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- Ship Maneuvers Reference Sheet
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';_1(16 next Paragraphs illustrate how to govern the Heroes’ ship “Rising Tide” {38A

* map tile}. Each Location {from § to Z, skipping & and @} represents a different

T

area with peculiar functions; read it when any Hero moves over it and wants to
interact with that part of the ship.

Note: To interact with any Location on the 38A map tile, the Hero must
not be engaged in combat, unless the area of the Location he wants to use is
dominated by Heroes.

Location 8 {Rudder}

Once per Round, a Hero in this Location may spend one , activity to Move and
Rotate map tile 38A according to the rules detailed by the current Quest {see Ship
Movements example box on the next page}.

Once enhanced, this Location may be activated by spending an @ activity
instead of a , one.

Note: In order to activate this Location, the Anchor token over Location U
must be on its Raised side {See Location U}.

Location T {Cannons}
Any Hero in this location can spend one or more @ activities to interact with the
cannon. The interactions must be performed in this order: Load, Ignite, and Shoot.

1. Load the cannon: this means taking a Cannonball token that the Hero has
previously picked up {usually from the Storage, Location X}, and that he is
carrying in its Inventory, and placing it {with the Cold side face up (@9} over
the Cannon on the map {the T Location where the Hero is located}. It is now
time to ignite the gunpowder!

Note: There can be only one Cannonball token placed over each T
Location. If, for any reason, a second Cannonball token should be placed
in the same area, that token must be moved into an adjacent area instead.

2. Ignite the gunpowder: this means flipping the Cannonball token present in
the current Hero’s T Location from its Cold side to its Ignited side
Now the cannon is ready to fire!

Note: In each Time Phase, discard any Ignited Cannonball token on the
map tile 38A {the Cannonball has fizzled out with no effect}.

3. Aim and fire: select a target area to attack. The selected area must be located
between 1 and 5 areas away from the current T Location {requiring L.O.S.}
and in the same direction that the mouth of the cannon is facing {see the Ship
Shooting sample box on the next page}. Firing into the cannon’s own area
is not allowed. Once aimed, the Hero must discard the Ignited cannonball
token from the current T Location and roll, to determine the Accuracy of the
shot, as many Dice {Blue and/or Red} as the number of areas between the
cannon area and the targeted area {1-5}:
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+» Ifno ‘W are rolled, the shot hits the target'area. Otherwise: the shot
is redirected against an area adjacent to the originally targeted area,
preferring the area containing the most Characters if possible {in case of a
tie, the firing Hero chooses}.

The Cannon's attack {Blune€} hits all the Characters in the impacted.,
area by inflicting 10%g Le€hal, Bash, K.O. o

% After the shot, the Cannon may be used again by following this 3-step
procedure... as long as there are Cannonballs aboard!
Once enhanced, this Location allows a single reroll of each Aim and Fire
Accuracy roll.

Location Y {Lookout} . -"'-"-;_ :

Once per Round, a Hero in this Location, while there is at least one Enemy in play, >+ «E

may spend one @ to look at {and place back} the top card of the Encounter deck. =51

Once enhanced, this Location allows the drawn card to be returned to the ﬁ,
bottom of the Encounter deck instead of its top.

Location X {Storage}

Any Hero in this Location may spend one @ to pick up a cold Cannonball token
from this area {if present}. Each Cannonball token must be treated as a standard
Miscellaneous Item with weight 1, so, if the Hero has enough space in his Inventory,
it can be picked up, carried, and dropped on the ground as usual. The only limitations -
are:

¢ Each Hero can only carry 1 Cannonball token at a time.

¢ Each T Location {the Cannons} can only contain 1 Cannonball token at a
time. If, for any reason, a second Cannonball token should be placed in the
same area, that token must be moved into an adjacent area instead.

4 At the beginning of each Quest involving the Ship {map tile 38A}, all
Cannonball tokens the Heroes have must be placed in the Storage Location.
Once enhanced, all Cannonballs tokens also inflict Cri€ical when fired. 5

Location 4 {Anchor} %
Any Hero in this Location may spend a P activity 1o perform one of the following

two operations:
¢ Raising the Anchor: of the vessel from the sea floor and hoisting it :
up to be stowed on board the ship. Once done, the Anchor token '/
.9}

must be placed with its Raised side face up {a} and the ship {map
tile 38A} can be moved using the Rudder in 8 Location. t
Note: At the beginning of each Quest, the Anchor token is Raised

¢ Drop the Anchor: of the vessel allowing it to fall to the bed of a
body of water and thereby securing the ship in place. Once done, the
Anchor token must be placed with its Dropped side face up {&} and# 5
the ship {map tile 38A} cannot be moved using the Rudder in 8§ Location hF
until someone has raised the Anchor.
Once enhanced, this Location may be activated by spending an @ act1v1ty
instead of a , one.

Location Z {Prow}
Any Hero in this Location may use the Ship’s Fishing poles to try to catch some
fish, and it so:

¢ (m take the Ship’s Fishing Rod Ques€ card and go to §0.44. = **?:
¢ Eogl}t Set aside this Quest card once done. '-'H:é:,;%*?i

¢ The Ship's Fishing Rod/Ship’s Triple hook Quest card cannot be carried
away from this Location, as-it is bound to the ship. 3 ;,j
Once enhanced, this Location allows the use of the Ship's Triple Rook =
Quest card instead of the Ship’s Fishing Rod side. e e
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- Ship Damages Ship Enhancements Summary 3 :

Normally each of the 7 ship Locations may
only be used by Heroes only if there is no

i . : 7 l";:'(->.'. ]
Wooden Plank token or if the Wooden Plank [1 Location 8 {Rudder}: May be activated by spending 1_@ instead
token is on the repair side “ of 1 9 . TN

When the game requires placing a . Damaged : . &
Wooden Plank on a Location, that Location cannot b e

[]Location E {Cannons}: Reroll any Accuracy roll when firing a Cannon! hal‘l'l?j, ‘ .,

[] Location Y {Lookout}: The Encounter card drawn may be placed bjal'g'_lg;jI G 4
at the bottom of the Encounter deck instead of its top. e £ _-_’-"-‘:'?

be used until Repaired.

To repair any Location f{i.e. flip the . Damaged
Wooden Plank to its Repaired side (@} the Hero must
spend an @ while in the same area, and must not be
o engaged in combat, unless the area is dominated by
= Heroes.
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[] Location X {Storage}: The Cannonballs also inflict Cnifict__ﬁ Whm ‘ y
fired. - . o '
[] Location 4 {Anchor}: May be activated by spending 1
of 1 ,

Note: Each Location cannot contain more than
1 Wooden token. When needed, flip it according

to the Quest instructions. , instead

]
g |
o

[] Location % kl’row} = Fish using the Ship's Eriple hook Quest card side
instead of its Ship's Fishind Road side.

Ship Shooting

Three Quests {X, XII, and XIV} allow the vessel to navigate around the map.
This means that using the Rudder Location, the Ship {map tile 38A} can be

moved and rotated to be attached to other map tiles as detailed in each Quest.

For instance, in the first Quest, the ship can be attached only to Locations &, B,
or ¢ {1}, while on the other two Quests, Heroes are free to attach the ship to any
compatible map tile connector of any map tile in play, where the space is enough
to host map tile 38A {2, B}. .

In all cases, during any Quest, map tile 38 A must always be attached somewhere,
it cannot remain separate from the other tiles ’
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The L.O.S. for shooting uses the standard ranged attack rules, and must be traced

starting from the X of the current B Location toward the target area, in the

direction the mouth of the cannon is facing. A Cannon's range is {1-5}, so it may
not shoot at targets in its own T Location { {03}}.

The Cannon's attack {Blumn€)} hits all the Characters in the impactéd area {the

attacker decides the order} by inflicting 108 Le€hal, Bash, K.O.




