WOODEN SHIPS & IRON MEN

THE AVALON HILL GAME COMPANY’S TRADEMARK FOR ITS FIGHTING SAIL GAME

TOURNAMENT EDITION RULES 1.2b


ADVANCED GAME TABLES



DESTROYED HULL TABLE





SHIP SURRENDERS BY STRIKING





SHIP MAY SINK*





SHIP MAY EXPLODE*





1-4





5





6





* The ship will explode or sink when a “6” is the result of the subsequent roll, see Rule Section 24.3





WIND VELOCITY CHANGE TABLE





WIND VELOCITY DROPS 1 NUMBER





WIND VELOCITY DOES NOT CHANGE





WIND VELOCITY INCREASES 1 NUMBER





1-2





3-4





5-6





3





2





1





WIND SHIFTS 60 DEGREES CLOCKWISE





NO CHANGE





WIND SHIFTS BACK TO INITIAL DIR





WIND CHANGE TABLE





6





5





4





WIND SHIFTS 120 DEGREES COUNTERCLOCKWISE





WIND SHIFTS 120 DEGREES CLOCKWISE





WIND SHIFTS 60 DEGREES COUNTERCLOCKWISE





6





5





4





NEW WIND CHANGE NUMBER IS 11





NEW WIND CHANGE NUMBER IS 9








NEW WIND CHANGE NUMBER IS 7








3





2





1





NEW WIND CHANGE NUMBER IS 7 OR 11








NEW WIND CHANGE NUMBER IS 7 OR 9








NEW WIND CHANGE NUMBER IS 7 OR 9 OR 11








CHANGING WIND NUMBER CHART





FOULING TABLE





UNFOULING TABLE





GRAPPLING TABLE





UNGRAPPLING TABLE





SHIPS ARE FOULED





SHIPS ARE NOT FOULED





SHIPS ARE UNFOULED





SHIPS REMAIN FOULED





GRAPPLING SUCCEEDS





UNGRAPPLING SUCESSES





ATTEMPT FAILS





ATTEMPT FAILS





10+





2-9





10+





2-9





10+





2-9





10+





2-9





ROLLS OF “12” ALWAYS UNFOUL 





ROLLS OF “12” ALWAYS FOUL 





2





+1  PER SHIP AT FULL SAILS





-4  IF EITHER SHIP IS MOTIONLESS





+1  EITHER SHIP NOTED TO MOVE 3 OR MORE MOVEMENT POINTS





-1  BOTH SHIPS ARE FRIENDLY





+1  EACH SHIP WITH A GREEN CREW


+2  EACH SHIP WITH A POOR CREW





-1  EACH SHIP WITH A CRACK CREW


-2  EACH SHIP WITH AN ELITE CREW





MODIFIERS:





3





-1  PER SHIP AT FULL SAILS





-6   IF MELEE IS IN PROGRESS





+1  BY MARKING OFF ONE RIGGING SQUARE PER UNFOULING ATTEMPT








+2  CREW QUALITY IS ELITE





+1  CREW QUALITY IS CRACK





MODIFIERS:





ROLLS OF “12” ALWAYS GRAPPLE 





-2  IF WIND VELOCITY NUMBER IS 6





-1   IF WIND VELOCITY NUMBER IS 5





+1 PER MOTIONLESS SHIP  





-1 PER MOVEMENT POINT NOTED FOR TARGET SHIP ABOVE 1





+4  BOTH SHIPS ARE FRIENDLY





+1 IF WIND VELOICTY NUMBER IS 1





+/- 1  PER CREW QUALITY DIFFERENCE  ATTEMPTS VS ENEMY SHIP





MODIFIERS:





ROLLS OF “12” ALWAYS UNGRAPPLE 





+2  IF CREW QUALITY IS ELITE





+1  IF NO MELEE IS IN PROGRESS





-6   IF MELEE IS IN PROGRESS





1





IF BOTH SHIPS ARE FRIENDLY, AUTOMATICALLY UNGRAPPLE





4





+1  IF CREW QUALITY IS CRACK





MODIFIERS:





+1  IF WIND VELOCITY NUMBER IS 6





CREW MELEE STRENGTH TABLE





CREW QUALITY





TOTAL MELEE STRENGTH





ELITE CREW SQUARE





CRACK CREW SQUARE





AVERAGE CREW SQUARE





GREEN CREW SQUARE





POOR CREW SQUARE





DBP*





DBP





6





5





4





3





2





7





6





5





4





3























MELEE RESOLUTION TABLE











DIE





1-10





11-20





21-30





31-40





81+





1-2





3-4





5-6





1





1





1





1





1





1





1





1





2





2





2





2





2





2





2





2





2





3





3





3





4





4





4





0





0





0





0





41-50





51-60





61-70





71-80





5





OBP





DBP* - IF SHIP WITH DBP IS BEING RAKED











