











































































































MELEE TABLES

MELEE RESOLUTION TABLE
TOTAL MELEE STRENGTH

CREW MELEE STRENGTH TABLE

GRAPPLING TABLES

If one ship was motionless during the movement
phase subtract one from the die roll. If both ships
were motionless during the movement phase

THE CRITICAL HIT TABLE

1 \t range of 3 hexes or les 11 for effect).

No Effect

Anchor cable severed Anchored shrps must note cut anchor in Iog.” Ships may not anchor again.

H:  No Effect
; | R:. NoEffect _ _ . ‘ '
H:  Crewis demorallzed Roll one d|e add crew quallty strength pomts Subtract the number of Iost crew sectlons
If the result is six or less, crew drops one rate m quallty
g | Rt Mast falls. Mark out on : 2 ~
H: Possible damage to steerlng Roll one dle If a 1 3 or 5 appears turnlng abllnty number is permanently
reduced by one.
9 No Effect =
No Effect
10 ‘
: Same as 5H
11 R o Effect = - =
: Magazine may explode Roll one die. Add the range in number of hexes. If the result is four or less, ship explodes
(See optional rule X for effect of epr05|on)

12

13

14 = = e
Fire breaks out. Roll one d|e If a 6 is roIled fire is out of control and ship will explode (See optronal rule X for
effect). Any other number rolled is the number of turns needed to put out fire. Hit Table reduced by same amount
for duration of fire.

15

: _No Effect
H: Sameas7H

Results of Critical Hit Table determined at the end of the Combat phase after all regular damage has been recorded.

All results are cumulative



ADVANCED GAME TABLES

HIT TABLE MODIFIERS ADVANCED MODIFIERS
Crew| Initial
Guns RANGE IN HEXES Stern CREW QUALITY Sect | Bdsde| Cap. AMMUNITION All
Firing 1 2 3 | 4 5-6 7-10 Rake | EL } CR AV | GR PR Loss Ship || GP CH DS‘| RS| Anchor
1.3 J1(@fof } 1 F -2 368 a3l #1 | +1F+1 ] 1 J-1 ]+ =1 - + 1 +1
4-6 1(2) 11 (2) 0 (1) —1 (_9) -7 {1} § -3 (42_)_ +1 +1 | +1 0 0 —1 —1 +1 —1 —1 +1 +1 0 +1
79 j23)]1(2) gt} 1 —110) 1 -2¢1) ] ~3(2)}} +1 | +2 § +1 0 o] -1 ]-1 41 =2 Jj-2 1] +1 ] +1 0] +1
10-12 [2(4) [2(3) 1.(2) oM -1 | 2cnll #1 |+ ]+ 0 ol -1 [-1 +1 —2 [2]+1 [ +1 | o +
13-15 13 (5) |2 (4) 1(3) o2 l-1uy | 20011 1 121+ 1] 0 0] -1 1] +2 2 -3 +21]+2 I o] +1
16-18 |3 (6) {3 (5) 2(4) | 13 O ERNIEEE R EE EEE +2 23T+« +2] o] +
19-21 {4 (7) 2 (5) 1.(4) o 12l s1 f+2¥o 10 T 11 2 -2 2 2Hlal 2] 21061 2
22-24 |4 (8) 3 (6) 2 (5) 1(4) 0 (3) 1 [+w2]+2To 1] -21-2 +2 2 f[-al 2]+ ] o] +
25 |sw]a@ | 3(n] 2 15) ] o] n f3f+2]0 | 1]-2]-2 ]+ 2 J[-afT2]+w]o] +2
NUMBER 0 NUMBER 1 NUMBER 2 NUMBER 3 NUMBER 4
HULL RIGGING HULL RIGGING HULL RIGGING HULL ’ RIGGING HULL RIGGING
1 0 0 0 0 1 G-C 0 1 G-C R-G
2 0 1 0 0 0 2 H | RC 2 HR R-H
3 0 0 G R 3 H-G-C R-G 3[ 2HGR 2R-C-G
4 C 0 H-G C a4 2H-R 2R 4 7A3G6C | 7RG
5 H R H-C R-H |5 2H-C 2R-G__|5| 3H-C 3R-C
6 G* c* H-R-C* R-C-G* |6 2H2G* | 2R-HC’ |6 3H-G* AR-HC*
';' NUMBER 5 NUMBER 6 NUMBER 8 NUMBER 9
2 HULL | RIGGING HULL | RIGGING HULL | RIGGING HULL j_r_useme
E 1 H-G-C R-C H-2G-2C 2RC_|1 2H-G-2C 3R-2G-C |1| 2H-3G-C 4R-H-G
T 2 2H2CR 2R-G 2H-2C-R 7ZR-G-C_|2 ] 3H-G-C-R 3R-H_ | 2[ 3H2G2C | 4R-HC
O 3 2R-GC 3R-H 2H-G-R 3R-H-G_|3[ 3H-2G-2C 3R-H-G 3H-2G2C | 4R-2H-G |3[ 3H-2G-2C-R| 5R-2H
5 4 2H-2G 3R-G-C 2H-2G 4R-G_ |4 3H2G 2AR-H-2C AH2G-C 4R-GC |a[ aR2G2C | BR2G-C
& 5] 3HGR 4R-H 3H-G-C 4R-H_|5] 4H-2GC 5R-2G-C 4H-G-2R 5R-G_|5] 4H-G-3R 6R-G-2C
- e[_30GC* |4RHGCH 402G6.C* | BR-H.C* |6|_4n-2G.C-R*| BR2HG" 2H2G.2C* | 6RH2C*|6|_BHG2C* | 7R2G* |
o
15
b AMMUNITION RANGE TABLE
NUMBER 10 DESTROYED HULL TABLE
MAXIMUM RESULTS
HULL RIGGING WEAPON OR RANGE SHIP SURRENDERS
2] 3H-3G-C-R BR-2G WE 2 SHIP MAY SINK* *The ship will explode or sink when a
3| 4H-2G-C-R | 6R-H-2G | BALL SHOT 10 SHIP MAY EXPLODE* 6" is result of the subsequent roll
4 BH2R-G_ | BR-H-G-C CHAIN SHOT 3
5] 5H-2C-G-R | 5R-2H-2C GRAPE SHOT 1 WIND DIRECTION CHANGE TABLE
6| 6H-2G-2C* [/R-H-2C-G"| “SOUBLE SF
2G-2C* J7R-H-2C-GT| DOUBLE SHOT T e RESULTS
. 1 WIND SHIFTS BACK TO INITIAL DIR.
WIND VELOCITY CHANGE TABL 2 NG CHANGE
DIE RESULTS _ 3 | WIND SHIFTS 60° CLOCKWISE
1:2 WIND VELOCITY DROPS 1 NUMBER 4 WIND SHIFTS 60° COUNTERCLOCKWISE
3-4 WIND VELOCITY DOES NOT CHANGE 5 WIND SHIFTS 120° CLOCKWISE
5-6 WIND VELOCITY INCREASES 1 NUMBER 6 WIND SHIFTS 120° COUNTERCLOCKWISE
\\I/v(iarl]:city Ship Class NUMBER 1 NUMBER 2 NUMBER 3 & 4 NUMBER 5 & 6 ROWED VESSELS
Number | Wind Attitude AlB|]lc|[p]lale]c |op]Ja[B|lc]o|lafe |[c][p]a B ¢ b»o
0 T Eecaimed SHIPS MAY NOT MOVE 0. 0o o0 0
1 Light Breeze -3 2| 2] o 3] 2] -11]o 3| 2] -1]o0 _L —2 | =1 ofo 0 0 0 0
2 Moderate Breeze -1 -1 —1 0 -1 -1 0 0 -1 0 0 0 —1 0 0 0 -1 -1 -1 —1
3 Normal Breeze 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 -2 -2 -2 -2
4 Heavy Breeze 0 0 0] O =11 9 0|0 -1 -1 0] 0 -2 -2 | -1 0 -3 -3 -3 -3
5 Gale —1 0 0 0 —1 —1 0 0 —1 —1 —1 0 —3 —2 -2 0 Can only drift in
6 Storm 2] 1 —1 0 -3 —2 ] -1 0 3] 2] 1 0 3] 3 —2 0 Gale or Storm
7 Hurricane SCENARIO IS ENDED

1905

STORM: Full sails not allowed. Ship classes Number 1 and Number 4 subtract 2 from Hit Table.
Ship classes Number 2 and Number 3 subtract 1 from Hit Table

GALE:

Ship classes Number 5 and Number 6 cannot use full sails.

Ship classes Number 1, Number 5, and Number 6 subtract 1 from Hit Table

Melee and Grappling Tables are the same as in Basic Game.

Copyright 1975, The Avalon Hill Game Company




SHIP'S LOG PAD

SHIP ID# SHIP ID# SHIP ID# SHIP ID# SHIP ID# SHIP ID#
CREW. CLASS CREW. CLASS CREW. CLASS CREW. CLASS CREW. CLASS CREW. CLASS

2/2] @3?&?2%@@&&4%&5&
IIIIIIIIIIIIII-I

Z2xCcH

O ©W 0 N O O A~ W N =

s

p—y
-

e
© 0 N OO s~ W N

20

MOVES LOADING & FIRING NOTES A = Ordinary Anchor NBP = No Boarding Party TBP = Transfer Boarding

L =Left D =Dnft R = Roundshot A = Fired G = Grappled AB = Anchor by Bow OBP = Offensive Boarding Party

R =Right BW = Row Backwards DS = Doubleshot = Ungrappled AS = Anchor by Stern Party RH = Hull Repairs 7090003
B = Backing Sails RW = Rowing to maintain C =Chainshot = Fouled a = Anchor Cut DBP = Defensive Boarding RG = Gun Repairs

O = No Movement position G = Grapeshot ® = Unfouled @ = Upanchor Party RR = Rigging Repairs
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