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RON & BONES
‘DICE. (AME.

Stage for 2 or more players.

A heavy blanket of smoke covers the tavern. Crowded around in the tables, men and women of
the worse nature they boast of booties of its last incursions or on last the ingenuous one to
which they have ransacked. As always, those that become bored dedicate to sarcastic com-
ments, to Benny the waiter of the tavern. Except Obadiah, that in spite of being already a vete-
ran of the sea and the taverns, never has dominated the subtle art of sarcastic & obscene com-
mentaries. In spite of his incompetence, he tries always it, taking outbursts of laughter of the
always expectant drunkard.

Benny returns to happen carrying two jars of beer over her head.

-OH! My god Benny, It is a good meat and not what the cook in the lentils! -says an authentic
teacher of the bottle of rum. He belch.

- Yes, my lamb! You have really big legs! - Says Obadiah, pleased with his contribution to the
conversation.

The bar is in silence. Silence lasts little, soon all the drunkard outburst a sonorous laughter.
Obadiah was tried it, but he still has to refine his technique. ° .
In a near table, mans plays the dices. A ludopata frenzy owns them. In the table, the currencies
and the dices rain skillful in expert hands.

- Damn cockroach! , You have made trap! - one of the players accuses, spit to discretion. He
has lost and it does not like him.

-You call cheater to me? Slimy.

During a second silence becomes. Later, the chaos unties. By all sides fly the bottles of rum and
dental pieces. Obadiah crawled by the ground trying if some of the teeth that fall fitted to him in
the numerous hollows of his incomplete set of teeth. Morning call! Finally he will be able to enjoy
an authentic incisor.




"THE. CREWS:

Each player has 90 Doubloons of gold and 1 Barrel of rum. In order to contract its crew. By all
means it is possible to be played any | number of doubloons decided by all the players, creating
great row.

But in any case any Captain cannot be included.

JFOR THIS SCENE. THEY ARE. RECOMMENDABLE:;
1 Boat board, 1 Drawer, 1 Box by player and 2 Bottles.
This scene can be developed so much in the deck of a boat like inside a tavern.

UNFOLDING OF THE CREW: ;

All the players must throw a D8 to settle down the deployment order. The player with the best
result places the marker of Drawer in any square of the free Boat of obstacles and such form
that has as well all free adjacent squares of Low or Inaccessible obstacles. Next the player with
the highest result places a marker of Box in any of the lateral adjacent squares of the Drawer
and to one of his characters above it. Next the player with the following higher result, must un-
fold a marker of Box and to a personage in the opposite side of the Drawer. As of that moment,
the other players following the order of the dice results, will have to unfold a Box and to one of
his pirates in any adjacent free square to the Drawer. Once all the players have unfolded his
first personage, they will have to unfold another one following the same order. But in this occa-
sion the personages cannot be unfolded to 3 or less squares of any other character, friend or
enemy. This process is due to follow until all the personages of all the players are unfolded in
the board. Finally they will be due to place two markers of Bottle on the drawer and to begin the row.

((ONDITION OF VICTORY:

Win the player who is able to only remain with some of his characters on the board.

SPECIAL RULES

- Itis only one row. Armed attacks or distance attacks cannot be used. But a personage loses
more than half of its wounds this restriction will be able to skip. Once a personage realises one
of these attacks, all will be able to realise them.

- The bottles can be considered bottles of Rhum and the personages can drink of them.
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RON &BONES
"TO THE. ASSAULT

Stage for 2 players.

INTRO..

An intense scent to old floods the atmosphere. It is not the first time
that Pier enters in the personal warehouse of captain Bones. A small
access through loose tables from the load warehouse has been able to
enter.

It is delicious! - Thinks on the ground supported in a barrel of an excellent

selection of the “magical concoction”. Already he has lost the account of
the rum glasses that he have drunk. | do not understand why they have
put two faucets to the barrel! - He laughs in the empty stay. It is difficult
to him to fix the view.

- Some day | will be captain; the feared captain more of the well-known
Ocean. It is said to itself. And why no? , He has everything to his favor
to be it. He is brave, handsome and “very high for his stature”. In his
dreams it is seen at least very well. Perhaps others think the opposite,
but they are mistaken.

The shouts of the captain take him from their dreams of gold and glory.
- They assault us, all to the weapons! Do not let that anyone of those
wet dogs enters in the main deck!

The crew runs over the deck carry out an order of the captain. In Pier’s
head they resonate like cannon shots. He would have to go upstairs to
the deck, because they would not win without him. Although thinking it
better, the warehouse is the most valuable treasure for the crew. It
would have to defend it until death. A sensation of pride and satisfac-
tion crosses his body.

- Without no doubt | am the best man of the crew, soon | will be captain.
Pier thinks. He belch. It gives a pitching. Its glass of rum fills up and it
complies in his site. He is already ready for the combat.
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THE. CREV'S:
Each player has 270 Doubloons of gold and its corresponding Barrels of rum to contract
its crew, 1Barrel/75 Doubloons (or more according to the players).

Both crews must contract a Captain.

JFOR THIS STAGE. THEY ARF. RECOMMENDABLE;

1 boat board and 1 Coffer of the Treasure. It is recommendable to use additional scenery elements.

UNFOLDING OF THE. (REW:

In this stage the unfolding indicated will be due to the attached drawing. One of the players
must choose the attacking side and the other the defending side. The defender chooses a zone
of unfolding and next he must unfold the scenery elements and the half of his personages in
any square without obstacles and outside both zones of unfolding. These personages will be fa-
llen in the ground and with a bottle of rum as unique gear in the hands.

Next the attacker unfolds to all their crew in the opposite zone of unfolding to the chosen one by
the defender, but the personages will only be able to carry a gear in one of their hands. Finally
the defender unfolds to the remaining personages in his zone of unfolding, totally preparations
and the Treasure, this must be placed in any free square of obstacles and personages of the
central line of boat.

{(ONDITION OF VICTORY:
The attacker wins at the end of any turn if he achieves to seize the treasure. For this, the pirate
who carries it will have to throw overboard itself.

The defender must prevent it reducing the reputation of the attacker in more than 60%, but any
personage of the attacking crew that carries the treasure, double the reputation that contributes
to the total of the crew when calculating it.

SPECIAL RULES:
- The defender can use the rule “Deploying from the riggings”.
- The Coffer of the Treasure: It is considered as hindrance.
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RON & BONES
NAVAL BATTLE..

Stage for 2 players.

INTRO..
- A boat comes near at full speed to our objective, captain.

- Damn it is! - Blackheart- exclaims. Bring me the telescope, useless.

- Yes, captain.

Hank contemplates increased the scene. An old merchant furrows the turkish waters of the Fish
Hammer Archipelago, too far, an old brig comes at a high speed. In its flag the skeleton of a
shark is drawn over a black bottom... Doubt does not fit, is he again.

- This old stingy and its geriatrical crew again! — he says.

- Isaiah Malasombra? - Question the cabin boy.
- Yes, he is.
- We intercepted to him?

- No. This time we are going to be readier than he. - In its lips a maleficent smile is drawn. We
leave them approach. Soon we will come near them and we will take them by surprise. Two birds
of a shot: Malasombra and the merchant... , Simply perfect. * |
-COME ON, damn leftovers! You load those damn guns! The crew puts itself in movement to
avoid the reprimand of her captain, that entails sharks with no doubts. Well... all except one. The
cabin boy is stopped in front of him watching over the telescope.

- What do you think, small noxious animal... Perhaps my words do not include to you? The face
of Blackheart becomes like the wolf after eating to the grandmother, and all the neighbours.
- Sir, | request excuses to you, but it is that the boat of Malasombra turns towards us...




























