JUTLAND: Duel of the Dreadnoughts

Suggested Rule Amendments

I am a great fan of Ben Knight’s simple, small games, since they are actually playable in the limited time I have available.  Hence, I was very pleased to get a second hand copy of his Jutland sim from issue 8 of Command magazine.  I especially like the small number of counters, and the way it can be played with just the heavy units for a quick overall game, or with the cruisers and destroyers as well for a more complete simulation.

Three problems struck me about the game during early play.  First, the thin geomorphic mapsheets are very hard to keep together without large cracks opening in the playing surface.  Second, play depends too much on the artificial question of who moves first in each turn, since the first player can launch torpedoes and scoot off without reply, while the second player can position his ships far too easily to take advantage of precise ranges and facings within the hex grid.  Third, torpedoes seem too effective as a killing weapon, since their targets have no means of manoeuvring to avoid them once launched.  I think I have found ways to overcome all of these problems, and I outline them here for others to consider.

A New Single Map

Instead of the flimsy geomorphic panels, I use a single 22x34” hex grid, covered as usual by a perspex sheet.  Absolutely ideal is the map from Achtung – Spitfire!, since it is a great sea colour and has the same hex sizes, hex grain and numbering system as Jutland (1001 to 4801 across and 1001 to 1053 down).  You could use any similar blank hex grid, with appropriate adjustments to the numbers.

On my new map, the British units set up in exactly the same hexes and orientations as on maps A and D, while the German units do the same from map E except that 8 is deducted from all the hex numbers (so, for example, BC1.1 deploys in 3225 rather than 3233).  Reinforcement entry is amended as follows, to take account of the loss of the ‘bulges’ from maps B and G:

British Reinforcements:

Turn 5: BC3 and DD4.2 enter anywhere from 3601 to 4801

Turn 6: AC1 enters anywhere from 1001 to 2201; AC2 enters anywhere from 2301 to 3501

Turn 8: BB1, BB2, BB3, BB4, BB5, BB6, CL4, DD4.1, DD11.1, DD11.2 and DD12 enter anywhere from 2301 to 3501

German Reinforcements:

Turn 8: BB1, BB2, BB5, BB6, PD3, PD4, CL4, DD3, DD5 and DD7 enter anywhere from 2352 to 3552.

Units are now allowed to leave the mapboard at any time, but may never return once having left.  However, at the start of any turn from turn 9 onwards in which there are units within 5 hexes of any map edge, all the units on the map are shifted away from that map edge until none remain within 5 hexes of the edge or until any units would be shifted within 5 hexes of the opposite map edge.  If there are already units within 5 hexes of two opposite map edges, no shifts on that axis occur, though they may occur on the perpendicular axis.  This system is practical given the relatively small number of counters, and gives the same ‘moving map’ effect without the inconvenient seams.

A New Movement System

The existing movement rules are a bit too flexible and do not convey the inertia of the actual warships, certainly when one takes into account the squadron perspective and the command and control limitations of the time.  Hence, I insist that units move at least 3 hexes per turn, and I prohibit the use of speed points for turns within a hex, so that the only way to turn is to rotate 1 hexside before entering each new hex.  This makes handling battle lines rather more of a challenge, and limits turn by turn opportunism.

I also use an amended sequence of play based on splitting each side’s move into two half moves, the first of between 2 hexes and half the unit’s speed factor (rounding halves up), and the second of between 1 hex and half the unit’s speed factor (rounding halves down).  There is still an initiative roll to determine which side moves first, but this is now compulsory and there are no modifiers for torpedo firing.  The first side makes its initial half move, then the second side makes both its half moves, and the first side makes its second half move.  This helps smooth things out and gives a much greater air of simultaneity, without hindering solitaire play.

The half move approach is also key to a more realistic torpedo system.  Basically, each side launches torpedoes after the first enemy half move, but their impact is resolved only after the enemy completes their move.  This allows enemy ships to take evasive action, and gives torpedoes more of the disruptive role which they played at the actual battle.  The full sequence of play is now as shown below.  (Note that in the Basic Game and in situations where torpedoes are not an issue, phases 5, 7, 8 and 10 disappear and phases 4 and 6 may be combined.)

1. Shift units away from map edges if required

2. Dice for initiative
3. First side makes initial half move
4. Second side makes initial half move
5. First side marks torpedo launches
6. Second side makes final half move
7. Second side marks torpedo launches
8. First side resolves torpedo attacks
9. First side makes final half move
10. Second side resolves torpedo attacks
11. Roll one die and consult the Visibility Table
12. Conceal units not visible to enemy units
13. Both players mark targets of their gunfire
14. Execute gunfire of both sides
15. Fill in circles for all torpedo and gunfire losses inflicted this turn
In this new system, torpedo losses do not take effect immediately, but are applied like gunfire losses at the end of the turn.  Also, ships may not end any phase in the same hex as another friendly or enemy unit.


I hope these amendments inspire further play of this excellent sim.
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