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AETHERIC LANCE SUSTAINED, GUNNERY . . . . . . . . . . . . . . . . . . . . .F/P/S 3(2) 3(2) -(-)
AETHERIC LANCE SUSTAINED, GUNNERY . . . . . . . . . . . . . . . . . . . . .A/P/S 3(2) 3(2) -(-)
AETHERIC BROADSIDE SUSTAINED . . . . . . . . . . . . . . . . . . . . . . . . .P & S 3(2) 2(1) -(-)
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ENLIGHTENED, PHYSETER SURGICAL 

SHIP, VESALIUS CLASS

SPECIAL RULES
CLOUD HUNTING Models in this Unit gain +2 to Attack Dice 
Pools when shooting at Aerial Units.
ENLIGHTENED SCIENCE When a Battle Ready Model in this 
Unit makes a Repair roll, one or more Exploding Hits results 
remove a single point of damage from that Model. A Model 
cannot remove more than a single point of damage per End 
Phase. A Crippled Model or a Model without any requirement 
for a Repair role (for example a Critical Damage Marker), 
cannot remove damage using this rule. Furthermore, instead 
of su�ering a Generator Shutdown Critical Damage Result, 
Models in any Unit with this rule may count the Result as a 
Sturginium Flare instead.
LUMINIFEROUS DEFENCES Units with this rule may use 
a Defence Action Dice Pool equal to their Crippled ADV to 
defend against any attack with the Gunnery Quality. This 
Defence Action Dice Pool cannot be increased higher than the 
Unit’s Crippled ADV. Mass 1 Units and Models su�ering from 

Shredded Defences cannot use Luminiferous Defences.
MINE LAYER After Deployment, for each Model in a Unit with 
this rule, the controlling Player may place a Mine�eld Marker 
anywhere in the Play Area provided that it is at least 10” from 
any Deployment Zone and 5” of a Model. The First Model that 
touches a Mine�eld Marker su�ers a hit with an Attack Dice 
Pool equal to �ve times their Mass. Remove the Mine�eld 
Marker after resolving the hit. Mine�elds cannot be triggered 
or a�ect Aerial Units.
MINE SWEEPER In the Special Operations step of its 
Operations Phase, a Unit with this rule may remove a Mine�eld 
Marker within 5” of a Model in this Unit.
PHYSETER CONSTRUCTS These are Special SRS Tokens (see 
page 30 of the DW Rulebook). Physeter Constructs have the 
Submerged and Piercing Qualities and attack with 4 Action 
Dice (Instead of the usual 3 dice for Special SRS). They cannot 
be placed in base contact with Aerial Units or Ground Units. 

Physeter Constructs can only be intercepted if there are no 
other SRS Tokens remaining to make an Attack Run on the same 
target. They cannot combine with other types of SRS Tokens 
and so all Physeter Constructs are resolved as a separate stack. 
The Attack Run is defended against using the Target’s SDV.
SURGICAL HARBOUR This rule a�ects Units within 10” of this 
Unit. Any Counters or Heavy Counters rolled in Interception 
against Physeter Construct Special SRS Tokens in base contact 
with those Units are rerolled.
SPECIAL SRS CAPACITY 2 Each Model in this Unit may launch 
2 Special SRS Tokens each Round. These tokens may only be 
placed up to 18” from this Unit, rather than the normal 20”.
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AETHERIC LANCE SUSTAINED, GUNNERY . . . . . . . . . . . . . . . . . . . . .F/P/S 4(2) 4(2) -(-)
AETHERIC LANCE SUSTAINED, GUNNERY . . . . . . . . . . . . . . . . . . . . .A/P/S 4(2) 4(2) -(-)
AETHERIC BROADSIDE SUSTAINED . . . . . . . . . . . . . . . . . . . . . . . . .P & S 5(3) 3(2) -(-)
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