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Rigging - Integrity 81
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Ships - Masts on 80
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Ships - Ranged Combat on 90
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Small Arms 53
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Standard Actions - Shoot 41

Standard Actions - Stand 41

Standard Actions - Throw Grapples 41
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Structures 60, 64

Structures - Access Points into 65
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Structures - Critical Hits on 77
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Swivel Guns - Ship Characteristics 81
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Terrain - Melee Combat in 50
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Terrain - Ranged Combat, effects on 55
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Weather Change 128
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Wind - Starting Direction 133
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