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1 Game Basics

Crimson Tides a turn-based game of naval combat. The gamedesigned to simulate the
naval fights between the enemies of WW2, be ihaAtlantic (opposing primarily the Royal
Navy and the Kriegsmarine), or in the Pacific (ogipg primarily the Imperial Japanese Navy
and the United States Navy).

This game is played in turns. This means that ptageve and combat one after the other. It
also means that actions are divided in several gshahe game is played with models
representing the ships, and counters represeniiotafd The game is played on any flat
surface. There is no need for a specific boarddAtlances are measured in “klicks”. It is up
to the players to determine the size of a “klia#k¢pending on the size of the models they are
using. As an example, the author has designedahe gvith 1:3000 models in mind, and in
this scale a klick can be anything between 1 ikb ¢m) and 5 cm. This would mean a
playing surface of anything between 1.5m and 3o (EO feet) in length.

This booklet aims at setting rules for every sitwatf play. Still, should a disagreement on
the interpretation of the rules happen, it willisake solved by rolling two 6-sided dice. The
highest score decides.

\ Note: Key concepts in this booklet are&HLIGHTED, SO you can notice and remember therh.




1.1 Basic principles

Principle 1: If a number must be rounded, it is always roundedn. For example, if you
have 9 dice, and you must only use half, you wsié 4. If you have 7 movement points
available, half of that would be 3.

Principle 2: Distances cannot be pre-measured. Players finststleclare their intentiorthen
measure. For example a player will first declarefires at an enemy unit with any given
weapon, then measure to see which range bandrget tsiin.

Principle 3: the game is played in phases. Each phase hastéws, one for each player. The

actions that happen within a phase are considerédgpen simultaneously. This means that
when a player destroys an enemy ship, a “destroty@dn is placed on the destroyed unit,

but that unit still gets to play that turn (and shback) and will only be removed from play at

theendof the turn.

1.2 How to win

The winner is the player who either scores the ésgimumber of Victory Points, or scores a
target score first. Each destroyed unit yields anloer of VPs equal to its point cost. In
addition, players can set VPs to specific objectivlee safely navigating a specific unit out of
the playing area through a specific side of thdetabaining control of a specific area, or
landing troops at a specific position. See the gacemarios section.

1.3 Preparing your fleet

Choose the units for your fleet in secret, usirggdtats cards. Select units up to the designated
point cost limit of the game. Do not reveal yowefl until setting up.

If you are setting up second, you cannot change fleet once the first player has revealed
his. Both hands of stats cards must be on the teltd® set-up begins.

1.4 Setting up

At the beginning of a game, either the scenariandsfthe starting position of each unit, or,
each player places his units on one side of th@rgaarea, no further than range 1 from the
edge of the table. If this is the case, roll fatiative first. The player with the smallest score
places a unit first, then the other player places, @nd they alternate placing units until all
units are on the table.

Carrier-based aircraft are placed on the correspgndarrier stats card, while land-based
aircraft are placed on the land base.



1.5 Dice mechanics

Only one type of dice is used @rimson Tide regular 6-sided dice (hereafter D6). You will
need at least 20, however.

When making an attack, a player rolls a numberioé.dn most cases, each 1, 2 or 3 is a
miss, while each 4 and 5 is a hit, and each 6 Gshits and a re-roll. For example, if | am
rolling 5D6, and get 2, 3, 4, 5, and 6:

| score nothing for the 2 and the 3, 0
| score a hit for the 4 and another for the 5, + 2
| score two hits for the 6, + 2
I reroll the 6, and get a 4 (which is another hit), + 1

= 95

This gives me a total of 5 hits. =

1.6 The turn sequence

The game is divided in turns which represent ai@uminutes if real-life time. A turn begins

with a roll for initiative. Each opponent rolls 2xsided dice. The winner plays second,

because it is a tactical advantage to play aftar gpponent. A turn is divided in a number of

phases, which are sub-divided in two steps (onecémh player). The turn sequence is as

follows:
- Initiative phase

Naval movements phase

Air deployment phase

Air defense phase

Air attack phase

Surface attack phase

Submarine attack phase

Air transit phase

End of turn phase

1.6.1 Initiative phase

To determine who plays first, roll 2D6. Add anydéhip bonus pertaining to units in your
fleet (please note that crippled units lose thieigghip bonus). The player with the highest
score plays second because it is better to seepfenent’s actions before you do yours. The
first player movesll his units, and then the other player moves allumigs. Then the first
player does his attacks, followed by the secongep|aetc.



1.6.2 Naval movement phase

The naval movement phase consists of two stepdirttglayer's movement phase, and the
second player's movement phase. In the naval moveptease, you can move each ship or
submarine a certain number of klicks equal to itaxmallowed movement, at most
(cf. section 2).

Figure 1: An air squadron placed for an ordnance agck (top) and for a strafing pass (bottom).

1.6.3 Air deployment phase

In this phase, the first player and the secondeplajternate placing aircraft tokens on the
playing table, until all tokens have been placedhantable. Aircraft tokens are placed along
the longer side of the unit they intend to attacthwrdnance weapons, and along the shorter
side of a unit they intend to strafe. It is uphe attacking player to choose which side or end
they will place the token on (Figure 1). Aircraftthv“rearming” markers cannot be placed,
but (one of) their rearming marker(s) is removelsoAnote that if a carrier deploys aircratft, it
will not be able to fire its weapons during thisrnuand that a carrier cannot changer her
heading and launch or recover aircraft in the same She must proceed dead ahead for this.

Tactical hint: it is recommended that you place your fightess,lao that you may choose to
use them to attack enemy aircraft, or escort your bombers.



1.6.4 Air defense phase

The Air defense phase consists of two steps: thegdlayer’s air defense step, and the second
player's air defense step. In this phase you use yait's AAW to attack aircraft within
firing range of your AA weapons (see sections 1@ a.7). Each unit may make one AAW
attack. Some of these attacks will likely resulsome aircraft gaining a’BORTED marker, or
being destroyed.

Note that fighters may have a special ability @allescorT. If they do, any fighter attack
against a friendly bomber they are escorting (witlainge 1) will only hit on 5 and 6, because
the fighter is escorting the bomber, hence pratgatifrom enemy attacks. However, a roll of
6 still counts as 2 hits.

1.6.5 Air attack phase

The Air attack phase consists of two steps: ths ptayer’s air attack step, and the second
player's air attack step. In this phase, you attankmy ships or submarines with your
airwings, using ASW, bombs, gunnery, or torped®sst aircraft can attack only in range 1.

Important: aircraft that gained a8ORTED marker in the air defense phase cannot attack in
this phase (unless they have a special ability alatvs it). Also, note that even if you have
several types of weapons available, each aircgafhidron can only make one attack.

1.6.6 Surface attack phase

The surface attack phase consists of two stepdirieplayer’'s surface attack step and the
second player’'s surface attack step. In this phgee, attack enemy surface ships or
submarines usingither ASW, or gunnery and torpedoes.

1.6.7 Submarine attack phase

The submarine attack phase consists of two stepdirst player’'s submarine attack step and
the second player's submarine attack step. Inghase, you attack enemy ships with your
submarines, using torpedo attacks. Some submanagsalso attack submerged submarines,
if they have a special ability that allows it. Seetion 3.10.

1.6.8 Air transit phase

The air transit phase consists of two steps: ttst filayer’s air transit step and the second
player’s air transit step. In this phase, you metyour aircraft to a carrier or land base. Note
that a carrier that fired its weapons during thdage attack phase cannot recover aircraft
during the same turn.

Place aREARMING marker next to carrier-based aircraft, and twot nexand-based aircratft.
They will not be available for a mission in the hexn.

If a carrier is destroyed with aircraft onboarde thircraft are also destroyed. If a carrier is
destroyed while its aircraft are deployed, theraitcmay land on the land base. Please note
that the carrier’s or the airfield’s aircraft capggecannot be exceeded. Any remaining aircraft
are lost.



1.6.9 End-of-turn phase

At the end of every turn, apply the effects of dgmésee sections 4.2 and 4.3), and tidy up
for the following turn:

flip/update HP tokens

remove destroyed units from play

do repair checks (see section 4.4) and apply fleetsfof critical hits
check wind direction (and strength) for weathemgés@nd derelict ships

The end-of-turn phase is also the moment to chexcki€tory conditions (see section 1.2).

1.7 Units
There are three levels in the game:

The surface level, where surface warfare (ASuWhoisducted, is occupied by ships
and surfaced submarines.

The submarine level, where anti-submarine warfA®\) is conducted, is occupied
by submerged submarines.

The aerial level, where anti-air warfare (AAW) mnclucted, is occupied by aircratft.

Consequently, there are three types of units igme: ships, submarines, and aircraft. Each
unit’s stats are detailed in $SATS CARD

1.7.1 Ships

Shlps exist in four sizes:
CAPITAL: for major battleships and fleet carriers,
LARGE: for most battleships and light carriers,
MEeDIUM: for cruisers and large submarines, as well asesanxiliary or civilian
vessels,
SMALL : for destroyers, smaller submarines, and somdiaryor civilian ships.

The size class of a unit determines which turnemplate the unit uses when it turns. The
size of a unit is easily recognizable by lookingta base it is on. For the 1:3000 scale, the
bases’ sizes are:

10 cm x 3 cm for capital units,
9 cm x 2.5 cm for large units,
8 cm x 2 cm for medium units,
5 cm x 2 cm for small units.

The armament of ships may include primary, secondad tertiary gunnery, AA guns, depth
charges, and torpedoes. Aircraft carriers may @égdoy aircraft.

1.7.2 Submarines

Submarines are similar to ships, except that thagtrfirst gain a “detected” token, before
they can be fired at (cf. sections 3.10 and 3.Ihpy also fire their weapons in a different
phase. Like ships, each submarine has its ownciads
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1.7.3 Aircraft
Each aircraft token represents about 25 real-liferaft (except for recon aircraft, for which
one token equals one aircraft). Aircraft come iyes:
- RECONNAISSANCE AIRCRAFT these allow a player to fire at an enemy unitange
(with halved dice), even though they do not hame bf sight to it.
FIGHTERS these do not carry ordnance weapons, but arees$ieat air combat.
TORPEDO BOMBERSthese carry torpedoes. They are destined tossiigs.
Dive BOMBERS. these carry bombs, which they can drop on shigamal targets (such
as AA guns, buildings, etc).
PATROL BOMBERS these conduct strategic bombing raids (of lamdets, primarily).
They are immune to AA guns, but are defenselesmsigaghters.

1.8 How to read a stats card

Each unit in the game has a stats card (Figur&t®se cards have a color and a flag that
identifies them at a glance as part of a natioorsds.

Name and hull Size of unit Cost of unit
number of unit, \
USS FLETCHER (DD 445)
DESTROYER, FLETCHER CLASS SIZE: SMALL
Type, an d Displacement =
class of unit | Length ofa _ Combat stats
AT ;
of uni
Flag of unit
Top Speed E

Mavement

Evasive action: If fired at by a ship of Large
Atmos or Caoital size, roll 1 die. On 5+ take no

Critical Damage damage =t all in this affack.

Stats of unit

Hull Points Special abilities

| Aircraft 2 of unit

Figure 2: Stats card of a surface unit.

The main information on the stats cards is as fedlto

The name of the unit and its hull number appeahertop of the card.

On the colored line at the top of the card, apgkarunit’s TYPE, CLASS, SIzE, and
POINT VALUE. This point value is an indication of the unit&ative strength. It is used
to build fleets that are equivalent in strengthgd do determine the score of each
player, at the end of a game: the amount afT¥rRY PoiNTS (VP) earned for
destroying an enemy unit is equal to its point .cost

The stats of the unit, on the left hand side ofdlaed, contain information about the
unit (displacement, length overall, beam, draft amakimum speed), which are not
directly used in the game, but inform the playdrsw the unit's capabilities. They
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also contain information which is used in the gamevEMENT, ARMOR, CRITICAL
DAMAGE rating,HULL POINTS, and max number @fiRCRAFT tokens onboard).

The combat stats of the unit (on the right-hane)sigt the number of dice rolled by
the player when attacking with each specific armansvailable for that unit. The
four columns correspond to the number of dice dofier each combat range. For
example, a Fletcher-class destroyer will roll 2edwehen firing at an enemy ahead of
her, in range 1 or two (i.e. not farther than 1&Kd). If the enemy ship is on her
beam, however, because the ship will then be dilailto use all her guns, the
BROADSIDES value will be used, allowing the player to rolldé&e, in range 1 or 2.
Similarly, the ship’s anti-air gunggw) will entitle the player to a roll of 6 or 5 dice
in range 1 or 2 respectivelysw will give the stats for anti-submarine warfaredan
TORPEDOfor torpedo launches.

2 Movement

Movement is measured KLICKS. Each unit can move a certain number of klicksicivhs
mentioned on the “movement” entry of their statedcd o determine this figure, we divided
the maximum speed of the unit by 4. Thus, the inedapeed of all surface units is realistic.

2.1 Measuring

Any measurement involving a ship or submarine isedfsom the closest point of the unit’s
base (Figure 3). Similarly, when measuring a distabetween a unit and the land, the
distance to take into account is the smallest ptessistance.

=

Figure 3: Measuring a distance between two units.

2.2 Moving a ship

Valid movements are made on the playing surfacéeddnotherwise stated in the scenario,
any unit that leaves the playing surface is comemidost, and the opposing player scores
victory points (VP) equivalent to its value.

2.2.1 Moving ahead

All ships must move a minimum of one klick aheagath movement turn, unless they are at
anALL -STOP.

To move a ship, place it along the ruler, with fleeo at the middle of the ship’s base (when
taken lengthwise, of course). Then move the uwmib@lithe ruler, for the required number of
klicks (Figure 4). If the unit moves ahead for 3cks$, at the end of the move its middle
should be three klicks ahead of where it was beaforeing.

12



DDDD

START 1 2 3

Figure 4: Moving 3 klicks ahead, along a ruler.

After a ship has moved ahead at least one klicknal stop, turn or proceed ahead, if
movement points are available.

2.2.2 Stopping and moving astern

A ship may disengage from a collision by movingeast To do this, however, it must have
stopped in the previous turn. A ship cannot mowsadtand astern in the same turn. To stop a
ship, the player will first move it ahead 1 klidkif is possible), then declare it stops. He will
then place aTorPPEDmMarker on the ship. If he wants to make sternwitag, will be done in
the following turn. Minimum move requirements appiifen moving astern, although a unit
may simultaneously turn as much as 90° when it m@gtern. Also, note that a unit moving
astern can only use half its maximum movement point

2.2.3 Moving a submarine

Submarines can move on surface or submerged. Wioemgnon the surface, they use the
surface speed, and act like a surface ship. Indivihey must say it at the beginning of the
turn and place asSUBMERGED marker on the unit. The whole turn will be played
“submerged”. This will have consequences on theedpand firing capabilities of the
submarine. Similarly, a submerged submarine may suniface at the beginning of a turn.

2.3 Turning
A ship will turn along the turning template thati@sponds to her size. There are 4 different
turning templates (Figure 5):
- The capital size turning template makes 22.5° tudesce, a capital ship will need 9
klicks to do a 180° turn.

The large size turning template makes 30° turnsickelea large ship will need 7 klicks
to do a 180° turn.

The medium size turning template makes 36° turrehdd, a medium-sized ship will
need 6 klicks to do a 180° turn.

The small size turning template makes 45° turnsaddea small ship will need 5
klicks to do a 180° turn.

13



Figure 5: Turning templates. Red, yellow, green andlue for capital, large, medium and small units.

Ships are placed along the turning templates exékd they are placed along the ruler, i.e.
with the zero of each klick along the middle of tat's base, lengthwise (Figure 6). They
can then move ahead and turn up to the templatejke dor each klick (but this is not an
obligation).

One klick ahead
(turn allowedafter the move)

A second turning klick _
J A third klick (with no turn)

Figure 6: using a turning template.
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2.4 Terrain

2.4.1 Treacherous waters

Movement is unrestricted on the sea. There aresateavever, where a ship can suffer a
collision. These are known asREACHEROUS WATERS. They are:

Any area within half range 1 of land (4 klicks es$ from land).
Any shallow water area, designated as such onl#yeng surface.

Note that:

If moving at half speed (strictly less than hadf alowed movement), no collision test
IS made.

If moving at full speed (half the allowed movementmore), a collision test must be
made.

Small ships are immune to treacherous waters antjate freely at full speed
anywhere.

When testing for collision with terrain, roll 1D6:

Capital ships will collide on 1, 2, or 3.
Large ships will collide on 1 or 2.
Medium ships will collide on 1.

2.4.2 Resolving damage from collisions with terrain

If ships or submarines collide with land, it stapeir movement, and they must make a
damage check.

When resolving a collision with terrain, roll a nber of attack dice (see below), as if the ship
was being attacked by another unit. Compare thdtrekthe roll to theARMOR andCRITICAL
DAMAGE rating of the ship.

If damage is above armor, unit loses 1 Hull Point.
If damage is above critical damage, unit loses 2 HP

When solving collisions with terrain, terrain cagt b
Soft: Roll 4D6 (e.g. sand bars, beaches, smalidsye

Hard: Roll 8D6 (e.g. icebergs, larger reefs, smpaitruding rocks).
Impassable: Roll 12D6 (e.qg. cliffs, large rock&amsls).

15



2.4.3 Terrain and line of sight

Most terrain blocks line of sight. This means tifidhe line between the center of the firing
unit and any of the targeting points on the targtterrupted by land, LoS is broken. Islands
block line of sight, and so do most icebergs. Smegdfs or sand banks may not block LoS.

2.5 Weather

Storms or squalls block line of sight. It is po$sito fire at a unit in a storm or squall, but a
concealment check must be done (see section BiS)pdssible for a unit in a storm or squall
to fire its weapons, but their attack dice will dved.

At the end of each turn, use some kind of dialsfan a bottle) to determine the direction in
which the storms and squalls will move. Roll 1Déd&termine how far. If a storm or squall
leaves the play area, it disappears.

2.6 Collisions
Collisions do not happen between submerged unitess voluntarily. Similarly, collisions

do not happen between aerial units, unless volinmtadowever, when a surface unit’s
movement brings it close enough to another onéatheir bases overlap, they collide.

When resolving a collision between two ships, otyers will roll a number of attack dice
equal to their hull points. Compare the resulth# toll to the armor and the critical damage
rating of the other unit.

If damage is above the other ship’s armor value uitit loses 1 hull point.
If damage is above the other ship’s critical dantagi@g, the unit loses 2 HP.

Example A large vessel (a battleship) with 5 HP collidegainst medium-sized vessel (a cruiser) with 3 HP.
The battleship rolls 5 dice and the cruiser rollsT®e battleship gets 1, 1, 2, 4, 6, rerolls ants@e3, for a total

of 3 hits, which is enough to damage the cruisesting her 1 hull point. The cruiser rolls 3 dicedagets 3, 4,

6, rerolls and gets a 5, for a total of 4 hits, walinis below the battleship’s armor value, causiegdamage.

There are consequences to a collision:

Units involved in a collision will halve all theattack dice during that turn.
When a collision happens, the colliding unit isceld at an all-stop and must reverse
for at least one turn (in the next turn). The dat unit is not required to reverse.

2.7 Air movement

Aircraft can be deployed anywhere on the playirepgduring the air deployment phase; cf.
section 1.5.3). Similarly, they will be returnedtteir carrier or airfield at the end of the turn
(during the air transit phase), without measuring distance (cf. section 1.5.8).




3 Combat

3.1 Combat basics

Combat is always solved in the same way: the atigcklayer rolls a number of D6
corresponding to the weapon he is firing in therappate range, counts how many hits he
scored, and compares that number to the armormgratid the critical damage rating of the

target:

If damage is below the armor rating of the targetmisses.

If damage is above the armor rating of the tartpettarget loses 1 hull point (HP).

If damage is above the critical damage rating eftdrget, the target loses 1 HP and
the attacking player rolls 2D6 for critical damagke then checks the critical damage
table to apply the corresponding damage (cf. secis).

In order for a unit to fire at another unit, thare several conditions:

it must have line of sight to the target, or haetedted it (in the case of ASW),
the target must be in the firing arc of the weapon,
the target must be in range.

17



3.2 Line of sight

A LINE OF SIGHT (L0S) is an imaginary line between the middlelsf side of the base of the
firing unit and its target (Figure 7). @rimson Tide LoS is assumed to always exist:
between aircraft,
between an aircraft and its naval or land target.

Ships, however, and submarines, are required te ba8 to fire. A ship’s LoS can be:

- CLEAR: there is nothing between the firing unit andtésget. The firing unit uses its
full amount of dice. For a ship to have clear Lo8¢ must be able to draw a line
between the firing unit and the center of the bafshe target and (at least) one of its
ends (Figure 7). Note that it is thmseof the models that counts, not the models
themselves only.

IMPEDED. something (another unit) has come between thegfiship and its target,
partly hiding it, and affecting the accuracy of gtet. When a ship sees the middle of
the target, buhoneof its ends, LoS is impeded (Figure 8). The firungt will hit on

5s and 6s only.

PARTIALLY BLOCKED : the target is hidden behind something and iiffecdlt to fire at

it. This happens when the center of the targebtisvisible, but one or both its ends
are. In that case, the attacker’s dice are halFeglife 9).

BLOCKED: the firing unit has lost LoS and cannot fire. §hiappens when none of the
three targeting points are visible (Figure 10).

<Srdme[o o>

<orEjee[o-jo >

Figure 8: an impeded line of sight is one where theenter point is visible, but both ends are not.
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Figure 10: a blocked LoS is one where none of thargeting points are visible.

3.3 Weapons
There are various types of armament usable indheeg

Primary gunnery: this represents the larger caliber guns availabléhe ships, or machine
guns for aircraft. They can normally attack forwaaét, or on their sides (called broadsides).
Their range is rarely beyond range 4, even thooghespowerful units can fire as far as range
6. Primary guns hit on 4 and 5, and hit twice wigh a re-roll).

Secondary and tertiary gunnery this represents the smaller caliber guns avalaiol the
ships. They can only fire at targets on the bradassfiring arc. Their range is never beyond
range 4. They hit on 4 and 5, and hit twice on @&h(a re-roll).

AAW : anti-air guns are used by ships in the air defgutzase, to fire at enemy aircraft in
range 1 (and sometimes range 2). They also scerdibon 4 and 5, and two hits on 6 (with a
re-roll). When damage is above the armor ratinghef target aircraft, the target gains an
ABORTED marker, and cannot use its ordnance weapons. \hermamage is above the
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critical damage rating of the target aircraft, thecraft is destroyed. Place ESTROYED
marker on it, and remove the aircraft token atehe of the air defense phase.

ASW: anti-submarine warfare weapons account for deptrges. They can only be used
against a target with BETECTED marker, in range 1. ASW attacks work like gunnattacks:
they hit on 4 and 5, and hit twice on 6 (with ao#).

Torpedoes Torpedoes are different from other weapons. Beeaiuwas very difficult to hit
with torpedoes, they only hit on 6, and can onlyitesl at targets in narrow channels, instead
of the regular firing arcs of gunnery weapons. Hesveeach torpedo that hits deals 2 points
of damage. Also, note that when a torpedo is fiesthRPEDO INBOUNDMarker is placed on
the target, but damage will be checked only inftlewing turn, and theeORPEDO INBOUND
marker(s) will then be replaced with the appropridiP marker, if the torpedoes hit
(cf. sections 3.8 and 3.9).

Bombs bombs are carried by bomber units. Bombing ataskrk like gunnery attacks.
They hit on 4 and 5, and hit twice on 6 (with ao#).

Also, note that most units have one or several igpabilities. See chapter 6 for more
information.

3.4 Firing arcs
Ships have several types of armament:

Gunnery: Primary, gunnery can fire ahead, astern, or abg&ameach ship’s stats
card, players will find attack values for each waa@nd, in the case of primary
gunnery, for shotsORWARD, AFT and on thaROADSIDES When the target lies in the
90° arc which passes through the two forward carmérthe firing unit’'s base, the
player should use the forward attack dice numbegufe 11). Similarly, when the
target lies in the after 90° arc, the aft valuesudth be used. To use the broadsides
value, the target must lie in the 90° arc on onthefsides (Figure 12). Secondary and
tertiary gunnery, show only one value, because taeyonly be fired at targets in the
broadsides firing arc.
AAW: : a ship’s anti-air warfare armament is used inahedefense phase, to fire at
enemy aircraft in range. There is no LoS and nndiarc for AAW.
ASW: a ship’s anti-submarine warfare armament (dep#iges) is used in the surface
attack phase. Note that a ship vélther fire its gunnery and torpedoes; conduct
ASW. Since ASW targets submarines below the fiting, it can only be used against
submarines in range 1, and does not require La8aof fire. Please note that a unit
can only fire at aletectedsubmarine (cf. section 3.9).
Torpedoes torpedoes are much more difficult to use effedfithan other armament.
As a consequence, they do not use the regulari®@g &rcs, but “channels” instead,
which have the span of the long side of the fitumif’s base (in the case of a ship), or
of the shorter side of the firing unit's base (e tcase of a submarine). Thus, in the
game they can only be fired at enemy units whieh ar

o directly ahead, if the firing unit is a submarifégure 13),

o directly abeam, if the firing unit is a ship (Figut4).
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Figure 11: the larger ship will use its forward atack dice, when firing its primary gunnery.

Figure 12: the larger ship will use its broadsidesattack dice, when firing its primary gunnery.

&~

Figure 13: the narrow forward firing channel of a submarine.
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Figure 14: the limited port/starboard firing channel of a ship’s torpedoes.

3.5 Range

There are 4 basic ranges for combat in the ganeh Eange band is 8 klicks in length. Thus,
if a ship is closer than 8 klicks away, it is imge 1, if it is farther than 8 klicks away, but no
further than 16 klicks, it is in range two, etc.nga 4 thus corresponds to 32 klicks away, at
most.

3.6 Surface attacks

During the surface attack phase, each ship caredich of the following once:
its primary gunnery (forward AND/OR aft, OR on thmadsides),
its secondary gunnery,
its tertiary gunnery,
its torpedoes.

If it doesnot use its gunnery/torpedoes, a ship can use its ASW.

3.7 AAW attacks

To resolve an AAW attack, roll a number of dice &do the firing unit's AAW value for that
range. For each roll of 4 or 5, score one hit. &eh roll of 6 score 2 hits, and re-roll. Then,
compare the number of hits to the armor value efdincraft:

If you score fewer hits than the armor value ofdireraft, you miss.

If you score more hits than the armor value ofdineraft, you force it to abort its
mission. Place amBORTED marker on it. It will not be able to conduct itsagk during
the air attack phase, even though it can stilcittaher aircraft in the air defense
phase, if it has not yet done so.

If you score more hits than the critical damagéngaof the aircraft, you destroy it.
Place abESTROYEDmMarker on it.
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. Once an aircraft squadron is aborted, it can lstilattacked (and destroyed)
by another unit. It can only gain om8ORTED marker, however. Aborted
< units do not suffer any permanent damage, but ¢admanything else than
fight in the air defense phase, and return to baskess they have a special
ability that allows it.

At the end of the air defense phase, remove uritts MESTROYED markers
from play.

3.8 Airborne bomber attacks

Dive bombers, patrol bombers and torpedo bombess aoaduct airborne attacks in the air
attack phase, if they did not gain &BORTED marker during the air defense phase. Airborne
bombing raids work exactly like other attacks. Rmlhumber of D6, count your hits, and
compare this to the armor and critical damage gatiithe target.

3.9 Strafing attacks

Aircraft cannot attack ships with their gunnery esd
they are strafing. To make a strafing pass, a playsst
declare it right from the deployment phase, by ipigthe
aircraft token in strafing position (Figure 1). $hwill

prevent its attacks against other aircraft, and emdak
more vulnerable, but will allow it to use its gumpe
against a ship:

a strafing aircraft uses its gunnery attack valostead of its AAW attack value to
attack

a strafing aircraft attacks ships, not aircraftichhmeans it cannot attack in the air
defense phase

a strafing aircraft cannot use its escort abilityhie same turn

a strafing aircraft gets a -2 penalty to its aruod critical damage rating

a strafing attack ends with the air transit phase

3.10Submarine attacks

Submarines can only attack in the submarine aggse. Submarines can 8@BMERGED
(deep-dived) orsurFACED (which corresponds to both periscope depth andacenl
navigation). They must be surfaced to attack serfaessels. A submarine cannot do its
movement submerged and then fire its torpedoesi@ing ships. It can, however, fire its
torpedoes at detected enemy submarines, if it Ispe@al ability that allows it.

If a unit has arORPEDO INBOUNDMarker from a previous turn, damage is checketbliyg
1D6 for each marker. Like for surface ships, togeedlaunched by submarines hit only on 6,
but deal 2 HP of damage. Like for surface shipsemwh torpedo is launched,T@RPEDO
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INBOUND marker is placed on the target, and the correspgndbmage check will be dealt
with in the following turn, giving the target anmgtunity to spend half its movement points
in evasive maneuvers.

3.11 Special rules

Small ship evasion Small vessels are immune to attacks beyond rdng&milarly, when
large or capital units fire their primary gunnetysenall units, they only hit on 6. But a 6 still
counts as two hits.

Torpedo evasion if a unit has gained #aORPEDO INBOUND marker, it may spend half its
movement points in the following turn to performaswe maneuvers to try and avoid a
torpedo hit. This can only negate one torpedo indomarker, however. To do this, the
targeted player declares he is doEgpsIVE MANEUVERS, and spends half his movement
points. He rolls 1D6. As usual, 1, 2 and 3 is &ufai while 4, 5 and 6 is a successful evasive
maneuver. If there are still one or several torpatmund marker(s) at the end of the
movement phase, damage check is done normallgisathmarine attack turn.

Detection of submarineswhile a submarine is undetected, a unit attengginattack it must
first do a detection check. Roll 1D6:

If the submarine is submerged, the detection iscaess on a roll of 5 and 6.
If the submarine is surfaced (meaning, on surfaca periscope depth), the detection
is a success on aroll of 3, 4, 5, or 6.

If detected, place ®ETECTED marker on the unit. A detected submerged submaahe
surfaces remains detected, but if a surfaced subenaeep-dives, it becomes undetected
again, and a new detection will have to be made.

Firing at a unit in a storm or squall: When firing at unit is a storm or squall, roll &D0n 1,
2 or 3, the concealment check fails: you do nottseainit and cannot target it. On 4, 5 or 6,
the concealment check succeeds, and you may fireaily.

4 Damage

4.1 Timing of damage

Damage within the same phase of the game is caeside be simultaneous and its effects
aren’t applied until the end of the phase. Thuslogs not matter if you are the first or the
second to play: a ship the first player destroysnduhis step still gets to shoot back and will
only be removed from play at the end of the turn.
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4.2 Effects of damage

Ships and submarines are destroyed when they takage equal to or greater than their Hull
Points. They can also be destroyed by a singlieariit. A unit can be:

UNDAMAGED: the unit has its full capabilities of movementlasombat,
as defined in its stats card. An undamaged uninbadP counter next to
it.

counter

DAMAGED: the unit has lost 1 HP or more. It may lose sofniés special

abilities (see the unit's stats card). A damaged is recognizable
because it has a blue HP counter next to it, itiigehow many HP it 5]
has left.

CriPPLED the unit has only 1 HP left. It is identified Wit “crippled”
counter. Its armor and critical damage rating @ehereduced by 1 (to a [
minimum of 1). Its max speed is halved. It no longeores a hit on 4s,

and loses its torpedo launch capability, if any.

HULL POINTS

DEeESTROYED the unit has lost its last HP. Place a “destroyamlinter [ s
next to it. The unit will be removed from play hetend of the turn.

4.3 Critical damage

When the number of hits from an attack is abovecthizal damage rating of a unit, the target
loses 1HP, and the player must roll 2D6 for critidamage. Check theRITICAL DAMAGE
TABLE, and place the corresponding marker on the target.

4.4 Damage control

Some critical hits can be repaired. To do thisl i@6 at the end of the turn. On 5 or 6,
remove the critical damage marker. Please noteHRat cannot be recovered from damage
control procedures. Onlgomecritical damage effects can be repaired.

5 Special abilities

Each unit has one or several special abilitiess&tad special capabilities to that unit only,
or to all units of a given type or class. They miay,example, grant an extra attack or boost
your attack stats. Others may give a defense bmnasinit, in a specific situation. Some will
increase your firing range, or limit the effect thie weather or of darkness. When using
Special abilities, remember the following princiale

If there is a contradiction between a rule and ecsp ability, the special ability
always trumps the standard rule. If two specialites conflict, “can’t” always
trumps “can”.

It is your responsibility to use your units’ speaailities. Once the right moment to
use a SA has passed, it is too late to call it.

Also, note that you cannot ignore “negative” splkeaklities. You must apply them as
you would for positive ones.
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11

12

EXPLOSION
A huge explosion happens. The target is destroydce a
DESTROYED marker on the target. Note: this cannot be regaire

CRIPPLED
The ship has sustained heavy damage. It is nowpledp Place ¢
CRIPPLED marker on the target. Note: this cannot be regaire

STEERING BREAKDOWN .
The target can no longer turn. PlaceSBEERING BREAKDOWN
marker on the target.

ENGINE BREAKDOWN

The engine was hit badly. The ship can no longevendt will
nonetheless drift 1 klick in the direction of thénd at the end o
each turn. Place @aNGINE BREAKDOWN marker on the target.

FIRE
A fire has started in the ship. The target willddsHP at the end of
every even turn. PlacersRe marker on the target.

SYSTEMS DOWN

The ship’s weapons systems and electronics have loeerhe ship
can no longer detect submarines, or use any spauidles. If it is
an aircraft carrier, it can no longer launch aificoa recover them
Place asysTEMS DOWN marker on the target.

CREW CASUALTY

An explosion has killed several crewmembers. Tlaeeno longer
enough available hands to man all weapons. Useapyinveapons
only from now on. Place aREw CASUALTY marker on the target.
Note: this cannot be repaired.

DEFENSES DOWN

Auxiliary armament has been severely damaged. Tife can no
longer use ASW or AAW. Place @EFENSES DOWN marker on the
target.

PRIMARY WEAPONS DAMAGE

The ship’s primary gunnery capability has been ceduby severe
damage to several turrets. Halve your primary waabce. Place a
PRIMARY WEAPONS DAMAGE marker on the target.

ENGINE HIT
The engine room has suffered a minor hit. Your nspeed is
halved. Place aBNGINE HIT marker on the target.

Lucky escape. No further damage is added.

DESTROYED

|

ENGINE
BREAKDOWN

ENGINE
HIT

HALF SPEED

No
counter
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6 Game scenarios

A scenario must be chosen for each game. If yomatdknow which scenario to play, the
standard battle scenario will be perfect for you.

6.1 Standard scenario

In the standard scenario, each player builds & fiea point cost equal to or below a certain
agreed amount. 100 or 150 points is a good starftisize for a game of one hour and a
half to two hours (cf. section 1.3). In the stamdacenario, a fleet cannot contain more than
15 different units, be they ships, submarines @rait squadrons.

In the standard scenario, each player sets upeatod of the play area, within range one of
the edge of the table (cf. section 1.4). Submartagsbe deployed anywhere in each player's
half of the playing area, unless otherwise allo@i®da special ability).

In the standard scenario, the land airbase cantstfladrons at any given time. If more than
5 aircraft tokens were to occupy it at any givenmmeat, they would be lost, and their VP
counted for the opponent.

In the standard scenario, one or several zonedenptaying area may be marked as
objectives. A VP value will be assigned to eacheotiye (50 VP, for example). To gain sea
control of a specific area (and thus win the olbyectnarker), a player must maintain his
presence there (within range 1 of the marker) whitesea-control-capable enemy unit is
within range 1 of the area, for two turns in a row.

The winner is the player who either:
scores the highest amount of VP in a given numbgiros,
or reaches a target score first.

6.2 Amphibious operation scenario

Part of the Japanese strategy in the Pacific wasiitd a strong defensive perimeter on many
small islands and archipelagos. They know thahéfytdug themselves up on those islands,
they would be almost immune to naval gunfire. Herthe need for amphibious operations,
on the allied side: it became necessary to be tamddanding troops on foreign beaches.
This is the essence of the amphibious operatiomasice

The amphibious operation scenario is similar todtedard scenario, except that a landing
ship must land troops in a specific place. The abje of the landing mission must be
designated before setup begins. See the landipg’ stats card for more information.

6.3 Convoy scenario

Supplies were at the heart of WW2, be it in theaAtiic or in the Pacific. On numerous
occasions, fierce naval battles broke out whensihe or the other was trying to move troops
or supplies through enemy waters. More often thatn the goal of a task group was to sink
enemy transports, tankers, or cargo vessels. $himeiessence of the convoy scenario.

In the convoy scenario, non-combatant units aregmtein one or both fleets. The goal of the

scenario is to move these units from one point e playing area to another, without
allowing the enemy to sink them. Players can decaeéo count any other VPs and decide on
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the victory based solely on the survival or thetdesion of the convoy, or to play normally
and count the VPs of the convoy units like they ldon a standard scenario.

In the convoy scenario, it can be fun to play asfaihe clock: if the convoy units must have
reached the point of extraction by the end of ai§igeurn, it will spice up the game!

6.4 Major battle scenario

Many WW?2 battles did not involve more than 2 or&pital ships on each side, as with the
standard scenario. But it is up to you to staggelacale battles if you want. A 200-point or
300-point fleet battle is possible, but it will &l whole afternoon to play. If you'd like to
play larger battles, we recommend you divide thtldan quadrants, and play in teams,
assigning a quadrant to each team member. Thetg play turns simultaneously. It will be
very exciting.

6.5 Night battle scenario

Many battles in WW2 took place at dawn, at nightfal even at night. Fighting a battle in
darkness is a major challenge. The night battlaawe tries to capture this.

If the battle takes place at daybreak or at nidhtfiae scenario must state which turn is the
last dark turn, or the first dark turn, respectyel

In the night battle scenario, a spotting check ninestnade each time you deploy an aircraft
token. If it succeeds, the aircraft find their &rgplace your aircraft token normally. If it fails
they are unable to spot their target in the dalkcepthe token with anBORTED marker. It
will not be able to use its ordnance this turn.

patrol bombers succeed on 3 or more
all other aircraft tokens succeed on 5 or more

In the night battle scenario, all ships and aitcrefing their AAW will hit only on 5+.
Aborted units can still be fired at and be destdyyeven though they cannot gain more than
one aborted marker.

In the night battle scenario, all aircraft usingithordnance weapons will hit only on 5+.
Torpedo bombers will roll one less attack die wheaking a torpedo attack.

Any aircraft attempting to land on a carrier athtighust roll aRECOVERY CHECK Roll 1D6
for each token:

On 1 or 2 the aircraft crashes while attemptindptal. It is removed from play, and
the corresponding VP are scored for the opponent.

On 3 or 4 it gets damaged during landing. PlacgeEARMING markers on the aircraft
instead of 1. It will be unavailable for 2 turns.

On 5 or 6, the aircraft lands safely.

28



Appendix

29



