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Introduction

In this Exploits game you will have the opportunity to explore the world of Exploits from an interesting perspective: an early 18th century style world! Using ships and ground units, you will engage in missions for your empire that will bring you both adventure and glory!

The Ship

Ships will be the most important element of the game. You will engage in battles, attack enemy shore positions, and escort troops to far-off places. There are many ship types, ranging in size from a massive frigate to a ship’s boat.

Ships

	Ship
	HP
	Max Guns
	Crew Max/Min
	Speed (cm)

	Ship of the Line
	100000
	8 carronade + 100 + culverin
	400/80
	55

	Frigate
	20000
	4 carronade + 16 + culverin
	80/10
	65

	Corvette
	17000
	8 + culverin
	60/10
	70

	Indiaman
	16000
	8 + culverin
	60/10
	60

	Galleon
	12500
	6 + culverin
	40/8
	45

	Merchantman
	10000
	4 + (culverin)
	40/8
	50

	War Junk
	10000
	Fire Launcher + 8 basilisk + (culverin)
	60/10
	65

	Xebec
	7000
	6 + (culverin)
	35/5
	60

	War Sloop
	6000
	4 + (culverin)
	25/5
	55

	Brig
	6000
	4 + (culverin)
	25/6
	60

	Nomesian Cutter
	5000
	1 + (culverin)
	18/4
	40

	Ketch
	4000
	(culverin)
	15/5
	50

	Runner
	4000
	1 + (culverin)
	15/6
	60

	Cutter
	4000
	(culverin)
	15/5
	45

	Dhow
	4000
	(culverin)
	15/3
	45

	Junk
	4000
	(culverin)
	15/4
	50

	Coaster
	3500
	4 bombard + (culverin)
	20/5
	50

	Dragon Ship
	2000
	Sacker + culverin
	15/3
	45

	Cruizer
	2000
	1 + culverin
	15/3
	50

	Tops’l Schooner
	1750
	(culverin)
	12/3
	50

	Galley
	1500
	2 culverin
	12/3
	35/50

	Sampan
	1600
	(culverin)
	12/3
	50

	Lorcha
	1600
	Fire Launcher + (culverin)
	12/2
	40

	Chameleon Ship
	1600
	(4 Fulton) + (culverin)
	12/3
	50/40

	Fast Schooner
	1600
	(culverin)
	12/4
	60

	Yawl
	1600
	(culverin)
	10/2
	55

	Ghe Luoi Rung
	1550
	(culverin)
	10/4
	55

	Gaff Sloop
	1500
	(2 Fulton) + (culverin)
	10/3
	45

	Yacht
	1500
	(culverin)
	9/3
	40

	Lugger
	1000
	(culverin)
	7/3
	40

	Fishing Smack
	1000
	(culverin)
	6/2
	40

	Small Cutter
	1000
	(culverin)
	7/2
	45

	Brigantine
	1000
	(culverin)
	7/3
	50

	Tartane
	1000
	(culverin)
	7/2
	45

	Catamaran
	800
	0
	7/1
	30

	Gun Boat
	600
	4 culverin
	3/2
	30/20

	Dran Sentry
	700
	1 siege mortar
	3/2
	25

	Admiral’s Barge
	550
	1 culverin
	5/2
	30/30

	Armed Hoy
	550
	1 culverin
	5/2
	30

	Anchor Hoy
	550
	0
	3/1
	35

	Pilot Boat
	550
	0
	3/2
	35

	Lighter
	525
	0
	3/1
	30

	Boat
	500
	(culverin)
	8/1
	30

	Ship
	Hold Capacity (Tons)
	Value (Coins)
	Days to Build
	Class

	Ship of the Line
	2000
	1000000
	750
	0

	Frigate
	350
	100000
	350
	1

	Corvette
	300
	75000
	300
	1

	Indiaman
	325
	77000
	300
	1

	Galleon
	300
	50000
	300
	2

	Merchantman
	300
	40000
	300
	2

	War Junk
	270
	45000
	300
	2

	Xebec
	200
	35000
	200
	3

	War Sloop
	175
	25000
	175
	3

	Brig
	175
	25000
	175
	3

	Nomesian Cutter
	165
	20000
	165
	4

	Ketch
	120
	15000
	120
	4

	Runner
	120
	16000
	120
	4

	Cutter
	120
	15000
	120
	4

	Dhow
	120
	13000
	110
	4

	Junk
	120
	15000
	120
	4

	Coaster
	110
	14000
	110
	4

	Dragon Ship
	85
	9000
	80
	5

	Cruizer
	85
	10000
	85
	5

	Tops’l Schooner
	85
	9000
	85
	5

	Galley
	50
	8500
	55
	6

	Sampan
	65
	8250
	65
	6

	Lorcha
	65
	8500
	65
	6

	Chameleon Ship
	65
	10 000
	70
	6

	Fast Schooner
	65
	8750
	65
	6

	Yawl
	65
	8500
	65
	6

	Ghe Luoi Rung
	60
	8500
	60
	6

	Gaff Sloop
	60
	8000
	60
	6

	Yacht
	55
	7000
	55
	7

	Lugger
	55
	7000
	55
	7

	Fishing Smack
	40
	7000
	40
	7

	Small Cutter
	30
	7000
	30
	7

	Brigantine
	25
	6500
	25
	7

	Tartane
	25
	6000
	25
	7

	Catamaran
	10
	2000
	10
	7

	Gun Boat
	3
	1000
	5
	8

	Dran Sentry
	2
	1000
	5
	8

	Admiral’s Barge
	4
	750
	3
	8

	Armed Hoy
	4
	700
	3
	8

	Anchor Hoy
	3
	600
	3
	8

	Pilot Boat
	3
	600
	3
	8

	Lighter
	5
	550
	3
	8

	Boat
	4
	500
	2
	9


Variants

	Ship
	HP
	Max Guns
	Crew Max/Min
	Speed (cm)

	Super Frigate
	30000
	4 carronade + 24 + culverin
	90/10
	65

	Merchant Frigate
	18000
	4 carronade  + culverin
	70/10
	63

	Transport Frigate
	16500
	0 + culverin
	150/10
	70

	Bomb Ship
	12000
	2 15” + culverin
	40/8
	50

	Whaler
	9000
	(culverin)
	35/6
	45

	Transport 
	8250
	(culverin)
	65/8
	55

	Packet
	8750
	4 + culverin
	35/8
	60

	Converted Cutter
	7000
	1 + 2 Sackers + (culverin)
	18/4
	40

	Bomb Ketch
	6000
	1 15” + culverin
	15/5
	50

	Collapsible Tartane
	1000
	(culverin)
	7/2
	45

	Ship
	Hold Capacity (Tons)
	Value (Coins)
	Days to Build
	Class

	Super Frigate
	420
	150000
	375
	1

	Merchant Frigate
	595
	103500
	325
	1

	Transport Frigate
	305
	94875
	325
	1

	Bomb Ship
	280
	50000
	320
	2

	Whaler
	300
	42000
	305
	2

	Transport 
	255
	34000
	300
	2

	Packet
	280
	40000
	300
	2

	Converted Cutter
	160
	26000
	170
	4

	Bomb Ketch
	115
	21000
	125
	4

	Collapsible Tartane
	25
	6500
	25
	7


Note: Movement is listed as under sail/rowing speeds. () denotes suggested armament. 

Ship Description

Ship of the Line: These ships can only be built by national governments. This massive 100 gun vessel trumps all others in combat but is extremely cumbersome. They usually form the lines of battle in national fleets that decide naval contests between states. Each has six boats. They require 20000 Coins in maintenance each year. If a ship of the line absolutely must be physreped, use the super frigate physrep and accord each crewman +1 chance to hit and give the enemy -1 chance to hit on crew. Grape is ineffective against ships of the line. These behemoths have their own set of rules for engaging in battle against eachother. When engaged against smaller ships, any ship of the line will be automatically victorious.

Frigate: This ship is a massive decked vessel with 16 cannons, 4 carronades, and 6 culverin guns. It is the largest and most potent warship available to players. Encountering a frigate is a rare and usually unwelcome instance. They usually fire bombs to supplement their awesome armament, an attack than can sink most ships in one shot. 

Corvette: A large warship faster than all ships and more heavily armed then almost anything. Excellent for any mission requiring firepower and men, while costing much less than a frigate. Like the frigate, this ship tends to be very expensive and few nations can afford to operate them.

Indiaman: A heavily armed merchant ship, designed to ward off even naval frigates. Since these ships are so heavily guarded, they are also endowed with a great wealth of cargo. 

Galleon: The galleon is common to all nations and is often a warship. Mounting 6 guns and many crew, it is often fatal to attack a galleon, especially when escorted by a frigate. These ships are about the best one can get when looking for a large ship. However, they are extremely slow. When not patrolling as a warship, the galleon is used as a treasure ship, returning money and valuables to the capitals of the nations.

Merchantman: This is the largest of merchant ships, and the most heavily armed. Usually Altavia sails these ships, and in times of emergency uses them as warships and transports. Their hold capacity makes them valuable in long-distance trade with large quantities of goods, although their slow speed puts them behind smaller merchants. They can easily be converted into warships and bombships.

Whaler: A whaler is a merchantman converted for the purpose of large scale fishing and cleaning at sea. A whaler will rarely have weaponry, but rather 6 boats (4 on davits off the beam) and 4 of nets. The hold is used for cleaning and storing the catch. It can catch 20 tons of fish a day. Only whalers can participate in whaling activities. It can catch 25 tons of whale blubber a day.
War Junk: A very large junk, and heavily armed. Both the Ch’in and Amagash share this immense weapon. It carries an Amagash Fire launcher capable of firing 60 cm as well as a compliment of basilisks and culverin. The War Junk is the latest development and effort of the Alsian States in fighting the Continentians. 

Xebec: The xebec is purely an Altavian ship. The pride of the navy and the most common ship in it, the xebec’s outstanding sailing characteristics let it keep order and peace very easily. It can fit a fair crew compliment, as well as being able to sail close-hauled. With a speed to match the frigate, the xebec is a formidable opponent. 

War Sloop: This armed sloop is common to all nations. It is usually the most numerous of warships in any navy. It has a good mix of sailing capability and military capacity, although no match for a frigate.

Brig: The brig is a fast, medium merchantman, and makes for an excellent warship when converted. It shares many of the attributes of the war sloop.

Nomesian Cutter: One of the most unconventional ships available, but common to the Nomesians, their cutter is rather wide and bulky. Each sports 1 cannon to defend itself. These ships are somewhat slow, but their cargo capacity and cheap operation costs (only 4 needed to sail it) makes them coveted to the Nomesians. They can also be fitted out with sackers to increase firepower in times of war.

Ketch: Along with the merchant runner and the cutter, the ketch is a small merchant armed with culverins and a crew capacity of 15. The ketch really has no advantage or disadvantage over the cutter, except its second mast, which can be useful in case of dismasting. The ketch is usually the more preferred of the two in regards to wealthy merchants. Ketches can be converted into Bomb Ketches.

Runner: The runner is a fast ship with the capability to carry a single gun on the centreline. It has great advantages over any other ship in its class (save the coaster). This ship is a pirate favourite.
Cutter: Although slightly slower than the runner and ketch, this ship has a major advantage: it can sail close-hauled. Its fore-and-aft rig cancels out the penalty for sailing close-hauled, which gives it a major bonus in battle. Another favourite of pirates.

Calonian Dhow: A Calonian take on the cutter, and cheaper with less crew required.

Junk: A ship native to Alsian waters, the Junk is an ancient Ch’in and Amagash convention. It has the speed of the faster ships in its class while being fore-and-aft rigged, allowing for close-hauled sailing. It also requires less crew for its operation than other ships of its size.

Coaster: A warship larger than the cruizer and therefore more seaworthy. These ships carry a variety of weapons, mostly bombard cannons. The coaster has many of the advantages of a larger vessel however her large lateen rig requires a larger crew.

Dragon Ship: The Janshu equivalent of the cruizer. It is slower, cheaper, and more roomy however. Its advantage is the ability to mount a sacker on the main deck, making it the most deadly vessel in its class.

Cruizer: A small warship, primarily used for coast guard duties. It mounts a single, swivelling cannon between the masts and carries a large crew for its size. It is both fast and strong for a vessel of its nature.

Topsail Schooner: This raked-mast vessel is admirably fast and makes a good merchant vessel. A favourite of coastal merchants.

Sampan: A smaller version of a junk. This ship has the same advantages as its larger cousin, all in a smaller, cheaper package.

Galley: An ancient form of ship, the galley has 8 oars and a single lateen sail. To combat a calm wind, these oars can be employed to move the ship at the same pace as if it were under sail. Unfortunately, only the Dran and Holy Empire navies are so backwards as to continue using such vessels. The Nuse use them as their primary and only form of warship.

Lorcha: An eastern type designed to combat Continentian vessels in coastal waters and rivers. It carries a special weapon designed by the Amagash to fire arrows burning in Amagash Fire. This weapon has a range of 45 cm and 2 attacks. 
Chameleon Ship: Able to become a different ship in 2 turns. Each rig represents a different ship. A small merchant ketch, a tartan, a sampan, and even a galley if need be. Since this ship was largely made to fool others at a distance, every time you encounter one of the above ships, roll to see if it is a chameleon ship (6). They are rare and would be seen on missions more than on a random encounter.

Fast Schooner: A very fast vessel, good for any mission that requires speed. Unfortunately it requires more crew than most vessels in its class.

Yawl: A very fast small ship, fore and aft rigged. It is sturdy and reliable, one of the best in its class.

Ghe Luoi Rung: A small fishing ship from the Alsian nations. It is faster than many other ships in its class but requires more crew.

Yacht: A very small ship with low capacities for crew and goods. This ship is relatively cheap to operate however, requiring only 3 crew to sail it. The ship itself is quite inexpensive, making it great for trade between two close towns.  

Lugger: The lugger is even more inexpensive than the yacht. It is only used by smugglers however. You can conceal 5 tons of cargo between the decks, and fool inspectors on 1-5.

Fishing Smack: The primary vessel of the fishing industry. It is small, lightweight, and can wet-store a large cargo of fish for a vessel of its size. The ship is fore-and-aft rigged and is usually seen in and around harbours.

Gaff Sloop: A very small warship with a cutter rig. The smallest ships used by any navy in open waters.

Small Cutter: A smaller version of the cutter.

Brigantine: The smallest square-rigged vessel, the brigantine is quite fast, although difficult to handle. This vessel is widely used by many nations as a smaller merchant ship like the tartane.

Tartane: A small open vessel with a lateen rig. This ship is mainly used to transport small cargoes between nearby towns. It is not much larger than a boat. There are collapsible versions that can be carried on larger ships.

Gun Boat: These ships are only seen in harbours and rivers, protecting them from landing craft. Gunboats take on other boats and small ships in order to prevent the landing of troops. They are armed with 4 culverin guns.

Dran Sentry Boat: Similar to the gun boat in most respects, except that it carries a siege mortar for armament. This weapon is usually loaded with bombs, giving it enough damage to take out a lugger in a single shot. It is the only boat that does not have oars. It’s enhanced superstructure, meant to support the mortar, gives the sentry more strength.

Admiral’s Barge: An armed boat used for transferring dignitaries between ship and shore.

Armed Hoy: A small boat intended to defend harbours and river ways.

Anchor Hoy: This small boat assists in lifting the anchors of larger ships from the water. It’s capstan works with that of the larger vessel, allowing for instantaneous anchor weighing in situations where a ship needs to be on the move quickly.   

Pilot Boat: Found in the larger ports, these small vessels sail about and guide larger ships into the harbour. They are often the first vessels to be encountered in any port.

Lighter: This small craft serves to move large bulk cargoes between a port and a ship. It is largely used for moving loose gunpowder. It sports its own lifting arm on the mast for loading heavy cargoes.  

Boat: Every ship carries one or two boats. They are rowed and good for landing troops, boarding, towing or fighting in calm, as well as cutting-out expeditions. Additional boats can be bought in a port. Boats can carry a single culverin gun at the bow.

Specialty Vessels

Catamaran: A native type, this double-hulled vessel is widely used by savages to ambush ships far from shore. These vessels take 10 days to build.
Whiplash’s Wake: Whiplash’s own ship, built for speed only. She can reach speeds of 110 cm with a crew of five and has a 90 degree turn rate. The secret is the Whiplash Spinnaker, a special sail designed by Whiplash. Unfortunately, for her light construction she only has 1000 hp and 40 tons space. She has all of Whiplash’s improvements. Her estimated value is about 750000 Coins. This ship can only mount 4 culverins max. The rig is so efficient that tacking is automatically successful. It can sail 2 squares in 1 day. This ship is undefeated in racing.  

Steam Boat: A small ship with mechanical power, with 50 speed independent of wind and 45 towing. 2 crew are required, one to steer and one to stoke. However this leaves little space for anything else, with 2 tons space, 1 ton needed for coal. 1 ton of coal will last for 1 day. 650 hp. Trade winds/currents bonus cancelled out. The steam boat is worth about 250000. A steam boat takes 20 days to build. Altavia/Dans only.

Armed Steam Boat: This vessel is similar to the regular steam boat, but is equipped with the ability to mount 3 culverin. 3 crew can fit aboard although only 2 are required. The steam boat is worth about 275000. An armed steam boat takes 25 days to build. Altavia/Dans only.
Submersible: This unique vessel has the ability to submerge 30 cm under water, becoming practically invisible to surface ships. It is steam powered and carries 2 charges that do 750 damage, and a drill which can inflict 500 damage below the waterline. It moves 25 cm per turn under water, 30 cm above water, has 500 hp, and 4 tons space. This vessel consumes 1 ton of coal per day and requires 2 crew. Explodes when submerged on 6 with 1-2 chance of survival. This vessel is considered to be worth around 1000000 Coins. This vessel takes 30 days to build. Tito Fulton/Dans only. Replacement charges cost 500 Coins.  

Heavy Submersible: This vessel is a heavier version of the submersible. It can go 40 cm under water. It also carries 2 charges, and three drills. It has the same speed as a regular submersible. It has 750 hp and 4 tons space. It consumes the same amount of fuel as the regular submersible and also requires 2 crew. Explodes when submerged on 6 with 1-2 chance of survival. It is worth 1150000 Coins. This vessel takes 45 days to build. Dans only. 

Balloon: Only goes in the direction of the wind or up and down. It can reach up to 100 cm in the air. 250 hp, 2/1 crew, moves 100 cm with wind, 2 tons space (1 for coal). 1 ton of fuel lasts for 4 days. -1 chance to hit. It can travel over 3 squares a day. Worth 500000. The balloon takes 20 days to build. Dran/Dans only.

Large Steamer: This vessel is a larger version of the steam boat. It has 2 large coal-fired engines. It can achieve 70 cm speed independent of wind with double turn rate, and tows at 50 cm. It can travel 3 squares in 1 day and consumes 3 tons of coal in a day. It has a hold capacity of 95 tons. Under sail it can reach 45 cm with normal turn rates and 1 square per day. It requires 3 crew, 2 to stoke or sail and 1 to steer. The most crew it can carry is 12. The vessel is made of steel and therefore has 5000 hp and resists bomb at 1-4 and is immune to round shot and stormy conditions. Only culverin will fit aboard. This vessel is worth about 1250000 Coins. The large steamer takes 120 days to build. Dans only.

Carrying Small Vessels

	Vessel Type
	Tonnage on Board
	Notes

	Steam boat
	20
	5 men/2 turns to launch

	Dran sentry
	18
	5 men/2 turns to launch

	Gun boat
	15
	5 men/2 turns to launch

	Specialty boat
	12
	5 men/2 turns to launch

	Boat
	10
	5 men/1 turn to launch

	Balloon
	15
	5 men/2 turns to launch

	Submersible
	40
	5 men/3 turns to launch


Note: only class 1-2 can carry small vessels aboard.

Ship Availability

	Ship
	A
	D
	N
	Am
	C
	L
	B
	Ca
	Ch
	N
	HE
	M

	Ship of the Line
	X
	X
	X
	
	X
	X
	X
	X
	
	
	X
	

	Frigate
	X
	X
	X
	
	X
	X
	X
	X
	
	
	X
	X

	Corvette
	X
	X
	X
	
	X
	X
	X
	X
	
	
	X
	X

	Indiaman
	X
	X
	X
	
	X
	X
	X
	X
	
	
	X
	X

	Galleon
	X
	X
	X
	X
	X
	X
	X
	X
	
	
	X
	X

	Merchantman
	X
	X
	X
	X
	X
	X
	X
	X
	
	
	X
	X

	War Junk
	
	
	
	X
	
	
	
	
	X
	
	
	

	Xebec
	X
	
	
	
	
	
	
	
	
	
	
	

	War Sloop
	X
	X
	X
	X
	X
	X
	X
	X
	
	
	X
	X

	Brig
	X
	X
	X
	
	X
	X
	X
	X
	
	
	X
	X

	Nomesian Cutter
	
	
	X
	
	
	
	
	
	
	
	
	

	Ketch
	X
	X
	X
	X
	X
	X
	X
	X
	
	
	X
	X

	Runner
	X
	X
	X
	X
	X
	X
	X
	X
	
	
	X
	X

	Cutter
	X
	X
	X
	X
	X
	X
	X
	X
	
	
	X
	X

	Junk
	
	
	
	X
	
	
	
	
	X
	
	
	X

	Dhow
	
	
	
	
	X
	
	
	
	
	X
	
	

	Coaster
	X
	X
	X
	
	X
	X
	X
	X
	
	
	X
	X

	Dragon Ship
	
	
	
	
	
	
	
	
	
	
	
	

	Cruizer
	X
	
	
	
	
	X
	
	
	
	
	
	X

	Tops’l Schooner
	X
	X
	X
	
	X
	X
	X
	X
	
	
	X
	X

	Chameleon Ship
	X
	X
	X
	X
	X
	X
	X
	X
	X
	X
	X
	X

	Galley
	
	X
	
	
	X
	
	X
	
	
	X
	X
	

	Sampan
	
	
	
	X
	
	
	
	
	X
	
	
	X

	Fast Schooner
	X
	
	X
	
	X
	X
	
	
	
	
	X
	X

	Yawl
	X
	X
	X
	
	X
	X
	X
	X
	
	
	X
	X

	Lorcha
	
	
	
	X
	
	
	
	
	X
	
	
	

	Gaff Sloop
	X
	X
	X
	
	X
	X
	X
	X
	
	
	X
	X

	Ghe Luoi Rung
	
	
	
	X
	
	
	
	
	X
	
	
	X

	Yacht
	X
	X
	X
	X
	X
	X
	X
	X
	
	
	X
	X

	Lugger
	
	
	
	
	
	
	
	
	
	
	
	

	Fishing Smack
	X
	X
	X
	
	X
	X
	X
	X
	
	X
	X
	X

	Small Cutter
	X
	X
	X
	X
	X
	X
	X
	X
	
	
	X
	X

	Brigantine
	X
	X
	X
	
	X
	X
	X
	X
	
	
	X
	X

	Tartane
	X
	X
	X
	
	X
	X
	X
	X
	
	X
	X
	

	Gun Boat
	X
	
	X
	
	X
	X
	X
	X
	
	
	X
	

	Dran Sentry
	
	X
	
	
	
	
	
	
	
	
	
	

	Armed Hoy
	X
	X
	X
	X
	X
	X
	X
	X
	X
	X
	X
	X

	Anchor Hoy
	X
	X
	X
	X
	X
	X
	X
	X
	X
	X
	X
	X

	Pilot Boat
	X
	X
	X
	X
	X
	X
	X
	X
	X
	X
	X
	X

	Admiral’s Barge
	X
	X
	X
	X
	X
	X
	X
	X
	X
	X
	X
	X

	Lighter
	X
	X
	X
	X
	X
	X
	X
	X
	X
	X
	X
	X

	Boat
	X
	X
	X
	X
	X
	X
	X
	X
	X
	X
	X
	X


Ship Variant Availability

	Ship
	A
	D
	N
	Am
	C
	L
	B
	Ca
	Ch
	N
	HE
	M

	Super Frigate
	
	
	
	
	
	
	
	
	
	
	
	

	Merchant Frigate
	
	
	
	
	
	
	
	
	
	
	X
	

	Transport Frigate
	X
	
	X
	
	
	X
	X
	X
	
	
	
	

	Bomb Ship
	X
	
	X
	
	
	X
	
	X
	
	
	
	

	Whaler
	X
	X
	X
	X
	X
	X
	X
	X
	
	
	X
	X

	Transport
	X
	
	X
	
	
	X
	X
	X
	
	
	
	

	Packet
	X
	
	X
	
	
	X
	
	X
	
	
	
	

	Converted Cutter
	
	
	X
	
	
	
	
	
	
	
	
	

	Bomb Ketch
	X
	X
	X
	
	X
	X
	X
	X
	
	
	X
	X

	Collapsible Tartane
	X
	
	X
	
	
	
	
	
	
	
	
	


Merchant Ships

Merchant ships are generally weak and with small crews to save money. Merchant ships include fishing smacks, yachts, luggers, cutters, sloops, ketches, and Nomesian cutters, etc.. Armed merchantmen and galleons can also be included, though galleons are usually warships.

Warships

It is usually very difficult to buy a warship in a port if you are not a privateer of that nation.

Converted Ships

Some ships can be converted from merchant ships to warships easily by adding guns and men.

Ships En Flute

Ships En Flute are warships or merchant ships converted to carry troops. They have their gun ports removed and hull space manipulated to make way for more soldiers. This results in no heavy weaponry and a 25% reduction in hold space. 
Maximum Physreps

The maximum physreped ships you can have under your command is 4. The maximum physreped crew you can have is 100.
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The Crew

The Captain

Your captain is the central character while you play the game. He has 20 hp. Captains on NPC ships will have the hp bonus, but not the skill bonus. A captain must be killed to capture a ship, or will surrender if all crew are killed. If a captain dies, a player can replace him with a first mate, losing any skills the previous captain had. If there is no officer, the player must start again. The captain is capable of developing and gaining more skills and use more powerful ships. If a captain dies, you have 2 turns to revive him or he is finalled. 

Sailing Master

Sailing masters are extremely useful but also extremely costly. At a cost of 10000, they double the turn rate of your ship (to 90 degrees or double your turns) and offer advice direct from the GM. Unfortunately, they are rare and have loyalty levels ranging from 1 to 6. On random occasions or conditions leading to mutiny, they will become disloyal on a roll depending on their level of loyalty. They have 20 hp. They can fight duels on the behalf of the captain and can command a ship. They can be commodores at sea if you choose to split your fleet. Sailing masters will lead rescue parties for you automatically and can carry one small item in their inventory. You may have 1 sailing master per captain. They wear tricorns and neck scarves. All sailing masters are level 50. Sailing masters can command up to 4 ships on their own. Roll to determine if a sailing master is in town. Sailing masters have executive decision capabilities, so can act on their own beyond your direct orders. Only available in large towns.

Mate

Mates are commissioned officers that add to the efficiency of your crew. Ship’s mates command prize ships that have been added to your squadron, or command ships stationed in a town (but cannot go to sea on their own). They can be hired in taverns for 1500 Coins and have 15 hp. When not on another ship, they add 5 cm speed to your ship. Mates will incite mutiny if there are not enough supplies aboard or if morale is low. They wear tricorns and epaulets as a distinguishing feature. Mates have varying experience levels, but always above lvl 35. They do not have executive decision capabilities, so they cannot do anything beyond a simple set of orders (e.g. guard a town). 

Quartermaster

The quartermaster is the commissioned helmsman. They decrease the amount of space you have to sail to turn from 10 cm to 7 cm. They also allow you to command the next echelon up of ships. They can be hired for 1000 Coins. They will look like regular sailors. They do not have any command capabilities. 

Boatswain (Bos’un)

Senior sailors that often sign up as commissioned officers. These officers tend to the ship’s boats and enforce discipline amongst the crew. With a boatswain, boat speeds increase by 5 cm, boats are repaired for free (requires tools and spare parts), and crew get +1 chance to hit with close range weapons. They can command a boat expedition on their own of up to three boats but do not have executive decision capabilities. They are usually dressed as sailors, but with tricorns. They cost 1000 Coins and have 15 hp. 

Petty Officers

Skilled personnel can be hired in rare cases. They are below bosuns in the command chain and dress either as a sailor with a scarf or a land lubber. They include agriculturalists, noblemen, smiths, carpenters, sergeants, doctors, gunners, pursers, interpreters or spies. They all have 15 hp. Except for the sergeant and the gunner, none have gunnery capabilities, and only the gunner has sailing capabilities. Only the noble and the sergeant can command separate forces from the captain, but only soldiers/sailors on land. Roll a D10 to determine which officer is in town.

	Type
	Cost
	Skill

	Agriculturalist
	500
	Farming (except crop conversion)

	Smith
	750
	Smithing

	Purser
	1250
	Mercantile, can make purchasing suggestions

	Noble
	5000
	Law, Gentrification (roll for clout)

	Spy
	5000
	Thievery, Dexterity (roll for loyalty)

	Doctor
	1250
	Medical 

	Sergeant
	750
	1 weapons proficiency (random)

	Master Gunner
	1000
	+5 cm range (except rockets/mortars)

	Carpenter
	1000
	Carpentry

	Interpreter
	1000
	All languages


Note: Higher levels of clout mean higher chances of uncooperation and dissent. Roll to see if a petty officer is in town, and randomly assign. Only available in large towns.

Sailors

The appropriate number of sailors to sail your ship and man the guns is required. Sailors attack at level 4. They cost 100 Coins and have 10 hp. 

Soldiers

Soldiers can add to a ship’s compliment. They are there to take the hits for the sailors. However, they cannot fire guns or sail. They can be assigned to you by governments. Soldiers include infantry, marines, grenadiers, dragoons, pikemen, and various elite types. 

Monkeys

Monkeys can be bought or found on islands and taken as pets for the captain. 1 monkey on a ship may act as a crew member, no more. Although monkeys cannot fire guns, they can defend themselves at level 3. They can use knives, their teeth, and their claws to full effect. Fighting monkeys cannot sail but are capable of using cutlasses and have hooks. Domesticated monkeys can acquire certain skills useful to their owners. Monkeys do not have to be fed as crew do.

See Bestiary
Chaplain

A ship’s chaplain heals 2 crewman per turn. They can be hired for 500 Coins. They must be within 5 cm of the injured unit to be effective. They cannot heal evil characters.

Servants

A servant for your captain. He will carry items and do chores but has no gunnery or sailing abilities. Servants do have the Domestics Skill. Servants are 100% loyal but cost 500 per year, and will only serve those who possess over 1 million Coins. When you get this much money, you will attract potential servants (they will come to you). You can have no more than 2 servants. They can defend themselves with one weapon but will not attack in battle. They will however carry extra weapons for your captain.

Loss of Crew

In the event that crew are lost in action, a captain must consider his priorities. To move in a controlled manner, the minimum sailing crew is required. In emergencies the captain can act as the helmsman. If there is not a minimum number of men aboard, the ship drifts 10 cm per turn. If there are enough men to fire the guns of the ship but not sail, then the ship can drift and fire. The ship cannot turn or tack however in the absence of the minimum crew.

Compensation

A captain is forced to pay compensation to injured crewmen or the morale of the crew will drop by 1. Compensation is 100 Coins per injury. Once a crewman is compensated he will leave your crew.

Press Gangs

You can send out a press gang of one mate and five men to round up sailors and press them into your service. Roll for the number pressed for each day the press gang is ashore. This gives you free sailors, although morale will permanently be -1 as long as the crew is aboard against their will or without pay.

Crew

	Type
	HP
	Cost
	Function

	Monkey
	/
	/
	Sailing, fighting, other tasks

	Fighting Monkey
	10
	700
	Acts as a fighter, no sailing or gunnery capabilities, cannot be blocked

	Servant
	10
	500/Y
	Attending to your needs, no sailing or gunnery capabilities

	Soldier
	10
	120
	Increases the number of fighters aboard

	Sailor
	10
	100
	Generic shipboard unit

	Chaplain
	15
	500
	Heals crew, 2 per turn

	Petty Officer
	15
	varies
	Have various skills to contribute to voyages.

	Boatswain
	15
	1000
	Boat speed + 5 cm, +1 chance to hit with close-ranged weapons

	Quartermaster
	15
	1000
	-3 cm required for turning, command +1 lvl of ships

	Mate/Lieutenant
	15
	1500
	Ship speed + 5 cm, commands prize ships

	Master
	15
	4000
	Commands merchant ships

	Sailing Master
	15
	10000
	Doubles turn rate, offers GM advice, can control more than one ship (offering 2 turns), Same as Mate

	Captain/Admiral
	20
	/
	Commands the ship / fleet


Movement

	Movement Type
	Speed

	Shipboard movement
	unlimited

	Land movement
	60 cm, 1 day per square (+1 for mountains, swamps)

	Horse movement
	100 cm, 1/2 day per square

	Swimming
	15 cm

	Wading
	20 cm


NPCs

NPCs may join your crew. They are set level characters with certain capabilities and are incapable of growth. 

See: Items and NPCs
PPCs

Player’s party characters. A mix between an NPC and a PC, a PPC begins as an NPC at a certain level with certain skills. As the PPC stays with the PC, they will develop like a PC in terms of experience and skills, but this development is controlled by the PC. Their thought and actions are independent for the most part but are subject to PC commands. 

See: PPC Profiles
Military Personnel

Outside of regular soldiers, army and navy personnel can be hired to supplement your fleet. These units, however, require large yearly payments.

See: Administering Nations
Command Structures and Personnel

Sea

PC-> Sailing Master-> Master-> Mate-> Bos’un-> Petty Officers + Chaplains-> Sailors, Soldiers 

     ->Admiral->Captain->Lieutenant-> Sailors, Soldiers

     -> PPCs

     -> NPCs

Land

PC-> Governor->Soldiers, Citizens, Workers

     -> General->Major-> Soldiers

Investments

PC-> Legate-> Servant

     -> Agent

-> Forman-> Workers, Artisans
-> Factor-> Factory Workers
     -> PPCs

     -> NPCs

Inventory

Captains can carry 2 small items in their inventory, no larger than an idol or pistol. The rest must be carried in their hands or on their backs (back brace, cape). Horses can carry items in clips on the saddles, and wagons can carry extra items. Backpacks give 2 extra inventory spaces. 8 grenades, 3 hatchets, or 10 knives (the maximum carriage) take up 1 space of inventory on a captain, and all on anyone else. You cannot carry any more than the maximum carriage of these items. Tikis and runes count as grenades, although you can carry 8 of any kind. You can carry 2 bottles in your inventory. Although regular units have 1 inventory space, they can only be filled by grenades, hatchets, or knives. Only sailing masters, PPCs, and NPCs can carry other items in their one inventory space. 
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Weapons

Guns

Most ships will be armed, either to the teeth or with token popguns. Some come with guns attached, others may not have the guns you wish, and you may want to replace them with something else. Each gun requires a gun crew to fire, who can be killed if the gun is hit by enemy fire. This does not include the men that are sailing the ship. The appropriate number of gunners and sailors are required to move and fire at the same time. 

	Gun
	Damage
	Range
	Class
	Crew
	Stored Tonnage
	Value 

	15” Mortar
	2500
	100
	/
	3
	8
	2500

	Calonian Bombard
	2000
	60
	1
	3
	5
	2000

	Amagash Pot Mortar
	1500
	40
	/
	3
	3
	2000

	Sacker
	1000
	50
	1
	3
	5
	1250

	Siege Mortar
	700
	45
	1
	2
	1
	1000

	Dans Mortar
	1000
	40
	1
	1
	1
	1250

	Bombard
	600
	45
	1
	2
	2
	900

	Carronade
	500
	45
	1
	2
	2
	750

	Basilisk
	400
	75
	2
	2
	2
	900

	Fort Gun
	1000
	100
	2
	2
	2
	1000

	Field Gun
	300
	80
	2
	2
	3
	700

	Cannon
	300
	60
	2
	2
	2
	500

	Fulton Cannon
	200
	60
	2
	1
	1 for 2
	450

	Land Culverin
	150
	60
	3
	1
	1
	400

	Repeating Culverin
	150
	55
	3
	2
	1 for 5
	800

	Culverin
	150
	50
	3
	1
	1 for 8
	250

	Rocket
	300
	105
	/
	1
	1 for 50
	100


Note: Rocket skids are free with purchase of rockets, more can be purchased at 250 Coins each. 

Shot

There are different types of shot for different areas of an enemy ship. Their type and what they do are listed as follows:

	Type
	Effect
	Range
	Value C1/C2/C3

	Bomb
	Damages hull
	Standard
	800/500/300

	Round
	Damages hull
	Standard
	400/200/100

	Grape
	Kills crew
	45
	600/300/150

	Chain
	Damages sails
	Standard
	600/300/150

	Type
	Effect C 1
	Effect C 2
	Effect C 3

	Bomb
	X4 damage
	X2 damage
	X2 damage

	Round
	Standard
	Standard
	Standard

	Grape
	5 crew killed
	2 crew killed
	1 crew killed

	Chain
	-8 cm movement
	-5 cm movement
	-3 cm movement


Note: Ammunition sold by the ton. There are 100 rounds in a ton. Grape is ineffective on crew positioned behind bulkheads or in the tops, thus making it a limited weapon. Grape will otherwise inflict standard damage to non-humans. Bomb shot has a radius of 7 cm (C1+C2) and 5 cm (C3). Barrels of gunpowder (not required to fire) cost 100 Coins, do 900 damage with a radius of 10 cm. They can be thrown at 15 cm. Grape at close range on land or on deck uses the blunderbuss arc. 15” mortars require special ammunition (bomb only) that has a 10 cm blast radius and costs 1000 Coins per ton.
Amagash Fire
Like bomb shot but instantly ignites a fire that does double fire damage and cannot be extinguished until 6 turns have passed. Successful attempts to put out the fire will only start a second fire. Upon contact, an Amagash Fire container will incinerate anything within a 10 cm radius.
Amagash Fire Ammunition

Barrel: 2000 

Large Arrows: 800

Pot Shot: 700

Dans Fort Gun Shot: 500

Small Arrows: 300
Gun Placement
All guns have to be placed on stable, grounded locations. Only culverin can be mounted on the rails. All others are to be mounted on the deck proper. Only one gun can occupy a gunport, except culverin.

Gun Line of Sight

Guns not able to swivel and are not directly aimed at the enemy will not hit their target. To hit the enemy, use swivelled guns or turn.

Standard Weapons

	Weapon
	Damage
	Range (cm)
	Reload Time
	Value (Coins)

	Bomba
	Fire
	1
	/
	300

	Hand Grenade
	50
	30
	/
	30

	Blunderbuss (black)
	30
	10 (with 45 degree arc)
	1
	200

	Musket
	10
	45
	1
	100

	Tower Pistol (black)
	10
	35
	1
	90

	Pistol
	10
	25
	1
	50

	Scimitar
	10
	1
	/
	/

	Katana
	10
	1
	/
	75

	Pike
	10
	1
	/
	30

	Mastery Staff
	7
	1
	/
	/

	Cutlass
	7
	1
	/
	25

	Hatchet
	5
	1
	/
	15

	Knife
	3
	1
	/
	10

	Sceptre
	5
	1
	/
	/

	Whip
	5
	1
	/
	25

	Blunt Weapon
	2
	1
	/
	/


Using Standard Weapons

	Weapon
	Strength Required
	Hands
	Block

	Bomba
	10
	2
	Yes

	Hand Grenade
	7
	1
	No

	Blunderbuss (black)
	10
	2
	Yes

	Musket
	9
	2
	Yes

	Tower Pistol (black)
	8
	1
	No

	Pistol
	7
	1
	No

	Scimitar
	10
	1
	Yes

	Katana
	10
	1
	Yes

	Pike
	10
	2
	Yes

	Mastery Staff
	9
	2
	Yes

	Sword
	7
	1
	Yes

	Hatchet
	6
	1
	Yes

	Knife
	5
	1
	Yes

	Scepter
	9
	1
	Yes

	Whip
	8
	1
	No

	Blunt Weapon
	/
	/
	/


Note: Unused weapons do not take space onboard ship.
Non Standard Weapons

In cases where you encounter older or non-standard weapons, here are some statistics.

	Weapon
	Damage
	Range 
	Value
	Notes

	Punch/Kick
	2
	1
	/
	/

	Bite
	2
	1
	/
	/

	Crossbow
	8
	35
	70
	Can be upgraded to Arbalest

	Arbalest
	13
	30
	130
	1-3 set on fire, -1 chance to hit

	Longsword
	5
	1
	10
	/

	Broadsword
	15
	1
	100
	11 str.

	Bow
	5
	35
	30
	Requires quiver, can be poisoned for 10 damage

	Fire Bow
	10
	30
	50
	Fires fire arrows, 1-3 set on fire, -1 chance to hit

	Spear
	5
	1
	10
	Can be poisoned for 10 damage

	Spear (Thrown)
	5
	25
	10
	Can be poisoned for 10 damage

	Oar/Paddle
	2.5
	1
	50
	/

	Thrown Object
	2
	25
	/
	Most objects

	Stick
	2
	1
	/
	Wooden stick

	Iron Bar
	2.5
	1
	/
	Iron stick

	Rock
	2
	1
	/
	Rocks/Stones

	Rock (Thrown)
	3
	30
	/
	Rocks/Stones

	Hook
	2.5
	1
	25
	Prosthetic

	Rolling/Thrown Barrel/Box
	5
	15
	/
	Including Powder Barrels (900 damage)

	Slap
	1
	1
	/
	Women’s attack, stun for 1 turn

	Lance/Pole
	6
	1
	50
	1-4 knock off horse

	Shovel
	3.5
	1
	Set
	/

	Pick Axe
	7
	1
	Set
	/

	Wrench
	2.5
	1
	10
	/

	Broom
	1
	1
	10
	Will break after being used to block

	Knife (Thrown)
	3.5
	30
	10
	/

	Cutlass (Thrown)
	7
	15
	25
	/

	Hatchet (Thrown)
	5
	20
	15
	

	Rope (Whipped)
	2
	/
	25
	/

	Rope (Strangle)
	10 (after 2 turns)
	/
	25
	2 turns kill

	Net (Thrown)
	Capture
	20
	100
	Capture 1-4

	Chain (Whipped)
	5
	/
	50
	/

	Chain (Strangle)
	10
	/
	50
	2 turns kill

	Hammer
	5
	/
	15
	/

	Hammer (Thrown)
	5
	30
	15
	/

	Amagash Fire Launcher (large)
	Amagash Fire
	60
	2000
	Uses Amagash Fire. Ammo separate.

	Amagash Fire Launcher (small)
	Amagash Fire
	45
	1000
	Uses Amagash Fire. Ammo separate.

	Amagash Fire Pump
	Amagash Fire
	30
	500
	Uses Amagash Fire in barrel form.

	Catapult
	100
	40
	1000
	Primitive artillery

	Harquebus Musket
	10
	35
	65
	Musket, -1 chance to hit

	Wheel Lock Pistol
	10
	15
	35
	Pistol, -1 chance to hit

	Rusty weapon
	-2
	-10
	/
	Any weapon, +1 poison damage

	Cannon Ball (Thrown)
	5
	25
	/
	/

	Molotov Cocktail
	50 fire
	25
	1
	Alcohol bottle, 5 cm burn radius, catch fire 1-3

	Pitchfork
	10
	/
	45
	/

	Pot or Pan
	5
	/
	100
	Stun for 1 turn

	Boiling Water
	9
	7
	/
	/

	Large Axe
	10
	/
	25
	11 str.

	Halberd 
	15
	/
	40
	13 str., -1 chance to hit


Stun

Enemies can be stunned with blunt weapons, which cause them to be defenceless for a turn.

Disarm

Your chance to disarm an opponent is 1-4, but failure costs the initiative. Blades cannot be disarmed. Whips however can disarm blades and other weapons at 1-4.

Weapons Descriptions

15 Inch Mortar: A long-range weapon with a firing arc. Only fires bomb shot. Excellent against fortifications. There is a -1 chance to hit with this weapon and it has a minimum range of 20 cm. 10 cm blast radius.

Calonian Bombard: A massive artillery piece designed to obliterate ships at a distance from land. It has a 10 cm blast radius.

Amagash Pot Mortar: Fires Amagash Fire shells. 15 cm radius. Requires Amagash Pot Shot.  

Sacker: A heavy, short range gun. These weapons are devastating against ships at close range. 

Siege Mortar: A short-ranged weapon with a firing arc. It causes extreme damage, but due to the physics of firing in an arc, there is a –1 chance to hit with this gun type. It can only fire round and bomb shot. It has a minimum range of 15 cm.

Dans Mortar: A very deadly variation on the mortar. It has increased damage, decreased range, and requires less crew. Dans only.

Bombard: A short ranged powerful cannon that fires on a straight trajectory.

Carronade: A short-ranged gun meant to deal massive damage in close quarters. These guns are only found on board frigates.

Basilisk: A long range, heavy form of cannon. With a longer barrel a shot from a basilisk gathers more velocity and therefore more distance and damage for a smaller ball. However their dimensions make them awkward on ships.

Fort Gun: Designed to dispense with ships quickly, they do more damage than the average cannon. They are only found on forts.

Field Gun: A land gun designed for long ranges. Useful in besieging a fort, as their range permits them to remain further from the fort’s range.

Cannon: The average gun found on ships.

Fulton Cannon: An innovative design by Tito, he will only release it to those whom he trusts and is paid well by. These cannon are small breech loaders, and have rifled bores. They do 200 damage and fire 60 cm, as well as requiring 1 man to fire. They have the same ammunition effects as cannon, and cost 450 Coins to be cast. Tito Fulton/Dans only.

Land Culverin: A heavy culverin designed for land combat. It has greater range than regular culverin. They can also double as rocket launchers.
Repeating Culverin: A special culverin with 4 chambers and thus 4 attacks per turn. It has more range than the average culverin, but requires 2 crew. The repeating culverin requires a basilisk mount to move. Dans only.

Culverin: These small-calibre guns are mounted on the guardrails of the quarterdeck and forecastle of many ships. Although they are largely for defensive purposes, they do have a role in engagements with ships of similar size. Their use extends beyond ship to ship fighting, in that they can be used against boarders with grape shot in a blunderbuss arc, and with 15 strength can become hand-held weapons.

Rocket: A new weapon, these fire into the air and propel an iron canister full of gunpowder. When the rocket lands, it explodes. However, rockets are extremely inaccurate, inducing a chance to hit penalty of –1. They have a blast radius of 7 cm.

Bomba: A long fire lance used for setting fire to enemy ships. Sets fire on 1-5. Burns for 2 turns. 300 Coins each.

Grenade: Packed with gunpowder and lit with a fuse. These weapons do a lot of damage and have a 5 cm explosion radius. Thrown for 30 cm. Max carriage: 8.

Blunderbuss: An extremely deadly weapon with an arc of fire that can encompass many men on board a packed ship. When it hits its target, the blunderbuss is immediately fatal. However, its range is limited to very close quarters.

Musket: A standard musket is useful in any engagement because it has the longest range of all hand weapons. This weapon is most convenient for firing at a ship before boarding along with grapeshot.

Tower Pistol: Essentially a pistol but with longer range.

Pistol: A close range weapon that can accompany a sword. Also used in dueling along with the tower pistol. They should only be used in close action.

Katana: These weapons are so sharp that they can cut a man in half. This excludes the need for a second slash. However, they are expensive and only available in Oriental states. 

Pike: Can be used to repel boarders and still retains some military value on land. It gets +1 chance to hit and +15 damage against horses (instant kill). However, pikes are unwieldy and usually used by guards. The pike does a large amount of damage, but it cannot attack more than one target at a time due to its cumbersomeness.

Crossbow: These weapons can only be obtained in low-tech nations, at a price of 70

Coins. They inflict 8 damage at 35 cm range, are not affected by rain, and

they can be upgraded to arbalests to fire burning arrows. Crossbows can be upgraded to shoot fire arrows (arbalest). These arrows set enemies on fire 1-3, inflict +5 fire damage, and have 30 cm range. This upgrade is at the cost of 60 coins and -1 chance to hit. Arbalests do not work in the rain.

Cutlass: The most common weapon of all. The cutlass is cheap, and the only sword that can be thrown (at 15 cm). It is good to carry a large supply of swords in case of rain too.

Hatchet: Similar to a sword, but three can be thrown in one turn. Max carriage: 3.

Knife: A good compliment to a sword, used in blocking and parrying. Knives can be thrown to 30 cm. Max carriage: 10. 

Blunt Weapon: These include oars, musket butts, pistol butts, and fists. Anything else is game too. Blunt weapons may also stun men for 1 turn if specified.

Fighting

The rules for fighting are the same here as in EOE II Silver. Standard bonuses for elevated positions (+1 chance to hit, -1 chance to strike), barriers (-1 chance to strike), and line of sight. Boarding occurs when two ships are point-blank range and crew can easily move from one ship to another. Crew can also shoot at other crew if they are close enough, even if boarding has not commenced. Given the inaccuracy of powder weapons, all shots will be taken at level four. 

Magic/Special/Unique Weapons and Attacks

Some items in this game will do more than physical damage. They are enhanced by Voodoo, dark, or light magic.

Sceptres: Sceptres are items enhanced in a variety of ways. They normally do 5 damage.

Staves: Staves and mastery staves usually inflict 7 damage on their own.

Armour: Adds to hp through armour points. When the armour loses all its hp, it is destroyed. Can be repaired. However, it is heavy so swimming with armour is impossible and your character will drown.

Shields: 1-5 block close range attacks.

Gems: Go into socketed items to enhance their power.

Idols: Have to be kept in inventory to be useful.

Tikis: Voodoo grenades with a variety of uses.

See: Items and NPCs
Damage Types

Fire Damage: A weapon that causes fire damage will inflict the initial damage in the first turn. On a special and specified roll, the target will catch fire and in the next turn will receive the full effects of burning damage (500, 500 more each turn, until it is extinguished). Water and ice weapons work well against fire. Fire does double damage to ice.

Lightning Damage: Lightning damage has no resistant qualities. There are no counters to this attack. It also has a tendency to conduct to other targets in a given radius.

Ice Damage: Ice damage freezes an enemy for a number of turns. Fire works well against ice. Ice does double damage to fire.

Knockback Damage: Knockback damage sends an enemy flying a certain distance. There are no effective counters.

Physical Damage: Your standard unit of damage. This can be resisted in a variety of ways.

Soul Damage: Instantly kills any human, with no possible resistance. Ineffective against undead and animals.

Crypt Damage: Kills undead, ineffective against the living.
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Sailing and Weather Effects 

Ships may fire and move in the same turn. They can even fire while moving. Boats can be sent from ships to board, land, cut out other ships, or enact other duties. 

Weather

The weather can greatly effect battles at sea. Foremost is the strength of the wind, which is the first thing determined in an engagement. Other effects such as storms actually damage a ship by 1000 hp. Rain causes a huge problem because all exposed powder weapons become useless. When the wind is becalmed, it is not blowing, reducing movement to 0 cm for all sailing vessels. Row boats can be used to attack other ships or tow for 10 cm per boat. Oared ships have the advantage in this case. Fog reduces visibility to 20 cm. Gale winds give 150% speed, while light winds only give 50% speed.

The wind speed and direction is decided by dice as follows: 

1: Clear with fair breeze

2: Clear with fair breeze

3: Clear with fair breeze

4: Clear with fair breeze

5: Clear with gale winds

6: Rain with fair breeze

7: Rain with gale winds

8: Light wind

9: No wind

10: No wind with fog 

1: North

2: South

3: East

4: West

Heel and List
Wind direction causes heel. This means that a ship leans over to one side when it is on a reach or close-hauled. There is no heel on a run. Heel effects the range and elevation of the guns on board, since they will be levelled closer to the waterline. When on a heel, the leeward side suffers -10 cm range on all guns, while the windward side gets +10 cm range on all guns. List effects range in the same way and is caused by significant hull damage to one side of a ship.

Snow

In the nether regions, snow falls instead of rain. Snow effects powder weapons the same as rain, but it provides the additional inconvenience of ice in the rigging and snow on deck. Ice in the rigging will jam blocks and freeze belayed sheets on 3-6 per ship, preventing tacking, and snow will cause the decks of a ship to become slippery, causing every movement to have a slip roll on 5-6 unless shovelled (2 men per turn). 

Storms and Hurricanes

Storms and hurricanes are very deadly. They rise up suddenly and inflict a great deal of damage. Storms cause 1000 damage and -10 cm speed. They may also blow you off course into a nearby square on a 1-3. Hurricanes sink your ship and leave you and your crew floating in the water. If a ship sinks in bad weather, roll 1 die for every 10 men you have to see how many survive. Any boats being towed will be lost in a storm or hurricane. 1 man is lost in each storm.

St. Elmo’s Fire

During a storm, roll to determine whether the electro-magnetic phenomenon known as St. Elmo’s Fire occurs. If the blue lights pass up the mast (1-3), your crew will receive +1 morale. 
Trade Winds

Trade winds are yearly winds that blow strongly in one direction and are exploited by merchants and sailors to arrive at destinations quicker. Ships sailing in the direction of the trade winds increase their speed by covering 2 squares in 1 day. This allows a passage from Cape Town to Morku in 12 days, for example. Sailing in a square with trade winds in the opposite direction of the winds slows your passage to 2 days per square. These winds only occur in Alkaen.

Lee Shores

Sailing in squares with winds blowing against the coast mean a 1-4 chance your ship will be blown against the cliffs of that shore each day.

Icebergs and Ice Fields

If a ship travels in an ice field, it risks ice-lock on 3-6. Each day you have a 1-2 chance of breaking out the lock for three days. After three days, you are locked in for 30 days and your ship suffers 10 000 damage. Icebergs are the same as reefs and shoals.

Shoals and Reefs

In some squares on the map, shoals appear. Sailing across them is hazardous. Roll when sailing over shoals with a class 1 or 2 ship. A roll of 6 will cause your ship to run aground on the reef thus causing 1000 damage and immobilizing your ship. If you hit a storm on a reef or shoal, your ship will automatically sink, leaving you and your remaining crew on the ship’s boats. If you fight a battle on reefs, areas will be designated where running around will occur. If you run aground, you will be stuck for that turn. In the next turn roll to get off the shoal with one of three ways:

Kedging: Carry the anchor by boat 30 cm away from the ship and drop it in deep water. Haul on the anchor windlass. 1-5 chance to refloat vessel. 3 turns.

Lighting: Remove heavy articles from ship on to boats or other vessels. Refloat 1-3. 2 turns.

Rolling: Crew moves from side to side of the ship. Refloat 1-2. 1 turn. 

If not in battle, you have two chances in a day to commit these actions. If one way doesn’t work, you cannot use it again, and must attempt the other methods.

Coordinates

The geographical coordinates on the fringes of the map can be used as a guide for locating places, things, or people.

Sailing

Sails rely on the wind. When sailing, refer to the Wind Circle to determine your speed when sailing. If you try to sail against the wind, you will suffer a penalty of ½ speed. Only fore-and-aft rigged vessels are exempt from this rule. If you sail into the eye of the wind, you will have zero movement. In battle, your ship must constantly be moving unless anchored or engaged in boarding with another ship. Usually attacks are made in sweeping passes. To stop your ship entirely, sail into the wind, anchor, or board another ship. Ships must move a minimum of 10 cm per turn.

Turning

Ships do not turn on a dime. For every 10 cm your ship can move, you may turn 45 degrees. Ships with higher speeds obviously have more room to turn. Take for example, the fishing smack, with movement of 40 cm. It must sail 10 cm, then can turn, then sail 10 cm, then turn, then sail 10 cm, then turn. The ship makes a full 180 turn and covers an arc of 40 cm in the process. It may be prudent to plot your course in advance. Boats are exempt. 

Tacking

When a ship sails through the wind (i.e. bow opposes wind direction) all square sails must tack (change sides). There is a roll for a successful tack: if you roll a 1-5, the tack is successful. If a 6, then the ship baulks and becomes dead in the water for that turn. 

Towing
You can only tow with small boats, at 10 cm per boat. Ships cannot tow other ships. Towing requires extra lengths of line. 

Rowing

Ships with oars as additional propulsion have their advantages. Of course, continuous rowing is really trying on the endurance of the oarsmen. In the event of becalming in battle, propulsion rests on these oarsmen. Roll for endurance. The number, times 2, is the amount of turns before the oarsmen become exhausted. Boats are not affected. If crew are forced to row longer, they will mutiny. Sweeps can be purchased for class 6+7 ships to increase their mobility in becalmed conditions and offer additional towing capacity. Sweeps have unlimited turn rates. 

Other Actions

Sailing a ship also includes anchoring, raising and lowering sail, and reeling in the anchor. Anchors take 1 turn to reel in, but none to drop, and makes you vulnerable to boarding with a +2 chance to board. When reeling in, an anchor needs at least 2 men on the wench to be brought in. To raise or lower sails in one turn, 2 men are needed per large square sail, and one per lateen, gaff, or smaller sail. If there are not enough men, two turns may be required. A raised sail will not take any damage. Lowering and raising boats requires 3 men to do in 1 turn, and 2 to haul in from behind. If the crew is busy firing guns or sailing in that turn, these actions are only possible with extra crew.

Encounters

While crossing a trade route, or even in a random space, you may encounter one or more ships. Each square has a number that represents the probability of making an encounter in that square. If the probability is 3, and you roll a 1-3, you will have an encounter. All squares have encounter probabilities, while those on trade routes have higher probabilities. You may have 3 encounter probability rolls in one day. You can choose to attack, ask for news, or sail away. A 4th encounter roll is permitted, but the fight will take place at night. An enemy warship may choose to pursue you on a 4-6. For ships in ports, roll for the number then roll for that many ships.

Notes on Encounters

Some ships belong only to one nation (Nomesian Cutter, Xebec, Dreadnought). In the event of one of these ships, the nation is automatic. Some nations do not have certain ships, while others do not use them at all. Ships will attack PC ships if they are a challengeable size and of an enemy nation on an attack roll of 4-6.

See: Ship Encounter System
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Battle

Starting

When starting, opposing units must be 55 cm away from each other. 

Rolls

This game is a D6 system. In cases of a unit with chance to hit of 1-4:

1: Perfect Hit (possibility of critical)

2: Hit

3: Hit

4: Hit

5: Miss

6: Critical Miss (if applicable)

In cases of 1-5

1: Perfect Hit (possibility of critical)

2: Hit

3: Hit

4: Hit

5: Hit

6: Miss

In case of a 50/50 decision:

1: Really good

2: Good

3: Good

4: Bad

5: Bad

6: Really bad

Also each number can be assigned to any other task.

Note: Captains do not make critical misses. Critical misses apply only to rockets, grenades, powder barrels, or artillery in the case where allied units may be hit.
Initiative

Initiative is what determines who goes first in battle. The attacker always gets initiative. Initiative can be taken from an attacker in a variety of ways, mainly through the leadership skill.

Ambush

Ambushes occur when a party or vessel is attacked by hidden adversaries. This can happen as a result of terrain or a skill. In either case, it reduces the distance an enemy has to stand at before attacking. It also ensures initiative because initiative cannot be stolen on an ambush. Ambushes succeed with certain terrain on 1-5. This terrain includes forest, jungle, mountains, and in tall crops. Ambushes are not possible in open fields or desert without camouflage. Camouflage can cause an ambush on 1-4. Beasts and savages can ambush at will. On land an ambush lets you get within 10 cm without being noticed. At sea ambushes will be successful only at night on a roll of 1-3 and let you start at 20 cm instead of 55 cm.

Waves

To bring in multiple waves of units during battle (due to limited physreps), use as many physreps as you have and place them at least 65 cm from the nearest enemy. 
Line of Sight

An average human can see up to 100 cm away. Each unit must be able to see the unit it is attacking, and must be able to hit it from the angle it is on. 

Head Shots
A headshot is inflicted when the target is human and a 1 is rolled. This will always kill a human, even if they are wearing armour (except magic armour or if the head is protected by armour).

Positions

Different positions in battle give you certain advantages. An elevated position of 7 units above the enemy or more gives +10 cm range and +1 chance to hit. Enemies have a -1 chance to hit elevated units. You can also increase the range of an attack by 10 cm with -1 chance to hit on normal ground. A unit that is behind a barrier 2 units high becomes more difficult to hit, making them a -1 shot. Point blank range for ranged weapons is achieved at 4 units distant, providing +1 chance to hit.

Moving and Attacking in Land Battles
Ranged units (muskets, pistols, artillery, throwing) may move and then fire, or fire then move. They may not move after moving once and firing. Close ranged units (pikes, swords, hatchets, knives) may perform any action in any order.

Overkill

If you inflict damage 10 times the amount of hp an enemy has (eg 100 damage on a 10 hp human), you will get an Overkill call. Sometimes this has bonus-round implications. 

Broadsides

All guns of a single type on a ship must be rolled as a broadside if the target is the same. Thus, cannons must all fire as a broadside when directed against a single enemy. Culverins may then fire their broadside. In the case of separate targets or aimed shots, this rule does not apply.

Forts and Towns

When attacking a stone fort, do not fight an artillery battle. The fort will always win because it has heavy guns and lots of hit points. Grapeshot is ineffective because forts protect the garrison with high strong walls. Each stone fort gun can resist an aimed shot twice on each of its guns on 1-5. Siege equipment allows you to climb a fort’s walls. Iron (black) doors on forts resist all shots 1-5, while wooden (brown) doors resist twice on 1-3. Each * added to a fort increases its garrison by 30, its hp by 10000, and its gun resists by +2. Forts also fire heated shot which sets ships on fire 1-4 after the second hit. Forts hit 1-5 and get +2 on aimed shots. A wooden fort has 9000 hp and any array of standard weapons. They do not resist and usually have a garrison of no more than 15. In either case, you can either kill off the garrison and force surrender, or face the fort commander directly in a duel. When attacking a town, you must attack any fort or ship before you can capture the town. You must defeat the governor’s garrison in land combat if it is not based in the fort. Defeating the town’s garrison gives you the ability to plunder the town, and/or change its nationality. 

Fortifications, Sieges, and Entrenchment

To besiege an enemy installation, place forces close by and entrench them with earthenworks (see Land Combat and Terrain). To entrench, have your forces use digging equipment to dig trenches, fox holes, and earthenworks. Fox holes take 1 turn per unit digging and support 2 soldiers. Trenches and earthenworks require 1 turn per 4 units. Behind these barriers your units will be harder to hit by -1 and resist radius blasts 1-4. Artillery inside entrenchments can be safely aimed at forts and castles. Use them to make breaches in the walls or take out enemy guards and guns. Dig trenches up to the fort’s walls and use barrels of powder to mine them, or even dig underneath. Older fortifications may be difficult, because they have higher walls and few gun placements. Drawbridges resist once at 1-4, while iron gates resist 4 times at 1-4. Iron gates can be lifted by a team of 5 men on 1-4 but something must be placed beneath them in order to keep them up. 
Cutting Out a Ship

Cutting out a vessel is a complicated procedure that requires 3 rolls for success: a roll for successful approach to a ship (4 or less), a roll for boarding (5 or less since the ship is anchored), and a roll for successful escape if there is a fort or warship within firing range (5 or less). Cutting out a ship means to row into an enemy harbour with boats, board an enemy ship and kill the crew, and sail away with the ship. Of course, this depends on your success once you near the ship, for it or a nearby fort may notice your presence and open fire on your boats. If all rolls are successful, you will carry the ship and sail away with it nicely. If one roll fails, everything that can will open fire on your boats. It is not recommended that a captain be sent on such a mission. 

Boarding and Cutting Loose

Boarding is the best way to capture ships, although some will surrender if they receive enough damage. To board, sail your ship beside the enemy or ram their ship. When the two ships are that close together, you may roll to board on 1-4. The target ship can resist boarding 1-4 if it wishes. When a boarding action commences, crew can move from ship to ship to attack each other, or shoot small arms. Any action is valid, with a proper roll, and most actions can be countered with a proper roll. If a crew does not want to be in a boarding action, the victim ship can choose to break away on a 1-3 during its turn. When this is successful, the ship has ‘cut loose’ and can sail away in the next turn. Anchored, balked, or becalmed ships can be boarded on 1-5. Any ship engaged in boarding does not move until it is cut loose and gotten under way.

Aiming

You may select your target on an enemy. You can shoot at any specific point on an enemy ship or structure. To take out a specific target, for example the rudder, a mast, or a cannon, fire your gun, roll for a hit, then roll an additional roll of 1-2 to make the aimed shot. If this fails the shot will have no effect.

Closed for Action

When two ships with cannons fire at each other from 10 cm or less, there is a chance to hit bonus of +1. 

Ramming

Ramming an enemy ship will inflict ½ of your hp as damage to that ship, and your ship will lose ¼ of its hp, and lose the bowsprit if it has one. A Nomesian Cutter would inflict 2500 damage and receive 1250 damage. From this position you may also board the other ship without penalty.

Ramming Boats

A boat will sink upon being rammed by any ship, and the ship will not take

Damage. The boat will sink. Boats ramming ships inflict no damage.

Heated Shot

Forts have the option of firing this type of shot, which causes a ship to break out in flames after two hits and a 1-4 roll. 

Round Shot

Round shot on land will roll when fired on 1-3. If the shot rolls, it will roll for 10 cm at deadly velocity and destroy anything in its path.
Fire

Fires are caused by heated shot or by excessive damage. After 50% of a ship’s hp are lost, a fire will erupt on a 1-3. Fires cause 500 damage per turn, kill 1 crew per turn, and damage rigging to affect the loss of 5 cm movement per turn. In each turn after the setting of the fire, the crew has a 1-3 chance of putting it out. Five men must be taken away from other tasks to put out a fire, and with each additional five men the chance of putting out the fire increases by 1. If any ship becomes in contact with a burning ship, that ship too will catch fire on 1-4. If a ship is on fire for five turns, it explodes. Fire damage is progressive, inflicting 500 more damage per turn after the initial 500. Up to three fires can burn on a ship. Rain automatically puts fires out (except Amagash Fire).

Fighting In Rainy Weather

When fighting in rainy weather, all powder weapons no longer work, unless they are cannons below deck on a ship or otherwise covered.

Fog

When fog appears, your visibility is reduced to levels equivalent of night conditions (40 cm).

Night

When an attack is made at night, visibility is reduced for all to 40 cm. Sneaking rolls are increased to level 4 from level 2. Shoals become invisible.

Fire Ships

Fire ships are old vessels that are set aflame and sent into enemy harbours or fleets. If a fire ship makes contact with another ship, that ship will have one chance to fend it off on a 1-2, but pikes are required. If not, the ship is set aflame on 1-4. To use a fire ship, sail up to the enemy. When contact is made, a fire will start on the enemy ship on 1-4. Roll 1-4 for successful crew escape. Fire ships can only be used once on one enemy ship. Fire ships can burn for 3 turns before sinking. 

Demolition Ships

Demolition ships are old ships equipped with 4 or more barrels of powder. The explosion will inflict damage relevant to the number of powder barrells, plus ¼ of the ship’s hp, and will start a fire on 1-4. Add more barrels of powder for greater effect (+900 damage per barrel). The escape roll is the same as for fire ships. Demolition ships are a little easier to fend off then fire ships. Simply gain a line of sight on the barrels and fire into them. This may encourage attackers using demolition ships to hide the barrels below decks.   

Submersibles

Submersibles may attack either surfaced or submerged. When surfaced, they reveal themselves to all units within sight. When submerged, they are considered hidden, although when attacking they only reveal themselves to the ship that they are attacking. Balloons can also see submersibles when they are 100 cm above water level. Most surface weapons will be ineffective against submersibles, since water will render powder and inertia impotent. Submersibles will immediately return to a hidden state upon moving. 
Critical Hits

This occurs if a 1 is rolled on a ship’s first broadside (must be more than 1 gun). It is only effective if the shot is fired with round shot or bombs. The consequences of a critical hit are the loss of a mast, half of crew, and half hit points. Roll again for an explosion.

Explosions

The worst thing to happen to any ship, an explosion occurs on a roll of 1-2 after a critical hit, if a fire causes the loss of all hit points, if a magazine has caught fire, or if a fire has burned for five turns. Any ship within 15 cm of the exploding ship receives damage proportionate to ¼ of the hit points of the exploding ship. When a ship explodes right beside another ship (5 cm or less), that ship receives double this amount of damage (1/2 of exploding ship’s hp). A player’s captain can survive an explosion on 1-4.

Dismasting

This involves the loss of one or more masts, and the sails supported by them. If a ship has only one mast, and loses it, movement is zero. With two masts, movement is cut in half. With three masts, cut in one third. If all masts are lost, movement is zero. This occurs when a critical hit is made, an aimed shot, or when all moving capabilities are lost in battle due to chain shot or battle damage. If a mast falls over and drags in the water, it reduces speed by 10 cm until cut loose. It takes 1 turn and 3 crewmen on a 1-5 to cut it loose.

Damage Control Teams

By assigning at least 5 men to repairs, you can repair 10% of a turn’s damage in one turn. With a carpenter, 25% can be repaired. With each additional 5 men assigned to damage control, you can repair another 5%. Tools, spare timber, canvas, or naval stores are required to make repairs. A ton of either will suffice for 3 repairs. Damage control teams are effective on any wooden structure.
Jury Rigs

In the event that a ship has lost a mast or masts, additional sails can be jury rigged, that is, a temporary rig to keep the vessel moving. A successful jury rig requires spare parts, 2 turns to fashion with 5 crew, and 1-5 success rate. This will recover half the speed of the lost mast. You do not need a shipwright skill to do this.

Battle Sail Plan

Square-rigged ships (frigate, galleon, merchantmen, ketch) can raise their course sails to prevent battle damage. This slows the ship to ½ speed but decreases the chance to hit for enemies firing chain shot by 3. Men must be working the sails in order for this to happen.

Raking

A rake occurs when your ship’s broadside fires at another ship’s bow or stern directly. This increases damage by ½ with round shot, kills 1 more crew per gun with grape, and takes another 2 cm movement per gun with chain.

Battle Damage
When a ship takes 1000 damage, it also loses 3 cm movement and 1 crewmember. 1 gun will be lost on a roll of 1-3. When a boat takes 100 damage, it loses 1 crew and 2 cm speed.

Duels

Duels act along the same lines as normal combat. With pistols, two dice are rolled and whoever gets the lowest number wins the duel. With the duelling skill, subtract one from the roll. With swords, the combination of attack and parry is used. A knife can compliment a sword in a duel, and gives two attacks. Some duels may not be fights to the death, but rather to 5 hp.

Retribution

When an attack is made with close range weapons, usually there is a chance to block. If a 1 is rolled for that block, then the attack is blocked and there is a chance for retribution within the enemy’s turn. Roll for a standard attack for the defender to see if the unit retaliates.

Actions

A turn is limited in the number of actions a crew can perform. A man can move the maximum movement allowed, but once he has fired any weapon, ship gun or hand weapon, he can no longer move. Any attack counts as the same. Crew may operate a ship in conjunction with moving and firing hand weapons, but they may not fire ship guns when engaged in sailing. The same goes for boat lifting/operating, anchor operation, or repairs/firefighting. A sailor may not sail two ships in the same turn, but a sailor may sail a ship and row a boat in the same turn.

Land Combat and Terrain

The rules for sea combat apply to land as well. Instead of decks, fighting tops, and boats, land combat amongst various conditions has its own particulars. 

Forest: Fighting in the forest reduces visibility to 60, range to 25, and chance to hit by 1 due to trees and foliage. Movement is also reduced by 10 and this terrain is impassable by carts and mounted units.

Jungle: The jungle causes similar problems as the forest, only worse. Range is reduced to 20, movement by 15, chance to hit by 1, and visibility to 40. This terrain is off limits to carts, horses, and mounted units.

Swamp: Disgusting bogs reduce movement to 30 and cart units to 10. Horse units are slowed by 30. Mounted artillery cannot pass over a swamp.

Plain: There are no setbacks when fighting on a plain.

Rocky Hills: There are no setbacks to crossing rocky hills save -5 cm speed for all units.

Mountains: Crossing mountainous terrain is extremely difficult. Speed is reduced by 30 for all units. Roll 1-4 to actually pass through this territory. There may be many chances for elevated positions in mountainous territory.

River/Lake Land: River and lake land tends to be clear and flat, and provides access to waterways. Crossing rivers and lakes requires boats, although in shallow waters units may cross at 20 cm.

Arctic Tundra: There are few difficulties to fighting on permafrost.

Desert: All units move at half speed across desert sands.

Farm Country: Farm country is flat but heavily planted upon as well as littered with settlers and their homes. Roads will often be available and food supplies there for the taking. Besides the conditions of fighting amongst villages and houses, fighting in tall crops have -10 cm speed for all units, -1 chance to hit, and visibility is reduced to 70.

Ice and Snow: Moving on ice and snow slows all units down by half. 

Earthenworks: A series of earth barriers and trenches. Consider them physical obstacles with the appropriate modifiers.

Formations
Your units can form into certain strategic patters to gain certain advantages. Formations require a major and a set number of uniformed troops of the same type to be created. They must move and fire as a single unit. If one unit moves from the formation or the number of troops drops below the required amount, the formation will break and the advantages will be lost. A formation can re-form if broken the next turn on 1-5. 

Infantry

Line (10 or more): A tightly packed line. +1 chance to hit for all units. 

Column (9 or more): A deep tight column. Resist all attacks for all units 1-4 (except explosives). Resist Cavalry Wedge formation break 1-3.
Square (4 or more): A square perimeter. Resist all attacks for all units 1-3 (except explosions). Units in the centre are invulnerable until formation is broken.

Cavalry

Line (6 or more): +1 chance to hit with close ranged weapons.

Column (9 or more): +10 damage on trample, +1 chance to hit on trample.

Wedge (5 or more): Break enemy formations 1-5. 

Charge
A formation may initiate a charge, which allows it to move 75 cm instead of 60 cm (normal movement). Only formations may do this.

Hidden Units
Units that are hidden (spies, unique units, skilled units), cannot be seen until they attack. Should they attack, they will reveal themselves to all others within 40 cm until they move. If a unit is declared hidden at the beginning of a turn, he may attack an enemy within the enemy’s turn as the enemy unit passes the hiding spot. This attack will instantly reveal the hidden unit to all within 40 cm.  
Morale

Morale is based on 7 levels of contentment or discontentment amongst your crew. Crews start at neutral.

6: Elated

5: Happy

4: Satisfied

3: Neutral

2: Irritated

1: Angry

0: Automatic Mutiny

Morale can change with the following events:

	Cause
	Effect
	Cause
	Effect

	Tobacco
	+1
	Overworking
	-2

	Alcohol
	+1
	No food for 1 day
	-2

	Women
	+2
	Insane Mission
	-2

	Victory
	+1
	Death of Captain
	-3

	Dividing the Plunder
	+3
	Ship Sinks
	-4

	Discipline
	+1 (to 3)
	Change Flags
	-2

	Payment (100 Coins each)
	+1 (to 4)
	Abandoning Crewmen
	-2

	Shore Leave (5 days)
	+2
	Not Paying Compensation
	-1

	Save a man’s life
	+1
	Not Obeying Articles
	-2

	Double Rations
	+1 (to 5)
	Pressed Crew
	-1

	50% Crew losses
	-2
	Cut Rations 1/2
	-2

	Loss in battle
	-1
	Cut Rations 1/4
	-3

	Dishonorable Action
	-1
	
	


Charisma Endangerment Roll

CERs are the decision of your crew on whether to mutiny or not. If morale reaches 2-1 and it appears as if you might attempt an action which might cause further discomfort, your crew my not wait for the morale to drop, but rather mutiny. Your morale level becomes your chance to roll successfully to remain popular. If the CER is above your morale, then your popularity has failed and the crew will mutiny. At 0 mutiny will be automatic.

Mutiny

If a mutiny occurs, you must sword-fight the leader, usually the sailing master or the highest-ranked mate. If you succeed, the mutiny is quelled. If you fail, you are sent out in a boat and you must row to the nearest island. Mutiny occurs if there is not enough food on the ship for the crew, or if you embark on a mission far too insane, or if you force your crew to row too much or do something they do not like, reducing your morale to zero. Food mutinies may be quelled, but for every day there is not enough food, there will be a mutiny and 5 crew will die. Mutinies can automatically occur in the food case, and when morale reaches 1-0.

Psychology
In certain situations the following psychological events may be experienced by men to enhance or inhibit their combat efficiency. Emotions are GM’s prerogative and require 1-3 to happen.

	Emotion
	Cause
	Effect

	Fear
	Ambushes, trickery, outnumbered
	Fleeing from battle

	Rage
	Death of leader, theft of colours, presence of leader
	+2 hp, desire to fight hand-to-hand

	Patriotism
	National colours, leadership
	+1 chance to hit

	Confusion
	Routing, division, officers killed
	Surrender

	Discontent
	Forced fighting, forced marching, low morale
	Defection

	Apathy
	Low morale, weak officers
	Disbanding

	Surrender
	Outnumbered, defeated
	Surrender


Signal Flags (Sea)
National colours are flown on the main mast of a ship, but signals may be issued from any other flagstaff on a ship. If a ship is more than 60 cm away from your captain, it is out of hearing range, and communication is only effective by this system. 1 man must be working the flags if signalling is to be used. You must have a flag set to use the signal system. If you yell orders beyond 60 cm they may be misinterpreted. The system works as follows:

General

Pirate: No quarter

Blue: Heave to

White: Surrender

Red: Battle flag, prepare for battle and assume line formation

Yellow: Flee

Green: Close for action

Battle Orders

Blue/white: No orders, do as you please

Blue/blue: Demand surrender

Blue/yellow: Fend off

Blue/red: Close for board

Blue/green: Cut loose

Red/blue: Fire at will

Red/green: Follow me

Red/yellow: Come up on opposite tack

Red/white: Come about

Red/red: Maneuver at will 

Communication

Green/blue: Parlay

Green/yellow: Yes, accept, aye aye

Green/red: No

Green/white: Anchor

Green/green: Raise anchor

Other

Yellow/blue: Reduce sail

Yellow/green: Increase sail

Yellow/red: Launch boats

Yellow/white: Recover boats 

Yellow/yellow: Scuttle ship

Taunts

White/blue: Go to the devil!

White/green: Bugger off!

White/red: You fight like Dran!

White/yellow: I bit my thumb at thee!

White/white: Eep!

Other Signals

Nation flag/blue/red/red: (Nation) expects every man to do his duty.

Blue/red/green: Heave to for inspection

 Or make up your own.

Designations

To send a signal to a specific ship, number them and use the following to designate:

Blue: 1

Red: 2

Green: 3

Yellow: 4

White: 5

Signal Flags (Land)

During battle, a general may be out of calling distance from his majors on the battlefield. He may use a flag bearer to signal to his field commanders using the below system.

General

Blue: Advance
Green: Hold position
Red: Evade
Yellow: Flee
White: Parlay/Surrender
Groups
Blue/blue: Centre
Blue/green: Right
Blue/red: Left
Blue/yellow: Artillery
Blue/white: Cavalry

Green/blue: Reserves

Green/green: Irregulars

Green/red: Engineers

Green/yellow: Skirmishers
Green/white: Wagons
Companies
Red/blue: 1
Red/green: 2
Red/red: 3
Red/yellow: 4
Red/white: 5
Artillery
Yellow/blue: Open fire

Yellow/green: Cease fire

Yellow/red: Bombard

Yellow/yellow: Concentrate fire

Yellow/white: Spread fire
Tricks

There are various tricks you can play on your enemies, including conversions or camouflage, or flying under false colours. When converting a ship, you require spare parts, a carpenter, and tools. You can then make your ship look like just about anything you want or change any aspect you like. You can also build anything that might distract your enemies. You can camouflage your ship as another ship type or nationality, or as a different object simply by painting it. To fly under false colours, raise the flags of a different nationality. In each case, you will fool your enemies 1-3. 

Sabotaging Your Ships

Spiking the Guns: To spike a gun is to jam an iron cone in the touchhole to render the weapon useless to your enemies. Roll 1-5 to spike a gun.

Blasting the Magazine: To blow a ship’s powder magazine, you must first remove all crew into the boats. One man must stay aboard to light the fuses. You must roll to successfully light the powder in that turn, then you require a roll of 1-4 for that man to escape. If the latter role fails, the man will be caught inside and die with the explosion, causing -1 morale. You have 1 turn to get away.

Sabotaging Enemy Ships

You can sabotage an enemy ship in many ways, from cutting lines (1-4) to lighting the magazine. To light the enemy magazine, roll to see if the saboteur can sneak below (1-2), then roll to light the magazine (1-4), then to escape (1-3). You have 1 turn to get away. You can also jam the wheel/tiller with any weapon (1-4), and of course set the ship on fire. The same goes for land installations. 

Prize Ships

Prize ships require the needed crew compliment and a mate to command them. You can switch your command from your own ship to a prize ship. When you capture another ship, an amount of money, goods, and supplies relative to the size of the ship will be on board. Prize ships can be added to your squadron, or sold for money. Remaining crew may join your crew on 1-3.

Return to Table of Contents
In Town

Getting Into Town

You can easily sail into any harbour, but if it is unfriendly or you do not want to be noticed, you can sneak into town. Anchor out of site of the town, row to shore, and walk in. In the case where the hostile town knows your face, you must sneak in. This of course will be 1-2 during the day, and 1-4 at night. If you are spotted, the town and its guards will see you and open fire.

People in Town/Characters

The people who you will most commonly be interacting with will be the proprietors of various establishments: the merchant, the shipwright, the tavern keeper, the governor, the armourer, the banker, and the fort/garrison commander. Of course, every town will have its share of other dwellers, from priests to agents of the pirates. In larger towns, hermits and beggars are often included in the mix.

Building HP

	Fort
	30000

	Large Town
	30000

	Small Town
	15000

	Trading Post
	9000

	Fort
	30000

	Other Buildings
	200 - 3000


Town Types

Outpost: Outposts are usually small missions attempting to open up a larger landmass for settlement. They rarely trade, but have a good capacity for defending themselves.

Trading Post: A walled wooden fort meant to defend itself against larger forces. They are usually installed specifically for trade, but sometimes are military bases. Some are armed with cannon and or culverin, others are very poorly defended.

Small Town: A small town is the product of growth out of a trading post. A relatively undefended area of structures extends out of the original walled fort. The fort still remains to protect the town however.

Large Town: A massive urban centre with every facility imaginable. They are heavily defended by large fortifications with many guns. They usually have prices gauged to high supply and high demand of many goods.

Large Town +: Larger towns may have suburbs (small towns), extended fortifications, and increased garrisons. This is usually the case in Continentian cities.

Shore Leave

Your crew can always use shore leave. However, if you let them go, some might desert or cause trouble in the town. In the mean time you must stay at the inn for 50 Coins a day. When morale is 4-6, they will cause bar brawls on 5-6 causing 1-6 (x1000) Coins in damage. When morale is 0-3, 1-6 may desert. Inn costs will add up to 250 Coins. 
Luxuries

Luxuries for crew can abate a charisma endangerment roll. In town, these items can be purchased. They include tobacco (2 Coins per crewman), alcohol (5 Coins per crewman), and women (100 Coins per crewman). All crew must have access to these luxuries, denying a segment will cause mutiny. Women are only available in large ports, while tobacco and alcohol can be carried aboard.

Women

Women may pass on venereal diseases to crew, causing incapacitation. Roll for the number of incapacitations. 

Tobacco

Tobacco is consumed at 1 ton every 5 days by 5 men. When crew smoke tobacco, they lose 1 hp.
Alcohol

When anyone consumes 5 glasses of alcohol, they become intoxicated. Intoxication gives –1 on all rolls, and causes brawling 4-6. In town, brawling can cause additional damage costs: 1-6 (x1000) Coins. On ship, discipline is broken and crew become disobedient, arrant, and are lousy performers. Attempting to discipline drunken sailors may lead to losses in morale. Ration alcohol carefully. 5 crew consume 1 ton of alcohol every 2 days. It costs 50 Coins per ton.

Disease

Disease is rampant throughout the world, but mostly in the sweltering heat of the southern hemisphere. At times, entire towns will have a massive outbreak of either pox or plague. The effects of each differ. Pox offers a 1-3 chance of your crew surviving upon visiting that port. If the roll fails, 50% of your crew will die. However, a plague will kill 90% of your crew should they visit, without any chance of survival. This also effects the settlers of that town in a similar way. Scurvy occurs if a ship is more than 40 days at sea without reprovisioning. The required amount of Vitamin C diminishes as fresh supplies are available. Therefore, scurvy kills 10 on the first day and 1 more each day after that. 

The Bank

Here your money can be deposited so that it is not lost if your ship sinks. You may also take out loans with interest. Banks can only be found in large towns. Any money you put into a bank gains 5% interest per year. Loans accumulate 10% interest per year.  

Merchants

Merchants include the established shopkeeper, the men of the Bazaar, and other lesser dealers. The primary goods available will be supplies and local produce. Smaller towns will obviously have a lower stock of goods and supplies compared to larger towns. Other wares available in most towns include:

Attire

Prosthetics: 

Should a captain lose a hand, eye, or leg, these things can be patched up. A wooden leg can be installed for 50 Coins and a metal hook can be made for 25 Coins. Peglegs reduce speed to 40 cm. You cannot fire a weapon with a hook.

Clothing:

Costume: 150 Coins

Hat: 50 Coins

Cape: 25 Coins

Accessory: 25 Coins

Shirt/coat combo: 100 Coins

Pantaloons: 50 Coins

The Governor’s House

You can gain Letters of Marquee to become a privateer, and discuss politics. These are only available in large towns.

The Tavern

Officers and crew can be hired here. Informers can be found here and will charge varying amounts of money for bits of information. Also NPCs, PPCs, and quests can be located here.

The Shipyard

Ships can be bought, sold, upgraded and repaired here. You can also convert merchant ships into warships, change the statistics of your ship (eg less cargo space for more speed), or buy ship’s guns. Shipyards are only found in large ports.

Used Ships: Used ships can be bought at the shipyard (or from NPCs). This saves a captain from waiting for a new ship to be built. The type(s) of ships available in the used market will be determined by the GM. Used ships tend to be 30% cheaper than new ships. Then the buyer rolls to determine the shape of the ship after it is bought. Use a d10 to determine what shape the used vessel is in.

0: 10% hull wear and tear.

1: 10% sail wear and tear.

2: Barnacle encrustation, -10 speed.

3: Rotten planking, 50% hull repairs required.

4: Torn sails, 50% sail repairs required.

5: Cracked mast.
6: Holed, 75% hull repairs required.
7: Good condition.
8: Leaking and rotten, 90% hull repairs required.
9: Unseaworthy, cannot be repaired and will sink in 7 days.
Conversions

	From Base
	To
	Effect
	Cost

	Hull
	Copper-Sheathed Hull
	+ 25% more HP, prevents shipworm infestations
	25% ship cost

	Ketch
	Bomb Ketch
	15” mortar, 4 culverin, 5000 hp
	6000 conversion.

	Merchantman
	Bomb Ship
	2 15” mortars, 4 culverin, 12000 hp
	10000 conversion.

	Merchantman
	Whaler
	-10 crew capacity, -5 speed, -1000 hp, +4 boats and davits, +4 nets, +10 pikes, whaling capability
	2000 conversion

	Merchant ship
	Q Ship
	Hidden guns, surprise enemies on 1-4
	25% ship cost

	Ship
	Ship en flute
	+5 crew bunks for every 2 cannon and 25% more crew capacity, -25% space
	10% ship cost


Repairs

	From Base
	To
	Effect
	Cost

	Damaged Ship
	Repaired Ship
	Ship is fully repaired (Shipyard)
	2 Coin per hp

	Damaged Sails
	Repaired Sails
	Sails are fully repaired (Shipyard)
	200 Coins per cm

	Damaged Building
	Repaired Building
	Buildings are fully repaired (Builder)
	2 Coin per hp

	Damaged Armour
	Repaired Armour
	Armour is fully repaired (Armoury, Smith).
	50 Coins per hp


Standard Adjustments at Any Shipyard

	Increase
	Decrease 
	Cost

	+15% speed
	-10% tons space
	20% ship cost

	+15% tons space
	-10% speed
	20% ship cost

	+15% hp
	-10% speed
	25% ship cost

	+15% speed
	-10% hp
	25% ship cost

	+5 crew bunks
	-2 cannon spaces
	None

	+10 tons space
	-2 cannon spaces
	None

	+25% cheapness
	-20% hp
	-20% ship cost

	+25% building speed
	-10% hp
	15% ship cost


Note: Percentage changes can only be made once per ship.

Ship Parts

	Part
	Function
	Cost

	Anchor (Large)
	Holds ship in place when in harbour. 2 tons for extras.
	650

	Anchor (Medium)
	Holds ship in place when in harbour. 1 ton for extras.
	400

	Anchor (Small)
	Holds ship in place when in harbour. 
	150

	Spare Timber
	1 ton repairs 500 damage, or converts appearance once. (Requires Carpenter and tool set, not in battle)
	800

	Spare Canvas and Line
	1 ton repairs 3 cm, or converts rig once. (Requires Carpenter and tool set, not in battle)
	800

	Paint
	Change paint scheme, 1 ton per conversion (Requires tool set)
	150

	Wheel
	A ship’s helm.
	250

	Tiller
	A ship’s helm.
	100

	Lantern
	Lighting for a ship at night.
	100

	Rudder (Large)
	A ship’s steering device.
	300

	Rudder (Small)
	A ship’s steering device.
	100

	Boat
	Boatness. If cannot be stored on deck, takes 5 tons in hold and 1 extra turn to launch, or can be towed behind.
	500

	Oars/Sweeps
	Used for propelling boats and small ships.
	50 each

	Studding Sails
	Standard square-riggers only. +5 speed when attached, mast may snap on 6.
	1000/set

	Storm Sails
	Resist storm damage 1-5.
	15% ship cost


Note: Conducting repairs requires carpentry and tools.

See: Custom Shops
See Also: Customized Ships
The Fort

Attacking forts may be a part of your missions. Wooden forts have 9000 hp and any arrangement of weaponry. Stone forts have 30000 hp and can have large garrisons of near 30 soldiers. A successful assault on a fort involves killing all within the garrison or destroying its walls. Forts can sometimes have more than the above properties if noted as heavily fortified by an * beside the town’s information. With each * is 10000 extra hp and another compliment of soldiers. In town, a fort acts as the centre of military activities, and a refuge and bastion when under attack.
The Armoury

An armoury forge makes weapons and other various items and sells them. These include grappling hooks, torches, and whips, aside from normal weapons. The armoury also upgrades weaponry. Only in large towns. 

Upgrades and Adjustments

	Increase
	Decrease
	Cost

	Pan Cover
	No powder dampening
	500/gun, 50/weapon

	+5 cm range
	-2 damage
	50 

	+2 damage
	-5 cm range
	50 


Equipment

	Equipment
	Function
	Cost

	Siege Equipment
	Allows scaling of walls, includes ladder and scaling rope
	1500

	Back Pack
	Carries 2 day’s rations of food for 1 person, or +1 inventory space
	50

	Boat Handles
	Carry 1 boat overland by 4 crew. No additional cargo allowed, standard boats only.
	200/set

	Collapsible Tartane
	Carry a tartane inside your hold. Takes 40 tons on a ship. It takes 5 men 3 turns to construct and launch.
	6500

	Sweeps
	40 cm movement without wind, set of 4, for class 6+7. 15 cm towing.
	250

	Net
	Capture enemy 1-4, or fish for 1 day for 5 tons by boat and 2 tons by hand. 20 cm range for throwing.
	200

	Cover
	Cover things up, looks like a net, conceal 1-4
	100

	Tent
	Fits 10 men, used for setting up camps 
	250

	Flag Set
	A complete set of flags from all nations.
	3000

	Safe
	Hold 4 items, or 50000, lockable
	250

	Navigation Equipment
	No Reef/Shoal rolls, compass, mark/find coordinates.
	10 000

	Charts
	Allows you to see/sail on different maps.
	1000

	Sounding Lead
	Check depths. 
	25

	Lead Line
	Check speed of a ship (knots)
	25

	Digging Equipment
	Allows for burying / digging
	200

	Grappling Hook
	Board from 30 cm, increases chance to board to 1-5
	500

	Torches
	20 cm light radius, 5 fire damage, ignite ship on 1-2
	50

	Whips
	Keeps discipline on board with 1-5, 5 damage, coil around objects 1-3
	25

	Tool Set
	Contains hammers, wrenches, brushes, and hatchets, required for repairs and painting
	400

	Length of Line
	Towing, other uses
	25

	Length of Chain
	Many uses
	50

	Cooking Set
	Pot and Pan, required for cooking beasts
	100

	Deck of Cards
	Cards for playing and gambling
	25

	Letters Kit
	Ink, inkwell, paper, and quill for writing
	100

	Spyglass
	+35 cm sight
	100

	Diving Bell
	Dive to 40 cm for 10 turns. Includes harness. 2 crew can use the bell but air is reduced to 5 turns.
	5000

	Culverin Stand
	Stand a culverin on the ground. 7 hp.
	50


Mounted Units

	Unit
	HP
	Speed 
	Cost
	Notes

	Field Gun 
	55
	55
	700
	Carries 1 field gun overland, requires 3 tons on ship

	Wheeled Gun Carriage
	40
	40
	100
	Carries 1 cannon overland.

	Hand Cart
	30
	40
	200
	Carries 2 tons overland, requires 1 ton on ship

	Culverin/Rocket Mount
	40
	40
	500
	Carries 2 culverin/2 rocket skids overland, requires 1 ton on ship

	Basilisk / Repeating Culverin Mount
	40
	40
	700
	Carries 1 basilisk overland, requires 1 ton on ship.

	Dans Mortar Mount
	50
	40
	600
	Carries 1 Dans Mortar overland, requires 1 ton on ship.


Stables

You can buy horses, pack carts, and pack horses. Only in large towns. 

Horse Units

	Unit
	HP
	Speed 
	Cost
	Notes

	Horse
	25
	100
	500
	Requires Equestrian Skill

	Pack Horse
	25
	40
	400
	Carries 5 tons overland, requires 2 tons on ship


Horse Accessories

	Item
	Cost
	Notes

	Barding
	250
	+25 armour to horse

	Saddle
	50
	Allows riding of a horse

	Harness
	50
	Allows harnessing of a horse to a cart


Cart Units

	Unit
	HP
	Speed 
	Cost
	Notes

	Pack Cart
	100
	40
	1000
	Carries 10 tons overland, requires 10 tons on ship.

	Catapult
	500
	30
	1000
	Carries its own ammunition (rocks), 15 tons on ship.

	Fast Wagon
	150
	80
	1250
	Unarmed and can only carry troops. Requires 10 tons on a ship. Dans only.

	Armoured Wagon
	350
	65
	1500
	Armed with 4 culverin and men. Requires 15 tons on ship.

	Elite Armoured Wagon
	500
	75
	2500
	Armed with 4 culverin and men. Requires 20 tons on ship.

	Carriage
	650
	70
	3000
	Carries 4 men and 6 tons overland. Requires 30 tons on a ship.

	Armoured Carriage
	1000
	60
	5000
	Carries 6 men and 4 tons overland. Armed with repeating culverin. Requires 35 tons on a ship. Dans only.

	War Elephant
	700
	60
	5000
	Armed with 1 basilisk and men. Elephant has 3 attacks at 50 damage. Carries 1 basilisk. Requires 45 tons on a ship.


Note: Pack carts, wagons and carriages cannot be carried by vessels smaller than a Nomesian cutter.

Offices

Large companies must choose to base themselves in certain cities, and so their offices can be found along the docks of such places. These offices are the nerve centre for any large businesses based in the area. 
Hermits

Hermits sell fighting monkeys, falcons, crows, owls, and information. They also might have an item or two. Only in large towns.

Beggars

The unemployed or terminally lazy. Will accept money for doing nothing. On the rare occasion they might have some information. To beg, roll a d6 every time a person walks by and on a 1 they will give you an amount of Coins determined by another roll. 

Informants

Informers can be found in taverns and will charge varying amounts of money for bits of information. Information could include quest information or a lead-in to a quest. Also, informers can tell you nation information and who is at war with who. They can tell you the best place to buy a certain good and the best place to sell a certain good. They might just tell you some random fact occurring in the game world. You can also gamble with informants over blackjack.

	Bit of Info
	Price

	News: Ask about the latest news, roll, only 5 per town per day
	25

	Quest: Ask about quests in an area
	100

	Person: Ask about NPCs or other PCs, Most Wanted List and bounties
	50

	Politics: Ask about the political relations of a nation
	25

	Item: Ask about an item or set of items
	50

	Game Info: Ask about any rules or static info
	25

	Town: Ask about town statistics
	50

	Markets: Ask about market prices for that town
	25

	Deals: Ask about deals on goods, items, or people
	50

	Sell: Buy anything the informant may wish to sell
	Varies

	Spread: Spread rumors or information (2 per character per year)
	250


See: Current Events
See Also: Plots and Adventures
                Items and NPCs
Resource Management

The cost of maintaining a ship is by no means small. You must pay for crew wages, repairs, arming your crew, upgrades, and supplies. Keep this in mind always. 

Money
Money can be exchanged for goods (commodities), buying crew, upgrading your ships and men, and buying new ships. Money can be gained from captured ships or missions.

Supplies and Rationing

Such things as food and water are necessary for sailing about. Each ton of supplies is good for one day of travel, or one square of movement, for 5 men (including the captain and officers). For each increment of 5 men you must have another ton of supplies aboard for them each day. Ships have a certain capacity within their holds to carry supplies and other commodities. If you run out of supplies, your crew mutinies. If you run out of supplies on a square with land, you can roll to see if you can obtain anything from the land. Roll 1-3 for success. Then roll to see how many days food you get. Supplies are not consumed in ports.

Supplies Needed:

Crew x days \ 5 

Crew \ 5 x days needed 

Tons \ (crew \ 5)

Rationing: Rationing should only occur in cases where food is extremely low. Cutting rations effects morale and survival rates. Only slaves should be given ¼ rations.

	Ration
	Consumed per 5 men / day
	Morale Effect
	Survival

	Double
	2
	+1
	/

	Regular
	1
	/
	/

	Half
	½
	-2
	30 days

	One Quarter
	¼
	-3
	10 days


Goods

Goods are used for trade, but can be captured from other ships and sold in towns. Different towns have different goods, so it is easy to make a profit as a merchant if you know the routes. There are 10 different commodities for trade.

Standard Trade Goods

Spices (S): Lowest buy: 5 Highest Sell: 550

Foodstuffs (F): Not food. Lowest Buy: 10 Highest Sell: 75

Olives (O): Lowest Buy: 5 Highest Sell: 40

Quartz (Q): Lowest Buy: 100 Highest Sell: 500 

Naval Stores (N): Lowest Buy: 30 Highest Sell: 70 

Wool (W): Lowest Buy: 15 Highest Sell: 75 

Tea (T): Lowest Buy: 10 Highest Sell: 250 

Sugar (Su): Lowest Buy: 5 Highest Sell: 55 

Mahogany (M): Lowest Buy: 15 Highest Sell: 355  

Iron (I): Lowest Buy: 50 Highest Sell: 240 

See: Locations and Economics
See Also: Investments and Economics
Court

In court you may do a variety of things which will effect you in a variety of ways. First you might want to make an appointment to see the governor/magistrate/ruler. If you are accepted (Must be above lvl 10, except for letters of marquee) you will have an appointment within a few days. If not, you will be turned away. The more time you spend in court, the more you can learn. You can do the following in court:

Gain Letters of Marquee: Letters of Marquee distinguish a privateer of the crown from a pirate. They give you legal permission to attack the ships of that nation’s enemies. They vary in price, depending on your stance with each nation. There are agents in Pirate towns representing each nation that will sell you a letter of marquee from their nation. 

Bribe: If you have made enemies with a certain nation, bribe powerful officials to regain the favour of that nation. If you have a bounty, the cost will be twice that bounty to buy off an official. If not, it will be about 10000 Coins. In severe cases, you cannot buy pardon.

Learn Spheres of Influence: Here you can learn all about a nation’s spheres of influence: colonies, allies, trading posts, and satellites. 

Learn Political Situations: You can learn about the alliances and natural enemies/animosities between states. You might be given a mission for asking about this.

Offer Allegiance: If you offer your allegiance to the ruler, you will be obligating yourself to his service. If your service proves useful after some missions, you may receive a title, an estate, and a seat in court.

Seat in Court: Learn everything you want to know about that court.

Naval Bases

Strategic ports built on the most part to facilitate warships. These ports are guaranteed to have warships in the harbour, and many more so than merchant ships. This makes naval bases extremely difficult to attack.

Real Estate

You can buy a house in town for yourself to store items. It can be locked and can hold 25 tons. It will cost 7000 in a large town and 2000 in a small town to own a house.

Other Goods and Services

	Service
	Cost
	Notes

	Stay at Inn
	50
	Price per night

	Send Letter
	100
	Sending letters between towns

	Prostitute
	100
	Price per night, will cause venereal disease 4-6

	Grog
	1
	5 causes drunkenness

	Wine
	5
	5 causes drunkenness

	Banquet
	10000
	Large banquet for 100

	Marriage
	500
	Marriage fee

	Divorce
	250
	Only in Reformationist states

	Set up Stand at Bazaar
	100
	Vend goods

	Fine Meal
	50
	Very good food

	Repair Weapon
	15
	Repair standard or non-standard weapons

	Barrel
	20
	Empty barrel with lid

	Chest
	50
	Empty chest

	Lock for Chest
	25
	Lock and key for chest 

	Crate
	50
	Empty crate with lid

	Glass Bottle
	5
	Empty glass alcohol bottle, breakable

	Floating Platform
	100
	Floating platform for repair work

	Scaffolding
	100
	Per 2 parts

	Passage by Ship
	150-1000
	Sea travel between locations

	Passage by Carriage
	150-1000
	Land travel between locations

	Transport Small Cargo
	250-1000
	Between 1 and 200 tons

	Rent Boat
	50
	1 day rental

	Rent Cart
	50
	1 day rental

	Rent Carriage
	100
	1 day rental

	Translation
	100
	Translate texts and speech

	Identification
	100
	Identify unique items


Return to Table of Contents
Governing a Town

Should you found a town and remain there to govern, or get appointed to the position of governor, you will find there are certain responsibilities. Defense and the administration of justice is important. Town improvement, supporting resource accumulation , and budgetary management is also important. Towns operate on a yearly basis and thus your budget and all events and projects are year-round. Your character is not obligated to stay in the town, but if he leaves for more than 30 days at a time morale lowers by 1. You must have the political skill to govern a town.

Founding a Town

For 15000 Coins and 5 settlers, a town can be founded anywhere. If it is founded too close to enemy territory it will be destroyed quickly. They can be founded as your own outpost or as a town belonging to a nation. The latter will attract more settlers. It takes 10 days to build a trading post.
Upgrading a Town
With 15 settlers and a trading post, you have the option of expanding the town for 15000 Coins to a small town. This takes 30 days. To increase the town’s size to a large town, you must have a small town and pay 40000 Coins, as well as have 100 settlers. This takes 50 days. An * for a fort will cost another 28000 Coins (+30 guards, +10000 hp, +2 (1-5) resist per gun). Each * takes 30 days to build. You can put up to 5 * per town. To add suburbs, your town must have 199 settlers. The cost is 15000 and 20 days per suburb, and each can support another 50 settlers.
Founding a Fort

For 15000 Coins and 5 guards, you can found a fort. You can upgrade a wooden fort to a stone fort for 30000 Coins if you have 30 guards. You can add * to a fort (+30 guards, +10000 hp, +2 (1-5) resist per gun) for 28000 Coins to a maximum of three *. Forts cannot buy or sell goods, collect taxes, and cannot support manufactories or specialty crops. They must be supplied by bulk food. A wooden fort can be built in 10 days, upgraded in 25 days to a stone fort, and upgraded with * in 15 days. Only stone forts can receive * upgrades. 
Founding an Outpost

For 5000 Coins and up to 10 sailors or soldiers, you can found an outpost. There are several physreps. Outposts can be used for any purpose, but cannot be upgraded, cannot support more than 10 settlers, and cannot buy or sell goods. Outposts also cannot support manufactories or specialty crops. They take 7 days to build.
See: Locations and Economics
Settlers

You can lure settlers to your colonies from Continentia for 150 Coins and free travel. Roll for the number of settlers you attract. You can offer more money (50 Coin increments) to get another roll to the maximum of 500. If settlers die, you must replace them to uphold the minimum requirements for your town. If the minimum is not met, the town will deteriorate to the level equivalent to the population. You can only get settlers from large, already established towns. Soldiers are considered separate from settlers. You can take settlers from your own colonies to other colonies at no cost.

Settler Nationality

Settlers must be of a nationality friendly to you. By placing them in a colony they will believe they are still an appendage of that nation. Attempting to force them to disinherit their nationality or anything that might offend their nationality will result in revolt. Mixing nationalities is not advised. Race riots occur on 5-6 if the mixing is done between nations that harbour animosity to each other.  

Governors

Governors must be installed in new colonies or captured towns within the year. They cost 10000 Coins. Otherwise, the settlers will disperse. Captains can take governing posts if they have the political skill.

Military Affairs

A trading post when built will not start with any military units or arms. These must be purchased separately. When you upgrade to a small town, 3 cannons and 5 guards are automatically installed in the walled fortifications. When you upgrade to a large town, 5 fort guns and 30 soldiers are automatically installed, as well as new walled fortifications. Forts can hold 200 tons of military supplies.

Growth

Populations grow. New settlements increase naturally in conditions where death, disease, and depravity do not exist. A large town grows by 12, a small town by 5, and a trading post by 1. Forts and outposts do not grow.

Setting Prices

When you found a town, you must set prices for supplies and goods appropriate to supply and demand. The average price is recommended. Depending on location, your town will prosper or fail with these prices. Prices can change as your town gets bigger and as supply and demand changes. Supply of basic goods tends to rise with larger towns, thus lowering the price. Demand for specialty goods increases in larger towns with larger, more diversified populations. If you want a particular good, set prices higher for that good. A town can start selling its produce after 365 days.

	Size of Town
	Average Price

	Trading Post
	50

	Small Town
	40

	Large Town
	30


Land

All land on the square your town occupies belongs to that town. It is usually distributed to settlers. It can also be used to attract settlers or be expropriated for your own use.

Defence
Defend the town against animals, bandits, and enemy nations. You may be provided with an initial garrison from your government according to your town size, but after that soldiers come out of the budget.

Administration of Justice

Any dispute may arise between citizens, so judgment is the responsibility of the governor. This also means crime prevention and policing. If your town is particularly infested with crime, there are opportunities for corruption but this does not attract settlers or trade. Furthermore your home government may become displeased with your performance and dispose of you.

Budget

Your government will provide your town with money according to its size on a yearly basis:

Trading Post: 5000 

Small Town: 10000

Large Town: 20000

Large Town +: +2500

This money can be embezzled, or spent on expeditions, defence, infrastructure improvements, bureaucratic structures, trade financing, subsidies and price controls, food provision, or attracting settlers. Your government may wish to provide further funding, or your community may provide further funds for projects. As a last resort you may expropriate taxes above and beyond the national level. Your salary comes from this budget.

Crime
Each city will have a crime level assigned by the GM. Crime levels indicate the frequency and level of criminal activity in your town.

Crime levels:

6: Gang warfare, regular theft and frequent violence (-10% GDP, 0 growth, -2 morale for that city)

5: Widespread theft, violent crime (-7% GDP, ¼ growth, -1 morale for that city)

4: Sporadic violence and theft (-2% GDP, ½ growth for that city)

3: Frequent theft, little violence (-1% GDP for that city)

2: Petty theft, no violence

1: No crime

The level of crime effects GDP, growth, morale, and investment. 

Solutions to Crime

You can eradicate crime in each city by doing the following:

Build a Courthouse: 30000 Coins and 2 judges (-2 crime)

Increase Garrison: 10 soldiers added to garrison (-1 crime)

Build a Prison: 40000 Coins and 20 guards (-2 crime)

Almshouse: 40000 Coins (-1 crime)

Military Base: Make a city an army base and its crime will never be more than 2

Infrastructure

Infrastructure keeps your town running. Water, roads, building repair, attractions, food, and housing are all important. If you attract more settlers that your town has the capacity to hold, you must expand or build suburbs (small towns). Random problems will come up each year and you will have to deal with them. Their costs and labour required will be listed.

	Size
	Population Range
	Cost to Upgrade
	Days

	Trading Post
	5-14
	15000 – Small Town
	10

	Small Town
	15-99
	40000 – Large Town
	30

	Large Town
	100-199
	15000 - Suburb
	50

	Large Town + S
	100-199 + 50 per S
	Up to 5 Suburbs
	20

	Large Town + *
	/
	28000
	30


	Infrastructure
	Labour
	Cost
	Circumstance

	Water Supply
	5
	10000
	Stops drought

	Road Repair
	15
	5000
	Transportation

	Attractions
	5
	5000
	Attract 5 settlers / year

	-1 level of Crime
	10
	/
	Use 10 soldiers to reduce crime

	Irrigation
	20
	10000
	Water crops

	Dam
	20
	10000
	Stop floods

	Subsidy
	/
	100 x acre
	Promote trade

	Sanitation
	20
	10000
	Stops plague

	Repairs 
	10
	varies
	Repairs buildings

	Warehouses and Food Stocks
	20
	10000
	Stops famines


Population

Your population consists of varying types of people, all of whom begin as settlers from other towns. To hire a civilian to do another job, you must pay him. 

	Type
	Cost/Year
	Function

	Settler
	None
	Generic civilian, 100-500 Coins to obtain

	Soldier
	120
	Soldier for garrison, can be assigned to crime prevention or guarding duties

	Labourer
	150
	Farmer/Miner/Worker

	Artisan
	250
	Skilled labour for manufacture

	Foreman
	250
	Administrator/Businessman

	Governor
	10000
	Help administer town, can take over in your absence


Promoting Trade 

For your town to grow wealthy, you must attract trade. You must have something to sell to merchants. Acres of plains land yield agricultural produce. You can subsidize a certain crop. Mountainous regions can be mined. Rivers and reefs can be fished. Deserts and marshes do not yield anything. Find a resource your town can export and you will attract trade and settlers. To supplement your town’s income you can tax merchants. You may also want to invest in shipping to carry your goods to other markets for sale. With proper facilities, you will have people buying and investing in your port in no time.

Acres Allotted

Each town has a certain number of acres allotted to it. Already established towns have already given their land to workers, but new towns offer the option of getting some of that real-estate for yourself. Although this is corrupt, you stand to profit from it. 

Provincial Magistracies

All governors are responsible to their provincial magistrates. As a provincial magistrate, one has the responsibilities to administer several towns. However, they will not have to manage the town in such detail.

Mishaps

Each year roll for a mishap, which may cause material damage in your town. These only happen in large towns.

1: Nothing

2: Pox, 50% dead, improve sanitation
3: Flood, 5000 damage, 50% crop yield, build a dam

4: Famine, 50% dead, improve warehouses and stocks

5: Drought, 50% dead, improve water supply

6: Plague, 90% dead, improve sanitation

If you do not build the required infrastructure after an event, it will happen again, with another roll.

Disease
Diseases like the pox and the plague may effect your population harshly and will last for an entire year. The results may be devastating. To prevent outbreaks, you may either have a hospital (capital cities only) or a sanatorium. These may be built in any city for 25000 Coins and require at least 1 doctor and 10 labour. This will give your city the chance to resist an outbreak of pox or plague on 1-5. 
See Also: Administrating Nations
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Investments and Economics

See: Investments 

Stocks and Corporations

The various corporations, groups, and individual firms that are the basis of the economy all require investment. You can purchase shares or even the firms themselves and profit. For example, you might buy the shipwright in Capetown. All you have to do is buy naval stores (1 ton per day), then leave the place to conduct its business. 

Stock Market

This reflects the current value of shares within a country. The risk/return ratio is out of 100% and is subject to international relations, the economy, and GM interference. The price of the share may fluxuate. The amount of shares determines how much of that company you own. Buying 100 shares gives you the company.

See: Locations and Economics
Calculating Returns

Returns occur when the risk factor is eliminated. Roll then calculate that number as a percentage. If the outcome is higher than the risk, the venture succeeds for that year. If it is lower, the venture fails that year. When a venture succeeds, its stocks rise by that percentage and the risk lowers by 5. If the venture fails, its stocks lower by your risk percentage and the risk then rises by 15%. For your own company, you must make a profit (revenues > expenditures for that year) to eliminate risk. A company which has 100% risk goes bankrupt and is forced to liquidate assets to pay off investors.

Creating Companies

To create your own joint-stock company (large firm with many investors) you must purchase a charter from a government for 10000 Coins. This allows you limited liability (in case the venture fails). Then you must set a price for shares and a number of shares you wish to sell. The more you sell, the less capital you have to invest. You must buy your shares (capital investment) with your own money. You must be able to pay the annual return to your investors. When you create a company, you may hire legates and masters. 
Company Stocks

Propose any venture and then offer stocks on the market. You must offer 100 shares, but you may own as many of those shares as you wish. You may then sell your shares at any price, but remember you must be able to pay the return after the venture or on a yearly basis. The return should be equivalent to the perceived risk. Your company’s revenues 

must exceed expenditures within 2 years or your venture will be considered a failure. If your revenues do not exceed your yearly initial expenditure, failure will result in stock prices dropping by risk percentage and then risk rising by 15%. Your company must also continue to make a profit. If your company goes three years without a profit, it will fail.
Licenses

In some cases you will need to have a license to trade in particular commodities or with a specific nation. Those trading as such without a license are subject to fines if inspected. Licenses can be purchased at the merchant’s or governor’s house in most major ports for 10000.

Investors

You can find investors for your company by going to a capital city (this is where stock exchanges occur) and offering stock for trade. It is best to go to the capital of your company’s home. You can only buy stocks belonging to one nation from that nation’s capital. If you don’t open your company to stock trade, shares will not increase in value and the risk remains the same. Roll for number of investors, then roll to see how many shares they buy each. Each year you can roll for investors. If your venture succeeds in the previous year, you get a roll +1. If it failed, you get a roll -1. 

	Corporation/Service
	Function / Average Risk / Return
	Shares /100
	Av. Price

	Expedition
	Exploration /50
	Varies
	varies

	Shipyards
	Building and repairing ships / 8
	Varies
	200

	Merchant Shops
	Goods Trading / 10
	Varies 
	225

	Forges
	Industrial iron forges / 10
	Varies
	250

	Mills
	Food Processing / 10
	Varies
	200

	Shipping/Escort 
	Long and Short Distance Shipping / various
	Varies
	500

	Plantation
	Farming various crops / 15
	Varies
	150

	Mine
	Mining various minerals / 20
	Varies
	250

	Dock Services
	Providing services to ships /5
	Varies
	100

	Banking
	Provides banking services / 5
	Varies
	1000

	Manufactories
	Produce manufactured goods / 15
	Varies
	200

	Taverns
	Provide entertainment/drinks / 20
	Varies
	50

	Inns
	Provide a place to rest / 5
	Varies
	50

	Construction
	Building and repairing structures / 10
	Varies
	100


Staff

	Type
	Payment
	Yearly
	Function

	Agent
	10000
	No
	Allows participation in stock market. Will make investments depending on initiative.

	Legate
	7000
	Yes
	Business lackeys. Can make executive decisions.

	Master
	4000
	Yes
	Sails a single merchant ship.

	Servant
	500
	Yes
	Personal servant. 

	Factor
	None
	No
	Heads factory.

	Forman
	250
	Yes
	Heads operations in one town.

	Artisan
	250
	Yes
	Skilled labourer.

	Labourer
	150
	Yes
	Average labourer.

	Soldier
	120
	Yes
	Standard guard.

	Slave
	Various
	No
	Cheap labourer.


Agents

You must have an agent to participate in the stock market. He will also go to towns upon your orders and invest in the things you tell him to. This frees you up from having to visit these towns yourself. They cost 10000 and have initiative levels. Initiative is the ability of the agent to invest in things on the spot. With your permission to do so, roll in a town which presents an interesting profit possibility to see if the agent has the initiative to invest in it. If he does, he will invest a random amount into that possibility and report back to you. You must select the town (or towns) which your agent visits or resides in, but he will find his own way there.

Legates (Static and Mobile)

Legates are your representatives in business. They also can handle your business affairs in your absence. Static legates have offices and run your interests in a large city or for a whole continent. Mobile legates can move by ship to various areas and conduct your business or do your bidding. They can be used as trusted lieutenants, lackeys, or advisors. You may have as many as you require and they can do anything you desire of them. They can also make executive decisions. They cost 7000 each per year. 

Foremen

Foremen are required to run your production operations in each town you carry them out. You must either rent an office for your foreman, or allow him to settle on your land. Foremen can be hired from skilled/professional labour. 

Cheques

You can provide your legates and agents with cheques. These give them authorization to use a certain or unlimited amount of your funds. These checks will be redeemable to you or at your bank.

Rent

Rather than owning large tracts of land, you can rent space in a city. Rent goes for 5000 Coins a year in large cities and 2000 in towns. You can rent this space for a house, an office, or for a factory.

Factories

Factories are facilities for the purchase and storage of specialty goods waiting to be shipped elsewhere. Factories can be established in a square with a town for 35000 Coins. This provides facilities for a small community of up to 15 people. They are run by Factors, which are included in the price and require no further payment. They instantly include 4 merchants and 10 guards which are paid by the factory’s own trade with the locals. Factories have 1000 tons storage. They look like trading posts and have 4 culverin. They collect local specialty goods at the rate of 500 tons a year for free. The factory will hold your goods until you are able to send ships to pick them up. You cannot expand on a factory. You may only have 1 factory per town.  

Manufactories

Manufactories can produce manufactured goods such as silk, weapons, artwork, carpet, and clocks. They cost 20 labour per year and produce 100 tons of manufactures. You must rent a building and buy the appropriate capital. Then you must buy the appropriate raw materials, which can only be obtained in certain areas. Thus you can only set up these manufactories in certain areas, and you can only set up two manufactories per town. Capital and input costs are as follows: 

Silk Shop: 5000 and 2500 a year

Weapons Manufactory: 5000 and 50 steel/year (produces 700 of standard weapons)

Artwork Studio: 2000 and 2000 a year

Carpet Manufactory: 3000 and 1500 a year

Clockwork Shop: 5000 and 2000 a year

Wine Press: 3000 and 2000 a year

Gun Foundry: 10000 and 75 iron/year (produces 20 C1, 50 C2, 80 C3 guns)

Alcohol Fermentation Plant: 2000 and barley (produces 50% output)

Porcelain Manufactory: 3000 and 2000 a year

Textile Mill: 3500 and wool or cotton (produces 95% output)
Dock Services

Your company can be chartered to provide the docking services for a large town. You must buy 15 labourers, and buy 10000 Coins worth of infrastructure. Then you can bid for the right to the dock services of a town. You can also set tolls for ships using your facilities. For tolls in a large town, roll x 20 and then multiply by your toll. Facilities include the 15 labourers, the docks themselves, mooring chains, two boats, a pilot boat, an anchor hoy, a lighter, and the hoists. 

Large Projects
	Type
	Labour
	Cost
	Notes

	Canal
	25/cm
	20000/cm
	Transportation

	Locks
	+5
	+5000/cm
	Canals over mountains/hills

	Dam
	15
	10000
	Dam/block river, causes flooding in area

	Road
	7/cm
	500/cm
	Travel over any land square in 1 day for any land unit. No attacks by beasts or savages.

	Land Reclamation
	50/acre
	2000/acre
	Reclaim acres of land from the sea. (-50% cost in swamp land). Must be flat land.


Canal and Road Tolls

Since canals and roads are so expensive, you may want to charge tolls to their crossers. If you build one in a strategic area, your returns will be calculated by a roll of a dice x 20 and then multiply your toll. If not in a strategic area, roll a dice x 5 and then your toll. Maximum toll is 1000, otherwise no one will use the canal. You may get government subsidization to help you but that might cost some of your toll profits. Road tolls are also an option. Tolls work along a similar system except roll times up to 50 Coins for toll profits.
Banking
By becoming an established banker, you loan your money to either corporations or people with fixed interest rates. You also hold other people’s money, which you can invest elsewhere and then pay interest to your client. 

Loans: Aside from serving PCs, roll each year to see how many individuals/companies take loans from you (depending on whether you are a corporate or public bank). Then roll to see how much (roll x 10000 individual, 100000 corporate). Set your interest rates. Averages are 10% for individuals and 15% for corporations. At the end of the year, roll to see how many of your clients pay back their loans (1-5). If they fail to pay their loan, you lose your money. You can then seize their assets (roll x 1000 individual, 10000 corporate). You must buy a bank charter from a government for 20000 Coins before you can start loaning money.  

Holdings: By holding someone else’s money in your bank, you are promising to keep it safe and repay it at any moment. You must also provide interest to remain competitive. Rates go about 5%. If you can make more than 5% by investing someone else’s savings, then you can keep that as profit.

Forges

Forges turn raw iron into processed material useful in making goods. They are the middle step between mined iron and iron used in making manufactures. They require initial capital costs of 10000 and 30 skilled labour. The amount of iron processed becomes a 75% output of steel, which you can sell for a high price elsewhere.  

Fishing
Fishing produces 10 foodstuffs per day. You can fish with a fishing smack or a ghe loui rung. You can also use nets to capture 5 tons per day used. Nets require a man to be used for fishing. A fishing ship will have 6 nets and therefore catch 30 tons a day 

Whaling

Whaling produces whale blubber. With a whaler, you can catch 25 tons a day, but must roll 1-4 each day to find something to catch first. 

Taverns

You can establish your own taverns by renting space and importing alcohol. For a regular tavern, you must buy 50 tons of alcohol for a year, and roll for your success x 2000 Coins. If you purchase 50 tons of wine, a superior drink, your success will be multiplied by 8000. Large towns get a +1 success modifier on taverns. There is also a +1 modifier for selling 50 tons of delicacy goods to your customers. Taverns which import wine and other specialties will attract NPCs and famous characters.

Inns

Inns can be established on rented space and are used by sailors and wanderers. Roll for success x 1500 Coins. Inns in large towns get a +1 success modifier.

Output and Costs

	Investment
	Cost
	Labour/Year
	Output (t)

	Crops
	Land + Specialization Costs
	5
	100

	Mines
	Land + Specialization Costs
	5
	50

	Manufactures
	Rent + Operation Costs
	20
	100

	Services
	Rent + Operation Costs
	/
	/

	Shops
	Rent + Operation Costs
	5
	/

	Forges
	Rent + Operation Costs
	30
	75% steel

	Shipyards
	Facilities + Operation Costs
	10 + artisan
	/

	Mills
	Facilities + Operation Costs
	5
	90% supplies


Shipping
Shipping companies require a lot of capital but there is much profit to be gained. Especially if you own land, since you can ship the produce of your acres off to whatever destination they will make the most money at. There are other supply routes too which can be plied for those who do not own land. Initial investments include ship, crew, and goods. Insurance is also a good idea. Shipping companies can also ship goods for other PCs for a certain percentage of the profits. The amount of days available to your ships is based on the days remaining for whoever is in command of your mercantile enterprise (e.g. your sailing master).
Masters

A master is a civilian captain capable of commanding a single merchant ship to any destination. Masters cannot command warships, nor more than one vessel. Ships commanded by masters cannot sail in fleets except as part of state convoys, or under a sea officer capable of executive decisions, in which case only 4 of such vessels may sail at a time. These officers are not capable of executive decisions and can only obey simple, rigid orders. A company may have 4 masters.
Contracting NPC Shipping

You can hire an NPC (non-player company) to ship goods for you. It must be of a friendly nation between two friendly ports. NPC companies can ship 5000 tons, at a price of 10% of profits. NPC companies can also ship overland. They can move 40 tons of goods over 3 land squares for 15% of profits. Carriage services will cost 50 Coins per day/square for 1 carriage.

Contracting Supply Ships

You can hire NPC supply ships on a yearly contract to ship food from one location to another. This service costs 10000 Coins per year and you must purchase the supplies beforehand and store them in a warehouse, or provide funds to purchase supplies. This process is similar to purchasing bulk food. Supply ships are usually used to bring goods to forts.

Pirates and Escorts

When operating more than one merchant ship at a time, you must beware of pirates and enemy vessels. For each trip that a group of merchant ships make, roll to see if they are attacked by pirates (5-6). Then determine through the encounter system what attacks you. If there are enemies, you must fight them off. If the pirates capture your ships, you lose them. You may want escort, either requested from the government or provided by yourself. If you sail with an escort smaller than a xebec, risk is reduced to 6. If you sail with an escort the size of a xebec or bigger, the risk is reduced to zero. Escorts must be fully crewed. This creates a market for escort services. You can hire an NPC escort for 40000 (xebec or bigger) or 20000 (smaller than a xebec). Roll for NPC loyalty upon contract.   

Traceable Routes

Should you ply the same trade route more than three times a year in specialty goods, you will be attacked by pirates each day of your journey on the fourth trip. This is in place to keep the economic system stable and prevent players from wasting the GM’s time by repetitive trading and gaining too much profit.

Illegal Goods and Smuggling

Illegal goods need to be moved too. The only way to learn these trades is to use your agent to find the agents on land or get connected to the smugglers. Your alignment cannot be good in order to participate in these trades. If you run these trades more than twice your ship may be boarded and inspected each trip 1-4. Smuggling does not occur in a port, but rather a drop-off point, which has other risks entailed. The buyers might betray you, or the authorities might capture you. Upon landing illegal goods, roll. If a 5-6 is rolled, something bad will happen. 5 is betrayal; 6 the authorities will come (which usually means 10 guards).

Bulk Food

Instead of buying food for each individual trip at each individual port, you can just set aside the appropriate sum for the average cost of food for that year. The average cost is 30. Multiply this by 365 (the number of days in a year) then your crew/food factor (crew/5). That ship (or ships) will not have to worry about food for the rest of the year. This only works for ships registered with a company which are not part of your PC’s personal fleet. 

Saturating/Draining Markets

Buying more than 5000 tons of any good will drain the source, while selling more than 5000 tons of any good will flood the market, changing the supply/demand function, and thus prices. The prices change by 5 with standard goods, and by 25 with specialty goods each year this is done.

Access to Markets

You cannot trade with nations that are hostile to you.

Shipyards

If you own a shipyard you must make sure you have enough naval stores to conduct business. 1 ton a day is usual. Also, any PC who uses your facility must pay you. Same with the government. You can set your own prices if you wish. To buy a shipyard costs 50000, 10 labour, and an artisan. Each extra 5 units of labour takes 10% off the build time. You may build two ships at a time at each yard. If you get an order to build a ship, you must have the following amounts of naval stores.

	Ship Class
	Amount of Naval Stores Needed
	Copper Required for Upgrade

	0
	3000
	600

	1
	500
	100

	2
	400
	80

	3
	300
	55

	4
	200
	35

	5
	100
	25

	6
	80
	15

	7
	60
	10

	8
	10
	1

	9
	8
	1

	Repairs
	1 per 60 hp
	1 per 12 hp


Note: Coppering a hull adds 25 days (C 0), 15 days (C 1-2), 10 days (C 3-4), 5 days (C 5-7), and 1 day (C 8-9) to build time. 
Construction

You may wish to participate in construction. The rules are similar to building ships. You require 10 labour and an artisan. Each extra 5 units of labour takes 10% off the build time. You may choose any type of lumber or stone for construction.
	Structure
	Materials
	Days

	Castle/Estate
	750
	50

	Stone Fort upgrade
	100 stone
	15

	Stone Fort
	500 stone
	40

	Wooden Fort
	250 wood
	10

	Outpost
	100
	7

	Large Building
	100
	10

	Medium Building
	70
	7

	Small Building
	30
	4


Acres of Land

Acres of land sell for 1000 Coins each. Each acre yields 100 tons of crop a year and requires 5 labourers. For 1000 Coins crops can be converted to sugar, spices, olives, wool, tea, or illegal opium depending on climate and location. Mountainous land can be devoted to mining quartz or iron in appropriate regions. Mountainous lands do not make for good farming soil, likewise flat land for mining (50% yield). If land is not used by its owner, then taxes can be collected at 250 Coins per year per acre. Lands near larger towns are double price, and lands in Continentia are 10x price. In both cases taxes double (500). There are 5000 acres in a square.

Livestock

Instead of growing crops on your land, you may wish to invest in livestock. These include cattle, poultry, sheep, or swine. You can support 5 heads of cattle, 10 pigs or sheep, or 20 chickens for every acre of land. Labour remains the same. 1 acre of livestock produces 130 tons of foodstuffs, which requires a slaughterhouse to turn into food. Slaughterhouses require 10 labour and cost 10000 Coins to build. They turn 90% of inputs into supplies. 1 acre of sheep may either produce 130 tons of foodstuffs, or 125 tons of wool. Most livestock can graze on any terrain except mountain/rocky, desert, arctic tundra, and swamp. Sheep may graze on mountainous/rocky terrain. It costs 1000 Coins per acre to purchase livestock.
Mills

A mill will turn foodstuffs into supplies ready to eat. These require 5 labour, 10000 Coins for facilities, and turn out 90% of input into supplies. They can be built on your acres of land. These supplies can be used for your ship or in bulk supplies.

Textile Mill

Textile mills convert wool or cotton into clothing and other usable textile products. They turn out 95% of inputs and require 30 labour. Finished textiles add 15 Coins to the selling price of the material they are made from.
Fishing Factory

Like a mill for fish, the fishing factory will turn 90% of a fishing yield into supplies. These require 20000 Coins, 25 labourers, and a large port town to operate. The large labour requirement is caused by the factory’s own boats, which generate 7000 tons of fish a year (6300 tons of supplies). You may build one fishing factory per large town. 
Mines

When you buy acres of land in mountainous areas, you can mine for various goods. 5 miners are required per acre and mines will yield 50 tons per year.

Local Yields

Some areas are better suited to growing/mining certain materials than others. All mountains produce iron as a default and all lands produce foodstuffs as a default. For 10000 Coins you can research a square and learn if there is anything special you can grow/mine there. It will then cost 100 Coins to convert an acre from foodstuffs to a specialty crop and the same from an iron mine to a specialty mineral. The following grows in these areas:

Spices: West Amagash (Alsia)

Olives: Castilla

Quartz: Southern Alkaen

Wool: Atlavian Isles

Tea: Ch’in

Sugar: West Alkaen Coast, Lowestown

Opium: Alsia

Silver: The New World

Gold: The Eastern Isles

Diamond: Capetown

Sapphire: La Rochelle

Emerald: Ordai

Ruby: Terra Incognita

Kalak Nut: Malak

Ember Stone: Stuten

Cotton: Port Antony

Wine Grapes: Dran

Coal: Masagadar

Poc Seed: East Alkaen

Barley: Continentia

Whale Blubber: North East Norean Sea

Timber, Pitch, and Hemp: Salnavia/Bessinia

Copper: Calonia

Limestone: Upper Altavia

Naphtha: Amagash

Warehouses

You can buy warehouses in ports for 500 Coins to store 100 tons of goods. You can also hire guards to keep these warehouses safe. Warehouses keep stock dry and protected in case you cannot sell it that year. Estates can automatically store 100 tons.

Shops

You can set up a shop in any city and supply it with wares. You can sell items, goods, or weapons. These shops are largely operated for PCs and NPCs. To operate a shop, rent space in a town, hire a shopkeep (250), and supply the shop with wares. 

Offices

You can rent offices in cities for your foremen or yourself. Just pay the rent fee of 2000 for small towns and 5000 for large towns.

Estates

You can have an estate in a town or in the country. In town a house usually costs 1000 Coins and has 500 hp. In the country, you can build a castle up to 20000 hp for 2 Coins per hp (40000). Minimum 8000 hp.

Slaves

Instead of paying labour, you can buy slaves. If you put a group of slaves to work, roll for their lifespan in years. Slaves do not require any additional funding beyond their purchase.

Paying Your Staff

You must pay the initial cost of workers, soldiers and artisans and also pay this fee every year afterwards for as long as they are employees of your company. Failure to pay each employee at the beginning of the year will result in workers leaving their jobs and nothing being produced.

Guilds
Guilds are essentially unions of individuals within a certain type of work within a city or region. They band together to collectively bargain their wage and working conditions. Guilds can act like cartels and conspire to raise the price of their labour since they control the only source of that labour. Guilds may only form around skilled labour (artisans and foremen). Unskilled general labour cannot form guilds. To form a guild, you must have at least 20 members within the same city and pay 10000 Coins. The guild must then set out to monopolize the type of labour it represents so that all who work that trade belong to the guild. 
Insurance

Only two nations offer insurance to their merchant shipping: Altavia and Nomesia. Warships cannot be insured. The Altavian Delian Bank and the Nomesian Bank of Phatt (part of Phatt Industries) will provide you with a quote.

Times of War: 70% of ship’s value

Times of Peace: 40% of ship’s value

If you lose your ship, the insurance will cover it 100%. To buy insurance for cargo (in bulk) pay 20000 Coins in times of war and 10000 Coins in times of peace. Should you lose your cargo, you will be repaid 100%. For each claim you make your insurance goes up 5%. 

Insurance on company ships reduces risk by 5%.

Note: Insurance disappears if your insurance company fails in the stock market.

Bankrupt

When your company fails repeatedly and your stock reaches 1 Coin, then you must either sell off the company to your remaining shareholders or liquidate your assets. In either case, you must pay off your investors.

See Also: Locations and Economics
Return to Table of Contents
Character Development

As you progress through your career your character will become more intelligent and stronger, gain more skills and abilities, and gather experience.

Starting

You are given 20000 Coins, a letters kit, a chart of your homeland, and a cutlass. With this, you must buy a ship, a crew, and anything else necessary. You start in any port of your choice with any background of your choice. The nationality you choose to start with will have a profound effect on your adventures.

Classes

A character will start with a certain background and statistics supporting that background. Each class has its own point distribution accompanied by a base skill that a character can build upon. The base skill does not indicate the skill sphere that character will be bound to. 

	Class
	Int. and Str.
	Notes

	Farmer
	8, 11
	Automatic Farming 

	Savage
	10, 10
	Automatic Woodsman, only Savage skills

	Sailor
	10, 10
	Automatic Sailing

	Soldier
	9, 10
	Automatic Weapons Proficiency

	Noble
	11, 9
	Automatic Gentrification

	Gyerr
	10, 9
	Automatic Gyerrs Gift

	Vagrant
	9, 10
	Automatic Vagrancy

	Cleric
	11, 8
	Automatic Religion

	Commoner
	Any
	20 points, any distribution, no skill


Note: Female characters automatically get Domestics skill.
Intelligence

Intelligence allows you to collect skills and subskills. At 26 intelligence you get brain mastery. 

Strength

Strength allows you to use certain weapons (most require 10 or more). At 25 strength you automatically get braun mastery. 
Hit Points

Hit points, or hp, is the amount of damage a unit or character can withstand before dying. If a small amount of damage is taken, those hp lost can be restored by healing. If all hp are lost, that unit is considered dead and healing at this point is ineffective.
Age and Life Span

Your character ages, and this can effect their statistics. First, you must choose a starting age for your character, but it must be at least 17. After that, roll the D100 combo to determine lifespan. That number will be your character’s lifespan. A character cannot live past 100 under normal circumstances. At certain ages, your character’s stats will be altered.

	Age
	Alteration

	30
	+1 str.

	40
	+1 int.

	50
	+1 int., -1 str.

	60
	+1 int., -1 str.

	70
	-2 str.

	80
	+1 int., -5 str.

	90
	-2 int., -3 str. 


The Days Remaining System

Your character has 365 days to do whatever you like. Days are subtracted from your character’s time by travel, waiting, or incapacity. Once a character has used up their 365 days, they may not travel or wait for the rest of the year. These days do not carry over into the next year but you will get a fresh 365 days in the next year. Days will occur in real time, so characters with different amounts of days remaining may still interact at the same time and place.
Alignment and Morality Points

A good, neutral, or evil alignment effects the role-playing, decision making, and actions of a character. It will also attract the presence of the associated deity at the two poles. If you commit evil or good acts, your alignment may change as your morality points change. The scale is as follows:

	Number of Points
	Title
	0
	Neutral

	+10
	Saint
	-1
	Neutral

	+9
	Holy Man
	-2
	Unpleasant

	+8
	Man of God
	-3
	Corrupt

	+7
	Noble Hearted
	-4
	Foul

	+6
	Excellent Character
	-5
	Vile

	+5
	Man of His Word
	-6
	Sinner

	+4
	Good Natured
	-7
	Blasphemer

	+3
	Pleasant
	-8
	Sadistic

	+2
	Good
	-9
	Monster

	+1
	Neutral
	-10
	Pure Evil


A character’s morality will change depending on his actions.

	Cause
	Effect
	Cause
	Effect

	Lie
	-1
	Good act
	+1

	Steal
	-1
	Justice
	+1

	Kill without reason
	-1
	Spread gospel
	+1

	Brutality or cruelty
	-1
	Charity
	+1

	Help Satan or evil
	-1
	Help Fubar or good
	+1

	Massacre
	-2
	Prevent great evil
	+2


Stranded and Marooned

Should your captain be left on a boat by mutineers, storms, shoals, or marooned by the loss of your ship, he may walk to the nearest town, or get picked up by other ships passing by. Should the ship be an enemy he will be taken as a prisoner. The probability of being found by another ship is the same as an encounter roll.
Hanging

Hanging goes as follows: Trial in the town hall. Your deeds are reviewed. You can offer to buy your way out. If not, then you are taken to the scaffold and hung. On a roll of 1, the rope breaks. If this happens twice, you will be imprisoned instead. Your crew can try to break you out, but this may be very difficult. The same applies for hanging by yard arm.

Death

A character dies when all their hp are lost. Afterwards you have 2 turns to revive them. After 2 turns, they can only be brought back by resurrection (divine intervention or an item can do this). If neither of these happen, your character is finalled. To receive divine resurrection, you must be aligned with either God/Allah/Buddha (Fubar) or Satan. Old age can also cause death, for which there is no cure. 

Reincarnation

In the rare case where your character dies of old age, he may be reincarnated into a new character. Your new character may keep the personality of the old character but must start anew with one of his skills. 

Invincibility

If you have the dark jewel set, or an NPC who is invincible, then know these rules: when an invincible character loses all his hp, he becomes unconscious for 2 turns. After those turns, he awakens with 5 hp. If he is hit again, he will be unconscious again. Soul attacks still work on invincible characters.

An End to a Career

Should your character die, get hanged, or stranded where nobody can pick him up, his career is over. You can either continue as his closest officer to take over the ship, or start again. 

Retiring

Your character can retire before his death into an NPC still controlled by the player. 

Domestic Life

Marriage and children may be something your character would want to engage in. The fee for marriage is 500 Coins, while you may invest anything additional to that for ceremony. Roll for lifespan of the spouse and fidelity (6 will make an unfaithful spouse). Divorce is impossible in Orthodox states, but in others the fee is 1500 Coins. To produce children, roll for each attempt. 1-4 will meet with success, 5 will be ineffective, and 6 will cause the female to die in childbirth. Then roll for the number of children you produce in that year: 1-3 (single) 4-5 (twins) 6 (triplets). Then determine the gender of each child: 1-3 (female), 4-6 (male). Then roll for their lifespan, with -10 years for twins and -15 for triplets.
Experience

Experience is gained in many ways.

	Activity
	Experience Points

	Duel
	20

	Capture Boat
	30

	Capture one ship
	80

	Capture Smaller ship
	+20

	Capture Larger ship
	+50

	Capture two ships
	250

	Capture three ships
	375

	Capture a flotilla (3 small ships)
	400

	Capture a squadron (5 smaller ships)
	550

	Capture a treasure fleet
	1000

	Capture an armada
	1250

	Capture a convoy
	275

	Small land battle
	100

	Medium land battle
	250

	Large land battle
	750

	Capture an outpost
	100

	Capture a trading post
	150

	Capture a small town
	250

	Capture a large town
	1250

	Capture a large town + *
	200 per *

	Easy quest
	200

	Medium quest
	500

	Hard quest
	1000

	Impossible quest
	2000

	Small Mission
	75

	National Mission
	1000

	Mod
	2000

	War Campaign
	3000

	Circumnavigation
	2000

	Capture all ports of one nation in an area
	2000

	Capture a Frigate
	+ 150

	Establishing a trading post
	100

	Upgrading to a small town
	250

	Upgrading to a large town
	500

	Upgrading to a large town + *
	200 per *

	Establishing a fort
	100

	Upgrading to a stone fort
	250

	Upgrading to a stone fort + *
	200 per *

	Establishing a factory
	200

	Establishing an outpost
	100

	New Title
	100

	Get an appointed/elected position
	80/100

	Gain letter of Marquee
	100

	Critical Hit
	100

	Political Deal
	100

	Negotiate Alliance
	200

	Negotiate Neutrality
	100

	Dispense Justice
	50

	Improve Town Infrastructure
	100

	Govern trading post
	200

	Govern small town
	300

	Govern large town
	750

	Govern large town + *
	+ 50

	Govern large town + suburb
	+ 150

	Govern nation
	1000

	Create a company
	500

	Successful year for company
	200

	Own all services in a small town
	500

	Own all services in a large town
	1000

	Own a square
	1000

	Good RPing in a session
	100

	Subtler assistance in a session
	250

	GMing/Day
	500

	Supply Physreps
	Varies


Levels

Characters start at level 1. With experience your character can achieve new levels, each level giving skill points to distribute and at some levels, more hp.

	Lvl
	Exp. Req.
	Bonuses
	Accrued

	1. 
	/
	Base Skill and Base Language
	1S, 1L

	2. 
	200
	
	

	3. 
	800
	
	

	4. 
	1300
	+1 distribution point
	

	5. 
	1500
	Learn another language
	+1, 2L

	6. 
	2000
	Can get 1 skill
	

	7. 
	2100
	
	

	8. 
	2500
	+1 distribution point
	

	9. 
	2800
	
	

	10. 
	3250
	+1 distribution point
	+3, 2L, 2S

	11. 
	3500
	
	

	12. 
	3750
	+1 distribution point
	

	13. 
	4250
	
	

	14. 
	4500
	Can get another skill
	

	15. 
	5000
	+1 distribution point
	+5, 2L, 3S

	16. 
	5500
	
	

	17. 
	6250
	
	

	18. 
	7000
	Learn another language
	

	19. 
	7500
	
	

	20. 
	8750
	2 hp, +2 distribution points
	+7, 3L, 3S, +2hp

	21. 
	9500
	
	

	22. 
	11000
	
	

	23. 
	12500
	Can get another skill
	

	24. 
	15000
	
	

	25. 
	17000
	+3 distribution points
	+10, 3L, 4S, +2hp

	26. 
	18000
	Learn another language
	

	27. 
	21000
	+1 distribution point
	

	28. 
	25000
	
	

	29. 
	28750
	
	

	30. 
	30050
	3 hp, +2 distribution points
	+13, 4L, 4S, +5hp

	31. 
	35500
	
	

	32. 
	40000
	Learn another language
	

	33. 
	45000
	Can get another skill
	

	34. 
	57500
	
	

	35. 
	65000
	+2 distribution points, can get mastery skills
	+15, 5L, 5S, +5hp, Mastery

	36. 
	75000
	
	

	37. 
	80000
	
	

	38. 
	90000
	+3 distribution points
	

	39. 
	98000
	Can get another skill
	

	40. 
	100000
	Learn another language
	+18, 6L, 6S, +5hp, Mastery

	41. 
	115000
	
	

	42. 
	120000
	
	

	43. 
	127500
	Can get another skill
	

	44. 
	130000
	
	

	45. 
	142500
	+3 distribution points
	+21, 6L, 7S, +5hp, Mastery

	46. 
	150000
	
	

	47. 
	162500
	+1 chance to hit
	

	48. 
	175000
	Learn another language
	

	49. 
	185000
	
	

	50. 
	200000
	5 hp, +5 distribution points, item crafting skill
	+27, 7L, 7S, +10hp, Mastery, IC, +1cth


Ship Commands and Level Requirements

See also: Sailing Skill.

	Ship Class
	Level Required to Command this Class

	9 (boat)
	1

	8 (support craft)
	1

	7 (smallest merchant ships)
	1

	6 (smaller merchant ships)
	1

	5 (lesser merchant ships)
	1

	4 (medium merchant ships)
	2

	3 (medium warships)
	7

	2 (large merchant ships)
	11

	1 (large warships)
	17


Skill Spheres, Skills and Subskills

Skill spheres determine the direction of your character’s adventures. If you wish to use a skill from another sphere, you will require +1 intelligence above the requirements to gain that skill and its subskills.  You choose where your sphere begins. You can buy training in skills, but you must gain wisdom to use subskills. As your character becomes smarter, more subskills will become available to them. 

	Skill Sphere
	Skills

	Sea Combat
	Sailing, Swordplay, Boarding, Gunnery

	Land Combat
	Swordplay, Duelling, Martial Arts, Hunting, Marksmanship, Weapons Proficiency, Mathematics, Equestrian, Slay, Assassin, Leadership

	Natural
	Farming, Zoology, Geography

	Politics
	Languages, Political, Law, Gentrification, Charm

	Trades
	Shipwright, Pyrotechnics, Thievery, Smithing, Engineering, Vagrancy, Architecture, Domestics

	Mercantilism
	Mercantile, Market Insight, Economics

	Mystic
	Alchemy, Musical, Dexterity, Medical, Religious, Gyerrs Gift, Apothecary, Identify, Luck, Vitality, Kaze Subeta 

	Magic
	Mana, Voodoo, Black Arts, Light Arts, Elementalism, Hae Fung Do, Sorcery, Wazo 

	Mastery (lvl 35)
	Weapons, Sailing, Martial Arts, Politics, Medical, Brain, Shipwright, Engineering, Braun, Kaze Subeta


Sea Combat Skills

	Skill
	Subskills
	Functions
	Req.

	Sailing
	6
	Sail vessels
	9

	
	Sea Legs
	Allows boarding and gunnery skills
	10

	
	Novice
	Sail class 8-5 ships
	Lvl 1

	
	Amateur
	Sail class 4 ships
	Lvl 2

	
	Master
	Sail class 3 ships
	Lvl 7

	
	Commander
	Sail class 2 ships
	Lvl 11

	
	Captain
	Sail class 1-0 ships
	Lvl 17

	Swordplay Skill
	8
	Cutlass skills
	10

	
	Aptitude
	+1 chance to hit/block with sword
	10

	
	Double parry
	Get two chances to block
	11

	
	Insult
	Take initiative (1-3) in sword duel by insulting opponent. Insult must be good.
	11

	
	Vital cut
	Slash a critical area to kill your enemy 1-5
	12

	
	Triple combo
	Three quick attacks from the blade, the guard, and the pommel. 15 damage.
	13

	
	Boomerang
	Throw sword 15 cm and it will return to you after hitting target
	14

	
	Protection
	Perfect blocking
	15

	
	Killing Power
	+3 damage
	12 str.

	Boarding Skill
	3
	Skills for boarding enemy ships. Requires Sailing Skill.
	Lvl 14

	
	Aptitude
	+1 chance to board/cut loose
	12

	
	Rush
	2 attacks for your crew in first boarding turn for hand to hand weapons
	13

	
	Shock
	Enemy surrenders after first turn on 1-3
	16

	Gunnery Skill
	3
	Increase accuracy and range of your cannons. Requires Sailing Skill.
	Lvl 14

	
	Maintenance
	Good maintenance of guns, +5 cm range
	12

	
	Ripple fire
	Multiple shots in succession, guns reload faster, free shot after 3rd shot
	14

	
	Cohesive fire
	All guns fire at same time, +25% damage
	15


Land Combat Skills

	Skill
	Subskills
	Functions
	Req.

	Swordplay 
	8
	Cutlass skills
	10

	
	Aptitude
	+1 chance to hit/block with sword
	10

	
	Double parry
	Get two chances to block
	11

	
	Insult
	Take initiative (1-4) in sword duel by insulting opponent. Insult must be good.
	11

	
	Vital cut
	Slash a critical area to kill your enemy 1-5
	12

	
	Triple combo
	Three quick attacks from the blade, the guard, and the pommel. 15 damage.
	13

	
	Boomerang
	Throw sword 15 cm and it will return to you after hitting target
	14

	
	Protection
	Perfect blocking
	15

	
	Killing Power
	+3 damage
	12 str.

	Duelling 
	4
	Pistols only
	10

	
	Aptitude
	-1 from dueling roll
	10

	
	Pinpoint
	+5 cm range
	11

	
	Accuracy
	+5 damage
	12

	
	Proficiency
	+1 chance to hit
	13

	Martial Arts 
	8
	Hand to hand fighting
	12 str.

	
	Hard Hits
	+1 chance to hit punches and kicks, 2x damage.
	10

	
	Meditate
	1 turn meditate, +1 chance to hit afterwards
	11

	
	Slapper
	Slap back of neck of human to kill 1-4
	12

	
	Sleeper
	Knock out target for 5 turns
	13

	
	Anticipate
	Anticipate attacks
	15

	
	Dragon Combo
	7 hard hits totalling 25 damage, cannot be blocked
	16

	
	Finishing Move
	Free attack (after initial attack), instant overkill, 5 cm knockback.
	18

	
	Signature Move
	Learn the signature moves of the masters (each has its own effect)
	20

	Hunting 
	4
	Hunt beasts
	Lvl 14

	
	Tracking
	Track a beast 1-5
	11

	
	Silent Approach
	Sneak up on animal without being attacked
	13

	
	Camouflage
	Animals don’t see you
	15

	
	Mating Call
	Take the initiative from animals 1-3
	17

	Marksman 
	4
	Conduct wonders with muskets
	Lvl 14

	
	Accuracy
	+1 chance to hit
	11

	
	Snipe
	Kill an enemy from 65 cm away
	13

	
	Vital Hit
	Vital hit with musket (humans only)
	15

	
	One Handed
	Carry a musket in each hand
	16 str.

	Equestrian
	3
	Ride horses
	Lvl 14

	
	Stability
	Fire weapons on a horse
	11

	
	Speed
	+10 cm speed
	12

	
	Charge
	From 15 cm away, 15 trample damage
	13

	Weapons Proficiency
	2
	Proficiency with 1 standard weapon of choice
	9

	
	Proficiency
	+5 cm range and +1 chance to hit
	9

	
	Advanced
	+2 chance to hit
	14

	Assassin
	3
	Skills necessary for assassins
	Lvl 23

	
	Slit Throat
	10 damage with a  knife
	14

	
	Assassinate
	Shoot an enemy between 20-45 cm without being noticed
	15

	
	Cloak and Dagger
	1-5 sneaking, 1-5 hide/ambush
	17

	Mathematics
	2
	Increase effectiveness of artillery under your command on land
	16

	
	Geometry
	+1 chance to hit
	16

	
	Algebra
	+10 cm range
	18

	Slay
	2
	1 slay per battle.
	15 str.

	
	Slay
	Slay anything alive (except PCs, NPCs and unique beasts)
	15 str.

	
	Signature Move
	Learn the signature moves of the masters (each has its own effect)
	20

	Leadership
	6
	Advantages in leadership
	Lvl 23

	
	Discipline
	Whips effective up to 4 morale
	12

	
	Command
	Have command abilities of a general and major in land combat
	13

	
	March
	+10 speed for formations
	14

	
	Will Power
	+5 willpower
	15

	
	Morale
	+3 morale at all times
	21

	
	Initiative
	Take the initiative 1-4
	24


Trade Skills

	Skill
	Subskills
	Functions
	Req.

	Shipwright 
	4
	Conduct repairs at sea

(requires spares or naval stores)
	Lvl 14

	
	Carpentry
	100% Repair in one day
	15

	
	Quick Fix
	100% Repair in 2 turns
	16

	
	Critical Hit
	+2 chance of initial critical hit, possible CH on every attack
	17

	
	Design
	Design ship types
	22

	Pyrotechnics
	6
	Enhance attacks that use explosives and gunpowder
	11

	
	Make Powder
	Make 5 barrels of powder or 10 grenades
	11

	
	Flares
	Fire into the air for normal visibility at night for 1 turn
	11

	
	Fireworks
	Make fireworks
	12

	
	Rockets
	Increase rocket accuracy +1, make rockets
	13

	
	Fireships
	Increase effectiveness of fire ship attacks, +1 chance to hit, 2x damage
	14

	
	Coloured Flame
	Make coloured flame for signalling
	15

	Smithing
	2
	Repair small items, mechanical tinkering
	Lvl 14

	
	Repair Armour
	Repair armour 50 per turn
	14

	
	Tinker
	Adjust weapon statistics
	15

	Thievery
	5
	Steal, rob, and pillage
	11

	
	Swipe
	Steal anything 1-5
	11

	
	Pickpocket
	Pickpocket 1-5
	11

	
	Conceal
	Conceal an item on your person
	12

	
	Pick Lock
	Pick any lock 1-4
	15

	
	Sneak
	Sneaking 1-5 anytime
	16

	
	Throw Knife
	Perfect aim with thrown knife, even with aimed shot
	14

	Engineering
	4
	Intimate knowledge of construction
	Lvl 14 

	
	Draft
	Draft anything into blueprints
	11

	
	Build
	Build buildings (no cost except labour)
	13

	
	Siege Artist 
	+50% damage to siege attacks
	14

	
	Vital Breach
	1-5 aimed shot to make a breach
	16

	Vagrancy
	5
	Small time crook and thug skills
	9

	
	Fleet of Foot
	+10 cm movement
	9

	
	Bandit
	Conceal identity 1-5
	10

	
	Brigand 
	-1 requirements for thievery
	11

	
	Disguise
	Disguise or change appearance 1-5
	13

	
	Disappear
	In large towns only, requires 60 cm movement
	15

	Domestics
	7
	Everything you need for around the home
	9

	
	Gossip
	Free information from townsfolk
	9

	
	Clean
	Clean any mess
	10

	
	Tailor
	Tailor any clothing you desire for free
	12

	
	Home Economics
	Generate 1000 Coins a year
	12

	
	Green Thumb
	-2 requirements for Farming
	12

	
	Home Remedy
	Cure 1 human per turn of poison or disease
	15

	
	Custom Tailor
	Custom tailor clothing with armour values
	20

	Classics
	4
	Skills for ancient studies
	10

	
	Ritalian
	Speak, read, and write perfect Ritalian
	10

	
	Interpretation
	Interpret ancient ruins and inscriptions
	16

	
	Archaeology
	Conduct archaeological digs
	17

	
	Treasure Hunt
	Find random treasures in any ruin
	20

	Architecture
	5
	Plan cities and build better buildings
	Lvl 14

	
	Plan
	Ability to plan cities
	13

	
	Technocracy
	+1 city morale and -1 crime in cities planned by you, -1 requirements for Politics skill
	15

	
	Architecture
	Structures designed by you have 50% more hp
	17

	
	Weak Point
	Find a weak point in any structure to take it out in one hit (except forts and castles)
	19

	
	Customize
	Customize structures with special materials and features
	22

	Item Crafting
	/
	Craft your own items with 2 gem qualities. Only available to lvl 50 characters. 1 item per year.
	24


Political Skills

	Skill
	Subskills
	Functions
	Req.

	Gentrification
	2
	Fit in perfectly with any elite crowd
	11

	
	Snobbery
	-1 requirements for all other Politics skills
	12

	
	Conversation
	Engage anyone in conversation, obtaining any information you want for free
	13

	Law
	5
	Law skills, -1 morality
	Lvl 14

	
	Represent
	Represent another person for money
	11

	
	Bribe
	Bribe your way out of trouble 1-5
	12

	
	Negotiate
	Negotiate your way out of trouble 1-5
	14

	
	Twist Law
	Any action will be considered legal 1-5
	15

	
	Frame
	Frame someone else for your crime
	15

	
	Contract
	Write contracts with others that are always fulfilled
	18

	Languages
	/
	Learn to speak two more languages
	12

	Politics
	6
	Be able to govern administrative units
	Lvl 14

	
	Supervision
	-2 requirements for Leadership skill
	11

	
	Speech
	Inspirational speech +1 morale
	12

	
	Lie
	Your lies are automatically believed
	15

	
	Charisma
	+3 on all CERs
	16

	
	Presence
	+2 on propensity to rebel
	17

	
	Embezzle
	Embezzle from government coffers without being noticed
	18

	Charm
	5
	Be smooth speaking and popular
	Lvl 14

	
	Suave
	Ability to dance and +1 to all rolls regarding relations with the opposite sex
	11

	
	Smooth Talker
	+1 on CERs
	13

	
	Magnetism
	+10% of vote in elections
	15

	
	Charisma
	2 free crew at any port
	16

	
	Silver Tongue
	No mutinies/rebellions
	20


Natural Skills

	Skill
	Subskills
	Functions
	Req.

	Zoology 
	4
	Knowledge of the animal world
	Lvl 14

	
	Cook
	Cook any animal for a day’s food for crewman
	10

	
	Pacify
	Neutralize 1 beast 1-5
	11

	
	Imitate Predator
	Animals fear you on 1-3 and run away
	12

	
	Domesticate
	Make an animal your permanent pet 1-4
	15

	Farming 
	4
	Agrarian skills
	8

	
	Gather
	Gather 5 tons of food from the land per day
	8

	
	Quick growth
	Grow 50 tons in 2 days
	11

	
	Herd
	Livestock produces 25% more
	14

	
	Crop Conversion
	Convert crops for free
	15

	Geography
	4
	Allows exploration of the natural world
	Lvl 14

	
	Survey
	Survey land to learn what can be extracted from it for free
	12

	
	Chart
	Chart the 8 squares surrounding you without having to explore them
	15

	
	Geology
	Convert mines for free
	15

	
	Extraction
	+10 tons from mines per acre per year
	16


Mercantile

	Skill
	Subskills
	Functions
	Req.

	Market Insight
	2
	Get insight into markets so you know the best places to buy and sell
	15

	
	Smuggle
	Smuggle without inspections or problems
	16

	
	Trade Routes
	+1 trip without pirates
	17

	Mercantile Skill
	5
	Skills in trade
	Lvl 14

	
	Deal
	+5 Coins on every good sold
	12

	
	Barter
	Haggle on the prices of goods (1-3 success)
	13

	
	Bluff
	Bluff on your stock to get -5 prices
	14

	
	Integrity
	Get goods on credit
	14

	
	Intimidation
	Intimidate merchants to give you +5 prices for your goods 1-4
	15

	Economics
	4
	Good economic practices
	14

	
	Production
	Your manufactured goods sell for +10 Coins 
	14

	
	Stocks
	Risk drops by 10% in successful year
	15

	
	Self Interest
	+2 to trade treaty rolls if leader
	17

	
	Invisible Hand
	+10% GDP for your nation if leader
	20


Mystic Skills

Religion and Medical require good alignment. 

	Skill
	Subskills
	Functions (Mana)
	Req.

	Religion
	5
	Required for appointment to religious position
	11

	
	Confirm
	Makes character immune to Hell’s beasts
	11

	
	Sermon
	Morale +1
	14

	
	Zeal
	2 attacks for every 8 intelligence (close range weapons only)
	15

	
	Faith
	+10 armour for 2 turns
	16

	
	Holy Light
	Resist attacks 1-3
	20

	Alchemy 
	13
	Create poisons / antidotes / immunities

Carry as many as can fit into bottles. 1 turn to make on site
	Lvl 14

	
	Light
	Creates an artificial, chemical torch.
	10

	
	Smoke
	Creates a smokescreen around you for a 5 cm radius so you cannot be seen. 2 turns.
	10

	
	Poison
	Create any of the three poisons: contact, consumable, debilitating (15 damage).
	10

	
	Poison Antodote
	Create antidotes for any of the three poisons.
	12

	
	Anti-Venom
	Create an anti-venom to be used when envenomed.
	11

	
	Poison Gas
	5 cm gas radius with 15 damage.
	10

	
	Explosive
	7 cm explosive with 30 damage.
	11

	
	Gunpowder
	Create gunpowder (can be stored in barrels)
	12

	
	Acid
	Eats through locks, skin, and anything else you can imagine. 10 damage
	11

	
	Potion of Medicine
	Heals 7 hp.
	13

	
	Potion of Mana
	Gives 10 mana instantly.
	12

	
	Booster
	Move 15 cm faster, fire 10 cm farther, reload twice as fast, and have 5 extra hp for 2 turns.
	13

	
	Energizing Potion
	Revives unconscious/stunned/frozen people.
	12

	Dexterity 
	3
	Stealth, Evasiveness, and hiding


	Lvl 23

	
	Increase Stealth
	+3 on stealth rolls
	13

	
	Hide
	Perfectly hidden from sight (cannot attack)
	15

	
	Evade
	Evade attacks on 1-3
	17

	Music 
	5
	Use musical instruments (requires instrument)
	Lvl 14

	
	Song of War (drum)
	Take the initiative from your enemy
	11

	
	Song of Storms

(drum)
	Call a storm on your enemy for 1 turn
	15

	
	Sailor Song

(horn)
	+5 cm speed to ship for 5 turns
	12

	
	Fearsome Song

(horn)
	1-4 chance to frighten animals away
	13

	
	Voodoo Song

(either)
	Summon Voodoo powers for 1 turn.
20 mana
	20

	Medical 
	3
	Healing
	14

	
	First Aid
	Heal 7 hp per turn
	14

	
	Mend
	Recover 1 man per turn from close range weapons
	15

	
	Surgery
	Recover 1 man per turn from gun wound, blindness
	17

	Luck
	2
	Get lucky
	14

	
	50-50
	+1 on 50-50 rolls
	14

	
	2nd Chance
	2nd roll if first fails
	19

	Gyerrs Gift
	6
	Mystic arts of the Gyerrs
	10

	
	Read Palm
	Trick, gain 20 Coins
	10

	
	Alchemy
	-1 requirements for Alchemy
	

	
	Smoke
	Blinds all within 5 cm for 2 turns
	13

	
	Predict Future
	+1 on 50-50 rolls
	14

	
	Smokescreen
	Creates a smokescreen around you for a 5 cm radius so you cannot be seen. 3 turns.
	15

	
	Curse
	-3 hp per turn to enemies for 5 turns
	16

	Apothecary 
	4
	Make medical potions
	Lvl 14

	
	Mixture
	Heal 2
	11

	
	Prescription
	Heal 8
	13

	
	Purgative
	Cure poison and disease damage 1-5
	15

	
	Herbology
	Resist poison and disease 1-5
	17

	Philosophy
	5
	Understand and use philosophy
	15

	
	Logic
	+2 int.
	16

	
	Method
	Persuade one human into changing an opinion 1-5 
	18

	
	Reason
	Persuade higher/lower morale,  propensity to rebel 1-4
	23

	
	Rhetoric
	Trump all opponents in speaking
	24

	
	Sophistry
	Deceive those who listen into becoming your disciple 1-3 (up to 4 disciples)
	25

	Kaze Subeta
	5
	Mystical katana combat abilities
	Lvl 33

	
	Sword Prayer
	+5 damage with katanas
	13

	
	Meimei Subeta
	Divine sword, blocks every time
	15

	
	Sword Kata

(retribution)
	Block an attack, then two sword hits on all enemies within 5 cm.
	16

	
	Sword Spin
	Attack all enemies within range by spinning, +5 damage, 5 cm knockback
	17

	
	Subayai Subeta
	3 attacks with katana
	18

	
	Signature Move
	Learn the signature moves of the masters (each has its own effect)
	20

	Vitality
	/
	+10 years life span, +3 str., +5 hp
	/

	Identify
	/
	Identify items
	20


Magic Skills

Magic skills require the mana skill as a prerequisite. Magic skills are dependant on alignment. If your alignment strays outside the requirement, you cannot use the skill.

	Skill
	Subskills
	Functions (Mana)
	Req.

	Mana
	4
	Gives 2 mana x lvl for spells. Neutral.
	Lvl 14

	
	Regenerate
	Regenerate 10 mana per turn (automatic)
	12

	
	Mana Heal
	Heal 2 per turn (automatic)
	13

	
	Cast Scroll
	Cast a spell from a scroll or book (varies)
	14

	
	Mana Shield
	Takes 1 hit, no damage to character (15)
	15

	Voodoo
	8
	Allows casting of Voodoo. Neutral.
	Lvl 23

	
	Freeze
	Freeze enemy for 2 turns (15)
	14

	
	Voodoo Bolt
	20 damage, 30 cm range (10)
	15

	
	Chain Lightning
	10 damage to target 20 cm away and any within 5 cm (10)
	15

	
	Ward
	Seal a chest, barrel, or door (10), Break Voodoo ward 1-5 (5)
	16

	
	Teleport
	Teleport 50 cm (15)
	17

	
	Voodoo Doll
	Requires something from body of victim. Inflict pain or death to victim at any range. (20)
	20

	
	Fireball
	500 fire damage (55)
	22

	
	Invincibility
	Invincibility for 2 turns (70)
	25

	Elementalism
	5
	Harness the Four Elements. Neutral.
	Lvl 33

	
	Water
	Rain, automatically puts out fires (20)
	15

	
	Earth
	Rock Skin, + 50 armour (25)
	16

	
	Wind 
	Whirlwind, 150 damage (30)
	16

	
	Fire
	Heat seeking projectile, 250 damage, 50 cm range (35)
	17

	
	The Fifth Element
	The Human Self. 100 damage x lvl in all types of damage (physical, fire, ice, lightning) (70)
	24

	Sorcery
	7
	Demonic magic. Evil.
	Lvl 23

	
	Flaming Weapon
	Enhance any standard weapon with +10 fire damage (5)
	15

	
	Hex
	Reduce one of an enemy’s capabilities: -10 cm, -1 int., -1 str., -2 hp, -10 sight (10)
	16

	
	Summon Minion
	Summon a demon minion which will help you until it dies (25)
	18

	
	Enchant
	Enchant a standard weapon to be spirit-linked to you. Only works on one weapon at a time (20)
	20

	
	Portal
	Open portal to and from Hell (20)
	21

	
	Transform
	Transform your enemies into small critters, such as newts (35)
	22

	
	Pentacle
	Create a pentacle circle on the ground of 5 cm radius for 2 turns and become invincible within it for 5 turns. All other evil magic spells take 50% less mana within the pentacle (50)
	25

	Black Arts
	7
	Undead skills. Evil.
	Lvl 33

	
	Settle Dead
	Settle dead on 1-5 (automatic)
	15

	
	Soul Damage
	Do soul damage with normal weapon (automatic)
	16

	
	Raise Dead
	Raise dead on 1-5 (25)
	17

	
	Soul Harvest
	Each soul taken by soul damage contributes mana equal to target’s hp (automatic)
	18

	
	Soul Defence
	Resist 1 soul attack 1-3 (10)
	19

	
	Soul Vampire
	Each soul hit gives 5 hp to the maximum of 40. (10)
	20

	
	Snakes
	Summon 10 snakes to your aid (15)
	21

	Light Arts
	6
	Pious skills. Good.
	Lvl 23

	
	Transmog- rification
	Reserved mana takes damage before hp (automatic)
	13

	
	Ordain
	Give one order to an enemy and it will be obeyed for 1 turn (15)
	15

	
	Heal Group
	Heal to 15 within 10 cm radius (15)
	16

	
	Exercise
	Neutralize one beast, Dran, or evil human for 5 turns (25)
	17

	
	Convert
	Convert 1 enemy to your side per turn (40)
	24

	
	Smite
	Wrath of Heaven, 500 lightning damage at 40 cm (beasts, Dran, evil human only) (75)
	25

	Hae Fung Do
	6
	Spirit Warrior. Good.
	Lvl 33

	
	Flying Fist
	Punch does 100 damage, 20 cm range (15)
	16

	
	Ethereal Spear
	Ethereal spear, cannot be blocked, 15 damage, 2 attacks, 2 turns (10)
	17

	
	Fly
	Fly up to 100 cm height, for 75 cm (20)
	19

	
	Slow Time
	Slow 1 turn into 3 around character, enemies -2 chance to block, 3 attacks (30)
	20

	
	Force Block
	Block an attack with bare hands (10)
	20

	
	Touch of Death
	Instant kill on anything living, except PCs, NPCs and Unique beasts (25)
	23

	Wazo
	7
	Telekinetic powers. Neutral.
	Lvl 33

	
	Sense
	Sense enemies 1-5 (5)
	16

	
	Pull
	Pull things at cm x your lvl (5)
	21

	
	Push
	Push things at ½ cm x lvl (5)
	21

	
	Jump
	Jump at ½ cm x lvl (10)
	22

	
	Trick
	Trick enemies 1-5 at 20 cm (15)
	23

	
	Choke
	Choke enemies 1-5 at 20 cm (25)
	24

	
	Mindfire
	Set enemy’s brain on fire at 20 cm (30)
	25


Mastery Skills

These skills can be obtained after level 35 and require a great deal of intelligence. However they make your character god-like. You must have the base skill to use the mastery skill.

	Skill
	Subskills
	Functions
	Req.

	Weapons Mastery
	/
	+5 chance to hit, +10 cm range on ranged weapon, 2 attacks, all standard weapons
	23

	Sailing Mastery
	1
	Same skills as all sea officers
	21

	
	Yarn
	distract 1 human enemy for 5 turns 1-5
	21

	Shipwright Mastery
	2
	2 new subskills
	23

	
	Advanced Build
	Build ships with +10% hp, +15% tons, and +5 speed
	23

	
	Custom Build
	Custom build ships (no Whiplash upgrades)
	24

	Politics Mastery
	1
	1 new subskill
	22

	
	Manipulation
	Mind control at lvl 4 (Humans only)
	22

	Martial Arts Mastery
	3
	3 new subskills
	21

	
	Master Kata
	20 hard hits, 100 damage, cannot be blocked
	21

	
	Divine Wind
	20 attacks, 1 roll of 1-5 for all 
	22

	
	The One
	Cannot be hit
	25

	Kaze Subeta Mastery
	3
	3 new subskills
	23

	
	Binshou Subeta
	7 katana attacks
	23

	
	Flaming Sword
	Katana inflicts damage and attacks equal to flamesabre
	24

	
	Ethereal  Sword
	Ethereal sword, cannot be blocked, 15 damage, 2 attacks, 2 turns
	25

	Medical Mastery
	1
	1 new subskill
	23

	
	Revive
	Revive 3 dead units per turn
	23

	Alchemy Mastery
	3
	3 new potions
	23

	
	Attributes Potion
	Increases strength and intelligence by 1

(only 1 per PC)
	23

	
	Reviving Potion
	Revive any dead human
	24

	
	Invent Potion
	Create new potion 1-5
	25

	Engineering Mastery
	2
	2 new subskills
	21

	
	Engineer
	Build all high-tech equipment/custom buildings
	24

	
	Invent
	Invent new equipment 1-5
	25

	Braun Mastery
	2
	
	Automa-tic with

25 str. 

	
	Toughness
	50 hp, +20 cm speed, +8 damage to punch/kick
	25 str.

	
	Endurance
	Resist physical damage 1-4
	25 str.

	
	Destruction
	Destroy objects 1-5 
	25 str.

	Brain Mastery
	3
	Use your brain to manipulate the surrounding world
	Automa-

tic with 26 int.

	
	Telekinesis
	Move items at 50 cm
	26

	
	Teleportation
	Teleport yourself or objects to 50 cm
	26

	
	Mind Enslavement
	Level 10 permanent mind control, until you tell the captive brain to die
	26

	Evil Mastery
	4
	Lvl 100 and evil alignment
	Lvl 100

	
	Voodoo 
	/
	/

	
	Black Arts 
	/
	/

	
	Beast Spawn
	Spawn evil beasts
	/

	
	Satan’s Rumble
	Fireball, 100000, 10-100 cm range
	/

	Holy Mastery
	4
	Lvl 100 and good alignment
	Lvl 100

	
	Light Arts
	/
	/

	
	Religious Skill
	/
	/

	
	Resurrect
	Resurrect anyone anytime
	/

	
	Holy Wrath
	Lightning bolt, 100000, 10-100 cm range
	/


Level 50

When you reach level 50 you will have 27 distribution points, 7 skills, +1 chance to hit, and 10 extra hp. You will get Item Crafting automatically, and Brain mastery if you put intelligence to 26. You will also know 7 languages. Upon reaching this level your character will be god-like and you can flaunt it in other people’s faces. 

See Also: Player Characters

    PCs Equipped
Return to Table of Contents
Game World

The game world consists of six maps and some 100 towns and ports. There are also outposts, ruins, ancient temples, castles, and villages scattered all about. There are six imperial nations, six non-imperial nations, and a variety of factions including smugglers, pirates, and independent towns and companies.

See: Locations and Economics
Interacting with the Game World

If a nation dislikes you, its warships will attack you and it will bar you from its towns.

NPCs in town are randomly created and some may have missions for you. You can profit a great deal by asking the right questions in the right places. The tavern and merchant are good for asking around for work.

Game Time

Under normal conditions, two real weeks represents one year in the game world. Events can occur outside times where players are participating but cannot directly effect characters not present at the event.

Nation Descriptions

You can ally with any one of these nations, and become a privateer or merchant under their flag. Or, you can join the pirates and hunt merchantmen. There is also a hidden faction in the game, which can only be found by asking around.

Altavian Regime (blue): This nation is mostly interested in maintaining its trade empire. Its massive navy does a very good job of this. They have a weak army but they attack directly and strike where necessary. Their relationship to the Nomesians is a close one, where Altavia supports Nomesia militarily in exchange for duty-free trade. Altavia and Nomesia have been allied for a long time and enjoy a strong relation of mercantile tradition, although often compete on the same trade routes. Altavia is also traditionally allied to the Lef and Calonians. This island nation considers its navy its formal defence against all other nations.

Capital: Kingston

Government: Constitutional Monarchy (King GEORGE KETT, Prime Minister Lord Windsor)

Religion: Reformationist Christianity

Navy: Strong

Army: Moderate

Wealth: Wealthy

Dran Empire (red): Centuries of conflict with Altavia and Nomesia have made the Dran very weak. They continue to support a large military but lack the finances to back it. Excluded from trading with Altavia and then Amagash, the Dran are only capable of trading with the Nomesians, a trade that Altavia has been looking to destroy for many years. The Dran maintain their military in hopes of one day lashing back at Altavia. The two states are constantly in a quasi-war when there is no actual war. This entails the attack of each other’s merchant ships with privateers, while not directly attacking military units. Ultimately, the Dran wish to hold the position of hegemony that Altavia now enjoys. Nomesia being the only state that the Dran are able to trade with makes the Nomesians a coveted friend. Relations with other states are usually poor, although an informal alliance between Dran and Castilla is recognized.

Capital: Ville du Grenouille

Government: Absolute Monarchy (King LOUIS BOURBON)

Religion: Orthodox Christianity

Navy: Weak
Army: Strong

Wealth: Prospering, although set back by wars

Nomesian Principality (green): The Nomesians like nothing better than profit. With national revenues to match Altavia, this nation prefers to stay out of wars and keep their money for themselves. A century of peace within the country has allowed for decay in military expenditure, and the nation is almost entirely reliant on Altavian protection. When this fails, they buy off their enemies. Nomesian greed has been known to be quite useful to those who know how to use it. Nomesian interests are centered around profit through trade; they are not interested in the burden of hegemony. Although they distrust the Dran, Nomesians do not exclude them from trade. This permits extra trade from the Dran that Altavia does not enjoy. Nomesia finds itself in competition with the Lef over the Lef Straits, and harassment from the Castillans occasionally.

Capital: Zuider

Government: Oligarchy (led by the House De RUETER)

Religion: Reformationist Christianity

Navy: Strong

Army: Weak

Wealth: Wealthy

Amagash Realm (red): An Alsian state, once powerful enough to inspire fear into the Ch’in, but reduced by the Altavian Navy. Amagash has since been carefully rebuilding, waiting for the day they will rise again like the sun. They are always wary of the Ch’in, and of Continentia powers. They are the largest producers of spices, a coveted good. 

Capital: Amasaki

Government: Absolute Monarchy (Emperor YAMAHOKO)

Religion: Buddhism

Navy: Weak

Army: Moderate

Wealth: Struggling

Calonian Sultinate (black): An Islamic state on the rise after a quick renaissance. They are seeking to profit by trade and conquer colonies by their newfound, modernized military. They are closely allied with Altavia, forming a strong power block against Nomesian and Dran interests. They are acutely interested in naval power and often bully other states in the Norea area. Their perpetual war against the Holy Empire originally had religious causes but those have been lost to centuries of brutal atrocities on both sides. The war continues but major campaigns are rare. Mostly the war in the past 50 years has centered around commerce raiding and composing alliance blocks. Calonian policy is always pro-Altavian although wars with Bessinia are frequent. 

Capital: Agdad

Government: Absolute Monarchy (Sultan CALID eben AHALLAD)

Religion: Islam

Navy: Moderate

Army: Moderate

Wealth: Prosperous

Castillan Empire (red/yellow): With an old tradition of empire building and a religious alliance with the Holy Empire, the Castillans have become weak in the face of the new empires of Altavia, Nomesia, and Calonia. These nations often gain colonies at the expense of Castilla. Castilla has been thus completely removed from Alsia and now only possesses colonies on the south-east coast of Alkaen. In a final bid to regain their empire of old, they have allied with the Dran against Altavia. However, their decrepit navy and outdated army has caused this nation to become no more than a puppet for Dran interests. 

Capital: Seaville

Government: Absolute Monarchy (King Juan de LEON)

Religion: Orthodox Christianity

Navy: Moderate

Army: Moderate

Wealth: Surviving

Nuse Federation (red/green): Mostly a weak, scattered people confined to Alkaen. They possess a few ports but much of their power has been lost to the gain of the Continentian powers. Their activities usually include small-scale fishing and trading, and maintaining good relations with Calonia. They are usually otherwise quite hostile to Continentians, particularly the Holy Empire.

Capital: Alno

Government: Awaiting return of Great Kabbah HAMAD BIN ISA AL KHALIFA

Religion: Islam

Navy: Weak

Army: Weak

Wealth: Surviving

Lef Republic (blue/white): An ally of Altavia and a major supplier of naval stores. It is mostly for these goods that Altavia has made the Lef such a close ally. The Lef also control the west entrance to the Norean Sea, which brings them into conflict often with Bessinia and Nomesia. The Lef have taken an interest in colonization and are currently looking on the northwest coast of Amagash. They also have control of northwest Alkaen. The Lef constantly find themselves competing for the attention of Altavia with Calonia.

Capital: Nakholm

Government: Absolute Monarchy (Queen CHRISTINA OLAFFSON)

Religion: Reformationist Christianity

Navy: Moderate

Army: Moderate

Wealth: Prosperous

Bessinian Federation (blue/red): Although disliking the Lef, the Bessinians know that any conflict with that nation would aggravate Altavian interests and thus cause a naval war the Bessinians could not afford to fight. The Bessinians also do not care for the Calonians, and tend to support the Holy Empire. 

Capital: St. Petersburg

Government: Absolute Monarchy (Tzar PETRUS MOLINSKI)

Religion: Orthodox Christianity

Navy: Weak

Army: Strong

Wealth: Prosperous

Ch’in Imperium (blue): The oldest civilization known, the Ch’in can only watch as their empire crumbles to Continentians. They do possess many of the trade goods demanded in Continentia and so are not poor. The nation lacks a strong navy and a sense of moderation in the emperor. They prefer to trade but conflict with Calonia is frequent and that usually brings the wrath of Altavia and its allies, who also have interest in establishing their presence in the area. 

Capital: Canton

Government: Absolute Monarchy (Emperor QIAN’LONG)

Religion: Buddhism

Navy: Weak

Army: Weak

Wealth: Surviving

The Former Holy Empire States (various): The Holy Empire is a backwards, conservative part of the world with no interest in external affairs. The religious fanaticism also discourages foreign interest. Many of the residents of the Holy Empire live as much the same as they would have 500 years ago, with little prospect for change. They tend to align themselves with the Dran in Continentia. In 1742 the Holy Empire split into 8 different nations and two religions. Now the states are looking to fight one another for dominance and are eager for materials and allies.

Capital: Various
Government: Theocracy ()

Religion: Reformationist and Orthodox Christianity

Navy: Weak

Army: Weak

Wealth: Surviving

Hansia (red/red): A Reformationist nation to the north, bordered by Nomesia and St. Michael. Its protected position allows this nation to focus its efforts on trade with neighbouring Reformationist states and the Lef and Nomesians. Its leaders have little interest in fighting wars over religions or territory.

Capital: Hans
Government: Oligarchy (Fuhrer JACOB HUSTINS)
Religion: Reformationist Christianity

Navy: Weak

Army: Weak

Wealth: Surviving

The Republic of St. Michael (white/blue): The centre of the Reformationist rebellion in the Holy Empire. Other Reformationist states view it as the City of Origin. St. Michael is the most controversial state in the post-rebellion Holy Empire. It is currently suffering from poor governance and slow leadership. Thinier and Millia look to St. Michael for international policy and leadership in the quest to defeat the remaining Orthodox states.

Capital: St. Michael

Government: Theocracy (Chairwoman Victoria DeBrauin-Drake)
Religion: Reformationist Christianity
Navy: Weak
Army: Weak
Wealth: Surviving
The Principality of Millia (red/white): A close ally of Thinier, this former Holy Empire state shares its vision of conquering the Orthodox nations. Millia is the key to east Continentia, since it borders with Nomesia, Dran, Hansia, St. Michael, and Thinier. Millia is landlocked, but currently seeking access to Quiboro Bay via the Salkirk River. 
Capital: Millia

Government: Oligarchy (Baron von LICHTERSHMEIL)
Religion: Reformationist Christianity

Navy: Weak

Army: Weak

Wealth: Surviving

The Thinier Empire (red/grey): Thinier borders Mallatia and the Papal states. As a Reformationist state, it is constantly concerned with its proximity to Orthodox states. Therefore it is the most militant of former Holy Empire states. Its leaders have aggressively pursued alliances with other Reformationist nations and has sought to secure large stockpiles of weaponry. Thinier seeks to emulate the boldness and courage of the St. Michael rebels, and hopes to fight along side other Reformationist states against Orthodoxy and the Pope.

Capital: Metztoul

Government: Absolute Monarchy (King Kleptos Plutarchus)
Religion: Reformationist Christianity

Navy: Weak

Army: Moderate

Wealth: Surviving

The Papal States (white/white): The home of the Orthodox Pope. The Pope is interested in restoring the Holy Empire and is prepared to use a Dran alliance to obtain it.

Capital: Hannover

Government: Theocracy (Pope PINGUIS TERGUM VI)
Religion: Orthodox Christianity

Navy: Weak

Army: Weak

Wealth: Surviving

The Kingdom of Mallatia (white/red): A kingdom allied to the Pope but weary of theocracy. They are more than willing to fight Reformationism but desire Papal reform as well.

Capital: Asti

Government: Limited Democracy (Archon CYRIL KAMATOS)
Religion: Orthodox Christianity

Navy: Weak

Army: Moderate

Wealth: Surviving

The Republic of Nipples (white/green): A strong supporter of the Pope but desirous of sovereignty. The leaders of the Republic of Nipples want peace and trade, and do not support conflict with the Reformationists and a reinstatement of the Holy Empire.
Capital: Bonn

Government: Absolute Monarchy (Basilaeus MYRONUS ECONOMEDES)
Religion: Orthodox Christianity

Navy: Weak

Army: Weak

Wealth: Surviving

The Sile Kingdom (red/white): The proximity of Calonia has made the Sile Kingdom into a crusader state. The leaders openly advocate war against their Islamic neighbours and desire control over the Sile River. They also militantly support Orthodoxy against the Reformationists.

Capital: Nesilia

Government: Dictatorship (Basilaeus FERNANDO LAXONOMES)
Religion: Orthodox Christianity

Navy: Weak

Army: Weak

Wealth: Surviving

The Malak Recief (yellow/yellow): They are mostly traders, uninterested in military ventures or external affairs. They are led by a Grand Vizier, the head of the most influential family which is elected by a House of Elders. This position is currently held by a woman named Heloise Katitagu. Recently the Malak Recief has advanced by obtaining technology and ideas from the West.

Capital: Malak

Government: Eldocracy (Grand Vizier HELOISE KATITAGU)

Religion: Buddhism

Navy: Moderate

Army: Moderate

Wealth: Prosperous 

Lowestown Republic (dragon): Lowestown is a colonial city separated from Altavia. The city is mostly made up of merchants working Alsian trades. With independence achieved in rebellion, they will fiercely defend their freedom. They no doubt resent Altavia and are interested in aligning with other Alsian nations.

Capital: Lowestown

Government: Full Democracy (President RICHARD GIDDEON)

Religion: Reformationist Christianity

Navy: Weak

Army: Weak

Wealth: Moderate

Pirates (pirate): The pirates look forward to sailing into a friendly harbour with a fat merchantman trailing behind. They delight in capturing ships and selling off their goods. They do it partly for the thrill and partly for the profit. As a pirate, you are not under any obligations to governors or even a specific flag. If you tire of this life, there are agents in pirate towns representing the nations who would be happy to give you a Letter of Marquee for a price.

Capital: Blackrock

Government: Anarchy, although disputed between Lord Malron and Qin Zhou

Religion: Bootyism

Navy: Strong

Army: Weak

Wealth: Prosperous

Smugglers: This group exists to provide coveted goods at a fair price, no questions asked. They are, however, a target for most governments since they undercut tax revenues from these goods, or deal in goods which have been banned. For these purposes and reasons, the smugglers prefer the lugger as their ship, since it can conceal goods between decks from annoying inspectors. There are two competing groups of smugglers, led by George Alder of Alderville and Dante Ferrara of Land’s End respectively. They do fight amongst eachother but often combine to wipe out others interested in the business.

Capital: Land’s End and Alderville

Government: Anarchy, although disputed between George Alder and Dante Ferrara

Religion: None

Navy: Weak

Army: Weak

Wealth: Prosperous

Hell (red/red): Hell is actually a geographical location below the earth, and can be accessed from many locations. Those who venture there and do not meet the requirements of evilness will be attacked by hell monkeys, hell hounds, and demons. Those evil enough will be greeted by Satan, who is largely misunderstood as the Prince of Darkness. He is more interested in seeing humanity reach its full potential by inflicting chaos on them. Death (in his very real form) lives in Hell as well.

Capital: Satania

Government: Autarchy (SATAN)

Religion: Evil

Navy: None

Army: Evil/Undead

Wealth: Wealthy

Heaven (white/white): Heaven is not a real location. It is only a concept which exists amongst humans to varying degrees. It is headed by a god named ‘God’ in the Continentian tradition, ‘Allah’ in Calonia and Nuse, and by other names amongst other people. In reality this divine being is named Fubar, and he does intervene amongst humans once and a while. He represents ‘good’ and ‘holy’ (goody-goody). In reality Fubar stands for the status quo, conservatism, and anachronistic ceremony.

Capital: “Cloud #7”

Government: Autarchy (FUBAR, a.k.a. GOD/ALLAH/BUDDHA)

Religion: Good

Navy: None

Army: Holy

Wealth: None    

Languages

Ritalian

Altavian

Dran

Nomesian

Bavish

Castillan

Gyerrs

Lef

Bessinian

Calonian

Ch’in

Sermian

Amagash

Malak

Nuse

Dans

Harkon

Janshu

Gabai

Voodish

Ancients

Alkaen Language Group 1 (Zu, Xogi)
Alkaen Language Group 2 (Hejule)

Alkaen Language Group 3 (Zele, Bex, Narf)

Alsian Savage Dialect

Austrasian Savage Dialect

Orgrikon Language Group 1 (Fako, Machu)

Orgrikon Language Group 2 (Aack, Phlam)

Orgrikon Language Group 3 (Edones, Achlung, Klun-Yo)

Orgrikon Language Group 4 (Bou, Og)

Religions

Religion in the game has its part in political biases, alignment, and effects divine intervention. It is possible to use any religion for good or evil purposes. 

Orthodoxy (God/Fubar: South Holy Empire, Bessinia, Castilla, Dran)

The oldest and most conservative church, headed by the Pope in Bonn. The Orthodox church has had its share of bad reputations, but popes usually rely on crusades against Islam to brighten their image. The Orthodox church rules over the Holy Empire as a theocracy.

Reformationism (God/Fubar: Nomesia, Altavia, Lef, North Holy Empire)

The split-off of the Orthodox church, the Reformationists do not believe in a pope, many of the old superstitions, or indulgences. 

Islam (Allah/Fubar: Nuse, Calonia)

The Orthodox Church’s worst enemy, simply because it is there. This religion has much in common with the Orthodox church however.

Buddhism (Buddha/Fubar: Amagash, Ch’in, Malak)

More a leader in thought than a deity, the great Buddha left behind a simple code of meditation and prayer by which people can live. It is the least forceful and intrusive of all religions.

Deism/Polytheism (Gaia: Savages)

Many savages believe there is a spirit in all things. This proves no comfort to those being slaughtered by monstrosities, and since it is a savage system of thought, is condoned by the civilized. 

Satanism (Satan: Underground Cults)

Satan loves a good following. This religion becomes useful when asking favors from the Prince of Darkness. 

Bootyism (Satan: Pirates)

Pirates, in their lust for booty, often sell their souls to the Devil (sometimes unwittingly). They are therefore categorized as Bootyists. 

Gyerrism (Satan: Gyerrs)

The Gyerrs are a mystical lot, believing in magic and mysterious instruments of fortune.

Aetheism (Gaia: Various)

The belief that there is no deity or system of religion, or a general sense of apathy. 

Divine Intervention and Alignment

If your alignment is good or evil, you can call in a favour from either Fubar or Satan. You can do this three times in your character’s life. If your enemy has a direct alignment, he may call upon his god to return the favour. Satan casts Satan’s Rumble (firebolt), Fubar casts Holy Wrath (lightning). Those who are evil cannot be healed by chaplains. Neutral characters cannot call on either deity although good RPing may lead to Gaia’s intervention.
Selling Your Soul

You can sell your soul to either deity to obtain something. However, this permanently alters your morality by a modifier of +5 for good and -5 for evil. If you have less or more morality in each case the deity will kill you and take what’s theirs. For example, a character who sells their soul to Satan must remain in the -5 to -10 range of morality. If he steps out of that range and into -4 or more, Satan will kill him. If you sell your soul, your character cannot reincarnate. 

Neutral Alignment

By remaining neutral, a character surrenders the ability to call on Satan or Fubar for assistance. However, Gaia (nature, fate) can intervene as a GM device whenever she wants, as often as she wants. Gaia is in charge of the balance of nature and the protection of each race’s future. Although she rarely personifies herself, she can take human form at will. She also balances the Divine World.
Geography

Different geography within a square can alter your movements drastically. Areas with mountains or swamps slow progress to 1 square movement every 2 days. Rivers visible on the map are navigable by class 5-7 ships. Your location has an effect on your encounters as well. If a nation has no presence in the area, encountering their ships is unlikely. Also, in the two northern areas, armadas are scaled differently. Armadas in Continentia and Norea mean encountering a fleet of ships of the line. If those ships belong to an enemy, your ship(s) are automatically sunk. 

Marked Locations

Places marked on maps which are not towns are worth exploring. Caves, beacons, and ruins might yield adventure and treasures. These locations exist for non-linear GM’s prerogative adventures.

Government Rewards

If you eliminate a nation’s presence in an area, you will be awarded 50000 Coins by your patron government. Other rewards include plantations by acres, financial benefits, and titles. 

Titles

A political title makes you prestigious and noble. A naval title can be gained in the service of the navy and determines the class and number of state warships you can command. A religious title is given by the pope when you support the church, and can provide prestige. There are other little titles that can be awarded which do not mean much, and others which have a specific significance which binds you to certain duties. 

	Political
	Naval
	Religious
	Army
	Appointed/Elected

	Duke
	Admiral
	Archbishop
	General
	Magistrate

	Baron
	Vice Admiral
	Bishop
	Major
	Governor

	Count
	Captain
	Deacon
	Sergeant
	Advisor

	Earl
	Commander
	Cleric
	Captain
	Ambassador

	Lord
	Lieutenant
	Pastor/Padre
	Lieutenant
	Legate


Joining the Navy

You may join the professional navy of any state once you have proven yourself competent at sea. By joining the navy, you relinquish much of your freedom and are bound to serve out your assignment doing exactly as the navy commands. You will be assigned a ship and a station and you must obey that station’s commander at all times. Your ship, crew, and supplies will be free, and you can keep 25% of everything you capture as prize money. Naval life is stricter and more rigid, and certainly does not provide opportunity to freely range the oceans. 

Becoming a Privateer

To become a privateer simply ask a governor representing a nation you are not hostile with to do so. They will issue you a Letter of Marquee and the national flag. You will be commanded to seek out and destroy the merchantmen and warships of the enemy as well as to attack pirates. In choosing to only attack pirates, you will become a Pirate Hunter.   

Becoming a Pirate

You become a pirate when you attack any ship without a letter of marquee. This unlicensed robbery is an act of piracy. A letter of marquee will authorize you to attack the enemies of one nation. If you attack a nation which is not on the list of enemies on the letter, it will be considered an act of piracy. Your crew will not consent to piracy without a Pirate Articles. Pirate Articles will be written in individual cases and must outline compensation, terms of leadership, and how to divide the plunder. If you do not uphold the terms of the Articles or do not divide the plunder at the end of a voyage or at the end of a year, your crew will mutiny. Compensation is standard, 100 Coins per crewman. Terms of leadership can be set so that a crew can elect a new captain if the current one is not suitable. Dividing the plunder means distributing a certain percentage of your wealth to the officers and crew, usually around 50%.  

Land Units

In the many towns and vast expanses throughout the world, armies march and elite units execute missions. There are many units that are standard to most armies. Most army units are only available to established states.

See: Administrating Nations
Fighting Capability of Non-Military Units

	Type
	Chance to Hit
	HP
	Notes

	Official
	4
	20
	Political leader of ground forces, equestrian

	Artisan
	4
	10
	Professional class civilian, weapons capable

	General Citizen
	3
	10
	No weapons training


Gangs and Orders

There are various religious, intellectual, and criminal organizations within the world that will either help or hinder those that cross paths with them. Some of these organizations carry on wars between each other in order to further their goals and ‘terf.’ 

Beasts

On land missions you will encounter not only enemy armies and forts, but a variety of vicious beasts looking for a quick meal or a bit of sadistic fun.

See: Bestiary
Rules for Hitting Animals

Large animals can be hit easily. Birds, spiders, snakes, and scorpions are not so easy. There is a -2 chance to hit on birds, snakes, spiders, and scorpions with ranged weapons. There is no penalty for hand to hand weapons, grenades, or blunderbusses. Animals do not have souls, so such attacks are useless against them.

Patagonia and Orgrikon

See: The New World
        The Savage Supply
Return to Table of Contents
Blank Charts

Name

Captain lvl. 1 (20 hp) Age/Lifespan: /

Days Remaining:

Alignment:  ()

Development: str. int., 20 remaining

Experience: 0

Location: 

Skills: None 

Languages: 

Money: # Coins

Items:

Nation Stance:

	Friendly
	Hostile

	
	


Ship

Ship:

HP: /

Movement:

Guns:

Ammunition:  

Cargo (/hold space): # Supplies ( # days)

Upgrades:

Crew

Crew Compliment:

Soldiers:

Officers:

Morale: 3

Weapons Aboard:

Upgrades:

Quests Fulfilled

Name

Captain

Head:

Body:

Right:

Left:

Belt:

Gloves:

Inventory:

Skills:

Spells:

Special:

Other:

Name

Captain

Investments: 0 Coins

Total Labour: 0

Total Food Cost: 0

Total Rent: 0

Yearly Initial Expenditure: 0

Name

Governor  , lvl. 1 (20) Age/Lifespan: /

Development: 10 str. 10 int., 0 remaining

Alignment: ()

Experience: 0

Town:

Skills: 

Personal Money: Coins

Town Money:  Coins

Investments: none

Items: 

Nation Stance:

	Friendly
	Hostile

	
	


Population

Compliment:

Morale:

Crime:

Projects:

Production and Ownership

Acres Allotted:

Acres Used:

Good Types:

Potential Produced:

Total Produced:

Workers:

Corporate:

Government:

Ship

Ship: 

HP: 

Movement: 

Guns: 

Ammunition: 

Cargo (): (days)

Upgrades: 

Crew

Crew Compliment: 

Soldiers: 

Officers: 

Morale: 3

Weapons Aboard: 

Upgrades:
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