Trade Winds

Set the Wind Dial at the table edge
where everyone can see it. The arrow
points the way the wind blows, and the
ridges split the vane into four quarters: +
around the arrowhead and — around the
tail.

EACH ROUND

1. Spin the dial. Before the first player’s turn each round, that player spins
the vane. Where the arrow stops is the wind for the round.

2. Read it as you click forward. Compare the way the ship is pointing to
the arrow. Where the ship is on the table doesn’t matter.

SHIP’S HEADING WIND MOVE COUNT
+ quarter Fair wind Al
— quarter Foul wind -1, at least 1 click
Either side quarter Crosswind No change
FINE PRINT

+ A heading right on a ridge counts as a crosswind.

+ With Full Sail, check the wind again for the second sail.

+ Evasive Maneuvers slides don’t use the wind.

+ Group Mode: the moderator spins the dial at the start of every movement
phase.

Printing the dial. Print wind-dial-base, -vane, -washer and -cap from the
base setin PLA, no supports. A steel M8 washer spins better than the printed one.
For a two-tone arrow, swap filament at 2.8 mm on the vane. Stack the washer and
vane on the pin and press the cap on (glue it if it's loose).
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