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New Russo-Japanese War Scenarios for Tsushima (S&T 130) 

Aside from the decisive Battle of Tsushima, the Russo-Japanese War of 1904-05 saw one other large-scale naval clash as well as a number of smaller engagements. Scenarios are presented for several of these actions using the Tsushima game from S&T 130, as follow: 

· Scenario A1. Action off Chemulpo: For Honor Alone. (Feb 9, 1904)

· Scenario A2. Battle of the Yellow Sea. (August 10, 1904)

· Scenario A3. Flight of the Novik. (August 20, 1904)

· Scenario A4. Alternative #2 for The Battle of Tsushima. (May 27, 1905)

· Scenario A5. Death of a Lady. (May 28, 1905)

· Scenario A6. Remains of the Day. (May 28, 1905)

Note that these scenarios employ special map configurations to recreate the influence of nearby land on these battles. Also note that these scenarios have had but little playtesting.

Finally, other scenarios also might be developed using the Tsushima game. Examples include individual parts of the Battle of Tsushima, such as the late afternoon cruiser action or the early evening attack on the crippled Suvarov by the old Japanese cruisers, as well as battles from the 1890s such as the Sino-Japanese Battle of the Yalu (which featured several of older Japanese ships from Tsushima, including the ACD Chin Yen in Chinese hands) or Dewey’s attack at Manila from the Spanish-American War. 

Scenario A1. Action off Chemulpo: For Honor Alone. Feb 9, 1904 (midday)

The Russo-Japanese War began on February 8 with a surprise Japanese torpedo attack on the Russian battleships anchored at Port Arthur and an amphibious landing at the Korean port of Chemulpo (now called Incheon). Two Russian ships, the new protected cruiser Varyag (Viking) and the old gunboat Korietz (Korea), were anchored at Chemulpo amidst warships of several neutral nations. Japanese Admiral Uriu, in command of the Chemulpo invasion fleet, gave the Russians 24 hours to leave port. The next day they sailed despite the overwhelming odds against them of ever reaching open sea. The two ships cleared the harbor, battled Uriu’s cruiser fleet in the outer roads for an hour, and, when they could fight no longer, limped back to port to be scuttled. Since this battle, the Russian fleet always maintains a named Varyag and one named Korietz.

Time: The battle begins at 1:00 pm and lasts until the Russian ships are sunk, escape to sea, or return to port.

Wind: probably insignificant in Chemulpo channel. Alternatively, roll for wind.

Sun: not a factor.

Visibility: 17 hexes (not a factor)

Initiative: Japanese

Map Layout: North is at top. Of the six rectangles created by the map folds, cover the upper half of the upper left two rectangles (2601-2609-5509-5501) with paper, as they represent land (Ritchey Is). The lower half of these rectangles, plus the lower 3 rectangle is open sea. The right edge (70xx hexrow) of the map is land. The initial action will take place in the upper right rectangle, which more or less represents the outer roads at Chemulpo. The right (eastern) edge of this rectangle is land, as is the upper (northern) edge from 5501 to 6501 and the bottom (southern) edge from 6317 to 7017. Any ship that enters any land hexes must stop immediately and roll on the torpedo damage table as if it collided with a capital ship (see 7.23-7.25). It is considered to have run aground and may not move or change facing for the remainder of the game (but it can’t be sunk, even if all hull boxes are lost). Hexes 6404 (Yodolmi Is.) and 6313 (South Watcher Is.) are small islands. The Korietz and Japanese DD flotilla may enter either hex, but any AC or PC that enter these hexes will run aground. Hexes 6601 to 7001 represent the mouth of the channel to Chemulpo. Be sure to retain the proper configuration of land and islands if the position of the ships is shifted in order to keep them on the map.

Special Rule: Ignore extra “Fire” hits indicated for Russian ships on the Damage Tables, as the Japanese ships did not yet employ their special high-explosive Shimose shells.  Also, before the game starts the players should decide which version of the Korietz will be used. The weaker-gunned version is probably correct, but it’s more fun to use the stronger one, which assumes the guns were upgraded over the years since launching.

Set Up: Imperial Japanese Navy

AC Asama (R. Adm Uriu), AC Chiyada  
5902, direction 3, speed 0

PCs Naniwa, Niitaka



5803, direction 3, speed 0

PCs Takachito, Akashi


5703, direction 3, speed 0

First DD Flotilla A



5702, direction 3, speed 0

Set Up: Imperial Russian Navy

PC Varyag (Capt. Rudneff), GB Korietz
any hex 6601-7001, direction 4, speed 3/3


Victory Conditions: The Japanese player wins if he sinks both the Varyag and Korietz without losing any ACs or PCs. Any other outcome is a Russian victory. Consider a Russian victory to be strategic if he sinks any Japanese PC or AC, operational if the Varyag escapes to open sea, or tactical (moral) if either or both ships exit the map via 6501-7001 after taking significant damage and return to Chemulpo for scuttling (thereby denying the Japanese a prize ship). “Escape” is defined as being out of range or visibility, whichever is less, of any enemy ship of equal or greater class while able to make equal or greater speed than such enemy ships.

Scenario A2. Battle of the Yellow Sea. August 10, 1904 (midday)

As 1904 wore on and the Japanese Army pushed towards Port Arthur on land, the Tsar personally ordered the Russian battle fleet to leave port, fight through the Japanese naval blockade, and shift its base to Vladivostok. Admiral Vitgeft, who took over command after the death of Makarov, reluctantly readied all available Russian ships and put to sea on August 10, 1904. The Japanese didn’t expect a full sortie, and if not for a lucky hit on the Russian flagship that killed Vitgeft and threw the fleet into confusion, the Russian ships probably would have escaped to Vladivostok. Instead, most of the fleet returned to Port Arthur, to be destroyed by cannon-fire from land over the next several months.

Time: The scenario starts at 1:00pm and lasts until 8:30pm. Note that after the sun sets at 6:30pm, the visibility automatically is reduced by 1 hex per turn until full dark at 8:30. 

Wind: roll

Sun: The sun occupies the western map edge from 5:15 to 6:30pm (as for the Tsushima scenario).

Visibility: 18 hexes

Initiative: Russia 

Map Layout: The top edge of the map is north. Lay a piece of paper diagonally across the upper part of the upper left rectangle of the map formed by the map-folds, from hex 4001 southwest to hex 2617. This represents part of the coast of the Liaotung Peninsula. The entrance to the harbor at Port Arthur is at hex 3210. The rest of the map is open sea. Ships may leave the map to the south, where there is one additional map worth of sea with land (Shantung Peninsula) fixed all along its lower (south) edge. Ships may exit to the east, where there is any amount of open sea. Ships may not leave the map to the north or west. Ships that enter land hexes are considered to run aground as per Scenario A1, except that Russian ships (only) may enter Port Arthur (3210) and be removed from map.

Special rule: Ignore extra “Fire” hits indicated for Russian ships on the Damage Tables, as the Japanese ships did not yet employ their special high-explosive Shimose shells.  

Set Up: Imperial Japanese Navy

1st Division (Adm. Togo)—note: sources differ as 1st Div. location at start of battle

BBs Mikasa (F), Asahi


4904, dir 5 (or 4521, dir 2), speed 2/2 

BBs Fuji, Shikishima



5004, dir 5 (or 4422, dir 2), speed 2/2

ACs Nishin, Kasuga



5103, dir 5 (or 4322, dir 2), speed 2/2

First DD Flotilla A



5202, dir 5 (or 4423, dir 2), speed 2/2

First DD Flotilla B



5301, dir 5 (or 4323, dir 2), speed 2/2

3rd Division (V. Adm. Dewa)

PCs Kasagi (F2), Chitose


3624, dir 1, speed 2/2

PCs Otawa, Niitaka



3625, dir 1, speed 2/2

Second DD Flotilla A



3626, dir 1, speed 2/2

Second DD Flotilla B



3627, dir 1, speed 2/2

5th Division (V. Adm. Kataoka)—note: purely a guess as to 5th Div. location

PC Itsukushima (F3), ACD Chin Yen
enter any hex, 2634-4034, dir 2, speed 2/2

PCs Matsushima, Hashidate


in line behind Itsukushima and Chin Yen

Third DD Flotilla A



in line behind Matshshima and Hashidate

Third DD Flotilla B



in line behind Third Flotilla A

Set Up: Imperial Russian Navy

Far East Squadron (Adm Vitgeft)

BBs Tsesarevich (F), Retvizan

3712, dir 3, speed 2/2

BBs (F2) Pobyeda, Peresvyet


3612, dir 3, speed 2/2

BBs Sevastopol, Poltava


3511, dir 3, speed 2/2

PCs Pallada (F3), Diana


3411, dir 3, speed 2/2

PCs Askold, Novik



3310, dir 3, speed 2/2

1st DD Flotilla A*



3611, dir 3, speed 2/2

1st DD Flotilla B



3510, dir 3, speed 2/2

2nd DD Flotilla A



3410, dir 3, speed 2/2

2nd DD Flotilla B



3309, dir 3, speed 2/2

* 1st DD Flotilla A has 4 ships, like 2nd DD Flotilla A. Modify Fleet Sheet accordingly.

Victory Conditions: Winner is determined on points. In addition to points won for sunk ships, the Russian player scores the VP value of each Russian ship that escapes the map to the east (see Scenario A1 regarding “escape”), and the Japanese player scores the VP value of each Russian ship that returns to Port Arthur. 

Scenario A3. Flight of the Novik. August 20, 1904 (afternoon)

Following the Battle of the Yellow Sea, the fast Russian cruiser Novik escaped and sailed for Vladivostok by way of the La Perouse Strait. Before running the Strait, the Novik put in to the small port of Korsakovsk on Sakhalin Island for water and coal. Two Japanese cruisers guarding the Strait caught up with her there. After a short fight, the captain of the overmatched Novik ran her aground to avoid capture.

Time: The scenario starts at 4:30pm and lasts until 8:30pm. Note that after the sun sets at 6:30pm, the visibility automatically is reduced by 1 hex per turn until full dark at 8:30. 

Wind: roll

Sun: The sun occupies the western map edge from 5:15 to 6:30pm (as for the Tsushima scenario).

Visibility: 18 hexes

Initiative: roll

Map Layout: The top edge of the map is north. The left (west) and top (north) edges are considered land (Sakhalin Is). If ships exit this map, consider there to be three additional maps: one due south (with land—Hokkaido—along its south edge), one due east (with Sakhalin Is. along its north and east edges), and one to the south of eastern map (with sea on all sides). Ships may escape to the open sea either from 1) the west of the lower left map (to the Japan Sea and Vladivostok) or 2) to the east or south of the lower right map (to the North Pacific). Hex 7001 represents the mouth of Korsakovsk harbor. Ships that enter any other land hex beside 7001 are considered to run aground as per Scenario A1. 

Special rule: Ignore extra “Fire” hits indicated for Russian ships on the Damage Tables, as the Japanese ships did not yet employ their special high-explosive Shimose shells.  

Set Up: Imperial Japanese Navy

PC Tsushima




anywhere on south edge (xx34), speed 3/3

Set Up: Imperial Russian Navy

PC Novik




7001, dir 4, speed 3/3

Reinforcements

PC Chitose




arrive hex 2634 at 6:00pm, dir 2, speed 3/3

Victory Conditions: The Japanese player wins by sinking the Novik without loss of either of his ships. The Russian player wins a tactical victory by escaping to the west, an operational victory by sinking either Japanese ship, and a strategic victory by sinking a Japanese ship and escaping to the west. The game is a draw if no Japanese ship is sunk and the Novik escapes to the east or is run aground on Sakhalin island. 

Scenario A4. Alternative #2 for The Battle of Tsushima (the daylight action) 

This alternative scenario assumes Admiral Roshestvenski successfully deployed the Russian fleet into line abreast formation before joining battle. This alternative may be used with any of the existing Tsushima Scenarios 24.2, 24.3, or 24.4, for which all regular rules apply. The only change is a revised set-up for the Russian Fleet, as shown.

Set Up: Imperial Russian Navy 

BBs Suvarov (F), Alexander III 

3431, direction 2

BBs Borodino, Orel



3330, direction 2

BBs Osliabia (F), Sissoi Veliky

3230, direction 2

BB Navarin, AC Admiral Nakhimoff

3129, direction 2

BBs Nikolai I (F2), Graf Aspraskin

3029, direction 2

ACD Admiral Seniavin, Admiral Oushakov
2928, direction 2

PCs Oleg (F), Aurora



as Scenario 24.2

ACs Dimitri Donskoi, Vladimir Monomakh
as Scenario 24.2

PC Almaz




as Scenario 24.2

PC Svietlana (F)



as Scenario 24.2

2A DD Flotilla



as Scenario 24.2

2B DD Flotilla



as Scenario 24.2

Transport Group A



as Scenario 24.2

Transport Group B



as Scenario 24.2

PCs Jemtchug, Izumrud


3532, direction 2

1A DD Flotilla



3433, direction 2

1B DD Flotilla



3333, direction 2

Scenario A5. Death of a Lady. May 28, 1905 (dawn)

The morning after the battle of Tshushima found the Japanese cruisers Otawa and Niitaka chasing the damaged Russian cruiser Svietlana north along the eastern shore of Matsushima Island. The Japanese sunk the Svietlana in a short, fierce battle.

Time: Play starts at 9:00am and lasts until the Svietlana is sunk, ran aground, or escapes. 

Wind: direction 4. Apply rough seas rules as for Tsushima scenario.

Sun: already up

Visibility: 17 hexes

Initiative: Japanese

Map Layout: The right (hexrow 70xx) edge of the map is north. The west (long) edge is considered land (Korea). Ships may leave the map to the north, east, and south. If the maps are shifted, the land along the west extends both north and south. Ships that enter land hexes are considered to run aground as per Scenario A1. 

Special Rule: Svietlana starts the scenario with one speed hit.
Set Up: Imperial Japanese Navy

PCs Otawa, Niitaka



2634, dir 2, speed 5/4

Set Up: Imperial Russian Navy

PC Svietlana (Commodore Shein)

3528, dir 2, speed 4/4

DD Buistry




4829, dir 2, speed 4/4

Reinforcements

DD Marukamo
arrive anywhere on east edge of map at 9:30am. Specify hex at 9am. Any dir, speed 

Victory Conditions: The Japanese player wins by sinking the Svietlana without loss of either of his PCs. The Russian player wins a tactical victory by escaping to the north, an operational victory by sinking either Japanese ship, and a strategic victory by escaping and sinking a Japanese ship. The game is a draw if no Japanese ship is sunk and the Svietlana is run aground on Korea.

Scenario A6. Remains of the Day. May 28, 1905 (dusk)

The last Russian ship to be run down immediately after Tshushima was the old armored cruiser Dimitri Donskoi. She raced north from the battle heading for Matsushima Island, but didn’t quite make it. 

Time: The scenario starts at 7:00pm and lasts until the Dimitri Donskoi is sunk, runs aground, or escapes. Note that the sun has set and the visibility automatically is reduced by 1 hex per turn until full dark at 8:30.

Wind: direction 3. Apply rough seas rules as for Tsushima scenario.

Sun: The sun has already set. 

Visibility: 13 hexes (dusk is falling)

Initiative: Japanese

Map Layout: The top of the map is north. Hexes 4101 to 5001 are considered to be the south shore of Matsushima Island. Ships may leave the map in any direction. Matsushima Island extends 10 hexes to the north (i.e., it is a square, 10 hexes on a side). Ships that enter land hexes are considered to run aground as per Scenario A1. 

Set Up: Imperial Japanese Navy

PC Otawa, Niitaka
south edge west of row 52xx, dir 2, sp 5/4

Set Up: Imperial Russian Navy

AC Dimitri Donskoi (Captain Lebedev)
6230, dir 1 or 6, speed 4/3

DD Biedovy




south edge between 2634 and 4034

Reinforcements

PCs Naniwa (V. Adm Uriu), Takachiho
7:07, south edge, east of row 61xx, dir 1, 4/4

PCs Akashi, Tsushima
7:07, in line behind Naniwa and Takachiho

AC Asama
7:45, south edge, east of row 61xx, dir 1, 5/5

2A DD Flotilla
8:00, south edge, east of row 61xx, dir 1, 7/7

2B DD Flotilla
8:00, in line behind 2A DD Flotilla

Victory Conditions: The Japanese player wins by sinking the Dimitri Donskoi without loss of any of his ships. The Russian player wins a tactical victory by escaping to the north, an operational victory by sinking any Japanese ship (other than DD), and a strategic victory by escaping and sinking a Japanese ship. The game is a draw if no Japanese ship is sunk and the Dimitri Donskoi is run aground on Matsushima Island.  

Optional Rules: Play this scenario after Scenario A5. PCs Otawa and Niitaka enter the map with any damage they suffered in that game less any repaired in 6 rolls (each) on the “Repairing Damage” table (see 20.0). Delay the entry of each ship by two turns for each speed point lost in the battle with the Svietlana.

Also, historically the DD Biedovy was carrying the badly wounded Russian Admiral Roshestvenski. If desired, allow the Russian player to win a tactical victory if the Biedovy escapes but the Dimitri Donskoi is run aground and no Japanese ship is sunk.

Ship Data for New Russo-Japanese War Tsushima Scenarios

Imperial Japanese Navy

DD Marukamo: as First DD Flotilla A except one torpedo factor, 1 AT factor (all around, range 4), 1 hull, 1 VP

Imperial Russian Navy

PC Varyag: arrangement similar to AC Rurik but with only 4x broadside light guns (2x factor 3, 2x factor 2, all range 8). Other changes: armor IV, flotation C, 2x factor 2 AT guns, 9 hull, speed 6/5, 8 VP

GB Korietz: armor V, flotation A, one aft (only)-firing torpedo factor, 2 medium gun locations (factor 4 ea, range 10) arranged like forward mounts of Rossiya or Gromoboi, 2x broadsides AT (factor 1 ea, range 5), aft light gun turret (factor 1, range 8) like Dimitri Donskoi or Vladimir Monomakh, 3 hull, speed 3/3, 4 VP. 

GB Korietz (alt): as above except 2 forward gun locations rate each as 3-factor light guns and aft location rates as 2-factor, all range 7. AT guns range 5. 3 VP. (Korietz, which dated from 1888, probably mounted old guns like those on AC Admiral Nakhimoff).

BB Tsesarevich: as BB Suvarov (prototype of class), 16 VP

BB Retvizan: as BB Suvarov except 15 hull and speed 5/4, 16 VP

BBs Pobyeda, Peresvyet: same as BB Osliabia

BBs Sevastopol, Poltava: arrangement similar to BB Suvarov except flotation C, AT factor 1/1, 13 hull, speed 4/3, 14 VP

PCs Pallada, Diana: sisterships to PC Aurora 

PC Askold: arrangement similar to PC Oleg or Bogatyr, but with 2x additional broadsides light gun locations (one per side, factor 3 ea). All other light gun locations are factor 2, AT guns are factor 3, 8 hull, speed 6/5, 8 VP

PC Novik: as PCs Jemtchug, Izumrud except speed 6/6

DDs Buistry, Biedovy: as 1st DD Flotilla A except one torpedo factor, 1 AT factor (all around, range 4), 1 hull, 1 VP

AC Bayan: arrangement similar to BB Sissoi Veliky, but with armor III, 2x factor 4 medium guns (range 10) in turrets, 4x 3-factor light guns (range 8) in casement, 2x 4-factor AT guns (range 4), 10 hull, speed 5/5, 10 VP

Additional Counters for New Russo-Japanese War Tsushima Scenarios (16x)

Japan (red with white print)

   DD Marukamo, 7/7, Z

Russia (green with gold print)

   PC Varyag, 6/5, IV

   GB Korietz, 3/3, V

   BB Tsesarevitch, 4/4, I

   BB Retvizan, 5/4, I

   BB Pobyeda, 4/4, II

   BB Peresvyet, 4/4, II

   BB Sevastopol, 4/3, I

   BB Poltava, 4/3, I

   PC Diana, 5/5, IV

   PC Pallada, 5/5, IV

   PC Askold, 6/5, IV

   PC Novik, 6/6, V

   DD Buistry, 7/6, Z

   DD Byedori, 7/6, Z

   AC Bayan, 5/5, III
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