The Rules of the Game
World War I Naval rules for fighting Jutland-scale battles with 1:6000 ships.

Scales
One inch = 500 yards

One turn = six minutes

Ships may move 1cm per turn for each available knot of speed. 1:6000 models occupy about as much space as ships were allowed in line when steaming in company, so squadrons should normally form up with models nose-to-tail. If it looks incredibly close then remember: it was!

No distinction is made between different models of light cruiser or destroyer. Experience shows you can’t really tell one from another once they are on the table.

Turn order

The turn order is as follows:

1. Initiative (optional)

2. Orders

3. Movement

4. Guns

5. Torpedoes

1. Initiative

The initiative phase is optional, but adds a useful bit of structure to smaller games. Both players roll 1d6 and the winner (higher dice) announces his or her intentions second in the orders phase.
Smoke dissipates in the initiative phase either after a one turn delay, or immediately after it was made (in case of high winds)
2. Orders

Orders may be given to squadrons or individual ships. Orders are never given to the flagship, and will rarely be given to the flagship’s own squadron. For each ship or squadron being given orders roll 1d6. Orders are successfully received if the roll is 4+ (5+ if the admiral sending orders is David Beatty).

3. Movement

The movement phase happens in a series of sub-phases. Movement is simultaneous for the sake of speed, but when ships get close (and players get tense) there is provision for alternate movement to help keep everything friendly.
3a. Flagships

Flagships may move in any direction at any speed higher than 5 knots and no higher than their maximum speed. This is normally simultaneous but if flagships of opposing sides are moving in close proximity then the flagship with the lower top speed moves first. If speeds are equal, the British move first. 
3b. Un-ordered squadrons

Squadrons which were not sent an order now copy the movement of the flagship exactly. They must move at the same speed, perform the same manoeuvres and come on to the same heading (if they started on a different heading, they may have to perform slightly different manoeuvres to end on the same heading; the requirement to end on the same heading takes priority). Squadrons which manoeuvre in this way may either turn together or in succession at the controlling player’s choice, but all squadrons must turn together, or all must turn in succession.

In practice, phases 3a and 3b can normally be conducted simultaneously.

3c. Squadrons which failed an order roll

Squadrons which attempted to change orders but failed now move straight ahead without manoeuvre of any kind at the speed which the flagship moved.

Ships moving in phases 3a, 3b and 3c may move faster or more slowly than the flagship only if they cannot match the flagships speed (in which case they must move at their top speed) or in order to avoid a collision (in which case they must make the minimum change in speed necessary to avoid collision).

3d Ships with orders

Ships or squadrons which passed their order test may now move at any speed (higher than 5 knots) in any direction making any manoeuvre they wish. This is normally simultaneous but if squadrons of opposing sides are moving in close proximity then the squadron with the lower top speed moves first. If speeds are equal, the British move first.
Smoke

Any ship moving in phase 3a, 3b or 3d may make smoke. Smoke covers the whole path of the ship’s movement for that turn. If ships make smoke roll 1d6. On a 5+ high winds dissipate all smoke during the initiative phase of the next turn. On 1-4, moderate winds dissipate all smoke more than 1 full turn old in the initiative phase.
4. Guns

Ships with guns may now fire them (no, seriously). Capital Ship secondary batteries, Light Cruisers and Destroyers always have one factor, Capital Ship primaries have the number of factors indicated by their remaining undamaged guns boxes in turrets which can bear.

The range determines the number of dice thrown. The factors determine which column of the fire table is used. For fire, ten sided dice are used rather than six sided.
All destroyers and many British Capital Ship secondary batteries are armed with 4” guns. 4” guns can only damage Destroyers.

Most German and British Light Cruisers and German (and some British) Capital Ship secondary batteries have 6” guns. 6” Guns can only damage Destroyers and Cruisers.

Guns larger than 6” can harm anything.

4a Target Priority

Fire is handled by Squadron. Each firing squadron nominates a target squadron and ships within the firing squadron then fire at their opposite numbers in the target squadron. If the firing squadron has more ships than the target, the player may either nominate a second target squadron to receive the rest of the fire, or allocate additional shooting against the same targets, but you cannot shoot with a second ship against the same target ship unless all ships in the target squadron have been engaged by the shooting squadron, and you cannot shoot with a third ship against any target ship until all target ships have been engaged by two ships of the firing squadron. You may have to engage target ships which you cannot actually hurt (e.g. Light Cruisers leading destroyer flotillas when you are shooting with Destroyers). Neither the men shooting nor the men being killed when this happens realise that their actions are too unimportant to affect the outcome of the game, and I think it best we don’t tell their widows either. You cannot claim line of sight across any friendly or hostile ship. Almost all the ships in this game are coal-powered and will be producing vast clouds of very black smoke when steaming at speed in action. In this case, you do not have to target ships which you cannot actually see.
Capital Ship squadrons can engage up to three targets: one with primary batteries, and one with each secondary battery (mind you, if both secondaries can bear, something is probably going wrong).

4b Resolution

All fire is resolved simultaneously. The number of dice rolled is determined by checking the range on table 1. If you are feeling pernickety, range is measured fore funnel-to- fore funnel.
Table 1: How Many Dice to Roll

	Calibre
	4d10
	2d10
	1d10

	13.5”+
	Up to 16”
	32”
	48”

	11”-12”
	Up to 12”
	24”
	40”

	7”-10”
	Up to 10”
	20”
	30”

	6”
	Up to 8”
	16”
	24”

	4”
	Up to 6”
	12”
	18”


The effect of fire is then determined on table 2, by checking each dice roll against the appropriate column for the firing ship’s remaining fire factors.
	Table 2
	Firing Factors

	
	1-4
	5-8
	9-12
	13-16

	Roll
	1-5
	-
	-
	-
	-

	
	6
	-
	-
	-
	1

	
	7
	-
	-
	1
	2

	
	8
	-
	1
	2
	2

	
	9
	1
	2
	2
	3

	
	10
	2
	Critical
	Critical
	Critical


Each critical hit on a capital ship is resolved by rolling two dice on table 3.

Table 3: Critical Hits
	First Roll
	Second Roll
	Effect

	1. Turrets
	1-2
	Magazine explodes. Target sinks.

	
	3-4
	Magazine Fire. Mark off 4 gun boxes

	
	5-6
	Magazines flooded in time: no effect

	2. Battery
	1-2
	Magazine Explosion. Target sinks.

	
	3-4
	Partial Explosion: Target secondary batteries destroyed, mark off 4 hull boxes.

	
	5-6
	Fire in battery: Target secondary batteries destroyed

	3. Engine Room
	1-2
	Engines destroyed. Target stops.

	
	3-4
	Engines damaged. Target can only move at half speed.

	
	5-6
	Flooding. Mark off 4 hull boxes.

	4. Bridge
	1-2
	Steering damage: Target must move straight ahead next 2 turns

	
	3-4
	Fire control gone. Target may not shoot next 2 turns

	
	5-6
	Conning tower dented. Admiral now deafer than ever.

	5. Hull
	1-2
	Flooding: Mark off 2 hull boxes

	
	3-4
	Flooding: mark off 4 hull boxes

	
	5-6
	Severe flooding: mark off 6 hull boxes.

	6. Fire
	1-6
	Target rolls 1d6 in each torpedo phase until the fire is put out. On a roll of 1 the ship blows up (fire reaches the magazines), on a 5-6 the fire is put out. On any other roll the fire does 1 point of hull damage and continues to burn.


Any damage instantly sinks a Destroyer.
A Light Cruiser can take 2 points of Damage. If a Cruiser takes 1 point, mark it with cotton wool ‘smoke’ to indicate that it can only take one more point before sinking. Either Destroyers or Light Cruisers are instantly sunk by any critical hit.

Capital Ships can take damage as indicated on their ship records. Each point inflicted marks off one box, starting with the primary armament boxes, and moving on to the hull boxes after all primary armament boxes have been lost. Primary armament boxes are always removed in order from bow to stern. Each primary armament box destroyed reduces fire factor by one. Each Hull box destroyed reduces speed by one knot. When all hull boxes have been destroyed, the ship is sunk.

5. Torpedoes

First resolve any torpedoes still in play. Place the long range torpedo template against any torpedo templates left on the table. Any ship covered (or touched) by the second-phase torpedo template will be hit by torpedoes on a 6+. Each torpedo hit does 1d6 hull damage.
Now remove all torpedo templates from the board.

Any ship which is still afloat may now launch torpedoes. Place the close range torpedo template in contact with the ship’s side (you may fire torpedoes from both sides if you wish. Good luck to you if you are in position to do so). Any ship covered (or touched – apart from the firing ship!) by the template will be hit by torpedoes on a roll of 4+. Each torpedo does 1d6 hull damage. A target ship under several templates will have to roll for each that applies, and may therefore be struck by many torpedoes.

After all torpedo hits have been adjudicated, leave the short-range templates on the table to indicate where the long-range torpedo templates should be placed next turn (and to remind players not to drive their ships into the torpedoes).

Collisions

Ships which collide (end their movement with bases overlapping) roll on the collision table.

Table 4: Collision
	Roll
	Effect

	1
	Excellent seamanship: The ships avoid each other and will move normally next turn

	2
	Good seamanship: The ships avoid each other and may move normally next turn, but each player may pick up his opponent’s ship and rotate it to any heading he wishes.

	3
	Poor seamanship. The ships collide. Each ship takes 1 hull damage

	4
	Poor seamanship. The ships collide. Each ship takes 1 hull damage

	5
	Dreadful seamanship. The Ships collide. Each ship takes 1d6 hull damage

	6
	Dreadful seamanship. The Ships collide. Each ship takes 1d6 hull damage


Victory

The British win if the German fleet is completely wiped out. The Germans win if the British do not meet their victory conditions. Or is that the other way around?

Table 1: How Many Dice to Roll

	Calibre
	4d10
	2d10
	1d10

	13.5”+
	Up to 16”
	32”
	48”

	11”-12”
	Up to 12”
	24”
	40”

	7”-10”
	Up to 10”
	20”
	30”

	6”
	Up to 8”
	16”
	24”

	4”
	Up to 6”
	12”
	18”


	Table 2
	Firing Factors

	
	1-4
	5-8
	9-12
	13-16

	Roll
	1-5
	-
	-
	-
	-

	
	6
	-
	-
	-
	1

	
	7
	-
	-
	1
	2

	
	8
	-
	1
	2
	2

	
	9
	1
	2
	2
	3

	
	10
	2
	Critical
	Critical
	Critical


Table 4: Collision

	Roll
	Effect

	1
	Excellent seamanship: The ships avoid each other and will move normally next turn

	2
	Good seamanship: The ships avoid each other and may move normally next turn, but each player may pick up his opponent’s ship and rotate it to any heading he wishes.

	3
	Poor seamanship. The ships collide. Each ship takes 1 hull damage

	4
	Poor seamanship. The ships collide. Each ship takes 1 hull damage

	5
	Dreadful seamanship. The Ships collide. Each ship takes 1d6 hull damage

	6
	Dreadful seamanship. The Ships collide. Each ship takes 1d6 hull damage


Table 3: Critical Hits

	First Roll
	Second Roll
	Effect

	1. Turrets
	1-2
	Magazine explodes. Target sinks.

	
	3-4
	Magazine Fire. Mark off 4 gun boxes

	
	5-6
	Magazines flooded in time: no effect

	2. Battery
	1-2
	Magazine Explosion. Target sinks.

	
	3-4
	Partial Explosion: Target secondary batteries destroyed, mark off 4 hull boxes.

	
	5-6
	Fire in battery: Target secondary batteries destroyed

	3. Engine Room
	1-2
	Engines destroyed. Target stops.

	
	3-4
	Engines damaged. Target can only move at half speed.

	
	5-6
	Flooding. Mark off 4 hull boxes.

	4. Bridge
	1-2
	Steering damage: Target must move straight ahead next 2 turns

	
	3-4
	Fire control gone. Target may not shoot next 2 turns

	
	5-6
	Conning tower dented. Admiral now deafer than ever.

	5. Hull
	1-2
	Flooding: Mark off 2 hull boxes

	
	3-4
	Flooding: mark off 4 hull boxes

	
	5-6
	Severe flooding: mark off 6 hull boxes.

	6. Fire
	1-6
	Target rolls 1d6 in each torpedo phase until the fire is put out. On a roll of 1 the ship blows up fire reaches the magazines), on a 5-6 the fire is put out. On any other roll the fire does 1 point of hull damage and continues to burn.


Orders

Succeed on 4+ (Beatty 5+)
