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Introduction 
This book of the Bon Aventure series focuses on ships and sea travel.  Generally 

speaking there are five types of employment for ships: Fishermen, Merchant, Pirate, 
Navy, and Adventurer (Privateer).  A ship might have an owner/Master or owner’s 
representative with a hired Master aboard, or the Master himself is the owner’s 
representative. 

There are seven sections of this book. First the players make their characters (PCs 
Player Characters).  Then they select a ship and fill out a crew with the background 
characters (NPCs Non-Player Characters).  Then next section is for provisioning and 
cargo.  Then theplayers select a destination, the navigator plots a course, and they set sail.  
If they meet hostile ships they must fight to survive using the Combat Section.  The last 
two sections contain ship templates and navigation charts. 

 
Section One 

Character Generation 
 Players must make characters which they wish to portray.  The Character 
Generation section aids the players step by step.  Notate all details on the Ship’s Roster 
template.   
 
Step One. Characteristics: roll 2D6 for Strength, Constitution, Agility, Perception, and 
Character.  Roll separately for height and weight. 
 
Die  Skill DM Height  Weight 
2-3 =   -2  V. Short V. Light 
4-5 =   -1  Short  Light 
6-8 =   0  Medium Medium 
9-10 =   +1  Tall  Heavy 
11-12 =  +2  V. Tall  V. Heavy 
 
Step Two. Roll 2D6 for Endurance and record the number. 
 
Step Three. Roll Social Status 2D6: 
2-5 = A. Peasant  10 = son of baron 
6-7 = B. Skilled  11 = son of Count 
8-9 = C. Privileged  12 = son of marquis 
10-11 = D. Nobleman  (1D6 1-6 tells which son). 
 
Step Four. Occupation: roll or choose (1D6): 
1 = Rogue  A. Crewman   B. Smuggler,  C. Pirate  D. Leader 
2-3 = Sailor A. Crewman   B. Petty Off.  C. Officer  D. Owner 
4 = Fisherman A. Crewman  B Sailor C. Petty Off.  D. Master 
5 = Merchant A. Laborer  B. Clerk C. Manager D. Owner 
6 = Navy A. Crewman  B. Petty Off. C. Officer D. Master 
 



Step Five. Rank and Skills (2D6) 
Social Status A.   B.   C. 
2-3  Deckhand  Gunner  Purser 
4-5  Ordinary Sailor Cooper   Surgeon 
6  Ordinary Sailor Carpenter  Navigator 
7  Able Sailor  Cook/Steward  3rd Mate 
8  Able Sailor  Pilot   2nd Mate 
9-10  Topman  Boatswain  1st Mate 
11-12  Topman  Chief Boatswain Master 
 
Step Six.  Roll 1 die separately for weapon expertise and Hand Preference.  Officers and 
Petty Officers receive a +1 for weapons skill.  Then roll for hand preference: 
 Die Roll Skill  Die Roll Hand 
 1-2 =   0  1 =   Left-handed 
 3-5 =   +1  2-5 =   Right-handed 
 6 =   +2  6 =   Ambidextrous 
 
Step Seven. Weapons: all crewmen on merchants, pirates, and navy have cutlasses.  
Fishermen have any of the weapons listed in their column.  Officers and Petty Officers 
may roll or choose. 
 
Weapons Fisher  Merchant Pirate  Navy  Adventurer 
2  club  dagger  dagger  rapier/dagger rapier/dagger 
3  club  cutlass  cutlass  rapier/dagger rapier/dagger 
4  gaff  cutlass  cutlass  sword  sword/pistol 
5  gaff  rapier  rapier  sword  sword/pistol 
6  harpoon rapier  rapier  rapier  sword 
7  harpoon epee  epee  rapier  rapier 
8  dagger  epee  epee  epee  epee 
9  dagger  pistol  pistol  epee  epee 
10  pistol  pistol  pistol  pistol  pistol 
11  cutlass  arquebus arquebus arquebus arquebus 
12  cutlass  musket  musket  musket  musket 
 
Step Eight. Master roll for type of ship. 
Ship  Fisher  Merchant Pirate  Navy  Adventurer 
1. Shallop 1-2  --  --  --  -- 
2. Cutter 3-4  1  1-2  1-2  -- 
3. Pinnace 5  2  --  --  1-2 
4. Lateen 6  --  3-4  --  -- 
5. Caravell --  3  --  --  2 
6. Chebec --  --  5  3  -- 
7. Galiass --  4  6  --  3 
8. Brig  --  5  --  4  4 
9. Bark  --  6  --  5  5 
10. Galleon --  --  --  6  -- 



Step Nine.  Roll 2D6 for number of skills.  Skills start at level +1.  Each time a specific 
skill is rolled add an additional +1 expertise.  All Officers automatically have Reading 
and Writing and Math skills.  All Petty Officers have Reading and Writing, and Brawling 
skills.  Then roll on the appropriate chart below for specific skills (DMs: if desired, add 
+1 if Character skill is +1; +2 if Character is +2). 
 
Die Crewman  Petty Off.  Officer   Extra Skills 
1 =  Labor   Scribe   Navigation  Swimming 
2 =  Helm   Carpentry  Sailing   Jack o. Trades 
3 =  Rigging  Blacksmith  Weatherman  Sounding 
4 =  Deckman  Cooking  Doctor   Weatherman 
5 =  Sailmaking  Boat   Helm   Boat 
6 =  Boat   Cooper smith  Leader   Brawling 
7 =  Topman  Gunnery  Geography  Helm 
8 =  Leader   Leader   Ship Tactics  Medic 
Crewmen with Leader skill can be crew Chiefs; Petty Officers with Leader skill can be a 
Chief Petty Officer (such as Boatswain). 
 
Skills 
Blacksmith – the ability to make or repair iron items on a ship.  This skill is used rarely because it 
is better to set up a forge on land.  But a ship may carry a blacksmith and tools on an extended 
voyage. 
Boat – the ability to row, sail, and steer a small boat 
Carpentry – the ability to make or repair wooden items on a ship. 
Cooking – can make hot meals for the crew. 
Coopersmith – the ability to build and maintain wooden barrels 
Deckman – (ordinary sailors) the ability to know what ropes to pull or loosen. 
Doctor – the ability to perform medical procedures including surgery. 
Geography – the knowledge of place names and locations as well as geographical features. 
Gunnery – the ability to load fire a gun accurately. 
Helm – the ability to keep a ship on a required course. 
Jack  of all trades – can make repairs in  emergencies; also can assist skilled tradesmen. 
Labor – (deck hands) the ability to perform routine maintenance and cargo handling tasks. 
Leader – this skill is used to lead men; it acts as a DM on attempts to lead or influence men 
(including Recruiting).  It can be used by crewmen to run a crew as a crew chief or for Petty 
Officers to become Chief Boatswain or other Chief Petty Officer.  It is used by Officers to 
influence the moral of the crew in battle and to quell mutinies. 
Medic – the ability to perform rudimentary first aid as well as assist a Surgeon during his work. 
Navigation – the ability to plot a course to a specific destination. 
Rigging – the ability to rig sails and masts properly; includes knowledge of which ropes to adjust 
Sailing – the ability to call out the evolutions of sailing, trimming, reefing, hoisting. 
Sailmaking – the ability to make and repair sails. 
Scribe – the ability to keep the ship’s book (reading writing and math). 
Ship Tactics – this skill is used as a favorable DM during the initiative phase of a battle. 
Swimming – the ability to swim. 
Topman – (able sailors) the ability to climb to the spars and work the sails properly, including 
trimming, reefing, and hoisting. 
Weatherman – can tell when the weather will be foul or fair and take appropriate precautions. 
during the evolution of sailing large ships, and the rigging of pulleys for hoisting or lowering. 



Section Two 
Ships and Crews 

 The Master consults this chart depending on the size and type of ship he is 
assigned to.  Then take a copy of the Ship’s Log Template and write the Ship’s 
characteristics noted below on it. 
 
Ship Types 
Model  Usage Tons Hull Speed Cargo Masts Guns  Crew Pass 
1. Shallop civ/fish 20 H B 6 1 --  5/3 10 
2. Cutter mil/pir 50 G A 10 1 4-6#  10/4 -- 
3. Pinnace merch 75 G E 45 2 2-6#  14/5 -- 
4. Lateen pirate 100 E B 35 2 6-6#  13/6 10 
5. Caravell merch 150 E C 80 2 4-6#  20/12 -- 
6. Chebec  pirate 150 D C 60 2 4-12#  20/10 20 
7. Galiass mil/pir 200 E D 45 3 8-12#  26/12 10 
8. Brig   merch 200 D D 120 3 8-6#  20/10 -- 
    Brig   mil 200 D D 80 3 8-12#  20/10 
9. Bark   merch 400 C F 300 3 12-6#  31/15  -- 
    Bark   mil 400 C F 150 3 8-12#/4-6# 31/20 15 
10. Galleon mil 500 B E 300  3 8-18#/4-12# 38/25 20 
Note: Crew column indicates standard crew/minimum crew required to control the ship. 
 
Crew 

Until now, the only the player characters have been chosen.  Players must decide 
who will be 1st mate, 2nd mate, boatswain, cook, etc., based on their skills  Now check the 
crew chart below and find the row pertaining to your type of ship to see how many 
officers and petty officers are needed on board.  Using this chart as a reference, make 
sure that all responsibilities are delegated.  Every player should have one major and one 
minor character.  Crew positions are described below. 
 
Full and Minimum Crews by Ship Type 
Ship Mas   1st   2nd   Nav   Surg   Boat   Cook   Carp   Coop   Pil   Gnr   Clrk   AS    OS    DH    Total 
Shallop --        --    --      --       --        1/1      --         --        --        --      --      --       2/1    2/1     --      5/3 
Cutter 1/1     1/0  --      --       --        1/0       1/0      --        --        --      --      --       2/1    2/1    2/1   10/4 
Pinnace 1/1     1/0  --      --       --        1/1       1/0      1/0      --        --      --      --      3/1     3/1   3/1    14/5 
Lateen 1/1     1/0  1/0    --       --        1/1       1/1      1/0      1/0     --      --      --      2/1     2/1   2/1    13/6 
Caravell 1/1     1/1  1/0    --       --        1/1       1/1      1/0      1/0     1/0    --      --      4/3     4/3   4/2    20/12 
Galliass 1/1     1/1  1/0    1/0     1/0     1/1       1/1      1/0      1/0     1/0    1/0    --      5/3    5/3   5/2    26/12 
Chebec 1/1     1/1  1/0    1/0     1/0     1/1       1/1      1/0      1/0     1/0    1/0    --      3/2    3/2   3/2    20/10 
Brig 1/1     1/1  1/1    1/0     2/0      1/1      1/1      1/1      1/0     1/0    1/0    1/0    6/3    6/3   6/3    31/15 
Bark 1/1     1/1  1/1    1/1     2/0      1/1      1/1      1/1      1/1     1/0    1/0    1/0    6/4    6/4   6/4    31/20 
Galleon 1/1     1/1  1/1    1/1     2/1      1/1      2/1      1/1      1/1     1/1    1/0    1/0    8/5    8/5   8/5    38/25 
 
Crew Positions 
Officers 
Master – (Mas) commander of the ship. 
1st Mate – (1st) second in command of the ship; stands one of three watches. 
2nd Mate – (2nd) third in command of the ship; also stands watch. 
Navigator – (Nav) plots the ship’s course. 
Surgeon – (Surg) chief medical officer. 



Petty Officers 
Boatswain – (Boat) the lead crewman who keeps the men hopping.  His other task is to 
lower or raise the long boats and operate them as Tillerman. 
Pilot – (Pil) operates the ship’s wheel and keeps to a predetermined course. 
Chief Gunner – (Gnr) oversees care and maintenance of the guns and supervises the gun 
crews during battle. 
Carpenter – (Carp) makes and repairs wooden parts for the ship. 
Cooper – (Coop) maintains the barrels that contain the food and water stores. 
Cook – (Cook) prepares hot meals for the crew. 
Clerk – (Clrk) keeps tack of the ship’s books: how much money and cargo is on board.  
Anyone who has the Scribe skill can be the ship’s clerk. 
Blacksmith – makes and repairs iron parts for the ship.  It is not necessary to have a 
blacksmith on board but it can be handy in emergencies. 
Sailmaker – cares for replacement sails and repairs torn sails.  It is not necessary to have 
a sailmaker on board but it can be handy in emergencies. 
Crewmen 
Able Sailors – topmen who climb to the sails and adjust them as required. 
Ordinary Sailors – work on deck adjusting the ropes that control the sails, and weigh or 
drop the anchor or small boats. 
Deck Hands – do maintenance tasks, swabbing and holystoning the decks, scraping the 
hull, painting, loading and unloading cargo, and manning the pumps. 
 
Hiring Crewmen 

Once the players have been assigned positions the rest of the crew will have to be 
hired non-player characters.  The 1st Mate will hire enough men to fill out the rest of the 
crew.  Roll 1D6 to see how many men apply each day (2D6 for a Chebec and Larger 
sized ship).  Then roll 2D6 on the chart below to see which position they are skilled in.  
Roll up the NPCs quickly; the first skill they receive is/are the one(s) crucial to their job. 
 
2D6   Skills    *1D6   Skills 
2 = Master  Weatherman, sailing, tactics, leader 1 = Gunner  Gunnery 
3 = 1st  Mate  Sailing, leader   2 = Carpenter  Carpentry 
4 = 2nd Mate  Sailing, leader   3 = Cooper  Coopersmith 
5 = Petty Officer* (various)   4 = Cook  Cooking 
6 = Able Sailor  Topman    5 = Blacksmith  Blacksmith 
7 = Deck Hand  Labor    6 = Sailmaker  Sailmaking 
8 = Ordinary Sailor Deckman 
9 = Pilot   Helm 
10 = Boatswain  Boat, hoisting, rigging, leader 
11 = Surgeon  Doctor or medic 
12 = Navigator  Navigation, geography 
 
 



Crew Roster 
Position Name  Str Agil Const End  Per Char Skills     
Master  ___________ __ ____ ____  ___  ___ ____ ________________________ 
        ________________________ 
1st Mate ___________ __ ____ ____  ___  ___ ____ ________________________ 
        ________________________ 
2nd Mate ___________ __ ____ ____  ___  ___ ____ ________________________ 
        ________________________ 
Navigator ___________ __ ____ ____  ___  ___ ____ ________________________ 
        ________________________ 
Surgeon ___________ __ ____ ____  ___  ___ ____ ________________________ 
        ________________________ 
Asst. Surgeon ___________ __ ____ ____  ___  ___ ____ ________________________ 
        ________________________ 
Boatswain ___________ __ ____ ____  ___  ___ ____ ________________________ 
        ________________________ 
Cook  ___________ __ ____ ____  ___  ___ ____ ________________________ 
Carpenter ___________ __ ____ ____  ___  ___ ____ ________________________ 
Cooper  ___________ __ ____ ____  ___  ___ ____ ________________________ 
Pilot  ___________ __ ____ ____  ___  ___ ____ ________________________ 
Gunner ___________ __ ____ ____  ___  ___ ____ ________________________ 
Clerk  ___________ __ ____ ____  ___  ___ ____ ________________________ 
Able Seamen ___________ __ ____ ____  ___  ___ ____ ________________________ 
  ___________ __ ____ ____  ___  ___ ____ ________________________ 
  ___________ __ ____ ____  ___  ___ ____ ________________________ 
  ___________ __ ____ ____  ___  ___ ____ ________________________ 
  ___________ __ ____ ____  ___  ___ ____ ________________________ 
  ___________ __ ____ ____  ___  ___ ____ ________________________ 
  ___________ __ ____ ____  ___  ___ ____ ________________________ 
  ___________ __ ____ ____  ___  ___ ____ ________________________ 
Ordinary Smn ___________ __ ____ ____  ___  ___ ____ ________________________ 
  ___________ __ ____ ____  ___  ___ ____ ________________________ 
  ___________ __ ____ ____  ___  ___ ____ ________________________ 
  ___________ __ ____ ____  ___  ___ ____ ________________________ 
  ___________ __ ____ ____  ___  ___ ____ ________________________ 
  ___________ __ ____ ____  ___  ___ ____ ________________________ 
  ___________ __ ____ ____  ___  ___ ____ ________________________ 
  ___________ __ ____ ____  ___  ___ ____ ________________________ 
Deck Hands ___________ __ ____ ____  ___  ___ ____ ________________________ 
  ___________ __ ____ ____  ___  ___ ____ ________________________ 
  ___________ __ ____ ____  ___  ___ ____ ________________________ 
  ___________ __ ____ ____  ___  ___ ____ ________________________ 
  ___________ __ ____ ____  ___  ___ ____ ________________________ 
  ___________ __ ____ ____  ___  ___ ____ ________________________ 
  ___________ __ ____ ____  ___  ___ ____ ________________________ 
  ___________ __ ____ ____  ___  ___ ____ ________________________



Section Three 
Cargo and Provisioning 

Provisioning 
 Ships require food and drink for the crews.  These must be purchased by the 
Ship’s Clerk before setting sail.  Storage for provisioning uses up cargo space as noted 
below.  The Clerk must keep track of the rations available and inform the Master when 
shortages will occur.  All storage is in barrels, which take up .05 tons of space per each.  
The Cooper’s job is to open/close or tap the barrels as required, as well as perform any 
maintenance and repair.   
 

Meals cost $.15 per crewman & petty officers/day; $.25/officer/day.   
 Storage requires one barrel for 10 crew/week 
Special Meals for Sundays costs $.25/crewman/day; $.35/officer/day 
 Storage requires one barrel for 8 crew/week 
Fresh bread costs $.05/all crew per day (+1 morale) 

Storage requires one barrel of flour for 10 crewmen/week 
Beer costs $.10/crewman and petty officers per day.   
 Storage requires one barrel for 10 crewmen/week. 
Wine for the officers costs $.02/officer/day.   
 Storage requires one barrel for 3 officers for 45 days 
Water costs $.02/all crew/day. 
 Storage requires one barrel per 5 crewmen/week (includes cooking water).  

 
Crew Pay 
 The Ship’s Clerk must pay off the men when a voyage is complete or when a 
month has passed.  Crew pay is in Crowns: 
 Deck hand – 3   Ordinary Sailor – 4 
 Able Sailor – 5  Crew Chief – 6 
 Petty Officer – 6  Chief Boatswain – 8 
 Navigator – 10  Asst. Surgeon – 10 
 Surgeon – 12   2nd Mate – 11 
 1st Mate – 12   Master – 15 
 
 Whenever a ship reaches port after a month from hiring, some of the men will opt 
to leave the crew.  Roll an unmodified 2D6 for each non-player character on board.  
When ever a ‘2’ or ‘3’ is rolled, that character has decided to quit.  If a particular man 
was flogged add a -4 to the die roll, then if the modified result is a 3 or less he quits.  At 
this point new NPCs may be hired to fill out the vacancies using the procedure noted 
above. 
 
Cargo  

Ship’s Masters or Clerks can go to the shipping exchange to see what products are 
available for contract or purchase.  Roll 1D6 to see how many options are available then 
roll again for each option: 1-2 = a merchant wants to buy, 3-4 = a merchant wants to 
contract, 5-6 = a merchant wants to sell.  After finding out all the options the Ship’s 
Master or Clerk can decide which options are best. 



Contract Cargo – Contracted cargo is hauled at the rate of 5 pistoles per ton 
regardless of its value.  Roll 1D10 x the percentage of ship’s cargo capacity to see how 
many tons are available for contract.  Roll 1D8 on the Cargo Type Chart to determine 
what kind of cargo it is.  The number following the cargo name is ignored when 
contracting a load.  Roll 1D10 on the Destination/Origin Chart to find the general area 
and then roll again for the specific port.  The freight is paid when the cargo is loaded, 
which takes 1-3 days. 

Purchasing Cargo – Cargo may be purchased or it may be contracted to deliver to 
a specific destination.  Check the Cargo Type Chart.  When searching for cargo to 
purchase choose the appropriate row corresponding to the current geographical location 
of the ship on the Cargo Type Chart and roll 1D8.  Say, or example, the ship is in 
Northern Europe and Wool is available at 25 pistoles per ton, as listed in the Product 
Value list.  To find out how much of the product is available for purchase, roll 1D10 
times the ship’s cargo capacity.  If for example the ship had 40 tons of cargo space 
available and a 10 is rolled, then 100% (40 tons) of product is available.  At 25 pistoles 
per ton it would cost 1,000 pistoles.    

Selling Cargo – When, for example, the ship arrives at its destination in Africa, 
the ship’s master or clerk needs to find the current value of the product.  The number 
after the item’s name when it was purchased(in this case a 3) indicates the market value 
of the item on the Market Differential Matrix chart, from the source (first vertical 
column) to the Destination (horizontal top row).  Find the correct row for the destination 
of the ship Selling it in selling it in Africa (since no wool is listed there would be a 3 on 
the vertical row and 0 on the horizontal row – at the intersection of which is A.  Looking 
at the Profit Margin Per Ton chart we find that A has a 1D20 +10 profit margin per ton.  
After rolling a 14 on a D20 and adding ten we find a massive profit of 24 Pistoles per ton.  
Adding 25 (the cost) and 24 pistoles (the profit) we have a sales price of 49 pistoles per 
ton which comes to 1960 pistoles.  So, in this case, the ship made a 960 pistole profit 
from the sale. 
 
Trade 
1, Roll 1D6 for number of prospects.  Market Differential Matrix 
2. Roll 1D6 to determine what they want.  Destination 
 1-2 = buy    Source  0 1 2 3 

3-4 = contract     0 D E F G 
5-6 = sell     1 C D E F 

3. Roll percent of ship’s hold is available.  2 B C D E 
4. Roll on the Type Chart    3 A B C D 
 
Profit Margin per Ton  Product Value (Pistoles per ton) 
Class Profit (Pistoles/ton)  Fish 5  Corn 15  Cloth 30 
G -  no profit    Grain 5  Sponge 10 Tin 15 
F -  1D20 – 15   Lumber 5 Furs 35  Iron 35 
E -  1D20 – 10   Ivory 45  Carpet 50 Bronze 30 
D -  1D20 – 5   Pepper 40 Stock 20  Silk 50 
C -  1D20    Tar 10  Beer 15  Coal 15 
B -  1D20 + 5   Coffee 15 Wool 25  Rum 20 
A -  1D20 +10   Tea 15  Wine 20  Bananas 10 
     Cocoa 25 Mahogany 30 Crystalware 50 
     Rum 20  Tools 30  Cotton 5 
Cargo Type 



 
Location 1 2 3 4 5 6 7 8  
N.Europe lumber2 cloth2 wool3 stock3 beer3 cheese2 crystal1  tin1 
Britain  tools1 grain2 cloth3 wool1 iron3 coal3 coal2 beer1 
France  grain3 cloth3 stock3 wine3 iron3 wine2  crystal1 perfume1 
Spain/Portugal wool2 grain3 cloth2 stock2 wine3 carpet1 iron2 pepper1 
Mediterranean carpet1 grain2 cloth2 sponge3 bronze1 tin3 tea2 silk1 
Africa  furs1 tar2 cloth1 lumber2 pepper3 lumber3 ivory1 bronze2 
America fish2 tar3 corn2 lumber3 furs3 cotton1 cotton2 furs1 
Islands  fish2 grain1 wool2 fruit3  coral1 sponge2 fruit2 spong3 
Spanish Main rum1 sugar3 coffee2 lumber2 lumber1 cacao2  cotton2  bananas1 
British Isles fish1 grain1 wool2 stock1 wool1 stock2 wool3 stock3 

 
Section Four 

Sailing 
Navigation – To find your destination, roll 1D10 for the general location and 

another die for the specific port.   Next, the navigator will chart the best course to the 
destination.  Distance is measured in days.  Using the Navigation Charts he notes down 
the course to the nearest nexus point, for example 6 days W (west), more easily written as 
6D W.  Then he finds the nexus nearest the destination port and notes the days and 
direction.  Some destinations may involve several nexus points.  Finally he finds the 
distance and course from the nexus to the final destination.  The voyage distance is 
measured in days but this actually depends on luck and the wind. 
 Sample voyage from Havana to Crete: 3 days NE to Cuba Nexus, 11 days NE to 
Bermuda Nexus, 12 days E and 12 days NE to Azores Nexus, 12 days SE to Gibraltar Nexus, 14 
days E to Sardinia Nexus, 4 days SE and 4 days E to Crete (72 days, or 10.28 weeks, or 10 weeks 
and two days).  The players must make 11 Voyage die rolls.  Ships must replenish supplies every 
30 days; first stop in the Azores, then Sardinia, and on to Crete. 
 Sample voyage from Le Havre to Martinique: 2 days N, 6 days SW to Brest Nexus, 11 
days S to Gibraltar Nexus, 7 days SW to Canary Nexus, 28 days SW to Martinique. 
 Politics – in these turbulent times, a nation was always at war with somebody.  
Roll the nation who is the current antagonist.  A merchant man must always keep abreast 
of the latest political developments.  If your present destination is liable to fail because of 
this development, choose or roll another destination.   

Sailing – now you are ready to sail.  Roll 6+ for each maneuver once very day.  
When crossing the ocean roll only once per week or part of a week.  Add the appropriate 
skill DM to each die roll.  Consequences of failed die rolls are notated in parenthesis.  If a 
modified die roll of 10+ is achieved a bonus is gained (also listed in parenthesis). 

Ship Speed – Check the ship’s movement chart versus wind direction to see how 
fast the ship is can travel.  This speed is modified by successful or fail die rolls in Sailing 
(above). 

Sample Voyage from Brest, France to Vigo, Spain: navigation charts indicate a voyage of 3D 
W, and 6D S.   

Day 1: course W; wind W-1, progress 1 day, encounters 6 men sick from food.   
Day 2: course W, wind SW-0 (becalmed), progress 0 days.   
Day 3: course W, wind W-0 (becalmed), progress 0 days. 
Day 4: course W, wind W-2, progress 2 days, encounters some food loss. 
Day 5: course S, wind S-3, progress 2 days. 
Day 6: course S, wind E-2 progress -1 day (blown off course). 
Day 7: course S, wind E-1, progress 1. 
Day 8: course S, wind S-3, progress 4, encounters pirate ship sighted but made it into port. 



Leaving Port (1st day): 
Master chooses a destination. 
Navigator plots a course using Navigation Charts. 
Weigh anchor - ordinary seamen (missed the tide/lose one day; leave early/gain one day.  
Master checks weather, roll original wind direction and strength. 
1st Mate or 2nd Mate makes a sailing roll to leave harbor (a harbor pilot must come on 
board to pilot the ship - lose one day; gain 1 day). 
Topmen trim sails (loss of speed – lose 1 day; gain 1 day). 
Ordinary seamen trim the rigging (loss of speed – lose 1 day; gain 1 day). 
 
Every Day at Sea: 
Master checks weather; rolls wind direction and strength. 
Navigator checks course (off course – lose 1 day; gain one day). 
Pilot makes adjustments (off course – lose one day; gain one day). 
1st Mate or 2nd Mate makes sailing roll (lose one day; gain one day). 
Topmen trim sails (lose one day; gain one day). 
Ordinary seamen trim the ropes (loss of speed; gain one day). 
The Boatswain must make a Leader skill roll to control the crew. 
Cook makes cooking roll (men sick; morale +1). 
Cooper makes a coopering roll (food spoilage/lose one barrel; find one more barrel). 
Lookout makes a perception roll (see nothing; a ship is sighted). 
 
Entering Port (last day): 
Master checks weather, roll original wind direction and strength. 
1st Mate or 2nd Mate makes a sailing roll to enter harbor (a harbor pilot must come on 
board to pilot the ship - lose one day; gain 1 day). 
Drop anchor - ordinary seamen (ship drifts – roll again; no problem).  
Topmen furl sails (ship drifts; no problem) 
 
Wind 
Wind direction indicates the direction the wind coming from. 
Original Wind Direction (1D8) Wind Direction Shifts Wind Strength 
1-N   2-NE   Roll Daily:   Roll Daily: 
3-NW   4-E   2-3 = 2 shifts clockwise 2-3 = 0 (becalmed) 
5-W   6-SE   4-5 = 1 shift clockwise 4-5 = 1 
7-SW   8-S   6-8 = no change  6-8 = 2 

9-10 = 1 shift counter  9-10 = 3 
11-12 = 2 shifts counter 11 = squall 

12 = gale 
 
Direction of Wind Versus Ship’s Course (Direction of wind towards top of page) 
  Headwind           Wind 
 Tacking Tacking   ^ 
Crosswind   Crosswind  | 
 Diagonal Diagonal   | 
  Downwind    | 



 
Ship Movement 

Speed Class Downwind Diagonal Crosswind Tacking 
A  4  4  4  2 
B  2  3  2  1 
C  3  3  2  1 
D  3  2  2  1 
E  3  2  1  1 
F  3  2  3  1 
Note: numbers indicate the number of inches a ship will move on the game board 

per turn. 
 
Storms 
 When a storm approaches the topmen have one chance to reef the sails (6+ on 2D6; add 
topman skill).  If they are successful the ship has a chance to survive.  If not, they have one 
chance during the storm to try again (9+ on 2D6; add topman skill).  If they fail again one of the 
able sailors is lost overboard. And the ship is out of control.  If they succeed the 1st or 2nd Mate 
must make a sailing roll (6+ on 2D6; add sailing skill), to turn the ship to head downwind from 
the storm. 
 Storm damage – the ship’s 1st or 2nd Mate must make a sailing roll during the storm.  Roll 
2D6 and subtract sailing skill DM and add the storm strength.  If a leak occurs the crew will have 
to deal with it (see the damage section).  If hits occur on the sails and rigging make damage die 
rolls on the Damage Chart.  If the deck is washed all crewmen on the decks will have to make a 
savings roll or be washed overboard.  If the ship capsizes make savings rolls on the crew.  Then 
make lookout rolls every day to see if a ship comes by.  The character will die after a number of 
days equaling the character’s endurance. 

Off Course – Storms will blow ships off course a number of days equal to their strength, 
in the direction of the wind.  Pray that the wind will not blow the ship onto the coastline. 
 
Storm Strength  Storm Damage (subtract sailing skill; add storm strength) 
Die Squall Gale  Die  Result 
1-3 =  2 4  2-8 =   OK 
4-5 =  3 5  9 =   leak 
6 =  4 6  10 =   sails and rigging 
    11 =   deck washed 
    12 =   ship capsizes or run aground 
Ship Encounters 
Type   Fishing: 1-2 = shallop Pirate 1-2 = lateen 
1-2 = Fishing    3-4 = pinnace  3-4 = caravell 
3-4 = Merchant    5 = cutter  5 = chebec 
5 = Navy    6 = lateen  6 = brigantine 
6 = Pirate  Merchant: 1-2 = pinnace Navy 1-2 = cutter 
     3 = lateen  3 = brigantine 
     4 = caravell  4 = sm. galleass 
     5 = brig   5 = galleon 
     6 = bark  6 = flagship 
Nationality 
2 = Irish  5 = Portuguese  8 = French  11 = Greek 
3 = African  6 = Spanish  9 = Italian  12 = African 
4 = Dutch  7 = English  10 = Scandinavian 



Problem Encounters 
 Problem encounters can be sickness, food spoilage, fire, or problems with the crew. 
 
Cook Sickness – roll Constitution for each man. 
 2-4 = dead 
 5-9 = sick (can’t work) 
 9+ = OK 
 Every day roll again for each of the sick; medic +1; surgeon +2 
 
Cooper Food Spoilage – one barrel is rotten and can’t be eaten or drunk. 
 
Boatswain Crew Problems – roll Boatsman’s Leader skill to determine the extent of the problem. 
 2-4 = mutiny by the lower crewmembers. 
 5-6 = two men of the lower crewmembers get in a brawl. 

7-8 = one man must be flogged (dice randomly among the lower crewmembers). 
 9+ = OK 
 
Nautical Terms 
Helm a’lee – turn helm toward the wind direction 
Bring by the lee – turn helm across the wind when tacking (ship may chappell if not done 
properly)  
Chappelling – head to wind loss of rudder bite; loss of control of ship 
Hard a’lee – turn rudder windward to vessel into the wind 
Right helm – bring amidships 
Stand on – continue course 
Try back – veer or change direction slightly 
Broach to – fall into a wave trough broadside 
Fall off – bow deflected by wind 
Gripe – crosswind, slide into wind 
Yaw – slither back and forth 
Sheer – deviate from wind or helm 
Weather helm – rudder to lee to hold a steady course 
Pitch – head down 
Heel – lean away from the wind, sees, or a cargo shift 
A’hull – riding heavy seas without sails 
Heave to – stop by pulling into wind 
Beat – a series of tacks to gain to windward 
Brace to – wind partly striking from of sail 
Pay off – head falls away from the wind 
Close hauled – losing to leeward 
Reefed – sails gathered in but still catching the wind 
Fureld – sail tied, no wind catching it 
Sheet home – haul on sheets until drawing fully, no slack 



Destination/Origin 
 
1 Northern Europe  4. France   7. America 
1. Rotterdam (Neth)  1. St. Malo (Fr)   1. Greenland (Den) 
2. Stockholm (Sw)  2. Le Havre (Fr)  2. Newfoundland (Eng) 
3. Gdansk (Independent/Polish) 3. Marseille (Fr)  3. Louisbourg (Fr) 
4. Hamburg (Independent/Ger) 4. Brest  (Fr)   4. Quebec (Fr) 
5. Reykajavik (Den)  5. Bordeaux (Fr)  5. Gaspe (Fr) 
6. Den Hague (Neth)  6. Lorient (Fr)   6. Boston (Br) 
7. Antwerp (Bel)  7. Calais (Fr)   7. St. Augustine (Sp) 
8. Amsterdam (Neth)  8. Cherbourg (Fr)  8. New Amsterdam (Neth) 
9. Copenhagen  (Den)  9. Nantes (Fr)   9. Jamestown (Eng) 
10. Oslo (Sw)   10. Monaco (Fr)  10. New Orleans (Fr) 
         
2. Britain   5. British Isles/Ireland  8. Africa 
1. London (Br)   1. Belfast (Ire)   1. Tangier  
2. Bristol (Br)   2. Shannon (Ire)   2. Algiers 
3. Plymouth (Br)  3. Londonderry (Br)  3. Tripoli 
4. Dover (Br)   4. Dublin (Br)   4. Benghazi 
5. Glasgow (Br)   5. Hebrides Br)   5. Alexandria (Egypt) 
6. Edinburgh (Br)  6. Cork (Ire)   6. Casa Blanca (Por) 
7. Liverpool (Br)  7. Ilse of Wight (Br)  7. Villa Cisneros (Por) 
8. Newcastle (Br)  8. Isle of Man (Br)  8. Mogadar 
9. Southampton (Br)  9. Orkney (Br)   9. Sierra Leone 
10. Cardiff (Br)   10. Shetlands (Br)  10. Dakar 
         
3. Spain/Portugal  6. Mediterranean  9. Islands 
1. Oporto (Por)   1. Tirana   1. Bermuda (Br) 
2. Cadiz (Sp)   2. Athens (Gr)   2. Faeroe Isles (Br) 
3. Santander (Sp)  3. Damascus   3. Crete (Venice) 
4. Valencia (Sp)   4. Rome  (It)   4. Sardinia (Sp) 
5. Cordoba (Sp)   5. Naples (It)   5. Cyprus (Tur) 
6. La Coruna (Sp)  6. Genoa (Genoa)  6. Azores (Sp) 
7. Lisbon (Por)   7. Venice (Venice)  7. Capre Verde (Por) 
8. Andorra (Sp)   8. Trieste   8. Malta (Tur) 
9. Vigo (Sp)   9. Tunis (Fr)   9. Madierra Isles (Sp) 
10. Balaeric Isles (Sp)  10. Constantinople (Tur) 10. Canary Isles (Sp) 
         
10. Spanish Main   
1. Port au Prince (Sp) 
2. Havana (Sp) 
3. Port au Spain (Sp) 
4. San Juan (Sp) 
5. San Domingo  (Sp) 
6. Martinique (Sp) 
7. Veracruz (Sp) 
8. Nombre de Dios (Sp) 
9. Santa Marta (Sp) 
10. Borburata (Sp) 



Ship’s Log 
Ship Name:__________________________ Master:______________________ 
Ship Type:____________ Tonnage:___________ Hull:___________ 
Cargo Capacity:________ Guns:______________ Masts:__________ 
Speed: Downwind:_______ Diagonal:_______ Crosswind:_______ Tacking_______ 
Crew: Off:______PO:______Crew:___________ Passengers/Troops_______________ 
 
Weekly Log: 
Day# Course Wind Progress Encounters  Cargo in: Cargo Out: Money 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 



Weekly Log: 
Day# Course Wind Progress Encounters  Cargo in: Cargo Out: Money 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______ 
_____ _____ _____ __________ ________________ _______   _______ ______



Section Five 
Ship Combat 

Sighting 
 When a ship sights another roll direction in which they are sighted using the Original 
Wind Direction Chart.  When rolling use the sighting ship as in the ‘north’ position (regardless of 
actual direction), then roll for the sighted ship’s directional relationship to the first ship.  This will 
place the second ship in relationship to the first as well as to the wind.  Ships that are upwind will 
have a better chance to catch other ships.  Now roll 1D6 for distance between the two ships (add 
the lookout’s perception skill): 1-2 = proximity, 3 = outer, 4 = far, 5= very far, 6 = horizon. 
 
Closing 
 Ships that are attempting to close with another must make a 2D6 sailing roll (Master’s 
skill) versus a similar roll by the other ship.  Add the ship’s movement number in relation to the 
wind as a DM to this die roll.  Masters may change course to gain some advantage by stating the 
fact.  The ship that wins the die roll moves one range further or away from the other, whichever is 
desired.  Equal results mean the distance stays the same.  Ships that go beyond the horizon are no 
longer a threat.  When two ships are in proximity range they are now in ‘Far’ combat range.  
Continue using the opposing die rolls to determine if the ships come closer or move out of range.  
Ships can potentially move into medium, close, and contact range.  Once contact range is reached 
one ship or the other can use grappling hooks to bring the ships together.  At this point hand to 
hand combat can begin.  The winning Master now has control of both ships.  If he doesn’t have 
the minimum number of men to sail the other ship he may two it at half movement (round down). 
 
Initiative 
 When opposing ships reach the proximity range each ship Master must roll initiative on 
2D6 adding their Ship’s Tactics skill.  The highest die roll gets the first turn.  Ties roll again.  
Make this roll each round. 
 
Guns 
 Guns come in three sizes: 6 pound, 12 pound, and 18 pound.  The larger size cannons do 
more damage to hull and decks: six pound guns cause one hit, twelve pound guns cause two, and 
eighteen pound guns cause three hits.  Roll separately on the specific Location Column for each 
hit.  However, here is no additional effect on sails and rigging; regardless of size only one hit is 
scored.   

Guns shooting chains do double damage on the sails and rigging and decks (except on 
guns).  When a hit is scored mark two hits instead of one. 

Guns shooting canister have no effect on anything except personnel. 
 
Guns Bearing 
 Each combat round the Master that has initiative makes a 2D6 Sailing skill roll.    On 
results of 8+ the Master has maneuvered his ship so that his guns can fire at the opponent.  
Otherwise he must try again on the next round.  On die rolls of 12+ the Master has ‘crossed the 
T.’  This is when a ship fires upon the front or rear of another ship doing double damage; double 
the number of hits for each gun on the areas rolled.   
 
Canon Combat 

Ships use their cannons to fight at sea once they are in proximity range.  To fire a cannon 
check the range, the ship’s number of guns, and roll 2D6 on the gunnery hit chart.  Add the Chief 
Gunner’s skill to the die roll.  The result references the number of hits that occur on the opposing 
ship.  Roll 1D6 to see which area of the ship is hit (1-2 = sails and rigging, 3-4 = deck, and 5-6 = 
hull).  Then roll for results on that that area.  Six pound canons roll once on the area column; 



twelve pounders roll twice, and eighteen pounders roll three times.  If gunning for a specific area 
(sails and rigging, deck, or hull) add a -2 DM to the die roll (still adding the Chief Gunner’s skill).  
All hits scored automatically hit the desired area.  If the ship has two sizes of guns, roll separately 
for each size.  Each gun must have three crewmen operating it. 
 
Ship Damage 
 Ships take damage when hit by canon fire.  Notate the damage in the proper locations on 
the Ship’s Template. 
 
Sails and Rigging 
 Mast – one mast is destroyed and the sail no longer functions.  Dice randomly which 
mast is hit.  A ship with only one mast is reduced to zero speed.  Ships with two masts are 
reduced to half speed (round up).  Ships with three masts reduced by one third (round up).  Those 
that lose all masts have no speed. 
 Spar – one spar that supported a sail is broken and the sail no longer functions.  Dice 
randomly which one is hit.  Same consequences as above. 
 Sail – sails can only take two hits before they are destroyed.  Dice randomly which one is 
hit.  Same consequences as above. 
 Rigging – a sail’s rigging can only take two hits before it is destroyed.  Dice randomly 
which rigging is hit.  Same consequences as above. 
 Crow – one crow’s nest is hit.  Dice randomly to determine which one is hit.  No damage 
to the sails or masts occurs but make a crew saving roll if anyone is posted there. 
 Flag – the flag is hit and is destroyed or falls to the deck.  A ship without a flag has a -1 
to it’s morale. 
 
Decks 
 Wheel – the wheel that controls the steering has been destroyed and the ship now moves 
in random directions.  Each combat round, roll on the Direction Chart above to determine which 
direction the ship takes.  Ships that move into the wind (head on or front quarter) will potentially 
have a mast break and the ship will not move this turn.  Make a saving roll for the pilot.  Wheels 
can also be damaged during storms. 
 Main Deck – make saving rolls for all personnel on the main deck.  Also make saving 
rolls for all longboats on the main deck.  Longboats that are hit are destroyed.  The decks can also 
be washed during storms.  Make a saving roll for each man on board. 
 Gun – one gun is destroyed.  Dice randomly which one.  Make saving rolls for all crew 
serving that gun. 
 Quarterdeck - make saving rolls for all personnel on that deck.  If the ship has no 
quarterdeck the main deck is hit.  The decks can also be washed during storms.  Make a saving 
roll for each man on board. 
 Fore Deck – make saving rolls for all personnel on the main deck.  If the ship has no 
foredeck the main deck is hit.  The decks can also be washed during storms.  Make a saving roll 
for each man on board. 
 Compass – the ship’s compass is destroyed.  The Master can still control the ship but 
Navigation rolls must be made without any skill DM added. 
 
Hull 
 Waterline – the ship is hit on the waterline and begins to take on water.  If the waterline is 
hit to the point of the ship’s capacity, it begins to sink.  It will go down in 2D6 rounds.  In a storm 
the hull is damaged by leaks which can be repaired.  
 Officer’s Cabins – make saving rolls for any officers or passengers in that location. 



 Galley – the galley is wrecked.  If the cook’s fire has not been put out the ship now 
catches fire. 
 Crew Deck – the crew deck is hit.  Any personnel in that location must make saving rolls.  
During storms the crew deck can be washed by high waves.  There is no real damage. 
 Hold – the ship’s cargo hold is hit and a portion of the cargo is destroyed (10 tons per 
hit).  Keep track of the number of hits on the Ship Template.  Dice randomly after the battle to 
determine what kind of cargo was destroyed.  During storms this will mean that a hull leak has 
occurred. 
 Rudder – the ships rudder has been destroyed and the Master no longer has control of the 
ship as in wheel hits above. 
 
Crew Saving Rolls 
 All crewmen, troops, or passengers in a hit location must make saving rolls to determine 
if they have been hit by canon fire.  Roll 1D6: Shot: 3+, Chain: 4+, shell/canister 5+; deck awash 
2+, ship sinks or capsizes 6+.  If the roll is failed a hit has occurred. Then roll location.  The 
location hit is destroyed (head, body, arm, leg). 
 Surgeon – crewmen attended to by a surgeon receive a +2 benefit to recover, +1 if only a 
medic is there (do not compound DMs). 
 
Damage Repair 
 Damaged items on ships must be repaired in order for the ship to function fully.  Use the 
Ship Damage list for reference.  Roll on the Hit Location Chart as indicated. 
 Mast – jury rigging a mast requires that a spare spar is on board roll 4+ on 1D6 to 
determine if a spare is available.  If one is found it can be installed on a 2D6 Carpenter skill roll 
of 8+.  Jury-rigging takes 1D6 x .5 hours.  A Jerry-rigged mast will only give ½ of the sail’s 
normal bonus (round up).  Replacing a mast can only be done in port.  It takes 1D6 days and a 
Carpenter skill roll must be made or a day is lost.  Masts cost 10 pistoles. 
 Spar – roll 4+ on 1D6 to determine if a spare is available.  If one is found it can be 
installed on a 2D6 Carpenter skill roll of 8+.  Jury-rigging takes 1D6 x .5 hours.   
 Sail – roll 4+ on 1D6 to determine if a spare sail is available.  If not, sails can be repaired 
on a sailmaker skill roll of 8+ on 2D6.  Repairs cost one day.  New sails can be installed in 1D6 x 
.5 hours using Sailmaker or Jury-rigging skill roll.  Failure means an hour is lost. 
 Rigging – ships always carry extra rope.  Rigging can be installed in 1D6 x .5  hours on a 
2D6 Rigging roll of 8+.  Failure means an hour is lost. 
 Crow – A crow’s nest can be rebuilt by making a 2D6 Carpenter skill roll of 8+.  It takes 
1D6 hours to rebuild.  Failure mans an hour is lost. 
 Flag – the flag can be reinstalled by a 2D6 jerry-rigging skill roll of 8+.  It takes 1D6+2 
rounds to accomplish.  Replacing the flag’s lanyard and installing a new flag takes one hour using 
a new rope. 
 
Decks 
 Wheel – a damaged wheel can be rebuilt by making a 2D6 Carpenter skill roll of 8+.  It 
takes 1D6 hours to rebuild.  Failure mans an hour is lost.   
 Main Deck – make saving rolls for all personnel on the main deck.  Also make saving 
rolls for all longboats on the main deck.  Longboats that are hit are destroyed. 
 Gun – one gun is destroyed.  Dice randomly which one.  Make saving rolls for all crew 
serving that gun. 
 Quarterdeck - make saving rolls for all personnel on that deck.  If the ship has no 
quarterdeck the main deck is hit. 
 Fore Deck – make saving rolls for all personnel on the main deck.  If the ship has no 
foredeck the main deck is hit. 



 Compass – the ship’s compass is destroyed.  The Master can still control the ship but 
Navigation rolls must be made without any skill DM added. 
 
Hull 
 Waterline – Cannon hits can be temporarily repaired on a 2D6 jerry-rigging or Carpentry 
roll of 8+.  It takes 2D6 rounds to repair; failure indicates a round is lost.  Leaks caused by storms 
can be repaired by a 2D6 Carpenter roll of 8+.  Repairs take 1D6 rounds; failure means a round is 
lost.  Two leaks equal one Waterline hit.  Whenever a leak of any type occurs two men, 
preferably deck hands, must be sent to man the pumps.  This will take them away from other 
duties. 
 Officer’s Cabins – Cabins can be repaired on a 2D6 Carpentry roll of 8+.  Repairs take 
1D6 days; failure indicates a day has been lost.  During storms the cabins can be washed by 
seawater.  No real damage occurs except for fragile items. 
 Galley – the galley can be repaired on separate Carpentry and Blacksmith 2D6 die rolls 
of 8+.  The kitchen can be repaired in 1D6 days; failure indicates a days is lost. 
 Crew Deck – Crew deck hits can be repaired by a 2D6 Carpenter roll of 8+.  Repairs take 
1D6 days; failure means a day is lost.   
 Hold – the ship’s cargo hold is hit and a portion of the cargo is destroyed (10 tons per 
hit).  Keep track of the number of hits on the Ship Template.  Dice randomly after the battle to 
determine what kind of cargo was destroyed. 
 Rudder – a damaged rudder can be rebuilt by making a 2D6 Carpenter skill roll of 8+.  It 
takes 1D6 days to rebuild.  Failure mans a day is lost.   
 
 
  



Gunnery Hit Chart (2D6 + gunnery skill) 
# Guns Range 2 3 4 5 6 7 8 9 10 11  
1 short -- 1 1 1 1 1 1 1 1 1 
1 med -- -- -- 1 1 1 1 1 1 1 
1 far -- -- -- -- -- 1 1 1 1 1 
2 short -- 1 1 2 2 2 2 2 2 2 
2 med -- -- -- 1 1 2 2 2 2 2 
2 far -- -- -- -- 1 1 2 2 2 2 
3 short -- 1 1 2 2 3 3 3 3 3 
3 med -- -- -- 1 1 2 2 3 3 3 
3 far -- -- -- -- 1 1 2 2 3 3 
4 short 1 1 2 2 3 3 4 4 4 4 
4 med -- -- 1 1 2 2 3 3 4 4 
4 far -- -- -- 1 1 2 2 3 3 4 
5 short 1 2 2 3 3 4 5 5 5 5 
5 med -- -- 1 2 3 4 4 5 5 5 
5 far -- -- -- 1 2 2 3 4 5 5 
6 short 2 3 4 5 6 6 6 6 6 6 
6 med -- 1 2 3 4 5 6 6 6 6 
6 far -- -- 1 2 3 4 5 6 6 6 
7 short 2 3 4 5 6 7 7 7 7 7 
7 med -- 1 2 3 4 5 6 7 7 7 
7 far -- -- -- 1 2 3 4 5 6 7 
8 short 2 3 4 5 6 7 8 8 8 8 
8 med -- 1 2 3 4 5 6 7 8 8 
8 far -- -- 1 2 3 4 5 6 7 8 
Note: 6# guns do one hit damage; 12# guns cause two hits; 18# cause three.  Targeting a 
specific area -2. 
 
Hit Location Chart 

Area 1-2   3-4   5-6 
Location Sails/Rigging  Decks   Hull   
1 =   mast***  wheel*   waterline**** 
2 =   spar***  main deck*  officer’s cabins 
3 =   sail***   gun*   galley 
4 =   rigging***  quarter deck*  crew deck 
5 =   crow*   fore deck*  hold** 
6 =   flag   compass  rudder***** 
Note: Roll once for each gun that hits; roll twice in the same area for 12# guns and three 
times for 18# guns.  
*check for casualties.   
**Cargo damage 10 tons per hit.  
*** Speed slowed by one point per hit.  
****taking on water.  
*****steering lost. 



Section Six 
Ship Templates 

 
Ship #1 Shallop 

 
 

Hits: 
 
Sails and Rigging: 
 Main Sail: ______    ______ 
 
 Main Mast: ______  
 
 Main Spar: ______  
 
 Main Rigging: ______    ______ 
 
 Main Crow: ______ 
 
 Flag:  ______ 
 
Decks: 
 Wheel:  ______ 
 
 Compass: ______ 
 
Hull: 
 Waterline: ______ 
 
 Cabins: ______  Galley: ______ 
 
 Rudder: ______ 
 

              Hold: ______   Leaks: ______



 
Ship #2 Cutter 

 
Hits: 
 
Sails and Rigging: 
 Fore Sail: ______    ______ 
 
 Fore Mast: ______ 
 
 Fore Spar: ______ 
 
 Fore Rigging: ______    ______ 
  
 Main Sail: ______    ______ 
 
 Main Mast: ______ 
 
 Main Spar: ______ 
 
 Main Rigging: ______    ______ 
 
 Main Crow: ______ 
 
 Flag:  ______ 
 

 
 
Decks: 

Wheel:  ______   Compass: ______ 
  

Gun #1: ______   Gun #2: ______ 
 

Gun #3: ______   Gun #4: ______ 
 
Hull: 
 Waterline: ______    ______  Officer Cabins: ______  
 
 Galley:  ______   Crew Cabin: ______ 
 
 Rudder: ______ Hold/Cargo: ______ Leaks: ______ 

 
Personnel: 
 Officers ______   Petty Officers ______ 
 

Crew  ______    



Ship #3 Pinnace 
 

Hits: 
 
Sails and Rigging: 
 Main Sail (2): ______  
 
 Main Mast:______  
 
 Main Spar: ______ 
 
 Main Crow:______ 
 
 Flag: ______ 
 
 Main Rigging (2): ______  
 
 Mizzen Sail (2): ______ 
 
 Mizzen Mast: ______ 
 
 Mizzen Spar: ______ 
 
 Mizzen Rigging (2): _____ 
 
 
 

 
Decks: 
 Wheel: ______  Compass: ______ 
 
 Gun #1: ______  Gun #2: ______  
 
Hull: 
 Waterline (2): ______     Officer Cabins: ______  
 
 Galley:  ______ Crew Cabin: ______ 
 
 Rudder: ______ Hold/Cargo: ______ Leaks (2): ______ 
 
Personnel: 
 Officers ______   Petty Officers ______ 
 

Crew  ______ 



Ship #4 Lateen 
 

Hits: 
 
Sails and Rigging: 
Fore Sail (2): ______  
 
Fore Mast: ______ 
 
Fore Spar: ______ 
 
Fore Crow: ______ 
 
Fore Rigging (2): ______ 
 
Main Sail (2): ______ 
 
Main Mast: ______ 
 
Main Spar: ______ 
 
Main Crow: ______ 
 
Main Rigging (2): ______ 
 
Flag: ______ 
 
Decks: 
Wheel: _____  
Compass: _____ 
 
Gun #1: _____ Gun #2: _____ 
 
Gun #3: _____ Gun #4: _____ 
 
Gun #5: _____ Gun #6: _____ 
 
Hull: 
Waterline: _____    _____ 
O. Cabins: _____   
C. Cabins  _____ 
Galley: ______ Cargo: ______ 

     Rudder:______ Leaks (3):______ 
 
Personnel: 
 Officers   ______ Petty Officers ______ Crew ______ 



Ship #5 Caravell 
 

Hits: 
 
Sails and Rigging: 
Fore Sail (2): ______  
 
Fore Mast: ______ 
 
Fore Spar: ______ 
 
Fore Crow: ______ 
 
Fore Rigging (2): ______ 
 
Main Sail (3): ____ 
 
Main Mast: ______ 
 
Main Spar: ______ 
 
Main Crow: ______ 
 
Main Rigging (3): ______ 
 
Flag: ______ 
 
Decks: 
Wheel: _____ Compass: _____ 
 
Gun #1: _____ Gun #2: _____ 
 
Gun #3: _____ Gun #4: _____ 
 
Gun #5: _____ Gun #6: _____ 
 
Hull: 
Waterline (2): _____ 
 
O. Cabins: ______ 
 

C. Cabins: ______ Galley: ______ Cargo: ______ Rudder: ______ Leaks (4): ______ 
 
Personnel: 
 Officers   ______ Petty Officers ______ Crew ______ 

 



Ship #6 Chebec 
 

Hits: 
 
Sails and Rigging: 
Fore Sail (3): ______ 
 
Fore Mast: ______ 
 
Fore Spar: ______ 
 
Fore Crow: ______ 
 
Fore Rigging (3): ______ 
 
Main Sail (3): _____ 
 
Main Mast: ______ 
 
Main Spar: ______ 
 
Main Crow: ______ 
 
Main Rigging (3): ______ 
 
Flag: ______ 
 
Decks: 
Wheel: _____ Compass: _____ 
 
Gun #1: _____ Gun #2: _____ 
 
Gun #3: _____ Gun #4: _____ 
 
Gun #5: _____ Gun #6: _____ 
 
 
 
 

Hull: Waterline: _____    _____    _____    Officer Cabins: _____  Galley:   _____ 
 

Crew Cabin: ______ Cargo:______ Rudder: ______ Leaks: ______   
 
Personnel: Officers   ______          P. Officers ______  Crew ______ 



Ship #7 Galiass 
 

 Hits: 
 
Sails and Rigging: 
Fore Sail: ______     ______ 
 
Fore Mast: ______ 
 
Fore Spar: ______ 
 
Fore Crow: ______ 
 
Fore Rigging: ______   ______ 
 
Main Sail: ____   ____   ____ 
 
Main Mast: ______ 
 
Main Spar: ______ 
 
Main Crow: ______ 
 
Main Rigging: ______  ______ 
 
Flag: ______ 
 
Mizzen Sail: ______    ______ 
 
Mizzen Mast: ______ 
 
Mizzen Spar: ______ 
 
Mizzen Crow: ______ 
 
Mizzen Rigging: _____   _____ 
 
Decks: 
Wheel: _____ Compass: _____ 
 
  Gun #1: _____ Gun #2: _____ 

               Gun #3: _____ Gun #4: _____ 
Hull: Waterline (3): _____ Officer Cabins: _____        Gun #5: _____ Gun #6: _____         

Crew Cabin: ______  Galley:  _____          Gun #7: _____ Gun #8: _____ 
Cargo:______  Rudder: ______         Personnel: Officers   ______ 
Leaks (4): ______            P. Officers ______ Crew ______ 



Ship #8 Brig 
 
Hits: 
 
Sails and Rigging: 
Fore Sail (4): ____ 
 
Fore Mast: ______ 
 
Fore Spar: ______ 
 
Fore Crow: ______ 
 
Fore Rigging (4): ______ 
 
Main Sail (4): ____ 
 
Main Mast: ______ 
 
Main Spar: ______ 
 
Main Crow: ______ 
 
Main Rigging (4): ______ 
 
Flag: ______ 
 
Mizzen Sail (2): ______ 
 
Mizzen Mast: ______ 
 
Mizzen Spar: ______ 
 
Mizzen Crow: ______ 
 
Mizzen Rigging (2): _____ 
 
Decks: 
Wheel: _____ Compass: _____ 
 
Gun #1: _____ Gun #2: _____ 

               Gun #3: _____ Gun #4: _____ 
Hull: Waterline (4): _____    Officer Cabins: _____       Gun #5: _____ Gun #6: _____         

Crew Cabin: ______  Galley:  _____          Gun #7: _____ Gun #8: _____ 
Rudder: ______  Cargo:______          Personnel: Officers   ______ 
Leaks (6): ______            P. Officers ______ Crew ______ 



 Ship #9 Bark 
 

Hits: 
 
Sails and Rigging: 
Fore Sail (3): ____ 
 
Fore Mast: ______ 
 
Fore Spar: ______ 
 
Fore Crow: ______ 
 
Fore Rigging (3): ______ 
 
Main Sail (4): ____ 
 
Main Mast: ______ 
 
Main Spar: ______ 
 
Main Crow: ______ 
 
Main Rigging (4): ______ 
 
Flag: ______ 
 
Mizzen Sail (2): ______ 
 
Mizzen Mast: ______ 
 
Mizzen Spar: ______ 
 
Mizzen Crow: ______ 
 
Mizzen Rigging (2): _____ 
 
Decks: 
Wheel: _____ Compass: _____ 
Gun #1: _____ Gun #2: _____ 
Gun #3: _____ Gun #4: _____ 

Hull: Waterline (4): _____   Officer Cabins: _____       Gun #5: _____ Gun #6: _____         
Crew Cabin: ______  Galley:  _____          Gun #7: _____ Gun #8: _____ 
Rudder: ______  Cargo:______          Gun #9: _____ Gun #10:_____ 
Leaks (8): ______            Gun #11: ____ Gun #12: _____ 

Personnel: Officers   ______ Petty Officers ______ Crew ______ 



Ship #10 Galleon 
 

Hits: 
 
Sails and Rigging: 
Fore Sail (5): ______ 
 
Fore Mast: ______ 
 
Fore Spar: ______ 
 
Fore Crow: ______ 
 
Fore Rigging (5): ______ 
 
Main Sail (6): _____ 
 
Main Mast: ______ 
 
Main Spar: ______ 
 
Main Crow: ______ 
 
Main Rigging (6): ______ 
 
Flag: ______ 
 
Mizzen Sail (3): ______ 
 
Mizzen Mast: ______ 
 
Mizzen Spar: ______ 
 
Mizzen Crow: ______ 
 
Mizzen Rigging (3): ______ 
 
Decks: 
Wheel: _____ Compass: _____ 
Gun #1: _____ Gun #2: _____ 
Gun #3: _____ Gun #4: _____ 

Hull: Waterline (4): _____   Officer Cabins: _____       Gun #5: _____ Gun #6: _____        
Crew Cabin: ______  Galley:  _____          Gun #7: _____ Gun #8: _____ 
Rudder: ______  Cargo:______          Gun #9: _____ Gun #10:_____ 
Leaks (8): ______            Gun #11: ____ Gun #12: _____ 

Personnel: Officers   ______ Petty Officers ______ Crew ______ 



Section Seven 
Navigation Charts 

 
Brest Nexus 

Brest Nexus  
To Gibraltar Nexus 11 days south 
To Iceland Nexus 20 days NW 
To London Nexus 8 days NE 
To Jutland Nexus 7 days N 
To Shetland Nexus 8 days NE, 12 days NW 
To Azores Nexus 15 days SW 
To Newfoundland 28 days W 
From Paris 4 days NE on the river Seine 
to Le Havre (shallops & cutters only) 
From Le Havre 2 days N, 6 days SW 
From Brest 3 days W 
From Lorient 4 days NW 
From Bordeaux 5 days NW 
From Santander 6 days NW 
From La Coruna 5 days N 
From Vigo 6 days N 
From Oporto 7 days N 
From Lisbon 9 days N 
From South Hampton 6 days SW 
From Plymouth 3 days SW 
From Cork 5 days S 
From Dublin 8 days S 
From Belfast 10 days S 
From Isle of Wight 9 days S 
From Londonderry 4 days W, 8 days SE 

From Glasgow 8 days W, 8 days SE 
From Hebrides 8 days SW, 10 days SE 
 
Other Routes 
Calais to Le Havre 1 day SW 
Calais to Brest 1 day NW, 2 days SW, 1 day S 
Brest to Lorient 1 day NW, 1 day SW, 2 days SE, 1 day NE 
Lorient to Bordeaux 6 days SE 
Bordeaux to Santander 2 days SW 
Santander to La Coruna 3 days W, 1 day S 
 
 



Navigation Charts 
 
London Nexus 

 
London Nexus 
To Jutland Nexus 7 days N 
To Shetland Nexus 12 days NW 
To Brest Nexus 8 days SW 
From Antwerp 2 days NE 
From Calais 3 days N 
From Le Hague 3 days W 
From London 2 days E 
From Rotterdam 3 days SW 
From Amsterdam 4 days SW 
From Hamburg 4 days W, 3 days S 
From Newcastle 4 days SE 
From Dover 1 day  
From South Hampton 4 days NE 
From Plymouth 6 days NE 
 
Other Routes: 
London to Dover 1 day E, 1 day SW 
Dover to Southampton 1 day S, 2 days NW 
Southampton to Plymouth 2 days SW  
Plymouth to Liverpool 2 days SW, 1 day NW, 1 day N, 4 days NW, 1 day W 
Liverpool to Glasgow 1 day NW, 1 day N, 1 day W, 1 day N, 1 day NE 
Glasgow to Edinburgh 2 days NW, 4 days N, 4 days E, 3 days S, 1 Day SW 
Edinburgh to Newcastle 1 day E, 2 days SE 
Newcastle to London 4 days SE, 2 days W 
Amsterdam to Rotterdam 1 day NW, 1 day S 
Rotterdam to Le Hague 1 day S 
Le Hague to Antwerp 2 days SW 
Antwerp to Calais 1 day W, 1 day SW, 1 day SE  Calais to Le Havre 1 day SW 



Navigation Charts 
 
Jutland Nexus 
 

 
 
Jutland Nexus 
To Shetland Nexus 7 days NW 
To London Nexus 7 days S 
From Oslo 5 days SW 
From Copenhagen 4 days N, 3 days W 
From Stockholm 8 days SW, 3 days W, 4 days N, 3 days W 
From Gdansk 5 days W, 4 days N, 3 days W 
From Hamburg 5 days NW 
From Amsterdam or Rotterdam 5 days N 
From Le Hague 6 days N 
From Newcastle 6 days NE 
From Orkney 6 days SE 
 
Other Routes 
Stockholm to Gdansk 6 days S 
Stockholm to Copenhagen 4 days S, 3 days SW, 1 day W 
Copenhagen to Oslo 1 day W, 5 days N 
Gdansk to Copenhagen 1 day NW, 4 days W 
 
 
 
 



Navigation Charts 
 
Shetland Nexus 
 

To Jutland Nexus 7 days SE 
To London Nexus 12 days S 
Iceland Nexus 13 days NW 
To Brest Nexus 9 days SW, 12 days 
SE 
From Faeroe Islands 3 days SE 
From Shetland 2 days SW 
From Orkney 2 days N 
From Edinburgh 4 days NE 
From Newcastle 6 days NE 
From Glasgow 5 days NW, 4 days 
NE 
 
 
 
 
 
 
 
 

 
Iceland Nexus 
 

 
 
To Shetland Nexus 13 days Se 
To Brest Nexus 20 days SE 
To Greenland Nexus 14 days SW 
From Reykajavik 1Day SW, 1 day S 
From Glasgow 14 days NW 
From Londonderry 14 days NW 



Navigation Charts 
 
Gibraltar Nexus 
 

 
 
Gibraltar Nexus     Other Routes 
To Brest Nexus 11 days N   Algiers to Tangier 6 days W, 1 day SW 
To Azores Nexus 12 days NE   Tangier to Casablanca 2 days SW 
To Canary Nexus 7 days SW   Casablanca to Modgadar 4 days SW 
To Sardinia Nexus 14 days E   Valencia to Cadiz 2 days S, 4 days W 
From Cadiz 3 days SE    Valencia to Algiers 3 days SW 
From Oporto 5 days S    Algiers to Cadiz 6 days W 
From Vigo 6 days S    Baeleric to Cadiz 2 days SW, 5 days W 
From La Coruna 1 day W, 6 days S  Cadiz to Lisbon 2 days E, 2 days N 
From Santander 5 days W, 6 days S  Lisbon to Tangier 2 days S, 2 days E 
From Valencia 2 days S, 8 days W  Lisbon to Casablanca 5 days S 
From Barcelona 3 days S, 5 days W  Lisbon to Oporto 2 days N 
From Baeleric 2 days S, 8 days W  Oporto to Vigo 1 day N 
From Bordeaux 6 days W, 7 days S  Vigo to La Coruna 1 day N, 1 day E 
From Tangier 3 days E    La Coruna to Santander 1 day N, 3 days E 
From Casablanca 3 days NW   Cadiz to Tangier 1 day S 
From Mogadar 5 days N    
From Lisbon 3 days S     
From Algiers 9 days W     
 



Navigation Charts 
 
Sardinia Nexus 
 

 
 
Sardinia Nexus     Other Routes 
To Crete Nexus 4 days SE, 4 days E  Genoa to Monaco 2 days SW 
To Gibraltar Nexus 14 days W   Monaco to Marseille 1 day S, 2 days NW 
From Cadiz 1 days S, 12 days E   Marseille to Barcelona 2 days SW, 1 day W 
From Valencia 3 days SE, 5 days E  Barcelona to Valencia 2 days SW 
From Algiers 1 day N, 5 days E   Algiers to Tunis 5 days E, 1 day SE 
From Tunis 2 days N    Tunis to Tripoli 1 day NE, 4 days SE 
From Malta 3 days NW    Tunis to Malta 2 days E 
From Baeleric 2 days SE, 3 days E  Tripoli to Malta 2 days N 
From Barcelona 6 days SE   Malta to Messina 3 days NE 
From Marseille 5 days Se, 1 Day E  Naples to Rome 2 days NW 
From Genoa 1 day S, 2 days SE, 3 days S Rome to Genoa 3 days NW 
From Rome 3 days SE    Valencia to Algiers 3 days SE 
From Naples 3 days SE    Barcelona to Algiers 4 days S 
From Messina 3 days W    Marseille to Algiers 6 days S 
From Syracuse 1 day W, 2 days NW  Genoa to Algiers 8 days SW 
From Tripoli 5 days NW   Venice to Messina 6 days SE, 2 days SW 
From Benghazi 8 days NW   Tirana to Messina 4 days SE 
From Venice 7 days SE, 4 days SW, days NW  
From Trieste 7 days SE, 4 days SW, days NW  
       



Navigation Charts 
 
Crete Nexus 
 

 
 
Crete Nexus     Other Routes 
To Sardinia Nexus 4 days W, 4 days NW Tripoli to Benghazi 5 days E 
From Tripoli 6 days NE    Benghazi to Alexandria 1 day N, 8 days E 
From Tunis 2 days E, 2 days SE, 4 days E Alexandria to Damascus  4 days NE 
From Benghazi 1 day NW, 2 days NE  Damascus to Cyprus 2 days NE 
From Malta 5 days E    Cyprus to Constantinople 4 days NE, 3 days N,  
From Messina 4 days SE    1 day NE 
From Venice 11 days Se   Constantinople to Athens 3 days SW 
From Trieste 11 days SE   Athens to Cyprus 6 days SE 
From Tirana 1 day W, 5 days SE  Athens to Alexandria 7 days SE 
From Athens 1 days S, 2 days SW  Tirana to Trieste 5 days NW 
From Alexandria 3 days NE, 3 days E  Trieste to Venice 1 day W 
From Damascus 9 days W   Venice to Tirana 6 days SE 
From Cyprus 7 days W     
From Constantinople 5 days SW    
From Genoa 12 days SE     
From Rome 9 days SE     
From Naples 7 days SE     
 



Navigation Charts 
 
Canary Nexus     Cape Verde Nexus 
 

 
 
Canary Nexus     Cape Verde Nexus 
To Brest Nexus 7 days NE   To Canary Nexus10 days NE 
To Azores Nexus 10 days NE   To Martinique Nexus 28 days W 
To Bermuda Nexus 30 days W   To Bermuda Nexus 26 days NW 
To Cape Verde Nexus 10 days SW  To Azores Nexus 16 days N 
To Martinique Nexus 28 days SW  From Sierra Leone 11 days NW 
From Casablanca 3 days W, 5 days SE  From Dakar 7 days W 
From Mogadar 5 days W   From Villa Cisneros 9 days SW 
From Villa Cisneros 3 days NW    
From Dakar 3 days NW, 7 days N   
 
Other Routes     Other Routes 
Tangier to Casablanca 2 days SW  Sierra Leone to Dakar 5 days NW, 2 days NE 
Casablanca to Mogadar 4 days SW  Dakar to Villa Cisneros 6 days N, 1 day NE 
Mogadar to Villa Cisneros 4 days SW, 2 days S  
Casablanca to Madiera 6 days W   
Mogadar to Madiera 4 days NW  

  



Navigation Charts 
 
Azores Nexus 

 
Azores Nexus     Other Routes 
To Brest Nexus 15 days NE   Madiera to Azores Nexus 8 days NW 
To Gibraltar Nexus 12 days E   Madiera to Bermuda Nexus 30 days W 
To Canary Nexus 10 days SE 
To Bermuda Nexus 12 days SW, 12 days W 
To Newfoundland Nexus 17 days NW 
 
Martinique Nexus 

 
Martinique Nexus    Other Routes 
To Cape Verde Nexus 21 days E  Port au Spain to Borburate 4 days W 
To Canary Nexus 28 days NE   Borburate to Curacao 2 days NW 
To Bermuda Nexus 12 days N   Curacao to Santa Marta 2 days W, 2 days SW 
To Cuba Nexus 14 days NE   Santa Marta to Nombre de Dios 3 days SW 
From Port au Spain 3 days N   Nombre de Dios to Veracruz 10 days NW, 6  
From San Juan 4 days SE    days SW 
From Borburath 6 days NE   Port au Spain to San Juan 6 days NW 
From Santa Marta 3 days NE, 7 days E  San Juan to San Domingo 2 days W 
From Nombre de Dios 5 days NE, 7 Days E Borburate to San Juan/San Domingo 6 days N 
From Santo Domingo 3 days SE, 4 days E Curacao to San Juan/San Domingo 5 days N 
From Kingston 3 days Se, 7 days E  Santa Marta to San Juan 8 days NE 
From Curacao 6 days NE   Nombre de Dio to San Juan 10 days NE 
       



Navigation Charts 
 
Cuba Nexus 
 

 
 
Cuba Nexus      Other Routes 
To Bermuda Nexus 12 days S    Veracruz to New Orleans 10 days NE 
To Martinique Nexus 14 days SE   Veracruz to Havana 5 days NE, 5 days E 
From San Augustine 4 days S    Veracruz to Kingston 8 days NE, 8 days  
From Havana 2 days NE     SE 
From New Orleans 8 days SE    Kingston to San Domingo 4 days E  
From Veracrus 12 days NE    Kingston to San Juan 7 days E 
From Kingston 3 days NE, 3 days NW    
From San Domingo 2 days E, 1 day N, 7 days NE  
From San Juan 9 days NW 
From Santo Domingo 2 days E, 1 day N, 8 days NW 
From Nombre de Dios 9 days NE, 3 days NW 
From Santa Marta 5 days N, 3 days NE, 3 days NW 
Brom Borburate 7 days N, 8 days NW 
 
 



Navigation Charts 
 
Bermuda Nexus 
 

 
 
Bermuda Nexus     Other Routes 
To Newfoundland Nexus 14 days NE  Jamestown to San Augustine 1 day S, 6 days NW 
To Azores Nexus 12 days E, 12 days NE  Jamestown to Cuba Nexus 9 days S 
To Canary Nexus 12 days E, 12 days SE  Jamestown to New Amsterdam 5 days NE 
To Martinique Nexus 14 days S   New Amsterdam to Boston 3 days NE, 1 day NW 
To Cuba Nexus 11 days SE     
To Cape Verde Nexus 16 days SE   
From San Juan 10 days N     
From San Domingo 2 days E, 10 days N   
From Jamestown 8 days SE    
From New Amsterdam 9 days SE 
From Boston 1 day E, 9 days SE 
From Louisburg 11 days S 



Navigation Charts 
 
Newfoundland Nexus 

 
 
Newfoundland Nexus    Other Routes 
To Greenland Nexus 11 days NE  St. Johns to Louisburg 1 day S, 6 days SW 
TO Grest Nexus 28 days E   Quebec to Gaspe 4 days NE, 1 day SE, 1 day SW 
To Azores Nexus 17 days SE   Gaspe to Louisburg 4 days SE 
To Bermuda Nexus 14 days SW   Louisburg to Boston 4 days SW, 4 days W 
From Quebec 4 days NE, 6 days SE, 4 days E Boston to New Amsterdam 3 days SE, 1 day SW 
From Gaspe 9 days SE    Boston to St. Johns 3 days E, 10 days NE, 1 day N 
From Louisburg 6 days E   Gaspe to St. Johns 8 days SE,1 day NE, 1 day N 
From St. Johns 2 days S    Louisburg to St. Johns 6 days NE, 1 day N 
From Boston 12 days NE    
From New Amsterdam 15 days NE   
From Jamestown 17 days NE   
 
Greenland Nexus 

 
Greenland Nexus  
To Newfoundland Nexus 16 days S  To Iceland Nexus 14 days NW 


