“Invasion Fleet: Loaded for Bear” Briefing

Situation

Wooden ships?  Iron men?  Well, not exactly.  This game does have the British Tars, those stalwart sailors that formed the heart of the Royal Navy, but with whom are they locked in close action and boarding party combat?  Why it's the Teddy Bear invasion fleet of Napoleon Bearaparte coming across the Channel to the honeyed fields of England!  Bruin versus Brawn!  Cunning versus Cuteness!  The Fingered Fist versus the Padded Paw!  Come command your own Origami Frigate with its crew of men or bears in this dark chapter from the annals of inter-species conflict (and stay after the game to fold your own boat)!

Milk and Cookies Rules by Rob Dean and Buck Surdu from “Big Battles for Little Hands” – suitably modified for ship-to-ship action.  Origami boats, with Eureka’s 25mm Teddy Bears and Old Glory Tars.  

The Fleets

· Set up 2 fleets of 4 boats each, with each boat having 2 groups of 4 Teddy Bears or Tars plus a gun and gun crew.  One boat per player.

· Each fleet has a suit and each person on that side will be able to do something – but only one thing - with their ship and with one unit on that ship – when its suit comes up

Movement

· Pass out rule sheets

· Explain how each group moves and acts as a unit, moving differently depending on their formation 

· 2” penalty for jumping from adjacent ship to other ship once grappled

· Explain how each ship moves and turns depending on the number of sailors that are “sailing” the ship by facing the centerline of the ship rather than facing outward to attack others

Shooting

· Can shoot in 90 degree arc (+/- 45 degrees) from the way figures are facing (not the standard BB4LH 180 degrees!)

· Can’t shoot through the sail over the bow of the boat

· Each healthy character or gun crew member gets 1 die – roll as shown in the table depending on whether short or long range

· Sometimes the attacked unit can roll a save as shown – even though it is not their turn

· Turn a base around for each hit; remove on second hit if not rallied. (Admiral with unit can automatically rally; otherwise rally with 4,5,6 as only action in turn.)

· Grappling/ungrappling works in a similar fashion, with ships pulled together if grapple is successful or moved apart if ungrapple is successful 

Fighting

· Ships must be grappled together first

· Roll morale (1d6 less than or equal to number of organized bases), then charge and attack 

· Defenders roll morale to see if they stand or flee

· If fighting, all figures roll 1 dice each plus extras as shown

· Note the bonus for being back-to-back

· Most 6’s wins – or most 5’s if no 6’s, etc.

Victory Conditions

· This is a simple duel to the death.  No credit for getting through or past the enemy fleet
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