"Cursed" Captain Archetype

1. You can pick from any of the three crew types.

2. All Crewmen gain +1 to their Courage.  This is the same as the Courageous archetype.

3. All enemy crews suffer -1 to Courage throughout the game.  This is the same as the Bloodthirsty archetype.

Skeleton Crews 

Benefits

1. All heroes have a Fearsome Reputation (Savvy skill).  Anyone wishing to charge or shoot at the hero must pass a Courage test.  If the test is failed, the attacking sailor may do nothing else in that phase but defend himself if he is charged.

2. All captured crew could become part of the cursed crew (if failed a courage test). Cursed member would choose to attempt The Curse then the opponent would roll. You must pay for new crew member as you would any other member.

3. When a crewman would normally die, instead they simply miss the next d3 games.

4. Crewmen that "drown" miss the next d6 games.

5. One-time bonus: During ship construction the player may spend 10 shipwright points to upgrade their ship to a medium vessel.

6. The Captain's ship continues functioning at full capacity until it is totally sunk. In campaigns, the ship recovers half its lost HP automatically each battle.

Penalties

1. The crew cannot claim a new ship. Ever. The cursed crew is bound to their ship and will not abandon it. If the ship is stolen by a rival crew, the cursed crew must perform a "Steal that Ship!" scenario to recover it (as no one is sure what would happen if the crew attacked their own ship).

2. Cursed Crews have an upkeep (per crew member) of 2 doubloons for Heroes and 1 doubloon for Hired Hands.
3. Cursed Crews pay 1.5 times (round up) the normal retainer for Hired Hands.

