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A short life but a merry one! 
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Version 1.0
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Welcome to “Blood & Bounty!” This game utilises a D8 (Eight-sided die) 
system for 28mm (1/56 approx.) scale miniatures. This game is designed for 
two or more players. 
 
 
What you will need: 
 

• A ruler or tape measure that measures in inches. 
 

• 28mm scale miniatures. I recommend the ‘North Star Military Figures™’ 
line of pirates. Other brands are available. 
 

• Model sailing ships. Try to pick approximately 28mm (1/56 scale) ships. 
There should be at least one for each crew. North Star Military 
Figures™ has a good selection available. 
 

• 1/56 (O or S) scale terrain (trees, buildings, rivers, etc.) for your 
miniatures. These classes of scale are typically acceptable. 
 

• Several D8 die, otherwise known as eight-sided die. Two different 
colours are preferable. 
 

• A printout of these rules for reference. 
 
 
Setting up a game: 
 
Make sure you play the game on a flat surface or game board that is large 
enough to be able to play on. A minimum 5’ x 5’ surface, such as a large 
dining table may be a good starting point. 
 
Each player should take control of one ‘crew’ of the game: pirates, 
merchantmen or navy. Players should choose units from those available to 
that faction (see ‘Units, Weapons and Statistics’.)  
 
Each player should then take turns setting up one unit (and/or ship) at a 
time within their “Deployment Zone” on the playing field (see the diagrams 
under ‘The Playing Field’ for ideas.) Once all units are placed, you are ready 
to begin the ‘Sequence of Play.’ 
 
Please Note: Whenever the words “die” or “dice” are mentioned from this 
point on within the context of the game, this refers to D8 (eight-sided die.) 
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Sequence of Play: 
 
At the beginning of a game, a “Roll for Priority” must be performed. To do 
this, players roll a die each; the player with the highest number wins! Be 
sure to reroll if there is a tie. Roll for priority until a clear order is established 
for player turns. The winning player always takes their “Turn” first. 
 
A player should then roll a D8 “Wind Die” in order to simulate the direction 
that the wind is blowing during the battle (see diagram below.) 

 
The number shown on the rolled die indicates the 
‘segment’ pictured. The wind should be blowing in the 
direction of the arrow shown on the numbered segment. 
Blowing wind stretches across the whole battlefield 
evenly in the direction indicated. There is no need to 
indicate wind strength, as it would be identical to each 
player. 
 

The Structure of a Turn 
 

Sailing Phase 
 

1. Select one of your ships or boats (if present.) 
 

2. A ship must now make a full “Drift Movement” at her current “Speed” (Still, Half Sail, or 
Full Sail) in the direction her bow is pointing. Ships begin the game at “Full Sail.” A boat, 
raft or sloop may instead be rowed in any chosen direction (see “Ship Movement Details” 
for more information.) 
 

3. Now, choose up to 2 actions for the ship or boat to perform, in any desired order. 
 

4. This ship or boat is now ‘used’ and may not perform any more actions this turn. 
 

5. Choose another of your ships or boats. Repeat steps 2 – 5. 
 

6. If all of your ships or boats have been ‘used’ it is now this player’s ‘Crew Phase.’ 
 

Crew Phase 
 

7. Select a unit. 
 

8. Choose up to 2 actions for the unit to perform, in any desired order. 
 

a) Move 
b) Attack 
c) Other actions 

 
9. This unit is now ‘used’ and may not perform any more actions this turn. 

 
10. Choose another of your units. Repeat steps 4 – 10. 

 
11.  If all of your units have been ‘used’ it is now the other player’s turn (beginning with their 

‘Sailing Phase.’) 
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Ending a Battle 
 
There are a few ways a player can end a battle within the game: 
 

1) Every opposing unit has been eliminated. 
 

2) Your units are the only ones remaining on the battlefield (via 
opponents withdrawing their units past a table edge voluntarily.) 
 

3) Your units are the sole units within a pre-agreed set distance of an 
objective (for example, within 12” of a lighthouse) for a set amount of 
time (for example, five turns.) 
 

4) Every opponent calls for “Parley!” 
 
 

About weapons 
 

• Each crewmember may have a maximum of three different weapons 
equipped (unless otherwise indicated.) This includes any combination of 
melee or shooting weapons (no matter how weird!) A captain, for example, 
may be equipped with two pistols and a cutlass, or with two rapiers and a 
knife, etc. 
 

• Crew are assumed to be able to switch their personal weapons effectively 
between actions, therefore they are not required to perform any kind of 
special weapon-switching action.  
 
You can, for example, perform a melee action with a to finish off a nearby 
enemy and then perform a shooting action afterwards to hit a different 
enemy. 
 

• It is possible to perform two melee actions in a row, with all melee weapons 
or combinations. For shooting weapons that do not have to be reloaded, or 
freshly reloaded weapons, it is possible to perform two shooting actions in a 
row if desired. 
 

• When selecting shooting weapons, try to keep in mind their different 
maximum and minimum ranges and pick combinations that cover these 
differences. A melee weapon is often a good backup for when enemies get 
too close. 
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Battle Turn (Phases) Flowchart 
 

  

START	  OF	  
YOUR	  TURN	  

SAILING	  
PHASE	  

CREW	  
PHASE	  

Select	  a	  Ship	  

Drift	  
Movement	  
or	  Row	  

Choose	  a	  Ship/	  
Boat	  Action	  

Anchors	  
Down/Aweigh!	  

Hoist	  Sails!	  

Row!	  

Sail	  Onward!	  

Tack	  into	  the	  
Wind!	  

MOVEMENT	  
ACTION	  

COMBAT	  
ACTION	  

Broadside!	  

Change	  
Ammunition!	  

Fire	  at	  Will!	  

Prepare	  to	  
Board!	  

Ram!	  

UTILITY	  
ACTION	   Abandon	  Ship!	  

Bail	  Water!	  

Brace	  for	  
Impact!	  

Deploy	  Boats!	  

Parlay!	  

Transfer	  
Supplies!	  

MOVE	   ATTACK	  

Melee	  

OTHER	  
ACTIONS	  

Aim	  

Climb	  

Embark/	  
Disembark	  

Do	  Nothing	  

Interact	  

Reload	  own	  
Weapon	  

Reload	  Ship	  
Weapon	  

END	  OF	  
YOUR	  TURN	  

Shooting	  

After	  two	  
Points	  worth	  of	  

Actions	  

After	  two	  
Points	  worth	  of	  

Actions	  

This	  vessel	  has	  
been	  ‘Used’	  All	  Vessels	  and	  

Crews	  have	  
been	  ‘Used’	  

This	  Crew	  has	  
been	  ‘Used’	  

All	  Vessels	  have	  
been	  ‘Used’	  

Select	  a	  Crew	  
Action	  
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Campaign Turn Flowchart  

START	  OF	  
YOUR	  TURN	  

Calculate	  
‘Victory	  Points’	  

Calculate	  
	  ‘Crew	  Morale’	  

Roll	  an	  
	  ‘Event	  Die’	  

Select	  a	  
Fleet	  

Communicate	  	  
with	  other	  Players	  

Perform	  a	  
‘Campaign	  
Action’	  

MOVE	  FLEET	  

ENTER	  PORT	  

Visit	  
Shipwright	  

Visit	  
Market	  

Visit	  
Tavern	  

Raid	  
Port	  

At	  least	  5	  
‘Campaign	  Turns’	  
since	  last	  Raid	  

BATTLE	   DEAL	  
PUNISHMENT	  

REDISTRIBUTE	  
SHARES	  

Mutiny	  
Check	  

If	  ‘Crew	  Morale’	  
is	  0	  or	  less	  

After	  3	  points	  
worth	  of	  
‘Campaign	  
Actions’	  

END	  OF	  
YOUR	  TURN	  
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Vessel Movement Details 
 

A ship or boat may technically move several times within a single turn. At 
the beginning of the ‘Sailing Phase’ they must make a “Drift Movement” in 
the direction their bow is facing and at their current ‘Speed.’ Afterwards, a 
ship or boat may elect to “Sail Onward” or “Tack into the Wind” as an action. 
 
During any part of a ship’s movement, it cannot pivot to exceed the angle 
sector shown in the diagram under that ship’s statistics while travelling at its 
listed speed. In addition, a ship’s movement should take care to avoid sailing 
directly into the wind (shown in the diagram below left as the “Wind 
Sector:”) 
 
If the ship’s bow is pointed to an angle within the “Wind Sector” then it 
cannot “Move,” not even during the “Initial Movement.” The only way for a 
ship to avoid this is to perform a “Tack Into the Wind” action (below right), 
either while within a “Wind Sector” angle, or pre-emptively performed so as 
to avoid the penalty of sailing through the angle.  
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Vessel Weapon Details 
 

Broadside Cannons are primarily used to conduct massed broadsides for heavy damage 
against enemy ships. They are also used to individually bombard enemy ships or 
fortifications at long range. Broadside cannons may be either Light, or Heavy and should not 
exceed the total number specified under the ship’s statistics. For example, 10 Light Cannon 
would typically mean 5 port and 5 starboard broadside cannons.  
 
Chaser Cannons are typically Heavy Cannons, but may also be Light. These cannons are 
located pointing directly towards the bow or stern of the ship. Chaser Cannons are primarily 
used for pursuing targets or fending off ships behind you. They are usually loaded with 
Chain Shot so as to target the masts and rigging to slow the enemy.  
 
Swivel Cannons are typically placed towards the bow or stern of the ship. These do no 
damage to enemy hulls and superficial damage to masts and rigging. Therefore these 
weapons are best loaded with Grape Shot and used to attack the crew of an enemy ship. 
 
Light and Heavy Cannons can substitute for each other in role, but should be carefully 
chosen due to their limited numbers for allotment. It is also important to note that each 
cannon can be fitted with a variety of ammunition types that should be selectively assigned 
based on the importance of their perceived role. This information is listed further in the 
document.  
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Vessel Weapons & Tables: 
 

Name Close Range Medium Range Long Range 

Swivel Gun 4” – 8” (4+) 9” – 16” (5+)  

Reload Time: 1 crew = 1 action   

Light Cannon 4” – 24” (5+) 25” – 36” (6+) 37” – 48” (7+) 

Reload Time: 1 crew = 3 actions 2 crew = 2 actions 3 crew = 1 action 

Heavy Cannon 4” – 24” (4+) 25” – 36” (5+) 37” – 48” (6+) 

Reload Time: 1 crew = 3 actions 2 crew = 2 actions 3 crew = 1 action 
 

Gun & Ammo “Hull” Damage “Masts & Rigging” 
Damage 

“Unit” Damage & 
“Dodge Check” 

Ammo type 
Modifier 

Light Cannon 
(Round Shot) 2 DAM 1 DAM 3 DAM (3+) +1 die results vs. 

Hulls 

Light Cannon 
(Chain Shot) 1 DAM 2 DAM 2 DAM (5+) +1 die results vs. 

Masts & Rigging 

Light Cannon 
(Bundle Shot) 1 DAM 1 DAM 4 DAM (7+) +1 die results vs. 

Units 

Heavy Cannon 
 (Round Shot) 3 DAM 2 DAM 4 DAM (3+) +1 die results vs. 

Hulls 

Heavy Cannon 
(Chain Shot) 2 DAM 3 DAM 3 DAM (5+) +1 die results vs. 

Masts & Rigging 

Heavy Cannon 
(Bundle Shot) 1 DAM 1 DAM 6 DAM (7+) +1 die results vs. 

Units 

Swivel Gun 
(Round Shot) 0 DAM 1 DAM 4 DAM (6+) +1 die results vs. 

Units 

Swivel Gun 
(Grape Shot) 0 DAM 0 DAM 6 DAM (7+) +1 die results vs. 

Units 

 
  

“Swivel Gun” 
Firing Arc 

50° 

“Cannon”  
Firing Arc 

25° 

Hull Positions 

 
Opponent’s 

Relative Speed 
Accuracy 
Modifier 

0 +0 Die Results 

1 - 1 Die Results 

2 - 2 Die Results 

 
Relative speed is determined by the 
difference between your ship’s current 
sailing speed, and your opponent’s 
current sailing speed. 
 

There are three speeds, in this order:  
 

Still         Half Sail       Full Sail. 
 
For example: If your opponent is one 
speed faster or slower than you, their 
relative speed would be ‘1.’ Such as: 
“You are at Full Speed and they are at 
Half Speed.” 
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Critical Ship Damage & Broadside Damage Table: 
 

• If a ship is at any point reduced to a “Masts & Rigging” Integrity value of zero (0), 
then they may no longer move (with the exception of sloops, boats and rafts which 
can be rowed in any direction at a speed of 3”. 
 

• If a ship is at any point reduced to any “Hull” Integrity value of zero (0), then the 
ship begins to sink. The ship takes X turns to sink where X is equal to the number 
listed under its statistics. Any crew still on the deck of the ship, transferring supplies, 
or disembarking themselves/boats when the ship sinks (X turns passed) are killed. 
Any supplies, guns or booty not transferred off the ship are lost. Any boats not 
disembarked within this time are also lost. 

 
Make a roll on the table below if a target ship takes 6 or more Damage from a single 
“Broadside.” 
 

D8 Result Critical Broadside Damage Results 

1 or 2 

Man Overboard! – Attacker selects three units (or less if necessary) of 
the target ship’s crew within 1” of the railing of the hull position hit by the 
broadside. These units must make a “Dodge Check” appropriate to the 
gun and ammo type equipped by the firing cannons (3+ if the enemy ship 
used “Brace for Impact” during their last turn.) If a unit rolls less than the 
number indicated, they are placed in “Deep Waters” within 2” of their 
previous position along the hull position hit by the broadside. 

3 

Hit the Deck! – Each member of the target ship’s crew within 1” of the 
railing of the hull position hit by the broadside must make a “Dodge 
Check” appropriate to the gun and ammo type equipped by the firing 
cannons (3+ if the enemy ship used “Brace for Impact” during their last turn.) If 
a unit rolls less than the number indicated, they must take the listed 
amount of “Damage.” 

4 
Gun Dismounted! – Attacker selects one light or heavy cannon / swivel 
gun present by the railing of the hull position hit by the broadside. This 
weapon has been rendered inoperable and is removed from the game. 

5 

Dismasted! – Attacker selects one mast and removes it from the target 
ship. Remember to reduce target ship movement speed by 1” at “Half 
Sail” and 2” at “Full Sail” for each mast. If at any time a ship is reduced to 
0” movement or 0 masts (whichever comes first) the ship may no longer 
move (with the exception of sloops, boats and rafts which can be rowed in 
any direction at a speed of 3”. 

6 Hold Hit! – Reduce “Provisions Storage”  and cargo of this ship by 3.  

7 

Hit Below Waterline! – The ship has begun to sink! Target ship takes X 
turns to sink where X is equal to the number listed under its statistics. 
Any crew still on the deck of the ship, transferring supplies, or 
disembarking themselves/boats when the ship sinks (X turns passed) are 
killed. Any provisions, ammo, cargo, guns or booty not transferred off the 
ship are lost. Any boats not disembarked within this time are also lost. 

8 
Powder Magazine Hit! – The worst-case scenario has happened. There 
is a chance the ship could be blown sky-high! Roll another die. On a 6+ 
the target ship instantly sinks. All crew on-board are killed, and all boats, 
guns, provisions, ammo, cargo and booty are lost. 
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Vessel Classes & Statistics 
 

Raft (Tiny) <20 Points> 
Half Sail Full Sail 

 
140° 
2” 

 
120° 
4” 

Integrity Crew Armaments 
 

Port Hull 2 
Starboard 

 Hull 2 
Stern Hull 2 
Masts & 
Rigging 1 

 

 
Min 1 
Max 4 

Carries: 
No boat 
 
Merchant: No 

 
Swivel Gun 0 

Light Cannon 0 
Heavy Cannon 0 

Draught: Very Shallow (2” from shore) 
Tacking: Instant (0 Actions) 

Sinking Time: Instant 
Sturdiness: -2 

Provisions Storage: 2 Tiles 
Ammo Storage: 0 Broadsides 

 
Boat (Tiny) <30 Points> 

Rowing Distance 
3” (Counts as Full Sail) 

Integrity Crew Armaments 
 

Port Hull 3 
Starboard 

 Hull 3 
Stern Hull 3 
Masts & 
Rigging / 

 

 
Min 2 
Max 8 

Carries: 
No boat 
 
Merchant: No 

 
Swivel Gun 1 

Light Cannon 1 
Heavy Cannon 0 

Draught: Very Shallow (2” from shore) 
Tacking: Instant (0 Actions) 

Sinking Time: 1 turn 
Sturdiness: -1 

Provisions Storage: 3 Tiles 
Ammo Storage: 0 Broadsides 
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Sloop (Small) <100 Points> 

 

 
 

Half Sail Full Sail 

 
140° 
4” 

120° 
8” 

Integrity Crew Armaments 
 

Port Hull 8 
Starboard 

 Hull 8 
Stern Hull 5 
Masts & 
Rigging 4 

 

 
Min 6 
Max 18 

Carries: 
1 Boat 
 
Merchant: Yes 

6 Cargo 

 
Swivel Gun 4 

Light Cannon 4 
Heavy Cannon 2 

Draught: Shallow (5” from shore) 
Tacking: Fast (1 Action) 

Sinking Time: 2 turns 
Sturdiness: +0 

Provisions Storage: 5 Tiles 
Ammo Storage: 2 Broadsides 
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Brig (Medium) <150 Points> 
 

 
 

Half Sail Full Sail 

 
120° 
3” 

90° 
6” 

Integrity Crew Armaments 
 

Port Hull 10 
Starboard 

 Hull 10 
Stern Hull 7 
Masts & 
Rigging 6 

 

 
Min 8 
Max 25 

Carries: 
1 Boat 
 
Merchant: Yes 

8 Cargo 

 
Swivel Gun 8 

Light Cannon 10 
Heavy Cannon 6 

Draught: Shallow (5” from shore) 
Tacking: Fast (1 Action) 

Sinking Time: 3 turns 
Sturdiness: +1 

Provisions Storage: 10 Tiles 
Ammo Storage: 2 Broadsides 
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Frigate (Medium) <190 Points> 
 

 
 

Half Sail Full Sail 

 
100° 
3” 

80° 
6” 

Integrity Crew Armaments 
 

Port Hull 12 
Starboard 

 Hull 12 
Stern Hull 8 
Masts & 
Rigging 6 

 

 
Min 12 
Max 35 

Carries: 
2 Boats 
 
Merchant: Yes 

10 Cargo 

 
Swivel Gun 8 

Light Cannon 14 
Heavy Cannon 8 

Draught: Deep (10” from shore) 
Tacking: Slow (2 Actions) 

Sinking Time: 4 turns 
Sturdiness: +2 

Provisions Storage: 15 Tiles 
Ammo Storage: 4 Broadsides 
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Man o’ War (Ship-of-the-line) (Large) <250 Points> 

 
 
 

Half Sail Full Sail 

80° 
2” 

60° 
4” 

Integrity Crew Armaments 
 

Port Hull 16 
Starboard 

 Hull 16 
Stern Hull 10 
Masts & 
Rigging 8 

 

 
Min 18 
Max 50 

Carries: 
3 Boats 
 
Merchant: No 

15 Cargo 

 
Swivel Gun 12 

Light Cannon 18 
Heavy Cannon 10 

Draught: Deep (10” from shore) 
Tacking: Slow (2 Actions) 

Sinking Time: 6 turns 
Sturdiness: +2 

Provisions Storage: 20 Tiles 
Ammo Storage: 5 Broadsides 
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Vessel Actions 
 

Movement 
 
“Anchors Down/Aweigh!” < 2 Actions / 0 Actions for rowing > 
 
This action may only be performed if a minimum of two (2) crewmembers (units) 
are not in base contact with an enemy or piece of ship weaponry/equipment and are 
not otherwise engaged in any other ship action. 
 
When this action is performed, the vessel changes to a movement speed of “Still” 
(0”) and the vessel pivots on the spot so that the bow faces into the direction the 
wind is blowing (directly opposite the “Wind Sector.”) 
 
If this action is performed again while the ship is in the state described above 
(Anchors Down) then the anchor is raised (Anchors Aweigh!) The ship changes to a 
movement speed of “Half Sail” and is free to move again starting from next turn. 
Alternatively you may perform a ‘Cut and Run’ by slashing the anchor. This takes 
only 1 Action to perform, leaving you free to perform other actions. However, if this 
is done then the anchor may not be used again in this battle. 
 
Certain vessels operating entirely under rowing power (boats and dismasted rafts, 
but not sloops) may perform this action at no cost. They must also pivot into the 
direction the wind is blowing, but do not have to pay actions to “raise” their anchor 
as they have none. These vessels cannot “Cut and Run.” Substitute the phrase “Half 
Sail” with “Row” in reference to their movement for this action. 
 
“Hoist Sails!” < 1 Action > (Ships Only) 
 
This action may only be performed if a minimum of two (2) crewmembers (units) 
are not in base contact with an enemy or piece of ship weaponry/equipment and are 
not otherwise engaged in any other ship action. 
 
Your ships movement speed is now changed from Half Sail to Full Sail, or Full Sail to 
Half Sail. 
 
“Row!” < 2 Actions > 
 
If your ship is one of the following: Raft, Boat, Sloop; you can elect to “Row” as 
opposed to a “Sail Onward” action. Boats must always elect to row, as they do not 
have any sails. Rafts and Sloops can also elect to row, even if they have been 
completely dismasted. Rowing can be done in any direction on the water (ignore the 
wind sector completely) at a maximum speed of 3”. The same variables that 
influence the “Sail Onward” action (see table in that section) are also to be taken 
into consideration here. 
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“Sail Onward!” < X Actions > (Ships Only) 
 
These actions can only be performed if there is a member of your crew (unit) in base contact with the 
ship’s wheel. For the cost of one (1) action, make a full movement listed under your current speed in 
the direction of the ship’s bow. Your ship may not perform this action again this turn. 
 
For the cost of two (2) actions you may both move and change the heading of the ship or boat: Prior 
to moving (as described above), pivot the bow of your ship to the new desired angle (making sure to 
not exceed the confines of the angle sector shown under your ship statistics and current speed.)  
 
In either case, remember to take the ‘Wind Sector” into consideration (see “Ship Movement Details for 
an explanation) in addition to the factors listed below: 
 

Terrain Type Effect 

Impassable 
to Vessels 
(Land and 
Shallow 
Waters) 

Boats and Ships may not intentionally sail or row onto impassable 
terrain, including Shallow Waters. Shallow Waters encompass the 
area described under the vessel’s “Draught.” They cannot move 
closer than this distance of land without becoming “Beached!” 

Reefs 
Each time a vessel makes a “Drift Movement,” or “Row” or “Sail 
Onward” action into or within a reef, they take 1 DAM to their 
port, starboard, and stern hulls. 

Rough 
Waters 

Each time a vessel makes a “Drift Movement,” or “Row” or “Sail 
Onward” action into or within Rough Waters, they must make the 
following “Check:” D8 (5+), modifying the result of their die roll 
with the value listed under “Sturdiness.” If the vessel passes the 
check (rolls equal to or greater than the number indicated above) 
then they move as usual. If they fail the check, however, they 
take 1 DAM to their “Masts and Rigging” and the two (2) 
crewmembers closest to the vessel’s bow must make a D8 (6+) 
Dodge Check (3+ if “Brace for Impact” was used during this or the 
last turn.) Failure will result in the crewmember being placed in 
“Deep Waters” within 2” of the bow. 

Beached 

If a vessel somehow involuntarily makes a movement onto terrain 
described as “Impassable to Vessels,” that vessel cannot be 
moved for the remainder of the battle. They may still perform 
actions that do not require movement, however. 

 
“Tack into the Wind!” < X Actions > (Ships and Rafts Only) 
 
This action can only be performed if there is a member of your crew (unit) in base contact with the 
ship’s wheel. This action should be performed if your ship is planning to “Sail Onward” through or 
within the “Wind Sector” angle of the map. 
 
When this action is performed, this ship spends the appropriate ‘Actions’ listed under “Tacking” to 
ignore the ‘No Movement within the Wind Sector’ rule for the remainder of the turn and then makes a 
1 action “Sail Onward” action (see above.) 
 
If you perform this action while your ship’s bow is somehow already within the angle of the “Wind 
Sector” then simply angle your ship so the bow is pointed to face an angle at the opposite edge of the 
“Wind Sector” you are facing. 
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Combat 
 
“Broadside!” < 1 Action > (Ships Only) 
 
A ship cannot perform a broadside if it has an ‘Ammo Storage’ level of 0 Broadsides. When 
performing a broadside, choose to use either the port or starboard broadside cannons. 
Broadsides can target multiple boats or ships within “Close Range” (4” – 24”) within an area 
encompassing the maximum extent of the broadside cannon’s collective firing arc spanning 
the breadth of broadside cannons on that side (see “Ship Weapon Details” diagram.)  
 
Add one die for each broadside cannon on this side of the ship that can be fired (has at least 
one crew member in ‘Base Contact’ with the cannon, cannon is loaded with round shot, 
cannon does not need to reload, and has not been dismounted). Accuracy is rolled for as 
usual for the cannon type(s), with modifiers applied for ship-to-ship relative speed but NOT 
ammo type! Instead, apply a general +2 die result modifier. Calculate the successful hits 
and total damage done, and split the total damage amongst the facing “Ship Position” hulls 
of every ship within the broadside range and firing arc in any desired amount. If a single 
ship takes 6 or more damage from this broadside, roll a die on the Broadside Damage Table 
to determine what happens. In any event, all participating broadside cannons must now be 
reloaded. Reduce this ship’s “Ammo Storage” by 1 Broadside. 
 
“Change Ammunition!” < 1 Action > 
 
This action may be performed by a minimum of two crewmembers (units) in base contact 
with one or more ship weapons within one of the following ‘groups’ of ship weapons present 
(Starboard or Port Broadside Cannons, Bow Swivels, Stern Swivels, Stern Chaser Cannons, 
or Bow Chaser Cannons.) This changes the ammo type of this entire ‘group’ of ship weapons 
to any other type available to that weapon. Please note that this does not reload the 
weapons, but simply swaps out the ammo stock available to them for firing. 
 
“Fire at Will!” < 1 Action > 
 
If at least one crewmember is in ‘Base Contact’ with a ‘Ship Weapon’ it may be fired at this time, 
provided it does not need to “Reload” or has been dismounted. 
 
“Ship Weapons” fired through this action may selectively target individual boats, or ships and their 
parts (hulls, masts and rigging, or crew) provided the target is within the sight, range and firing arc of 
the weapon in question. For each individual weapon, roll a single die for accuracy, making sure to 
apply modifiers for ship-to-ship relative speed in addition to ammo type modifiers if appropriate to the 
target. If your hit was successful (rolled the indicated number or higher, taking modifiers and range 
class into account), apply damage to the appropriate target as indicated by the ship weapon’s ammo 
type. If you were targeting a member of an enemy crew (an enemy “unit”) then additionally they must 
roll the number indicated (or higher) under the “Dodge Check” of the ammo type being used (3+ if the 
enemy ship used “Brace for Impact” during their last turn.) If they roll said number or higher, they 
avoid all damage from the weapon. 
 
In any event, the ship weapon(s) used in this action must now be “Reloaded” before they can be fired 
again. 
 
Note: Ship weapons should be reloaded during the ‘Crew Phase.’ Crew members who fire a ‘Ship 
Weapon’ may not perform an ‘Attack’ action during the ‘Crew Phase.’ This also means they must elect 
to ‘Fall back’ if engaged in Melee. 
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“Prepare to Board!” < 2 Actions > (Ships Only) 
 
This action can only be performed if there is a member of your crew (unit) in base contact with the 
ship’s wheel, and there is a target enemy ship (not boat) within 6” of the Port or Starboard Hull of the 
ship. 
 
When this action is performed, move your ship so that it is within 2” parallel to the target enemy ship 
to be boarded (railing-to-railing.) Reduce both ships to a movement speed of “Still” (0”.) This is called 
a “Boarding State.” The chosen crewmembers (units) of the ship performing the action (the boarding 
party) should be moved to the railing closest to the enemy ship. Each crewmember of the boarding 
party should now perform a “Boarding Check” (D8 (5+)) to succeed without modifiers) to see if they 
land safely on the other ships deck. If a crewmember succeeds, they may immediately make one (1) 
free “Move” action into base contact with an enemy unit (counts as a “Charge” resolve “Melee” 
immediately.) You may not move these crewmembers on their next turn. If a crewmember fails their 
check, they remain on the ship/boat. They’re full of nerves! They may attempt to pass the check again 
if they agree to perform no actions during their “Crew Phase” this turn. If the pass, proceed as usual 
<May be modified by Seamanship.> 
 

Factor Die Result Modifier 

Unit is armed with a “Boarding Axe.” + 2 

Unit is boarding a vessel of the same size. + 1 

Unit is boarding a vessel one size smaller or larger. - 1 

Unit is boarding a vessel two sizes smaller or larger. - 2 

 
Note: Once two ships are in a “Boarding State” they must remain within 6” parallel to each 
other and cannot perform any “Ship and Boat Actions” until there are no enemy 
crewmembers (units) remaining on their deck either through combat or voluntary 
withdrawal (units can simply perform a “Disembark/embark” action in the “Crew Phase” to 
reboard their own ship. Using the modifiers above.) 
 
In the event that there are no opposing crewmembers (units) remaining on either ship’s 
deck, the “Boarding State” is cancelled. Both ships immediately make a free “Sail Onward” 
action away from each other, beginning with the ship who initiated the “Prepare to Board” 
action. 
 
In the event that a boarded vessel has none of its crew remaining on-board (either through 
defeat in combat, abandoning ship, etc.) and one or more opposing crewmembers are on-
board, the owner of the opposing crewmembers now has gained control of the ship! This 
ship may now perform actions for the owner in question. 
 
“Ram!” < 2 Actions > (Ships Only) 
 
This action can only be performed if there is a member of your crew (unit) in base contact with the ship’s 
wheel, and there is a target enemy ship or boat that is a smaller size than your ship within 6” of the bow of 
your ship. 
 
When this action is performed, move your ship so that its bow is touching the enemy ship. You deal 2 DAM 
to your port and starboard hulls and do 6 DAM to your target’s hull part that was rammed. Now the owner of 
the target ship may move the target ship up to 6” away (while keeping the same orientation) from the 
ramming ship’s bow. 
 
In addition, the owner of the ramming ship selects up to five units of the target ship’s crew within 1” of the 
railing of the hull position hit by the ram. These units must make a D8 (6+) “Dodge Check” (3+ if their crew 
used “Brace For Impact” in their last turn.) If a unit rolls less than the number indicated, they are placed in 
“Deep Waters” within 2” of their previous position along the hull position hit by the ram. 
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Utility 
 
“Abandon Ship!” < 2 Actions > 
 
Every man for himself! When this action is performed, every crewmember (unit) on this ship 
or boat should be moved to the closest railing of the ship/boat. Each crewmember should 
perform a “Boarding Check” (D8 (5+)) to succeed without modifiers, see table below for 
more) to see if they land safely into the water below. If a crewmember succeeds, they may 
immediately make two (2) free “Move” actions in any direction away from the ship/boat. You 
may not move these crewmembers on their next turn. If a crewmember fails their check, 
they remain on the ship/boat. They’re full of nerves! They may attempt to pass the check 
again if they agree to perform no actions during their “Crew Phase” this turn. If the pass, 
proceed as usual <May be modified by Seamanship.> 
 

Factor Die Result Modifier 

Unit is abandoning a tiny sized vessel. + 2 

Unit is abandoning a small sized vessel. + 1 

Unit is abandoning a medium sized vessel. - 1 

Unit is abandoning a large sized vessel. - 2 
 
“Bail Water!” < 1 Action > 
 
This action may be performed in the event that your vessel is sinking. This action 
may only be performed if a minimum of two (2) crewmembers (units) are not in 
base contact with an enemy or piece of ship weaponry/equipment and are not 
otherwise engaged in any other ship action. 
 
Roll a D8. On a result of (7+) your crew has managed to shift enough water out of 
the sinking vessel to delay the inevitable. Do not reduce your ship’s ‘turns to sink’ 
this turn. 
 
“Brace for Impact!” < 1 Action > 
 
This action makes all of the “Dodge Checks” for the crew of this vessel D8 (3+) 
against all enemy ramming attempts, crew targeted ship weapons, and broadsides, 
whenever a “Dodge Check” is made. This effect lasts until the beginning of this 
ship’s next turn. 
 
“Deploy Boats!” < 2 Actions > (Ships Only) 
 
You can only deploy boats when your ship is at “Still” movement speed (typically 
through the use of an anchor), and more than 10” away from a shoreline / not 
parallel to a dock. Place up to X boats, where X is the number listed under your 
ship’s statistics, within 2” of the ships port and/or starboard hull, adjacent to the 
ship. Choose up to 8 crewmembers (units) per boat and place them within. The 
boats and their crew cannot perform any other actions for the rest of the turn. 
 
Note: Once a boat is deployed it cannot be stored back on its ship until the end of 
the battle. 
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 “Parlay:” < 2 Actions > 
 
If this vessel’s crew elects to parlay, remove the vessel and its crew from the battle. 
The owner of the vessel may now negotiate the terms of their surrender with their 
opponent(s.) Points to consider should include: 
 

- Possession of the vessel in question (sans crew and contents). 
- Ownership of the contents of the vessel (including provisions, cargo, 

ammunition, booty, and weapons.) 
- Fate of the vessel’s captain and quartermaster. 
- Fate of the vessel’s other crewmembers. 

 
Ownership may be spread over one or more parties where negotiated and 
appropriate and takes effect at the end of the battle (not during.) All parties 
involved should agree to the terms. If all parties don’t agree, a mediator (perhaps 
another player) should arbitrate the terms of the surrender. 
 
Some examples: 
 
A player might elect to take all of the contents of the vessel to restock their own 
supplies, in exchange for letting the ship and crew go free. 
 
A player might elect to take the vessel and crew for themselves, in exchange for 
letting the captain and quartermaster go free with the ship’s contents. 
 
A player might elect to execute the captain of the vessel, placing the quartermaster 
in command with all crew and contents, etc. 
 
“Transfer Supplies!” < 2 Actions > 
 
This action can only be performed when this vessel is at “Still” movement speed 
(typically through the use of an anchor) and within 2” of the shoreline or vessel 
being transferred to (note: if transferring to a vessel, it must also be at “Still” 
movement speed.) 
You may now transfer Provisions, Cargo, Ammo, Armaments and Booty up to the 
limits described for each vessel (place ship weapons in their correct, desired 
position on the other vessel, and provisions and ammo in their storage hold.) If 
transferring to or from a shoreline, place these items (or their representations) 
within 2” of the water, alongside the length of the vessel’s hull. 
 
If transferring between two different vessels, neither may perform any more “Ship 
and Boat Actions” for the remainder of their respective turns. 
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Crew Actions 
 
Move:  
 
Read the unit sheet to determine how far (in inches) your unit can typically move. 
This is listed under “Movement.” Units can move shorter than this distance if they 
wish, but not longer. 
 
Your “Movement” is affected by several variables in game, particularly the type of 
terrain you are moving. 
 
Check your unit and the terrain you are moving on or into and apply movement 
penalties if necessary. You may now move up to the full “Movement” possible. 
 
Terrain type Examples How it affects movement 

Normal Grass, roads, tiles, 
etc. No modifier is applied. 

Steeps 
Cliffs, canyons, 

ravines, defensive 
walls, etc. 

'Climb’ to attempt to pass (See 
'Actions') 

Difficult 
Trenches, woods, 
beaches, farms, 

streams, hills, etc. 

Maximum movement distance is halved 
(50%.) 

Deep Waters Oceans, Rivers, 
Lakes, Lagoons. 

Maximum movement distance is halved 
(50%). If a unit spends 3 turns in Deep 
Waters then they are considered killed. 

 
When moving a unit, use a ruler or tape measure to guide your unit from point a to 
b. You should move a unit from the point on the unit’s base (or approximate) that is 
closest to the direction that you wish to travel, to the opposite edge of the unit’s 
base. 
 
Things to note: 
 

• Movement should be in a straight, not curved, line. 
 

• You cannot move into, over, or through another unit unless they are 
part of your crew. 
 

• These variables can combine their penalties. 
 

• If a unit moves into ‘Base Contact’ with a unit from an opposing ‘Crew’ 
then they perform a ‘Melee’ action against them. This is called a 
‘Charge.’ 
 

  



	   23	  

Attack: 
 
Shooting –In order to shoot your weapon, you must first have the target enemy in 
‘Sight.’ You can’t shoot at a target you can’t see! Now, check to see if your enemy is within 
a ‘Range’ of your weapon. If they are not, you fail your shooting action. If they are within a 
‘Range’ roll a die and alter resulting die number as necessary (from Aiming, Flanking, 
‘Cover’, etc. See table below.) 

 
If your die shows the number indicated by that weapons ‘Accuracy’ or higher (within that 
‘Range’) it is a successful ‘hit.’ Otherwise, your shots are a ‘Miss.’ If your shot ‘hits’ apply the 
amount of ‘Damage’ indicated to your target as indicated under that ‘range’ category (see 
‘Wounds and Dying.’) 
 
If your shot is a ‘Miss’ and your target is in ‘base contact’ with another unit (friendly or not), 
pick the closest unit to the shooter that the target is in ‘base contact’ with and perform 
another shooting action against that unit instead. This process does not repeat upon missing 
again. 
 
“Regardless of whether the ‘Shooting’ action was a failure, hit, or miss, this unit must now 

perform a ‘Reload’ action before they may shoot again.” 
 

Factors How they affect ‘Shooting’ 

Shooter used ‘Aim’ 
action this turn. 

Increase shooter D8 die result during 
this ‘Shooting’ action by 1. 

Attacking target from 
side or rear (‘Flanking.’) 

Increase shooter D8 die result during 
this ‘Shooting’ action by 1. 

Attacking Target from 
Higher Elevation. 

Increase shooter D8 die result during 
this ‘Shooting’ action by 1. 

Target behind ‘Cover.’ Decrease shooter D8 die result during 
this ‘Shooting’ action by 1. 

 
Things to note:  
 
- You cannot shoot at a target that is in base contact with a friendly unit. 
 
- Crew members who fire a ‘Ship Weapon’ may not perform an 
 ‘Attack’ action during the ‘Crew Phase.’ This includes ‘Shooting.’ 

 
- You cannot shoot at a target in base contact with yourself. 
 
- You cannot shoot with a weapon if it needs to ‘Reload.’  
 
- You cannot shoot if you don’t have ‘Sight’ of the target.	   
 
- You cannot shoot while in ‘Deep Waters.’ 
 
 
Remember: Sight is what can be seen physically from the perspective (eye level) of a unit. To check, get down to 
said level and observe what can be seen. 
 
A unit is considered behind cover when up to two-thirds (66%) of the unit cannot be seen because of terrain, the 
environment, or other units from the perspective of the attacker.  
 
Figure 1 demonstrates “Higher Elevation.” Figure 2 demonstrates “Flanking.” In figure 3, which demonstrates 
“cover,” the pirate a) is behind cover, but can be seen (in “Sight”) by us (the “Attacker”) and so may be shot at, 
but with a lower die result. The Pirate b) is behind cover, but cannot be seen by the attacker, so they are not in 
“Sight” and so may not be shot at. The pirate c) is not behind cover at all, and is within “Sight” and so may be 
attacked as usual.  

a)	   b)	   c)	  
Figure	  3.	  

Figure	  1.	  

Rear	  Attack	  
(Flanking	  Bonus)	  

Side	  Attacks	  
(Flanking	  
Bonus)	  

Front	  Attack	  
(No	  Bonus)	  

Figure	  2.	  

This	  unit	  is	  
higher	  

This	  unit	  is	  
lower	  



	   24	  

Melee – In order to melee (close combat), you must be in ‘Base Contact’ with your target. Melee 
occurs whenever two units from opposing crews are in base contact with each other, at any time. 
Melee combat must be resolved as soon as it occurs. 
 
If a unit performs a ‘move’ action so they end in base contact with an opposing unit, this unit is said to 
have ‘charged.’ If a unit has ‘charged’ into another unit, both units must elect to melee. 
 
If two opposing units are in base contact with each other, but neither ‘charged’ through a move action 
in order to contact the other, then one or both units may elect to take a voluntary ‘Fall Back’ away 
from each other. 
 
If both units elect to melee, roll a die and alter the resulting die number as necessary (from Aiming, 
Flanking, ‘Cover’, etc. See table below.) Be sure to take your weapon’s listed ‘Ability’ into account as 
well (if applicable.) Your opponent should now roll their own die follow the same steps. 
 
If your die shows the number indicated by that weapons ‘Accuracy’ or higher it is a successful ‘hit.’ 
Otherwise, your attack is a ‘Miss.’ If your attack ‘hits’ and your opponent’s does not, apply the amount 
of ‘Damage’ indicated to your target as indicated (see ‘Wounds and Dying.’) 
 
However, if your opponent and yourself both roll a ‘hit’ with your weapons, this is where ‘Dexterity’ 
comes into play. Some weapons are slower than others and as such will strike after the other weapon 
lands a hit. Check the ‘dexterity’ listed beside your weapon. Whoever has the higher number value 
listed beside ‘dexterity’ will apply the amount of ‘Damage’ indicated by their weapon to their target as 
indicated before their opponent does the same. This may not sound like much, but in some situations 
it can save a unit’s life!  
 
If both units in melee are using weapons that share the same ‘dexterity,’ then the unit who ‘charged’ 
will apply their ‘damage’ first. 
 
When a unit takes ‘Damage’ as a result of ‘Melee’ they must ‘Fall Back.’ When a unit ‘Falls Back’ they 
must be shifted 1” away from base contact with their opponent (2” if opponent is equipped with a 
boarding pike.) They should be looking in the direction of their opponent. 
 

Factors How the affect ‘Melee’ 

You ‘Charged’ your opponent Increase attacker D8 die result 
during this ‘melee’ action by 1. 

Attacking opponent from side or rear 
(‘Flanking.’) 

Increase attacker D8 die result 
during this ‘melee’ action by 1. 

Your unit has shot during this turn Decrease attacker D8 die result 
during this ‘melee’ action by 1. 

In base contact with multiple opposing units Decrease attacker D8 die result 
during this ‘melee’ action by 1. 

 
Things to note: 
 
- If a unit has chosen to equip multiple melee weapons, they may elect which weapon to use in their 
melee combat roll each time melee occurs. Do not activate the ability of other weapons (if applicable.) 
 
- If a unit is contacting several opposing units at the same time, they may only melee one opponent at 
the same time. In this case, the opposing player may elect which of their units will fight. 
  

Figure	  1.	  Examples	  of	  “Base	  Contact.”	  
Figure	  3.	  An	  

example	  of	  “Base	  
Contact”	  with	  

multiple	  opponents.	  
Figure	  2.	  An	  example	  of	  a	  “Charge”	  (1)	  

and	  “Fall	  Back”	  (2.)	  

1)	  
2)	  
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Other Actions: 
 
Aim – If a unit chooses to aim, this unit may increase their D8 die result during a ‘Shooting’ action this 
turn by 1. 
 
Climb – Some ‘Impassable’ terrain, such as cliffs or tall fences/walls, may be climbed. Players should 
unanimously agree of what may be climbed before the game begins. Climbing distance is 50% base 
“Movement.” 
 
Units climb ladders or ship’s rigging at 50% base “Movement.” Units always successfully climb barriers 
that are less than their height. 
 
Disembark/Embark - You can only disembark/embark from a boat or ship when they are at “Still” 
movement speed, and within 5” of a shoreline / parallel to a dock.  
 
When disembarking/embarking near shallow waters or docks, the ship/boats accommodation ladder, Jacob’s 
ladder and/or gangplanks are automatically deployed to enable access to and from the ship/boat. This unit 
now makes a free “Move” action to or from the ship/boat as necessary. 
 
In order to embark from a boat onto a ship, the boat must be within 2” of the starboard or port hull of the 
ship. This unit may now be placed onto the deck of the ship within 2” of the railing. 
 
Units can also attempt to board a vessel from “Deep Water” / disembark into “Deep Water” by performing a 
“Boarding Check” (D8 (5+)) with the following modifiers below. Failure to pass the check means the  unit 
remains within the water <May be modified by Seamanship.> 
 

Factor Die Result Modifier 

Unit is boarding/disembarking a tiny sized vessel. + 1 

Unit is boarding/disembarking a small sized vessel. - 1 

Unit is boarding/disembarking a medium sized vessel. - 2 

Unit is boarding/disembarking a large sized vessel. - 3 

 
Do Nothing – This crewmember performs no action. 
 
Interact – Depending on the scenario and terrain, this action can perform several functions. It may 
for example, be used to open a gateway or door, grab booty, signal a ship, etc. There are many 
possibilities for players to agree on. Use your imaginations! 
 
Reload own weapon – Each crewmember’s personal ranged weapons have a value under ‘Reload Time.’ 
This indicates how many ‘Actions’ must be spent “Reloading” in order to fire this weapon again. Some 
weapons do not have to be reloaded. Each different ranged weapon carried by a unit must be reloaded 
individually if applicable. 
 
Reloading actions are cumulative; that is to say, if you spend part of a unit’s remaining turn reloading but 
have not performed the necessary number of actions required, then they can continue to perform this action 
at another time during their next turn, adjusting the remaining reload time required accordingly. Remember, 
each crew member gets only 2 actions per turn, each! 
 
Reload ship weapon – Each individual ship weapon has a value under ‘Reload Time.’ This indicates how 
many ‘Actions’ must be spent “Reloading” in order to fire this weapon again. Ship weapons can only be 
reloaded if at least one member of the crew (unit) is in base contact with the weapon. With ship weapons, 
the reloading time taken changes depending on the number of crew members (units) that are in base 
contact with the ship’s weapon in question. 
 
Reloading actions are cumulative; that is to say, if you spend part of a unit’s remaining turn reloading but 
have not performed the necessary number of actions required, then they can continue to perform this action 
at another time during their next turn, adjusting the remaining reload time required accordingly. Remember, 
each crew member gets only 2 actions per turn, each! 
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Crew Weapons (Generic) 
 

Please look at “About Weapons” on Page 4 for details about equipping weapons to 
crewmembers! 

 
Crew “Ranged Weapons:” 

 

Name “Close Range” 
Accuracy 

“Close 
Range” 

Damage 

“Long Range” 
Accuracy 

“Long 
Range” 

Damage 

Reload 
Time 

Flintlock Pistol (*) 2” – 8” (6+) 2 DAM 9” – 15” (7+) 1 DAM 1 ACT 
Volley Pistol (*) 2” – 6” (7+) 3 DAM 7” – 12” (8+) 2 DAM 2 ACT 
Grenadoe (*) 3” – 6” (6+) 3 DAM  

Causes damage to all units (including allies) within 1” of the target. Usable only once per battle. 

Quicklime (*) 2” – 4” (5+)  
Target unit cannot perform any actions during their next turn. Usable only once per battle. 

Flintlock Musket 6” – 24” (7+) 3 DAM 25” – 36” (8+) 2 DAM 2 ACT 
Musketoon 6” – 16” (7+) 3 DAM 17” – 28” (8+) 2 DAM 2 ACT 

Blunderbuss 2” – 6” (5+) 4 DAM 7” – 12” (6+) 3 DAM 2 ACT 
Boarding Pike 3” – 6” (5+) 2 DAM 7” – 10” (6+) 1 DAM None 

This weapon may also be used in “Melee.” If used in ranged combat it is usable only once per battle. 

 
Crew “Melee Weapons:” 
 

Name  Accuracy Dexterity Damage Ability 

Marlin Spike (8+) 1 1 DAM Parry - When attacking with these 
weapons, on a D8 (7+) check, negate 
damage done to this unit from a single 
opposing unit’s melee weapon during 
melee this turn. 

Dirk (7+) 2 2 DAM 

Dagger (7+) 3 2 DAM 

Boarding Axe (6+) 1 4 DAM Grip - Unit gains +2 to all ‘Boarding 
Checks.’ 

Boarding Pike (6+) 2 2 DAM 

Range – ‘Base Contact’ for this weapon 
extends 1” from its user’s base. This 
weapon can also be used as a ‘Ranged 
Weapon.’ 

Rapier (5+) 3 3 DAM Brawn – When attacking with a “Brawn” 
weapon, if the opposing unit is not 
equipped with a “Brawn” weapon, you 
gain +1 to accuracy during melee this 
turn. 

Cutlass (5+) 2 4 DAM 
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About “Loyalty Checks” 
 
The following situations will cause a crewmember to immediately undergo a 
“Loyalty Check” in battle: 
 

• They “Fall Back” from an opponent that causes “Dread” (they 
themselves cause “Dread.”) 
 

• They are within 3” of a crewmember that is killed (unless they possess 
4 Base “Ruthlessness” or higher.) 
 

• They are reduced to one (1) “Vitality.” 
 

• Crew has just taken 50% casualties. 
 
To make a “Loyalty Check” simply roll a D8 and compare the result to the 
“Loyalty” statistic listed under that crewmember. If the number is lower 
than what is indicated, the check is passed as the crewmember behaves as 
normal. 
 
If the “Loyalty Check” is failed by rolling the number indicated or higher, 
however, this crewmember immediately forgoes their remaining actions this 
turn (if they have any) and moves their base “Movement” towards their 
closest ally in “Sight.” If they cannot see an ally, then they move their base 
“Movement” directly away from the closest enemy. 
 
Reading a unit sheet: 
 
Name: The name of the unit. 
 
Movement: The maximum distance this unit can move without penalty. 
 
Vitality: How much “Damage” this unit can take before they are killed. 
 
Loyalty: Devotion to the captain and crew. Determines chance to withdraw. 
 
Ruthlessness: For each single one of these points spent, the crewmember may 
improve their die results in ”Melee” by one point. 
 
Dread: Indicates whether this unit causes opposing units to take “Loyalty Checks” 
when they “Fall Back.” 
 
Seamanship: This statistic provides a permanent bonus modifier in certain navel 
actions by the amount indicated. 
 
Special Ability: Unique modifiers to combat that apply to this unit and/or their 
opponents. 
 
Traits: Characteristics that determine the behaviour of this unit during campaigns.  
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Factions of “Blood & Bounty” 

 
Royal Navy (Kingdom of Great Britain) 

 
Great Britain is an eclectic marriage of separate kingdoms and states spanning the length and breadth of the 
world. This newcomer nation has recently faced nearly a century of chaos, but despite this, the self proclaimed 
“Masters of the Sea” are ever expanding, and ever more powerful. In the Caribbean, the British possess the 
coasts of Northern America, the Bahamas, as well as the island of Jamaica. Great Britain fields exceptionally 
well-trained soldiers who are prized for their accuracy and reloading speed. Their ships are well built and have 
competent crews. 
 
• All Ships (Boats excluded) have 4 extra "Integrity” in all areas. 
• The “Reload Time” of all Vessel Weapons is reduced by 1 (to a minimum of 1.) 
 

Marine Royale (Kingdom of France) 
 
France is an exceptionally strong colonial power, with an unquestioned dynasty, absolute rule, and sweeping 
influence. Despite this, their empire has a rather limited presence in the Caribbean. Recently however, the 
formerly Spanish-claimed island of Haiti has fallen into French hands, and the growing tensions between 
France and Britain have seen an increase in French warships and maritime trade. French soldiers are feared for 
their glorious bayonet charges and skill with blades. They also boast fast and accurate ships at sea. 
 
• All Ships (Boats excluded) may sail 2” further than normal, whenever sailing is permitted. 
• All Ships (Boats excluded) roll for the accuracy on their Vessel Weapons at “Long Range” as if they 

were at “Medium Range” and apply “Medium Range” Damage. 
 

Real Armada Española (Kingdom of Spain) 
 
The Spanish have colonised the world from horizons near to horizons far. Spain has unquestionably the 
greatest presence in the Caribbean, as they own the great isle of Cuba as well as the Central and South 
American coasts. However, they have been slowly losing territory to their ever-growing rivals. Still, Spain has 
a very wealthy empire and can often recruit larger numbers of soldiers in battle. Similarly, their ships are 
numerous, cheap to produce, but rather average in most aspects. 
 
• All Ships and Boats cost 25% (rounded up) Points less than listed. 
 

Merchantmen & Traders 
 
The New World colonies were founded on the spoils of conquest, resources and trade. It seems fitting then, 
that trade between the New World and Old has been growing exponentially since the early arrival of the 
Spanish Colonists. Opportunistic merchants trade enslaved African labour for the numerous plantations that 
dot the region, and the plantations themselves produce popular commodities for the Old World; rum, tobacco, 
refined sugar and textiles being the primary exports. Merchantmen and Traders grow fat off this exploitation, 
and often carry incredible hauls of goods to produce incalculable wealth. This makes them the prime target for 
pirates and privateers, and the catalyst that draws the nations of the Caribbean into conflict with their kind. 
 
• Can only field Ships and Boats listed as “Merchant: Yes.” 
 

Pirates & Privateers 
 
Pirates have long been a problem for sailors across the world. Often flying under a friendly nation’s colours, 
they suddenly hoist a Jolly Roger and attack with unyielding ruthlessness and ferocity until their prize is taken. 
Pirates in the Caribbean are most often found launching raids on the major trading routes, before making safe 
harbour in any of the hundreds of unpopulated islands in the region, or sometimes in pirate-friendly ports, 
such as Port Royal in Kingston, where they offload their ill-gotten booty. Some Pirate crews do choose to go 
legitimate, however, and become Privateers. By gaining a Letter of Marque from a specific nation, a crew gains 
free license to pillage the merchant vessels of said nation’s rivals, in exchange for handing over a large chunk 
of the booty. Privateers as such, are often described as little more than “Government Sanctioned Pirates.” 
Pirates and Privateers often field powerful, frequently stolen ships, loaded to the brim with cannon. In battle, 
they attack with an exceptionally varied number of armaments, stolen and manufactured, and with such 
ruthlessness so as to inspire dread in even the most hardened of soldiers.  
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Royal Navy (Kingdom of Great Britain) 
 

Powder Monkey <5 Points> 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
4” 2 5+ 0 No 0 

This unit is equipped with a Marlin Spike, Boarding Pike and Quicklime <see “Crew Weapons (Generic.)”> 

 

Able Bodied Sailor <10 Points> 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
6” 3 6+ 1 No 1 

This unit is equipped a single choice of (Dirk / Dagger / Boarding Axe / Boarding Pike) as well as a single 
choice of (Flintlock Pistol / Musketoon / Blunderbuss) <see “Crew Weapons (Generic.)”> 

 

Royal Marine <20 Points> (Limit 50% of crew) 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
8” 5 7+ 1 No 1 

Weapon “Close Range” 
Accuracy 

“Close Range” 
Damage 

“Long Range” 
Accuracy 

“Long Range” 
Damage Reload Time 

Flintlock 
Musket 

6” – 24” 
(6+) 3 DAM 25” – 36”  

(7+) 2 DAM 1 ACT 

Name  Accuracy Dexterity Damage Ability 

Naval Sabre (5+) 2 3 DAM Brawn 

Dagger (7+) 3 2 DAM Parry 

 

First Mate <25 Points> (Limit 1) 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
8” 7 7+ 2 No 2 

Weapon “Close Range” 
Accuracy 

“Close Range” 
Damage 

“Long Range” 
Accuracy 

“Long Range” 
Damage Reload Time 

Officer’s 
Pistol 2” – 8” (5+) 3 DAM 9” – 15” (6+) 2 DAM 1 ACT 

Name  Accuracy Dexterity Damage Ability 

Naval Sabre (5+) 2 3 DAM Brawn 

Dagger (7+) 3 2 DAM Parry 

 

Captain <35 Points> (Limit 1) 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
8” 9 7+ 3 Yes 3 

Weapon “Close Range” 
Accuracy 

“Close Range” 
Damage 

“Long Range” 
Accuracy 

“Long Range” 
Damage Reload Time 

Officer’s 
Pistol 2” – 8” (5+) 3 DAM 9” – 15” (6+) 2 DAM 1 ACT 

Name  Accuracy Dexterity Damage Ability 

Naval Sabre (5+) 2 3 DAM Brawn 

Dagger (7+) 3 2 DAM Parry 
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Marine Royale (Kingdom of France) 
 

Assistant <5 Points> 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
4” 2 4+ 0 No 0 

This unit is equipped with a Marlin Spike, Boarding Pike and Quicklime <see “Crew Weapons (Generic.)”> 

 

Marin <10 Points> 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
6” 3 5+ 1 No 1 

This unit is equipped a single choice of (Dirk / Dagger / Boarding Axe / Boarding Pike) as well as a single 
choice of (Flintlock Pistol / Musketoon / Blunderbuss) <see “Crew Weapons (Generic.)”> 

 

Fusilier <20 Points> (Limit 50% of crew) 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
8” 5 6+ 2 No 1 

Weapon “Close Range” 
Accuracy 

“Close Range” 
Damage 

“Long Range” 
Accuracy 

“Long Range” 
Damage Reload Time 

Flintlock 
Musket 

6” – 24” 
(7+) 3 DAM 25” – 36”  

(8+) 2 DAM 2 ACT 

Name  Accuracy Dexterity Damage Ability 

Naval Sabre (4+) 3 4 DAM Brawn 

Dagger (6+) 3 3 DAM Parry 

 

Commissaire <25 Points> (Limit 1) 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
8” 7 7+ 3 No 2 

Weapon “Close Range” 
Accuracy 

“Close Range” 
Damage 

“Long Range” 
Accuracy 

“Long Range” 
Damage Reload Time 

Officer’s 
Pistol 2” – 8” (6+) 2 DAM 9” – 15” (7+) 1 DAM 1 ACT 

Name  Accuracy Dexterity Damage Ability 

Naval Sabre (4+) 3 4 DAM Brawn 

Dagger (6+) 3 3 DAM Parry 

 
Capitaine <35 Points> (Limit 1) 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
8” 9 7+ 4 Yes 3 

Weapon “Close Range” 
Accuracy 

“Close Range” 
Damage 

“Long Range” 
Accuracy 

“Long Range” 
Damage Reload Time 

Officer’s 
Pistol 2” – 8” (6+) 2 DAM 9” – 15” (7+) 1 DAM 1 ACT 

Name  Accuracy Dexterity Damage Ability 

Naval Sabre (4+) 3 4 DAM Brawn 

Dagger (6+) 3 3 DAM Parry 
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Real Armada Española (Kingdom of Spain) 
 

Asistente <5 Points> 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
4” 2 3+ 0 No 0 

This unit is equipped with a Marlin Spike, Boarding Pike and Quicklime <see “Crew Weapons (Generic.)”> 

 

Marino <10 Points> 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
6” 3 4+ 1 No 0 

This unit is equipped a single choice of (Dirk / Dagger / Boarding Axe / Boarding Pike) as well as a single 
choice of (Flintlock Pistol / Musketoon / Blunderbuss) <see “Crew Weapons (Generic.)”> 

 

Infantería de Marina <15 Points> (Limit 65% of crew) 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
6” 4 5+ 1 No 1 

Weapon “Close Range” 
Accuracy 

“Close Range” 
Damage 

“Long Range” 
Accuracy 

“Long Range” 
Damage Reload Time 

Flintlock 
Musket 

6” – 24” 
(7+) 3 DAM 25” – 36”  

(8+) 2 DAM 2 ACT 

Name  Accuracy Dexterity Damage Ability 

Naval Sabre (5+) 2 3 DAM Brawn 

Dagger (7+) 3 2 DAM Parry 

 

Primer Oficial <20 Points> (Limit 1) 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
6” 6 7+ 2 No 2 

Weapon “Close Range” 
Accuracy 

“Close Range” 
Damage 

“Long Range” 
Accuracy 

“Long Range” 
Damage Reload Time 

Officer’s 
Pistol 2” – 8” (7+) 2 DAM 9” – 15” (8+) 1 DAM 1 ACT 

Name  Accuracy Dexterity Damage Ability 

Naval Sabre (5+) 2 3 DAM Brawn 

Dagger (7+) 3 2 DAM Parry 

 

Capitán <30 Points> (Limit 1) 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
6” 9 7+ 4 Yes 3 

Weapon “Close Range” 
Accuracy 

“Close Range” 
Damage 

“Long Range” 
Accuracy 

“Long Range” 
Damage Reload Time 

Officer’s 
Pistol 2” – 8” (7+) 2 DAM 9” – 15” (8+) 1 DAM 1 ACT 

Name  Accuracy Dexterity Damage Ability 

Naval Sabre (5+) 2 3 DAM Brawn 

Dagger (7+) 3 2 DAM Parry 
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Merchantmen & Traders 
 

Lubber <5 Points> 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
4” 2 4+ 0 No 0 

This unit is equipped with a Marlin Spike, Boarding Pike and Quicklime <see “Crew Weapons (Generic.)”> 

 

Sailor <10 Points> 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
6” 3 5+ 1 No 1 

This unit is equipped a single choice of (Dirk / Dagger / Boarding Axe / Boarding Pike) as well as a single 
choice of (Flintlock Pistol / Musketoon / Blunderbuss) <see “Crew Weapons (Generic.)”> 

 

Mercenary <15 Points> (Limit 40% of crew) 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
6” 4 4+ 3 No 1 

 

Crew’s Second <25 Points> (Limit 1) 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
8” 7 6+ 2 No 2 

 

Captain <35 Points> (Limit 1) 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
8” 8 7+ 3 No 3 
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Pirates & Privateers 
 

Swabbie <5 Points> 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
4” 2 3+ 0 No 0 

This unit is equipped with a Marlin Spike, Boarding Pike and Quicklime <see “Crew Weapons (Generic.)”> 

 

Cutthroat <15 Points> (Limit 65% of crew) 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
6” 3 4+ 2 No 1 

This unit is equipped a single choice of (Dirk / Dagger / Boarding Axe / Boarding Pike) as well as a single 
choice of (Flintlock Pistol / Musketoon / Blunderbuss) <see “Crew Weapons (Generic.)”> 

 

Mate <20 Points> (Limit 5) 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
6” 4 5+ 3 Yes 2 

 

Quartermaster <30 Points> (Limit 1) 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
8” 6 6+ 5 Yes 3 

 

Captain <40 Points> (Limit 1) 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
8” 8 7+ 6 Yes 3 

This unit may choose one “Special Ability” and one “Trait” from any listed under the 
characters in the “Famous Characters & Crews” section. 
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Famous Characters & Crews 
 
The following characters may be chosen as player faction’s captains, quartermasters, mates, 
and similar roles were indicated, for the listed points cost for the respective faction. These 
characters are intended to add fun and variety to the game. Only one of each character may 
exist in the game, and may not be replaced if killed. 
 

Bartholomew Roberts “Black Bart” Pirate Captain 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
6” 12 7+ 5 Yes 2 

Special Ability Trait 

Gallant– This unit never “Falls 
Back” in “Melee”. Their opponent 
must always “Fall Back” regardless 
of damage taken. 

Invincible Reputation: If an opponent 
attempts to initiate battle against this 
character’s fleet, they must first pass a 
D8 (5+ success) check. 

 
Ship: Royal Fortune (Frigate) 
 
 

Benjamin Hornigold Privateer Captain 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
6” 9 5+ 4 Yes 2 

Special Ability Trait 

Rash – This unit always moves to 
‘Charge’ the nearest opponent 
within 6”, whenever possible. In 
addition, they regain one point of 
“Ruthlessness” upon charging. 

Pirate Hunter: This character’s fleet 
may move one additional square, per 
campaign turn, at no cost, in order to 
be directly adjacent to a square 
containing an opposing “Pirate” fleet. 

 
Ship: Ranger (Sloop) 
 
 

Charles Vane Pirate Captain 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
6” 10 4+ 7 Yes 2 

Special Ability Trait 

Fierce – This unit may roll two dice 
for each ‘Melee Weapon’ in use in 
“Melee” when they ‘Charge’ an 
opponent. 

Disciplinarian: Using the 
“Punishment” action does not increase 
the “Number of Punishments 
Administered” statistic for “Mutiny 
Checks.” 

 
Ship: Ranger (Sloop) 
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Christopher Condent Pirate Captain 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
8” 8 6+ 6 Yes 2 

Special Ability Trait 

Skilful– This unit always has higher 
dexterity than their opponent in 
melee, unless they’ve ‘charged.’ 

Adept: This character’s fleet may reroll 
once on any “Event Table” during their 
campaign turn. 

 
Ship: Fiery Dragon (Sloop) 
 
 

Edward Teach “Blackbeard” Pirate Captain 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
6” 15 7+ 3 Yes 2 

Special Ability Trait 

Terrifying – Opponents in “Melee” 
must “Fall Back” 3” from this unit 
any time they are required to “Fall 
Back.” In addition, they have -1 on 
their subsequent “Loyalty Check” (if 
applicable.) 

Invincible Reputation: If an opponent 
attempts to initiate battle against this 
character’s fleet, they must first pass a 
D8 (5+ success) check. 

 
“Black Caesar” Pirate Quartermaster 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
6” 6 7+ 4 Yes 3 

Special Ability Trait 

Merciful – This unit may choose to 
regain 2 “Vitality” if an opponent in 
“Melee” causes no damage to this 
unit, and this unit would normally 
cause damage to said opponent, in 
exchange for instead dealing no 
damage in that “Melee.” 

Adept: This character’s fleet may reroll 
once on any “Event Table” during their 
campaign turn. 

 
Ship: Queen Anne’s Revenge (Man o’ War) 
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Edward Low “Ned Low” Pirate Captain 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
8” 10 7+ 7 Yes 1 

Special Ability Trait 

Fierce – This unit may roll two dice 
for each ‘Melee Weapon’ in use in 
“Melee” when they ‘Charge’ an 
opponent. 

Disciplinarian: Using the 
“Punishment” action does not increase 
the “Number of Punishments 
Administered” statistic for “Mutiny 
Checks.” 

 
Ship: Fortune (Sloop) 
 
 

Emanuel Wynn Pirate Captain 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
10” 7 6+ 4 Yes 3 

Special Ability Trait 

Skilful – This unit always has 
higher dexterity than their 
opponent in melee, unless they’ve 
‘charged.’  

Raider: This character’s fleet gains +1 
on all port “raid” results (to a maximum 
of 8.) 

 
Ship: Jolly Roger (Sloop) 
 
 

Emilio Roccanera “The Black Corsair” Pirate Captain 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
8” 9 7+ 5 Yes 3 

Special Ability Trait 

Gallant– This unit never “Falls 
Back” in “Melee”. Their opponent 
must always “Fall Back” regardless 
of damage taken. 

Adept: This character’s fleet may reroll 
once on any “Event Table” during their 
campaign turn. 

 
Ship: Thunder (Brig) 
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Francis Spriggs Pirate Captain 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
6” 8 5+ 6 Yes 2 

Special Ability Trait 

Terrifying – Opponents in “Melee” 
must “Fall Back” 3” from this unit 
any time they are required to “Fall 
Back.” In addition, they have -1 on 
their subsequent “Loyalty Check” (if 
applicable.) 

Disciplinarian: Using the 
“Punishment” action does not increase 
the “Number of Punishments 
Administered” statistic for “Mutiny 
Checks.” 

 
Ship: Delight (Man o’ War) 
 
 

Henry Morgan Privateer Captain 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
6” 10 7+ 7 Yes 2 

Special Ability Trait 

Terrifying – Opponents in “Melee” 
must “Fall Back” 3” from this unit 
any time they are required to “Fall 
Back.” In addition, they have -1 on 
their subsequent “Loyalty Check” (if 
applicable.) 

Invincible Reputation: If an opponent 
attempts to initiate battle against this 
character’s fleet, they must first pass a 
D8 (5+ success) check. 

 
Ship: Satisfaction (Frigate) 
 
 

James Hook Pirate Captain 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
8” 9 6+ 7 Yes 2 

Special Ability Trait 

Professional – This unit may reroll 
a single die in either a “Shooting” or 
“Melee” action each turn. 

Raider: This character’s fleet gains +1 
on all port “raid” results (to a maximum 
of 8.) 

 
Ship: Jolly Roger (Brig) 
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John Rackham “Calico Jack” Pirate Captain 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
6” 8 5+ 5 Yes 2 

Special Ability Trait 
Rash – This unit always moves to 
‘Charge’ the nearest opponent 
within 6”, whenever possible. In 
addition, they regain one point of 
“Ruthlessness” upon charging. 

Opportunistic: This character’s fleet 
must perform at least one “Battle” per 
campaign turn when adjacent to a 
potential enemy. 

 
Anne Bonny Pirate Mate 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
6” 7 5+ 4 Yes 1 

Special Ability Trait 
Fierce – This unit may roll two dice 
for each ‘Melee Weapon’ in use in 
“Melee” when they ‘Charge’ an 
opponent. 

Silver-Tongued: This character’s fleet 
pays 50% less doubloons for all listed 
costs (repairs, equipment, hiring, etc.) 

 
Mary “Mark” Read Pirate Mate 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
6” 7 5+ 4 Yes 1 

Special Ability Trait 

Skilful– This unit always has higher 
dexterity than their opponent in 
melee, unless they’ve ‘charged.’ 

Raider: This character’s fleet gains +1 
on all port “raid” results (to a maximum 
of 8.) 

 
Ship: Ranger (Brig) 
 
 

“Long John Silver” Pirate Captain 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
4” 8 5+ 5 Yes 3 

Special Ability Trait 

Professional – This unit may reroll 
a single die in either a “Shooting” or 
“Melee” action each turn. 

Opportunistic: This character’s fleet 
must perform at least one “Battle” per 
campaign turn when adjacent to a 
potential enemy. 

 
Ship: Hispaniola (Brig) 
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Miguel Enríquez “The Grand Archvillain” Privateer Captain 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
6” 9 7+ 2 Yes 3 

Special Ability Trait 

Gallant– This unit never “Falls 
Back” in “Melee”. Their opponent 
must always “Fall Back” regardless 
of damage taken. 

Wealthy: This character’s fleet gains 
twice as many doubloons indicated, 
whenever doubloons are earned. 

 
Ship: La Modista (Frigate) 
 
 

Olivier Levasseur “The Buzzard” Pirate Captain 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
10” 6 6+ 7 Yes 1 

Special Ability Trait 

Skilful– This unit always has higher 
dexterity than their opponent in 
melee, unless they’ve ‘charged.’ 

Wealthy: This character’s fleet gains 
twice as many doubloons indicated, 
whenever doubloons are earned. 

 
Ship: La Postillion (Sloop) 
 
 

Robert Maynard Royal Navy Captain 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
8” 8 7+ 3 Yes 3 

Special Ability Trait 

Professional – This unit may reroll 
a single die in either a “Shooting” or 
“Melee” action each turn. 

Pirate Hunter: This character’s fleet 
may move one additional square, per 
campaign turn, at no cost, in order to 
be directly adjacent to a square 
containing an opposing “Pirate” fleet. 

 
Ship: HMS Pearl (Man o’ War) 
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Samuel Bellamy “Black Sam” Pirate Captain 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
8” 9 7+ 2 Yes 3 

Special Ability Trait 

Merciful – This unit may choose to 
regain 2 “Vitality” if an opponent in 
“Melee” causes no damage to this 
unit, and this unit would normally 
cause damage to said opponent, in 
exchange for instead dealing no 
damage in that “Melee.” 

Wealthy: This character’s fleet gains 
twice as many doubloons indicated, 
whenever doubloons are earned. 

 
John Julian Pirate Quartermaster 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
6” 5 7+ 3 No 3 

Special Ability Trait 

Rash – This unit always moves to 
‘Charge’ the nearest opponent 
within 6”, whenever possible. In 
addition, they regain one point of 
“Ruthlessness” upon charging. 

Adept: This character’s fleet may reroll 
once on any “Event Table” during their 
campaign turn. 

 
Ship: Whydah Gally (Frigate) 
 
 

Stede Bonnet Pirate Captain 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
6” 5 7+ 2 No 0 

Special Ability Trait 

Rash – This unit always moves to 
‘Charge’ the nearest opponent 
within 6”, whenever possible. In 
addition, they regain one point of 
“Ruthlessness” upon charging. 

Silver-Tongued: This character’s fleet 
pays 50% less doubloons for all listed 
costs (repairs, equipment, hiring, etc.) 

 
Ship: Royal James, Quartermaster: Robert Tucker, Boatswain: Ignatius Pell. 
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William Kidd Privateer Captain 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
8” 7 6+ 2 Yes 1 

Special Ability Trait 

Merciful – This unit may choose to 
regain 2 “Vitality” if an opponent in 
“Melee” causes no damage to this 
unit, and this unit would normally 
cause damage to said opponent, in 
exchange for instead dealing no 
damage in that “Melee.” 

Pirate Hunter: This character’s fleet 
may move one additional square, per 
campaign turn, at no cost, in order to 
be directly adjacent to a square 
containing an opposing “Pirate” fleet. 

 
Ship: Adventure Galley (Brig) 
 

 
Bonus Characters! 

 
Davy Jones <150 Points> Ghost Captain 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
10” 25 8+ 8 Yes 3 

Special Abilities Traits 

Fierce – This unit may roll two dice 
for each ‘Melee Weapon’ in use in 
“Melee” when they ‘Charge’ an 
opponent. 
 
Skilful– This unit always has higher 
dexterity than their opponent in 
melee, unless they’ve ‘charged.’ 
 
Terrifying – Opponents in “Melee” 
must “Fall Back” 3” from this unit 
any time they are required to “Fall 
Back.” In addition, they have -1 on 
their subsequent “Loyalty Check” (if 
applicable.) 

Raider: This character’s fleet gains +1 
on all port “raid” results (to a maximum 
of 8.) 
 
Invincible Reputation: If an opponent 
attempts to initiate battle against this 
character’s fleet, they must first pass a 
D8 (5+ success) check. 
 
Disciplinarian: Using the 
“Punishment” action does not increase 
the “Number of Punishments 
Administered” statistic for “Mutiny 
Checks.” 

 
Skeleton Crew <25 Points> 

Movement Vitality Loyalty Ruthlessness Dread Seamanship 
8” 6 8+ 4 Yes 3 

 
Ship: Flying Dutchman (Brig with the “Integrity” of a ‘Man o’ War’ + 
Infinite Provisions and Ammo Storage, and Crew Morale) 
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Running a Campaign 
 
Disclaimer: This aspect of the game is still particularly in development.  
 
A campaign is a series of battles and movements that take place 
chronologically, with each player’s faction attempting to earn enough ‘Victory 
Points’ throughout the games to be declared the winner. 
 

Set up 
 
Each player in the campaign selects a faction to play as. The controllable 
factions are the British Navy, French Navy, and Spanish Navy (The Naval 
Factions), Merchantmen & Traders, and Pirates & Privateers. The game must 
have at least one Pirates & Privateers faction, and the Merchantmen & Traders 
faction. Only one player may play as each ‘Navy.’ 
 
The campaign takes place on an 8 X 8 grid ‘Campaign Map.’ This forms 64 
individual ‘Map Tiles’ with their own unique geography, territory, trade routes 
and locations. Just over half of the tiles contain landmass or islands, with the 
rest being water. Each map tile can be assigned a coordinate using the D8 die 
system. The X-axis and Y-axis can each be labelled 1 – 8. 
 
On the campaign map, British territory is represented by the colour red, French 
territory by the colour dark blue, and Spanish by the colour yellow. The other 
factions do not own any territory. 
 
Each player should now place a ‘Fleet’ in the locations described below. Fleets 
represent the players ‘crews.’ Each fleet should contain an even number of points 
worth of vessels and crew at the start of the campaign. It is up to the players to 
decide said points value. Every ship in each player’s fleet begins with a maximum 
load of provisions and ammo, along with a full compliment of guns. Merchantmen & 
Traders players additionally begin with a full load of cargo (the maximum indicated) 
in each of their ships. 
 
The “Crew Morale” of each ship is set to 8 by default, and each captain begins with 
5 Doubloons. 
 
At the beginning of the campaign, The British player begins with one fleet in 
Jamaica (X-5, Y-6), and one fleet in Grand Bahama (X-6, Y-1.) The French 
player begins with one fleet at Port-au-Prince (X-8, Y-5) and one fleet in Tortuga 
(X-8, Y-4.) The Spanish player begins with one fleet in Santiago de Cuba (X-5, 
Y-4), and one fleet in Havana (X-3, Y-2.) A Merchantmen & Traders player may 
begin at the start of any trade route, these are located at the following points: 
(X-2, Y-8: X-1, Y-3: X-8, Y-8: X-8, Y-6: X-8, Y-4) The Merchantmen & Traders 
player must try to follow this trade route to the point where it exits the map. A 
Pirate & Privateers player begins as a “Pirate” and starts with one fleet in any 
single one of these locations: Cozumel (X-1, Y-4,) Old Providence (X-3, Y-8,) 
Little Inagua (X-7, Y-3,) Nassau (X-6, Y-2,) or Trinidad (X-3, Y-3.) 
 

The game is now ready to begin. 
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Campaign Rules, Turn Structure & Actions 
 
General Rules: 
 

• The maximum number of ‘Fleets’ a player may have on the campaign map at 
any time is limited to six (6.) Each Fleet is limited to a maximum of 500 
Points. 

 
• Only one Fleet may be present in any map tile at the same time. 

 
• A Fleet cannot move through or past another Fleet from any opposing faction. 

They may, however, spend multiple move actions to pass through their own 
faction’s Fleet provided that they end their faction’s turn within an unoccupied 
map tile. 

 
• Damage, deaths, cargo, provisions, etc. are cumulative. Changes to these 

states are maintained from turn to turn. Keep track of your Fleet status! 
 

• The British, French and Spanish can never directly attack Merchantmen & 
Traders, and so must rely on Privateers given ‘Letters of Marque’ to do this 
for them. 

 
• Merchantmen & Traders may not attack any naval faction (British, French, 

Spanish.) 
 

• Factions may never attack, raid, etc., another member of the same Faction, 
with “Pirates & Privateers” being the sole exception. 

 
Campaign Turn Structure 

 
At the start of each player’s campaign turn (in this order of priority): 
 

o Calculate ‘Victory Points’ for this player and determine if they have the necessary 
number to win the game (excludes the first campaign turn for each player of the 
game.) 
 

o Players calculate their “Crew Morale” by checking associated factors, making a 
‘Mutiny Check’ for each vessel they control on the map if their respective ‘Crew 
Morale’ is at zero (0.) 
 

o Players roll an “Event Die” for each fleet. The event affects every ship within the fleet. 
 

o Opposing Players may communicate with the current player for the purposes of 
truces, issuing “Letters of Marque” (Naval Factions only), etc. 

 
The player may now perform their desired actions: 
 
During each campaign turn a player may perform up to 3 actions. Actions are performed by 
the player’s Fleets in the map tile they occupy (see following pages for details.) Each 
Campaign Action costs each ship within a fleet one (1) ‘Provision’ to perform. 
 

It is then the next player’s turn. 
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Random Event Tables (Event Die) 
 

Result Event Die Results 

1 Immediately roll an additional D8 on the “Poor Fortune” table. 

2 - 7 No events occur of note. Proceed with your campaign turn as 
normal. 

8 Immediately roll an additional D8 on the “Good Fortune” table. 

 

Result “Poor Fortune” Table Effects 

1 - 2 Becalmed: Ship(s) cannot perform “Move Fleet” this campaign turn 
as there is no wind in their sails! 

3 
Beached: Your ship(s) have run aground on an island, coral or sand 
bar. Apply 2 Integrity Damage to each ship section. 
 (- 1 Crew Morale) 

4 Plague: The ship(s) ‘Binnacle List’ grows larger as a sickness takes 
hold of the crew. Curses! (- 1 Crew Morale) 

5 Tempest: A sudden Black Squall assails the ship(s!) Apply 3 
Integrity Damage to the “Masts and Rigging.” (- 1 Crew Morale) 

6 Fear: Your crew has sited a bad omen at sea. (- 2 Crew Morale) 

7 Famine: Some of the rations have spoiled. Decrease ship 
‘Provisions’ by 2. (- 1 Crew Morale) 

8 
War: The crewmembers of the ship(s) have engaged in a bitter 
dispute and are given an unnecessarily harsh punishment.  
(- 3 Crew Morale, +1 Number of Punishments Administered) 

 
 

Result “Good Fortune” Table Effects 

1 - 2 
Following Sea: Strong winds shiver your timbers, but luckily you pull into 
safe harbour further along your sailing route! Immediately move your Fleet one 
additional square (if desired) at no cost. 
(+ 1 Crew Morale) 

3 - 4 Liberty: Your crew have been given leave to go ashore or fish. (+ 1 
Crew Morale) 

5 Cargo Adrift: You have found a cache of supplies! Increase your 
ship’s ‘Provisions’ by two (2). (+ 1 Crew Morale) 

6 Generosity: A member of the crew decides to share some of their 
saved luxuries. (+ 2 Crew Morale) 

7 Joy: The crew sings a jolly shanty! (+ 2 Crew Morale) 

8 Bliss: You’ve come across a proverbial Fiddler’s Green! The crew 
enjoys themselves immensely! (+ 3 Crew Morale) 
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Campaign Actions: 
 

All Factions of the game can perform the actions below: 
 

§ Move Fleet: This allows you to move a Fleet around the map. You may into Map tiles ‘Directly Adjacent’ (up, down, 
left or right of the initiating fleet, and excluding diagonals.) You cannot move a Fleet through a landmass, and 
logically must follow the area of water around it (no sailing through the centre of Cuba, for example.) Fleets also 
only “Move” as fast as the slowest ship in the fleet, as described in the table below: 
 

Dismasted Ship / Below Minimum Crew Man O’ War Frigate Brig and Sloop 

1 Tile 1 Tile 2 Tiles 3 Tiles 

 
If you are a Merchantmen & Trader player and your “Move Fleet” action causes you to end in the final square of 
your specified trade route, you gain +3 victory points and 4 Doubloons per ‘Cargo’ unit remaining on board (your 
remaining cargo is removed immediately. Place this fleet at the starting point of a desired trade route next 
campaign turn, with full cargo.) 
 

§ Enter Port: This action will be performed towards a chosen port (as marked on the map) within the square 
presently occupied by a Fleet. A Fleet has several possible choices (done in any order, in any amount) upon 
entering a port: 
 

o Visit a Shipwright: All Factions can repair the ships in their fleet at a cost of 1 Doubloon for 4 Integrity (applied evenly to 
every section of a ship) per ship. For example, fully repairing a ‘Sloop’ would cost 2 Doubloons, and a ‘Man o’ War’ 4 
Doubloons. New ships can be purchased at the cost of 8 Doubloons per Sloop, 12 per Brig, 15 per Frigate, and 25 per Man 
o’ War (guns not included with any ship purchase.) 
 

o Visit a Market: All factions may purchase replacement ‘Provisions’ for their storage at a cost of 1 Doubloon for 5 
‘Provisions.’ Remember! You need Provisions to perform Campaign Actions! You can also buy Weapons and Ammo for your 
ship here at a cost of 1 Doubloon for a Heavy cannon, 2 Light Cannons, or 4 Swivels, and 1 Doubloon for 5 Broadsides 
worth of Ammo. 
 
If you are a Merchantmen & Trader, you may sell some or all of your ‘Cargo’ at this port, gaining 1 Victory Point and 2 
Doubloons per unit of Cargo sold. Pirates & Privateers may instead sell captured Cargo for 1 Doubloon per unit. 
 

o Visit a Tavern: All Factions may use taverns to recruit new members to join your crew. New crewmembers cost 1 Doubloon 
for 50 points worth of crewmembers from your Faction list. See the list for details. 
 

o Raid Port: Navies can only raid ports that are within the territory of an enemy Naval Faction (see “Maps” for details.) 
Similarly, Privateers can only raid ports that are within the territory of an enemy of the Naval Faction they have gained a 
“Letter of Marque” from. Pirates may simply raid any port on the map! Merchantmen & Traders may not raid ports. 
 
When raiding a port, a Fleet makes a D8 roll on the table below to determine the booty acquired. The resulting booty may 
be split amongst the ships and crew of the fleet in any ratio decided by the player conducting the raid. This particular 
port may now not be raided again for 5 Campaign Turns by any player. The Faction that raided the port may not 
perform an “Enter Port” action at this port at all for these 5 Campaign Turns. Other Factions may “Enter Port” however. 
 

Result Raid Results 

1 
Raid failed! You have been damaged by the port’s defences and do not score any booty! 
 

(All Ships take 4 Integrity Damage to all sections.) 

2 - 3 

You were sighted too early! You have taken damage from the port’s defences, but have 
managed to score a tiny amount of booty and provisions that weren’t hidden. 

 
(All Ships take 2 Integrity Damage to all sections.) 

(You find 2 Provisions and 8 Doubloons) 

4 - 5 
The townspeople spotted your men in town and hid some of their booty and provisions. A 
decent haul. 

(You find 4 Provisions and 14 Doubloons) 

6 - 7 
They didn’t see it coming! You’ve made out with a large amount of booty and provisions! 
 

(You find 6 Provisions and 20 Doubloons) 

8 

Daft lubbers couldn’t hide a rock in a quarry! You’ve stolen a fantastic amount of booty and 
provisions, and even restocked your ammo! 
 

(You find 8 Provisions, 5 Broadsides worth of Ammo, and 25 Doubloons) 
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§ Battle: This action will be performed against all ‘Directly Adjacent’ Fleets (up, down, left or right of the initiating 

Fleet, and excluding diagonals) to a maximum of one Fleet per faction participating in the battle.  
 
In the case where multiple Fleets are present the owner of the fleet may choose the one that fights. 
 
The battle will take place within the map tile of the Fleet that initiated the ‘Battle’ action. If a Fleet loses all ships or 
crew during the battle, they are removed from the campaign map. 
 
Deaths in battle are permanent, and crew must be replaced. If your ship has below the minimum number of crew 
required to staff it, your “Move Fleet” speed is reduced to 1. If your captain is killed in battle, your quartermaster 
(or equivalent, such as “First Mate”) is promoted to the rank of “Captain” by keeps the same unit statistics as their 
previous rank (making them typically weaker) and the new “captain” inherits all the wealth of the old one. A new 
quartermaster may then be hired at a tavern. If both captain and quartermaster are killed in a single battle, the 
crew of that ship disbands, taking everything with them. 
 
All crewmember’s “Vitality” is restored to its base amount at the end of each battle. 
All “Integrity” damage done to ships remains after the battle. 
 

§ Deal Punishment: This action gives you a chance to increase “Crew Morale” by stamping out insubordination. 
There is a risk that “Crew Morale” will lower, however, and each time this action is performed it becomes more 
likely that you will fail your “Mutiny Check” in the event “Crew Morale” ever reaches 0. 

 
Roll a D8. The Base “Ruthlessness” of each ship’s captain indicates the number needed to be rolled or less for the 
punishment to succeed on that ship. If the punishment succeeds, increase “Crew Morale” by four (4) on that ship. 
If the punishment fails, decrease “Crew Morale” by two (2) on that ship. In either outcome, make a note that each 
ship increases the “Number of Punishments Administered” by one (1.) 

 
§ Redistribute Shares: This action enables each individual ship in the fleet to split their Doubloons in any desired 

proportions, amongst captain(s) and crew, and between ships as desired. By default, all the ship’s Doubloons go to 
the captain, so this action enables the other crew to receive pay and so gain more “Crew Morale” to avoid a mutiny. 
A captain hording too many Doubloons is not looked on favourably (see “Crew Morale Tables” for more 
information.) 

 
 

About “Mutiny Checks” 
 
Contrary to popular belief, mutiny was not particularly considered an unspeakable crime at sea (unless you were in 
the navy!) but rather democracy in action. If crewmembers were displeased with their living conditions, they had 
every right to abandon their captain. 
 
If, at the beginning of a campaign turn, an individual ship in your fleet(s) reaches a “Crew Morale” of zero (0) they 
must make the following “Mutiny Check” to determine if they rebel: 
 
Mutiny Check =  
 
(Captain Ruthlessness) + (Number of Punishments Administered) – (3 if a Naval Faction) 
 
This check has a maximum number of 8, and a minimum of 1. 
 
If you roll the number indicated or higher on a D8, the check is passed. “Crew Morale” is reset to the default of 8. 
 
If you roll less than the number indicated on a D8, the check is failed. The captain of the ship in question is likely 
marooned or executed, and the crew confiscates their wealth. Remove the ship in question, and everything aboard 
from the game. 

 
About “Letters of Marque” 
 
A ‘Letter of Marque’ is a formal agreement between a Privateer player and one of the players of the Naval Factions 
of the game signifying that the Privateer agrees to not attack that respective Naval Faction’s Fleets or Ports. In 
exchange, the Privateer will not be attacked by this Naval Faction, but must give a predetermined amount of all 
Doubloons gained from attacking Pirates, and other Naval Factions and Merchantmen & Traders within these 
faction’s respective territories to the Naval Faction that have a ‘Letter of Marque’ with. These terms are open to 
negotiation between the two players, and may be rescinded at any time. A Privateer may not possess multiple 
‘Letter of Marque’ from different factions. 
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“Crew Morale” Tables: 
 
The following variables will influence “Crew Morale” during battle: 
 

Variable Result 

This crew’s captain was killed in battle. - 5 Crew Morale 

This crew’s captain has displayed cowardice in 
battle (the captain fails at least one “Loyalty 

Check” in this battle.) 
- 3 Crew Morale 

Crew has taken too many casualties (50% or 
more) in this battle. - 2 Crew Morale 

Crew successfully repelled at least one enemy 
boarding action in this battle. 

+ 1 Crew 
Morale per 
enemy boarding 
action. 

Successfully destroyed or captured an enemy 
vessel. 

+ 2 Crew 
Morale 

Inflicted over 50% casualties to an enemy force 
in battle. 

+ 3 Crew 
Morale 

 
The following variables will influence “Crew Morale” during a campaign turn 
(aside from random events and similar factors:) 
 

Result Result 

Captain has a high personal wealth (the captain 
currently has 100 Doubloons or more.)  - 3 Crew Morale 

It has been too many days without a success. This 
occurs if you have not gained Doubloons for 3 

“Campaign Turns.” 

- 1 Crew Morale 
each time this 
occurs. 

You have handed out too many punishments 
(“Number of Punishments Administered” exceeds 5.) 

Permanent - 2 
Crew Morale 

There are no more provisions aboard the ship. - 5 Crew Morale 

Ship is currently in the same square as a port that has 
not been raided, or is the territory of an opposing 

Naval Faction (if a Naval Faction player.) 

+ 3 Crew Morale 
while in this 
location. 

Crew is given a share of the booty through the 
“Redistribute Shares” action. 

+ 1 Crew Morale 
per 2 Doubloons. 
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Earning Victory Points 
 

In a campaign game, the faction who first successfully scores 40 Victory 
Points while it is their turn is the winner. Victory Points are cumulative, 
although the balance of some (such as the ‘Control’ conditions) may change 
over time. 
 
Here is how a player may earn Victory Points: 
 
Faction(s) Condition(s) Victory Points Earned 

All Win a ‘Battle’ 
action. +3 

All Possess a high 
‘Wealth.’ 

+1 for every 5 Doubloons possessed 
by your ship(s) captain(s) at the 

start of your faction’s turn. 
Pirates & 

Privateers, 
Navies 

‘Raid’ a Port. +2 

Pirates & 
Privateers, 

Navies 
Capture a ‘Ship.’ +3 

Navies Eliminate an 
opposing Faction. +10 

Merchantmen 
& Traders 

Offload cargo at 
a ‘Trade Port.’ 

+1 victory point and 2 Doubloons 
per ‘Cargo’ unit sold. 

Merchantmen 
& Traders 

A fleet reaches 
the final square 
of a ‘Trade 
Route.’ 

+3 victory points and 4 Doubloons 
per ‘Cargo’ unit remaining on board 
(your remaining cargo is removed 
immediately. Place this fleet at the 

starting point of a desired trade 
route next campaign turn, with full 

cargo.) 
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Complete Map 
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Geographic Map 
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Trade Routes Map 
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Territory Map 
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Flags and Misc. 
  

Kingdom of Great Britain Civil Ensign (Civilians and Merchants) Kingdom of Great Britain White Ensign (Royal Navy) 

Kingdom of France Civil Ensign (Civilians and Merchants) Kingdom of France White Ensign (Marine Royale) 

Kingdom of Spain Civil Ensign (Civilians and Merchants) Kingdom of Spain White Ensign (Real Armada Española) 

Edward Low’s “Jolly Roger” Blackbeard’s “Jolly Roger” 

Bartholomew Robert’s “Jolly Roger” Jack Rackham’s “Jolly Roger” 

Samuel Bellamy’s “Jolly Roger” Emanuel Wynne’s “Jolly Roger” 


