GWAS Dreadnoughts Tactical Players Aid Sheet

INITIATIVE MODIFIERS

Leader present
+1


Held initiative last turn
+1

Sank enemy capital ship

 

last turn
+1


German
+1.5

British
+1.4


American
+1.3

Japanese
+1.2


Austro-Hungarian
+0.5

Swedish
+0.4


Italian
+0.3

French
+0.2


Russian
+0.1

Others
+0


Per additional nationality
-1


MOVEMENT

1. Must expend MP if eligible; costs 1 MP to move forward; costs 1 MP to turn 60(; free 60( turn if moved forward 2 hexes

2. Light ships (DD, TB, CL) may turn max. 120(; others max. 60(; German ships with initiative may turn 180(
3. Divisional ships (except DD, TB) must stay within 2 hexes of each other unless speed loss/half main guns lost

4. Heavy ships (BB, B, BC, AC) may not enter hex with enemy ship; light ships (DD, TB, CL) must stop if entering hex with enemy light ship

5. DD & TB are Speed 1 during squall, storm, gale 

RANGING SALVO MODIFIERS

1D equal or greater than hex range

Superior crew
+1

German
+1

Fired on target in

 

previous phase
+1

British & fired on target

in previous phase
+1

Fire control damaged
-1


Smoke hex
2 hexes




GUNNERY MODIFIERS

Environment:

Smoke
-50%

Night
-75%


Range:

0-1 hexes
+75%

2 hexes
+50%

3 hexes
+25%

4 hexes
-

5 hexes
-25%

6 hexes
-50%

7-8 hexes
-75%

Tactical:

Not being targeted*
+25%

‘Crossing the T’**
+25%


Supplementary attacker*
-25%***

Ranging salvo*
-50%


Firing through bow/stern**
-50%

Attacker:

Superior crew
+25%

Poor crew
-25%

Fire control damaged
-25%

On fire
-25%


Rudder damaged
-25%

Target:

Dead in the water
+100%


Towing/being towed
+50%


On fire
+25%

Light ship targeted by primary
-50%

* this phase

** half-hexes go in the defender’s favour

*** per prior attacker on same target

1. May only target enemy in same hex as friendly ships if also in same hex

2. May target only bottom stacked when firing bow to stern & only top stacked when firing stern to bow

3. Cannot fire secondary, tertiary & torpedoes during squall, storm, gale; cannot fire anything if low freeboard

4. Cannot fire torpedoes if dead in the water




TORPEDO MODIFIERS

Environment:

Smoke
-50%

Night
-75%


Range:

0-1 hexes*
+50%

2 hexes
-

Attacker:

Capital ship
-25%

Hull mounted torpedo
-25%

On fire
-25%

Rudder damaged
-50%

Engaged by screening ship**
-50%

Target:

Dead in the water
+100%

Towing/being towed
+100%

Has reduced speed
+50%

Fast transport
+50%

Light ship
-50%

* max. range vs. light ships

** only light ships may screen; must 

occupy a hex traced through/touched

TACTICAL TURN SEQUENCE

1. Initiative

2. a. Speed 2 Move

b. Gunnery Fire

c. Torpedo Fire

3. a. Speed 1 Move

b. Gunnery Fire

c. Torpedo Fire

4. a. All Move

b. Gunnery Fire

c. Torpedo Fire

5. a. Damage Control

b. Visibility Reduction

c. Better Part of Valour
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GUNNERY DAMAGE

2D; +1 if multiple hits from same guns

2-3

Dud


4
Roll 1D:

1-3: Tertiary Gun destroyed

4-6: Torpedo destroyed

5

Fire Control damaged


6 Secondary Gun damaged, may




be repaired; Fire


7 Primary Gun damaged, may be



repaired; Fire


8

Primary Gun damaged, may be



repaired; Hull hit


9

Hull hit; Fire


10

Hull hit; Flooding*


11-12

Critical Damage**

TORPEDO DAMAGE

2D; +1 if multiple hits

2-4

Miss

5

Hull hit

6

Hull hit; Fire

7

2 Hull hits; Flooding*

8

3 Hull hits; Fire

9

4 Hull hits; Flooding*

10 5 Hull hits; Fire; Dead in the



Water

11-12

Sunk


CRITICAL DAMAGE

2D

2-3 Helm: Fire Control damaged;



no turning

4

Rudder***: must keep turning Waterline****: 2 Hull hits; Flooding*

5-6

3 Hull hits

7

Half Primary Guns destroyed

8 Half Secondary Guns




destroyed

9

Rudder***: must keep turning Waterline****: 2 Hull hits; Flooding*

10 Boiler Room: Hull hit;
 


Dead in the Water

11-12 Magazine: ship explodes

* lose speed

** n/a tertiary guns

*** stern arc only

**** n/a stern arc

1. Multiple hull hits from same guns attack destroying 25%+ of remaining hull causes target to explode if 5+ rolled on 1D; +1 if British 1914-16, Japanese 1914-18, Italian 1914-17, Austro-Hungarian 1914-15, German 1914-15

2. Ships which have lost more than 50% hull reduce speed 1 level


DAMAGE CONTROL

2D; +1 per fire; -1 if German or American

2-5
Repair 1 type of damage:



a. fix rudder or helm



b. remedy flooding



c. restore to Speed 1 if dead



in the water



d. repair 1 gun

6-7
1 fire extinguished

8-9
Fire inflicts hull damage*

10
Fire inflicts hull damage* & incinerates ammunition**

11+
Sink if flooded

* lose 1 hull point per fire

** gunnery factors reduced by half

VISIBILTY CHANGE

1D

1-2
No change

3-5
Visibility reduces by 1 hex

6 Visibility improves by 1 hex


BETTER PART OF VALOUR

Must withdraw from battle if 7+ rolled on 1D; +1 per 10% VP losses taken

PENETRATION



---- HULL ARMOUR ----
---- GUNNERY ARMOUR ----




HEAVY

LIGHT

NONE

HEAVY

LIGHT

NONE
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+ plunging fire: additional hull hit (if hull hit)

OPTIONAL RULES

1. CL, DD & TB class ships may lay smokesceens in all hexes occupied during movement; smokescreens count as two hexes for ranging salvos; smokescreens are removed at the start of each friendly movement phase

2. B, CD & AC class ships have max. primary range of 4 hexes (exceptions: German AC Blucher, Russian AC Rurik)

3. German BC’s have max. primary range of 5 hexes

4. Only 25% penalty applied to following ships when firing through bow/stern arc:

German BB01-BB17; German BC01-BC04; British BB00-BB10; British BC01-BC05; US BB22-BB35 (stern only)

5. Russian B’s or BB’s in a division must all fire at the same target

6. Primary guns at range 3-4 hexes penetrate heavy armour on the following vessels:
British B’s (except B01-B03; B1-B3), BC6-BC9, BB32-BB33; German B1-B15, BC03; Austro-Hungarian B’s; Russian BC’s, B4-B9; Japanese BC 

7. (1920’s on): Ships with 11+ primary guns (plus British BC Furious) have max. primary range of 8 hexes (except French BB’s)
SIGHTING RANGE

After set up move stacks towards centre until within sighting range of each other; use lower range if surprise sighting:

Clear 6-8 hexes; Mist 4-6 hexes; Fog 3-4 hexes; Squall 3-4 hexes; Storm 3-4 hexes; Gale 1-2 hexes; Night 2-4 hexes

