�����Weirdboy Tower

Hit Location���Mekboy Tower

Hit Location�����Krusher



Hit Location��Big Lobba



Hit Location�Bridge

1 Squad

(Kaptin and Nobz only)�Krooz Missul



Hit Location��Arm Mount



Hit Location������Arm Mount



Hit Location�

A

1 Squad�Gun

B

1 Squad�Decks

C

1 Squad�

D

1 Squad�Arm Mount



Hit Location�Skullkrusha



Hit Location��CAF:

Power Fields:�+18

1d6+6��Starboard Guardroom

1 Squad�

A

1 Squad�Boiler Room

B

1 Squad�

C�1 Squad�Port Guardroom

1 Squad�������Starboard Track

Hit Location�����Port Track



Hit Location��������������Power Fields�1�2�3�4�5�6�7���8�9�10�11�12�13�14��Fires�1�2�3�4�5���6�7�8�9�10��Hull Damage�1�2�3�4�5������������Area�Result if unoccupied��Bridge�No change to speed or course orders��Gun Decks�Reduces number of attack dice by 2��Boiler Room�Reduces move by 1d6 cm.�����

Troop Type�CAF�Move�Saving Throw�Weapon Type�Range�Attack Dice�To Hit Roll�Target's Save Modifier�Notes��Riggers�-1�10 cm�None�Spanners�����Fight Fires 6+/ Repair Damage 6+��Boyz�+1�10 cm�None�Bolters�50 cm�1�5+�0�Fight Fires 6+��Nobz�+4�10 cm�None�Bolters�50 cm�2�5+�-2�Command Unit.��Kaptin�+6�10 cm�None�Bolters�50 cm�2�5+�-2�Command Unit.��


