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SHIP TYPE DETAILS
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NOTE: | 3 174" (Long)
The numeric distances shown here are for reference only.
Due to differences in the printing process and the
alignment of the cards, the precise lengths of each
segment may vary slightly from card to card (£1/16").

Typical Deckplate Card (Back)

‘ 2 1/4" ‘ 2 |4 Note that the S & L bar lengths oo
5 — (Shore) are slightly /ess than the actual
14 s dimensions of the card.
L =
—- 4 |/2" - 1
y
S+5 — — ‘
, 3 1/2
4 5 l/2n =i
L+5S — —
S+L — —
i; 6 12 ﬁ
L+L = =
- 6 3/4" -
5+5+5 — = —
T 7 3/4" -
L+5+5S - — —
S+L+S — = —
i_ & 3/4" 71
L+L+S = — —
i‘ 9” Vi
5+5+5+5 — — — -

RANGE BAR DISTANCE COMPARISONS

Not all possible combinations are shown

Full (100%) Scale
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75% Scale

"Within L" Area
"Within S" Area

Ability ¢ effect ranges are
measured from the outside
edge and away from the ship,
so "within S/L" does not apply
to the ship, its crew, or

any other cargo onboard.

Event
Token

"Within S" Area "Within L" Area

ABILITY & EFFECT RANGES
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A ship may move any
distance up to the full
length of the movement bar

You are not required to use
all avallable segments

The ship's heading changes with each
Position after segment to point in the direction it moved.
first segment

Original position

refremonna - BAS|IC MOVEMENT

(Printed base move of S+L)

Heading may be changed
with each segment

Built-in (printed)

segments may be

used in any order Additional segments from
(8, L-or-L,9) a Helmsman or other
abilities always apply after
the ship's printed base move

Position after
first segment (9)
Original position
before moving
Position after
second segment (L)
Position after
final segment (9)

BASIC COMBINATION MOVE

Printed base move of S+L, plus Helmsman bonus

Port (left) side
reference point
imits this angle

Full turning arc
using port (left) side

Curvature of hull reference point

imits this angle

Curvature of hull
imits this angle

Full turning arc
using starboard (right) side
reference point

Starboard (right) side
reference point
limits this angle

HEADING CHANGE (TURNING) LIMITS
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The starting reference point must be used
for all segments within a single move action

Final position after
third segment (S)

Position after
first segment (L)

Starting (port)
reference point

Position after
second segment (S)

Original position
before moving

Original position
before moving

Position after
first segment (L)

Island .or.Terrain

The turning angle of this segment
15 Imited to approximately 90°
because the first segment was
measured using the starboard

reference point instead of port.

Position after

second segment (S)

Final position after
third segment (9)

COMPLEX MOVEMENT
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Final position after
third segment (S)

"Oidestep”

Position after
second segment (9)

Orlgmeﬂ position

before moving

Position after
first segment (9)

Original position
before moving

"Reversal

Position after
Final position af first segment (9)

second segment (5)

75% Scale

No additional movement
can occur as part of this
move action, regardless of
how many segments may
have been available.

» "Come About"

Fick yp the ship, NOTE: The "Come about" maneuver
rotate it 1 80° (exactly), 15 shown for reference purposes
then replace it in only. [t was officially removed
its original position. from the gzme in the Firates of
the Barbary Coast set and I1s not
considered legal for vse in
tournaments or any 'official” events.

COMPLEX MOVEMENT (Continued)
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Not Docked
(Bow not touching island)

Docked Hull contact
at this point

Bow contact at this point

Island

Not Docked
(Bow not touching Island) Hull contact

at this point

Bow contact at this point

DOCKING

Original position
before moving
(Docked)

Non-Legal Move
(Ship overlaps the island

at the end of a segment)

Legal Move 1515nd

Original position
before moving
(Docked)

ma| Position after

two segments
(Docked)

The ship 15 considered to have
left the i1sland at this point,
even though it re-docks with

another segment. LEA\/I NG AN ISLAN D
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Does Not Ram
Not Pinned

Original position
before moving

Does Not Ram
Not Pinned

"Touching" at this point
(Hull-to-bow contact)

Does Not Ram
Not Pinned

Original position
before moving

Does Not Ram
Not Pinned

"Touching" at this point
(Hull-to-hull contact)

"Touching" at this point w Does Not Ram
(Bow-to-hull contact) Not Pinned

_
= -

Rams other ship
Finned after Ram

Original position
before moving

75% Scale

"Touching" at this point Does Not Ram

(Bow-to-bow contact) _\ Not Pinned

Original position
before moving

Rams other ship
Finned after Ram

RAMMING & PINNING
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Towing Option # |

The ship 1s touching the bow of a Additional segments from

derelict when given a move action. a Helmsman or other abilities
may still be applied.

The towing ship's
printed base move
15 reduced to 5.

Derelict

The derelict 1s placed with its bow
ship

touching the towing ship's stern.

If the derelict ship was opposing to you, it
Bow contact and any cargo onboard immediately becomes
at this point part of your fleet and may be given actions
normally (if able).

Making contact with the derelict
TOW'“@ O'Qtlon #2 ends all movement. No additional

The ship moves into contact with the bow segments can be applied regardless
of a derelict at the end of a move action. of how many may be available.

Towing must be initiated before
using any "damaging" actions
or effects like shooting with
a Captain crew or ramming.

Bow contact
at this point.

The derelict 15 placed with its bow

touching the towing ship's stern.
Original position

before moving If the derelict ship was opposing to you, it

and any cargo onboard immediately becomes
part of your fleet and may be given actions
normally (if able).

TOWING
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Reef DDED

The effects are applied immediately
if the ship touches a Reef as part
of any movement segment.

The ship may continue moving
with any additional segments
only if it has not become
derelict or wrecked .

/
SARGASSO \ Sarqa‘sso Sea \
SEA  EEEEOC

\ , The effects are applied immediately
: / if the ship touches a Sargasso Sea as part
of any movement segment.

The ship may continue moving
with any additional segments
only if it has not become

entangled .
\\ o

_
FOG BANK -~ -
/ 7
/ / Fog
The ship immediately [ [ Bank
becomes "lost" if it \ \
touches a Fog Bank | \
as part of any ] » \
movement segment. Fog | \
\ Bank When a ship becomes \
| / "lost", pick it up and | While "lost" the
| o | place it in the center | O ship's exact position
| | of the fog bank. | 15 unknown, so it
| If there 1s insufficient cannot be rammed
/ | space, place a / and it cannot have
] / marker or token to | any ranges or lines
\: ' o represent it nstead. \ of fire drawn to it.
N L.~ N
~ — ~

TERRAIN INTERACTIONS
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The ship gains +5 1if it begins

y -~ Current / a move action on a Trade Current
/ or touches one with any
/ movement segment
/
o
/

Placed "within " of
the ship using a

Navigator crew or
a similar ability. — —

Ve N

TRADE CURRENT

\

The ship must be able touch / , /
a Trade Current before it can Trade /
apply the movement bonus, / Current
even if the bonus would provide : /
enough distance to reach one. /

(o lceberg .o i g
Cpwre) -

i) s

ICEBERG

'"Touching" at this point

An lceberg moves exactly S
in the direction rolled unless
it touches another object first.

TERRAIN INTERACTIONS (Continued)
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>

Mast #1
Firing arc

Firing arc
(Port)
< K s
e
Mast #2
Firing arc

(Starboard)

Mast # |
Firing arc

Mast #2
Firing arc

Mast #2
Firing arc
(Starboard)

Mast #3
Firing arc
(Port)

Firing arc

Mast #3
Firing arc
(Starboard)

NOTES:

-All firing arcs are determined from a top-down (non-3D)
perspective using the widest parts of each mast piece.
-Any gaps or "holes" above, below, or within mast
pieces are ignored.

-All measurements are made parallel to the playing
surface, mast heights/elevations have no effect.

Mast #4
Firing arc

FIRING ARCS

4-Mast and 3-Mast-B configurations are shown
5-Mast, 3-Mast-A, and 2-Mast configurations are similar
75% Scale Page 13




Mast # |
Firing arc

Single Mast
Firing arc
(360°)

Mast #2
Firing arc

2-Mast "Blockade Runner" and
I -Mast configurations are shown

Increased
Firing arc

Elimnated
Mast

Original
Firing arc

Original
Firing arc

Increased

-Firing arcs are always determined by the Firing arc

ship's current condition, so if a mast 1s
elimnated the firing arcs of adjacent
masts will typically increase.

-If a mast 1s repaired, the adjacent firing
arcs return to their original states.

FIRING ARCS (Continued)
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Cannon shots only need to reach
some part of the target. Targeting
specific masts i1s not required.

The flag on a ship's
stern 15 a valid target.

Each cannon may be
aimed at a completely
different location on
the target.

The target may be anywhere
within the range of the cannon.
It does not need to be at

exactly the range of the cannon.

The hull and any raised decks of a
ship never block the lines of fire for
its own cannons, regardless of
their shapes or "elevations".

RANGE & LINE OF FIRE EXAMPLES
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Each cannon may be fired
at a separate target.

Pinning (or being pinned)
does not prevent shooting.

Although the second cannon is
blocked from firing directly forward,
it can still reach the target by aming
slightly to one side or the other.

RANGE & LINE OF FIRE EXAMPLES (Continued)
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