
Scurvy Dogs
Sequence of Play
  
Shuffle  the  Jolly  Roger  deck  and
deal  each  player  a  card.  Keep
dealing  cards  until  one  player
receives  the  Jolly  Roger  card.
Players  only  retain  the  last  card
they are dealt. The player with the
Jolly Roger card decides to go first
or swap the Jolly Roger card with a
player of his choice, who must then
move  first.  Play  proceeds
clockwise. 
  
The  First  Player  then  moves  his
pirates  and  resolves  any  shooting
and then fighting.
  
This is repeated until all the players
have done the same. 

The game finishes when only  one
player  remains  or  the  scenario
victory conditions have been met.  

1.  Move the “Rabble”.
One rabble base can be moved up
to 6”.
Any  model  can  disappear  in  a
rabble by moving into it. The figure
is  removed  from  play  and  must
reappear  from  any  rabble  on  its
following turn. You cannot elect to
stay in the rabble.

If  there is any fighting or  shooting
by a model with 6” of a rabble the
rabble tests their reaction:
1-2 no effect
3-4 flee 6” from the model
5-6 Attack  models  –  each
model  receive a wound on a dice
roll of 4-6.

2. Movement 
 Each  figure  moves  independently
2 x D6 of inches in good terrain or
1 x D6 if wounded, in any terrain or
on board ship.

3. Pirate Health
 A wounded pirate who moves rolls
a  dice.  On  a  1  a  yellow  wound
upgrades to red and a red wound
upgrades to a death. On a roll of a
6 a red wound becomes yellow or
a yellow wound is removed.

Shooting 

A pistol has a range of 6”, bows 12”
and a musket  18”.   Cannons  and
Jezzails  have  unlimited  range.  A
blunderbuss  uses  a  “flamer”
template.

To fire the target  must be in sight
but may be in cover.  To hit throw a
1D6 for pistols, 2D6 for bows, 3D6
for  muskets  or  place  the  “flamer”
template  for  a  blunderbuss.   The
dice  score  must  exceed  the
distance  in  inches  currently  from
the target.
  
Minus  1  to  the  dice  score  for:
Target moved. 
Firer moved. 
Target in cover. 
Firer is wounded. 
  
Blunderbusses will hit any figure in
its  spread (flamer)  template  which
must be placed with the small end
touching  the  firer.   A  Jezzail  hits
any figures  it  passes  through in a
straight line on a D6 roll of 5+. 

Weapon Dead Red Yellow

Pistol

1 2-3 4-5

Bow 1 2-3 4
Musket/Jezzail 1 2 3
Blunderbuss 1-2 3-4 5-6

Cannon 1-2 3-4 5-6
  
A cannon uses a 3” template. Place
the centre on a figure and roll a D6
and  a  scatter  dice  to  determine
where the shell lands.  Grape can
be  fire  up  to  18”,  for  this  use  a
”flamer”  template  which  can  be
placed  in  any  direction  wholly
within 18”. 

Blunderbuss and cannon cannot be
reloaded during the game.

Fighting 
Weapons have different Attack and
Defence values.
 
The Figure of the moving player is
the  attacker,  the  figure  it  is
attacking the defender.

 Up to 3 figures can melee against
a single figure. A figure that is out-
numbered  counts  a  minus  1  or  2

accordingly and fights against each
figure in turn. 

Weapons Attack Defence

Cutlass,
Scimitar,  Axe

3 2

Sword or half
pike

3 3

Pistol Butt or
knife

1 0

Clubbed
Musket, or staff

2 1

  
To  fight  each  figure  throws  a  D6
and adds to the score the weapon
factor.  It  then  applies  any  other
additions or deductions.  The figure
with  the  higher  score  wins.  On  a
difference of 1 or 2 a yellow (single)
wound  is  inflicted,  3  or  4  a  red
wound (2 wounds) and on greater
death. 
  
Adjustments 
+1 for charging into contact.
+1 if a leader 
-1 or 2, outnumbered. 
-1 or 2, yellow or red wound. 
+/-  If  there  are  any  special
characteristics on the figures card.
4. Government Troops.
Government  troops  are  controlled
by  the  “umpire”  and  make  the
following automatic responses:
1. Move if not in shooting range; 
2. Shoot  and  move  to  nearest

pirates;
3. Charge  to  close  combat  if  in

range.
Government  troops  move  shoot
and  fight  like  a  pirate,  but  are
removed  as  a  casualty  once  they
receive a wound.

5. Victory Coins
Chocolate  coins  are  used  to
determine the victor.
 Exceptional feat in eyes of 

organisers - 3 Coins. Players 
must argue their case.

 Pirate leader killed - 2 coins
 Pirate killed - 1 coin
 Soldier killed - 0 coins 

The winner is the one with the most
coins, even if they are out of play.
Eaten  or  melted  coins  DO  NOT
count.         
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