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WELCOME TO THE WORLD OF ULTRA!

Yau're now the proud owner of LUira Soltware's version af Piratest™ for e
Nintendo Entertainment 55." ern. We sugpest that you read the following instruchians
haroughly bafore setting sail for the Hew World
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AHOY, MATEY! WELCOME ABODARD...

Joumsay back 1o a lime of bold adventuring whean the sword was mightfier than the pen; a time of grand
opporiuniies for someone with enpugh ambition, courage and musche. From a humble stadt, you set ouf lor 1he
Caribbazn to maks a reputation for yourself, build (or steal) a forfune, mee! beauliful women, unearth buried
treasures and, with royal favar, perbaps even gain a title of nobility

In Prares! you will do all that and more. Your goal 15 bo make your lartune sailing 1he
Spanish Main 5o hat you may retire 1o a lite of wealth, ease and high status.  The quality
of your relirement is a sum af your parsonal wealth, your rank, your ands, your
reputation, the wie you marry (if any), and whatever pleasing events you accomgish
during your adventures — such as saving members of your Bmily from kidnappers.

AREr your voyane, you can return bo part and divide up the plunder. and then
refire or relum 19 adventuring (il your health parmits). Ah, bit you're not
ready bo hear about refiring, you're just 2 youny landlubber seexing a
chance to conquer the high s2as. Hoist the sails and prepare Lo sel
oft!
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BEGINNING YOUR VOYAGE

Initial Opportunities
At the start of Praates! you will select options from various menus that will lead you into the game. Use the
CONTROL PAD to move the sword cursor to your choice, then press SELECT or the A BUTTOM to enter 1

SELECT START

Control Select Start B A
Pad Button Button Button Button




The first menu to appear will zsk if you wish to: Starf 2 New Career (new game), Comlinue 4 Saved Game. or Lok at Hail of
Fame. Slarling a new career beging 3 new adventure, from your fiest arrival in the New World to your well-2amed retirement

szlecting a Historical Time Period
Jaw players shoukd select Mo, fhanks. This automatically gives you the best time period for new players, The
wnaer Heroes (16801 Other oplions include:
e Silver Empire (1560) — apdin cantrols all bul cne colony. The pickings are ripe for a
Iedrkess advenfurer, but very difficult for an apprentice. The Spanish are strong and weallhy, and
proleclve of thelr treasures

Continuing a saved game allows you Lo pick up where you last saved your adventurs

Merchanis & Smugglers ( 16001 — Like the Silver Empire, this arg is dominated by tihe weallhy
~panish, However, they are 2 liltle weaker but stil a big challenge for the apgrentice pirate.

The Niew Sf.i.'.:'.'T.':F-I'.'? (1620) — The Spanish ho i on the Caribbean is weakening, and enemies of
andin are establishing more colonies. This is still {ough Time for apprentice and journeyman
pirales.

War for Profit (1640) — A great era for the indegendant buccanser. Spanish military and
ELUNOMY are af i lowest point yel. This is an enjoyable era for any pirate Inoking 1o become

wealthy

The Bugcaneer Heroes (1660)— The paak of swashbuckling adventure in the Caribbean and
L 0esl era for apprenfice pirales, Spanish weallh is refuming, but their military is still a joke
[hare are many European calomies and parts, and Ihe taverns ane full of experianced man |noking
lor a Captain to lead them to fame and fortune.

Pirales’ Sunset (1680) — The lasi days of pirale adventuring in the Caribbean, Furopean
povernments are taking the events in the TEqinn serously, and Navy warships pairol the seas,

i'.1Ing.: N tim while ¥ou can. because the aga of aOVENTUFING 15 coming io a closa. It's 2 tough
time for apprentice pirates, but interesting and challenging for all ofhers.




Selecting a Nationality
: Mew :ia-,--_-r_z_s'n:.rrl starl with Englisit Burccanegr, because this nafion supported the privateer (that’s Ehe polike
lerm for p |a_rn_| in the 161h Century. You may also chooss French Bucranesr, Diich Advenfurer, or Spanish
l':-l':'l'i:?gi'n?ni'l:.' '-fﬂn[:-‘_l and Dutch are inferesting chaices thowgh their governments weren't a5 supportive as the
Eng |~_.'|L .__'~"~:a|||+.'._h 15 Ine most challenging. Remember, though, that your initial nationality does not require you 1o
suppart that nation — in the 1680s many of France's admirals were Dutch buccanesars!
Family Name
U=sa the C-]f‘.'TFI OL PAD to poind the sword a1 3 letter, then press SELECT
or the A BUTTON to enter. You may enter any name up to ten charactars
Press the B BUTTON to deleta the kast letier. When vou are finished. select

iculty Level
w ntayers should select Apprenfice The play is gasier because the men you recruit are It.':'-e.l.r.”ﬂ,. :'In-ldl .
axperienced. However, they take a larger share of [he ot wien you divide the plu :lltl-rr Az you gel Deties,
advanced levels where sailing 15 moee difficull and Encounlers are morg chalsengmg.

acial Skills

1 e e e . =i FBairly paew SUHam ur
tarting 2t the Apprentice level ensures that 211 B5pecss of your advenbure remain 'dl:_l, 35y, Wien you
ee to mara difficult levals, selecting one of the following skills will give you & decided advaniage:

Skill at Fancing qives you quicker reflexes
Skill at Navigation allows you 10 sail lasler and gasier;

Skill gt Gunneny auds you in naval battles, improving ihe accuracy of your broadside
shoating;

Wil and Charm s usaful when dealing with governors and other nobles;

Skill al Medicing helps you presarve your health and extend the kenpth 0f your career.



SO YOU'RE A CAPTAIN, EH?
Being & success on the high saas means mor than just Hasting oiher Boats ool of the water — though you'll da
plenty of that, ton! You must master sword fighting, diplomacy, and navigational skills. a5 well. Being a successiul
pirate means being @ shrewd businessman as well as a fearless fighter. As you sail the seas pillaging enemy VESSELS
and plundering colonies, you will 1ake gold, food, cannons and goods. You may choose 1o keep the guns and food
fr your own use, or sell them along with caplured goods al nearby pots Remember
genarally olfer mote gold in trada for goods. You can make a larper pralil by se ling your plundgr in rcher paris, of
even buying fram cheag ports to 521 in pIOSPEnAg oaes
You may als0 be asked by some govemars o run special errands for them. If you accept and compiele their
MiSSiang, you may receive promotions in rank, kand and money H you are lucky, the governor's daughter may 2ke
2 special inerast in you, a5 well. Finding a bride would cerzinly make your reliremnent maoee enjoyzble, wouldniit?

T

R GUIDE TO THE CARIBBEAN

enddindg an fhe opions you selected during fhe

o o1 !
pame sel-up, you may start the game a5 a young salior askEd
s tia cantain of the ship in @ Sword duel fo gain the right to DECOME the: new *ap'.a n, Or ynFu iy L'Im""]| mi
the m ol an experienced Crew of DUCGANEsrs. However your travels begin, there are foul mein achions
i r :-:-:ﬂ.a:‘- of vour adwenture: visiing gorts of call, sword duels, navigal

i 1and biatlles- HOW you handle yourself in nese

ing on the high seas, and engaging

eityations will determming yaur =\jpress as a pirate. To help
you during yout trawvels, your PEATES! game comes with a map of ihe Caribbean

' Rabar 10 it ofien on your vOyage

otes o sail toward fame and ghory!

a5 it will help you plan the best




HEY SAILOR, ARE YOU NEW IN TOWN?
| you approach a town by land or S22, you will have a few
oplions, These arg;

el 12

Sail info Harbor; 1f approaching by sea, you sail

peacefully up to the docks. It the nation 15

hostile foward you and e town 15 Quarded by a :

: j i) L s AT amnsr

forl, they may oosn hire on you. B R
ot

A AAR

T Bni e
apreai i

March info Town: If approaching by tand, you ' Es o
march peacefully and openly inlo 1own.

Atiack Town: This has different etfects
depending on your apgeogch.

[ by Jand, you will attack the fown overland. |f the fown has a fon and targe nougn
troops. they will march oul Lo meet you in battle. If there & no fort, ihe roogs will draw
you inte town for hand-to-hand combat in the sireets, with you dueling the leader of the
opposing forces (s2e “0n Guard!”)

If by sea, your flagship will have 1o fight a naval battle against the fort (see “Baltle
Ciations! — Assaull on Towns®). Your goal is to get yaur ship to the shore near the fost
g0 vour men can land and storm the seaward side of the fort (see “0n Guard!")

T o e o o e

oo our arrival,  messane with informal

d eeen into lown at night with 2 few of your

. = =l .
eeoaf intg Town: This means yau hide your siip an o
Snosk info Towi. THs MR fear being attacked, but you won't be able

¥ 5 . o . o [l

vy recruil any men in the favem of ovice the plunder. You aiso run the risk of being recognized it yaur
= f (1] (L=

‘enulation is high. Thal could lead 103 duel with the local guards.

{eave Town; Return o travelling around the Caribbean

arion aboul the town (nationality, population and weallh) will 02

s by 2 menu of opiens. Nour chaices Inciude

arnior's mansion may be useful. He will el you with whom Nis
of even introduce his daughter 1o you.
raal soon — fhese men

Visif fhe Governor: Avisit o the GO

i o f i - oy 1 HRTE

i wars of allies. He may make Spet al ofers of awards, 0

(nea you yisi 1he govemm ol a town, don |t Expec firm to ifvlE you back

Jon't spend too much time chatting
with coarse sea dogs like you

Visit 4 Tavern: Tavems are (oad
ulaces 10 recuit men, hear e News,
nuichase information from sgasoned
travalars. and meel naw people. Tou
ray vigil avenns agdin and again, ou
your men may gel restiess for he open
235,



Trage wilh 2 Merchant: The
merchants can buy and sall food,
qgoads, export crops and cannons. I
you have some baaly from 3 pravious
raid, this s the placa to unboad L.
Thay can also repair or buy ships.

To buy or sell an ilem, move the pointer up of
down 1o selacd the ling with the propes item
: Pressing the CONTROL PAD to the right will move
the itam from your inventory to the merchant’s, thus selling lems. Pressing to the left moves items o
your ship, thus buying items. The items are measured in tons, and the menu displays how much weight

your leet’s hold has space for. The price of items is listed in pieces of gold. Some lowns will pay morne
ar legs than others. 5o it would be wise 1o shop around for the most prodit

Divide up the Plungar: As Captain, you gef a fixed percent of (e party’s wealth (the
percent varies with the difficully level). Tha rest of the plunder is divided among [ Crew.
Once they have their share, the crew will abways keave, and you will be [efl with ane af your
ships and its share of food and cannons. |f you wish 1o conlinee, a few manths will pass as
your ship is refitted. Then it will be wp to you 1o recruil a new crew. Il you retire, the siatus
of your refirement will be revealed.

- T s | LA F o P
Check Informalion: This shOws infarmation about you and your party OF Satis. Tha sub-meny oilers Lhe

Falliwaing

Fominue Travels: Returns you ta (e previous ackivities

Darty Stafys: Shows whal your group owns and ne attitude of your men (happy, pleased
unhapgy or angry). Beware of mutiny if your men remain angry for toa lang

Parsanal Sfatus: Shows your standing with gach nation, and details of your 208, wealth,
heallh and reputation.

Ship’s Log: Recaps your activities and travels, with notes about infarmation you've
gatheraq.

Maps: This is a file of all your map fragmenls. They'll lead 1o hidden treasures and
nrovide clues o the whersabouts of your kidnapped family members. These secrel
Incations won't be marked on your game map. Once you follow tha map 1o the spot you
rink i the enrrect localion. you must spend time searching he area {See “Search’).

Cities: Provides informalion about all the cities in tha Canbbsan during fhe era which
yau have selected. Point to the city with the CONTROL PAD and press SELECT. | evenls
nave changed the information, a message of no information avaitable will appear until you
visit that city of purchase information in 2 12ven.




* Take a Sun Sight- Allows you fo spend the day plotting your

posilion with the astrolabe. Moving the CONTROL PAD
|efi/Tigght mowes the sight leflfright. Pressing

up/down raises/Tawers the sighl. Position the

sight direcily under the sun as it reaches ils

zenith (highest point) to obtain a

reading of your fatilude {norh-soudh

position). Finding the past-wast

position — o longitude — is dome by

dead reckoning. As an apprentice captain,

your expert sailing master will provide a

dead reckoning estimate. Otherwisa you must

guess based on how fast you have been sailing east or
wesi

Search: |l you have a map fragment, then you spend 3 days searching for the buried
treasure or bost iamily member. I you're in the right spot, youll find what's there. This
option is nod available in town or 3t sea

= Save Game: Allows you 1o save the game in progress. (Only availzble in fowns.)

Leave Town: Your parly departs town, ready to set sail or march averlznd, as you preler

TRAVEL BY SEA

Saiting: Ta leave land and set sail, march your men up to the ship. Your flest will set sail straight

ot indo fhe sea. Use the CONTROL PAD to byrn keft (port) or righl (séarboard).

Spoed: The speed of your flest depends on the type of ships you have and the :I'l&_l:':i-::'n !_'|| {he
wind. Your lael will travel at the speed of your largest ship — this s also called the flagship. Most
ships sail faster when the wind is blowing diagonally trom the rear. With a litle experience, youll

become 2 master sailor, and leam each ship's best “point of sailing” (the wind position a1 which ihe
Ship develops maximum spesd)

Weather: Ta judge the winds at sea, watch the movement of the storm clowds. Notice that the

wind is stionger around the storm fronts, and if you sail into them your ship may be lossed around.
Gond sailing requires more than a litle judpzment and skill to deal with shifting winds and stoqms.




Shoals and reefs: You can see where the sea breaks up over shallow coastal waters. If you
sail inlo ihese areas, your ship could damage its bottom. If yaur fleet only has smaller ships —
pinnaces andsar sl0ops — you can sail over these hazards with little risk

Archoring: You can only drop anchor in shallow water. To do this, sail right up 1o 1he coast.

rour ship will stop and the crew will disembark automatically. If you anchor ak town, you will
have specaal oplions (sea "Hey Sailor, Are You New in Town?")

Pausing and gefiing informalion: You can press the START BUTTON to pause the game
Press the SELECT BUTTON to go to the Information menu explained abave.

Munimumm crew: |t Lakes at least sight men to sail a ship. M you have less than eight men par
ship, your men will abandon one.

OVERLAND TRAVEL
When your parly is on land, you can travel in eight directions. Press the CONTROL PAD in
[he direchion you wish to march,

TTLE STATIONS!

- 4 bwn bypas af biattles you will ight from your ship: ship-1o-ship and ship-to-shore. Ships always fire
. henzdside. hat is, stra gt out from the port and Starboard sides of the ship. Forls, however, may lire

NOIG et

Encounters al Sea
Sail Ho!' Your lookout will lef you know when anotier ship has been
spotted coming over the harizan. You meay investigata by
sailing closer, or sail away and avaid an encounter,

(Remember, small ships arg more maneuverable than
larger ones, but are stower in  strang wind. Keep this in

mind whean daciding how to kandle an encounter. )

—

Ship im View: If you have investigated, your lookout
will 18/l you what type of ship you an now tacing. You
might be able to avoid an encounter by choosing the
option Saif Away



o6 HErLOWIS: IIVESMRUNG further will give you a report on the other ship's nationality. You can then
LI_u:u: in for a ship-to-ship battie, pull up alongside for the latest news, or try to sail away. Some Nostile Ships
oirates and pirate-huners may not Iet you sail away without a batte, regardless of which option you select S

Cafasf jam F i B wamin pE s i = H [

Saiect your fagship: If you choose 1o oo battle, your first mate will report on your crew and armament
anid '-'-EE_I'.zrﬁ:r:nFI tions. You'll akso see a list of ships in your fleet and be asked which you would like 1o k2
inlo battie. Consider yvaur choice carefully, since he type of ship you select can make or break a close ballle

~ When the encounter leads to a battle at sea, your sten will change to the ship-to-ship duel. The
information on the battom of the screen will tell you which direction the wind is coming fram, as well a8
ugmn_s about you and your oppanent. The fype and spesd of each ship, the number ol guns and men
remaining, a damape report, and current arders are displayed. The figures on fhe left are for yaur Shap, ing

figuras on the right are your opgonent

Saifing: Similar 1o travel by sea. You may tern right/left using the CONTROL PAD, or remain an COUMSE.

e by you

an sails: Youahways Degin g hatthe with your baitie sails. These are smaller sails and are kess Iikely 10
ot ofganent. Unioriunately, they are only half as fast 25 full sails, To raise full sails, press the

pAD un. and press down (o ower your =ails to battle position. Motice (hat rsng and [owering sails
i waur men cant iaload the cannons if thiey're irimming e satls.

o fire your cannans, Your Drave gun captaing will aulomatically fire from
¥ turn your ship 5o that its

aofsfde Press the A buttan i
Remember that you fine broadsice, 50 you st

: gflip nearesl Ing enermy.
e 1 facing your opponent.

| aunfire depend on the size af the ship you're attacking and the number of guns you have aailable.
= hitling a Spanish War Gallean may have litthe etfect, bt 20 guns hitling & 51 all pinnace could

e |
TS

«om battle: To escape & tough naval taltle, sail away from your opponent. Dnce you'r far enough
baltle may end. You will Iose one of your ships when you sail away, but it may be worth it to Ive 10
- day. Also, in long baltles, e approaci of night may causs both S10es 10 end the batile.




Grapple and boarg: If you sail alengside or into another ship, the ships may automatically grapple fora
boarding batile. In (he days of privateering, Ihe captain of the ship was expected to lead the men into batlis. You wil
= 0n 1ne caplain of the opposing ship in a sword dugl {see “0n Guard®)

Swrrender: |t your power is overwhelming, your opponent may choose fo give up without a fight.

Plundar: Once you have won a baitle, either by force or by 2 causing a surrender, you can elect fo fake & prize
sfp and add it to your fleet, or simply plunder the ship and then sink it. You transter goods to your ship the Lame
Wiy you el gooas 1o @ merchant: use the CONTROL PAD o move the pointer up and down the list r'|-", Iress ek
10 12xe ilems, nght bo leave them behind (throw overboard). You will automatically take all the ship's pold. bl
ooesnt change the amount of cargo space [eft in the hold of your ship. When you have finished IrE-'sl_-:rring ilems,
press the SELECT BUTTON

Assaulf on Towns

If you sail into town and choose 1o attack, you will be translened
[0 a close-up ship-to-land batlle sceng. You will 5ee the same
battle information (as the ship-fo-ship battles) listing your ship and
Ihe delending fort. The obiect is to sail your ship up to the land
nearest the fort. Your men will then jump ashone and stoemn the ford
The action will switch to a sword duel between you and the
commander of the Tort

The number of men participating in the assault on the town wil
He0End an 1he Size o your flagship. If your foroes are successiul,
youamel plunder the town. I your attack is overwhelming, you may
avEm be asked to replacs the government af the lown with the nationality of vour choice.

pz when these men |2t theie

T a1 Araeok trva i e 10T
ng made many a pirale SUCCESSIU, KT WES
wherstand nothing but the siash of Cold =ienl. AS 2 proud

FUARD!
roers, If you do nol

fans and IWNIEIEL

L e AN - .II .

peak Tar tharm, aarms opRanenls wi g bul the stash of cold st

yill e pepecied 1o lead your men into Battle, nol siay in [ back and Qive Oroe
I T LY L e l:__pl:j Il':IL '."l'lll ".l'l' :.'l'.ll.! -I,-\.,-I.,-

kills ::l gl '_||l|_-| '__'i:_l MEN .'.'I.l I'.':S.fi -.I':!".r .'\d".l'.-

- Fencing Skills

ke You will 2hways appear on e nght side ol [he sreen, and yaur Oppof anf '1I| be fu [ baly

. The CONTROL PAD will move you letor right, and the &

Y BUTTON will initiate an atfack. Press le CONTROL PAD up
while uging the A BUTTOMN 1o aliack
high, press down and the A BUTTON
b0 attack 1ow. The A BUTTON along
will attack at mid-level. These fast
allacking moves use the point of
vaur weapan rather than the edge.



.':.:-'-.'.’.E:I'.lu'.'.ju' Allacws: A slashing alack 15 a Siowes move Winich uses tha eigs 0
the blade. It causes more damage 19 yaur opponent, bul [eaves you more open 1o o Leadership In Battle
allack. Use the CONTROL PAD and tha B BUTTON jusi as you do for norme i o R i s
.::.=h se the CONTROL 2 3 BUTTON just as you do for normal ] Nurmber of men: As you dugl, it ra
i o you. You will be able 1o see o yaur crew s G I
altle: by walching the Force indicator on lne sCreen

N 1T IR [ L ] =3
e ; 2k funy 3 winning your dugl, 1 yo
To Parry: You can watch your opponents moves 1o determine what type of Bewarg! Even il you arewi gy

attack he will atiempt, and Iry to block it wilh a parrying move of yaur own. Press B : i this are duels between you and
the CONTROL PAD up 1o parry a high aitack, down for a low attack. or leave i in ; A, oz The exceplion (017 o boyfriend ora

tha middie Tor a mid-level pamy i a single adversary (such as @ jeaiius LEyTEEm e
vigikant nighil watchman). In those cases LIS Up Ly
<kill with the blade to deiEfmine the oulcome.

] . ronail i i ose Ehe Daklie
T ; SRR - duced o one man (you). you may 105E T :

Lise combinations of these moves to duel the opposing keader. When an attack
miove Strikes its tanget, that person's shirt will flash red, Af the bottom of the tearies (he marale of the fighling farces.
soreen you will see vour name and that of Ihe opposing leader. The screen also Vargie: Your hits against the enemy and his against you, Ln”'"’,'e” 5 fl:wrrh-fl“ﬂ:&‘-'? and |.|§3|.-,n
displays tha number of men engaged in battle for ezch side, and the morale of o e rn [rom Wil {ihe best) downward through Strang. Fim, A i Iﬂra- tp surrender, Bul,
bath forees. Ly rlurli:f'-'=-|“3| ina nanic level can only take a few Rl Defore gonpe I';-I.'IF;_. TR Il.||'“".F

: m.v'a n, you shouldn give up, bECAUSE it i passible to fight your Wiy fhath F 55

Aetreat: Pressing the CONTROL PAD bo the right will allow you to back up
from your opponent. You méay prass up of down 25 you back up to parry and
jetiEat,




Pike and Shot — Overland Battle — Attacking the Forts

The English, French and Dutch pirates were no fools. They knew that the wealth carried by Spanish ships had o
Comeg from he Spanish towns. Close attention was paid fo discovery of new gold mines and the prosperity of
E,|_:a|'|5n sefliements in the West Indies. In order 1o gain these riches, the pirates had to storm forts and avercome
military forces. You'll face the same challenge when you 2pproach a town by lend and choose 1o attack.

mique. Read these insfruchions carsiully o make sure you really
ifig.}

pnmErstandg fhe faciics of b ba

L

Giving Oroers: In a land battle your crew 15 diviced imo
two o¢ three groups. Your objective is 2 get ane or mare af
the groups to the fort, There you will meet the oppasing
leader in a dual (see “0n Guard”™). To move & group of medn
an the screen, use your CONTROL PAD, just as you do in
travelting by land. To change the group you are maving 10
anoihes group, press the SELECT BUTTON

Papse: Press the START BUTTON.

Combat: Your men fight automatically when ey 2 in
range. You have no control over the fighting. After all, you
could hardly be expected 1o control 1he actions of such

sty buccaneers! The group will fight in two ways; ey w [I fire muskels ak short range, or engage in
hand combal

¢ Firee Yaur mean will anly fire their muskets when (he group is nol maving, i no enemy &5 in rEnge,
fint fina




Hand-fo-hand Combat: This occurs when your men move directly into & group of enemy forces

Visibifiy: Men in woods and towns are hard to see. H you stalion a group of men in some woods, they
wan'l be sean by the enemy. You could then move a group af men into the open beyand your first growg and
hope 1o daw the enemy loward you. When ey pass the group in the woods, the first oroup can sneas up
irom behind, or move ahead inlo the fort

J'I.I_ the hattom of the screen is a repart of both forces engaged in conflict, The details ammul your men
pestain onby o the cirent active group. The repod tells you the number of men in that group, the numper of
misskels ey have, the morake of both sides, and the type of terrain each group is currently in.

A GAZETTEER OF SHIPS (CIRCA 1690)

Among the wide range of types, sizes and rigs of sailing vessels in the Caribbean, nine basic approaches
] E_“lphullrll g can be observed. Although every ship was individuatly designed and built, shipbuilders
copied ane another, producing ships of remarkable sim larity. The general types are summarizgd below.
Definitions

Spowgs are given in leagues (about 2.5 miles) travelied duting a watch (about 4 hours). The first valug &
hest spead in a light wind, the second 1 Desl Speed in d siromg wind.

Bast Point of Sailing refers Lo the wind direction in which g ship makes its best speed. Each fype of ship
has a different point of Sailing

. diagram below illustrates the terms for differe nt points of sailing.

Baarm Feach
ol heam reach A Close-hauled beam resch
Rraad reach Close-haled
S LG i
[:loge-hauled into tha 2ye

e poark
beoal nedt

—gpe [1110) 1hE EYE of the wind

[ lpse-hauled into tne EYe

Cloze-hauled

Broad beam reach Y C:lnse-hauled beam reach
Beam Reach

Wind biows lrom this direction




Spanish Galleon panish War Galleon

-\.J.JI.-':";: d-.r.| ?.l':l,:\l LIEs o =
Hest e agues Bast Speed — 7-15 leaques

ast Poini of Saifing — Broad Reac - o " :
Best Point of Saifing — Broad Reach Best Point of Saifing — Broad Reach or Running Reach

Wdayimum Nomber of Cannors — 36 guns I
4 L , e Maximum Nomber of Cannons — 32 guns

- I“.-\.. f _l' II|"T_|_I-|r aff i1 15— H .E-‘ NS T . " P
Typical Number ol Cannons — 2U-24 quns Typical Number of Lannons 28-32 guns

NPT ar [ H me
Maximum Personnel — 288 men Maximurn Personne — 236 men

Typical Crew and Passengers — 273 mef Tvpical Crew ang Passengers — 250 men

Cavgo Space — 160 lons S

Carge Space — 1401o0n3

Square-rigged palleons were the langest sailing vessels on tne Cpanish Main. Originally they were created Jar galteans are simikar 10 the menchant type, but they have 1E55 camying capaity and more men and guns. The
hecauss it was cheaper to build one large ship than Lo byl two smaller ones. However, karger ships aré harder 1 L importan] dilference is that war galleans are manned by soldiers and commanded by noble caplaing, making
mananer than smaller ones. They e slow to tum and difficult to sail into the wind. Sill, the capacity and poweriul | n brave and iormidakle ppponents in baltle. Due to the belter crew, these shifs are faster than merchant
armmamel makes the walleon a tough opponent in DAl = on & running broad reach, but just &5 unmaneuverable as teir more peacehul cousing in other sibuabions.




Fast Galleon igate

Besf Spead — 9-12 leagues - , Rest Speed — 9-12 |eapues

&,

b
Best Point of Sailing — Broad Reath or Running Reach . I Reet Point of Sailing — Broad Reach or Running Reach

Maximom Number of Cannons — 20 guns = : y Maximum Nomber of Cannats — 28 guns
Typical Number of Cannons — 24 quis Typical Number of Cannons — 26-28 quns
Maximum Personngl — 224 men Mavimum Personng — 224 men

Typical Crew and Passengers 215 men Tymica! Crew and Passengers — 190 men

Cargo Space— 120 tons 120 tons

<maller shin than the Spanish Gallon, but one which was faster in light winds and considerably more T Tt Ktk E alul lar patrols and independent cruises. Almost all Irigates built for the Crown
i aiabe HOWaer, 1 St Shows \hie disatvantage of all pallzons — pOOT Spee 4 whan close-hauled (sailing 4 a5 naval warships. Their well-trained crews made them dangerous oppangnls &l any ime. Most pirates

CAMEETS W

i b wand), ould disappear over the horizon when a frigale appesred!




Merchantman

" N -1 : ! et D A4 leanie
Rest Speed — 9-12 leaques et Snpad— 9-12 |Bagues

Best Point of Saiting— Broad Reach Rast Point of Saiting — Running Azach

i = 2 _F . ) e —n b Wmber of Cammans — 1 -
fdxirmnrr Number of Lannons 24 guns g Mumber of Canrang — £UF QUAS
Typical Number of Cannons — 6-12 guns | il Nonher of Cannons — 4-12 guns

Naxirmam Personnel — 198 men

Typical Grew and Passengers — 20-45 me il Crew ang Passengers — 1224 men

Cargo Space— 100 tans 1 i Space — 80 tons

: wese invented by the Dutch argund 1600, then widely cOpied throut hiout northern Europa. Essentially 2
These Squan-Tiggers were a brader's dream! They had |arge cargo capacily, space for NUMEroLS guins, and plenty | bt more econamical merchankman. it can be sailad .ui-"r..-]-u-,- e Jn.ﬁ i I_I__il:!ah“. -1.r|;||_= --anjln | :.Ipi-:-r J
o e Thaw rauld atsn be sailed with a small crew 10 Save Mane Wost merchanbmen : T e D ik b o e e
ol oo for crew and passengers They could 2150 08 sailed :'- .I1:“-'_~_.r.|.|.ll EP..frl.lJ h;!ll_-.lrvlT:[i'-t;ll?uw”:l:f;j t:.ﬂ I . e <l into shallowes waters which were unsuitable to larger ships. As the smallest of the square-

i iansis, ot 18 Cargos and somelimes & bil J As IURG o T e arEs e TR s x
FIE TIEGEI L Wagia, i ) L |3||=|E Cangos al i _'.I:IIT?l mesa ..-| of wealth. Fird AL ,IE- » 1rJI-h o | ivis made paor warships, Th £y WETE USUA Iy manned h:.' i]i.:i::E--l.ll traders who would often surre cler after
EACTTing @ Sjuicy™ mercnaniman. However, some of these Ships were converted to pirale vessels, arm e wiin may
lifi-and BIOO0TTSty CIEWS, making them extremely dangerous

lex or two. They were unpopular & pirate ships.




Bargue

Besf Spesg — 9-12 |eagues
Bast Point of Sailing — Broad Beam Reach
AMgvimum Number of Cannons — 16 guns
Typical Number of Cannons — 4-6 guns
Maximum Personng! — 124 Men
Typical Crew and Passengers — 12-36 men
Cargo Space— 60 lons
The targest of the tore anid-att rigged ships. Dangues are & raditional design similar 1o many Meditermanesn

merchant and war ships. Many Darques were built in the Caribbean rathet than Europe Decause ey WeE gaod
cailers on quiel seas, but could Nave troubde an fhe rough voyages across ihe Atkantic.

Barques are the Slowest closa-haubed sailers among (e {ore-and-aft riggers, and 1he |&ast maneuverable, yE4
Wi arvantages oFthe rig are 50 qreat hiak they were still Detles than the square-igged ships in bolh caleqaries.
Il achditign. ey carmed 0ars, and could therelore be saiked siraight into the wind. Due Lo the size and handiing,
& pirate harque can be 3 tougn oppanEnt

Sloop

Rpef Spasg — 9-10 leagues
net Poinl of Saifing — Broad Reach or Broad Beam Reach
Maximum Number of Gannans — 12 guns
renical Number of Gannons — 4-6 guns
Maximum Parsonng] — 96 men
Tynical Crew and Passenpers — 8-12 men
o Spape — 40 fons
Duich design, sloops became very popukar in the Caribbean. They are extremely fast and
ible I.'Ji:l‘.ii'.|"i.'|I':.-'1|IT.:.'-:.I any hip in light winds. Close-hauled they sail very last, and with oars they
& directly into the wind. Mos! imporizntly, ney fiave 3 <hallow draft, 2llowing them Lo sail oves shoals and

il rigk, The n‘.a-i'._-.w._-ab.nuss. is that in strang wints it sails considerably slower than the large suare-
:hips. In such cases, ihe only advantage is the manewverability and superior spesd close-hauled or into the

-5 e modne® @i s #98 - . HIN r | -
: |..~. |..-1:1:..-. size and Cango r.-.p;u_,uy_ it maneuverability made i the preferred choice ol frany
£15 OVE .:..: ger, more pawertul crafts. In fact, the English Royal Navy began building sloops for ils own USe




Pinnace
Bast Spend — 9-10 leagues
gBast Poin! of Saifing — Broad RBeam Reach or Broad Hesch
Maximurn Number of Cannons — B Quns
Typical Number of Cannons 2-4 guns
Maximum Personnel — 64 MEN
Typical Crew and PasSengers - f-12 men

Cargo Space— 201003
Epdore the sloops. 1he INNECES Were the primary smail crafl of the Caribbean. Like the sloop, the pinnac 15 very
fast and maneuvesable, with 3 draft thal peermils Sailing Over snodks and reats. Sailing upwind (closa-hauled], 1E1S
aven fasies than a sioop, and m uch faster when rowing inio the wind. However, 2 pinnace & miuch srmakier than d
slngp. with [ittle cargo capacily or room ior anmament and crew. Still, many piraie raids were conducted with

ninnaces crammed with fighting men &ir Francis Drake himsall abandoned his merchantmen in avor of pinfiacss

wha ricing on the Spanish Main,

.t Your ULTRAGAME Pak Carefully

This ULTRAGAME Pak is a precision-crafted device with complex electronic
circyitry. Avoid subjecting it to undue shock or extremes in temperature. Never
aftempt to open or dismantle the casselie.

Do not teuch the terminal leads or allow them to come into contact with water or
the game circuitry will be damaged.

Always make sure your NES Conirol Deck is SWITCHED OFF when inserting
the rassette of removing it from he NES Control Leck.




COMPLIANCE WITH FCC REGULATIONS

This equipment genarales and uses radio frequency enargy and if ot installed and used propely, ihat is, i
edrict accoedance with the manufacturer s inatructions, may cause iMEnETence i radio and television recepuion.
It s been type tested and found 10 camply with the limits for a Ciass B computing device in accardance wilh the
specifications in Subpart J of Part 12 of FCC Rules, which are designed 1o provice reasanatle protection aganst
<ych intererence in a residential instaliation However_ there is v guaraniee [nat interference will not oCCLT in &
particular installation If this equipment does cause inerienence i radin of television taception, which can be
detarmingd by turming the equIRMEN off and on, the user is encouraged ta Iy i coarect the inlerlerence Dy one
or mare af the following measures:

Reqrient the receiving antenmnd
Relacale the NES with respect 1o 1he recemver

Kove the NES away from the [RCAPET

Plug the NES into @ diflerent audlet 5o that computer and recaiver are o different circuils

| necessary. the wser should consult the dealer or an experienced radiofelevision lechnician for a0 tanal
suggestions. The user may find the illowing booklet prepared by he Federal Lommunic lipns Commissian
halniut How 10 dentily and Ragotve Radio-TV Intererence Problems. This boaklet is availabie from the L3,
Goverment Printing Cfice, Washinglon OC 20402, Stock No. 004-000-00343-4




