Starting Ship Rules

	Type
	Size
	Model
	Starting Hull Points
	SWP
	Min Deck Hands
	Starting Cannons
	Max Cannons
	Movement
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	M
	H
	
	
	Running
	Reaching
	Beating
	# Turns
	Dist Turns

	Sloop
	Small
	6" to 8"
	8
	20
	3
	2
	0
	0
	4
	L only
	d6 + 6"
	d6 + 4"
	d6 + 3"
	3
	2"

	Corvette
	Small
	6" to 8"
	8
	12
	3
	4
	0
	0
	4
	L only
	d6 + 6"
	d6 + 4"
	d6 + 3"
	3
	2"

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	Brigantine
	Med
	8" to 16"
	12
	8
	5
	0
	0
	0
	8
	L,M only
	d6 + 8"
	d6 + 6"
	d6 + 2"
	2
	4"

	Brig
	Med
	8" to 16"
	12
	0
	5
	2
	0
	0
	8
	L,M only
	d6 + 8"
	d6 + 6"
	d6 + 2"
	2
	4"

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	Frigate
	Large
	16"+
	16
	0
	7
	0
	0
	0
	10
	all
	d6 + 10"
	d6 + 8"
	d6 + 1"
	1
	6"


Shipwright Points

· 6 points:  Add sailing rig (add +1” to movement) – max one

· 4 points:  Add 1 hull point 

· 3 points:  Buy long boat (4” and 4 hull points)
· 2 points:  Add crow’s nest
Gold Doubloons
· 25 gold:  Swivel gun
· 50 gold:  3-6 lb. cannon (L)
· 75 gold:  8-9 lb. cannon (M)
· 100 gold:  12-18 lb. cannon (H)
· d6 gold:  repair one hull point

· 4d6 gold:  Buy long boat (4” and 4 hull points)

Replacing Lost Ships
If a player loses his ship, it may only be replaced by a Sloop.  In addition, replacement ships come with only 15 Shipwright Points.

Optional Ship Rules

Heroic Actions At Sea

Only the captain of the ship may call any of the seaborne heroic actions. If the captain is lost, or has used all of his Fame Points, no seaborne heroic actions may be used.

1. Hard to Starboard!  Hard to Port! - At the start of his Movement Phase, the ship captain determines that it is critical to order the ship to be immediately turned, either in an attempt to gain a tactical advantage or possibly avoid a collision. The ship immediately executes a turn before moving the minimum distance. The turn must be exactly 45 degrees, either to port or starboard. This turn does count towards the maximum number of turns that a ship may make. The ship must move the minimum distance before making another turn.

2. Belay That! - At the start of the Movement Phase in which he possesses the initiative, the ship captain may declare that a specific ship on the other side must move first.  That ship will immediately complete its ship and crew movement. Then the side with initiative will complete all ship and crew movement, followed by the other ships on the side that moves second this turn. Belay That! does not cause any other initiative changes in the other phases of the turn.

Additional Hired Hands

Powder Monkeys are young boys that are enlisted into crews to learn the ways of the sea.  Many become professional sailors as they grow older and experienced.  Often, powder monkeys are orphans or from families with desparate financial situations.  Their job aboard ship is to continually bring gun powder to the gun crews during battle.  A crew may have only one powder monkey.
Recruitment Fee: 10 doubloons

Retainer: 2 doubloons

Infamy Bonus:  none

Equipment:  Hand Weapon

Special Rules:  May serve as a crewmember on two guns without either suffering the effects of a missing crewman.
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