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Reaper Batteries: 1 firing ahead, 1 rear, 1 broadside. 
Roll d6 to find num

ber of shots (1=
jam

m
ed this turn).
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Mast destroyed
Speed reduced by 3"

Further hits no criticals
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Mast destroyed
Speed reduced by 3"
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Broadside 
reaper battery 
lost

Roll d6 for each
Squadron inside:
On 4-6 they escape
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Any attacks on Ark fail on d6: 1-2. Boarding actions roll d6 
for each crew counter: on 1 it is lost. M

ay push aside foes.
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No effect

Mast destroyed
Speed reduced by 3"

Further hits no criticals
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M
ay fight using a value of d6 plus rem

aining wounds
when attacked in boarding action.
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Reaper Battery Turret: 1 Roll d6 for # of shots, 1=
jam

m
ed.
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Sea Dragon goes out 
of control and dives 
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Sea Dragon
takes 1 wound
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Sea Dragon
takes 1 wound
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Sea Dragon
takes 1 wound2
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W
hen Helldrake m

oves into contact with enem
y it m

ay 
m

ake a boarding attack (d6+
rem

aining wounds) or a 
frenzy attack (roll d6): 1: opponent m

ay m
ove Helldrake 

up to 6" and attack with this table; 2: refuses to attack; 
3: attacks chosen location; 4: attacks 2 different chosen 
locations; 5: attacks chosen location twice; 6: d6+

1 
attacks, roll for locations, saves at -1, then on a roll of 1 
Helldrake rem

oved from
 gam

e.
Any tim

e Helldrake hits location on fire it takes 1 wound.
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Helldrake goes out of control and dives 
(rem

ove m
odel)
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Crew cannot board, but crew of 1 m
ay be destroyed by spells, destroying ‘ship’.
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Crew cannot board, but crew of 1 m
ay be destroyed by spells, destroying ‘ship’.


