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!IEE-[[-&-C4LLEY is one of the nore ambitious projects undertaken wirhin rhe wargame
industrv. For this reason and the time span it covers, these rules wil1, at fiist,
appear massive and frighteni-ng. Do not 1et the length of this rule book overvahel,m
you.

The f:'rst half of the book is j-nvolved with ship characteristics and statistics for
historical ship types of the Ancient, Medieval, and Renaissance periods. The cles-
crlptions and data tables in this secticn are not rules that need be absorbed for
gaming purposes, but rather, are used to set up campaigns and give the necessarv
informatjon on particular ships that may be involved in a sea battle.
These rules a1low for large fleet actions with the use of cut-apart ship counters(two sets, bcth of which can be "xe::oxed") and even individual ship duels with deck
action on a man-to-man sca1e. When a fleet- action is involved, we recommend the use
of the simpler mass deck action ru1es. For rote playing campaigns or pirate attab.ks,
the more detailed man".to-man deck action section should be used. For these man-to-
man actions we have provided 25mm scale ship deck plans on which 25mm figures can be
placed when detailed and scale ship models are unavailable.
In that BIREME & GA!-LEf has been designed by the same team that designed our popular
Curvai,Ry-f-@EEETEs, it i.s only logicai that these rules include a secrion on
hor..r to fit the naval campaign into an ongoing C & S campaign. This final section
is not necessary lo historical campaigns or naval actions as it relates only to cam-
paigns based on CHIVALRY & S0RCERY.

We feel certaln the BIREME & GALLEY is complete in its deallng with the various as-
pects of naval ,uttriET.t tfE-fppiopriate perlods of hisrory. Ir will add rhe much
needed naval element to any campaign, be it historical or fantasy in nature.

h'hether your needs are for rules to cover actions between individual ships or the
massive fleet battles of Ancient times (or even Lepanto), BIREME & GALLEy has proven
capable of answering these requirements. We only hop" thaiJiil-IiF rtrese rules to
be as useful and enjoyable as we do.

Scott B. Bizar
Editor
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SEAPOWER: t'He uho contnan-d.s th"e sea Ltas carqn,zriC of euenatliing.'l

-Theioistocles, 514-449 B.C.

Most wargames tenC to ccncentrate excl-usi.re1y upon land campaigns without reference to the sea.
Ilowever, as Themi-stocles observeci aiin,ist 25 centuri.es ago, a nation possessing seapower eventu-
al-1y doninates the lands tour:hed by the sea.

Persia suff,ered disastrous defeat because the Athenian navy cut Persian lines of supply and iso-
lated the invaders deep inside a hostlle Greece. In the Wars of the Peloponnesus, Athens used
her superb navy to bloclc Spartan militar:y power on land for several decades. Alexander the
Great used hls navy- to support his thrust lnto Asia Minor and Egypt, at the same time prevent-
ing Persian flanking xlaneuvers and naval attacks upon Greece. Roman fleets destroyed Carthag-
inias naval strength, and t.he Ronans defeated their enemies in Hispania and Africa even as
liannibal ranged through Italy in apparent inununity. That same naval power malntained communi-
cation and rej-nforcement throughout the Roman Eurpire where it bordered the sea. It even guarded
the no::thern frontiers, for not unti.1 the Danube squadrons declined were the Germanic barbarlans
abl-e to break into the Ernpire in strength. The Byzantines added centuries to the life of their
nation because their fleet guarded the sea approaches and carrled reinforcements quickly to
threatened provinces. The warrj-ors of Islam learned that seaporrer was essential to supply their
armies in their drlve across Africa to Spaln, and it was a mere 40 years after the death of the
Prcphet that Caliph Moaviah was able to launch a massive, if unsuccessful, naval attack against
Constantinople itself. Not until Lepanto in 1571 did Islamic seapower take second place to any-
one. Similarly, the Viking raids, the Saxon, Danish, and Norman invasions of England, Genoese
and trreneti.an domination of Mediterranean trade, Hanseatic dominance in the Baltic--a11 occurred
as a result of naval strength. And not only historical but also purely fantasy campaigns such
as the Hyborean Age can be properly waged only with a naval dimension. Too many nations border
on the seal

These rules proviCe the wargamer with an evaluation of the performance and important characEer-
istics of the most colrmon vessels from about 1200 B.C. to A.D. 1500. A11 hard data are derived
frorn a great many sources. In most instances, the designers had to choose betr.reen widely con-
flictlng data, for there is an understandable lack of informalion. Much "guestimating" was
unfortunately necessary as a result, and for the sake of playabilLty a stand had to be taken
somewhere. There is a balance between the relative performances of the ships, and wargamers
can recreate hj-storic engagements and campaigns with some confidence that realistic conditions
will be simulated. The main texts for the project were Admiral W.R. Rogersr authoritative
studies: Greek and Roman Nayal Warfare and Naval Warfare Under Oarq. Both these books are
recornmended to any player desiring more detailed lnformation and explanations.

Attention has also been given to seamanship, shlphandling, and conditions of the weather and
seas, As i,ao Tse remarked 'ia the 6th century 8.C., ttibere is not'l'iirLg irL the uorld nare soft
r:ii-:seci;: tLcn uat-::v,, Aet fcr atta.cki.rig ti'n;ngs Lha1, ai,e i'iv,r:" ,tnC st!.:rJ, nothirig surpasses it."
So it is aisc 1n these r:u1es. Plavers have to tre aware of the sea, the r^'inds, tides , currents,
and weather, and also of the way their ships will rea.ct in such conditions. Before great naval
victories can be won, men must first prevai-l in the battle against the sea itself.

Dependi-ng upon the number of players and the size of the battles, the wargamer may wear as many
as three hats: that of the fleet admiral, a squadron conrnander, and a warship calrtain. Due
attenti.c,i ls given to crew compositions, fighting ability, permissi-ble tactics, and artillery,
missj-le, ramming, an<i melee combat. The real enthusiast may even choose to fight man to man
boarding actlons using 1" = 6 I deck plans and miniature troops, ::ight down to the last bloody
detail, Provision has also been made for developing historicai campaigns, with a point-analysls
cf ancient seapowers. I C\f:g}y l_!gI_!gIJ conversion system is also provided for players in-
volveC in a C & S canrpaign, and thi.s can he adapted to almost any campaign situation imaginable.
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I{trether lt ls an armed struggle between tlghty naval pot ers or a desperate aetlon between a, _Ltary adversaries, the deslgners hope that thlse rules w111 add * ,r., and enJoyable dlnensror:to wargamlng.

Jan Vrapc;aak
Ed Slmbailst
Terry Cheesman



The warships and merchantmen described herein are of two baslc types, Mediterranean and Atlantlc
ships. Ship design i.s dictated by the conditlons in which the ships must sall and flght.

The Medlterranean
The Mediterranea" ls a calm sea, characterized by light to moderate winds, low wave actlon,
and sudden storms. It is bordered by many fine harbours, shel-tered bays and ln1ets, and shelv-
i-ng beaches. It became traditi.onal for mariners to beach their warships or anchor close in-
shore for the night.

Medlterranean merchantmen were built to depend upon Ehe wlnd, for the wlnd is free and proflts
are dear to the hearts of merchants. Frequent stops also lengthened voyage limes. These mer-
chantmen tended to be atout and seaworthy, capable of spending long periods at sea.

Mediterranean warships had to be made independent of the ehangeable winds of the region, so
they were oared. Structural strength did not have to roeet the stresses of severe weather be-
cause warships stayed in port or on the beach durj-ng storms. This led to a reductlon 1n hu1l
weight and draft which increased speeds dramatically. 0arbanks were placed as 1ow as 18" from
the waterline, permitting several banks of rowers and increasing the pohTer that could be gener-
ated per foot of side.

Initially, most warship crews were freemen--warrlors llke the crews of Viking ships. In battle,
they wore leather or bronze armour as protectlon from enemy fire. When a boarding action started
the rowers took up Eheir arms and rose from their benches to join in the fight. As nations
beeame t'civ1lized," the rowers were slaves or else highly trained professionals. In elther case,
the combatant strength of the vessel I,ras reduced to 10 - 202 of the total crew. The Romans made

it a practice to ship 40 to 80 marines aboard their biremes, but it was not untl1 A.D. 100 that
rowing cre\./s rrTere returning to being fighters as well. The ships of the later Romans, the
Byzantines, and medieval Europeans carrj,ed fu11 fighting crews, the rowers being armed and some-
times armoured. Islamic vessels carried sj-milar erews in the beginning, then reverted to slave
oarsmen. By the battle of Lepanto, all nations \rere using slaves and criminals at the oars to
reduce the inorense costs of galley fleets.

THE EGYPTIATq (c" 1500 - 700 B.C.)
Despite their position on the lnlediterranean, the Egyptians never attained the status of a major
maritime power. They had an extensive river fleet on the Nil-e, nostly sma1l sall and oar-drlven
transports. Yet Egyptian ocean-going vessels were limited both in numbers and in quality.

1i1., The Punt Ships: s. 1500 * 600 B.C.

As importers of vast quantlties of luxury goods such as myrrh and incense, the Egyptians per-
iodicalJ-y tlred of paying foreigners for such goods. About 2500 B.C. the Pharaoh Sahure dis-
patched frai.l ships to t'Punt", a land somewhere on the Arabian or East African coast. By 1500
B.C. such voyages were a regular occurance, and the vessels had been considerably improved.
They may have been used in the Mediterranean as well as in the Red Sea, Arabian Gulf, and fhe
coastal waters of the Indian Ocean.

l!2. The Eg),ptian War Gal-leys: c. 1200 - 600 B.C.

About 1200 B.C. the Cypri.ots sent both fleets and armies against Egypt. Cypriot vessels resem-
bled Phoenician merchantrnen and depended solel-y upon the wind. Pharaoh Rameses III ordered a

fleet built to counter the threat. The Egyptlan ruarships combined a keel, spur-type ram' a
good navigating position for the steersman, a crowsnest, oars for motive power in battle, and
high sides (the upper port-ion probably a mat of woven papyrus) to protect the crew from archery.
Except for ralsed platforms at the bow and stern, the vessel was undecked. It outclassed its
opposition, but such a war:ship was obsolescent by the time of Phoenician maritime dominance.
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TIIE PIIOENICIANS (c. 1500 - 333 B.C.)
fro[rTEh€T-ffiade and governed by nercanttle arlstocrats too eklllful and clever to rraste thelr
$gelttt on qnnecessary wars' the cltles of Phoenlcla becane the rlchest ln the early MedLterranean
wgrld. The natlon was small, a strip of coastal plaln 100 ntles long and 10 ulles wlde between
$yrla and the sea, protected from landward lnvaslon by the Lebanon Hi11s. Phoenlclan hlstory
began about 2800 B.C. with the foundlng of Tyre and ended 25 centurles later with the destruc-
tlon of that clty by Alexender of Macedon. Phoenieia was relatively independent throughout its
long hlstory, uo6t potenttal conguerors preferring to buy phoenician loyalty and servlces rather
than to storn the strongly fortlfled and almost lnaccessable cltles. Thus Phoeniclan squad-
rons were found as a strong mercenary contlngent of the Persian fl-eets during the wars against
Gteece.

#3. The Phoenlcian Blremes: c. l-000 - 600 B.C.

Requirlng warshlps to protect their cormerce from plrates and thelr cltles from attack by hos-
tile fleets, the Phoeniclans developed the first blremes. Data on the vessels is scanty and
subject to dlsagreement. Some argue that the shlps were 'rdug-outs" hollowed from the great
trees of Lebanon and broadened by addltional planks. Ilowever, the Phoeniclans were usi.ng car-
avel constructlon in their uerchant vessels by 1200 B.C., so it 1s 1ikely that the warshlps
were of rib and plank construction. The best theories present a vessel with a flat, shallow
hull and a subrnerged rau extending fron the keel. The rowlng space is partially covered by a
llght flghting deck. Speeds uader oars rrere not fast because the oars were about 12 feet ln
length and the roulng arrangemenE uas iuperfect. Pictorial representatlons show a sall of
g0ell 4luenslqns, so salltng speeds were leisurely. I{owever, no varships could serlously chal-
lenge then until the appearance of the Greek pentekonters and early biremes.

#4 I ll5. The Phoeniclan Merchantroen: c. 1200 - 400 B.c.

Phoenician merchant vessels reseubled in general outllne the ships of the Nordlcs. They were
coupletely dependent on the wind and guite fast for their tlme. The bllges were decked, es-
peclally la the ease of larger vesseLs. Larger vessels uay also have carrled soue forn of
shelter for the offlcers. Phoenlclau ships were searsorthy enough to voyage as far as Cornwall,
England, to obtaln tln for the naklng of bronze. In time of war, they served as transports
and auxlliary warships wlth strengthened crelcs.

The Later Phoenician Vessels: c. 600 - 333 B.C.

By 500 B.C. it is probable that the Phoenicians were replacing their biremes wi.th craft of
roore advanced design urodelled on Greek ships. (See //6. Pentekonters and /19. Greek Ear[
41remes.)ThebowandsternofsuchtyPeswou1dhavebeei--EEGElnTttherowel-s,eresti11
exposed auridshlps. The old flghtlng deck would have disappeared, and rowers may have been
sl-aves or captives ln parE or in whole. Pentekonters greatly outnuobered the biremes.

By 500 - 450 B.C. the Phoenlcians appear to have developed trLreues to counter the Greek
vesselsr Elnd frorn all accounts they were virtually identicaL to Greek trleres. (See /110.
Early Greek TriTeqes.) Such shlps rnay have seen servlee as early as the Perslan Wars, but
they were present in linited nuubers.

Phoenlclan merchantuen likeIy saw conslderabLe evolution and may have been slmll-ar to Greek
vessels by 600 B.C. (See /119 and /120 Mediterranean },lerchantmen.) A nunber of the large Phoeni-
cian types would have been retained fffi

THE GBE.EKS (c. 1-200 - L46 B.c.)
The Greeks have always known the sea. The rugged geography of their land, the presence of
numerous lslands along the coast and ln the Aegean Sea, and the vulnerabllity of the coastal
settlements to raids and invaslons from the sea, all dlctated the need for shtps for cormerce
and war. By the height of thelr po\{er, the Greeks were unequalled ln both their naval tech-
nology and the strength of thelr navies.

Greek naval tradielon stretches back into legend, wlth the sacking of Troy by a fleet under
Ehe leadershlp of the hero Heracles. A generation later, Agamemnon, Ulysses, and Achllles
returned with an even larger force to repeat the deed. At that tlme, the sleek trirene did
not exist. Rather, the Greeks were using the pentekonter, a small undecked shlp rarely carry-
ing 4 crew in excess of 50 to 60 men. This vessel evolved into both the blreme and the trlreme.
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By the start of the Persian l,lars, the trireme eras replaclng other types as the prlmary ship of
war in the Greek fl-eets. By 470 B.C. the Athenians had completely converted to triremes and
were developlng advanced designs whlch outclassed the warships of all other nations.

Fleet compositions and the wider considerations of policy played a major role in naval history
at the geight of Greek povrer. The Athenians opted for a professi-onal navy and built a nighty
fleet of triremes. Athenian ro\./ers were all freemen, well-trained professionals superlor to
those ln any other navy. Corinth persisted in the use of older bi-reme and trireme designs and
lost the naval race the moment 1t began. Argos, the smallest of the three principal Greek
naval states, mai-ntained a fleet incorporating both the older triremes and the latest Athen-
ian designs. 0ther states maintained fleets on the Greek pattern, but more were not the equal
of the Athenians. Pergamum developed a sma1l but effective navy and cooperated with the Romans.
Rhodes became a major naval power. The various provinces of Asia Mj-nor under Persia had strong
fleets as well: Caria, Ionia, Hellespont, Doris, Aeolia, and Pamphylia. So did the Cypriots.
Other nations utilizing Greek-style vessels were Phoenicia, Cilicia, Lycia, and Egypt. There
were sma1l squadrons from the Aegean and Greek Islands as we11.

Clear1y, the Greeks, and especially the Athenians, had to have some "edge" to experience so
many stunnlng naval successes against the alrger fleets of their enemies. In the Persian Wars,
accordlng to Herodotus (VIII-60), the Greeks had larger and faster vessels, so it is probable
that many of the ships of the Persian fleet were pentekonters. Stil1, it was also in Greek
superiority in shiphandling, armaments, and crew training that the advantage lay.

Much nonsense has been written about anclent warships rowing into battle wiLh two or three
banks of oars manned. While such evolutions are posslble, they properly belong, as Admiral
Serre noted over a century ago, to t'paradettsituations such as entering and leavj-ng harbout.
Such precision rowing undoubtedly impressed the populace, and it is in this attitude that most
artlsts would have seen the warships and so depicted them under all oars in their paintings
and on pottery. At sea the speed of cruisi-ng determined rohich oars would be used. In a triere,
slow cruising was performed on the lowest bank of oars by one man on each oar. Stnadard cruis-
ing would have had employed half the crew rowing on the second bank, with one or two men on
each oar. Battle speeds required the whole crew at the oars, three to each oar and rowing in
the upmost bank. Roman practice clearly had 1,2, or 3 rowers at the oars, depending upon the
speeds required. Large vessels can be explained only by placing a number of men on each oar.
For a detailed, professlonal, and convincing analysis of the matter, see Admiral Rodgerst Greek
and Roman Naval Warfare.

The Athenians introduced "cataphract" construction to ship building. Up to 450 B.C., most ves-
sels were undecked or "aphracts". The interior of the ship was exposed down to the keel. The
rowers sat on benches set into a frame runnl-ng the length and breadth of the vessel. only the
bow aid stern were "decked" to provide some open space for the fighting crew and the navlgation
crew. .

The first sEage of evolution r^/as the "cataphract I," which saw the bilges and hold decked over
to provide watertight storage for provisions and equipment. This facilitated easier movement
in the middle 752 of the ship that held the rowers and gave added watertight integrity when
sea was shlpped through the lower oarholes. (Incidentally, the oars were run through oiled
leather gaskets which were fixed around the oarholes, so far less water was taken aboard than
some might think.)

The next stage was the "cataphract III, which extended the solid sides of the vessel up above
the 1eve1 of the heads of the upper bank of rowers, provldlng protection from missile fire.
It is thought that the ro\rers in the topmost banks of earller vessels wore armour or else were
covered by a heavy leather canopy stretched over a framework of light ribs laid across the row-
ing space.

The final stage was the'rcataphract III", which sar^/ the rowing space completely decked over.
This gave Lhe seaborne troops a 1arge, relatively open fighting area. The soldiers often had
to line the sides of the vessel in the midst of the rohrers, an embarrassment to efficient row-
ing. Without a main deck covering the rowers, fighting strengths rarely could exceed 102 of
the total crew. Except in the earliest stages of naval development, the vessels of the ancient
world were divided into two distinct classes: soldiers and rowers. Soldiers fought: rowers
rowed. Since space was limlted, deckborne fighting strength was oft.en up to 30% of the crew.

I
{
I



Also, artlllery such as balllstae
one also cooslders the improvement
III constructiqnr such vessels are

tt6. Pentekonters: Homeric period

Vessels with.. three
was not until the
mary ships of war
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and catapults can be mounted only on decked vessels. When
in seaworthiness and hu1l strength obtained by cataphract
seen as greatly superior to other types.

- 400 B.C.
The pentekonter was the only ship of war used by the Greeks, and then by many of their neighborsin Asia Minor, until the advent of the trireme. rt was of aphract (undlcked) design, sma1l, 1owin the water, crowded, and lacklng a ram prow until perhaps 7oo n.c. rhe early p.it"to.rt"rs be-long to a period in Greek history not dj-ssimilar to that;f the Vikingsl for the rowers were alsocombatants clad in light armour who kept their sheilds and weapons beslde them. This reducedtactics to boarding the enemy and sweeping the decks clean of iesistance. However, landlng par-ties were readlly available for raids and naval invasions like the one at Troy. Later vesselsused non-combatant freemen or slaves as rowers.

'lobsqo!oforoo
scetE tN Fetr

'T HE PETyTEKANTER

It7 . Dispatch Boats: c. 500 B.C. - A.D. 200

Fast dispatch boats were developed from the pentekonter and were used by virtually all of thenavies of the Mediterranean regi-on for reconnaisance and message-bearing.

ll8. Ilecatonters: c. 850 - 600 B.C.

The hecatonter was nothing more than an enlarged pentekonter designed to take 100 rowers. trrTlrilemoderately fast, it was very light in constructlon and became outclassed by early blreme and tr1-reme designs. For appearance, consider the pentekonter and add another 40 feet to the length.

#9. Early Biremes: c. 700 - 400 B.C.

The bireme was the natural development of the pentekonter into a larger, more efficient warship.A ram bow was added and the freeboard was slightly increased to accomodate a second bank of oars-men. The topmost rowers \dere exposed to enemy fire at waist height.

The Greek Triremes: c. 600 - 146 B.C.

banks of oars began to appear as early
Persian Wars that they had replaced the
in the Greek fleets.

as the seventh century B.C., but it
biremes and pentekonters as the pri-
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#10. Early Triremes: c. 550 - 450 B.C.

The flrst trieres were about 75 to 80 feet long and resembLed Greek blremes ln general lines,
excePt for the three banks of oars. The rowers rrere exposed and may have ,orn iight armour forprotectlon. Such vessels lrere the front-line warships of the Greeks by 500 B.C. and were sub-
sequently initated by thelr neighbours, but with less success.

llLL. Trireme II: c. 500 - 400 B.C.

Within a short span of ti.me, the early triremes were belng replaced by vessels of longer length.
The Trireme II boasted about 120 rowers and this, along with lmproved hull designs, p;rmitted itto reach faster speeds under oars and sail. Most vessels of this class were still'aphracts,rn-
til the l-atter part of their time of general service.

lllz. Trirene IIIz c. 466 - 146 B.C.

I'rith the adoptlon of cataphract constructi-on, the Athenians forged ahead of thelr enemles in na-
val deslgn. Initlally, the bilges were decked over and a frame was placed over the rowing spaceto suPPort the leather canopy protectlng the rowers from missile flre. The hu1l was further lm-
proved and additional rowers provided, which Lncreased speeds. Speed under sail also increased.
Later versions extended the hul1 upward to proteet the rowers from the side, and eventually the
full deck was added.

ItL3 & ll:-4. Trireme IV and V: c. 440 - 146 B.C.

Soon after the Trireme IlIts began to appear, larger vessels were designed to serve as squad.ron
flagships and long-range cruisers. Their evolution closely paral1els that of the Trireme IIIrs,
wlth first the bilges and holds being decked over, then the raising of the hu11 over the rowerts
heads, and finally the complete decking of the hul1. The rowing crews were very large, permit-
ting very efflcient relief on long rowing eruises. Increase "s1ow" and "standardrr cruise times
Sr2 hours and t hour, respeetively to reflect this factor. A1so, with two masts in many of the
ships, they were capable of attaining excellent sa1llng speeds. Adequate space in the holds
permitted the shipping of up to 20 daysr provisions for long voyages.
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llLs & 1116. The Penteres: c. 413 - 300 B.C.

The pentere occupies the same relationshlp to the bireme and trireme as the battleship does to
the cruiser. Following Rodgers, we assume that 5 men were assigned to each oar rather than there
belng 5 banks of oars with 1 man per oar. Early types were relatively small (see llZ2 Carthagin-
ian Penteres and //24 Roman Quinquereme for design specifications), but they soon increased in
size. The penteres of Dionysius of Syracuse are perhaps the most representative of the typeat its peak development. While slower and less maneuverable than the trireme or bireme, the
pentere had the si-ngular advantage of carrying a strong force of soldiers or marlnes. Later
models also mounted ballistae. The earliest models were cataphract Ifs, with the holds and bi1-
ges decked over and the bow and stern areas raised abofe the rowlng space--the rowers being ex-
posed overhead and to the side. The lmproved versions evolved into the fully deeked type shown
in the illustration.

*aE tN FEEr

Sue*a lrTapqrfrcr PENTERE c.3@ 8.C.



/117 & #18. The Levantine Behernoths:
13

late 4th Century B.C.

These navaL odditles were developed during a perlod in which the Successors to Alexander endeav-
ored to outbuild and overwhehn their opponents. Like the naval races of modern times, the Suc-
cessors tried thelr hand at designing as many "battleshipstr as could be afforded. Few were bul1t
because the costs were lrnmense. They made little tactical sense, and lt is unlikely that they
saw extenslve action. Their great size was a means of impressing the populace and intimidatl-ng
unknowledgeable neutrals. True seamen probably just shook their heads in disbelief and prayed
for service j-n a proven trireme or dispatch vessel. Sti11, for the wargamers of the I'battleshi-p
school" the authors offer the Octere and the 16-er for consi-deration. It should be noted that
Ptolemy designed a monster of a ship, 3000 tons. His tesserakonter probably never ventured far
from Alexandrl-a, for it was structurally too weak to survlve even a moderately lively sea. (Iron
bracing r{7as not developed until the 19th century A.D.)

SCaLE I,,I FEET

l6,ER OF DEmEfr?tuS pal/otrcEr€S C, 3A A.C.
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MEDITERRAI{EAN MERCHANTI{EN: 1000 B.C. - Christian Era
A great many designs appeared for uerchant vessels in classical times and to deal with them all
is iupossible in the spaee available. Basicall-y, all of the merchant shi.ps larger than coasters
would have exhiblted slmilar di.mensions, cargo capacities, and slaling speeds. Most were quite
seaworthy, and Roman vessels were capalbe of vayages into the Atlantic.

The data tables give statistics on such ships under llJ-9 and ll2o. Not lncluded in the Data Tables
are the great corn vessels of Rome. Use the data for /148 Great Cogs for an approximati-on of
these vesselsr dimenslons and sai.ling characteristics. Appearance would be similar to the usual
Roman merchantman.

Some mention is made in classical sources of trfast merchant vessels. Such vessels may have been
oared. If they did exist, therrfasttt merchantmenwould have had to carry rich cargos and impor-
tant personages to justify their great expense. If wargamers desire a few of these vessels, as-
sume the dimensi.ons of the Trireme IV, with several more feet of beam and a crelr of 7 officers,
25 sailors, and 100 rolrers. Sailing speeds would be those of the Tri.reme IV but rowing speeds
would be 257" slower, with no relief bonuses for slow and standard eruising speeds.

Byzantine merchantmen and military transports tended to be on the Roman nodel. Large vessels
were used to transport the horses of the Cataphractian cavalry, with a ship able to carry one
horse, rnan, and equipment plus provisions for two weeks per 3 tons of cargo capacity. With the
adoption of lateen rigging in the Dark ages, Byzantine vessels were also capable of sal1lng c1o-
ser to'the wlnd than earlier, square-sailed merchant vessels.
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THE CARTHAGINIANS: 400 - L47 B.C.
Wlth the decline of Phoenicia,
city grew rapidly in power and
lnto Hispania and Sicily. War
expanding into Southern Italy.

It2l . The Carthaglnian Bireme:

The Carthaginian blreme was an

many merchants of Tyre
extended its influence
became inevitable with

resettled in the colony of Carthage. The
j-nto the hinterland of Nort.h Africa, then
Rome, for the Republic was at that time

c. 350 B.C.

improved version of the type dlscarded by Lhe Greeks in favor of
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the trireme' rt was of cataphract rr design, with considerable structural- strength and speed.Ilowever, while the^fighting complement may have reached,20-25 soldiers, 1t was lnadequate whenfacing the 40 to 60 marines shipped aboari a comparable Roman vessel.

#22. Ihe Carthaginian pentere: 400 - 250 B.C.
Corni'ng into contact with syracuse in sictly, the carthaginians "borrowedtt the idea of using thepentere as a heavy vessel. The deslgn presented here is probably the same as the early syracu-sian models. The ship was broad in beam and had but one Lank of oars, with 5 rowers plr or..It was able to carry a lot of canvas, however, and while it was slow under oars it could makerespectable speeds under sal1. By the second Punic war, a few penteres of the fu11y decked type(see ii15 Penteres, above) were undoubtedly in service.

#23. The Carthaginialr Trireme: 400 - 250 B.C.
Ihe Carthaginians also possessed a few triremes
Greek Trireme Its and IIts, wlth an occaslonal
however, with the bulk of Carthaglnian strength

in their fleets, probably 1itt1e different from
III. These vessels were in a clear minority,
residlng in their bj-remes.

THE ROMAN REPUBLIC: (3s0 - 31 B.c.)
Not havlng a navy nor naval experience of any kind, the Romans suffered a grievous disadvantageat the start of the First Punic War. Ihey were not slow to construct a fleet when it was needed,however, and the Romans learned by much suffering and loss how to use it. The Romans sufferedthe frustration of coping with the vastly superior seamanship of the Carthaginians. Realizingthat they would be unable to beat the Carthaginians on thelr or,in terms, the Romans devi.sed meth-ods of bringing land warfare onto the sea--for in that the Romans exce11ed. The grappling hookhad been used in naval warfare for some time, but only sparingly, for archery and-raruning werepreferred to desperate boarding actions. The ships of Rome 

"to"" 
to 1ay alongside the eiemy,hold him fast, and draw him j,n close enough to permit 40 to 60 heavily armoured marines to sgormthe decks. The Corvus or t'Crowrtt an l8-foot long, 4-foot wide boarding gangway with a spike atthe end to fasten onto enemy decks, was also used to facilitate the rapid p^"""gu of larie num-bers of marines onto the hapless enemy vessel. Learning from the Syratusians, the Romans mountedscorpions, va11i.stae, and catapults on their larger ships to cripple or burn opposing vesselsat long range, or to rake the decks just before boarding. They also shipped intreasingly larger

numbers of archers.

Disposing of their naval enemies one by one, the Romans became the dominant force on the seas
by the middle of the second century B.C. They were seriously outnumbered by the combined navalstrength of the Greeks, but chronic Greek disunity prevented them from outfacing the Roman
threat. With the conquest of Greeee, organized resistance to the Roman will had ceased in theMediterranean. A century 1ater, the Roman squadrons under Pompey disposed of the pirates oper-ating out of Illyrium 1n the Adriatic. From that polnt on, Roman had onty Roman to tigtrt.

The Early Roman Bireme: c. 260 B.C.

Initially, the Romans used biremes identical to those of Carthage, the only difference being theadditlon of 15 to 20 soldiers, bringing the fighting complement to 40.

The Roman Trireme: c. 250 B.C.

The Romans apparently bu11t a few triremes on the Carthaginian-Greek mode1, but these vessels
did not seem to meet with Roman approval--probably because they required trained rowing and
sa1llng crews which were sadly lacking. As usual, Roman fighting strength was increased so thatthe Marines numbered 40 to 60 uren,

1t23. The Roman Bireme: c. 210 B.C.

As the Romans came to terms with the sea, their or,on designs began to take to the water. The
Roman biremes were fu11y cataphracted, the rowers being completely decked over to permit as many
marj-nes as possible to l1ne the sides. The Corvus or else a ballista was mounted at'the bow on
a swivelling mast. The marine complement was now standardlzed at 60 men--one-ha1f of a "manip1e".
Excellent hull deslgn gave t.he ship surprising speed despite a relatively smal1 rowing crew. Wj,th
improvements, the class was to last well into the rmperial period,
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t124. The Roman Quinquereme: c. 250 B.C.

The Roman quinqueremes were identical copies to the Carthaginian penteres, excePt for the addition
of a Corvus on the bow and close to a 100%'increase in the fighting complement. Because of poor
construction and errors in copying the Carthaginian models, Roman quinqueremes were slower under
oars. The design was dropped by the end of the First Puni-c War in favour of biremes.

1t25. The Augustan Bireme: 36 B.C. - 200 A.D.

During the Roman Civil War following the death of Julius Caesar, 0ctaviusr admiral, Agrippa,
designed and commanded a much improved version of the bireme. The vessels carried mechanical
artillery in the form of scorpion or ba11j.stae, and had two fighting castles placed fore and aft
to give archers advantageous firing posllions. The fighting compleinent of the vessels was in-
creased to 80. Seakeeping was improved, and this ga11ey type r^7as able to operate in the coastal
Atlantic in all except heavy weather or high seas. It remained the t'battleship" of the Roman

fleets for several centuries"

Large Roman War Vessels: Later First Century B.C.

The Romans did not build ships of r.rar larger than their bireme types" However, in the later
stages of the Roman Clvil War, Altony had a number of the old Levantine models constructed in
Lhe mistaken belief that Agrlppans naval victories during the Sicilian campaign of 36 B.C. were
due to his having larger ships. The largest of Antonyrs ships carried high towers bearing mech-
anical artillery and archers. These tetreres (4-ers), penteres (5-ers), octeres (8-ers) and
deceres (10-ers) were generally too clumsy to maneuver for raurming attacks against their sma11er,
more agile opponents. Thus they relied on grappllng and boarding the enemy. To s1mpl1fy the
r..gr*.rrs task, assume the same general data applies as for the Suceessor penteres (1i16, above)
i"rhen <iealing with teteres and penteres, and for Successor octeres (//17, above) when dealing
with the octeres and deceres. Fighting towers tended to be l0 to 15 feet above deck level.

qE-Equ4I--EEIE-E- (30 n.c. - A.D. 400)
When Octavj-us August.us Caesar found himself
in his service the sLrongest fleets seen in
her supremacy on Lhe seas, Rome allovred the

sole master of Rome and her far-f1ung Empire, he had
ancient times. However, wi-th no serious threa! lo
Mediterranean navy to decay over the following cen-
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turies unti1, wlth a brief return to a shadow of its former power under Constantine, the ImperialFleet became ineffectual in stopping eeven the raids of minor barbarian peoples who had taken tothe sea. Similarly, the mighty squadrons that patrolled the Danube and Rhine Rivers and held thenorthern frontier were helpless to prevent the invasions that broke into the Empire with increas-ing frequency after A.D. 300. Thus the Imperial perlod is actually one of decline in naval power
and naval design.

1126. Trajanrs Coast Guard Ship: A.D. 15 - 7OO

In addition to the mighty biremes of the Imperial F1eet, the Romans had need of smaller, slower
vessels for coastal and river patrols. The vessel presented in the Data Tables is a reconstruc-
tion of one such vessel depicted on the column of Trajan, Such vessels would have existed in
one form or another early in the Imperial period, for they were a logical type to meet the naval
requl-rements of an Empire which lacked powerful enemies on the seas. It is a measure of how far
Roman naval power had declined by Trajants time that the major part of the Roman fleet would have
been composed of vessels of thls type.

The shlps themselves are unique in that the rowing crews were also the fighting men, a reversion
to the earliest composition of warship crews. The men rowed into battle after donnlng their
armour and slinging thelr shlelds along the gunwhales to provide protection against missiles.
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These single-banked ships probably formed the backbone of the Roman
the fa1l of Rome. Afterwards, they would have seen service ln the
Empire until the Byzantine dromon deslgns replaced Ehem by A.D. 600

tf27 , The Moneres or Galea: A.D. 400 - 1000+

Shortly before the collapse of the Western Roman Empire, a sma11 buE fast vessel began to appeaf
whlch would be the ancestor of the dromons of the Byzantine Empire. The galea, from whlch the
term 'rgal-leyt' derives, probably saw extensive service as a dispatch vessel and li"ght raider for
many centuries. As in the case of the eoast-guar<i vessels, it had only one bank of oars. Orig-
inal1y carrying square sai.ls, 1t was lateen-rigged under the Byzantines.

THE ByZANTINE ElrprRE (A.D. 500 - 1200)
With the fal1 of the Western Roman Bmpire, the naval designs of LheByzantines would. predominate
fo:: more than six centuries. At flrst, the o1d Roman designs were usedl then the dromon series
was adopted. Byzantine designs were so successful that they were copied by the other Chrlstlan
nations bordering on the Mediterranean. Islamlc powers used them too. With the fall- of Alexan-
dria to the Arabs, the great shipyards and skilled shipbuilders of that city were qui-ckly turned
to building a navy for Islam. By the 13th centurv, hoever, the dromons were abandoned ln favor
of the heavi.er galleys pioneered by ttre Ita11ans, and the Byzantines themselves r.rere ircreasi.ngly
unable to build or maj-ntaj-n a strong fleet because of thelossofmostoftheirempiretothe turks.

tt'28. The Ouislakos: A.D" 500 - 1200

The ouisi-akos was the first true "dromon" (meaning "runner") and was reputed to be very fast un-
der siff-atd-oars. As was the case \"/ith most vessels in the Byzantine Navy, the rowerswerefree
men who also fought in boarding actions. The vessel had two banks of oars mounted on an outrig-
ger, and i"t roas highly maneuverable. The ram tended to be a spur placed just above the hTater-
1ine, which reduced drag and yet was capable of making a nasty hole in the hu11 of an enemy ves-
sel at water level. It also could break up the outrigger of an enemy, crlppling him seriously
if the blow was aimed properly.

1t29. The-Ie*ptylg": A.D. 600 - 1200

The pamphylos was a tr-ogical devel-opment of the ouisiakos into a l-arger, stronger vessel. It also
haa two Uants of oars. The slze of the rowing "r.rs "aried. considerably, with a minimum crew of
108 in peacetime ti: a maximum of 164 in wartime. Llhen the ful1 war crew was aboard, one man
would row the lower bank for slow eruising, and up to three men would row the upper bank at hlgh
speeds. Clear1y, there were extra rowers which would produee a most efficient system of relief.
When a full rowing crew j-s aboard, extend standard cruising times by 2 hours, and slow cruise
times by 3 hours" A 108-man rowing crew could attain speeds up to 7.3 knots for a brief time,
while a fuli crew might reach 7.8 knots. Some phamphyllan types appear to have mounted mechan-
ical art1l1ery capable of casting solid or incendiary missiles, the arnaments usually being
mounted in the bows. The main battle fleets of the Byzantlnes, Arabs, Moors, Turks, and Chris-
tian nations were largely composed of such vessels until A.D. 1200, after which first the ltalians
and their other nations converted to the gal1ey. Islamic vessels tended to lack adequate protec-
tion from archery fire.

#30, The War Dromons: A.D. 600 - 1200

lhe r,rord t'dromontt eventually came to be appled only to the largest vessels in service. Crews
often reached 300 men, with 200 acting as rowers. Byzantine vessels often had as many as three
fighting towers, one at the bow, one amidships, and one astern. In the bow heavy mechanical
artillery was mounted, and elite vessels of the Byzantine Navy also mounted tubes capable of
projecting the dread Greek Fire. (Other nations did not learn Ehe nethod of projectlng Greek
Fire in a blast of flame, but they did learn how to hurl pots of ic at an enemy vessel by using
caiapults.) Consj-dering its size, the dromon was very fast and quite naneuverable. As ln the
case of other dromons, the entire crew participated in boarding actions.

Byzantine llilitary Transports and-_Merqbqnlmen: A.D. 500 - 1200

The Byzantines had militar.r, transports and rnerchant vessels little different from those of other
Mediterranean nations in the Dark ages. Most were small vessels similar to the ships of Greek
and Roman times, only with the addition of the lateen sail which permitted them to sail much

closer to the wind. The military transports were especially important to the Byzantlnes because
they never were able to maintain a large standi-ng army. The transports, escorted by the f1eet,

fleet from A.D. 100 up to
squadrons of the EaBtern Roman

- 700.
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carried the army, iLs horses, and its provisions and equipment to the relief of the threatened
provinces, which were held by 1oca1 militias. The great General Belisari-us constructed a large
fleet of transports for this purpose, including vessels specially fitted to carry the horses of
his Cataphract,s. The practice was continued until the ecllpse of the Byzantines after the start
of the Crusades. With the loss of her provj-nces in Syria and Asia Minor, Byzantine naval power
was virtual-ly eliminated for want of trained seamen and the wealth to build and maintain a fleet.
By the end of the 13th century, the Eastern Roman Empire, such as it was, had been driven to rely
upon mercenary ltalian squadrons for protection.
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THE ITALIANS: A.D. 1100 - 1500
F.., th. beginning of the Crusades to the destruction of Islamic naval power at Lepanto in 157J.,
Italian naval designs predominated in the MeCiterranean. The great advance in naval architectr"ire
vras the "gal1ey". During the Dark Ages the Iialians used ships of ByzantLne desj-gn, but in Lhe
late llth century they had departed from the dromon and were launching vessels wlth a single i:ank
or oars. The galleys placed three ro!/ers on the same bench at first, each man working his owi
oar. Later, a "salocciottarrangement placed several men on the same oar, and the sweep was tnaile
much longer. The deck of the galley was usually 2 to 3 feet above the waterline, over which r+es

fixed the talero or massive rowing frame which ran for most of the length of the ship. The
talero 

".r.iud 
the oars and eholepins, increasing rowing efficiency and power in the same manner

as the outriggers of earlier oared warships. It also increased the beam above the waterl-ine bv
as much as 8 feet, providing a fighting area of considerable size.

The rowers of Christian galleys were protected by a line of square manilets hung on the guard-
rails that ran the length of the telarq. This practice was not initated by the Muslimsr an cver-
sight which exposed Moorish and Turkish rowers to murderous missile fire. A platform raas placed
between the longitudinal members of the talero (the aposris) and the side of the ship, perm{tt*
ing the soldiers to man the sides without lnterfering with the rowers. Mechanical artillery, then
cannon, would be mounted in the bow. The sides of important vessel-s were so[letlmes covered with
raw leather hides or felt to protect against Greek Fire and incendiaries, such shlps being ternred

"in barbotte". Final1y, a spur ram replaced the submerged prow, the intention becoming to bre:k
up the telCEo of the enemy and cripple him before boarding.

Gal1ey crews often numbered 250 men or more, br the favorj-te tactic was the boarding action. Arch*
ery, musketry, ancl artillery were employed i.n preparation for storming the enemy decks" Ram-

ming was a method of crippling the enemy and killing his rower/fighters while the attacker man-

euvered for the best position from which to board. The vessel wj-th the largest fightj-ng crer,r had

the advantage. This was especially true of Christlan vessels. The inboard oarsmen had swor<la

and half-pikes, while the others were archers or stone-throwers. The soldiers wore excellent
armour and were armed with an assortment of deadly melee weapons and crossbows or muskets.

Islamic galleys tended to be rowed by slaves and capti-ves. Thus both crew efflciency and fight*
ing stength of Moorish and Turklsh galleys tended to be inferior to those of Christian nations.
Islamic fighting crews tended to be lightly armoured, as we11, but they did not lack in numbers

of archers. fthen cannon were mounted in ga11eys, the Islamic naEions again accepted an infer*
iority in weight of shot, for it was their practice to shlp 3 bow guns to the usual 5 of a Chris*
tian vessel.

#3L. The Gal_ea Sotilla: 13th - 15th Century

ltalian ga11ey designs quickly proved pcpular throughout the
or "ordinary galleyt' became the main ship of battle in most
by the one man-one oar concept rvhich predominated until the
on a si-ngle sweep or the saloccio arrangement was adopted.

1132, The Galea Tafi.da: 13th - 15th Century

The galea tari4q served to carry troops, horses, munitions, provisions, and seige engines. A1-
most-twice as w"ide as the galea sotiI1a, it was slgnificantly slower under oars and sa1l. In
battle, the galea tarida was placed in the second line or reserve. Such vessels appear to be

unique to thiChristian-navies, although there may have been a few in Islamic navies as we1l.

1133. The Sagitta: 13th - 16th Century

The sagitta was a sma11 galley, an auxiliary rowing vessel possessing greater agility than the
ordinary galleys of the fleet. It was used as a dispatch and reconnaissance vessel.

1134. The Vacchette: 13th - 16th Century

The vachette or "little cow" was an auxiliary vessel designed to accompany the large ships. Apft-

arurrtly, a ,aehette was attached to each ordinary gal1ey and assisted in provisioning and carry-
ing messages between vessels in the f1eet. It also accompanied 1ts moLher ship into battle'
,r"irrg the larger bulk of the galley as cover from artillery and missile fire. Once battle was

joined, it could launch boarding parties against the unengaged sides of the enemy or elsc pick
up friendly troops in the water.

Mediterranean and the galea sot Llla
fleets. The design is characteri.zed
l4th century, after which three men
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#35. Galee di Mercanzia: 13th - 15rh century
The merchant galleys were built for commerce but were often requisitioned for war as they were
designed to protect themselves. Specifications for such vessels were carefully laid down by the
governments of Venice, Genoa, and Pisa, for in them the richest cargoes were carrj-ed. Italian
practice was to form convoys of such vessels under escort of a powerful squadron of ordinary ga1-
leys and auxiliaries. Such merchant fleets were often qulte safe against piracy, as they could
hold their own against all but a battle fleet. The merchant galley was somewhat slow and slug-
gish under oars, but it made good speed under sai1. Thus its position in battle was in the reserve
or second line.

#36. "Ordinary" Galley: 15th - 16rh Century

The ordinary galleys cruising the Mediterranean during the Renaissance differed from the earlier
versions in that they had fewer oars, their being three men to each oar. The ships were larger
and heavier as we11. Armaments lncluded cannon mounted in the bow of the vessel and large con-
tI-ngents of musketmen.

At the battle of Lepanto in 1571, the Christian galleys typlcally mounted 5 bow guns: one 36-pdr,
two 9-pdr, two 4 l/2-pdr. The heaviest gun, usually weighing around 3 tons, was mounted bn the
centerline. The 9-pdr guns flanked the 36-pdr, and the 4 112 -pdr guns were placed outboard of
the 9-pdr guns. Turklsh galleys mounted only 3 guns 1n the bow, the 4 l/Z-pdr cannon being omitted,
A1so, Christian galleys mounted three 4 1/2-pdr guns on each broadside, a practice rarely encount-
ered in Turkish vessels. Thus the Christians at Lepanto had a total weight of fire of 18,450
pounds for 205 galleys, plus the 326 pounds of all-around fire from each of thelr six galleasses.
The Turks had about 250 galleys, but because of the smaller number of guns aboard each vessel,
their total weight of fire was only 13,500 pounds.

Galleys rarely fired more than twice in battle before close action was joined, although there
have been instances of such vessels standing off and engaging in prolonged gun due1s. At the
battle of Jiddah in 1517, the Muslirn galleys remained under the cover oi tt',.ir fortress guns and
bombarded the advanclng Portugese at long range, Indeed, the lesson of Jiddah is that the ga1-
1ey coul-d operate with devastating effect where it had access to nearby bases whase shore batteriescould be used to augment the firepower of the f1eet.

Early naval cannon tended to be no longer than 25 calibres (25 times the diameter of the bor).
Stone shot was preferred because of the large holes 1t made, but the high cost drove all nations
to use iron shot- It is a fallacy to believe that iron shot is superior to stone. Economics
alone became the reason for abandoning stone. Similarly, economics argued against the contlnuance
of the great ga1ley fleets of the 15th and 15th centuries, and sailed warships were adopted as
an economy measure. In the Medlterranean, wi-th its light airs, the ga11ey was the logical ship
of war, but far too expensive.

The ttCapitanas'r and "Patronnest': 16th - 17th Century
Although not presented in the Data Tables, the capitanas (1st flagships) and patronnes (2nd flag-
ships) may be desired by some players. These vessels vrere larger tha; ordina;tl;11eys, bur
possessed much the same appearance and rowing and sai111ng characteristics. A typical capitana
is outlined in Chapmanrs Naval Architecture. This Maltese capltana was L7g.5 felt tong, ZS feet
inbeam,andhadadraftffiecast1eprotectedthebowgunsandprovidedadditiona1
fighting space above the main deck. The sides were several feet higher than in the case of ordin-
ary gal1eys. There were 30 oars on a side, wlth 7 men on the aft oars and 6 on the forward oars,yielding a total rowing crew of 390. About 400 officers, soldiers, and sailors completed the
crew' Dlsplacement would have been between 400 and 500 tons, and maximum speed under oars would
have been comparable to that of an ordlnary ga11ey, about 6.5 knots. In addltion to the stand.ard
forward battery, additlonal 9-pdr guns would have been mounted on the broadside as well as a
number of 4 Ll2-pdr or 2-pdr swivel guns. The patronnes were slightly smaller, wi-th 28 or 29
oars to the side, a rowing crew of 364 to 376, and a fighting/sai11ng crew of 300 to 350.

tl37 . The Galleass: L6 - LTt};. Century
The galleass had a short period of l.ife, compared with the ga11ey, due to the vast costs involved
in building and maintaj.ning them. The tactical purpose of the galleass was to deliver a heavy
weight of shot against the enemy, but the number and weight of the guns made the vessel sluggish
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under the relatively lirnited power of the oars. To reflect this sluggishness, require a complete
turn to accelerate to any speed 1eve1 above slow cruise. The advantage of the galleass was the
height of its sides and the ability to fire all around.

Ihe galleass presented j.n the Data Tables is based upon the model in the Arsenel in Venice. With
33 guns, 6 would fire aslern, 11 ahead, and 9 on each broadside. The heaviest guns (1 x 36-pdr,
2 x 9-pdr, 2 x 4 l/2*pdr or 6-pdr) flred directly forward from under the forecastle. The lighter
guns vari"ed from 9-pdrs to 2-pdrs. After Lepanto, galleasses mounted more aod heavier guns. The
"Royale" of Louis XIV had six 36-pdr guns in the maj,n forward battery, three 24-pdr guns firing
on each broadside, and many lighter guns of 9-pdr, 6-pdr,4 L/Z-pdr and 2-pdr wei-ght of shot,
givi:rg an all*around weight of fire of 788 pounrlsl

The effectiveness of the heaviest guns against galleys is readily seen, but even a 4 1/2-pdr irad
a good chance of penelrating the 3 to 4 inches of planking 1n most galleys. Slnce ga1-leasses
cen.ded to have much thicker planking! they wjthstcod sma11 shot better and could fulf111 their
lactical role by barging into ihe midst of a formation of galleys to endure their fire and shatter
them with their s',:perior: gun batteries. A1so, the talero of the galleass was placed higher of f
tLre water than in the ga1-ley, and was heavily reinforced, making it far less susceptible to
ramrni"ng attacks.

t*

'l

i
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1t38. The Usciere: 13th - 16th Century

The usciere were large sailing vessels with ports in their round sterns to permj.t the loadlng
.nd rrrr1o"di.,g of horses and heavy cargo. In addition to their role as nilitary transports, they
were also used as floating fortresses by erecting fighting castles on the decks wlth flying
brldges to throw over the sea wa11s of fortified ports. The shlp presented in the Data Tables
was constructed by Louis IX in 1268 tor his crusade.

Similarttnavittor "nefsttv/ere constructed fsa qsmmslcial purposes, both in the Mediterranean
and the Atlantic, but they rarely were in excess of 1000 to 1500 tons displacement.

1139. Italian Merchantman: L2Lh - 16th Century

Much smaller merchant vessels were used for the coastal trade, although they were capable of
long voyages. These ships were found, with local nodifications, throughout the European natlons
al-ong the Mediterranean. The ll-lustration shows an ltallan vessel of the 12th Century. Later
vessels had a poop-deck similar to Atlantic shipping.
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1i40, Venetiqn Carraqks: 15th - l-6th Century

The carrack carried an exceptional quantlty of sai.l. It first made j.ts appearance in the tr5th
century in both the ^A,tlantic and the Mediterranean. The ship presented in the Data Tables is
an Itallan type which ranged from 200 to 1000 tons displacement. Few of the larger vessels
would have been bullt, due to the cost. With the introduction of guns to naval warfare, the
carrack became the logical choice to carry such armaments. There was, after all, f-ittle dlffer-
enee between merchantnen anci warships at this time, for merchants had to Protect themselves
from pirates and act as auxlliaries and transports in wartime anyway. Besides, few nations
cguld afforri to mai-ntain vessels solely for making war. The carrack was fast, strongly-bui1t'
and capable of mounting a gun battery. The guns were smal-I, however, mostly ?-pdt and 4-pdr
cannon, with perhaps a few 6-pdr or 9-pdr guns in the largest vessels. Carracks under 400 tons
likeIy carried only a few guns, if any.
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2, Thq4qlantie and Baltic. Rsgiorrs

The Atlantic i.s a hostile sea" The Baltic is inhospitable too. Such waters are characterized
by strong winds, high seas, and long periods of gale and storm" There are few good harbours and
anchorages, and many of these tended to be defended b- the shlps and fortifications of men sus-
picious of all strangers. Shipping was desi.gned for extended voyages, emphasizing seaworthiness,
large cargo space for provlsj-ons and commodities in transit, and structural strength. Since
all but the smallest vessels find oars to be lnefficient and difficult to use in a hlgh sea, the
wind became the main source of motive power. (0f course, the earli-er vessels on the lines of
the Vlking sips were exeellent sea boats and used oars; but speed was obtained at the expense
of cargc, space and shelter from the elements.)

Ihe typical vessel of the Atlantic and Baltic was built wider, tal1er, and much sturdier than

its counterparts in the Mediterranean. Virtually all of the larger vessels were decked. Since
draft aids a sailing ship to "bite" deep into the sea and prevent drift, and because naval con-
struction was necessarily heavj-er to provide strength, the ships drew more water than Mediterran-
ean shipping.

With weather and sea dictating so much of a shipts charaeteristics, warships tended to resemble
the merchantpen of the tj-me--tubby, round ships, relatively unresponsl-ve in maneuvering but
eapable of surviving the elemeRts. Fighting towers--the forecastles and sterncastles--were
erected to gj-ve archers and crossbo!finen posiLions of advantage when firing at enemy crelds. Because

relatively few men were needed to work the hsip under sail, warhip crews tended Eo be largely
composed of fighting men. A1so, sj-nce ramming is not very effective when under sail and backing
away from a rammed 

"t 
ip i" impossible without oars, tactics concentrated upon la.vj.ng alongslde

the enerny and either raking her decks with archery fire or grappling and boarding. Seaborne

artillery tended to be conspj-cuous by its absence, furthermore, until the appearance of gun-

powder. Few vessels mounted ballistae or catapults, close combat being preferred.
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THE NoRTHERN pEopLES (A.D. 400 - 1200)
ffijesthecry,''TheV1k1ngsareuPonyou!,,ch111edtheheartsofeventhe
bravest men and provlded lmpetus to the development of the whole feudal system. When the Vlklng
movement began, 1t derlved lts lmpact on Atlantlc Europe less from the nurnbers of the raidersthan from the slmple fact that they were the flnest warrlors ln Europe. The Franks and Saxonsno longer were the flerce flghters who occupled the Roman Emplre, and the soldlers of Byzantlumgenerally preferred to sidestep a battle unless there was a good prospect of victory. a va1-
orous Dane or Norwegian thought hls llfe well spent 1f he took his enemy with hlm to He1l.

Initlally, the Vlklng ralds were small, but they j-ncreased in size as the NorEhmen became ex-
perienced in the activity. In England, first the Saxons gained a foothold and then came to dom-
lnate the Britons. The Danes came later, seizlng and fortifying the Island of Thanet in the
mouth of the Thames, then movlng inland to establish the Danelaw. In France, the Vlkings ranged
up and down the navigable rivers, lootlng and pillaging almost at wiI1. In both 1ands, they
eventually lt7ere granted territory or else seized it and stayed as permanent settlers. Against
the Vlking attacks no effectlve reply could be made unt1l the victims also developed shipping,
as dld King Alfred of England, to pursue them on the sea.

ll4l-. The Viking Warboat: A.D. 400 - 1200

The typical Viking warboat was "clinker-buj-1t", about 70 - 80 feet long, and carrj-ed 60 - 70
men. Drawing less than 3 feet of water and possessing superb 1ines, such vessels were capable
of speeds between 7.0 and 7.5 knots for shot spurts, with two men on each oar. For seaworthiness
they had no equal for many centuries. Because the yardarm was capable of turning freely through
360o the vessel was also capable of sailing very close to the wind, maklng it far less likely
to be driven ashore by adverse winds. It was, 1n all, an excellent seaboat suited to long voy-
ages through hostile waters.

#42. The Viking Longshj.p: A.D. 700 - 1200

The longship is nothing more than a large warboat capable of carryi-ng a larger crew. Its ad-
vantage 1ay in lts relatively high sailing speeds and larger rowing crew. To reflect the effect
of extra crewmen for relief at the oars, increase slow cruising tlmes by 3 hours and standard
cruising times by 2 hours.

t143. "The Great Serpent" : A.D. l-000

There were apparently a limited number of large "kingrs shipsrbuilt by the Northmen from the
tenth century onward. The most celebrated of these was thf Long Serpent of King Olaf Tryggevesson.
The Saga of Klng Olaf notes that such vessels had high poops and forecastles, and although the
descrlption places 574 men aboard her, even correcting for exaggeration a reasonable crew of
400 emerges. Comparable l{editerranean vessels, the dromons of Byzantlum shipped about 300. How-
ever, such vessels r.,zere few in number.

ll44 & 1145. Nordic Merchantmen: A.D. 400 - 1200

The Northmen vrere great sailors and great traders, and thelr vessels ranged far afield. The
Atlantic proved to be no insurmountable barrier, and colonies were planted 1n Iceland, Greenland,
and even Vineland j-n America. Trade was conducted all along the Atlantic coast and into the
Medite-ranean. Small-er vessels were taken up the great river systems of Russia and North-Eastern
Europe as wel1, all the way to far Mikklegard (Byzantium). Most of these vessels were sma11,
probably averaging 55 to 6- feet in length, with a displacement of 25 to 30 tons. However, by
700, vessels up to 90 feet long and 70 tons displacement were being constructed for longer voy-
ages. These ships were apparently the model on which the nations of the Atlantic and Baltic
founded thelr later sailing designs, and the Smal1 Cog Gl46) betrays its Nordic lines and marks
the transltion.

THE ATI.ANTIC AND BALTIC NATIONS (A.D. 9OO - 1450)
,thenatinsoftheAt1anticRegionshadtodeve1optheirovm

seapower to counter the menace. Alfred the Great bult a fairly strong navy and kept England
safe for a time. The peoples of the Low Countries and Northern Germany also took to the sea.
By the end of the 22th century, the characgeristic poop deck began to appear on some vessels.
The designers have refralned from dlstinguishlng between too many types, as this would have
been playing mj-nor variations on the same tune. The essential differences between English
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and Hanseati-c cogs are simply too smal1 to consider. 0f course, there were many vessels of
only a few tons burden, but these can be slmulated by scaling down the size of the types given
and reducing speeds by 0.5 knots at slow speeds, and 1.0 to 2.0 knots at high speeds to take
into account their poorer sailing characterlstlcs.

Atlantic vessels were quite capable of sailing in Mediterranean waters, although they suffer
a 207" reduction in speed in light breezes because of lntrinslc design.differences and varlations
in sail handling, compared to Mediterranean vessels. Atlantic vessels were the product of
nations too poor to be able to maintain pure warship types, so they performed the dual roles of
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merchantmen and ships of war. In fact, with the lncidence of piracy as hlgh as j-t was, a mer-
chant ship hd to be a warshlp to survive. Tactics emphasized maneuvering for advantage, arehery
to thin enemy ranks, and finally boarding the enemy for close combat. The very terms "fore-
castlettandttaftercastletr suggest their function in battle as floating fortresses, and indeed
a good number of the ships even had bulwarks eut in the shape of battlements.

In Mediterranean warfare, cannon were used to rrsoften upttthe enemy for a boardlng action, or else
to brush aside smaller, annoying opposition. In the Atlantic naval tactics quickly turned to
the gun duel as a viable alternative to boarding, and deck actions tended to occur only after
a number of broadsides had been exchanged.

lf 46. Sma1l Cogs: A.D. 900 - 1450

Initially, the cog bore a striking resemblance to Viking vessels, for they raere clinker-bui1t
and lmltated the general lines of the raiders. They differed in their dependence upon wind for
motj.ve pohTer and their higher sides. By A.D. 1000, they had become considerably broader in beam
than comparable Viking merchantmen, and some might have had as much as 100 tonst displacement.
The vessel depicted as a cog of 1300 is based upon the ship in the Seal of Dover. The beginnings
of the forecastle and sterncastle can be seen in the castellated platforms at bow and stern. The
bowsprlL is used to carry the bow lines which keep the sail tuat when salling cose to the wind.
Larger vessels probably would not need the bowsprit, but a short (65-foot) , tubby vessel like
the one depicted would require one to give the bow lines room to work. Such vessels also
shipped a windlass near the stern to haul o n the halyard. Steering is sti1l done wlth the
steerlng oar, mounted on the starboard (steerboa-d) side, so maneuverability left something to
be desired. Within 50 years, the appearance of such vessels had changed significantly (see
the illustrction of the Large Cog, c. 1370) and the rudder was often fitted at the stern.
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1147. Large Cogs: A.D. 1100 - 1450

Large cogs were built in limited numbers at first, and they resembled the early small cogs, By
1350, tonnages of up to 500 tons had been reached, and the vessels had the more characteri-stic
"modern" look, with fu11 decks, forecastles and sterncastles, and fairly sophisticated rigging.
Like the smaller types, they were exceptionally broad 1n the beam.

#48. Great Cogs: A.D. 1200 - 1450

Relatively few great cogs or "nefs" were built becasue of the expense and also the rlsk of fin-
anclal disaster if one should be lost. However, the merchant fleets of most nations contained
a number of these vessels, usually 500 - 600 tons in displacement, although cogs of 1000 tons
were sometimes built. (See i138. The Usciere)

1149. The Caravel; A.D. 1250 - 1600

The first mention of t'caravelat' appears in
Apparently this design proved so successful
a fair-sized ship averaging 60 to 100 tons
in the early period of exploration, but by
boat.

a 13th century document referrlng to fishing vesseis.
that lt was developed and enlarged so that it became

in displacement. It enjoyed a brief period of gJ-ory
1588 it had been relegateci to the status of a dispatch
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1150. The Carrack: A.D. 1400 - 1550

The carrack was the first "modern" shlp in all of lts components. A11 that happened after its
aPpearance gras a refj-nement in equipment, a reduction ln the size of satls (and-an lncrease ln
number) to improve handli.ng, and superior hul-1 designs. It was very fast, despite the factthat most carracks tended to be large vessels with broad beams and ieep drafts. By Tudor tipes,they were fitted with sma1l catulon, often of the breech-loading bype, and sometirnes a swivel gun
was placed in the mizzen top. (see: ll4o. venetian carracks)

The following data tables give the i.mportant physical, fighting, and sailing characteristics ofthe typical vessels of different nations and time periods from about 1200 B.C. to A.D. 1500. Ihelndividual entries may require some explanation:

Iype of Vessel

Seakeeping

Draft

Displacemen!

Length at Waterline = shipts length from prow to stern at the waterlj-ne. Most ships will be
longer at deck leve1.

Beam at Waterline = shiprs breadth at the waterline. Vessels may be wider on deck as, for
instance, in a ga11ey with an outrigger or any vessel in which the curve of
t.he hul1 is continued outward above the waterline.

= name of shlp

= environment for r+hlch a ship was designed. Most vessels are either Atlantic
or Medlterranean ships, but a few are capable of sailing in the waters of
either region without penalty and are deslgnated as Atlantic-Mediterranean
or Mediterranean-Atlantic types.

= depth of water drarnm by the hu11. c1ear1y, this is an averaged. figure, as
ships with lighter or heavier load displacements will draw more or l-ess water.

= weight of water displaced by the shiprs hu1l, cargo, and crew. This fig-
ure is much higher than the actual welght of the hul1 alone. A Greek
trireme, for instance, weighed no more than 672 of its dieplacementt 43-502
for the hu11 and up to L7% for masts, sails, anchors, etc. The remainder
is for crew and cargo.



Freeboard

Lower Oars

Upper Deck

Structure

Deck Type

Ran Type

Cret*

0fficers

Soldlers

Seamen

Rowers

Iurning Radlus

Banks of Oars

Ntmber of Oars

Slow Cruise

Standard Cruise

Battle Cruise

Ramming Speed

35

= height of main deck or else the gunwaies of undecked from the waterline.
If a ship is decked, add 2 - 3.5 feet to the figure glven. The choice of
giving deck height was made to n::ovide wargamers with a figure on which to
compute height advantages.

= height of lowest bank sf oars on a galley from the waterline.

= height of foredecks, afterdecks, fighting castles, etc., from the waterl-ine.

= relative size of ship compared to others/structural strength ca1ss. The
first number is ca11ed the t'size number", the following letter is ttre "con-
struct ion type".

= class of deck, if any.

= type of bow. A bow is the usual cutting edge found on most vessels and
is generally inefEE-ctive against all but the smallest boals except ln un-
usual circumstances. A ram is a pointed, of,ten armoured beak carried at
or below the waterline to pierce the huI1 of enemy vessels. A spur is a
ram carried above the waterllne to smash oars and unship the outrj-gger or
apqstis, crippling an oared vessel- severely. A spur can al-so cause serious
hull damage.

= standard complement of men carried aboard the typical vessel-. The crew
si:es should be kept more or less wlthin the limits given, as the figures
reflect actual practice. Seriouc alterations in ship performance occllr
when the crew numbers are significantly raised.

= Captain, Navigator, Rowing 0fficers, and Sailing llasters.

= trained fi-ghting men, usually heavily armed and armoured.

= members of the crew assigned to general shiphandling.

= numi:er of trained oarsmen aboard the vessel. Depending on the type of ship
and the period, these may be fighting meo, freemen non-combatants (usually)
or slaves"

= track to be used on the Turn .Radius Inlay r"rhen altering course/tCg-Sggigg-
?able to be used when computing responsiveness j-n a turn at speed.

= number of horizontal rowing banks on oared vessels.

= maximum number of oars that could be employed throughout the ship. To eom-
pute the number of oars per bank, divide the maximum by the number of oar-
banks. To compute the number of oars on one slde of a vessel for a part-
icular bank, divide the total oars forthat rowing bank by 2.

= average rowing speed for 3 r4ratches (12 hours), given in knots/hour.

= average rowing speed for 2 watches (8 hours), given in knots/hour.

= average rowing speed for 4 hours, given in knots/hour, with fuLL crew row-
ing.

= standard fast battle speed to lay a]-ongside an enemy nearby to ram or board.
Speed is given in knots/hour, but fero crews can malntain it for more than
Ll2 hour.

= maxiroum speed possible, givefl in knots per hour, with all crew members row-
lng at maxirnurn speed. After 10 - 20 mlnutes, depending on the type of crew
and ship, alJ- rowers wil-l collapse into total exhaustion.

Racing
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Masts = nuuber of ma$ts shlpped. Galleys usually have detachable masta Ln the
Anclent Period.

Max. Sail Area = possible maxlmum sal"l carrled by the vesseL. These estlmates are based
upon the containing paraL1-elpipedon (L x W at waterline) and the probable
maxlmum saiL that would have been carried.

Llght Breeze * speed of ship in knots/hour ln mild breezes under sa1L"

Good Breeze = speed of ship in knotslhour ln steady, falrly strong breezes.

Good Wind = speed-of ship ln knots/hour in steady, brlsk winds'

SErong trIind = speed of ship in knots/hour in forceful winds.

Max. Under Sal1 = maxi-mum theoreti-cal safe speed of shlp in knots/hour. Faster speeds w111
strain masts, carry gear away, and cause galleys to ship water unless in
very calm seas. In the Medlterranean, such ideal sailing conditions are
obtained only close inshore with a laod breeze (ln late evenlng and early
mornlng hours).

Provisions = number of days a ship can maintaln the crew on fuLl ratlons of food and
water. Five daysr provisions plus the weight of a man is an average ot 274
pounds: Weight of man, 150 lbs.; clothing, L2 l-bs.; arns and armour, 28 lbs;
foodr 3 lvs. per day; firewoodr 2 lbs. per day; water' 1 gal. per day'
weighlng 11 l-bs. in casks or earthenware. (See Rodgers, Grgeh-gEd Eeegg
Naval Warfare, p. 44) Using these figures, wargamers can compute provisions
required for longer voyages or cargoes to be carried by transports of the
supply fleet.

Cargo = probable eargo ln tons that can be carrled by merchantmen.

Time of Service = dates in which the vessel appeared and was extensively used.
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The following equipment will be needed to sj-mulate naval engagements:

Measuring Instruments: Several 6t'and 12" rulers are needed, preferably with a scale marked
in 1/10rs of an inch. A longer tape measure will also prove useful.

Dice: Several sets of percentage dice, 1 - 20 dice, and si-x-sided di-ce are needed. These may
be purchased from most war game suppliers.

Turning Track Overlay: Provided wlth the ru1es.

Ship Counters: Provided with the ru1es. Players who are able to acquire 1:2000 or 1:3000
scale models in lead can, of course, substitute them for the counters.

Deck Plans: Prorrided with the rules. Players are granted permission to xerox as many copies
for their own personal use as are needed. Some vessels are not include<i in the 1" = 6t deck
p1ans, but players may draw them on large sheets of paper, using the diagrams and the ship des-
criptions as guides.

Militaly Miniatures: Players desiring man-to-man melees will require lead miniatures or their
equivalent to represent the fighting crews and other combatants. Lrrhere possible, these should
correspond to the troop types being depicted.

Maps: To plot ship positions in the Voyage lfode, maps will be needed. These may be maps pur-
chssed in a. store or hand drawn ones drafted by the players themselves. To preserve the maps,
a thin sheet of plastic should be used as an overlay, and all courses and positions could be
marked with a washable marker pen or a grease pencil.

Note Pad and Pencill Some records will have to be kept on ship status and crew condltion. A
sample record sheet is included in the rules and players are granted permission to xerox as
many copies for their o\^in personal use as are needed. 0rders of some types will also have to
be written.

Pocket Computer: While not essential, this inexpensive aid is most useful in working out any
calculations that might arise, and players are strongly urged to make use of one to speed up
playing times.

Three different scales of movement and tlme are used, depending upon the mode the vessels are
i.n:

Voyage Mode: Dlstances covered in voyages are measured in mi1es, and shlp positions may be
plotted hourly or every watch (4 hours). Players are advised to use the "Speed of Passage"
table in the rules to make rapid conversions of knots into miles covered in one hour or four
hours.

Battle llode: As soon as the enemy is sighted, all vessels proceed to Battle Mode. Al1 dis-
tances are now measured in feet, with a scale of 1" = 200r for ship and fleet maneuver and for
all missile fire between vessels. Players are advised to use the "Battle Speed Conversiont'and
"Distance Travelled on Turning Tracks" tables to facilitate qulck ship handling and scale con-
versions frorn feet to inches. The time scale is in 5-minute intervals.

Melee Mode: Al1 deck actlons are fought in 5-minute intervals. If the "fast" combat system
included in this volume is used, deck battles are fought abstractly on paper. If the "melee"
combat system in this volume is used, the 1" = 6'deck plans are laid out and the ships are
manned with military mini-atures. Players may al-so choose to use the detalled individual combat



Socersystems in
locked in

Movements

ships

of vessels and men aboard deck are covered i"n other secti-ons.

A crew is always welcome to try to sail any sea wlth any vessel they choose. However, they
must take thelr chances. Conditions are not always to the advantage of those who sai.1 the seas.
To find the conditions of weather and sea, consult the following tables.

General Weather aqq _yr9aqili-!y.
fersconsiderab1yfromthatoftheMediterranean.Inbothre-

gions the conditions can change suddenly and dramatically. Check weather conditions every
watch (4 hours) by rolling percentage dice:

48
to simulate a more drawn out deck action between lndividual

involving player characters.

The lledlterranean Region

Die
Ro11

l-5 Dense Fogbank
6-10 Fog
11-14 Mist
15-19 Heavy Rain
20-29 Light Raln
20-39 Drizzle
40-60 Overcast
61-85 Fairly Clear
86-00 Clear

The Atlantlc Region

Weather Conditions

*5% on dle ro11
*7% on dle ro11
*57" oa die ro11

*32 on die ro11
*52 on die ro11
-3'l ot die ro11
-7% oo die ro11

Visibility

20-60 feet
100-300 feet
300-1000 feet
1/2 miles
1-3 miles
2-4 miles
3-6 miles
5-10 miles
8-15 m11es

Ro1l Weather Conditions

1-5 Fog
6-9 Mist
10-13 Heavy Rain
l4-L9 Light Rain
20-29 Drizzle
30-45 Overcast
46-70 Fairly Clear
71-00 Clear

Visibility

100-300 feet
300-1000 feet
I mile
1-3 miles
2-4 niles
3-6 miles
5-10 miles
8-14 miles

Morning :

Afternoon:
Evening

Spring
Summer
Fall
Winter

Morning i
Afternoon:
Evening .

Spring :

Summer :

Fa11 :

Winter .

no rnodification
+L07" on die ro11
-52 on die ro11

157" an die ro11
*82 on die ro11 (no Heavy Rain)
no modifieation
-52 on die ro11

Winds:;--.The wind is always a crucial factor on the high seas. Close inshore it can spe11 the differ-
ence between a successful voyage and disastrous shipwreck. As in the case of the general
weather, wind directions and velocities can ehange qulckly and capri-ciously. Check conditions
of the wind every watch (4 hours) by rolling 2 6*sided dice:

The Atlantio Region The }{editerranean Region

Die
Ro11

2-3
4
5
6

7

8_9
10
LL_12

In the most favorable

Wind Direction

South
South-eas t
East
Nor th-eas t
North
North-west
West
South-west

months of sailing

Die
Ro11

aa

4

5

6-7
a

9

10
11-12

(the summer), winds

Wind Direction

North-west
West
South-west
South
South-east
East
North-east
North

tend to be less caprlcious than



at other times, Before checking for a
49

change in wind direction, ro11 percentage dice:

shifEs 1 point clockwlse
shifts 1 point anticlockwlse
shifts 2 polnts clockwlse
shifts 2 points anticlockwise
shifts on Wind Table
remains constant

The Mediterranean Region

Die
Roll Wind Speqd
l-24 Calm
25-40 Light Breeze
41-65 Good Breeze
66-80 Good Wind
88-93 Strong Wlnd
94-96 Max. Sailing Conditions**
97-00 cale***

Spring z +72 on die roll
Summer: no modification
Fa11 : no modification
Winter: +l0Z on die ro11

Fog or mi-st:
Heavy Rain :

= Wlnd
= tr{lnd
= Irlind
= Wind
= Wind
= trrlind

The Atlantic Region

Die
Ro1l Wind Spee4
1-14 Calm
15-25 Light Breeze
26-55 Good Bieeze
56-75 Good Wlnd
76-90 Strong Wlnd
91-95 Max. Sailing Conditions
96-00 Gale*

Spring: *77 on die roll-
Summer: no modification
Fa1l z +L)Z
I,Iinter : +L5Z on die ro11

Fog or Mist: -207. on die ro11
Heavy Raln : +252 oa die ro11

1-15
16-30
31-40
41-50
51-65
66-00

Wind speeds are no less crucial than wirrd di-rection. Use the following tabl-e to determj"ne the
wlnd speed by rolling percentage dice every r+atch (4 hours):

*In the Atlantic, Gale conditions signify a full-blown storm at
Gale conditions wi-1l persist 4-24 hours, and ships at sea will
fall- to ride out the storm in a sheltered harbour or bay.

-152 on die ro11
+L5Z on die ro11

sea with hlgh winds and waves.
attempt to make a safe land-

x*In the Mediterranean, maximum sailing condi-tions are encountered only in the morning, gener-
ally close inshore, with a strong and steady wind blowing from the 1and. Seas are glassy
calm, wlth no appreciable wave action.

***In the Mediterranean, Gale conditions signify wave action sufficlent to endanger oared
which must take refuge immedlately. Sailing vessels have the optlon of riding out the
at sea. In the Mediterranean wind speeds during gales increase sailing speeds by 202,
+L0% of average or poorer crews making mlstakes with the sails. In the Atlantic, wind
increase sailing speeds by 307", with *102 chance of any crew making mistakes with the

warships,
s torm
with
speeds

sails.
Sailing speeds are rated at maximum possible.

When the seas are running high, there is a good chanee that a vessel will ship water. The
tables below give the probability of a vessel taking seas aboard during a 4-hour period in
ttgood" weather and every hour during ga1es. When the seas are "unfavorable", risk of shipping
water occurs.

The flotation of a vessel is glven in points equal to its structural strength (SSTR). The
amount of seas shipped is also given in points, determined by dj.ce rolls. When a vessel loses
all of its flotation, it will sink in ll2 to 3 hours, with no chance of pumplng it out. For
each L07" of flotation lost, a ship will be slowed in speed by l0%.

A vessel may be bailed or pumped out at the rate of 1 polnt of flotation for each 3 men man-
ning the pumps per hour. Men cannot bail or pump more than two hours steadily, and so must
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be relieved regularly.

The Mediterranean: Unfavorable seas on L-30%

Ihe Atlantic: Unfavorable seas on L-45%

Wi.nd
Speed

Good Breeze
Good Wind
Strong Wind
Max. Sailing
Gale

Wind
Speed

Light Breeze
Good Breeze
Good Wind
Strong itlind
Max. Sailing
Gale

Atlantic
Vessel

ni1
ni1
ni1
ni1
3 x dice

Atlantic
Vessel

ni1
ni1
ni1
lxdie
2 x dice
4 x dice

Mediterranean
Ga11ev

lxdie
2 x dlce
3 x dice
nil
6 x dice

Mediterranean
Ga11ey

Medi.terranean
Merchantman

nll-
ni1
lxdie
ni1
4 x dice

Mediterranean
Merchantman

ni1
ni1
lxdie
3 x dice
4 x dice
6 x dice

Vlktng
Vessel

nl1
ni1
ni1
n11
2 x dice

Vlking
Vessel

nil
ni1
ni1
lxdie
2 x dice
3 x dice

1x
2x
3x
5x
6x
8x

die
dice
dice
dlce
dice
dice

The wind always affects the sai-llng charaeteristics of vessel, whether it is under sail or
oars, and especially when it is drifting without motive poqrer. The hu11 of the vessel itself
acts as a sail.

If the wind is coming from a dj.rection up to 45o from the stern, no appreciable drift will be
experienced. Square-rigged ships increase all speeds under sail by 107..

If the wind is coming from 45o astern to 45o from the bows, the vessel w111 drift in the di-
rection the wlnd is blowing at a rate of l0Z of its forward speed. Lateen-rigged ships sail
best with winds coming from the beam, so increase sailing speeds by L0%.

If the wind is coming from a direction up to 45o from the bows, the shiprs speed will be slowed
L0% it under oars, while vessels under sail will be driven back at 307" of their potential for-
ward speed in the existing wind. Viking vessels can sail close to the wind at 502 of their
potential forward speed under sail.

Sma11 vessels not under sail or oars will drift at 107" of their potentlal sailing speeds, while
large vessels drift at L5% because of the 1-arger surface areas of thei-r hull.s. Drifting does
not occur in calms or light breezes at any time.

Atlantic vessels in the Mediterranean will drift at 5% of their potential sailing speed in
breezes because of their weight and draft.

The sailing speeds for each type of vessel are given in the Data lables. Speeds under sail
are determined by the force of the wind and the proficiency of the saj-lors.

A11 merchant vessels laden with more than 252 of their cargo capacity are slowed by 25% when
under saj-l or oars. Warships wlth additi.onal crewnen or passengers (above limits given in
Data Tables) are slowed by Li| for each \7. of additional crew carried. Atlantic cogs may ship
a double crew wj-thout penalty when used in thelr warship configuration.
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Ihe speed of oared vessels depends upon the design of the ships and the quality of the rowing
crews. The essential factor is the endurance of the crews. (SeettRowing Crewst')

Speeds of oared vessels are given in the Data Tables. The speeds are subject to sone modifi-
cation by the class of the roving crew and the type of maneuvers undertaken.

-Efo:o_Qryjlg: About L/l of the rci,ring crew m&ns the lswest bank of oars, permicting frequent
relief. Speeds are slow but litt1e eriergy is expended by the crew.

Standard Cruiqe: About L/2 of. the rowing crew mans the oars. Agaln, relief is possible.
Speeds are relatively faster than slow cruise, yet there ls economical expenditure of energy.

Battle Cruise: A11 rowers man the oar:s, with no rel-ief possible. Speeds are high and the
crew rapidly expends its energy.

EmerBency Speed: The beat is increased to a rate close to the rowerrs limit. Emergency/re.n-
ming speed should be ordered only when making a flnal ramming attack or attempting to evade
an enemy vessel.

Eeggr€_ Speu4: The rowers pu11 at the fastest beat possible. Iluge amounts of energy are ex-
pended to force the ship to her highest speed.

Backing: Although not given in the Data Tables, all oared vessels can row astern at a rate of
up to 1 knot (Viking vessels can proceed at 602 of forward speed because of the design of the
hu11). Backing is used, for the most part, to pu11 free of a rammed vessel.

The capability of oared vessels to accelerate or decelerate is as important as the speeds them-
selves:

Speed of Vessel

Backing
Dead in the Water
Slow Cruise
Standard Cruise
Batlle Cruise
Emergency Speed
Racing Speed

Accelerati-ng

,3 turn
.5 turn
.4 turn
.5 turn
.5 turn
.5 turn
.5 turn

Decelerating by
Water Reslstance

.3 turn

.3 turn

.3 Lurn

.3 turn

.3 turn

.2 turn

.1 turn

Deeelerating by
Dragging the Oars

.1 turn

.1 turn

.1 turn
, I turn
.1 turn
.1 turn
.1 turn

The tlme j-nterval-s between each of the speeds represent 5-minute melee turns. For example, lf
a vessel was lying dead j-n the water, after 1 turn it could reach Standard Cruise (.5 turn to
Slow t .4 turn to Standard). In the following turn 1t could lncrease speed to Emergency (.5
turn to Battle Cruise + .5 to Emergency). I^lhen computlng the speed of the vessel when accel*
erating in a turn, sirnply assume the highest speed that will be attained. While not maihemati-
cal-1y correct, it simplifies the paperwork.

Decel-eration by water resistance simply means that t.he rowers raise oars and let their vessel
slow down of its ovm accord. Dragging oars increases the resistance and greatly reduces the
speed of the vessel. Lrhen decelerating, add the highest and l-owest speeds, divide by 2, and
multlply the result by the number of tenths of a turn spent decelerating. The result will
give the average speed in knots. Consult the Batlle Scale Speed Table; the speed ln knots
will indicate the distance and scale distance covered when decelerating.

Vessels under sail may shorten sail (equal to rtwater resistancet') or turn inbd the r,;'j.nd (equal
to "dragging oars"). Acceleration takes twice as long as for oared vessels.
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Spged oJ Passage Conlersion Table

Knots/
Hou_l y_.!_,-E 

_

Miles in
4 Hours

Knots/
Hour

Miles in
4 Hours

Kno ts /
Hour M"P.H.

Ml1es in
4 Hours

0.1
0.2
0.3
0.4
0.5
0.6
o.7
0.8
0.9
1.0

1.1
L.2
r.3
L.4
1.5
1.6
11

1.8
1.9
2.0

)1

')t
2.3
2.4')(
2.6
)7
,A
2.9
3.0

J.l

3.2
3.3
11.

?<
3.6
3"7
J,O

3.9
&.0

4.L

4.3
4.4
4.5
4.6
4.7
4.8
4"9
5.0

0.12
0.23
0. 35
0.46
0.58
0 .69
0.80
0.92
1.04
1. 15

L.27
1. 38
1.50
1.62
L.7 3
1.84
1. 96
2.07
2. 18
2.30

? 51

2.65
2.77
2.88
2.99
3.11
1 1')

J. J4
3.4s

3 "57
3.68
3.80
3.91
4.03
4.15
4.26
4. 38
4 .49
4.6L

4.72
4.414
4.95
5 .07
5.18
5"30
5.41
5 .53
5 .64
E f(

0.5
0.9
L.4
1.8
2.3
,1
aa

3.7
4.2
l. I

5.0
5.5
6"0
6.5
6.9
7.4
7,9
8.3
8.8
o,

9.7
10.1
10.6
11.1
11.5
L2.O
L2.4
L2.9
13.4
13.8

14.3
7"4.7
L5 .2
L5.7
16 .1
16. 6

17 .0
L7 "5
18.0
18.4

18.9
L9.4
19"8
20.3
2A "7e1 ,)

24.5
22.L
22.6
23.0

5.1
ca

5.3
5.4
5.5
5.6
5.7
5.8
5.9
6.0

6.1
6.2
6.3
6.4
5.5
6.6
6.7
6.8
6.9
7.O

7.L
1r)
1)

7.4
7,5
7.6
7.7
7.8
7.9
8.0

8.1
8.2
8.3
5-4
8.5
8.6
8.7
8.8
8.9
9.0

9.1
o?
9.3
9.4
Gq
9.6
9.7
9.8
9.9

10.0

M.P.U.

5.87
5"98
6.10
b./z
6.33
6 .45
6.s6
6.68
6.79
6.91

7 .O2
1 1/,

1 )q

7 .37
7 .48
7 .6A
7.72
/.63
7.95
8.06

8.18
aro
8.41
8. 52
8.64
B. 75
8. 87
8.98
9. 10
o ?1

9.32
9 .44
9 .56
9 .67
9.79
9.90

10.02
10.13
10. 25
10.36

10.48
10. 59
10. 7l-
10. 82
1n q,
11 n<

IL.L7
LL.28
11. 40
11. 52

23 "5
23.95
24.4
24.9
25.3
25.8
26 "3
26.7
,>1 a

27 .6

,Q 1

28,6
29.0
?o <

?qq
3A.4
30.9
3r. 3

31. 8
2,) )

32.7
33.2
33.6
34.1
34.s
35 .0
35.5
35.9
36. 3

36.8

37.8
37.8
38.2
19. A

39.2
39.6
40.1
40.5
41" 0
4L.s

4L.9
42.4
42.8
4). J
43.8
44.2
44.7
45.2
45 "6
46 "L

10.1
L0.2
10.3
10.4
10.5
10.6
L0.7
10.8
10. 9

11.0

11. 1
Lt.2
11.3
Ll.4
11. 5

11. 6

Ll.7
11. 8
11. 9

L2.0

12.1
72.2
12.3
t2.4
L2.5
t2.6
11 -7

12.8
L2.9
13.0

1J.l-

13.2
13.3
13.4
i3.5
13.6
t3.7
13.8
r_3. 9

14"0

14.1
14.2
14. 3

L4 .4
L4.5
L4.6
L4.7
14.8
L4.9
15.0

11.63 46.s
LL.7 5 47 .A
11.86 47.4
LL.97 47.9
L2.09 48.4
12.2L 48.8
12.32 49.3
12.44 49.1
12.55 50.2
L2.67 50.7

t2-78 51.1
L2.90 51. 6
13.01 52.0
13.13 52.5
L3.24 53.0
13.36 53.4
L3.47 53.9
13. 58 54 .4
13. 70 54.8
13.82 55. 3

13.93 55.7
14.05 56.2
L4.16 56.7
L4.28 57 .L
14.39 57 .6
T4.5L 58.0
L4.62 58.5
L4.7 4 59.0
14.8s s9 .4
t4.97 59.9

15.08 60. 3

15.20 60.8
15 . 32 6i_. 3
15.43 6L"7
15.55 62.2
15.66 62,6
L5.77 63.1
15.89 63.6
15"01 64.0
L6.t2 64.5

L6.23 54 "9
16"35 65.4
L6.47 65 . 9

16.58 66,3
16. 70 66. I
16.81 67 .2
16.93 67 .7
L7 "04 68.2
L7 .16 68.6
L7.27 69"r

t
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Battle ScaLe Speed Converslon Tab1e
To permlt players a rapld method of convertlng knots to feet when conductlng a naval engage-
ment, the followlng speed conversion tables are provided. The designers realize that'there
ls nothlng more frustrating than having to use pad and paper (or pocket computer) to excess
in the nlddle of a hot and furlous action. For the sake of rounded numbers, the nautlcal
mile was taken as 6000 feet (not 6080).

Speed Melee Speed Scale Speed Melee Speed Scale

0.1 knot
0.2 knot
0.3 knot
0.4 knot
0.5 knot
0.6 knot
0.7 knot
0.8 knot
0.9 knot
1.0 knot

1.1 knots
1.2 knots
1.3 knots
1.4 knots
1.5 knots
1.5 knots
1.7 knots
1.8 knots
1.9 knots
2.0 knots

2.1 knots
2.2 kr.ots
2.3 knots
2.4 knots
2.5 knots
2.6 knots
2.7 knots
2.8 knots
2.9 knots
3.0 knots

3.1 knots
3.2 knots
3.3 knots
3.4 knots
3.5 knots
3.6 knots
3.7 knots
3.8 knots
3.9 knots
4.0 knots

4.1 knots
4.2 knots
4.3 knots
4.4 knots
4.5 knots
4.6 knots
4.7 knots
4.8 knots
4.9 knots
5.0 knots

50 feet
100 feet
150 feet
200 feet
250 feet
300 feet
350 feet
400 feet
450 feet
500 feet

550 feet
500 feet
650 feet
700 feet
750 feet
800 feet
850 feet
900 feet
950 feet

1000 feet

1050 feet
1100 feet
1150 feet
1200 feet
1250 feet
1300 feet
1350 feet
1400 feet
1450 feet
1500 feet

1550 feet
1600 feet
1650 feet
1700 feet
1750 feet
1800 feet
1850 feet
1900 feet
1950 feet
2000 feet

2050 feet
2100 feet
2150 feet
22OO feet
2250 feet
2300 feet
2350 feet
2400 feet
2450 feet
2500 feet

0.25"
0.5tt
0. 75"
1. 0tt
1. 25"
I (tl

1. 75"
2.0"
) )<tt
2.5"

2.7 5"
3.0tt
3.25"
3. 5tt
3. 75"
4.0"
4.25"
4.5"
4.7 5"
5.0tt

5. 25"
5.5tt
5.75"
6.0tt
6.25t'
6.5tt
6.75"
7.ott
-7 ) qtt

7 .5"

7 .75"
9. 0"
g. 25"
g. 5tt
g. 75t'
9.0"
9,25"
9. 5tt
9.75"

10.0"

10. 25t'
10.5t'
10. 75"
11.0"
11. 25"
11. 5"
11. 75"
12. 0"
t2.25"
1_2 .5"

5.1 knots
5.2 knots
5.3 knots
5.4 knots
5.5 knots
5.6 knots
5.7 knots
5.8 knots
5.9 knots
6.0 koots

6.l- knots
6.2 knots
6.3 knots
6.4 knots
6.5 knots
6.6 knots
6.7 knots
6.8 knots
6.9 knots
7.0 knots

7.L knots
7.2 knots
7.3 knots
7.4 knots
7.5 knots
7.6 knots
7.7 knots
7.8 knots
7.9 knots
8.0 knots

8.1 knots
8.2 knots
8.3 knots
8.4 knots
8.5 knots
8.6 knots
8.7 knots
8.8 knots
8.9 knots
9.0 knots

9.1 knots
9.2 knots
9.3 knots
9.4 knots
9.5 knots
9.6 knots
9.7 knots
9.8 knots
9.9 knots

10.0 knots

2550 feet
2600 feet
2650 feet
2700 feet
2750 feet
2800 feet
2850 feet
2900 feet
2950 feet
3000 feet

3050 feet
3100 feet
3150 feet
3200 feet
3250 feet
3300 feet
3350 feet
3400 feet
3450 feet
3500 feet

3550 feet
3500 feet
3650 feet
3700 feet
3750 feet
3800 feet
3850 feet
3900 feet
3950 feet
4000 feet

4050 feet
4100 feet
4150 feet
4200 feet
425Q feet
4300 feet
4350 feet
4400 feet
4450 feet
4500 feet

4550 feet
4600 feet
4650 feet
4700 feet
4750 feet
4800 feet
4850 feet
4900 feet
4950 feet
5000 feet

L2.75"
13.0"
]-3.25'l
13. 5il
13.75"
14.ott
L4.25"
14.5"
L4.7 5"
15.0"

15. 25il
15.5"
15.75"
l-6.0"
L6.25"
16.5tt
L6.7 stl
17.0"
L7.25"
L7.5"

L7.75t',
18.ott
L8.25"
1g.5tt
19.75"
19.0r'
L9.25"
19.5"
L9.75',1
20.0"

20.25"
20.5t1
20.75t1
21 .otl
2L.25"
2L.5"
2\.75',1
22.0t1
22.25'l
22.5"

22.7511
23.0r'
23.25t1
23.5tt
23.75|'
24.O',i
24.25t',
24.5"
24.75"
25.0'l
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Turning requires that a vessel be moving through the water. Oared vessels can turn rshile reLa-
tively trstationarytt by rowing on the side opposite to the direction of the turn, but this wi-1l
cause some forward movement. Al-1 vessels under sail cannot turn if they are dead ln the water.

Turning Radius
Each type of vessel is assigned a standard turnlng radius in the Data Tables. For example, a
VikingWarboathasaturnin8radiusot.2/I.Thef1rstnumbermeaiE-thatturningtracktl2is
used on the Turning_@lQverlg, subject to modification by the speed of the vessel-. The sec-
ondnumberneanstryisusedtomodiiythestandardturn1ngrad1usacc-
ording to the vesselrs speed. The minimum turning radius is turnlng track //1.

Ieble I: T"rq1trg Eedi

Tullring Mode Emplqred by the Vessel

Speed of Vessel- 1. Rudder
Raise

2. 0ars
Drag

3. Oars
Reverse

4. Oars
+1 R-1 R-2

R-1
R*1

Breezes
Battl-e CruisefGood Wind
Emergency Speed/Strong Wind

R+1
R+1

Racing Speed/Max. Sailing R+5 R+4 R+3

When the data tables list a "II" under turning radlus, use the following table:

Table II: Turning Radius

Turning Mo4e EgplEred by !!re Vessel

R+2

Speed of Vessel 1. Rudder
Raise

2. Oars
Drag

3. Oars
Reverse

4. Oars
Dead Slow R+1 R-1 R-2

ising/Breezes
Battle Cruise/Good Wind R+5 R+3 R+2 R+1
EmergencySpeed/StrongWind R*6 R+5 R*4 R+3
Racingspeed/Max. Sailing R+8 R+6 R+5 R+4
rlRrr - Basic turning radius of the vessel as stated in the Data Tables.

Using the Viking Warboat as an example, the
or in light to good breezes is R + 2. This
the Turning Track overlay. Since the basic
2 + 2 = track ll4. However, 1f the crew was
turn is R. - 1 or 2 - 1 = turning track /11.

THE TURNING TRACK -qyI&LAIThe Trrrning Track Overlay is the sheet of clear plastic imprinted with the various turning cir-
c1es. The 0verlay is drar,m to the scale of 1" : 200 t . Turning tracks are counted frorn the
center of the overlav.

To use the Overlay, hold 1t above the vessel that is turning and look directly dornm through the
0verlay to the playi.ng surface be1or,r. The course of the ship as it makes its turn can be clear-
l.y seen through the plastic. Reach under the Overlay and move the ship to its new position and
course. The following table for Distances lravelled on Turning Tracks can be used for easy
computatj-on, as the Overlay is divided into 15o segments.

standard turn on the rudder alone at cruising speed
means that the turn is wideaed outward 2 tracks on
turn is on track ll2, the turn at cruising speed is
rowing and reversed oars (Turning llode l/4), the
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There are fout methods of turnlng a vessel. The agility of a shlp ls determlned by it.s speed,
overall design, and the mode of tunlng chosen.

Rudder: A11 vessels can turn by using a rudder or steering oar. The ship must be under way to
turn at all. Sailing ships Lose 257" of thelr speed in the turn if they come about more than g0o.

Raising Oars: Vessels under oars can raise oars on the side of the shlp in the direction ofthe
turn, while the oars on the opposite side continue rowing. A decrease of 5Z in speed resulis for
each 90o or part thereof turned.

Dragging Oars: Vessels under oars can drag the oars on the slde in the direction of the turn,
while the side opposite the turn continues rowing. A decrease in speed af 57. results for each
90" of part thereof turned.

Reversing 0ars: Vessels under oars can perform this maneuver if crewed by elice trowers or
better. The rowers on the side of the turn step over thelr oars and reverse the strolce, while
the rowers opposite continue their forward stroke. Such a maneuver causes a decrease in speed
of. 57. for each 90o or part thereof turned.

Turns involving dragging or reversing oars at emergency or racinig speeds may cause t'stresstt
damage to the hu11. (See t'Stress Damage" be1ow.)

Turning witlr the Rudde! Alone
hTtren a vessel is maneuvering with the rudder a1one, any turn made on the tr:ack lndicated by
computing the turn radius on the appropriate Turn Radius Tabl.e will be made safely and rrlthout
incident. Wider turns are also safe. However, great stresses are placed upon a rudder and,
if sharper turns are desired, risks are incurred which may result 1n the rudder breaking or
even the capsizing of a vessel under said. Id'hen making sharp turns, use the following tabl-e:

Reduction of Turning Radius Z Chance of Rudder Breaking % Chance of Caps:.Lzing*

1 track narrower
2 tracks narrorrer
3 tracks narro\rer
4 tracks narrower

102 per 45o of turn
207, per 45o of turn
35% per 45o of turn
502 per 45o of turn

102 per 45o of turn
20% per 45o of turn
3A% per 45o of turn
+07. per 45o of turn

*On1y vessels under sail have a chanee of capsizing when rnaking a sharp turn. Risks of capsiz-
ing are ddcreased by 5Z per track for vessels wide in beam (cumulative, so that the risk in a
turn 4 tracks narrower Ls 402 - 4 x 57. = 202 for a r^'ide sailing vessel like a eog). The risk
of capsizing is raised l0% in good or strong winds and 202 in ga1es. Vessels under oars i.;i11
not capsize but may ship \,rater instead. (Ro11 7 - 6 x 6-sided dice for flotation 1oss.)

If a shipts rudder
dead in the water
without a rudder,

Speed

0 - 2 knots
2 - 3 knots
3 - 4 knots
4 - 5 knots
5 - 6 knots
6 - 7 knots
7 - 10 knots

5Z shifr 45"
102 Shift 45"
202 shifr 45'
352 Shift 45"
50:d shif r 45 "
757. s]nift 45"
902 shifr 45"

is broken by violent maneuvering or by battle damage, the vegsel must stop
for 10-60 minutes while repairs are made. 0f course, a ship might continue
but it will generally be out of eontrol and its movements unpredl-ctable.

Oared Vessels: Z Chance of Shift Sailed Vessels: % Chance of Shift

port
port
port
port
port
port
por t

or
or
or
or

or
or

starboard l5Z Shift 45o port or starboard
starboard 252 Shift 45" port or starboard
starboard 4AZ Shift 45o port or starboard
starboard 552 Shift 45o port or slarboarci
starboard 752 Shift 90" port or starboard
starboard 902 Shift" 90" port or starbcard
starboard 100,'{ Shift 90o port or starboard
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The dlrectlon the vessel w111 move 1s determlned at the beglnnlng of the movement phase. If a
shlft occurs, the vesselrs course ls altered accordlngly and the shlp 1s moved along the new
line for the dlstance that would be covered at the ordered speed. In the case of a vessel un-
der sa11, the slnd directlon w111 determine the speed on a given course.

If a vessel under sall is "caught ln lrons" (with 1ts bows head on into the wind), lt wlll be
drlven back at 307. of the speed lt would normally cover when salling with the wind direetly
astern. Since most vessels are designed to point their bows into the wind when not under eon-
trol, al1 vessels under sail or else unmasted and without power will tend to hold this atti*
tude 752 of the time.

The structural
number in the
and structural

Whenever a
damage will
repairs may

Z Damage
01 - 102

ratlngs
Structure

of a1l vessels are given in the Dara Tables immediately after the slze
For example, an entry of 6/C means that the shi.p is at size 6

xl 100 - 120r = x10
x3 L27 - 130' = x12
x5 131 - 140r = x15
x7 141r + = x15 * 1 per 10r additional

a size number of 5, structural type "D" (=4), and a length
10 = 90 points.

The structural strength (SSTR) of a vessel represents the amount of damage a ship may absorb
frorn artillery fire, ramming attacks, or maneuvering stresses before it sinks. To determine
the SSTR, add the size number and the struqllqral type factor (see Data Tables); then multiply
the result by the fe.,gtt factor:

SSTR = size * structural type x length factor

Size Number: As given in the Data Tables.

Structure: Given in the Data Tables. The numerical values of the structural types are as
follows:

Length: The length factors are as follows:

entrv.
strength ttCtt.

Elite Materials and Design :

Superior Materlals and Deslgn:
Average Materials and Design :

Reserve Quality :

Poor Quallty :

Garbage :

A=10
B=8

E=2
F=1

C=6
D=4

I0 - 30r =
31-50' =
51 - 75' =
76 - 100' =

Example: An Athenian Trireme IV has
of 120f (=x10). Its SSTR is 5 + 4 x

Construction quality bonuses will increase or decrease the

15OZ SSTR
1252 SSTR
1OO% SSTR
90 Z SSTR
80 Z SSTR
70 % SSTR

SSTR,of a vessel:

Large Cog : +252 SSTR

Great Cog : +40% SSTR

Uschere : +402 SSTR
Gales Tarida: +202 SSTR
Galeass : +352 SSTR

vessel is rammed or struck in the hul1 by artillery shot or incendiaries, structural
result. Depending upon the amount of damage (cumulative) that the hu11 sustains,
by made either at sea or ashore on a beach or 1n port.

Status of the Vessel and Possibi-e Repairs
l,i*itea a" .. Each crewman detailed to repair
work may restore 1 SSTR point per houl.*
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i{ Damage Status of the vessel and possible Repairs (cont.)

ll - 30% Moderate damage which may be repalred at sea. Each crewman detailed to repalrwork may restore 1 SSTR point every two hours.*

3L - 50"1 Extensive damage which may be repalred at sea, provided the ship,'heaves torr.Repairs are done at the rate of 1 ssrR pc,int every 3 hours per crewman assigned.,k

5l - 99'l Massive damage whch requires work on the beach or in the shipyards 
"

*crevrmen repairing the shlp must be seamen. others work at r/3 the speed of seamen.

rf structural damage occurs as a result of treing struck by a submerged prow or by z4-pdr or36-pdr shot, there is a lj-kelihood that flotation will be losr becaise the vessel will shipwater through the ho1es. For each 5% damage done to the hu11, ro11 a 6-sided die. This re-presents the amount of flotation lost the moment the hole is made. Each hour thereafter, ro11the appropriate number of dice again for total damage. The number of points of flotation lostmay be counteracted by detailing 3 men to bailing oi manning the pumps, with each 3 men reduc-1ng flotation loss by 1 pointperhour. Flotation polnts are equal to the ssrR of the vessel.

Few oared vessels \tere constructed stoutly enough to be irnmune to structural damage when per-forming violent maneuvers at hlgh speeds. the iight hu1ls of such vessels precluded any chanceof building strong frames.

A11 vessels are rated at structural strengths ranging f rom trA, to !rF,. Type ,,A,, and ,,B', ves-sels are structurally sound and do not suffer stress damage. A11 others may sustain damagefrom the stresses of turning at emergency or racing speeds while dragging or reversing oars:
ttC" type vessels:
ttDtt type vessel.s:
t'Ett type vessels:t'Ft' type vessels:

ro11 1 x 6-sided die = structural damage
rolL 2 x 6-sided dice= structural. damage
ro11 3 x 6-sided dice= structural damage
ro11 4 x 6-sided dice= structural damage

There is always a chance that a vessel will run aground when sailing in closed waters. If it
haopens that a ship does run aground, it will suffer damage to the hul1.

If the ground i-s sandy, rolT 2 x 6-sided dice for structural damage. Vessels under sail will
have the masts torn out if proceeding at more than 5 knots.

If the ground is rocky, treat the damage as if the vessel had been rarnmed in a
another shlp of the same size with an armoured prow. Minimum damage is always

bow
3x

attack by
6-sided dice.

Wargames hsould simulate the performance of men. Both sides in any given battle in naval his-
toty used vessels that were basically similar. It was the dlfference in crew perfornances
which ultimately decided the batrles.

Crews are divided into "sailing crewstt and "rowing crews". Except for the Viklngs and the
Herblc Greeks, few natj-ons developed shlp's crews who were expert at both 

"""*"n"hip and rowing
at the same time. Eaeh of these groups is divided into seven classes to mark their training,
conditloning, and efficiency:

I

Raw Crews: Landsmen who have been at sea for less than 3 months.
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Green Crews: Sai-lors or rowers who have been at sea for 3 to 6 months. They know the rudi-
,ents of their shipboard tasks and are progressing .to the finer polnts,

Reservists: Sailors or rol4Ters who have had about a yearts traini-ng and sea-duty. These mili-
tia erews are cal-led up in wartime to i,ncrease the size of the fleet"

Regular Crews: Sailors or rowers who have served with the fleet for more than 6 months and
who have mastered the basics in seamanship or woring. There are always veterans in such crews
who steady and teach the rest. Thls class is the typlcal crew found aboard most warships and
merchantmen.

Elite Crews: Hand-picked regulars who exhj'bit superior traini.ng and skill.

Veteran Crews: Regulars ttseasonedtt by several years of service and who have been i.n a war or
a number of naval engagements. crack merchantmen also carry such crews.

Veteran Elite Crews: Ihe best of the naval forces, these crews are superbly trained, motivated,
ffisthavehadextensivenava1service.Squadronandf1eetf1agshipswi11
tend to have sueh crews at all times.

Naval crews will run the ful1 range of classification from raw to veteran-elite seamen and row-
ers. Merc hant ships have raw, green or regular erews. A first-class merchantman always ships
veteran or elite crews.

sl-aves may be employed as rowers, but few attain a status above regulars.

SAILING CREWS

The sailing crews are those mariners charged with working the ship itself; making and taklng
in sai1, navigation, anchoring, beaching, etc. The following table presents a summary of their
skills and abilities in any, glven class:

Speed Turning
Crew Class Maklng Sqil Sail Handling Modifier Modilier

Raw 25 rnin. 352 errar -2C7" +3
Green 20 min. 25% error -LAZ +2
Reservist 10 min. 2AZ error - +1
Regular 10 min. L5Z erro'r
Elire 10 min. L07" error +LAZ
Veteran 5 min. 7Z error +207 -1
Veteran Ellte 5 min. 5% error +307" *1

Making Sziil: The time a erew requires to raise anchor and set sai.l, to ship or unship the mast
(in galleys and Viking ships), or to change sa11s (winds require different sail than breezes).

Sail Handling: The skil1 with which the sailors man the braces and shift sail when coming
about or sailing in high winds. There is a ctiance of error. A check 1s made each ti.me a
change j.n course is ordered or once per hour r,vhen a ship is sailing in strong winds, under
maximum sailing conditioos, or in gales. Roll percentage dice:

0 - 25 No error"
25 - 50 Reduce speed by 252 in the turn the error occurred.
51 * 85 Lines and gear are carried avoay. Reduce speed by 1*-1002 lor 10 - 60 minutes whj.le

repalrs are made. If turning, a vessel under sail has a chance of capsizlng. (See
t'Turning wlth the Rudder", above) .

86+ Dismasted! The ship is crippled for I to 6 hours while repairs are made, Speed is
reduced by 252 when using a jerry*rigged rnast until- landfall is made and proper repairs
can be carried out.

E1ite, Veteran, and Veteran*E1ite crews subtract -10 frr:m lhe dice result.

lgggg__Uggiftgr: A percentage modifier indicating the bonus or penalty obtained by good and
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poor crews, respectively, lrhen under sail. A (+) bonus represents the percentage of additlonal
speed to be added in a given wind. A (-) penal-ty represents the percentage of speed to be sub-
tracted in a given wind.

Turlllng Molllf:Lgr: Under sail- or oars, superior crews are able to make narrower turns safely,
wlthout rj.sk of stress damage to the htill, shipping water, or capsizing. The (+) bonus is the
number of turning tracks which may be subtracted from the turni-ng radius of the vessel at a
given speed.

RoWING CREI^Iq

Rowing crews exhibit a wide range of endurance and efficiency. The following table surmar1zes
thelr ski1ls and abilities:

SkilllPerformance
Endurance Points
Slow Crui-se
Slow Cr" Limit
Standard Cruise
Standard Cr. Limit:
Battle Cruise
Battle Cr. Limit
Emergency/Ramming
Ernergency Limit
Racing Speed
Racing Limit
Speed Modifier

Class o! Crew:
Raw Green Reservistls TE-- Zo-.
\/hr, L/hr. l/hr.
8 hrs. t hrs. 10 hrs.
1/30 min. 1/3C min. 1/30 min.
5 hrs. 6 hrs. 7 hrs.
3/10 mln. 2/10 min. 2/10 min.
t hr. 2 hrs. 3 hrs.
5/5 min. 4/5 min. 3i 5 min.
10 rnin. 10 min. 15 min.
7 /5 mi:r-. 6/5 min. 5/5 rnin.
5 min. 5 min. 10 min.

Regul-ar Elite Veterafl
24 27 30
l/hr. Llhr. Llhx.
11 hrs. 12 hrs. 14 hrs.
1/30 min. 1/30 min. 1/30 min.
8 hrs. 8 hrs. t hrs.
1/10 min. 1/10 nin. 1/l-0 min.
3 hrs. 3 hrs. 4 hrs.
3/5 min. 3/5 min. 3/5 min.
15 min. 15 min. 20 min.
5/5 min. 5/5 min. 5/5 min.
lo_min' lo_min' 

1?0il'"'

Veteran
Elite
35
Llhr,
16 hrs.
1/ 30min.
10 hrs.
1/ 10min.
4.5 hrs.
3/5 min.
20 min.
5/5 min.
15 min.
+L5%

Endurance Points: There is a limit to ments stamina. Rowing is strenuous work, and each crer^r
has beeil;signed a standard 1evel of endurance, represented byttendurance poinist'" Endur-
ance points are expended as the cr€wrows,the vesseln resulting inttfatlgue".

Slow Cruisg: A11 crew classes expend 1 endurance point for every hour of woring at slow cruise
speeds. One endurance point is deducted at the end of each game hour.

Slow Cruise Liniit; The maximum number
;-i.rr-"r-"rse spe.ds are not exceeded for
for ttexc-essive fatiguet' on the Fatigue

oi hours that a crelr can spend at the oars per day if
more than 3 hours. If the limit is exeeeded, check

Tables every hour spent at slow cruising.

ramming levelso the
spent at battle cruising

tandercl ltuige: The number of endurance points expended per 30 minutes of rowing at standard
cruise speeds. Even if only a brief increase from sl-ow to standard crulse occurs before
dropping the speed, at the end of the 3O-minute game period in which the vessel had travelled
at standard cruise, there i-s a 2A% chance per 5 minutes spent at standard speeds that endur-
ance points are expended, in addition to the fatigue that is experienced for slow cruising.

Stqndard Cjuise Limit: The maximum number of hours that a creur carl spend at the oars per day
if standard cruise speeds are not exceeded for inore than 2 hours. If the limit is exceeded,
check for excessJve fatigue on the Fatigue Tables every 30 minutes spent at standard cruis-
ing 

"

Eg!qE-qE&-q: When increaslng to battle speeds, crerils expend endurance points every 10 min-
utes. $i.n the case of standard cruising, only a brief increase from slow or standard cruise
to battle speed brings a 60,2 chance per 5 minutes spent at battl-e cuj-se that endurance points
will be expended in addition to the fatigue experienced for slow or standard cruising. Once

l-0 minutes are spent at battl-e speed, endurance points are always expended.

Battle qrglEe L:L!d!: The maximum number of hours that a crew can spend at the oars per day
if battle cruise speeds are not exceeded for more than t hour. If the limlt has been exeeded,
check for excessive fatigue on the Fatigue lable every 10 minutes spent at battle cruisi-ng.

Emergency/Ramning Speed: The moment speed increases to emergency or
printed number of endurance points are expended in,addit:Lcn to those



60

speed. To proceed to emergency speed, a vessel must already be at battle cruise. If at
slower speeds, the vessel may accelerate quickly, at a further expendi-ture of 1 endurance
point per speed 1evel, to reach emergency/ramming speed.

Emergency/Ramning Speed Limit: The maximum nuober
at emergency speeds before ehecking on the Fatigue
at such speeds. Once a crew exceeds its 1imit, it
it subsequently drops to except sJ-ow speed.

of minutes that a crew can row steadily
Table every 5 additional mlnutes spent
will continue to fatigue at whatever speed

Racing 9peed: When a crew goes "a11 out" to attaln its maximum possible speed, the printed
number of endurance points are expended in addition t.o those spent at battle cruising speed.
Io proceed to raeing speeds, a vessel wiff expena f endurance point per speed level- .""Lt..-
ated. For example, a vessel cruising at standard speeds will have to increase speed through
3 leve1s (batt1e, emergency, racing), and the crew expends 3 endurance points extra.

Racing Speed Limit: Because racing speeds represent
crew, there is a 25% char,ce that any crew that rorrrs
fatigued. If a crew ro$rs over lts limit, there is a
exhausted after every 5 minute peri.od spent over the
loss of all endurance points remai"ning.

a maximum effort on the part of the
to lts limit wil-1 become excessively
25% chance that it will become totally
1imit. Total exhaustion results ln a

SLeed l"fqdifier: The quality of the crew will determine the speed at which it can row the
vessel. Superior Veteran and Veteran Elite crews add a bonus to the speed of the ship so
long as their endurance point leve1 remains above 10.

Fatiguq and Exqessive Fatigue
As noted above,ttfatiguet'is represented by the loss of endurance points.

1. Inihen a crew fa1ls below 10 endurance points, the speed of a vessel under oars will be
reduced by -107. for each point below 10. For example, 7 endurance points = 707. of typical
speed.

2. Once the limit of fatigue is exceeded at any given speed level, a fatlgue check must be
made:

Slow Cruise : Check every hour
Standard Cruise: Check every 30 minutes
Battle Cruise : Check every 10 minutes
Emergency Speed: Check every 4 minutes. If speed is dropped, check at tj-me interval appro-

prlate for that speed.
Racing Speed : Check every 5 minutes. There is a 252 chance of total exhaustion every 5

minutes as wel1. If speed is dropped, check at time intervals appropri-ate
for that speed, and there will be no more checks for total exhaustion.

3. Once the limit of a crew is exceeded at any speed, continu-d exertion increases the chance
of additional fatigue. Indeed, the probability of experiencing fatigue is progressive and
worsens as the time is extended beyond the crewts limits until no further activity is possi-
b1e. This means that the ship stopsl

As soon as a crew exceeds its limits, use the following tables to determine the number of
a4ditignal endurance points 1ost. Each time a check is made, proceed to the next table. For
example, lst check = Table t,Znd check = Table 2, etc.

I



Roll a 6-sided die:

Crera
Class
Raw
Green
Res ervis t
Regular
Elite
Veteran
Vet " Elite

Crew
Clas s
Raw
Green
Reservis t
Regular
Elite
Veteran
Vet. Elite

0n the 5th
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EXCE S S rVE__FAlt rcUE TAB_LE g

Fatigue Table I
Die 4eeu1t:
_1_ Z _1:11

Fat-Lgue Table 3

Die Result:
i---;-_'--;_r114

and a11 subsequent fatigue checks,

Crew
Class
Raw

Green
Reservis t
Regular
Elite
Veteran
Vet. Elite

Crew
Class
Raw
Green
Reservist
Regular
Elite
Veteran
Vet. E11te

all crews conti"nue to use

222
))')
122
112
111
-11

1

111
111
-11::1

6
z
1
1

1
1
1
1

li
11
11
-1

723456
222334
122233
122223
112223
112222
111222
111122

3

2

2

2

L

2

2

5

,
2

2

1
1

1
1

L222
1122
11t2
*111

11
:::1

Fatigue Tab& 2
Die Result:
!-2-E !

Fatigue Table 4
Die Result:

Fatigue Table 4.

Rowing crews may recover from fatigue by:

1. Sleeping while a vessel 1s under sai1, at anchor, or beached. Sleeping restores 102 of the
crew's endurance 1erze1 per hour, Eight hours of sleep fu11y restores rowing crews.

2" Resting on the oars restores 5z of the crewts enclurance per hour.

3. Rowing at slow cruise speeds restores veteran and veteran-e1ite crews by 5Z per hour if
they are not making excesslve fatigue checks.

If a crew 1s checking for excessj-ve fatigue, reduce checks by one table for each LO% of endurr
ance polnts recovered. However, if a crew chances to obtain a negative endurance 1eve1 as a
result of excessive fatigue, it becomes totally exhausted tor t-5-Eours, after which it will
begin recovering endurance points.

After 18 hours of rowing, crehrs wi1J" fatigue at 5 endurance points every 30 minutes at cruising
speeds, and higher speeds are not possible" No rest, short of sleeplng for 8 hours will restore
a crerr in such condition.

It is the strategic role of the fleet to protect coinmerce, to escort convoys of supplies and
reinforcements, and to disrupt enemy commercial. and military activity on the sea. The ultimate
tactical r:bjectives are men and material.

On land, the attack j.s always rnade upon the lives cf the enemy. Sooner or later, an army must
fight. Marching and countermarching merely delays the contest of strength until one sidl gains
an advantage of position. Fortifications augment the fighting strength of the defender but
agai-n only delay the inevitable. 0nce breached, the wa11s no longer bar the encounter of man
against rnan in mortal combat. The alternatlve to fighting in land actions is alrvays eapitula-
tion.

On the seas, warfare is waged in a hcstile environment. The sea w.?.its to dror"m the defeated.
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Commanders must therefore make the tactical cholce of attacking the enemy crews directly or
destroying the vessels which support them and letting the sea complete the slaughter. Tactics
chosen are dependent upon the vessels, crews, and armaments available to both sides.

Fighting complements reflect the naval tactlcs characterizing a glven nation. Ships with large
numbers of Lreavily armoured and well armed troops suggest a tendency to board and storm the
enemy. 0n the other hand, vessels with limited numbers of troops or lightly armed troops will
avoid close combat unless a clear superiority exlsts. These are the lessons taught by the Ro-
mans in the Punie Wars.

@suchass1ings,bows,crossbows,jave1ins,throwingaxeS,andmuskets
were ised to thin enemy decks and decimate rowing crews, Vessels with large numbers of missile
troops will tned to stand off and fire volleys lnto thelr enemies. Only when sufficient num-
bers of heavily armed troops are also aboard will they seek to board their adversaries early in
a battle"

Artillely is used to attack both the ships and crews. Mechanical artillery \..7as usually capa-
b1e of throwing stones, spears, and incendiaries. Cannon fired stone shot, iron shot, or grape
shot. Solid shot and incendiaries threaten both ship and crer.^/; spears and grape shot imperll
only men. The choice of "loadstt1s vital to effective fire. Furthermore, only larger vessels
or structurally strong vessels may mount artillery of any size.

Rammlng r,ras employed to cripple or sink enemv vessels. The ram could be submerged or placed
Aovt the waterline. As most ships had planking rarely more than 2 l/2" thick, a ramming at-
tack coold be quite effective even at moderate speeds. Galleys of the later mediaeval period
and invariably all galleys during the Renaissance employed a spar placed above the waterline.
The spar broke up the telaro fo enemy galleys and caused serious casualties amongst the rowers.
Significant damage .otrld u1"o be done to the hu11s of rammed vessels.

The Greeks developed the tactics of ramming into a science, and these remained i-n use through-
out the period that the ram was carried aboard oared warships:

1. The beak to beak ramming attaek was uncofirmon because it was suicidal to attempt a head-
long charge with the ram unless one had a significantly larger and stronger ship. 0nce
committed to such an attack, the slightest error or change in course made all the difference
between inflicting or recei-ving a fatal blow. Gung-ho wargamers will have to accept the
fact that, while they are willing to thro\,r' ships away, the men on the decks of those ships
will have to find the courage to contemplate such tacties seriously.

4.

The diekplous or t'charge throught'developed from the universal tendency to have squadrons and
fleets drav,rn up in line abreast, either ln straight ranks or in a crescent formatj-on. The
diekplous involved charging the enemy 1lne. The aim was two-fold. First, a sheering man-
euver could be attempted by passing close inboard and trailing or depressing onets oars wlth*
in the line of the reinforced cathead, If the enemy r.uas slow in trailing or taking in his
oars, the passing vessel would snap them off. Alternately, a r+ider pass would be made to
permi-t missile troops to rake the enemlzts decks.

Grappling was fairly uneommon in the period prlor to 450 B.C., although boarding actlons
were initiated when vessels rammed each other or a mobile attacker could catch a cripple.
Grappling hooks and lines were in use after 450 8.C., but not until the Romans came on the
scene did they find extensive use. The Romans also employed the Corvus or boarding ramp
with devastatj.ng effect. Mediaeval and Renaissance naval warfare were passionately devoted
to the tactic of grappling.

The _anaBtjophe or "turnabout" was initiated if a sheering or firing pass (diekplous) was
successful. The attacking captain made a fast 180o turn j-n order to ram before the enemy
could complete his or,'n turnabout. Sueh tactics require speedy, highly maneuverable vessels
and a rowing crew capable of reversing oars smartly.

The per-illous or "envelopmenttt required superiority in numbers or else great superiority 1n
speed and maneuverabllity. The tactic involved overlapping the flank of the enemy fleet or
Squadron, with the flanking vessels charging abreast of the enemy and then turning in to

)

J.

5.



make broadside attacks against
fleets anchored their flanks by
Salamis.
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the outer vessels in the 1ine.
taking position ln straits or

If they were ab1e, outnumbered
narrows, as the Greeks did at

?

J.

4.

q

SQUADRON AND FLEET TACT]CS:

Squadrons and fleets operated in distinct units and sub-units, under close discipline. indiv-
idual action was frowned upon if "taking the initiative" broke the integrity of the formatl-on.
0n1y the most barbaric of fleets and squadrons were handled in a manner that permitted each cap*
tain to do what he wanted. Thus orders will tend to apply to all vessels in a unit, reith per-
haps only slight variations for some given speclal assignments.

1. Line Astern formations were used when shlps were "proceeding in company". When several-
squadrons were present, a number of columns of shlps would be formed, with sufficient sea
room between columns to permit rapid forming into line abreast.

Scouting Line formations saw the light vessels and any larger warships detailed for: scc:ut-
ing in a wide line abreast, each vessel in sight of at least one other to permit signalling-
Several of the fastest vessels in the fleet would be detailed as dlspatch boats to carry
work back to the main force followlng behind.

Battle Line would be formed when the enemy was in view. The fleets on both sides would
position their vessels in line abreast, with 25 to 100 yards between ships. Often, oared
vessels would stop completely to carefully dress lines and rest crer^rs before proceeClng
into battle. Slower, ol-der, or second-rate vessels would be placed in the second or reserve
1ine. Merchantmen and transports would have some vrarships Cetailed to them for ciose escort,
and the maln body would take position to impose themselves between the convoy and the ene$y
at all times.

Viking Ship Islands were often employed when the Northern peoples fought each other, but
not when they fought their enemies to the south. Large numbers of ships wouid be lashed
together, broadsides to broadsides, creating a floating island under sail. The fastest ves-
sels 1n each fleet would be left independent of the "islands" and remained on tlr-e flanks
to dart in and exploit enemy weaknesses" Then the lslandlike formations would come together
and a grand melee would begin.

Tactics under Sail were similar to those performed under oars, but they were subject to the
winds. Sailing vessels attempted boarding actions when they carrj-ed large fighting creTrs.
Otherwise, they indulged in extensive archery and artillery fire. Ramrning was rarely used,
except in an attempt to sheer the oars of an oared enemy or to overrun sma11, fragile op-
ponents.

For those players who desire to fight isolated naval actions on a tournament game basis, the
followlng point values hsould be used. Depending upon the size of action desired, the players
should set the total points to be allocated to each opponent. Point costs reflect costs of
building such shipping.

Iype of Vessel Poinlq
1. Egyptian Punt Ship 6

2. Egyptian I,Jar Gal1ey 15
3. Phoenici-an Bireme 15
4. Sm. Phoenici-an Merchantman 4
5. Lge. Phoenician Merchantman 10
6. Early Pentekonter 11
6. Rarn-bow Pentekonter 13
7. I{ed. Dispatch Boac 13
8. Hecatonter 25
9. Early Greek Bireme 15

Type of Vessel ?oints
26. Irajanrs Coast Gd. Ship 10
27. Galea or Moneres 15
28.Ousiakos 30
29. Pamphylos 45
30. War Dromon 90
31. Galea Sotilla 70
32. Galea Tarida 150
33. Sagitta L4
34. Vacchette 4

35. Galee di Mercanzia 150
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10. Early Greek Trireme I
11. tlreek Trireme II
12" Greek Trireme TII
13. Greek Trireme IV
14. Greek Trireme V
15. Syracusian Pentere
16. Successor Pentere
17. Successor Octere
18. Successor 16-er
19. Sm. Med. Merchantman
20. Lge. Med. Merchantman
21. Carthaginian Bireme
22. Carthaginian Pentere
23. Roman Bireme
24. Roman Quinquereme
25. Augustan Bireme

Type of A,rmarnent,/Iitting
Scorplon
Ballista
Catapult
Mangronel
Greek Fire Projector
Corvus
Barbotte

Constrgction Quali!y
Elite materials and design:
Superior materlals and design
Average materials and design:
Reserve quality:
Poor quality:
Garbage:

Crew CIass Per 100 Rowers
Raw
Green
Reservist
Regular
Elite
Veteran
Veteran Elite

Shield
Medium Armour
Heavy Armour
Fu1l Armour
Plate Armour

Slingers
Archers
Longbovrmen
Light Crossbovamen:
Heavy Crossbowmen:
Musketmen :

Artillerists :

Officers :

Heroes :

36. "0rdlnarytt Gal1ey
37. Galleass
38. Usciere or Nef
39. Mediaeval Med. Merchant
40. Venetian Carrack
41. Viking Warboat
42. Viking Longship
43. Viking "Serpent" Type
44. Sm. Nordic Merchant
45. Lge. Nordie Merchant
46. Smal1 Cog (pre-1250)
46 " Sma11 Cog (post-1250)
47. Large Cog
48. Great Cog
49. Cara-re1
50. Carrack

Type of ermamen!llFltting
36-pdr cannon
24-pdr cannon
9-pdr cannon
6*pdr cannon
4 7/Z-pdr gannon
2*pdr cannon
3t x 4t x 3" Mantlets
Stone Shot (24-pdr or 36-pdr)
Key of Powder

Cost Modifier
l5aZ of cost; ship
\252 cf. cost; ship
cost value; speed
902 of costl ship
802 of cost; ship
702 of cost; ship

-Psr-49-!c11ep

is 102 faster.
is 57" faster.

as given in Data Tables.
is 5% slower.
is 702 slower.
is 202 slower.

18
20
,(
35
45
50
100
150
300
a

50
1q
,o

30
25
50

Points

80
300
300

40
200

L2
18
75

4
11
15
2A
80

L25
.20
200

Points
1
2

3

3

t5
I
15

I
2
4

5
6

8

10

1
2

3

4
A

8

10

I
2
J

4
6

8
LU

15
10

5

J

2

1
1/20r of ship

1
1

*1 point per 100 men
*2 points per 100 inen (leather cuirass, bri.gantine)
*3 points per 100 men (bronze or banded cuirass, chain
*9 points per 100 men (scal-e or chain hauberk)
*18 polnts per 100 men (combination chain and plate or

*3 points per 100 men
*3 polnts per 100 men
*4 points per 100 men
*4 points-per 100 men
*5 points per 100 men
*5 points per 100 men
*6 points per 100 men
*10 points per 100 men
*10 per man

shirt)

ful1 plate)

Though these point allotments allow for all ships over a 3000 year period, gamers should not pit
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of a far later period.

CAMPAIGNS

The sweep of naval history is too vast to permit a comprehensive summary of most of the import-
ant naval battles and campaigns that occurred between 1200 B.C. and A.D. 1571, but a number of
battle senarios are provided be1ow. As wargamers are an innovatlve 1ot, there is provisi-on for
designing whatever naval campaign they may choose,

The ttBattle Senarios" present several "set-piece" naval actions dravm from the ful1 range of na*
val history up to 1571. Players are allotted a definite number of tournament points with rahich
to "purchase" their ships and crews. In some instances, precise fleet or squadron compositions
are given.

The "Campaign Polnts Tab1e" is a review of the estimated naval strengths of the major sea powers
of classical times up to the beginning of the Roman Civil i^lars at the end of the lst century BC
By using the tournament point system, players can build their fleets according to whatever appre-
ciation they have of the naval situation and the needs of their nations. The result will not be
too different from actual fact. Ships of all types indicated as being characteristic of a part-
j-cu1ar nation should be bui1t, and players are not barred from constructlng vessels that are ob-
solete ln a given historical period. Vessels of contemporary povr'ers which are not characteristic
of a nationts own fleets may be built on an "experimental" basis at L257. of usual costs. Play-
ers are also encouraged to do some research to discover the frame of mind of the naval commanders
of the time and the naval policies of the nations they ru1e. Successor nations, for example,had
an almost fatal preoccupation with large vessels, and this should be reflected 1n the fleetstruc-
ture. If one is playing a comprehensive campaign, with land actions using ancients rules such
as Lagion (Fantasy Games Unlimited,1976), transport and merchant vessels will be needed. As-
sume twice the number of campaign points allotted to warship bulding and replacement are used in
commercial and naval transport construction. Flnal1y, annual replacement points reflect the
ability of a nation to recover from losses at sea. These are cumulative at a rate of L0% per
campaign year of the unused total at the end of any year. They cannot be used to expand fleets
beyond given limits, however, as the number of men to man the ships and the money to build them
was limited.

The "Chivalry & Sorcery Naval Campaign" 1s provided as a much-needed supplement to the land cam-
paigns based upon Chivalry & Sorcery (Fantasy Games Unlimited,7977). It 1s deslgned primarily
for medieval and H:EgLeg!_Ag" style campalgns, and the ful1 range of Chivalry & Sorcery economic,
politlcal, and man-to-rnan cornbat rules may be used. Scale deck plans of a number of ttre shi-p
types have been provided, suitable for xe-oxing if more than one deck plan of any type is re-
quired. The deck plans can be used to simulate detailed man-to-man boarding actions, using 25uun
miniatures. hlhen large battles are in the offing it is suggested that the faster "Me1ee Ru1es"
provided 1n this volume should be used instead of ChiyeEy_q_qrrg"IX. individual combat systems,
as the time element 1s important.

Players will note that campaigns are not provided for the period of history following the start
of the Christian Era, The plain facts are that historical records are often vague, non-exist-
ent, or so outrageously inaccurate with regard to numbers (medieval chroniclers are notorious
for their lnability to comprehend large numbers) that any attempt to give an authoritaLive
strength 1eve1 to a nation is subject to violent rebuttal. Players who desire to recreate a medi-
eval campaign are advised to use the Chivalry & Sorcery system of designing nati-ons, along with
a few good texts that estimate populations of key cltles, etc., inorder to establish a reason-
ably balanced assessment of the military and naval capaclties of the various medieval seapor.^/ers.

The following lists contain the capabilities of nations involved in rnajor naval campaigns to
make war at sea. Crews and hsips should correspond to the types encountered historically.
t'Bu1ld Pointst'andttYearly Replacement Points" are allocated to each nation to constxuct and
crew warships, and to make up losses. About l0Z of unused replacement points may be carried
over to the next year, but fleets cannot be significantly increased in size because the build
points represent effective maximums 1n maintaining fleets. Merchant fleets can be eonstructed
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as well by using twice the build and replacement points

Histor:Lcal Period eryL lq4mpaign

1200-600 B.C. The Early Period
and Heroic Age

-tJu].lo
Points

for non-combatant
Yearly Point
Replacements

ships.
Characteristic
Type of Slips

llL,2
l!3,4,5
i|4,5, then /i 6,8
ll6,g

Nationality

Egvp t
Phoenicia
Cyprus
Greeks

1 750
3500
1 750
2000

100
250
120
150

50 B.C. Davnr of Seapower
to Lhe Persian I^lars

The first group of vessels is
the Persian Navy, although a
distinction may be drar^'n if
portraying the period prior
to Persian domination of Asia
Minor.

The second group is the Greek
Navyr. or rather the combined
forces of the separate Greek
city states.

Phcenicia
ur-1r_c1a
Lycia
Cyprus
Car ia
lonla
Hellespoat
Doris
Aeolia
Panphylia
Aegean Is,
Egypt

Athens
Corinth
Argos
Greek Is.
Greek States

ll6,g ,4,5,19
ll6,g,Lg
ll6,g,Lg
ll6,g ,79
ll6,g ,19
ll6,g ,lg
ll6,g ,19
ll6,g ,L9
ll6,g ,19
ll6,g ,Lg
ll6,g ,19
ll6,g ,lg

5000
1900
900
2800
1300
2250
2250
550
1500
1000
650
3000

150
70
250
100
200
225
40
150
100
50
275

4

6000
47 00
3500
800
3000

450
375
3s0
7<

250

ll6 ,7 ,\A,11-,l-9
ll6 ,g ,L0,11,19
ll6,g ,L0,11, tr9
!15,9 ,10,11,19
#6 .9 .10. 11.19

450-400 B.C. Ihe Rise of the
The Peloponnesian WarGreeks:

The flrst group of vessels is
the Persian Navy, although it
is rather fragmented and the
Greek provinces are l1kely to
prove disloyal in a confllct
with Greeks.

Ihe second Group represents
Athens and the De11an League.

Tbe Peloponnesians represent
Corinth, Argos, and their
principal a11ies.

A1l ottrers represent neutral
naval powers who may become

Succes sors

Phoenicia
u111Cr_a
Lycia
Cyprus
Garia
lonia
llellespont
Doris
Aeolia
Pamphylia
Egvpt
Athens

Delian L.
Peloponnese
Greek States
Rhodes
Syracuse

League of
Corinth

Asia Minor
Cyprus
Rhodes
Egvpt

Carthage
Syracuse
Rome

S. Italy

2000
1000
3200
1400
2440
2500
600
1750
1200
6500
14000

2500
9500
5000
2 000
4s00

450
L75
1E

300
L25
244
250
60
150
120
500
1000

7 ,9 ,10, 19,
ll7 ,g ,LO,l9
ll7 ,g ,LA,)-9
#7 ,g ,1a,11,19
ll7 ,9 ,10,11,19
ll7 ,9 ,LA,11,19
il7 ,9 ,lo ,11,19
ll7 ,9 ,10,11,19
ll7 ,9 ,L0,11, 19
ll7 ,9 ,lA, 11,19
ll7 ,9 ,lo ,l-1, 19
#7,L0,11,12,13,
14,L5,L9 ,20
ll7 ,L0, 11,19
ll7 ,g ,L0,11,19
il7 ,9 ,LO, 11 ,19
It7 ,9 ,LA,11,19
l!7 ,g ,L0,11,15,
19,22

drawn j-nto conf licts . Garthage 5Q!q 500 /15 ,7 ,Ll ,\9 ,?l ,22

Alexander 0thers A11 other powers are
at 757" of 450-400 B.C.

As in 450-400 B.C.

9000
4000
1500
4000

200
900
450
200
400

750
400
100
600

stre
650-- A11 Successors and

the territories they
control build ll7,L2,
L3,L4,15,16,1 7,18,
L9,2A,22 types of
vessels, as do such
deapowers as Cyprus
and Rhodes.
/17,12, 13, 19,20,2L,24
Successor Types
ll7 ,L9,24
ll7 ,12, 13,19,20

10000 900

As for 450-400 B.C.
3000 300
4000 350
13500 1100

Until 259 B.C.
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Historj-ca1 Period and Campaign Natignalitl

259-250 B.C. The First Puni-c Rome
War

first Punic War and the Second Carthage
Puni.c War

Others

Pergamurn
Selucids
0thers

Pergamum
Rhodes
Cyprus
Pontus

Characteris tic
Type of.Fhlps

117 ,L2,13, 10,20
2L,24

75A ll7 ,L2,L3,Lg ,20,
21,22

Build
Points

10000

13500

Yearly Polnt
Replacements

1000

Carthage 9000
Romans must place crack troops
on thelr vessels. Crews are
regulars at best for rowing
and Salling
250-201 B.c. Aftermath of the Rome 12000 1000 ll7,lg,zo,23,zq

7500 550

50% of. 322-25A B.C.
except for Cyprus and
Rhodes Successor TyLes

As for 25O-2Ot B.C.

and Rhodes Successor Tvoes

relative quiet in the naval sphere until Mithradates of
Pontus went to war with the Republic in 88 B.C. The Roman
fleet declined to 502 of 1ts former strength, Rome now
depending upon its clients like Pergarnum, Rhodes, and
Cyprus to malntain the sea lanes and keep them free from

88-b7 B.C. The War wlth Pontus Rome 7000 900 #7,19,20,23,24,26

4000 400
8500 7s0
402 of 322-25A B.c.
except for Cyprus

ll7,l2, 13,19,20,21 ,
22

Successor Types
Successor Types

ll7 ,12,13,15,19,20
ll7 ,12, 13,15 ,Lg ,20
ll7 ,72,13,15 ,Lg ,20
It7,L2,13, 15,16, 19.20

3500 300
3500 300
3500 300

550
5007 B.C. Pompeyts

the Mediterranean
War against
. Pirates

Rome

Pirates

7000 7 ,72,L3,L9 ,
?4,26

4500 250 116,7 ,L0,tl

qIq4IIN CIIE!,Ig
As a general rule, the figirfing contingents aboard ships of war and commerce alike tended to
correspond to the troops of the nationrs land armies. Indeed, most naval troops were nothing
more than unlts of the land forces transferred to sea duty. 0n1y a fer+ nations such as Rome
and the merchant city-states of ltaly developed "marines" who were specially trained for com-
bat aboard shlps. In all cases, sea troops were expected to function as effective landlng
parties, even forming armies of invaslon or relief rohere necessary.

1. Ancient Fighting Crews
Ihe fj"ghting crews aboard the vessels of cl-assical times tended to range frorn light to heavy
infantry. The chief characteristics of each national force are given below:

Historical Time NaqionaliiJ Typical Shlp I s Crer',
Egypt 407I Light Infantry armed with short bows; 602 l{edium Infan-

try armed with spears, daggers or axes, and shields. Of-
ficers armed as Medium Infantry. Seamen wer:e 1iglit Infan-

1200-500 B.C.

archers with short bows, the remainder being spearmen,
witin 257. javelins. 0fficers were armed like spearmen.
Seamen were Light Infantry with fer+ bows. Rowers fought.

Cyprus
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600-450 B.C.

Nationality

Phoenici"a
Cilicia

Athens
Corinth
Argos
Greek States
Greek Islands
Caria
Ionla
Hellespont
Doris
Aeolia
Pamphylia
Aegean Islands
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Typical Shiprs Crew

Essentially, 1itt1e difference occurred from Phoenician
types of 1200-600 B.C., except for a 30-407" proportion

swords, etc., about 302 archers and 40% javellnman. 0f-
ficers were simj-lar1y armed. Seamen were Llght Infantry
with few bows but a good number of spears and javelins.

600-150 B.c. Greek Armaments and Heavy Infantry. At this period, all
infantry and officer types wore bronze or leather cuirasses
and carried the hoplite shield. Arms were thrusting spear
and swords. Perhaps 202 were bowmen, and up to 502 would
have javelins. Seamen were light infantry r^iith few bows
but a good number of spears and javelins. Rorvers rarely
fought, but elite crews in exposed rowing posltions may
have worn leather body armour. (Greek sea troops prior
to this period were sim11ar1y armed, with ror,rers acting
as fighting troops--there being no clear "divlsion of
labour" in crews of the Heroic Age.) In the later period,
up to 402 wo,a,7d be archers and slingers.

450-322 B.C- Egypt 407. Light or Medium lNfantry armed with bows; 607. Heavy
Infantry in leather cuirasses and armed with spears,
axes, s\r'ords, and shields. Of flcers armed as Heavy
lnfantry. Seamen were Light Infantry, armed with

r
450-200 B. c. Syracuse Greek Armaments and lleavy Tnfantry.
450-333 B.C. Phoenicla Similar armaments to Egypt, 450-322 B.C.

1d
sti11 carry Oriental infantry types like those of Egypt,
450-322 B.C,, but these would be in a mlnority.

322-301 B.C. Roman Armaments: Heavy Infantry armed with Roman pilar*
short sword, legionary shield, and hardened leather or
banded cuirass. 0fflcers would have superior armour,
some in chaln body armour or high quallty rigid cuirasses.
About 2A7. wortTd be sllngers or archers. Seamen are Light
Infantry.

201 B.C.-200 A.D. Rome Essentially the same as above, only regular vessels of the
fleet tend to carry trained marines. Archery was increased
up to 5A7" of the troops. Sma11 vessels carrled fighting
rowers.

200-1200 A.D. Rome, then
Byzantium

Little difference from Roman troops
although fighting complements might
ily armed Cataphracts (fu11 scale or
sit.

of the precious period,
be augmented by heav-
chain armour) i-n tran-

700-1571 A.D. European States European flghting crews tended to be identj-cal to those of
land armies, with flghters ranging from Light Infantry to
Chlvalry. Archery tended to be stressed (up to 502 of the
crews were bowmen, crossbowmen, or slingers). Rowers
were fighting men in most instances until after 1400, when
a growing number were slaves, captives, or criminals. As
soon as muskets and cannon became common, they were placed
aboard galleys. Seamen tended to be Light Infantry, but
crews of elite vessels may have ruorn brigantines in battle.
They were armed with a huge variety of weapons.

7-0-1571 A.D. lslamic States Islamic flghting crews tended to range from Light to Heavy
lnfantry, with the majority being lightly armoured. As in
European vessels, most carried complements of up to 507"

archers. Rowers were captlves, slaves, and crj-ninals.

I
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Historical Time

400-1200 A.D.

Nationa_lity

Vikings
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Typical Shiprs Crew

Viking flghting crews were rowers, seamen, and soldiers.
In most instances they had a variety of armour ranging from
none at all to fu11. hauberks (huscarl troops), large
round shields, and an excellent balance of archery and
throrring weapons (usua11y 332 bows, 337, javelins, 33%
axes) .

1200 B.C.-1571 A.D. Pirates Pi.rates tended to be just about anyone who found a merchant
vessel alone and unprotected. Thus arms and armaments
raould range from those of Light Infantry to very heavily
protected troops, depending upon the historical perlod,
the national orlgin, and the particular social class of
the crew.

General orders must be written prior to the start of each 5-minute battle turn. Orders should
be brief and clear, and should include course, speed, and tactical maneuvers eontemplated dur-
ing the battle turn.

Abasence of orders or unclear orders results in a vessel following its orders for the previous
battle turn.

Orders may be modified during a battle turn if a reaction check is made. Once the time re-
quired to react has passed, the amended order may be executed. Such orders include reaction
to emergency situations (ttevade enemy ramming attackt', etc.) or reaction to sudden opportun-
ities thaL develop during the turn ("fire at enemy vesse1", "grapple and board", etc.). Amend-
ed orders should not countermand general orders unless the vessel is commanded by officers of
flag rank.

A11 movement 1s simultaneous.

Voyage }Iode movement is plotted simultaneous1y on the campaign map and represents 4-hour turns.
If fleets approac.h within view of each other, proceed to Battle }Iode.

Battle l{ode movement is sirnultaneous. Battle turns are divided into 1/10-turn segments when
ships are in close action. General orders apply to the whole turn (a11 10 segments), sub-
ject to modificaEion after reaction checks.

Melee Mode movement and combat occur in 1/10-turn segments corresponding to Battle Mode 1/10
maneuver-segments. Thus melee combat may be occurring in some ships while others are sti11

ing.

Movement and combat fo11ow a definite sequence:

1. Voyage Mode is plotted. Shlps entering a battle zone shlft to Battle Mode once they are
in sight of the enemy.

2. Battle Mode movement is taken simultaneously by all vessels according to movement orders.
Misslle fire is taken at any time between ships during movement, but the moment of firing
must be stipulated in orders (range given) and the target must be designated. Casualtles
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are suffered at the moment of firing.
Simultaneous to ship movement, melee combat occurs:

a. Any vessel ramming or sheering a meleeing ship moves first and 1nfl1cts damage, with
missile fire occurring at the same time (see ll2 above).

b. Movement of troops on deck. Missile flre may be taken on boarders or defenders prlor
to movement.

c. Melee combat occurs between figures who are base to base. In large actions, this
merely involves comparing attacking and defending strengths and rolling on the Combat
Results Table.

Morale checks aboard ship and in the squadron or f1eet.

The ability of a vessel to commit to a particular attack or to evade or counter it depends
upon two sets of faetors. Flrst, it must be in the right position at the start of the attack
run to make the desired maneuver. Second, the quality of the crew and the vessel, and the
ranges and speeds involved must all be sufficient to provide the time to react and to enable
the vessel to perform the maneuver.

Positlon
There are three basic positions from which an attack may be initiated 1n a sea fight. If ves-
sels are approaching bow to bow, they will likely attempt a dlekplous maneiver. If a vessel
finds itself pointed bow to the broadwide of the target, it is in the classic ramming position
and has an excellent chance of delivering a successful attack. If a vessel is to the stern
of the target and possesses sufficient speed to catch the target, it will make a damaging at-
tack against the targetrs steering gear.

1. The Diekplous }laneurrer: Bow to Bow Attacks
Especially since Gr:eek times, squadrons and fleets were traditionally drawn up in line abreast,
produclng a formation resembling those of land forces. The diekplous or "charge through" the
line involved passing between the vessels in the hostile line. Individual ships also performed
the rnaneuver j"n isolated f ights:

a. The Classic Dlekplous: Firing Pass
rh"@tr"iiti6iiTG-usedtofireatenemycrewSinpass1ng'withcon-
tact between ships being avioded. No reaction check is needed if both vessels chose to
make a firing pass, as they will automatically avoid contact. Use the grappling distance
table to compute the closeness of passage if charging through a line.

b. The Diekplous: Sheering

h7hen the "charge through" is converted to a sheering attack, the cathead of the attacker
grazes the side of the target and snaps off oars. It can also be used for grappllng and
boardlng actions. Reaction checks are necessary 1f an attacker wishes to sheer or a de-
fender wishes to evade the attack. Evasj-on requires anticipating the attack in a previous
battle mode segment. If both vessels order sheering, sheering occurs.

c, &g*D_-Lel.Slgg!-: Raruning Bor.^/ to Bow

Beak to beak ramming attacks vrere Cangerous to attacker and defender alike. Reaction
checks are necessary to order a ramming or evasive maneiver. If both vessels order the
attack and can react in tLme, the attack always goes home. B,:t to commit the ship to
such an attack, the cornmander must "find the courage" (or foolhardiness) to make the at-
tack. Ro1l percentage dice. There is a t5Z basic chance of attacking +52 per size num-
ber: the attacker 1s larger than the target. Vessels rvith "A" or t'8" structural strength
add an additional +1A7". Veteran and veteran-ellte officers add +102. Reservist officers
subtract -52, and Raw and Green cre\ds subtract -102. If courage is found, press home the

4.
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attack. If courage fa11s, the ship is committed to a sheering attack.

Failure to make a successful ramming attack may, on the defenderrs opti.on, produce a 257.
chance that he evaded in the direction of the attacker and so rammed him instead,

d. The Diekplous: Conversion to Anastrophe

If the dlekplous rras successful and
amongst his fighters, the attacking
and bring hI.s ship about to ram the
ing or after the t'pass through" and

2. Periplous: The Attack to Broadside

disrupted the enemyrs rowing or did good execution
captain could abort a straight run through the line
targetrs stern. Sueh a maneuver can be ordered dur-
takes effect subject to reaction time.

The position most favoured by warship commanders was bow to broadslde when making a ramming
attack. Such attacks are especially damaging at high speeds, and there was often a chance
of cutting the target in two.

hrhen beginnlng a ramming attack bow to broadside, the attacker does not have to make a reac-
tion check because he expects to make such an attack whenever he is on the flank of the enemy.
The target must make a reaction check to evade, however. The attack must be made r^;rith a 45o
to 90o angle from the bow to the side of the target at the start of the run. A greater angle
wil-l- result in a sheering blow if a strike occurs.

ff a vessel is performing a periplous or "envelopmentlr maneuver around the flank of the enemy
1ine, a turn may be ordered after a reaction check. The attacker then makes his turn tor,rard
the enemy, setting up his ramming run.

3. The Stern Attack:

A fast, maneuverable vessel preferred to place itself astern of a slower or less maneuverable
enemy. Once astern, it ls possible to maintain position and line up for punishing blows to
the steering gear of the target r,rith 1itt1e fear of the enemyts ram. Crippled victims are
fine prey to stern attacks. If an attack does fai1, the attacking vessel has the option of
dragging oars to fa11 back or else continuing up the side of the target to sheer oars or grap-
p1e and board. The only chance the target has (if sl-ower) 1s to hope that the attacker is
too close to react successfully to a sudden turn to port or starboard.

h.'hen a vessel finds itself less than 45o from the stern of the enemy, it can attempt a stern
attack. To ram the enemy, the attaclcer must have the speed to catch the target.

Men do not react instantly to a suddenly percelved opportunity or danger. Sorne time must pass
in order to absorb what is seen, to decide on a course of action, and to act upon that deci-
sion. A superior commander and sailing crew sil1 anticlpate the actions of the enemy and re-
act often in split seconds after the enemy changes course. Poor sailing crews! on the other
hand, will fail to react qulckly and let valuable seconds pass before doing anything.

Reaction checks are made when:

1. ordering or evading any diekplour maneuver;
2. ordering a turn to make a broadside ramming attack cr evading such an attack;
3. orderlng or evadlng a stern attack;
4. orderi.ng an anastrophe from a diekplous attack;
5. ordering any maneuver not included in orders.

reaction checks provide the dlstance which the checking vessel will travel before the maneuver'
can be atternpted. An attacker cannot begin his attack until the reaction distance is travelled,
Evasive maneuvers cannot be applied until reaction tlme has passed. Tf there is insufficient



reactlon tirne, no favourable
lng attack prerbabili.ties'

The fo11o';ing table provides

Crer,r Class (Sailing)

Raw
Green
Reservi-st
Regular
Elite
Veteran
Veteran Elite
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bonuses can be applied but all penalties stl1l aPply when comput-

the reaction distances for each class of sailing crew:

Distanee Travelled

Examp&: A uessel uith a g"een creu is moring et 5,5 kncis (27.5C feet pertut'n) . The Look-
out sights an etxem7 ty,irente Lining 'Lrp fo-r a broaCside romning attaak, The uessel
ucuLd txaoel for a/LO r 2750 = LL00 feet before the creu eould begin euq,si,ue aeLicn.

Exarnple: An Athenian triy.ene conrnqrLCer has just successfully completed a slteering run against
a Peloponnesian uessel and- orCer,s an instant anastrc'plre to come about on ihe stern
of the cripple. The trireme is nouing at ranmi.ng speed, 7.8 kruots oz:3900 feet per
turn, Since he has d, Veteran sailing ereu, the Atherian ship uiLL begin the turn
L/L0 x 3900 = 39A feet oy ?ttin seale past the l;o.rget, By retsersing aars on tlte
o4's- ^lj iVte ttu:n" the AtlteniavL could. nake a ueyy tight turn aTd peyhaps deliuev'a.> ,qY U.l

ramning attqck to the sl;ern oy, by,oadsi,de af the strieken Peloponttes'i,an in the sane
l;utn beeause of Ltis quick v'eactiorL tirne!

RATMIIiG ATTACK PROBABLILITIES

In addition to the position of the attacker and the
fac.tors which will affect the success or failure of

1, Basic Chances of a Successful Bamning:

The "Battle Scale Speed Conversion
Tablet' should be consulted to deter-
mlne the distance travell"ed by a
vessel until the crew could react
to an opportunity or an emergency.

target. there are a number sf variable
a ramrii:rg run:

The baslc chance of ramming is ihe percent-
age chance of deliverlng the attack as
o::dered" This probabillty nay be modifled
upward or downward by the variables which
fo1low.

The quality of rhe salling crew will aflect
ehance of ramn'ring or evading. A navigator
of superio:: ability is able to obtain a max-
imurn of performance and maneuverabilicy
lrom hls vessel, whether attacking or evad-
ing an attack. Poor navigators, on the
other hand, will be slower in reaeti-ag or
w1ll make unfortunate ttmistakesttin the
heat of battle. For bonuses co be app11ed,
a successful reaction check is requlred for
attacking or evading vessels.

ltrhen broadsideramming artacks are made,
the le.ngth of the target will affect the
chance of success. Long vessels take more
time to pass a given point, and short
vessels take less time; so the longer the

5/10 speed
4/10 speed
3/10 speed
2/10 speed
1/10 speed
1/l-0 speed
instantly

l-007.
307"

307"
ZU/"

Diekplous: Firing Pass =
Sheering
Ramming

Bow to Broadside Rau:ning=
Ramming from the sEern

2. Effect of Sailing Crew: (under oar or sail)

Sailing
Crer..: Class
Raw
Green
Reservis t
Regular
Elite
Veteran
Vet. Elite

J. Len8th of Target Vessel:

P.ammi-ng

Vessel
= -i02.
= - )/"

= u/"

= +L)Z
= +1 \o/

-157"
-107.

AZ

Evading
Vessel'+2tr4

+L57.
+52

CZ

-rc?
-157"

under 25 t

25-49l
\n-7 /, I

75-110 r

i
I

J
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111-120,
121-130 ?

131-150,
151' +

4. Difference in Turning Ability:

vessel, the better the chance of striking
ir.

The turnlng ability of a vessel is affected
by its basic design and by its speed (see
t'Turning Radius"). 0f course, in battle
a commander will do everything he can
to make improvenents to the maneuvering
capabilities of hls vessel (drag oars,
reverse oars, etc. ) . When considering
this variable, players will declare the
tactic used to keep the attack line steady
on the enemy or to evade the ram. Vio-
lent maneuvers are subject to ttStress
Damage". As in "Effect of Sailing Crew",
reaction checks are necessary for bonuses
to be applied.

=+52
= +l0Z
= +20%

= +352

Turning
Ability

Table
Table
Track
Track
Track
Track
'l rack
Track
Track
Track

Rarmning
Vessel

Evading
Vessel

- )-) /"
OZ

-Lsz
_1 a./

0%

+52
+702
+20%
+302

I = +107,
II = 0"1

L-2 = +15%
3-4 = +70%
5-6 = +52
6-7 = 0%

8-10 = - 5%

ll-12 = -t)Z
13-14 = -t5Z
15 = -207"

5. Difference in Speed:

Ramming Vessels gain*lZ for very 0.1 knot of current speed they possess over the speed of
the target.

Evading Vessels gain -lZ for every 0.1 knot of speed they possess over the speed of the at-
tacker unless rammlng. Vessels committed to an attack with the ram use their speed to come
i.to 

"oTlisiEil .tot to evade it. Sheering vessels, however, will attempt to evad.e the ram,
but not a sheerlng attack.

If a ramming attack is successful, there is a good chance that the target will suffer damage.
The type of damage sustained depends upon the nature of the attack:

ATTACKS AGAINST THE HLTLL:

The hu11 of a target will be 1iab1e to damage from any attack not explicitly aimed at attsheering" maneuver. The amount of damage depends upon the following factors:

1. Ro11 one 6-sided die for each si.ze number possessed by the attacking vessel. Then add or
subtract the following bonuses and penalties where applicable:

2. Broadside attack:
Per knot of attackerts speed:

3. Bow to bow attack:

Per knot of combined speed:

Stern attack:
Per 7/2 knot of superior speed
possessed by the attacker:

Attacker has armoured prow:
Attacker has spur-tvpe ram:
Attacker has no raml

*1 damage die per 4 size numbers of attacker.
+1 pip per damage die if attacker has ram"

*1 damage die per size number of difference be*
tween attacker and target (to larger vessel)
+1 pip per damage die.

Reduce damage by 252.

Increase damage by 52.

+1 pip per damage die,
No bonus or penalty.
-2 pips per damage die.

4.

5.



type construction:
type construction:
type cons truct.ion:
type constructi0n:
type constructj"on:
type construction:

If the artack itself delivers sufficient damage to slnk ttle target ouiright (1002 of the basic

SSTR of the targeill a bow to bow attack is deerned to have caused an qverrun of the targetr
sinking it instantly if the artacker is 3 size numbers larger. Simiiarly, l"00Z d'mage in a

broadside attack culs the target in iwo, irul the strj.ckel vessel niay take 5-30 minutes (per

half) to sj-nk. In both instances, tlie speerl of che attacker is reduced 252 in the following
1/10 battle turn. Water ls shipped r,"'heuevet an armoured prow is used by the attaclcer'

LOCKING THE ILA},I
In any attack involving a submerged rarn, there Ls a 3Z chance per knot of the attackerts speed
that the ram will become locked in the hull of the target unles;s the target has been c,ornpletely
destroyed. To free a locked ram requires backing astern, with the chance of freeing the ram
Cepending upon the quality of the sailing crew:

6. Target is of "A"
Target is of t'B"

Target is of t'Ctt

Target is of "D"
Target is of "Et'
Target is of "F"

Raw = 202
Green = 257.

An attexipt to free the shrip may be
If lhe ram is freed, the ship may

!_AMAqryq_IUq -844Whenever a successful
been damaged. If the
chance per attempt to

Attqcking Crew Ram Class
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50% damage.
757. damage.
Normal danage'
1102 damage"
1257" damage.
1502 damage.

Reservist = 352
Regular = 507.

Elite = 607.

Veteran = 75%

Veteran Elite = 907"

lnterval- available to the crew.
ordered.

made once per
back awaSr and

reaction tlme
then proceed as

stri.ke j-s rnade r,rith a ram or spur, there is a 102 chance that it has
ram becomes locked in the hu11 of a target, there is an additional 52
free it that it will be damaged (cumulative).

VESSELS LOCKED TOGETHER

If a ship has caught its ram in the hu11 of a sinking target, it musc check each batcle turn
for possible shipping of water 1f 1t is no more than 3 size numbers larger than the victim.
Fron 7-202 of flotation may be iost per turn from shipping \",aier. Snaller vessels will ship
an additional L-102 water as a larger victim drags them derr^rn.

ATTACKS }GAINST THE RqWI
Whenever two vessels are approaching bow to bow, or when a vessel makes a broadside or stern
attackr and the attacker has been ordered to "sheer" the oars of the target, ro11 two 6*sided
dice and use the following table upon scoring a succ.essful strike:

Raw crew
Green crew
Reserve crew
Regular crew
Elite crew
Veteran Crer+ -. .

VeL. Elite crers *3

Armoured Prow
Spur type ram
Ordinary bow

Tarset Crew
-.....*
Raw crew +3
Creen crera +2
Reserve crew +1
Regular crew -1
Elite crew -2
Veteran crew -4
Vet. Elite crew -5

reree! ves-tql

No outrigger
0utrigger
Galeass

-;
-4

*,
a

-3
-l

+\l
+l

In the case of vessels equlpped r+ith a qe1_ery (ga11ey types; refer to Italian vessels),
damage sustained to the talero from spur rams must be taken into account. In addition
to the casualties inflicted upon the rowing crew, roll one 6-sided die and consult the
sheering result tab1e. This represents damage to the rowing frame and an additional loss
in speed. The talero cannot be repaired at sea. (llse 1n all ramming and sheering attacks
by spur-equipped vessels.)

Each 5Z loss of the total rowing creru reduces the

In a sheering attack, the attacker i:uns the risk

speed of the scricken vessel by 57".

of being sheered by the hu11 of the tar*



BIREME & GALLEY: Errata Sheet

Attacks Against the Rowing Organization: page 74
lnsert the following table:

Roll 2 six sided dice:

Die Roll
0-3
4-5
6-7
8-9
10
11

12
13+

Attack Flesult
No effect: opposing rowers succeed in trailing oars.

5% casualties to rowing organization: reduce speed by 5%'
10% casualties to rowing organization: reduce speed by 10%.

15% casualties to rowing organization: reduce speed by 15%'

20% casualties to rowing organization: reduce speed by 20%.

25% casualties to rowing organization: reduce spped by 25%'

30% casualties to rowing organization: reduce speed by 30%.

35% casualties to rowing organization: reduce spebd by 35%.

Roll two six sided dice as the defender. This represents the time required for one half of the casualties to be 'patched up'and come

back into action as rowers, The others are considered too injured to resume their duties immediately. The dice roll represents five

minute intervals for those capable of returning to duty quickly, and four hour intervals for those more seriously injured. lf battle

is ioined, only one half the casualties can enter into melee, the rest are considered incapacitated.
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get if he passes by from the bow or stern. Thus the target also conducts a sheering attack.
However, the attacker is prepared to trail oars as a defenslve measure and subtracts -1 to
-6 from the dice ro11, i,n addition to any other modifiers.

ATTACKS AGAINST THE RUDDER
An attacking vessel that successfully strj.kes the stern of an enemy may elect to try to dam-
age the targetrs rudder. Thls precludes normal ramming damage. Ro1l two 6-sided dice:

Dice Ro11:

2-7 Glanclng blow! Attacker has the option of dropping back astern or else attenpting
a sheering pass along the side of the target (no bonuses to attacker, but all
penaltles apply).

112 dje of damage per size number of the attacker.

502 chance of carrying away targetts steering assembly +1 die of damage per size
number of the attacker.

''SINKING yESSELS'I

Light oared warships like the Greek triremes will not 1itera11y sink. When holes by a rannning
attack, they will sink to the upper decks (turning "turtle" 252 of the time) once 100% damage
has occurred or all flotation has been lost due to flooding" Such vessels can be salvaged and
repaired. Vessels of heavier constructlon, merchant ships, and any vessels cut in two or
overrun i"n a rammlng attack rvi11 tend Eo sink in 5 - 30 minutes (ro11 a 6-sided die, r.rith each
pip representing 5 minutes afloat).

''STRIKEN vESSELS,,
A11 vessels in collision for any reason are deemed to be I'stricken". If it is the victor in
an action (it has successfully carried out its attaek), a vessel must conti.nue on its last
course and speed for its reaction distance, if possible. If it is the loser (rammed or sheered
aod damaged), a ship rnust continue on its last course for its reaction distance x 2, if possible.
0f course, fu1l ramming attaclcs that do not result in the targetts being sunk result in both
vessels stopping dead in the water.

Al1 danage and penal-ties become effecti-ve immediately. Thus, if a ship suffers a 207" loss of
speed because of a sheering attack, its speed j.nmediately drops by 2O7" for the remainder of
the battle turn. Furthermore, it must reduce to slow cruising speed for the duration of the
turn while 1t reorganizes its rowers. Agai.nr lf a target sustalns damage, consult the Stress
Damage Result Table to determj-ne what effect the damage has had on the ship.

If an attacking vessel cuts another in two or overruns it, it continues on at one speed leve1
below its ramming speed for its reaction distance before returning to the speed ordered for
the battle turn. Sheering collisions do not noticeably slow vessels down.

If a vessel faiLs to ram the broadside of its target, several possibilities arise:

8-9

10-12

If the target 1s
as tern .

If the target is
get has a chance
ramming action.
sailing crews.

more than i knot slower rhan the ramming vessel, the attacker passes safely

l-ess than 1 knot slower or is indeed faster than the ramming vessel, the tar-
of outmaneuvering the attacker to become the attacker itself 1n a broadside
Roll two 6-sided dice and add 1 pip for Elite, Veteran, or Veteran Elite
Subtract 1 pip for Reservist,2 for Green, and 3 for Raw sailing crelrs:
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Result of Defensive Maneuverlng

Attacker sti11 passes astern. No chance of ramming.
20% chance of ranrnlng.

11 30% chance of ramming.
402 chance of rammi-ng.

A typlcal encounter might employ dragging oars at the last minute to slow the target vessel
slightly so that the attacker rnisjudges the speed and passes in front of the targetts ram. The
target then sprints the last few yards and rams the attacker amidshlps. A miss in such circum-
stances always means that the target-now-attacker passes to the stern of the enemy. No modifi-
cations are made to the chance of rammlng; thls is a split-second maneuver that either hits or
misses.

In order to grapple with the enemy and t'reel him in" for a boarding action, a firing pass or a
sheering attack must be ordered. If a ramming attack occurs and is successful, an attempt may
be made to grapple once the reaction tlme has passed.

GR.TPPLING WrTH HOoKS ANp LINES
Until the Romans adopted boarding tactics with a vengeance, the use of grappling hooks and lines
was relatively limited in naval tactics. Prior to the Punic Wars, the chance of such equipment
being aboard a vessel is 202. Boarding was accompllshed by leaping to the decks of an enemy
when ships were locked together after ramming or by grappling with boathooks after colliding or
coming from astern.

Boathooks : Flat 102 chance of grappling and holding a vessel, provlded a diekplous approach
of more than 5 knots combined speed is not used to sheer or make a close firing
pass. There must be contact between the vessels sufficient to temporarily slow
them enough to permit men to hold them together.

Hooks and Lines: There 1s a 102 chance per 10 men in the sailing and fighting crer^rs of grappling
a vessel. Thus 30 men would have a 30% chance of grappling. There is a -52
chance per 10 men in the other vessel's sailing and fighting crews, represent-
1ng their abillty to cut away the lines in time to prevent grappling. Fina11y,
the closeness of approach improves or lessens the chance of grappling:

2-7
8-9
10-
L2

Dice Ro11

10 feet = +702
20feet-+5%
30 feet = 07.
40feet=-52
50 feet = -l0Z
60 feet = -752
70 feet = -20%
80 feet = -25%
90 feet = -30%

100 feet = -352

If vessels co111de, ram, or sheer each other,
the range is considered to be 10 feet or 1ess.
If vessels merely pass close aboard, ro11 a
1-10 die to repr:esent the distance, with I =
10 feet, 2 -- 20 feet, etc.

Vessels making a firing pass have a L-50% chance
of being within 100 feet of each other at the
point of closest approach. If the ehance does
turn up, determine the distance.

Grappllng with hooks and lines 1s not possible over 100 feet away, as the range is too great
and the strain on the lines tends to have them carry away.

GMIPLING I,IITH THE CORVUS

Roman vessels used the Corvus extensively to effect boarding, although the tactlc was revlved
in later periods on individua1 ships (but never extensively). The Corvus may be used on any
approach which carries the target within 20 feet of the Romants bow (bow to bow ramming or
sheering, passing cl-ose lnboard or sheering from astern, or any broadside ramrning performed
by the vessel carrying the Corvus). Chance of grappling = 507 at 20 feet, 602 at 10 feet.

qOJ}-UCJING RAMMiNG ATTACKS
Sr:b-ject to reaction checlts and the general orders r,rritten for squadrons and lndividual shlps,
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ramming attacks may be conducted at any time during the movement turn. A11 that a player has
to do is declare at any polnt in the turn that his vessel is beginning a ranuning run and des-
ignate the vessel under attack. Ramming is, after all, a matter of opportunity.

Movement of vessels is perhaps the most vital single conslderation in all sea battles. As soon
as vessels approach within striking range of one another, a turn should be divided into 1/10th
segments. Vessels will thus move a limited distance even at the highest speeds andpermitplay-
ers to react to eaeh otherts maneuvers. Such a procedure also reduces disputes as to whether a
ship could perform a particular maneuver or strike another because everyone will see the tacti-c
develop, step by step. Vessels vri11 also be able to maneuver under the demands of the moment,
avoiding the rigid limitations of slavlshly followlng written orders drawn up before the taeti-
ca1 situation has developed. Idea11y, a referee should be present.

EXAIIPLE: DIEKPL0US ATTACK
Mr,neShaSinereasedtororuningspeed(7.8knotsot,L0.5|,pertwm)or'

Zttper L/L7th turn, The Trireme Phomio ii ptoceeding at 5.3 knots (L-3.25t'per
tutn) or L.3ttper L/L7th turn. ailindisels- are Trirbme frlts urLth Veteran-crelts,
equal in aLL respects. Hennest eaptain irs a fire-eater' and deeides to rqn beak to
beak; L5% + 5% for Veter.an sailing creu) : 20% cVwnce of finding the eourage. Pez"-
centage dice are rolled, and a LS runs up, ao Hermes is committed to romning. Mean-
uhile, Phormio deei-des to sheer Herrnest starboard side. Sinee the initial range
is L2't,-iZiiion ehecks are more-&il-iufficient to permit either maneuler,.

2/L0 Turn: Both uessels proceed as order.ed,

3/L0 Tuv,n: Both uessels proceed as ordered.

4/L0 Ttrrn: Both uessels praceed as orCered,

5/L0 Turn: Both uessels uiLL be uithin attacking distqnce this L/L?th turn. Hermes uiLL hque
the first attack beeause its ran ai-LL veaeh Phorrnio before Phorrniots catheaC aiLL
haue q, chqnce to teay through Hermes' roling banks. Sinee aLL other uariables
caneel out (the uessels are equal), Herrnes has an aduantage of +23% fot,2.3 knots
higher speed, giuing a r.dnming possibilitA of 20% + 23% = 43%. HotteDez,, per.eentage
dice are rolled and Hermes misses uith q 57 ! Phorrnio v,akes the side of her enetnA
aith a 301 e\mnce o|-ETeering (speed differenceZs negated because rarwning includes
sheer'[ng). A LG is r.olled, and since L-30 uas needed, Phormiots cathead rips
l:hnottnh Hermes' oqrs.

s(/)LL / N tNt.H':',,_--l_-+___-t_--_ f__ _"-= _ -r____i_ -:,_ _i; --_i; __ _ ,t__ 
^i

6/LA Twn: Both ships check to see if they can trail oars under the cathead in time to preuent
damage to the rouing organization. pJgrr{, saDes. Hermes suffers 20% Losses in
his rouing ereu, uhich permanently reduces his speed by 20%. Since Hermes uas struck
and erippled speed, drops to slou cruise ov,3.5 knots r 8A% = 2.9 knoTi-Td.7" in
scale). Hey,rnes must ptoceed at that speed until the end of the battLe turn. Hey,rnes
must also proceed on cout,se for L/L7th turn foz, a reaction check. Phoy+nio's c6l-
tain o,deis an anastrophe, the z,ouers rleDerse oa,s, and tn" iZZ""t atiffir""r*'t" o
tight tutn. Photmio tTauels L,3tt uhile the v,ouers are v,eactinq to the neu orders
(L7Lo tutn rea;17;;).

7/L0 Turn: Phormio, being a Trireme IIi uith a Deteran erelJ), eomes about on turning traek #3
minus L for reuersing oars and minus L for being ueterans : turning t:r.aek #L. Sueh
a maneuuer at bal;tle speeds carries uith it a decr.ease in speed of 5% per, 90 d.eqrees
turned, anC also a L0% chance of stress damage per, 45 degrees tur,ned, Phggrlo

l.t loRf4t6_,-.-----

<=>^- '- - -
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yoLls pereentage dice (40,8L,LL and 63), sustaining no stress danage from the uio-
Lence of the L80 degrees turn. Phoz.miots speed is reduced to 90% of 5.5 knots,
yielding a neLl speed of 4.9 knots foz'the rest of the twn or L.2" per L/L?th. Ils-
ing the 'tTurning Track OuerLay"tt the course is plo}ted and the ship is moued. The

'tDistances Tz,auelled on Tutning Tracks" table indicates thqt a L80 degrees tut'n on
track #2 is L.Stt in cireunfer.ence, so Pltormio uiLL carnplete the turn and stz,aighten
out during 8/L0 Turn.

Phorrnio has eome about qnd is in hot pursuit of Hermes,8/L0 Turn:

9/L0 Tuyn:

L0/La Tw,n:

The pwsuit eontinues, aith Phormio elosing the gap sloaly but ineuitably.

The stern chnse continues, and PLtormio is preparing to order rumning speed to
a stern attack. Hermes' eaptain Ls elso considez,ing an increase in speed and
in a bit of a quandry as to uhi-ch tactics to use to euade the Phormio.

t.tl

make
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Note that a crew may attempt to "uograpple" in any turn after grappllng is successful at a 5Z

chance per 10 men in the deck crew. If a ship does ungrapple, the opposlng vessel may attempt to
grapple it again before it escapes at a 5% chance per l0 men of deck crer+ minus the distance modi-
fier.
Grapples cannot be thrown from the stern of a vessel if it has been ramned from the stern. af a

vessel has been rammed from the bow or broadsides, reduce its chance of grappling by a percentage
equal to I-2OZ (ro11 20-sided die) because of confusion aboard.

A11 artillery, missile, and sniall arms fire is simultaneous and occurs immediately prior to
melee combat. In the case of fire beLween ships, the ranges at which fire witrl be taken must
be written in orders (eg: at point of closest approach or 500t, etc.).

RANGES AND RATE OF FIRE

Weapon Type

Throwing Axe
Javelin
Sling
Staff Sling
Short Bow
Longbow
Composite Bow
Lt. Crossbow
Hv. Crossbow
Musket
Scorpion
Ba11is ta
CatapulE
2-pdr gun
4 l/Z-pdr gun

Maximum Rate
Range Fire

Close
Range

25',
25'
100'
150'
100'
2A0l
200'
200 r

200 r

50r
200'
200 |

200'
100 I

2001

Effective
Range

50'
75',
200'
300'
200'
400 I

400 r

400'
500'
100 I

600'
900'
1000'
300'
400'

100 I

150 '
350'
500'
500'
700'
600 r

600'
900'
2501
1000'
1500 '
1800 '
500'
500'

of

1/10 combat turn
1/10 combat turn
2/10 combat turn
2/10 combat turn
1/10 combat turn
1/10 combat turn
1/10 combat turn
3/10 combat turn
4/10 combat turn
5/10 combat turn
I combat turn
1 combat turn
1 combat turn
5/10 combat turn
5/10 combat turn

I



6-pdr gun
9-pdr gun
36-pdr gun
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2001 400 t 800 I 1 combat turn
3001 5001 900t 1 combat turn
300' 5001 1000' 1 l/2 combar turns

Greek Flre Projector 100t 2001 3001 3 combat turns

DECLARING TARGETS
orders should be written for all fire prior to firing. For example, "Fire 10 Lt. X-bows at for-
ward quarter of ga11ey A at 500t range" could be abbreviated to "Lo Lx fwd A at 500." Change
of fire orders require a reactj-on check before new orders may be written.

Targets that may be designated are:

Rigging Forward Quarter Only incendiaress and hu11 hits by
Deck plus Midships solid shot cause structural damage.
Hu11 Stern Quarter

The angle of the target to the firing vessel 1s important, for the target area must be visible
to the missile troops or artillerists. If a target is approaching with an angle of less than
45o or is running with an angle of less than 45o, only the bow or stern, respectively, could
be fired upon.

ARTILLERY FIRE
A11 

"rtiI1ery "eapons 
use the following tables to determine whether a hit or a miss is scored

on the ship under fire, then a given number of 6-sided dlce are ro11ed and all bonus or pen-
alty modifiers are added or subtracted from the total to give the number of combat factors lost
and the damage to the vessel.

When firing artillery, it is necessary to specify the exact target area (rigging, deck, hu11
and position on the ship), as damage will vary considerably. In the event of unclear orders,
penalize chances of hitting by -40 on Ehe lnitial die ro11.

Art111ery can be served only by trained gunners with any effect. Non-gunners may attempt to
serve the guns, but with a hit probability penalty of -252.

There is a 5Z chance that 24-pdr and 36-pdr guns will burst upon firing. An explosion wipes
out anyone within 10 feet of the gun and does 10 diee of damage to the vessel.

Artillery Hlt Probability: Ro1l percentage dice:
Dice Close Effeetlve Long
Roll Range Range Range

0-30 miss miss miss
31*50 hit miss miss
51-80 hir hit miss
81-100 hit hir hir

Use the following dle modifiers when computlng the accuracy of artillery fire:
veteran E11te Artlllerists: +20% speed of Target ; - 3z per knot
Veteran Artillerists z +].02 Unfavourable Seas .. -lAZ
Elite Artillerists : + 5Z Target less than 45o : -107.
Regular Artillerists : - Rigging is Target : -407.

Target shorter than 50r: -707"

If artillery scores a hit, check for casualties by rolling the indicated number of 6-sided dice
and adding the die modifiers:

Weapon Casualty Damage to Hu11 of Target Vessel

.Type Points A Hu1l B Hu11 C Hu11 D, E, F Hull
Scorpion 5+3 dice ni1 ni1 nil 1 die
Ballista 5+4 dice 1 die 1 die 2 dice 3 dice
catapult 5*5dice ldie 2dice 2dicex2 2dlcex3
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cont.

2-pdr gun
4 L/2-pdr
6-pdr gun
9-pdr gun
24-pdr gun
36-pdr gun

5* 2 dice x2
5+2 dice x3
6+2 dice x4
9+2 dice x 5

24+2 dice x5
3612 dice x5

80

ni1
1 die
2 dice
3 dice
2dicex3
2dicex4

ni1
I die
2 dj-ce
2dicex2
2dicex4
2dicex5

1 die 2 dice
2 dice 2 dice x 2
2dicex2 2dicex3
2dicex3 2dicex5
2dicex5 2dicexT
2dicexT 2dicex9

Itg4:f 1_elg:

I,ong (Max. )
Stone Shot
Grape Shot
Mantle t

Below Deck
Rigging

Gunwales
Galleys

Galeas s

Rang: 502 damage to hu1l.
70-602 additional damage to hu11 (24-pdr and 36-pdr only).
10-1002 additionai casualty points (c1ose range on1y, at deck).
Reduce casualties b,. 10*502 except for 24-pdr and 36-pdr guns when firing on
men on deck.
Reduce casualties by 10-602 guns when firing into the hu11.
Speelal damage effects. No casualties unless a 1 or 2 is rolled on a 6-sided
die (falling rigging,etc. )
Gunwales of cogs, uschere, and galea tarida = mantlets.
Bows of galleys = A type hu1l and protect gun crews as if below decks,
except for fire from above..
Forward gun deck is eompletely covered = below decks of A type hu11. Reduce
casualties by an additional 202 ftom all types of artillery fire.

Incendiaries may be fired by ballistae or catapults and inflict 5 dice of damage and 5 dice of
casualty points upon impact. There is a 11352 chance of ignition, whereupon the ship catches
fire and burns at a rate of 5 dice of damage per turn.. A1so, 3 dice of casualties are caused
each 5-minute turn the fire burns. Ships using incendiaries run a L}Z risk that an accident
will set the vessel on fire. Preparing incendiaries must be wrltten in orders the turn preceed-
ing fire and a check for ttaccidents" is made.

Greek Fire is possessed only by the Byzantines. Fire projectors are targeted like artillery
and cast a cloud of flarne. Damage and casualties are 5 dice + 1-6 additional dice, with a L-50%
chance of igniting the target vessel. Each 5-mlnute turn a ship is on fire thereafter causes
5 dice of damage and casualties. Greek fire must be ordered two turns before ignition and dis-
charge; and there is a 15% chance of an explosion when the weapon is discharged.

If a ship is "barbottet' (c1ad in hides soaked in vinegar), chances of ignition are reduced by
257" and only 502 casualties are sustained by incendiary or $reek fire.

To extinguish fires, 10 men may be assigned to fight the blaze with a 52 chance of success each
5-minute turn. Each 10 men additional willincrease the chance of ext.inguishing the fire by 5%.

In the case of Greek Fire, there is a maxlmum 50% chance the fire can be put out. Crews in-
volved in fire fighting cannot perform any other function. Ships with magazines rlsk a LOZ

chance of explosio.n each turn they are on fire (non-cumulative).

CASUALTIES FROM ARTILLERY FIRE:
Casualty polnts from artillery fire are assessed against al1 classes of crewmen.within the tar-
get area. Damage is apportioned according to the percentages of each type of crewman present.
Casualties are assessed at the moment of firing.

DlSMOI]NTING GI]NS:
Ballistae, catapults, and guns of 6-pdr size or larger have a chance of dismounting artillery
in the target area. Each player rol1s a 6-sided die. If the firing side has a higher die
result, a gun is dismounted. Smaller guns go before bigger ones. A gun will take one 5-minute
turn to be remounted for each 2 pounds of shot it fires (4-pdrs require 2 turns). Ballistae,
catapults, and scorpions are more del,icate and may suffer permanent damage 25% of the time, and
otherwise require 2-12 rurns to be put back into action.



81

RELOADING GI]NS: OPTIONAL RI,LE
Piarrs Affing realism must face the fact that guns burn a lot of
of the larger guns had to expose themselves to enemy fire to reload
coiling gun carriages had not been invented by 1_571).

Gunners tended to r,/ear body armour to protect themselves from enemytheir cannon. Players strould equlp their gunners accordingly or else

The amount of powder and shot carrled ln the ship is equally important. The quantity of powder
used is as foll-ows:

2 L/2-pdr gun L/30 keg per shor
4-pdr gun l/20 keg per shot
6-pdr gun U10 keg per shor
9-pdr gun L/5 keg per shot
24-pdr gun L/2 keg per shot
36-pdr gun 1 keg per shot

For example, a 6-pdr ls flred at the forward mast
eentage dice are rolled, with a 52 result. Since
6-pdr guns are less effective, so half the damage
under sall is reduced 132.

powder and that the crews
(flexlble ramroads and re-

flre whlle they reloaded
see them wlped out.

A keg of powder does 5 dlce of damage
if it explodes and infllcts 5 dice
of casualty points. Treat expLosions
as equal- to incendiary missiles for
starting fires.

RIGGING HITS
Catapults and ballistae !tere relatively ineffectlve against rigging. Early cannon were alsoinaccurate, but they could score a lucky hit in the rigging. ii a-rigging hit is obtained,
ro1-1 percentage dtce. The result is the amount of damage done to the mast and salls. If
more than one mast is possessed by the target, dlvlde the percentage by the number of masts.
Reduce the effectiveness of 2-gdr, 4 L/2-pdx, and 6-pdr guns by one-t"ir.

of a great cog and hits the rigglng. per-
there are two masts, thls is 52/2 = 26. Also,
or 26/2 = 137" occurs. The speed of the cog

Repalrs may be made to rigging at a rate of. LOZ per 3 combat turns (15 mlnutes) by 10 sailors.
ANTI-PERSONNEL FIRE
Rol1 percentage diee, adding or subtracting the modiiiers which follow. Loss of combat factorsis given Per man firing, so multlply the resul-ting damage times the nr:mber firing. When largegroups of men are firing, ro11 for each 10 men or fraction:

Percentage Axes and
Result Javelins

Composite or
Longbows Lt. X-Bows IIv. X-Bows

0-5
6-10
l_1-15
L6-20
21-30
31-40
41-50
51-60
61-70
71-80
81-90
91-9s
95-100
101-11_0
111 +

(1) Range to

Slings

0
0
0
1
2

2

3
4
5

5
6

6
6

6
7

Short
Bows

0
0
0
l-
2

2

3
4
4

5

5
5
6

6

Muskets

0
1
2

3
4
5
5
5
6

7

8
9
10
t2
15

0
0
0
0
1
2

3
4
4
5
5

5

6

6
7

Target:
Close : +LOIL
Effeetlve:
Maximr:m z -2O7"

0
1
1
2

3
3
4
4
5
6
7

7

8
8
9

0
1
1
2

3
3
4
4
5
6
7

7

B

8
9

0
1
2
3

4
4
4
5
6
7

8
9
10
L2
L4

(4) Target behind cover:
Behind mantlet: -2O%
Behind gunwale: -15%



(2) Class of Troops Firing:
: +157,
: +!AZ
: +57"
,-
: -57"
. _1l-)0/

: -L57,
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(5) Target Height Relative to Firing Troops:*

Target Higher: -L}Z
Target Lower : +10%

(6) Nrrmber of Targets in Target Area of

-202
-757"
-LAZ

+taz
+202

200 feet.

Veteran Elite
Veteran
Elite
Regular
Reservist
Green
Raw

(3) Target has Shiel<l; *LA7;

1-5 men :

6-10 men i

11-20 men :

21-35 men :

36-50 men :

51-100 men:
100 + men :

*Target height is irrelevant if fS.ring from ranges beyond

INDIVIDUAL MISSITE FIRE
@a1combatoption,p1.ayershavethechoiceofvo1.1.eyfireintoachosen
seetion of the opposing vessel or individual fire at a specified target. In the last case,
chere is a chance of hitting the target equal to the percentages rolled on the Anti-Personnel
Fire Tab1e, but the following modifiers are applied in addition to the others normally used:

Target is moving z - 57.

Per 10t of range : - 57"

Target is officer/hero: -LAZ

}iJSSILE T'IRE CASUALTIES
Casualty points caused by massed missile fire against all personnel
the enemy vessel are assessed proportionately against all crew types
assessed at the monent of firing.

The combat strength factor (CSF) of
ing one of the point values in each
number of men in that crew class:

Target in plate armour z -L57.
Targer in hauberk : -tlZ
Target in body armour : - 5Z

in the target seetion of
present. Casualties are

each member of each crew class aboard ship is found by add-
of the categories given be1ow, then mul-tiplying it by the

lndividual missile fire casualty points are assessed against the specified target figure. A
mlss (no casualty points) means that no one is hit, however dense the mob around the target
figure.

rrREllllo I{ELEE
Mlssile troops cannot fire into meleeing figures because of the chanee of hitting their own
men. However, if targats can be seen behind the line of meleeing troops (dlrect line of sight),
fire may be taken against them imrnediately prior to melee combat. If a height advantage is
enjoyed by archers, they automatlcal1y have line of sight. In any event, fire under such cir-
cumstances cannot be attempted over 100r because missiles cannot be accurately aimed beyond that
range sufficiently to prevent casualties amongst onets o\nm troops,

I{hen large numbers of ships are involved, time prohibits a detailed simulation of the fight be-
tlreen crews engaged 1n a boarding action. The Mass Deck Action System should therefore be
used to conduct Large squadrcn and fleet battles. Such deck actions are fought "on paper" by
comparing the combat strengths of opposing troops.

DETERMINING COMBAT STRENGTHS-

.t



A. ARMOUR

None :

l/2 Leather, Brigantine :

LfZ Bronze breastplate :

1/2 Sca1e, Banded, Chain:
Scale or Chain Hauberk :

Fu1l Plate Armour :

B. SHIELD

None
Shield

C. FIGTTING CLASS

Slave Rowers
Captive Rowers
Free Ror^rers
Sailors
Soldiers, Artillerists
Romans, Marines
Offlcers
Knights
Pirates
Vikings
Heroes

D. TMINING & MOMLE

Raw
Green
Reservlst
Regular
Elite
Veteran
Veteran Elite

E. COMMAND STATUS

Squadron Flagship : 2

Fleet Flagship :, 4
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A<id up the point values for each class of crewman
aboard the vessel to obtain the individual CSF.
Then multiply by the number of men ln that class:

Individual CSF = A + B + C + D + E
Crew Class CSF = Indiv. CSF x number

ELample-: Suppose that a vessel had the following
classes of crevrmen. Note that all members of a
particular class must be identiGl:

0fficers: L/2 bronze breastplates, shi-e1ds, of-
flcer-types, veteran e1ite, squadron flagship
crew: (x6)

Individual CSF = 3 + 2 + 10 + 8 + 2 = 25
Crew Class CSF = 20 x 6 =]I_q

Soldiers: 1/2 leather cuirasses, shields, soldler-
types, \'eteran, squadron flagship (x30):

Indi..rual CSF = 1 + 2 + 5 + 6 + 2 = 15
Crew Class CSF = 15 x 30

Saiiors: no armour, no shields, sailor-types,
veteran, squadron flagship (x15):

lndlvidual
Crew Class

+0+3+6+2=Ll
x 15 =l!l_

Rowers: The number of rowers that may fight in
a deck action depends upon the historical posl-
tion of such crews. Unless it is the practice
to put fighting men at the oars (early Greek,
late Roman, Byzantine, Mediaeval European, Vik-
ing), only L}Z of. the rowers w111 be aroused to
fight if Freemen. Slaves sometlmes revolt
against their masters, and captives may rise
if freed by their countrlrnen (a set of percent-
age dice is ro11ed for the numbers who will fight
once released from their chains). Suppose the
vessel is rowed by freemen: no armourrno shields,
rower*type, veteran, squadron flagship (120 x 102):

+2=LL
=i8q

+ 180 = 975, the

:0
.2

0
1
3

5

8

L2

1
2

3
3

6

10
15
6

9
25

1
2

J

4
5

6

8

CSF=0
CSF = 11

IndivualCSF=0+3+6
Crew Class CSF = 11 x 12

The total csF of the vessel considered in the example is l-50 + 480 + 165 .

fighting strength of a superi,or vessel of the ?rireme II variety.

Since a relatively large nuuber of ships will tend to have identical crews, the computation
made for one can be used for quite a few others. Thus relatively few computations will have
to be made.

CO}.fl"1ITTING CO}AAT STRNEGTI] FACTORS TO BATTLE
ms up the total combat strength of a vessel- and

yet can be divided into its component crew classes to reflect differences in fightlng ability
of each man in the crew. The CSF can be allocated easily on paper in whatever manner a com-
mander desires, subject to the following conditions:

Broadside to Broadside: When vessels are engaged along their entire lengths, one man may be
engaged for every 3 feet of side of the shortest vessel. The use of a Roman Corvus will pro-
duce the same result, even if an attack is made over the bow or stern, because of the ease wj-th
whlch boarders can reach enemy decks, so Roman ships can bring twice the number of men into an
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attack if using a Corvus while broadsides to broadsides. (Such actions tend to lnvolve
L}O% of the fighting crerils on both vessel-s.)

For example, suppose a vessel l-20 feet long is' broadsides to broadsldes with a vessel 90 feet
long. The length of the shorter vessel determines the fighting front z 90/3 = 30 men can be
engaged along the sldes in close combat fron-either ship. To determine the CSF brought to bear
by either vessel, merely allocate boarders and defenders by stipulating the numbers of each
class of fighter involved and nultiplying individual CSFts x the nuuber in each class.

To compute casualties, merely eonsider the proportions of each class of fighter in the deck
fight. Suppose that 20 men in the above example were soldiersr -9 were sail-ors and 1 was an
officer. This gives a total of 20130 = 67% soJ-diers, 9/30 = 30% sail-ors, and Il30 = 3% officers.
The total^ CSF lost by this boarding party will be divlded among them according to these pro-
portions. Thus, if 200 CSF were lost, the soldiers would suffer 672 or 134 CSF' the sailors
30% or 60, and the officex 3"1 or 6. At the end of the melee turn, CSF l-osses can be compared
to the indivldual CSF of each class of fighter to determine hotr many men were 1ost. In the
next round of melee, combat strengths will be adjusted to the numbers of men remalning.

BOW TO BOW BOW TO STERN BOW IO BROADSIDE EIC.
Follow the same procedure as given above. One man
beam of the smaller vessel * 2 men. The additional
1evel.

may be engaged for every 3 feet of waterline
. 2 men reflect the greater beam at deck

51-60

For example, if the sulall-er vessel had a beam of 14 feet, L4/3 + 2 = 7 men could be engaged
at a time. The CSF is allocated as outlined above. Clearly, such fights are battles of at-
trition and will last for a long tlme before a decision is reached.

Deck actions are brutally fast, wlth die rol-ls occuring every U10 of a melee turn. Because
of th'e savagery of such actions, casualties are very high.

Ihe following Combat Result Table is used to deterrnine close acti-on results. For attacklng
CSF over 60, merely ro11 again for the difference. Using several dice at once w111 speed the
fight. Keep a running total of the casualties lnflieted in CSF points, and at the end of a
1/10 melee turn, compute the number of men kill-ed on both sldes and adjust the flShting
strengths of each class of fighter accordingly.

Each side ro11s a set of percentage dice and modi.fies the die ro11 upward or dowaward accord-
ing to the modifiers listed bel-ow.

Combat Strength Factor of the Attackers
1-5 6-10 11-20 21-30 31-40 4L-50

0-10 0
11-15 0
t6-20 0
2L-25 1

26-30 1
1a-40 2
41-50 2

51-60 2

6L-70 3

71-80 4
81-90 4

91-95 4
96-100 5

101+ 5

Where possible, the CSF

taln the best advantage

Die
Result

4
6
9
10
L2
15
20
25
35
42
48
55
50
70

3
4
7

I
10
L2
15
20
30
35
40
45
50
55

2
3
5
7

8
10
L2
15
20
25
30
35
40
45

1
2

3
5
6

9
10
L2
L5
20
25
27
30
35

00
01
L2
24
24
35
36
48
612
7L4
IL6
918
L0 20
L0 25

for each die ro11 should be made up of trooPs of the same class to ob-
ln die ro11 rnodiflcatlons.

RESULTS OF DECK ACTIONS

Add the following die modiflers where applicable for each dle ro11:



Fighting Class :

Training Status:

Position :

Shields

Leadership

Boarding

- 4 = Boarding not successful
- 6 = Boarding successful
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CSP from officers, soldiers, pirates : +10
CSF from Roman legionaries or marines: +15
CSF from Vikings or Knights t +2O

A11
A1l-
A11

502 atLacking CSF from Elite troops
502 attacking CSF from Veteran troops
Average defender is Elte
Average defender is Veteran

Attacker is on higher deck
Defender is on higher deck

: +10
: +15
: -10
: -20

: +10
: -10

: -10: Defenders have shields

Attackers have El-ite Officers : +10
Attackers have Veteran Officers : +15
Defenders have Elite or Veteran Officers : -10

On lnitial boarding turn, unless Corvus
1s used, boarding party subtracts : -10
Crew of defending vessel adds : +10

BOARDING
Once the initial boarding attack is made, the attackers must check to see whether they have
r^ron a foothold on the deck. If they succeed, penalties and bonuses from position hnd attempt-
ing an initial boarding are not applied to further combats. If they fail, all penalties and
bonuses sti11 apply, Ro1l a 6-sided die for the entire boarding party:

1
5

Modify the die ro11 by +2 if using a
Corvus or if boarding party is twl,ce
the strength of the defenders at the
rail.

Players desiring a detailed, ultra-realistic hand-to-hand combat should use the Chivalry &

Sorcery individual combat systems, These rules are recommended especially for engagements
between solitary ships carrying player-characters.

The I'Mass Deck Action" rules presented in this volume can easily be adapted for a simplified
man-to-man deck battle:

1. Determine the average CSF for each man in each class of crew. This CSF represents the
attack strength of one man. It also represents the CSF loss he can absorb until he is
ki11ed. To conduct individual fights, merely ro11 a 6-sided die on the Result of Deck
Action Table for the attacking CSF possessed by the fighter.

2. Man-to-man actions are staged by placlng mlniatures on the 1" = 6t scale deck plans pro-
vided with this volume.

3. Movement on deck 1s at the following rates:
Men in no armour : 6" per 1lJ-0 melee turn
Men ln Lf2 armour : 5" per 1/10 melee turn
Men in hauberks i 4" per 1/10 melee turn
Men in plate armour: 3" per 1/10 melee turn

Normal movement occurs before combat, but see /17 be1ow.

4. Each figure controls the area covered by its base, and no movement is permitted through
that zone. Friendly troops may pass through a space l/2 the width of their bases. Hos-
tile troops cannot pass through a space betr.^reen opposing f igures that is smaller 'than the

Troops on their own deck always
move before boarders from 4nother
vessel may move.



width of the enemyrs base.

5. Blorvs are exchanged simultaneously between opponents, The space occupied by a slain op-
ponent is lmmediately occupied by the victor. Thus boarders not using a Corvus must kill
a defender at the rail to gain the enemy deck, unless it is undefended.

6. The number of blows exchanged per 1/10 turn depends upon the class and training of the
batant. Add all factors which are relevant to a maxlmum of 4 blows. Blows are taken
ultaneously with each blow equalling a die ro11 (6-sided) on the Deck Action Tab1e. A
figure with extra blows continues to ro11 after his enemy can no longer strike back.

com-
sim-

Basic number of blows : 1 per 1/10 turn
Soldier type : *1 per 1/10 turn
Veteran or Veteran Elite: *1 per 1/10 turn

Knights : *1 per 1/10 turn
Vikings : *1 per 1/10 turn
Officers: *1 per 1/10 turn

7. Movement during combat permits victors to advance through gaps and for reserves to fo11ow
behind. Remaining blows can then be used on newly accessable enemies.

8. Lrhen crossing from ra11 to rai1, a boarder has a chance of falling into the r^rater or of
sturnbling once he gains the enemy deck:

Armour Worn by Boarder
no armour :

lfZ armotr :

hauberk :

plate armour:

102
t5z
) n"/

Chance of Stuurbling

-

//"
\OZ
L5Z
202

9. Any man falling overboard has a chance of drowning. There is a 502 chance he knows how
to swim and can return to his own vessel. If he can swim, his chances of success per turn
he is in the water are:

no armour : 952 of staying afloat each turn; l0" swimming speed (60t per turn).
Lf2 armour : 852 chance of discarding armour; then check as for no armour.
hauberk t 50'Z chance of discarding armour; then check as for no armour.
plate armourt 202 chance of discardl-ng armour; then check as for no armour.

Failure to discard armour means that the rnan has been dragged under and drowned. To climb
back on deck requires a full turn.

10. Stumbling after leaping to an enemy deck gives one enemy defender an extra blow* in the
first round of a melee turn. *This is a flrst b1ow, taken unopposed.

11, In individualized me1ee, a character may desire to swing across to the enemy deck hanglng
to a l1ne from the yard (Erro1 Flynn Style). The results are as follows: ro11 a pair of
5-sided dice:
2 = The rope broke, landing the character in the \^rater.
3 = The rope i/as too long and the character hit the side of the enemy vessel! Reduce

chances of swlmrning or discarding armour by -L1Z on the fj-rst turn.
4-5 = The character reached the enemy deck but stumbled upon landing.
6-9 = The character landed safely and has an extra blow for landing on his chosen opponent

from above.
10 = The character overswung and landed near the opposite side: 302 chance of stumbling

overboard.
11 = The character overswung and landed on the opposite rail: 752 chance of falling over-

board,
12 = The character completely overshot the enemy deck: L-402 he manages to swing back

safely to his ornrn vessel ; 47-602 he lands saf ely on the enemy deck vrhile srvinging
back; 61-802 he stumbles upon swinging back to the enemy deck; 81-1002 he loses his
hold on the rope and fa11s lnto the sea on the opposite side of the enemy vessel.

12. To board by leaping from one deck to another, vessels must be less than 10 feet apart
(less than 5 feet if in hauberk or plate armour). Characters may swing across 25 f.eet
of open water to an enemy deck.

Chance of Fal-1ing



87

13. When using a Corvus, no risk of falling overboard exi.sts, as the tactic assumes the equiv-
alent of running across the deek of a ship.

Each side ro11s a set of percentage dice and modifies the die ro11 upward or dovrnward, accord-
lng to the modifiers below: combat strength Factor of the Attackers

Dle Ro1l 1-5 6-10 11-20 21-30 31-40 41-50 5 1-50

- 0-10
11-15
t6-20
21-25
26-30
31-40
41-50
5 1-60
6t-70
71-80
81*90
91-95
96-100
101 +

The following modifiers to the dice ro11 are cumulative and added where applicable:

.)

4
7

8

10
L2
15
20
30
35
40
45
50
55

I
2

3

5

6

9

10
L2
15
20
25
27
30
35

0
1
2
4

4
6

6

8

L2

t4
16
1d
20
25

00
00
01
12
L2
23
a^
LJ
a,L+
36
47
48
49
510
510

2

3

5

7

8

10
L2
15
20
25
30
35
40
45

4
6

9

10
L2
15
20
Z)
?tr

4Z

48
55
60
70

Fighting Class :

Training Status:

Shields ,

Position :

Raw
Green
Reservis t
Regular

C. S. F.

Officers, Soldiers and Pirates..,,. ......+10
Roman Legionaries or Marines..., "..+10Vikings or Knights .... .+15

Attacker is Elite ......+10
Defender 1s Elite ......-10
Attacker is Veteran ....+15
Defender is Veteran ....-20
Defender has shlelds..... ....-10
Attacker is on Higher Deck.. .......+10
Defender is on Higher Deck.. .......-10
Boardlng without Corvus (1st boarding turn) ....-10
Defendlng vs. Boarding w/o Corvus (lst turn) ....+10
Deduct from the C.S.F. of each individual points equal to his wounds.
(An officer with a C.S.F. of 19 has suffered 6 pts. of wound.s and is
nol,r treated as a C. S . F. of 13) .

Wound Status :

Note that these rules involve individual figure melee and the paperwork associated with skir-
mish type games. It is only recommended for individual ship actions or in role playing cam-
palgns. In mass fleet actions, use the simplified deck action system in the preceding section
of the ru1es.

The morale of men aboard ship is dependent upon the casualties sustained in a deck action and
from missile fire. Morale is determined by the morale 1evel of the highest ranking troops on
board. The order of rank is (1) Officers, (2) Soldiers, (3) Sailors, and (4) Bowers i.n rhe
fighting portion of the crew. irt'ren the highest ranking group has suffered. a 5OZ reduction in
CSF or numbers, morale is checked at the next 1eve1:

Class of Crew: Ugglg_lgyg-]1 A morale check will be required aboard vessel any time

-2
-1
0

that:
1. The squadron commander is sunk and is unable to trans-

fer his flag to another vessel or is captured or flees
the battle.



Elite .

Veteran :

Veteran Elite;
Flagship Crewi
per 102 casual-

ties :

Ship over 502
damaged :

+1
+2
+3
I1

-1

-1
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2. The vesse-l sustains 10% casualties amongst its fighters

in a round of melee or misslle fire. (102 increments
of origlnal starting strength)

2. The vessel has sustained 502 structural damage or a
total of 252 of its crew has been 1ost.

subtract Lhe Morale Level Modifler for the highest
reached the status described in /13 immediateiy
of every battle turn that an enemy -ressel is with-

To c.heck morale, ro11 a 1-1"0 die an<1 add or
ranking troops on board. When a vessel has
above, it w111 check- morale at ihe begirrnrng
in 1000 feet of it.

Result of Morale Check

-Z to 0 = Crew becomes totally demoralizcd. If engaged in a deck figitt- it w.i1l surrender
l-itA7. of the time. In a sea fight, it w111 attempt to flee L-54% of the time and
will continue in flight so long as an enemy ship is within 6000 feet of it. If
escape is impossible, it rvi11 surrencier 1-252 of the time and will fight otherwise.

1 to 4 = Crew is severely shaken" If engaged in a deck fight, it will surrender 1-252 of the
time. In a sea fight, lt will attempt to flee L-257" of the time if an eneny vessel
is within 6000 feet of i.t. If escape is impossible i.t will surrender 1-102 of the
time and will fight othervise.

5 to 6 = Crew is shaken but not panicky. If engaged in a deck fight, the crew will continue
the action brave1y. In a sea fight, ii will attempt an orderly withdrawal behind the
reserve line (if any) or else to a distance 6000 feet from the nearest eneny. Tf an
enemy vessel attempts to attack or pursue, it will engage or continue withdrawal
according to the captainrs wisl-res.

7+ = Crew r^ril1 perform bravely.

One special situation in which a rnorale check will be performed cccurs the moment a rowing
crewts endurance leve1 fa11s below 1C points. The speed of the vessel ls noticeably slowlng
as the ro\.vers become tired, placi-ng the ship in greater danger. If a morale die result of
less than 5 occurs, the vessel will withdraw or else stop to rest crew. It will, or course,
engage any attacking enemy or conlinue in any pursuit sj-tuation, dependi-ng upon the captainrs
wishes.

When large numbers of ships are involved, the morale of the squadron or fleet as a whole must
be considered.

Basic squadron or fleel morale is
10 ships in the force. Above that
ate to the total number of vessels

Ships in the Force:

1rol0
11 to 20
21 to 30
31 to 40
41 to 60
61 +

602, meaning that it will accept losses of 601.
number, it will accept fewer and fewer losses
because of the high numbers of ships sunk or

!S-C_Cus Req"iri"g * Mo.a l

60% ot the force
6 ships + 402 of the remainlng vessels
11 ships + 35% of the remaining vessels
15 ships + 307" of the remai-ning vessels
19 ships + 257" of the rernaining vessels
24 ships + 202 of the remaining vessels

of the first
proportion-

captured.

Squadron and fleet morale checks are a serious matter, for on the turn that acceptable losses
are exceeded, every ship in the squadron or fleet will check morale as if it had taken 50%

casualties and will continue to do so each turn the ship remains in action"

0n the first turn that squadron or fleet morale is checked, use the Ship Morale Check Table.
A11 Vessels that flee or withdraw will continue to do so until the battle area is cleared or
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They will avoid battle wherever possible.

0n the second and a1l subsequent turns that squadron or fleet morale is checked, there is a
flat 202 chance that any vessel, whatever its crew morale may be, will withdraw from thebattie
and retire in the safest direction. If a squadron or fleet flagship retires, its comnand will
fo11ow. However, an enemy pursuing too closely sti11 risks possible counterattack because the
withdrawing ships are not panicked unless they fail a ship morale check.

The folloruing rules are provided
Sorcery (Fantasy Games Unl.imited,

1. INITIAL BUILD
If a campaign 1s just starting, no one will possess a fleet and the cost of constr:ucting one
from scratch is so high that no one will ever have one worth mentioning. However, we may as-
sume that the ancestors of the current lords were wise enough to build ships. To arrive at an
investment value, add the total tax revenue of al1 seaports in the 1and, as outlined for
"building the natlon" in Chivalry & Sorcery. Multiply the total tax revenue by 150. Thls
gives the amount spent on ships by the government (302 for naval vessels ) and by the citizens
(702 tor merchant vessels).

Eor example, suppose that a nation contalned 9 ports with a total revenue of 3750 GP per month
(add all taxes to the Overlordsand to the towns). The amount spent on ships is 3750 x 150 =
562,500 GP. As 702 or 393,750 GP is expended on merchantmen, 302 or 169,750 GP remains for
the f1eet. The number and types of vessels deslred can then be purchased retroactivelv, us-
ing the costs given in section ll3 be1ow. At least 307 of naval and 302 of merchant vessels
will be below average in quality, and no more than 202 of the merchant fleet costs may be
expended on large trading vessels.

2. REVENUE_@
Once the composition of the mercantile f1.eet is determined, the revenue the state obrajns fronr
trade can be determined.

Mediterranean Trade: l0-20 GP per ton of shlpping per year in customs duties.
Atlantic Trade: 5-10 GP per ton of shipplng per year in customs duties.
Large Vessels: l0 CP per ton of shipping plus the normal duties per year as more valuable cargoes

were carried on larger vessels.

Players may attempt to slmulate the vast potential of the richest trade routes,
trade. Such trade could bring 1-6 times the normal duties in income.

Lo_qxeq: Not all vessels reached port.
peacetime, ro11 a ten sided die:

Storms, unknovm waters, and pirates took their toi.1. ln

1-4 = no significant losses, fu11 duties received.
5-7 = 1-62 losses in revenue. Reduce total tonnage by loss percentage.
8-9 = 1-102 losses in revelrue. Reduce total tonnage by loss percentage.
10 = I-2OZ losses in revenue. Reduce total tonnage by loss percentage.

War: Vessels must be escorted. If the escorting player convoys his ships with a gre:1ter number:
of warships (use points to determine relative strengths) than his enemy details to commerce raicl-
ing, he suffers normal losses as above under "Losses." If, however, he is outnumbered by the
enemyts commerce raiders, double the losses for each 252 stronger the enemy is than he. For ex-
amp1e, the escorting player has 150 tolrrnament points of ships and crews at sea on escort dtity;
the enemy details 250 tournament points of ships and crews to the task of destroying trade.
250/l5O = 16lz of the escort strength, Because he is 672 strong,er, three times normal losses
are caused to the trade of ttre escorting player.
In_divid.ual_th-;1p_Jslfe9: Players may wish to know the value of a particular ship and cargo for:
purposes of running pirate or war scenarios. The prize value of a ship is 752 of its building
cost plus the value of its cargo. Cargo values in ships under 250 tons range from 5-30 GP per ton
of shipping. Cargo values of large shlps ranq€r from 10-60 GP per ton of shipping. Carl4oes car-
ried by large ships on a rich tratle rol.rte range f rom l0- 100 GP per ton of shipping.

to add a naval dimension to campaigns based upon !ilrr/4!1l_!
1977).

Rich Trade Sqgt_g:,
suclr as Lhe LevanL
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In non-contested actions (when compriting general- lossesr) commerce raiders manage to seiz.e 252
oi ships 1ost. Thus, when nations arc at ivar, and loss,es exceed the normal levels, 252 of the
individrtal ship values 1s obtained by the raiding player. Thls figure can be computed from the
ship data on costs or it can be expressercl as 5-30 times t'he revenues lost by the player whose
ships r^rere taken. llhi.s is knovm as making war pay,l

Replacement of merchant losses is at a rate of 102 per year. If war is being waged at sea, re-
placenrent of merchant shipping tonnages js reduced by I-22 per \./ear of war.

Cornpute naritime re\Ienlles from customs duties oil an annual basis, made payable at ttre end cf the
sailing vear (usual1y the end of 0cLober.) After computing the yearts revenues, subtrac:t tire 1os-
ses. The balance goes lnto the trcilsrlr)/ a:; inc,oine at the end of 0cto-ber.

3. COST OF I,JARSHIPS AND MERCHANTMEN
T-h@='efl;6ctopTayersisa1moSt1imit1eSS.Thereare50basictypes,with
5 classes of vessel possible for each type, not to mention a great variatlon in the tonnages
of certain types of merchantmen. To avoid anachromisms where, for example, Greek-sty1e Tri-
remes are pitted against Galleasses armed with cannon, there should be agreement as to what
period of history is being deplcted. The ship t_vpes available would be governed by a reason-
able assessment of naval evolution. Irrfuntasy campaigns, players could go so far as to as-
sign particular types to various nations as characceristic deslgns 1n their navies. In a

Hyborean Age campaign, for example, Argos might specialize in Greek types, Aquilonia in Roman

types, and so on.

Type of Vessel

1. Egyptian Punt Ship
2. Egyptian h'ar Ca11ey
3. Phoenician Bi"reme
4. Sm. Phoenician Merchantman
5. Lge. Phoenician Merchantrnan
6. Early Pentekonter
6. Ram-bow Pentekonter
7. Med. Dispatch Boat
8. Hecatonter
9. Early Greek Bireme

10. Early Greek Trireme f
11. Greek Trireme 1I
12. Greek Trireme fII
13. Greek Trirene TV

14. Greek Trireme V
15, Syracusian Pencere
16. Successor Pentere
17. Successor Octere
18. Successor 15-er
19. Sm. Med. Merchantman
20. Lge. Med. Merchantman
21. Carthaginian Blreme
22. Carthaginian Pentere
23. Roman Bireme
24. Roman Quinquereme
25. Augustan Bireme

Type of Vessel

26. Trafanrs Coast Gd.
27. Galea or Moneres
28. Ousiakos
29. Pamphylos
30. War Dromon
31. Galea Sottila
32. CaLea Tarida
33. Sagitta
34. Vaccheete
35. Galee di Mercanzia
36. "ordinarl-" ca11ey
37. Galleass
38. Lsciere or l{ef
39. Iiedlaeval Med. Merchant
40. Venetian Carrack
41. Viking Warboat
42. Viklng Longship
43. Viking "Serpent" Type
44. Sm. Notdic Merchant
45. Lge. Nordic Merchant
46. Sma11 Cog (pre-1250)
46. Sma1l Cog (post-1250)
47 . Larg,e Cog
48. Great Cog
49. Caravel
50. Carrack

Cost to Build
10 GPlton
1500 GP

1500 cP
L2 GP /ton
15 GP/ton
1100 cP
1300 cP
1300 cP
2500 GP

1500 cP
1BOO GP

2000 GP

2500 GP

3500 GP

4500 GP

5000 GP

10000 GP

15000 cP
30000 cP
20 GP/too
25 GP/too
2500 cP
2800 GP

3000 cP
2500 cP
5000 cP

Cos L

1OO GP

150 GP

Cost to Build
1000 cP
1500 GP

3000 cP
4500 GP

9000 cP
7000 cP
25 GP /ton
1400 cP
200-800 GP

30 GPlton
8000 GP

30000 cP
25 GP lt.an
20 GPlton
30 GPlton
1200 cP
1800 GP

7500 GP

L2 GPlton
15 GP/ton
15 GPlton
18 GP/ton
20 GP /ton
25 GP/ton
20 GP /ton
30 GPlton

The building cost of a vessel includes only the hu11, masts, sai1s, running gear, oars, and
rain, if any. If special armaments and fittings are desired, these rnust be purchased at extra
cost. As in the case of the ships themselves, care should be taken to avoid any historical
inaccuracies. A1so, the very structure of the vessels shoul-d be conisdered: a trireme, for
example, was too light in construction and too cramped to mount any form of mechanical art-
il1ery except, perhaps, a Ronan-type "scorpion" in the bow. A Successor Octere, however,
could mount several catapults and scorpions with ease. Artillery (guns) cannot be mounted
safely until naval architecture reaches a period equivalent to A.D" 1400.

Type of AryramentlFitting

Scorpion (sma11 spear-thrower)
Ballista (mediurn spear-"thrower)

Type of Armament/Fitting Cost

36-pdr cannon
24-pdr canncn

1000 cP
850 GP



Catapult (so1id, incendiary)
Mangrr:nel (mu1ti-spear thrower)
Greek Fire Projector
Corvus
Grappling irons & line
"bi1ging" weight
rrBarbottetr (per foot of vessel)
3' x4' x3rr mantlet

One other factor to be considered when

Construction Oualitv

9-pdr cannon
6-pdr cannon
4 112-pdr cannon
2-pdr cannon
36-pdr stone shot
24-pdr stone shot
Large iron shot
Small iron shot
Keg oI gunpowder

vessel is the quality of the
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2OO GP

2OO GP

2000 GP

35 GP
)lp
35 GP

10 GP

5GP

building a

Cos t

5OO GP

3OO GP

2OO GP

150 GP

40 GP

30 GP

15 GP

5GP
tn aD

construction,

Elite materials and design L50Z of basj.c cost
Superlor materials and design L25Z of basic cost
Average materials and design basic cost as 11sted
Reserve quality 902 of baslc cost
Poor: quality 802 of basic cost
Garbage 702 of basic cost

Building Time

l2AZ of normal time
7L0Z ot nor:mal time
normal time
952 of normal time
802 of normal time
702 of normal time

The quality of a vesselrs construction will affect its ability to absorb damage.

3_.__i4I_q_:_!BEEq.
0nce the mercantile and naval fleets are bui-lt, they must be manned. Good cre\4,rnen demand good
pay for thelr service, and even the greenist mariner has to be paid for his trouble.

One of the most important tasks facing a naval commander is the choosing of his cre\{s. The
followlng costs reflect the monthly pay scales of crews of various classes. In most instances,
pay is somewhat lower than in the mercantile fleet because naval service does imply "patriotic
self-sacrifice". Besides, there is always plenty of opportunity to win loot and capture prizes.
A11 costs are given in terms of 100 men. In the case of slaves, costs refer to purchase price
rather than monthly pay.

Class of Crew Rowing Crew/100 Men Sailing Crew/100 Men

Raw
Green
Reservlst
Regular
Elite
Veteran
'Veteran Elite

20 GP

25 GP

50 GP

75 GP*
90 GP*
125 cP*
150 cP**

20 GP

25 GP

60 GP

90 cP,t
100 cP*
150 cP*
200 cP**

Slave Rowers/100 Men

1OO GP

150 GP

4OO GP

600 GP

1000 GP

*Al-1 crews marked with a single asterix are paid on
are part of the standing fleet and must be retained

**A11 crews marked with a double asterix are paid on a
service elsewhere.

a minimum of 7 months each year, as they
for continual service.

12-month basis. Otherwise, they will seek

257, ol all slave rowing crews die from disease and physical breakdown each year and must be
replaced by new purchases.

Fighting crews are drafted from freebooting mercenaries, feudal vassals, and militia units.
The types of troops aboard para11e1 those di.stinguished i.n the chapter on "Warfare in the Age
of Chlvalry" in Chivalsl & Sorccry:

Flghting Crew (100 Men) Type D lype C

Light Infantry 40 cP
Medium Infantry 75 GP

Heavy Infantry 125 GP

Armoured Infantry
Chivalry

50 GP

90 GP

150 GP

200 cP

Type B Type 4 Armour Typg

75 GP 90 cP none
125 GP 150 GP leather cuirass, brigantine
175 GP 200 GP banded cuirass, chain shirt**
225 GP 250 GP chain or scale h6ulgrk,t/c
700 GP 900 GP superior hauberk or platerrrc
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Marines +50 Gp +90 Gp The troops listed here areLlght X-Bor^Tnen +25 GP +40 GP +50 GP +60 Gp specialists and are rated
Heavy X-Bowmen +75 GP +100 GP according to their infantryArchers +10 GP +15 GP +25 cP +50 cp class (1ieht to heavy), aniMusketmen - +50 GP +75 GP +100 GP are paid lccording to thatGunners & Artificers - +150 GP +300 GP +500 Gp rate plus speciallst bonuses.

To convert Chivalry & Socery troop classifications to naval force classes, use the followingguidelines:

Type A = 257. Veteran E1ite, 752 Veteran
Type B = 30% Elite, 702 Regular
Type C = Reservists
Type D = 502 Raw, 50% Green

Heavy and Armoured Infantry and all Chlvalry carry shields.

Crews must be paid regularly if they are to be expected to serve 1oya11y. Feudal navies have
the advantage of 60 daysr service before pay starts when vassals, m11itia, and reservists are
used. I{owever, all crews of the "regu1ar" navy are paid monthly. If pay is in arrears for
more than 30 days, much "mutterlng" and "grumb11ng" wi1l be heard below decks, and there is a
10% chance that the crew will mutiny and go home to be paid instantly. The chance of mutiny
rises L)Z per week thereafter.

5. NAVAL NOBILIZATION
No matter how rich a nation may be, 1ts ability to muster enough able-bodied men to crew its
ships is related to its rrmaritime population". To c ,rpute fhe number of people along a costal
region, add the population of all the port cities and double the result. This is the total
from which crews may be drawn for naval service.

Regular navy crews may be drawn from 5Z of the rnaritime population. (Type A crews.)

Reservists may be drawn from 102 of the maritime population. (Type C crews.)

Merchant Marine are LO% of the maritime popul-ation. (L}it Type A, 90% Type B crews). These
seamen are vital to the cornmercialwellbeing of the nation, however, and for each L% pressed
into naval service, revenues from maritime trade drop by L07" for the duratl-on + 1 to 3 months.
Naval service includes both aboard naval vessels and transports used to carry troops or sup-
plies.

Recrui ts may be drawn fromLOZ of the maritime population. (Type D crews.) However, for
each 12 so recruited,
of trade and industry,

total revenues from coastal areas drop by L5% to reflect the disruption

Slaves
largely
chance
ga11ey

may be used in nations that have institutionalized slavery, and acquiring crews is
a matter of finding the money to purchase rowers. The better the crews, the less

of finding appropriate slaves. Ro11 percentage dice for each 100 slaves purchased
duty:

the
for

Dice Result Death Rate

year
year
year
year
year
year
year

lgS+1,t1q may be used to row vessels. They drop one 1eve1 because of reluctant servlce. They
can and w111 revolt at the first opportunity. (Ru1es for revolt can be devised by players to
suit a particular campaign.)

1-3
4-7
8-12
13-30
31-55
56-7 5
76-100

Type of Rowers

Veteran Elite
Veteran
Elite
Regular
Reservis t
Green
Raw

701.
102
107"
20%
257"

352
507,

Per
per
per
per
per
Per
Per
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5" REPLACEMEN?S
Except for slarres, which are purchased "catch as catch can" to replace losses from battle and
plr1'sicai breakdown, 2AZ replacements may be obtained for any class of sailor or rorter each
ye3r.

7 . FIGIITII'IG CREI,JS
-*-;-,-]1--'l'ighring crel{s may be drawn from varlous sources, depending upon the type of military system
exisling in t1-re nation:

larlafiggC like the Vikin-es would draw their flghterslrowers/sailors from the military srrengrh
of the nation. They have no maritime population as such.

fggda! states draw fight:'-ng crews from vassals and mllitia forces, as well as from the maritime
popul at ion.

.9i::l:Ceg- nations 11ke Byzantium, Rome, Greece, etc., possessed a regular army which provided
lhe fighting troops for the f1eet. To reflect the nore ur:banized populations of such states,
when hrflding thern the cities should have populations far in excess of the 25000 typical of
la::ge f,errdal towns. Cities woul-d have a 10Z mobillzatian 1evel. The countryside around a
clty ',7es14 have an equivalent to tripled population, rvith a 10 to 2OZ nobLTizatiafi. Troops
would have to be equipped and paid out of public coffers. Taxes can be computed on the basis
of 1 GF per mcnth per 5 citizens (double ln port and capital cities).

8. MAINTAINING THE T'LEET
Ships are extremely costly and therefore have to last a long time. Maintainence costs are
therefore lncurred:

nqlilElg: To maintaj.n naval vessels constantly at sea, 57. of their cost must be expended
annuallv for refitting, careening, modification, etc.

&e*gtt: Irhen vessels are damaged in battle, the cost of serious repairs ts 507" of the damage.
Fcr instance, if a ga11ey came intc port with 75% battle darnage, the cost of repair would be
Ll2 x 752 of the original cost of the vessel. Tlme taken to repair is a function of the slze
of the'resse1" Fcr each lAZ cf damage sustained, a number of days equal to the size number of
the vessel is require<i tc complete uork. Thus, if the damaged vessel mentioned above had a
size ai:mtrer oi i i2 ,lve-ry lar:ge), the tine would be 12 x 7 (752 = 7 /70's) or 84 days.

_i1g.il-d+ng-: liew vessels nay be constructed in a rrumber of days equal to the size number x 10.

Sbfp:g-4g: The number of vessels that could be built or repaired at any one time is a func-
ticc of the populatj.on of a port. Generally, 1 vessel may be worked on for every 500 people
in the tor,n or city. In the case of verl.z sma11 vessels (size number 1 or 2) , 2 vessels may be
wcrlted r-ln for ever-v 500 people.

_Lald Up Ships: Vessels may be laid up "ln crdinara,,rr, awaiting commissions to go cruising.
Suc-h vessels form the na.ra1 l:cserve and are drarn'n up in ship sheds or are moored in port and
maintained against some naval emergency, The cost of keeping a ship "in ordinary'lis 12 of its
buili:1ing cost per year.

Repiacemet!: The 11fe exFectancy of Mediterranean ships is 30 years, and Atlantic ships last
40 vear'r" Players should develop a repl-acement program so that one ship in 30 or 40 is re-
Flaceri by a nerrr one each year,

Magick lise::s are not prcne tc r:-sirl-ng lheir skins in naval battles,bui it might chance that
one could be present aboard a sl.rip whiie journefing to some impcrtant destination. Thus it
might chance thathis services will be reqrrired to fight off pirates or improve on the weather:

!AE!C_- l,I{EleK _S!*Ei.!i, e,specia1.1y those dealing wlti: f ireba11s. stone missiles n and lightning
bo1ts, r+i1l probably be used offensirrelv. Treat eachttvoiume" of materlal hurled as an in-
cendiarv or solid mlssile *-j.th 1 rlie (6-sided) of damage, Thus a 10 volume stone would strike
with 10 dice c[ darnage against the hul1 and woulC inflict 1C dice of damage against crewmem-
bers present. Targeting is on the ,ressel (inani-mate object).
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WEATHER CONTROL spe11s will serve to create the effects indicated in Chivalry & Sorcery' These
are area effects and thus all vessels inside the weather pattern created will be affected by
the spe11. In addition, weather spells permit a Magick User to manipulate the wind and weather
tables in these rules by +2 ar -2 per magick 1eve1 he possesses. If two Magick Users on op-
posing sides are attempting weather manipulation, subtract the difference between their mani-
pulation bonuses for the superior Magick User. (The inferior will have his efforts cancelled.)
For example, a Magick User with MKL 10 wants to alter the foggy conditions (6-10 in the Atlan-
tic on the Weather and Visibility Table) to something better. A MKL of 10 gives him a +20
or -20 variation, and he can choose any weather inbetween. He applies the fu11 *20, ralsing
the table to 26, 1et us say, which is 11ght rain.

ILLUSIONS are very effective at sea, for seamen are highly superstitlous and believe almost
everything they see. Non-player characters are rated at an average IQ of 10. Targeting is
on the vessel or vessels Trlthin range of the Magick User.

C!]WIANDS must be targeted against the specific character or characters to be dominated.

{qyE_AIR spe11s may be used to increase the wlnd pressure on the sails of onets own vessel
for the duration of the spel1. Such spe11s increase speed (at the current wind velocity) by
5i{ per magick 1evel possessed by the caster, In no case may the speed of a vessel be more
than twice its maximum speed until a Magick User reaches 1eve1 21-, at whlch point he may 1n-
crease speed by l0Z per magick 1eve1l Such spe11s prevent the masts and running gear from
carrying away, and no water will be shlpped in favourable seas.

Clear1y, there are a great many possible spe11s which could be cast aboard ships, and to deal
with them all would require a prohibitive amount of space. Players are encouraged to work
out reasonable and playable t'house rulesttto cover sltuations not dealt with here.

Ranges and the strength of effects are determined by the Personal Magiek Fact,or of the spe11
caster, as descrlbed in Chivalry & Sorcery. hhere player-characters or individual non-player
characters are involved in a given effect, they must be dealt with indlvidually accordinB to
C & S magick procedures. For example, a flreball might explode aboard shlp, killing some
crewmen, but to injure a player character it must be targeted against him separately.

Early Pentere or Quinquereme, War Dz,omon, Large, undecked Bireme or T7"ireme.
75'-90t cq,tqphy,acted Birene oy Tr.Lreme.
Viking VesseL or Phoeniciayl Met:chantman.
75t-90t Bireme, Trireme, PamphzlLos (undecked, cataphract f or fI, or
apT"Lract. )

Successor Pentere, Laz,ge Successor Lenantine tApes
Perttekonter, Dispatch Boat, GaLea or Nomeres, auisak.os, Vachette.
700t-130t Bireme or Tri.y,eme.

Great Cog (Uschere, Nef ), Carrack, La,r,ge Roman or Meditet,Tanean Mez,chantman.
Large Cog.

GaLea SotiLLa, OrdinayA GaLLey, Large Dtomon.
GaLeas s .

1.
,

(

o.

8.
o

10.

11.

l+

i 2. Sma.LL Cog, srnaLL ArLcient or lvl e d"ieuaL l,l erchantntan.
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1. Naval Stralegy

Naval warfare is prehistoric in origin. At first, it was an armed seizure of bcoty and irlnuue
from a passing merchant ship by a partl., of freebooters in a fast boat, a purely piratj-c*i. a*t
iacking in real militar:y organization and exhrbiting 1itt1e in tl:e r,uay of naval. science. The
first navies were basically large numbers cf pirate adventureres who r^rere gathered togethe:
by no less predatcry princes to serve, their natlonal objectives. The Greek fleet that saiied
for Tr:oy doubtless ventured fcrth to elimj-nate thai city as a tribute-levying power who den-
ied free access betrueen the Aegeaa and Black Seas. The desiruction of Troy meant j-rnmedi.at*
profit in the form of rich loot, less risk to future ccrunerce, and higher proiits because no
tribute would have to be paid 1acer. Helen was iust an excuse to eliminate an eeonornic ri"va1.,
The relatively recent navy cf Elizabeth I was cornposed of "gentlernan', privateers, brigands_
freebooters, and cutthoats',uhose own mercenary i.nstincts matcheci thcse of their Queen. Their
example was equalled and often surpassed by the Barbary Pirates, the Spanish, Portirgese, DiiEelr,
and, indeed, virtually every seapcwer of the ancient, nrediaeval, and modern r+orld. The o::riy
dlffe::ence betr+een pirac-v and 1awfu1 war until well into the last century was the "Let.ter of
Marque", the official approval of onets government to make war on the enemyrs property ae
well as the lives of hj"s subjects"

Whatever degree of sophi^stication the war at sea might reach, the strategic objectives rer,aj-R
the same" Secure national wealth and power (1) by domi-nati-ng the seas in order to make them
safe for comrnerce and (Z) by denying the sea to any and all adversaries. Ihe paEtern foir sue-
cess was established by the Phoenicians and Greeks, who sent out colonies to establish rra-
va1 bases that would protect maritime commerce and attack any enemies. The paEtern was re*
peated successfully throughout history by Carthage, Rome, Byzantium, Yenice, Genoa, P1sa,
Spain, Portugal, Eng1.and, and the Netherlands, Today, the naval race between the U.S.A" and
the Soviet Union depends not only upon numbers of ships but the possession of strategic
bases from which to operate. It is a situation that Bomlicar from ancient Tyre could easily
comprehend; the Phoenicians had the same problem.

The sea i.s a cheap and convenj-ent route for commerce, transportation, and communlcation, 1l
had the vj-rtrre until modern times, of being eminently faster than any form of land travel"
A11 war upon the sea had,therefore,the ultimate objective of control of the sea. The bactl-e
of fleets is not profitable r-tnless victory alters the econornic balance in favour of the '".ic-tor. For economics is the reason for naval warfare.

A11 naval strategy therefore aims at two objectives. First is the direct attack upon the
life of the adversary, the destruction of his fleets. Thls is usually the strategy of the
stronger adversary, although the weaker can never afford to refuse battle when he has a ciear
1oca1 superiority and has a good chanee of inflicting heavy losses without great loss hj^m*
se1f. Second is destruction of the commerce, rvealth, and property of the enemy, cutting off
his livelihood and reducing his resources to make war. This is the strategy of the weaker
adversary, although the stronger r+il1 al-so choose it to further weaken an already infericr
enemy 

"

Any naval campaign contemplated by players should be set up so that such objectives may be
served. The complete naval campaign envisaged by Chivalry &. crlely (Fantasy Games Unlimited,
1977) provides amply for economic objectj-ves, for i- w111 be seen that vast sums of rooney
needed to maintain large fleets can come only from overseas trade, Thus players who desire
to wage a total naval and land campaign are advj-sed to make use of the ChivalrJ,&-soreery
SystemSofdes1gningnationssothateconomic,demographic,andmi1ita,@ent"
The more simpUfied tournament point system glven in this volume provides, basieally, only
for the contests of strength between fleets, It may be linked with land campaigns, how-
ever, and inno.,rative players could devise a point-system to provide an economic dimension.
That inakes conquest of territory, capture of overseas ports, and commerce raiding a vtabl-e
possibllity and renders the simulation.
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After the vlctury over Per-sia, Athens possessed the largest navy and a rapidly growi-ng mer-
chant fleet. SLre clonrinaLed the neruly formed Delian League, collected much tribute from her
subject a11ies, and aroused Corirrthi-an jealousy as Athens made a determined bid to control
the western sca trade as well as crrilmerce in the Aegean and Euxine (Black) Seas. After an
inconclusive conflicr in 459*453 B.C., general war broke out between Athens and the Pelopon-
nesians i.n 431 ll"C" Pelorrorrneslan strategy \.{as to destroy the Attic crops and starve the
Athenians or-it, liowever, Athens had by now acquired che means to support her population by
selling lier ni.rnrrfacture overseas for provisions. Her access to the sea introduced a new

strategic conc(ipt: rrr,zinten.ance of economic and military power by far-f1ung trade. So long
as her navy of 250-3{10 trirenes cculd protect commerce, supply her when beseiged, command

the loyalty of trerr subject allies, and give her the means of counterattacking where she
pleased, Athens could holci out"

The first phasc of, ttre war ended irrdeeisively in 421 B.C. The Athenians had based naval
operations upon fast, maneuverable vessels utllizing ramming tactics and avoiding the tradl-
tional boarding action. The Peloporrneslans, 1ed by the Corlnthians at sea, preferred to
board the enerny and carry t.he decks by virtue of stronger fighting contlngents. The Athenian
tactic was succdssful so l.r-rug as there was roon to flaneuver. However, when fighting in
close waters, with I;rrrd acl-l acent Lo both flanks of the battle line to prevent the fatal
periplous so ofterr performed by the fasi: Athenian trieres, Corinthian close combat tactics
evol.ved duriug the course of the War.

The second phase of the war opened in 418 B.C., the great event being Lhe disastrous seige
of Syracuse by the Arhenians in 413-412 B.C" After that, Athens was worn down by the steady
attrition of her best crews, the defections of her subject a11ies, and by the endless fleets
of her enemies * often financed by Persian go1d. Fina1ly, in 405 B.C. the brllliant Spartan
general Lysander made a thrust against the Hellespont to block Athenian trade in the Euxine
Sea. The Athenian fleet arrived to break the blockade but \.,ias captured on the beach by a
surprise raid 1ed by Lysander. The victory at Aegopotami destroyed Athenian seapower and
forced an ignominious surrender upon Athens.

Petras ./,rO D r . The Battle of Maneuver

A Corinthian force of 41 trieres and 5 supply ships carrying a large landing party set out
to conduct operations against the Athenian base at Naupactus j-n the Gulf of Corinth. The
2O-ship squadron at Naupactus \.das commanded by Phormio, who intercepted the heavily laden
Corinthians in open rvater. 0utclassed at the best of times. the Corintian trieres were at
Teast 202 slowdr then normal because of the weight of extra troops and supplies. The
Corlnthians especially feared envel.opment, the periplous, by the speedier Athenians, so
they placed 42 t-rteres in a circle about 300-500 yards across, the vesseJ-s facing outward
ready to ram. The supply vessels arrd a reserve of 5 trieres were placed in the center of the
circle. Pl'roriuio begarr to circl.e the Corinthians warily at tr,ro or three ship-lengths dis-
tance, not fearirrg raiorning attacks because the Corinthians could not accelerate fast enough
to catch the Athenians before they turned away to avoid the charge. Phormio walted for the
millning breezes to throw the enemy ships against each other, for they could not long main-
tain relative position withor,rt moving. The breezes arose, confusi,on broke out in the Cor-
inthian ranks as ships drifted together, and Phormio attacked with a classic diekplous
maneuver, breaking into the center of the circle to sink one flagship and then ram many
others in the stern. The battle ended with 12 Corinthians captured and the rest damaged'
sunk, or fleeing.

Athenians : 20 x /i 12 trireme III superior vessels, with Veteran crews in all categories.

30 x //10 Trireme I arrd L7 x ll11 Trireme II average vessels, with Regular crews
1n all categories. The fighting complements are 3 times normal, as the vessels
were equlpped for land service. The supply vessels are 5 x i/19 sma11 merchan€-
men. The Corinthian trleres are 202 s1ower than normal.

Corinthians:
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The battle opens with both sides 2000 feet apart,
east, the Athenians from the north-west. Land is
4 miles to the east. The Corlnthians will attempt
to force boardlng actlons on the Athenians to make

the Corinthians approachi.ng frorn the south-
6 miles away to the north and south, and
to form circle to prevent envelopment and

use of their superior fighting contingents.

Victory Conditions: The breaking and fleelng of elther squadron due to morale failure.
Athenians win a crushing victory if they capture 10 ships and do not suffer more than 5 ves-
sels "sunkt'.

Erineus 413 B.C.: The Battle in Closed Waters

The Corlnthians flnally learned that they could not defeat the Athenians 1n a battle of man-
euver. So, in 413, the Corinthian squadron opposite the Athenians at Naupactus made prepar-
ations for a battle on their terms. Preparatlons were structural. and tactlcal. First, to
avold the dread Athenian periplous, the envelopment of the f1ank, the battle would be fought
in contricted waters, wlth the flaksanchored by nearby 1and. It was a reversi.on to the tac-
tics of Salamis. Second, the waters chosen for battle were a re-entrant bay, so shallow that
soldiers stationed on either headland on the flanks could wade out to the vessels. Third,
the epotis or cathead on the cheeks of the bovr was strengthened on eaeh vessel so that a beak
to beak ramming attack would cause less damage to the Corinthian vessels. Thus they awaited
a frontal attack. The Athenians arrived and took posltion outside the head1and, r"iti.,g.
Pina11y, the Corinthians advanced and entered intc battle just outside the bay. The Athen-
ians sank 3 vessels but had 7 of their ornm disabled by the heavy Corinthian epotldes. Both
sldes claimed victory, since the Athenians recovered all the wrecks which ariftea out to sea,
while the Corinthians were proud of having inflicted greater damage than they suffered.
Erineus demonstrates the weakness 1n Athenian naval policy. Athens had built up a system of
ram tactics based on 11ght, speedy vessels carrylng few soldiers and avoiding boarding actions.
The system required maneuvering room and was lnapplicable in closed \,raters. This faet was
perceived by Polyanthes, the Corinthian comrnander, and he restored the concept of naval fight-
ing as an infantry battle. The ram became a secondary weapon, useful in the right conditions,
but never the prlmary means of gaining vlctory at sea.

Athenians : 1 x /i13 Trireme rV elite vessel with veteran Elite crew.
12 x llL2 Trireme III superior vessels with Veteran c-rews.
20 x ll13 Trireme III average vessels with Veteran crews.

corinthians: 5 x llll Trireme rr superior vessels with veteran crews.
10 x /111 Trireme II average vessels rvith Veteran fighters and Regular crews.
15 x //10 Trlreme I average vessels with Regular crews.
5 x //10 Trireme I average vessels with Reservist crews.
The Corinthian Trireme IT's are capable of absorbing a beak to beak rammlng
attack made against them as if they r.rere structural class B. Beak to beak at-
tacks will not be ordered unless the captain finds the courage to do so (ro11
a 6-sided die: a 5 or 6 gives the needed courage).

The battle opens with both sides 500 feet apart, the Corinthians holding a line between two
headlands. The depth of waterin,,the bay is about 4 to 7 feet. Both sides ro11 a 6-sided die.
The loser lnitlates the attack with a general charge"

Viqlorv Conditions: The Athenj.ans must inflict losses on the Corinthlans greater than those
suffered. Damaged vessels will drift toward the sea unless sunk lnside the bay, where they
will rest upon the bottom and be recovered by the Corlnthians, whose land troops will wade out
to the wrecks and occupy them.

Methvmna, 406 B.C.: Fleet Action

With 140 ships, the Peloponnesian cormnander Callicratidas moved upon Methlmna in Lesbos.
Immedlately after the capture of the town, Conon arrived with an inferior Athenian force of
70 vessels. Laying to over night, Conon disccvered that he faced ti,rice his numbers and made
a run for Mytilene, some 35 miles farther south. Iie had to break through a peloponnesi.an
squadron to do it, however, and the engagement brought losses of 30 sl'rips. The remaining 40

I



Athenian vessels took refuge in Mytilene and

Aglgtgqg. : 70 vessels. Build and man
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were blockaded by the enemy.

{ll2 and //13 Trireme IlI's and IVrs with 2650

/110 and /111 Trireme Irs and rirs with 1550 tourna-

learned of the battle, and he will- sortie if this
to engage the Athenian relieving force (expend
while the Athenians will be fresh and waiting.

tournament Points.

Peloponneslans: 140 vessels. Build and rrran /19 Biremes and ii10 and /ltl Trireme Irs and IIfs
with 3450 tournament Points.

The action begins wlth Conon discovering 100 Peloponnesians maklng a sortie from Methymna
8000 feet to the r^rest. The coastline runs south. A squadron of 40 Peloponnesians is 3000

feet to the south of Cononts force, taking up blocking pos.i-tions to delay his passage long
enough for the main body to catch up.

Victory Coldltions: Conon must escape wlth at least 40 vessel-s and reach Mytilene. The

P.iop."nesia"s m"st infli.ct greater losses than 30 vessels upon the Athenian squadron. Point

"orr.ti" 
may be used in place of these conditions: Conon cannoE lose more than 1140 tournalnent

points in ships and crews. However, glven these conditions, Conon can win a decisive vie-

:::] 
,t he lnflicrs three times the casualties on the enemy than are suffered by his own squad-

Arginissae, 405 B.C.: Fleet Action

Conon managed to slip two of his fastest ships out of Mytilene to summon aid from Athens,
and one. managed to escape the pursuit. Meanwhile, an Athenian squadron of 12 ships lost 10

whj.1e trying to get to Mytilene to reinforce Conon, the two survivors managing to enter the
harbour. Athens madeia great effort and managed to raise 140 ships to send to Cononrs relief.
However, many of the vessels were o1d and were manned by t'scratchtt crews. Callicratidas, who

now had 170 ships, left 50 to maintain the blockade and took the other 120 to Point Malea,
some 4 miles south of the city. Ihe Athenians stopped that night some 7 m11es away at the
Arginissae Islands. Callicratidas saw the fires of the Athenians and got under way at mid-
night to make a surprise attack, but squalls heltl him up until daybreak. He crossed over and

forned a single line of ships. The Athenians formed a double line of vessels not far from
the Arginissae Islands and waited for the Peloponnesians to approach. The Athenlans used
the islands as a background of maneuver, compelling the Peloponnesians to fight in two bodies.
I,,Ihile the Peloponnesians had slightly better vessels and should have been able to perform a

periplcus_ to envelop one or both flanks, the Athenians maneuvered surprisingly well while
the Pel"p.nnesian squadrons chose to execute diekplous atEacks. The result was that superior
Athenian seamanship sank 70 vessels for a loss of 25 of their own. Unfortunatel-y, bad weather
came up and the Athenians were unable to salvage the wrecks, recover bodies, or catch the
fleeing enemy. Meanwhile, the commander of the blockading squadron had a dispatch vessel
'covering the battle and was able to extricate his force without being engaged.

Athenians : 140 vessels. Build and man ll12 and il12 Trireme lII's and IVrs with 4400
tournament points.

leloponnesians z 120 vessels. Build and man ii9 Biremes and il10 and /i11 Trireme Its anrl IIts
with 3600 tournament points.

Cononfs Sqn. : 42 vessels. Build and man
tournament points.

Blockade Sqn. : 50 vessels. Build and man
ment poiats.

There is a possibility (252) that Conon has
is Lhe case. Cal-licratidas pust row 7 miles
faiigue to do so) before engaging the enemy,

llL2 and //13 Trireme lII's and TVrs with 1650

ties are
a battle
have any
Defeat.

Conditlons: Defeat the enemy and cause him to f1ee. If rnore than 3 times
lnfliirea (point count) than are suffered, a erushing victory is obtained.
ttto the knife", for Athens must smash Callicratidas and relieve Conon if
hope for a naval reeovery. Failure here rqi11 probably end the War with an

the casual-
This is

it is to
Athenian
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The First Punic War was almost a replay of the Peloponnesian War in that two distinct naval doc-
trines characterized the tacitcs of the belligerents. Like the Athenians, the mariners of Car-
thage preferred the oblique attack, keeping distance and using the ram and archery. The Romans,
realizing that they were hopelessly inferior at seamanship, chose tactj-cs that would bring to
the decks of thelr enemies the thing they knew best: the invinclble thrust of the Roman short
sword. Thus the Romans adopted the grappling hook and the Corvus to restrict the movements
of their enemy on the open sea, just as the Peloponnesians and the Syracusians had used close
waters Lo restruct Athenian maneuvering more than a century earlier.

My1ae, 260 B.C.: Grapple, Board, an{ Storm!

No sooner had the Romans completed the buildlng of their fleet of 140 ships than thelr enemies
attempted a ruse to draw it out into open seas and destroy it. The Carthaginians raided Mylae
near Messina in Sicily, threatenlng to cut off the Roman troops in the island. When Duilius
appeared with the 140 triremes and quinqueremes of the Roman f1eet, Hannibal, the Carthaginlan
admiral, cast all cautlon to the wind. With 30 vessels he headed away from the beach in a pre-
cipitous charge, not InTaiting for his remaining 100 vessels to get under way. Passing close in-
board of the leading line of Romans to perform the classic diekplous attack, the Carthaglnians
were caught by grappling hooks and reeled lnto the range of the Roman Corvi. Within mlnutes
after the engagement began, the entire l-ead squadron had been captured, including the great hep-
tere of the admiral, who managed to escape in a smal1 boat. The following squadrons of the Car-
thaginians approached more cautiuosly, having seen the disastrous defeat of the first wave.
They maneuvered, using their superior speed and seamanship to attack the broadsides and sterns
of the Roman ships, well away from the Corvi. But the Roman fleet now outnumbered them, and
despite their sluggishness, there always were enough disengaged Roman vessels nearby to sneak
up on a Carthaginian recoverlng from a collision or ramning attack to drop a Corvus on to,,his
decks. After another 20 ships were lost, the Carthaginians withdrew in panic.

Ronans ; 100 x tl24 Quinqueremes ldith Corvi, 502 with Reservist crews and 50% with Green
crews. Eighting.complements are all Veteran heavy infantry on the Roman mode1.

40 x #11 Trireme II I s, 502 with Regular crews and 50% with Reservist crews.
Fighting complements are all Veteran heavy infantry on the Roman model.

Carthaginians: 1 x /ll-6 Successor Pentere (heptere flagship) with Elite rowing crew and Veteran
fighting complement of medium infantry (40% archers). Two catapulEs are mounted
forward.

29 x ll].'L Trireme IIfs with Veteran crews.

60 x /111 Trireme llts with Regular crelrs.

40 x ll22 Penteres with Regular crews.

The Carthaglnians begin wl"th the heptere and the 29 Veteran tri.remes off the beach. The squa-
dron must attempt a diekplous attack on the Romans, not waiting for the remaining 100 vessels
anchored close inshore. The second Carthaginlan line is placed 2000 feet astern of the first
once the first l1ne has joined battle. The Romans are formed in a doubl-e 1ine, with 40 Triremes
and 50 Quinqueremes in the first 1ine, and the Reservist quinqueremes formlng a second line of
50 ships 300 feet behind.

Iig!9f1_ggldigiong.: Defeat the enemy in detall. At this t1me, nelther side had any more shLps
around Slclly, and the one who serlousl-y darnaged the other would cut off the loserrs troops 1n
thg lsland, assurLng vlctory on land. Determlne victory by a point count. A 357 loss must be
lnfl-icted on elther slde over and above casualtles sustalned. Count captured ships as part of
the victorrs fleet when computing losses.



g!EEB lrrrns rnou rlNrASy :

ROYAI ARMIES oF THE IIBORXAN AGE by Lin Carter and Scott Bi.zar. A wargamerrs guide to the ageof c;@ descriptions, and natlonal organizations.

Gi"AfiAT0RS by Hugh T. McGowan. New systems for slmulating nan-to-man combat in the Roman arena.
Rules make minimum use of dice and rely on playerrs ski11 to determine victory.

CUAII! by Roy Goodman. A quest within a wlzardrs tower. Includes ru1es, cut-apart counters for
hldden dangers, and 6 inserts for L2 floorplans.

i,EGION by A1 Margolis. Minlatures fules for slmulating Ancient warfare on the grand tacticalscala
Rules a11or.r for larger actlons than was previously possible, thus creatlng a more accurate simula-
tion.

MA)AME GUILLOTINE by Gametesters.
charts, and cut-apart counters.

Abstract role playlng in the t'Rei.gn of Terrortt. Includes board,

BUNNIES & Bql&0WS by B. Dennis Sustare and Scott Robinson. Complete role playlng game Ln a world
cf intelligent rabbits inspired by Watership Down.

gAL4!i4__C!SqiIEg by Adam L. Gruen. Explore and conquer the galaxy.
and fu11 campaigns in Science Fiction.

Rules for paper and pencil

THE BLUE-LIGI{T MANUAL by Edward Pauley, Tactical niniatures rules for the American Clvil War.
@tionsanddetai1edru1esfora11aspectsoftab1etopgaming.
DOWN STYPHON! by Mike Gilbert. Fantasy action on the alternate Earth of Lord Kalvan of Other-
qhen. Complete rrith arny compositlons and a unifom guide.

FLASH GORDON & TI{E q$EI9B!__qI_I9Igq by Lin Carter and Scott Bi,zar. Schematlc role play to slm-
from Ehe Conic Strip.

IBEB4E_IEI__QBE4I- by David Park Newport. Complete miniatures, rules for Seven Years War.

CHIVAIRY & SORCERY by Edward E. Simbalist and Wilf Backhaus role playing and ractical acrion rutes
t-or-f;Easy6"arvai campalgns, battles, and quests. The most complete iule book ever published.

ARCHW0B!! by Mike and Sheila Gilbert. Fantasy campaign rul-es for land and sea battles, sleges,
magic, etc. Includes fantastic races and human natlons of varying technology.

CASTLq PLA'NS designed by Edward E. Sirnbalist. Floor plans for use in slege games ln 25m scale.
Ideal for use wlth Chivalry & Sorcery or Archworld.

BROADSI^IORD by George Schneider. Mlnlatures rules for the early medleval perlod. Coroplete wlth
game scenarios and troop break-downs.

WAR 0U[HE BING, the game of Mlddle Earth. Complete boxed game wlth dle cut counters and backed
board. The conflict of Gondor vs. Mordor and the quest of the fellotrshlp take pJ-ace slmultan-
eously on one board.

I{ERCENABY. Merchant Prlnces alter the course of world events. Couplete board game wlth backed
board and 220 dLe cut counters. Pol1tlca1, milltary, and economlc maneuverlng durlng the Ren-
aissance.

L0R:DS & WIZARDS complete boardgane with die-cut counters. A new fantasy norld where players con-
quer clty states to bulld empLres as Lords or Wlzards. Involves dlplomacy, economlcs aod stra6gy.

The above tltles are available from local shops and dealers, or direct, from:
Fantasy Games Unll"mited Inc.
Post Offlce Box 182
Roalyn, New York 11576
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Type of Ship:

Construction:

Flotation Points:

SAILING SPEEDS: Lt. Breeze:

Good Breeze:

Good Wind:

Strong Wind:

Maximum:

TURNING }IODE:

CREW TYPE

Name/Number of Vessel: Slze NoJ:

SSTR Strength Polnts

Rigging:

Class No. of Troops

ROWING SPEEDS: Slow Cruise:

Standard Cruise:

Battle Cruise:

Ramming Speed:

Racing Speed:

Individual CSF Endurance Level

Of f i-cers

Sailors
Soldiers
Rowers

Archersx

Artiller is ts*
0ther
x Th.ese tend to be the same as the soldiers aboard.

ARTILLERY: Scorpi-on:

Ba11i-sta:

Catapult:
Greek Eire:
Corvus:

Kegs of Powder:

Stone Shot:

BATTLE ORDERS:

Turn I

+

+

+

+

+

+

4

xx-

x

Zr<-pdr.

4t<-pdr.

6-pdr.:
9-pdr.:
24-pdr.

36-pdr.

.shot.
shot.
shot.

shot.

x .shot.
shot.x

x

Turn 2

Turn 3

Turn 4

Turn 5

Turn 6

Turn 7

Turn 8




