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2 WAR GALLEY

1 O |NTRODUCT|ON T NOTE: One somewhat unusual ship, the Tremiola, has

[~ combined oar/wind capabilities. This is noted by the
War Galleyallows gamers to follow the development of navalsajl” symbol on its counter [6.28].

tactics, ships, and weaponry by recreating the major sea battles

fought in each of the major conflicts in the pre Roman Empird he front side of the ship counter is for Cruise Speed. The re-
galley era. verse side of a ship counter shows that ship at Maximum Speed.

Bow

The game is designed for two players. However, the games works
nicely solitaire, or multi-player, by assigning squadron commands
to different people.

L Bl

AHack! - Fa
. . . Dalanss E Ansteapha
The game’s learning curve is moderate. There are two major Ti Towers |2
aspects: maneuver and attack. It will probably take a couple turns T Engines
of moving to see what the galleys can do and how to do it. The rt i .
combat aspect is slightly steeper, because the Ram-Rake-or- Nergosmer Stem ';F:; e "‘;;:;j"'
Board trinity has a Rock/Paper/Scissors feel. As with the land oty Cavniar
games in the GBoH series, players will do better when they have - e
a solid grasp of what their fleets/galleys can do best. Ciutie Spoid W Spad
The smaller ships are represented by square counters, as fol-
lows:
2.0 COMPONENTS &2 | ﬂF
The game includes the following components: HE.: M ..:

e 2 map sheets
* 6 sheets of counters and markers
« 2 Player Folios

Squadron Commanders (SgqC):Naval commanders whose
presence denotes that his galley is a Command Ship.

* 1 Rules Book Admiral: The Admiral is the SqC that is in charge of the entire
* 1 Scenario Book fleet, even while functioning as a Squadron Commander. The
* A pad of 4 record sheets each for the 13 battles Admiral counters have 2 flags; the regular SqC’s have one. He

has additional capabilities relative to his SqC's. The reverse side

2.1 T.he Counters . of the counter is used when transferring to a new galley.
The size of the counter—square or double-sized/rectangular—

represents the relative size of the galleys. Each galley has the Back
same group of ratings: Frivi) {Rasuca Efiachivamss)

| e AT | -
Type: Designates what “style” of galley the counter represents; | ? wComeard| | [RE ?
e.g., ‘Liburnian,” ‘Quinquereme,’ et al [4.0]. %, Famptivs I -

Crew: This represents the seamanship quality of the sailors. S

Ram Capability: There are two Ram Ratings: Attack, for ram- C0mmand Ship:Any galley that is carrying a Squadron Com-
ming capability, and Defense, for the ability of that galley typénander QrAdm|raI. The Admiral’'s Command Ship is also called
to withstand ramming attacks. The Attack Rating is usually® F1agship.

greater when the galley is on its Maximum Speed side. Information Markers: These are used to denote a variety of
M (Marine and Missile Manpower): The Manpower aboard ship statuses, including Fatigue, Depletions, On Fire, etc., all
the galley used for boarding (Marines) and small-arms MissildiScussed. below, where they apply.

fire. The rating reflects not only pure numbers, but training, ar-
mor, tactical style, etc.

E (Engines):Galley is armed with sufficient artillery engines to
increase Missile effectiveness.

T (Towers): Galley has platform towers fore and/or aft, increas-
ing its missile and boarding capabilities.

i B
g
ol

=
=
g

Speed:Galleys have two ratings: Cruise (front of the counter) ;
and Maximum (reverse of the counter). =

L=
i
it
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Naval Warfare in the Ancient World 3

2.2 The Maps or 2nd in that line. The land battle version would be “column
The game includes two map sheets. One is totally devoid of a,#,grmation.”

“land”; the other contains “land” markings used in scenarios the}\t/lp Movement Points, or what each ship pays as it moves into
require them. The land is thus identified with a letter ID: e.d., héx or to change thé direction in which it is moving
“D” are the land hexes used for Drepanum, and “A” for ’

Arginusae. Port. To the left of the galley

Where there is no land, and the battle requires only one map, USpeed.The number of MPs a galley can use during its turn, as
the “sea” hex sheet. For battles that require land, use only tlielineated by whether it is at Cruise or Maximum Speed and
land for that battle; ignore (treat as sea) all other markings. subject to adverse combat results\War Galley Speed repre-
sents not only the literal meaning of that word, but the maneu-
2.3 The Fleet Battle Sheets verability of that galley vis & vis others. Sources state that the
There are two methods of keeping track of information and galbig galleys,” the hepteres, octares, et al., could move straight

ley status, a nod to the fact that the gaming community is rathghead as fast as a trireme. Where they fell short was in their
divided about tracking information by markers as opposed tganeuverability.

record sheets. Because of the nature of galley warfare, such in-

formation is necessary to simulate events at even this level. Squadron.A number of galleys under one command, as delin-
eated by the Command Range of the Squadron Commander

Method #1.Use the Information markers, placing them atop the

affected ship(s). Starboard. To the right of the galley

Method #2. Use the Fleet Battle Sheets. We have provided &tern. The rear end of the galley
pad of two backprinted sheets for each battle, with places to
record all necessary information. (To that end, each ship has an
ID number; see above). Their use is self-explanatory (or at lea
one hopes). Feel free to make copies as needed. go TH E TU RN
3.1 Sequence of Play

2.4 The Dice Each turn consists of the players undertaking the following
War Galleyuses two six-sided dice. “1d6” refers to rolling onephases, in the order in which they are given.

die; 2d12 to rolling two dice and adding them together. When

using 2d12, the usual requirement is that the player needs to r&if Wind Determination Phase.Either player rolls to determine
within a given range (e.g., 8-12). the strength and direction of the wind. This phase is ignored in

many scenarios.
When Die Roll Modifiers (DRM) are applied to a 2d12, treat

any adjusted result that is greater than ‘12’ as a '12,’ and arf§- Squadron Determination PhasePlayers concurrently de-
adjusted result lower than ‘2’ as being automatically outside th€rmine how many/which ships are in each Squadron [5.2].

required range. C. Initiative Phase.The players dieroll to see who will choose

2.5 Some Helpful Terms which player goes first in phases “D”, “E” and “F,” below.

Admiral. The Squadron Commander leading the entire Fleep. Speed Level Determination PhasePlayers determine
He has extra capabilities, in addition to those of a Squadraghether to use Cruise or Maximum Speed [6.11]. This is done
Commander by squadron with the players alternating their selection. Who

Bow. The front, ramming end of the galley goes firstis given in C above.

Command Range The distance from a Squadron CommanderF' ?C,’”?mand Squadron Activation PhaseThe plgyer whose .
turn” it is selects a Command Squadron. In doing so, he acti-

in hexes, that a ship must be within to be part of his Squadron | )
vates each galley in that squadron. Activated galleys may under-

DRM. Die Roll modifier, a standard gaming acronym, whereirntake the following (possible) actions:
the DRM is added to, or subtracted from, a dieroll to obtain an

“adjusted” result 1. Movement SegmentThe player who was chosen to go first

in the Initiative Phase moves all the galleys from any one
Line Abreast. The galleys of a given squadron are lined up, squadron. Movement may include:
flank-to-flank, like the line of scrimmage in a football game. « Resolving Missile Fire (which may take place during or af-
The land battle version would be “line formation.” There is no  ter movement)
specific rule for this formation; its efficacy and usage arise from . Grappling, Ramming, and Rake attempts. Opposing ships
play confronted by any of these may attempt Avoidance

Line Astern. A formation in which each galley is directly be- * Grapple Disengaging o
hind the one in front, so that the entire line can play “Follow the * Determining possible Fatigue for ships in that squadron at
Leader” with the squadron’s Command Ship, which must be 1st Maximum Speed [6.42].

© 2006 GMT Games, LLC



4 WAR GALLEY

2.Boarding SegmentAfter all galleys of a squadron have 4 O THE GALLEYS

moved, the player resolves Boarding attempts. _
Each galley counter represents from 1 to 8 vessels, depending

3.Phase-Pass Segmentvhen that player is finished, play on the scenario. Vessels of about 75 ft. in length are given a
passes to his opponent, who repeats #1 and #2. If his oppgngle, square counter. The war galleys, which usually ran some-

nent has no remaining squadrons, the current player continugere around 125-150 feet, get the double-sized counters.
the phase with his next, unused squadron.
A NOTE ON SCALE: The above scale does not mean that the

4.End SegmentWhen all squadrons have gone, go to “F." counter should be considered to actually have all those ships.
F. Individual Squadron Activation Phase.When all Command What the scale allows us to do'is to portray all of the elements

Squadrons have gone, each player activates one Individu%ﬁa gglley battle—de_ploymeljt, maneuver, and the combat tac-
Squadron (IS) at a time, alternating IS, starting with the playetfcs‘_In a representative fashion.

who went firstin “E.” Each IS performs segments E/1 though Ef4|STORICAL NOTE: The gigantic '40,’ said to have been built
3. When all IS Squadrons have activated, play proceeds to Phageptolemy IV Philopater, Macedonian pharaoh of Egypt, sup-
‘G”. posedly ran 429 feet long and 60 feet in width, which would

G. The Status Resolution Phasé&his phase is mostly involved require a counter six hexes long, two hexes wide, and carried

with determination of certain statuses, so players may undertaﬁgme 4000 men (an "M” rating of c. 80+) ... pretty much unus-

them at the same time. However, the segments must be und@ le for anything but “parade.

taken in the order listed, below. DESIGN NOTE: In line abreast formation, an individual war

1. Disengage SeamenThe plavers mav attempt to disengaged2/ey took up 50+ feet, the width of its beam + oars. However,
any of thgei?shipsgthat are “Igogled" 8 %/5] P == each ship usually stayed at least 50, and sometimes 100, yards

from those on either side, although they could shorten that dis-

2. Galley Recovery Segment. tance when desired, and the admiral was willing to take the
+ Attempt to put out any Fires on galley [8.54] chance.

* Check to“see if Fire sp“reads to Grappled/fouled ships All galleys are rated as indicated in section 2.0. The use of each
* Remove “Masts Down” from all galleys. rating is discussed, in various rules, below.

3. Fatigue Recovery Segment. 4.1 Galley Designation Shorthand

« Remove all F1 markers;.these ships are no longer fatigueﬁ‘_[hroughout the rules we often refer to the galley types by a nu-
* Reduce (by using appropriate counters) all F# counters to thef{erical shorthand used in many sources. Thus, we might refer
next lowest number. to a quinquereme as a “fiver.” The terms used for these ships

4. Sinking SegmentCheck to see if Rammed ships have Sunl{eferred to the configuration of rowers as well as the number of
[7.17]. All ships that are *Fouled” and/or “Grappled” with ships rowing decks. The exact nomenclature methodology is still in

that sink are removed from the game. They, too, have sunk. dispute.
L Lembi, small craft with minor military capabilities, some-
thing akin to land skirmishers

There is no set number of turns, each of which represents—vegy| Reinforced Lembi. Lembi rendered a bit more difficult to
loosely—about 5-10 minutes of real time. ram by adding more outer wood planks

3.2 Turn Initiative T Transports. No military value. Some were aged galleys con-
The player who goes first in phases D though F, above, is deter-  verted to transport work

mined by each player rolling one die, to which he adds his2 Bireme

Admiral’'s Initiative Rating. High total gets to choose which L2
player goes first in each phase. Ties? Roll again.

H. Victory Phase.Players check to see if anyone has won.

Liburnian Bireme, a sort of souped up, reinforced bireme.

3 Trireme; the classic war galley of early ancient times. The
PLAY NOTE: The choice is made once and applies to all af-  early triremes (Greco-Persian era) are different from those
fected phases. in later battles/years, as the naval powers found ways of
improving their power. All things considered, the most ma-
neuverable of the galleys

cat3 A cataphracted trireme
4  Quadrireme

5 Quinquereme; the basic war galley from the Punic War to
the end of the Republican era. It is a technological up-tick
from a ‘4’
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Naval Warfare in the Ancient World S)

6 Sexteres 5.13 Some scenarios have fleets with more than one Admiral
7 Hepteres (cf. Ecnomus). This is only a “problem” in terms of Initiative if
they have different ratings. When there is more than one admiral
per fleet, the Admiral used to affect the Initiative die roll must
10 Dekares; by the end of the 1st century B.C., these rathee the one whose squadron goes first, if that player wins the die
large war galleys (6s to 10s) were quite common roll and chooses to go. Otherwise, the player may choose which

Trm Tremiola; oar plus wind galleys, designed to fight piratessquadron goes.

8 Octares

DESIGN NOTE: From about the mid -4th century B.C. on, alp-14 Command ShipThis is any vessel that is carrying a Squad-
galleys were cataphracted. This meant that there was a “rooffon Commander or Admiral. The Admiral's galley is the Flag-
over the rowing deck. This protected the rowers, and alloweghip for the fleet.

for larger contingents of soldiers. We have not included an
“adjustments” for being cataphracted, with one exception: the)‘g'2 Command Squadrons

Greek triremes were the first galleys to use cataphract. We hav%',ﬂghe numzeé of gglley;th_at a plag)/ﬁr may rgol\_/ N durig% anr)]/
therefore, differentiated among the early triremes (3s) and t ne Command Squadron Activation Phase Is delineated by the

later version (cat3). efinition of a Squadron. A Squadron is any/all ships within range
( ) of a Command Ship. A Command Ship is any ship carrying a
4.2 Facing SqC or Admiral.
Galeys are always faced (see ilustration below) o that thes 57 gpips in Line Astern do ot
ow a(tjcgs the flat si eFo a Ftlex.kT ed :;chon in which it i, 206 to use Command Range | ﬁ
pointed determines its Front, Flank, and Rear. determine Squadron. The entir / -IE \
Double-sized galleys are faced as below (left). They have twi1€ is considered one Squadron (1 5 :
Bow/Flank hexsides, two Stern/Flank hexsides, plus twdong as the Command Ship is e * = /
(Midship) Flank hexsides. ther first or second in line. If a SqC .IE
is using Line Astern to define the, ',
— o it ! ‘I !
squadron, only those ships in the*, {a F,
r i — line are in that squadron. There ar 4 = J
AN b ', A two “forms” of Line Astern: p Ll
4 H:Illllk / i |l'n;|| %, . P
£ Bow  each ship’s bow is directly fac- ——

N,
h \

- Flask ing another galley’s stern, ex =
cept for the first in Line (top*,
right). |

« and/or, the line is bow-to-Stern /
Flank hex—a form of echelon,r'x_

"'-.__.‘-:1t._-.r i f.r" (bottom right).

J
(R3]

1_" Flamk

Siwrn

PLAY NOTE: We suggest that__j
given the vicissitudes of nava *,
command, players interpret this

Smaller, single-counter sized vessels are faced as above (righ8irly strictly. Also note that the ~ j o

They have two Bow/Flank hexsides, and two Stern/Flank hexechelon pictured above is not th b i 14

sides. only valid bow to stern/flank ar- 1
rangement. The only requiremer [

is that the following galley’s bow
50 TH E SQ UADRON SYSTEM be in the stern/flank hex of the galley preceding it.

5.1 The Naval Commanders 5.23All Squadron Commanders have their Command Range
5.11Squadron Commanders (SqC). SqC each have a single rgfinted on the counter [2.1]. Range is determined by counting
ing, their Command Range [5.23]. hexes from any portion of the Command Ship to any portion of
5.12 Admiral. The Admiral is the SqC that is in charge of thethe other ship. The range may be traced through a friendly gal-
entire fleet, even as he functions as a Squadron Commander.km’ but never thropg_h anenemy galley. Do not count the hex(es)
addition to his Command Range he has an Initiative Rating: the Command Ship is in.

» The Admiral uses his rating as a DRM for turn initiative [3.0].DESIGN NOTE: MO.St mter-_shlp communlc.atlon. was by sound
(lots of trumpet playing, yelling and hand-signaling, not a very

» The rating is also used when attempting a Double Activatioefficient method of communicating complex tactical decisions)

[5.42]. and/or small dispatch boats which rowed around like messen-

© 2006 GMT Games, LLC



6 WAR GALLEY

gers/aides de camp. Dispatch boats were also used by the SquadFhe galleys in a squadron do not have to move in the same
ron Commanders to convey orders personally. fashion, or at the same speed, unless they wish to remain Line

Astern [5.12].
5.24In the Squadron Determination Phase (B), each player con- [ ]

currently designates which galleys are in which Squadrons, basdi2 Flagship Double ActivationWhen it is a player's Com-

on their map locations. mand Activation Phase, he may state that he is attempting to use

« If a galley is within a Command Ship’s Range it must be parfiis Admiral to affect a Double Activation. If successful, he may
of that squadron and may not be activated “independently.”"move two Command Squadrons in one phase. One of those

« If a galley is within range of two (or more) different Com- Sduadrons must be the Admiral’s own squadron. The other may
mand Ships, the player must state to which squadron it b€€ any squadron whose SqC's Command Ship is within the
longs. Admiral’s Range. To determine if you may use a Double Activa-

tion, consult the Double Activation Table, roll the die, and cross

« If a galley is not within any Command Ship’s Range, it is T . R
treated as an Individual Squadron and must be activated indpference under the Admiral’s Initiative Rating. The result is ei-
her:

vidually [5.21]. t o
« There are no numerical limits to the number of galleys that SUCCESS; you can use Double Activation, as above.
may be in a given Squadron. The only limits are commany Failure ... and Confusion sets in (see Charts and Tables).

range and/or galleys in Line Astern [5.22]. 1. The non-Admiral Squadron is the one that must go now. How-

PLAY NOTE: As an alternative to concurrently forming the theil€ver, the player rolls for Orders Confusion and applies any Speed
Squadrons, the players may instead alternate their selectiorféljustments required to each galley in the Squadron before pro-
with the player with the lowest rated (or no) Admiral declaringc€eding with the activation.

first. Resolve any ties via a die roll. 2.The Admiral Squadron may go later in the turn; Confusion

5.3 Individual Squadrons does not apply.

Galleys notin any squadron, as above, are considered to be theiily one Double Activation attempt may be made per game
own, Individual Squadron. Use the “Individual Squadron” marketurn. Only one admiral may be used. Individual Squadrons may
to so indicate. not use Double Activation.

5.31Individual Squadrons are activated only in the IS Activag 5 Commander Transfer

tion Phase, after all galleys in Command.ngadrons have acfgqa player may transfer the SqC or Admiral of any galley to
vated. In that phase, players alternate activating one IS galley@b nearest (counting hexes; if there's more than one, player’s
atime, starting with the player who went firstin Phase D. Wheqy,ice) friendly (or Captured and now friendly) galley to which
activating an Individual Squadron, the player rolls the die (1d6);, may trace a path of hexes free of enemy ships. The decision
* Ifthe dieroll is_ equal to or less than that galley’s Crew RaFin_gt,o Transfer may be made at any time (and for any reason) during

the IS galley is free to do whatever the player wants (withifihe course of play, but it may only be made as per 5.52. Only one

its own limits) Transfer attempt may be made for a commander per Turn. A
* If the die roll is higher than the Crew Rating, flip the ship toSqC cannot transfer to Fouled or Grappled galley.

its Cruise Speed side (if not already there). The galley ma ]

not move adjacent to an enemy ship. However, if an IS galley-52 T0 affect a.Transfer, the player rolls the die. .

starts its turn adjacent to an enemy ship, it may do anythirty If the dieroll is 3-6, the commander may Transfer. Place his

any In Command galley could do. counter on the new ship, but flip him to his Reduced Effec-
o tiveness Side, and place the receiving galley on its Cruise Speed
5.4 Squadron Activation side. The RE side is flipped back to normal at the end of the

5.411n either Activation Phase, each player moves the galley(s) activation turn in which that SqC first applies those ratings.
in the activated squadron, whether itis a Command Squadron ofThe galley may not use Maximum Speed until the SqC re-
an Individual one, undertaking all, some, or none of the actions sumes his normal ratings.

listed for that segment (E/1 and then E/2). Play then passesdqf the dieroll is 1-2, the commander is stuck with his original

his opponent, who does the same. This goes on, passing baclyalley. If it sinks, he goes down with it.

and forth between players, until all squadrons have been acti- ) o .
vated. 5.53If a Naval Commander is lost, flip his counter over to its

« A player may choose to have an activated squadron do notRE side_ and place it with the nearest gglley in his squadron (Ties
ing. It is still considered to have been activated. are decided by the player.). That SqC is permanently RE for the

« If one player has no more squadrons to activate, the other playrgrmalnder of the game. Already RE SqCs remain RE.

may then finish activating all of his remaining squadrons, one
Squadron Phase at a time. Only one squadron may be acti-
vated per phase.
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Naval Warfare in the Ancient World 7

6.0 MOVEMENT 6.2 Speed: Wind Assisted

. Oar driven galleys of the day often used a rather simple system
6.1 Speed: Oar-Driven Galleys of sails to assist propelling the ship when there was no danger of
Most ships of the era were rowed, although many of those gabeing attacked. Where applicable, the scenario starts with a spe-
leys often used some sail when traveling in calm waters and ngiftic wind Strength and Direction. At the start of each new turn,
threatened by enemy fleets. The speed of a galley, therefoghe Player rolls two dice (2d12) to see if the wind strength and/
depends on how hard its rowers are working, as well as the ma¥r Direction changes. See the charts and tables. If the result is
mum levels that galley can achieve. Dead Calm, there is no wind (and Wind-Assistance may not be
Hsed by any ship.)

HISTORICAL NOTE: Estimates for maximum (ramming) spee

for galleys run from 7 to about 9 knots (about 1 land mile pep| AY NOTE: Many scenarios do not include this rule, as wind
turn), but only for very short distances. Their usual cruisingwas not a factor. Some scenarios state the direction of the Wind
speeds were a little more than half that. as steady throughout the battle. In that case, there is no need to

DESIGN NOTE: The pure speed capability of most war galIey%heck for Wind; it remains the same the entire game.

was about the same. Add more rowers for power and you ing.21To make use of sails, a galley must either start the scenario
crease size, weight and drag. It all seemed to even out, at leag{ider sail or raise the sails when activated. It costs 1 MP to
in terms of movement. Therefore, the Speed Ratings also taigjse, or (Voluntarily) Lower Sails, and such action must be

into account maneuverability. taken prior to any actual movement. A galley may not raise sails

6.11 Each galley has two selectable Speed Levels: Cruise (ﬂ.ﬁfeit is adjacent, in any way, to an enemy galley; it may lower

front) and Maximum (the reverse). The side of the counter usé@em if so situated.

depends on which status is chosen by the player in the Spe L | 6.22A galley may Raise Sails only if it is using Cruise
Determination Phase (D), and the Speed Rating is the maximy ] 1| Speed:; galleys using Maximum Speed may not Raise
number of Movement Points [6.32] that galley may expend duj “ = (or use) Sails (see 6.28 for an exception). Place a
ing its activation phase, as well as whether it may Grapple (Cruisgsil marker atop the galley to indicate that it is under sail. A
Speed only), use the Diekplus or Anastrophe maneuvers (MaxXalley under sail adds one (+1) to its Cruise Speed (without
mum Speed only), Ram (either level); see the pertinent sectiofigcurring Fatigue) but only if it starts its turn with the wind blow-
for details. ing [3.1.A] into its Stern or Stern/Flank hexsides. Wind blowing

6.12The Speed Level for each galley (which side of the counté.i'1 any other direction has no effect. A galley t.hat has receivgd a
“Masts Down” result [6.24] may not Raise Sails for the remain-

to use) is selected in the Speed Level Determination Phase. Spe fh i
Levels are determined for each galley by Squadron, with th((ier of the scenario.

player who won the Initiative determining which squadron willg 23 galley using sail incurs the following penalties:

go first followed by the players alternating. Galleys that are af it must use Cruise Speed (the tremiola is an exception, see

Half Speed, Fatigued, Captured (or Recaptured), Crippled, 0r g 28)
|mm_ob|le (Fouled, G_rappled, Rammed) cannot be placed %t it may not Change Facing (without movement) or Turn Around
Maximum Speed. During the activation phases, a galley at Maxi- [6.34/5]

mum Speed is immediately flipped to its Cruise Speed side if it . .
is Rammed, Crippled, forced to Half Speed, or Fatigued it may not Rake. It may Ram, but at considerably reduced
’ ' ' ' capability (lower speeds and Ram Attack ratings).

6.13The actual Movement Points (MPs) that a galley will use it may Missile Fire, but with a —1 DRM.
that turn are chosen and announced prior to actually moving thejt may attempt to Grapple, but with a =1 DRM.
galley, and the galley must then use all of those announced M=

unless it either Rams another galley or Runs Aground. : '”a.f-l- =S : :
i another ship, flip the Sail marker to its reverse, Mast

EXAMPLE: A Liburnian Bireme is at Cruise Speed, which meal -ql'._ . Down side. Ga”eys with Mast Down markers have

the player may expend from 0 to 4 MP when moving the galleyejr Cruise Speed halved, rounding up. The Mast Down marker

The player decides to row at a speed of 3 MP, which he afs removed in the Galley Recovery Segment (G/2).
nounces prior to moving. The bireme must now expend all 3
MP, unless it Rams another galley or Runs Aground. 6.25The tremiola combines oars and Wind very effectively, with

. _the following rules:
PLAY NOTE: Galleys with Towers (T) usually have a Maxi |, aqdition to their oar-powered Speed ratings, they may al-
mum Speed one less than similar galley types without TowersWays add 2 MPs for Wind Assistance [6.22] to either Cruise

[See 8.48.] or Maximum Speed.

6.141f a ship begins a Movement Segment at Maximum Speed, They may raise or lower sails at no cost in MP. However, such

it must check for Fatigue [6.42], regardless of the number of @ decision must be made before they start moving. If they do
MPs actually used. lower sails, they cannot use the W+2 addition.

e The 6.23 restrictions still apply if the ship is wind-assisted.

6.24If a wind-assisted galley has Collided [7.16] with

© 2006 GMT Games, LLC



8 WAR GALLEY

HISTORICAL NOTE: Hemiola were the standard “pirate facing by moving forward, into a Bow/Flank hex. They may not
ships,” because they could outrun virtually anything. Tremiolachange facing without moving.

were designed as “convoy escorts” to protect against the hemis. . . I .
g y P g Facing Change (Square units)The principles for this are the

6.3 Moving same as for double-sized units. However, the smaller counters
6.31Galleys may move only into all-sea hexes. Any time a ga|do not have to have half the counter pivot into another hex; the
ley enters a land/island hex—as delineated in the scenario—Geunter stays in the same hex and simply changes in which di-
automatically has Run Aground. It stays that way until the playeiection it is pointed.

can extricate the ship, as below [6.36]. Galleys “Under Sail” may not change facing (in a hex) without

6.32The costs of moving a galley, in terms of Movement Point§Noving.

(MPs) expended, are: EXAMPLE OF FACING CHANGE: Ship in 4022-3. The player

* 1 MP to move into a Bow (Front), or Bow/Flank, hex. Thesenakes a Facing Change by pivoting the back half of the ship
are the only hexes a galley may enter while moving forwardpg 4122-4023. If the same ship (in 4022-3) had moved to 4121-

. 1hMII: to ([;gzm‘]:]e direction, per hexside, without moving, withig022, that would have changing direction as part of Movement.
the hex [6.34

« 2 MP to Turn Around within the same hex [6.35] 6.35 Turn Around. Galleys (except those under sail) may turn

» 2 MP to Backwater directly into a Stern (Rear), or Stern/FIanﬁlround 180 degrees at a cost of 2 MP, S|mpl_y py flipping the
hex [6.33] ga!ley .around,. front-to-back. It may not do this if any enemy
unitis in an adjacent hex, and the galley must use Cruise Speed.
When moving forward into a Bow/Flank hex, a galley must pivoGalleys at Maximum Speed and those with Under Sail may not
its Stern such that its Bow faces the original Bow/Flank hex iTurn Around.

wishes to enter. When using Backwater into a Stern/Flank heX'I—ﬁSTORICAL NOTE: It took a well-crewed galley about one

g?gfr?;g;nsli Eg:?tlf/iifh%v; fﬁg?]t?rat its Stern faces the Orlglnarlninute to make a complete 360 turn within a radius of about 80

yards. Or at least that's what naval historians guess.

PLAY NOTE: Be aware of the difference between a Facing
Change, which does not involve movement (just pivoting and/

g or (for smaller counters) repositioning the ship within the hex)

= » ';«@ and Changing Direction, which involves movement into a Bow/
Flank hex.

- 6.36Galleys that have Run Aground may attempt to free them-

selves, starting with the turn after they have run aground. To do
this, the player rolls the die (1d6):

« if the DR is the same as or lower than the grounded galley’s
Crew Rating, it has freed itself. Remove the “Run Aground”
EXAMPLE OF BOW/FLANK MOVEMENT: Galley in 2319- marker and Backwater one hex. It may move normally next

2320 wishes to move bow/flank, in order to change the direc- turn.
tion in which it is moving. It moves into 2419-2319, changing |f the DR is a ‘6,’ the ship is permanently stuck and is consid-
the direction in which it is now facing as per the bow/flank hex- ered eliminated.

side it moved through. « On any other result, the ship remains grounded.

6.33 Backwater.A galley using Cruise Speed may BackwaterAground galleys may not be rammed or raked; they may be

when itis its turn. It costs 2 MP to Backwater each hex, and, ifnarded if the grappling takes place so that the ship attempting
doing so, the galley must move directly to its Stern (Rear), Qfgme does not enter a coastal hex.

into one of its Stern/Flank hexes. It may not use any type of

forward motion that turn. It may not use Facing Change [6.34F.37Damage and other combat effects severely restrict a galley’s
but it can change direction by backwatering into a Stern/Flankiovement ability:

hex. « Rammed, Fouled, Grappled, Run Aground galleys may not
move

Crippled galleys may move one hex. However, they may never
move straight ahead; they must always move into the bow/
flank hex in the direction indicated by the Crippled marker
[7.28]. A second Crippled result on the opposite side renders
the galley immobile.

6.34 Facing Change (Double-sized unitssalleys may change
facing without moving, either by swinging the back half of the
galley counter around, or the front half. It costs 1 MP, per hex of
adjustment, to change facing without moving forward or back.
However, a galley that so changes Facing (without moving) must
be using Cruise Speed for that turn. Ships at Maximum Speed
may not use Facing Change; they must change their direction/
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« Half Speed galleys may use only one half (rounded up) dPLAY NOTE: The Fatigue Chart has no F-1 result; that is a
their printed Cruise Speed and they may not use Maximurstatus the galley gets only through recovery.
Speed. Remove the “1/2 Speed” marker when the ship com-

pletes its next movement.

« Fatigue prevents a galley from using Maximum Speed and Fn FE FE FH
reduces Cruise Speed [6.44]

« If ship is Mast Down it must use Cruise Speed and its printed

Cruise Speed halved, rounding up. 6.44 The effect of Fatigue, regardless of the number on the

PLAY NOTE: The effects of Fatigue are not cumulative Witl[]narker, is that the.galley:

other speed adjustments. Use the most limiting result. For ex- ¢@nnot use Maximum Speed

ample, a galley with a Cruise Speed of ‘4" has a Crew Fatigu& cannot Ram, Rake, or use Avoidance

of F1 and at is at Half Speed. The galley may use up to 2 MP tnhas its Cruise Speed is reduced by whatever the F# is. The

its movement segment. If at F3, it could use only 1 MP. galley may always move one hex.

6.4 Crews EXAMPLE: Using the situation in the 6.43 example, with an F-
Crews refer to not the oarsmen, but to the contingent of sailofsmarker, the galley's highest possible Speed next turn is 2".
who “ran” the ship. 6.45Crew Recovery. Recovery from Fatigue can be a fairly long
6.41All galleys have a Crew, and each crew is rated on the count@focess, with each step being undertaken in the Fatigue Recov-
from ‘1’ (raw recruit) to ‘4’ (elite professionals). ery segment (G/3).

. . * First, remove all “F-1" markers. These galleys have Recov-
6.42 Crew FatigueThe player must check for Fatigue for each  ereq and are no longer fatigued.
galley in the activated squadron that began the Movement SeQ'Then, replace all F-2 and higher markers with the next low-

ment at Maximum Speed. The check is made after each ga”eyest-numbered marker. Thus, an F-3 would be replaced by an
completes its actions for the segment. To do so, roll one die (1d6)F_2.

and cross-reference that die roll with the galley’s Crew Rating
on the Fatigue Table. The following cumulative DRM may ap-6.46Galleys do not take Crew Losses; the Crew Rating remains
ply: the same, unless it is a Captured galley [8.25].

« add the difference between the number of MP used and t

ship’s Cruise Speed. Thus, a galley with a Cruise Speed of * : . . , .
6.51An inactive galley that is threatened—or thinks it is threat-

using 6 MP would add two (+2) q Avoid the instant i h int
< add one (+1) if the galley has made a Ram attempt that tur(ﬁr,1e —may use Avoldance the instant an active ship moves into
a’hex adjacent to it. The active player does not have to reveal

whether successful or not ;
) what he intends to do next.

* add one (+1) if the galley has made a Rake attempt that turn,

whether successful or not 6.52To attempt Avoidance, the player rolls the die (1d6):
The following operations result in Automatic Fatigue: * Ifthe DR is equal to or lower than the Crew ratlng, the gal]ey
. A tul Avoidance earns an automatic “F-2" may move one .hex directly forward. If the galley is at Crwse.

success s ] Speed it may, instead, use Backwater to move one hex di-

* An Anastrophe [7.3] attempt earns automatic Fatigue [7.36]. rectly back. However, any successful Avoidance attempt re-

PLAY NOTE: Fatigue is only checked for activated galleys and SUls in the Crew being automatically F-2 [6.42];
only in their movement segment. « If the DR is higher, the galley may not use Avoidance, and

there is no Fatigue effect

239.5 Avoidance

6.43The possible results are either
« No Effect, or PLAY NOTE: Galleys on their Maximum Speed may only avoid
e The number of turns that galley will be Fatigued. E.g., an F_g)rward.
will fatigue the crew/oarsmen for the next 3 turns. Place thg .53 Galleys with Crews that are Fatigued, or galleys that are
appropriate “Fatigued-#" marker on the galley. Crippled, Fouled or Grappled, may not use Avoidance. Galleys
EXAMPLE: Galley with Cruise Speed 4, Maximum Speed ébat are Half-Speed may use Avoidance, but add one (+1) to the

and a Crew Rating of ‘3’ uses Maximum Speed and expends"’%tempt dieroll.

MP to move. Player rolls a ‘3,'to which he adds the differences 54An individual galley may attempt Avoidance an unlimited
(+1). The DR of ‘4’ cross referenced with the ‘3’ Crew shows anumber of times, as long as 6.51 applies (and it doesn’t succeed
No Effect. So the crew is not Fatigued. If the galley had usedghd become Fatigued).

MP (which is a DRM of +2), and the DR was a ‘5,’ it would

have been Fatigued-2.
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10 WAR GALLEY

6.6 Stacking Continuum that this sort of warfare evokes, specifically that the
Only one galley counter is allowed in any one hex at any tim&lalleys are always moving.

?E excipt;ogdrmay occur when a moving galley attempts Pas§f14To resolve the Ram attempt, the active Player consults the
rough [7.24]. Ramming Table, cross-referencing the moving galley’s Ram

6.7 Defensive Reaction Ram (Optional) Attack Rating with the Ram Defense Rating of the target. The
Any time an active galley moves across the bow (into the bov&FSUH is the dice roll (2d12) range needed to successfully ram.

front hex ) of an opposing player’s galley, the opposing playeex AMPLE: A moving galley with a Ram Attack of ‘6’ that has
may attempt to Ram the moving galley. The non-moving galleyargeted a galley with a Ram Defense of ‘7’ will need a dice roll
must be eligible to make the attempt (7.13) and pass a Creyy 10-12. If the target was crippled, providing a +1 DRM to the

check by rolling one die and comparing it to the Crew Rating ofammer, he could roll a ‘9’ and still be successful, as the DRM
the non-moving galley. If the die roll is the same as or lower, th@ould make the ‘9’ a 10.

player may Ram using 7.14-7.16; if not, there is no effect and
the moving galley keeps on moving. DESIGN NOTE: The Ramming Table is not symmetrical, in that

the relationship between Attack and Defense ratings is not the
If the Ram attempt is successful, the rammed ship is immediame as an odds/ratio. The numerical relationships are between
ately stopped (with good reason). Apply Retraction results aghsolute ramming power and the absolute ability to withstand,
required. If the Ram attempt is unsuccessful, apply the Collisiofith the “mean” result of 8-12 occurring where attack power
result to the non-moving galley while the moving galley expendsgs the “same as” its ability to withstand a ram. Thus, the fact
1 MP. The active galley continues with its movement segmenihat an 8 attacking a 4 has a 4-12 chance, but a 4 attacking a 2
but for any Ram or Rake attempt that phase, must subtract 0pgly a 6-12 reflects the point that the former is 4 “points” stron-
(-1) from the die roll. ger, while the latter attack is only 2 “points” stronger.

7.15The Ram Attempt die roll may be adjusted by the follow-

7.0 GALLEY COMBAT e

. Positive Die Roll Modifiers (help the Attacker)
7.1 Ramming

i ) ) +1 for each Movement Point actually used (that phase) in ex-
HISTORICAL NOTE: Ramming was a major tactic for much of  .oqq of the galley’s Cruise Speed. Thus a galley moving 7

the early "ancient” years, especially during Greece's heyday, heyes with a printed Cruise Speed of ‘5’ would add two to
when tactics evolved more around the excellence of the ships he Ram DR. To use the modifier. the galley cannot make

and their crews’ ability to maneuver. prevgr, with the rise of 1\ 5re than one turn (i. e. enter more than one Bow/Flank hex).
Rome as a sea power, and the concomitant rise of the supremacy

of fighting personnel, the most desirable (and most-used) tactllLAY NOTE: The above restriction is, hopefully, a “loophole
became boarding. closer” for those players who feel a galley can build up a head

o i .. of steam by going in circles or zig-zagging.
PLAY NOTE: Ramming is a tactic best used by fleets with big-

ger/better galleys; great crews are not necessary. However, ak1 if target galley is Crippled, Fouled, or Grappled
though Ramming destroys an enemy vessel, it also puts the ranl-if target galley is mobile and at Half-Speed and/or Fatigued
ming galley hors de combat for some time. +1 if attacking galley has a higher-rated Crew

7.11 Ramming is part of Movement and is resolved during aJegative Die Roll Modifiers (help the Defender)

player's Movement segment. A galley may make only one ramy it the target galley is at Maximum Speed

attempt per turn; moreover, a galley with a Ram Attack of ‘0’_1 if target galley has a higher-rated Crew

may not attempt to Ram. An inactive galley may be the subject, . .
. . —1 if attacking galley has Towers

of an unlimited number of Ram attempts, usually until one suc-~ .

ceeds. —1 if this is an Anastrophe attack [7.3], and the galley attempt-

ing Ram was unsuccessful in its Rake attempt.

7.12 A galley may attempt to “Ram” an opponent’s galley by i i

either starting in, or moving into, an adjacent Flank hex (thaf-18The possible results from a Ram Attack are, in more or less

includes Bow/Flank and Stern/Flank hexes)—never a Bow df'€ order in which events unfold:

Stern hex—with the bow of the galley pointing directly at themissed. The ram attempt doesn't occur because the target has

target ship. At no time during the turn may the moving galleyccessfully used Avoidance; the galley attempting the Ram must
change Direction [6.34] without moving forward (including Turn continue moving, as per 6.13.

Around).
Collision. The result is a “No/C,” meaning the ram attempt was

7.13A galley that is Crippled, Fatigued, or at Half Speed may,syccessful and the ships have Collided.
not attempt to Ram. « The ramming galley may move no further that activation
DESIGN NOTE: This rule is here to account for the Time/Space Flip both attacker and target to their Cruise Speed side
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 Place a Half Speed marker on the ramming gal
(but not the target) to indicate it may move (in i
next activation), at (most) one half (rounded ufj IFfgF’s

of its printed Cruise Speed. At the end of the next
P b HISTORICAL NOTE: It was rare that a galley actually “sank”

time that galley activates, remove the marker, )
. . . Most rammed galleys, awash with sea water, were useless,
e The moving galley may not attempt to Grapple in the turn in dually falli hile b . b I h
which the collision took place; it may use Missile Fire. gradually Talling apart while becoming an obstacle to other

galleys. The ability to stay afloat, interestingly, had little to do
with size. Triremes, because they were relatively light, had about
as much “float” as the big Dekares, which, although far heavier,
had water-tight compartments (then again, so did the “Titanic”).

* It may not move 7.2 Raking Oars
* ltmay Fire, butonly at the galley thatrammed it =~ ) Ay NOTE: Raking is an action used to great advantage by
* Itmay Grapple, but only with enemy galleys with which it is g 5jieys with better crews and ship mobility. It is used to cripple

PLAY NOTE: The last sentence means that if “A” is Grappled
with “B” and “B” is fouled with “C,” and “A” sinks, so do B
and C.

Rammed: If the Ram Attempt is Successful, place]
“Rammed” marker on the target. The target galle
Dead in the Water.

Fouled . an opponent, especially the bigger galleys, with minimal chance
* It may Board if Grappled of damage to the active galley. It is also a way to break through
* It may Sink a solid line abreast of enemy ships. However, a successful rake

still requires additional action to finish off the enemy ship (and

Retraction (after Ram): After successfully ramming, the at- é]et Victory Points),

tacking galley tried to disengage itself from its wounded (an
possibly sinking) target. To determine whether a successfully.21 A moving galley may attempt to cripple an enemy galley
ramming galley has retracted, the player uses the same unmoll+ shearing off its oars. To do so, the moving galley must either
fied DR he used to determine the success of the Ram. He maymove into a target’s midship/flank hex (not bow/flank or stern/
adjust that die roll by subtracting the Crew Rating of the ram- fiank) directly from the target's bow/flank or stern/flank hex-
ming ship. There is no “new” dieroll. side at some point during movement, or
* If the previous Ram DR for a successful Ram (adjusted by if the target is a small/square counter, enter any flank hex from
Crew) is within a 7-12 Range (the Fouled Range) the galley an adjacent flank hex.
has failed to Retract and is Fouled. « When using Pass-Through [7.24]
« If it is lower than the Foul Range, the galley has Retracted.
Flip the Retracting ship to its Cruise Speed side. The galle
may Backwater one hex, if such hex is available. If not, i {

‘,:I Ships A and B are eligible to attempt
Raking against Ship C because they

stays in place, but is free of the rammed galley. It may stil |
Grapple, board and fire if it is adjacent. y
y

EXAMPLE: Using the example, above, the ramming galley sur *
ceeded with a DR of ‘9’ (target was Crippled). That is within ;;
the Foul Range (natural 7-12). However, that ship had a ‘3’ { ke
Crew which, subtracted from the original ‘9," produces a ‘6,’
which is outside the Foul Range.

PLAY NOTE: Retracting galleys that have not used Backwate *,
are still adjacent to the target ship, and, as adjacency is th f
only requirement for such, may be subject to grappling, board -‘.1 _ _
ing, missiles, etc. See the rules for those. b F Y J

Fouled. If the ram attempt succeeds, but the raj -
ming galley does not successfully Retract, the t
galleys are Fouled (and the target is still Ramme

are in Bow/Flank or Stern/Flank
hexes facing the target's Midship
Flank hex, with MPs remaining.

(Note that Ship A would also be
eligible, with the same facing, to
Rake if it started in 3012-3011, and
Ship B would still be eligible if it
started in 2814.)

As they move into hexes 2813 and
3013 respectively, the Rake attempt is
made.

PLAY NOTE: This restrictive rule represents the raking galley
actually passing alongside most of the length of the target, so

Both galleys should be flipped to their Cruise Speéd sides. Nelg g get most/all of the oars.

ther galley may move. See 8.35 for disengaging from Foul.

7.22A galley that is Crippled, Fatigued, or at Half Speed may

7.17 That Sinking Feelingln the Sinking Segment (G/4), each ot attempt a Rake.
player rolls one die (1d6) for each of his galleys that have a
“Rammed” marker.

« If he rolls a 1-5, it remains afloat (but still Rammed)

7.23Whether the Rake attempt is successful or not, the active
galley completes its move, using all its designated MP. [But, see

« If he rolls a ‘6, the galley sinks. So do any galleys GrappIeJ's'] The Rake attempt does not cost any MP. The moving gal-

or fouled with it.

ley may attempt another Rake (if possible), attempt to Ram, or

Grapple (if eligible). And it may fire.
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7.24 Pass-Through; The Diekplus ManeuveiRass-Through 7.26To resolve a Rake attempt, the player cross-references his

is a mechanic by which a galley moves between two, adjaceattacking galley’s Crew Rating with that of the target. He may

enemy galleys (there is no clear hex lane between, or adjaceatget only one galley. The result is the 2d12 dice range needed

to, the two) solely for the purpose of attempting to Rake. Tdor success:

affect a Pass-Thru, a moving galley must: « If the Rake is successful, the sheared galley is now Crippled

* be at Maximum Speed, and [7.28]. Otherwise,

 Start in, or move into, the Bow (Front) or Stern (Rear) hex of If the attempt was Unsuccessful, there is no other effect, other
the galley that will be the target of the Rake. The movement than that the moving galley must obey 6.13.

into those hexes must be straight ahead; a galley may not us%7 Rake Dieroll Modifiers. Th dif ke
Pass-Thru if it has to move to port or starboard to enter the axe Dieroll Moditiers. These modifiers take into account

enemy Bow or Stern hex. the differencqs in mobility anq agility between galleys. They
refer to the printed Speed Rating (not what the galley used dur-
PLAY NOTE: The Diekplus requires Maximum Speed to undeing the turn) for the side (Maximum/Cruise) which the galley is
take; other Rake attempts do not. using at the time. They are cumulative.

7.25To resolve the Diekplus, the following movement costs and if the raking galley has a higher Speed Rating than the target
: ' galley, add one (+1).

requirements must be met (not including the MP cost to reach its: . , ,

position adjacent to, and pointing at, the target galley's bowy I the target galley has a higher Speed Rating than the raking

stern): galley, subtract one (1)

« The moving galley expends 2 MP to move dead ahead, through!l the target galley is Crippled, Grappled, or Fouled, add one
that enemy galley, during which it attempts to Rake either ) ) .
galley (not both). « if target galley is mobile and at Half-Speed and/or Fatigued,

« It must then have sufficient MP remaining so that it reaches a 2dd one (+1)

hex location not occupied by any other ships, usually two hexgsx AMPLE: A Quadrireme at Maximum Speed (‘6’) has a lower
beyond the non-moving galleys. Speed Rating than a Quinquereme at Maximum Speed (‘7’),

PLAY NOTE: The above is why fleets usually had a reserve lifSulting in a -1 DRM if the quadrireme is attempting to Rake.

of galleys close to the first line. They pretty much negated use>g A Raked galley is CrippledWhen that hap- | ==
of Diekplus because of the none-occupied requirement. pens, place a “Crippled” marker atop the galley, wi w5 .

After the Pass-Thru movement is complete, the active playdff® &rrow pointing to the flank side on which it wqsa = ve|
rolls to resolve the Rake attempt [7.26]. raked. Remove any Half Speed or Fatigue markers. A crippled

ship may move a maximum of one hex per turn; however, it may
PLAY NOTE: Pass-Thru is used only against a line of adjacemhove, or change facing without moving, only in the direction of
(line abreast) enemy ships; if a galley has an unprotected flankhe arrow (and not straight ahead). It may not Ram, Rake, or use
the player must use regular Rake. Avoidance; it may Grapple and Board, if eligible. Its Ram De-

EXAMPLE: Enemy galleys in Line Abreast in hexes 2812-291 %r;zﬁnrgtgg%gtte?;gl:stzgnsnaor?acﬁ/gaIIey with Crippled markers
2811-2910, and 2810-2909. A friendly galley starts its activa- '
tion in 2512-2413. The galley is given Maximum Speed an@ 3 Anastrophe

will spend of ‘6’ MP. It expends 2 MP to move, ahead, into 2711the Anastrophe tactic combines the Rake and Ram (against the
2612, which places it in the Bow hex of the galley (A) in 281lsame target) in one turn. It was most successful when attempted
2910. The player now announces a Pass-Thru against “A,” eXpy top-line crews. Moreover, the ability to use Anastrophe is

pending 2 MP to Pass-Thru, and then his two final MP to mMoVgsjiant upon the high maneuverability of earlier galleys, as it

taken the maneuver, as it could not reach 3019 and would have

been in the same hex as “A” (at least partially.) The Rake at?-31Anastrophe is undertaken by an individual ship as its sole
tempt is now resolved. maneuver for its activation. It is available only to galleys with

) ) an asterisked Ram Attack Rating (e.g., 6*)—Triremes and Cata-
HISTORICAL NOTE: The Diekplus was the tactical attempt thracted Triremes and a few Biremes—which is available only
attack a wall-to-wall line abreast of galleys. The defense fopt Maximum Speed. The Anastrophe does not use Movement
such was the double line, as noted above. However, that mad@gints, and it does not follow standard movement rules (as you

numerically even fleet susceptible to the Periplus, where thena|| see), but the ship is assumed to have used all its available
opposing ships simply rowed around their opponents’ flanksyip for the tactic.

catching them from behind.

7.32 The Approach.To undertake anastrophe, the activated gal-
ley must start its turn:

e at Maximum Speed,
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Anastrophe Example
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Step 1: The Approach.Ship A is the attacker. Ship B is the Step 2: The Rake. Ship A moves into 1918 and attempfts a
target. For example purposes, Ship Awill Perform Anastroph®ake. Regardless of the Rake result, Ship A moves to 3018
along the Ship B's Port side. Other eligible Approach hexeand proceeds to the Turnaround.
are noted, above, as well.

Note that the attacking Trireme is on its Max Speed side, fac-
ing the target, and within two hexes of the bow of the target
vessel.
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Step 3: The Turnaround. Move Ship A to 1915-16, with itsStep 4: The Sting Ship A now performs a Ram Attack againist
Bow pointed toward 1917. In order for this maneuver to bé&hip B. If the previous Rake attempt was unsuccessful, there
performed, no other ships (even friendly ships) can occupig a —1 DRM to the Ram attempt die roll.
hexes 1915, 1916, 2017, or 2018.

« adjacent to, and with its bow in, one of the Approach hexesf any ships. that includes friendly galleys that would also be
opposite the bow of the target, facing the target (Anastrophattempting Anastrophe that phase and using any of those Turn
may not be undertaken by approaching through the enenfyround hexes. The Turn Around hexes are always the stern and
stern); or both stern/flank hexes of the target galley, plus the hexes the

« within two hexes of the bow of the target, facing that target.Anastrophic galley must be in to attempt the Ram. The diagram,

) below, illustrates this principle.
7.33 The RakeThe activated galley may now attempt to Rake

the target. He may do this by an “adjacent” rake [7.21] or by’LAY NOTE: Although Anastrophe may be attempted using
Diekplus/Pass-Thru [7.24, although the latter restricts his turrPiekplus, the line abreast of enemy ships makes it a bit more
around ability]. Whether the rake is successful or not, the galle§ifficult, as it usually restricts the Turn Around.

proceeds to the Turn Around. 7.35 The Sting.To resolve the Ram, the attacking galley is now

7.34 The Turn Around. After the Rake attempt (successful or placed, bow forward, against the target ship’s stern/flank hex-
not), the attacking galley is placed in position to Ram [7.1]. Ngide on the side of the latter ship opposite to the rake. (See the
actual movement is undertaken; simply place the unit as indéxample/diagram, above.) The attacking galley now undertakes
cated. However, this may be done (and the Anastrophe und@-Ram attempt, using standard rules. For purposes of the Move-
taken, for that matter) only if the Turn Around hexes are emptynent DRM, the galley has expended MP equal to its Maximum

© 2006 GMT Games, LLC



14 WAR GALLEY

speed. If the Rake attempt was unsuccessful, the player suhi2 The player attempting to Grapple consults the Grappling

tracts one (-1 DRM) from the Ram Attempt DR. Table, rolls the die, and cross-references that die roll with the
rew Rating of the galley making the attempt. They die roll is
djusted (cumulative) as follows:

« ifthe target is Crippled, Fouled, or already Grappled, add one

PLAY NOTE #2: Any galley may always follow up a Rake with (+1).

a Ram attempt. However, it usually takes a second turn to doif the target is under Sail, add one (+1).

so. Only the anastrophe-rated galleys have the maneuver capasf the target is moving in the opposite direction of the galley

bility to do so in limited space. attempting to Grapple, and the target is not Fatigued, Crippled,

EXAMPLE OF DIEKPLUS & ANASTROPHE: Target galley °F at Half Speed, subtract one (-1). _
“B” in 1917-1818, as above: other galleys from that fleet are® if the galley making the attempt is under Sail, subtract one
line abreastin 1817-1717, 1918-1819 (galley “A"), and 2019- (-1)

1919. The activated galley is in 1619-1519, the only hex frorh apply any scenario specific modifiers for such inventions as
which it could attempt a Rake, as Rake requires a head-on, dead-Corvus, Harpax, et al.

ahead approach. Also, note that, given the configuration of th?he result is either Success, and the galleys
target line, galley “B” is the only target galley which has the Grappled (place a Grappled rr,1arker on both shi
required Turn Around hexes open. or Failure, with no further effect.

PLAY NOTE #1: The targeted galley is always free to use Avoi
ance, if so capable.

’ Act!ve 9a,!lfay uses Diekplus to move between “B” and A, 8.13An active galley may make only one grappling attempt per
rak|.ng B” in the process. ] _turn, regardless of how many enemy ships are adjacent. How-

* Active galley Turns Around (2017-8, 1916) and is placed inyer, an inactive galley may be Grappled by more than one ac-
1915-1916 for Ram Attempt. tive galley in a given phase [8.23].

HISTORICAL NOTE: Anastrophe—the word refers to the quicls 14Neither Fouled, Collided, nor galleys that successfully Re-

turnabout by the attacking ship—was a major tactic of the Greeftact are considered Grappled. To attempt to Board, they must
triremes, which had the speed and maneuverability to pull i) make, if eligible, a successful grappling attempt.
off. It disappeared with the advent of the larger, but less mobile,

quinqueremes, whose personnel was more boarding-orienté®l2 Boarding
anyway. For those interested, there is an excellent visualizatioBoarding is the method preferred by the fleet with the better
of anastrophe—complete with marines ready to repel boardingharines and, thus, the favorite tactic of Rome.

and a bunch of nose-to-nose missile fire—in “Warfare in the ) ] )
Ancient World,” edited by General Sir John Hackett (p.90). 8-21Aplayer may have his marines (Manpower Rating) board a
Grappled enemy ship to capture it. Boarding takes place in the

7.36Galleys that conduct an Anastrophe, regardless of succesgtive player's Boarding Segment of the Squadron Activation

are automatically Fatigued. The level of Fatigue is dependent ®hase. A galley must have a Manpower Rating of at least M1 to
the Crew Rating. To determine this, use the “7A” row on théyoard. Galleys with ratings of MO may not board, although they

Fatigue Table. Thus, a 2-Crew attempting Anastrophe would hawvll defend.

an automatic F3. ]
8.221n cases of multiple galleys:

« All activated galleys of one player that are Grappled to the
same target may take part in the Boarding attempt; simply

80 MAN POWER COM BAT total the ratings of all such galleys.

8.1 Grappling « If one galley is Grappled to 2 or more enemy galleys, the former
Grappling is the prerequisite for Boarding and then Capturing a M&. if the player wishes, Board more than one galley. To do
ship. It puts a premium on crew capability, with the subsequent SO he distributes his Manpower Rating among the galleys he
Boarding attempt relying on Manpower. Both tactics are best has designated. (Remember the M1 minimum, above.)

used by fleets with inferior galleys but superior (or even equaly AMPLE: An M3 galley is Grappled to two enemy ships. The
crews. player decides to Board both enemy ships and divides his ma-

8.11Any galley using Cruise Speed that ends its Movement shaines, M1 and M2. He could have boarded only one and re-
ing a common flank hexside with an enemy ship [and see 7.18ined the M3.

may attempt to Grapple the enemy ship so that it may be Boarded.

Galleys at Maximum Speed may not attempt to Grapple. Grap-

pling is undertaken in the Movement Segment; Boarding may

take place only between (mutually) Grappled ships [8.2].
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8.23To resolve a Boarding attempt, the activated player cor8.3 Disengage

sults the Boarding Table, cross-referencing his (Attacker) Marpisengage covers a ship’s ability to detach itself from a ship
power Rating with that of the target. That will give him the diceyith which it has become Fouled or Grappled.
roll (2d12) he needs to be successful. The possible results are:

« Captured: the target is Captured [8.25] 8.31 The two types of Disengage each take place at different
« Repulsed: The defender has beaten back the boarding atterﬂmes within .the Sequenge _Of Play:
8.27] « Grapple DisengageThis is part of the Movement Segment,

prior to actually moving. Movement may occur only if the
Disengage is successful.

EXAMPLE: Two galleys with M2 ratings are boarding a galley. Foul Disengage:This occurs in the Disengage Segment of
with an M1 rating. Cross-checking the ‘4’ column with the the Status Resolution Phase (G/1).

Defender’s ‘1'row, the attacker needs a DR of 4-12 to succeed. ] o
A DR of ‘3' or less will mean his boarding attempt was Re8-32 Grapple DisengageThis is an attempt by any Grappled
pulsed [8.28]. ship to cut the lines holding her to another ship. In order for a

Grappled galley to move, it must Disengage first. Grapple Dis-
8.24The only DRM for Boarding is Height Advantage from engage is part of the Movement Segment and costs all available,
Towers [8.47]. or 2 MP (whichever is less), for the active galley, if successful.
« if Attacker has a Height Advantage, add one (+1) If unsuccessful the galley can't move anyway. The player con-
« if Defender has a Height Advantage, subtract one (1) sults the Grapple Disengage Table, rolls one die for each galley
to which his ship is Grappled, cross-referencing that die roll with
his galley’s Crew Rating. The following DRM may apply:

« if the galley successfully repulsed a boarding attack that turn,

« Either result may incur Depletion [8.28].

3

8.25If the target has been Captured, place a “C ;
tured” marker atop the ship. Captured galleys, w
their skeleton crews: add one (+1)

* have Crew and Manpower Ratings of “0"; « if the galley has a better Crew than the one to which she is
* may not use Maximum Speed. Grappled, add (+1). This DRM is not usable if the player is

That player may now move that galley (after disengaging, to be 2€Mpting to disengage from more than one galley **

sure). Captured galleys are treated like other galleys for all put-if the player controls both Grappled ships in question — which
poses. usually happens when he has captured an enemy galley by

boarding, add two (+2) **
PLAY NOTE: This means they can be used to Ram and Missjlg the galley is Crippled or Fouled, subtract (1)

Fire. They cannot Board (although they can Grapple).

e

b

« if the galley Grappled with help of Corvus or Harpax; see

8.26 Once a galley has been Captured it is always treated as &cenario.
Captured Ship. If it is retaken, flip the marker to “Recaptured.** = Player cannot combine these.

8.271f the result was Repulsed, the boarders have been beatenAyY NOTE: Galleys whose speed level has been reduced be-
back and the defenders remain in control of their galley. Theyw 2 MP may still Grapple Disengage.
boarding attempt is finished for that turn. Another boarding at-

tempt may occur in another turn, as long as the ships rema§m33 Results:Grapple Disengage. If the adjusted dieroll results

Grappled. in an “S”, the Grapple Disengaggmgnt attempt succeed§. Re-
move the Grapple marker; the ship is free to move (and it has

8.28 Manpower results from Boarding 1 2 already used 2 MP to disengage) if it has sufficient MP remain-

Attacks are expressed as Depletiol| = i ing. Otherwise, the galley remains Grappled.

[8.61] to the Manpower Rating. Deple

tions are indicated by using the appropriate Depletion marke®:34A galley that is Grappled to two enemy ships may attempt
or keeping track on the Fleet Sheet. The basic premise is tHg Pisengage from each/both of these in the same Movement
any Captured result reduces defending Manpower to M0. Oth&edgment, all at the one cost in MP (8.32). However, the better
than that, a (cumulative) Depletion of minus one (=1) occurs if°r€W bonus may not be used in any of the attempts.

« the attacker captures ship on an adjusted DR of 9-12, the &35 Foul Disengageln the Disengage Segment of the Status
tacker suffers a Depletion Resolution Phase (G/1), each player consults the Foul Disengage

+ any Repulsed result gives the repulsed attackers an automérible and rolls one die for each Fouled galley he has in play, cross-
Depletion referencing that DR with the galley’s Crew Rating. If the Disen-

« the Repulsed DR was an adjusted 2-5, the defender suffergagement attempt succeeds, replace the Fouled marker with a Half
Depletion Speed Marker. Otherwise, the ship remains Fouled.

The Depletion result applies to each attacking boarding party, BLAY NOTE: Unlike Grapple Disengage, there are no die roll
there is more than one. modifiers.
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8.4 Missile Fire century BC, virtually all ships used artillery of some sort.

-Ili—ir;: Xﬁﬂgﬁwﬁ rrnz{;‘?(r:]grlnnbc;l:dgfst:r?ni?glr:ytrt\c; egﬁ:gsvgévgzzlr .45There are two possible results from the Missile Fire Dieroll:
) 9 P gafey ¢ The target has suffered a “D” (Depletion) [8.61] or “D/F”

mg—onenteq, smalllconyn.gents of light, missile-armed .troops éDepIetion with possible Fire) [8.51] result. The additional
(archers, slingers, javelinists) were present. Several ships hav

an “E” rating, indicating that the addition of artillery (catapults, ‘lizl'i’tresult applies only to galleys using Flame Missile capa-
scorpiones, and such) was enough to provide a (game) benefip Y-
when firing. Firing hand-held weapons while in a moving ship N effect

was never easy, and the stone/dart firing artillery was, by naturgySTORICAL & DESIGN NOTE: The effect of missiles was

quite light. not that great. Missiles (other than flame) had virtually no ef-

8.41A galley may use Missile Fire against any ship to which if€Ct On the actual galley and the rowers were protected by the
decks (for the most part). The only personnel that could possi-

is either adjacent, or within two hexes, even if it is moving! Regu
lar Missile Fire may be directed only through flank hexsidesP!Y have been affected are the Crew. However, because of the

never bow/stern hexsides. Flame Missiles may be fired throughe crews are rated, and their use, applying Depletions to crews
any hexside would have added a layer of accounting complexity we were

loathe to use.

8.42A galley may use Missile Fire: o . ) .
8.46 Missile fire at a range of two hexes is blocked if there is

» once, during s own. Movement segr’,nent (E/1), and any ship in between the firing galley and the target so that there
« once per phase during an opponent’s Movement segment %10 clear. unblocked hex between the two.
Reaction Fire. Reaction Fire may be used only against galleys '

that fired at it, or against adjacent enemy galleys that are &-47 Artillery Towers. Artillery Towers are indicated on the
tempting to Grapple, Ram, or Rake. If Reaction Fire is beingounter by the “T” rating. They

used when an enemy fires upon that galley, the results of bothprovide the player with a Height Advantage—for both Board-
missile fires are applied simultaneously. Thus, each galley getsing and Missile Fire—over all opposing ships that do not have
to fire without applying the effects of the enemy fire. them. However,

8.431f an active galley has finished movement, and is undertak- 92lleys with Towers suffer a—1 DRM when attempting to Ram.

more than one target, if eligible. To do so he divides his Manjettison Towers (at the cost of 1 MP):

power Rating among the targets as he sees fit. Thus, a ga"?)f-laving done so it may add one (+1) to its printed Maximum
with M2 may fire, using the ‘1-2’ column, at each of two enemy Speed rating
ships. Ships with an M1 rating may not “split” fire; you cannot,

“split” so that a ship has MO. It loses the Height Advantage

« —1 DRM to Missile Fire Rating (to account for the loss of use
8.44 To resolve Missile Fire, the player notes his Manpower of engines)
Rating and states whether he using normal or his Flame MissideMay not use Flame Missiles

capability and then rolls one die, adjusting that die roll as fol-
lows: HISTORICAL NOTE: The use of “towers” — more elevated

latforms — to assist missile-firing troops, as well as the artil-

* if the firi lley h [ “E” rated), add +1)toth . .
it the firing galley has engines (*E” rated), add one (+1)to ery engines they may have, became fairly standard after the

die roll .
« if the firing galley has a Height Advantage, add one (+1) topunIC wars.
the die roll [8.47] 8.5 Flame
- if the firing galley has a Height Disadvantage, subtract one (Starting in the late 4th century B.C., the use of Fla
1) from the die roll [8.47] Missiles as a minimal range weapon became po
« if the firing galley is under Sail, subtract one (-1) from the didar. Another possibility, used only as part of a Ra
roll ming attempt, was Firepots. Scenarios in which these are avail-

« ifthe firing galley has jettisoned towers, subtract one (—1) fronable are noted therein.

F?ehdle roll [2.3'48] 4G led led Criooled dHISTORICAL NOTE: This rule does not refer to the infamous
* if the target is Rammed, Grappled, Fouled, or Crippled, a 6reek Fire, used by the Byzantines, which did not appear until

pne (+1)to t.he die roll around the 7th century A.D.
« if the target is two hexes away, subtract one (—1) from the die

roll. 8.51Use of Flame Missiles is a Missile Fire action usable only

' by galleys with Flame Missile Capability. Flame capability is
DESIGN NOTE: The galleys that are E-rated are not the only,nt on the counter: it is noted in the scenario instructions. An

ones with artillery; they are the ones whose missile capabilityer resyit on the Missile Table means that the player must DR
had to be increased, vis a vis the Manpower Rating. By the 3rd
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again. If he rolls a 4, 5 or 6, the target is On Fire; 1-3 means
2gain 9.0 VICTORY
9.1 Victory Points

8.52The maximum range of fire for Flame Missiles is one hexMost scenarios use a Victory Point system to determine victory.

8.53Firepots were used as part of a Ramming attempt. FirepotsA player gets VP equal to the Ram Defense of each enemy
were dropped, using an extended pole, onto the deck of an enship he has Rammed (even if it does not Sink), or that has Run
emy ship. Ships that are Firepot-armed (noted in each scenario)Aground, or has sunk by other means such as Fire.

roll for success as part of a Ram Attempt, if they so wish, but A player gets VP equal to the Ram Defense +1 (the Capture
before resolving the Ram, thus the success of the Ram AttemptBonus) for each enemy ship he has captured. This does not
is not a factor. If the player rolls a ‘5’ or ‘6,’ the firepots have set apply to recaptured ships; if a player regains an enemy-cap-
the target on Fire. tured ship, the opposing player “loses” those VP. If a Cap-
tured ship is subsequently Rammed, Sunk, or Runs Aground
the Capture Bonus (+1 VP) is lost.

Players do not receive any VP for enemy ships that voluntar-
ein leave the map. However, such ships may not return.

8.541f the Flame Missile fire or Firepot drop is successful, the
target ship is now On Fire. A ship on Fire can do anything it
could do without the Fire. During the Galley Recovery Segmen't
of the Status Resolution Phase (G/2), its player determines th

effect of the Fire. Roll the die and consult the Firefight Table. lff neither Player reaches his VP total needed for a win because a

is possible, as per the table, that galleys Grappled or fouled willayer(s) has exited ships from the map, then the player with the
the burning ship may also catch fire. most VP wins.

PLAY NOTE: Galleys that catch fire in the Status Recoveryhere are some minor exceptions for unusual items in a few
Phase are not eligible to roll on the Firefight Table until the scenarios.

next Status Recovery Phase. N
A player may always see the handwriting on the coastal walls

8.6 Personnel Losses and cede victory to the other.
8.61Depletion is the major result of personnel-oriented combat; .
missile fire and/or boarding. Depletion affects only the galley” .2 Loss of Admiral
Manpower Rating; it has no effect on Crew, Speed or anythinﬁ a fleet loses its only admiral (this does not apply to fleets with
else. If a galley receives a Depletion Result, place the appropflore than one active admiral) the player rolls one die (1d6) to
ate numeric marker atop the counter, increasing the Depletigi¢e if his fleet will automatically end the battle by withdrawing
level by one level for each such result. (which sometimes happened). That DR is adjusted by:

« Adding the Admiral’s Initiative Rating

8.62The Depletion number is a negative result applied to the Adding one (+1) if that player has fewer VP than his opponent
Manpower Rating, reducing it accordingly. There is no limit to

how many Depletions a galley may incur, except that the “M'If the adjusted DR is greater than ‘6’, the fleet has withdrawn.

rating may never drop below ‘0’. Players now total their VP; the non-withdrawing fleet adds 25

VP to his total. High total wins, but if the withdrawing fleet hap-
ens to win, it's more of a draw than anything else, as the pur-
ose of the battle was probably to clear the sea lanes for trade.

8.63 Depletion results take place immediately. If the causin
agent is Missile Fire, and such Fire was simultaneous with e
emy missile fire, any Depletions are applied after all fire is com-
pleted.

8.64The following is a summary of how the various aspects of 110 . 0 TO U R NAM E N T R U L ES

galley take losses, and how such losses are incurred.

War Galleylends itself quite readily to tournament play. All of
Manpower (M): the rules apply, but you get to build your own fleet.
 This rating is reduced by Depletion.

« Captured ships have an MO rating.

« A ship with MO may not board; it will defend, though, and it
may Missile Fire, Ram and Rake.

Players first decide how many Fleet-Building Points (FBPs) they
want to use; (the more FBPs, the longer the game). Players should
choose either 250, 300, 350 or 400. The points are used as fol-

lows:
Crew: * It costs FBP equivalent to a galley's M + C + Ram Defense to
« Captured ships have a Crew Rating of ‘0’ and may not use purchase that ship. Thus a galley with “2° Manpower, a Crew
Maximum Speed of ‘3" and a Ram defense of ‘8’ would cost 13 FBPs.

. . .« Ifagalley counter has a “T” and/or an “E” indicator, add one
PLAY NOTE: Fatigue does not directly affect the Crew rating, (+1) to the FBP for each such rating.

although it does temporarily Restrict a ship’s attack [7.13, 7.22]
and movement [6.44] capability.
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CREDITS

« Players get to pick their own Admirals, no cost. The numbef
of Squadron Leaders they may also pick (also free) is limite
by the number of FBPs: 250 (2 SqgLdr); 300, 350 (3 SqLdr
400 (4 sqLdr).

Once the fleets have been assembled, players roll the die to
termine who has the Initiative. The loser of that dieroll must s
up first (use the all-sea map). None of his galleys may be mo
than 8 hexes from the map edge. The Initiative Player now m
either deploy on the map or use his Initiative, first turn, to begi
bringing his fleet in. He must deploy/enter on the map ed
directly opposite his opponent (no flanking here). If he deploys
the 8 hex limit still applies.

The Victory levels are still counted as per the basic rule. Thg

level of VP required is based on the FBP used:

250 FBPs =55 VP
300 FBPs = 65 VP
350 FBPs = 75 VP
400 FBPs = 85 VP

NAVAL SYSTEM DESIGNED BY: Richard Berg

Was ably assisted by the following remarkably ac-
tive and vocal Playtesters: Steve Sickel, Stefan Andersg
Volko Ruhnke, Kim Bergstrom, Al Ray, Alfred Wallace
Luke Holbrook, Tim Koneval, and David Fox.

2ND EDITION DEVELOPERAIlan Ray
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COUNTER ART/LAYOUT: Rodger B. MacGowan and Mikej
Lemick

MAP ART: Mark Simonitch
EXAMPLES: Gene Billingsley
2ND EDITION PROOFREADER AND INDEXKevin Duke

PRODUCTION COORDINATION:Tony Curtis
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Sources

Most of the information came from:

1.Rodgers, W.L.GGreek and Roman Naval Warfare
2. Nelson, R.B.Warfleets of Antiquity

3. Smith, E.,Trireme(game)

... and the following ancients:

Herodotus, Thucydides, and Polybius

For visuals, it's tough to beat the galley battléBen-Hur,

on,

which—aside from the Roman use of slaves in the picture,

something they rarely if ever did—is very accurate as tq
details of a galley battle. Looks like Roman Liburnians
though they appear to be somewhat bulkier than
Liburnians) against Macedonian pirate tremiolae. You
wonder, though, why the pirates would want to boar
rammed, burning ship...And there’s always the Actium
reation in “Cleopatra.”
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Sequence of Play

Each turn consists of the players undertaking the following phases, in the order in which they are given.

A. Wind Determination Phase.Either player rolls to determine the strength and direction of the wind. This phase is
ignored in many scenarios.

B. Squadron Determination PhasePlayers concurrently determine how many/which ships are in each Squadron
[5.2].

C. Initiative Phase. The players dieroll to see who will choose which player goes first in phases “D”, “E” and “F,”
below.

D. Speed Level Determination PhasePlayers determine whether to use Cruise or Maximum Speed [6.11]. This is
done by squadron with the players alternating their selection. Who goes first is given in C above.

E. Command Squadron Activation PhaseThe player whose “turn” it is selects a Command Squadron. In doing so,
he activates each galley in that squadron. Activated galleys may undertake the following (possible) actions:

1. Movement SegmentThe player who was chosen to go first in the Initiative Phase moves all the galleys from
any one squadron. Movement may include:

» Resolving Missile Fire (which may take place during or after movement)

» Grappling, Ramming, and Rake attempts. Opposing ships confronted by any of these may attempt Avoidance

» Grapple Disengaging

» Determining possible Fatigue for ships in that squadron at Maximum Speed [6.42].

2. Boarding SegmentAfter all galleys of a squadron have moved, the player resolves Boarding attempts.

3. Phase-Pass Segmemhen that player is finished, play passes to his opponent, who repeats #1 and #2. If his
opponent has no remaining squadrons, the current player continues the phase with his next, unused squadron.

4. End SegmentWhen all squadrons have gone, go to “F.”

F. Individual Squadron Activation Phase.When all Command Squadrons have gone, each player activates one
Individual Squadron (IS) at a time, alternating IS, starting with the player who went first in “E.” Each IS performs
segments E/1 though E/3. When all IS Squadrons have activated, play proceeds to Phase “G”.

G. The Status Resolution Phasé& his phase is mostly involved with determination of certain statuses, so players may
undertake them at the same time. However, the segments must be undertaken in the order listed, below.

1. Disengage Segmenthe players may attempt to disengage any of their ships that are “Fouled” [8.35].

2. Galley Recovery Segment.

» Attempt to put out any Fires on galley [8.54]

» Check to see if Fire spreads to grappled/fouled ships
» Remove “Masts Down” from all galleys

3. Fatigue Recovery Segment.
» Remove all “F1" markers; these ships are no longer fatigued
* Reduce (by using appropriate counters) all F# counters to their next lowest number

4. Sinking SegmentCheck to see if Rammed ships have sunk [7.17]. All ships that are “Fouled” and/or “Grappled”
with ships that sink are removed from the game. They, too, have sunk.

H. Victory Phase.Players check to see if anyone has won.

There is no set number of turns, each of which represents - very loosely - about 5-10 minutes of real time.

GMT Games, LLC
P.O. Box 1308, Hanford, CA 93232-1308
www.GMTGames.com



