


Welcome to Course to Battle, the naval battle game system by 3DBreed. 

 

In this Galleons Edition, you will recreate engagements between sailing warships from the 
15th to the 17th centuries. �is game system has been designed to be easy to learn and easy to 
teach, allowing you to set up games quickly and enjoy them with friends, whether at home or 
in your favorite hobby club. 
 
In this rulebook, you will �nd the core rules of Course to Battle, along with introductory 
scenarios and a printable paper prototype including tokens, movement templates, bases, and 
ships so you can try the game. 
 
You will also �nd a variety of ship model and scenery packs at 3dbreed.com to take your ta-
bletop to the next level. 
 
Course to Battle is also designed as a system that can grow over time, with new content and 
even expansions set in di�erent historical periods. 
 
�is is the beginning of a humble project, and we hope you enjoy it as much as we have en-
joyed creating it. 
 
May the seas reward you with glory!



Course To Battle: Galleons Edition – Rulebook v1.01
 

1. Introduction 
 
Course To Battle is a naval battle game system. �e aim of this rulebook is to provide mechanics that are easy 
to learn and simple to explain, allowing games to be set up and started within just a few minutes. 
 
In this Galleons Edition, players will recreate clashes between powerful galleons and other sailing vessels set 
during the 16th and 17th centuries. 
 

2. Inches and Centimetres 
 
�roughout this rulebook you will �nd movement and range measurements expressed in both inches and 
centimetres, for your convenience. 
 
Measurements in centimetres have been rounded to avoid decimal values, which results in slight variations 
compared to the inch-based system. However, the game mechanics remain exactly the same in both cases. 
 
Simply choose the measurement system you �nd most comfortable and use it consistently throughout the 
game. 
 

3. Game Components 
 
Each player commands a �eet composed of one or more ships, depending on the scenario and the size of the 
game. �e essential components of the game are as follows: 
 
- Ship bases: with the dimensions speci�ed later in the rules, depending on the ship type. 
- Ship models: 3D representations of galleons and other sailing vessels at 1/600 scale. 
- Attribute cards or ship sheets: one per ship, detailing its main characteristics (size, cannons, Hull Points, 
special abilities, etc.). 
- Speed markers: used to indicate the ship’s current speed: slow (1), medium (2), or fast (3). 
- Movement templates: pieces of di�erent shapes and lengths that allow ships to perform straight movements 
or turns at various angles. 
- Combat dice: six-sided dice (D6). �e more, the better. 
- Various markers: used to track damage, special e�ects, ship conditions, and similar game states.

3DBreed 1:600 models



4. Ship Types 
 
Ships are 1/600 scale models and are classi�ed by size. A ship’s size directly a�ects its Firepower (FP), Hull 
Points, and other characteristics.

Ship Size FP Port/Star-
board

FP Bow/Stern Range Hull Points Initiative

Small 4 - 6” (15cm) 6 1

Medium 8 - 8” (20cm) 12 2

Large 12 2/2 10” (25cm) 18 3

Giant 18 4/4 12” (30cm) 24 4

Note: Firepower does not need to match the number of cannons physically represented on the model. It is an 
abstract gameplay value. 
 

5. Play Area 
 
Standard games are played on a 90 × 90 cm surface. �is size can be adjusted by mutual agreement for faster 
games or battles involving a larger number of ships. 
 
At the start of the game, each player deploys their ships within a deployment zone de�ned by the scenario, 
usually no more than 15 cm from their edge of the play area.
 

6. Bases Are What Matters 
 
�e ship base represents only the generic length of the ship type (small, medium, large, or giant), measured 
from stern to bow. �e ship models attached to the base are purely decorative and do not need to cover the 
entire length of the base. 
 
Any elements of the ship model that extend beyond the base do not a�ect gameplay in any way, including 
collisions, range measurements, or the determination of port, starboard, bow, or stern �ring zones. 
 
All rules regarding line of sight, impact zones, and �ring are always determined using the base, never the ship 
model. 
 

6.1 Recommended Base Sizes (Approximate) 
 
Course To Battle includes 3D-printable base �les as well as silhouettes for paper printing. For players who 
prefer to create their own bases, the following size guide is recommended. 
 
In this case, measurements in inches and centimetres have not been rounded, as it is important that bases 
remain as equivalent as possible in both measurement systems.

Ship Type 3DBreed Model Length (Approx.) Suggested Base Size

Small (Sloop) 1.3” / 3.3 cm 1.6” x 0.8” / 4 x 2 cm

Medium (Brig) 2” / 5.0 cm 2.2” x 1” / 5.5 x 2.5 cm

Large (Light Galleon) 2.6” / 6.7 cm 2,7” x 1,2” / 7 x 3 cm

Giant (Heavy Galleon) 4” / 10.0 cm 4.1” x 1.6” / 10.5 x 4 cm



DESIGN NOTE: Course To Battle is a streamlined game system, but it can occasionally generate delicate 
measurement situations. For casual games between friends, it is recommended to agree on a small margin of 
error when measuring distances, so that minor discrepancies do not detract from the overall gaming experi-
ence. 
 
For competitive games, tournaments, or campaigns, the presence of a referee is recommended. �e referee 
should supervise movement, template placement, and range measurements in order to minimise disputes and 
ensure fair play. 
 
In all cases, remember that the primary goal of the game is to have fun. 
 

7. �e Game Turn 
 
Each turn is composed of two main steps: Start of the Turn and the Activation Round. 
 

7.1 Start of the Turn

During this step, players resolve the preparatory actions for the Activation Round.
 

7.1.1 Determine the General Initiative for the Turn 
 
Both sides roll 1D6. �e player who rolls the highest result decides whether their side or the opposing side 
will have the initiative. �e side with the initiative will move and �re before the opposing side during the 
Movement and Shooting phases. 
 

7.1.2 Place Speed Markers 
 
At the start of each turn, both players place a speed marker next to each of their ships. �e new marker is 
placed face down, next to the speed marker from the previous turn. �is marker or token may have a value 
from 0 to 3. 
 
�is step may be carried out simultaneously by both sides and the value of the newly placed speed marker 
must be: 
 
- �e same as the previous turn’s value. 
- One point higher. 
- One point lower. 
 
�is represents the adjustment of sails between turns. Once all speed markers have been placed, play pro-
ceeds to the next phase: the Activation Round.



Speed = Distance 
 
In Course To Battle, it is essential to understand that speed is directly linked to the distance a ship must move. 
Each speed marker has an associated movement distance:
 
- Slow (1) = 6” 
- Medium (2) = 8” 
- Fast (3) = 10”
 
Ships must always move the full distance indicated by the speed shown on their speed marker. �is is a funda-
mental rule, as poor movement planning may cause ships to collide with unwanted obstacles, crash into one an-
other, or leave the combat area altogether, which could result in their removal from the game, as explained later.
 
In certain situations, these values may need to be recalculated when modi�ers are applied due to weather condi-
tions or the ship’s current state.
 

7.1.3 Reveal New Speed Markers
 
Both sides begin revealing their new speed markers by ship type, starting with the largest ships, which are the 
�rst to activate during the Activation Round. 
 
�is is important because, in some games, many di�erent speed markers may be present on the table, and 
this method helps keep the sequence of play organised. 
 
For example, if the turn begins with heavy galleons, both sides simultaneously reveal the new speed markers 
for their heavy galleons and remove the markers from the previous turn. 
 
It must always be checked that the new speed value is the same as, one point higher than, or one point lower 
than the ship’s speed in the previous turn. 
 

7.2 Activation Round 
 
A�er revealing the speeds of all ship types, the Activation Round begins. During this round, ships are activat-
ed to move �rst and then �re. 
 
�e player who has the initiative for the turn activates one of their ships and resolves its movement. �e 
opposing player then does the same with one of their ships. Players continue alternating in this way until all 
ships from both sides have completed their movement. 
 
Ships are activated by type according to their initiative value, with those having the highest initiative activat-
ing �rst (usually heavy galleons). 
 
Example:
 
Side A has the initiative and its �eet consists of a heavy galleon, a light galleon, and a sloop, while Side B has one 
light galleon and two brigs. �e activation order for movement would be as follows: 
 
1. Heavy galleon from Side A (as there is no opposing heavy galleon, play proceeds to the next ship type).
2. Light galleon from Side A (it activates before Side B’s light galleon because Side A has the initiative this turn). 
3. Light galleon from Side B. 
4. Brig 1 from Side B. 
5. Brig 2 from Side B (Side A has no brigs, so only Side B activates ships of this type). 
6. Sloop from Side A.



RULE TO REMEMBER: During the Movement Phase, the largest ships are activated �rst, and the activation 
sequence ends with the smallest ships. 
 

M.1 Movement Phase 
 
A ship’s size a�ects both its top speed and its manoeuvrability. Smaller ships are faster and more agile, while 
larger ships are slower and more cumbersome to manoeuvre. 
 
�e movement system is based on the use of templates whose length and curvature vary depending on the 
chosen speed and manoeuvre. �ere are straight templates and curved templates that allow course changes of 
15º, 45º, and 90º. 
 
Depending on their size and current speed, ships will be restricted in which movement templates they may 
use. �ese restrictions are explained in detail in the following sections.

It is important to emphasise that ships must always move the full distance indicated by their speed, regardless 
of the template or combination of templates used. 
 
When a ship is activated, the player selects a movement template that matches the speed revealed by its new 
speed marker: 
 
- Straight templates: used to move straight ahead. 
- Curved templates: allow turns of di�erent angles (15º, 30º, 45º, and 90º). 
 
Each template has a starting section that must be placed against the front right or front le� corner of the 
ship’s base. Once the template is in position, the player slides the ship along it, following its curvature until 
the end of the movement and applying any movement modi�ers that may be in e�ect.



�e movement must end with the front edge of the ship’s base aligned as precisely as possible with the mark 
indicating the distance travelled on the movement template, as shown in the corresponding diagram.

M.1.1 Combining Templates 
 
A ship’s speed is one thing, but its ability to manoeuvre at that speed is another. In Course To Battle, this dif-
ference is represented by the types of movement templates that may be combined during a single movement. 
 
A ship’s size, in addition to its speed, is what de�nes its manoeuvrability. 
 
For example, a small ship such as a sloop, when moving at maximum speed, is far more manoeuvrable and 
can execute tighter course changes than a heavy galleon moving at the same speed. 
 
�e following table shows which types of templates may be used and combined depending on the ship’s size 
and current speed:

Ship Size Types of templates available to use and combine

Speed =1 (4” / 10cm) Speed =2 (6” / 15cm) Speed =3 (8” / 20cm)

Small 1-3 1-3 1-3

Medium 1-3 1-3 2-3

Large 1-3 2-3 3

Giant 1-3 (-1” / -2cm) 2-3 (-1” / -2cm) 3 (-1” / -2cm)

Note that giant ships su�er an additional penalty to the distance they may move using a template: −1” / −2 
cm. 
 
IMPORTANT: �e minimum distance a ship may move at speed 1, 2, or 3 is always 2” / 5 cm, regardless of any 
accumulated penalties that would otherwise reduce this value further.



M.1.2 Movement Examples and Use of Templates 
 
�e following examples illustrate the di�erence in manoeuvrability between a heavy galleon and a sloop, both 
moving at speed 3.

Example A: 
�e heavy galleon is moving at speed 3 during the Movement Phase and is therefore required to use the 8-inch 
movement templates, as its manoeuvrability at this speed is very limited. �e player wishes to change course, but 
may only use the 8” template with a slight curve. In addition, giant-class ships su�er a −1” movement penalty, so 
the galleon will move 7” instead of 8”. 
 
Example B: 
�is example shows a sloop moving at speed 3 and attempting a zigzag manoeuvre to avoid obstacles. As it is a 
highly manoeuvrable ship, it may combine any type of template, provided that the total distance moved does not 
exceed the mandatory 8” for its speed. 
 
Example C: 
�is example demonstrates another possible combination available to small ships. At speed 3, the sloop makes a 
slight course change using the �rst template, moving 3” along it, and then combines a second template to move 
the remaining 5”, thus completing the required total movement of 8”.



M.1.3 Ramming Another Ship 
 
If, while moving along a movement template, a ship collides with another ship, a ramming occurs. �is may 
cause damage to both vessels. �e severity of the damage depends on the speed at which the ramming ship 
was moving at the moment of impact. 
 
Ramming is resolved as follows: 
 
1. Immediately stop the movement of the ramming ship at the exact point where its base makes contact with 
the base of the other ship. 
 
2. Each player rolls a number of D6 equal to the remaining Hull (Resistance) points of their ships involved in 
the collision. 
 
3. Consult the table below to determine the roll required to score a hit:

Speed of the Ramming Ship Roll Required to Score a Hit

1 5+

2 4+

3 3+

4. Both players resolve hits immediately and record the damage on their ship cards. If a ship is destroyed, it is 
removed from the table and play continues as normal. 
 
5. If both ships survive the collision, their bases must be repositioned. At this stage, it is essential to take into 
account the size of both ships and apply the appropriate rules, as described below.

6. Two ships that collide during the Movement Phase may �re normally during the Firing Phase, following all 
standard �ring rules.

 
 

M.1.4 Repositioning Bases A�er Ramming 
 
A�er resolving collision damage, the player whose ship was rammed is responsible for repositioning the 

base of the ramming ship. 

 
�e base may be repositioned in any of the permitted positions shown in the corresponding diagrams, pro-
vided it does not collide with another ship. 
 
In addition, the ship must end this repositioning with its bow facing in the direction shown in the examples. 
 
Base repositioning takes into account the size of the ramming ship, the size of the rammed ship, and the 
point of impact, following the rules detailed below in the next page.



1. Size of the Ramming Ship ≤ Size of the Rammed Ship 
 
In this case, the rammed ship always remains stationary, and the ramming ship is the one that must reposi-
tion its base. 
 
- Side collision: the ramming ship’s base is repositioned parallel to the side of the rammed ship’s base.

- Front or rear collision: the ramming ship’s base may be repositioned parallel to either side of the rammed 
ship’s base.



2. Size of the Ramming Ship > Size of the Rammed Ship 
 
In this case, side, front, and rear collisions all result in the same repositioning outcome. �e ramming ship 
remains stationary, and the rammed ship must reposition its base in one of the permitted positions. 
 
In addition, using the permitted-position diagram as a reference, the player controlling the rammed ship may 
choose to orient its bow in the opposite direction to that shown in the diagram.

NOTE: A ramming action may lead to a boarding action if the scenario allows it or if the appropriate conditions 
are met. Boarding resolution is explained in the advanced rules. 
 
DESIGNER’S NOTE: �e collision and ramming system is a signi�cant abstraction of reality. We are fully aware 
that, in practice, ships would not come to an abrupt halt upon collision, and that a heavy galleon could crush 
a small vessel without stopping its advance. However, this system has been deliberately designed to streamline 
gameplay and to prevent chain collisions and chaotic table states. 
 

M.1.5 Determining the Side of Impact in Ambiguous Situations 
 
In some cases, ship bases may collide at angles where it is not entirely clear whether the impact should be 
considered a side collision or a front/rear collision. In such situations, players are encouraged to agree mutu-
ally on the impact zone. If no agreement can be reached, roll one die: 
 
- On a result of 1–3, the impact is considered front/rear. 
- On a result of 4–6, the impact is considered side.

M.1.6 Exceeding the Scenario Boundaries 
 
If, during the Movement Phase, a ship moves beyond the boundaries of the scenario, it must re-enter the 
table during its next Movement Phase. If it fails to do so, the ship is removed from the game. It is assumed to 
have been wrecked due to poor navigation or to have run aground on reefs outside the combat area.



M.1.7 Impact with Coastal Terrain 
 
When a ship, during the Movement Phase, collides with a �xed terrain feature—such as rocks, islets, cli�s, 
coastline, or similar scenery—it is considered to have su�ered an impact with terrain. 
 
�is type of collision is resolved in a similar manner to a ramming attack, following the rules below.
 
1. Ship Movement Halt: As soon as the ship’s base comes into contact with the terrain feature, its movement 
immediately ends. 
 
2. Damage Resolution: To determine the damage su�ered by the ship, the owning player rolls 1D6 for each 
remaining Hull point of the ship. Each die causes a hit depending on the ship’s speed at the moment of im-
pact, using the following table:

Ship Speed Result Required to Cause a Hit

1 5+

2 4+

3 3+

Each hit in�icts 1 point of damage, which is deducted from the ship’s Hull value on its ship card. 
 
If the ship’s Hull is reduced to 0 as a result of this damage, the ship is considered sunk and is removed from 
play as normal.
 
3. Surviving the Impact: If the ship survives the collision with terrain, the ship remains in contact with the 
terrain feature until its next activation. During the Movement Phase of the following turn, the ship must free-
ly rotate its bow to face any direction and move exactly 2” / 5 cm in a straight line in that direction, regardless 
of its current speed or any movement penalties. 
 
�is movement represents the ship casting o�, pulling away from the coastline, or regaining control a�er the 
impact. 
 
4. Firing A�er Impact: A ship that has collided with terrain and survived may �re normally during its Firing 
Phase, applying all standard rules for Fire Arcs, Range, and Reload. 
 
DESIGN NOTE: �is system deliberately abstracts the real-world behavior of ships a�er grounding or striking 
the coast, prioritizing game �ow and avoiding prolonged blockages, chain collisions, or confusing situations 
involving terrain features.



F.1 Firing Phase 
 
Once all ships have been activated and have completed their movement, the Firing Phase begins. During this 
phase, players alternate activating their ships from highest to lowest Initiative, starting with the player who 
holds the overall Initiative for the turn. 
 
RULE TO REMEMBER: During the Firing Phase, the smallest ships activate �rst, and activations �nish with 
the largest ships. 
 

F.1.1 Fire Zones 
 
Each ship is mounted on a rectangular base. From the edges of this base, imaginary lines are projected to 
de�ne the ship’s Fire Zones. �e �ring range of each zone, measured in inches and centimeters, is indicated 
on the ship’s data card. 

Each ship may �re with all cannons currently available, following the rules detailed in the Firing Sequence. 
 
�e �re zones are: 
 
- Bow (front zone) 
- Broadsides (port and starboard zones) 
- Stern (rear zone) 
 
Whenever any part of an enemy ship’s base enters one of a ship’s �re zones, that enemy ship may be targeted 
by the cannons assigned to that zone. 
 
To determine whether an enemy ship’s base intersects a �re zone, players may use a ruler or another straight-
edged tool to extend the lines projected from the attacking ship’s base toward the target ship’s position. In 
cases of doubt, players are encouraged to apply the principle of reasonable consensus.

As shown in the example, a ship may only �re at an enemy whose base intersects with its �re zone. 
 
NOTE: Certain special ships may have �ring capabilities that di�er from or extend beyond those described here. 
Any such exceptions will be clearly stated on the ship’s own data card. 
 



F.1.2 Firing Sequence 
 
To �re from one of a ship’s �re zones (bow, stern, port, or starboard), follow the steps below in order: 
 
1. Determine whether the target can be attacked 
If an uninterrupted straight line can be drawn—without being blocked by terrain or another ship’s base—
from any point along the side of the attacking ship’s base to any part of the target ship’s base, the attack may 
be carried out. If every possible straight line from base to base is blocked by another ship or by terrain, the 
attack cannot be made. 
 
2. Declare the shot before measuring distance 
Distance may never be measured before declaring a shot. Once the shot has been declared, measure the 
distance. If the target is found to be beyond the �ring ship’s cannon range, the shots fall harmlessly into the 
water and the attack automatically fails. In this case, it is not necessary to roll the attacker’s Firepower (FP) 
dice. However, a Reload marker is still placed on the �ring zone used, as the cannons are considered to have 
been �red. 
 
3. Roll to hit 
Roll 1D6 for each available cannon indicated by the ship’s Firepower (FP) value on its data card. Each result 
of 4+ scores a hit, although this target number may be modi�ed by various conditions (see below). 
 
4. Resolve damage 
Each hit in�icts 1 point of damage on the target ship. Each point of damage reduces the target ship’s Hull 
Points by 1, which is recorded on its ship card. 
 
5. Sinking a ship 
If a ship is reduced to 0 Hull Points, it is considered sunk and is removed from the game. 
 
6. Reloading cannons 
A�er �ring, place a Reload marker on the �re zone that was used (port, starboard, bow, or stern). Cannons 
with a Reload marker may not �re during the following turn, representing the time required to reload naval 
artillery. At the end of the Firing Phase of that following turn, all Reload markers are removed. 
 
7. Firing from multiple �re zones during the same turn 
A ship may �re from multiple �re zones during the same turn, provided it has valid targets in each zone. If it 
does so, place Reload markers on all �re arcs that were used during the Firing Phase. 
 
8. Firing �rough Friendly and Enemy Ships 

A ship may �re at a target even if another ship—friendly or enemy—lies in the line of �re between the attack-
er and the intended target, provided that the intervening ship is smaller than the target. However, this puts 
the intervening ship at risk: it su�ers hits from 50% of the attack dice allocated to the original target. 
 
Example: 
If �ring at an enemy light galleon while a friendly brig lies between the attacker and the target, half of the dice 
assigned to the light galleon are instead rolled against the brig.



F.1.3 Range by Ship Type 
 
Each ship type has a de�ned maximum �ring range, which is shown both in the table below and on its ship 
card. 
 
For standard (generic) ships, the range is the same for all �re zones. 
 
�ese values may be modi�ed if the ship is a Legendary vessel or bene�ts from bonuses such as superior 
gunnery crews, higher-quality cannons, or other special e�ects. Such exceptions will be detailed in future 
advanced rules.

Ship Type Maximum Range

Small 6”/  15cm

Medium 8”/  20cm

Large 10”/ 25cm

Giant 12”/ 30cm

Ranges may be measured using straight movement templates or any other measuring method agreed upon by 
the players. 
 
Any ship that lies within a �ring arc but beyond the maximum range of the �ring ship’s cannons is an invalid 
target and cannot be hit.

Example: In the illustration, the attacking ship may �re at Target A using both its broadside and bow cannons, 
as the target’s base intersects both �re zones. 
 
Target B is not a valid target, as the base of Ship A blocks all possible straight lines from the attacking ship’s base 
to Target B’s base and Ship A is also bigger than Ship B. 
 
Target C is a valid target, as a clear straight line can be drawn between both bases. 
 
Target D cannot be attacked, as it lies beyond the �ring ship’s range.



F.1.4 Firing Modi�ers 
 
In this basic ruleset, the following modi�ers apply to �ring attacks: 
 
Firing at a Small target: −1 to the result of each die. 
 
Firing at a Giant target (for example, heavy galleons): +1 to the result of each die. 
 
Structural damage penalty: Each ship card indicates the penalties a ship su�ers based on the damage it has 
accumulated. When its Hull (Resilience) reaches the speci�ed threshold, the corresponding modi�ers are 
applied. 
 
Other modi�ers: E�ects caused by weather conditions and other special circumstances will be introduced in 
future advanced rules. 
 

F.1.5 Hitting on a Required Roll of 7+ 
 
In some situations, the combined �ring modi�ers may require a result of 7 or higher to score a hit. 
 
In these cases, roll the dice corresponding to the attacking ship’s Firepower (FP). For every two natural results 
of 6, the attack scores 1 hit. 
 
Example: 
A sloop attacks a target that, due to several modi�ers, requires a roll of 7+ to be hit. �e sloop has a Firepower of 
4D6 and rolls 2, 5, 6, and 6. 
Since two 6s are rolled, the attack in�icts 1 hit on the target. �e remaining dice results are discarded. 
If the results had been 2, 3, 5, and 6, no hits would be scored, as only a single 6 was rolled. 
 

F.1.6 Splitting Fire 
 
A player may freely divide the dice they roll to attack two or more ships that are within range and inside the 
chosen �re arc. 
 
Even when �re is split, all dice corresponding to the Firepower of the �ring arc used must be rolled. 
 
When splitting �re, all dice assigned to the �rst target are rolled simultaneously and the hits are resolved. �e 
process is then repeated for the next target using the dice allocated to it, until no dice remain. 
 
A�er resolving all attacks, a Reload marker is placed next to the �ring ship’s �re arc as usual. 
 

F.1.7 Measuring Tolerances – A Practical Tip 
 
A degree of �exibility is recommended when measuring distances during play. Players may agree on a mar-
gin of error of up to 1 cm, for example, in order to avoid disputes and prevent excessive strictness in certain 
situations. 
 
Any agreed tolerance must apply equally to both sides. 
 
If a game includes a referee, their ruling should always be respected—whether they choose to apply the rules 
strictly or allow a small margin of error to keep the game �owing smoothly. 
 
In all cases, remember that the primary goal of the game is to have fun.



8. Victory Conditions and Fleet Points 
 
A game may feature di�erent mission objectives, but as a general rule, victory is determined by the Fleet 
Points (FP) earned during the battle. 
 
Players gain Fleet Points for: 
 
- Sinking enemy ships (larger ships are worth more points). 
- Completing scenario objectives. 
- Special achievements (optional), such as: 
- Sinking a larger ship with a smaller one. 
- Keeping a ship a�oat with only 1 Hull point remaining at the end of the game. 
- Controlling a key area of the battle�eld. 
 
At the end of the game, the player with the highest number of Fleet Points (FP) is declared the winner. 
 
In this way, Course to Battle rewards both destruction and survival, while encouraging thematic missions and 
narrative-driven scenarios. 
 

9. Fleet Building 
 
Before a game begins, each player must build their �eet by spending a number of Fleet Points (FP) deter-
mined by the agreed game size or scenario. 
 

9.1 Basic Fleet Construction Rules 
 
- Each �eet must include at least 2 ships. 
- Each �eet must designate a Flagship, which may be relevant in certain scenarios. If the scenario does not 
specify a �agship, each player chooses one from their �eet. 
- Optionally, a small points margin (for example, up to 2 FP di�erence between �eets) may be allowed to 
make list building easier. 
 

9.2 Purchasing Ships with Fleet Points (FP) 
 
In this basic ruleset, the following guideline values are recommended for standard games: 
 
- Quick game: 50 FP per player (approximately 1 Large ship + 1 Small ship, or 2 Medium ships). 
- Standard game: 75 FP per player. 
- Long or epic game: 100 FP or more per player.

Ship Type FP Cost

Small 10

Medium 18

Large 28

Giant 36

DESIGN NOTE: �ese values are intended as a baseline reference and may be adjusted in future versions of the 
rules based on playtesting results.

THE FUTURE OF COURSE TO BATTLE: Future advanced rules will include mechanics for boarding actions, 
legendary ships, troop transport, legendary captains, advanced weather conditions, and other additional content.



BASIC SCENARIOS
Below you will �nd three thematic scenarios that use speci�c scenery. �is scenery can be obtained through 
our store at 3DBreed.com, or you may simply use terrain elements you already have at home or in your gam-
ing club. 
 
Before presenting the scenarios, we will provide a set of basic guidelines for creating quick Course to Battle 
games. As explained earlier, players may agree on the size of the play area, the dimensions and placement 
of deployment zones, the terrain to be used, the number of turns, and the objectives for a new game created 
from scratch, following the rulebook’s guidelines. 
 

SCENARIO 1: �e Islet Passage 
 
Coastal routes are littered with treacherous islets, shi�ing currents, and hidden shoals. Two rival �eets are forced 
to sail through a narrow rocky passage where maneuvering is just as dangerous as facing the enemy. Only the 
most skilled captains will make it across… and keep their ships a�oat. 
 
- Scenario Type: Introductory maneuver and combat scenario 
- Recommended Duration: 6 turns 
- Play Area: A surface measuring 30 cm x 90 cm 
 

- Deployment: Each player deploys their �eet on one of the short edges of the play area. 
 
- Deployment Zone: Up to 15 cm from their short table edge. 
Ships must be placed completely within this zone.

- Initial Speed: At the start of the game, players secretly assign the initial speed of each of their ships by plac-
ing a facedown speed marker next to them. �ese markers are revealed as normal during the �rst turn. 
 
- Terrain Placement:

- Before deploying ships, players place a minimum of 3 islets in the play area. 
- Islets may not be placed within deployment zones. 
- Players take turns placing one islet at a time until the agreed number has been reached. 
- Islets are impassable obstacles. 
 
- Objective: Sail through the islet passage, reach the enemy deployment zone, and in�ict as much damage as 
possible on the opposing �eet before the end of Turn 6. 



Optional Special Rules 
Players may agree to use one or both of the following rules: 
 
1. Dense Fog 
Visibility is severely reduced. �e �ring range of all ships is halved (rounding down). 
 
2. Shallow Waters 
Sailing close to the islets is dangerous. 
 
If a ship ends its movement 2 cm or less from an islet, roll 1D6: 
 
Result E�ect 
1–2 Minor grounding: the ship su�ers −1 to its movement in the next turn 
3–6 No e�ect
 
Victory Conditions 
At the end of Turn 6, each player totals their Victory Points (VP): 
 
Victory Points Awarded

- Damage in�icted on enemy ships (1 VP per point of damage dealt) 
- Remaining Hull Points of friendly ships that successfully crossed into the enemy deployment zone (1 VP 
per remaining Hull Point) 
- Ships that have not reached the enemy deployment zone by the end of the game do not contribute any VP. 
�ey are considered lost or wrecked among the islets. 
- Sunk enemy ships: each sunk ship grants +10 additional VP 
- �e player with the most Victory Points wins.

SCENARIO 2: �e Lighthouse of Laments 
 
An isolated lighthouse stands upon a lonely islet, guarding a treacherous coastline scattered with dangerous rocks 
and shoals. Its warning light is meant to save ships from disaster — yet tonight, rival �eets �ght beneath its glow, 
each determined to claim control of this vital landmark. 
 
- Scenario Type: Area control and positional engagement 
- Recommended Duration: 6 turns (or a duration agreed upon by the players) 
- Play Area: A surface measuring 90 cm x 90 cm



- Terrain Placement: 
- �e lighthouse islet must be placed in the exact center of the play area. 
- All other islets are placed in one half of the table only, representing a hazardous coastal area beyond the 
lighthouse. 
- Players may agree on the number and exact placement of these islets before deployment. 
- Islets are impassable obstacles. 
 
- Deployment zone: 
- Each �eet deploys along one of the table edges. 
- Deployment Zone: Up to 15 cm from their table edge. 
- Ships must be placed completely within this zone. 
 
- Initial Speed: At the start of the game, players secretly assign the initial speed of each of their ships by plac-
ing a facedown speed marker next to them. �ese markers are revealed as normal during the �rst turn. 
 
- Objective: Control the lighthouse at the end of the �nal turn. 
 
- Controlling the Lighthouse: �e lighthouse is considered controlled by a player if: 
- At least one of their ships is within 10 cm of the lighthouse islet. 
- A ship’s base is used to measure this distance.
 
- Line of Fire Restriction: Ships may not �re through the lighthouse islet. 
 
- Victory Conditions 
- At the end of the �nal turn, count how many ships from each �eet are within the lighthouse control radius 
(10 cm). 
- �e player with the most ships within the control zone wins the game. 
 

Optional Rule – Moonlit Night 
�is battle takes place under a bright full moon, with the lighthouse beam sweeping across the sea. 

- All ships su�er −1 to their rolls to hit. 
- During their activation phase, each player rolls 1D6 for each of their ships and obtaining a result of 1, that 
ship is dazzled by the lighthouse beam and may not �re during that turn’s �ring phase.



SCENARIO 3: �e Queen’s Tower 
 
An ancient coastal defense tower stands atop a strategic islet, guarding a vital sea route. Its cannons command 
the surrounding waters, turning any approach into a deadly gamble. An attacking �eet prepares to storm the 
position while the defending �eet �ghts to keep the tower standing. 
 
- Scenario Type: Assault and Defense 
- Recommended Duration: 8 turns (or as agreed by the players) 
- Play Area: 90 cm x 90 cm (may be scaled by player agreement) 
 

- Terrain Placement 
- �e Queen’s Tower is placed at the exact center of the play area, on its islet. 
- Players may add additional terrain (islets or other scenery). 
- �ey take turns placing these extra pieces before �eet deployment. 
- All islets are impassable obstacles. 
 
- Deployment 
- One player takes the role of the Attacker, the other the Defender. 
- Each �eet deploys along opposite table edges. 
 
- Deployment Zone: Up to 15 cm from their respective table edge. 
- Ships must be placed completely within this area. 

- �e Queen’s Tower 
�e tower is a �xed forti�cation equipped with heavy artillery. 
 
- Hull Points: 15 
- Fire Arc: 360° 
- Range: 20 cm 
- �e tower cannot move or be displaced by any game e�ect. 
- At the end of each turn’s Activation Phase, the tower �res at all enemy ships within range: 
 * Roll 2D6 for each enemy ship within 20 cm. 
 * Each result of 4+ in�icts 1 hit. 
 * No modi�ers apply to these rolls. 
 * Resolve hits immediately using the standard damage rules.



- Objective 
- Attacker: Destroy �e Queen’s Tower. 
- Defender: Keep the tower standing until the end of the game. 
 
- Victory Conditions 
If �e Queen’s Tower is destroyed, the Attacker wins immediately. 
 
If the tower remains standing at the end of Turn 8 (or the agreed �nal turn), the Defender wins. 
 

Optional Rules - Heavy Rain 
�e battle is fought under a �erce storm that hampers maneuvering and reduces gunnery e�ectiveness. 
 
- Each ship’s Firepower (FP) is reduced to half in each �ring arc (rounding down). 
- All ships reduce their movement distance by 1” or 2.5 cm (depending on the measurement system used).






















