GREAT WAR AT SEA

Learn to play in only 5 minutes!

Each Teng™ game piece mepreiatt an ndeadual warship. The smaller ones mprecest
individual srall warthips or groups of ather thipa. Each wen represents four houns
of fleet movement. Each square on the operational map (where feet movement

pooers] is 31 statute mies acress and each hex oa the aicl map (where bastes

art fought) &8 8000 yards acrots.
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This game piece depacts the Brtsh bartlethip fron Duke. The Roval Kay enign o
3, the upper e, followed by ship dast (hastieship) and hull sumber, The chip's name o
in the lowgr left b the 1op center is her macisem speed, The three sumbers i the
upper right are the thip’s hrepower, The fint rumber i the primary amsament. The
peond & secondary pess and the Lt is for wertary gurd. Gusnery range i 3, 1
and | heses, respectively,
In ohe kewer right & the sompede value, The smbel foirck or mriasgl] desoms the
type of torpeds tubs,
Each ship has 2 coespondng entry on the Ship Data Sheet 1o wrack damage. ks
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He thading desates no armar, daponal denoles Bght armae and dark thading heavy
amed, Primary pusnery hits peneirase all armer, Secoadary penetrates light asd no
armed, Tertiary hits penetrate nd armor. Witk that do et penetrate are ignared,

Players dvade their ships into fleets, which are bipt on organization charts. Fleet
pibces moee on the map, and their movement is plotied based om their mivien, Flests
mgve untl oppeting Beers ocospy the fame %3 poae (iqeare on e mapl When
this ocoers pleyers roll ene de oo see if the Beets spot ene another. I 5o the thips
are placed on the tactical isplay. Players determne which side has the initiagive, The
player with the instiatve places his ships along ene side of the display. Fleets begin
at the maximum sposting rasge which i 4 heats during dafight and 1 2t night.
Shwps them mowe and fight, follownng the tactcal wgeence of play. In the following
example from she opteng days of e Great War the German battecrmser Goehan
and light cremer Breskae are agproadhed by four British armored cusen. Historically
the Brtsh commander dedined combat Lets amume he &dn ...

Germas thip values are Gotben with pennery §-3-1 and Bresu 0-0-3; bath are
wpoed 1. Betith ihips ane Defence with gannery 1-5-0; Black Prnce, Dulee of Edin-
burgh and Wamer are all 1-1-0, Al Brtnh ships are speed |,

Tactical Movement and Combat

For this example, we'll ignore torpeds combaL
Firsy, dtearrane Iratiative, Thee Alied player rolls ot die bor 3 4 and the Brissh win
(1-3 would hawe been German), The German ships are placed in the center hex of
the diplay and the Brigsh shipi dong cne ude 25 shown below,

The mitatrve player moves thips with speed 1+,
The Brish ships may

mod move, Both plapen

conduct gunatry.

Muemum range & 3,

1 A range 4 B0 one

may fre. The player

without the isitiative
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The mitiative plaper moves ships with speed 1 and 1+, Agam, the Britith ships may
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o ifloed, beort ame crotsed off, These are shaded to reflect the armar type.

Both plryers condem ennery. Range o soll 4, 50 no thip can fire.

The player without the inntiasve moves shipe with fpeed 2 and 1+, Bow dhe German
ships move oné hen doier 1o the Brisih,

The initizte player mowes ships with speed |, 1 and 2+, The Britih mowe ane dioser
1o the Germans, making the range 1.

rolk
dice for each bt and comsults the Gunsery

He i pr an || b

bs secondary bt inlicing 3 and 2 Guanery Damage Table

speed reduchion om Black Prisce. Ml four Britsh Dice  HU

cruifers tanget Goeben and the Brinsh player ik Rl Twpe

feur dice for primary and deven dice for " Critical

secendary gussery, His pimary rells am: 1, 4, 5, - Schl Kheecien

6 and bis secondany ol 1,0, 222, 3, 3.4 3 Torpedo Mownl
5. 6, 6, unring cae primary aad two seoondary 4 Secondary

bits, The Britith player rolli two dice for each hit b1 Hull

and consults the Gunsery Damape Table 21 well. Sacomds

Aol of T o the prinary bt wlcs a prmary | o0 g

Rmhnh&g%mipﬂ:dﬂui o
secondary gusnery hits are 3 and 5 Thew | B ety

deiroy Goebim's orpedo meount and hit but de 9 Primary

ol damape the bull [Goeben & healy amoned {1} Hull*

and a secoadary hit does not penetrate). i 2 Hull, lose

Next, the player without the mtative moves ships one movement

with 1peed 1,1 and 1+, The German player 12 Critical Damage

decides the damage 10 Goeben maker the risk

ioe greal and moves away, openng e range o 3.
The initiasree player moves ol hit shups. Black Prince coffered 2 reduction i speed o |
sow, In addition dhe three hull hi are more thon kol the e mquired 1o vink the ship
which redser mpeed again, this Gme 1o 0, Black Prince & dead s the waier and the

Britsh plaper deodes nat oo parue wath b three mobile ships. The range & now thies,
Both pleyers condeat gennery,
repeating the procew above.

Ths e oty primary Eg[ﬂq— ﬁ

Eactors are used due 1o

shigs out of range and steams away, ending the engagement.
Yictory

To win the Britah player would bave bad o sink Goeben or edece her speed. The
German player must sink 2t keast twp of the Brigoh ships. The somano eads in a dras,
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