Strategic Rules
Background

The strategic game is based on the hunt for the Bismarck, German Operation Rheinbung.  It is however not entirely historical so don’t get carried away.

Game Turn time:
4 hours per turn.

Actual turn time:
½ hour.  This is not including any table top action.

During a strategic turn the following phases occur:

Visibility check.

Shadowing check.

Aircraft movement.

Naval movement.

Search.

Air attacks, if not combined with a naval attack.

Naval attacks.

Visibility Check.

Given that the bulk of the action takes place in the North Sea and the North Atlantic in Late May the weather is variable, to say the least.  Not only is the weather that can be expected in this area changeable but the weather in the North Sea can be totally different from that in the North and Mid-Atlantic.

The strategic map is divided into weather zones each of which will have its own weather reports.  Weather in this part of the world tends to move from west to east and from north to south at this time of the year.

In addition to this certain areas are known to be prone to ‘Fogging’.  This is mainly the coast of Norway and the area to the north and west of Iceland in the Denmark Strait.

All of this has an effect on the visibility at sea which in turn effects a ship or aircraft’s ability to search and shadow.

There are five types of weather:

Clear

calm sea no precipitation

Squalls
slightly higher sea, blowing occasional rain/sleet/snow

Driving
high sea, continuous rain/sleet/snow

Storm

very high sea, continuous heavy rain/sleet/snow

Gale 

towering sea, black out of rain/sleet/snow

One of these weather systems will apply to each weather zone.

Snow can be expected instead of rain in latitudes above Northern Scotland.

GM Only

A simple weather chart and dice roll will indicate the progress of weather in each zone.

Roll 1D10:

1-2
Move down one.

3-4
Move up one.

5-10
No change.

Table as follows:

Clear

Clear

Clear

Squalls

Squalls

Driving

Driving

Storm

Storm

Gale

Clear or squalls roll again for fog in an area prone to it.

Roll 1D6:

1-4
Fog

5-6
No fog

End GM Only

Shadowing Check

Again given the circumstances, the Bismarck is trying to Break out, only the British can attempt to shadow.  Shadowing can only be attempted by:

Smaller surface vessels, Cruiser and lighter.

Aircraft

Submarines

Shadowing entails the shadowers attempting to keep in touch with the enemy vessel without engaging it in combat.  It is basically a way of pinning the enemy ship to allow heavy units to find it and bring it to battle.

Shadowing is effected by many factors, some of which are:

Relative speed of the parties.

Endurance.

Weather.

Additional tracking facilities, i.e.  Radar.

A ship being shadowed by other surface vessels may attempt to bring them to battle or evade.

GM Only
Again this is a simple dice roll determination.

Factors are:

+/-x 
relative adjusted strategic speed of surface ships, not applicable to     aircraft.

-x
weather factor, 0 - 4 clear to gale

+1
Radar

-2
Fog

+1
LR Recon Aircraft shadow

+2
LR Recon Aircraft and ship shadow

Roll 1D10:

1 - 4
Shadow lost.

5 - 10
Shadow intact.

If the shadowing ship is faster than the shadowed ship, strategically, then it cannot be brought to battle.

End GM Only

Aircraft movement

All strategic movement in the game is done by area.

An aircraft strategically has two properties and a function.  The properties are speed, in areas per turn, and endurance, in number of turns.  The function is one of:

LR Recon.

Level bomber.

Dive Bomber.

Torpedo Bomber.

Fighter.

All planes will automatically return to their base of operation inside their endurance rating, no kamikaze.

LR Recon

Unarmed, usually, sea planes with long endurance.  They may only search and shadow.  Used as single aircraft no squadrons.

Level Bomber

High altitude bombers carrying a large bomb payload.  May be used in two modes, by the British, either as a bomber or as additional recon.  German planes only have attack mode.  This must be noted when their mission is ordered.  In search mode, rather than attack, become as LR Recon.  Fly in squadrons.

Dive Bomber

Smaller aircraft that attack by diving to low altitude to deliver a fairly light payload.  They have a relatively short endurance and may not be used for search or shadow missions.  Only available to the Germans.

Torpedo Bombers

Small aircraft that attack by approaching at low altitude to drop a torpedo.  They have relatively low endurance and may not be used for search and shadow missions.  Only available to the British.

Fighters

Small aircraft whose function is to attack other aircraft.  Low endurance not able to perform search and shadow missions.

See briefing for location, statistics and availability of a aircraft.

GM Only

Aircraft have a chance of not making it back to base.  This is higher for carrier based planes.  Weather will have an effect on this.

No flying is possible in a weather zone effected by gale conditions.  Land based aircraft may not take off or land if their weather zone is fogged in.

End GM Only

Naval Movement

All strategic movement in the game is done by area.

Ships have a maximum speed in number of areas per turn.  The only limits on ship movement weather and fuel consumption.

For this determination ships are placed in a class as follows:

Destroyers 
- Small fast vessels have problems in bad weather.

Cruisers
- medium sized vessels fast and good in most weather.

New Battleships
- large ships not generally as fast as cruisers.

Old Battleships
- large ships by this time relatively slow.

Fast Aircraft Carriers
- modern large ships

Slow Aircraft Carriers
- old or escort types.

Submarines


- submersible attack vessels.

In normal weather all ships can move 1 area without expending any fuel resources.  There are some exceptions to this.  Destroyers expend 1 fuel unit to move a single area.  Slow or old ships expend 1 fuel unit if they move 1 area on two consecutive turns.

Destroyers, Cruisers, New Battleships and Fast Aircraft Carriers can move 2 areas per turn.  Destroyers must use 3 fuel units to move 2 areas in normal weather.  The other types use one fuel unit to move 2 areas.  New Battleships and Fast Aircraft Carriers can only move 2 areas every other turn.

See briefing for location, type and statistics of available ships.

Out of fuel ships move 1 area every other turn.

Ships may travel as a task force.  If they do all ships travel at the rate of the slowest vessel.  Ships maybe added and detached from a task force at will.

GM Only
Weather effects the expenditure of fuel especially for the smaller types of ship.

End GM Only
Searching

Searching is done by area.  It is done to locate an enemy vessel(s) prior to engaging, shadowing or evading them.  Its success is a function of the number of aircraft and ships searching the area.  This is of course modified by many factors including the weather, type of ship, etc.

Both sides may search.

Both ships and aircraft may search any area they pass through during a turn.  They do so on an individual or task force basis.  Ships or aircraft spending their entire turn in a single area can claim to be patrolling and get enhanced search chances.

Aircraft carriers have additional search capabilities, their aircraft, as do some large vessels with catapult launched sea planes.

If a search is successful number and type of units in the area is revealed and if they are in task force.

Only surface vessels can be found by search.

GM Only
Again this is a simple dice roll determination.

Factors are:

-x
weather factor, 0 - 4 clear to gale

+1
Radar

-2
Fog

+1
Aircraft only search.

+2
Aircraft and ship search.

+1
Each ship above two searching.

+1
CV searching.

Roll 1D10:

1 - 8
Search failed.

8 - 10
Successful search.

End GM Only

Air Attacks

All air attacks that do not also involve naval combat will be determined off table.

GM Only

No method for doing off table GM best estimate.

End GM Only
Naval Battles

If a search is successful or a shadowing attempt ends up with both sides giving battle, one of two things can happen.

A table top battle can be fought or the action can be resolved off table.  In the end its down to the players and the GM to determine which one is best given the circumstances.

For small actions and those not including the main protagonists and off the table resolution is best.  For major actions an on table fight should occur.

Actions that will definitely occur off table are:

Lone submarine attacks.

Undefended, lightly defended, convoy actions.

Destroyer fights.

Actions that will definitely be on the table are:

Any action involving Bismarck or one of the main British Battleships.

Joint air and sea attacks.

GM Only

No method for doing off table GM best estimate.

End GM Only
