
DECLARATION OF THE CODE OF MARITIME LAW 
FOR THE GAME OF “BATTLESHOTS” 

 
TEAMS 
 

• Fleet Admirals will be selected by consensus, and a team draft will take 
place before beginning a game of Battleshots to choose teams. 

 
• Each fleet of five will assign ranks to its members as follows: 

 
Rank Ship Pegs Targets 

Fleet Admiral Battleship 4 6 
Rear Admiral Aircraft Carrier 5 4 
Commodore Submarine 3 3 
Commander Destroyer 3 2 
Midshipman PT Boat 2 1 
 

• Each team should establish a method of targeting rotation before 
gameplay begins. 

 
GAMEPLAY: 
 

• Gameplay rules follow the simple, standard procedures of Battleship, with 
the following exceptions: 

 
• The ship you command determines the number of opportunities you get 

to target the opposing fleet. On your turn, you must hoist the appropriate 
signal flags for the square you wish to target. If you hit a ship, its captain 
in the opposing fleet must consume the contents of one beverage vessel. If 
you miss, you must pour one finger of grog into your grog cup. If your 
team violates maritime law, you may be required to consume the contents 
of the cup at any time. 

 
• RULE VIOLATIONS: 

At all times, seamen must follow the rules proscribed by the code of 
maritime law. If your fleet witnesses a violation by the opposing fleet, 
hoist the appropriate signal flag (L), and immediately announce the 
violation. If an infraction has occurred, the team must consume the 
contents of their grog cups.  

•  
You may hoist the flag X to rebut accusations of a maritime law violation. 

 
• Since there is no sovereign authority on the high seas, Battleshots relies 

upon the tenets of sportsmanship to enforce rule violations. Please keep 
conduct civil, and remember that the game itself is merely a means to a far 
greater end.  

 



ADDITIONAL RULES: 
 

• The only acceptable term of assent during a game of Battleshots is “aye-
aye” 

 
• Before a game is initiated, seamen must swear an oath of allegiance to the 

Queen, as follows:  
 
“I do solemnly swear to uphold the honor, decorum and glory of the 
noble game of Battleshots, forever and ever, etcetera etcetera and so 
forth, God Save the Queen.” 

 
• Before consuming a shot, make the appropriate Royal Navy toast. 

Day Toast 
Sunday Absent friends 
Monday Our ships at sea 
Tuesday Our men 

Wednesday Ourselves (as no-one else is likely to 
concern themselves with our welfare) 

Thursday A bloody war or a sickly season 
Friday A willing foe and sea room 

Saturday Sweethearts and wives (may they 
never meet) 

 
• The first shot consumed in a game of Battleshots must be preceded by the 

Loyal Toast, offered by the Fleet Admiral. 
 

• Grog cups must contain at least one finger of grog at all times. If left 
empty, an “empty vessel” violation occurs, and you must fill it halfway. 

 
• Forbidden Terms: “boat,” “shot,” “drink,” “glass,”  

 
 
COMMUNICATION: 
After the inception of the game, seamen are allowed to communicate: 
 

• Directly ONLY with members of their own fleet. 
• Indirectly with members of the opposing fleet, by hoisting nautical signal 

flags. 
 
 
Team-to-team communication must take place by hoisting the appropriate 
nautical flags, listed below. Failure to hoist them at appropriate times constitutes 
a violation of maritime law. 
 



 
B “I am taking in dangerous goods” 
Must be hoisted when consuming alcohol. 
 

 
C “Affirmative” 
Indicates an affirmative response. 
 

 
D “Keep clear of me, I am maneuvering with difficulty” 
Must be hoisted if a team member slurs, stumbles, or is visibly affected by 
alcohol 
 

 
G “I require a pilot” 
Must be hoisted if a “celeb-shot” from a non-seaman takes place. 
 

 
J “I am leaking dangerous cargo” 
Must be hoisted before a seaman leaks dangerous cargo 
 

 
K  “I wish to communicate with you” 
Must be hoisted before general communication with the other team 
 

 
L “Stop your vessel instantly”  
Must be hoisted to announce a violation of maritime law 
 



 
M “My vessel is stopped and making no way through the water” 
Must be hoisted during a team time-out for communication 
 

 
N “Negative”  
Indicates a negative response 
 

 
O “Man overboard” 
Must be hoisted if a team member is absent and his whereabouts unknown 
 

 
P “All persons should report on board as the vessel is about to proceed to sea” 
Must be hoisted at the beginning of the game 
 

 
Q “My vessel is ‘healthy’ and I request free pratique”  
Must be hoisted upon return from leaking dangerous cargo 
 

 
U “You are running into danger”  
Must be hoisted when three shots are landed without rebuttal 
 

 
V “I require assistance”  
Must be hoisted in order to consult the written rules of maritime law 
 



 
W “I require medical assistance”  
Must be hoisted when giving medical assistance to a team member 
 

 
 X “Stop carrying out your intention and watch for my signals” 
 Must be hoisted to dispute an accusation of violation of maritime law 
 

 
Y “I am dragging my anchor” 
Must be hoisted as a formal announcement of drunkenness 
 

 
Z “I require a tug” 
Should only be hoisted as a formal declaration of sexual intent. 
 
 



 
 


