Variant for Avalanche Press’ Great War at Sea


by Jim Williams�


Random Events Table





Daily Random Events for GWAS Operational System


(unless specified, instructions apply to friendly forces for the current day)





New Assignments


01-02	New Ships	Add 1 DD/TB at any friendly Port


03	New Ships	Add 2 DD/TBs at any friendly Port


04	Submarines	Add 1 Sub no closer than 2 hexes to any enemy fleet


05	Submarines	Add 1 Sub no closer than 2 hexes to any enemy fleet


06-07	Coastal Defense	New ships (up to 10VPs) deployed to any friendly port and may only move 				through 	coastal sea hexes for the remainder of the game.


08	Coastal Defense	New ships (up to 20VPs) deployed to any friendly port and may only move 				through 	coastal sea hexes for the remainder of the game.


09	Reinforcements	Add 1 extra Transport (and its VPs) to the departure port for any existing 				Invasion or Transport objective.


10	Reinforcements	Add 2 extra Transports (and their VPs) to the departure port for any existing 				Invasion or Transport objective.


11	Minelaying	Add 1 Minelayer at any friendly Port (No VPs awarded for hexes mined by this 				ship only for ships damage)


12	Shipping		3 Transports are added to any port along a trade route. They must leave port the 				next turn and must always remain on the trade route. (VPs only awarded to 				opponent if they are sunk)





Reassignment





13	New Inteligence	Shift destiation hex one to the left for most recent I, SB, T, B objectives


14	New Inteligence	Shift destiation hex one to the right for most recent I, SB, T, B objectives


15	Reassignment	Change (reroll) destination hex for most recent I, SB, T, B objectives


16	Reassignment	Reroll for most recent secondary objective,  if objective or its’ destination 				is different from the current objective, all accumulated positive VPs for that 				objective are forfeited.


17	Reassignment	Randomly chosen ship must move to the nearest friendly Port within 2 days for 				reassignment to new theater of operation (removed from game).


18	Reprioritization	Roll  for and begin next objective immedeiately. You may continue operations on 			most recent objective but no VPs will be awarded for that objective until 4 turns 				after you would have rollled for your next objective assignment.


19	More Firepower	Increase the requirement for current I & SB objectives to 3 Primary guns


20	More Firepower	Increase the requirement for current I & SB objectives to 4 Primary guns


21	More Firepower	Increase the requirement for current and future I & SB objectives to �			3 Primary guns


22	More Firepower	Increase the requirement for current and future I & SB objectives to �			4 Primary guns





Damage


23	Damage		Add 1 Hull hit to a randomly chosen ship


24	Damage		Add 1 Primary hit to a randomly chosen ship


25	Damage		Add 1 Secondary hit to a randomly chosen ship


26	Damage		Reduce Speed of a randomly chosen ship by 1


27	Need Repairs	Randomly chosen ship cannot fire Primary guns for 2 days


28	Mech Problems	Randomly chosen ship is reduced to 1s Speed for two days.


29	Repairs		Restore 1 damaged Primary to any ship.


30	Repairs		Restore 1 damaged Secondary to any ship.


31	Repairs		Restore 1 damaged Hull to any ship.


32	Repairs		Restore 1 lost Speed level to any ship.


33	Repairs		Restore 1 damaged box of any kind to any ship, players choice.





Supply


34-35	Out of Ammo	Randomly chosen ship cannot fire until restocked in friendly Port


36	Inefficiency	1 randomly chosen ship is reduced by 1 Coal Box


37	Inefficiency	2 randomly chosen ships are reduced by 1 Coal Box


38-39	Bad Coal	1 randomly chosen ship is reduced to 1 remaining Coal Box.


40	Bad Coal	2 randomly chosen ships are reduced to 1 remaining Coal Box.


41-42	Fuel Efficiency	Add + 2 Coal boxes to any 1 ship	


43	Fuel Efficiency	Add + 2 Coal boxes to any 2 ships	


44	Fuel Efficiency	Add + 2 Coal boxes to any 3 ships	





Inteligence


45-48	Inteligence	Reveal position of one randomly chosen hidden enemy fleet


49	Inteligence	Reveal position of all hidden enemy fleets


50	Inteligence	Reveal most recently assigned enemy objective	


51	Inteligence	Reveal most recent enemy primary objective


52-54	Inteligence	Reveal composition of a randomly chosen enemy fleet


55	Inteligence	Reveal composition of any enemy fleet of your choice


56	Inteligence	Reveal composition of any friendly fleet of your choice 


57-59	Fog of War	1 Fleet can make hidden moves for 1 day


60-61	Fog of War	1 Fleet can make hidden moves for 2 days


62-63	Fog of War	2 Fleets can make hidden moves for 1 day


64	Fog of War	2 Fleets can make hidden moves for 2 days





Fortune


65-66	Good Current	Move any fleet +1 hex on any one turn.


67-68	Good Augeries	This day only you may chose to modify any single die roll by + or - 1. You must 				state the modification before the die roll.


69	Good Augeries	This day only you may chose to modify any single die roll by + or - 2. You must 				state the modification before the die roll.


70	Silver Lining	Any single fleet is not effected by weather for the entire day.


71-72	Prize Ship	Capture any one enemy ship (maximum size 35 VPs) sunk in next 2 days (restore 			1/2 of the damage)


73	Prize Ship	Capture any one enemy ship (no maximum size) sunk in next 2 days (restore 1/2 				of the damage)


74	Prize Ship	Capture any two enemy ships (no maximum size) sunk in next 2 days (restore 1/2 			of the damage)


75	Critical Hit	You may choose to roll on the Critical Hit Damage table for a single hit today. 				You must specify before rolling for damage.


76	Critical Hits	You may choose to roll on the Critical Hit Damage table for two hits today. 				You must specify before rolling for damage.





Command


77-78	Low Moral	Crew effectiveness -1 for 2 days


79-80	Low Moral	Crew effectiveness -2 for 1 day


81	Lost Commands	A randomly chosen fleet cannot move for the next 2 turns.


82	Lost Commands	A randomly chosen fleet cannot move for the next 4 turns.


83	Lost Commands	A randomly chosen fleet cannot move for the next 6 turns.


84	Wrong Turn	A randomly chosen fleet moves in a random direction (roll 1d6)  for the 	next 				turn. You must replot movement for that fleet after that turn.


85	Wrong Turn	A randomly chosen fleet moves in a random direction (roll 1d6 each turn)  for the 			next 2 turns. You must replot movement for that fleet after that turn.


86	Wrong Turn	A randomly chosen fleet moves in a random direction (roll 1d6 each turn)  for the 			next 3 turns. You must replot movement for that fleet after that turn.


87	Ports closed	Any fleets in a port city may not leave the port.


88-89	Good Planning	Roll now for next objective assignment (but do not start until proper turn).


90	Good Planning	Roll now for next two objective assignments (but do not start until proper turn).


91	Delay		Next objective assignment postponed for one day. Do not roll for the assignment 				until the next day.


92	Initiative		Roll for next objective assignment a day early (and start that turn).


93	Initiative		Roll for next two objective assignments a day early (and start that turn).





Politics


94	Political Gaff	- 5 VPs subtracted from end of game total.


95	Political Coup	+ 5 VPs added to end of game total.


96	Alliance		Add Neutral Ships (up to 20+2d6 VPs) to friendly Port


97-98	Alliance		Add Neutral Ships (up to 10+1d6 VPs) to friendly Port


99	Alliance ends	All friendly alliance ships recalled, remove from game immediately.


00	Cease Fire	No combat action may be perfomed by anyone today. (Combat, Bombardment, 				Invasion, Commerce Raids, Minelaying only Movement, Coaling & Transport. 				No movement or transport into enemy coastal hexes or ports.)
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