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Ship Name______________________________

Ship Class: 1st (Starting Shooting Power = 10)
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Rigging Sections

Hull Sections

Crew Sections
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Range 
Hexes

Shooting 
Power

Alpha
1

Bravo
2-3

Charlie
4-6

Delta
7-10

OOOO 10 7/4 6/4 5/3 4/3

OOOO 9 6/4 5/3 4/3 3/2

OOOO 8 5/3 4/3 3/2 2/2

OOOO 7 4/3 3/2 2/2 1/1

OOOO 6 3/2 2/2 1/1 0/1

OOOO 5 2/2 1/1 0/1 0/1

OOOO 4 1/1 0/1 0/1 0/1

Rake 
(Stern x2)

3 crew
(Stern 6)

2 crew
(Stern 4)

1 crew
(Stern 2)

n/a

Acceleration: 2
Deceleration: 3 5/3

Shooting Damage / Critical Number

-1SPC -2SPC -3SPC

-2SPC -2SPC -2SPC

Hull sections lost cause -1, -2, and -3 small shooting 
number circles respectively as well as a Moral Test.
Each crew sections lost cause -2 small shooting number 
circles as well as a Moral Test.

M M M

M M M

Strike

Strike

-1SPC -1SPC Strike-1SPC

 

 

Game 

Turn 

Plot Movement Gunnery Fire 
(ie Ajax C10+1) 

Gunnery Received/Notes 
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Acceleration: 2
Deceleration: 3 5/3

Shooting Damage / Critical Number

Ship Name______________________________

Ship Class: 2nd (Starting Shooting Power = 9)
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Hull Sections
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-1SPC -2SPC -3SPC

-2SPC -2SPC -2SPC

Range 
Hexes

Shooting 
Power

Alpha
1

Bravo
2-3

Charlie
4-6

Delta
7-10

10 7/4 6/4 5/3 4/3

OOOO 9 6/4 5/3 4/3 3/2

OOOO 8 5/3 4/3 3/2 2/2

OOOO 7 4/3 3/2 2/2 1/1

OOOO 6 3/2 2/2 1/1 0/1

OOOO 5 2/2 1/1 0/1 0/1

OOOO 4 1/1 0/1 0/1 0/1

Rake 
(Stern x2)

3 crew
(Stern 6)

2 crew
(Stern 4)

1 crew
(Stern 2)

n/a

M M M

M M M

Strike

Strike

-1SPC -1SPC

XXXXOOOO

Hull sections lost cause -1, -2, and -3 small shooting 
number circles respectively as well as a Moral Test.

Each crew sections lost cause -2 small shooting number 
circles as well as a Moral Test.

-1SPC Strike

 

 

Game 

Turn 

Plot Movement Gunnery Fire 
(ie Ajax C10+1) 

Gunnery Received/Notes 
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Acceleration: 2
Deceleration: 3

Ship Name______________________________

Ship Class: 3rd (Starting Shooting Power = 8)
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5/3
Shooting Damage / Critical Number

-1SPC -2SPC -3SPC

-2SPC -2SPC -2SPC

Range 
Hexes

Shooting 
Power

Alpha
1

Bravo
2-3

Charli
e

4-6

Delta
7-10

10 7/4 6/4 5/3 4/3

9 6/4 5/3 4/3 3/2

OOOO 8 5/3 4/3 3/2 2/2

OOOO 7 4/3 3/2 2/2 1/1

OOOO 6 3/2 2/2 1/1 0/1

OOOO 5 2/2 1/1 0/1 0/1

OOOO 4 1/1 0/1 0/1 0/1

Rake 
(Stern x2)

3 crew
(Stern 6)

2 crew
(Stern 4)

1 crew
(Stern 2)

n/a

M M M

M M M

Strike

Strike

-1SPC -1SPC

XXXXOOOO

XXXXOOOO

Hull sections lost cause -1, -2, and -3 small shooting 
number circles respectively as well as a Moral Test.
Each crew sections lost cause -2 small shooting number 
circles as well as a Moral Test.

-1SPC Strike

 

 

Game 

Turn 

Plot Movement Gunnery Fire 
(ie Ajax C10+1) 

Gunnery Received/Notes 
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18    
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Range 
Hexes

Shooting 
Power

Alpha
1

Bravo
2-3

Charlie
4-6

Delta
7-10

10 7/4 6/4 5/3 4/3

9 6/4 5/3 4/3 3/2

8 5/3 4/3 3/2 2/2

OOOO 7 4/3 3/2 2/2 1/1

OOOO 6 3/2 2/2 1/1 0/1

OOOO 5 2/2 1/1 0/1 0/1

OOOO 4 1/1 0/1 0/1 0/1

Rake 
(Stern x2)

3 crew
(Stern 

2 crew
(Stern 4)

1 crew
(Stern 2)

n/a

5/3

Shooting Damage / Critical Number
Acceleration: 2
Deceleration: 3

Ship Name______________________________

Ship Class: 4th (Starting Shooting Power = 7)
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-1SPC -2SPC -3SPC
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M M M
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Strike

Strike

-1SPC

XXXXOOOO

XXXXOOOO

XXXXOOOO

Hull sections lost cause -1, -2, and -3 small shooting 
number circles respectively as well as a Moral Test.
Each crew sections lost cause -2 small shooting number 
circles as well as a Moral Test.

-1SPC -1SPC Strike

 

 

Game 

Turn 

Plot Movement Gunnery Fire 
(ie Ajax C10+1) 

Gunnery Received/Notes 
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