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INTRODUCTION TO THE GAME 

I. GENERAL INTRODUCTION 

SWASHBUCKLER is a game of skill and strategy that is based 
on personal combat. The rules provide a tongue-in-cheek repre
sentation of combat between opponents armed with swords and 
daggers in the Seventeenth century . 

The game provides settings for both ship-board actions and tav
ern brawls. The Basic Game section has rules for the game in its 
simplest form . The Optional Rules are for experienced players 
seeking a more complex and detailed game. The rules need not 
be memorized, but should be carefully and thoroughly read. 
The most commonly needed and used game information is given 
on the Game Cards, Order Sheet, and Set Up Card for easy 
reference during play. The rules should be used as a reference 
for questions that arise during the playing of a game, and a Table 
of Contents is included for ease in locating needed rules. 

II. THE NUMBER OF PLAYERS 

SWASHBUCKLER can be played by two or more players, each 
player controlling from two to four Character units. The recom
mended maximum number of players is six , as this is the number 
that can comfortably gather around and observe the gameboard 
during play. 

Ill. A BRIEF DESCRIPTION OF THE GAME 

Each player controls two or more Character units, and uses them 
to accomplish the game's objectives through combat with the 
other players' Character units. Careful planning is essential. The 
players must maneuver their Character units in the most efficient 
way to avoid injury, while, at the same time, eliminating the 
other players' Character units. 

IV. THE GAME EQUIPMENT 

The following components are used for the play of SWASH
BUCKLER. Please inspect them carefully, and familiarize your
self with them while reading this section of the rules. Some 
components require preparation before they can be used in a 
game, so follow the directions for preparing them. 

A. THE GAMEBOARD: The gameboard consists of two play
ing "Areas", one on each half of the gameboard surface. The 
"Tavern Area" shows the floorplan of a typical tavern, Inn, or 
barroom. The "Ship Area" shows the deck plans of two grap
pled ships. One or the other of these Areas is used for an in
dividual game, and they form the playing surfaces on which the 
units are placed and moved. A square grid is printed on the 
Areas to determine movement, facing, and the exact positions of 
the units. Each individual square that contains part of the floor 
or deck plan is used in play, and is called a "square". 

Each Area is surrounded by a system of letters and numbers. 
The exact identification of each square is found by crossgrid
ding a letter and a number to give an identification such as "A-
11" or "D-5". 
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DECK PLAN: 

SPAR DECK 

FLOOR PLAN: 

WINDOWS 

MAIN TAVERN AREA 

The floor plan and deck plans also show various features that are 
used in play . The diagrams below point these features out: 

RAILING STAIRS RAILING 

~ ... ~ ____ SWING 

~ SQUARES 

QUARTERDECK 

WALLS 

DOOR 



B. THE PLAYING PIECES: The game includes 95 playing 
pieces, which are die-cut and must be punched out of their frame 
for use. These playing pieces are called "units", and are describ
ed below: 

1. CHARACTER UNITS: There are two types of Character 
units included in the game, "Musketeers" and "Pirates". Each 
Character unit has an identifying name. The eight units of each 
type are further divided into four colors. 

PICTORIAL SYMBOL 
MUSKETEER PIRATE 

~ Rl\l RIGHT ~l SIDE 
OF UNIT 

Israel Hands . 
CHARACTER NAME 

OFUNIT 

2. EQUIPMENT UNITS: There are two types of Equipment 
units. 

a. SWORD UNITS: May be used to represent either a rapier or 
a cutlass. 

b. DAGGER UNITS: 
knives, etc. 

These represent daggers, short swords, 

[ZJ 
3. FURNITURE UNITS: There are seven types of Furniture 
units. 

a. CHAIR UNITS: These represent wooden chairs. They are 
used only for games played in the Tavern Area. 

[m 
b. TABLE UNITS: These represent wooden tables. They are 
used only for games played in the Tavern Area. They are of two 
different sizes, one size being two squares long, and the other 
size being three squares long. ~, ,· , . 

~ . . ....... 

c. SPAR/SHELF UNITS: These represent wooden shelves and 
are called Shelf units for games played in the Tavern Area. They 
represent wooden spars attached to ship's masts and are called 
Spar units for games played in the Ship Area. 

d. CANNON UNITS: These represent shipboard artillery units. 
They are used only for games played in the Ship Area. 

NOTE< Ca~HIU do no< fire I * I They are used only for furniture. i · .. 
e. TREASURE CHEST UNITS: These represent chests full of 
pieces of eight, jewelry, etc. They are used only for games 

ployod /o <h• SMp A"'· I ti I 
f. CHANDELIER UNITS: These represent hanging chandeliers. 
They are used only for games played in the Tavern Area. 

g. MUG UNITS: These represent ale mugs or glasses. There are 
two different types, one empty, and the other fu/I. They are 
used only for games played in the Tavern Area. 

FULL MUG UNIT EMPTY MUG UNIT 

NOTE: There are no differences between Fu/I and Empty Mug 
units in the Basic Game. 

C. PLASTIC BAGS: Two plastic bags are included for the sepa· 
ration and storage of the units after they are punched out. 
Squeeze the air out of these bags before sealing them to hold 
the units so that the resulting packages will be as flat as possible 
for storage. 

D. GAME CARDS: The Game Card contains the most used 
charts, tables, and rules needed for playing the game. 

E. RULEBOOK: This booklet contains all the rules of play for 
the game. 

F. SET UP CARD: The Set Up Card contains the information 
needed for setting up games. It also includes two printed Carpet 
units. Cut the card along the dotted line, then carefully cut out 
the two printed Carpet units. Carpet units are used only for 
games played in the Tavern Area, and they are considered to be 
Furniture units. 

G. ORDER SHEET CARD: The Order Sheet Card should be 
duplicated on a copier. The copies are used by the players 
during a game. 

H. OTHER: The following are not included in the game, but 
are necessary for play : 

1. Two standard six-sided dice, one white, the other colored. 

2. One pencil for each player. These are used to write orders on 
the Order Sheets. 

I. GAME EQUIPMENT STORAGE: When not in use, the plas
tic bags containing the units, the Game and Set Up Cards, the 
Rulebook, and copies of the Order Sheet can be stored in the 
pockets of the gameboard/game cover jacket. A couple of rub
ber bands around the folded jacket will hold the stored com
ponents in place when the game is not in use. 

SET UP AND PREPARATION FOR PLAY 

I. GAMEBOARD SET UP 

The players must decide which Area will be used for the game. 
This decision will determine which half of the mapboard is set 
up for the game - the other half is not used, and can be ignored. 

A. PLAYING SURFACE: SWASHBUCKLER can be played on 
any smooth level surface, but a table is best. There should be 
room on the table for the gameboard and all other needed game 
parts. 

B. SHIP AREA SET UP: Games played on the Ship Area are 
set up as follows : 

1. SPAR UNITS: Spar units are placed touching the masts. 
Four Spar units are placed on each ship exactly as shown below: 

FOREMAST MAINMAST MIZZENMAST 

"W~.,, 

----

Squares containing Spar units are 
ca/led "Spar squares". 

2. CANNON UNITS: Four Cannon units are placed on each 
ship. They are placed two on each side of each ship, on the 
Forecastle, Spar Deck, or Quarterdeck. They may not be placed 
in Hold, Step, or Bow squares. 

3. TREASURE CHEST UNITS: Place one Treasure Chest unit 
in a Hold square on each ship. It should not be placed in the 
Step squares. 

C. TAVERN AREA SET UP: Games played on the Tavern Area 
are set up in the following order: 

1. CARPET UNITS: The two Carpet units may be placed 
covering any squares except Stair and/or Balcony squares. 

2. TABLE UNITS: The Table units may be spread around the 
floorplan in any squares except the Stair and/or Balcony squares. 
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3. CHAIR UNITS: The Chair units may be placed in any 
squares except the Stair squares and those already containing 
Table units. Normally, they should be placed adjacent to Table 
units. 

4. SHELF UNITS: The Shelf units may be placed in any Wall 
squares not already containing Table or Chair units. They 
should be stacked one on top of another from two to four units 
high. 

5. CHANDELIER UNITS: The two Chandelier units may be 
placed in any squares except Wall, Window, or Door squares. 

6. MUG UNITS: The Empty Mug units may be stacked on top 
of Shelf or Table units. The Full Mug units must be stacked 
on top of Table units. There can be no more than one Mug unit 
of any type per square. 

SAMPLE TAVERN AREA SET UP 

SAMPLE SHIP AREA SET UP 
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II. CHARACTER SELECTION - ORDER SHEET 
PREPARATION 

A. CHARACTER SELECTION: Each player should select an 
equal number of Character units to control in the game. Two 
Character units per player is recommeded for the first few 
games, until experience is gained. No player should ever try to 
control more tlian four Character units in one game. In the 
Basic Game, there are no differences between Pirates and Muske
teers, so any may be selected. For ease in identification, each 
player should take Character units of one type and/or color. 

1. TAVERN AREA GAMES: In games played using the Tavern 
Area, each player should take an equal number of Character 
units. In these games, all players are on their own against all 
of the other players, regardless of the number of players. 

2. SHIP AREA GAMES: In games played using the Ship Area, 
the players are divided by any agreeable manner into two sides, 
with any number of players on each side. The number of Char
acter units on each side must be equal, regardless of the number 
of players on each side.• After the sides are determined, each side 
selects one of the ships to be their "own" or the "friendly" 
ship. The other ship is the "enemy" ship. 

B. ORDER SHEET PREPARATION: The bottom of the Order 
Sheet contains a list of all Order Notations used in plotting 
orders on the Sheet. At the top of the Order Sheet are four 
Character Columns. Each Character Column is used to plot the 
orders for each Character unit that a player controls, and to 
record information about that Character unit. Each player 
should take an Order Sheet copy and fill it out as follows: 

1. NAME: A player writes the names of each Character unit he 
controls opposite the "Name" line at the top of each Character 
Column. This identifies the Character unit each Character 
Column is used for in the game. 

2. CHARACTERISTICS: Fill in the rest of each column as 
shown in the sample below: 

STRENGTH FACTORS 
ENDURANCE FACTORS 
CONSTITUTION FACTOR 
EXPERTISE FACTORS 

s 

hows 
t 
II 
dto 
d 

NAME: C#M.4C.0 :lllel<. 
CHARACTER : 

Strength : /( 
Endurance : I 0 t.... 
Const itution : ~I 

Expertise : II 
PROFllE: Stand inglil 

Head: 45' Prone 0 

~~~:' ~ Left 
Arm; ,_ 

CHARACTER PICTURE: S 
Character with Sword in righ 
hand, Dagger in left hand. A 
Character units are considere 
be armed with one Sword an 
one Dagger at the start of a game. l 

- Body: <f 
D IN THE Dexteritv !OP):--

AYSNO ~ 
DEXTERITY IS EXPLAINE 
OPTIONAL RULES. IT PL 
PART IN THE BASIC GAME WHERE 
ALL CHARACTER UNITS ARE 
RIGHT-HANDED. 

3. All Character units are $tending up at the start of a game, 
as shown by the check ("<{ ")next to the Standing Box in each 
Character Column. 

Ill. RANDOM CHARACTER UNIT SET UP 

After the gameboard is set up and the Order Sheets have been 
filled out, it is time to place the Character units on the game
board. 

A. ORDER OF SET UP: Each player rolls the two dice, rolling 
again, if necessary, to break ties. The player rolling the smallest 
number has to place a Character unit first, followed in order by 
the players sitting to his left. Each player places one Character 
unit at a time until all Character units have been placed on the 
gameboard. 

B. CHARACTER UNIT SET UP PROCEDURE: The Character 
Set Up Chart on the Set Up Card is used to determine where 
Character units are placed on the gameboard. 

1. As each player is required to place a Character unit on the 
gameboard, that player selects one of the remaining Character 
units and rolls the two dice. 

2. Crossgrid the dice roll with the Area being used for the game 
to find the square in which the Character unit is to be placed. 

a . If the Ship Area is used, the square used is always on that 
player's own ship. 

b. If the square is already occupied by another Character unit 
that was placed earlier, roll the dice again until an unoccupied 
square is found. 

c. The Character units may be placed facing in any direction, 
but the direction must be determined at the time the Character 
unit is placed. 

d. The Character units may be placed in squares that already 
contain Furniture units. Character units placed in squares con
taining Cannon or Table units are considered to be "on top of" 
these units. 



THE BASIC GAME RULES 

I. INTRODUCTION TO THE BASIC GAME RULES 

The Basic Game Rules cover the play of SWASHBUCKLER in 
its simplest form. After reading the Basic Game Rules, new play
ers should play a few games to familiarize themselves with the 
mechanics of play, and to gain experience with the game system. 
The Optional Rules section introduces further topics, and covers 
rules that provide additional flexibility and detail for advanced 
players of the game. 

II. THE BASIC GAME SEQUENCE OF PLAY 

The game starts when all set up and preparation is completed. 
The game is played in "Turns". Each Turn is divided into two 
"Phases", which are performed in the order listed below. The 
Basic Game lasts ten Turns. The Turn sequence is repeated 
over and over until the game is completed. 

A. THE ORDER PLOT PHASE: The orders for each Character 
unit must be secretly plotted in its Character Column on the 
Order Sheet before any orders are executed. Players should 
mark on their Order Sheets in pencil to make erasing easy. 
After all orders are written, it is suggested that players check 
over their notations to be sure they are correct and legal. 

1. ORDER SHEET NOTATIONS: Each Order Notation in
dicates that a specific order will be carried out by the Character 
unit at a certain time during the Turn. A complete list of the 
Order Notations is given at the bottom of the Order Sheet for 
reference when "plotting" orders. All players must learn and use 
the Order Notation system, so that any other player could read 
and understand their orders. 

a. GENERAL NOTATION RULES: The orders are plotted for 
each Character unit in the Character Column identified with the 
name of the unit. The orders for each Turn are plotted on the 
line opposite the current Turn number. 
(1) Each Character Column is divided into six "Step Columns". 
The Order and Rest Notations are written in these Step Col
umns, one per Step Column. 
(2) All Step Columns for a Turn must be filled in during the 
Order Plot Phase with either Order or Rest Notations. 

b. NOTATION LENGTHS: All individual Order Notations, 
regardless of the number of letters in the individual notation, are 
written in one Step Column. The "Rest" Notations (the dashes 
after the 0 rder Notation letters) are plotted in succeeding Step 
Columns after the Order Notation, even if this requires carrying 
over into the following Turn. 

2. NOTATION EXAMPLE: The following example shows the 
orders for a single Character unit plotted for one Turn (plus one 
Rest Notation from the "FT" order carried over into the next 
Turn): 

The Character unit is ordered to make a Right Turn ("R") 
on Step One, another Right Turn on Step Two (note that no 
Rest Notations are required after a Right Turn), Throw a Mug 
('WM") on Step Three, make the required Rest on Step Four 
after Throwing the Mug, Flip a Table ("FT") on Step Five, and 
make the required Rests on Step Six and Step One of the follow
ing Turn. 

8. THE ORDER EXECUTION AND RESOLUTION PHASE: 
After all orders have been plotted, the players then make the 
actions or movements with their Character units exactly as they 
were written during the Order Plot Phase. Each Turn is divided 
into six "Steps", and the Turn is resolved one Step at a time 
until the Sixth Step is completed. After the Sixth Step is com
pleted, the Turn is over, and a new Turn begins with another 
Order Plot Phase. 

1. The Order Sheets should be laid out in full view of the other 
players. 

2. All plotted orders are carried out and resolved for one Step 
before moving on to the next Step. 

3. During a Step, the orders are executed in the following 
order: 

a. ACTION ORDERS: Action Orders are executed before any 
other types of orders. Action Orders are executed and resolved 
in the order that they are numbered on the Order Sheet. For 
example, all Throw Mug ("WM-") Orders ("4") are executed 
only after all Throw Dagger ('WD-" "1 "), Throw Sword ('WS-" 
"2"), and Wave Hat ("WH-" "3") Orders have been executed 
and resolved, but before any other Action Orders are executed. 

b. SWORDPLAY ORDERS: Swordplay Orders are executed 
after all Action Orders have been executed and resolved. Sword
play Orders are considered to be executed and resolved simul
taneously. 

c. MOVEMENT ORDERS: Movement Orders are executed 
after all Swordplay Orders have been executed and resolved. All 
Movement Orders are considered to be executed and resolved 
simultaneously. 

4. ILLEGAL OR IMPOSSIBLE ORDERS: The game mechanics 
take care of Character units that walk into Walls, Tables, etc., 
so these should give no problems. Sometimes, however, Orders 
are given that the Character unit simply cannot execute or even 
try to do so. For example, a Prone Character unit given orders 
to Go· Prone could not possibly do so. In these cases, the Char
acter unit simply does nothi~g. 

111. GENERAL GAME PROCDURES AND RULES 

The following all play a part in a number of different places 
during a game. 

A. CONTROLLING PLAYER DEFINITION: A player always 
performs all moves and dice rolls for the Character units listed 
on his Order Sheet. Thus, a player is always the "controlling" 
player for his own Character units. 

8. CHARACTER UNIT FACING: Only Character units have 
"facing". Other types of units have no facing. 

1. The "front" of a Character unit is the direction in which the 
pictorial symbol is defined to be facing, as shown in the follow
ing examples: 

FRONT FRONT 

S•P•ll3 

,~" 

2. Character units must at all times 'be facing toward a definite 
side or angle of the square they occupy. Be very carefu I with the 
placement of Character units with regard to their facing so that 
no chances for confusion exist. 

NOTE: In all diagrams used in these rules an arrow is used to 
show the facing of a Character unit. 

3. There may never be more than one Character unit in any 
square. 

C. READING THE DICE : Two normal, six-sided dice are re
quired to play the game, one colored and one white. Either may 
be rolled when a single "die roll" is called for by the rules. 
Both are rolled when a "dice roll" is called for by the rules. 
When rolled together, they are read in the order Colored die, 
white die to form combined numbers from "11" (lowest) to 
"66" (highest). For example, if the colored die showed a "5", 
and the white die showed a "2", the dice number rolled is read 
as "52". 

D. ELEVATIONS: Different squares on the gameboard have 
different "elevations", or heights. These have numerical values 
assigned to them to differentiate their elevations, as follows : 

1. SHIP AREA ELEVATIONS: 
Elevation 1: Hold squares, Hold Step square. 
Elevation 3: Spar Deck squares, Bow squares, Spar Deck Step 

squares. 
Elevation 5: Quarterdeck squares, Forecastle squares. 
Elevation 8 : Spar squares. · 

Cannon units add "-1" elevation level to any square they oc
cupy. 

2. TAVERN AREA ELEVATIONS: 
Elevation 1: Main Tavern Area squares, Stair squares. 
Elevation 3 : Balcony squares. 
Elevation 3: Chandelier squares. 

Upright Table units add "+1" elevation to any square they oc
cupy. 
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E. DEFENSIBLE CHARACTER UNITS: A "Defensible" Char
acter unit is one that can "see" an approaching attack, and is in 
position to do something about it. 

1. DEFENSIBLE SQUARES: The DEFENSIBLE SQUARES -
SWORDPLAY DIAGRAMS on the Game Card show a Char
acter unit's Defensible squares. Any square shown on the dia
gram that contains a "S" and/or " L" is a Defensible square. 
Any opposing Character unit, Thrown unit, Waved Hat, Shoved 
unit, or Toppled unit that is in or passes through a Defensible 
square, in whole or in part, can be defended against by the Char
acter unit. Any of these that is wholly in or from other squares 
around the Character unit cannot be defended against, and the 
Character unit is "Indefensible" against these. 

2. INDEFENSIBLE SITUATIONS: A Character unit is "In
defensible" during a Step in which it has orders to Throw, Stand 
Up, Go Prone, Climb, Shove, Yank, Swing, Flip, or Topple. A 
Character unit is also Indefensible during a Step in which the 
Character unit is without a Weapon (Sword or Dagger) or is 
"Stunned''. 

F. MARKING STUNS - REPLOTTING ORDERS: As a result 
of events resolved on the Special Attacks and Incidents Tables, 
Character units may be "Stunned" for one or more Steps. 

1. Circle the Steps during which a Character unit will be Stun
ned, as shown below: 

THE CHARACTER UNIT IS STUNNED FOR THREE STEPS 

y I (;JI @H91 - I 
a. I f the Stunned Character unit has a Rest Notation plotted or 
has already executed a plotted order on the Step in which the 
Stun takes place, start marking the Stuns on the following Step. 
Otherwise, start marking the Stuns on the same Step as the Stun 
takes place. Stuns may extend into later Turns, if necessary . 

b. Any orders plotted in circled Steps while the Character unit 
is "Stunned" are ignored. The Character unit can perform no 
orders while Stunned. 

2. After the last Step of Stun, the controlling player may re
plot the Orders for the Character unit for the rest of the current 
Turn. This must be done as soon as the Stuns are marked on the 
Order Sheet. If the Stuns extend into a later Turn, or end the 
current Turn, the player waits to plot the new orders during the 
Order Plot Phase of the new Turn . 

G. MARKING INJURIES ON CHARACTER UNITS: Character 
uni t s take four d ifferent types of injuries, Body ("B " ), Head 
("H " ), Right Arm ("R"), and Left Arm ("L") . These are mark
ed on the Profile parts of the Character Picture of the Character 
unit's Character Column, by making one mark next to the num
ber for each injury the Character unit has taken. For example, 
fiva Body injuries are shown marked below: 

Body: UK 

H. EFFECTS OF INJURIES ON CHARACTER UNITS: In
juries effect Character units as follows : 
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1. BODY INJURIES: If half or more of all Body injuries are 
marked (in the Basic Game, this would be five or more Body 
injuries out of the nine allowed), the Character unit may not 
perform any Jump, Climb, or Swing Orders, and may not enter 
more than one new square during any one Turn after sustain
ing the injuries. If the number of injuries equals the total Body 
number listed (always nine in the Basic Game) , the Character 
unit is eliminated, the Character unit is inverted on the game
board in its square, and is used no more. 

2. HEAD INJURIES: If the number of injuries marked equals 
the total Head number listed (always five in the Basic Game), 
the Character unit is eliminated, and the Character unit is in
verted on the gameboard in its square, and is used no more. 

3. RIGHT ARM INJURIES: If the number of injuries marked 
equals the total Right Arm number listed (always five in the 
Basic Game), the Character unit is no longer able to use a Sword, 
or Throw units. If excess injuries are scored on the Right Arm, 
they are marked as Head injuries. Right-handed Character units 
will drop their Swords in the square if all Right Arm injuries are 
marked off. 

4. LEFT ARM INJURIES: If the number of injuries marked 
equals the total Left Arm number listed (always two in the Basic 
Game), the Character unit is no longer able to use a Dagger with 
the Left Arm. If the Character unit has no Sword, the Dagger 
could still be used by the Right Arm. If excess injuries are mark
ed on the Left Arm, they are marked as Head injuries. Right
handed Character units will drop their Daggers in the square if 
all Left Arm injuries are marked off. 

I. SPECIAL ATTACKS AND INCIDENTS HIT RESOLUTION: 
Whenever the possibility of a "Hit" occurs, the following pro
cedure is followed : 

1. The Special Attacks and Incidents Tables on the Game Card 
must be consulted. Consult the section dealinq with the tvoe of 
Attack being resolved. -For example, if a Thrown Mug's "Hit" 
is being resolved, the THROWN MUG section would be consult
ed. 

2. The player controlling the affected Character unit rolls one 
die and checks the CHANCE TO AVOID column to see i f the 
Attack "Hits" the Character unit. If "Avoids" is rolled, or is 
automatic, the procedure ends with no results. If "Hit" is roll 
ed, or is automatic, there will be some results to the Character 
unit. The results of the "Hit" on the Character unit must be 
checked by additional die rolling. 

The player whose Character unit executed the Action Order 
handles all additional die rolls to determine the results of the 
"Hit". 

3. The INJURIES IF NOT AVOIDED column is checked and 
one die rolled. This gives the (if any) type and quantity of in
jury done to the Character unit by the "Hit". Mark any injury 
done in the appropriate places on the Character Profile. 

4. The NOT A VOi OED STEPS OF STUN column is checked 
next, and one die rolled again. This gives the number of Steps 
of "Stun" on the "Hit" Character unit. 

5. The CHANCES TO FALL column is then checked, and one 
die rolled. This determines if the "Hit" Character unit will 

"fall down" ("FALLS") as a result of being "Hit", or will re
main Standing ("NO FALL"). Prone units cannot "fall down", 
so this can be skipped for these units. If the result is "FALLS", 
the STEPS OF STUN IF FALLS column must be checked, and 
one die again rolled. This gives the number of additional Steps 
of "Stun" on the fallen Character unit. Once a Character unit 
" falls down", it is Prone until a Stand Up ("UP-") Order is plot
ted and executed. 

KIDD PIERRE 

6. EXAMPLE: Kidd Throws a Chair unit at Pierre . The 
THROWN CHAIR section of the Special Attacks and Incidents 
Tables is used to resolve the attack. 

a. The player controlling Pierre rolls one die and consults the 
CHANCE TO AVOID column . A "5" is rolled, so Pierre is 
"Hit". 

b. The HITS IF NOT AVOIDED column is now consulted by 
the player contrdlling K idd. A "4" is rolled, so Pierre suffers 
injuries of " 2B" (two Body injuries), which are marked in 
Pierre's Character Column. 

c. The NOT AVOIDED STEPS OF STUN column is now con
sulted, and a "1" rolled on the die for one "Stun". 

d. A "1" is rolled next on the CHANCES TO FALL column. 
The result is "Falls", so Pierre is now Prone, and should be mark
ed as such by checking the Prone Box in Pierre's Character 
Column, and erasing the check in the Standing Box. 

e. The STEPS OF STUN IF FALLS column is now used, and a 
"4" is rolled on the die. This adds two more "Stuns", for a 
total of three "Stuns" to be marked in Pierre's Character Col
umn. 

J. LEAVING THE PLAYING AREA: Any Character unit that 
leaves the playing area, either through voluntary movement or 
by being "shoved" is out of the game, and can be considered to 
be eliminated. 

1. TAVERN AREA: Units may leave the playing area through 
Window or Door square sides. 

2. SHIP AREA: Units leave the playing area if they leave the 
gridded area, go into a square that does not have any part of a 
Ship Picture in it, or end movement in a Swing square. 

IV. ACTION ORDER EXECUTION AND RESOLU
TION 

There are fourteen possible Action Orders that may be plotted 
for a Character unit. The Action Orders are listed numerically 
("1" through " 13") in the order in which they take place during 
a Step, except for the "Block" Order, which applies during the 
entire Step. Prone Character units may not execute any Action 
Orders. Action Orders may effect friendly Character units as 
well as opposing Character units. 



A. THROWING ORDERS: Character units that have them 
may be ordered to "throw" their Dagger ("WD-") or Sword 
("WS-"). They may also be ordered to "throw" a convenient 
Chair ("WC--") or Mug ("WM-") unit. 

1. THROWING ORDER POTENTIAL: Character units may be 
given Throwing Orders in the following circumstances: 

1. Character units may be ordered to throw a Sword or Dagger 
unit if the Character still has these available. 

b. Character units may be ordered to throw a Chair unit if the 
Character unit occupies the same square as an upright Chair unit. 

c. Character units may be ordered to throw a Mug (Full or 
Empty) unit if the Character unit occupies the same square as 
an unbroken Mug unit, or, the Character unit must be adjacent 
to and facing a square containing an unbroken Mug unit, as 
shown in the examples below: 

ADJACENT TO AND FACING AN UNBROKEN MUG UNIT 

FACING A SQUARE SIDE FACING A SQUARE ANGLE 

d. Throwing may be done against Character units at any eleva
tion. 

2. THROWING ORDER EXECUTION: All Dagger, Sword, 
Chair, and Mug units may be thrown in any of three straight 
lines formed by the square grid pattern from the front of the 
Character unit ordered to do so. These three directions are 
shown in the diagrams below: 

FACING A SQUARE SIDE FACING A SQUARE ANGLE 

' + " ' ! / 

' / • " I / 

' i / 

' I / 
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I / 
I / 

[I] ~ --- --
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1. The controlling player selects in which of the three directions 
the unit will be thrown when the time comes to actually execute 
the order. 

b. To execute a Throwing order, the thrown unit is moved 
through the squares on the gameboard. If a Sword or Dagger 
unit is thrown, place one of these units on the gameboard and 
circle it on the Character Picture on the Order Sheet to show 
that the Character unit no longer has a Sword or Dagger. 

c. Sword, Dagger, and Mug units will travel any distance until 
a Character unit is hit, a Wall square side is reached (at which 
time the unit is considered to hit the wall and fall to the floor), 
or the unit leaves the playing area - the unit will leave the play
ing area if it goes "through" the door or a window in the Tavern 
Area. 

d. Chair units are moved the same as the other Thrown units, 
except that they will fall to the floor after moving six squares if 
nothing is hit or the Area is not left. 

e. After once being thrown, C}lair units are considered to be no 
longer upright, but are assumed to be upside-down and broken. 
Once thrown, Mug units are also considered to be broken. Both 
Chair and Mug units should be placed inverted (white side up) 
in the last square moved to, and cannot be thrown again. Sword 
and Dagger units should be left face up in the last square they 
are moved to, and can be picked up latter by Character units and 
used again. 

f. If more than one Character unit is ordered to Throw the 
same Mug unit, the Character unit with the larger Expertise 
Factor will be the one allowed to execute the Order. If the Ex
pertise Factors are equal (as they always are in the Basic Game), 
a die roll should be used to see which is allowed to execute the 
order, with the higher roll getting the Mug unit. 

3. THROWING ORDER RESOLUTION: Unless a Thrown unit 
enters a square occupied by a Character unit, no resolution is 
required. If a Thrown unit does enter a square occuoied bv a 
Character unit, it may "Hit" the Character unit, and this possible 
"Hit" must be resolved. If the Character unit "Avoids" the 
thrown unit, the thrown unit should continue to be moved, and 
could possibly "Hit" another Character unit later in the move
ment. If the Character unit is "Hit", the "Hit" must be resolved 
on the appropriate section of the Special Attacks and Incidents 
Tables, as explained in section Ill.I. 

B. WAVE HAT ORDERS: All Character units are assumed to 
always have a hat available. Waving this hat may temporarily 
blind ("Stun", in game terms) another Character unit or units. 

1. WAVE HAT ORDER POTENTIAL: Character units may be 
given Wave Hat ("WH-") orders at any time when Action Orders 
can be given. 

2. WAVE HAT ORDER EXECUTION: ' The Wave Hat order 
affects all Defensible squares adjacent to the Character unit. It 
can affect more than one Character unit if more than one is 
present in these Defensible squares. The hat is considered to 
remain usable over and over again, so the order can be given any 
number of times for the same Character unit . 

3. WAVE HAT ORDER RESOLUTION: Unless a Character 
unit occupies a square covered by the Hat-Waving Character 
unit's Defensible squares, no resolution is required. If one or 
more Character units do occupy these squares, they may be 
"Hit" by the Waved Hat, and this possible "Hit" must be re
solved. If the Character unit "Avoids" the Waved Hat, there are 
no effects. If a Character unit or units are "Hit", these "Hits" 
must be resolved on the WAVED HAT section of the Special 
Attacks and Incidents Tables, as explained in section Ill.I. 

C. SHOVING ORDERS: Character units may be ordered to 
"shove" convenient Chair or Table units. 

1. SHOVING ORDER POTENTIAL: Character units may be 
given Shoving Orders if the Character unit is adjacent to and 
facing a square containing an upright Chair ("VC-") or Table 
("VT-") unit. 

2. SHOVING ORDER EXECUTION: When "shoved", the 
Chair or Table unit is moved one square directly away from the 
shoving Character unit, in the direction which the Character 
unit faces. 

SHOVED CHAIR UNIT SHOVED TABLE UNIT 

@]--' - t--

r-, 
I I 
L-..J 

[I] 
a. A "shoved" Chair unit will enter one new square and affect 
only a Character unit in that square. 

b. A "shoved" Table unit, depending on its size, will enter two 
or three new squares, and will affect any Character unit or units 
in those squares. 

c. A "shoved" Table unit will also affect any Character unit or 
units that may be on top of it when it is "shoved". The Char
acter unit on top of the Table unit will be moved with the Table 
unit. 

d. Shoved Table and Chair units remain upright, and can be 
used again. 

e. If an attempt is made to Shove a Table or Chair unit into a 
square side or angle that is a Wall, or contains Railing or Steps, 
or if the new square has a higher elevation than the current 
square, the Shove can not be made. Table and Chair units can 
be "shoved" through door or window square sides. 

f. If more than one Character unit is ordered to Shove the 
same Chair or Table unit, the Character unit with the largest 
Strength Factor will be the one allowed to execute the Order. 
If the Strength Factors are equal (as they always are in the Basic 
Game), a die roll should be used to see whir.his allowed to exe
cute the order, with the higher roll doing so. 

3. SHOVING ORDER RESOLUTION: Unless a Shoved unit 
enters a square occupied by a Character unit and/or has a Char
acter unit or units on top of it, no resolution is required. If a 
Shoved unit does enter a square occupied by a Character unit 
and/or if there is a Character unit or units on top of the Shoved 
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unit, the Character units may be "Hit", and these "Hits" must 
be resolved. If a Character unit is "Hit", the "Hit" must be 
resolved on the appropriate section of the Special Attacks and 
Incidents Tables, as explained in section Ill.I. 

a. If a Character unit "Avoids" a Shoved Chair unit, the Char
acter unit remains in the square with the Chair unit. 

b. A Prone Character unit automatically "Avoids" a Shoved 
Table unit. A Character unit that is Standing is always "Hit" 
by a Shoved Table unit. A Character unit on top of a Table unit 
is always "Hit". 

D. TOPPLE SHELF ORDERS: Character units may be ordered 
to "topple" (Push over) convenient Shelf units ('WT--"I. 

1. TOPPLE ORDER POTENTIAL: Character units may be 
given Topple orders if adjacent to and facing a square contain
ing upright Shelf units. It is possible to order a Character unit 
to "topple" Shelves on himself, but, normally, the Character 
unit should be placed adjacent to the Shelf square as shown in 

'"' d;,g"m bolow' ~ 

2. TOPPLE ORDER EXECUTION: When "toppled", the Shelf 
units are unstacked and placed, one Shelf unit per square, on the 
squares leading away from the wall square where they were 
originally stacked. The diagram below shows how three stacked 
Shelf units are placed after being "toppled". 

WALL .---: 
I 

t--: 
ORIGINAL LOCATION "TOPPLED" LOCATIONS 

a. Any Character unit or units in the squares where the "top
pled" Shelf units "fall" may be affected. 

b. After once being toppled, Shelf units are considered to be 
broken, and no longer upright. They may not be moved or 
toppled again, but should be placed inverted in the ir squares. 

c. All Mug units that were stacked on the Shelf unfts are brok
en, and should be placed inverted in the squares with the Shelf 
unit they were stacked with. They cannot be thrown . 

d. More than one Character unit can Topple Shelves at the 
same time. 

3. TOPPLE ORDER RESOLUTION: Unless a Toppled Shelf 
unit enters a square occupied by a Character unit, no resolution 
is necessary or required. If a Toppled Shelf unit does enter a 
square or squares occupied by a Character unit or units, the 
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Character units may be "Hit", and these "Hits" must be re
sovled. If a Character unit or units is "Hit", the effects of the 
"Hit" must be resolved on the TOPPLE SHELF section of the 
Special Attacks and Incidents Tables, as explained in section 
Ill.I. 

E. YANK CARPET ORDERS: Character units may be ordered 
to "yank" convenient Carpet units ("Y-"). 

1. YANK ORDER POTENTIAL: Character units may be 
given Yank orders if adjacent to and facing a square containing 
a Carpet unit, but not actually in a square containing part of 
that same Carpet unit. 

2. YANK ORDER EXECUTION: When "yanked", the Carpet 
unit is moved one square to the right or left of the Character 
unit, at the controlling player's choice, as shown in the diagram 
below: 

CARPET YANKED TO RIGHT 

Iii 
a. A "yanked" Carpet un it will affect only Character units that 
are in a square originally covered by the Carpet unit. It will 
not affect Character units in squares into which the Carpet unit 
is "yanked". All Character and Furniture units on top of the 
Carpet unit will move with it when it is "yanked". 

b. The Carpet unit may be "yanked" again and again during the 
course of a game. 

c. Carpets, of course, will "bunch up" and be folded against a 
Wall, Railing, or higher elevation square. If "yanked" into such 
obstacles, consider that it is folded and has not advanced beyond 
the barrier. 

d. If more than one Character unit is ordered to Yank the same 
Carpet unit, the Character unit with the largest Strength Factor 
will be the one allowed to execute the order. Break ties (as there 
always are in the Basic Game) with a die roll. 

3. YANK ORDER RESOLUTION: Unless a Character unit oc
cupies a Carpet unit square, no resolution is required. If a Char
acter unit or units does occupy a Carpet square or squares, they 
are always "Hit", and they must be resolved on the CHARAC

·TER ON YANKED CARPET section of the Special Attacks and 
Incidents Tables, as explained in Ill.I. 

F. FLIP TABLE ORDERS: Character units may be ordered to 
"flip" ("FT-") convenient Table units. 

1. FLIPPING ORDER POTENTIAL: Character units may be 
given Flipping Orders if the Character unit is adjacent to and 
directly facing a square containing the end of an upright Table 
unit, as shown in the diagrams below: 

2. FLIPPING ORDER EXECUTION: When "flipped", the 
Table unit is pivoted on its opposite end, and moves into a num
ber of new squares equal to the size of the Table unit, as shown 
in the diagrams below: 

TWO SQUARE TABLE UNIT THREE SQUARE TABLE UNIT 

r- 1 

Position before Flip.--~!---;:+--

Position after Flip. 

a. A "flipped" Table unit, depending on its size, will enter two 
or three new squares, and will affect any Character unit or units 
in those squares. It will "lean" against a Wall, Railing, or higher 
elevation square. If "flipped" into such obstacles, consider it 
to be leaning, broken, and not advanced beyond the barrier. 

b. A "flipped" Table unit will also affect any Character unit or 
units that may be on top of the Table unit when it is "flipped". 
Any Character unit on top of a "flipped" Table unit will move 
into a new square with the Table unit. 

c. After once being "flipped", a Table unit is considered to be 
broken, and no longer upright It may not be flipped or shoved 
again, but should be placed inverted in its squares. 

d. If more than one Character unit is ordered to Flip the same 
Table unit from opposite ends of the Table unit, the Table unit 
is not flipped, but remains in place. If the Character units are 
both at the same end of the Table unit, the Character unit with 
the largest Strength Factor will be the one allowed to execute 
the order. Break ties (as there always are in the Basic Game) 
with a die roll. 

3. FLIPPING ORDER RESOLUTION: Unless a Flipped Table 
unit enters a square occupied by a Character unit or units and/or 
has a Character unit or units on top of it, no resolution is requir
ed. If a Flipped Table unit does enter squares occupied by Char
acter units and/or if there is a Character unit or units on top of 
the Flipped Table unit, the Character units are always "Hit", 
and this must be resolved on the CHARACTER ON SHOVED 
OR FLIPPED TABLE section of the Special Attacks and Inci
dents Tables, as explained in Ill.I. 



G. PICK UP ORDERS: Character units may be ordered to 
"pick up" Sword ("PS-"), Dagger ("PD-"), or Treasure Chest 
("PC--") units. 

1. PICK UP ORDER POTENTIAL: Character units may be 
ordered to Pick Up a Sword, Dagger, or Treasure Chest unit if 
the Character unit occupies the same square as the unit to be 
Picked Up. In addition, a Character unit already carrying a 
Treasure Chest unit may be ordered to put it down by using 
the same Order ("PC--"). 

a. Only a Character unit that is lacking a Sword and/or Dagger 
unit (these are circled on the Character Picture on the Order 
Sheet) is permitted to Pick Up one of these to replace what is 
missing. No Character unit may have more than one Sword 
and one Dagger available at any one time. 

b. Any Character unit may Pick Up a Treasure Chest unit. 

c. Sword and Dagger un its may be Picked Up from those that 
have been thrown, or those on eliminated Character units. 

2. PICK UP ORDER EXECUTION: Once a Pick Up is made, 
the Character unit is considered to be carrying the picked up 
unit on his person. 

a. When a Sword or Dagger unit is Picked Up, the circle on the 
Character Picture should be erased to show that it has been re
placed. Once Picked Up, the Sword or Dagger can be used nor
mally. 

b. After a Treasure Chest unit has been Picked Up, the Char
acter unit is considered to be holding and "carrying" it until 
it is "put down" or the Character unit is eliminated. 

c. With the exception of an order to "Put Down" the Treasure 
Chest unit, a Character unit "carrying" a Treasure Chest unit 
may execute no Action or Swordplay Orders. They also may 
not execute any Climb, Jump, Step Forward and Kick, or Swing 
Orders while carrying a Treasure Chest unit. 

d. No Character unit may carry more than one Treasure Chest 
unit at a time. 

H. BLOCK ORDERS: Character units may be ordered to 
"Block". This is a defensive action (duc l<ing, jumping aside, 
etc.l against other Action Orders. Against Defensible squares, 
a Character unit with Block Orders will automatically "Avoid" 
Actions by other Character units that it is possible to "Avoid" 
(Thrown Chairs, Mugs, Swords, and Daggers, Waved Hats, 
Shoved Chairs, and Toppled Shelves). Block Orders do not 
Parry Offensive Swordplay Orders. 

V. SWORDPLAY ORDER EXECUTION AND RE
SOLUTION 

The Swordplay Orders allow the Character units to attack each 
other with their Swords and Daggers. These Swordplay Orders 
are considered to be taking place simultaneously, but can be re
solved in any convenient order. During a Step. no Swordplay 
Orders are executed until all Action Orders have been execut
ed and resolved. Swordplay Orders may be given to Standing or 
Prone Character units. Swordplay Orders apply against all 

friendly and/or opposing Character units in the squares shown 
on the DEFENSIBLE SQUARES - SWORDPLAY DIAGRAMS 
shown on the Game Card. 

A. OFFENSIVE SWORDPLAY ORDERS: Character units may 
be ordered to "attack" by using these Offensive Swordplay 
Orders. 

1. LUNGE, STAB, AND RUNNING LUNGE ORDERS: These 
Swordplay Orders will affect only units in the square lettered 
"L" on the DEFENSIBLE SQUARES - SWORDPLAY DIA
GRAMS. For the Running Lunge Order, the Character unit is 
moved forward one square before the Lunge is made. The Stab 
Order is used only with the Dagger, and only if the Character 
unit has no Sword. 

2. SLASH ORDERS: A Slash Swordplay Order will affect units 
in the squares lettered "S" on the DEFENSIBLE SQUARES -
SWORDPLAY DIAGRAMS. A Slash must be resolved separate
ly against all Character units in the "S" squares. A Sword is re
quired to execute this order. 

3. Prone units may not execute Offensive Swordplay Orders. 

B. DEFENSIVE SWORDPLAY ORDERS: Character units may 
be ordered to "defend" by using these Defensive Swordplay 
Orders. 

1. PARRY ORDERS: A Parry Swordplay Order will affect 
any Character unit in a Defensible square ("S") that is using an 
Offensive Swordplay Order against the parrying Character unit. 
The "parried" Offensive Swordplay Order automatically has no 
result. Both Standing and Prone units may execute Parry 
Orders. 

2. PARRY AND LUNGE ORDERS: This is the same as a Parry 
Swordplay Order, but the Character unit immediately follows up 
the "parry" with a Lunge Order. A Character unit must have a 
Sword to execute this order, and must be Standing. If no 
"Parry" occurs, the Lunge is not made. 

C. RESOLVING SWORDPLAY ORDERS: Offensive Sword
play Orders are resolved only if a Character unit or units is in 
a Swordplay square of the attacking Character unit. If the Of
fensive Swordplay Order ·is Parried, it has no result. The Sword 
and Dagger Attack Table is used to resolve all unparried Offen
sive Swordplay Orders, using the following procedure : 

1. The Expertise Factors of the Attacking (has Offensive Sword
play Orders) and Defending (Character unit under attack) 
Character units are compared and the column of the Sword and 
Dagger Attack Table showing this difference is used. 

a. In the Basic Game, all Expertise Factors are equal, so the "O" 
column is always used if the Defending Character unit is Defen
sible. 

b. If the Defending Character unit is Indefensible, figure the De
fending Character unit's Expertise Factor as "O". Since, in the 
Basic Game, the Attacking Character unit's Expertise Factor is 
always "11 ", this means that the "+10 to +15" column is always 
used if the Defending Character unit is Indefensible. 

c. If the Defending Character unit is armed only with a Dagger, 
and the Attacker is in a Defensible square, roll one die . If a "1 ", 

"2" or "3" is rolled the Defender is Defensible If a "4" "5" 
or "S" is rolled, the Defender is Indefensible. . ' ' 

2. The column may be shifted to the right or left to another 
column, depending on the circumstances. 

a. PARRY AND LUNGE: Move four columns to the right 
("+") if the Attacking Character unit already successfully "par
ried" the Offensive Sword Order of the opposing Character unit. 
For example, this would move the column to be used from 
"O" to "+10 to +15". 

b. RUNNING LUNGE: Move three columns to the right if the 
attacker has this order. 

c. DEFENDER HAS% BODY INJURIES: Move three columns 
to the right if the Defending Character unit already has at least 
one-half the total number of Body injuries (in the Basic Game, 
this is always five or more Body injuries). 

d. ATTACKER HAS% BODY INJURIES: Move three columns 
to the left ("-" ) if the Attacking Character un it already has at 
least one-half the total number of Body injuries. 

e. SLASH: If the Attacking Character unit has Slash Orders, 
move three columns to the left. 

f. LUNGE AT HIGHER ELEVATION DEFENDER : Move two 
columns to the left if the Defending Character unit is one or two 
elevation levels higher than the Attacking Character unit. Sword
play Orders are ineffective against Character units that are three 
or more elevation levels higher or lower than the unit with the 
orders. 

g. SLASH AT HIGHER ELEVATION DEFENDER: Move four 
columns to the left if the Defending Character unit is one or 
two elevation levels higher than the Attacking Character unit. 
Swordplay Orders are ineffective against Character units that 
are three or more elevation levels higher or lower than the unit 
with the orders. 

3. Once the correct column to be used is determined, the two 
dice are rolled. The column used is crossgridded with the num
ber rolled to determine the injuries (if any) scored on the De
fending Character unit. Add "30" to the number rolled on the 
dice lie. "36" would become "66") if the Defending Character 
unit is indefensible. 

4. Mark any injuries in the Character Column of the Defending 
Character unit. 

VI. MOVEMENT ORDER EXECUTION AND RESO
LUTION 

The Movement Orders are used to actually move the Character 
units across the gameboard. These Movement Orders are consid
ered to be taking place simultaneously, but can be carried out 
in any convenient order. During a Step, no Movement Orders 
are executed until all Swordplay Orders have been executed and 
resolved. 
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A. STANDING MOVEMENT ORDERS: Standing Character 
units may be ordered to move one square in any of four differ
ent directions, as shown in the diagrams below: 

FACING A SQUARE SIDE FACING A SQUARE ANGLE 

SL 

SL 

B B SR 

NOTE : In all of these movements the Character unit keeps the 
same facing. 

1. These orders cannot cause an elevation change unless using 
Stair or Step squares. 

2. Any Character unit using these orders to enter an upright 
Table square must have a "Hit" resolved the same as if the Table 
had been " shoved" into the Character unit. 

3. Any Character unit using these orders to enter a Cannon 
square or trying to pass through a Wall or Railing square side, 
or move into a higher elevation square will be unable to move, 
and will suffer one "Stun" for the following Step. 

4. Character un its may " walk under" Chandelier or Spar units. 

B. PRONE MOVEMENT ORDERS: Prone Character units 
may be ordered to move in the same directions as Standing 
Character units. All these Orders start with the letter "C" 
(for "crawl"). For example, the Order Notation "CSL-" would 
be an order for the Prone Character unit to "crawl" one square 
to the left. 

1. These orders cannot cause an elevation change unless using 
Stair or Step squares. 

2. Any Character unit using these orders ' to enter a Cannon 
square or trying to pass through a Wall or Railing square side, or 
move into a higher elevation square will be unable to move, and 
will suffer one "Stun" for the following Step. 

C. ELEVATION CHANGE ORDERS: Standing Character units 
may be ordered to change their elevation during movement. 
This can be done in one of two ways, depending on the elevation 
differences between the squares. 

1. JUMP MOVEMENT ORDERS: Standing Character units 
may be ordered to move in the same four directions as in Stand
ing Movement, but they will "Jump" up or down one elevation 
level while doing so. All Jump Orders start with the letter "J" 
(for "Jump" ). For example, the Order Notation "JS-" would 
be an order for the Character unit to "jump" back one square 
into a square that is one elevation /eve/ higher or lower than the 
original square occupied. Jump Orders cannot be used for a 
change of more than one elevation level. 
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2. CLIMB MOVEMENT ORDERS: Standing Character units 
may be ordered to move directly forward while "climbing" up 
or down two or more elevation levels. For example, Climb 
Orders ("A-") could be used to "climb up" from a Spar Deck 
square to a Quarterdeck square. 

a. Except when Masts are "climbed", the Character unit is 
always moved forward on square. 

b. When Climbing up or down a Mast, the Character unit 
remains in its original square, but changes elevation. 
(1) A Mast may only be "climbed" when the Character unit both 
faces the Mast and is in a square containing a Spar unit. 
(2) Movement is not possible through a square angle that con
tains a Mast. 

c. The number of Rest Orders required to be listed after a 
Climb Order equals the change in elevation levels of the move. 
For example, a "climb" from a Spar Deck square (Elevation 
"3" ) to a Spar square (Elevation "8") would require five Rest 
Orders after the Climb Order ("A---") . 

D. DIRECTION CHANGE MOVEMENT ORDERS: Standing 
or Prone Character units may be ordered to change the direction 
in which they are facing. An "R" Order calls for the Character 
unit to be turned 45 degrees to the right . An "L" Order calls 
for the Character unit to be turned 45 degrees to the left. Note 
that no Rest Orders are required after these orders. 

ONE RIGHT TURN ("R") ORDER 

ORIGINAL FACING FINAL FACING 

Jolly Roger 

E. ATTITUDE CHANGE ORDERS: Character units may be 
ordered to change their attitude from Standing Up to Prone or 
from Prone to Standing Up. 

1. Standing Character units may be ordered to Go Prone 
("PR-"). As when a Character unit "falls", this is indicated by 
checking the Prone Box and erasing the check in the Standing 
Box in the unit's Character Column when the Order is executed. 

2. Prone Character units may be ordered to Stand Up ("UP-")_ 

a. The fact that a Character unit is Standing Up is indicated 
when the Order is executed by checking the Standing Box and 
erasing the check in the Prone Box in the unit's Character 
Column. 

b. Character units that attempt to Stand Up in a square contain
ing an upright Table unit are considered to hit their heads, and 
remain Prone and roll one die for the number of Stuns using the 
STEPS OF STUN IF FALLS Column of the SHOVED OR FLIP
PED TABLE section of the Special Attacks and Incidents 
Tables. 

3. Character units make no facing change while Standing Up or 
Going Prone. 

F. SWING MOVEMENT ORDERS: Standing Character units 
may be ordered to "swing" from Chandelier units or ship's 
ropes. 

1. TAVERN AREA SWING MOVEMENT: In the Tavern Area, 
swinging is permitted only from Chandelier units. A Character 
unit may be given Swing Orders only if the Character unit is 
adjacent to and facing a Chandelier square or in a Chandelier 
square, and no more than one elevation level different from the 
Chandelier unit (Elevation Level "3"). 

2. SHIP AREA SWING MOVEMENT: Since ropes are consid
ered to be everywhere on a ship, in the Ship Area swinging is 
permitted from any square containing part of a ship's picture. 
Swing Movement is the only way to move Character figures from 
ship to ship, and this is only possible through the Swing squares 
located between the ship pictures. 

3. SWING DISTANCES: The distance a Character unit may be 
ordered to "swing" depends on the· elevation levels of the square 
the Character unit occupies and the one it is moved into. 

a. If the original and final square of the Swing Movement are of 
equal elevation, the Character unit may be moved forward two 
or three squares. 

b. If the original square is one or two elevation levels lower than 
the final square of the Swing Movement, the Character unit may 
be moved only two squares. Swing Movement is not allowed to 
squares more than two elevation levels higher than the original 
square. 

c. If the original square is of a higher elevation level than the 
final square of the Swing Movement, the Character unit may be 
moved forward three, four, or five squares. 

d. The distance in squares that the Character unit is to "swing" 
is written as a number after the Swing Order. For example, the 
notation "G3-" is an order to Swing three squares forward. All 
Swing Movement is in the direction that the Character unit faces. 

e. After being used for Swing Movement a Chandelier unit must 
be returned to its original square. 

4. Character units make no facing changes while making a Swing 
Movement. A Character unit may not be "carrying" a Treasure 
Chest unit while making a Swing Movement. 

5. KICKING WHILE SWINGING: A Character unit making 
Swing Movement through or into a square containing an op
posing Character unit may attempt to "kick" the opposing Char
acter unit. Only one "kick" per Swing Movement is allowed, 
but the controlling player may decide which opposing Character 
unit will be "kicked". Kicks are resolved by using the KICK 
section of the Special Attacks and Incidents Tables. A "Hit" 
from a Kick Order will move the effected Character unit back 
one square from the Kicking Character unit. 

G. STEP FORWARD AND KICK ORDERS: Character units 
may be ordered to move forward one square and "kick" any 
opposing Character unit in the square entered. 



1. STEP FORWARD AND KICK ORDER POTENTIAL: Stand
ing Character units may be given these orders. 

2. STEP FORWARD AND KICK ORDER EXECUTION: The 
Character unit is moved forward one square, the same as if Step 
Forward Orders had been given. 

3. STEP FORWARD AND KICK ORDER RESOLUTION: Un
less a Character unit with these orders enters a square containing 
an opposing Character unit, no resolution is required. If an 
opposing Character unit is met, the opposing Character unit may 
be "Hit", and this must be resolved, using the KICK section of 
the Special Attacks and Incidents Tables. A "Hit" from a Kick 
Order will move the effected Character unit back one square 
from the Kicking Character unit. 

VII. ORDER CONFLICTS - SHOVING 

Conflicts arise when two or more Character units end their 
movement in the same square, as no more than one Character 
unit is allowed to remain in any one square. Character units may 
pass by each other without conflict, as long as they do not end 
up in the same square. 

A. FRIENDLY CHARACTER UNIT CONFLICTS: When 
friendly Character units are in conflict, the controlling player or 
players decide which will leave the square and move into any 
adjacent square, and which will remain in the square to avoid 
the conflict. 

B. OPPOSING CHARACTER UNIT CONFLICTS: A "Shoving 
Match" is used to determine which, if any, Character unit will 
be allowed to remain in the square. Standing and/or Prone 
Character units may all participate in Shoving Matches. 

1. A "stunned" Character unit automatically loses a Shoving 
Match, and is pushed into the adjacent square directly in the dir
ection faced by the opposing Character unit. If a Wall square 
side or other obstacle prevents the Stunned Character unit from 
being "shoved" in this particular direction, the "shoving" player 
may select any other adjacent square to "shove" it into. 

2. If more than two Character units are involved in a single 
Shoving Match, the controlling players roll for Shoving Matches 
individually against all opposing Character units. 

3. SHOVING MATCH RESOLUTION PROCEDURE: A die is 
rolled by the controlling player for each individual Shoving 
Match, and the Shoving Match Chart on the Game Card con
sulted. 

a. Compare the Strength Factors of the "shoving" Character 
unit to that of the opposing Character unit, and find the differ
ence (in the Basic Game, this is always "O"). 

b. One die is rolled. If the listed number on the Chart is rolled, 
the opposing Character unit is "shoved" into the adjacent square 
directly in the direction faced by the "shoving" Character unit. 
If an obstacle prevents this movement, the "shoving" player may 
select any other adjacent square to "shove" it into. 

c. "Stuns", and whether the "shoved" Character unit "Falls" 
is determined by using the SHOVING MATCH section of the 
Special Attacks and Incidents Tables. 

d. It is possible for all Character units in a square to be simul
taneously "shoved" out of the square. It is also possible that 
more than one Character unit will remain in the square after all 
Shoving Matches are resolved. In this case, start another round 
of Shoving Matches and continue until there is no more than 
one Character unit left in the square. 

4. If a Character unit is "shoved" into a square containing an
other Character unit, a new round of Shoving Matches must be 
resolved in that square. If all Character units in this square are 
"Stunned", all must leave the square, moving into adjacent 
squares determined by their controlling players. 

5. Any Standing Character unit "shoved" into an upright Table 
square must have a "Hit" resolved the same as if the Table unit 
had been "shoved" into the Character unit. 

6. Character units "shoved" into walls, etc. Take one "Stun", 
the same as if they had moved into them. 

VIII. VICTORY CONDITIONS - HOW TO WIN 
THE GAME 

Victory Conditions depend on the Area used for the game. 

A. TAVERN AREA VICTORY CONDITIONS: The game 
lasts a maximum of ten Turns. 

1. If one player has the only surviving Character units at the end 
of the game or before, that player wins. 

2. If, when the game ends, more than one player still has sur
viving Character units, the victory is decided as follows : 

a. If one player has more surviving Character units than the 
other players, that player wins. 

b. If the number of surviving Character units is equal for more 
than one player, the player with the fewest injuries to surviving 
Character units wins. 

c. Otherwise, the game is a "draw". 

B. SHIP AREA VICTORY CONDITIONS: The game lasts un
til ten Turns are completed, or until both Treasure Chest units 
are on the same Ship. 

1. The side with both Treasure Chest units aboard its own Ship 
wins. 

2. If neither side has both Treasure Chests, base victory on the 
numbers of surviving Character units, as explained in 2. of the 
Tavern Area Victory Conditions. 
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THE OPTIONAL RULES 

I. INTRODUCTION TO THE OPTIONAL RULES 

Once players have mastered the Basic Game Rules of SWASH
BUCKLER, they may wish to try some or all of the rules found 
in this section. 

II. OPTIONAL CHARACTER DETERMINATION 
This Option permits more differentiation between the Character 
units than is allowed under the Basic Game Rules. The names of 
the units are written at the tops of each Character Column, and 
the Standing Boxes are checked, as in the Basic Game, but then 
dice rolls determine the individual characteristics of each Char
acter unit. 

A. GENERAL CHARACTERISTICS DETERMINATION: The 
following must be done for each Character unit a player con
trols. 

1. STRENGTH FACTOR: Roll one die three times, and add 
together the numbers rolled. For example, if a "3", "5", and 
"6" were rolled, this would give a Strength Factor of "12" 
for the Character unit. Write this number next to the word 
"Strength". For Pirate Character units, add "3" to this num
ber. 

2. ENDURANCE FACTOR: Roll one die three times, and 
add together the numbers rolled. Write this number next to 
the word "Endurance". 

3. CONSTITUTION FACTOR: Add together the Strength 
and Endurance Factors. Write this number next to the word 
"Constitution". 

4. EXPERTISE FACTOR: Roll one die three times, and 
add together the numbers rolled. Write this number next to 
the word "Expertise". 
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5. DEXTERITY: Roll the two dice and consult the Dexterity 
Table on the Set Up Card. 

a. If "Right-Handed" is rolled, write a "R" next to the word 
"Dexterity" to indicate a right-handed Character unit . A right
handed Character unit performs the same as one in the Basic 
Game. 
b. If "Left-Handed" is rolled, write a "L" next to the word 
"Dexterity" to indicate a left-handed Character unit. 
(1) A left-handed Character unit uses the Optional Left-Handed 
Defensive Squares - Swordplay Diagrams on the Game Card, 
instead of the Right-Handed (Basic Gamel Diagrams. 
(2) The Dagger in the Character Picture should be drawn longer 
to represent a Sword in the left hand, and the Sword in the 
Character Picture shou Id be shortened to represent a Dagger in 
the right hand. The use of right and left hands is just the reverse 
of that for a right-handed Character unit (as in the Basic Gamel. 

c. If "Ambidextrous" is rolled, write an "A" next to the word 
"Dexterity" to indicate an ambidextrous (equally able to use 
both hands) Character unit. 
(1) The "S" and "L" squares on the Defensible Squares -
Swordplay Diagrams for both the right and left-handed Charac
ters may be used by an ambidextrous Character unit, at the con
trolling player's choice. 
(2) An ambidextrous Character unit can use either arm for 
Sword, Throwing, etc. 

6. PROFILE: The Constitution Factor may be broken up in 
any desired manner between the Head, Body, Right Arm, and 
Left Arm. At least "1" must be assigned to every part of the 
body. 

B. SPECIAL PIRATE CHARACTERISTICS: 
operate under the following special rules. 

Pirate units 

1. Pirate units always have "3" added to their Strength Factor, 
which, in turn, will also increase their Constitution Factor. 

2. Pirate units have "Cutlasses" for their Swords. 
a. A Cutlass cannot be used for Lunge, Running Lunge, or Parry 
And Lunge Offensive Swordplay Orders. They can be used only 
to Slash. Only Musketeer units, armed with "Rapiers" for 
Swords may use those Swordplay Orders. 
b. A Cutlass cannot be "thrown". 

Ill. BROKEN MUGS 
A. BROKEN FULL MUGS: Any Standing Character unit that 
enters a square containing a Broken Full Mug unit or units may 
"slip" on the spilled liquid . Use the SLIP ON BROKEN FULL 
MUG section of the Special Attacks and Incidents Tables to re
solve this possible "slipping". 

B. BROKEN MUGS - SHARP GLASS: Any Character unit 
that "Falls" or "Crawls" into a square containing a Broken Full 
or Empty Mug unit or units will be "cut" on the broken glass 
and will suffer one Body injury. 

IV. BROKEN WEAPONS 
Weapons can be broken through contact with sturdier weapons. 
Anytime an Offensive Swordplay Order is "Parried", there is 
a chance of a weaker weapon being broken. The Broken Weap
ons Chart on the Game Card is used to resolve these situations. 
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A. If a Dagger parries a Rapier, or a Rapier parries a Dagger, the 
Dagger is broken and can no longer be used (circle it on the 
Character Picture) if a "1" is rolled on one die. 

B. If a Rapier parries a Cutlass, or a Cutlass parries a Rapier, the 
Rapier is broken and can no longer be used if a "1" or "2" is 
rolled on one die. 

C. If a Dagger parries a Cutlass, or a Cutlass parries a Dagger, the 
Dagger is broken and can no longer be used if a "1 ", "2", or "3" 
is rolled on one die. 

V. STRANGE WEAPONS 

Pirates are not skilled in the use of Rapiers, and Musketeers are 
not ski lied in the use of Cutlasses. 

A. A Pirate unit using a Rapier that was Picked Up is "-3" col
umns (to the left) on the Sword and Dagger Attack Table. Pirate 
units may not "throw" Rapier units. 

B. A Musketeer unit using a Cutlass that was Picked Up is "-3" 
columns on the Sword and Dagger Attack Table. Musketeer 
units may not "throw" Cutlass units. 

C. If necessary, Players may keep notes on whether particular 
Sword units represent Rapiers or Cutlasses. 

VI. STRENGTH MODIFIERS 

A Character unit's Strength Factor can be important in a number 
of situations. 

A. STRENGTH MODIFIERS TO SWORD AND DAGGER AT
TACKS: The Strength Factor of a Character unit with an Of
fensive Swordplay Order may modify the column used to re
solve the attack. These Modifiers are listed in the STRENGTH 
MODIFIERS Box under the Sword and Dagger Attack Table on 
the Game Card. 

B. SPECIAL STRENGTH NEEDED TO SHOVE, FLIP, OR 
YANK: In order to execute an order to Shove a Table unit, 
Flip a Table unit, or Yank a Carpet unit, the Character unit must 
have a Strength Factor that equals or exceeds the Strength Fac
tor or Factors of any Character unit or units that are on top of 
these Furniture units. 

VII. EXPENDING AND RECOVERING ENDURANCE 
FACTORS - RUN MOVEMENT ORDERS 

Character units may expend and recover Endurance Factors by 
the orders given to them. If these Optional Rules are used, the 
ten Turn limit of the Basic Game is lifted. The game will last 
until one player or side has won due to eliminating all opposing 
Character units, or by getting both Treasure Chest units aboard 
their own Ship. 

A. Every Turn during which a Character unit is Stunned for at 
least one Step and/or performs at least one Action, Movement, 
or Swordplay Order the Character unit will expend one Endur
ance Factor. Expending Endurance has no effects unless all En
durance is expended. 

B. RUN ORDERS: Standing Character units may be given Run 
Orders ("RUN") if the Character unit has enough Endurance 
Factors. Run Orders allow a Character unit to move one square 
straight ahead, the same as a Step Forward Order, but no Rest 
Notation is required after the Run Order Notation. Each Step 
during which a Run Order is executed, Character unit will ex
pend one Endurance. 

C. Every Turn during which a Character unit has only Rest 
Notations plotted, and is not Stunned during any Step, the Char
acter unit can recover up to one-fourth (round fractions up) of 
the Character unit's starting Endurance Factor. The amount 
recovered can never make the Endurance Factor larger that it 
was originally. 

D. Any Character unit which expends all of its Endurance is 
eliminated. 

VIII. RANDOM TAVERN AREA GAME END 

Sooner or later, the authorities will arrive to break up a brawl 
such as that which takes place in a Tavern Area game. 

A. As soon as the first unit passes through a Window or Door 
square side, the possibility of the arrival of the authorities 
(gendarmes, shore patrol, the Cardinal's Guards, etc.) exists. 

B. On every Turn after the first unit leaves the Tavern Area, 
during the Order Plot Phase before orders are written, one player 
rolls one die. If a "1" is rolled, the authorities arrive to break up 
the brawl, and the game ends. 

C. Victory is determined on the Turn that the game ends. Being 
uncertain of exactly when the game will end gives players some 
tricky decisions to make regarding their Endurance Factors. 

IX. FALL FROM A HEIGHT 

A Character unit falls from a height whenever the new square 
entered is a lower elevation level than the one previously oc
cupied, and proper "Jump" or "Climb" orders were not used to 
make the move. 

A. The INJURIES IF NOT AVOIDEDandSTEPSOFSTUN IF 
FALLS columns of the THROWN CHAIR AND FALLS FROM 
HEIGHT section of the Special Attacks and Incidents Tables 
are used to determine additional injuries and Stuns sustained by 
the Character unit due to falling from a height. 

B. The controlling player rolls the die once each on each of the 
two columns for each elevation level the Character unit "fell". 
For example, a Character unit that "fell" from the Quarterdeck 
(Elevation Level "5") to the Spar Deck (Elevation Level "3") 
falls two levels, and two rolls on each column would be used to 
determine the total injuries and Stuns on the Character unit. 

X. CHARACTER DEVELOPMENT 

If players wish to use the same Character units in game after 
game, they may add one Expertise to Character units that sur
vive from game to game. This accumulation of Expertise ends 
when the Character unit is eliminated. All other Factors and 
Characteristics remain the same for a surviving Character unit 
from game to game. 



SWASHBUCKLER 
SET UP CARD 

OPTIONAL CHARACTER DETERMINATION 

1. STRENGTH FACTOR : Roll one die three 

times, and add togethter the numbers rolled. 

For Pirate units, add "3" to this number. 

2. ENDURANCE FACTOR : Roll one die 
three times, and add together the numbers 

rolled. 

3. CONSTITUTION FACTOR: Add together 

the Strength and Endurance Factors. 

4. EXPERTISE FACTOR : Roll one die three 

times, and add together the numbers rolled. 

5. DEXTERITY: Roll the two dice and con

sult the Dexterity Table, below: 

Ambidextrous 

6. PROFILE : The Const itution Factor is 

divided between the parts of the body. At 
least "1" must be assigned to each part. 

RANDOM SET UP 

DICE 
ROLL TAVERN SHIP 

11 82 A6 

12 85 A5 

13 BS 83 
14 811 83 
15 814 87 

16 01 87 

21 D4 811 

22 07 811 

23 010 813 

24 013 813 

26 F3 C5 

26 F6 C5 

31 F9 C9 
32 F12 C9 

33 F14 C14 

34 H1 C14 

35 H4 03 

36 H7 03 

41 H10 07 

42 H13 07 

43 J2 011 

44 J5 011 

45 JS 013 

46 Jl 1 013 

51 J14 E5 

52 L3 E5 

53 L6 E9 

54 L9 E9 .... L12 F3 

56 L14 F3 

61 N2 F7 

62 N5 F7 

63 N7 F11 

64 N10 F11 

65 N12 F13 
fl fl N14 F13 

A Character un it is always 
placed on its own sh ip 
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a 

DICE 
- COLUMNS 

ROLL 

98 58 7B 88 
76-95 4B 6B 7B 
71.71 3B 6B 8B 

66 2B 4B 5B - 2H 2B "Ill 

64 2L 2H 2B - "" 2L "'" 62 --- 2R 2L 
81 - - 2R 
56 -- -- ----
55 - ~- -
54 --- - --
53 
52 - -- ---
51 - - -
46 - - - - --44 -- -- ---
43 
42 --- -·-- -
41 - - · -
36 ----- ---- ---
3& - - -
34 -- -- ----

11..;s;t 

SWORD AND DAGGER ATTACK TABLE 

ATTACKER'S EXPERTISE DIFFERENCE 

-10 .0 -3 -1 +1 +3 +5 +10 
COLUMNS+ to to to to 0 to to to to 

-15 ..g -4 -2 +2 +4 +9 +15 

88 9B 9B 108 10B 11B 11B 128 128 13B 13B 148 14B 16B 
7B SB SB 9B 9B 10B 10B 11 B 11B 12B 12B 13B 13B 14B 
6B 7B 7B SB SB 9B 9B 10B 108 11B 11B 128 12B 13B 
5B 6B 6B 7B 7B SB SB 9B 9B 10B 10B 11 B 11 B 12B 
48 DIS 1)6 blS tllS 7B 7B ISIS ISIS 91S QH lOB 10H 1 llS 
2B 4B 4B 5B 5B 6B 6B 7B 7B SB SB 9B 9B 10B 

"" ;,ca ;,tlS 415 415 DIS DIS na l:Sl:S /IS /IS tll:S tll:S Hit 

2L 2H 2H 2B 2B 4B 4B 5B 5B 6B 6B 7B 7B SB 
4R 2L 4L 2H 3H 2B 3B 4B 4B 5B 6B 6B 8B 7B 
2R 4R 2L 4L 2H 4H 4H 38 3B 4B 4B 5B 5B 6B 

- 2R 4R 2L 3L 2t1 2t1 4H 4H 3B 3B 4B 4B 5B 
-- -- 2R 4R 2L 4L 4L 2H 2H 4H 5H 3B 3B 4B 

"" "" 2L 2L 4l SL 2H 4R OR SH 38 

--- ---- -- - 2R 4R 5R 2L 4L 5L 3H 4H 4H 51f 

- - , - - 2R 4R 6R 2L 4L 6L 3H 3H 4H 
- -- - -- -- 2R 4R 5R 2L 4L 5L 5L 3H 

,. - 2t1 4t1 bM 3L 4L 4L liL 
-- - - ---- -- -- --- - - 2R 4R 5R 3L 3L 4L 

2R 4R 5R 8R 3L 
--- --- -- -- - -- - ---- --- -- 3R 4R 5R 6R 

- - - - - - - -- - - - 3R 4R 6R 
---- --- --- ---- ----- --- -- --- ---- -- --- -- 3R 4R 

- - - -- - -- -- - -- - - - - 3R 
--- -- --- -- --- -- - ·-- ---- ----- ---- -- ---- -- --

Nol n)u'* 
8 : Body Injuries. H : Head Inju ries. R: Right Arm Injuries. L: Left Arm Injuries. 

SWORD AND DAGGER ATTACK MODIFIERS 

DICE 
ROLL 

158 98 
14B 76-95 
13B 71.71 
12B 66 
1 llS ae 
10B 64 

l:tl:S 63 
SB 62 
7B 81 
6B 56 
68 DD 
4B 54 
38 IM 

6H 52 
6H 51 
4H 40 

JH "ID 

5L 44 
4L Q 

3L 42 
8R 41 
5R 36 

4R 315 
3R 34 

11~ 
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DEFENSIBLE SUUARES -S)'IORDPLA Y DIAGRAMS 
RIGHT-HANDED (Basic Game) LEFT-HANDED (OP) 

~~~~ I s t s I s 
s 

L : Lunge or Stab (Rapier or Dagger). 
,_S: Slash (Rapier or Cutlass). 

Where the "S" appears are d8fenalble Squares. 

INDEFENSIBLE SITUATIONS 

+30 to dice: "0" Expertil8 for Defender. 
Tndef~e when the Attacker is in an Indefensible square, 
Throwing, Standing Up, Going Prone, Climbing, Shov ing, 
Yanking, Stunned, Swinging, Flipping, Toppling, or with 
no Weapon. 
lf'iDagger onfYd8tendl 11911in1t a Sword the reault is Inde
fensible If "4~" 11 rolled. 

~-Col~- For a Parry & Lunge (Must Parry first). STRENGTH MODIFIERS .1~1 STRANGE WEAPONS (OP) SWASHBUCKLER 
GAME CARD 

For a Running Lunge. 
if Defender ha % Body injuries. 

-3 Col : If A;ker has 'h Body injuries. 
-3 Col: Fer a Slah. 
-2 Col : For Lunge with Higher Defender. 
-4 c01t FOr"Sliih""With Highar Defen de'T. 

BROKEN WEAPONS CHART (OP) 
DIE 
ROLL PARRY SITUATION RESULTS 

1 Rapier v1. Dagger Dagger Broken 
1-2 Cutlass vs. Rapier Rapier Bro ken 
1-3 Cuti- vs. Dagger Dagger Broken 

-2 Col : Strength of " 3". 

SWING DISTANCES 
Equal Heights : 2 or 3 Squares. 
Lower to Highar: 2 ~quart!:. 
Higher to Lower: 3, 4, or 5 Squares. 
Sw(nglng into a Square With ""iii" opponent la an 
automatic Kick. 

INJURY EFFECTS 

All Body or Heed Gone: Eliminated. 
% Body~: Move only one Square per Turn . No Jumping. Cl imb
ing, or Swinging. 
Right Arm Gone: May no longer use Sword (Dagger if left-fianded) or 
Throw. 

1 
Left Arni'G'One: May no longer use Dagger (Sword if left-handed}_ 
AClditional Arm lnjurle• 68come Head Injuries. 
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SPECIAL ATT ACkl AND INCIDENTS T ABl,.E . ~ 

·' 1 ;¥ 
' .. ' 

CHANCE INJURIES NOT AVOIDED STEPS OF 
TYPE ATTACK DIE TO IF NOT STEPS CHANCES STUN DIE SPECIAL ATTACKS AND 
OR INCIDENT ROLL AVOID AVOIDED OF STUN TO FALL IF FALLS ROLL NOTES INCIDENTS TABLES NOTES 

F.U. 1 , ,, ' -, Avoids 18• ' 1 
8: B~lniUrv. 
H: Head Injury. 

2 Avoids 1H•" 2 ...... , ' 2 
The Che...:tllr unit mutt be.fn the_..~ THROWN CHAIR 

Hit tR• i\ 2 ,.. .... 1 3 AND FALLS 3 
'to Throw a Chair unit. A Thrown Chair unit Hit 3 NoFaU 2 

.. 
4 FROM HEIGHT 4 2Bta'I mowee a maxlmUm of six ICIU8*. 6 Hit 2Hrm 3 NoFtlll 2 & 

' 6 Hit 2Lti~ 4 NoFatl 2 6 ,_ 

1-2 Avoids 1L 1 Falls 1 1-2 May be Thrown from the same or an adjacent 
3 Avoids 18 1 Falls 1 3 square. A Thrown Mug unit moves until some-THROWN MUG 
4 Hit 1H 2 No Fall 2 4 

thing is hit. 
5-6 Hit 1R 2 No Fall 2 5-6 

H: Rljht Arm liiJUFY. ~ 

L: Left Arm Injury. 
u: ·No Injury. ' ,, 

(!): Use to resolve Falls from Height. 

I QI> : Pr1:tne unit .,_.,. tvold a ShcMd Table. 
Standing unla .. alwlp Hit by a ShOll'ld 
Tablll. Pron .. aftd8'91dnt unhl .. alMVs 
Hit tw a Fl(pped Ttble. . 

1-3 Avoids "'0 1 No Fan u ~ 
Affec11 all Character unl11 In Defensible 2 ..... ~ .... 0 4 ' WAVED HAT 4 Avoids 0 ......... 

5-6 Hit 0 2 No Fall 0 5-6 

(£) : Use if a Character unit tries to Stand Up 
under an Upright Table unit. 

{!) : Use the Shewing Match Chan to~· 

1-3 Avoids 0 1 I-alls l 1-3 
4 Hit lR 2 No Fall 2 4 A Thrown Sword unit moves until something THROWN SWORD 

Hit 38 2 No Fall 2 5 is hit. 5 
6 Hit 48 2 No Fall 2 6 ~ SHOVING MATCH CHART 

1-2 Avoids 0 1 Falls 1 1-2 DIFFERENCE IN STRENGTH 
3 Avoids 1R 1 ~~-· 

Fiiis 1 3 A Thrown D11911r unit moves untll something 
THROWN DAGGER 4 Hit 48 2 No Fall 2 4 It hit. 

6 Hit 58 2 NOFlll 2 5 

@ -.:t-4 -1~ u +1+2 +.sT'• TQT 

ROLL TO 
1 1-2 1-3 14 1-5 Auto 

SUCCEED 

' 6 Hit 68 2 No Fall 2 6 
1-2 Avoids 18 1 I-alls 1 1-2 Must be in same square to Kick. Kicked 

KICK 3 Hit 18 2 Falls 1 3 Character unit is moved back one square. 
4-6 Hit 18 2 No Fall 2 4-6 
1-2 Hit 0 1 ...... 1Cc 1-2 

SHOVED OR 3 Hit 0 2 Fllll 1 c"I 3 A Shewed Table unit moves ona tqUare. A 
FLIPPED TABLE 4 Hit ~ 0 2 falls 2 r'CI 4 Flipped Tabla unit moves its length. 

.~ 5-6 Hit n ~ Falls 2 ·,.1 5-6 
1-2 Avoids 0 1 Falls 1 1-2 

SHOVED CHAIR 3 Hit 0 1 Falls 1 3 A Shoved Chair unit moves one square. 

4-6 Hit 0 2 No Fall 2 4-6 
1 Hit ' O 1 Falls 1 1 A Character unit moves with thl Table unit. 

CHARACTER UNIT 2 Hit 0 1 Falls 2 2 (OP) Tha Character unit Flipping or Shoving 
ON SHOVED OR 3 Hit 0 1 No Fall 2 3 must have a Strength Factor equal to or greater 
FLIPPED TABLE 4-6 Hit 0 2 No Fall 3 4-6 than thosa on the Table. 

6 Hit 0 
, No fall 4 6 

CHARACTER UNIT 1-3 Hit 0 1 Falls 1 1-3 Move Carpet unit one square in the direction 
ON YANKED 4-5 Hit 0 2 No Fall 2 4-5 of the Yank. 
CARPET 6 Hit 0 2 No Fall 3 6 

1~2 I 0 1 Falls 1 1-2 
Occurs If Character units ant in tha same '· SHOVING MATCH 3 ) 0 1 NOl"lll 1 3 

4-6 0 2 No Fall 2 4-6 9qU ... 

1-2 Avoids 1L 1 Falls 1 1-2 All Mug units on Shelves will break. Shelves 
3 Avoids 1H 2 Falls 1 3 will fall into a number of squares equal to the TOPPLE SHELF 
4 Hit 18 2 No Fall 2 4 number of Shelves. 

"'-"' Hit 1R 3 No Fall 2 5-6 
SLIP ON BROKEN 1-2 Avoids 1R 1 Falls 1 1·2 If Falls, will automatically h8119 1 Body Injury 
FULL MUG 3-4 Avoids 1L 1 No Fall 1 3-4 due to broken glall. tlMIT (Qp) IUl Hit' 0 1 No Fall 2 IUl 



SWASHBUCKLER ORDER SHEET 

NAME: NAME: NAME: NAME: 
CHARACTER: CHARACTER: CHARACTER: CHARACTER: 

Strength : Strength: Strength : Strength : 
Endurance: + Endurance: + __ Endurance : t...__ Endurance : -L.,__ 

Constitution: Constitution : Constitution: Constitution : 
Expertise : Expertise: Expertise: Expertise : 

PROFILE: Standingo PROFILE: Standingo PROFILE: StandingO PROFILE: StandingD 
Head: Prone 0 Head: Prone 0 Head: Prone 0 Head: Prone 0 

~~' ~ ~- ~ ' :~ ~~~ El'llDUBAl'llCE 
l'llQU~S (Qfl: r Leh 

'•? in ~- ~ A full Turn 
Right Right 

j 
Left Right 

j 
Left Right J~ Left at Rest will Arm : Arm : Arm: Arm : Arm : Arm : Arm : I Arm: 

·1 restore V.. - starting En-
Body: Body : Body : Body : durance 

Dexterity (OP) : Dexterity (OP): Dexterity (OP) : Dexterity (OP) : 
(round up) _ 

TURN ORDERS ORDERS ORDERS ORDERS TURN 
NO. 1 2 3 4 5 6 1 2 3 

1 
2 
3 
4 
5 
6 
7 
8 
9 

10 
11 
12 
13 
14 
15 

ACTION ORDERS 
1. Throw Dagger: WD- 8. Yank Carpet: Y--
2. Throw Sword: WS- 9. Flip Table: FT--
3. Wave Hat: WH - 10. Throw Chair : WC--
4. Throw Mug: WM- 11. Pick Up Sword: PS-
5. Shove Chair: VC- 12. Pick Up Dagger: PD-
6. Topple Shelf: WT-- 13. Pick Up Chest: PC--
7. Shove Table : VT- Block: X-

If a conflict for object to throw, larger Expertise wins . If conflict for 
shoving, yanking, or toppling, larger Strength wins. Prone Characters 
may not perform Action Orders. 

4 5 6 1 2 3 

SWORDPLAY ORDERS 
Lunge : N-
Parry : P-
Parry & Lunge: PN-
Running Lunge : 1 N
Slash : S-
Stab (Dagger) : SS-

Prone Character units 
may not Lunge, Slash, 
or Stab. 
Units carrying a Treasure 
Chest may not execute 
Swordplay Orders. 

4 5 6 1 2 3 4 5 6 NO. 

1 
2 
3 
4 
5 
6 
7 
8 
9 

10 
11 
12 
13 
14 
15 

MOVEMENT ORDERS 
Back Step : B-
Climb (Up or Down) : A* 
Crawl: C_--
Go Prone: PR-
Jump (Up or Down) : J_ 
Left Turn: L 
Rest : -
Right Turn : R 

Run : RUN(OP) 
Side Left : SL-
Side Right : SR 
Stand Up : UP-
Step Forward: 1-
Step Forward & Kick: 
Swing: G_-

STUN: Circle notation in Step Column . 
Units carrying a Treasure Chest may not 
Climb, Jump or Swing. 
* : Number of rests equals elevation change. 

1 K--



SWASHBUCKLER™ 
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Your cheek is still stinging from the blow of the mincing dandy's glove. He 
stands there smirking and basking in his moments of cheap glory as his 
pack of cronies hoots and cackles over your plight. The dandy may very 
well be the finest swordsman in all of France but he has made a fatal error 
for this time he has tried to bully a ••• 

5washbucij_er,. 
B game of Swordplav and Derring-do 

Jaques 

Components: The game components include a 12" by 24" 
mapboard mounted on the inside of the album jacket, two 
Game Cards, 95 d ie cut counters of assorted sizes and 
shapes, a Set Up Card , and two resealable plastic bags for 
storing and sorting the pieces. 

Scale: Abstract, but each unit represents a single man or 
piece of equipment or furniture . 

Number of Players: Two to Six. 

Average Playing Time: One to Two hours. 

Complexity: All wargames by their very nature are the most 
complex of games. In most cases the complexity a player 
wishes in a wargame depends on hobby experience and 
interest in the game topic. Yaquinto publishes a line of 
games of varying complexity and detail to suit all wargam
ing interests. Compared to other wargames, the level of 
complexity of this game is rated as follows: 

D LEVEL ONE: This game is designed to provide new 
players with a game that is easy to learn and play, and 
to provide experienced players with fast and fun com
petition. It is high in playability, challenging to play, but 
low in simulation detail. 

Dice not included. 

D 

D 

R L 
Black beard 

LEVEL TWO: This game falls in the lower end of average 
wargame complexity, being fairly easy to master, but 
having fairly detailed mechanics. · 

LEVEL TH REE: This game falls in the upper end of 
average wargame complexity, requiring time to mas
ter and having detailed mechanics. 

LEVEL FOUR: This game is designed for experienced 
players and is very complex and detailed in its treat
ment. Recommended for veteran players with a high 
interest in the subject matter. 

SWASHBUCKLER is based on 80 years of movies that fea
ture inspired swordplay and uninspired plots. Pirates and 
Musketeers. Pieces of Eight. Flashing swords and muttered 
oaths. Yanked carpets, shoved tables, toppled shelves, 
thrown chairs and ale mugs. Jumping, yelling, swinging on 
ropes with knife in teeth, or swinging from a chandelier with 
oiled ringlets shining. SWASHBUCKLER is all th is and more, 
with an easy to learn and use fast-moving simultaneous 
game system that allows the players to loot ships and wreck 
taverns, with victory going to the bravest, strongest, most 
skillful , and most surpassingly devious player. 

THE ALBUM GAMES™ FEATURES 

Each Album Game contains a colorful map mounted on the inside 
of the "record jacket'', a sheet of " sturdy" colored, die-cut coun
ters, two plastic 'zip-lock' bags designed to assure flat storage of 
the counters, and easy-to-use rules and play aids. Pieces and rules 
are stored in the two pockets of the Album and the entire game 
package is less than a half-inch thick. Convenient, durable, and 
entertaining! 



NEW FROM YAOUINTO 

THE ALBUM GAMES™ 
Your cheek is still stinging from the blow of the mincing dandy's glove. He stands there smirking and basking in his moments 
of cheap glory as his pack of cronies hoots and cackles over your plight. The dandy may very well be the finest swordsman in all of 
France but he has made a fatal error for this time he has tried to bully a ... 

5washbucl(!_er"' 
Swashbuckler is based on 80 years of movies that feature inspired swordplay and uninspired plots. Pirates and Musketeers. Pieces 
of Eight. Flashing swords and muttered oaths. Yanked carpets, shoved tables, toppled shelves, thrown chairs and ale mugs. Jump· 
ing, yelling, swinging on ropes with knife in teeth , or swinging from a chandelier with oiled ringlets shining. Swashbuckler is all 
th is and more, with an easy to learn and use fast-moving simultaneous game system that allows the players to loot ships and wreck 
taverns, w ith victory going to the bravest , strongest, most skillful, and most surpassingly devious player. 

Components: The game components include a 12" by 24" mapboard mounted on the inside of the album jacket, two Game Cards, 95 die cut counters of 
assorted sizes and shapes, a Set-Up Card, and two resealable plastic bags for storing and sorting the pieces. 

Out there beyond the ramp of your landing craft lies a dedicated, fierce, and cunning enemy. You glance at your men huddled 
around you and give the signal. The ramp splashes in to the Pacific surf, you lurch forward through the soft sand, and you are 
on the ... HEAt;HHEAlr 
Beachhead is a fast and furious tactical level simulation of combat on a South Pacific is land in WV>/ I I. The varied unit types and 
weapons include infantry, machine gun, mortar, howitzer, tank, f lame-throwing tank, rangers, flame-thrower armed assault engi· 
neers, heavy bunkers armed with 3" and 6" naval guns, machine gun emplacements, entrenchments, landing craft, 6", 8" and 14" 
naval bombardment, and aircraft armed with bombs, rockets, or napalm. T he game includes rules that cover inverted Japanese set 
up that precludes knowledge of Japanese unit location or the effects of bombardment unti l the landing craft are comm itted, 
fields of fire, machine gun fire-lanes, Japanese "rain of death" mortar fire, smoke, pinned units, infantry close assault, defense 

values based on moving and non·moving status varying with terrain , line of sight and ranging fire, Banzai charges, shell scatter, and much more. Players must 
lea rn close support small unit tactics to win because for the loser there are only two options ... Death o r the Sea. 

Components: Beachhead is an album game and comes complete with a mounted 24" X 12" mapboard. The mapboard represents a section of an island. 
The Terrain of the island is a composite of the different types of islands against which amphibious operations were waged during the Second World War. 
Also included are 250 die cut cou nters, a game booklet containing all of the rules for the basic game as well as optional rules that add color and flavor to 

the player's tastes. @ @ (* *!* @ 

You stare at the glowing green dots on the radar screen that are in reality enemy ships searching for you. Missiles are locked on 
and tracking. The crew on the bridge waits for the word to launch. Too soon and you've wasted valuable missiles. Too late and 
you might not get a chance to launch . The decision is yours because you command the ... 

l~\Srl' Arl"l'ACii HOArl'S'M 
Fast Attack Boats is based on the Arab·lsraeli naval war of October, 1973. Easy to learn, fast and fun to play, Fast Attack Boats 
is two games in one. The Battle Game allows players to select small squadrons for evenly-matched tact ica l engagements. T he 
Strategic Game allows players to match the small bu t eff icient Israeli fleet against the much larger, but clumsy, combined fleets 
of Egypt and Syria in a series of battles where strategic p lan ning is as important as t actical expertise. 

Components: The game components include a 12" by 24 " mapboard mounted on the inside of the album jacket, an Arab and an 
Israeli Game Card, 179 die cut unit counters, and two resealable plastic bags for storing and sorting the pieces. 

@ @ @ @ @ 
Beyond that massive door stretch twisting catacombs haunted by creatures so horrible they defy description. Beyond them lies 
your Princess. It takes a special type of person to smash open that door and have a chance to fetch her to safety. It takes a .. . 

t{eno·M 
Hero is a wild, no holds barred man-to-man (or beast) game on two leve ls . Players control their own Hero in the ir portion of the 
maze as well as monsters in the opponents portion. Each Hero is composed of several categories : Intelligence, Physical Appear
ance, Class, Strength, Luck, Hits, and Weapons Proficiency . Each of these must be determined by the player from a fixed number 
of points. To make a Hero super-strong will mean that some other category mu st suffer (super-strong and a lackwit?l. Monsters 
include such loathesome creatures as trolls, ogres, zombies, goblins, lycanthropes, men , and the horribly alluring succubus. Each 
has an offensive potential as well as a defensive capability based on the t ype of creature vs. the Hero's weapon and how mightily 
he w ields it. Y our Hero must avoid traps, slaughter monsters, gather gold, and make it to the end of the labyrinth to win the hand 

of the stunning, voluptuous daughter of the most powerful wizard in the land. If the Hero does not there are always other challenges, unless he has become 
a Dead Hero. 

Components: Hero is an album game and comes complete with mounted 24" X 12" map board . The map board represents the twisting maze of an under
ground catacomb divided into three separate areas, one for each p layer. Also included are 150 die cut counters and a game booklet containing all of the rules 
necessary for play as well as Character Set-Up cards for each Hero. 

Dice not included. 

THE ALBUM GAMES™ FEATURES 

Each Album Game cbntains a colorful map mounted on the inside 
of the " record jacket", a sheet of " sturdy" colored, die-cut coun
ters, two plastic 'zip-lock' bags designed to assure flat storage of 
the counters, and easy-to-use rules and play aids. Pieces and rules 
are stored in the two pockets of the Album and the entire game 
package is less than a half-inch thick. Convenient, durable, and 
entertaining! 



MARINE: 2002 
Components: The boxed game components in

clude three 9" x 21 " mapboard sections, two sheets of 
extra thick die-<:ut counters, a complete rule book with 
scenarios, a command log pad, game table cards, 
unit operation sheets, a pair of dice and a sturdy 
plastic tray. 

Marine: 2002 is a tactical level simulation of com
bat on or near the surface of the moon. The futuristic 
weapons used (neutron warheads, rocket shells, la
sers and charged particle beams. and conventional 
shells) are playably duplicated with a system that 
faithfully shows their strengths and weaknesses. The 
game includes rules that cover ground and air 
movement for all units, combat with beamed 
weapons and a battlefield which is limited only by a 
horizon which varies with the current altitude of en
gaged units. Other rules easily account for communi
cation and command control, morale, individual 
casualties, cumulative vehicle damage, orbiting 
weapons platforms and much more. 

Stock No. 21 13 $17.00 

'88' 
Components: The boxed game components 

include six 21 " by 9" mapboard sections, two large 
sheets of extra-thick die cut unit counters, a com
plete rulebook with scenarios, a command pad, 
game tables cards, data cards, two decimal dice, 
and a sturdy compartmented plastic tray. 

88 is an intense tactical-level game of ground 
combat in Africa's Western Desert in World War 11, 
the famous struggle between the British "Desert 
Rats" and the German and Italian Afrika Korps. 88 
duplicates the strengths and weaknesses of the 
German, British, and Italian units involved with 50 
data cards that display all the information needed 
to move and fight The game system, shared with 
our earlier popular PANZER game (which covers 
battles on the Eastern F rant), easily incorporates 
myriad details such as armor thicknesses at vari-

MYTHOLOGY 
COMPONENTS: The boxed game compo

nents include a colorful 21-1 / 2" X 27-1 / 2" game 
board, a sheet of extra-thick die-cut counters, a 
deck of game cards, a complete rule book, a log 
pad, two dice and a sturdy compartmented plastic 
tray. 

MYTHOLOGY is a 2 to 10 player game set in the 
Hero ic Age that allows each participant to assume 
the role and powers of a major Greek god or god
dess. Players use their powers and persuasive 
abilities to attempt to either control or destroy mor
tal heros and legendary monsters. Through prayer 
and sacrifice players attempt to protect their " fa
vored" heros from the wrath of other gods who 
may try to eliminate them before they can return 
from their quest with valuable and sacred items 
such as the Golden Fleece. Famous heros such as 
Jason, Hercules, Theseus and many more must 

BATILE 
Components: The boxed game components in

clude a 21-1 / 2" by 13-1 / 2" mapboard, screen, army 
value charts, rules bookie~ extra-thick die-<:ut terrain 
and military unit counters, and a sturdy com
partmented plastic tray for storing and sorting the 
pieces. Your battle weapons are devious strategy and 
the ability to think ahead. 

Battle: The Game of Generals is many games in 
one. An excellent introductory wargame for novices, it 
also makes a fast and challenging contest for veteran 
gamers who lack the time for a full-size. full -length 
wargame, but still enjoy a grueling test of their wits and 
planning ability. BATTLE is one of the best balanced, 
most flexible, and most unforgMng games on the 
market Moveable terrain allows for a virtually infinite 
number of "battlefield" setups, and "armies" can be 
organized for six different historical eras. The game 
depends entirely on player skill, with no dice required 
to resolve combats. 

Stock No. 0307 $7.00 

ous points, shots from various angles, heights, and 
attitudes, and the effects of terrain. The rules cover 
all the important aspects of small unit tactics -
armor piercing shots, small arms fire, high explo
sives, artillery barrages, air support, communica
t ions, turret rotation , gun depression, mines, 
barbed wire, smoke, and much more. The flexible 
scenarios cover a variety of combat situations that 
are resolved on the six-piece geomorphic map
board, which also features moveable terrain 
pieces. The types of units include infantry, anti
tank guns (including the deadly 88mm), Matildas, 
Crusaders, Bren Carriers, Long Range Desert 
Group Trucks, Honeys, Grants, Shermans, 
M 13/ 40s, SEM 41 s, a large variety of Pz Ills and IVs, 
halftracks, and much, much more. 

STOCK NO. 1514 $17.00 

STOCK NO. 1514 $17.00 

face the constant perils of fearsome creatures, or 
more divine things such as earthquakes, volcanos, 
tempest, plague and pestilence in order to survive 
and give glory to their god or goddess. 

MYTHOLOGY is an exciting and unique game 
where you can never be quite sure what is going to 
happen next. 
STOCK NO. 1210 $14.00 

ULTIMATUM 
Components: Ultimatum comes complete with a 

21-1 / 2" by 27-1 / 2" mapboard, 600 extra-thick, die
cut unit counters, Log Pad for simultaneous execu
tion of game moves, a set of charts and tables, a game 
die, a sturdy plastic tray for unit separation and stor
age, and a rules booklet containing Basic, Optional 
and Tournament rules. 

<Jltimatum is a strategic level, two player game, set 
in the atomic age that focuses on diplomacy, the arms 
race, world domination through nuclear brinkman
ship and, if all else fails, total nuclear war between the 
United States and the Soviet Union. 

<Jltimatum allows players to create their own nu
clear arsenals, invest in missiles, aircraft, antiballistic 
missiles, electronic counter measures and surface to 
air (anti-aircraft) missiles. Players apply political, 
economic and military pressure in seven world crisis 
areas that include: Latin America, Central Asia, South 
Asia, South East Asia, the Middle Ea~ Japan-Korea 
and Europe. 

Stock No. 0411 $12.00 



PANZER 
Components: 1lle boxed game components in

clude three 2 J " by 9" mapboard sections, two sheets 
of extra-thick die cut counters, a complete rulebook 
with scenarios, a com mand pad, game tables cards, 
data cards, two decimal dice, and a sturdy com
partmented plastic tray. 

Panzer is a tactical-level game of ground combat 
on the Eastern Front in World War II. 1lle strengths 
and weaknesses of the German and Russian units 
involved are accurately and playably duplicated by 
forty-nine data cards that display all information 
needed to move and fight 1lle system easily incorpo
rates myriad details such as armor thicknesses at 
various points, shots from various angles, heights, 
and attitudes, and the effects of terrain. 1lle rules 
cover the important aspects of small unit tactics -
armor piercing shots, small arms fire, artillery bar
rages, air support, communications, gun depression, 
mines, roadblocks, barbed wire, smoke, and much 
more. 

Stock No. 0713 $1 6.00 

THE BEASTLORD 
Components: 1lle Beastl.ord is two games in one 

and comes complete with two colorful 2 J -1/ 2" by 
27-1 / 2" mapboards,one Strategic and one Tactical. 
1lle Strategic mapboard shows the valley in its en
tirety. 1lle Tactical map represents all of the major 
terrain types on the Strategic board carefully arranged 
to allow any confrontations on the Strategic map to be 
accurately placed for tactical combat Also included 
are over 600 extra thick die-cut counters, a game 
booklet containing rules for both Strategic and T acti
cal com bat that are quick and easy to learn as well as 
Optional Rules that add complexity and color to the 
player's tastes, two game dice, counter set-up sheets 
for placement of all unit counters, cardboard screens, 
and a sturdy compartmented plastic tray for conve
nient counter storage. 

The Beastl..ord is a game of near hidden move
ment through the use of dummy counters burying 
players in the fog of war and raising the art of bullying, 
bluffing and threatening to new heights. 

Stock No. 0618 $15.00 

c.v. 
Components: 1lle boxed game components in

clude two 2 J -J / 2" by 27 -1 / 2" mapboards, 800 extra 
thick die-cut counters, complete rulebook with 
scenarios and historical summary, log pads, game 
table cards, holding box charts, two dice. and two 
sturdy compartmented plastic trays. 

Only five minutes after the Japanese cheered the 
slaughter of the American torpedo bombers, three of 
their largest aircraft carriers were shattered and burn
ing in one of history's most dramatic reversals. 

Every ship or plane type that participated or could 
have participated is included. from giants like the 
Kaga, Enterprise, Yamato, and Maryland to the 
cramped submarines, I-boats, and Japanese midget 
submarines, from planes like the Dauntless. Kate, Val, 
Wildca" and Zero that dominated the battle to the 
more obscure but no less important types such as the 
Catalinas, Liberators, Jakes, and Mavis Flying Boats. 
1lle rules cover all the key factors in the battle, land. 
sea, and air comba" repairs, critical hits, ammunition 
supply, bomb types, night and weather, and more. 

Stock No. 0516 S 18.00 

TIME WAR 
Components: Time War comes complete with a 

colorful 2 J -J / 2" by 27-J / 2" mapboard, 400 extra
thick die-cut unit counters, an attention getting deck 
of "Time Mission" cards, an easy to use log pad for 
simultaneous movemen" a pair of game dice, a set of 
charts and tables for quick reference in game play and 
a rule book that includes Basic and Optional rules 
covering such aspects as training projection, transfer 
and recovery, research and developmen" new or up
dated equipmen" the changing of history, combat 
and much more. Also included is a plastic tray for unit 
counter separation and storage. 

T1me War is an exciting new tactical level game that 
begins in the future. A future where governments, 
using their ability to send men and equipment into 
time, fight their wars and vie for power in the past 
Highly evolved computers predict the "Jonbar Junc
tions" (Critical moments in history) and what actions 
can be taken by the time forces to create a favorable 
change in the power balance of their own time. 

Stock No. OJ 14 $13.00 

STARFALL 
Components: Starfall comes complete with an at

tractive 27- J / 2" by 2 J -J / 2" mapboard, over 550 
extra-thick, die-cut unit counters, Log Pad, set of 
charts and tables, operation sheets, pair of dice, a 
sturdy plastic tray of unit counter separation and stor
age and a rulebook containing basic, optional and 
solitaire rules. 

Starfall is an exciting game of universal exploration 
and conquest that puts players in the roles of galactic 
emperors who must increase their resources through 
erploration, wars and development 1lle players send 
oo..t their sophisticated and expensive exploration 
ships to discover traversable black holes and new 
planetary systems. Once a system has been discov
ered it must be determined how much terra-forming 
is necessary to make the system habitable, whether it 
has intelligent life forms and if they are hostile, and 
finally how valuable the system can become. 

Stock No. 021 7 

PLASTIC 
UNIT 
COUNTER 
STORAGE 
TRAYS 

BLANK HEX 
SHEETS FOR 
THE 00-IT
YOURSELF 
DESIGNERS 

$13.00 

Now available are o ur 
sturdy, custo m unit 
counter storage trays. 
They will fit almost any 
standard wargame box. or 
cut them down and use 
them in most bookcase 
boxes. 1lley are approxi
mately 10-7/ fJ' x 13-7/ S" x 
5/ f5' deep containing fifty 
individual pockets and a 
trough suitable for a pencU 
and a standard size die. 
The key words here are 
versatility and economy. 
Packed in gro ups o f 
six ... $4.00 per six-pack. 

Stock No. 0001 $4.00 

Blank hex sheets are avail
able in three d ifferent sizes. 
Printed on heavy stock, the 
front side of each sheet 
contains hexes printed in a 
short grain while the other 
side has the same size 
hexes printed in a long 
grain pattern. 1lle pack of 
hex sheets comes with the 

,,--..,,,.-""~ ' following assortment: 
three sheets of 5/ f5' hexes, 
two sheets of 3/ 4" hexes 
and one sheet of 1 - J / 4" 
hexes all for the low price 
of only .. $6.00 per pack. 

Stock No. 0006 $6.00 



THE IRONCLADS 
Components: llle Ironclads comes complete with 

a 42" by 27-1 / 2" mapboard, over 300 extra-thick, 
die-<:ut unit counters, Log Pad for simultaneous 
movement, a set of charts and tables, gun range and 
play indicators, a pair of dice, a sturdy plastic tray for 
unit separation and storage and a rulebook contain
ing basic and optional rules. 

The Ironclads is a tactical level, simultaneous 
movement, game of ship to ship combat in the 
American Civil War. Players move one or more or over 
130 counters that represent individual ships over a 
large four piece geomorphic mapboard as they at
tempt to outmaneuver and outshoot their opponents. 
45 ship specification cards give such vital information 
as the number, size, location and play or individual 
guns that are fired separately using specific range and 
penetration tables for each weapon. llle ship specifi
cation card also contains target information for such 
areas as: armor, siding, decking, smoke stack, huU, 
pilot house, waterline, crew and gun hits. 

Stock No. 0815 $15.00 

MURFREESBORO 
Components: llle boxed game components in

clude a colorful 21-1 / 2" by 27-1 / 2" mapboard, a 
sheet of extra-thick die-<:ut counters, a complete 
rulebook, game table cards, a log pad for unit nota
tions, a die and a sturdy compartmented plastic tray. 

Murfreesboro is a simulation or the American Civil 
War battle fought on December 31, 1862 near Mur
freesboro, Tennessee. llle tactics or the era are dupli
cated by using a playable system where each infantry 
brigade occupies a two-hex area and loses strength 
through Step Reduction. llle rules cover virtually all 
aspects or historical engagement llle Basic rules 
include Morale, Leadership and Routing, Cavalry 
Charges, Capturing of ArtiUery, Ranged Fire and As
sault Combat llle Optional rules deal with finer de
tails like Troop Exhaustion, Ammunition Trains and 
Depletion, Bayonet Charges and much more. 

Stock No. 1109 $13.00 

THE GREAT REDOUBT 
Components: llle boxed game components in

clude a 21-1 / 2" by 27-1 / 2" mapboard of thick card 
stock, rules booklet, over 300 extra-thick two-sided 
die-<:ut unit counters, strength and morale sheet pad, 
game table cards, two dice, and a sturdy com
partmented plastic unit storage tray. 

The Great Redoubt presents a detailed tactical 
treatment or the Battle or Borodino. Borodino, the last 
Russian attempt to save Moscow, was the bloodiest 
battle or the Napoleonic Wars. llle game duplicates 
the intricacies of the warfare of the period, where 
victory or defeat depended on the interaction of such 
diverse factors as organization and command con
trol, leadership, formation and position, training, mo
bility, firepower, combined arms tactics, and morale. 

llle rules cover all the key factors in the battle, line, 
column, square, and ordre mixte formations, routing 
and rallying, leader effects and casualties, cavalry 
reaction and recall, artillery capture and recapture, 
hidden units, fatigue, the elan and mobility of the 
French attackers, and the stolid tenacity of the Rus
sian defenders of the great redoubt 

Stock No. 1410 $18.00 

RULE 
BOOKS 

THE SWORD 
AND 

THE FLAME 

THE THIN RED LINE 
Components: llle boxed game components in

clude a 21-1 / 2" by 27-1 / 2" mapboard of thick card 
stock, rules booklet, over 300 extra-thick two-sided 
die-<:ut unit counters, strength and morale sheet pad, 
game table cards, two dice, and a sturdy com
partmented plastic unit storage tray. 

The Thin Red Une is a detailed tactical treatment of 
Napoleonic warfare. Waterloo was the final and most 
decisive land battle of the Napoleonic Wars, and pos
sibly the most famous battle or all time. Napoleonic 
warfare was complex in its variety, and victory or 
defeat depended on the successful application of 
such diverse factors as organization and command 
control, leadership and training, formation and posi
tion, firepower, combined arms tactics, luck, and, 
especially, morale. 

llle rules cover all the key factors in the battle, line, 
column, square, and ordre-mixte formations, skir
mishers, routing and rallying, leader effects and 
casualties, cavalry reaction and recall, artillery capture 
and recapture, hidden units, fatigue, the elan and 
mobility of the French infantry columns, and the 
firepower and staying power of the "thin red line" of 
British infantry. 

StockNo.1310 $] 8.00 

The Sword and the Flame covers not massed 
battalions marching in cadenced step, but desper
ate little fights with small groups of red-coated 
soldiers, and hordes of scream ing tribesmen, sud
den volleys and quick rushes, a hill top taken or an 
attack repulsed. Pathans, Zulus, Boers, Egyptians, 
and Dervishes provide a varied group of oppo
nents for the British Imperial soldiers in a fast, run 
game that is filled with surprises, blazing action, 
and surpassing gallantry. 

Stock No. 0903 $6.00 

ORDER FORM 
No. It em Price Quantity No. Item Price Quantity 

0114 Time War $13.00 131 0 Thin Red Line $18.00 

02 17 Starfall $13.00 1410 T he Great Redoubt $18.00 

030 7 Battle $ 7.00 151 4 '88 ' $17.00 

0411 Ultimatum $12.00 1806 Swash buckler $ 7.00 

0516 c.v. $18.00 2005 Beachhead $ 7.00 

0618 Beastlord $15.00 2113 Marine: 2002 $ 17.00 

0713 Panzer $16.00 2205 Fast A ttack Boats $ 7.00 

0815 Ironclads $15.00 2305 Hero $ 7.00 

0903 Sword & the Flame $ 6.00 0001 Plastic Trays $ 4 .00 

1109 Murfreesboro $13.00 0006 Hex Sheets $ 6 .00 

121 0 Mythology $14.00 

ORDERING INSTRUCTIONS 
Send Check or money order to YAQUINTO PUBLICAIDNS, INC., P.O. BOX 24767, DAU.AS. TEXAS 75224. 
Add St .00 for postage per order. Allow three to four weeks for delivery. Overseas orders add $4.50 additional 
postage and handling per order. Sony, no C.O.D. ·s. 

CITY _____________ STATE _________ ZIP CODE _____ _ 
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YAOUINTO! Wasn't that a Japanese Battleship? 

No, but they are the newest old hands in wargaming. 

Dear Gamer, 

Steve Peek and Craig Taylor, the designers of such games as Airforce, Dauntless, Alpha Omega, 
Wooden Ships & Iron Men, Submarine and over three dozen other games, are the backbone of 
Yaquinto Publications. The experience and expertise they have gained over the years has been 
brought to Yaquinto along with their philosophy. 

Their experience and expertise guarantees well thought-out games that are presented in an attractive 
and efficient manner while the philosophy hinges around doing games that are well researched, 
historically accurate, innovative and fun to play. In short they take pride in their product. 

In March of 1979 the Robert Yaqu into Printing Company, the owners of Yaqu into Pub I ications, 
turned them loose on the very difficult project of forming a new wargame company with the even 
more formidable goal of becoming a major war game producer in as short a time as possible. 

Now, a little over one year later, we offer eighteen titles (thanks to many contributions from 
noted outside designers) that are compatible with our philosophy and, physically, are some of the 
finest war games ever produced. 

We are dedicated to our product and to our hobby. We know that you will enjoy our games and 
we hope that you will try them because when all is said and done, we need you alot more than 
you need us. 

Good Gaming, 

7x1~~ 
J. Stephen Peek 



Yaquinto Publications, Inc. 
P.O. BOX 24767 
DALLAS, TEXAS 75224 
214/330-7761 


	Yaquinto 1805 Swashbuckler Album Game
	Tavern Area Grid
	Rulebook
	Table of Contents
	INTRODUCTION TO THE GAME
	I. GENERAL INTRODUCTION
	II. THE NUMBER OF PLAYERS
	Ill. A BRIEF DESCRIPTION OF THE GAME
	IV. THE GAME EQUIPMENT
	A. THE GAMEBOARD:
	B. THE PLAYING PIECES:
	1. CHARACTER UNITS:
	2. EQUIPMENT UNITS:
	a. SWORD UNITS:
	b. DAGGER UNITS

	3. FURNITURE UNITS:
	a. CHAIR UNITS:
	b. TABLE UNITS:
	c. SPAR/SHELF UNITS:
	d. CANNON UNITS:
	e. TREASURE CHEST UNITS
	f. CHANDELIER UNITS:
	g. MUG UNITS:


	C. PLASTIC BAGS:
	D. GAME CARDS:
	E. RULEBOOK:
	F. SET UP CARD:
	G. ORDER SHEET CARD:
	H. OTHER:
	1 . Two standard six-sided dice,
	2. One pencil for each player.

	I. GAME EQUIPMENT STORAGE:


	SET UP AND PREPARATION FOR PLAY
	I. GAMEBOARD SET UP
	A. PLAYING SURFACE:
	B. SHIP AREA SET UP:
	1. SPAR UNITS:
	2. CANNON UNITS:
	3. TREASURE CHEST UNITS

	C. TAVERN AREA SET UP:
	1 . CARPET UNITS:
	2. TABLE UNITS:
	3. CHAIR UNITS:
	4. SHELF UNITS:
	5. CHANDELIER UNITS:
	6. MUG UNITS:


	II. CHARACTER SELECTION - ORDER SHEET PREPARATION
	A. CHARACTER SELECTION:
	1. TAVERN AREA GAMES:
	2. SHIP AREA GAMES:

	B. ORDER SHEET PREPARATION:
	1. NAME
	2. CHARACTERISTICS:
	3. All Character units are Standing


	Ill. RANDOM CHARACTER UNIT SET UP
	A. ORDER OF SET UP:
	B. CHARACTER UNIT SET UP PROCEDURE:


	THE BASIC GAME RULES
	I. INTRODUCTION TO THE BASIC GAME RULES
	II. THE BASIC GAME SEQUENCE OF PLAY
	A. THE ORDER PLOT PHASE:
	1. ORDER SHEET NOTATIONS:
	a. GENERAL NOTATION RULES:
	b. NOTATION LENGTHS:

	2. NOTATION EXAMPLE:

	B. THE ORDER EXECUTION AND RESOLUTION PHASE:
	1. Order Sheets Laid Out
	2. All plotted orders are carried out
	3. During a Step, the orders are executed in the following order:
	a. ACTION ORDERS:
	b. SWORDPLAY ORDERS:
	c. MOVEMENT ORDERS:

	4. ILLEGAL OR IMPOSSIBLE ORDERS:


	III. GENERAL GAME PROCDURES AND RULES
	A. CONTROLLING PLAYER DEFINITION
	B. CHARACTER UNIT FACING
	C. READING THE DICE
	D. ELEVATIONS:
	1. SHIP AREA ELEVATIONS:
	2. TAVERN AREA ELEVATIONS:

	E. DEFENSIBLE CHARACTER UNITS:
	1. DEFENSIBLE SQUARES:
	2 . INDEFENSIBLE SITUATIONS

	F. MARKING STUNS - REPLOTTING ORDERS
	G. MARKING INJURIES ON CHARACTER UNITS:
	H . EFFECTS OF INJURIES ON CHARACTER UNITS:
	1. BODY INJURIES:
	2. HEAD INJURIES:
	3. RIGHT ARM INJURIES:
	4. LEFT ARM INJURIES:

	I. SPECIAL ATTACKS AND INCIDENTS HIT RESOLUTION:
	J. LEAVING THE PLAYING AREA
	1. TAVERN AREA:
	2. SHIP AREA:


	IV. ACTION ORDER EXECUTION AND RESOLUTION
	A. THROWING ORDERS:
	1. THROWING ORDER POTENTIAL:
	2. THROWING ORDER EXECUTION:
	3. THROWING ORDER RESOLUTION:

	B. WAVE HAT ORDERS:
	1. WAVE HAT ORDER POTENTIAL:
	2. WAVE HAT ORDER EXECUTION:
	3. WAVE HAT ORDER RESOLUTION:

	C. SHOVING ORDERS:
	1. SHOVING ORDER POTENTIAL:
	2. SHOVING ORDER EXECUTION:
	3. SHOVING ORDER RESOLUTION:

	D. TOPPLE SHELF ORDERS:
	1. TOPPLE ORDER POTENTIAL:
	2. TOPPLE ORDER EXECUTION:
	3. TOPPLE ORDER RESOLUTION:

	E. YANK CARPET ORDERS
	1. YANK ORDER POTENTIAL:
	2. YANK ORDER EXECUTION:
	3. YANK ORDER RESOLUTION:

	F. FLIP TABLE ORDERS:
	1. FLIPPING ORDER POTENTIAL:
	2. FLIPPING ORDER EXECUTION:
	3. FLIPPING ORDER RESOLUTION:

	G. PICK UP ORDERS:
	1. PICK UP ORDER POTENTIAL:
	2. PICK UP ORDER EXECUTION

	H. BLOCK ORDERS:

	V. SWORDPLAY ORDER EXECUTION AND RESOLUTION
	A. OFFENSIVE SWORDPLAY ORDERS:
	1. LUNGE, STAB, AND RUNNING LUNGE ORDERS:
	2. SLASH ORDERS:

	B. DEFENSIVE SWORDPLAY ORDERS:
	1. PARRY ORDERS:
	2. PARRY AND LUNGE ORDERS:

	C. RESOLVING SWORDPLAY ORDERS:
	a. PARRY AND LUNGE:
	b. RUNNING LUNGE:
	c. DEFENDER HAS ½ BODY INJURIES:
	d. ATTACKER HAS ½ BODY INJURIES:
	e. SLASH:
	f. LUNGE AT HIGHER ELEVATION DEFENDER
	g. SLASH AT HIGHER ELEVATION DEFENDER:


	VI. MOVEMENT ORDER EXECUTION AND RESOLUTION
	A. STANDING MOVEMENT ORDERS:
	B. PRONE MOVEMENT ORDERS:
	C. ELEVATION CHANGE ORDERS:
	1. JUMP MOVEMENT ORDERS:
	2. CLIMB MOVEMENT ORDERS:

	D. DIRECTION CHANGE MOVEMENT ORDERS:
	E. ATTITUDE CHANGE ORDERS:
	F. SWING MOVEMENT ORDERS:
	1. TAVERN AREA SWING MOVEMENT:
	2. SHIP AREA SWING MOVEMENT:
	3. SWING DISTANCES:
	4. Character units make no facing changes while making a Swing Movement
	5. KICKING WHILE SWINGING

	G. STEP FORWARD AND KICK ORDERS:
	1. STEP FORWARD AND KICK ORDER POTENTIAL:
	2. STEP FORWARD AND KICK ORDER EXECUTION:
	3. STEP FORWARD AND KICK ORDER RESOLUTION:


	VII. ORDER CONFLICTS - SHOVING
	A. FRIENDLY CHARACTER UNIT CONFLICTS:
	B. OPPOSING CHARACTER UNIT CONFLICTS:

	VIII. VICTORY CONDITIONS - HOW TO WIN THE GAME
	A. TAVERN AREA VICTORY CONDITIONS:
	B. SHIP AREA VICTORY CONDITIONS:


	CREDITS
	THE OPTIONAL RULES
	I. INTRODUCTION TO THE OPTIONAL RULES
	II. OPTIONAL CHARACTER DETERMINATION
	A. GENERAL CHARACTERISTICS DETERMINATION:
	1. STRENGTH FACTOR:
	2. ENDURANCE FACTOR:
	3. CONSTITUTION FACTOR:
	4. EXPERTISE FACTOR:
	5. DEXTERITY:
	6. PROFILE:

	B. SPECIAL PIRATE CHARACTERISTICS

	Ill. BROKEN MUGS
	A. BROKEN FULL MUGS:
	B. BROKEN MUGS - SHARP GLASS:

	IV. BROKEN WEAPONS
	V. STRANGE WEAPONS
	VI. STRENGTH MODIFIERS
	A. STRENGTH MODIFIERS TO SWORD AND DAGGER ATTACKS
	B. SPECIAL STRENGTH NEEDED TO SHOVE, FLIP, OR YANK

	VII. EXPENDING AND RECOVERING ENDURANCE FACTORS - RUN MOVEMENT ORDERS
	VIII. RANDOM TAVERN AREA GAME END
	IX. FALL FROM A HEIGHT
	X. CHARACTER DEVELOPMENT

	SWASHBUCKLER SET UP CARD
	SWASHBUCKLER GAME CARD
	SWASHBUCKLER ORDER SHEET
	Counters
	Ship Play Area
	Back Cover

	Yaquinto Catalog

