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Cannot m
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Further hits no criticals
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               Each hit above reduces energy by 1

Further hits no criticals
Further hits no criticals
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Take dice equal to num
ber of Energy of Tzeentch counters (starts with 3). Choose and 

roll a num
ber of them

 for m
ovem

ent. Ignores wind effects. M
ay skim

 over sand banks 
and islands but is dam

aged and loses an Energy counter on a roll of 1 on a d6.

For every Energy of Tzeentch counter not used for m
ovem

ent 
m

ay fire a Bolt of Tzeentch. Range 9", 360º arc, 1 dice attack. 
M

ay not repel boarders. Does not cause criticals. 
Hit locations get a norm

al save regardless of range.

S
P

E
C

IA
L

 R
U

L
E

S

Destroyed or captured towers vanish. M
ay use dice to repair an

Energy counter on a roll of 5-6. ‘Killed’ enem
y crew in boarding

actions are transform
ed into Pink Horrors on a roll of 4+

 (up to
m

axim
um

 crew lim
it).
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