SEQUENCE OF PLAY

[Turn sequence outline for Standard Game with Optional Rules* or Mods ]
I. PLANNING
A. Ships in base to base contact check for Entanglement*
B. Ships in base to base contact check for Boarding/Grappling*
1.  Place Boarding chits face down on mat. Chits are revealed prior to planning next turn maneuvers. 
C. Select Maneuver Card for next turn.
1.  Not if Entangled, Grappled, Aground or Struck sails.
2.  Difference in Veer to last card must not be greater than ships Veer rating.
D. Select new sail setting*
1.  Increase or decrease by one level. 
II. MOVEMENT
A. Check attitude to wind
1.  If Taken Aback (Red ) select red card based on Veer value of planned card.
2.  1st turn use arrow with single hourglass and place on the front of the ship.
3.  2nd turn use double hourglass and place at stern of ship.
B. Move ships simultaneously according to sail setting and attitude to the wind. 
1.  For ships changing to Struck Sails use the Backing sails line this turn. 
2.  Ships changing from Struck sails to Backing Sails start moving on the following turn. 
C. Collisions
1.  Determine if ships will overlap at end of movement.
a. Movement order determined by >Burden, then best position to wind, then random. 
b. Ships overlapping are moved so that bases just touch.
2.  Check for Entanglement* at the beginning of next turn.
3.  Ships moving at full sail take one “C” damage
III. COMBAT
A. Great Guns- After firing flip counter face up in broadside box
1. Rake: Bow = +1 chit for every 3 damage, Stern = +1 for every 2 damage.
2.  Rake only if full broadside in arc
B. Musketry – E Damage chit(s) 
C. Resolve Boarding (one round)
1.  Pull E chits one by one up to ships burden. Each pull is simultaneous.
2.  Check for surrender after each pull.
IV. RELOAD
A. Select ammo type and move to empty broadside box.
B. Move fired ammo counter back to storage box and flip over. 
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