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M
ortar: 1 firing ahead. Cannot repel boarders.
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Elf range ruler: 0-6": cannot hit, 6-12": can hit target. 
Cannot be aim

ed at low locations. If a ship between firer and 
target, roll for deviation: 1: 1-6" short, 2-5: HIT, 6: 1-6" long.
If a hit, any ship under 1" tem

plate m
ay be hit. If location 

fails save, destroyed and location below can be hit (save +
1), 

then below at +
2, etc. Ball stops when a save is m

ade.
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ove under sail

Further hits no criticals

C
R

E
W

IM
P

E
R

IA
L

 S
H

IP
 O

F
 T

H
E

 L
IN

E
M

O
V

E

S
A

IL
 6"

O
A

R
S

 4"
N

O
 T

U
R

N
S

 6"

W
E

A
P

O
N

S

Hell-ham
m

er cannon: 1 firing ahead. M
ay repel boarders with +

2 defence.
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Can only fire 3 tim
es per gam

e. 2 pts dam
age if save failed.

Elf range ruler: 0-6": -2 save, 6-12": -1 save. Firing recoil 
hurls ship back 3" (random

 low area hit for both ships in a
collision). Cannon m

isfires on a hit roll of 1 (roll Critical Hit).  
After firing, place Reloading counter face up, next turn 
face down, next turn rem

ove counter and m
ay fire again.
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Cannons: 2 firing ahead, 2 rearward, 3 broadside.
All cannons m

ay repel boarders.

No effect
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M
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Speed reduced 
by 2"(3")

Further hits no criticals
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battery lost

1 broadside cannon 
battery lost
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6" in a straight line  /  ½
 m

ove per 90º turn on the spot  /  m
ay reverse up to 2"

Cannons: 3 firing ahead, 1 broadside.
Cannons m

ay repel boarders.

R
A

M

4
M

ast lost
Speed reduced 
by 2"(3")

Further hits no criticals
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Speed reduced 
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Further hits no criticals
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Further hits no criticals

3" straight under oars. If foe fails Below the W
aterline save, 

roll for BtW
 dam

age: 1-2: 1pt, 3-4: 2pts, 5-6: 3pts.
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Oars lost. Cannot 
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ove under oars
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6" in a straight line  /  ½
 m

ove per 90º turn on the spot  /  m
ay reverse up to 2"

Cannon: 1 firing ahead.
Cannon m

ay repel boarders.
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3" straight under oars. If foe fails Below the W
aterline save, 

roll for BtW
 dam

age: 1-3: 1pt, 4-5: 2pts, 6: 3pts.
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Further hits no criticals
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