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RULES FOR THE WAR GAMES.
SECTION 1.

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 fire. The Arhi-
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 hegin-
ning of the turn. Special curves are pro-
vided, showing the {rack 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 Arbifrator.

The score wands are marked with gun-fire
values for every weight of fire from a single

()
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A player wishing to five a torpedo will des-
ignate the position at the moment of firing,
expressed in ceconds from the beginning of
the move, and the arc of train of the tube,
either to port or starboard, reckoned in
‘“points” from right ahead. Then the line
drawn on the game board from this desig-
nated position fo the target shows the angle
of impact in “points.” Plotting on the tor-
pedo card with the angle of impact in points,
and the time of firing in seconds, will indicate
the “zone of chance” within which the shot
falls. The die is then thrown with the
chance offered by this found zone, to deter-
mine whether the shot is su ceesstul.

To begin the game, each player writes upon Method

his score card fwo MOVES, of o half minute
each, making use of the proper gymbols.
‘When these moves are written and submitted,
the Arbitrator directs the players to plot the
first move. Gun fire is then scored.

At the next call from the Arbitrator, each
player writes the third move, and, when this
is submitted, the second move is plotted and
properly numbered; and so on to the close of
the game.

In this way the players are committed to
one move, of a half minute’s duration, in
advance of what is plotted.

This method simulates, as near as may be,
that interval of time which a ship commander
requires to detect the probable intention of
the adversary, and to plan a counter move;
and during this interval the ghip stands on.

The position at the close of every move is
marked by a small circle inclosing a figure
indicating the number of the move; thus, @.

of
Play.
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moves as the limit for that game, before com- % o
i | : AP
mencing to play. ] ommanders. rers.
neing to play Two fleef comms Also act as mover Players.
RULES FOR THE DUET, 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 p
is one-half minute,

3. Whenever the Arbitrator calls for move,
each player must 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,
6. When a ship changes 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
write on his move the locat
whether to starboard or
firing, in seconds, froni the beginning of the
move; and the arc of train of the tube, in
““points,” from right ahead. Then the Arbi-
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,
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white. The ¢ bow and quarter line » ig the
dividing line for distinguishing between Droad-
the diagonal lines of the

side and end-on;
small holes, arranged in quincunxon theboard,

assist the eye in determining the kind of fire
and the kind of target presented, whether
end-on or broadside.

The scale-turning curves used in moving the
ships, when any change of direction is made,
show the turning curves of the Kearsarge and
Kentucky, as determined during Jagt sum-
cruise of the North Atlantic Squadron.
1 the scale of the board,

and for any angle of turn from 1 point to 16
points, the distance and direction of a single
move of 2.5 minutes. The present cards are
constructed for two gpeeds, 12 knots and 14.4

knots.
Qeore cards are
of gun fire against ghi

mer’s
These cards show, 0

used for checking up points
ps as the game pro-
gresses.

Metal rings are ased in indicating ships
whose gun fire has been reduced 50 per cent,
by having 500 points seored against them.

A battle signal code, and torpedo cards and
dice are used, though the latter not generally

in this game.

The limit of gun-fire v
yards, which is the approxima
score wand. Firing does not begin m1
is made to that effect.

The arrow on the dumb compass flies with
the wind. The direction of the wind is con-

sidered by the Arbitrator in making decisions
drift of ships, or interference

te length of the
1til signal

regarding fog,
of gun fire by smoke.

ange used is 6,000 Gun Fire
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ame is usually played in Mélée.
open water, with free maneuvering distance
between the fleets at all times. Should the
feets approach very close to each other, or so
as to involve actual colligion hetween them,
{he Arbitrator may (a) close the game at once
and give a decision, OT (b) work out the situa-
tion to a finish, under the Rules for the Mélée.
Mined channels are named in the particular
problem under consideration. The mines will
be indicated to the Arbitrator, but will not be
visible on the board; and ships will be disabled
or sunk at the discretion of the Arbitrator.
gubmarine torpedo boats may be used by the
defense in the games for interior waters. 1If
allowed by the particular problem under con-
sideration, they are maneuvered according to
the Rules for Submarines.
FOR THE FLEET TACTICAL GAME.
game, each fleet
to the Arbitrator
flying the flags of
d of the second in

The fleet tactical g

RULES

1. Before beginning the
commander will indicate
which particular ships are
the commander in chief an
command.

The flag may nob
unless the fleet be
time as the Arbitr

2. The speed of the

be shifted during the game
stopped, and {hen for such
ator may decide necessary.
fleets is discretionary;
ugually 12 or 144 knots; these being most
convenient for moving on thescale of the board.
3. Evolutions may be performed only in -
obedience to signal; these, or signal numbers,
must be written and cubmitted to the Arbi-
trator by the fleet commander whenever called

for.
‘The exception is, change of direction of the
head of column when a Aagship is.}leading.

Subma-
rine
Mines.

Subma-
rinez.

@
!
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but not yet given to the umpire for execution;
se the fleet stands on for that move.

10. If a flagship is leading, it is unneces-
sary to annul a gignal for change of direc-
tion of head of column, when it is desired to
make a greater or less change of direction than
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
convenienge in scoring, 1,000 points.  Upon
receiving500 points a ship’s efficiency of gun
fire is reduced one-half, and thereafter her
offensive power of gun fire is divided by two
in scoring. When not in dicated 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 (500 points geored
against her and her gun fire is reduced one-
half, it is indicated by placing a small metal
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 hears at least 2 points,
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decide the offects of torpedo fire, following as
far as pmct-icable the torpedo rules of the
Duel Game.

20. The game
determined at the
1f the fleets come
minent, the game =
rule, at the end of the
fleets come in contact.

tion of the vessels when the
may be transferred to the other board and
fonght out ander the «Rules for the Mélée.”
21. The value of the fire of forts ig shown
on the game hoard in proper arc and multiple,
and is expressed in figures, the «“hattle ship”
heing the unit. The proadside fire values of
the battle-ship score wand will be used to score

their five.

292. The effect of ship fire
measured as follows, ViZ: It a fort receives
300 points during any one move, its fire for
the succeeding mMOVe is reduced by one-half;
if it Teceives 500 points, it is silenced for the

queceeding MoOve.

e stopped and the gcore
f the Arbitrator.
o mélée is im-
s a general
the

may b
diseretion 0
together and
hould be closed, &
last move before

1f desired, the POsi-
game 18 closed

upon forts will be

TULAR RULES FOR SUB}‘[ARINES.

PARTIC
arines 18 limited to the

t-han% points, the

having 8, the gun-fire s g i

C]:T;Gl,nt%u:];jiﬁ _th.e turn Wﬂ;c}? ;i:&ﬁgegf;hose j 1. The use of subm ; : .

a Steady' o ‘?mmg ships that have pres 0 per | defense, but the fact only of their possession,
el Hac?e retain full values, Bexved and not of th.ew use by the defense, 18 known

s i SC-(]?}], at distances Jess than ¢ to the attacking force-

discretion )fﬂ g “_”a“d may be discarded el 2. The speed of a gubmarine is 7.2 knots.

decide ébrbi::m F.?e Arbitrator,Ywho lnja ali[the 3. Whenever 2 qubmarine runs awash to

6019, Tni Gase:(j;)p{) gﬁriiict of each m(?;& e I{ within 400 yards ut the. t-arg(;et without discov-
b yarda ot conl o g vessels approach within ery, the cha.nces.ot a hit rfl(uy‘hc taken' as 11in

ch other, the Arbitrator m :; )I 3. and the guestion of a hit will be decided by
i the Arbitrator.

20002—2
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4. If a submarine he 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 1in 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 MiLig,

1. Each 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 so
close as to prevent tactical maneuvers, the
Arbitrator declares “Close action.” Vessels
are then maneuvered by their captains, irre-
spective of fleet tactics, No signals can then
be understood in less than five moves,

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

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

7. Bither commander i chief may signal
“Follow movements of commander in chief,”
providing the leading ship ig 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 “Cease fir-
ing” or “*Commence firing,” unless orders to
the contrary are given by commander in chief.

10. Ghun fire will he counted against nearest
enemy’s vessel on which guns will bear. Con-
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SECTION 1L
e
THE STRATEGIC GAME:

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

Charts of the theater of operatio
entral, or Arhitrator’s; roONL;
commander i1 ¢hief, and one
{ a detached force.

sary,one for the ¢
one for each fleet
for each commander O
The Arbitrator, attende
record, npon the chart before him, of all move-
ments and positions of the forces of both gides.
He announces, in accordance with the rules,
the time and duration of each move. He notes
and records the information brought by the
umpires for each side and issues guch informa-
tion and makes guch decisions as he deems
proper. .

THis decision i8 absolute. :

Upon the charts of the fleet commander of
ach side, as well as upon thosge of any com-
manders of forces detached from the Flag, are

- plotted the positions of the various forces ab
the end of every move OC at any other time, as
may be directed by the Arbitrator. These
positions are traced and transferred to the
Arhitrator’s chart by the umpires for the

MThe courses of ghips, or

respective sides.
ot be drawn on the tracing

groups of ships, mu
paper in full.
(21)

s, the larger Prepara-
tion.

ns are neces- Charts.

d by his aids, Ykeeps Arbitra-

tor.

Fleet
Com-
manders
and
Umpires.



Framing

of

The umpires, one for each side, are the sole
means of communication between the Arbi-
trator and the players. They are careful to
refrain from comment or critieism at 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.
Special care should he observed by the fleet

b dCRmanders, ot orily in writing the plan sub-
roers.

Imple-
ments,

mitted to the Arbhitrator before the game, hut
in the framing of all orders to subordinates,
whether prepared beforehand as part of the
plan or written du ring the progress of the game.
The orders should bhe correct, not only in sul-
stance, but in form,
At the Arbitrator’s table are kept, for refer-

eLce use, a record board, showing the number
Weather,

ete.

Moves.

of the move and other data concerning the
game, a cable and consulate map, a clock and
& spinning arrow, the last to determine the
direction of the wind and the kind of weather,
which shall be established by the Arbitrator,

RULES FOR THE STRATEGIC GAME.

1. The length of time represented by a move
is at the discretion of the Arbitrator,

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 are then
announced. Within five minutes each Player
must plot on his chart the change of position

of his forces.
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oach other, and remal
for more than an &
cided, at the opthn o‘hl
relative number of po

g valued.

95

ed positions be nob

e 118{11111121110Wed, guch posi-

five minuates

unchanged.

ls sight each
yvessels W

other, the moves

When vesse 11 be reduced to

‘t. | ) .1 ' | ‘b‘ 1ra-
[lee‘ 1 ‘]1.]. 1 6:: law the Ol)thH Of thb‘ Ar it
& 2
b()[, llﬂhll]. a (.i.('}

ision regarding thelln is 111@((;'1&.)
. oS ;15 come within 2 ;
i Vb%’ds within 4,000 yards,p
e within these distances
3 the action will be ;116;3
he Arbitrator, by 11
which each vesse

Duels.
9. If armor
ards, or nnar
hour,
tis ab
mit a tele- Tele-

e graphic
r friendly el

ol wishes to trans

8
o L e L a consul o

o ]' o 1o i

rrap Y& nessa oe ti rotgE - aac At (1(‘ : ‘- o
I 5 g i c s ¥

age]] ST a2 11 eRsd a W o] “Sl &

‘e and one hour and
ion i rin daytime and g
i ]T? Otn ‘1311]::(1)1%: for each 1,000 1111.16135,(1’[11;1cl)e A
e ator, provide | L8
i eipt by operator, s
B rem'lpthr?m:;h the encmy’s 1‘{31 L
e fpt.asimfer b); boat and other delay
Time of trans e
T tlie Algltggler Tessages shoulil
coraphlc amn 3 o e
Au'zflig;n lqu, with the penu} %O'I;ct 11;0 59
e r(jlor to the gending side, subj
ing in colo B
Zc%utiny of the umpire.
y 4. The employment o
vessels, cable steamers, :
in the conditions of the p

hi g » Employ-
£ tugs, fishing, or Othin{ m;:]t 5
or colliers, not St‘dtﬁ-_f[ o
oblem, ig not e;llogz:id e
ust he fitte
T vessels are desired, they musb
If such ves ‘

C e 32
(0]

Ou.tv anber tlie amme -h.a‘s G()D'Lmen (3(_1 tlle All 1

g 2

p A zy
& 3¢ g OI1 ee C e
tI hOI de( l(ll. 1. 1 l h. 3 exa I] tl[ 12 W ]l(il’l lh()

eady for
ider tted out and read;
may be consider ed as fi

gervice.

t Destroy-
d as scouls gps and
: of be used as :
oats can 1 : aprving (18- Torpedo

B. Torpeﬁo b }};&y e used for carr y{;li’ween Ba'r;fs.

A o
T efyr sconting along shore be
hes or 10

pateh




24

the fleet and a squadron or fleet base. Tor-
pedo gunhboats, 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.
6. In cutting cables, an allowance of six
Cutting. hours shall be made for cutting near cable
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.

Cable

Fleet 7. Two forces meeting, with odds of 2 to 1,
Actions. the inferior will be removed from the game.
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
limit of the game in progress. The time occu-
pied by any of these actions is decided by the
Arbitrator.

Speed of 8. The maximum speed of three or more

Groups. detached ships up to six, is 2 knots less than
the maximum speed of the slowest class in the
group.

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

Summary  10. If at any time the Arbitrator finds that
Decisions. gecurate 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 a single ship, 15
miles; of a squadron, 20 miles; of a fleet of
over thirty ships, 30 miles; all at the dis-
crefion of the Arbitrator,

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.

SECT
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