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Draw random 4 crew of Ulfwerener, Berserkers, Bonsmen or
Huscarls (see rules for special abilities).

If ship runs aground and fails BtW save, roll d6:
1: take 2 BtW hits; 2-5: take 1 BtW hit; 6: no damage.
Then roll 3+ to move away freely.
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All ships in a squadron touching each other at the start of
a Battle Phase are lashed together. May not move under
oars, sail 4". Act as one ship in boarding actions.

If ship runs aground and fails BtW save, roll d6:
1: take 2 BtW hits; 2-5: take 1 BtW hit; 6: no damage.

Then roll 3+ to move away freely. No Ranged

Weapons




