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My favorite War at Sea game type was the closed box tourney.  There was a thrill in opening the box and 
wondering what your force was going to be.  Since there are no more closed boxes coming, I developed 
these rules as a way to try and recapture at least some of that feeling (without mixing every card you have 
in a giant pile and randomly drawing 10!).  The following rules can be used either singularly or in 
combination with each other.  The first half deals with fleet selection, and the randomizing of constraints 
on your fleet build.  The second half gives an option for alternate fleet deplyoments, designed to capture 
admirals heading to battle with the ships they have at hand, and the arrival of the remainder of the fleet at 
different intervals.

Fleet Selection

The following table relies on a pair of d6’s to put constraints on your fleet makeup.  While you can 
certainly roll for just yourself if you’re looking for an additional challenge, the idea is more that both 
sides will use the table.  Explanations for each category can be found below:

d6 1 2 3 4 5 6

1
60% 

Destroyer
50% 

Destroyer
40% 

Destroyer
40% 

Submarine
40% 

Torpedo
No Restriction 

| Roll Again

2
50% 

Destroyer
40% 

Destroyer
50% 

Submarine
50% 

Torpedo
No Restriction 

| Roll Again
40% 

Aviation

3
40% 

Destroyer
50% 

Submarine
60% 

Torpedo
No Restriction 

| Roll Again
50% 

Aviation
40% 

Cruiser

4
40% 

Submarine
50% 

Torpedo
No Restriction 

| Roll Again
60% 

Aviation
50% 

Cruiser
60% 

Cruiser

5
40% 

Torpedo
No Restriction 

| Roll Again
50% 

Aviation
50% 

Cruiser
40% 

Battleship
50% 

Battleship

6 No Restriction 
| Roll Again

40% 
Aviation

40% 
Cruiser

60% 
Cruiser

50% 
Battleship

60% 
Battleship

The percentage indicates the MINIMUM percentage of points your fleets requires of the stated 
type. Clarification for each is below, though they are generally self explanatory:

 Destroyer – Includes Destroyers and Motor Torpedo Boats
 Submarine – Any and all Submarines
 Torpedo – Includes any card that has a Torpedo attack
 No Restriction | Roll Again– Choose to build without any restrictions or roll again
 Aviation – Includes any Aircraft and any Aircraft Carriers
 Cruiser – Any and all Cruisers
 Battleship – Any and all Battleships



Example: You and your opponent decide on a 125 point battle. You roll a 4 and a 2.  This gives 
you 50% Torpedo. Since 125*.5 = 62.5, you must take 63 points of cards which have a 
Torpedo attack on them. Your opponent rolls 1 and 1, meaning they must take at least 60% of 
their points in Destroyers or Motor Torpedo Boat types. Since 125 * .6 = 75, your opponent 
will be bringing at least 75 points of Destroyers and/or Motor Torpedo Boats.

Finally, this type of selection relies heavily on the sportsmanship of both players.  It should not 
be used as a mechanism to try and gain an upper hand in fleet selection, but as a way to add a 
unique twist to your fleet selection, and a way to break out of any ruts you may have found 
yourself in.

Fleet Placement 

The other way to vary the battle is to change how the fleet arrives for battle.  To capture the sense 
that units are arriving to the scene of battle as fast as they can, each opponents fleet gets 
deployed only a few at a time.  This game type is best done with at least 200 points.

Once fleets have been selected, but before placement, roll a d6 for each card in your fleet.  The 
number rolled is the turn on which that card is brought into battle.  Your cards should be placed 
into 6 piles, one for each turn of what units will be brought in.  Opponents are allowed to see 
what units will be coming in what turn.  The table below shows the rows units are allowed to 
enter on each turn.  Basically, every second turn another row of deployment is allowed until your 
entire fleet is on the board in turn 6.  

Turn Enters Row(s) Allowed

1-2 1

3-4 1 - 2

5-6 1 - 3

Aircraft, Aircraft Carriers and Submarines

Aircraft cards are generally treated as any other unit card.  The exception is if the player is 
bringing one or more carriers.  The player can choose to try have aircraft arrive with the carrier 
instead of separately, but has to make the decision before rolling to determine when the unit will 
enter.  To bring a squadron with the carrier roll a d6.  On a 4-6 a squadron accompanies the 
carrier.  If your carrier can support more than one squadron and you want bring more, roll again.  
This time a 5 or 6 is needed for the squadron.  If you want to bring a final third squadron roll one 
last time, this time only a 6 allows you to bring the last squadron into play.

Submarines are allowed to enter the game in their normal area plus one extra row on turns 3 or 4, 
and 2 extra rows on turns 5 and 6.  Special abilities are only affected insofar as it limits the turn 
on which the submarine may enter, otherwise all special abilities remain unaffected.

Finally, the Shore Battery is physically placed on the first turn, but cannot commence fire until 
the turn it rolled for.


