1666 – Naval Rules for fleet actions of the Anglo-Dutch Wars  – Tim Kohler 2014
You will require two (or more) fleets of model ships, a hex grid cloth (see appendix 3 if you’ve not got one), D6, average dice (numbered 2,3,3,4,4,5) and a D8.  They were designed for 1/2400 scale models and 2” across hexes, larger or smaller models will need scaling.
Ships will have a number of hull points and a firepower value, and may be Fast (F), Handy (H) or Unhandy (UH).  See appendix 1 for notes on typical values.  Ships are divided into “squadrons” (I suggest 4-10 ships), each with a flagship.
Move Sequence
1. Check wind direction and strength

2. All squadrons roll initiative

3. Move each squadron (of both sides) in order of initiative, lowest first

4. All ships fire, fight boarding actions
5. Check for critical hits, roll for fires and to recover damage

Wind
Wind direction is determined by the scenario, or randomly.  Each move, roll 2D6, direction will shift if a double is rolled.  The first time this happens, odd doubles change the direction one hexside clockwise, even doubles anticlockwise.  Each time after that the wind changes back to the previous direction unless a double 6 is rolled.  Generally this means that the wind will fluke about a bit, but will broadly stay in the same heading.  Scenario rules can change this as required.  See appendix 2 for additional optional rules regarding weather.
Initiative

Unless defined by a scenario, roll 1D6 for each Squadron, lowest number moves first, Dutch win draws and move second.  Firing takes place after all movement by all squadrons compete.  Squadrons must try to stay within 4 hexes of the flagship, ships beyond that are out of command, unless they can trace a line of command via ships in adjacent hexes to a ship that is in command, and move separately at one lower initiative than the rest of the squadron.  Initiative is reduced by -1 if the flag officer is killed, or if the flagship cannot be seen.  In scenarios some flag officers may increase or reduce the initiative of the squadron.
Movement

Ships move hexes as indicated on the diagram, the arrow indicating the wind direction.  Only one friendly ship may be in a hex at any time.  If two friendly ships end up in the same hex, check for collisions, as if the moving ship was attempting to grapple.  If collision occurs both ships may make no further move that turn, and must roll 4+ on a D6 to separate.   
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	Ships start at the speed according to their facing, and may make a single hex facing change after moving into a hex (so normally must make a move 1 hex straight forward first), except when tacking, in which case they may turn an extra hex side to end on the opposite tack.  If they turn on to a slower facing may not move further than permitted in that facing, e.g. if they start on a reach, and then turn on to a run after two hexes they may not move further. They may move three hexes and still turn at the end of the move.  Ships do not have to move the full distance, but if they make no move they will drift down wind in any but very light winds.  


If caught in irons at the beginning of a turn due to a change in wind direction, they get a free turn 1 hexside downwind before any other movement, if in irons for other reasons they may only turn one hexside in either direction, or stay in irons (hove to) and drift downwind.  Ships designated as handy (H) may make a turn (which may be a tack) before any movement.  Ships designated as unhandy (UH) may only make one turn per move. Ships designated as fast (F) may make an extra hex move, unless close hauled.  
Firing
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	Ships fire only into the indicated hexes, at Short, Medium or Long range.  Ships fire at the end of their movement, may fire both broadsides, and all fire individually (don’t combine fire points).  Roll 1D6, and add or subtract the following modifiers:

	
	+2

+1

-1

-2


	Long range, shooter on fire

Small target (20 gunner or less), strong winds
Short range

Stern rake (short range only, get SR modifier as well)

	
	Compare the final score to the fire points of the firing ship to get hits on the target.  For each hit the target loses 1 hull point.


Fire Table
	Fire Points
	Dice Roll (1D6) including modifiers

	
	0 or less


	1
	2
	3
	4
	5
	6
	7 


	8+

	½
	1
	1
	-
	-
	-
	-
	-
	-
	-

	1
	1
	1
	1
	-
	-
	-
	-
	-
	-

	1 ½
	2
	1
	1
	1
	-
	-
	-
	-
	-

	2
	2
	1
	1
	1
	1
	-
	-
	-
	-

	3
	3
	2
	1
	1
	1
	-
	-
	-
	-

	4
	3
	2
	2
	1
	1
	1
	-
	-
	-

	5
	4
	3
	2
	1
	1
	1
	-
	-
	-

	6
	4
	3
	3
	2
	1
	1
	1
	-
	-

	7-8
	4
	3
	3
	2
	2
	1
	1
	1
	-

	9-11
	5
	4
	3
	3
	2
	2
	1
	1
	-


Damage effects
Each ship has a ship card to record damage.  Divide the hull points of the ship by 4 if 40 guns+, 3 if 30-39 guns and 2 if less than 30 guns.  At each ¼, ⅓ or ½ hull points (referred elsewhere as “steps”) lost the ship will reduce movement and gunnery, and must check for critical hits.  Note gunnery losses affect both broadsides.
	Damage
	40+ guns
	20 or less
	Damage
	30-39 guns

	¼ 
	- ¼ gunnery

-1 hex move (may still move min of 1 hex)
	n/a
	⅓

	- ⅓ gunnery

-1 hex move (may still move min of 1 hex)

	½ 
	- ½ gunnery

-2 hex move (ie can only move 1 hex and may not sail close hauled) lose F / H 
	- ½ gunnery

-1 hex move (may still move min of 1 hex), lose F / H
	2/3


	- 2/3 gunnery

-2 hex move (ie can only move 1 hex and may not sail close hauled) lose F and H

	¾ 
	- ¾ gunnery

Disabled, may only drift, may change face by 1 hexside/turn
	n/a
	
	n/a

	All
	Sunk!
	Sunk!
	All
	Sunk!


Example ship cards

	Ship Name: Antelope   (52 guns)  
	
	Ship Name: Pelican  (36 guns)  Handy, Fast

	Fire Pts.
	Hull Points (22)
	Movement
	
	Fire Pts.
	Hull Points (12)
	Movement

	4

3

2

1   
	O O O O O O 

O O O O O 

O O O O O O 

O O O O O 
	-1

-2 

disabled

sunk!
	
	1 ½

1

½   
	O O O O

O O O O

O O O O 
	-1

-2, H F
sunk

	Critical Hits:
	Fire
	Gunnery
	Helm
	Flag
	  
	Critical Hits:
	Fire  
	Gunnery  
	Helm  
	Flag


So, for example, when Antelope takes her 6th hit, she rolls on the critical hit table, reduces speed by 1 hex, and has firepower reduced to 3 points.  When reduced to 0 hull points the ship is considered to be sinking, and counts as lost.  Sinking ships remain on table and are an obstacle, but only drift in strong winds.

Critical hits
Roll 2 D Ave

	Dice score
	Effect

	4-5
	Fire – roll 1D ave each move (inc move inflicted): 2 = ship explodes, 3-4 fire burns on, lose 1 hull point, 5 = fire extinguished

	6-7
	No special effect

	8
	Gun deck swept by fire: lose additional gunnery step for 1D Ave turns

	9
	Helm hit: Roll 1D Ave 2 = next move turn to port, 3-4 no turn next turn, 5 = next move turn to starboard.  Turns occur before any move, and ships must then move 1 hex at least if they can.

	10
	Flag officer hit.


Boarding actions
To initiate boarding ships must move into contact.  If both wish to board they grapple, and halt in that hex, but if one party wishes to avoid, each roll a D Ave, +1 for each of H, smaller, or have the initiative, -1 if UH, -1 for each step of damage.  If the defender scores higher, they successfully avoid the grapple.  The ship attempting the grapple stays in that hex, the defender may move out if is yet to move.  If both ships have moved they both stay in the hex, roll a DAve, odds the attacker is placed to port, evens to starboard of the defender.
Once grappled, each roll 2D Ave, add remaining hull points and compare result.  Higher score is the winner, and inflicts half the difference in hull points on the loser, the winner takes 1 hit per 3 inflicted.  A ship is captured if its hull points reach 0.  The winner of a round of combat may attempt to separate, rolling as if attempting to avoid a grapple, but with additional -1 if have lost a previous round of combat.  If successful, the action comes to an end and both ships may move normally next turn, but such a move may be a further attempt to grapple if the aggressor moves first.
Fire Ships
Fire ships were in regular use, and most fleets had some available in most of the major battles.  That they generally had little effect, unless in constricted waters, indicates that they were relatively easy to dodge, but could be devastating if they did contact.

Fire ships should generally be represented as small 10-20 gunners, yachts or small merchants and given hull points appropriately, they are not fast once fired.  They may be fired at the beginning of a turn, and always move first. They then move on a straight course losing 1 hull point a turn until sunk.  If a ship moves into the same hex (or they move into a ship’s hex) treat as an attempted grapple, but don’t count modifiers for smaller, handy, or damage steps for the fire ship.  If successful, they have struck the target, treat as a critical hit fire.  If the target is unable to disengage the next turn (by another grapple roll), a further fire is caused.

Design Notes and Acknowledgements
The initial impetus for these rules came from Tumbling Dice’s 1/2400 scale Anglo-Dutch ship models, and Navigator’s Armada range.  The actual rules were inspired by “Grand Fleet Actions in the Age of Sail” (A&A Game Engineering -Alan Butler) but have also borrowed (well, copied really) from John Armatys’ “The Nelson Touch”, and have relied heavily on information from the Osprey book “Warships of the Anglo-Dutch Wars 1652-74” (New Vanguard series no.183 by Angus Konstam).    

Both the sets mentioned above give a good game, but I wanted to use a hex based move system (to speed up play, and to avoid any irritating arguments/gamesmanship around measuring turns and distances), and I specifically wanted to reflect the character of the Anglo-Dutch naval actions, which tended to be less decisive than the classic Napoleonic actions, hence the relatively large hit point allocations (even so I think I may have under played this).  The number of guns is not directly proportional to fire power, as bigger ships carried larger guns.  Some of the battles of the ADW were the biggest ever fought by sailing broadside line-of-battle ships, Gabbard Bank (12-13 June 1653) has over 100 warships on each side, St James Day fight (4-5 Aug 1666) has fleets of about 90 per side, Texel (21 Aug 1673) has 75 Dutch to 90 Allied (English/French).  I wanted to reflect this, but even using 1/2400 ships this is a bit of a lost cause, and re-fights of specific battles will probably require some scaling down.  Using these rules you should be able to fight actions involving 30-40 ships on a 6x4 ft table in an evening.  You will note that generally the Dutch should be able to out-manoeuvre the English, whether this makes up for their smaller and less powerful ships is another question.  Generally I’d give the Dutch more ships if you want an even fight.  There are a number of OOBs available on the Web, it’s worth looking at those to get an idea about the balance of ship sizes.  I’ve not included anything for varying crew quality, as this does not seem to be significant between the Dutch and the English, but you could vary the fire points/hull points a bit to reflect particularly good/bad ships, and make unhandy if poor sailors.  I would advise against giving any shooting bonus/penalty as this will make a very significant difference.
These rules remain a fairly basic set, and players will have to invent rules for themselves to cover areas not considered.  Play testing has also been limited.  I assume some familiarity with sailing terms, but just in case: “Running” means sailing with the wind behind you; “in irons” means facing into the wind; “tacking” means changing direction across the direction of the wind; “close hauled” means sailing with the wind blowing from close to the bow (front) of the ship.
 ©Tim Kohler 2014

Appendix 1 – Typical ship values
Points are based loosely on one hull point per 33 tons berthen/ 50 tons displacement, and one fire point per 100 lb broadside weight, but figures I’ve found vary significantly, particularly in number of guns reported.  This may be because ships were progressively up gunned, or larger guns shipped.   Figures for the size of Dutch ships are not readily available, but assumed to be on the low side of the hull point range.  Generally Dutch ships were lighter built and carried smaller guns than their English equivalents, but were shallower draft to enable them to sail in the coastal waters of Holland.  In several battles they retreated into coastal waters where the English could not follow.  Any English ship may be unhandy, especially if at the high end of the fire point range (i.e. overgunned), most smaller Dutch ships, and some larger, should be handy and fast.  Early English ships tended to be bigger (for the number of guns) than later ones, a few of the ships serving in1652 had fought the Armada in 1588, although had been rebuilt and re-gunned several times since then.  Ships of other nations should be closer to English factors if Atlantic seaboard (French, Spanish), and Dutch if Baltic (Sweden, Denmark), but this is a bit of a guess. 
	Ship Size (Guns)
	Fire Points
	Hull Points
	

	
	English
	Dutch
	
	

	100
	10-11
	
	40-50
	No Dutch 100/90 gunners.  English ships will usually be unhandy.

	90
	10
	
	33-50
	

	80
	7 ½- 9 ½ 
	6 - 7 ½ 
	30-36
	

	70
	6 ½ - 7 ½ 
	5 ½ - 6
	27-33
	English may be unhandy, Dutch may be handy.  

	60
	5 – 6
	4
	21-33
	English may be unhandy, Dutch should be handy and may be fast

	50
	3-5
	2 ½ - 3 ½ 
	19-27
	Dutch should be handy and may be fast

	40
	3
	2 ½ 
	14-26
	English may be, Dutch should be handy and/or fast

	30
	1 ½
	1 ½
	10-13
	English may be, Dutch should be handy and fast

	20
	1
	1
	6-9
	Should be handy and may be fast

	Large Merchant
	1 
	1 
	6-9
	Both English and Dutch made extensive use of armed merchants (esp. in the first war), and these were often indistinguishable from warships, use these factors only for non-warships

	Small Merchant
	½
	½
	3-6
	


e.g. 
Royal Sovereign (which is about as big as they come), 1,500 tons = 45 hull points, 106 guns, broadside weight 1112 lb = 11 fire points.  Surprisingly she was considered a fairly handy ship, so does not count as unhandy.
Royal Katherine, 1108 tons, 76 guns (broadside weight of 777 lb) = 33 hull points and 8 fire points.  She was considered less successful, so would count unhandy.

Zeven Provincen, tons?  , 80 guns, (broadside weight 745 lb)  = 30 hull points and 7 ½ fire points

Appendix 2 – Weather and deployment
Most battles were fought in reasonable weather, and the wind direction did not change significantly, but on occasion this was not so.

Winds may be Still, Light, Normal, Strong, Gale.  When rolling for changes to wind direction, a double 1 or 2 indicates a change in wind strength.  Roll 1D6 – 1-3 wind decreases by one level, 4-6 wind strengthens by 1 level.

	Still
	All ships halt.  May move 1 hex in any direction (towed by boats), or pivot 1 hexside.  Any change in wind strength increases to Light.

	Light
	All moves reduced by 1, may still move one hex close hauled but must tack 1 hexside a turn (so take two moves to come on to opposite tack).  Ships do not drift.

	Normal
	All normal rules apply.  Ships drift 1 hex per turn if not underway unless sinking.

	Strong
	All ships (inc. F) get 1 extra hex move unless close hauled.  At the beginning of each move ALL ships drift 1 hex downwind, and ships not underway drift a further hex on activation. Sinking ships drift 1 hex only. Ships firing down wind lose one step of fire points (British 2 steps) due to lower gunports being swamped.  All fire also at -1.

	Gale
	End game, all ships too busy staying afloat to fight.  In strategic games roll a D8 for each ship damaged, must beat number of steps (¼,  ⅓, etc.) lost to stay afloat, -1 if a prize (due to small crew).


Initial Deployment (thanks to Alan Butler’s rules for this idea)
One typical feature of the period is the lack of precision in the ordering of the fleets, especially on the Dutch side.  After all ships have been placed on the table and the wind direction agreed, roll 2 different coloured D6 for each ship.  The first die indicates whether the ship is where it should be, 1-2 is yes, and the ship stays where it is, 3-4 displace by 1 hex, 5-6 displace by 2 hexes (English ships could subtract 1 if you’re feeling generous).  The second die indicates the direction if the ship is displaced, 1= down wind, the 2-6 follows round clockwise.  If you end up on a friendly ship (that has already rolled), roll the direction again, and displace from that position, keep this up until you end in a clear hex.  If not using hexes, displace by 2” or 4” and 600 angles.  This can really mess up your plans, and is recommended for non-scenario games.
Appendix 3 – Doing without a hex grid, or bigger models
While for ease of play it is strongly recommended that you use a cloth marked with a hex grid, obviously this is not essential.  Moves can be measured at 2” per hex (so ships move 2”,4” or 6”), and turns may be up to 600 (or 1200 if tacking), ships may sail up to 600 off the wind.  I would strongly recommend the use of turn templates, but if ships are mounted on hexagon shaped bases (facing a side) this may be sufficient, although some gamers I’ve played with don’t seem to be able to tell the difference between 600 and 900! Ranges would be 2” close, 4” medium and 8” long, with a 600 fire arc.  
Bigger ships will need bigger hexes, increased ranges, and a bigger table!  1/1200 scale ships might just fit in 4” hexes, or double all ranges/moves if not using hexes.  Tumbling Dice now make 1/4800 Napoleonic ships, which would fit in a 1” hex, or half moves and ranges.  To convert to the Napoleonic era, use English figs for firepower, but decrease the hull points somewhat.  Frigates would be fast and handy, as would some 50-64 gun ships. The huge 120-110 gun ships should be unhandy.  Ships with carronades could increase firepower by a step at close range.
