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WEAPONS

On a roll of 6 (d6) any spell cast against the Ironshark fails.

SPECIAL RULES

Shark Head: Jaws must be in contact with enemy ship. 
Roll 1 d6 attack to low location with a save of -1.
If enemy rolls a 1 when making saving throw, bit inflicts
2 points of damage instead of 1.
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WEAPONS & RAM

Burning Skulls: Cannon. 1 dice attack, range 6", -1 to save. 
If target fails save, the location is also set ablaze.
Hammer of Khorne: Cannon. 1 dice attack, range 6". 
If target fails save, the location is also set ablaze and all
adjacent locations above the waterline must make save or 
also be set ablaze. Ram. 3" straight under oars. Roll for 
hit location: 1-3: low (location hit -2 save), 4-6: BtW (-1
save, roll: 1-2: 1 pt BtW damage; 3-5: 2 pts BtW damage; 
6: 3 pts BtW damage.
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