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ascape and the dice, there are
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rreasure tokens ; ' : features of an island will be used, [he reverse of the wind gauge i1s sometimes

used to represent u'hwlpv-.hl.n' and the like —

del when we use the wind gauge in this fashion, it is
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the vortex marker. Whenever a

known as
LT Rieoe : card refers to the wind gauge, assume that 1t
also refers to the vortex marker.

The next 1s the navigation rod. This acts as a

ruler, allowing you to determine the distance

T AT, between two points, or to move a model a
are ot SIrsclly Warsdlps

B¢ in much the same way, so they use the specihic number of inches. The navigation rod

terminology. The smaller ships are called
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iliaries, Decause ]'l’..- are auxl ]dr' urll tha

: I:n:dtp#n:d by the larger ships.
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fer to auxilianes and awaliaries rm]g,, but most
s will refer to ‘warships’ and therefore affect

1 ¢ large or small.
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___: mat 15 called the seascape, and it
S ; the haunted waters of the Galleon's

d. It has numbers around its border,
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Vartex marker:

useful later 1t COmes i
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Five treasure tokens are |
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don’t worry about them ¢
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characteristics that define them, and th
¢ move them around the SSasCApR Once you've
¢ vou can then learn about

i : beradeides hattling
the deadly business of hring Droadsiies, .".I..fl“':'—
sea monsters, and claiming abandoned treasure.
For now, let’s look at some of the terminolog)

the game uses.
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: , a game the size and scale of Dreadfieet,

ghere mught be occasions where a situation 1s
:.';'
peavered by the rules, or you can't seem to

ind & solution. Even if you know the rule,

netimes it is just a really close call,
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DICE: D6 AND D3
fice rolls 1n Dyvadfeet use

Alenost all the «
for short), but there

standard six-sided dice ( [
tanid

ane |_"~.|.'|_'|'lril-r'|‘1'. frl rare crrcumsiances you ety
ik ] g lll
he told to roll a 3. As there's no suc

thing as a three-sided dice, roll a )6 and

11 T h ANS i
halve the score, rounding up. ['hat means a

2:and 5or 6 = 3.
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rofl of 7

: . of dice 1n
You may also be told to roll a number of dice 1

ane oo, which 1s written as 2136, 36 and so on
simply roll the - dicated number of dice and

add the scores ::-_:_'-'.".1'1:_'I'.

For example, a 2D6 roll is two dice rolled
and added together for a score of 2 to 12.
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Nobody wants to waste valuable gaming time |

arguing, so be prepared to interpret a rule or
come up with a suitable solution for
yourselves if necessary (in a manner befitting
gentlemen, of course — leave the

swashbuckling to the captains!).

If you find that you cannot agree on the
application of a rule, roll a dice to see whose
wnterpretation will apply for the remainder of
the game — on a result of 1-3 Player A
decides, on a 4-6 Player B decides. Then

you can get on with the bartle!
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ROUNDING FRACTIONS Up
Sometimes vou'll be called upon to divide the
result of a dice roll, a characteristic, or some
other value. Where this happens, any
fractions should always be rounded up.
For instance, a 2106 roll of 7, halved, would

give a result of 4.

MODIFYING DICE ROLLS

Sometimes, you may have to modify the result of
the dice roll. This is noted as Dé plus or minus a
number, such as D6+ 1. Roll the dice and add
or subtract the number given to or from the
score (as appropriate) to get the final result. For
1_-:-;:1]11[.-]-::, D&+ 2 means roll a dice an ddd 2o 1]‘]:

score, giving a total between 3 and 8.

A +1 modifier means that you add one to the
score of the dice: a 2 becomes a 3, a § becomes
a 6, etc. Conversely, a -1 modifier means you
subtract one from the dice result.

It's possible for a warship to be affected by two
or more modifiers at the same time. Modifiers
are always cumulative, so a warship may have a
double bonus, a double penalty, or even have a
positive and a negative modifier cancel each

other out altogether!

It is important to note that a D6 score can
never be modified to less than 1.
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RE-ROLLS

In some situations, the rules
a dice. This is exactly whas

allow o, nl i.
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roll it again. The second score cogmne -
It Means a worse result than the h e

. :

single dice can be re-rolleq mmﬂl;:nd“ 1

once, regardless of the source of the "::L :
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you use a re-roll on a roll that e More fhyy
one dice (a 2D6 roll, for Instance), yoy . "
i it

re-roll 3.“ 'Uf thE dill:.l’;'. ot j:'-i‘.“-T some of b
e of Em,_

ROLL-OFF

If the rules require players to ‘.. at
player rolls a dice, and the 1, thet 70N
scores the highest resuli v, rolloff
If the players roll the same " e
must roll-off again untl one he
winner — any modifiers thas e figt
roll are applied to any furth

RANDOMISING

Sometimes you'll be called .
select something — a model,

o
the seascape, or somesuch. \\ 15 15 the 8
case, assign a D6 result to - chofthe
things the random selectio . must be *
made from, and roll the dco o nakewe
random choice. If you have fover than sl _,_1'47
to randomise between, roll an '~'--"ﬂ-"~
results again until you get an x:sized 108
Fbs cample, g g '3
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mhﬂ herween 1 and 5, and rolls a D6, re

lling results of 6 until he gets a numbe
11 you nee ol to randamise

hﬂﬂ‘“ | and §
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rhly eqqual groups, r andomly

hl]fl[ll'.. S it them
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d:rrm'll"l a group, and then randoemly
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uNEUchHT

Linc of w_.'ll determines what mosdel can
‘e’ Many siruations call for you to determiine
wlmhrr one of your maodels has line ol “j."-hl i
another. For one model to have line of

£h l'ﬂ:": (o another, you must be able to trace
a single straight, unblocked line from its
mﬂd} to its target’s hull/body

S Bometimes all that will be visible of an enemy
mju:i is a sail. mast or base. In these cases the

enent mociel 15 Mk considered to be visible
¢ a shot

This 1s to stop 4 Wi
B that could only ever damage its sails. Similarly,

we ignore the wings, tentac les and tails of

dragons and sea monsters,

able to draw a line of sight to the

You must be

& main body section of the enemy model in order
to claim line of sight, and even then it may be
B obscured (see page 31). In many cases, this

B dhstincrion will be obvious - an island

& o anather warship completely blocking the way,

if there's

. the target will be blatantly out of sight, and
Stherefore not a viable target.

¥

B those oocasions which are not so obvious,

¢ have to erouch down close to
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the seascape for a ‘captain’s-eye view'
This means getting down to the level of your
W ill‘\-FliFF'-, '!:ll'c:ill',’ i the battlefield treiEm I|.-'|r

prerspee tve to ‘see what ‘FII':\.'I An see

ARCS OF SICHT

In several |l|::c &5 in the rules you will encounter

thie term “ar l'||.*-\.!||_:'|l1'| or just ‘arc’. It is often

very ir|:||r:-rl.|||.‘ b work out from which

direction a threat orig@nates — from the front

rear or side of a warship. [t's also used to

determine the effects of wind on a saaling ship

1o make arcs easier to work out, each warship

has a rectangular base. Imagine diagonal line:
|_"-;'|'r1||1r|,'_' out from each corner of the
warship's base, This gives you four of what
W |_:1|| Arcs o __||r 1 !'.'II'I_' Arc, twio -.ili,r-

arcs, and an aft arc. A warship can only fire

at targets that lie in one of its side ares.
any time by

You can check arcs of sight at

LS the navigation rod |:|£|fl_' the rod next
to the corner r,jl.!,iju_!' wa |'-.|'|||'|I*~. base with two
|:I-:_||"Ti.-'_||'|h of the rod clicked into ]J|:1i Catd

4 5-degree angle, and then look along the
diagonal line provided to see where the
division between one arc of sight and the

next lies (see example, nght).

COMMAND CHECKS

Another common rule you will encounter is the

Command check, used whenever a warship's
captain wishes to exert his influence. This 1s
covered in detail on pages 29 and 37, but the

procedure is always the same.
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In the diagram abeve, the Heldenhammer can fire a broadside at the Black Kraken, becawse i is i
its side are, but not at the Curse of Zandri, which is in its fore arc

In the case of the Skabrus, it’s pretty hard to tell whether the majority of the target 1 in the
Heldenhammer’s side arc or nat — the players roll a D6 to give a fast and smpartial decision.

When called upon to take a Command check,

roll a D6 -
greater than the captain’s current

if the result is equal to or

Command, you have succeeded. If it
is less than that value, you have failed.
Regardless of any modifiers, a D6 roll of
a 1 always fails, and a roll of a 6

always succeeds.
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Euch of our warships has a set of six

baracteristics, listed both on the appropnate
Marship card and later in this book as

‘nm!up s characteristics will tell you a bit

¢ its strengths and weaknesses. {renerally

Pk o, the higher a characteristic, the better

madel is in that particular field — for

Snetance, a warship with a high Broadside

eristic is better at shooting its enemies

1 a warship with a low Broadside

enstic. The exceptions to this rule of

bumb are the Handling and Armour

+ eristics. In both of these cases, the lower

the characteristic, the better — this is explained

s m detail in a moment.

SPEED

1 ip's Speed characteristic is the

of movement, measured 1n inches,

able to it each time you use it — in other

.':.': ls, the basic distance that it can travel across

mpc during your turn. This distance
IH: affected by external factors such as the

jon of the wind, orders issued by the

: 1 hip's captain, or damage the warship has

ustained to its sails, engines and so forth.

_ miwnrduwim Zero,
> ay mot voluntarily move, but may

¢ aet as normal, firing broadsides,

rcing actions and so on.
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(CHuracleristics

thing we call its ‘profile’ (see pages 49-67).

HULL

The Hull characteristic represents the sheer
bulk of your warship and the amount of damage
it can absorb. One of the most common ways to
‘kill' your opponent’s warships is to do enough

Hull damage to sink them.

SUNKEN SHIPS

If a warship's Hull is reduced to zero, it
is ‘sunk’ and effectively dead (or, in the
case of the Undead fleet, really dead).
Remove the model and its accompanying
card from play and place all cards that
applied to that warship on the relevant
discard piles (see page 273).

CREW

The Crew characteristic is a representation of

the quality of the sailors’ seamanship and
martial prowess, The Crew of a warship is not
literally the number of individuals manning it.
Most of our warships have hundreds if not
thousands of crewmen aboard, but it would be a
bit odd to give a number that high — after all,

who has that many dice’

The Crew characteristic has no effect on a
warship’s Speed or Broadside. All our warships
are able to ply the seas and fight enemies even
when they only have a skeleton crew (some of
the Dreadfleet’s Undead warships have little

choice in the matter, after all).
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ABANDONED SHIPS
If a warship's Crew is reduced to zero, it

s *‘abandoned’ and effectively dead. >

many of the warship’s crew have been slain that
the rest have surrendered, flung themselves int
the Sed, Or ',"’Tl:l.l'.'--w even crumbled to dust. The
L a|r=|1l‘:a 15 dead 1in the water (or really dead i1
the water. .. ok, enough Undead jokes now

Bereft of guiding hands, it drifts away into the
mists. Remove the model and its
accompanying card from play and place
all cards that applied to that model on
the relevant discard piles (see page 23).

BROADSIDE

A warship’s Broadside characteristic
represents the amount of firepower it can
muster. This usually represents the quantity and
quality of a warship’s offensive weapons, but not
their exact number — the Heldenhammer has
over a hundred and eighty guns aboard, which
are represented by its unparalleled Broadside
value of 6. The Broadside characteristic can also
represent the damage meted out by bolt
throwers, the fiery breath of monsters, crackling

warp lightning, and so on.

When firing a broadside at a target, you usually
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HANDLING
A warship's Handling characteristic
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elmsmen, and how well 1ts
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Handling determines how often a warship

1 'WwWiE I.ll

can change direction, whicl

hanging heading’ — this is covered in the rules i
for movement | page 24 - 30). For now, just
remember that the lower the value, the better. A

warship with a low Handling can weave in and
out of island chains and shipwrecks with case,

whereas a warship with a high Handhng maghe
struggle to negotiate the trickier reaches of the

Galleon's Graveyard.

ARMOUR
The Armour characteristie represents the
solidity and ruggedness of your warship's
armour. 1f your warship takes a hit, you can
attempt to ‘save’ the damage by passing a D6
roll called an armour save (see page 32). lf he
armour save is passed, the warship's shielding
has prnmntu:l it. Sometimes, instead of taking
hit, you will be told to draw Damage u:anh..
Such occurrences dﬂ not a:'l].uw armour s

g e R T
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STEP 1: LAY OUT THE SEASCAFE STEP 3: CHGEJSE SCE‘\ ARIO

s first — unfold the seascape The next t

playing area and place it on a flat surface vou want to pl

£ E = I oor ALTEE n a sce

I I es the playing play through then

I I % Diveadfl I represents about the game a

realm of the Galleon’s The sy

Car rd. Y 1 difter nfigurations rules, locations ar

and shipwreck pieces to the seascape progresses. “':; re

ling on the scenario. first scenano, Corpse H
ExljﬁﬁﬁTfk't'ui plavers can just o
they like — or even invent §:
STEP 4: SET THE SCENE
........ Next, it's time to set up the 2 el

Set up the islands and shipw ing

STEP 2: CHOOSE SIDES

the instructions in the *Setting
framad  Next up, you'll need to choose who is playing section of the scenario you h: sing
g F'xt '- #  the Grand Alliance and who is playing the the Deployment map that ac
\ ___ 3, Dreadfleet. If you both want to control the same  guide (the markers along the s xrder

fleet, roll-off to decide — whoever gets the can be used as gnd references - &
highest dice roll can choose whichever fleet he things right). There are instructions in cach

Kt}' hikes. His opponent gets first choice next time. scenario as to which islands and slupwreck

4, Order rard

pieces to use in order to provide the necessary

Once you've played through a scenario using backdrop for your game — you might be |

S Damage deck one fleet, you might like to swap sides and see if ~ warring over the lair of a twisted -=;;m.f:run:.=t.;_.§
you can do better than your opponent under the  investigating an erupting volcano, or striji8 4

same conditions (or get bloody revenge!). into the path of a sentient whirlpool. L
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S: SHUFFLE THE DECKS

‘sort the various rypes of cards into piles.

- game includes two decks of small cards — a

. ""' deck and a Damage deck — plus @
. o ..lhmlhr} cards that accompany the
jes, and a set of Status cards that come
play under certain conditions. There are
pund cards that keep track of each
min's injuries. All of these cards are used to
ine the events and fortunes that befall
ﬁﬂ as the game progresses. Make sure
ffle the Fate and Damage decks
jely before placing them in easy reach of
: F{ﬂ}l‘ﬂ'ﬂi. and leave the rest to one side.

0 included 15 a set of larger cards, These
ﬂf’hf into Order cards that modify your
mship's abulities, and Warship cards that

pspond to each warship. Seperate the
\ arship cards into Grand Alliance cards and
Direadfleet cards. Each player then takes a set of
}- ghip cards, and a ‘hand’ of five Order cards
ﬂf each type).

7 i thhe snitsal Sohereabouts of the wind
W0 i @ resalt of 2 and the white 16 a b

STEP 6: DETERMINE WIND DIRECTION

Now vou'll need to determine from which
direction the wind is blowing, represented by
the where wabouis of the w Ir'll-.|. AUZE

Tor determine the starting position of the wind
gauge, the players each roll a seperate dice, one
red and one white. The result rolled wll
correspond to a marker on the seascape’s
harder. The red dice is abways the first
number, and the white dice is always the
second number, giving a result between
1,1 and 6,6.

Simply find the corresponding marker, and
I'l]H-..'L' the wind gauge so that 1t sits r:.:':L'.l}.' over

the numbers in that location.

Warships with sails gain extra movement by
sailing with the wind behind them. Conversely,
those same warships are at a disadvantage when
sailing into the wind. We'll cover the rules for

the wind later on III"IHI_"EB 26-28).

FAAN AL A
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STEP 7: READY YOUR FLEET

The next thing you need to do s prepare your
fleet for battle. For the first few scenarios this
stage will be easy, because you only have one or
two warships in your fleet. Sort out the
appropriate models for the scenano you intend
to play, find the corresponding Warship cards,
and array the ones you will be using near to
vour side of the seascape. Once you have done
this, familiarise yourself with the special rules

that LLF'II_'I]'!.' to each IZ.II'1 YT ‘-‘-‘:!rh'!'li.r!-h.

After vou have sorted out the relevant cards and
models, you can deploy your warships

: e . " .
A IJ]'i.i!II;__" 1o {!‘]:_' SCCNANG s .|'.'|'l!'.'l:. IMENT FUies.

Some scenanos require you and Vour opponent
» take 1t in turns to place a warship. Others
have speci:

I.. |.|I.'|'|. WIMEnt

criteria. Lhere 15 an

area marked on each scenano map "~.|“=‘-'*i”.'-_—:
where vou are allowed to |1L'.k ¢ vour fleet for

that battle. It's a good 1dea to think about VOUr
general strategy at this point and deploy your
warships accordingly — you could garner an

I'.I1'..'. ZJ.‘I'\.iIrIf.I._-_'hl.' irl r|1i- '.'-.'i.l.'_'.'.

STEP 8 : START THE GAME

Once the warships, cards and islands are all in
position and you've familiaried yourself with the

details of the SCEnario, vou're ready to p].a.‘..‘.

: L:‘.*‘

T T T W T e e TR TR

]. L"s'.'f ﬂUTTHE W
Epread out the seascape on a flar s

2) CHOOSE SIDES
Determine which plaver is using which fleet.

3) CHOOSE SCENARIO
Decide which encounter you wall

be enacting.

4) SETTHE SCENE l.
|

Set up the islands and shipwreck preces as  §

specified by the scenano. |

5) SHUFFLE THE DECKS

|
Give the Fate and Damage decks a shutfle. li

6) DETERMINE WIND DIRECTION
Roll two difte

I.].LTLIZ'I""I c '_:!'|;_' '-h'l.i‘.'!.‘l -.El1l'l'.'l.'|:l'1'I['I.

ent coloured DE, to

7) READY YOUR FLEET
Sort out which warships you will use, and

|
set out the corresponding Warship cards. \

8) START THE GAME

b o]
Let battle commence!

l‘ﬂl-ll'i'ﬁln#'-i‘.i'f.llll.'l'l.".l.i'i.-i.l.i.l‘.i.lu*.lj.tin.iil.ttI'MH-uiiititit B o B AT Ak kR R R KA kR R
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[‘-.JJ'! of the turn [ E
aTs with on

player acts with
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which fleet has the initiative; 1.¢. Wi
. has the option of acting nrst

E back and forth as the game progresses.

To determine who has the initiative, the
players roll-off, The winner has the
fiative that turn. The player with the
| = whether to move first or
"=- lf he decides to move
ﬂlt first p]ﬂ}rr. If he

KIG aslhf

TR
;

= .
n -
3 o

J.!h a series of

there are no mode pls Or cards 1n ['::].'i:;' that
, longer relevant, Or & rab a cup of tea LOT

) if the game 15 truly epic.

Fnsure
| L

L
i i

r]_i_:_':ui
AND 'STATUS'
resolved during the

background.
ith Remains

‘REMAINS IN PLAY

(ards that must be
Sratus phase have a red
These include some Fate cards w
in |"|11_\~' |"-|'i:|:|.'-..1 I.|[‘HI|'| I|'|:.'r'|'|, W hi':'h anc |'mt 'in
Jlay’ when they are drawn (i.e. placed in the
:'n.!.r;'i::-.- They also include Set Ablaze

| cards and Damage cards with Status printed
upon them. W hen re solvit 1 these ¢ ards, the

first player resolves all those that apply to his

warships first. The seco nd |‘lJi'|I" then resolves
all those cards that apply to his warships.

Finally, the first player res lves any Status cards

left over.

h *i’ ¢ phlae 18 where the game itself gets to
: of wm'dland wnndm-ful thmgs

PHASE FOUR: ACTION
Now it's ime to get your warships ﬁghtlng In
e other ;"-]'lst'm:f-. of the g game, the ]'J]ua'!.ff:rs ‘share’

the
the phases, hut in the Aetion phase, P-lﬂ_}r

alternates between the players.

S how do we resolve these Action phases?
Well. the first player chooses one of his
warships that he has not already chosen
this turn. He may then resolve the
actions available to that warship. This is

called ‘activating’ that warship.

Fach activated warship’s Action phase is broken
down into a sequence of sub-phases, as follows:

A) Orders sub-phase
The warship’s captain may attempt to issue an
order (see page 37).

B) Movement sub-phase
The warship may move and manoeuvre its w
around the seascape (see page 24). s

C) Broadsides sub-phase
i “'“ﬁ]'“P g ﬁm a br
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fo enact certain events,
s, storms of magical
a Fate card, simply
&n:::ard Most Fate
v and then
8 resolved straight
s ar balso Status cards, and

.""r. c'.ll"'L'I IS I I'[_'1l2il|'|.l.'l.j
L

! =:I'l'1.l.-‘l|i still affect the

LRI

s m Borerne o G |..L|h|:.l--\..
i in plig. then at the cnd off
dm'm.‘lr"n-\.n-: o target

EWIND GAUGE )
al gales that how
-'{-' Gm‘-’lﬂjmﬂ, the wind can
:'_ the twitch of a zombie’s
g the Fate card’s
' er that drew it must
mmd the

J. rds ha

k7

If the number inside the icon is surrounded by
directional AFFOWSE, those arrows w ill indicare
whether to move the wind gaupge in cither a
clockwise or anticlockwise direction. The
plaver that has dravwn the Fate card must
move the wind gauge around the border a
number of *‘markers’ equal to the number
nside the arrows in the direcetion shown
by those arrows. It is possible the wind mauge
will need to go around a corner of the border in

order to comp ||'.'[{' 1S mon ement.

Other Fate cards have a *2Da’

symbol inside the wind gauge

l[:'l.lll ].]1'."«{ r'l'.l.||.| e 1.I|'|_J IO move i'll_

wind gauge to a random position. Roll two dmﬂ
one red and one white. The result rolled will
correspond to a marker on the seascape’s
border - the red dice gives us the first
number, and the white dice gives us the
second number, giving a result between
1,1 and 6,6. Find the corresponding marker
and place the wind gauge on top of it.

DISCARD PILES

Onee a player has resolved a Fate card,
he then places that card on the top of the
Fate deck’s discard pile. A discard pile 15 a
pile of spent cards that are left, face up, next to
the relevant deck — both the Fate deck and
Dumagedeckhmm their own discard pules S0

s wﬂ,,rﬂ iy

I-II'

RUNNING OUT OF CARDS

Note that if there are no Fate cards left
in the Fate deck, yvou should pick up all
Fate cards in the Fate card discard pile,
shuffle them thoroughly, and return

them to play as a new Fate deck.

FATE CARDS AND BRIEF RESPITES
Some Fate cards have rules text that is only
relevant in certain situations. 1his category
includes Fate cards that have *Spell® or
‘Upgrade”’ printed at the bottom (these only
affect certain warships), Fate cards that repair
specific types of damage, and Fate cards that
heal a captain’s wounds (more on these types

of cards later).

If a plaver draws a Fate card which has
[BR] written ufter its rules text, and ll.'-E

been a *brief respite’. That plml; may
immediately issue a free Repair order to
one of his warships instead of resolving
the Fate card’s rules text. This does not
warship’s Orders :;uh-ph:m: you
-ould even 1ssue another RLF‘iI'I]' order 'If'j"ﬂ'l.l
needed to (see page 37 for maore mﬁ:rmm
about orders). Whether or not this free Rl‘.‘[ﬂl"
order 15 1ssued. resolve the Fate mrd’smmi :
FAuge movement as m‘ﬂ'lﬁﬂl and ﬂ'l":l'l- ['.Il-:ﬁlt .-
on top of the Fate deck's discard Pﬂﬁ. vyt

aftect that

PR

If this card is dravon when
not in play, because it is nat
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As mentioned earlier, the Action phase 1s
hroken down into several sub-phases. First of
all, we're going to look at how to move your

warships in the Movement ulh-p|‘:;it~l.'.

The art of moving warships in Dreadffeet 15
integral to winning the game. Provided you
obey some simple rules, you can move your
warships anywhere vou like upon the seascape,
as long as they don't pass through (or land on

top of) another model.

MOVING YOUR WARSHIPS

As we mentioned earlier, each warship has a
Sp-l:l.‘d characteristic on its 3‘.~rr|I;|q:~ which 1s the

basic number of inches it can move in any given

model, 1sland or _~c|1ip1.'.'r¢_-;_]{ plece.

When moving a warship, first of all decide
where you want it to go. If this is straight
ahead, your move will be easily resolved
- simply move that warship forwards a
number of inches equal to or less than its
Speed in a straight line. You don't have 1o
move the maximum distance allowed -
sometimes it might be prudent only to move a
couple of inches.

If you wish to move in a direction other than

L

n W€

%;

straight ahead, then you must perform a
‘change of heading’ (see below).

PRI AT
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3 Moving Nowr N arships

turn, provided it is not in contact with an enemy

Maote that vou should ;111.'.':3].'3 measure from a

COMmmOn ]:u:'ulr _ the start and end point of each

1 front L'Jy_l.'

I .‘iJIIJUll{ I:IL' MMCEs

of the warship’s base (see diagram).

CHANGING HEADING

-.l.hl_' 'L'.'.El_]'!'ilﬂl'lh ||'|ii1 |'|~||:|||;." ir ¥l i:l ;_'\.HI'I'II.""! ‘Ilj-
Direadfleet are powerful forces of destruction,
some of which are more like floating cities than
conventional galleons. However, such awesome
;“'I:I'I-"a e COMEes al rl'.L' COst III.' TTAE T nll I‘ii'i|].'.
Even the sleekest Elven ship takes time to

change course.

o represent 1|1:-, there is a certain |1rr:-;|_'-h||'l;:
that must be obeyed when making a turn with
vour warships — or changing heading.

A warship can potentially change heading
several times in its Movement sub phase. Fver,
tme vou want to 1'||:1r1|_{|; a '.'-.-.u-s-hiw*n |1|;:'.=|ding
you need to use the ship's wheel; a gaming
accessory that allows vou to turn vour
warships in increments of up to 45

degrees at a time

When you change a warship's heading, simply
determine which way you want to turn — either

to port (left), or to starbaard (right) = and use

the ship’s wheel to complete the manoeuyre, o

i,

Lhe rules for turning a warship with the -Silip’sl

- nl‘hem:ling of up to 45 degree
wheel are described on the following Fﬂgl.g- o _,_,: ship’

lli.ll.haq_un.:,q,;
A A W ¥
"“H-HHUHuuuanunu.uu:.uunnn.s.l.n».nn.-.n“.u-

This warship is moving 6" straight forward. In the first example, the warshep &

£his g5 fncovvect

HOW OFTEN CAN |
CHANGE HEADING?
Each warship has a Handling charactenistic.
This is how far it must move in a straight line
After all,

warship cannot turn on the Spot;

before changing heading. a maghty

it needs a bat
of momentum. The lower a warshin's
Handling, the more manoeuvrable it is.
Before it may change heading, a w
must move straight forwards
inches equal to or greater than its
Handling characteristic. Once it h

this, is it entitled to make g single

arship

change

S, using the
s wheel, as shown opposite,

i
d i
i B’ R N .

L AT AT AT ATATAY
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I the second ex .-wrl.f.'.-"r', .I".":"."__n':.i-"n'..'.?.l'.l' f,_llu"_.l!'-"'.rr 'IL‘:H?‘.!'."'H;EF} aase MIUES i.'iH

a number of

as done

TR A AT WA

A NOTE ON AUXILIARIF

.

Because auxiliaries are more ,-i'?
than the larger warships that
into battle, they do not have 2 F
charactenstic and can move in 2

direction they please (see page8

You don’t have to change heading it
vour warship might choose to chal
atter it has moved even further, l]l‘_
turn at all. A warship has to move
equal to its Handling characteri --'
each 45 degree change of headmg
can't save up all your changes of he
one radical change of direction.
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fean potentially change heading

l.‘:'i- i'rl the same Movement sub-
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CHANGING HEADING
MULTIPLE TIMES
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’:" * DROPPING ANCHOR

\ warship that has dropped anchor may So, why would you want to force a whole turn W-IND
A war R

: R 1 - our warship? Wi - i e
. choose to H'{':Iﬂll anchor {Thl.'-. means haul of |:|1r'|||||'|||:|1]. Upon your .J.rwlnp. it E“, SCMmIE “,-1nd 3mgdl -
o rreasure 18 .r Vil k . : s 8 L
Sometimes, usually whe o : < any % e perations are far casier when a warship is at el B
I -I- . ‘o drop anchor. Amid it back up) at the end of any subsequent operativ - ] ? P mamentum used b .
& will be achantageou e = Movement sub-phase. To eigh anchor, anchor = cog awalianes can be deployed these vessels, wing
. - ng, the Warsnip s ;
i ) G simply remove the At Anchor card from the without nsk of capsizing, for instance.
T | < 1 1nhd TNE b :- .-'-"-'II - r e = il : . 2 I -
" W e relevant Warship card. Your warship then Furthermore, to represent the fact that the crew ”unng the Fate ph
NAREINg har ; G Feir Thiee SE LD AT E - e . . =
: 3 H immediately reverts to the normal rules for are not concentrating upon moving th '---”"l}'”]'?' been I’}ia{ed_ in the B
Ei'- e movement. Because '.'.l.'il-_l'”'._'_' anchor 15 quite a | H'[ll’!‘-i-I'III'F} that is at anchor may re-roll its The number i tk 1

A warship within 2° of an island or serious operafion, you can't drop and weigh Command check when issuing a Repair the topmost Fate i
A we - - : i . P i
shipwreck picee at the end of its anchor in the same turn order (see Order cards, page 39). is the "wind strengt X
VMovement sub-phase may choose to s s 1 carc i
SET ABLAZE VERSUS AT ANCHOR wind strength is aute

drop its anchor. Take an A Anchor card

can be set on 11'.I'l.' during a battle 21 JI |_f,-:-:_|1;; SA]LCMSSWHS —

_;.-_El..“. ANISES A Crew Into achon raster a ragng SOmE '-.".'arlz.ﬁi.ps. h:n."e t]'g yF
inferno on deck! If a warship thar is at Warship card. These are ks
anchor 1s set ablaze, the At Anchor card warships (meaning ‘warships

1
|.1||.l._.'" IFCLErE] .|::I'“:Z."-'. Or TWISIS « .' .-..".'. ‘-!.||"“

Whilst a warship has an At Anchor card

in its Status area, the warship cannot

e,

move for any reason. is flipped over to show the set ablaze

result. The warship is no longer at Sail class warships are affie

anchor. Similarly, a warship that is set bv wind strength. A sail ols .
| a r_l - 1 -

.
move at least a number of |
68! |IL=‘~} Il'f-irl_E to escape the cause of the fir

e the cause of the fire. to or exceeding the wind st

ablaze may not drop anchor — the crew are

-

its Movement sub-phase.,

LA L '-.:q."lu.'h".. {1‘.!-|'1i.ng nto 3

warship, or sailing off the edgsn

. ] . . H .
_ _ e warship must do everything
| ramisgy omnll. & i o ;
o il 108 e 1 Tl anl ke
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1at distance, or as much of ifa8 l;

Ll DEN U ol G

f N . Occasionally: : il 1 arshi
g i g _J:Z'fr?fr.-‘r . o s m'lhl s WikSe :
: RN IO move a distance l;_‘[||:.l'rll to th
strength

N, perhaps due to damage 68
[hs 15 Nne; just move :Jm! 'u.'l."r]t‘s]'li]:l :|
L

ES100E Tor i

to move that turn,

The Ar Anchor card is reversible — {r /. -
.!ll Warsni W] -.;I

Bt e at 15 at anchor 1= not aff

! 4 ; g P
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CAUGHT IN'H
When the wind is 2 Agrain
sails are at a disadvs

WIND ASTERN MOVES § INIRONS™

_ | that move under their oy
| ship’s bow, and therefore 3
When caught in irons, a

; -
A sail class warship that has the wint
A sal ¢t :

s « £ e - - ] Husadoomly skt @ warship withoot 3 mortally . = < 55 a , 2t
::'" B " v il rhi_' I'":'-.;i‘"] i ”E ljr ”‘ 1 . . worussled captmin o e Bewr with the mmast {]rdLr h IS “Jﬁhlp 5 531].5- 14 '_ L
F UEL‘ Iln IS i'“ R 2 ] warhipms in pley {if hoti have the sarme Aumes,
¥ -ii-'i ‘11|'r:|4.i qasiern

P ] N
Y ovement sub-phase ha

i rarsdiemdy sclect d feet firse), The captas of that Ciln!mﬂsalﬂ. hl.-l[ ﬂ'llE 154 n l. i
T "l . ? o w0 i ’ A . warihip it a -1 m alilier b his Cogvemand -|'l:l:h-_ 7
~ ngth - ety - puliri
rhn: W !l“f SIrce s 3 , r dhee poot of thes g
. -}r::HHL to add =
ﬂ"J can ©

i

Mote that because this bonus 1o < ":!-?i“i‘lﬂ._ JT.TJ:__M f.l-ni'.;-.r ’  Movement sub-phase with the wind gauge in its fore arc. 11 1S caught in Movement sub-phase with .:r
is part of the Mo & l 3 a,T,.H.\ f;, Grand Alliance player fails the Command [ check to avoid the penalty, meaning that Flammg in its front are is caught in ir
tentally allow thal -:.-:.‘[II::I.II.I'L L"_”mr o s 'Hr P thmrlllf?-l e ':”r”w” Ifx..} the drvatios n’i'll"f.l'l.!:, o i ﬁﬁﬂﬂ_j-— ] ‘b’lr‘ﬂ_l"iihip dﬂﬁ:ﬁ o hﬂrﬂ oy :

equal to the wind strength.

Furthermore, a sail class wai

LK. - e - g : caught in irons must pass a C
: ' 3 i o check (see page 17). If the ch
passed, the warship moves as

the Command check is failed, |

wind strength acts as a negatp

to the warship's Speed for the
of that turn.

e Y ——

Dt froe ll::upq-w:!mmuh:mlr.gm I-d-
J..m:ph-cm;-!mhmlrl:hcnH'--'ni-:-t:lv|-l'l"la“ﬂd\lllltrlslna-rrJ‘l| I-'-:JIF::'J
B {ipusd ARaree warthipe That §'s Capiin m B
walkr @ Commaruenad elieck. I B sl it hn warskep draws
[hasage cands wntil it draws @ Crew Damage cand, -
applying  wssl dicanding the 2

A sail class warship that is in ire
not use the Full Speed Ahead -

'i.l-'l-"i"

S wrffq

Though this negative modifier or ...5:

B e e P L single turn, 1t 1s cumulative with 2

. A p s S e S modifiers. It is possible that a sa r-..:"

THCT # i astern, e Grand Alltance "":"-l'-l"l-e.r decides to harness the wind and make nse f-_ff-l'-'r-i'ﬂ exira move ﬂw{ﬁﬁkmm e ; ; .
- e e | §

|""'l"" |,_.,,. it |

mﬂ
that the current wind strength 15 5 = it's blowwing {,-'.'H."r: i ,_5::?1".:-‘.’ This means that the Grand Alls

i I s F e ; g - hammer &
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fieading three times in the Movement SHE-pliase.

that 1s caught in irons will not b
at all — it will have to wait for fairer

Note that is not pclasjhlgﬁu-
o modified to ‘

WEAANECNEATUL & A AT A T

S CAACEE LA AL AR A AR A A CAASAVTUAATA LA VAAAAR S

w3 R e



-
Lo W -
i

e L A A AN R A AR AR EE L Ly

< 1 Wl -|:1_|| will collide with arn i‘-‘iliil'ld

wreck with a g!'!lil.!irl:.: crunch. This
neans sustaining Sernous damage to

TR =
wchin's hull below the waterline.

if any part of a warship (or its base)
somes into contact with an island or
i it has “run aground’
shipw reck prece, It nas i a.
\ warship that has run aground cannot
move any further and cannot change
heading. Furthermore, that warship must
JI"-I'I'I I}:“";H_fq,_" l,':ll'{f"i. I_II'II:I!! it draws a llll"
esult, applying it and discarding the resi.
<hip that has run aground will remain
location where it ran aground untl
‘eacape i;'.-:l.lnij. " move to free itself

- i | !
1T TOF CACLEELS .

L EAVING THE SEASCAPE

—a warship's base will come into

¢ ‘border’ of the seascape (the

round the edge). This border 15 not

g area, and ‘*-.1i|l||_'L[ into 1t 18
bad idea. If a warship's base comes
t with the seascape border, for
AS001, the ||1.:x||;] 15 I'r.'IHL:-'».";.'d TIFHI!H
tled to safer waters. Don't count
« border that protrude onto the
rner decorations, wind gauge
rod areas)

Ll iy

that would just be
wever, that some scenarios

to delil 1!.'I1E[-L'l].' escape oft
he seascape in order to

nclity

5.
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COLLIDING WARSHIPS

Owver the course of the game, you might find
that for one reason or another one of yvour
warships ends up in base contact with anather

model. Such

4 collision only inflicts damage if
the warship has run aground (see left),

However, it will always end the Movement sub-
phase of that warship, regardless of what type of
model it has collided with. The tw

o models stay
locked in place until

one or the other escapes
Jeopardy or is removed from play. Furthermore,
if your warship comes into base contact
with an enemy model, regardless of
whether it meant to or not, then a
boarding action has been initiated (sce
page 34).

g -
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- ESCAPING JEOPARDY

The warship's crew rush to the gunwales, cur
away grappling hooks, use stout poles 1o push
the warship free, and disparch tugs and
rowing boats in a desperate attempt to haul
the warship away from danger.

Instead of taking its normal Movement
sub-phase, a warship that is in base
contact with another model (and/or is
within 1" of the seascape’s border) may
attempt to “escape jeopardy’. A warship
that is at anchor cannot escape jeopardy.

To escape jeopardy, a warship simply
needs to pass a Command check, with

L T i - 5 =
g oo

Ve | e,

§

-=
i

is modified o a 4 by the

andd hence moves

s gﬂ'm-rlgﬂ result of 3,
s makes his free change of heading,

luck, & quick getatway wext turn!

.....
L-.l.l.l.'ti.l.'ll.'-l.-'l- L ok bk
.

e . e et
Let’s loak at an example. The Swordfysh is engaged i a boarding action with the dreaded Blac
y B " T, I M e |' . rjj-::lr Friv, ni“.
Kraken Affer isswing the Swordfysh's order for | b .. bl
up his entire Meovement stub-phase in order to escape jespardy. The captam _-:.-:'uﬂ'rnf Comma 8
e T ey : _||I I';"' ~ i l'!:"”'il'l"'l r.l_I'.gF'-'.i‘:{.r_,l_ T.'IJ:‘ {;F'r.:'-!l‘nll ‘-1||I|!Ij',|1ﬂ_|_',f ﬂdj:.'r ﬂi‘ﬁ i 5,
characteristic fs 3+ (try saying that afier @ barve: of groy 2 Nwm&:hni 3
-1 modifier ,I'ﬁ.l JJr'mx i base conlact oith ome encmy 0a h:?. o : . i
- Jucky swine has still passed his Command check. He rolls D3+ 1 to see how far fie ¢ 4
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a -1 modifier to the roll for each
enemy model in base contact, If t
Command check is passed, the ¢
plaver may move the eseaping warship
anywhere up to D3+1" away from its
previous position. It may not be placed -
base contact with any other model. Thuughu‘. ] \
stays facing the same direction when malking BT G
this move, that warship may then make :'_.:' i
a free change of heading. If the 3
Command check is failed, the ws
may not move at all that tarn. Eik
way, this procedure replaces the warshap®
entire Movement sub-phase, which mea
that certain orders cannot take effect.

X -?:H.-. ; ™
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¢

Grand Alliance player apts to grve

the Swordfysh 3" asoay from the Black Keaken

i1’ time for- the Broadside sub-phase and, with
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. CHOOSE A TARGET

come to the rules for roaring a broadside 15 Very

Next we The first part of firing
H | = ] Y | | J | ‘- 1 -'\-I h - - -
L'itﬂ”'””:i'-j';-"" II:.E_L:h. Al nrestorms, And anyoir = ]_ (_.hﬂ":l}': 1 Iirﬂ_‘:t "'\-i”'ll ||5\.' J'.'.J"I(ltlﬁ-ﬂ 1] ﬁ'l'liil!(_'. Iﬁ_rg'l:t T "ﬁhnnt :"t

- - - {9y ' VO ENemie ; : o B . + .
l‘l"'\:l.,' “-”_I'I L1 II“'. || 'l.-..|.| Can .\,..||.'I.|l L | CICITRIES II_".T e th".r]_,.. s 14.""."‘1 II':“': {}1 hlght H"d

at range. Reg ardless of what form it takes, w ? Check arc ﬂfﬂg’lf to target

declare it to your opponent (see page 17

| - S .
I.';t.l.l !.|1|:_' PRCRCESS ol MaKing a I'.Il.e'_'l.-.! .L.r.|..L

d for the line l:r-~i;!|'|l rules). Note that
‘firing a broadside’.

you can

of broadside dice ; 3 3
3. Determine number of broad choose another target if you find that your

. - el - . original target 1s not viable.
Dhfferent models will use -Lil.‘iq'rll:;._' AmMounts ol 4. Determine D6 result needed to hit

dice when hiring broadsides, depending on their

Broadside ¢! nd c1 r 1ls0, note that you can fire a broadside even if
FOZASIOE charactenshe and current i

5. Rall to hii

rd

; engaged 1n a boarding action. This means vour
e engaged in a boarding action. This means you

circumstances. T he value

. . 1 BT e R 1 F. Rt " . ]1- r"r 1 'Il- - ik §EY B . T
B R R lerer e o el fartere binf ohiad ; warship can potentially fire at the very target
score a hit de [ILIII.| 0N sevVeral lactors, Dut chiel '3 TEIFHH IIIF{L'.H IFMIOUT SaVes | L

" .

amongst them is the range between the firing
When firing a br

you'll need to work through a sequence of

with w |1i|. hoat 15 10 I:'lilhl,_' contact If||rrJ‘."i1{::d [hﬂt it

model and its target. adside. is in line and arc of sight), or even fire at one

/. Target draws Dama ge cards

1.'-.i|'.~|1i|1 whilst

you are engaged in a boarding

stages, summansed as follows: action with another
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Furthermaore, you can fire a broadside at a
target that is engaged in a boarding action mﬂ|
another model. The nautical behemoths in

Direadflest are so large that such OCCUTTENces
are fairly common.

2. CHECK ARC OF SIGHT b
TO TARGET |

The warships in Dreadfleet have their main

weapon batteries ranged along their sides, and

can only bring their full wrath to bear at

enemies that are alongside them, Hence you

will often need to ascertain whether an enemy
model is a viable target or not.

A warship can only fire g broadside at a
target if the majority of the target's base
is within its side are. Ignore Intervening
models when ascertaining this; your warship
may still be able to fire a partial shot even ifit
can only see a small part of its target (see
below). The broadside rules are inte ntionally
quite forgiving in order to allow lots of

exchanges of fire between warships.

If a warship straddles two arcs of sight, it is
counted as occupying the arc that the majority
of the warship occupies. If you and your

opponent are finding it difficult to agree upon

which arc of sight a target is in, allocate 1-3 1o
one arc and 4-6 to the other, and roll a Dg to
determine the result.
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\ NUMBER OF B e lc
)SIDE DICE it

dside is used to of the fining warchin’s |

B B

e number of broadside dice corners of the taroet
it fires at an enemy target, These imag; |
undamaged warship with a
m.lk'l roll three dice. I anyvtl

e ean be affected by various factors

gan take damage that aftects its gun

mple. Also, warships often tind

n a position where they cannot take
B We call this circumstance a When firing a partal shot, the firing

1
l'
warship's Broadside charactenstic 1s

o
-

F
= h;ll\ud for that shot.

8 If your warship is positioned so
._ h eVen p-ilrﬁl!.”}' obscured, then
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" 4. DETERMINE D6 RESULT
NEEDED TO HIT

."luf.lkrrll.; your shotz count in the Galleon's

BROADSIDE MODIFIERS

I'he result you need 1o score a hat when hnng a
broadside can be madified; it won't always be as
1 s the Ranging chart
simple as just consulting the Ranging chart

[;r‘:i'll:':l ard 13 a mmcky buaness. Tendnls of mast

curl around broken muasts, the fog of war chokes I'he most common modifiers are as follows
!'1-'.‘ dj]’, .Il'ui E T !|.I' EHroen 1.'::._"-..-.' :I'I:.'\l'.l.h. el IO
skull-faced cliffs. Visihility 15 extremely OO First Broadside: To represent the warship's
and enemy warships can disappear into the crew packing their cannons with high-quality
mists in a matter of seconds. The ranges of our gunpowder betore the barttle, the first
warships' guns are not nearly as fearsome as broadside a warship fires in each scenario
they would be upon the open waters of the has a + 1 modifier to hir
Gireat Okcean, but if a close-range broadside

hinds 1tz mark, it can wreak unt

ACMCE CISLITR e

I -\.' | -\.'::i."l':l :"I'l"l"'\-i:'_."
i upon its Ganeet e 12 B e oy 5 | 1
- ERILLY 0L LR WY L8] SIE TN M ;“.: SCTNRINE 1
’ smaller target, a broadside that ploughs into the
To determine the range berween a target's front or rear can tear through its en
4 warship and its targer, simph measure length. This is rak sometn
I e s (- L ; & L
from the closest pomnt of one warship's simply called ‘raking”). To represent this. if a
imply called iking ). Io represer 15, 1f

base to the closest poi ' .
: closest point of the other. firing warship has the majority of its base
”,thn_.: determined the ranoe | . g

Ll (e nee Detween hrer

- A within the fore or aft are of irs target, it
t-i.r!ﬂ'r.. consult the H.-. hare fen ed e

. angang chart to find o has a +1 modifier to hit. Remember thar
What you need to score a hit lify
Thers ol | E W= LE LR
[}
4 | Zet at short range usi s nirst broadside
e range values piven in the Ranet e b . 3
; I _. 1 1N [ I"-. EINE Char Wi need 3 n - T+
include the maximum range in that criteria
IO It oh o e | '-
LA ANSLANCE, 1 vour --!-":_i-' ""-..Z""'::;l' I3 EGECTHY b 2 RULL TD HIT
v B P Lo T — |
AWAY [roum 1 U aLL VOU Would use the chane Lt .
: e UIET WOrkinge out how mam -
RAnNge Cateonn: Detween point hlanl ¢ : B ;
; . FM I 1 ILE™ Wihen " q w
and < inches W J.F.:- S P -, 1 | JCESILE I .\.'.\_- E 1 il
: | a5 T i i I re<iilt & P oy -
SEr O away, vou would use the medinm - . A e T SLTN IS 0D Your tarpet,
RAFL RALERANTN g il s fvrm r o | s :
Calegory instead S el T much damage the finn
LiL = II-'\-\.I"' H ' VO g {151 s {y s T
F-— o CheCK the results. For every
: Io rer resent low visshality, warshine I . ¢ results. For every D6 resule thar
: LEERN, 1LEERS CANrEl e :
: : Ps cannot fire equals .
UMOEdes gt f qu‘.h‘ or L'\-L"Et'd-"r I'hl.‘

argets over 18" away Such h result you needed,
g ; o RELELUL g \l-H.I .ti..h N - . W

SNl e oo iF i " AL S00red | ! n
peciiame shor would be 3 wasse e . ed a hit. Kaboom! Regard
OF any modifiers, 3 D¢ ll of

I 5]

of valuahle o

. Bunpowder and ammunition,

h -=:'-'-.i'.1. i::'_\ TiTh |
5 ru” ;|r 2 . J Ll

L AWAVE misses
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| RANGING CHART
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Short (0-6") 44
.1'it:.'l.|i'.||'“l (=1 & -

|,|,|||_L; (12-18

ARMOUR SAVES

For every hat vou score with yvour D adside,

vour opponent must take ar

ol 1 Armour save.
To take an armour save, the player
conirolling the target of the broadside
rolls a D6. If the D6 result equals or
exceeds the target warship’s Armour

characteristic, it cancels out the hit.

T ERTLTHLT AT P R Y PR ¥ 2T T}

e e R e R R R G R T e —_—

This is to represent the broadside’s dar
being ‘saved’ by the solid armour of the i

If the target has had several hits scored
at once, it will save time to roll all the resyl
armour saves in a single batch,

7. TARGET DRAWS
DAMAGE CARDS

For every hit that was not saved, the

plaver owning the target must &

card from the Dﬂm‘e deck and

immediately apply the effects to the

target of the broadside,

Once draw :

=y

n.eachDamagtca.rqumlx T
resolved before another card can be dnmﬁ;@‘i
Page 36 for more the rules on resoly; gL

k . ng
discarding Damage cards.

therefore eligible for the raking

e wwas m the target’s aft arc.
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another model, it 15 sand 1 n base contact
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wll e o e 4T
Ml !

feee page 29). If one of your models comes

into base contact with an enemy model,
for 1'|.i|-.|||;u_'|‘ FEASOT, [I‘l:.'rl IL 15 L‘"IJ'\IIIZIL'FL'd

to have launched a “boarding action’ — 1t's

WIGGLING WARSHIPS

1 as normal,
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RESOLVING A BOARDING
ACTION

i ship” in
If at the start of a war ship’'s Boarding
: it is in base contacl
\ction sub-phase 1t 15 N base contac
- o warships
with an enemy maodel, those warshif

must resolve a hoarding aciion.

To resolve a boarding action, each player
determines the current Crew of his
warship and rolls that many D6 = these

: i BT
are called his ‘hoarding action dice’.

win the boarding action, you will need to
core more ‘victories’ with your boarding action

¢ than your opp D6 results of 1-4
have no effect. D6 results of 5 or 6 score
a single vietory each — the crew have

wreaked all manner of destruction.

: ol S S U
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3 Wa FhEs ]

Fach player totals up his victories and the

nlaver with the least victon ies subtracts his total
from his u'_-|-.~||-;'|1 s total. This paves us a
qumber known as the ‘boarding action result’.
The warship with the least amount of
victories must draw a number of Damage
cards equal to the hoarding action result.
For example, if one player scores 4 vict ries and
the other player 1 victory, the player w ith the

least victories draws 3 Damage cards

If the player's have scored the same
number of victories, then they have
drawn the fight, each warship must draw
a single Damage card, regardless of how
many victories have been scored. Both
sides have suffered, but the battle is so closely

|;.I.I_;'_I.'I'. that a clear sactor 15 vet 1o emerge.

The Heldenhammer Aas naoved into base comtact wich the Bloody Reaver — 5 §

Bloody Reaver’s base. 1 he Crrand Alftance player h

warsiips will remain locked exactly where they are wniil

or escapes feopardy (see page 29).
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Lone or the other is removed from play,
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MULTIPLE BO,
If more than two wa -1. -
SAIme |:'|l': I'ETI.!] I'IE act |: Ill.,

L |!:Il:1]L LIl.I."ilLr nf I
all the hnn.rdmi “tions

into one massive batt

115 Boarding Actions sub-phase, 1
boarding action 15 enacted.

Ina |:1u]tip1'E boarding actio -=-:'._.
boarding action dice for each ar
in contact with one or more ene
and tally up the number af ¥ -
ILach player then combines th
of victories that all of his was
scored. This total is then con

enemy’s sum total to see

I;‘il'l.il'l.“.'l'lLf iil._'[iﬁﬂ.

Each warship from the si i
victories draws a number
cards equal to the
(the difference between the two sl

¥
If the players have scored he
number of victories, then th ‘
drawn the fight. Each warship
the multiple boarding action m
single Damage card, regardless

many victories have been se
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FICHTING A BOARDING ACTION

J'r.h! J'l‘l:'l" forfraast e

R WP S ) ]
Doaraine ¢ 5t Hir g 1 fir AR e Shadewrs kI ‘el B on I et
L: . hadewraith. Just o umpirale matlers, '_2;- ¥
Warm A& 1 . Uncontre sters will alzoays fight apainst auy
comtact. Here, it is in contact with the Heldenhammer, and 50 ir &5 treated as "’ﬂ'ﬂg it ¢
adfiest. If an uncontr : sfer { [ el

el randomly determine

ealing

oy for fiis vesult of 6 — a total I'.I_If-
. -L C
i

I the second example (B), the tewo Grand Alliance warships are in contact with g

tewo separate Dreadfleet sarships. As a res ult, the ‘chain’ of combat is braken, an

a5 two separaie boarding actions rather than a mudtiple boarding action.
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L reducing e Wl

tﬂ%}“h\ hv one OF more

A ‘Double” or *Triple’ card

still eounts as a card of the same type

NO DAMAGE CARDS LEFT?

If there are no Damage cards left in the
Damage deck, pick up all Damage cards
i the discard pile, shuffle them
thoroughly, and return them to play as

i new Damage deck,
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[ <hip must draw damagt cards until it
The war 11 =
-ard’. 1t ards of that
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RESOLVING DAMAGE CARDS

Onee a Damage card has been drawn,
L} = N
place it adjacent (o the target’s Warship

card in the appropriate area. It the total

ape accrued by a warship 15

Hull or Crew dam
| ta or ereater than its Hull or Crew

charactenstic respe covely, remove 1t from p|.ljn'_

i

When a warship is removed from play,
gather up the Damage cards currently
applied to it and place them all in the
[damage deck’s discard pile. Some scenanos
require you to keep a note of the number of
[amage cards placed on the discard pile in this

way as your warships are removed from play.

EXCESS DAMAGE

If a warship takes a Damage card that
annot affect that warship, then discard
that card - it has no effect. This sometimes
occurs when a warship with a Speed reduced to
F el L !"- apeed | damage cards draws another
Speed Damage card, or when a we wrship s
required to draw an excess card |:].' an attack

that has ;||r'|._--,|-_]],- removed it from play.
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"UPGRADE ETJ'LTUS

Some Status cards repres

bolster a warship's auxil

Should you draw a Fate

STATUS CARDS

ards with ‘Status’ printed upon them reflect
the current situation of your warship. A warship
can have more than one Status card in play at
once. It's possible for your warship to be set >
the Status area of one of yo
Cog Auxiliary cards. That o

if the card is placed in a we .
cog auxilary that the warship s
deploys) s upgraded as detailed
Some Status cards only come into play when ; '
"SHOT' STATUS CARDS
Some Status cards represent spei
loaded by a warship's crew. Sh ..".
Fate card with the word ‘Shot* -.i':-
may place it in-the Status area ofar
except the Skabrus, Curse of |
these warships do not use cannons!
cannot use ‘Shot’ Status cards. AW
have more than one ‘Shot’ card

ablaze multiple times, for instance, resolving
each Set Ablaze card seperately in each Status
phase. It is impossible to have more than one At

Anchor card, however

they are drawn from the Fate deck. These
include 'H|h'|]'
cards, Mote th

‘briet respate’ |'L|||.- (see page 23 tor a rerunder).

‘Upgrade’ and “Shot’ Status

it these may be affected ':1'_-.' the

‘SPELL STATUS CARDS

Some Status cards drawn from the Fate deck
represent spells prepared by a specific capt#in.
Should you draw a Fate card with the
word *Spell’ at the bottom, you must
place it in the Status area of the warship
listed on the card — even if it is your
oppenent’s warship! The owner of that warship
now has that spell at his disposal and can use it

as detailed upon the card itself
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L'he captains that sail the Galleon's Gravevard
have decades (or centuries) of experience at the

helm, and are capable of impressive feats of

.-n,',n|1,n|.-.!|i]1 A barked order from a captain will

be 1'L'|:l}'t'd up and down the -|1i;1 in no tme. the

crew scrambling (or shambling) to enact their
master's instructions and change the course of
the ".1-':'I|'“=||'I|'l Al e h s, if the tates wall it

rlu- COurse |||' :'IE"-.'III".

Il.'- 1'|_'|'l'l'i_'*-\.|._'l'|| 'hiﬂ-\.l Wi |I.|'.'|_' a |'|.|::I W T .-|'{}rglur
cards that you can 1ssue your ships in the
Orders sub-phase. These Order cards,

1 y
1 ||I W R0 1

sometimes just

! D o ol
called ‘orders’, i
modify the way your warship can behave over

he course of imts turn here are hive ditterent

125 ol

-\.'-I'-\,,E.I.,'I"'-.I each of which wall modity the alals

P
L8

. . i ] 2 I: I
vour warship. Choosing the right order for the
right warship can often mean the difference

between victory and defeat.

CAPTAINS AND COMMAND

A warship’s heart and soul 15 1ts captain [he
captain 15 the one man (or woman ) with the
strength of will and force of personality to drve
the crew onward to victory. The captain 1s not
only a formidable fighter armed with the finest
magical weapons and equipment aboard his

warship, but he 15 also the lill'lth'a]?'llr'ﬂ-"l master

and commander of his vessel. When the captam

stands proudly upon the bridge, his men do not
hesitate to obey, and the warship functions like :
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in no small part due t
men are thrown into confusion and doube.
Fach warship’s captain has a Command

characteristic. This is primanily used when Each warship's Action ol

shase, Durin

¥OO0Nn of attemp

LRI OTcle T e ich BT
ISEUINE OTACrs. HOmu captains, such as he evi

nt No
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LS, NEVE INON nécromantic contro I E LY = 'I:i'-

ver their minions and hence have an excellent warship a single Order card
Command charactenstic of 24+, Others -:||':-L the € 5 faled, the aptan's
have a hmuted command over the unruly rabble To issue an order, select the Order card k to ohev the
| their crew. For instance, Captain vou want to use and place it face up on .-'\-' - the effects
Skretch Half-dead of the warship Stafrus has the seascape, decl iINnNg 0o your opponent that
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‘misunderstandings’ of his Skaven

[SSUING ORDERS
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- L ! U 1nfer .

use it. Next, find the captain's
Command characteristic,
prate Warship card

sl La

hsted on the

NS

Finally, take a Command check. If vou

pass the check, the Order card has heen

issued successfully
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effect of each order differs de
the card. There are five orders vou can issue;
Full Speed Ahead, Hard-a-Fort, H
Starboard, Fire As She Bears, and
Repair. Four our of the five Order
resolved during the activated warsh

Movement sub-phas:
Fire as She Be iM%, IS reso)

ard-a-

opponent’s wum. Once an Orde
r hand —

resolved, return it to vou

other warshps

when Yo i_‘:ii::?; VL

FULL SPEED AHEAD

Full h;‘-'.'l.'.l Yhead represents vour
issuing orders for his warship
speed. It can be issued to am

regardless of its method of pro;
“prln—-'";.?|t L l'_|._r_]...\,"- BRI 3
Sample, or an unliving warship driver §

with a burst of eldrirch pOWET,

A warship that has been successiulhy
issued this order resalves it after i .II:I'i-
finished all other moves in its Movement
sub-phase (see page 24.29),

Tl fpecd Head e

Whar s vard b pwsideond, chn memrbii iy i
orlar el ey Kreweds M wrgaghy luar

Thae Poll foerdd Rband oo

I.'*-.-l-i AN
d A ]
AT l-‘i"‘-i-ﬁl-‘..ﬁ.:‘-i‘l"‘ y
FhTE AR r i.‘.‘-‘-‘.i.“"t‘

- e
P

- l-—'lﬂ‘_." -_._l‘__i.- }

(T

N e e ;
i S, W r_ ."Iq_,. 3
y, i

..f o
¥ ¥ L5 L r -
B a7 r o kS ol -

FIlF TR e =

- AAAS N

When the Full Speed Ahead card is
resolved, the warship with this order must

move forwards 216" in a straight line.

You MUST wuse the extra movement that

this order confers to your warship, even
if it means runming aground or coming

into base contact with another warship

IC SINP &ans daaciy o

te that the Full Specd Ahead order

1lz0, note
cannot be issued o a warship with a

current speed of zero, or to a sail class

warship that is caught in irons. [1's hard

1 when it's liranmst 1

HARD-A-PORT

Hard-a-P
Clard-a- T represents

A warship that has been successfully
ssued this order may résolve it at am o
LY H L]

pomnt in its Movemen sub-phase; even
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change of heading to port. This ¢

HARD-A-STARBOARD
rdea :

11
Loawrs =

heading of up to 45 degree

T

hefore it has moved. When the Hard-a-
Port card is resolved, the warship with
this order may make an immediate

hange of

. " I -
R ] q.li._::."':":"‘".

mal. Mote that this exira

| be up use the ship’s

S ] T
i 1= 111

mirn is an exception to the Handling rules

i ] ‘H
ed to have moved a dasfance

] a o o fageft
aractenstic behore

1 T |:' srmbnnge '|:!,' -.i.:ll:;_'-:_' |I1.

from Hard-a F'--," '.!:I: a
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t heading
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ng by up to N degrees — very

surprise a warship coming
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nus change of
ard instead of port, It
same rules, except that it
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you to make a free change of

.. Fatrid-a-Thrf i)
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When rthin oard
i heramliny o
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Whon this gaid v ressd al. ihe wear hip with this srder may
Tibe an mimadiaic hiasy off Brading |n st i ]
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FIRE AS SHE BEAR
A tried and tested tactic i payst
hold fire until the enemy ;
vour sights for 3 punishin hrm“*
g ;
unleashed just as the enemy is aboys
The nautical command for prqmi,;]
hh‘.

the most opportune time is ‘Fipe As She B
When a Fire A She Bears %mﬂ is h
successfully issued, place the Order carg i
face
out of your hand® and is :;m:! .
hand of Order cards unt] etther the ¢ Ll
been resolved, the warship with this €
has been sunk, or a pew order has e
to that warship — whichever com _‘.

A warship that has been
issued this order may
response to another model

o~

attack against it. Most o on
resolved as an enemy warsh

or launches a boarding action

be resolved against an enemy

sea monster, or other such ng
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When the Fire As She Bears card is r using the Fire As

F e . i S b REPAIR
resolved, the warship with this order She Bears order ;

immediately fires a bonus broadside ai

s Can b M in the
the enemy model declaring the attack. FIRE AS SHE BEARS AND f-. h| § I i hl ¢ h - 3
BOARDING ACTIONS ourded i SRR |
wect to the normal rules Fire As She Bea n also be resolved Just as i l- .LI -I I ; F L
irn. immediat . i | on, th resurrected K : - MEANCETs

A warship thar has been successfully

1ssued this order resolves it at the

: : = : : : e beginning of its Movement sub-phase.
[he Fire As She Bears order cannot be | | AR

When the Repair card is resolved. the

N N e S e i el o warship with this order may discard one
i L W E | L.

Hull, Speed, Special, Crew or Set Ablaze 1
card from its Warship card.
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some Damage cards have ‘Irreparable
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TAKING FURTHER Wo

Every time a wounded Captain takeg
another wound, adjust his Wound "-"-'i

)1/// g and {7 bund Cards

TAKIhC A WDUND

To fight a duel, each player rolls a
g Wh IITETS 3 Wi
fit. The first time a

und, us

Uur‘ij:u_._r the sw |":!:._
the captains of each
to duel in LN b i
around, the nng

l:,'Hrl-il %% chimes o

there ts no surer way to crppl

number of M equal to their captain s

current Swashbuckling characteristic.
Rolls of 1-4 have no effect, and rolls of

a-0 score one victory. The plavers then

add up and compare their total numbe

of victories. If the totals are the same,

takes a Wound card and tucks it unde
the top of the corresponding Warship

card so that the *flesh wound® result is

) ;
| iptain 15 now siubyer

captain takes a wound, the owning player

that the next most severe woung
showing, along with a1l wound resyles of a
lesser seve enty. For inst ance, lfaﬂpl:am IH 3
suffered a *flesh wound® y Ensure d'lmm]r
‘tlesh wound' result is ahnmng hu“ﬂ‘

showing.
suffered a ‘senous wound', then both ¢

wound’ and ‘serious wound® results w
sh owWing. T hl: pE'TI-ﬂ.h.IE:S I“ﬂ.m

various wound results are eun

warship than to leave i
then both captains take a wound. If one

bleeding
player has a higher total than the other, enalty listed
then he wins the duel and only his he Wound | (or the table belos & CAN Sev

opponent’s captain takes a wound.

Ifa C; aptain suffers fﬁLlrm:runds
course of the game, he will have sy
‘mortal wound’, and may not partic
further duels. He is out of the ..-.-.f
blood loss is bad for men and v i

DUEL RESULT TABLE
WOUNDS TAKEN

B S e —

] Flesh wound:
pints of blood, His C

arsh Lp €3

fEpresents not only how physically |

captain is also how skilled | -;.:

bloody arts of close camb e

d 1L Combat. capiain’s

S rvocess called 5 it Uldill. > SWASNDUCKIng 15 reduce W one, to ; "-'»;r;_--"-'.w.',t'."f;lrg jf”ﬁfmﬂ;nﬂ- ,.

HESULWNG A (Sewashbuckling 5). The players
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1 Boarding Action The Grand .U]riﬂﬂ{fﬂwrﬂs‘ __,_"

@ total of teoo victories, The I
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Nocrilus is victorious!
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boarding action is fought, the captains of C |
TR AN RS
each warship will automatically seek each =

As the loser of the duel, Red
takes a wound, Brobk has already

. other ou : '
_.f s t for a duel | doesn't matter if one Mortal T
S . ' , e . 5 | |
| of the captains would really rather not take par:. vound: The captain is down and blee ling out, P*"““'l ly dead. H
even the most re . g s !
il | f?* 1t reluctant combatant i
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wound i an carlier duel, 5o his
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DUELLING DURING A
MULTIPLE BOARDING
ACTION

Sometunes more thi
participate in the sar

thee captains a ch

an them. Honour s m sh
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nulnple duel. Mulnpl
s for normal duels

exception. IF several warships
are engaged in the same boarding action,
all of the eaptains from each fleet roll a
number of dice equal 1o their current
Swashbuckling and add their vietories
todether to form a sum total. This is then
compared to the sum total of the enemy's
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victories. The winner of the multiple duel

15 the side with the most victories.

THE FIRST MATE
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of model for cogs, they follow

r

dhe ttanic warships we use in Dyvadffeet are
able to deploy smaller eraft from IN OF Aroung

their main body, allow ing them to rescue

represent these craft are called auxil iaries

The most common awaliaries included in the
game are called cogs (3 o W 15 @ one-masted
ship), though there are other types. Warships
that deploy auxiliaries are known as parent
warships. Fach auxiliary has an Auxiliary card
that shows their profile, Just like other w arships
At the start of the game, place the
appropriate Auxiliary eards jn their own
Separate deck. Unless specified in the
rules of the scenaria vou're playing,
auxiliaries begin the game inside their
parent warship, and are nop placed on

the seascape until they are deploved,

If an auxiliary is destry yed during the game,

Femove its card to remingd you that it has been

used up. Note that though there are twy types

 the same rules.
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the wreckage of sunken ships. The models that

TATIES

DEPLOYING AUXILIARIES

A warship may deploy irs auxiliary before

it moves in the Movement sub-phase. To
do 50, place the auxiliary model in play
anywhere within |

'-l".‘:x parent w LESF dand

not in contact with another model or token

Next, take the relevant Auxiliary card and place

It next to your Warship cards.

Deploying a cog auxiliary on the move is 2 risky
business. If a warship attempts 1o deploy a
cog auxiliary whilst not ar anchor or run
aground, make g * apsize” test by rolling
a ID6. On the roll of g 1-3, the cog
capsizes in the rough seas: the ¢

and its Auxiliar card are

o irodel

L removed rom pfas

Lk h

" WARSHJP AUXILIARY
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rrand Alliance Cog

Flaming Scimitar

Grand Alliance C g
Stvordfysh Grand Alliance C Te)
Seadake 2 x Dragons
Crrimnir’s Thand,

& % Dwarf | hngibles
H."I':-'-'.-:'i'l‘. .|'I‘:|.Jr'r|' Fla ‘ ]I'i'l:l,lfll:_'!_'-' ':,_'_'

Mo i None
Cuirse of Zandvi
i‘i-i'-f.'-tﬁ‘.l"ﬁ.r

Black Krakey

1 w
| Ireadflest Lo

I JrL'::l.ifiL'L". {_.I.I_I_-:

Dreadfleet Cog !
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USING AUXILIARIES

Auxiliaries have their own Action phases, their

* Any Special l.'lnmu,ﬁe card d
auxiliary is discarded

instead 1o replace it.

Tiwnbyan 0 :
draw another card ]

own areas to place Dan agre and Starus cards,

and =0 on. Unee in play, auxiliaries follow

all the normal the rules for warships, * When determining line of sight tg gp

from an a uxiliary,

with the following exceptions:

trace the mode]’s
view from the model's highest pary,

-€¥e ] ]
Auxiliaries do not have captains and

therefore cannot issue orders or duel.

The highest part of the model alsg
counts as both of the auxiliary’y
Auxiliaries cannot escape Jeopardy. ‘corners’ for the Purposes of
determining whether the partial shot
maodifier applies 1o any broadside

involving the auxiliary,

Auxiliaries thar contact slands and

shipwreck pieces do not “run aground”’,

Auxiliaries do not have facings or Ares .
of sight. They can fire broadsides in

any direction, Also, warships cannot

Auxiliaries do not have Handling
characteristics, they can turn freely
at any point in their Movement

claim the ‘raking’ bonus againsg them. sub-phase,

Grand Alfiance ¢ .

S o W LR i




-rl"-r-'l[‘,‘.-.l.*‘..

DOCKING AUXILIARIES

sometnmes, vou will want an auxiliary to seek

protection by rejoining a larger warship. If an
suxiliary comes into base contact with g
warship from the same fleet, or vice
versa, the auxiliary may immediately
‘dock” with that warship. Remove the
awaliary from the seascape, but leave irs
Awahary card face down next to the ";‘-.'.nxhi;u
card of the vessel with which it has docked.

i

Phe docked auxiliary is immediately repaired of

| L H s | | |
(lamagr discard am !J;J.‘.‘:.Ll_fr Cards it has

sustamed. hat auxiliary mav later b deploved
- |' _.

)y the warship with which it has do ked, There
15 no limit to the numbe; of auxiliaries that can
dock with any given warship. Note that the
Dwarf Dirigible and Dragon may only

dock with their parent warships.

TREASURE TOKENS

SOME SCenanos Cdrl -III|} I Wi |:l:-. l.""”L'l. ng
treasure tokens (see pages /4. B8 90). Lu kaly,
unlike warships, auxiliaries may ‘collect’
treasure tokens. To claim a treasure
token, simply move an auxiliary into base
contaect with that token. The token is then

tected by the auxiliary and moves with the
ary thereafter. The act of collecting,

nding over or carrying a treasure token does

t affect movement in any way. An auxiliary
may only colleet one treasure token per
turn, though there is no limit to the amount of

LOEKENS It can LdlTV,

An awaliary that docks with a warship

automatically *hands over’ any treasure tokens it

145 o that warship. The treasure token(s) then

| WILH that w ;r'~.|;i;1 i:‘l*-\.fr_'.i-.j_ :"\.I:r-!' :|'|:-_|
Ll ASUNE [OKENS ANNG !::' ||'|.'|l.:|:'.i CVET !.l" T One
10 another Fi‘l. €r, ||-I||.-I!. Can :u_ '.!'I.";;-.

I TR . e & =) [ —— I
[EANCGEd OVer rrom one _|~;'-..|.:|-_ O another

ALLSTITATY 1N DAse

contact, or handed from a

'-.'.:|:'-~||:i- to an auxiliary it is -.||';1|'|'.||._=_-

M ote '|::J-' réasure ‘r-J~;r|'.-- e Not ac !||:|:

]'l'i'!r'l_"'-l.'lllril'.ll:'TI"- il |*_|:'. . [ .I.| CIeECcts. ?‘-||!|I|.'x| |

treasure token get in the way of movement just

move 1t ;:m:.-.il; d5 NECEssary.

LOSING TREASURE TOKENS
If a warship carrying a treasure token is removed
from play, leave any treasure tokens it had at the

pr:uinr where the '.-.':lrhhjp met its demise,
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FLYING AUXILIARIES

Dirigibles and 1 Iragons are of a special type

awxliary known as ‘flying auxiliaries’ Flying
auxiliaries do not take apsize tests,
and can move freely over other models.
Note that flving auxiliaries mday never
voluntarily end their move over another

model

phase over an EMpPLy arca of the scascape

SEA MONSTERS

The Galleon's Gravevard is infested with

Undead sea monsters. There are three sea
monsters included in the Fame,; the Bone

1 III-"."L:.'ll. ind Sea Grant. Sea

Hydra, Leec

: t el
monsters are auxihanes that only enter play

through the drawing of Fate cards.

-
i -5

||In'_'. must finish their Movemen 5D

Rk TR AR A

F

o

LA LTI LT, LA T

I sLd Monster has its own Action nhase.

55 1t 15 controlled by Count :\'ﬁ'-.\_"lli,]x,h it

itter all other Action phases have been
[aKer Inaomly determine which goes first),
At the beginning of a sea monster’s
Action phase, determine which plaver has
the nearest warship - his opponent
controls the sea monster. Work through the
\ction phase as if it were 2 normal auxihary;
Usually this means that the sed monster attacks

the nearest warshup to the best of its abality:

Sea monsters cannot dock or be

deployed, though they may claim treasure

tokens just like any other auxiliary.

However, unlike other auxiliaries, ‘.h-.'j.' may not

hand over treasure (mmm, tasty treasure!). :
.
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True r-lrm.u;t;-":. whenever the greedy and the brave
el scavenging affer a batile theve wwondd be wo
.I'I::I;:Jr I':llll-.'!f:'l'fl mor saitor fo marvk a fallen ship's
I'rh]ur'r":r- -"l.ll'l'"?'ll:. 'fl:‘:.l.'l‘l .:I 'r'll:lllu. I:\:-ﬂl.l. 'ilr:rl'l .r"- .'|.-||||.I: .II:. .|-'-'..
chrrents, offiers that i was the work sf ravenons
sea monsters. Yot rumours persisted that there <
& s |.'...|'.l

.re'a'r.":"u"r'_.l'-u.l'r'r' af ook i e acean

clatmed thase who died at sea for ity soon

L ey

Srmigght the dvoconed back to life as somethin

taan famran. When the Diveaafeer lommsed onr of h

WS o affack Sartosa fself the rumourmongers

oeFE J'H'r_'ll'.i'rn'rt.'l:'.'rr_l.':l.ln:'_'.-'.." raetd. The cnrse of th

Cralleon's Graveyard had come to them

A DARK HOMECOMING

In the somall howrs af that same night, Caplam
Jaggo Koth of the Nightwatch soas recurnimg io his
ancestral home in Sartasa, 1o Mis puzzlement and
aiarm, fre sea air woas choked with aorsd smoke, As
the Nightwatch neared the docks, Captain Koeh's
Jay at his homecoming faded and withered away
altopether: Rusting Harbour, the dociyard diserict
olrere Roth's dwwelling-vessel was bevthed, was all
bt reduced to cinders. The isle of a theusand maits

s in flames,

Captain Rotk's men soon bullted the trath ont of o
soi-sireaked reftipee who was fleeing the
conflagration i a rowing boat. Sartosa thatiglr &y
its dewizens to be a realm so natorions only a fool
wondd dare attack it = had been pillaged by a
titanic war-hulk made from the broken vemams of
other galleons, a ghast ship that was fmperuviss o
harm, and a vast Wack machine forged in the
likeness of @ deep-sea kraken. The legends were true
— Count Noctilus of the Dreadfleet siill lived.
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In learning where the Dreadflect had _
strack, Captain Roth was able to lie in L _
most [tkely targer for the Direadfieet's sewt e
derthed his warships amangst "‘F“E"ﬂﬂﬂf

Luccing, the spratwling Tilean CHYPOTT from
fiis wmother had hailed, and waited

f the seq-chart that had

wored et
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After weeks of galling macirviey, Roth’s ambuzh
tactics finally paid off. A violent electrical atirm
avaged the coast of Luccin and, som after, the
Dreadfleet’s sadls appeared on the horrzom. Roth
and his allies intercepted Count Noceilus ap E
Brimstone Sound, and a raging seq &mﬂ;m{-ﬁﬂ- b
under the stony gaze of the sﬂm:nr!-ﬁmmﬁ‘
the cliffs. Over wine hundred veteran seamen died

i Roth's attempt 1o bring the Dreadffeet to bay,
Hlasted apart by the Bloody Reaver’s cammen
batteries, crushed by the Black Kraken's temsacles,
or cut to ribbons by the ghostly erew of the
Shadewraith. The mighty Tilean fleet joined the
fight and attempted to cut off the Dreadfieet’s
escape, but it was all for wothing. The Dreadfle
medted back into the o amce more, .l'm'wq Hﬁ % 3
but a loose speval of skalls to mark 1T pasiage. 3
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DESPERATE MEASURES
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With the Golden Magus® help, Roth learned 1o use TG e : D
the exotic moondial and enchanted spyglass left by -.
ﬁﬁ__,l'?:i.f.-";.:'r and painstatingly .-.I':-'.',r:,n.-’.lf-.-r-h." the stranpe
pnstructions scrawled on the sea-chart. The pirat,
loreds theorised that if they conld but be under the
n'gg'.lr.'.f comsiellation of stars at the stroke of midnivhe
HPaR thrice-cursed Creftermnismachht, Kotk cowld sail

straig/i tirough the trinned vedd that separaged 1,

Diveadfleet from the material realm, hune dozen 1)

HIULJL{}' Reaver, and sfay Noctilus tn his onen [

Thowgh he found no support from the nation;
Man Kotk coas .I'f.-_."f-u.-."' an finsissal allv on fi
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drew the Heldenhammer towards the site of a sea

Battle. wherve the shattered remmnants of a Dvarf

sronclad bearing the rune of the seapomt Barak la
awere slotely sinking into the depths. Mangled beyond

B recopnition, the Dewarf craft looked to have been
. 1 crushed like a .-"-‘-.-",-n'.'-ﬂ.-u.-" breastplate in a Gant |

hand. Clinging to the wreckage of the ironclad u
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The young Jacgo was raised ithin the
Enlightenment’s labyrinthine copr:
sarvacks, f very

vertical surface and ceiling gy
Mastered woith maps and charts; eypy g st

threadbare rug bore depictions af A mj.}' Ind o

Cathay. Such scenes o far-off lands ang tales of

derving-do had a Profosnd effect wpon Jaega's

mind, The M, APIGAE's som famcied the Iife of 4

pirate lord, and spent mas of i dlays 5@ abogrd

his umcle’s boats, Jighting r'mngz'mrjq ST with g

wosden sword As Jaego grecy jutg 4 Poerful and
determined leader of men, Jis father deterioraged
Surthes sink g slowoly intg nightmare-haunged 1
sentisty. The old explorer seemed 10 have hecome ;
obsessed with his last vervage, rambling o abogt i
SPs graveyards, Vampires and semtions whirfpeols.
Word in the taverns oas thas the Maproright had
N 100 much; that his most recent maps omved more
fo madness thaw to the conguest of the unkngmon
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Jaego could not bear to see i elderly father, once an

rniellectual gians, deteriorate inty g miad old fool.

He left home, setting sasl to JSond his destiny. He
Jather's gold afforded him a decent ship ﬂiﬂ?

that conld almast be considered num?. 3
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o mosguito-ridden shoves of Lustria, Jacgo Roth began
E fa tive of adventure and the ever-present rvisk of
dearh, The r'fll,.'!ffr.".l'.l frad seen thousandt af comrades
and crew fall in battle over the years, and just as
fits body had become scarved and rough, his resolve
had hardened too. He wwonld forsake the life of a
Feaven; return to the wife and child he had lefi
befring in the Rusting Harbour of Sartosa, and
make amends for taking the apen sea as fis mistress

;' snstead of caring for his own.

_ Wien Roth returned 1o Sartosa he was greeted by a

E city in flames. He made haste to his family’s

magnificent boathouse, but he was too late — his

homestead was consumed by five. Roth sprowted

through the burning cityport towards the remains of

the Enlightenment and fought fiis way inside.

- Though he was too late to save his family, the

~ artefacis left by his father were to set him spon the
\deadliest quest ever undertaken on the high seas.
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the stipulations listed here. An example of the

—up in action is also given in the deployment

. - .1 T T et
IMAN S2&6COon, AesCribDe DOy,
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(4) DEPLOYMENT: The parameters for

how you deploy your warships are listed here.
Where the instructional text says ‘a warship must
he denloved within ()" of .

e deployed within (x)” of the (y) edge’, it means
that all of that warship’s base should lie within
(x) distance of the specified point of the
L ' Bl I- . - = I I > - 3
seascape’s pictorial border. The pictorial border
15 T e PR . ey

1s more for decoration than anything else; it is
I L'l.il!'l.‘-ll.-li.ii.'.j ]".JH 0 ||:||:' "'!.".I."-l'iil'h:_' tor ”|'_L'.L|]!ll.'

or deployment purposes.

(8) GAME LENGTH: This bit tells you
how long the battle lasts. Some scenarios last six
full turns. Some have a variable game length, or
end after a certain event occurs.
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“There will be times in your games of
Dreadfleet when it is impossible to get an

exact measurement from one point to another.

Don't worry (oo much about tl'!i:'n', there's no
need to get bogged down in an argument
about the slightest fraction of an inch. For
-nstance, when setting up your islands, 1t
might be tricky to get them precisely the
specified distance apart. This 1s not a major

problem. Just so long as the measurements

ltmsurcnmm_ _:.

use of the shi
then if son
outcomes ]I‘l:ﬂ,l i}
Rule (page us)

which interp 4

Most Important
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(6) VICTORY:
winning the game often mean comparing how
much damage you have inflicted on your
opponent’s fleet, although victory conditions
can also consist of more specialised critenia,
such as “The Grand Alliance player wins if
‘this” happens, and the Dreadfleet player wins

if ‘that’” happens’.

() SPECIAL RULES: Each scenario has a

series of special rules that give flavour to the
battle and represent the circumstances of that
particular clash. These vary from game to
game, so make sure both players read and
understand them before you begin play.
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Sometimes you might want to plav Dreadfeer with more than |

two players, Allocate each player a certain number (‘fﬁﬂ[}l o T

to control {dividing theim as evenly as possibilde ). Ensure thist one

! i

player i in overall command of each side — this s amtlﬂrthl

:|1|.{'|.1."I' that controls either the Holdenbammer or the M

| Reaver. The oversll commander draws their side's Fare cands,
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the w .||'~L|"|IP'~ controdled by his alliey _i“"'t "”‘h“'ﬂ L the Grand

Aliance and the Dreadiloet alternate thetr Action phases and

ot rermember the Most Important Rule, all should be well
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Heldenfiammer
THE DREADFLEET

J Bloody R

SETTING THE SCENE
The . 11

¢ players roll off, and the winner takes an
sland or sk

stupwreck piece chowce and

= o i . 11 |
N e =Lascape, odlowing the
£

restnichions below. His opponent the
same. The players alternate placing islan

g -
abdile R ISEANASE O

then does

shupwreck pieces until there are non s

- 1l

Mo island or

within 18 of the

a:'tii“.'-".';'q.'f-'. ;‘5;'1.'-': Imay '.'-:_' _1 ;'u.:
castern or western edges of th
seascape, and no island/shipwreck piece may |
;Hﬁ.m ed within 3" of another

DEPLOYMENT

The Gra A liar
-"I.'r ._'_- a4

il
AL

we player deploys the

R TTE

r within 6" of the western edpe
i the southem -:.‘-.iui_'. ':"'-;:'_'ﬂ. ‘.']'lt'
Dreadfleet player deploys the Bload y Reaver
of the eastermn edge and 12 " of the
northern edge.

and 127

within 6"

GAME LENGTH

The game only ends when one side meets the
victory conditions.

VICTORY 8

The captains of cach fleet .E. el
mettle of their opponent. Ifa
OF More l}m:u,ge cards, or has | g
trom play, in the End phase, ﬂn "'-"'E e

wins — the l.iﬂmaghi wﬂ:m
l'ﬂl'l!*
MMISts O mount repars. If bhoth w

taken eight or more Dlﬂ'qr:n:uﬂg‘.-
removed from play, in the same E-Il.‘l

game 15 a draw,

SPECIAL RULES

None. This scenario is designed 1o m“
the Eame af .Dr?dd';"i'ﬂ'l without Il!!m
INtricacies to negotiate.
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SETTING THE SCENE

The island with the volcano (imaginatively
termed ‘Volcano Island’) is placed in the very
centre of the board, and the other islands and
shipwreck pieces arranged around it, each no
turther than 4" away, and with enough room to
fit a cog between them. A single shipwreck

piece is placed east of the others (see map).

DEPLOYMENT

rrand Alliance player deploys the
Swordfysh within 6" of the southern edge of the

scascape. The ’ |
within 1* of the w’* PR
facing north, “‘hﬂ""li‘lh :E
Its awabary is placed by lﬁ-li
crew have heen m”
move unless Caprain 'IM-
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'Lil.'r.l'h.!'h at the tw:ﬁﬂg“
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with their aft ediges 1* “'Th-. ."?_,t.-.
the scascape chosen b the Grand
player (they must mhpﬁ:ﬂ‘ P

seascape edge). They may h-
nurtm] next tum,

GAME LENGTH _
The game lasts for six turm,

VICTORY .
The (mndﬁmm
Captain Roth to the d
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SETTING THE SCENE

The islands and shipwrec

Ctirse -?,.f “Lands ¥

as two flooded voleanie craters, with very
small gaps between each (see

map, opposite ),

It is important that you leave a 1" gap between

each island /shipwreck prece. You must be
Prepared for some pretty

to succeed in this scenario!
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DEPLOYMENT

Starting with the Grand Alliance
Players take it in ums to plage 5

of the Grand Alliance warships 4pe
within 18" from the

anywhere in the hn-:;p-bhapcd deph!w he

marked on the set.

he Seadrake e hu
deployed (see map). No Dreadfleet warship
may be deployed within g of another.

GAME LENCTH
The game lasts for six turns,

VICTORY

The Grand Alliance js aiming to do seripys

damage to the Dreadfleet and h:-muw
rescue the Seadrake, hi

After six turns have been completed, ﬂth
player adds up the number of Dmnp C
currently next to his ﬂppmenl‘s J
Auxiliary cards, and adds the n
Damage cards suffered 1!?
warships and auxiliaries th
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far
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unquiet waters, which will make their presence

felt as the game EOES on,
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DEPLOYMENT

The Grand - nlaye
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same fashion

GAME LENCTH

o By o s I [ B
I'he game lasts for four furns

VICTORY

l hl._' |'lp|'|:1'~1|'|1_§ r-l-:_'n::.'.‘ are _a‘.xl_-.r'.]‘_'-n-y o ur-ern_.r

each other as the waters recede around them

After four turns have been oo npleted, each
player adds up the number of Damage cands
CUrm=nt |II. next to his nppumnr 5 1|.1l..Jr'~]'5|1'. and
Auxiliary cards, and adds the nuniber of
Damage cards suffered by his opponent's
warships and auxiliaries that have heen removesd
p track of how many of these are
placed in tlu- Damage deck discard pile). This

total is his 1.1:1-;1.11.' points score. Whoever scores

the most victory points is the winner
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. At the beginning of turn three’s Status phase,
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Iﬂ the right show exa mples of the
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A Flamang Scimita Lhe Dreadfleet playe

T wins if, du:n:ng any hh:l
]'-h.'u-l_', the (

rrand Alliance player has g total of
ten or more Damage cards next tg his Wargh;
and Auxiliary cards, Keep a total of how “"*”5"

Coatlieon’s Crraveyard Mighted the shvline. Scattered ot the foet » the ifands aronnd this ,I'r.-.'“'J."n':f!'.l"-'J_i-' :& Shadewraith Damage cards have been suffered by Grand
s [y the spiintered resmants of dozens ritaps hundveds, of woarshing mcke iy of lsfe by the - Alliance Warships and awaliaries that hﬂ?’:hm g
e o i o vl ssls shiered throsgh ko i s T SETTING THE SCENE removed from play —for the purposes of
o provd vesils shivered i gk s MEHE he istand and shipwreck picces are set up as assessing victory conditions, these cards coung
cened Lt Fee miite. Nar a e SRCCETEE TRERE ¢

towards the total that the Dreadfleet player
needs to win.

R Cier:skeletons and recfi: a crumbling seafort that marked the entrance to the shiptorsdba ot THE DREADFLEET

dnner reefi. Jeo o regrens of the
[ AN =L AN Y ] -

iﬂ-nh.l-j. Reaver, T fRrEe srrte of
and e fomp manrne af e damaed

shown on the Deployment m ip Opposite
imswbstantial as they fi W dppeared.

f.-;lﬂ iﬁ'.r;f e L F IR LS Sear e -".":'-' ':I.'.- .|'-'.|.': L TG FRUESE, .1-.|r|'-|I |.."|".i"_i:-rl'-||'l'r!'-|:'
J'll.l'l'l'-l":l.l'lf.-'l.-'r.'-' IRy .'|:|-"- o i) FF ..'-':-'-.-.l.-.": r_'.'.'.l.'..':-'.'.'.- I

B ey looked Helmsmen threaded a o

: It both (or neither) of these victory conditions
HETHENES I sad Be an deserty i i

have been achieved by the end of the g,;;rm.ﬂg-

. - s A ; result is a draw.
- 'l . | ™
-';:n'al'-"i'rﬁ.r.{l'. @ greal booming roq thandered arvos fire walers as the cantls altead afeied fire itk

e "-"..l e

CARBORS Larger Hran auy borne iy ship or barge, The Crrand Al

| firn el W Gt SPECIAL RULES
HCE TS quick fo refurn fire HIF fhen,

¢ diittes, and a ke

e o Sl The Mists of the Damned: The w
W af freczing mis IJPFL{]‘I"?WENT

i. Ir."::'f Jl:ﬂ.'l:'.l"ffl' I':ll|I i |'.|II -'l;"-'.-.'l' _-f-'l-'.' .'."r'.'."l
rolfed befare it The smnalural thing came abent

Anciany BRNs mosnieed wpan

The Grand Alliance player deploys all of his
WINE decks sownded thep fiery. .

Ihmu af tie Heldenhammer Gpened fire ai close range, T by
w the g;".-'.-::-_s;.'" ¥ apparition, tearing waupht but a

.-"':I'n'-'-.'l:i.:-"l:' -"-":"-' ¥ Sty £

y enters play on the first turn, immediately after
i .".'i."ll|'.l"' 'u'a'r o |-'.|'|III i |"|'.l-"I i |'|'|.I'|'.'|'| Iy |'|'|'||r II"" 'F jlf'i F-t-'{::{'f‘. :

all of the Grand Alliance warships have "3
of the south-we st corner of L:‘.||'|:|F1JLTEd their Action phas:s Raoll twmﬁm#: ;
|| SCAS } rll"-..ul- o -\.l-"a'!'n ¥ . . N t :
il thoir . e seascape. The Shadewraith is not deployed it you were randomly placing he wind gange
y ; g i atthe beginning of the game (sce the Mists of (see page 23 for a reminder) Hﬂ.ﬂﬁiﬁ
rﬂ' TERLE I 1 ﬁﬂw " . ’
ogbe o the Damned special rule, right), Shadewrasth with its lFtr.-dg: I'

indicated marker,
GCAME LENGTH

warships within 12"

The game lasts for six turns.
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The Crumbling Castle: In this scenano, the

Castle Island is called the Crumbling Castle. It

15 treated exactly as if it were an auxiliary of the

Dreadfleet. Put Damage cards that apply to the
Castle to one side of the Dreadfleet’'s Warship

Lallls, k "L tlie |y i ""| F ek o - " PR R ). iy ey pw SR BN '
ds. The Castle has the following rules: ;L \gn,: ¥ 153 A2 i A

L Bomw -

i ¥
Tt e T e e

o { Ince the Cruml |||r';_' Castle accrues three or

o The Castle is treated as an island regarding » The Castle is static. It ¢ Aaiy . e
more -|1,“1||T-, of -.l.;L'.1|.|_i_'_-:_' 01 ‘.|'|_' AT I} s s

| Crffff;ﬁﬁf{_’j’ (;‘Ei//;ﬂ rurlrling '.llg_-‘.'l'l:ll_llh.i :itlil l..'hl._".'l.|:-;|r'|i._l_ .'il_'ill_':':lrl_E!,'_ e o # 0 ” ¢ b
an e FAnene. .|;_'_.1|."i'-'. b detenders nave L o N

* A boarding action ¢ o |
: dand itself remains in play, though the

e |.l_':|.r.l.'l.;|. The

the Castle (and vice versa) if an eneny

round upon it, or 1s

Hull Crew Broadside
—TE longer used.

3 3 X5 e If the Castle draws a ‘Speed’ or :
i
 Handling Armonr

nfa FET has hit the crag upon which the ¢ astle sits.

Crumbling Castle rule 1s no
any Damage cards 1t has sustained

L

i IH|'H'-L'ii_I]I
d 15 1 - * ghot "'.;'1|'t:|'|i y has l.'i'.'ill.'l' rin ag
Damage card, that card 15 1g|1|_:ru.i- the shot \ 1 cither run i
at anchor within 1~ ot it
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As the pivate lovds emerged from the Sha dewraith’s lasr; the shipworecks @

2 The Grand Alliance player o
he Shadewrdith's iaw; /e RCE LN deploys all of
coere o dense it soom became near impassible for the Grand Al I i Heldenhammer warships within 12" of the 4,6 marker (megus

continue. Yot to the east lay a patch of gpen woales; punctuated only by a pair ; from the little skull above it). : k<
@{M‘dﬁ'ﬂg filands i‘ T n"ljl';!.'-'a":" ;"::r |

; ' The Dreadfleet then . .

?}5*""'!"5' ,.’,-{I;' &-ﬂdr_ﬁ;u .-_.l':--l':f,-"-_- ,H'_n“_'_-,:."',,' oy ) i-_l.-.":'.l:;h' P ,'s_'-'*.-.'r;".":' _-' _-'.-'J.-'.:_-'.l:.: | .'i:' ..i‘-l;'-e'q"l e'f:.'}l*r‘—e‘ﬂfddi.ﬁ. I'.l' Ty ol ! 4 {J i . i . : i pla:’l’.'l" dﬂph}g al-t nfh .

e of d N Flamng Scimita warships within 12" of the 6 marker ( o

from the little skull below it). .; : 5 " '

proving more and move difficalt for the Heldenhammer o wegotiate ihe crowded tracts of INooins

it e sy anen styvetch of wwater was a Mlessing, for there was a constant danger of foltng e R I .
beniphied realm. Any open stvelch of waler wa ks JO msiant aangoEREE. & Grimnir’s Thunder

Boll. 8o i &5 that when the Grand Alliance fonnd a patch of relatively clear water; it satled forth Wil GAME LENGTH

:I-".‘I.'-.fl- ' | L] o Y =y gy : 1 'li,r“:DI-‘ ’ |
Rt : h. t'v:”_ ﬁﬂl‘r} .:'.If.l{t- [he game lasts untl I'_,I_'IE ’ tory tnnd-i.ﬁﬂlu h.lﬁ'
been fulfilled. 1

Ulnfertanately for them, Count Noctilus Enewo fus ferTiiory seed! — the J"}-",-_..-,._-",f,-:'.-'l'.-' r'}{'. o arbush on L THE DREP}.DFLEET g
ather side, cannons primed and rea iy for swar once more, It is not a bartle they would fhave to faglt WC’[’GR‘I’ 2

BN '® Grzveyard — onc threat a multitude, the other @ behemorh g i
counting auxiliaries) in play in the End phase

his opponent wins. If both players only have

af the 1 nysterions tiiands. From the western island came g ._-,.;;_ ; : wo wmhips n ]:-]a!,', the result sadaw _
@ Shadewraith i

ol 'l?-l.r L :|'I-:' :'.! My 77} 'J.'r.l..-,l [ A 'I:- T I:II i I _r:: i L I:. U, l"- T e J". frog of ; s .":'| » ifra TS f ."j-'.; FR g, J'i-i ."_-':.' ar PR R .|'r: '.;".|'|I ! .l'.rﬂ' & 2] j B Il'r ;I' IIIF ¥
) : : oody Reaver

As the Grand Alfsance ."l:-:__'-":-'.-':".'-'II Fhe ."I-:'-"-:':.l'...'.-'..-:' el T .::'-'1'.:'-'Il ﬁl&l:ﬂf:r;lﬁj

surged forceard to mfercept ity quar’y, tee n?,f_

85 woarships passed oihin spitting distance

whiat loaked likz toinding columns of smoke until the dar pitlars worithed and twisted in the air
d i, :

Jﬂlfﬂﬂrr-ﬂ T I-"... r-'__. e I P X J [
& siragii for the Grand Allfance warships, The davk clowds that descended 1o feast on the : Eﬂ Black Krak
smierigpers were swarms of winged, vamoivic hellfich — £ : ¥ ek NFaren
i MRS Of TNEES, Tamprrie el __&.-h::f-.l.l,.'-’.._l‘ﬁi-‘f.w‘r mansters that J]".r'.l;lﬂ‘.ﬂr'h"l !.u'ilﬂ.‘l'?' '

r T P ¥ - -
prey s flech [rom their bomer and lefi wothin ¢ ol Blood-slicked skolotons . '
ok = L ol e g q A il AR, J

b Curse of Zandri
The remamder al the Corawd A0 '
RGer of ine Urrand Allftance turned guschly to ctarbessd s .
ved quickiy to starboard, hoping to avoid the hell
: : : S ke reli sl and use TT
fhie eastern island as cover against the Dreadffeet's advance. As th v dretw closer: th ﬁ;lh;f y | SuITING THE SCENE
: : AT e, S WiCY Grete closer; ey st bRaiul svars
BB ERNE il gt all but fnitead the v . : AR i, -
@ al aly, but mstead the remains of an elder chelonian of untold size Atap this P Phis scenario uses only two features — Hellfish
MONFTA b L . : ATHestm e 1= .
5 fy’.ﬂ-ﬁf sea stond }rm,-_r,'iwr-{*ﬂ-fli-.r,;;rf,,,:.ﬁ,li that shimmered with magsc. With a tereiilh s H ‘ Isle (use one of the Rocky Isle pieces) and
LA i e : i -4 I'::I VY Py e - = [
b e sea monster twitched and : . Leviathan Island; simply place the island

& Jerked, vising from the depths, Th 3 R IAER
- s 4 hie chelonian vaised its titani .
high fw & clowd of youi HS fitanmic meces as shown on the Deployment map. Take
care to place the two islands 14" apart,

R paison ver the nearest warship éaﬁfrmmﬁi@ﬁmiiy inlo
Ao measuring as accurately as you can.
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SPECIAL
Hellfish Isle:

Isle,

['-..J:l..'l"i e &
phase within f
plﬂ]ﬂ'r must rod
draw that n
applying Cre

the rest. The Sfades
Ble: its crew are litt

ravenous, Hesh-cating

Leviathan Island: Th:
Eht'm]iai'l rises up to at

close to Leviathan Island.

B Eﬂl:h ame a warship ends 1its Movemen!
_ phas-l: within 6" of Leviathan Islan f
Beontrolling player must roll a D3. Th
st then draw that many cards from tl
Dam.:ge dr_‘l L, .J.p‘||'l.lllt' I I' Il Dam: e Ca
midm.ardm,. the rest. The Seadrake 15
mtmum'. to this rule; its Dragon '.||1|. 5 distrac

li'n: ckeletal sea monster long enough for the

mmhlp to pass.

X

& Note that neither the hellfish nor the elder
chelonian can be harmed or destroyed 1n any
- ml’ really are best avoided!
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THE GRAND ALLIANCE

_‘ .. i Heldenkammer

Bastered and bloody, the Grand Alliance pm:drm’ m-zaw;"’? tovoards .|I' _
chain that formed the keep of the Galleon’s H‘:’ﬂ':‘:‘lﬁﬂi heve
hack. They had no choice but fo penetrate the final defences of Na o,

bl 1 i Y
i i ¥ oL _.'-.I r __,_'rl.l' _.".'r.l -"i'l;ll"l'?" | I.I.l.
-I" fl.l'f oF LE .l'll'l:l"-:' (L .
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Swordfysh

Tt Alliance soon focated the gigantic reef of bome~stremn rock that acied oI walls of |
e Crramd Aftvance soon focated Bie grgani) ' - :
e Cualleom s Crrovevardl Within that stranpe archipedavo lay the fnner sanctum of Connt Noctelus, L

A Crcliiol J Lerahleed g FErdald A I aria ' -

i .- q.
L rovled and clattered at its heart. o atoing e ﬂ?ﬂw "-

&L Flaming Scimitar

e ) v chrly fir {7 '.|"I'. 1) -_f..\l- i
Move forduidone el the Maclstron o Sk

Crrimnir’s Thunder
m Seadrake
.';a'.-'_:;{r' :'-'J-'-'I'l:; -'.l 0 Aol STen g i

| THE DREADFLEET
¥ @ flaghip past. Acrass the Grand Alliance the avders

e BIVEN — penelrale
vae onter defencer of Na s sty wngdadd by ANV WCANS Bereteary HIFM R"-'? aver
e onler i : 43 / E
:

Bt Noctilus’ suter walls o re far from sundefended The largest Fi

Y | S )
[ R -e"rlIII WA SIS, ST

o R T i
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A A i PRI, IO pETed ey el meveaiad o LELL: _.'ﬁ'-'

rale lords, reminsicent of some mountaINOw
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PRI af e r-r-.;_-,f'.'r ?#ﬂd‘l.l‘r.ﬁ' where -“'

Ve socket glotoing <oith lambent green flame. Atap one cfffsoar a
Sister hewse, o dawli the site of all manner of strane

[r{
ge rottals. Was thic the fabled Sculler’ Crare? : ﬁ

Skabrys

VIO ¢

fu'iwn’i:"zwrsf&é
; Fand Al ianee annered . . : it
Ax e CGrand Alfiance approdcled, tutent on FURRINE e ganntie by sailing betroeen the shull-fike

SRS, e rer

Black Kraten

. - - if mfalle .
O centremast clffi moved tomnards e anailier
SEVG amongit the fagved

with a grinding roar: Wager frothed like
d feellh -:.-.I'-Ji"n'-{'. :l'l-;':'r'__t';i."-: y

: L ; i ey N -
i ¢-,'rr,.r.-.l.'3r_;.-¢r,r I Lime 19 crush the fﬂfﬂﬁpﬂﬂ'w ‘wﬂ K il L#'-’.R Ey .{:ﬂlk’f?'}
Bt 1y eight! Wrse still from e Banks af 3

sewirling fog hevond the gaies came an unfioly moaiing,
Wl dhe tolling of 4 aos Wil bell floated thy,

el the sickly age The Dreadfloes Caplams were woell
Bare of the (riand Allrance s IREERLONS, and they batile o e
) i 3 € ONCE More,

SETTING THE SCENE

The islands and shipwreck pieces are set up to
SUBgest part of a massive and close-packed
island chain, with three gaps large enough to

' haadd minstored for

r rw
. . LT AL LT T Y LT LY

¥ F T T TR AL BT LA AL L L T L L

. TERLLEE HTE T

LT LT T,

Starting with the Grand Alliane
players take it in turns g phlﬁ
no mare are left to plage, Hi;i: ’
Placed within 6" of another. T
Alliance player deploys his flee
the western edge. The p fleet
deploys his fleet within 12° of e .
GAME LENGTH e
The game lasts for six turns, or mmf
side has no warships left in play (not

e L,

auxiliaries), whichever occurs first,

VICTORY pl
The Grand Alliance s aitming to ger
its warships off the eastern edge as po
When the game ends, the Gnmi
Player rolls D3+ 1. If the result is
less than the number of Grand A
warships (not counting auxil; ...t_,.
play via the easternmost table ed,
Alliance player wins the m
Dreadfleet player wins instead.




i

LN T Iy 2 el |
o o PR e L
£ S i B R ] e = |

- . i m
TY YT T 'h.iﬁ.l' i e A | =
h Toes . - i«. . T, F 1 " i i i
QT Y 30 330w v v o N - 3 & i« \ ,
i F - 3 g o g i ' ‘ .
T T TRty T LY 11.1'..,1-. T nv.,: : - 2 X
L ™ " LI A LA AN ST . :
TTT.T TEENTY § Y
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Seuller's (zate:

betwoeen ol

]'ILJ “.._”.f'-;"':" MOVES WL
Sveas of the Corpseface Chift

{the island: that form the t
fake) at any point in s Viovement
the two ielands will immediately begin t

soward each other

The \\"dl".i"li-]'l that has ‘.I'i;-i_!:l.'h.'-..i the movement

B the islands temporarily halts its Movemen
b phase whilst the islands move. Roll a D3

- T ; -
lnd rr:.r.'h:lL‘L' the distance between the two halves

BF Sculler’s Gate by a number of inches equal 1

the result (move the islands an equal distance
25 Nt

towards each other if possible). If this do
. cause the 1!.':-1r:~']iii‘| that triggered the move

pun aground, that warship may then complete

*its Movement sub-phase.
i

I

8 Ohnce a warship has triggered the Sculler’s Gate

-‘w] rule, roll a D6 at the beginning of every

'h‘lﬂ phase. On the roll of a 1-3, reduce the

hﬂ? between the two halves of Sculler’s & "

1{;- b, B". On the roll of a 4-6, increase the | e T : ” ::::

] distance between the two halves of Sculler’s g Een g

by D3" If the full move cannot be made e - . _
move as much of it as possible. A warship oy ! blood-sucking dog wwants ws fo siay on thie GUISIAE |

: in base contact with more than one island

" ﬂ:._lll!” Status phase must immediately
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f Wil i mintans met the Grand Alliance in battle, Count Noctilns toa
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preparing an unkholy surprise for i85 uninvited guests. Al fe Wﬂ#ﬁf”

deal of w

s Beer sealiered and B ensmies dang ] |
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THE GRAND ALLIANCE

Heldenhammer
*’ Stwordfysh
&  Flaming Scimitar
& Grimmir’s Thunder

THE DREADFLEET

j Bloody Reaver

;  Skabrus

& Shadewraith
S Black Kraben

Seadrake

ot Curse of Zandys

SETTING THE SCENE

The terrain pieces are set up to suggest a
scattering of large islands, with plen tv of room
to manoeuvre between them. Once this is done,
starting with the Dreadfleet player, the players

takes it in turns to place a treasure token on the

seascape until they have all been placed, with
the following restrictions:

|"-'-'I-I-'.'-l.il.l.i'nl.l_l.u,n_.l..-,

The treasure token is not within 12" .-,.-

-:L{j_'u of the SEASCAPE.

* The treasure token is not within
other treasure tokens,

6" of any 1

* The treasure token is more than "
any islands.

a‘“ﬁ. § . .. 5
This process is repeated until no more
tokens can be placed. B

DEPLOYMENT

The Dreadfleet plawr deploys all of his

warships within 12" of the seascape’s mn*th-
corner. The Grand Alliance player then d

T

all of his warships within 12" of the seascape’s 14

south-west corner

GAME LENGTH

The game lasts for five turns, [

VICTORY

The winner is the player with the most treas
tokens in his possession at the end of the gar B
If the players have an equal number then the

game 1s a draw.
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" THE DREADFLEET

J Bloody Reaver

s

Swardfysh
Flaming Scimitar
Grimnir'’s Thunder

Seadrake

Skabrus
Shadewrasth
Black Kraken

oy of Zandri

SETTING THE SCENE

Four of the islands are set up to suggest a rough
scattering of large outcrops, as shown on the
Deployment map. The rest of the islands and
shipwreck pieces are used to create the ‘teeth’ of
the sea-maw — make these look as much like
fangs as you can. Warships should aveid this
part of the seascape at all costs!

AR R AT AT

Once this is done, mwﬂﬂh lh i
player, the players takes it in turns m .

treasure token on the seascape until tf
all been placed, with the ﬁ':l.'it;w;w -

* The treasure token is not within ﬂ" .
edges of the seascape.

* The treasure token is not within 6
other treasure tokens.

o .:u. 2
“ﬁﬂ!;i

* The treasure token is more than &" w :

any islands.

DEPLOYMENT

The Dreadfleet player deploys all uflu 3 11'

warships within 12" of the seascape’s north-y “
corner. The Grand Alliance player then der
all of his warships within 12" of the se 15t

south-west corner.

GAME LENGTH
The game lasts for five turns,

VICTORY
The players must nuto:ﬂ]r ecover t
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SETTING THE SCENE
With a great ihrict, 1he Spirit-kings

Several islands and shipwreck pieces are set up
" g o FEimgey dan 5 o - - . ¥
) X o were released, The JEAS TOery F-_l,-"-:.fi'-zl:'l"I dfgrt il ragg --. e mr;ﬂ-' i in a ]f:""l‘"-“..' .‘:-['-'.lml Ii'li.“ EI]LIE in T]'I!: centre L'lrthl!
ﬂﬁ‘m#ﬁ e Salt- vl fosghit bay -

board. See the Deployment map for an example.

£ the furiously chirning tide, the Great Sulean q,lr
ﬁwiug BEReTs Lo steaws, and the [ord

af Tempesis dissipated the steam with his il
Mm ﬂimmﬁm; little by liesle,

. ' Place the vortex marker in the centre of the
before fading wuay altogether: -’FIEMW&!M I’Emm board - in this scenario it is used to mark the
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Heldenhammer, thers was n .ugu. v heart of the Maelstrom.
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THE GRAND ALLIANCE

Ceremngr’s Thunder

DEPLOYMENT

The Grand Alliance Plaver deploys his ws
within 207 of the west edge of the ’ﬂl:q:t

within 6" of its south edge.

The Dreadfleet player then

within 20" of the east edge of the seascape ilﬂ
within 6" of its north edge.

GAME LENCTH

%
The game lasts until the victory conditions haye
been met. This could result in g really long
game, so have some snacks on standby!

VICTORY

It the Heldenhammer releases the spirit kings
inside the Grand Urns and calms the
Maelstrom forever as a result, the Grand
Alhance player wins. If the Grand Allance
player manages to do this and the Bloady -
is removed from play, then the Grand H.M; i
player wins a spectacular victory. Vengeance i
hus! If the Heldenhammer is removed from %
however, or Captain Roth suffers a mortal
wound in a duel, the Dreadfleet player wa
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Campaign Score chart allows the players to keep
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CAMPAIGN SCORE CHART

SCENARIO
| Corb DC
2. The Captive in the Citadel | VC x 2Dé
3. It Came from the Depths VC x 2Ds
4. Wrath of the Yolcano God VC x 3Ds
5. The Pride of Ulthuan VP
6. Unnatural Tides VP
7. Empty Vessels VC x 3Ds
8. A Rock and a Hard Place VC x 3Ds
9. The Gauntlet VC x 4Dsg
10. Warpstone Hunt VP x 3D
I1. The Sea Maw VP x 2Dg
12. The Maelstrom VCx 20

GRAND TOTAL (1);
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l..lil.l.i.l.i-iI.I-.I.l..li.lu'ui"l"i'il.il.illuiil.l'
-"—l-a..h"
'--.rl.r".

AETARLTAEREEET LR

CRITERIA  TOTAL(1)

- & =

-

—

LT AL L L.

/7 //fs// )%; W o1t

f’f coith the cast of lieroes and villams

.|'|”J|:.| |r|'-'.l'|r|rlll.|ll'l-‘l.l"'l'¢l' l|"-"IF-F i1
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set of criteria that vary from scenano to sCEnano.

These criteria are expressed as abbreviations in

the table, and we explain what they mean and

how to use [hL‘rH in the .LC:.'jl.' |1;‘i'|"-'-.

(2)

)
T AT Lr T RGN TN T Vi

- plaver did best overall.

At the end of each scenario, the Grand Alliance
player works out his score using the criteria
listed. and enters his total in pencil into the

Total (1) column for that scenano.

KEY TO ABBREVIATIONS
DC = Damage Cards 5 _
Add wp the rotal number of Damgrmﬁ ou
have iflicted on your apponent’s warships ai
described in the scenario’s Victory mnd;rﬁ;um;
stbtract your opponent s total, and enter the atal

in the relevant colummn.

VU = Victary Condstions
If you woon, score ane paint and mudtiply it by the
amount shown in the Campaign Score Chart to
find the total If you did not win, the score is ZEr0.

VP = Victory Points

Conunt wp the number u,l"*vfrmrj points or treasure

tokens you scored and subiract the number qf
VICtory poimts or treasure fokens Neur apponent

has scored; then multiply it by the amount shown
1o find the total

: and had a rack at the scenarios. Some pf@:ﬂq mﬂ
went from game to game ¢ This last section allows you to co

= opponent must
After the Drudﬂnet, e

box. Thtﬁﬂmnhaﬂw ,
who has done the best in ¢
that it is quite possible ¢

(or even a minus num

badl}' YD]] rnightmm"
Eﬂﬂtaﬂm&m W

mmptﬂthm

Once all the boxes ll:l.i.
totalled up, add the total in
Grand Total box. The p

Supreme Ad:mnl. .
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The captain issues orders for his warship to delﬁwr a punishing
broadside just as the enemy hoves into view.

A warship that has been successfully 1ssued this order may resolve
the order in response to another model declaring an attack against it.

When this card is resolved, the warship with this
order immediately fires a bonus broadside at the
enemy model declaring the attack.

For ﬁdf rules, see pﬂgﬁj 38-39.
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[ Aoy Matigering 5. Cactling Wi

The storm rages with even more force than usual. Puts

ils s card is in play, @l this card in play. Whilst this card is in lay, add +3 tﬂ-.
2re whipped back into action. play. W hils .1]11 card :

3 15 |_|_'|__: 1N ] f .
Put th [ the wind gauge’s position at the 'S the current Wind Strength. Roll a D6 in each Status .
]'|'||'!|L
# ands *.-11]|~. detert
[f there 15 @ Wars Ie

2
L]
L
= pagc 8 yhase; on a 4+ Tl'nu. card 1
it may dis ird one | f each we un]‘.ﬁ]‘-x "'L 11011 |II1.IHL (SCE Pei | s discarded.
.oe than any other r warship, 1 w  beg nning ol &
lamage thi 1
3
E
i

< g VT w
[he ailing crew

hip that has suffered more Crew

TEML 7 i

| hase: On a 47T, this
Crew l'|“| (£ CAT _IHI{J lh -“ (e 1 '|I'"'|1 TS .|'|'|

L;L‘.'J is disc .a1l{t~'l |H'R s 1. t ) P 4
\ 7 o S) el REMMHHII\FL:‘W _m ™ T HT - )T TR | w-. m
e JIiJIL{IP%:I; g d : e T W T T TS

ﬂ (7/ (/4 5[[ / f 0 ,] {@A’f}fd i/fll]’ ’i

The 1.'l.=1]-||||‘- nearest |.|'1|.’_ wind g

21). Roll a

N

- TERY TEmL

The last breaths of a ltgsrm ol dl':’l-‘.] h'.l'.]u]'r- r‘t:H out gauge 1s hllLIH” followed I:J}I'

- . ' ' hull- -gnawing bloodshark
1 < O L) 'i: At _I
& Whilst this card is in play, 1ns read of# across the water in a ghastly fog. Put this card in plag 24 s. If this warship s at anchor of
! i pla st this CATLL 1a Pt R 3 J
Put this card mn play. . o
; : ' 4te phase, each player
Ijl_-i_\nl | ||_|' 1 -\..|'| I||_ l'l.l_l:_ I'_l_'ll..i I||'| r‘l‘l'\'n.l |-||.|. I"l‘ll\.l- —y o | ]

Al ply any

' : i i P | IS run a rround durn x ot T :
Whilst this card is in play, only short range broadsides & g the Status phase, it must draw

1] % it ~ I.:.E:II]];_Q e -;“.i. b o alp
(0-6") may be tm:d Roll a Dé in each Status phase; ge cards until it draws a Hull Damage card

D6 and draws that many Fate carc ds.
ar( l the rest. H.ﬂ” a 16 mn e ll..]'l Status

I I]

rr—re= IR el 1

on a 2+ . this card 15 discarded.
9
s/

applying it and discarding the rest.

T Taa ] el (el [ )

anell cards an | disc
Spell cards anc 3 L2
Jhase: on a 3+, this card 1s discardec

B g
= i
]

1 B el TRET TR [RE] )

n
3
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| S
51
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E
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-

’, 2 | . JI. o :
G S8 46 28 _BEMH_S_IEP_LJ_W. ““ﬁ SV le iy  STATUS
U REMMN&.INPLA\’ . ~ ' ‘*" i | e _ 48 W [ %
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- i - u r-...l' 5
1'. ' E i b -:_.‘..- iy ] 1-.] F L

B ot e

N m 111' (W mgl

s
i

B’u Thf: mmi 5 L:I'“'-'leu"n.- luw '|1nw1 rises to a deafening, 3
— e - soul-searing crescendo. Put this card in play. Whilst = J-_
 The Cham R hangs lﬂw oveg e bhghtcd e 3 _ B his card is in play, all Command checks have a -1 i'
B  modifier. Roll a D6 in each Status phase; on 2 34
this card is discarded.

L




