speed by half.  The fog remains until it is dispelled. A ship will sail clear of fog on a D6 roll of 4+ at the end of its move. If a ship collides with anything whilst in fog the crew may not ‘Brace for impact.’
Riptide

Cast on a 7+

The wizard is a master of tides and currents. This spell can be cast on any vessel up to 24” away.  The vessel is grabbed by an underwater current and is swept off course. Determine the direction of the current by rolling the scatter dice, move the vessel 3D6 in that direction then roll the scatter dice again to determine which way the vessel ends up facing.
Warp Wood

Cast on a 8+

This spell can be cast on any vessel up to 18” away. The timbers of the ship warp and twist, bend and snap. The vessel suffers D3 loss of Structure Points. NB ALL vessels can be affected by this spell, even Dwarf vessels have wooden frames. This spell could also be used against jetties and gates.
Kraken’s Call
Cast on a 11+

The Wizard’s chanting summons a great tentacled beast from the depths. One vessel within 18” of the wizard is attacked by D6 tentacles of a huge Kraken. Each Tentacle has the following profile

M    WS    BS     S      T      W      I       A      Ld
 -       3        -       8      4       3       4       1        -
The Kraken counts as charging so attacks first.

Roll a D6 for each tentacle, on a 1-5 it attacks the vessel, It hits automatically at S8. On a roll of a 6 it attacks a random crew member. Roll to hit as usual, then roll a D6 1-4 the tentacle does a S8 hit, 5-6 the figure is picked up and dragged beneath the waves. (The Look Out Sir! rule applies.)  The crew can then fight back. (Gun crews and crew sailing the ship can’t fight back) At the end of the turn roll a D6 and add the number of remaining tentacles. If the total of the dice roll and tentacles is greater than the remaining structure points of the vessel, the Kraken tears the ship apart and drags it below the waves. Crew must roll under their I or go down with the ship. Whether the ship is destroyed or not, the Kraken returns below the surface at the end of the turn.
Leviathan Awakes
Cast on a 10+ 
A denizen of the depths is summoned by the wizard to attack an enemy vessel.. This spell may be cast on any enemy vessel with 24” of the wizard. It is attacked by a huge Leviathan, The monster surfaces next to the vessel and attempts to bite chunks out of the hull. The Leviathan does D6+2 S8 hits. The Leviathan causes Terror. The crew must test for Terror when the Leviathan attacks, if they fail the test they cannot carry out nay other actions during that turn. At the end of the turn roll a D6 to find out what the Leviathan does next. 1-3 the Leviathan sinks beneath the waves. 4-5 continues to attack the vessel, 6 moves away to attack another vessel, the Leviathan will attack the nearest vessel regardless of which side it is on. (The Leviathan is such a huge beast we have not included a profile for it, it would be impervious to most attacks so cannot be killed even by cannon fire.)

The other Lores of Magic at sea 
(Some of these may not be up to date please discuss which ones are, are not)
Some Lores of Magic are not really suited for use at sea. 

The Lores of Beasts & Shadows, cannot be used at sea.

Lores of Metal & Fire are land based lores, they can be chosen by a wizard at sea, but all rolls required to cast spells are increased by 2.

The Lore of Light can be taken but its rituals are complicated and can be affected by the rolling of a ship, add 1 to the score required to cast.

Only Howler Wind, Master of Stone & Rain Lord may be used form the Lore of Life.

Lores of the Heavens and Death can be used normally. 

Although unlikely to be at sea, A Slann Mage priest can cast any spells as usual regardless of the Lore of Magic they are from.

The Lores of Tzeentch, Nurgle and Slaanesh may be used as normal.

The Lore of Death can be used normally.

Necromantic spells can be used normally.

Orcs are not natural seafarers. Waaagh magic spells can be used but the roll required to cast them is increased by 1.

