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Crew Broadstde Handlmg Armour

7 4 o 5+

Regenerating Hulk: At the beginning of each Status phase, roll a D6. On a 4+,
“hoose one of the Hull, Crew or Speed Damage cards the Bloady Reaver has suffered
nd discard it.

Command: 20

Swashbuckling: §

Control Sea Monster: Instead of issuing an order,

Noctilus may make a special Command check. If he, p

choose a sea monster anywhere on the - seascape "ﬁic,
ols

Regeneration Hulk (perenepupyomuiicsa
Kopmyc): B Hauase kaxzo0il paswl cTaTyca
6pocbTe d6. Ha 4+ BbIGepuTe KapTy
NOBpEeX/IeHUH KopIyca, KOMaH/bl UM CKOPOCTH,
KoTopas 6bls1a Ha Kposasom I'pabumene u
cObpochbTe ee.

Control Sea Monster (KOHTpPOJIb HajA,
MOPCKHMMH MOHCTPaMHM): BmecTo Toro 4To 65l
oTAaTh npukas, 'pad HokTuiyc moxeT caesnathb
crnenuaabHyto npoBepky Komanzgosanus. Eciu
OHa NpoiieHa yclelHo, BbIGepuTe J11060ro
MOHCTpa Ha noJie. Urpok 3a ®soT Ykaca
KOHTPOJIMPYeT 3TOr0 MOHCTpA J10 KOHLIA 3TOT0
xoza.

*"L@/,;azf%;,/@”

Hull  Crew Broadside’ Handlmg Armour

3 3 i Ty

cled Monstrasity: The Black Kraken's tentacles may be used in any Boarding Action sub-phase
inst a wamhxp with the majority of its basr.m the Kmbm: fore arc. Add D3+ 1 to the number of boarding

Submersible: If the Black Kraken is not in base contact with another model, then instead of issuing an
order; Hackhart may make a Command check. If he passes, remove the Kraken from play and rtplacc it with

' the Submerged card (ir does not count as removed from play for victory conditions). In that turn’s End
phasc, place the Kraken anywhere within 10+2D6" of the Submerged card, and not within 1" of another
mcdcl facing any direction,

- Curse pra,m)rz’

épeed Hull Crew  Broadside  Handling Armour

4 B 3 5+

*The Light of Ptra: When firing a broadside, roll a seperate, bonus broadside
dice. If the target draws a Damage card as a result of this separate dice, it must take a
Set Ablaze card in addition to the normal effects.

2+
Swashbuckling: 4
My Will Be Done: Once per game, instead of issuing an order,
Amanhotep may make a special Command check. If this is passed
roll a D3 and add the result to the Curse’s Speed, C
Broadside for the rest of the turn.

Tentacled monstrosity (4yA0oBHILIHbIE
mynasbna): Hynaneua YepHozo KpakeHa moryT
OBITh UCIOJIb30BAaHbI BO BpeMsl 10/-}a3bl
A6opJaxa MpoTUB KOpabJisi, KOTOPbIN GoJIbLIe
YacTbl0 CBOEH MO/CTABKU HAaXOAUTCSA B lepeHel
apke Kpakena. lo6aBbTe d3+1 K KOJIM4eCTBY
abopAaKHBIX KYy6UKOB KOTOpoe KpakeH KUaeT B
3TOM a6opAKHOM 60}I0.

Submersible (moaBoaHbIN annapar): Eciiu
YepHuill KpakeH He B 6a30BOM KOHTAKTe C IpYron
MO/IeJIBI0, BMECTO TOT'O YTO Gbl OTZATh NPUKa3s,
KallUTaH MOXeT C/ieJIaThb IPOBEPKY Ha
KomangoBanue. Eciv oHa mpoia ycrnemHo
yznanurte KpakeHa U3 UTpbl U 3aMEHUTE €ro
KapTo#l Submerge card (npu 3TOM yAaieHue
KpakeHna He cuuTaeTcs notepei). B
3akJIYuTeNbHOU dase aToro xona (End phase),
pasmectuTe KpakeHa rae yrogHo Ha pacCTOSTHUU
10+2d6” oT KapTh! U He 6JKe YeM 1” oT Jpyroi
MO/IeJIH, HallpaBJIeHHue MO/IeJIU MOXKeT ObITh
Jo6oe.

Bitter Tenacity (repounyeckas cCTONKOCTB):
Korpa kanuTaH paHeH, OH MOXXET OTMEHUTD
paHeHUe NpU pe3ysbTaTe 5+ Ha Kyouke db.

The Light of Ptra (Cset IITpa): Korzaa Bl
MPOU3BOJUTE CTPeJb6Y, KUHbTE OTZAEJbHO
6OHYCHBIN KyOuK. Ec/iu B pe3ysbTaTe 6pocka
GOHYCHOI'0 KyOHKa Lleslb TAHET KapTy

| noBpexxieHus, KopabJib LOKEH B3ATb M KapTy
set ablaze B 106aBOK K addekTy.

My Will Be Done (Mos Bojs GyaeT
ucnosiHeHa): OuH pas 3a Urpy, BMECTO TOTO YTO
6Bl OTZATh NpHKa3, Koposib AM3HXOTEN MOXKeET
c/lesIaTh CllelMa/ibHyo MpoBepky KoMaHj0oBaHUs.
Ecsiv oHa MPOUCXOAUT yCHEHO KUHbTe d3 U
Jl06aBbTe pe3ysbTaT K NapaMeTpaM CKOPOCTH,
KOMaH/ibl ¥ 3aJ11a KopabJist 10 KOHLA 3TOT0 X0/1a.
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Broadside  Handling Armour
%

Crew

3

Speed
16

Hull
3

2

Bolt Throwers: When drawing a Damage card as a result of the Seadrake firing a
broadside, draw as many cards as necessary until a Crew card is drawn. Apply the Crew
card and discard the rest.

Dragons: The Seadrake can deploy two Dragon auxiliaries per scenario. Only one
Dragon can be deployed at any one time.

P
 Privce Yrellim

Command: 2+
Swashbuckling: 4

Elegance of Command: Prince Yrellian can attempt to issue
i two different Order cards per Orders sub-phase (roll the
¥ Command checks separately).

Bolt Throwers (MeTaTeu MosiHmi1): Korjga

- TAHEeTCA KapTa HOBpe)K,E[eHI/Iﬁ B pe3yJibTaTe

cTpenbbbl Mopckas ['asepa, TAHYTCS KapThl 40
TeX 0P [0Ka He 6YJieT BbITSHYTa KapTa C
noMeTko# Crew. [I[pUMeHUTE 3TY KapTy U
COpPOChTE OCTAJIbHBIE.

Dragon(/lpakoH): Mopckas 'anepa MoxeT
BbINYCKaThb [IByX JJPaKOHOB 3a clieHapui. B oauH
MOMEHT BpeMeHHU MOXeT ObITb TOJIBKO OJJUH
JDaKoH.

Elegance of Command (3/1eranTHOCTb

i xoMaHjoBaHusA): [Ipuny Mpenntuan Moxer

HONpo6GOBaTh UCIOJIb30BATh JiBE PA3HBIX KapPThI
IpHKasa B OJHY NoA-¢a3y NpHKa3oB (IpoBepka
Ha KomanoBaHue 6pocaeTcs OT/Je/IbHO 32
KaXk/bI{ MpUKa3).

Q/&q]m;

Broadside
3

Hull

3

Handling Armom‘
3 6+

Crew

3

Speed

12

, Warp lightning: The Skabrus’ cannons fire not cannonballs but crackling arcs of
- warp energy that make a mockery of physical armour. As such, no armour saves may
be taken against broadside hits from the Skabrus.

ol Hatf-Dead 3

" Command: 4+
Swashbuckling: 2

f Verminous Retreat: During any Status phase in which the
{ Skabrus is in base contact with a single enemy warship, Skretch
f may roll a D6. On the roll of a 2+, he immediately escapes

* jeopardy. This does not prevent the Skabrus from taking its
normal Movement sub-phase that turn, nor indeed fro;
attempting to escape jeopardy in the usual manner.

Warp lightning (Bapn-mosHun): [lymku
Ckabpyca CTpessIoT He iApaMHy a
MOTPECKUBAKLIEH BapH-3HEPTHEH KOTOpast
HWrHOpUpYyeT pu3ndeckyto 6poH:o. [IpoTuB
nonafaHui Ckabpyca He IPUMEHUMBI cllac
6pPOCKH 32 GPOHIO.

Verminous Retreat: Bo Bpems ¢asbl CTaTyca B
KoTOpOU Ckabpyc B 6a30BOM KOHTAKTE C OJJHUM
Bpa)KeCKUM KopabsieM, CKpeTd MOXKeT KUHYTh d6.
Ha 2+ oH MIHOBEHHO yXOJUT OT OIACHOCTH
(escaping jeopardy). 3To He OTMeHsIeT O6BIYHOIO
nepe/BIKeHUs KOpabJist B noj-pazy
[lepe/iBI>KeHUS B 3TOT X0/, TaK e 3TO He
OTMEHAET NONBbITKY 06BIYHOTO yxoga oT
OTIaCHOCTH.

Command:

Swashbuckling: 3

Ghostly Flight: Instead of issuing an order, Vangheist may
f make a special Command check. If he passes, the Shadewraith
b may move as if it were a flying auxiliary for the duration of i

Ripp

Movement sub-phase

¢ page 43). When usin
Flight ability, the S 2 z

may not dmp or

Half-real (Ilonypeansnsiii): Eciu Mpaunbiii
IIpuspak - 1jeJib BpaXkecKoro 3asra, TOJbKO
GPOCKHU ONIOHEHTA 6+ CYUTAIOTCS KaK
nonazfaHus. Bce ocTasbHble pe3yibTaThl

" UTHOPATCA.

Ghostly Flight (IIpu3pa4Hsblii noset): BmecTo
TOTO YTO ObI OTZATh MPHKa3, BaHreiicT MoxxeT
cZles1aTh CllellMa/lbHYI0 IpoBepKy KomaHoBaHus.
Ecnu oHa ycnemna, MpauHwiii [Ipuspak MoxeT
JIBUTaTbCs TaK, KaK eCJIM OH GbLI OBl JIETAOLIUM
BcrioMoraTtesibHbIM cpeactBoM (flying auxiliary)

* BO BpeMs ero noj-¢assl [lepeasmxenus. B ciydae

npuMeHeHus [IpuspayHoro noseta, MpauHbii
IIpuspak He MOXKeT OPOCaTh UM NOJHUMATD
SIKODb.




Sigmar’s Wrath (I'ueB Curmapa): HocoBas
durypa kopabJist paboTarolasi Ha Mape MOXKeT
OBITh MCNOJIb30BaHA NPOTUB BPaXKeCKOTo
KOpabJisl HaXoAsAllerocs: B 6a30BOM KOHTAKTe,

| ecsu 6osblIas aTaKyeMoOro kopab,isl HAXOAUTCS B
nepenHeit apke 'epotickozo Mosoma. B koHLe
noA-¢assl [lepesBikenus 6pocbTe d6 - 1.
aTakyeMbli KopabJ/ib TAHET KOJUYeCTBO KapT
NOBpeX/leHUsl paBHOe pe3yJIbTaTy, Bce
crenyajbHble KapThl, COPacbIBAlOTCS OCTalbHbIE
NPUMEHSIOTCA.

Heldenpammer

Speed  Hull  Crew  Broadside  Handling ~ Armour

12 4 6 6 5 5+

Sigmar’s Wrath: The Heldenhammer’s steam-powered figurehead may be used
against an enemy warship in base contact, provided the majority of the target
warship’s base is in the Heldenhammer's fore arc. At the end of the Heldenhammer’s
Movement sub-phase, roll D6-1. The target warship draws a number of Damage
cards equal to the result, discarding any Special cards and applying the rest.

™ Will of Steel (CtasbHas Bos): Kanurtan Pot

® repeOpacbiBaeT BCe MPOBaJIEHHbIE GPOCKU
npoBepku Ha KomangoBanue (Command checks).
Korpa oH fepeTcs Ha iya/i, To
\ NepeOpacbIBAIOTCS BCe KyOUKH KOTOpPbIE He 0T
no6enl.

Copli Juggo Reth.

Command: 3+
Swashbuckling: 3

Flame Cannons (OraHeHHble nymkn): Korga
UJET cTpesib6a 3a110M, 6pocbTe OTAENbHO
60HYCHBIN KyOuK. Ec/iu B pe3ysibTaTe 6pocka
3TOro Ky6rKa BpakeCKUH KopabJib TSHET KapTy
MOBPEXJEeHUA OH OOJI)KEH B3ATb B JOIIOJIHEHW E
KapTy Set Ablaze.

e — —
Grimnir's Shumder

Speed  Hull ~ Crew  Broadside  Handling  Armour

9 3 3 . oien 3 3%

Dirigable Dock (Jlok c supuxka6iaem): B
KaXk1oM cueHapuu ['pom ['pumHupa MoXeT
pa3BepTHIBATH /|Ba BCIOMOIaTeJbHbIX
JAUpKa6sis 1BapdoB. B Kak bl MOMEHT
BpeMeHH Ha I10Jie MOXET GbITh TOJbKO OJJUH
JUpHKaGIIb.

*Flame Cannons: When firing a broadside, roll a separate, bonus broadside dice.
If the target draws a Damage card as a result of this separate dice, it must take a Set
Ablaze card in addition to the normal effects.

Dirigible Dock: Grimnir’s Thunder can deploy two Dwarf Dirigible auxiliaries per
scenario. Only one Dwarf Dirigible can be deployed at any one time.
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Master Engineer (Mactrep-mexaHuk): Korza
Bpokk npoxoaut npoBepky Ha KomaHj0BaHue €
NpeBbILIEHUEM Ha 2 UM 6oJjiee, IpU
WCI0JIb30BaHUU NPHKa3a MOYUHKH, OH YUHUT /iBe
KapThbl BMECTO OJJHOH.

Command: 2+

Swashbuckling: 3

Master Engineer: When using the Repair order, if Red Brokk
exceeds the Command check needed by 2 or more, he repairs two
cards instead of one. |

SPECIAL

Conjure spirits (BbI30B AyX0B): BbIGepUTe
KaKOTO0 U3 IyXOB BbI OyZleTe UCI0/Ib30BATh B
Hayvasie ¢pasbl gedcTBul [Toliaowezo Amazama.

e Tempest djinn ([JocuH Bypb): +3
CKOpPOCTH 10 KOHLIA 3TOro Xo/1a. B
JIOTIOJIHEHHe Bbl MTHOBEHHO MOXeTe
NOJIBUHYTb yKa3aTeJb Jj0 d6 MYHKTOB B
BbBIODAaHHOM BaM HalpaBJIeHUH.

e  Fire Efreet (Hgppum OzHs1): [lo koHIa
X0/1a, KOTJja TPOU3BOAUTCA CTpeibba
3aJIMOM WJIM UJeT abopaax, 6pocbTe
OTZieJIbHO GOHYCHBIN KyOuK. Ecin
KopabJib TAHET KapTy NOBPEXJeHUs KaKk
pe3yJsbTaT 6pocKa 3TOro 60HyCHOT O
KyOUKa, B OTIOJTHEHUH K O6BIYHOMY
3bdeKTy OH JJODKEH B3STh KapTy Set
Ablaze.

e Sea-Nymphs (Mopckue HUM@Pbl):
[Tvinarowutl AmazaH Mo>KeT MTHOBEHHO
CcOpPOCUTB KapTy NOBPEXJEeHHUs KopIyca
(Hull damage card).

' - v : 2 vy
Saming Yeimilar

Speed  Hull  Crew  Broadside  Handling  Armour E :
§ e i R G aniiadal ST e il ol
12 3 3 2 4 6+ :

Conjure Spirits: Choose which spirit to use at the beginning of Flaming Scimitar’s Action phase.

Tempest Djinn: +3 Speed until the end of the turn. In addition, you may immediately move the
wind gauge up to D6 markers in the direction of your choice.

Fire Efreet: Until the end of the turn, when firing a broadside or fighting a boarding action, roll a
separate, bonus broadside dice or boarding action dice. If the target draws a Damage card as a
result of the bonus broadside dice, it must take a Set Ablaze card in addition to the normal effects.

Sea-Nymphs: Flaming Scimitar may immediately discard a Hull Damage card.

The Golldew Magus

Command: 3+
Swashbuckling: |

The Sword of Fiery Curses: The Golden Magus adds 1 to the
¢ number of victories he scores in each duel.

SPECI‘AL%‘

-lﬂ.mhy ) .mm-ﬁ.; The sword of fiery curses (Me4 orHeHHBIX

NPOKJAATHI): 30/10TOM Maryc ,06aBJsieT OHY
no6eay K KoJIMUecTBY 06e], B KaXKJ0U LyaJiu.
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Ram Attack: When initiating a boarding action against an enemy warship, the
Sewordfysh may make a ram attack, provided the majority of the target warship’s base
is in the Swordfysh’s fore arc. At the end of the Swordfysh’s Movement sub-phase,
the target warship draws D6-1 Damage cards, applying any Hull cards and
discarding the rest.

 Captoin Fpaveson Jolliple

Command: 3+
Swashbuckling: 3

Blessed of Manann: The Swordfysh may re-roll one D6 in each of
its Movement, Broadside and Boarding Action sub-phases. Aranessa
may re-roll one D6 in each duel.

Ram attack (Tapan): Korpa o6bsBisieTcst
abopaax NpOTUB BpaXKeCKOro KopabJis, Poiba-mey
MO>XeT NOMTHU Ha TapaH, NP yCJIOBUHU UTO
60JibLI1asA YACTb NOACTAaBKU aTaKyeMoro Kopabis
B llepeHel apke Pbl6bl-Meu. B KoHIle noJ-da3bl
nepeABIXeHUsI Pbl6bl-MeY aTaKyeMbli KOpabJib
TAHET d6-1 KapT NOBpeXAEeHUS IPUMEHSIS BCe
KapThl ¢ noMmeTkoi Hull (kopmyc) u copaceiBast
Jpyrue.

Blessed of Mannan (6J1arocioBeHrie MaHHaH):
Puvi6a-meu MoXxeT nepebpocuThb ouH d6 B
KaxkZoi pase us: ¢pasbl nepeBKeHus], Gpasbl
cTpenb6Obl U $pasbl abopaaka. Kanutan ApoHecca
MOXeT nepebpocuThb oguH D6 B Kax 0 Aysu.

it T e =
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The captain issues orders for his warship to move at full speed.
A warship that has been successfully issued this order resolves it after

it has finished all other moves in its Movement sub-phase.

When this card is resolved, the warship with this
order must move forwards 2D6" in a straight line.

The Full Speed Ahead order cannot be issued to a warship with a
current Speed of zero, or to a sail class warship that is caught in irons.

For full rules, see page 38.

| 5%
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The captain issues orders for his warship to take an extreme left turn.

N

A warship that has been successfully issued this order may resolve it
at any point in its Movement sub-phase; even before it has moved.

When this card is resolved, the warship with this order
may make an immediate change of heading to port.

Note that this extra turn is an exception to the Handling rules.

For full rules, see page 38.

w

INosiHbIN Boiepen!

Kanuman omdaem npuka3s kopa6io dgueambscsi Ha
no/Hol ckopocmu

Ecsiu mpuKas 6bl1 OTZjaH YCIelUHo OH
OTBITPBIBAETCH MOC/IE TOTO KaK OyyT OKOHYEHO
OCTaJIbHOE Nepe/iBIKEHUE B N10J-da3y
[lepeBrxeHUA.

Koraa sTa kapTa oThIrpbIBaeTcs KopatJib €
3THM NPUKA30M J0/KEH JBUraThCs BIepeJ Ha
2d6 A0iiMOB O NPSIMOM JINHUM.

[Ipukas noJyiHbI{ Briepe/; He MOXET ObITh OTJaH
KOPabJIIo C TEKYILIEW CKOPOCTBIO PAaBHOU HYJIIO

WM TApPyCHOMY KOPabJIto0 KOTOPBIN «[TOHMaH B
kaHZabl» (cath in irons).

JleBo pyJis!

Kanuman omdaem npuka3z e2o Kopab.,1to pe3ko
8351IMb 8/1€60.

Kopa61b, B OTHOLIEHHH KOTOPOTO YCIELIHO 6b1J
OT/IaH 3TOT NMPHKA3, MOXKET HUCI0JIb30BaTh €T0 B
J1106011 MOMEHT cBoel noJi-da3bl nepe/BUKEHUS;
3TOT HOBOPOT MOXXET ObITb COBEPILIEH JJAXKe /10
Hayvasia JiBIKEeHHUsI.

Koraa 3Ta KkapTa oThIrpbIBaeTCs KOpa6Jib C
3THUM PUKA30M MOXKET MFTHOBEHHO IIOBEPHYTh
HAJIEBO.

OTMETHUM YTO 3TOT J{OTNIOJTHUTEbHBIM NOBOPOT —
HCKJIIOYEHHE OTHOCHUTEJIbHO NPAaBUJI YIIPaBIeHUS
(Handling).
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The captain issues orders for his warship to take an extreme right turn.

A warship that has been successfully issued this order may resolve it
at any peint in its Movement sub-phase; even before it has moved.

When this card is resolved, the warship with this order may
make an immediate change of heading to starboard.

Note that this extra turn is an exception to the Handling rules.

For jul/ rules, see pagc' 38.

IIpaBo pynsa!

KanumaH omodaem npukas e2o kopab.to pe3ko
8351Mb 8NpPaA8O.

Kopa6.1b, KOTOpOMY GbLI YCIEIHO OTAAH TaKOU
MPUKA3, MOXKET OTHII'PATh €ro B JIIO60H MOMEHT
ero noA-¢assl [lepeABUKEHNUS; STOT IOBOPOT
MOXET GBbITh COBEpIIEH JaXe 0 Havyasa
JIBIXKEHUS.

Koraa sTa kapTa oThirpaHa Kopa6Jb € 3TUM
NPHKa30M MOKeT MTHOBEHHO OBEPHYThCS
BIPaBo.

OTMEeTHM 4TO 3TOT JONOJHUTEbHBIHA TOBOPOT —
WCKJ/II0YeHVEe OTHOCHUTEJIbHO NTPAaBUJ YIIPaBJeHHUs
(Handling).

fll’ﬂ J‘[s @ﬂzm./ (@m)

The captain z'sxuas on/ersﬁ)r /lix wm:r/zip 10 de/iwr a punishing
broadside just as the enemy hoves into view.

A warship that has been successfully issued this order may resolve
the order in response to another model declaring an attack against it.

When this card is resolved, the warship with this
order immediately fires a bonus broadside at the
enemy model declaring the attack.

For full rules, see pages 38-39.

Lyllll’ (()ﬂ/ﬂ'}
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The captain issues orders Sfor his crew to make impromptu repairs.

A warship that has been successfully issued this order resolves
it at the beginning of its Movement sub-phase.

When this card is resolved, the warship with this order
may discard one Hull, Speed, Special, Crew, or Set Ablaze
card from its Warship card.

For full rules, see page 39.

Ynpexgawomui orosn!

KanumaHn omdaem npukas ceoemy kKopabio
npouseecmu ynpexcdarowutl 3a4n, Kak mo/ibko
8paz Nosi8UMCS 8 30HE NOPANCEHUSL.

Kopa6.1b, Ha KOTOPBIX GbIJ YCIIELTHO ChIFPaH 3TOT
MpHKa3, MOKeT MCI0JIb30BaTh 3TOT IPUKa3s,
KOTJja ipyrasi MoJie/1b 06'bsIB/IsIeT aTaKy IPOTUB
HEro.

Koraa sTa kapTa oThIrpsiBaeTcs, KOpa6Jib €
NPHKa30M MIHOBEHHO MPOU3BOAUT GOHYCHbIH
3aJIN 0 Bpary oG'bAB/IAIOIIEMY aTaKy.

PeMOHT

KanuraH oTzaeT npukas cBoel KOMaH/ie CAeslaTh
MMIPOBHU3UPOBAaHHBIN PEMOHT.

Kopab.1b, Ha KOTOPbIH GbLI YCNEIIHO ChITPaH 3TOT
MpHKa3, OThITPbIBAET eT0 B HavyaJjle MoA-}asbl
[lepenBrxeHuUsA.

Koma 3TOT IPUKaA3 OTbII'PbIBAETCA KOpa6J’Ib C
3THUM NNIPUKA30M MOXKET C6p0CI/ITb OJIHO
MOBpeXJeHue: Kopmyca, CKOpOoCTH, ClielilaJbHOe,
KOMaH/ibl HJIK KapTYy IoXapa.




The warship is on fi
conflagration catmg—ﬁruugh

mclnng metal. Roll 31136 in each Status

Al FAvchor

Thg warship is at anchor. [h1> renders

it unable to move, for any reason, until

it weighs anchor at the end of any

subsequent Movement sub-phase.
See page 26 for full rules.

‘@/ 2 g Rope | .

The warship’s quartermaster emerges triu mphanl

from below decks, ropes in either hand. f

If there is a warship that has suffered more Speed |

damage than any other warship, it may discard one .
Speed Damage card. (BR)

IR Al e i Y

Ioxxap. Kopa6uib B orxe, noejaroieM 6aiku U
IJIaBAIMIKUM MeTasl. BpocaiTe d6 B ka0t
¢daze craTyca; Ha 1 ¥ 2 - TAHUTE KapTy
MOBpEeX/JeHUH. YcllelllHas NOYHUHKa,
HalnpaBJIeHHas CleljiaJbHO Ha IMoXap
MO3BOJISIET COPOCUTD 3Ty KapTy.

Ha sxope. Kopa6sib cTouT Ha sikope. Hesb3s
JIBUTATbCsl, TOKA B KAKOU-HUGY b U3
nocjeyomux noa-¢as [lepeiBikeHUs IKOPb
He 6yzeT NoAHAT. CM. cTp. 26 /i1 MOJTHBIX
paBUJL

Crapas BepeBKa. KBapTepmelicTep
TOPXKeCTBYIOILe NOAHUMAETCs Ha NaayGy,
Jilepka B K101 pyke 1o BepeBke. Eciu Ha
1oJie eCTb KOpabJib, UMEIUNA 6oJIblIe
HOBPEXAEHUH CKOPOCTH, 4eM JpYyTHe, TO OH
MOXXeT COPOCUTb OJJHY KapTy OBPEXJEeHHUs
ckopoctH (Speed damage card).

'Thc Chaos moon hangs low over the bhghtcd seas. m
& Put this card in play. Whilst this card is in play, L:uh 3
. warship takes a hit at the end of its Action phasc on g

 the roll of a 4+. Roll a D6 in each Status phase; on a
2+, this card is discarded.

JIyHa OHyCKHETCH HUKe Ha,q I‘I/I6EJ‘lebIMI/I
MopsMH. [TosioxuTe 3TY KapTy B Urpy. [loka
OHA B Urpe, KaXKAbIH KOpabJib NoJy4aeT
Nomna/iaHue B KOHIle CBoel ¢a3bl jelicTBUH Ha
4+. Bpocatite d6 B kaxayto ¢pasy craTyca, Ha
2+ 3Ta KapTa copacbIBaeTcs.

Qflf’l’ of The Ulndead /l’{dﬂll i’

n;

(]
B Randomly s«.lut a warshlp without a mort.lll)' g

wounded captain from the fleet with the most
warships in play (if both have the same number, g
| randomly select a fleet first). The captain of that 1€
warship suffers a -1 modifier to his Command checks 2
for the rest of the game.

g
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The ailing crew are whlppcd ha(k into action.
If there is a warship that has suffered more Crew
damage than any other warship, it may discard one

Crew Damage card. (BR)

‘-‘)imm}ll,’-. ARG it Ty

l'lpowm'me Mopm(a-30M6n. CiyyaitHo
BbIGEPUTE M3 CAMOT0 MaJIOYHCIeHHOro ¢GJioTa
Kopa6Jib, HA KOTOPOM HET CMepPTeIbHO
paHeHOro KanuTaHa (ecau GJIOThl PaBHbI
0T BeIOGUpaeTcs cayvaiiHo). KanutaH aToro
Kopabis nosy4aeT MoAuduUKaTop -1 k ero
poBepKaM Ha KOMaHAOBaHHUeE /10 KOHI|A UTPBbI.

XBaTUT CMMYJIMPOBaTh. MaTpocChl
BO3BpallaloTcs B cTpoil. Ecin ecTh Kopabiib,
KOTOPBIX MOJIy4YuJI 60JIbIIIE TOBPEXAEHUH
KOMaH/bl, YeM JIpyrue KopabJiy, OH MOXKeT
COpPOCUTD OJJHY KapTy NOBPEXAEHHUs
KOMaH/bl.

(Ru/// o J/tb{ﬂ

A squa]l of poisonous sea snakes rains from the skies. |
Each warship must immediately fight a seperate,
exclusive boarding action resolved against the sea

snakes (Crew 1). Damage to the snakes is ignored.

farw 1Vlﬂ g

3MeHHbII J0XKb. MHO)KECTBO 2008UMbIX
MOpCKUX 3Mell nafaroT ¢ Hebec. Kaxxabiit
KOpab6Jib 0/DKEH MTHOBEHHO MPOBECTH
abopaaXHbIN 601 MpoTUB 3Mmell (crew 1).
[ToBpexAeHUs1 3MesiM UTHOPUPYETCSL.

% IEL -
[lITop™M GyuIyeT ¢ CUI0M GOJIbLIEH, YeM
06b14HO. [Tos1oKuTE KapTy B Urpy. [loka oHa B
urpe no6aBJsiiiTe +3 K TeKyLel cujie BeTpa.
Bpocaiite d6 B kaxxol dase cTaTyca, Ha 4+
KapTa copacelBaeTcs.
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A gaping hulc in thc \h|p s hull is >horv.d up using
unconventional measures. If there is a warship that
has suffered more Hull damage than any other
i warship, it may discard one Hull Damage card. (BR) §

3usiolas Ablpa B Kopiyce Kopa6.is
3aThIKaeTcs], 4yeM nomnaso. Eciu ectb Kopabiib,
y KOTOpPOTro NOBpeX/JeHUH Koplyca 60Jblle
yeM y APYTUX KopabJiel, ToO OH MOXKeET
COpPOCUTD OJHY KapTy NOBpEeX/AEHHUs Kopnyca.

((/Z Bula Jffd/ﬁ "

Thc pl:l_\'cr \vnh the fcwcs( warships in play may
nominate a captain (if both fleets have the same
number, randomly select a fleet first). 0

The captain is magically healed — remove his Wound |
card from his Warship card.

O
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Urpok, 06s1ajaro1 Ml MEHbIIUM KOJIUYECTBOM
KopabJiell B UTPe, MOXKET BbIOpaTh KalUTaHA
(ecsi1 06a ¢s1oTa paBHbI, PJIOT BEIGUpPaAETCS
cay4yaiiHo). BelOpaHHbIHM KallUTaH
MaruyecKkuM 06pa3oM UCLeNSeTCs — yalIuTe
€ro KapTy paHeHHusl.

(. —
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A ﬁcr\c rain of g,ndshmg, skulls hammers out of the
skies. The players must roll a D6 for each warship.
On the roll of a 1, the warship must draw
Damage cards until it draws a Crew Damage card,
applying it and discarding the rest.

JluBeHb U3 YyepenoB. HeHCTOBBIN J0X /b
CKpEXeIyLIX 3y6aMy YepenoB NaJaeT C
Hebec. Urpok fomkeH 6pocuTh d6 3a KaxKbli
KopabJib. Ha 1, kopabJib L0KEH TAHYTh
KapTbl TOBPEXAEHHUH J10 TEX Opa NoKa He
BBITAHET KapTy NOBPeX/eHUs KOMaHAbI.
[IpuMeHuTE ee U cOPOCLTE ApYTHE.

4;4

- Whilst this card is in play, only shurt range broadsid:
. (0-6") may be fired. Roll a D6 in each Status phase'
g on a 2+, this card is discarded.

)KyTKnn TyMaH. l'[ocne,cu-lee JAbIXaHue
JIErMOHA MEPTBbIX MOPSIKOB Pa3HOCUTCS Ha/J,
BOZIOHM B BH/IE XKYTKOro TyMaHa. [losioxuTe
KapTy B urpy. [loka KapTa B UTpe, MOKHO
OTKPBIBATb OI'OHb TOJIBKO HA KOPOTKUX
auctaHnusax (short range 0-6”). Bpocaiite d6
B KaKJ[01 dase cTaTyca, Ha 2+ KapTa
cOpacbIBaeTcs.




"'""Wl"

{71! Lowe. Z{/tlm (stav.

Placc the Bone l'l)drd Auxiliary card in play
(see page 43 for the sea monster rules).
Then check to see which warship is closest to the wind
gauge. That warship’s opponent places the Bone Hydra !
model 1" from that warship. This card is discarded if the |

d |
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Bone Hydra is removed from pl.l\

Lot Wy lackl

l'hu the Leech Wyrm »\U\llur\ (e lrd in pln
(see page 43 for the sea monster rules).
Then check to see which warship is closest to the wind gauge.
That warship’s opponent places the Leech Wyrm model 1"
from that warship. This card is discarded if the Leech Wyrm &
is removed from play.

%‘% REMAINS IN PLAY
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The masts and ngging of the w:;rsln;\s' are suddenly
illuminated by crackling discharges of raw magic
Roll 2 D6 for each sail class warship. On a roll of
1-3, that warship must draw Damage cards until it

draws a Speed Damage card, applying it and
discarding the rest. (BR)

A

IosaB/eHNE KOCTHHOﬁ I‘u,upu. Beeaute
kapTouky KocmsHoii ['udpui B urpy (cM. cTp.43
JU/IS1 IPaBUJI TPO MOPCKHUX MOHCTPOB).
[IpoBepbTe KakoH KOPaGJIb GJIMAKeE BCEX K
u3MepuTesto BeTpa. ONNOHEHT pa3MeliaeT
Mozenb Kocmsinotl I'udpul B 0AHOM [Jil0liMe OT
Toro kopab6uis. Korna Kocmsinas ['udpa 6yznet
yZaJIeHa U3 UIPhl, 3Ta KapTa copachIBaeTcs.

BBenuTe kapTouky Kposococywezo Yepss B
urpy (cm. ctp. 43 npo npaBuIa MOPCKUX
MoHcTpoB). [IpoBepbTe Kakoi Kopab.ib
6J1Ke BCeX K U3MepuTeJIo BeTpa. ONMOHEHT
3TOro Kopab6Jis pasMelljaeT Mofiesb Yepss B
oHOM fwoiMe oT Hero. Korzia Yepsw Gyznet
yZaJleH U3 UTPbl, 3Ta KapTa TaK e
cbpacpIBaeTcs.

MadThl ¥ CHACTH HAYMHAIOT CBETUTHCA U
NOTPECKUBATh N0/ IeHCTBUEM Maruu.
BpocbTe d6 3a KaxAbIi KOpabJb KJjaacca
«mapycHbIW» (sail). Ha 1-3 xopa6Jib gonkeH
TAHYTb KapTbl TOBPEXEHUs [T0Ka OH He
BBITSIHET KapTy OBPEX/AEeHUS CKOPOCTH
(speed damage card). [I[pumeHuTe ee u
c6poCcbTe OCTaJIbHBIE.

T wnn)up nearest the wmd giuge iy hv.-mg Iullrwmi hy s
hull-gnawing bloodsharks. If this warship is at anchor or

1s run aground during the Status phase, it must draw
Damage cards until it draws a Hull Damage card,
applying it and discarding the rest

Bamxkalmuii KopabJib K U3MepUTEII0 BeTpa
npecjeAyoT IPorpbi3amniire Kopnyc
Kpoeasble akybl. Eci 3TOT KopabJib Ha
sIKOpe WJIM Ha MeJIM BO BpeMs ¢asbl CTATyca,
TO OH TSIHET KapThbl TOBPEXIEHUH Z10 TeX nop
MI0Ka He BBITSHET KapTy TOBPEXAAIOLIYI0
kopnyc. [IpuMeHuUTE ee U c6pocbTe
OCTaJIbHBIE.

57 ” or-. f/ﬂ//tls

From the deep waters rise wcb—ﬁngercd figures clad in

¢ seaweed, brine pouring from between their needle fangs.
Each warship that is not within 3" of an island or

shipwreck piece must immediately resolve a seperate,
exclusive boarding action against the mer-fiends

QBT TSN () [0h WS TERT TV PRI pelo (W) |BET |8

(Crew D3). Damage to the mer-fiends
is ignored. %

g

v/
Aqshy, the Wind of Magic that manifests as searing
flame, blows strong. Each warship must roll a Dé.
On the roll of a 1, the warship must pass an armour

save or be set ablaze. If so, put a Set Ablaze card in
the warship’s Status area.

A R T T e e

W3 rny6uH nosgHUMaTCA GUIyphl 0ZleThie B
BO/IOPOCJIH, BOJIA JIbETCS MEXAY UX KJIbIKOB.
Kaxxb1¥ KopabJib KOTOPBIF He HAXOAUTCS B 3
JII0liMax OT OCTPOBa MJIM 06JIOMKOB KopabJieit
Jl0JDKEeH HeMeJlJIEeHHO IPOUTH abopJaKHbIN
60t mpoTUB Mopckux dbs80.108 (TOKa3aTe b
koMaH/ibl paBeH d3). [loBpexaeHus1,
HaHeCeHHble Jbs180/1aM UTHOPUPYIOTCS.

Armaii, BeTep Maruu npeJcTaB/slloLuN
C000H OMasSAILUIMI OTOHb, YET CUJIBHO.
Kaxaplii KopabJib oKeH KUHYTh d6. Ecin
BblIIaJIa eAMHUIIA, KOPa6JIb JOIKEH
NPOKUHYTb crlac-6pOCOK WJIM B3ATb KapTy set
ablaze. Ec/ii OH He NPOKH/IbIBAET CIaC-
6pocok, kapTta Set Ablaze pa3memiaeTcs B
MeCTe JI/1s1 CTaTyca Ha KapTo4yKe KopabJisl.

= -
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Yrellian summons an cldcr phnemx. If rhc .\cadmkc s |
in play, then at the end of its Broadside sub-phase, it
may discard this card to target a warship within 12",
That warship must take D3 armour saves, taking a

Set Ablaze card for each failed save. (BR)

e A
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The |ntrudLrs hnd th.n thur \al( ma \dm“
hallucinations are coming alive!
Randomly select a Grand Alliance warship.
That warship must immediately fight a seperate,
exclusive boarding action resolved against the
shimmerlings (Crew 2). Damage to
the shimmerlings is 1&,norcd

i T

Epu/iinaH BbI3bIBaeT ApeBHEro GeHuKca.
Ecnu Mopckas I'anepa B urpe, B KOHLE €ro
nozi-¢a3bl CTpesbObI OH MOXKET NepesjaTh 3Ty
KapTy KopabJito B 12 [jloiMax oT Hero.
Bri6paHHbINi KOpa6Jib JOJDKEH MPOUTH d3
crac-GpOCKOB M B35Th KapTy Set Ablaze 3a
KaX/1bli MPOBaJIeHHbIN.

™ %
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lures those who hear it to their doom. Randomly

select a Grand Alliance warship. That warship’s
captain must take a Command check. If he fails it, his ‘
warship draws Damage cards until it
@ draws a Crew Damage card, applying 4
it and discarding the rest.

A Y W R

He3BaHble rOCTH BUJAT, KaK UX 663yMHbIe
raJIIoIMHAIMY CTaHOBSATCA siBbio! Ciy4aitHoO
BbIGepHUTe Kopabsib ['pans AsbsaHca. ITOT
KOpabJib J0/KeH MTHOBEHHO OThITPATh
OT/IeJIbHO ab0opAaXHbIA 6O NPOTHUB
Mepyarwwux (ITokazaTes b KOMaH/ibl PaBeH 2).
Mepyarowue ITHOPUPYIOT HAHECEHHbIE UM
HOBpEX/EHHUs.

Mopckue cupeHbl. Ci1y4aliHO BbiGepUTe
kopabsb 'pang AnbsiHca. KanutaH sToro
KopabJil J0/KeH NPOUTH NPoaepKy Ha
KomangoBanue. Eciu TecT npoBasieH ero
KopabJib TAHET KapThbl NOBPEX/AeHUH 0 Tex
nop, Noka He 6y/ieT BBITAHYTO IOBPeXAeHHe
KoMaH/bl. [IpuMeHHTe 3Ty KapTy U c6pocbTe
OCTa/bHBIE.
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The titanic sea-spear of \Lm.mn hur\t\ up from tlu
| waves. Roll two dice to randomly determine a marker |
 on the seascape’s edge. Any Dreadfleet warship within
18" of the small skull next to that marker must draw
Damage cards until it draws a Hull Damage card,

applying it and discarding the rest. (BR) '
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The crew have filled their cog with fire oil. Put this card in a |

warship/cog’s Status area. A warship with this card that

successfully deploys a cog may transfer this card to the cog. If §

a cog with this card comes into base contact with another
warship, that warship takes D3 Set Ablaze cards.

The cog is then removed from play. 1BR')

STATUS, UPGI UPCRADE

Konbe Mopckoro bora. Tutanuyeckoe
MOpCKOe Konbe MaHHaHa NosBJIsAeTCS U3
BOJIH. BpockTe ABa Ky6GHKa /s CIy4alHOro
oInpejiesIeHUs] KOOPJMHAT MapKepa Ha Kparo
urposoro noJis. JIro6o# kopa6b dsota
Ykaca B 18 arofiMax oT MaJleHBKOT0 Yepena
PsZI0OM C TEM MapKepoM /I0/KeH TSHYTh
KapThl MOBpEX/AeHUH J10 Tex 1op, I0OKa He
BBITSIHET KapTy noBpexaarolyto kopmyc (Hull
Damage card). [IpuMmeHuTe ee u c6pocbTe
OCTaJIbHBIE.
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If the Curse of Zandri is in plzl)', then at the cnd of
any duel that Amanhotep wins against a single enemy
captain, he may discard this card to automatically
? reduce that captain to the ‘mortal wound’ result. (BR)

2 mﬂ]s SPELL
Cim s AR

Komaﬂ/:;a HaIlOJIHSIET CBOM KOT' MacJ/IOM.
[ToJ10KUTE 3TY KapTy B CTATYCHYO 30HY
KopabJis uiau kora. Kopabuib, y koToporo
OblJIa 3Ta KApTa U KOTOPBIX YCIEIHO BBOAUT
B UTPY KOT', MOXET [IEPEMECTUTD 3TY KapTy Ha
Kor. Ec/iu Kor ¢ 3Toi KapToi BXOJUT B
6a30BbIi KOHTAKT C J[PyTUM KopabJieM, 3TOT
KopabJib noJydaeT d3 kapT Set Ablaze. ITocie
4Yero KOT yAaJIsieTcs U3 UTPBbI.

Ilecku BpeMeHu. Eciu kopa6Jb “IIpoknsitue
3aHTpHU” B UTPE, B KOHLIE JIIOG0H 1yasiu
NPOTHB OT/I€JIbHOTO BPAXKECKOT0 KAllUTaHa,
KOTOPYI0 BbIMTpaJl AMEHXOTEII, OH MOXKET
COPOCUTD 3TO KapTy JJ1s1 aBTOMAaTUYECKOT0
NOHWXXEHUS COCTOSIHUSI TOTO KallUTaHa Jj0
«cMepTeJibHOe paHeHHe» (mortal wound).

ﬂ//// /4 szm

lfthc Blmd\ Rm\ er is in le\ llun at tlu md of its
Broadside sub-phase it may discard this card to target
a warship within 18". That warship must fight a
seperate, exclusive boarding action against the hellfish
(Crew D3). Damage to the hellfish is ignored. (BR) |

: : STATUS, SPELL
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ThL Golden .\Idp_ua hurl\ a torrent ni curvi ul hLul(x at

his foes. If Flaming Scimitar is in play, then at the end of §
its Broadside sub-phase it may discard this card to target |

a warship within 3". That warship draws D3+ 1 cards
from the Damage deck, applying any Crew or Speed
results and discarding the rest. (BR),

Cras agckux pbl6. Eciu Kopaﬁnb Kposaswlii
I'pabumesib B UTpe, TO B KOHIIE €ro noj-pasbl
A6opaaka OH MOXET HUCI0JIb30BaTh
(cOpocuTs) 3Ty KapTy Ha Liesib B 18 froiimax
oT Hero. TOT Kopa6Jib J0/KEH MPOUTH
OT/le/IbHbIH, € IMHCTBEHHBIN a60PJaXKHbBIN
6011 TpoTUB afckux pbi6 (Crew d3).
[ToBpex/ieHus1 pbI6aM UTHOPUPYIOTCS.

99/{' s.sﬂ/ J/ ol Low/ﬂd |

Dmanl this card when this \\.U,\hlp fires its next broadside.
Once that broadside has been resolved, the target
draws Damage cards until it draws a Special Damage
card, applying it and discarding the rest.

If you are the Dreadfleet player, discard this

Qe
B R STATUS, SHOT
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card and draw again.

YparaH KJIMHKOB. 30/10TOH Maryc MeTaeT
MHO>XeCTBO KPHBBIX KJIMHKOB B €r0 BpParos.
Ecnu kopa6sb “OrHeHHbid fTaran” B urpe,
TOTJ]a B KOHIIE ero no/-¢pa3bl AGopaaka oH
MOXXeT UCIO0JIb30BATh 3Ty KapTy(COPOCUTD)
Ha 1[eJIb B TpeX JiloiiMax oT Hero. ToT kopa6Jib
TsHeT d3+1 KapT U3 KOJIO/bI TIOBPEX/EHHUH,
NpUMeHsis oBpexaeHus KoMmanae! uiu
CKopoCTH U cOpachiBasi OCTAJbHbIE.

Bs1arocsoB/1eHHbIN 3apAA, C6p0CbTe 3Ty
KapTy, Korja KopabJib 6yJeT JieJlaTb CBOH
cefyolui BeicTped. Llesb TSHET KapThl
MOBPEXJEeHUA ITOKa HEe BBITAHET
crnenMasbHOe NOBpexaeHue. [loBpexxjeHue
NMPHUMEHAETCd, OCTaJIbHbI€ KapThbl
c6paceiBaroTcs. Eciu Bl - urpok 3a ®siot
Y3kaca, cOpocbTe 3Ty KapTy U BBITSHUTE

APYTyIO.

Ch Iinsh sz Lmz/ﬂ/

The crew use cha nmd (uguhnr @ lnnunhi]l\ to tear apart

| the enemy’s rigging. Discard this card when this warship |
fires its next broadside. Once that broadside has been
resolved, the target draws Damage cards until it draws a_|

Speed Damage card, applying it and discarding the rest.

'@WATUS SHOT o
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Tncendiaries Loaded ||

The crew have loaded incendiary shot full of blasting

powder into their cannons. Discard this card when this

| warship fires its next broadside. Once that broadside has |
been resolved, the target draws Damage cards until

it draws a Hull Damage card, applying it and

discarding the rest.

STATUS, SHOT

KomaH/a Mcnosib3yeT A/pa, ClieneHHble
LeMbI0 /IJIsl OTHsI [0 BPAXKECKOMY TaKeJIaxy.
COpochTe 3Ty KapTy BO BpeMs CJIeAYIOLIETO0
3aJj1ma KkopabJis. Korja aToT 3a1m 6yeT
3aBeplleH LieJib TAHET KapThl HOBPEX/IEeHHUs
Jl0 TeX 0P, IOKa He BBITSHET KapTy
NOBpEeX/aIylo ckopocTh. Kapta
NPUMEHSIETCS], OCTa/IbHbIe COPAChIBAIOTCS.

3akuraTe/ibHbIN 3apaa. Komana sapsiauia
NYIIKYA 3aKUTaTeJbHbIMH 3apsiiaMu
MOJIHBIMHU TIopoxa. C6pochTe 3Ty KapTy, KOraa
KOpabJib 6YJeT CTPesSTh B CIeYIOIINH pa3.
llesib TAHET KapThl IOBPEXKAEHUS MTOKA He
BBITSIHET KapTy MOBPEeX/eHHUs KOpIyca.
[IpuMeHHUTE ee U COPOChTE OCTAJIbHbIE.

@""‘" —
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The crew have loaded buckshot and blades into their
cannons. Discard this card when this warship fires its next

' broadside. Once that broadside has been resolved, the target |
draws Damage cards until it draws a Crew Damage card,
applying it and discarding the rest.

KOMaH/la 3apsm1/ma nynnm KapTeublo.
C6pochbTe 3Ty KapTy, KOr/Jja 3TOT KOpa6Jib B
cIeAyIoINM pa3 6yZeT cTpensTh. Lenb TaHeT
KapThl MOBPEX/IEeHUS JI0 TeX MOP, IIOKA He
BBITSIHET NMOBPEXAEHUe KOMaH/bl. ITa KapTa
MPUMEHSIETCS], OCTaIbHbIE COPAChIBAKOTCS.
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. Put this card in a waﬁhxp/wg’s Status area. A w: archip with this
{

card that successfully deploys a cog may transfer this card to it.
| Ifa cog with this card comes into base contact with an enemy @l
warship, that warship’s captain must immediately resolve a
singlc, exclusive duel against the assassin (Swashbuckling 4).

The cog is then removed from play. (BR)

STATUS, UPGRADE
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The crew have packcd their auxiliary with gunpowder. Put
this card in a warship/cog’s Status area. A warship with this

card that successfully deploys a cog may transfer this card to
| the cog. If a cog with this card comes into base contact with
another warship, that warship takes D3+2 hits.
The cog is then removed from play. (BR)

Kopa6uib c accaccuHoM. [losioxuTe 3TY
KapTy B CTaTYCHYO 30HYy KOpab.is UK Kora.
Kopab.ib c 3T0M KapTO# KOTOPBIH ycnemnHo
BBOJIUT B UI'PY KOT MOXKET IlepeJlaTb KapTy
eMy. Ecm Kor ¢ 3Toit kKapToit BXOJHUT B
6a30BbIi KOHTAKT C Bpa)KeCKUM KopabJieM, TO
KallMTaH TOro Kopab6.is 0/KeH MTHOBEHHO
OTBITPaTh OJUHOYHYIO, eIUHCTBEHHYIO JIy3JIb
npoTuB accaccuHa (swashbuckling 4). Kor
1ocJie 3TOro yJasieTcst U3 UIphbl.

l'lopoxonon Kopa6m>. KOMaH,ELa HabuBaeT
BCIIOMOraTeJIbHOe CyAHO nopoxoM. [losioxuTte
3Ty KapTy B CTaTYCHY!O 30Hy KopabJisi/Kora.
Kopab.1b c 3Tol KapTo# KOTOPBIH ycneliHo
BBOJIUT KOT B UTPY MOXKET NlepeJjaTb 3Ty
KapTy Kory. Eciiu kor ¢ 3Toit kKapToi
CTAaHOBHUTCS B 6a30BbIM KOHTAKT C JPyrUM
KopabsieM, TOT noJjiy4yaeT d3+2 nonafaHusl.
[locsie aTOr0 KOT yAQIs1eTCsl U3 UI'PBIL.

Put this card in play Whilst this card is in play, instead
i drawmg a single Fate card in the Fate phase, each playe;
~ rolls 2D6 and draws that many Fate cards. Apply any
| Spell cards and discard the rest. Roll a D6 in each Stat
phase; on a 3+, this card is discarded.

IJ_ITopM Marumu. BBeﬂ;I/ITe 3Ty KapTy B Hrpy
[Toka 3Ta KapTa B Urpe BMeCTO TOTO YTO GbI
TAHYTb KapTy CyAbObl B dpasy Cyab6bl,
KaXKJ bl UTPOK KUAaeT 2d6 U TAHeT
KoJsinyecTBO KapT CyAbObl paBHOE
pe3yabTaTy. [IpuMeHUTe JNt06GBIE KapThl
3aksMHaHuH (spell cards) u copocbTe
octasbHble. Kugaiite d6 B kaxayto ¢asy
cratyca. Ha 3+ sTa kapTy c6pacbiBaeTcs.

H..,;WR
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g Discard this card when this warship fires its next hr()ﬂdsldl,
E Once that broadside has been resolved, the target

2 draws Damage cards until it draws a Special Damage
g card, applying it and discarding the rest.

If you are the Grand Alliance player, discard this

4%
STATUS, SHOT Q

S5 [T T T AT W6 immi"

card and draw again.

.LIVII y (/Tﬂlltlllll

Aranessa’s prayers bring Manann’s wrath down on her )
foes. If the Swordfysh is in play, then at the end of its

 Broadside sub-phase it may discard this card to choosea @

point on the seascape. All warships within 3D6" of that
poim take D3 +1 hits (roll seperately). (BR)

‘ STATUS, SPELL ﬁf @
it n’i‘f FTET O Wl e |

IpokaATkIi 3apaj. C6pocbTe 3Ty KapTy,
KOTI'Zla 3TOT KOpabJib Oy/AeT CTPesATh B
ciaefyolui pas. Llesb Takoro BeicTpesa
TSHET CHelUaJbHYI0 KapTy MOBpPeXJeHUH.
[IprMeHUTE ee U cOPOChTE OCTANbHBIE
BBITAHYTHIE. Eciiu BbI Urpok 3a ['panj AnbsaHC
- c6pochTe 3Ty KapTy U TAHUTE APYTYIO.

u lﬁs/wm

If the Skabrus is in play, then at the end of its ,
| Broadside sub-phase it may discard this card to target i
all warships within D6+2" (including the Skabrus). -
All targeted warships take a number of hits equal to

the D6+2 roll. (BR)

Kusoe llynamu. MoiMTBbI ApaHecchbl
HU3BeprawT rHeB MaHHaHa Ha ee Bparos..
Eciu kopa6uib Poiba-mey B UTpe, B KOHIIE ee
no/i-pasel CTPeTbOBI 3TOT KOPAGJb MOXKET
COpPOCUTB 3Ty KapTy U BbIOPATh TOYKY Ha
kapTe. Bce kopa6siu B 3d6 A0iiMOB OT 3TOM
TOYKH noJsydaroT d3+1 nonaganuii (6pocaite
OTZEJbHO 33 KaX/AbIH KOpabJib).

Bapnmropm. Eciu kopa6sb Ckabpyc B Urpe,
B KOHLIe ero noz-$asbl CTpesb6bl OH MOXKET
HCI0J1b30BaTh(COPOCUTD) 3TY KapTy Ha Bce
KOpabJiu Ha paccTossHUM d6+2 (BKIOYas
Ckabpyc). Bce Takue kopabJu MOJy4aT
KOJIMYECTBO MOMaZilaHui paBHOe d6+2.

Wrath of e %/m (ﬁtttlf'

Placc thc Sca Giant r\ux

see page 43

ary card in ;xl;l)‘
for the sea monster rules). Then, check to see which
warship is closest to the wind gauge. That warship’s @

opponent places the Sea Giant model 1" from that
\\'arship This card is discarded if the Sea Giant is

removed from pld\

REMAINS IN PLAY

‘ iy :*"i‘f T T
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@mﬂ/ﬂ/q J/ 74 (Rﬂtldy

Put this card in a \\':lrshlp/cog s Status area. A warship with
this card that successfully deploys a cog may transfer this card §
to it. If a cog with this card comes into base contact with an
enemy warship, that warship must immediately resolve a
single, exclusive boarding action against it (it now has Crew

‘ l)?) The cog is then removed from plm (BR
: e TUS UPGRADE
o T..-l

TEL i ARG v

The wind’s usually low howl rises to a deafening,
& soul-searing crescendo. Put this card in play. Whilst 2
 this card is in play, all Command checks have a -1
. modifier. Roll a D6 in each Status phase; on a 3+,
this card is discarded. i

mﬁmﬁ

I'neB Mopckoro I'mranTa. BBegure kapty
Mopckozo l'uzanma B urpy (cMm. ctp. 43).
[Tocse yero npoBepbTe Kakoi U3 KopabJiei
6J1Ke BCeX B U3MepuTeJIto BeTpa. ONMMOHEHT
TOro KopabJisi pa3MelnaeT MoJesnb Mopckozo
T'uzanma B 1 grofiMe oT KopabJisl. ITa KapTa
c6pacbiBaetcs ecnid Mopckoli ['uzanm
YAQIISIETCS U3 UTPBI.

Aﬁopuaxcm,m Kopaouib. PazMecTuTe 3Ty
KapTy B CTaTyCHOU 30He KopabJisi/Kora.
Kopabib ¢ 3T0ol KapTO#, KOTOPBIX yCHELUIHO
BBOJUT KOT B UTPY, MOXKET NepesaThb 3Ty
KapTy Kory. Ecjii Kor ¢ 3ToH KapToH BXOJHUT B
6a30Bbli KOHTAKT C BpaXKeCKUM KopabJieM, TO
TOT JJ0JIXKEH MTHOBEHHO OThIIPaTh
OT/leJIbHYI0, eAMHCTBEHHY0 aG0pJaXKHYIO
CXBaTKy IPOTHUB Hero (II0Ka3aTesb KOMaH/ibl
kora ctaHoBuTcs d3). [locse yero kor
YAQJISIETCS U3 UTPBIL.

Boii Baﬂbmn BeTep, 06b14HO cs1a60o
BOIOI[MH, MEHSIETCS HA OTJIyLIAIoLIEE,
HCIenessiollee AyLUIH KpelieHj0. Beegure
3Ty KapTy B Urpy. [loka oHa B UTrpe Bce
npoBepku Ha KoMaH/j0BaHMe UMelOT Tpad
-1. BpocaiiTe d6 B kaxzaoi ¢asze Ctatyca. Ha
3+ KapTa copacbIBaeTcsl.
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Randomly select a warship from the fleet with the
most warships in play (if both fleets have the same
number, randomly select a fleet first). That warship
must immediately make a 45 degree change of
heading. Roll a D6; on a roll of 1-3 the turn is to

port, on a 4-6 it is to starboard.

&ﬂmm TilN: AME R ARt

Put this card in play. Whilst this card is in play,
randomly determine the wind gauge’s position at th

‘ beginning of each warship’s Action phase (see page
21). Roll a D6 in each Status phase; on a 2+, this
card is discarded. (BR)

JleBo pya4 .... HeT, npaBo pyJid... HeT, 1eBO
pyJs! CiiyyaiiHo BbIGepUTE KOPaGJb U3
6oJib1Iero gpsiorta (ecau GJIOTHI paBHbI —
BbIGepuTe QJIOT c1ydaiiHo). BeI6paHHBIN
KOopabJib 10/DKeH MIHOBEHHO cAies1aThb 45-Tu
rpafycHbIM NoBopoT. BpockTe Ky6uK; Ha 1-3
KOpabJib MOBOPAYMUBAET BJIEBO, HAa 4-6 BIPaBo.

I‘oro‘lyume BeTpa BBe,cmTe KapTy B UTpy.
[loka oHa B urpe, ciy4yalHo onpefessiTe
NO3ULMIO YKa3aTeJisl BeTpa B HavyaJsle ¢asbl
JeNCTBUs KaXX0T0 KopabJist. BpocaiiTe d6 B
KaxkJyto ¢asy CraTtyca. Ha 2+ 3Ta kapTa
cOpachIBaeTcs.

@ﬂﬂl/ tw/l

All sail class ships have their Speed characteristic
halved until the End phase of this turn
(this may be further modified by Damage
cards they have sustained). (BR)

Bce xopabin napyCHoro THIa YMeHb].Lla}OT
B/IBO€ UX XapaKTePUCTUKY CKOPOCTH /0
KOHeYHOH ¢a3bl 3TOro xoAa (3Ta CKOPOCTh B
JlaJibHelIIeM TaK e MOXeT ObITh
yMeHbllleHa OBPeXAeHUAMHU).

A small but rnbust cog is deployed rcads, to join th«~ =
battle. A cog is an auxiliary (see page 42). 5

Speed  Hull Crew Broadside Handling — Armour
n/a n/a

= o

= 5 A Dwarf Dingible drifts ﬂb()\L the waves, its runic
semaphore flickering in the seas below.

A Dwarf Dirigible is a flying auxiliary (page 43).

Speed  Hull Crew Broadside Handling ~ Armour
[ 1 n/a

'\ mighty Drdgon swoops down from the masts

of the Seadrake, flame spitting from its jaws.
A Dragon is a flying auxiliary (page 43).

"g\ Speed  Hull Crew Broadside Handling ~ Armour
12 2 2 1 n/a n/a

ManeHbKHH HO Kpenkuii Koe pasmelieH
rOTOBBIM BCTYIIUTD B 6UTBY. Koz sAiBJISIeTCA
BCIIOMOTATEeJIbHBIM CPeJCTBOM (CcM. CTp 42).

JAupusicabaw deapgﬁoe NapuT HaJ, BOJIHAMH, U
€ro MUTaIIINI pyHUYeCKU ceMadop
oTpaxaeTtcs B Mope. Jupuscabab deapdos —
JleTaollee BCIOMOraTe/IbHOe CPe/icTBO (CM.
ctp. 43)

MoryiecTBeHHbIH /JpakoH ycTpeMJIsieTcs
BHU3 ¢ MauT Mopckoii I'asepul. Ero yentoctu
W3PBITAIOT OTOHb. [[pakoH - JieTalliee
BCIIOMOTaTeJIbHOE CPeJCTBO (M. cTp. 43).

@(wﬂ Zf/tl(zz

The Bone H)‘dra is a malevolent, multi-headed sea
predator that has rotted down to skulls and bones.
See page 43 for the full Sea Monster rules.

Speed  Hull Crew Broadside Handling — Armour

%/m Gl

g A titanic Sea Giant, its slimy flesh ravaged b\ rhc curse of
% undeath, rears up out of the water to attack the intruders.
See page 43 for the full Sea Monster rules.

Speed  Hull  Crew Broadside Handling  Armour
6 3 2 - n/a n/a

LZIL{&/ mf/mz

A Leech Wyrm is the rot-breathing corpse of a sea dragon,

infested and controlled by wriggling chasm leeches.
See page 43 for the full Sea Monster rules.

Speed  Hull  Crew Broadside Handling  Armour
S n/a n/a

Kocmsinas eudpa - 3/10paHbIH,
MHOT'OT0JI0BbIM THUIOIIUN MOPCKOM XUILIHUK.
CM. cTp. 43 4151 NOJTHBIX IPaBUJ HA MOPCKUX
MOHCTpOB.

OrpOMHbm Mopckoli I"uzaHm HOSBJISIETCA U3
BO/IbI YTO Obl aTAaKOBAaTh HE3BAHBIX I'OCTEH,
€ro CJIM3Kasi IJIOThb MOBPEeXAeHa NPOKJIATHEM.
CM. cTp. 43 Ha NoJIHBIE IPaBUJIa MOPCKUX
MOHCTPOB.

Kposococywuil 4epgb — 3TO THUIOLIUHI TPy
MOPCKOTO APaKOHa, HalOJIHEHHbIH U
KOHTPOJIMPYEMBbIH H3BUBAIOLIMMHUCS
JIMYUHKaMU. CM. cTp. 43 [J1s1 OJIHBIX IPaBUJI
Ha MOPCKHUX MOHCTPOB.

£ c.

Llesib moJiyyaeT o/iHO noBpexzaeHne KomaHabl.

llesib moJiyyaeT iBa nospexaeHnsa Komangpl.

llesib mosiyyaeT ofHO nospexaeHue Kopnyca.
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'l}c rarget takes three \i I I-D damages
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The target takes two .\l’hl ,l) d:mmgc.
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Ih: arg r.lnkulm SPEED damage, 4
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I‘he warship ha< stalled, its sails loosc or its engine
flooded. It may not move in its next Movement sub-
| phase. If playing the Maelstrom scenario, the warship §
must instead move a distance equal to the wind speed. |
| Discard at the end of the warship’s next Action phase. |

Lenb nosiydaeT noBpexaeHre CKOpOCTH.

v ’
Rigying
The warship’s rigging is tangled up worse than the
hair of a sea-hag. The warship’s Handling is
increased by D3 (roll at the beginning of each
Movement sub-phase). If the target is not a Sail class |

warship, discard this card and draw again.

Kopab6Jib TepsieT CKOpOCTh, ero napyca
GOJITAIOTCS UJIK €r0 JIBUraTe b 3aTonieH. OH
He MOXET JIBUTaThCsl B CBOIKO CJIEAYIOLIYIO
dasy llepenpuxenus. Eciu urpaercs
cieHapui Maelstrom, kopa6Jib Ao/KeH
BMEeCTO 3TOI'0 NPOUTH JUCTAHLUIO PABHYIO
cKopocTH BeTpa. C6poChTe 3Ty KapTy B KOHLE
caenywlieit gaspl feicTBUE KopabJis.

CHactH. KopabGesibHble CHaCTH IlepenyTaHbl
Xy»Ke, 4eM BOJIOChI MOpCKOﬁ BeJbMBbI.
Ynpassenue (Handling) yBennuuBaeTcs Ha
d3 (6pocaeTcs B HavyasIe KOXK/0H 1mo/1-¢dasbl
[lepenBmxkenus). Eciu kopa6ib He
OTHOCHTCSA K KJIaccy napycHsix (Sail),
cOpOChTE 3TY KapTy U TAHUTE APYTYIO.

H\L hud gunner has l)u.n kl”Ld md thv.
umrdmdtmn of (hc gun dec kx lunpomnl\ rumui

its next Broa ld\ldt xul) plnu Discard tlnx ca mi at the |
end of the warship’s next Broadside sub-phase.

Mﬂ
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the warsl'up s bta!us area. RoII a D6 in each Status
5 phase; on the roll of a 1 or 2, put an additional Set
a Ablaze card in the warship’s Status area.

CIAL. STATUS %
0[N TRT W]

I'1aBHBIN apTH/LIEPHUCT. [J1aBHBIH
APTUJJIEPUCT YOUT, U KOOPAUHALUSA
OpY’>KeHHbIX Nay0 BpeMeHHO HapylleHa.
Kopa6.ib nonyvyaet mogudukarop -1 k ero
ctpenbbe (broadsides) B ero ciaenyoryio
¢dasy ctpesb6bl. COpOChTE 3TY KapTy B KOHIlE
cneaywoiei noa-dpasnl CTpesibobl ITOTO
KopabJis.

fll’s/ /1’[11/&’

Tht. ﬁr\l mate has lx.ul lullcd d.umgmg, th( d\.nn of |
command. The captain’s Command checks have a -1
¢ modifier. The warship may no longer issue orders on

| ]

2

a2

|

2

; -~

E a 6+ if its captain suffers a mortal wound.

IMany6a B orHe! KopabJib 06'bAT MJIaMEHEM.
PasMectuTe KapTy Set Ablaze B o6s1acTu
craryca KopabJis. bpocaiiTe d6 B Kaxkayo
¢dasy Crartyca, Ha 1 uiu 2 06aBASHTE
JIOTIOJIHUTEJIBHYI0 KapTy Set Ablaze B 06s1acTh
cTaTyca KopabJs.

IlepBblii NOMONIHUK. [IepBbIN MOMOIITHUK
yOUT, HapylaeTcs Lelb KOMaH/{0BaHUS.
[IpoBepka Ha KomaH0BaHMe noJy4aeT
MoaudukaTop -1. Kopabsb 6obllie He MOKET
OT/ZiaBaTh NPUKa3bl HA 6+ eC/IM KalluTaH
MOJIy4YUJI CMEPTEJbHYIO PaHy.

-
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Barrels of pow dcr ignite in a Lhdlll L\plmmn
} The warbhlp s Bmdd\lde characlcn\m is reduced I)y

’
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Thc warship’s wheel has been Janumd in pl ace. Roll aj
D6; on the roll of a 1-3, the warship may only make
changes of heading to port whilst it has this card, on |

 the roll of a 4-6 the warship may only make changes |

of heading to starboard. :

- % SPECIAL
D STV 1o T8 79 7 T

BoukU € TOPOXOM B3pbIBAIOTCS OZHA 32
ojHO#. XapakTepucTrka CTpesbObl 3TOro
KOpabJisl yMEHbIUAETCS HA 2, U OH HE MOXET
oTaaBaTh npukas Fire as she Bears.

o A
Hp's Musco

The warship’s beloved mascot has been killed! The
crew fight all the harder to avenge its death. The

their D6 rolls in their next boarding action. f
| Discard this card after the mrxhﬁcr hds been applied. §

KopabenbHoe koJieco 3akanHUI0. BpockbTe d6,
Ha 6pocok 1-3 Kopabsib MOXET MOBOPAYUBATh
TOJIbKO BJIEBO, I0OKA y HET'O €CTh 3Ta KapTa, Ha
4-6 xopabJib MOXXeT IOBOPAYUBATH TOJIbKO
BIIPaBO.

Kopa6eﬂbm,1ﬁ TaJMcMaH. TasiucMmaH,
NnpUHaJJIexalui kopabJo yourt! Komanaa
JlepeTcs OTYastHHEH 4TO 6bI OTOMCTUTD 32
cMepTb. KopabJib 1 ero KanuTaH N0Jy4amT
MoaudukaTop +1 a5 Bcex 6pockoB d6 B
cnenyomui abopax. CopocbTe 3Ty KapTy
ocJie TOro Kak Mogudukarop 6yset
NpUMEHEH.




The warship’s hg,urthmd is \xnou\l\ d.un.q,,gd and ]
with it the superstitious crew’s morale. The warship
and its captain suffer a -1 modifier to all of their D6
rolls in their next boarding action. Discard this card

after the modifier has been applied.

, % | SPECIAL
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Part of the ship’s magazine goes up \mh Cdtash‘()phlc
consequences. Immediately draw D3+ 1 further
Damage cards. During each Status phase, roll a D6;
on the roll of a 1 or 2, a spark ignites in the powder
room. Draw another D341 Damugc cards. W

durypa Ha HOCy KOpabJisi Cepbe3HO
noBpex/eHa. MopaJib KOMaH/[bl YMeHbIIIaeTCs
13-3a cyeBepuil. Kopabsib 1 ero KaluTaH
noJsiyyarT MoaudukaTop -1 Ko BceM 6pockam
B Cc/leAywoleM abopaaxxHoM 6010. C6pocbTe
3Ty KapTy I0CJIe TOro KaKk MoAUHUKATOP

(711/1 Deck Colll /slb.'}t

An entire gun dt(k has collapwd
The warship’s Broadside is reduced by

Cmaa 6oenpnnac03 ‘{aCTb 6oenpunacos
B3JIeTeJla Ha BO3/yX C KaTaCTpopUIeCKUMU
MOCJeACTBUAMU. MrHOBeHHO TaHUTe d3+1
KapT noBpexaeHui. Bo BpeMs kaxo# dasbl
cTaTyca, kujaite d6; Ha 1 uau 2 uckpa
MO/I0KTJIa KOMHATY C IOPOXOM. BeITsiHUTE
ente d3+1 KapT NOBpeX/JeHUH.

Bcsi opykeliHast nasny6a B3pbIBAETCH.

XapakTepucTuKa 3aJina yMeHbllaeTcs Ha 1.

Py

OyJleT IPUMEHEH.

(Rt;dderm i

: The warship’s main rudder has been badly damaged. |
Its Handling is increased by 2 and it cannot issue
Hard-a-Port or Hard-a-Starboard orders.

é«n : = T '%i\
=
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to bear. It has a Broadside of zero for the dur:nmn of |
its next Action phase. Discard this card at the end
of the warship’s next Action phase.

IloBOpOTHBIN Pyb. [I0BOPOTHBIN Py/Ib
CUJIBHO NOBpeX/ieH. XapaKTepUuCcTUKa
YnpaBJ/ieHUs yBeJMYUBaeTCs HA 2, U KOpabJb
He MOXKeT OT/AaBaThb npukKassl «IIpaBo pysal»
u «JleBo pynsal».

1!%1/‘%/15

it and discarding the rest.

is pouring in at an alarming rate. Roll a D6 in Lach "
Status phase; on the roll of a 1 or 2, the warship must |
dra\v Damage cards until it gets a Hull card, applymg‘_

KpeHn. Kopa6m: MMeeT CHIBHBIH erH
XapaKTepHUCTHKA 3a/Il1a CTAHOBUTCS PaBHOH
HYJIIO 10 KOHLA cieayoen ¢pasbl el cTBus.
COpochTe 3Ty KapTy B KOHIE C/eAyoLIen
dassbl JleiicTBUM 3TOr0 KOpabJIs.

BaTtepsinHMA. Llesib nopaxkeHa HUXe

BaTepPJIMHHUU U BOJA 3a/INBAETCA BHYTPb C
ycTpauarwuen ckopoctbio. bpocaiiTe d6 B
kaxayw ¢asy Ctatyca; Ha 1 uiu 2 KopabJib
JlOJDKEH TSHYTh KapTy [loBpexeHni 1o Tex

II0p, IOKa He BLITAHET KapTy

MOBPEX/AMOIIYI0 KOPIYC, IPUMEHUTE ee U

CcOPOChTE OCTAJIBHBIE.

'{ : KRee/

e e e -.

The warship’s keel or centre line is bmkcn. Each time

 the warship changes heading with the Hard-a-Port or
Hard-a-Starboard order, roll a D6. On a 4+, the
warship must draw Damage cards until it gets a Hull "

card, applying it and discarding the rest.

—
(z/'(rw . 4‘@/

The sentry posts that act as the warship’s eyes and
ears have been damaged. The captain’s Command
checks suffer a -1 modifier and the warship's
Handling is increased by 1.

| £
1

Knm;. Kopaﬁenbﬂbm KHWJb HOBpe)K,[[eH.
Kaxxap1#i pas, Korga KopabJib IOBOPAYUBAET C
NOMOILbIO IpUKa30B «IIpaBo pysal» u «JleBo
pysis!» 6pocadite d6. Ha 4+ KopabJib fo/nKeH
TAHYTb KapTy NOBPEeX/JeHUH /10 Tex Nop, oKa
He BBITAHET KapTy NOBPEeX/AAI0Iy10 KOPIyC.
[IpyuMeHUTe ee U COPOCHTE OCTABLIMECS.

1 y/ // Cd/shﬂg

N

The warship is slowly capsizing. If at any point thurn {
are no Damage cards in the Damage deck or the
Damage discard pile, then this warship finally
capsizes and is immediately removed from play.

BopoHbe rHe3so. ‘{acoable MOCTBI, KOTOpbIE
SIBJIAIOTCS YUIaMH U TJIa3aMU KopabJis,
noBpex/eHsbl. [[poBepka Ha KomaHaoBaHue
noJsiyyaeT MoAudUKaTop -1, a YpaBienue
yBesiM4yMBaeTcsd Ha 1.

Kopa6.s1b Me/isieHHO onpokuabiBaeTcs. Eciu B
KaKOW-TO MOMEHT B KoJsiozie [loBpexaeHui
niy B copoce [loBpexieHUH He OYZEeT KapT
[ToBpexxieHNH, TO B 3TOM cJiy4dae KopabJib
OTPOKHU/BIBAETCS U MTHOBEHHO yOUpaeTcs U3

WTPBIL.




