Officer Training Guide

Officer Code of Conduct

* Always greet your crew and flag when logging into the game

* Always bid adieu to your flag and crew when logging out of the game

* Always ask for permission to board a ship

* Treat others as how you would want to be treated yourself

* Always listen to your captain and higher level officers

* Promotion - based entirely on the loyalty/commitment and trust level that Senior Officers and Captain feel you have. Ask once, but no more as it gets annoying.

* Should be a committed member who has an interest in helping the flag – via shop management, merch runs, pillaging, etc. 

In The Seven, good conduct and maturity are far more valuable than knowledge and experience, though those are also appreciated. If someone is rude, mean, or unmanagable, please do not invite them to join the crew even if they have leg stats all across the board. The opposite is true as well. If you have jobbed a mate that is hard-working, polite, and intelligent, but has mostly ables, ask them if they would like to join the crew. Knowledge and experience will come, a good personality will not.

Pre-sail discussion for Pillaging

Non-player pirates will have <Brigands> in their description.

Player pirates will have crew info plus flag or <independent> in their description.

Navy ships also have <independent> in their description since they don’t have a flag.

If you didn't see who attacked you or happened to be mouse happy at the moment and are attacking everything green do a /vwho (insert ships's name here)

If you attack a real player and they ask to disengage ALWAYS let them (make sure they are the ones to disengage so it doesn't affect our rating)

If they attack you and you don't want to fight ask to disengage, tell them you're learning or you're by yourself, whatever (one that's worked for me is "I'm by myself, have 4 cannons, 2 rum and no money on board is it really worth your time?"

Radar

Consider color of ships (easiest to hardest)

* Blue – do not attack because of black ship

* Aqua/Teal – easy, but low booty

* Green – even fight

* Yellow – med hard, but better booty

* Orange – hard, be cautious

* Dark orange – very hard

* Red – too hard, do not attack

Consider description of crew (easiest to hardest)

* Sailors

* Mostly harmless

* Scurvy dogs

* Scoundrels

* Blaggards

* Dread Pirates

* Sea Lords

* Imperials

Ordering pirates to station menu option ( remember, bots can’t gun)

Movement tokens are dependent on sailing and bilge.

Hold mouse curser over-top of movement tokens to see how many turns are left.

Autosails box

White bar above ship in sea battle.

Full damage on both ships gives advantage to you in a brigand battle.

Try to be encouraging with your pirates, everyone has to learn to begin with.

/plank

During sea battle, amount of small cannonball shots to full damage for sword fight:

Sloop 6

Cutter 7.5

Merchant Brig 12

War Brig 15

No matter how much you repair the damage taken during sea battle, you will still have the damage handicap for the sword fight.

Never leave a ship out at sea, always bring them to port. Ships left at sea lose what is in the hold.

Always leave borrowed crew ships at inhabited islands, fully restocked or with enough poe in the hold to cover restocking fees.

Whoever takes out a ship is the commanding officer, always obey the commanding officer and never try to take over the ship. Regardless of your rank or theirs.
Advanced navy missions are excellent for practice, free unlimited balls with a gunner and extra swabbie.

When you lose a sea battle brigands take 10% of hold (commodities, not poe) & 20% of booty, PvP take 25% of hold & 50 of booty.

Commands for talking to members of other crews in our flag are /fo for the flag officers.

Feel free to invite non-annoying jobbers to join the crew, ask at the end of pillages if anyone wants to join.

Subscribers should be promoted to pirates from cabin person.

Refer any pirates that have narrow/broad skills in sails, carp, bilge, gunning and sea battle to a fleet or senior officer for officer training.

Training run checklist

Check supplies

* Sloops are usually stocked with 30 fine rum and 70 small cannonballs, unless otherwise posted in the officer bulletin board.

* Don’t take out ships stocked with other commodities.

Chart destination

* Charting can only be done in port or when you’re stopped at league points.

Hire jobbers

* Charting requires either a map or having memmed the route that you want to go

* Leaving the hire jobber box checked will post a hire message on the notice board.

Set sail

Load cannons

* At the beginning of the run the cannons are always empty.

* When soloing on a crew ship, the swabbies won’t be able to gun for you.

Pillage!

Turn about button – Useful to use when trying to let a ship catch you, or if you want to avoid a ship. Note that it will decrease sail speed every time you use it.

Port – You can only port at an island

Divide booty – You must divide booty to pay your jobbers. Not doing so is grounds for OM intervention. If a jobber leaves in the middle of battle or is an all around bad jobber, you can deduct from the amount of payout that person gets. Opposite goes for great jobbers as well.

Restock supplies

* Check the sort by sell price to make it easier to find the best deals.

* Always restock it to the same levels that you took it out in. 

Tips from fellow officers on improving Bnavving skills

* Try pillaging with a limit of only 6cbs if you are on a sloop. It helps teach you to be more conservative and precise when trying to max or damage a bot ship. 

* If you know that you have a chance of hitting the bot ship, shoot them up. Do not worry or stress if your cbs don’t hit anything. 

* Try to position yourself so that you can shoot them but they can’t shoot you

* Always follow your gut instinct – most of the time you’re right when you do

* Observing other seasoned Bnavvers is a good way to improve your skills – see if they move the way you think you would move if you were the one bnavving

* Learning and understanding how wind tokens and whirlpools can work to your advantage – KNOW how a whirlpool will reposition your ship; KNOW that a wind will move your ship up 1 space before initiating your token and etc.

* Don’t hit the rocks – it causes damage to your ships

* Don’t get hit by cannons or run into the ship – it also causes damage to your ships. Avoid when possible. 

* A good Bnavving guide to start with: http://www.wvnothingvw.com/bnav.pdf
