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Great Bell: 1 firing 360º, m
ay not repel boarders. #Attack Dice: 2d6+

 #dice on 
Volum

e Track. Increase volum
e by 1 each tim

e bell is rung, decrease by 1 every 
turn it is not rung. Apply all doubles, highest first (rolls of 2-6 affect enem

y 
ships in range of highest double): 1: bell explodes; 2: unm

oved ships cannot 
m

ove this turn; 3:  unfired ships cannot fire this turn; 4: ships take 1 random
 

hit, norm
al save; 5: ships lose 1 crew; 6: ships roll for critical dam

age. 
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Plagueburner: 1 firing ahead, m
ay not repel boarders.

Once the Deathburner has finished m
oving, place the 

Plagueburner tem
plate at the front of the ship and roll d6 

for each vessel under it:
1-4: no effect; 5-6: ship loses 1 crew counter.
Also m

ake a 1 dice attack against each ship (aim
 high or 

low; norm
al save). Also affects friendly vessels.
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W
arp-fire Thrower: 1 firing ahead, m

ay not repel boarders.
Range 4", use special tem

plate. First target even partially
under the tem

plate is hit with a 3 dice attack at -1 save.
A location failing its save is set alight.
If a double is rolled on the 3 attack dice the Warp-Raider 
explodes and sinks.
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Subsequent hits
only 1 critical roll
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Skaven crew m
ust check m

orale if the ship takes a critical hit.
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Skaven crew m
ust check m

orale if the ship takes a critical hit.
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If 2 dice com
e up a double, vessel m

ay not m
ove or fire this turn.
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orale if the ship takes a critical hit
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