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RULES FOR THE WAR GAMES.

SECTION I

THE DUEL OR SINGLE-SHIP GAME.

The Duel is played by two ship commanders
and an Arvbitrator. The commanders plot the
tracks of their own ships, keep tally for their
batteries, and measure gun five. The Arbi-
trator decides all questions that may arvise.
His decision is absolute for the moment; all
criticism and discussion is to be reserved until
the close of the game.

The scale track curves show the wake of a
battle ship turning with the helm hard over;
they are marked at various points of the curve
with the corresponding times from the begin-
ning of the turn. Special curves are pro-
vided, showing the track of a battle ship when
the helm is shifted from hard over one way
to hard over the other way; this is marked at
various points on the curve, with the corre-
sponding times from the moment of shifting
the helm, and for the distance made good
during the first move after straightening out.
These markings vary with the speed.

Small transparent cards are used to deter-
mine the relative bearing of an opponent.
Disputed questions of bearing are at once
determined by the Arbitrator.

The score wands are marked with gun-fire
values for every weight of fire from a gingle
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he game ig continued until either the allot_
Game.

ted time agreed upon beforehand expires, or

until closed by the Arbitrator, The latter

usually determines y bon a certain number of

moves as the limit for that game, before com-

mencing to Dlay.
BULES TOR THE DUNT GAME.

L. The limit of gun fire is 2,000 yards, and
the opposing ships are placed on the board, at
the beginning of the game, at least this dig.
tance apart.

2. The length of time repres
is one-half minute,

8. Whenever the Arbitr
each player must

ented by a move

ator calls for g move,
submit his move within
one-half minute op Forfeit that move; in the
latter case hig ship stands on wi thout change
for the next move

4. All guns are loaded at the 1
the game,

5. When a ship chan

eginning of

ges the relative bearing
of the target four points or more during any

one minute, the wand values are reduced 50

per cent during such change.

6. A player wishing to fire a torpedo must
write on hig move the location of the tube,
whether to starboard or port; the time of
firing, in seconds, from the beginning of the
move; and the arc of train of the tube, in
““points,” from right ahead. Then the Arhi-
trator, inspecting the plotting and throwing
the die, will decide the success of the shot.

7. The time of opening gun fire must be
indicated,

8. A game is closed, by decision of the Arbi-
trator, when either ship runs ashore or into
neutral waters, or when either ship is succegs.
fully rammed or torpedoed.
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The fleet tactical game is nsually played in Mélée.
water, with free maneuvering distance
o fleets at all times. Should the
ery close to each other, or 80
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ose the game at once
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Mined channels are named in the particular Subma-
problem under consideration. The mines will e
Lo indicated to the Arbitrator, but will not be "
visible on the board; and ships will be disabled

otion of the Arbitrator. Subma-
rinecz.

or sunk at the diser
gubmarine torpedo boats may be used by the

defense in the games for interior waters. If
allowed by the particalar problem under con-
sideration, they are maneuvered according to
the Rules for Submarines.
HE FLEET TAC
1. Before beginning the game, each fleet
commander will indicate to the Arbitrator
which particular ships are flying the flags of
the commander in chief and of the second in

RULES FOR T TICAL GAME.

command.

The flag may no
unless the fleet be
time as the Arbitr

2. The speed of the fleets
usually 12 or 144 kuots; these being
convenient for movingon thescale of theboard.

3. Evolutions may be performed only in © |
obedience to signal; these, or signal nummbers, 0
must be written and submitted to the Arbi- X
trator by the fleet commander whenever called )

t be shifted during the game
stopped, and then for such |
ator may decide necessary. P
is discretionary; - ,

most _

for.
The exception is, change of direction of the
head of column when & Aagship wm\m@m&:m. g g ¥



.\\ 8. One

14

4, ;
As a genera]
umn of vessels,

stood that gl vessels will

the flagshiy J
et o,w ; MW:NH% mmwwmm change of direction of
I Sw S.wou ﬁfro.:o.ﬂmw a call for gio-
Sk .m h.f&;wmaoﬁ a fleet oocm..
ek rm him of any such chane
e qmm .eﬂ: go into effect at o:qmam.
i mwmﬁ\\m\m.ﬂwﬂmm.oﬂ direction of bomm. of
Jore another js olution must be com pleted b
¥ bemade to g mm%ﬁmwmﬁ m.w M%ﬁ e mﬂ.%:&\ Emwu
i ) a state of transition fy
ooEEmﬁ&Mﬂwwwzwo&muc.ﬁ.ﬂmwm the fleet HMHMM,MB
bk H.S.Emmaouﬂ e . Up In some one of the m_w,m:mo
a oﬂeﬂ %H 1t can not move in odmg.i
i olutionary signal. . £
: én time is called
a4 game, each fleet ¢

ule, when a flee

: Ll
flagship, leading, i

it is undep-
follow the motion ow

i at the beginning of
Arbitrator a signa] nander will hand to the
fSthasianits shal, or a signal number, wh;j
i S%M. 5 3. an evolution to take .J, . ich
. half minutes later. Place two
move. > 1. e., forthe second
After o sy
fter gun fire ig scored for

another signal is called fop, o i i
bl

which is the signal

5 u i n {=
Tu_ e .wro_: 10N MZ wa _ .:_ 1
3 & 2 H—H ac 10vVe
.NPHHQ S0 Wuuwu :.:‘wﬂw ﬁ_.u.@ o ame .u..ﬂ M Mﬁ\ % .
; ..e u = S CloS A\H.

e a fleet, commander gy

Hals within one minute f ]

‘ 1te fron

v .. . m the

- ¢ ,:.ci for, his fleet standg
lange in the next move 5

mits no sig-
time signalg
on without
8 evolutionary sjens

~atade at-the.-same time R e
S WMW.MHE d:.smm but special m?humg %
: . . ntration of fire m .
o the Arbitrator at the
evolutionary signals, |

n

s ay be handed

same time with any
A fleet comm ander m

€ -Hm... al a nQ« ._,AL M.L_Mﬁn ﬁ H £ © ._.;.F
as 1 H 1 ~UH., H_w: _ (5] wu_‘:q A
) H rea D 30 s

B

—

/5
¢

=

15

iven to the mmpire for execution ;
stands on for that move.
, 1t 18 unneces-

\1 but not yet g
" in this case the fleet

10. If a flagship is leading
annul a signal for change of direc-
of column, when it is desired to
or less change of direction than

gary 1o
tion of head
make a greater
that already signaled.
11. In scoring gun fire it is agsumed that a
battle ship will endure direct fire from the
broadside of an enemy of equal force at 2,500
yards for fifty minutes, at the end of which
time she will be destroyed. The value of the
gun fire thus destroying a vessel is called, for
convenience in scoring, 1,000 points. Upon
Haongm@oo points a ship’s efficiency of gun
fire ig reduced one-half, and thereafter her
offensive power of gun fire is divided by two
in scoring. When not indicated by signal or
by general instructions at the beginning of
the game, concentration of fire will be made
by the mover, but will never be on less than
one-fourth of the fleet opposed.

12. While 1,000 points are necessary to put
an armored cruiser out of action, her gun fire
will be estimated as only 50 per cent of that
of a battle ship, and the score wand values
will thus be divided by two.

13. When a vessel has (800 points scored
ainst her and her gun fire is reduced one-

ag
a small metal

half, it is indicated by placing
ring upon the vessel's mast.

14. If a ship finds herself in such a posi-
tion that enemy’s targets are presented on both
sides of her, bow or white fire may be scored
against each of two of the enemy’s ships; pro-
vided that one of these bears at least 2 points,
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and the other at least 4 points on the bow of
the scoring ship. | ik
15. When a vessel is sunk during a move
gun fire may not be scored ACTOSS or over rEu.
m::u:m. that move; at the close of the mooE.d.o.
for that move, the vessel sunk is removed fr 5
the board. 2
_oﬁwM. m%;:m%wo“mmﬁo& may be made as fol-
I e ceeding  at standard speed
i slow ” takes effect at next move after m?,:@m
1s made, and is one-half standard speed; :mm,o ¥
EWmm.mmm.Q the third move after i gnal Hv Bm%m
that is, two slow moves, then stop; :;rmmL
slow” from ““stop ” takes effect at owem. ““ahead
standard speed” from “‘slow?” takes umm.wowqi
once; “ahead standard speed” mwcﬁw :m\_wo@n:_
third move after, that is, two slow moves then
standard speed. :

17. The ships of a fleet turning through an

s 2 : o
L arc of over § pomts during any one move, lose
, lose

50 per cent of their gun-fire score for that
move. Thus, in a simultaneous movement
where &l ships, turn together through :Eomm
than @ points, &k loose 50 per cent gun-fire
score for that move; in SUCCessive movements
S@E.m only, perhaps, a certain number of the
ships of the fleet have turned through Eowm
?E.pm points, the gun-fire score only of ﬂpc@m
having made the turn will be reduced 50 per
cent, the remaining shi ps that have preserved
a steady course retain full values,

185 action, at distances fess than 600
u‘mﬁ.mmu the score wand may be discarded at the
%mﬂ.mioﬁ of the Arbitrator,Ywho may then
decide arbitrarily the effect each move.

19. In caseopposi ngvessels approach within
600 yards of each other, the Arbitrator may

decide tl .
far as practu
Duel Game.

determined ab the di
It the Heets
minent, the gam
rule,

fleety come
tion of the vessel
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AR RULES TOR SUBMARINES.

submarines is limited to .S_o
tact only of their possession,
he defense, 18 known

PARTICUL

1. The use of
defense, but the
and not of their use by t
to the attacking force.

i narine is 7.2 knots.
2. The speed of a qubmarine is 7.2 K

3. Whenever 2 submarine Iuns mé@.mr Mo
S.Hﬁr.E 400 yards of the target ,Mﬁmg_%cﬁ L\Ma%wz
_ a 3 i s taken @

. chances of a hit may be o
MH.%“M% M%@ question of & hit will be decided by
3, a
SUE Arbitrator.
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4. If a submarine be discovered running
awash, but trimmed for diving, within 1,000
yards of its target, but dives and fires without
again rising, the chances of a hit may be taken
as 1 in 6, and the question of a hit will be de-
cided by the Arbitrator,

5. One torpedo only is allowed a submarine
for a single game,

RULES FOR THE MiLEE,

1. Bach move represents one minute,

2. Signals can not be made oftener than
every third move,

3. Signals involving simultaneous evoly-
tions require five moves,

4. If vessels bid fair to come together go
close as to brevent tactical maneuvers, the
Arbitrator declares “Close action.” Vessels
are then maneuvered by their captains, irre-
spective of fleet tactics, N 0 signals can then
be understood in loss than five movesg,

5. Either commander in chief may signal
“Close action,” when the above rule will hold,

6. Vessels recei ving 500 points gun fire loge
one-half their fire power,

7. Bither commander i chief may signal
“Follow movements of commander in chief,”
providing the leading  ship 1s flagship.
Changes of direction may then be made at
will,

8. Torpedoes may be fired on any move by
captains.

9. Captains of ships may order “Ceage fir-
ing” or “Commence fiving,” unless orders to
the contrary are given by commander in chief.

10. Gun fire will he counted against nearest
enemy’s vessel on which guns will bear. Con-
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SECTION 1.
L e

TRATEGLC GAME.

THE

Representing, as thiz game does, the larger Prepara-
operations of war, it requires careful prepara- tion.
tion and study by the Arbitrator, his aids, the
ﬂ ampires, and the players.

Charte of the theater of operations are neces- Gharts.
! sary, one for the central, or Arbitrator’s, rooni;

r one for each flest ecommander in ¢hief, and one
for each commander of & detached force.

The Arbitrator, attended by his aids, keeps Arbitra-
record, upon the chart before him, of all move- %o
ments and positions of the forces of both gides.

e announces, in accordance with the rules,
the time and duration of eachmove. He notes
and records the information brought by the
umpires for each side and igsues guch informa-
tion and makes guch decisions as he deems
Proper. :

" His decision is absolute.

Upon the charts of the fleet commander of  Fleet
each side, as well as upon thoge of any com- Com-
f : manders of forces detached from the Flag, are anuewa s
i - plotted the positions of the various forces ab qhh.am.

the end of every move Or at any other time, as

| ! may be directed by the Arbitrator. These

; positions are traced and transferred to the

Arbitrator’s chart by the umpires for the

respective sides. The courses of ships, or

groups of ships, must be drawn on the tracing
paper in full.

(21)



2%

R

The umpires, one for each side, are the sole
means of communication between the Arhi-
trator and the players. They are careful to
H.m?.m&ﬁ from comment or criticism af, any time
during the game. They should determine the
correctness and accuracy of plotted positions
and of all other information sent to the Arhi-
trator. To this end they are expected to read
orders, telegrams, and all reports of whatever
nature passing through their hands, and to

plot positions whenever they may be in doubt
regarding the correctness of them.

Framing 3 ial care g ; ;
7 Special care should be observed by the fleet

T co.E:E:mem, not only in writing the plan sub-
mitted to the Arbitrator before the game, but
in the framing of all orders to subordinates,

| whether Ewm@@wm; beforehand as part of the

\, plan or written during the progress of the c.aﬁm.

The orders should he correct, not onl ¥ in sul-
| stance, but in form.

Imple- / 3 | e i . =
smm M, At the Arbitrator’s table are kept, for referp-

ence use o Tionwd ot
fl Weather, » & record board, show ing

. SS:zEvoH,
etz. ©f the move and other daty concerning the

game, a cable and consulate map, a clock
& spinning arrow, the Ia
direction of the wind and
which shall bs e

and
st to determine the
the kind of weather,
stablished by the Arbitrator.

RULES FOR TR STRATEGIC GAME.

Moves. 1. The length of time repre
is at the diseretion of the Ar

The Arbitrator decides when each move
shall begin, When ready, he rings a bell to
call attention; the time represented by the
move and the state of sea and weather ave then
announced. Within five minutes each player
must plot on his chart the change of position

sented by a move
bitrator,
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a5 @HESwES.@@ within 4,000 u\.mw.@m, ..o
- EML@ remain within these mrmg:r%m
s GSSM @D an hour, the action will be M%‘
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cided, ¢
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.—.w " Q. DO A_m Gral LV ease
rela e 11

. i oo otele-  Tele-
g ase a vessel wishes to transmit & ﬁom; e
- hrough a consul or friendly I

graphic message thro

agent, such a messag i

tion in one hour 1m daytime e
half at night for each 1,000 miles, ]

il o
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e dw:u ;Pw,wﬂwﬁﬂu%w messages should
legraphic an ] e
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i ooE..‘HmMHm are desired, they must be mﬁﬂ?
o mﬁomﬂ d”mmwm game has QEHB@:.@@P the b.w Hi-
o MH ¢iding upon the exact time when t %w.,
S.m;oa_ b idered as fitted oub and ready for
may be conside s

service.
5. Torpedo boats can not

at sea. They may be usel mo.w
patehes or for scouting along

De nsed as scouts g and
carrying dig- Torpedo
shore between Boats.
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the fleet and a squadron or fleet base. Tor-
pedo gunhoats, however, may be used for
carrying dispatehes at sea, within their radii
of action as prescribed in the Tables of Values.
The uge of destroyers is limited to an absence
of five days from the fleet or base.

g)

. In cutting cables, an allowance of six

Cutting. hours shall be made for cutting near cable

Fleet

stations and in less than 100 fathoms of water.
In dragging for deep-sea cables, success shall
be determined by the Arbitrator in 1,000 fath-
oms or less. If unsuccessful the first day,
chances may be taken for the second, and so
on until finally successful.

7. Two forces meeting, with odds of 2 to 1,

=

Actions. the inferior will be removed from the game.

Speed of

Groups.

Speed.

Summary
Decisions.

‘With odds of 3 to 2, the inferior loses one-half
his force, the superior remaining as before the
action. With odds of 4 to 3, the superior is
crippled in defeating his adversary and must
withdraw temporarily, that is, he has crippled
himself for any large operations during the
limif of the game in progress. The time occu-

pied by any of these actions is decided by the

Arbitrator.

8. The maximum speed of three or more
detached ships up to six, is 2 knots less than
the maximum speed of the slowest class in the
group.

9. The speed of large squadrons is assumed
to be 10 knots. When accompanied by con-
voy, the sustained sea speed may be less than
10 knots, at the diseretion of the Arbitrator. -

10. If at any time the Arbitrator finds that
accurate plotting will delay him more than
usual, he will exercise his discretion in decid-
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TABLE IIT.—Miscellaneous.

Wireless signaling is at the discretion of
the Arbitrator; the maximum limit of such
signaling is 30 miles.

The speed of homing pigeons is 50 miles per
hour; the maximum limit of range is 50 miles
over water, 300 over land. When dispatched
in groups 50 per cent may be allowed sue-
cessful; all at the discretion of the Arbitrator.

The limit of search-light signaling is 30
miles, at the discretion of the Arbitrator.

Visibility of smoke: Of g single ship, 15
miles; of a squadron, 20 miles; of a fleet of
over thirty ships, 30 miles; all at the dis-
cretion of the Arbifrator,

Night signals, Very Code, may be read up
to 6 miles; Ardois Code, from 3 to 4 miles.
Day signals, Army and Navy Code, 3 miles.

Cannonading may be heard 10 miles.

SECTION IV,

CRITICI

e

SMS AND SUG

GHSTIONS.
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