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Unorthodox Force - Special Rule 102, 106
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Weather Change 128



Rulebook Index

Well Equipped 123

Whetstone, Sir Thomas 102

Wind 83, 129

Wind - Change 128

Wind - Direction 83

Wind - Point of Sail 83

Wind - Speed 83

Wind - Starting Direction 133

Windward 83

Windward - Ship Characteristic 81

Winning 134

Wooden Buildings 76


