#  Mordheim, once a bustling hub
 of commerce and travel is situated
My on the River Siir and is accessible by

%" ship. not the big Imperial Warships,
=% but by smaller vessels in the Empires

aN service. Corvettes and Transports,

™ mostly. In the past, the Impenal

Navy has dispatched ships of this kind
to provide aid and support of this most
eastern of the Empire’s defenses. Now that
the City of Mordheim no longer exists_ the Navy
does it"s part defending the border in other ways.

Crewed by the finest of the Empire’s sailors, even these
ships can muster a small fighting force; The Imperial Naval
Contingent. Well trained and well armed_ these fightimg
men can handle themseles in any situation.

Special Kufes

Due to the rigors of training and the phvsical design of a
sailing ship, all heroes and henchmen, except Plebes, have
a special skill when climbing ropes_ ladders or walls.

T Scale Sheer Surfaces: A warrior with this skill can scale

L, even the highest wall or fence with ease. He can climb up
or down a height equal to twice his normal Movement, and does
not need to make Initiative tests when doing so.

Choice Of Warriors

An Tmperial Naval Contingent must include a
minimum of six models. You have 500 gold crowns
to recruit your initial warband.

The maximun number of warriors in the warband
may never exceed 16,

Captain: Each Imperial Naval Contingent tnust
have one Captain no more, no less!

Petty Officer: Your warband may include up to
two Petty Officers.

Ensign: Your warband may inciude up to three
Ensigns.

Marine: Your warband may include up to four
Marines.

Seamen: Your warband must include a minimum
of two Seamen.

Plebe: Your warband may include up to five
Plebes

Starting Eyxperience

Captains starts with 20 experience.
Petty Officers start with & experience.
Ensigns start with 0 experience.
Marines start with 0 experience
Seamen start with 0 experience.
Plebes start with () experience.
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Combat Shooting Academic Strength Speed
Captain v v v v v
Petty Officer v v v v v
Ensign v v v v v
Marine v v v v
Seamen v v v
Plebe v v }




“ The foll

Heroes List

Hand-to-hand Combat Weapons

owing lists are used by the Imperial Naval Contingent to pick their weapons:

Henchmens List

Hand-to-hand Combat Weapons |

Plagpers el Ist free/2 ge Dagrer iimee o ety Lst free/2 gc
A T Sgc Az R T 5gc
Sword S ne St 10 gc Sword. i b e 10gc
PERTIEE I s 10 gc
Halberd ................. 10 8¢ h‘IESl]E WEEPDI]S
Grosshow:. ... o8008 25gc
Missile Weapons Blunderbuss ............. 30gc
Pistol i fhC==-0aty. = -2 15 gc (30 forabrace) Handgun................ 35 gc (Marines only)
Armour Armour
Lightarmour ............ 20 gc Light armour ............ 20gc ]
Bucldes 8 R 5gc Buckler: 38 . 5 gc |
Helmer o7 vt 10 gc Elehnets: o - comds o 10gc I

1 Captain

60 gold crowns to hire

A Navy Captain is a tough professional warrior, a
mean who will fight to protect lis ship and crew.
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Weapons / Armour: A Navy Captain mat be equipped
with weapons and armour chosen from the Heroes List.

SPECIAL RULES
Leader: Any warrior within 67 of the Captain may use his
Leadership characteristic when taking Leadership tests

0-2 Petty Officer

35 gold crowns to hire

A Perty Office kmows each and every man under his
command and he cares for their welfare. They respect
him forit.
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Weapons / Armour: A Navy Captain mat be equipped
with weapons and armour chosen from the Heroes List.

SPECIAL RULES

Leader: Any warrior within 6™ of the Petty Officer may
use his Leadership characteristic when taking
Leadership tests.

0-3 Ensign

30 gold crowns to hire

An Ensign teaches all he knows to all under fis
commmand.
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SPECIAL RULES

Once per game an Ensign grants a dice reroll for anv
subordinate within 67

Weapons / Armour: A Navy Captain mat be equipped
with weapons and armour chosen from the Heroes List.




0-4 Marines

25 gold crowns to hire

Marines arve the marksmen gf the navy. They are
expert in both all missile weapon and close
combat,

= DBenmen =

0-5 Plebes

10 gold crowns to hire

Plebes are fresh off the farm and leciming the
ropes, so to speak.
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Weapons / Armour: A Marine may be equipped SPECIAL RULES

with weapons and armour chosen from the Imperial
Naval Contingent list.

2+ Seamen

20 gold crowns to hire

Seamen are the workers of the navy, and may be
assigned to do anmy job on board ship. They are all
tairght each other's jobs.
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Weapons / Armour: Seamen may be equipped with
weapons and armour chosen from the Henchmen's List.

SPECTAL RULES
Seamen operate as a unit. As such each model must be
within 27 of any other model in the unit.

If an Ensign is within 27 of a unit of Seamen_ they gain a
-1 to any Leadership test they malke.

Plebes operate as a unit. As such each model must
be within 27 of any other model in the unit.

If an Ensign is within 27 of a unit of Seamen_ they
gain a -1 to any Leadership test they make.



