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resence in the Saere Siendere. All the Basarji 
:alms west of Ber FalaTa (in the state of Khourane) 
ame under Anuirean rule-except the fortified port 

of Ariya, too strong for Roelc t 

*' Even distant Suiriene fell to the invade 
The foreign.rule was not .overly opp '%.~ 

LI some cltv-states acceded their overfords 
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ks clarify points without giving offense-or 
ing anger. In fact, the surest sign of an angry 

front of company, even though 
the host clearly committed a 
breach of s a w .  Khinasi is silence. 

a 
and invocations of divine favor for great enterpris- 
es. All Khinasi consider swearing in a deity's name 
to be a horribly crude and barbaric act. 

Khinasi also have a strong sense of kinship and 
family, and one of their principal pastimes consists 

public admission of great guilt 
and shame for only the most 
unforgivabl&r&he of sayim. Once 
som-makes this confession, his fel- 

evi 
until an appropriate amount of +e 
is penance period ra 

for ttie aforementioned 
atone for being caught in a 

city life mflocta this strong SeMe of family, clans 
togahcr in bands called gcirhou, numbering 

anywhere from a dozen to several hundred people. 
A large geirhou often takes over an entire neighbor- 
hood or district. The geirhou usually raises children 
to the same craft or occupation of the parents. For 
instance, in the city of Ariya all shipwrights live and 
work together in one great geirhou. Even nobles 
treat the geizuda, or elder, with deference. 

Dueling or open feuding between rival geirhou 
seems fairly common, but such battles usually are 
wars of words, gestures, and stances. The more seri- 
ous the slight that begins a feud, the farther the 

uf course, attitude toward sayim varies f--- 
region to region. Residents of the P W  SI 
interpret the code of sayim more as piety or del 
ness instead of face or honor. On the other h 
Islanders tend to interpret sayim as merely a cvUc 
for good living and casually dismiss even serious 

a muddle of exchanze rates and denominations. 
offended party may go by way of retribution. If the 
son of one family dies at the hand of another, the 
victim's kin consider the matter redressed only 
when the killer is slain. Any crime less serious than 
murder or rape the Khinasi generally settle with an 
exchange of gifts or public apology. 

%e people of the Sun Coast conslder polygamy a 
sign of wealth an ding. If a man can afford sever- 
al wives, he will ry to the limit of hL7 wealth. 
Howewr, taking a second wife when one can not s u p  
port the Grat in a suitable lifestyle is a great insult to the 

I 

Ariya, a strong old realm, uses a silver shetel more 
intrinsically valuable than the larger silver bhar of 
Mairada. But, the Mairadans value their bhar much 
more highly than the dubious shetel of Ariya, a distant 
city of uncertain strength. No merchant sets prices in 
stone, as bartering and bargaining complicate even 
the simplest deals. 
To reflect this fact in game terms, prices 

Chapter 6: Money and Epuipment of the 
Handbook routinely vary frqm 60% to 150 
mal. (Roll ld10+5 and multiDlv the result bv 10 wr- 

, 

term stands for hospitality, 
sion, grace. and eloquence. 

out that so- 



arms w m  

an insult to her 

Khioasi of both sese 

cetime, Khinasi leaders 
they always keep a scim 

. A noble's guards and r 

iangular sails rigged fo 
n is the dhoura, a two 

,;selves a bit more heavily; i 

cutlass, short sword, or 
ier jerkin, sling, and 
:r is acceptable for 

carry 100 to 200 tons of cargo and sails with 
between 30 and 80 crew. These vessels, frequently 
pressed into wartime service, may be overmanned 
by extra marines and archers at these ' 





the s i  
ind tl 

a land ofgreat spirit 
Ils words and sets a 

. This is the Ba:r el-Tehara, 
Anuireans called the Saere 

oumey into the empty steppes, 

“A man can’t be known by the face k shows the 
world; one must understand his soul in order to know 
him. So it is w’th the Barr el-Tehara. Ifyou see only the 

haven‘t seen t k  land.” 
int Beytu. scholar of k i y a  

the land the way we do. 

lest continuously --dpied human settlement in 
air Cerilia. ?he Masetians founded it as a trading 
post even before they and the other human tribes 
settled the continent. 

Some ancient Masetian ruins still lie along the 
coastal hills, overlooking the sea. In addition, 
rumors speak of submerged cities just off the coast 
of Zikala, where strange fish-men sink passing ships 
and devour their hapless crews. These tales are 
unsubstantiated, of course, but locals have noted 
some unusual disappearances in the region lately. 

er.’.:his influcsie 
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for nising d e  and 
arc nomadic herders. 

Mer Khiapri c d i d e r  them rustic barbarians 
%muuse they live in ttnts and campa instead of 

riders iwut phcpd ~ - i o W a s .  E& chn's famed 

structure 'p house the ci<p,n$.q 
peril. Great WUM within its 

herds. " . .  

kinds. Locals trade leather, meat, chew, horn, 
d other such &cts as th*r pdncipal sow 
income. Great iattk markets attract *-*:*. 

w Bcr fhuas, the small  tmvn of Anduja 

ts, wood, textiles, and tools and wea$ 

0 Ilrul. goods: Biarnda s& 011 livestock of all . ., 

M w a  River, and to Iwtim all - ni the Ataswe. Binsada 

Allies Sendoure has always been a staunch allx and 
,By& and Ariya remain on good term0 as well. 
% i s 3 1 &  WIia+jWaTl%&5 a decent nei+or 
Ibl*hc8iad.ns; this awnrhc&%3E?lgir'a rhai 
of islands just to the south. Rumors tell of a secret 
pact between' the a k h c g h  'and the house of 
'Ruhib;htmwtt-B8arssdans brlim the.-k--L-- .< 
forged a peaty with Z i U  instead. 

' ' *Encmkr: The H&a andah &%&aicd trouble 
for Binsada in &e*&&;and both' have dire plans 
for the realm, should the quecn ever weak* 
Bmsada also faces a grow@ riv+y wi.*, 
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:d as a mal 
and passing 

ar so, the Sphinx h; 
lain and become a tm 
'ew outsiders meet the creature 
ers to deal through its lieutenant! 

rrovmcesinoiomgs: in< 
awnshegh, rules a desert <e, 

build his realm of I 

rn very rare savanyh 
state. They have 'tie& 







collect a 

routed trade tral 
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veveral lesser herder clans and bandit groups 
test the northern provinces. However, so few 
ple live there that the area has never seen a bat- 
larger than a skirmish. Once this region fell 

unaer the rule of the Kharneghui clao, a proqxrous 
l n t h  

subju 
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( M U ;  Pr3. Avvuni: LN). rcpresenting the Exalted 
Hieh Prie5tew Sh.indare of the ZiLdaii Ternole. 

:. f,:...A.: .. . . 





Alignment: Lawiul neutral. 
Status: Recommended. 
Summary: Adara bint Reshoud 
(FKh; W8; L+a,ntajOfi 22; LN) is a pow- th- 

Shoufal in Aftane. 
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Regency Cenerated/Accumulate, 
Treasury: Mesire's treasury has hi 
mere 4 GB by the state's am 
generates 8 GB per domain 1 
Army: The emir frequently u s =  u.3 xn 

sonal wealth to maintain the state's arm 
4 2 units of Khinasi archers 
+ 1 unit of Khinasi medium caval 
Navy: 2 zebecs. 3 dhouras 

Regent: The wizard Yousef ibn Regha el-Mesi 
( M a ;  WS: Br, major, 26; CG) rules Mes' 
family has since the city-state's foun 
ancient prince Faroud el-Mesir was o 
heroes of Deismaar. The tall; thin regent has a 
hatchetlike face and a piercing gaze; the 018 man 

' rarely smiles and has never been known to  lau@ 
H~ lost his beloved wife to a cult's assassin 
nine years ago and has dedicated himself to a secret 
war against the Brotherhood of Khet ever since. 

. . ~  -+ ~~~~ ~. ~~~~~~ 4 Lieutenants: 'fie emir leaves much routine govern- 
ment business to his secretary of police, Karida 

ProvinceslHoldinns: The domain of Mesire hint Deila (FKb: T4: LN). This voune. attractive 

Alignment: Neutral good. 
Status: Recommended. 

revisti-: YRM=Yous*f: ibn RePhil el-M=dr (Mesire): 
Temple "2 the Ancients' C(hSmiM'd-Mesk); ZMGZhainge 
hant Guild (Aswan bin Sethod): Red=Rrd Kings (Aftane): 
=Fiery Dawn of Avmi (Jihd d-Amat). 

includes only two provinces, one of which contains 
the city-state of Mesire. The emir, a skilled mage, 
controls sources in his own state and in the wild 
Direwood and Black Spear Tribe land to the north 
as well. 
4 Law: The emir maintains a strong hold on Mesire 

itself, but agents loyal to the Red King of Adaba 
in Aftane across the Zharnge always work to 
weaken his rule. The folk of Namal remain very 
loyal to their emir, since royal soldiers frequent- 
ly defend them from humanoid raids. 
Temples: As home to the Great Citadel of the 
Temple of the Ancients, Mesire endorses the 
widespread worship of the sea goddess Nasri 
under the guidance of Matriarch Jasmina el- 
Mesir (FW; Pr7, Nasri; Br, minor, 17; NG). The 
Fiery Dawn of Avani, popular in Djafra to the 
east, has a smaller following. 

4 Guilds: The powerful Zhannge Merchant Guild 
centers its operations in the city-state of Mesire. 
Under the leadership of Aswan bin Serhouf 
(MKh; T5; Br, minor, 15; NG) it completely dom- 
inates the area's trade. 

~ -. 
woman projects a brisk and efficient manner. El- 
Mesir originally appointed her as a political favot 
to her ajazada famil,: hut her keen intelligence and 
ability have made her indispensable. 

The emir also places a great deal of trust in his 
nephew, Adan el-Mesir ( M U ;  F.5; Br, tainted, 9; 
LG), the high captain of Mesire's amy. Adan 
spends a great deal of time in the field with his 
troops, defending Mesire's borders against the 
evil humanoids who threaten the city. 

Important NPCs: Recently, a huge, blond free- 
booter named Olaf Sturviksson (MRj: F7; Re, minor, 
11; C N )  showed up in Mesire to find adventure. 
Trouble seems to follow the northman everywhere 
he goes: Since arriving, he's gotten himself involved 
in five brawls. two duels, a hurglary, and a small riot. 
This simple fellow, in search of glory and fortune, 
doesn't know that the amulet he carries as his 
"lucky charm" is a magical item the Serpent has 
ordered his agents to recover at any cost. 

Description: Mesire. a green and fair country, 
boasts plentiful rainfall in winter and spring and 
sunshine year-round. Locals plant the plains sur- 
rounding the city with cane, rice, and orchards. It's 
a sad comment on the state of affairs in Cerilia that 
these friendly and hospitahle people are coming to 
value a sword more than a song, and the emir's 
troops vigorously patrol the countryside even in 
sight of Mesire's walls. 
4 Capital: Overlooking the mouth of the ZhaInge, 

Mesire is a city of meandering canals and fra- 
grant orchards. Its walls seem old and in need of 

repair. The strongest fortress in the land is the 
. , Azeda el-Bahire: the White Rock. which sits 

on an island in the Zhahge 



r c 

any case, today all know 
rules the Direwood. 
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mere 
Alignment: Chaotic neutral. 
Status: Recommended (elf don 

--4 
ince Law Temples Guilds Sources 
th TaIhgh (5/4) Rhy (3)* - Rhy (2)‘ Nia(4) 

Rhy(0) Nio(5) 
Cwmb Maw I Rhy(1) Nio(3) 

Ail (1) 
Darkhollow (On) - - Niol4) 

Fin (2) 
Maghabhis ( 1/6) - Rhy (0) Fin (4) 
North Deeps (1/6) - Ail (3) 

Fin ( 2 )  
Slieve Siona (2/5) - - 
S o d  - RhY (1) Ail(4) 

~ 

% (116) - 
Nio (2) 

icates P holding fortified by a wtk 

nishier io=Niobhe: 

inis tall, powerful- 
r’ built elf has eyes 
+hat flash like fire 
en he’s angry: he 

tends to behave much 
more physically and 

g. call his behavior 
that would send 

Important NPCs: The princess Niobhe (FE: WI I: 
Re, major, 21; CC) serves as the power behind 
Rhynnwyds throne. She often intervenes to calm 
her brother when his temper gets the better of him, 
and she counsels him with patience and compas- 

fied version of the wrding realm spell, wbich con- 
fuses intruders bv creating trackless oaths in thc 

t af?ecting any of the mti& 
es. With the help of other elf 





u m d  

)main turn. “4 

Jasmina el-Me Pr7, 
17; NG):the Speaker of the Great 

the temple. This cousin 06 Mesire’s- 
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med traveler of Khourane 
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gle resident of Kheleh-Izhil was 
With time, people forgot even th 

h center 
.e coast. 
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Nurida, seems the strongest of the three local 
guilds. Though many citizens new it as a vile 
threat to Djafra's moral fiber, the guild easily 
maniwlates the Bev of Nurida-Shalilah min 

- 
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'and t m '  counoils to 

It- 
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a coalition of his five 
d his realm's magic as 

1 ) :  WSK=White Swwd of Khirdai (Faroud min Gheirul 
coster (Hurcti %sane): RM.ROyai Magcs 

FI>A=Fiev Dawn ol Avani (jihrl 

.urn the h p l e  ag@p him. El-Dhousai 1ik.l~ 
react to these assab 5 mth meewg d ~ e w  
harsh crackdowns-a bloodbath in the &g. 

Kina Kassim relies on three high caotains. 
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small cadre of elite lieutenants. No one has seen 
him outside his palace in hundreds of years. 

The Serpent rules with ruthless efficiency, inhuman 
patience, and brutal cunning. He amuses himself hy 
creating plots within plots among his lieutenants, who 





._ j Alignment: Lawful cvil. 
r j  Status Not milnblc for PCs. 

who rouse their 

. . l i i i  







urn resources m 

Strongtowus and a powettulflpy~guard 
Suiriene's wst port and capital: the city- 
of Maaetiele. ?he lord governor's +, a d 
walled compound, overlooks the sea from a 
difftop. Masetiek has 110 landward defenses, but 
regents have always protected it heavily with forti- 
fmtions and various war machines. 



,p' 

r :*.  ,,.:., . , . , , ..L . .  

f : Nan'; Ba, p a t ,  37; 1 
3 ~. gcirhou. In Ghamou 

lost their sisnificancc 

th high Pril 
ides and pi 
rs ago. so tl 

his 
ties 



. '  ' selvcs,andthepeop 
of her time or attention. 

'Ihe sultana's position.among the Marr clan-the 
okkst and wealthiest in all Mairada-allws her to 
-1 the geirhou's considerable merchant enter- ' 

.&E$ and properties, iucludmg the Mairadan Trade 
'%;As a young woman, Alassin el-Mafr 

IO&.& merchant art8 well. But, when she 

, ,. 





square inch ofthe s 

uiriene's Churc 

tance in Mernsaf. 





more on sea trade routes lding b e l  ProvincdRatings Domainn 
AnnyNavy: This guild YICC 3 & 4 s s i ~  (3/4) Suiricnels 

and one zehec, plus i 
K h i i s i  marines anchored in Masetiele. 

urce 2 bered (3n) SuirienelBuimd 
Source 4 C a p e h o l d ( 2 n )  SuirieneCiuired 
Source 3 Green Mountains (Y4) SuiriendBuired 

Repent: The leader of the Merchant Consortium. an source o (510) S"kk"elB" i I4  
h & a n  noblewoman named Sarand Fasir (FA; "2; 
Br, minm 1%; N), is a graceful lady of about 50. Her 
family invested in the Merchant Consortium in ~ t s  for- 
mative period and eventually bought out the other 
investors. Fasir, the fourth of her family to lead the 
consortium, seems a sharp businesswoman. However, 

' enjoys a life of ease and socializing, occasionally 
ing guild matters slide durmg "the season." As 
rir remains the wealthiest of Suiriene's cit i ins,  the 
i governor thinks twice before tangling with her. 

uescription: The consortium's chief interests lie in 
small, high-value cargoes such as silks and spices, 
o'*hough its ships also carry timber and grain from 

le to time. Fasir prefers to run a legitimate busi- 
*s, unlike her chief rival, the Dragonsea Cnster. 

Ire's 
hips 

The two often clash on the high seas, whe 
no one around to protect the consortiu 
from attacks by "pirates." 

'"9 in the Island States (including their 
tota n each domain). 

Source 7 Northca~(1/8) Surnene/Bukd 
Source 2 Taeg Plan (w5) SuirienelBuimd 

sources 

Regency GeneratedIAccumulated: 2 1/38 Rp. 
Treasury: Although Nashal has a personal fortune 
worth 3 GB, he generally depends on the lord gov. 
ernor, Mieles Buired, for f i n c i a l  support. 
Regent: Nashal ibn R e d  (Ma; W9; &, mbtor: 19; 
LC). the most famous wizard of Suiriene. remains one 
of the chief guardians of the isle's wild places. At 30, 
the wizard seems young considering his skill and sub 
tlety, hut he's gifted with unusual wisdom and 
patience. He stands oyer 6 feet tall and has laughing 
eyes and a quick smile for anyone he meets. 
Description: Nashal believes it the task of the 
Wind Mage to protect the islanders from harm and 
ensure that Suiriene grows under his care. He 
works to control logging and the clearing of the 
island, but he does point out suitable areas open for 
human expansion. Since coming into power as the 
Wind Mage, Nashal has involved himself in the lord 
governor's court and has found himself gradually 
drawn into a fierce hut silent war against the agents 
of the Serpent. 

Other wiz 
:ir total ho; 

e Island States (including 
c h  domain): 

,h.-, c- 

C 



access the temple’s (guilds, etc.) treasury 
for other items. 

~ ~~ ~~~~~~ 

magic kth  mentors across Khinasi, including 
Turanda el-Shaifal, White Sorceress of Merasaf. 



Le s pmnnnces 

tes of &ne and Adaba. He 



young warriors I- 
me of the ban . ctioice, and 

tstcd in tbe doings of ad 

%!%%Tried his bloodline by defeating the 
T+ of Might's former ldgh priest end probably 
#i bsc it to whocva defeats him. 

*,hchqw;sw 



I w: 16 I Ch: 17 ' AL: LG 
AC: 1 

41 
k C 0  14(12with 

trident and 

regent, she often carries out missions of great 
import. She keep an eye MI the outskim of the for- 
est and reports any strange occurrences or trouble 
to the High Lady h a .  When she can, she tak 
&pa to deal with amal l  problems heroelf--wh 

rmal' .L -.,-- -.:,I 

. 1 . 7  . , \- 



windretah 1 
anewchec ' 

W i n d  StreIlph 

On the first day of the voyage, roll 2d6 and refer to 
province'; itline and head 01 Table 1: Wind Strength. This assigns you a 

strength category, such as moderate, strong, and so 
on. After this first day's 2d6 check, refer to the 
"Next Day" column in Table 1 to see what die roll 
you should make for subsequent wind strength 
checks. For example, an initial 2d6 roll of 8 indi- 
cates moderate winds. According to the table, the 
next day's check calls for a 3d4 roll instead of a 2d6 

%ips must..entrar .wastal w . ,.. , , , %&-e 'coastal province of Cerilia includes coasta 
waters along its shoreline. Ships can move directly 
from one coastal waters area to another by sliding 

along the shorelii ~ they can leave the 

1 adjacent sea are, 

---".-.-- _._---".--.-- 





' extra area 











make a field of battle narrower 

fid when to attack and  enjoy^ the ta 
dvantage. The rewlt ol that ddv'q 

, 
5trength 

' direction check? (see page 67) applics to the 
le at hand. You. the DM. can dictate the attack- 

dcscrihe its last movement allowance and one red 
counter for each point of its hnardingvalue. (Emharked 
troops add to hoarding value-see page 75.) 

Coastal waters: If the hattle takes place in the 
coastal waters of a province, one to three sides of the 
fwld may he bounded hy shoals or land, at your dis- 
cretion. Ships that exit the field into shoal or coastline 
run aground and may not move again in this battle. 

attempt morale ci 



automatically join a grapple if they desire. (See 
Boardings.) 

not maritime areas. A commander can move any or 
ships each round. Ships can sail As in normal War Card battles, magical attacks come 

land-based ones in the boxed set.) 
Boarding actions and missilc attacks ( 

that order, follow magical attacks. Only oa 

maneuverahility to prevent the target from dragging 
them down. 

ksolve all types of attacks normally using thc 



)ma ica y or re 

other attacks. Also 
ships, or embarked 

a m  the nearest ene 

rnissile attacks 
Missiles represent a ship's ab 
vessel using archely, catapult 

has fled the fight. However, ships can't fl 
ns blocked by coastlines or shoals. 

vessel's defense rating and drawing a 

hefore sinkins, hut each hit reduces" 
and attack capabilities, and the sh 
hoarding counter. Each missile hit a 

embarked troops are lost if a vessel sin 

Any ship that suffersm 
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and foget spells so 









i 

's donuin hc wiEnl$l t Choose 

To get to Khoufayla, tb 
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ialinpr horrible monsters. At the ch- aid reduces the Denaltv bv one. and five neonle 

can identi!y the hideous idol d the altar 
rks on the 

dol, suggesting that something else 
Inspection reveals scrap 

- _- - 
once stood here. 

radiates a feeling of menace: appropriate s 
detect a weak aura of evil. A character who sea 
es this area discovers parallel tracks on the I 
beside the altar-it was designed to slide to 
si&, Moving the altar requires an Open Doors 
check with a -4 penalty, since the slab weighs 
more than 1,000 Ibs. Each additional character's 

The altar itself, at the great hall's north --A 

r - - r - -  , i i ~ 

move the slab automatically. The 
a staircase that leads down to the 

either side of the great 
contain minor idole tn 

Kalisius: a fiend 
ent-man, a withered cr 

and a slim girl pierced through with swords. The 
mainkand troops who sealed the temple have 
knocked these lesser idols off their stands and bro- 
ken them to pieces. 

The glyphs ofwarding and sealed doors have kept 
animal intruders out. so the great hall and alcoves 
appear in surprisingly good shape. Some qtebris lies 
scattered around, including the remnantp of tapes- 
tries and corroded braziers .& sconds along 
walls. Five skeleton9 lie moldering before 
altar-the remains of some who once served h 

1. Great 1 n the ~ .-Aisns' day, the great hair 
housed the last observances for mainland kin+. 
Priests of Masela would pray, fast, and stand wa&h 
for a w n t h  over the preserved body of a deceased 
ruler bafore interring him in the vaults below. A 

r of dust covers the smooth, bl$ck marble 
floor. 

Qf-course, most rewntly the ternPC's priests 
servechot Masela, but a false god. After.a success- 
ful Ancient History or Religion proficiendy check, 
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bu suddenly fed paralyzed by an 
.mtrollable chill, like an icy hand 

passing through your heart. A 

The ghost also might 11y to convincc the regent 
ti) relinquish the scepter; placing it on the altar 
would release him from undeath, he says, offering 

moment later, a dim appurition to show him gold that is "rightfully yours" in 

rol of the regent's mind, then 
ule in the name of Kalisius, just 

dynasty Despite the 
ks of green corrosion 

. Five of tho doors 
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ipment inc ked cookfires, canvas 
bedrolls, firewoc-, -.xes of food and water, 
iything else soldiers might need for several 

veew of patrol duty. The Serpent guards leave only 
four warriors to watch the camp, plus a few slaves 
(anvwhere from iust a couole to 20. deDendine on 
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* To avoid meeking the awnshegh-and near-ce, 
:ath--the PCs must escape before the galle 
s the Isleof kha Serpent. Make sure the pla] 

that once their 
Iver. I n i t i e ,  the 
the galley leave? uourayia I 
ng and looking forward to g 

t gua 
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unce opened, the fetters can seme as bludgeons 
( ld4  points of darnilge) or as garrotes (Id3 points of 

cumulative point per round of 
strangling). 

The heavy padlock securing the iron har prwes 
too large for breaking, hut a successhl Bend Bars 
IOU lets a character hend it open. Cantain Madra 

key for the padlock. 
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excellent chance of capt 
Khalil’s other forces fail. 
awnshegh’s land agents, 

hundreds of soldiers plus priests, mages, and magi- 
cal items useful for tracking and capturing fugitives. 

Escaping the island. Fortunately Khoufayla 

yet another prohlen 

lentiful food and water, so death from starvat 

Lter has a relevant profii 
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f sequence of plbv 1 

A naval War Card battle IS played m rounds and 
lasts until one aide acknowledges defeat, or is 
sunk or boarded One round compnaes the 
followmg sequence. 

A Movement phase 

I 

1 Attacker movec and grapples. 
2 Defender moves and grapples. 

E. Attack phase 

I 

3. Resolve missile attark. 

2. Routed ships attempt morale check 
3. Surrender or withdrawal. 
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Morale c h e c k  Each vessel (and normal troop unit) has a morale rating of one, two, 01 tht 
icons: swords, shield, and pennant. Shuffle all unused War Cards together and draw a rande 
cnrd. Look at the large icon on the drawn card. If it ma 
ship attempting the check, the ship rallies. Next round, i 
Endinng the battle A naval battle ends when all ships o 
(or fleet) may surrender 01 attempt to flee the field at th 
commander strikes his colors. A vessel flees the battle by 
the nearest e n m y  nnd positioningitdffarthu in one d 

ave a battle fin*h their day'# mwe 

0 

cent maritime 
in boardjng or &her attack) can 
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istinct Khi i s i  military systems and tactics have 
evolved Over many centuries of sea and steppe war- 
fare. Unlike the Anuireans, who prefer stand-up 

fights of strength, Sun Coast commanders consider war an 
art of maneuver and skill. Their lighter, cunning forces natu- 
rally reflect these beliefs and preferences. - 
Khinasi Military Units 

unit qpe  Move BMeColt Mnintennnce ToMwter 
Archers 2 2 1 Level 3 
Art i l lCr ia tS  1 6 2 Level 5 
Illrpntry 1 3 1 Level 4 
Levies 1 1 - Level 4 
Light cavahy 4 3 2 Level 3 
Mediumcavalry 3 4 2 Level 4 
Skirmishers 3 2 1 Level 1 
Spearmen 2 2 1 Level 3 

Archem: Khinasi archers typically go unarmored or wear only 
light cloth jerkins. They cany the formidable Khinasi composite 
long bows: laminated weapons of horn, wood, and sinew that 
can fm a light arrow as far as 400 yards or drive a war arrow 
through annor plate at close range. Most archers cany only a 
dagger or small cudgel for personal defense: they fall back from 
any attempt to engage them, unlike Anuircan archers. 

Artillerists: Siegecraft is a highly developed art in Khinasi, 
just as in h u i r e .  The officers of artillerist units are skilled 
engineers, architects, and mathematicians. (The Khinasi pre- 
fer to custom-build siege equipment at the battle site, 
instead of transporting siege engines or baggage.) The sol- 
diers in an artillerist unit-laborers, carpenters, and 
masons-put the officers‘ plans into action. 

An artillerist, usually unarmored, carries only a dagger, 
short sword, or construction tool as a weapon. 

Infan- Khinasi infantry are fairly rare, since most com- 
manders prefer tactical systems that rely on cavalry or light 
foot soldiers. However, regents do keep units of infantry in 
and around city-states for guard duty. A Khinasi infantryman 
wears chain or scale mail, with a medium-sized round shield, 
a partisan or halberd, and a scimitar. Khinasi generals find 
these heaviest of foot troops severely handicapped by their 
lack of mobility. 

Levies: The culture of the Sun Coast does not embrace the 
citizen-soldier tradition of other human cultures. One rarely 
sees reserves, militia, or levies among Khinasi armies. To 
reflect this fact, a Khinasi levy initially costs 1 GB. In addi- 
tion, apply a -3 modifier to a Khinasi province’s rating for 
purposes of raising levies. All other rules pertaining to levies 
sti l l  apply. 

Light cavpLy: The swiftest human troops of Cerili, Khinasi 
light cavalrymen act much like skirmishers. They wear cloth, 
quilted, or leather armor and cany small, round shields- 
consider them AC 7. Light cavalrymen rely on missile 
weapons such as javelins or short composite bows to harry 
their opponents, but can charge and conduct melee effec- 
tively with light lances when they must. 

Medium cavalry: The heaviest cavalry in Khinasi are called 
“medium cavalry units,” to differentiate them from Anuirean 
knights or cavalry. A Khi i s i  medium cavalryman is often a 
noble or wealthy soldier equipped with fine chain mail, a 
small round shield, a medium lance, a composite short bow, 
and a scimitar or sabre for melee. They are more mobile than 
knights, but not as well protected or heavily armed. Still, 
they can defeat knights in open ground, where their superi- 
or maneuverability lets them pick the point of attack. 

Skirmishers: Khinasi “irregulars” are actually highly-trained, 
professional soldiers, unlike the rabble that often serve in 
other armies. Skirmishers normally carry small, round shields 
but wear little armor-mobility is their greatest defense, and 
they decline close engagements with heavier troops. 

Skirmishers typically wield slings, javelins, and short stab- 
bing spears or daggers. They have the special power of being 
able to fall back (battle card result F) through friendly units 
with no penalty: their training lets them pass through their 
own ranks without losing their unit cohesiveness. 

Spearmen: Cohesive units of spearmen constitute the 
favored armies of many Khinasi states. A spearman wears 
quilted or cloth armor, but uses as his chief defense a great 
shield that can cover him nearly from ankle to neck. A disci- 
plined unit of troops so protected can ignore all but the heav- 
iest missile &e. 

Khinasi spearmen fight best against lighter infantry or 
cavalry-heavy cavalry can break their well-ordered lines. A 
spearman normally carries a single long spear and reserves a 
tulwar (short sword), dagger, or club as a secondary weapon. 
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naval armament 
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ince Cerilians have not invented gunpowder-based 
missile weapons, the tactics of traditional naval bat- 
tles involve closing with an enemy vessel and grap- 
Boarding troops fight fierce skirmishes over the decks 

bf &e entangled vessels. The great Anuirean galleons are 
designed for this kind of battle: their high castles and large 
contingents of troops give them a significant advantage in 
boarding actions against smaller ships. 

However, in the last century or so, naval tactics have under- 
gone radical changes. More and more ships carry weapons 
designed to damage or sink an enemy vessel before it can ever 
dose for boarding. Assume that a ship's missile weapons con- 
stitute part of its missile rating. (The missile rating on a naval 
War Card assumes the vessel is adequately armed.) 

However, if you need to know the exact armament of a 
vessel, select weapons from the table below and use their hull 
damage ratings instead of the ship's missile rating. 
(Generally, use hull damage ratings for one-on-one ship con- 
frontations only) 

- 
Naval Annament 

Crew THACO ROF Ranp 
3 - 113 10/20/40 ? d z  

12 1/4 5/10/15 ld8/ldlO B.llista(shot) 4 
Catapult 6 16 1/6 --/20/50 2d6/2d8 

Ex: 
Fire &rower 4 10 1/10 21416 3d6 
Mangunel 3 14 115 8/16/24 ld8+1/2d6 

Crew: The number of crew members required to operate the 
weapon at its n o d  rate of fie. For every missing crewman. the 
ROF falls by one round. So, an arbalest with a missing crewman can 
f i e  only once every four rounds instead of once every three. 
THACO Artillery weapons strike with a base THACO; the character 
aiming the weapon does not use his own THACO for the attack. The 
target's Armor Class is 10, less its movement allowance in areas per 
turn. Therefore, consider a ship sailing at three areas r turn to 
have AC 7 for artillery fie.  m e a t s  fire as normal missrwenpons. 
ROP: The weapon's normal rate of fue. w: The weapon's short'medidong range, in tens of yards. 
Medium-ran shots receive an attack penalty of -2, and a -5 penal- 
ty applies to Y ong-range shots. 
Damage: The ham inflicted upon an individual standing near the 
point of impact. A successful saving throw vs. death lets a character 
dodge the impact altogether. Note that ubalests inflict normal dam- 
age, with no raving throw. 

Arbalert: Though a true crossbow, an arbalest is larger and 
more powerful than even a heavy crossbow. Usually, a captain 
mounts an arbalest on a rail or gunwale and uses it to snipe at 
enemy sailors and officers. Ships can easily mount as many as 
four of them per hull point-for example, a roundship could 
carry 12. Anyone proficient in a heavy crossbow can fue an 
arbalest without penalty, and crew members need no special 
skill to load or winch the weapon. Arbalests cost 350 gp and 
inflict negligible damage to a ship's hull (0 hull points). 

Ballirta (shot): The shot ballista is nothing more than a huge 
crossbow that hurls a lead ball at the enemy vessel. The shot 
can smash through a light hull or damage a ship's upperworks, 
although it pmves less effective against stoutly-built vessels. 

A single hit from a shot ballista inflicts 0 or 1 hull point 
of damage. Roll ld4 and compare the result to the ship's 
defense rating (on the vessel's War Card). If the ballista's 
damage roll beats the target's defense rating, the target 
suffers 1 hull point of damage. If the damage roll is less 
than or equal to the ship's defense rating, the effects of the 
shot are insignificant (0 hull points). A single warship can 
mount two shot ballistas per hull point; the weapons cost 
800 gp each. 

Each shot ballista hit has a 25% chance of endangering 
ld3 random crew members, who must make saving throws 
vs. death or suffer the damage listed in the naval armament 
chart. To target a specific character, the weaponeer must 
make a successful attack roll with a -4 penalty 

Catapult: The naval catapult-a fairly small version- 
launches a 30-Ib. stone that can hole even a large vessel. As 
this catapult is not a direct-fire weapon like the shot ballista, 
it's less accurate. It also requires a fair amount of open deck 
space, since a ship's own rigging can interfere with it. A ship 
with 2 hull points or more can mount one catapult; stronger 
vessels, like roundships, can mount two. 

Like a shot ballista, a catapult also inflicts 0 or 1 hull point 
of damage. (Compare the result of a ld8 roll to the target's 
defense rating to see whether the ship sustains 1 point of 
damage, as described under Ballistu.) Catapult fue also may 
endanger ld6 random crew members, just like ballista shot, 
but the weaponeer can't target a specific area successfully. 
The weapons cost 2,000 gp each. 

Fire thrower: Also known as Greek fue, the tue dvower is a 
mechpnical apparatus that throws a gout of napalmlike burning 
pitch. Commanders do not universally likc the weapon, since a 
crew must use it wry m M y .  Also, a ship set d i e  may try to 
grapple with its enemy and spread the h e .  Of course, burned 
ships can't be looted or taken as prizes. 

Regardless of size, a ship can mount only one fire throw- 
er. The weapon costs 4,000 gp and n o d y  inflicts a straight 
0 to 2 (ld3-1) hull points of damage. Like other artillery 
weapons, there is a 25% chance that ld6 random crew mem- 
bers may sustain injury in a successful hit. 

Mangonel: The mangonel, a smaller version of the catapult, 
throws a stone of about 10 lbs. A captain can mount one per 
hull point, at a cost of 1,000 gp each. The mangonel's shot 
inflicts 0 or 1 hull point of damage. (Compare the result of 
a ld6 roll to the target's defense rating to see whether the 
ship sustains 1 point of damage, as described under 
Ballista.) The hit may injure ld4 crew members near the 
impact site, but the weaponeer can not target individual 
crew members specifically. 





ships of L -  cerilia 

f the five human cultures of Cerilia, three maintain 
major seafaring interests, and a fourth-the 0 Rjurik-has minor interests. Only the Vos are not 

considered a seapowcr, and even they buiId their own vessels 
and occasionally raid or trade across short stretches of water. 

Ships of CeriIia 

6 G B  B 2 16 
ship 
Caravel Anuirean 
Coaster Anuinnn. Brecht 2 CB A 1 15 

AdhbrUty Colt MC Hull Seaworthinesi 

Galleon Anuirean 15GB B 4 

~~ 

17 
16 
14 
13 
15 

Keelboat AU 1 GB C (1) 1 10 
Knnrr Rjurik 6GB C(1) 2 16 
Longshi Vos, RjuA 3 G B  C (2) 1 14 

Zebec Khinasi 17GB A 3 15 
Roundslip Brecht 12GB B 3 18 

Availability lists the races that commonly build this type of vessel. 
Exceptions may ariw, of course. 
Cost tells how many Gold Bars it takes to build the ship. (1 GB I 
2,OOo gF.4 
MC MLM the ship’s Maneuverability CIPss. Oarrd vessels sometimes 
use their rowin rates (in parrntheses) instead of sailing normally. 
Hull deacribesiow many hits of hull damage the ship can withstnnd. 
This figure measures a ship’s strength and size. 
Seaworthhens indicates how well the vessel can avoid shipwrecks. 

Caravel. The precursor of the galleon, the caravel is a two- 
masted, square-rigged vessel. However, the galleon has 
replaced it the Anuirean warship of choice. It can carry 3 GB 
of cargo andlor one unit ofsoldiers. 

Cosstcr. A d e t y  of small fuhing vessels and fast traders 
make up the category of vessel called coasters. These one- or 
two-masted vessels are rigged fore and aft-in other words, 
with triangular sails. Too small to act as warships or carry any 
significant amount of cargo (not more than two tons, or 1 
GB), coasters can transport a small party or serve courier duty 

Cog: The two-masted, square-rigged cog resembles a caravel 
but has a broader beam. It tends to be slower and more sea- 
worthy. Cogs are still popular with the Rjurik, but round- 
ships are replacing them in Brecht waters. Cogs have a c a r p  
capacity of 3 GB and can carry one unit of troops. 

Dhoura: The standard Khinasi merchantman, a dhoura is a 
two- or three-masted vessel rigged fore and aft. Unlike 
Brecht or Anuirean shipwrights, the Khinasi don’t incorpo- 
rate forecastles or sterncastles in their designs, but a dhoura 

may feature an after deckhouse. Dhouras have a cargo 
capacity of 2 GB and can carry one unit of soldiers. 

Dhow: The dhow-the common Khinasi fishing boat and 
light tradesman-fills the role of the Anuirean coaster. It 
resembles a dhoura with only one mast, but it’s too small to 
carry significant cargo (only 1 GB) or troops. 

DraLknr: The open drakkar remains the favored warship of the 
Vos and features oars and a single stepped mast. The &akkar 
has no rudder, but instead UMS oversized steering oars at its 
stern. It can carry one unit of troops or 1 GB of cargo. 

Galleon: The largest ships of Cerilia are the towering 
Anuirean galleons, great three-masted warships with fore- 
castles and sterncastles three or four decks high. Despite 
their size, they are not as seaworthy as caravels or cogs, due 
to their high centers of gravity. Galleons can carry up to 
three units of soldiers and have a cargo capacity of 6 GB. 

Keelboat: Cerilii’s rivers serve as highways to its interior, 
and dozens of types of small riverboats carry cargo along 
these routes. Like coasters or dhows, keelboats are individu- 
ally too s m a l l  to carry significant cargo (only 1 GB), but 
they’re good for transporting passengers along rivers. 

Knarr: The Rjurik developed the knarr from their longships 
(below). This clinker-built (overlapped wooden planks form 
the hull), open vessel has a single, permanent, mast and deck 
platforms fore and aft. Larger and sturdier than a longship, 
it can maneuver using oars; however, it sails much better 
than it rows. The knarr can carry one unit of troops and has 
a cargo capacity of 2 GB. 

Longship: For more than a thousand years, longships have 
been the favored vessel of the Rjurik. These clinker-built 
open boats can be sailed or rowed. Seafaring Vos have adopt- 
ed the longship as their design of choice and even build larg- 
er versions for warfare ( d r a b s . )  This fairly small ship can 
hold 1 GB of cargo and carry one unit of soldiers. 

Roundhip: ‘Ihe most seaworthy vessels in Cerilia are the 
Brecht roundships, bmad-beamed cargo vessels with three 
masts and square rigging. They resemble cogs, but arc larger, 
with m r a l  decks and small stemcastles. Suited to trade or war, 
roundships can carry two units of troops and 5 GB in cp%o. 

Zebec: The Khinasi warship, the zebec, looks like a 
dhoura, but tends to be longer and slimmer of hull, and 
therefore faster. Unlike the Anuireans or Brechts, who 
build warships to serve as merchantmen in peacetime, the 
Khinasi build zebecs for one purpose only-war. A zebec 
can carry two units of soldiers or 2 GB worth of cargo (on 
rare occasions). 
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anwean names 

he following material can add 
a naval dimension to an T Anuirean campaip. To m r  

the costs of maintaining their fleets, 
many regents offer protection to the 
merchant marine or loan vessels to 
local guilds in rrtum for a share of 
the trade route’s listed profits. (Or, 
the regent PC may use another 
source of income to support the 
naw, such as a tax inuease or 
dpi;n by law holding.) 
Lpdocked realms have no 
navies or sea trade routes. 

Aerenwe: A sea trade route from Calrie to Mennoune in 
Bmsada generates 4 GWdomain turn to one guild. 

N a y :  2 galleons, 6 caravels, 2 coasters. The fleet is based 
upriver at the port of Calrie itself, a day’s sail from the 
Gulf of Coeranys. 

Avanil: Sea trade routes from Daulton to Ilien and from 
Anuire province to Seaward in Mieres generate 12 GB/ 
domain turn for local guilds. 

N a y :  7 galleons, 12 caravels, 4 coasters. The Prince of 
Avanil holds the old Imwrial Yards of the Citv of Anuire 

and uses the &y’s harbor 
as his main naval base. 

The capital‘s fortifications 
protect the naval dock- 

yards and slips. 

Boauine: Sea trade routes 
from both Seasedge and 
Tariene to Stormpoint in 

Taeghas and from Bacaeleto 
Bliene in Diemed generate 13 

GWdomain turn for local guilds. 
N a y :  6 galleons, 11 caravels, 5 

coasters. Most of Boeruine’s fleet sails from the port of 
Tariene, which has a much better harbor than Seaharrow. 

Brosengae: A sea trade route from Bindier to Crenier in 
Miercs generates 3 GWdomain turn for one guild. 

N a y :  5 caravels. Brosengae’s navy anchors in the bay of 
Bidier, although it often patrols the Amienbae. 

Coeranys: No one has established a sea trade route. 
N a y :  3 caravels. Rumors hint that Coeranys is embark- 
ing on a building program to achieve parity with 
Osoerde’s fleet. 

Diemed: A sea trade route from Ciliene to Seaward in 
Mieres generates 5 GWdomain turn for one guild. 

N a y :  2 galleons, 7 caravels, and 3 coasters, split between 
Aerele and Ciliene. The Baron of Diemed hopes to see a 
new trade route forged from Aerele to one of the great 
K h i i i  ports, probably Zikala or Turin. 

Ilien: A sea trade route from Ilien to Ruonren in Coeranys 
generates 6 GB/domain turn for one guild. 

N a y :  2 galleons, 4 caravels, 2 coasters. 

Medoere: No one has established a sea trade route. 
N a y :  4 caravels. The fleet is based in Alamier. 

Oaoerde: A sea trade route from 
Gulfport to Zikala generates 5 

GWdomain turn for one guild. 
,. N a y :  3 galleons, 6 caravels, 2 

coasters. O d e  sails out 
of Gulfport and is thought 

to sponsor pirates and smug- 
glers in the Sunken Lands. 

Roesone: As Roesone is not 
a seapower, local guilds 

maintain no sea trade routes. 
N a y :  2 caravels anchored 

in Abbatuor, 1 coaster in 
Proudglaive, and 1 coaster 

in Abbadiel. (Note: These two 
coasters are mentioned in the Player’s Secrets of R o c s m  
domain sourcebook as the Registered Baron’s Ships 
Exp&it and Adventure.) 

Taeghas: A sea trade route from Bhaiie to Abbatuor in 

N a y :  2 galleons, 5 caravels, and 2 coasters, based in the 
royal harbor at Stormpoint. 

Talinie: Two sea trade routes from Lindholme to Stormpoint 
in Taeghas each generate 4 GB/domain turn for one guild. 

N a y :  1 galleon, 6 caravels, and 1 coaster, divided 
between Seaport and Nowelton. 

Roesone generates 5 GB/domain turn for one guild. 

Dhoesone: A sea trade route from Nolien to Riverford in 
Cariele generates 4 GB/domain turn for one guild. 

N a y :  5 caravels, 4 knarrs, 2 coasters. 



jnrs  -u is a rrlrrrnce for movement at sea. For 
more details, consult the rules on War and Trade by 
Sea, Part VI in the C;+;=- a t h e  Sun sourceh-L, 
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sble 1: Wind Strem 

Wind 
Calm 
Calm 
Light 
Light 
Light 
Moderate 
Moderate 
Stron: 
Stron: 
Gale 
Stom 

2d4 
2d4 
2d6 
2d6 
3d4 
3d4 

ld6+6 
ld6+6 
2d6* 

Do not check the wind strength again the next day in the case of 
a storm. hut check it after it's blown itself out (in ld4 days). 

+- 
C a m  reauce a snips movement to ~ai-1 areas, regardless of 
its normal speed. Oared vessels can move at their rowing rate 
instead. There is a 50% chance that fog accompanies the cahn. 
Gales are treated as strong winds but alter a ship's intended 
course by moving a vessel ld3 maritime areas in the direction 
the wind is blowing, or ld3-1 areas if the ship's captain suc- 
ceeds in a Seamanship proficiency check. Carry out gale move- 
ment a@ the ship has conducted its normal day's movement. 
Storms prevent a ship from maneuvering at all; it's simply 
blown 2d4 areas per day in the direction the wind is blowing. 
Storms last ld4 days before blowing out. 

wind direction 
In Cerilia's waters, the wind generally blows out of the west 
in spring and summer, and from the north in fall and winter. 
However, this statement only aF mates weather pat- 
terns. Note: The wind direction i ays the direction the 
wind is blowing from! 

lble 2: Wind Direction 

rnnverneni allowa 

The movement of a saulng vessel d@ on its Maneuver- 
ibility Class and the speed and direction of the wind. Refer to 
'able 3, using the a L .  propriate row for wind s trend and 
vhether the ship is sa g mto, with, or across the 1 

A 
v 

Table 3: Ship Movement Allowance 

[anewerabi 
B 

Into 
With 
Acra 

doder; 
Into 
With 
Acra 

Strong 
Into 
Wlth 
Across 

chanqing :se 
A ship begina wrh the movement allowance indicated by irs 
first move of the day It can change course as often as the 
ca tain wants and in any direction up to the movement 

There is one exception to this rule: Ships that turn into the 
wind after a downwind or crosswind course end their move 
after sailing into the wind only one maritime area. 

!I P owance of its first move this turn. 

,hipwrecl 
h e  two f shipwrecks facing sailors are foundering 
nd ounding. A ship at sea during a gale or storm founders 

if it Kis a seaworthiness check (or the captain's Seamanship 
proficiency check), sinking after ldlO hours of battling the 
elements. Grounding may occur when a ship enters coastal 
waters in fog, a , or a storm. To avoid running aground, 

less rating or the captain's Navigation proficiency score, 
make a success Pe ul check using either the ship's seaworthi- 

vhichever is lower. 

maintenance 
Just like holdings, armies, and provinces, ships require a char- 
acter to pay a maintenance cost each domain turn. You can find 
individual ships' troop capacities on the back 

- + -  
able 4: Ship Maintenar 

otal Troop Capac 
-3 units 

Its 
Its 
inits . 

cost 
1 GB 
~ _ _  
2 GB 
3 GB 
A P.R 



naval war d e s  

efore a captain can attack another ship, he must 
make a declare war action. Once War Moves begin, B attacks cease only when the war ends through sur- 

render, diplomacy, or the destruction of one side's ships. 
Note: You can find more details on naval warfare in War and 

Fa& by Sea (Part VI in the Cities oftho Sun Sourcebook) and 
on the naval battle mat in this box. 

naval war moves 
Any ship that did not move during the domain turn's action 
round can move during each War Move, as long as its owner 
uses a declare war action or is the target of one. 

Normal rules of movement and retreat apply: whoever 
used the declare war action moves his ships first, then the 
defender chooses to either stand his ground or retreat one 
maritime area. Ships that retreat from coastal waters are dri- 
ven to the waters of an adjacent province, or into a port or 
river, if the province has these features. 

Resolve the movement of attacking and defending forces 
one day at a time, using the normal sailing movement rules. 

Table 5 One Land/Sca War Move 

Land War Move 
A. Aggressor's troops move 

1. Defender's troops 

B. Defender's troops move 

1. Attacker's troops 

Sea War Move 
A. Aggressor's ships move 

1. Defender's ships may retreat 
may retreat 

B. Defender's ships move (only those 
that did not rehvat in Step Al)  
1. Attacker's ships m y  retreat 

may retreat 

(Together steps A and B 
comprise a week of mwrmmt) ,each day for a week ofmovcs.) 

(only those that did not move 
in Step A) 

(Repent A and B seven times-one 

landinq forces a n d  marines  

Troops that land on hostile shores cannot move in the War Move 
in w h i i  they debark, but they can occuw, pillage, or besiege 
the province where they land on the same turn. Treat debarked 
troops as normal land units in subsequent War Moves. 

Roundships, galleons, and zebecs all carry small contin- 
gents of marines who can function as one unit of irregulars if 
landed on enemy shores, which makes them handy for quick 
raids or other such missions. The marines must remain in the 
same province as their ship, unless either is destroyed. If the 
marines die, the ship's boarding value falls to 0 until the cap- 
tain replaces them by spending 1 GB and mustering troops 
in any of his ports during the domain turn. 

naval war cards 
When opposing ships or fleets end up in the same river, 
coastal waters, or sea area, a battle results. Note: Gales and 
storms prevent battles, even if enemy fleets are in the same 
maritime area. Ships can't battle in ocean areas. 

Check the naval War Card rules summaries, diagrams, 
and the sequence of play printed on the battle mat for addi- 
tional quick reference during play. 

t h e  field of baiile 
The "battlefield" for naval War Card battles begins as a 
stretch of water five areas wide and five across, as repre- 
sented on the naval battle mat. (These battle areas all lie 
within one maritime area.) As the fighting rages, ships can 
expand this area by leaving the original field of play There is 
no reserve or an out-of-bounds; a ship can sail as far in any 
direction as the commander wishes. 

set-up 
The defender sets up all his ships first, in any or all of the five 
battle areas on his side of the field. (If a ship has troops on 
board, place the appropriate troop cards under their corre- 
sponding ship.) Place counters on each ship card to reflect 
the vessel's current boarding value and its last movement 
allowance. The attacker then sets up his ships on the row of 
areas opposite the defender's lines. 

Coastal waters: If the battle takes place in the coastal 
waters of a province, one to three sides of the field may be 
bounded by shoals or land. 

Rivers: Normally, rivers are bounded on two opposite 
sides by the banks. Also, rivers can make the field a couple 
battle areas narrower than normal. 

weather  a n d  wind 
The result of the day's wind strength and direction checks 
apply to the battle at hand. (Time effectively stops during a 
naval War Card battle, so it can take place in just one day.) 
The DM can dictate the position of attacker and defender on 
the map, if it's obvious who should be where, or he can ran- 
domly determine the wind and position of the two fleets. 
Wd d: Place the wind card with the wind direction 

arrow on the battle mat to show which way the wind is blowing. 
%en set the appropriate wind strength card (light, moderate, or 
strong wind) beside the direction card for reference during play 

leaving t h e  field 
Any ship can flee the fight simply by moving farther in one 
direction than any enemy vessel and remaining at least two 
areas away from the nearest enemy If, for example, a ship is 
the westernmost vessel on the map with no enemies closer 
than two areas away, it has fled the fight. However, ships 
cannot flee in directions blocked by coastlines or shoals. 
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