Tsushima Variant “To Hit” Table (11-66)
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Variant “To Hit” Table (11-66) for Tsushima, S&T 130

If you don’t have 10-sided percentile dice handy, you can use this variant “to hit” table for Tsushima with two 6-sided dice of different colors. Roll one die to get the number of 10s and the other die to get the number of 1s, which will give results from 11 to 66. The appropriate modifications for range, orientation, speed, and other factors also are listed below, in terms of COLUMN SHIFTS. Note that these are not direct subtractions from the number generated (the 11-66 method gives base-6 numbers, so subtracting one number from another is not as straightforward as usual), but shifts applied to column indicated by the number rolled (e.g., a roll of 31 falls in column 13. A shift of –5 would change this result to column 8, not die roll number 26). Just apply the modifiers as column shifts (the columns are numbered to make this easy) and you’ll get the correct results. 

Notes:

1. This variant table gives the same distribution of hits as does the 1-100 table in the original Tsushima rules, but with less fine detail of results and modifiers (because there are only 36 results possible with 11-66 rolling, as opposed to 100 results with 1-100 rolling). 

2. For any modifiers not indicated below, take the original 1-100 modifier number (say +5), convert it to a percent (0.05) and multiply this times 36 (the new number of columns) to obtain the correct column shift for this variant table (+2 in this example). Round to nearest whole number.

Modifiers (Column Shifts) for Variant “To Hit” Table (11-66)

  Range and Target Orientation (Column Shifts)

  Speed (Column Shifts)

            Other Factors (Column Shifts)




	Range 

(hexes)
	Range 

Modifier
	Bow/stern

Target Heading

	1
	-18
	-7

	2
	-14
	-7

	3
	-11
	-7

	4
	-9
	-5

	5
	-7
	-4

	6
	-4
	-3

	7
	-2
	-2

	8
	0
	0

	9-10
	+3
	0

	11 +
	+5
	0

	 Target 

 Speed
	Speed Modifier

	2-2
	-2

	2-1
	-4

	1-1
	-5

	1-0
	-7



+1 per 3 “Fire” counters on firing ship (round up)


+2 if two or more ships firing on same target


+4 if main guns fire on two different targets

Variant To Hit Table (11-66)

Cross-index number of gunnery factors (GF) against 11-66 die roll and apply any column shifts due to range, target speed or orientation, or other factors. Number in italics is number of hits. Roll this number of times on appropriate Damage Table as usual. See additional notes below. 

	GF
	<3

hex
	4

hex
	Die Roll (11-66)

	
	
	
	11
	12
	13
	14
	15
	16
	21
	22
	23
	24
	25
	26
	31
	32
	33
	34
	35
	36
	41
	42
	43
	44
	45
	46
	51
	52
	53
	54
	55
	56
	61
	62
	63
	64
	65
	66
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	5
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	7
	6
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	1
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	8
	6
	5
	3
	3
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	1
	1
	1
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	9
	6
	5
	4
	3
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	1
	1
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	10
	7
	5
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	7
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	8
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	8
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	9
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	20
	9
	8
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	1
	2
	3
	4
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	6
	7
	8
	9
	10
	11
	12
	13
	14
	15
	16
	17
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	19
	20
	21
	22
	23
	24
	25
	26
	27
	28
	29
	30
	31
	32
	33
	34
	35
	36

	
	Column Number (use for applying modifiers for range, facing, speed, etc)


Notes

1. GF is short for Gunnery Factors. Roll separately for each type (Heavy, Medium, Light, Anti-Torpedo Boat), totaling all factors of that type.

2. Use “<3 Hex” column if modified “to hit” result falls in column 1 or less AND range is 3 hexes or less.

3. Use “4 Hex” column if modified “to hit” result falls in column 1 or less AND range is 4 hexes.

4. Unmodified roll of 11 always scores at least 1 hit at any range and any time as long as target is in range and can be seen.

5. Optional Rule: For unmodified roll of 66 for Heavy or Medium gunfire, roll on “Broken Gun Breech Table” per Section 18.0.
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