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Big Chukkas: 1 firing ahead, 1 rear, 1 broadside. Iron Clawz and 
Sm

ash-ham
m

ers to fore. Iron Clawz: roll over range to target to grab 
foe, m

ove m
odels into contact (if foe ship bigger Orc ship m

ove ups to it); 
target m

ust roll 5-6 during boarding action or start of next turn to break 
away. M

odels in contact m
ay be attacked with Sm

ash-ham
m

ers: always 
aim

s low, d6 attacks (roll saves for each) on one location, m
ultiple hits 

can cause criticals. Big Chukkas: as catapults with -1 save.

Sm
ash-ham

m
ers

lost
4IR
O

N
 C

L
A

W
Z

Iron clawz lost

G
U

B
B

IN
Z

F
R

U
N

T
TREA

D
W

H
EEL

SH
O

O
TY

 BITZ

B
E

L
O

W
 W

A
T

E
R

L
IN

E M
A

IN
M

A
S

T

No effect

M
ast destroyed
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ay not m
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Fore big chukka
lost

Aft big chukka 
lost

Orc player chooses
which is lost first
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Broadside big
chukka battery lost

W
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ay 
only m

ove under sail
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Further hits no criticals
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1 Big Chukka catapult firing ahead, -1 save.
M

ay not repel boarders, fire at close range or be aim
ed low. 

If location fails save, it is destroyed and location below can 
be hit (save +

1), then below at +
2, etc. Rock stops when 

save is m
ade or it passes through ship. A location already 

destroyed does not count and no critical.
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Catapult lost
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M
ay not turn on spot

M
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ay not turn on spot

M
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The Drill: m
ove into contact with target and roll d6:

1: DK sinks
2: One random

 low location on target destroyed (no save), 
then DK sinks
3: One point of BTW

 dam
age, no save 

4: One point of dam
age to a low area, then fight boarding 

action–if orcs win, target is sunk, DK carries on next turn
5: as 4, plus one point of BTW

 dam
age (target m

ay leak) 
6: d6 points of BTW

 dam
age (m

ay go straight through 
target and attack again).

See page 65 for detailed table. 
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