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Eagle Claws: 2 firing ahead, 1 broadside. range 12", no 
save m

odifer for range, m
ay not repel boarders. 

Dragonblades: no ram
m

ing m
ove required; counts as part 

of m
ovem

ent. If BtW
 save failed, d6 BtW

 dam
age. Ship sunk, 

Dragonship continuing m
oving. If not, im

paled on ship and 
neither m

oves until it is sunk. Can m
ove through wreckage.

No effect
4

Mast destroyed
Speed reduced by 3"

Further hits no criticals

B
R

ID
G

E1 fore 
Eagle Claw lost

A
FT

C
A

ST
LE

B
O

W
S

1 hit no effect. 
2nd hit 
destroys both 
Dragonblades
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Mast destroyed
Speed reduced by 3"

Further hits no criticals
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Broadside 
Eagle Claws 
lost
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Eagle Claw Bolt Throwers: 2 firing ahead, range 12", 
no save m

odifer for range, m
ay not repel boarders.
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Highly M
anoeuverable: Use special 90º turn tem

plate.
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Eagle Claw Bolt Throwers: 3 broadsides, range 12", 
no save m

odifer for range, m
ay not repel boarders.

Each hit reduces
Speed by 2"

4,5

Further hits no criticals
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1 broadside 
Eagle Claw lost

1 broadside 
Eagle Claw lost

1 broadside 
Eagle Claw lost
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1 fore Eagle Claw
lost
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Cannon destroyed
M

ay not fire
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No effect

M
ast destroyed

Cannot m
ove

Further hits no criticals
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