


" The Pirate Isle of Sartosa has long been regarclcd as the main roving grouncls for aspirin captarr
" mercenaries and tyrants. For the ést few years it has become the bgword for Pain and suttering a
tor once, it is the grethrcn of the Pirate Kings who suffer. S
: To the South a Might Beastlord ravaged the Island to the very brink of destruction in its que:
for Daemonhood. The Nortgern tides brougﬁt troops from the Empire and Bretonnia secking to er e
the dePradations of the pirate crews. Even the Ogres came to war o”owing news of several halfling

chefs oPeratiné in the ruins of Vercuso. {
As War lit the factions asunder, new alliances are formed and the fleets set sail once m C

ass

to bring the ruins ofrP sartosa under their masters control. : i

" 2 L 3
he go”owing pages have been created for Flame On’s Annual Sartosa CamPaign in order to add C _'

structure to the Naval rules found in the Generals Compendium %iving shiPs points values, ngracl

v warmachines and magic for Fighting your battles on the DceP Blue. = -

This be the start of the Coclcx, Put down by CaPtains Prospcro, Kurgan and Balluet
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Starting the Game

At the start of the game, nominate a table edge as North and Place the wind chart to mate ]

Roll a D8 to determine initial wind direction.
1. North

2. Northeast

3. East

4. Southeast

5. South

6. Southwest

7. West

8. Northwest

The numbers down the right hand side of the wind chart indicates the current wind strcngth.
Games alwags start at wind strength 8.

then roll the D8 again to determine the centre line of the battle area.

1-2. North / South (centre point of each table edge)
%4 Northeast / Southweslf3 (from each corner)

5-6. east / west (centre point of each table edege)
7-8. Northwest / Southeast (From each corncr%

Both layers then dice off to see who Places a ship first.
First Player to Posi’cion all his sl’uiPs gets +1to roll for first turn choice.

At the start of each game turn, roll to see if the wind has changecl.
roll 2 x D3 (Premccrab ya red and a green, but two different colours are Fine) "
the wind direction moves in the colour direction and number of compass Points of the highes
scoring dice, minus the lowest scoring, dice. 1f both are equalj the wind direction remains%hc

Then roll a D6 for the wind strengtl’).

On al. the wind strength drops 1 Point. (to a minimum str 5)
On a score of 2-5, the wind strength remains the same.

On a 6. the wind strength increases | Point. (to a maximum str11) Y



Moving with the wind

The diagram below, shows how wind affects the sPeed of sailing shi[:)s.

Wind Direction

movement = wind sjgrength ininches

i

Wind . | Wind
Direction | | ~ Direction

movement = _ N\ movement =
wind strength + D6 wind strength +D6&” |

'

Wind Direction
movement = wind strer\gth +2D6”

Fire arcs

The cliagram below, shows the fire arcs for broadsides and chasers

-~ TORE CHASER

T~ AFT CHASER




The Ships Crew

Each vessel requires a minimum crew to remain at full effectiveness. For every IOOPts of basic
ships cost, the vessel rccluircs 5 unit strcngth. See the Various ship pages for the effects of Falling
below this level.

A summary of unit str requirements are included below:
Unit Strcngth

Din }1 : 1
Sloc%:g 3
SmalFshiP: 5
Medium shiP: 10
Large sl’riP: 15
Leviathan: 25

Small Fort: 5
Large Fort: 10
Sea Wall: 10

Armies are selected as normal from their army book, but are then split onto the different ships
in your fHeet. Ships and uEgrades are ought from tL)is total too, but you must have the minimum
army selections rcc]uircd or the size of game cing P]ayccl.

Mounted models bouglﬁt as crew count as unit strengch 1.

New Rule: Heroes of the hi%lw seas.

Lords count as unit strength +5 for calculating minimum crew
Heroes count as +2

Mounted ChamPions count as +1

Heroes of the high seas are subject to the Fo”owing rule: Leave gunnery to the Powdcr monl«tgsl
Unless a character is allowed to form Par’c of a war-machine crew, thcy can never crew war-machines on boar:

The Missions and terrain

Roll 2D6 before c]icing off for set UE and first turn
Unless otherwise notcd, fleets can be place angwherc on the table at least 48” aPart.
Roll scatter dice for each vessel to determine Facing.

2D6 MISSION EXTRA TERRAIN RESULT (D6 PER SHIP)

1 2 3 4 6

Flotsam and jetsam - Two fleets arrive at the
aftermath of a sea battle, D6 loot counter
2 olvjectives.ﬁhiPs can Picl( up loot by movin, ~ D3 rocky small sland Wreck or

less than 10” in the turn anchassing over the outcrops B large island
counter. Winner is the fleet that controls the
most.

Running the blockade - one fleet has to break
through to escape their enemies evil clutches.
5 The blockade runner must move from one

short table cc{ge to the other whilst avoidingthe
blockade ships. Blockade 5hiPs start at least
48 away from the runner

- - - Shifting Reef  |Smallisland

Hunt the monster - The fleet which kills the
monster wins. It arrives on turn 4 from a random beached shi
. ) , cached ship
board Polnt (ron scatter dice to see where it (possible
4 enters P|a5,), Using the small beastie rules for monsters lair) D3 rocky Island Wreck or D3 shifting,
; - the hunted outerops | "M forge icland recfs
games up to ]OOOPts or Iar‘f beastie for games the P: &

over that limit. The Beastie becomes a third monsters

Jayer and moves in a random direction 306 gouns
player and moves in a random irection 3D6

attacking 5}7ip5 if able.

Thar be treasure! - there is treasure on the small
island in the centre of the table. Wir\ningﬂeet must
control the island at the end of the game. beached ShiP "
5—6 RollaDé,onaé, theisland is rcP|aced with a small (possible - - Dﬁtmd(y Wreck D3 Shf:tmg
fort. (Fortis unmanned but has 2 carronades as monsters lair) outerops e
Fer the sheet) Ships cannot start within 24 of the

ort and scouts may not start inside the fort.

smallisland small island
or Larje - - - - or Dy rocky
Islan, outcrops

7_]0 Line engagement - standard battle

Swords in the storm. - At the end of each turn roll
three times for wind strength and direction.
if any double 1's are rolled on the coloured dice the . . .

. . . beached ship smallisland small island
1-12 next turn is a dead calm and there is no wind. (possible . _ or D3 rocky _ or D3 rocky
All ships gaina 6+ ward due to poor conditions for | monsters lair) outcrops’ outcrops
ta?eh'ng but if any run a-ground the damage
is doubled.

Note: If any2 shiP's roll the same numbcr, the gaming table is Shark Infested




The Shila Yards
Y

ThCI’C are ma ways to imProve 9OUF VCSSCI 1Crom better CICFCI’ISCS to SUPCI"iOF l"lU”S.

Forecastle
IOPts per IOOPts of basic Sl’]iPS cost.
Area counts as one shil:) size Iarger for boarding actions.

Aftcastle
]OPts per 1OOPts of basic ships cost.
Area counts as one ship size |arger for boarcling actions.

Hull Reinforcement (Medium sl’miPs or largcr) CIF Medium ships have this, they cannot use SPinnak
IOP’cs er 100 of basic ships cost.
Damage vs Hull is reduced bﬂ 1. (tomin. 1) Sl—uiP moves at half wind s’creng’ch

Mast Reinforcement
lOPts per 100 of basic ships cost.
Damage vs Mast is reduced bg 1. tomin. 1)

SPinnaker (Sma” & Medium shiPs or Sloops) (hC Medium shiPs have this, theg cannot reinforce th
20pts for Sloo[:)s, 40pts for Small Ships, 6OPts for Medium ships
+D6 to wind strengtl'l {'F())r the shil:)

Extra Cannonade
50[:>ts (must have available warmachine space - requires 2 crew)

Reinforced Ram
ZOPts per IOOPts of basic ships cost.
see ramrning rules.

Qars, Lots of Oars! (For ships with sails)
No broadsides allowed on shl[:), but it gains the reinforced ram for free

O-1Gun Turret.

IOOPts adds a singlc warmachine slot that can be fired as pera broadside. (Port and s’carboard)
Turrets can carry any warmachine and may even Naval Great Cannon. Theg can be hit as pera
mast strike, using the weapons stats for determining clamage

The Quartermaster

The Sailors and Pirates of the Southern Oceans are used to life and death in the service of the
ships owners and caPtains. Many crews Picl( up tricks and tactics that set them aPart from their
land based counterparts.

Pistols
+‘1—Pt5 per model. (cham jons may take a brace of Pistols for +8Pts)
A sailors best friend in the close quarter confines of a ship in battle.

A Hold full of Grog and bootg
+IOOPts The defending crew is immune to Pyclﬂologg and counts as stubborn. If the Captain is still
alive, he also counts as a BSB.

Nobocly s taking this ship without a Fight! Yarrrril!

Thar be treasure! !
+IOOPts The boarding crew is immune to Pychologg and counts as stubborn. If the CaPtain is still
a[ive, he also counts as a BSB.

That ship is full o’ boot9 lads! Chase it down and haul herin! Yarrrrill

Plundered Ar‘l:i”ery
Double ’che cost From any army lis’c. Uses ’che same sIo’c that it comes From but uses crew as per
Naval Cannon.



Notes on Magic/S ecial game effects:
Any items, abilities or sPc”s that are ‘Angw]'lcrc on the table’ or ‘Within LOS” have a Maximum range
of 48”.

Magjc on the Hi%h Seas

All mages may opt to use the Lore of Oceans instead of their army list sPe” options.
1. Winds caress. 4+ casting (or 8+ to cast within 24)

+D6 move. Cannot allow boarcling actions

2. Ocean’s guicling hand 6+ casting (or 12+ to cast within 24%)

turn ship to any Facing OR can immediatclg move again as per normal movement

%3 | odestone Figurehead 7+ casting remains in Plag. (or 14+ to cast within 24%)

ship getsa 5+ward save vs shooting and boarders are crushed between ships onalor2if wearing ar
4. Stormbound Ire 8+ casting (or 16+ to cast within 48%)
Causes D6 Str7 hits vs Enemy Hull within 24

5. Hurricanes Wrath 9+ casting (or 18+ to cast within 48%)
Causes 2D6 Str7 hits vs Enemy Hull within 242

6. Roll D3

1. Krakens Call 12+ casting i
A sea monster rises up and graPPles any shi[:) within LOS causing Dé c]amage on the hull and it Pu”s
D6 crew to their deaths.

2. Ghost S!’uiP 12+ casting Your ship and crew become ethereal until your next magjc Phase. S]’]iP
cannot be targetted or boarded (though models on board are classed as Part of the crew) ship can
And can pass thougl-n terrain as long as it doesn’t end its move in contact with it. You may not sE

or board shiPs whilst Ethereal.

3. Well of Destruction 12+ casting remains in Plag i
The wizard calls forth a might9 whirlpool. Place a marker angwhere within LOS All ships on the table

oot

immccliatelg move D&” towards the marker. At the start of each magic Phase rollaDé Ona -3 the
spell ends, on a 4-6 all SI’IiPS Move towards it again. Any ships hitting/alreadg touchingthe marker
suffer D¢ hull damage. This sPc” may cause shiPs to run agrouncl. Wind direction is towards the well
until the spc” ends.

The Sea Chest, Artefacts of a magical nature

Characters may use their magic allowance to enhance their vessel. Each item is unique and onlg 1
artefact may be used per shiP.

Rune of warding 25pts 6+ ward save for shi
Ancient runes Protect the shiP From the clangers surrouncling the local waters.

The Gem of Atmos 50Pts Bound sPell Epower level varies)
This ancient gem contains the power of the wind and ocean. choose which sPc” it will cast each turn.
Winds caress (bound ) power is exhausted ona Dé roll of 10r 2.

QOceans Guiding han (bound 5) power is exhausted on a D6 roll of 1,23 or 4.

The Dark Prow 50pts Causes 2D6 str 7 Impact hits on enemy shiPs on the turn it Per{:orms a boardin
action, This is increased to Str10 if the ramming{s]ﬁip has moved over 127,
A Dark spear o1c metal juts out From thc prow o the ship to rend enemy vessels in two.

Rune of Arcane Wardin 551:)’:5 5+ ward save for ship MR (2)
Powerful wards stitched into the main sails Protect the shil:) from harm.

The Black Standard 55Pts ShiP causes Terror test vs Boarders wishing to board.
The ancient symbol of Piracg marks this shiP out as one to be trulg feared.



The SniPs of Sartosa utilize various tgPes of ordinance; from the Cannons of the
Empire, to the crude SPear Chukkas and Rock Lobbers of the Orcs.

In these rules the weapons are rcPresentecl bg Four TgPes of warmachine.
FEach Vessel sheet shows a number of locations for mounting warmachines. Each
machine takes up One space and may not be moved once in Position.

Carronades (War Machine) free/ 50pts

Range: 357 Strengtn: 7 Damage: D%

Requires 2 crewmen to operate.

Short rangecl and consij:orablg |igntcr than Great Cannon these are fitted as standard
on all vessels (eacn vessel sheet states how many tneg start witn).

ShiPs Cannon (War Machine) Carronade ngrade +55Pts
Range: 487 Strcngth: 10 Damago: D3
Requires A crewmen to oPerate.

Naval Great Cannon (War Machine) Carronade ngrade +50pts
(Roc]uires 2 spaces if fitted as a Broadside)

Range: 60” Strength: 10 Damage: Dé l
Requires 4 crewmen to oPerate.

NOTE: Cannons vs crew. The dice score to wound the hull indicates how many crew are
hit. casualties are taken from the Point of imPac’c first and follow the direction of the shot.

Army List Warmachines.

Bougnt from the main army list. (includes items like screaming be”, dwarf i:orge, war altar)
These use a single warmachine slot and must be shown on deck

Stone thrower tHPC war machines in the aft chaser my oPt to become fore chasers at +IOP

Swivel guns

Snips can also have any number of Swivel guns at +10 Points each.

Thcg are fixed to a Poin’c on the Ship and must have a model in base to base to fire.
Swivel Guns do not count towards the number of War Machines the shil:) is allowed.

8” range, arti“er9 dice = number of shots. Roll to hit as normal

(ignoring cover modifiers and Iong range). Strengtn 3, Armour Piercing. One use onlg.
misfire hits the shooter instead.

If a warmachine shot strikes a mast then consult the Fo”owing table in addition to
working out normal damage.

Mast Chart. D6
1-2 | The shot strikes a glancing blow, but no
damage is sustained.
3-4 | Roll to Wound as normal, but halve all
Damage Points caused (round up).
5 | Ahit! Roll to Wound as normal.
6 The shot hits the mast square on. Roll to
Wound as normal. In addition, on a roll of
4+, the shot also causes a single Damage
Point to the Hull.




The Beastcaller: Various Pts

The Beast calleris a shiP ngrade that fills one broadside
Iocation and uses I rare slot Eac"x Ca”er contro”s one beast.

Roll Scatter and arti”erﬁ dice to determine surFacing area

and distance from the s iP with a beastcaller war machine

ifa ShiP contro”inga beastcaller is sunk or adrift, the \ pM A
bindings are severed and the beast will rampage for D3
turns attacldng the closest shiP before sinking from sight

Hit + number = Can surface anywhere within the distance rolled from the shi
Arrow + Number = surfaces in the direction indicated within the distance rolled from the shi
Misfire = The monster surfaces under the ship causing D3 hull clamage and killing D? crew

Wee Beastie Caller: lﬁOpts )

skinTé  stubborn Ld9 Large target g:g %’g ﬁg %g \

d E e
2D6 on the turn it surfaces.

<, 85 ey 8] Py 18] By 889 Py oS
§D60nangothertum ﬁggﬁgﬁﬁg

Turning
Must move 3> before each 90° turn. Maximum 2 turns per Phase

Rangecﬂ Attacks
Counts as a single ships cannon (range 12” max) that can never misFire/exPIOde.
treat misfires as a miss

It it ‘Eer‘Forms a boarding action against a shiP. It can make a str4 attack vs crew for
each remaining wound it has hitting on &’s. It also causes a single str10 hit Vs the Hull
at the end of the combat before victors are decided.

Rl

Skin T7 Stubborn Ldio Large target ﬁg %g %’g %:g %:g ﬁ
Speed %g %g gg ﬁg ﬁg gtg
2D6 tht it F'F ) Q5] FE] TS5 Fa S Fas) Fa s Fa S
3D6 Z,: anc; out?clr tsjrnaccs ﬁ; ﬁ’g E’E %’g ﬁg %3 ]

Turnin
Must move 5”7 before each 45° turn. Maximum 2 turns per Phasc

Big Beastie Caller: §OOPts EU RO 5

Rangec[ Attacks
Counts as a single Naval cannon (range 18” max) that can never misFirc/explode.
treat misfires as a miss

it Ecrporms a boar&ing action against a s]’:iP. It can make a str5 attack vs crew for
each remaining wound it has hitting on &’s. It also causes D3 stri0 hits Vs the Hull
at the end of the combat before victors are decided.




Dingh9:1 free per IOOPts of ship’s base cost

Deck Length below 4”
Hull T7 destroged if wounded bg Str 7+

Mast T/

Damage effects on Speed
Single master

No sails = Adrift/Dé+” rowin
+” spcecl bonuses for Jots o%rowers’ and ‘Burst of Speed’

OPtions:
Standard Dinghg. no sPecial rules. Holds up to unit str10.
Whaling Dinghg. +lOPts crew have a varicty of hooks, Poles and spears.
Crew count as being armed with javelins
+‘1-Opts Prow mounted Bolt thrower 9017 front fire arc (Req. 2 €y

Turning
Must move 1” before each 45 °turn. Maximum 3 turns per Phase

SloopzﬁOPts

Deck Lcngth below 8”
Hull T7 destrogcd if wounded bg Strio

Mast T/

Damagc effects on SPecd
Single master

No sails = Adrift/Dé+” rowin
+1” sPeecl bonuses for Jots of rowers’ and ‘Burst of SPeed’

Options:
Standard SlooP. no sPecial rules. Holds up to unit str 20.
Fis]ﬁing vessel. +ZOPts crew have a varictg of hooks, Poles, nets and spears.
Crew count as being armed with javelins
+40Pts Prow mounted Bolt thrower 900 7%ron‘c fire arc (Req. 2 crew)
+ZOPts upgradc Bolt thrower to Carronade

Turning
Must move 1” before each 45 “turn. Maximum 2 turns per Phase



Small ShipleOPts
Deck Length between 4-12”
Hull T8

Mast T8

Turning

Must move 1I” before each 45 ° turn.

Maximum 3 turns per Phase

Damagc effects on Speecl
Single master
No sails = Adrift

Crew

Minimum crew size: Unit str 5
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Less than Unit strcngt]ﬂ 5 of crew means shiE can onlg move at half spced OR

Fire one warmachine. If it elects to fire the s

WAR MACHINE POSITIONS.
Ship starts with 1 Carronade.

Fore Chaser

Aft Chaser

i|:> is Adrift for the Whole Turn.

SHIP UPGRADES. +CREWNOTES




Medium ShiP:ZOOPts
Deck Length between 10 and 20”
Hull T8

Mast T8

Turning ) (5
Must move 2” before each 45° turn. gt
Maximum 2 turns per P]’IaSC
W) W)

Damage effects on S(jseecl
I sail lost = Half spee
No sails = Adrift
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Crew

Minimum crew size: Unit str10

Less than Unit strcngth 10 of crew means ship can onlg move at half sPced OR
Fire two warmachines. If it elects to fire the sﬁip is Adrift for the Whole Turn.

WAR MACHINE POSITIONS. SHIP UPGRADES. + CREWNOTES

Ship starts with 2 Carronades.
Eort and starboard broadside MUST
ave the same warmachines.

Fore Chaser

Port Broadside starboard
Broadside

Nol Nol

Noz

No2

Aft Chaser




Large ShiP:§OOPt5
Deck Length between 18 and 24
Hull T8 — I = [ ~

Mast T8 SR W W R
|
Turning,

Must move 3” before each 45° turn.

Maximum 2 turns per Phase XK.

Damage effects on Screecl
1 sail lost = Half spee

No sails = Adrift %%ﬁgﬁg
Crew
Minimum crew size: Unit str15

| ess than Unit strength 15 of crew means shiP can onlg move at half speed OR
Fire three warmachines. If it elects to fire the ship is Adrift for the Whole Turn.

WAR MACHINE POSITIONS. SHIP UPGRADES. + CREWNOTES

Ship starts with % Carronades.
ort and starboard broadside MUST
Eave the same warmachines.

Fore Chaser Fore Chaser

Port Broadside starboard
Broadside

Nol Nol

Noz2 No2

No? NO?

Aft Chaser




Leviathan:ﬁOOPts

Deck Length over 22
(or The s ipis Le Sanglier) — 1 = 1 =
Hull T3

Mast T8
Turning

s ) VS
YEREY BEEE
d b M Lo b9 et e v

Must move 5” before each 45° turn.
Maximum 1 turn per Phase

Damage effects on Speed s 8 HEER

1 sail lost = Half sPcef 5%, % %3‘ E'.ig

No sails = Adrift %’3 gg
ﬁ; % P2 B8 v

Crew

Minimum crew size: Unit str 25
Less than Unit strength 25 of crew means shiP can onlg move at half sPeed OR
Fire five warmachines. If it elects to fire the s]ﬁip is Adritt for the Whole Turn.

WAR MACHINE POSITIONS. SHIP UPGRADES. + CREWNOTES
Ship starts with 5 Carronades.

ort and starboard broadside MUST Fore Castle UPgrade
Enave the same warmachines. Aft Castle UPgracJe

Fore Chaser Fore Chaser

Port Broadside starboard
Broadside
Nol Nol
NoZ Noz2
No3 No?
Aft Chaser Aft Chaser




Small Rowed SHP:IOOPts

Deck Length between 4-12

Hull T8

Oars T8

Movement and Tuming

D6 +5" normal move. You may make up to 3 x 45° turns durin this move.

After the basic move rowed s ips can go for a burst of speed. (everg other turn.)
Roll the Arti”erg dice for burst of speed. (misfire means no bonus s[:)eed)

The shiP moves this many inchesina straight line.

i you have a musician on board the arti”erg dice may be rerolled.
(But not misfires)

Damage effects on SPeed ‘. % %

All Oars lost = adrift

Crew

Minimum crew size: Unit str 4

Less than Unit strcngth 4 of crew means shiP can onlg move at half sPeed OR
Fire one warmachine. If it elects to fire the ship is Adritt for the Whole Turn.

WAR MACHINE POSITIONS. |
Ship starts with O Carronades.

Chasers may be upgraded to SHIP UPGRADES. + CREWNOTES
turrets for +lOO|:>ts each

Re-inforced ram
Fore Chaser

Y o

Aft Chaser

note: Rowed ShiP Turrets can fire as Fore Cl’lasers, Broadsides or aft chasers



Medium Rowed SHEP:lOOPts

Deck Lengtl'] between 10-20”

Hull T8

Oars T8

Movement and Tuming

D6+ 5" normal move. You may make up to 2 x 45° turns during this move.

After the basic move rowed s ips can go for a burst of speed. (e\/erg other turn.)
Roll the Arti”erg dice for burst of speed. (misfire means no bonus s[:)eed)

The shiP moves this many inchesina straight line.

If you have a musician on board the arti”erg dice may be rerolled.
(But not misfires) |

Damage effects on Speed g@ iﬁ ﬁ; ﬁ; )
Half Oars lost = half sPecd %g Eﬁ? %? oy 2w ews = **%g‘%g ?ig

All Oars lost = adrift £i% BN BB UX UR TN R e R
Crew

Minimum crew size: Unit str 8

can onlg mov at half sPeed OR
Eip is Adrift for the Whole Turn.

Less than Unit strcngth 8 of crew means shi
Fire one warmachine. If it elects to fire the s

WAR MACHINE POSITIONS.
Ship starts with 1 Carronade.
Chasers may be upgraded to SHIP UPGRADES. + CREWNOTES

turrets for +lOO|:>ts each

Re-inforced ram

Fore Chaser Fore Chaser

Aft Chaser

note: Rowed ShiP Turrets can fire as Fore chasers, Broadsides or aft chasers




|_arge Rowed ShiPéOOPts

Deck eng‘ch over18”

Hull T8

Oars T8

Movement and Turning

D6 +5" normal move. You may make up to1x45° turns during this move.

After the basic move rowed s iPs can go for a burst of speed. (e\/erg other turn.)
Roll the Arti”crg dice for burst of sPecd. (misfire means no bonus sPecd)

The s]’nip moves this many inchesina straight line.

i you have a musician on board the arti”erg dice may be rerolled.
(But not misfires) N g—
guug SHE B8y
Damagc effects on SPeed 3 oW Eﬁ ﬁg Eg % ﬁg ﬁg ﬁg ﬁ
Half Oars lost = half sPecd

All Oars lost = adrift

Crew

Minimum crew size: Unit str 14
Less than Unit strcngt]ﬁ 14 of crew means shi
Fire two warmachines. If it elects to fire the s

can onlg move at half sPced OR
Eip is Adrift for the Whole Turn.

WAR MACHINE POSITIONS.
Ship starts with 2 Carronades.

Chasers may be upgraded to SHIP UPGRADES. + CREWNOTES
turrets for +lOO|:>ts each

Re-inforced ram
Fore Chaser Boarding Planks. no test rec]uirecl
for boardmg actions.

Fore Chaser

Aft Chaser Aft Chaser

note: Rowed Ship Turrets can fire as Fore cl'lascrs, Broadsides or aft chasers



Small Steam Shilejopts

Deck Length between 4-1

Hull T9

Boiler T7 (1+ armour save) Large target, recieves no cover modifiers.

Movement and Turning

UP to? arti”crg dice. You may make up to 2 x 45° turns during this move.
(Each misfire halves the tota sPeccl generatec] and something has gone wrong
with the boiler)

I Misfire =1 wounding hit on the boiler

2 misfires = D3+ wounding hits on the boiler

3 misfires = 2D3 wounding hits on the boiler

if an engjneer is acting as crew, the boiler gains regeneration against misfire damag

Damage effects on SPced
Boiler lost = adrift
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Minimum crew size: Unit str é

Less than Unit strcngth 6 of crew means Sh]]f can onlg move at half speed OR
Fire one warmachine. If it elects to fire the s iP is Adrift for the Whole Turn. .

WAR MACHINE POSITIONS.
Ship starts with 1 Carronade.

Chasers may be upgraded to SHIP UPGRADES, + CREWNOTES
turrets 1Cor +IOOPts each

Re-inforced ram

Fore Chaser

Y o

Fore Chaser

Fore Chaser

note: Steam Sl’ziP Turrets can fire as Fore chasers or Broadsides.



L arge Steam ShiP:§OOPts

Deck ength over 10”

Hull T9
Boiler T7 (1+ armour save) Large target, recieves no cover modifiers.

Movement and Turning

UP to? arti”crg dice. You may make up to 2 x 45° turns during this move.
(Each misfire halves the tota sPeccl gcneratecl and something has gone wrong
with the boiler)

I Misfire =1 wounding hit on the boiler

2 misfires = D3+ wounding hits on the boiler

3 misfires = 2D3 wounding hits on the boiler

if an engjneer is acting as crew, the boiler gains regeneration against misfire damag

Damage effects on SPced
Boiler lost = adrift
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Crew
Minimum crew size: Unit stri2

Less than Unit strcngth 12 of crew means shiP can only move at half speed OR
Fire one warmachine. If it elects to fire the ship is Adritt for the Whole Turn.

WAR MACHINE POSITIONS.
Ship starts with 2 Carronades.
Chasers may be upgracied to SHIPUPGRADES, + CREWNOTES

turrets for + OOPts each
Eort and starboard broadside MUST

ave the same warmachines.

Re-inforced ram

Fore Chaser

Fore Chaser

Fore Chaser

starboard
Broadside

Port Broadside

note: Steam Sl’ziP Turrets can fire as Fore chasers or Broadsides.




5ubmersible:§00 ts

Visible Deck Length betweeh 1-2” when at Periscope dePth.
Deck Length between 4-12” when surfaced.
Size class ec]ual to small ship without castles.

Hull T7 3+ ward save on submergc& dcck)

Movement and Turning

UP to2 arti”ery dice. You may make up to 2 x45° turns during this move.
(Eaclﬁ misfire halves the tota speed gencrated and somcthing has gone wrong
with the boiler)

I Misfire =1 wounding hit on the Hull

2 misfires = D3+ wouncling hits on the Hull

moving between Periscopc chth and surfaced costs 4” of movement

if an engjneer is acting as crew, the boiler gains regeneration against misfire Clamag

if the ship is wounded (after misfire regen ro”s), it immediatelg surfaces and may
no longer droP to PeriscoPe depth.

Damaff effects on Speec]

= no errect

Crew

Minimum crew size: Unit str é

Less than Unit strcngth 6 of crew means Sh]]f can onlg move at half speed OR |
Fire one warmachine. If it elects to fire the s iP is Adrift for the Whole Turn.

WAR MACHINE POSITIONS.

ship starts with 1 Carronade. SHIP UPGRADES. +CREWNOTES
Chasers may be ngradcd to
turrets 1Cor +IOOPts each .

Re-inforced ram

Fore Chaser

Y o

Fore Chaser

Fore Chaser

note: Submersible Turrets can fire as Fore chasers or Broadsides.
may onlg fire when surfaced.



F‘Iging ShiP:ZOOPts
Deck Length between 4 and 10”
Hull T8

Balloon T5 4+ armour save
Not a largc targct.
(always at -1to hit for long range}

Turning
Must move 2” before each 45° turn.
Maximum 2 turns per Phase

Damagc effects on Speed it
No Balloon = Crashes into the water %
all hands lost e

Crew

Minimum crew size: Unit str 4
Maximum crew size: Unit str 10
Less than Unit strength 4 of crew means shiP can onlg move at half sPeed OR
Fire one warmachine. If it elects to fire the ship is Adritt for the Whole Turmn.
'm Not going in that thingl Heroes may onlg d; in airslﬁips if theg are engjneers or
suffer from stuPidity.

WAR MACHINE POSITIONS.

SI’IiP starts with 1 Stone droPPer.

This may not be replaced.

(counts as stone thrower with range O”

It can taget any sl’mi[:) as it passes overhead
a misfire means you have run out of rocks.)

SHIP UPGRADES. + CREWNOTES

Fore Chaser

Aft Chaser




Small F‘ort:lOOPts

Island size between 4-10” (classed as medium ship for boar&ing actions

walls T10
Towers T9
Ga’ccway T6 (Mag be reinforced as per mast cost)

Each Wa”, Tower or ateway is classed as a separate target
any warmachines in a%ocation reduced to O damage are

classed as destroyed and any members of the garrison take
a str 6 hit due to the sudden co”aPse.

Place on table before

shiPs deplog

WAR MACHINE POSITIONS.

All Emplaccments come with a Carronade

You may upgrac]e any Carronades to:

ShiPS cannon for +§5Pts , Naval Great Cannon for +50|:>ts or Army List warmachine
Tower Emplacements have a 360° arc of fire.

Tower Emplaccmcnt | |

wall Emplacements have a 90° arc of fire.

wall Emplacement | |

Crew
Fach small fort requires a minimum crew to remain at full effectiveness.

Small Fort: Unit str5

to control a Small Fort you must have unit strength 5 MORE than the enemy.

Attacking the fort.

Forts can be attacked in two ways.

I.A shiP ma Perform a boarding action.

2. crew mags?and on the island and attack the gate.




Large l:ort:ZOOPts

Island size between 11-18” (classed as Large ship for boarding actions)

walls T10
Towers T9
Ga’ccway T8 ( may be reinforced as per Mast oPtion)

Each Wa”, Tower or ateway is classed as a separate target
any warmachines in a%ocation reduced to O clamage are
classed as destroyed and any members of the garrison take
a str 6 hit due to the sudden co”aPse.

Place on table before

shiPs deplog

WAR MACHINE POSITIONS.
All Emplaccments come with a Carronade
You may upgraclc any Carronades to:

Ships cannon for +§5Pts , Naval Great Cannon for +50|:>ts or Army List warmachine
Tower Emplacements have a 360° arc of fire.

Lower Tower Emplaccmcnt | |

UPPer Tower Emplacementl |

wall Emplacements have a 90° arc of fire.

Lower Wall Emplaccment | |

UPPer wall Emplacemcnt | |

Crew
Fach large fort rec]uircs a minimum crew to remain at full effectiveness.

Large Fort: Unit stri10

to control a Largc Fort you must have unit strength 10 MORE than the enemy.

Attacking the fort.

Forts can be attacked in two ways.

I.A shiP ma Perform a boarding action.

2. crew mags?and on the island and attack the gate.



Sea Wa”:ZOOP‘cs

3 sections of wall ending with a tower
(classecl as Large shiP or boarclir\g actions)

Walls T10
Towers T9

Each Wall section or tower is classed as a seParate targct
any warmachines in a location reduced to 0 damage are
classed as destroyed and any members of the garrison take
a str 6 hit due to the sudden co”apse.

Place on table before

ships c!eplog
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WAR MACHINE POSITIONS.
All Emplaccments come with a Carronade
You may upgraclc any Carronades to:

Ships cannon for +§5Pts , Naval Great Cannon for +50|:>ts or Army List warmachine
Tower Emplacements have a 360° arc of fire.

Lower Tower Emplaccmcnt | |

wall Emplacements have a 90° arc of fire.
Port Wall Emplaccment | |
Centre Wall Emplacement | |

Starboard wall Emplacement | |

Crew
Fach sea wall requires a minimum crew to remain at full effectiveness.

Sea Wall: Unit str 10

to control a Sea Wall you must have unit strength 10 MORE than the enemy.

Attacking the fort.
Forts can be attacked Like a normal shiP.




