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1. Initiative
2. Movement Phase
3. Shooting Phase

4. Fighting Phase
5. End Phase

1. Initiative
‘Both players roll a dice to establish
which side has Initiative for that turn

2. Movement Phase
Each player moves cach of his models
up to their maximum movement
distance. Also ships are moved in this
 phase as well following the Ship rules

=D ifficult Terrain
“o ol .

eas of difficult terrain reduce the
- movement rate of a model on foot. The
- distance moved counts as twice the
actual distance

Barriers up to 1/2" high do not affect

* movement. Barriers between 12" and

2" can be jumped by models on foot.
Barricrs higher than 2" can be climbed
by models on foot if there are enough

~ thand and foot holds. These distances

0 apply to gaps and attempts to jump
gap of up to 4" wide.

Jump Table

Dice Result

1

Stumble - Model
doesn’t cross & cannot
move further.

Success - The model is
placed on the other side
in base contact &
cannot move further.

Effortlessly Bounds
Across - The model

leaps over the obstacle
& completes its move.

Dice

Climb Table

Result

Fall - The model slips
& falls to the ground.
See Falling rules

Continue to Climb -

If the top/bottom is
reached, place model at
edge. The model cannot
move further.

Continue to Climb -

If the top/bottom is
reached, the model can
complete its movement.

Swing Table

Dice Result

Fall - The model slips &
falls to the ground. Sce
Falling rules.

Swing Successful -
The other side is
reached, place model
at edge. The model
cannot move further,

Sails through the Air -
The other side is
reached & the model
can complete its
movement

Swimming Table

Dice

Result
Sink - The model

drowns, remove the
model as a casualty.

Swim - The model
may move half its
movement, if edge of
water feature reached
make Climb test.

Swim Strongly -
‘The model can move
normally, if edge of

water feature reached
make Climb test.
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hooting Phase
~ Models armed with shooting weapons can shoot. To hit
the target they need to roll equal to or more than the
Shooting value on their profile. Roll for In the Way tests.
For every hit, cross reference on the Wound chart the
- Swrength of the weapon (shown below) with the
Defence value of the target. In order to cause a wound
on the target, they need to roll equal to or higher than
~ the value shown on the chart.

i i alﬂw
In the Way Chart

Dice Terrain Type

3+  Rigging, hedge, sign post, trees, etc.

4+ Rocks, solid wooden fence, wagon/cart,
barrels and crates, door or window of
wooden building, low wall and any mode
or figure

5+  Fortified wall, large rock outcropping or
similar feature

Weapon

Winning the fight

Knives and Daggers -1

Hand Weapons -

Swords -

Spears & Boarding Pikes

“Two-Handed Weapons £
Unarmed -1
Improvised Weapons -1

e Parry

- Support

+1 Requires Twvo Hand

4. Fighting Phase

] Models in close combat roll to see who wins the fight. If
they draw, the model with the highest Fight value wins
‘The loser must back off 1" and the winner strikes him.

winner with the Defence value of the loser. In order to-
cause a wound on the loser, the winner needs to roll
equal to or more than the value shown on the chart.

Wound Chart
Defence

1 2 3 4 5 6 7 8 9
1 5 5 3 6 A 6 66 -
4 4 5 5 6 6 64 65

3 i 4 5 s 6 6 6/4

3 3 i 4 s s 6 6

3 3 3 4 4 s s 6 6
3 3 3 3 4 4 s 5 6
3 3 5 3 3 4 4 5 3
3 3 3 3 3 3 i 4 5
3 3 3 3 3 3 3 4 4
3 3 3 3 3 3 3 3 4
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Rolling to Wound

Knives and Daggers -1
Hand Weapons
Swords -
Spears & Boarding Pikes -
“Tvo-Handed Weapons -1
| Unarmed -1

Improvised Weapons 1

= Parry
- Support
+1 Requires Two Hands
A 2

Courage Tests
Roll two dice and add the scores together, then
add the fighter's Courage score to the toral. If the
score is 10 or more, the Courage test is passed.

Different tests to be taken.
Rout Test - If half of your sailors are taken out of
action. ‘Take this test at beginning of Movement
phase.

Fearsome Reputation - If a fighter wishes to
charge or shoot at enemy that have fearsome Rep.
 If failed may not charge or shoot at that fighter.

Hit the Deck! - If hit by missile fire and not killed,
or if friend within 3" is shot and removed as a
casualty.

R) 2
Dost=Game Q/ﬂyltﬂﬂ{:ﬂ

. Injuries - see table, pg 66

Fame

A Hero with a Might point may use that point to adjust
any dice roll for every point he has left. May also be
used for Heroic Actions.

Fortune
Fate points allow any Wound to be saved on a 4, 5 or 6
as long as he has Fate points left.

Heroic Actions
With Me - At the start of the Movement phase the
Hero & all friends within 6" will move at the same
time. Friends must end within 6" of the Hero.

Fire at Will - At the start of the Shooting phase the
Hero & all friends within 6" can shoot at the same.
time.

No Quarter - Heroes that call this may fight first
regardless of priority. Also if all enemy models are
killed, then the Hero & any models engaged in the
fight may move again.

Campaigy nmmar Y

Check for Mutiny
Collect Booty
Trading

4.
5,
6.
7. Calculate Infamy Rating
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Heroes” Advance Table

~ Choose any one characteristic add +1
New Prefered Skill
+1 Shooting
+1 Attack
+1 Courage

+1 Fighting

+1 Strength

L TN S N

+1 Defense

=
o

+1 Wound

-
=

Roll again, 1-3 +1 Fame, 4-6 +1
Fortune

-
o

New Skill, Choose any of the skill
tables and roll for a new skill. You
may re-roll the result if you already
have the skill generated.

Henchmans’ Advance Table

I
&

+1 Shooting
+1 Wound
+1 Attack
+1 Strength
+1 Fighting

+1 Courage

(R N S

+1 Defense

10-12  Cabin Boy Did Good
One Henchman becomes a Hero

Crew Upkeep Fee

Size of Crew |

Crew Upkeep

. 15 5 doubloons
6-10 10 doubloons
11-15 15 doubloons

16-20 20 doubloons
25 doubloons

30 doubloons

o

St Lists

Movwing Savy
1 SealLegs 1 Hardencd Resolve
2 Nimble 2 Seasoned Dog :
3 Stealthy 3 Merchant
4 Lightning Quick 4 Taunt
5 Dodge 5 Gambler
6 Scout 6
Shooting
1 Avast 1 Tavern Brawler
2 Fagle Eye 2 Strongman
3 Handy with Pistols 3 Handy with Sword:
4 Uncanny Sense 4 Swordsman
5 Marksman 5 Fury
6 Dead Eye Shot G Blimey
_
Underdogs Table
Difference m ’ ‘ ;
Infamy Rating | Re-rolls | Experience Bonus
0-25 0 None
26- 50 1 +1
51-75 2 +2
76 — 100+ 3 +3
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