
CROSSING LANES
A Black Seas SCENARIO

Merchant lanes were sometimes used by different warring parties at the 
same time. In this scenario 2 opposing escorts and their precious cargo 
ships cross paths. Do you protect your own Merchant Ships or go after the 
enemy’s loot?

BATTLE AREA
This scenario is best played on a 4’ x 3’ area. The wind is blowing from the South.

DEPLOYMENT
The two fleets are of equal strength, both 
are composed of: two Merchant Ships, 
one Frigate and three Brigs. Randomly 
decide who goes first. The first player, 
places the two Merchant Ships in the 
middle of a chosen deployment zone 
both sailing with Battle Sails with the 
wake of the first one touching the edge 
of the table and the wake of the second 
one touching the bow of the first one. 
Then places the rest of the fleet anywhere 
in the deployment zone with all ships 
sailing with Battle Sails. The opponent 
will do the same on the opposite side of 
the board. 

SPECIAL RULES
Place 3 loot counters on each Merchant Ship’s Ship card. The crews of all Merchant Ships are Inexperienced. 
The crews of all other ships are Regular. For every 10 points of damage suffered, a Merchant Ship will loose 
1 Loot counter. Remove it from the Ship card and place it in the sea next to the Merchant. In this case the 
Merchant will not gain 1 additional point to their Rate of Knots (see below).

Merchants can throw 1 Loot counter overboard to gain 1 additional point to their Rate of Knots. Place the 
Loot counter in the sea where it has been dumped. Loot counters afloat in the sea can be collected by any 
vessel (that isn’t a Merchant Ship) sailing with Light Sails, that come into contact with it, by rolling a skill test 
with a +2 to the result. Ships fishing Loot out of the sea cannot shoot during their activation. There can be a 
maximum of 2 Loot counters on any ship that is not a Merchant. 

VICTORY
The game will last for 7 turns or until at least 4 loot counters have left 
the board. For every loot counter that leaves the gaming area on the 
opposite side of your deployment zone, you gain 1 Victory Point. The 
player with the most Victory Points will be the winner.


