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Defense: 3 
Boardinq: 3 

- 

I Anuirean Caravel 4# SC13 1 
Defense: 3 Missile: 1 ' I 
Boarding: 3 MC: B 
Morale: X C 
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Defense: 3 
Boarding: 3 
Morale: X C 
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Anuirean Galleon 4# S( 

Defense: 4 Missile: 2 
Boarding: 5 MC: B 
Morale: X k I r\ 

r 

mluirean GaLull 
Defense: 4 
Boarding: 5 
Morale: X k I 





Effects: The! Is may be cast a n t  s of th 
ingvalue. In 
3 icons unde 

i ship to add a +1 bonus to the ship's 
le player of an affected ship with one 
2 draws a random icon; if it's differeni 

long as the spell li ship's morale 
- ion: 0 
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i: The ell automatically moves a single enemyvess 
.,.&le area in a airection of the caster's choice, regardless of win, 

lirection or strength. Spellcastera can use this technique to break a 
rap& or force a ship to run aground. 

ack spells are classified as th< 
the target vessel on a battle iaU, 

Disintegrate, incendiary cloud, meteor swam, fij 
Fireball, lightning bolt, delayed blast fireball, wau or Tire, cham rrgr 
ning, call lightning, produce firej fire seeds. 
Flame arrow, Melf's minute meteors, warp wood, flame strike. 

ditional effects: Shi s struck by any R 
atching fue; ships atfame suffer one hit 

pells with R effects also cause one hit I mbarl 

uratinn. Vane- hy spell 
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Rjurik Knarr 
Defense: 3 
Boarding: 2 
Morale: C V , 

I 
~ ~~ 

Defense: 2 
Boarding: 3 
Morale: X C V 

P 

. :6 

1 jurik Longshi 
efense: 2 

Boarding: 3 
Morale: X C V 
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recht Roundship &# sc34 

?fens: 4 Missile: 4 
,arding: 4 MC: B 
wale: X & V 
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NAVAL WAR MAGIC 
-_.ew-affecting SpellL 

Crew-affecting spells are classified as though they create an H, R, 
result for the target vessel on a battle card. Even though these spell 
don't actually damage the vessel, the crew losses affect its fighting 
i i y  and maneuverability. A ship cannot sink due to spells of this so 
it keeps its last hit until struck by a physical attacL 

D: Cloudkill, death fog. 
R: Blade barrier, chaos, symbol, mass cham, fear, prsmar 

11s: Phantasmal foice, impmved phantasmal , 

~ cts: By using an illusion spell, the caster creates a phan 
f his own ship. The commander may draw one additio 
exact same kind and place it with the caster's ship, m 
that the enemy player doesn't know which ship is re 
's an illusion. The two ships can separate in later moves, 

disappears when an enemy ship hits it with missile fire 

Spells: Solid fog, wall of force, lower water, Otilukek freezing sphere, n 
of ice. 

Effects: All harrier spells prevent one enemy ship from moving for the 
duration of the soell. Anv shio that tries to hoard the affected shio , L  ~~~~~~~ ~ 

hecomes stuck as well. 

force, wall of ice, and Otiluke's feezing sphere each inflict one hit of I- 
damage if cast on vessel that moved in this round of battle. 

Solid fog also bars missile fre  to and from the affected ship. Wall of 

Duration: One battle round per level of caster 
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