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1.0 Introduction


The standard scenarios for GWAS simulate the fleet composition, strength and goals of the participants in historical or hypothetical conflicts. The problem with historical scenarios is that both players have detailed knowledge of the composition, strength, initial position, goals and motivation of the enemy fleets. With such intimate knowledge player behavior is far from historical. This GWAS variant allows players to simulate the uncertainty of GWAS era naval combat. Players create their fleets from an initial allocation so the composition of fleets and the ships involved are not known by their opponent. Players create their initial deployment with knowledge of their objectives, only an awareness of the possibilities. 





Objectives are determined randomly to simulate the unpredictable nature of politics and the overall strategic situation. Primary objectives are of key strategic importance. They account for the majority of the victory points. Secondary objectives are lesser goals of tactical value. They account for fewer victory points but failure to complete them will carry a penalty. Objectives should be viewed as strategic goals rather than as assignments. A commander may chose to ignore or delay the achievement of any objective. He may approach the objective in any way he sees fit. A commander may decide that a Transport Objective is best accomplished by quick direct action, or by delay, diversion or subterfuge, or perhaps even complete prior destruction of the enemy fleets. A commander may even decide that the objective is secondary to other goals that may yield higher VP totals. 





While the GWAS system is designed for two players this variant will allow for scenarios to be created with three, four or more players. Players can be formed into historical alliances,  use player-created alliances (using an additional diplomacy phase) or it can be played every-man-for-himself. (The GWAS system can create a balanced and rather exciting EMFH scenario for five players using the Mediteranean maps with Italian, Greek, French, Austrian and Turkish fleets with a maximum 300 VP allotment. To create a scenario for more players would require fudging the counter mix somewhat.)





1.1 The System


The Variant System contains three modules:


Module 1 is the Random Events Table


Module 2 is the Mission Objectives Generator


Module 3 is the Casualty Modifier


The three modules were designed to work together and compliment each other but each of the modules can be used independently at the players discretion.





1.2 Design Note


One of the reasons for additional objectives and the casualty modifier is to prevent the “end of the world” behavior in most wargames. You must allow for the preservation of forces to be used in future operations. Extreme loss of forces is not an acceptable methodolgy for military operations as it prevents any accomplishment of future objectives. Many nations have ruined themselves politically by over-commiting themselves to a conflict. Resulting, not only in loss of the war, but loss of future viability as a political entity.





1.3 How to Use the System


Can be used as a scenario generator. (See 5-Player Scenario)


Can be used to create historical scenarios. (See Dardanelles Scenario)


Can be used to modify existing scenarios. (Change up to 30% of initial fleet composition, 50% for small scenarios, Player may chose to use the stated VC as First or Second Primary Objective and then roll for the additonal Primary and Secondary Objectives as stated in variant.)





2.0 Order of Battle


1. Players chose a GWAS game series and time period for rules (i.e., 1898, Naval Plan Black, etc.) and choose a Nationality for each player.


2. Each player should have the same number of friendly ports and roughly equivalent lengths of trade routes. Players should agree on adjustments  at the beginning of the game and devise a way to randomly select ports, coastal hexes and trade routes for the game scenario they will be playing. Players should also decide which initially neutral nations and ships are available for alliances with each player in case they are assigned by random events.


3. Players agree on a maximum VP allocation (i.e., each player will have up to 500 VPs to purchase ships).


4. Players use the VP allocation to  purchase ships from those available to that Nation in that period. They do not reveal them to the other player. Restrictions: You must purchase 2 DD/TB level ships for each Capital ship (or each ship over 20 VPs).


5. Ships are divided into fleets with the following restrictions:


Initial Deployment 


The initial deployment may include a maximum of  65% of the initial VP allocation. This deployment is available at the start of the game on Turn 1 and  may be assigned to as many as eight fleets.


Reserve 1 


A minimum of 20% of the initial VP allocation are assigned to fleets held in reserve until the Turn 25 assignment of the Secondary Objective. They may be assigned to one or more fleets. The total fleets may not exceed the maximum allowed for that nation in that period.


Reserve 2 


A minimum of 15% of the initial VP allocation are assigned to fleets held in reserve until the Turn 55 assignment of the Second Primary Objective. They may be assigned to one or more fleets. The total fleets may not exceed the maximum allowed for that nation in that period.


6. All fleets are assigned to a friendly port for their initial placement. Fleets that are held in reserve are considered not on the map until they arrive in their assigned ports on Turn 25 and 55.


7. All fleets available on Turn 1 must be assigned missions. Fleets held in reserve are assigned missions on the turn that they arrive in the game.  Additional ships that appear due to random events must be assigned a mission when they enter the game, unless the mission is already assigned by the random event. To change a mission a fleet must abort, return to nearest port and follow the standard GWAS rules for mission assignment.





3.0 Hidden Movement


To preserve the initial uncertainty about enemy deployment and motivation the game begins with a period of hidden movement. Because of the scale of the game a player may assign up to two Raid missions.


First day - All Fleets may use hidden movement. *


Second day - Half of all fleets (round down, at least two, player choice) may use hidden movement. *


Third day - Up to two fleets with Raid missions and one other fleet may use hidden movement. *


Fourth day and following - Up to two fleets with Raid missions may use hidden movement. *





* Fleets must be revealed for Shore Bombardment, successful Commerce Raids and Port Blockades. Also any fleet that includes transport ships may not use hidden movement.





4.0 Turn Sequence


There are some minor modifications to the turn sequence:





Turn 1 Day 1


1. Each player rolls [1d6] for 1st Primary Objective (do not disclose to opponent). Initial fleets are now available in their assigned ports.


2. Each player rolls for Random Events (do not disclose to opponent)


3. Follow regular GWAS sequence





Turn 7 Day 2


1. Each player rolls for Random Events (do not disclose to opponent


2. Follow regular GWAS sequence





Turn 13 Day 3


1. Each player rolls for Random Events (do not disclose to opponent


2. Follow regular GWAS sequence





Turn 19 Day 4


1. Each player rolls for Random Events (do not disclose to opponent


2. Follow regular GWAS sequence





Turn 25 Day 5


1. Each player rolls[1d6] for Secondary Objective (do not disclose to opponent). Secondary Objective Fleets are now available in their previously assigned port.


2. Each player rolls for Random Events (do not disclose to opponent


3. Follow regular GWAS sequence





Turn 31 Day 6


1. Each player rolls for Random Events (do not disclose to opponent


2. Follow regular GWAS sequence





Turn 37 Day 7


1. Each player rolls for Random Events (do not disclose to opponent


2. Follow regular GWAS sequence





Turn 43 Day 8


1. Each player rolls for Random Events (do not disclose to opponent


2. Follow regular GWAS sequence





Turn 49 Day 9


1. Each player rolls for Random Events (do not disclose to opponent


2. Follow regular GWAS sequence





Turn 55 Day 10


1. Each player rolls [1d6] for 2nd Primary Objective (do not disclose to opponent). 2nd Primary Objective Fleets are now available in their previously assigned port.


2. Each player rolls for Random Events (do not disclose to opponent


3. Follow regular GWAS sequence





Turn 61 Day 11


1. Each player rolls for Random Events (do not disclose to opponent


2. Follow regular GWAS sequence





Turn 67 Day 12


1. Each player rolls for Random Events (do not disclose to opponent


2. Follow regular GWAS sequence





Turn 73 Day 13


1. Each player rolls for Random Events (do not disclose to opponent


2. Follow regular GWAS sequence





Turn 79 Day 14


1. Each player rolls for Random Events (do not disclose to opponent


2. Follow regular GWAS sequence





Turn 85 Day 15


1. Each player rolls for Random Events (do not disclose to opponent


2. Follow regular GWAS sequence





Turn 90 Day 15


1. Follow regular GWAS sequence


2. Assess Victory Conditions.








5.0 Victory Points


Two-player


Victory points are rewarded according to assigned objectives. Additional victory points are rewarded for enemy ships sunk. Some random events may also award victory points.





Multi-player (three or more players)


In multiplayer games a player will receive victory points for completing assigned objectives, actively sinking enemy ships through combat or mines and through random events. In addition a player will subtract victory points for each friendly ship that is sunk.





6.0 Assigning Objectives


On game turns 1 and 50 roll for a Primary Objective. On game turn 25 roll for a Secondary Objective. This may be modified based on events rolled on the Random Events Table.





6.1 Primary Objectives


May be completed any time before end of game by any friendly fleet.





1. Minelaying		1 Minelayer is available in randomly chosen friendly port. +1 VP per hex mined, +20 VP for first ship hit by mine, +10 for each additional mined hex that has a mine hit on a ship


2. Transport		8 Transport ships are assigned to randomly chosen friendly port. +5 VP per transport unloaded at a randomly chosen enemy coastal hex.


3. Shore Bombardment	+1 VP per turn that at least 2 Primary guns are shelling a randomly chosen enemy port.


4. Invasion		5 Transport ships are assigned to randomly chosen friendly port. +8 VP per transport unloaded at a randomly chosen enemy coastal hex. Before transports may be unloaded the coastal hex must be shelled by at least 2 Primary guns for at least 3 turns.


5. Blockade		+1 VP per turn that a randomly chosen enemy port is blockaded. No points are rewarded for any turn that enemy fleets have any activity in that hex (movement, combat, minelaying, etc.).


6. Commerce Raiding	+1 VP per merchant ship sunk on a randomly assigned enemy trade route.








6.2 Secondary Objectives


This objective must be assigned to a particular fleet. The assigned fleet must include ships with at least 10% of the initial VP allocation and include at least one capital ship. This objective must be completed within five days (by the end of Turn 54, even if the start of the objective is delayed by random events) at which time the VP reward/penalty is assigned.





1. Intercept		Double the VPs for each enemy ship sunk by the assigned fleet.	 If no enemy ship is sunk �-10 VPs.


2. Reconnaissance		Assigned fleet must contact and reveal the composition of at least one enemy fleet. Combat is optional but at least one friendly ship  must move within sighting range of each enemy ship in the contacted fleet on the tactical map. +10 VP if completed by Turn 54, -10 VP if not completed by Turn 54. 


3. Transport/Escort	3 Transport ships are assigned to randomly chosen friendly port. +3 VP per transport unloaded at a randomly chosen friendly coastal hex. -10 VP if all three transport ships are not unloaded by the end of Turn 54


4. Commerce Raiding	+ 1/2 VP per merchant ship sunk on a randomly assigned enemy trade route. -10 VP if less than 12 merchant ships are sunk.


5. Defend Shipping Lanes	Assigned fleet must move directly to any friendly trade route. +10 VP if fleet remains on that trade route through the end of Turn 54. -10 VP if assigned fleet does not move directly to trade route or moves off of that route for any turn before the end of Turn 54.


6. Coastal Defense	Assigned fleet must move directly to friendly coastal hexes. +10 VP if fleet remains on friendly coastal hexes through the end of Turn 54. -10 VP if assigned fleet does not move directly to friendly coastal hexes or moves off of friendly coastal hexes for any turn before the end of Turn 54.








7.0 Victory Conditions


Each side adds up Victory Points gained from Primary and Secondary Objectives, as well as any Random Events. Each player then adds to their subtotal the Casualty Modifier for the final Victory points total. They player with the highest point total is the winner.





8.0 Casualty Modifier


The purpose of the casualty modifier is to prevent the “end of the world” behavior found in most wargames (i.e., “The game is ending this turn let’s sacrifice the army to achieve Victory Points”). You must allow for the preservation of forces to be used in future operations. Small losses will have almost no effect on the outcome. Moderate losses will have detract from the successful accomplishment of objectives, especially if you have sustained greater losses than your opponent. Large losses will tend to override the accomplishment of objectives as once they reach a certain point the losses themselves have a greater effect on planning, politics and public opinion than any military objectives. Also if a player begins the scenario with a larger force he must be even more sensitive to excess casualties.





To compute the casualty modifier each player should use he following equation:





CMa = ( ( 100 CVPa / TVPb) ² – ( 100 CVPb / TVPba) ² ) / 40





CMa = Casualty Modifier for Player A


CVPa = Casualty Victory Points for Player A (VP value of lost ships)


TVPb = Total Victory Points for Player B (VP value for initial ships purchased)


CVPb = Casualty Victory Points for Player B (VP value of lost ships)


TVPa = Total Victory Points for Player A (VP value for initial ships purchased





Please notice that the Casualty Vicotory Points for Player A are divided by the Total Victory Points for his opponent Playber B. This is not a misprint and is useful for creating appropriate player motivation for scenarios with uneven initial Victory Point assignments. 





(Note: The math is very simple and can be performed on even the most basic pocket calculators. In order to square a number you just multiply it by itself. For example,  4 ²  is equivalent to 4 x  4 or 16.)
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