PERFIDIOUS ALBION

Sequence of Play
· Place torpedo markers

· Dice for initiative and any change of weather ( a natural double on the initiative dice)
· One side moves all ships, followed by other side (initiative holder chooses order)

· Check visibility … oh, and test for blundering into minefields, collisions etc.
· Squadrons alternate firing (starting with initiative holder) and damage control checks

· Check morale if appropriate

Morale
To pass a morale test, roll equal or under your crew Quality (1, 2 or 3). If you’re testing for a squadron or a detached ship with a commander on board, then add his rating to the score.

When to test:    When a squadron loses half its strength

For each detached ship., or when a force has steamed off the table.
                       Failure means you head off the table by the safest route. 

                       Detached ships may surrender if badly damaged or immobilised.

Note: You might also be asked to make a Crew Test. This works exactly the same way,
          except failure means something doesn’t happen or something doesn’t get repaired!
Movement
Squadrons move in formation, although you can detach ships which can’t keep up.

Move 1” per movement point, and turn using the turning circle listed on your ship card.

You can increase speed by 2 or decrease by 6 boxes each turn. 

Once you come to a halt you can go astern at up to half speed. 
Emergency Turns: If you pass a Crew Test you can use the next smaller turning circle.

If you come within 4” of the shore, 1” of another ship or you foolishly cross a minefield,

then something nasty could happen. If a propulsion box is hit, the ship’s maximum speed drops to the next level shown on the ship card. Ships can become dead in the water.
Damage to conning towers or steering mechanisms could cause movement problems.
Torpedoes          In this period these were pretty useless, with a maximum range of 6” * 

Firing procedure: Place the appropriate template next to the firing ship (either broadside or bow/stern on. If a target steams over the template that turn and doesn’t exit by its broad end (i.e. away from the torpedoes), then test for a hit. Roll a D6 and a D10 for each torpedo on the marker and determine where it hits. Only hits below the waterline are counted, and each hit causes
one level of flooding, and the loss of one flotation box. The section is destroyed.
There is also a chance that flooding damage will be caused in adjacent sections.
 * New-fangled modern ones (carried by some Royal Navy warships) go 12” over 2 turns.
Damage  Flooding damage will cause the loss of flotation boxes every turn until the flooding is stemmed. Fire damage increases until it causes internal explosions within the ship. For other damage effects consult the umpire or the main rules.  

Damage Control    During firing a ship can try to repair damage by passing a Crew Test            (1 test for each 5 undamaged flotation boxes). Flooding and fire levels can be reduced by a level, propulsion boxes can be restored and steering gear can be repaired. 

Gunnery
If a target is in visibility and gunnery range, you can fire at it.

If a squadron fires at the same target, you can add together all similar guns with the same range.

 e.g. If four guns were firing, each with a 30% chance, you get a 120% chance of a hit. This works out as one automatic straddle, plus a 20% chance of a second (1-2 on a D10).  
Rules of Engagement: It isn’t the done thing to fire guns other than E and Q at small vessels under 2,000 tons (i.e. torpedo boats or destroyers). Similarly, it was normal practice to concentrate the fire of a squadron’s main guns on the leading ship of an enemy squadron. 
Hit & Penetration Table     
	
	Range

	Gun
	8”
	16”
	24”
	32”
	40”
	48”
	56”
	64”

	Z
	45%  9
	40% 9
	35% 8
	30% 8
	25% 7
	20% 7
	15% 6
	10% 6

	Y
	40% 8
	35% 8
	30% 7
	25% 7
	20% 6
	15% 6
	10% 5
	5%   5

	X
	35% 7
	30% 7
	25% 6
	20% 6
	15% 5
	10% 5
	5%   4
	0%   4

	A
	60% 7
	50% 6
	40% 6
	30% 5
	20% 5
	15% 4
	10% 4
	5%   4

	B
	50% 6
	40% 5
	30% 5
	20% 4
	10% 4
	5% 3
	0% 2
	-

	C
	40% 5
	30% 4
	20% 4
	10% 3
	5%   3
	0%  2
	-
	-

	E
	80% 2
	50% 1
	20% 1
	10% 0
	0%   0
	-
	-
	-

	F
	50% 1
	30% 0
	10% 0
	0%   0
	-
	-
	-
	-

	Q
	100% 0
	
	
	
	
	
	
	


Modifiers:   Target speed:   under 5: +10%     over 15: -10%

                   Crew Quality:             1: -10%                3: +10%       
                   If own ship fire track at explosion then halve chance to hit when firing 

The sea state might affect gunnery by reducing the hit chance for guns on a certain deck level, 
but the umpire will tell you when this happens and what the modifier is. Also, some ships might have a higher or lower technology level, which will also affect gunnery. See ship card for details.
For each straddle, roll a D10 for the section and a D6 for the deck level. 
If a bow rake, replace the D10 with a D6. If a stern rake, replace it with a D6 and add +4 to roll.
Armour Penetration: If a section is hit by gunfire it and everything in it will be destroyed unless the shell fails to penetrate any protective armour. To penetrate the shell’s penetration factor needs to equal or exceed the armour value of the target’s section. Armour continues to protect a section even after it is destroyed. If an above-water section is hit a second time then 1 is added to the ship’s fire level. Armour at level 4 also protects levels 5 & 6. If a shell penetrates one of these lower levels, add one to the flooding level  and cross off a flotation box. This flooding level damage is caused every turn unless repaired. Once all boxes are crossed off then the ship sinks.
Fire: if you hit a box marked Fire, then add 1 to the ship’s fire level. When the track reaches Explosion! Then roll D6 & a D10 to see where the explosion occurs. Each subsequent fire hit causes another explosion unless the section is already flooded. If it’s in a magazine, then BOOM!
Magazines: If a magazine is penetrates the ship will blow up. If a section above a magazine is hit, a flash could have the same nasty effect. In this event the skipper can try to flood his magazine. The result is a flotation box crossed off and a lost magazine. If he decides to risk it he makes a Crew Test. If he fails, then BOOM! A destroyed section between the magazine and the gun could also block the supply of ammunition.
