Might & Main fast-play (modified for renaissance campaign)
Basing; all ships are to be mounted on 80mm by 40 mm bases.

Deployment: as per scenario. Wind: direction etc, spin a pen or toss marker. If initiative rolls are the same, wind shifts 45’: right if evens, left if odd. Then dice again for initiative. Dice for weather D10: 1=low wind, all ships reduce speed by 1 length; 2-9 = normal; 0=force8+ All ships heading into wind are dismasted; all weapons short range only (no guns). Galleys etc must head down wind and their speed is reduced to 1 length.

Each model has a card with details of, Name, Type, number of guns. Rows of Boxes represent the crew, hull, sails & oars, guns and speed are marked off as damage and casualties mount.

Turn Sequence,

1. Dice for iniative, wind shifts etc.

2. Move drifting ships.

3. First player moves all ships, dice for grappling and un-grappling

4. Second player moves all ships, dice for grappling and un-grappling.

5. Work out the results of collisions.

6. All guns and Swivels fire

7. Small Arms Fire.

8. Melees.

9. Morale tests

10. Dice for fire fighting, hole repairs.

11. Decide Victor.

Movement,

 Movement is alternative, dice for initiative, the winner chooses to move first or second. Then shooting is simultaneous. Slow ships; 2 base lengths with 1 turn up to 45’, Manoeuvrable; 3 base lengths and 2 x 45’ turns. Fast; move at 4 base lengths with 3 x 45’ turns. A ship must move at least its base length before each turn.  Heading into the wind, sailing ships may head up to 45° into the wind at ½ speed, minimum ½ a base length: directly into the wind all stop, (except galleys etc).  Any ship may fall off 2 turns away from the wind in a move, without the movement minimum.  With the wind astern, extra distance can be gained.  To measure this, use the width of 2 fingers.  All Ships must always move at least ½ their movement distance. Galleys etc may move ahead in any direction. Galleys etc may go astern at 1 length per turn.

Gunnery. 

The guns positions are shown on the ships order card.  Each gun has 3 range groups, short (1 base length); effective (2 base lengths) and long (4 base lengths).  To score a hit throw a D10, long 9,0, effective 7, 8,9.0; short 5,6, 7,8,9,0; for each hit throw D10 again:-
0=sail, cross off 1 box, it takes 3 hits to bring down a mast.  When each set of 3 ships sail boxes down = reduce speed by one length, all down, drifts downwind at 1 length or 1 base width, depending on direction of the wind. 
6,7,8,9 = hull, cross off 1 box for each hit, when more than ½ the boxes have gone, the ship is reduced to ½ speed.  When all boxes gone, ship sinks at end of the following move

5 = Throw another D10, 1-5, Targets gun and crew box destroyed, 6-0 cross off a hull box instead.  If a gun is hit dice for which one if ship has more than one, giving each gun a % chance.  If no guns left, cross off a hull box.

2,3,4 = crew, cross off a box for each hit.  When crew total is reduced to 1/3rd or less from melee, shooting or transfer, take a morale test, and each turn after.  These are taken at the end of the move.

1= “Special”, throw a d10 again,

1; The firing gun bursts, or jams, etc, and is out of action for the rest of the game, and a crew box is lost.

2; The firing gun explodes, a fire starts see 3 below, and a crew box is lost

3; Target on fire, D10 for each fire for 3 moves, 1-5 fire out, failure to do this results in the ship sinking at the end of the 4th move. It’s assumed the crew have access to lots of water! If in melee deduct 2 crew boxes for fire fighters.

4; Target holed, throw a D6, this and on subsequent turns mark off ½ that number of hull boxes, reduce to half speed only when holed, ship stops when half or more boxes are crossed off, then drifts downwind the width of 2 fingers. Plugging hole role D10 require 1-5. When all hull boxes are lost ship sinks. If in melee deduct 2 crew boxes for hole plugging & bailing.

5; Target steering damaged, must turn 45’ and move at least half for the next 3 moves. Dice for direction (Odds left Evens right)

6,7; 2 crew boxes are crossed off.

8,9; 2 hull boxes are crossed off.

0; Oops! A shot hits the targets powder store and the ship blows up. Ships with bases touching roll as for a gunnery hit.

Ballista’s, small guns & Swivels; Short and effective range only. Roll D10 short 6,7,8,9,(0=sail hit); effective 9-0; Even score = crew box; odd= hull box.

Small arms fire; short range only, All fire is simultaneous, Roll a D10 for each 4 crew boxes available for average crew, 3 boxes for elite crew, 5 for poor crew; 6,7,8,9,0 cross off a crew box on a 0, this takes out a gun or ballista, as well as a crew box, dice for which gun or ballista hit.

Grappling;

May be done by either ship when their bases overlap, throw a D10 a score of 1-4 is needed. Those grappled can attempt to un-grapple roll D10 a score of 1-3 is needed. If grappling is unsuccessful the ship continues to move. On subsequent moves grappled ships drift downwind at the distance of a base width per turn. On the turn after grappling a melee takes place. No shooting except for artillery or ballista, can be done in turns when the crew are in melee as all hands will be required to fight. If a gun or ballista fires reduce melee factor by 1 crew box for each weapon fired. Other ships may not shoot at ships in melee. Crews in melee cannot un-grapple. Friendly crews can transfer up to a 1/3rd of remaining crew, so long as original crew total remains above 1/3rd. It takes a move to tie up with (no dice roll needed) and transfer a crew to a friendly ship, they cannot enter melee in the transfer move.

Melee; 

Total the number of crew boxes. Each player rolls a D10 adding this score to his number of boxes. A modifier of +1 is given to the crew of a larger ship for height advantage. +2 is given to elite crews; -2 for poor crews. Crews wishing to defend against boarding receive a +1. The modifiers for height and defence cease after the first round of melee, unless that is draw. The winner is decided from the difference in scores.

Draw; cross off 1 crew box each and continue next turn,

Wins by 1-2; loser is pushed back and both sides lose 1 crew box.

Wins by 3-5; loser is pushed back and loses 2 crew boxes the winner loses 1 crew box.

Wins by 6-9; loser is pushed back, loses 3 crew boxes and takes a morale test, the winner loses 1 crew box.

Wins by 10+; loser is pushed back, loses 5 crew boxes and takes a morale test, the winner loses 2 crew boxes.

In the following turns those pushing back gain a +1. If more than 2 ships involved in melee the casualties affect all ships i.e. 2 English Vs 1 French. French lose by 3-5 difference, French lose 2 boxes, English 1 box each. English still count +1 next turn. In Melee where 3 or more ships are involved use common sense, try to work out individual combats or treat as one melee and apply modifiers accordingly.

Morale Test: taken on each turn on or after the crew of a ship is down to 1/3rd or less. Roll a D10

1,2= Surrender, if not in melee or grappled, sail away, do not fight, ram or shoot. Withdraw from battle via most easily reached table edge at best speed. If already drifting; don’t fight or shoot, stay calm and await your fate.

3-5= Manoeuvre to avoid being boarded, fight only with missiles, if boarding, boarded or grappled surrender.

6-9= Act as player wishes

0= Attack most easily reached enemy and attempt to board. If only 3 or less crew boxes left the captain will try and ram the most easily reached enemy instead.

Collision; If this happens by design or accident, ship’s model, not it’s base, must be able to touch with its bow. Each player (except Galley, Galleasses, Galliots, colliding with their beak) rolls a D10:-

0=his ship is holed, see above. If holed or not, both ships rigging is entwined and they count as grappled, normal grappling rules apply, unless rammed by a Galley etc in which case the galley needs to go astern to un-grapple.  

9=mast lost, cross off 3 sail boxes.

Command; All ships must be assigned to a squadron under an Admiral. All ships must “second” the ship of the Admiral to whom they are assigned, no independent action permitted.

Victory & Defeat: As per DBR, once a squadron is demoralised, all ships of that squadron must withdraw from the action. Any ship in a boarding action must take a morale test each turn until they can un-grapple. Once a fleet is defeated a similar process must be carried out until all ships have left the action. Once ½ of the ships in a fleet are lost or demoralised the battle is lost

Repairs; After a battle ships must put into a non-hostile port to repair damage and hire replacement crew.    

