	1. Deadlines: 
The goal is to get through one turn per week using the following schedule:

Monday, 11:00  p.m. GMT
Movement Plots and Signals are due
Wednesday, 11:00 p.m. GMT
Gunfire Plots are due
Friday, 11:00 p.m. GMT
Gunfire Resolution and Maintenance are due
2. Admirals: 
Each team will choose players to act as Admiral (in overall command) and Vice Admiral (second in command).  The Admirals are to head up the pre-game planning discussions including strategy and ship assignments.  Furthermore, the team's admiral will take command of the Fleet Flagship and the Vice Admiral will take command of the subordinate flagship should there be one.  In the event of there being more than one subordinate flagship the Vice Admiral may choose which one he wants to command.  After all, taking on the responsibility of command had its perks.

3. Commodore: 
Once the Admiral has been chosen, he will assign a member of his team the Commodore position.  The Commodore has the responsibility of posting Plot Phases and Gunfire Phases for any Captain from their team that will be absent for a period of time or misses a deadline.  Hopefully this will be a rare event, but this is to be done so we can keep the game moving and not suffer any long delays.  The players assigned to the Admiral and Vice Admiral positions may not be assigned the Commodore position and the Commodore position may be transferred among the other players as needed.

4. Movement Plots: 
A captain's posting for each movement plot should include the following:

· His ship's movement plot

· His ship's crew plots

· His ship's current sail state

· A default gunfire plot (such as "Fire at Best Target", "Fire Best Stern Rake", etc)

Note 1: The default gunfire plot will be used to conduct his ship's gunfire should he miss the Gunfire Phase deadline.

Note 2: A Commodore posting for another player's ship will use this same format.

5. Gunfire Plots: 
A captain's posting for each gunfire plot should include the following:

· His ship's name and his target's name (such as "Victory fires at Formidable")

· Which broadside and type is firing (such as "Full Starboard Broadside" or "Half Port Broadside", etc)

· During which impulse his ship is firing (such as "Impulse 1" or "Impulse 3", etc)

· The range of his gunfire and the BGN

· The type of shot that will be used (such as round shot, dismantling shot, etc)

· A list of all modifiers to his gunfire (such as CQ, IB, Rake, Guns Dismounted, Fatigue, etc)

· The MGN

Note: A Commodore posting for another player's ship will use this same format and base the target selection on the default gunfire plot entered for that ship during the preceding Plot Phase.

6. The Message Scrambler: 
To allow for the simultaneous posting of Movement Plots and Signals, all Movement Plots and Signals submitted by a player should be done using the Vigenere message scrambler found on the Red Amber website. The method for scrambling your messages is as follows:

· Go to the Vigenere Scrambler web page

· Key in your plot in the message area

· Key in a password of 123 in the two password boxes

· Hit the scramble button

· Copy the scrambled message and paste it into your message for posting to the forums

After the movement plot deadline has passed, everyone is then allowed to unscramble any of the plots they wish to see. All players are on the Honour System to not unscramble messages before the deadline has passed. The method for unscrambling the messages is as follows:

· Go to the Vigenere Scrambler web page

· Copy and paste the scrambled message from the forums into the message area of the scrambler

· Key in the 123 password in both password boxes

· Hit the unscramble button

7. ACTS: 
There may be times when two players enter a post at around the same time for the same thing. An example would be two players posting the die rolls to check for a weather change.  Whenever this occurs, the first post to be entered on the ACTS board will be the official one.

Also, the d10 on ACTS gives results of 1-10 instead of 0-9 as required by Close Action.  So all 10 results will be treated as a result of 0.

8. In Game Communications:  

Once the game is underway, in game communications will be limited to the signalling rules detailed in the Close Action rules book.  Players should not discuss strategy, what plots to post, etc.  Communications are to be limited to game mechanics, rules questions, or non-game topics.  This is of course by the honour system, but it is believed you will enjoy the game more when played this way.

 

Errata and Optional Rules in Effect 
All errata through Rebel Seas will be used. If you do not yet have Rebel Seas you may view the errata in PDF format here (right-click and select "Save target as..." to download).

14.A Impulse Movement
14.A.1 through 14.A.7 will be used
14.C Limited Information
14.C.1 only will be used
14.D Fatigue
14.D.1 through 14.D.3 will be used
14.F Uncertain Wearing
14.F.1 through 14.F.6 (See Rebel Seas errata)
 

House Rules in Effect 
6.D Bearing Off
Include the following cumulative modifiers when trying to Bear Off to avoid collision.

Bearing Off turn includes Wearing

+1

Bearing Off on Impulse 1

+1

Bearing Off on Impulse 2

+0

Bearing Off on Impulse 3

-1

Bearing Off on Impulse 4

-2

Explanation:  The impulse modifiers are a balancing mechanism.  Since the game is segmented into game turns, this rule attempts to compensate for the fact that it is hard to predict what will be going on late in a turn, especially at higher speeds.  A ship would have more time to adjust it's course to avoid later impulse collisions whereas an early impulse collision is more likely due to poor planning.

As for the Wearing modifier, the acts of Bearing Off and Wearing both require a roll on the Bearing Off table to determine success or failure.  Rather than make a ship roll twice on this table, the +1 DRM is added to account for the increased difficulty the Wearing condition adds to the Bearing Off attempt. 

6.E Collisions 
When rolling for collision damage, no damage die result may be greater than the ship's plotted speed for the turn on which the collision occurs. Exception: In the case of a ship at FS moving at a speed of 1, roll 2d6. If the first result is a 1 and the second result is 1-3, the ship suffers 1 box of rigging damage.

Explanation: The faster a ship is moving the more stress and strain exerted when it collides with another ship as well as when it recoils from the sudden stop.  The rules do not differentiate between a ship travelling at a speed of 10 and a ship travelling at a speed of 1, they both may suffer equal amounts of damage.  This rule allows for reduced damage being done to slower moving ships.

Example: A ship at PS with a plotted speed of 3 collides with another ship. It rolls collision damage dice resulting in a 1 and a 6.  Since the 1 result is less than the ship's plotted speed of 3 it remains unchanged, but since the 6 result is higher than the ship's plotted speed of 3, it gets modified to a 3.  Therefore, the final damage amount would be 1+3=4 rigging boxes instead of 1+6=7 rigging boxes.

This house rule works well in every case except a ship at FS moving at a speed of 1, which results in no chance of any damage being done. This is not very realistic as any ship colliding with another should have some chance of damage occurring, hence the exception to this rule.

Example: The damage die roll for a ship at FS moving at a speed of 1 would always be 1 because no damage die may be greater than the speed of the ship. Since the damage for a ship colliding at FS is 1d6-1 the only possible result for a ship moving at FS and speed 1 would be 0, or no damage.

So instead of the normal procedure, the ship first rolls its normal damage die with an unmodified result of 1 indicating the chance for damage. The ship then rolls a second die with a result of 1-3 indicating that the ship suffers 1 rigging box of damage. 

7.G Marine Fire 
For every +1 DRM that makes it impossible for marine fire to hit, roll an extra d6. If all the rolls are less than 4 then the marine fire hits and the target ship must cross off 1 crew box by rolling on the Crew Loss chart.  These extra die rolls are in addition to the one needed for 2 hex fire.

Explanation: It is possible in the game that due to die roll modifiers it becomes impossible for marine fire to hit anything.  This gives a small chance that such fire might still cause damage.

Example 1: If 2 crew quality G marine boxes are firing they have a +2 modifier to their die roll, thus it is impossible for them to hit anything. Therefore, 3 dice are rolled (the original die plus 1 die for each +1 modifier) and if all 3 results are less than 4 then the marine fire hits and the target ship must cross of one crew box by rolling on the Crew Loss chart.


