ATTACK WITH TORPEDOES    -   PLAYSHEET

Turn Sequence
1.  Damage Control  (4.0)

2.  Write down movement  (5.0)

3.  Carry out all movement, incl. torpedo launches  (5.0)

4.  Resolve torpedo hits  (6.0)

5.  Resolve gunnery (7.0)

6.  Check for sightings  (8.0, 9.0)

Firing
Guns up to 6pdr (57mm)
Total the firepower for all the firing guns on a boat and roll the dice together.

No. of D6 per gun:   LMG: 1   HMG: 2    20mm: 4    37-40mm: 6    Larger: 8

                                     Add 50% extra dice per additional barrel (100% if LMG)
Score of 5 or more needed to hit.           Modifiers:     C1 class target            -1

                                                                                              Each 40cm range      -1

                                                                                              Gun fired last move  -1

                                                                                              Target evading           -1     

Each hit scored  = 1 hull point of damage   Speed of target over 30 knots -1 

                                                                           Speed of target under 10 knots +1    

                                                                                               Target illuminated   +1

                                                                                              C3 class target           +1

Larger Guns

Roll a D6 per gun.  

Score of 5 or more needed to hit.        Modifers:                   As above*, plus: 
                                                                                      Speed of target over 30 knots: -2

                                                                                                                     20-30 knots: -1

* Don’t count “gun fired last move” or speed modifiers             under 10 knots: +1   

 The worst possible score you can count on for big guns is a modified “7”.

 If a “7” required, then player has to roll a “6”, followed by a “4-6”                           

Starshells
When fired, select target area, and roll a D10 for deviation.  9-10 is on target.

Otherwise, direction of deviation is   1:South  2:South-West  3: South-East  4: West

                                                                   5:East    6: North-West 7: North-East  8: North

Roll for distance of deviation: D6 x 2cm if target illuminated already, or
                                                       D10 x 2cm if target not illuminated.

Torpedo Hits
For each torpedo, roll a D6. 

Score of 5 or more needed to hit.  Modifiers:    C1 class target:                           -1

                                                                                   Angle of impact less than 30°  -1

                                                                                    Magnetic pistol detonator       +1

                                                                                   C3 class target:                           +1

                                                                                   Angle of impact 60° or more   +1

A hit on a C1 or C2 class target destroys it, unless a “1” is rolled on a D6

If a C3 hit, roll a D6  1-2: No effect.  3-4: Target badly damaged 5-6: Target sunk 

If badly damaged, vessel loses power and stops. A Second similar hit will sink her.

Damage

Guns up to 6pdr. (57mm):   Each hit scored  = 1 hull point of damage                   

Automatic Fires: 2omm Hits: 1 fire per       3 hits on a C1 target (4 hits on C2, 5 on C3)
                               37-57mm Hits: 1 fire per 2 hits on a C1 target (3 hits on C2, 4 on C3)

 Roll a D6 per hit scored.  If a “6” is scored, roll again on Special Damage Table 
Larger Guns:   Roll a D6 to see if shell explodes.        If a C1 target it explodes on a 3-6

                                                                                    If a C2 or C3 target it explodes on a 2-6

If it exploded:  If shell was a 3” or an 88mm: Roll 3D6 for hull points, and 

                                                                                           4D6 for special damage

                            If shell was a 105mm or a 4”:  Roll 3D6 for hull points, and 

                                                                                           6D6 for special damage

                            If shell was larger:                     Roll 4D6 hull points, and 

                                                                                           8D6 for special damage

If it failed to explode: 3”/88mm: 3 hull points, 4”/105mm or larger: 4 hull points

                                        Plus 1 dice for special damage 
Special Damage Table      

For each special damage hit scored, roll another D6 against a C1 target, 

                                                                                     a D10 against a C2 target, and 

                                                                                        D20 against a C3 target

Result:  1:  Crew Hit             (Lose one damage control party)

               2:  Weapon Hit       (Roll a D6  1-3: Gun KOd  4-6: Crew Killed) 

               3.  Fire                      (1 Hull Point + 1 per each 10 knots of target’s speed)

               4.  Waterline Hit    (1 Flotation Point +1 per each 10 knots of target speed)

               5.  Engine Hit         (Roll 5D6 for C1, 4D6 for C2, 3D6 for C3 for speed loss) 

                                                        -1 die for 20mm, -2 for MG

               6.  Steering Hit       (Roll D6 for jam  1-2: Port  3-4: Ahead, 5-6: Starboard)

               7.  Searchlight Hit  (Searchlight destroyed) 
Collisions
If there is a risk of a collision, roll a D6. If score is 4 or more, the collision takes place.

Modifiers:  Each boat trying to avoid collision:  -1       If the collision is avoided, then 
                     Angle of impact less than 30°            -1       movement continues as normal. 
                     Each boat trying to ram:                     +1     If they both end the turn on top
                     Angle of impact is more than 60°     +1     of each other, move the “target”  

                                                                                                 boat forward of the other.
Collision Damage: Goes by size of target boat.
Hull Points Damage:          C1: 2D6,  C2: 4D6,  C3: 6D6

Flotation Points Damage: C1: D6 plus 1 point per 8 knots of rammer’s speed
                                                C2: D10 plus 1 per 4 knots,  C3:  D20 plus 1 per 2 knots.

Note: The rammer doesn’t suffer the extra speed-related flotation points

Angle of impact less than 30°: Reduce damage by 25% for both boats

                                    30° - 60°:  Reduce by 50% for both.

