The Royal Navy Additional Scenarios

adapted from Mare Nostrum (IES) by Michael Myers
Scenario MN 1:  Canale di Sicilia 1  (Hypothetical--June 12, 1940)

The British cruisers Gloucester and Liverpool with four DDs were sent to shell Tobruk.  The remaining British force covered the bombarding force, and then the entire fleet patrolled the Sicilian Channel searching for Italian convoys.  When the Italian Admiralty was notified of the presence of the British fleet, an Italian task force left port in search of the enemy, but no contact was achieved.  This hypothetical scenario simulates what could have happened if the two task forces had met.

Italians--heading in direction 2 at 4 MFs.


British--heading in direction 5 at 2 MFs:
All Italian ships enter through the North map edge.

All British units enter through the South map edge.

Parent Unit
Ship name



Parent Unit
Ship name

1 Div. CA
Zara




7 Sqn. CL
Caledon



Fiume






Calypso



Gorizia






Gloucester










Liverpool

3 Div. CA
Pola






Neptune



Trento






Orion



Bolzano






Sydney

8 Div. CL
Abruzzi




Escort DD
Imperial



Garibaldi





Hostile










Hasty

9 Sqd. DD
Gioberti






Ilex



Alfieri






Dainty



Oriani






Defender



Carducci





Juno










Jervis

11 Sqd. DD
Artigliere



Aviere



Camicia Nera



Geniere

12 Sqd. DD
Ascari



Carabiniere



Corazziere



Lanciere

16 Sqd. DD
Da Recco



Pessagno



Tarigo



Usodimare

Visibility is 14 hexes.  This is a daylight action lasting 15 turns.
Victory Conditions:  Victory is expressed as a ratio of victory points:



Marginal victory

Decisive victory
         Strategic victory
Italians

1 - 1


  1.5 - 1


2 - 1
British

2 - 1


  2.5 - 1


3 - 1
Any other result is a draw.
Scenario MN 2:  Operation Catapult  (Hypothetical--July 3, 1940)
Historically a large portion of the French fleet was attacked while it was still at anchor in Mers-el-Kebir port.  It suffered heavy damage and also losses among the crews.  This scenario assumes that the French had left the port before the arrival of the British force and were therefore able to engage the British while attempting to reach safer ports.
French--heading in direction 5 at 3 MFs.


British--heading in direction 3 at 3 MFs:
All French ships enter through the South map edge.

All British units enter through the North map edge.

Parent Unit
Ship name



Parent Unit
Ship name



Provence



Force H

Valiant



Bretagne





Resolution



Strasbourg





Hood


Dunquerque





[Ark Royal]



[Commandant Teste]




Enterprise



Mogador





Arethusa



Volta






Active



Tigre






Faulknor



Le Terrible





Forester



Lynx






Foxhound



Kersaint






Fearless










Escort









Wrestler










Keppel









Vidette










Vortigern

Visibility is 16 hexes.  This is a daylight action lasting 18 turns.
Victory Conditions:  
The French gain 2 victory points for each BB, BC, or CVS which they manage to exit off the North edge of the map.  They gain 1 victory point for each DL or DD unit they exit.  Victory is expressed as a ratio of victory points:



Marginal victory
           Decisive victory
          Strategic victory
French

2 - 1

    
3 - 1


  4 - 1

British

2 - 1

   
3 - 1


  4 - 1

Any other result is a draw.
Scenario MN 3:  Punta Stila  (July 9, 1940)

(See Greene and Massignami, The Naval War in the Mediterranean 1940-1943, pp. 65-81)
Italians--heading in direction 5 at 3 MFs


British--heading in direction 4 at 2 MFs

Parent Unit
Ship name
Starting hex

Parent Unit
Ship name
Starting hex

5 Div. BB
Cesare

DD27


Force A

Orion

U12



Cavour

EE27




Neptune

V12










Sydney (II)
W11

8 Div. CL
Abruzzi

T22




Gloucester
X11



Garibaldi
U22




Liverpool
Y10

4 Div. CL
Da Barbiano
X24


Force B

Warspite
AA10



Di Giussano
Y24










Nubian

within 1 hex

7 Div. CL
Di Savoia
X30




Mohawk

of Warspite



Duca D’Aosta
Y30




Hero





Montecuccoli
Z31




Hereward



Attendolo
AA31




Decoy

1 Div. CA
Fiume

V26


Force C

Malaya

CC10



Gorizia

W26




Royal Sov’n
DD10



Zara

X27



Pola

Y27




[Eagle]

3 Div. CA
Bolzano

T25




Hyperion
within 1 hex



Trento

U25




Hostile

of Malaya or










Hasty

Royal Sovereign

7 Sqd. DD
Freccia

within 1 hex



Ilex



Saetta

of 5th BB



Dainty










Defender

9 Sqd. DD
Alfieri

within 1 hex



Juno



Gioberti

of 1st CA



Jervis



Carducci





Vampire



Oriani

11 Sqd. DD
Artigliere
within 1 hex



Aviere

of 3rd CA



Camicia Nera

12 Sqd. DD
Ascari

within 1 hex



Carabinieri
of 1st CA



Corazziere



Lanciere

13 Sqd. DD
Alpino

within 1 hex



Fuciliere

of 7th CL



Bersagliere



Granatiere

14 Sqd. DD
Vivaldi

within 1 hex



Pancaldo
of 5th BB

Visibility is 16 hexes.  This is a daylight action lasting 8 turns.
Victory Conditions:  Victory is expressed as a ratio of victory points:



Draw

Marginal victory

Decisive victory

Italians

1 - 1

    2 - 1


  3 - 1

British

1 - 1

    2 - 1


  2.5 - 1

Scenario MN 4:  Operation Hurry  (Hypothetical--July 31, 1940)

While the Argus, escorted by four DDs, was carrying 12 Hurricanes to be flown off to Malta, Force H left Gibraltar both to create a diversion and to operate against Italian convoys en route to Africa.  Despite the fact that seven Italian submarines had joined the reconnaissance aircraft of the navy and air force, the British fleet was not spotted.  Neither did it spot the Italians.  This scenario simulates what could have happened of the opposing forces had come to blows.
Italians--heading in direction 4 at 3 MFs.


British--heading in direction 2 at 2 MFs:
All Italian ships enter through the North map edge.

All British units enter through the West map edge.

Parent Unit
Ship name



Parent Unit
Ship name

5 Div. BB
Cavour




Force H

Valiant










Hood

1 Div. CA
Zara






[Ark Royal]



Fiume






Enterprise



Gorizia






Arethusa










Delhi

4 Div. CL
Da Barbiano





Active



Cadorna






Faulknor



Di Giussano





Forester



Diaz






Foxhound










Fearless

7 Sqd. DD
Freccia






Escapade



Dardo






Wrestler



Saetta



Strale

8 Sqd. DD
Folgore



Baleno



Fulmine



Lampo

9 Sqd. DD
Gioberti



Alfieri



Oriani



Carducci

13 Sqd. DD
Alpino



Bersagliere



Fuciliere



Granatiere

14 Sqd. DD
Vivaldi



Pancaldo



Da Noli



Zeno

16 Sqd. DD
Da Recco



Pessagno



Pigafetta



Usodimare

Visibility is 14 hexes.  This is a daylight action lasting 13 turns.
Victory Conditions:  Victory is expressed as a ratio of victory points:



Marginal victory
       Decisive victory
        Strategic victory
Italians

  2 - 1

   
 3 - 1


  4 - 1

British

  1 - 1

   
 1.5 - 1


  2.5 - 1

Any other result is a draw.
Scenario MN 5:  Canale di Sicilia 2  (October 12, 1940)
(See Greene and Massignami, The Naval War in the Mediterranean 1940-1943, pp. 97-98)
Italians--heading in direction 3 at 4 MFs


British--heading in direction 6 at 4 MFs

Parent Unit
Ship name



Ship name
Starting hex

11 Sqd. DD
Artigliere



Ajax

P22


Aviere



Camicia Nera



Geniere

1 Sqd. TB
Alcione



Ariel


Airone

All Italian units enter from any hex of the North edge of the map.

Visibility is 6 hexes.  This is a night action lasting 11 turns.
Special Conditions:  Ajax is equipped with radar.  No Italian unit has radar.

Players may not exit the map except in fulfillment of the victory conditions.

Visibility does not change throughout the length of the scenario.

Use of dummy markers:  The British player has 4 dummy markers to confuse the Italian player about the actual position if the Ajax.  At the beginning of the game all four dummy markers are placed in hex P22.  At the beginning of each turn, the British player must write which of his dummy markers (numbered from 1 to 4) will represent the Ajax for the turn in progress.  After the first turn, this may only be done if two or more dummy markers are in the same hex at the beginning of the turn.  When a dummy marker is discovered to be empty (i.e., it is not representing the Ajax), it is removed from play until the next turn begins.  At that stage it will be stacked with any one of the British units.  The Italian player must always declare which dummy or dummies he is firing at; the ensuing combat will be executed, using up the torpedoes, even if the target is an empty dummy.

Victory Conditions:  

Italians

Marginal victory:
 Slow the Ajax to 2-2-2.
Decisive victory:  Sink the Ajax, or fulfill the marginal victory conditions and exit from the South edge with at least 3 ships with efficient and unused torpedoes.

British

Marginal victory:  Sink at least 3 Italian ships without losing the Ajax.

Decisive victory:  Sink at least 4 Italian ships without losing the Ajax or sink 5 Italian ships regardless of damage received.

Any other result is a draw.

Scenario MN 6:  Gaudo--Plan  (March 28, 1941)

(See Greene and Massignami, The Naval War in the Mediterranean 1940-1943, pp. 146-160)
Parent Unit
Ship name



Parent Unit
Ship name
Starting hex

Italians--heading in direction 3 at 6 MFs


British--heading in direction 1 at 4 MFs

Enter between hexes R1 and X1 inclusive:

1 Div. CA
Zara




Force B

Orion

R27



Pola






Ajax

Q27



Fiume






Perth

P28










Gloucester
O28

8 Div. CL
Abruzzi









Garibaldi



22 Flt. DD
Ilex

within 1 hex










Hasty

of Force B

9 Sqd. DD
Gioberti






Vendetta



Alfieri






Hereward



Oriani



Carducci



British--heading in direction 1 at 3 MFs








Enter between hexes V38 and FF38 inclusive:

Enter between hexes K1 and Q1 inclusive:


Force A

Warspite










Valiant

3 Div. CA
Trento






Barham



Trieste






[Formidable]



Bolzano








Force C

Stuart

12 Sqd. DD
Carabiniere





Greyhound



Ascari






Griffin



Corazziere





Hotspur










Havock

Italians--heading in direction 3 at 5 MFs

Enter between hexes A1 and J1 inclusive:


Enter between hexes V38 and FF38 inclusive:

9 Div. BB
Vittorio Veneto



14 Flt. DD
Jervis










Janus










Mohawk

13 Sqd. DD
Alpino






Nubian



Bersagliere



Fuciliere



Granatiere

16 Sqd. DD
Da Recco



Pessagno

Visibility is 19 hexes.  This is a daylight action lasting 18 turns.
Special conditions:  Only Barham and Ajax are equipped with radar.

Victory Conditions:  Victory is expressed as a ratio of victory points, but to achieve a strategic victory, the British must achieve at least a 4 - 1 ratio and sink the Vittorio Veneto.


Marginal victory
      Decisive victory
    Overwhelming victory
      Strategic victory
Italians

1 - 1

    
2 - 1


  2.5 - 1


3 - 1
British

2 - 1

    
3 - 1


  4 - 1

Scenario MN 7:  Matapan--Execution  (March 28, 1941)

(See Greene and Massignami, The Naval War in the Mediterranean 1940-1943, pp. 146-160)
Italians--heading in direction 3 at 4 MFs:


British--heading in direction 4 at 2 MFs:
Parent Unit
Ship name
Starting hex

Parent Unit
Ship name
Starting hex

1 Div. CA
Zara

K24


Force A

Warspite
W15



Fiume

K23




Barham

Z17










Valiant

X16

3 Sqd. DD
Gioberti

K21




[Formidable]
Y16



Alfieri

K22



Oriani

K19


Force C

Stuart

V12



Carducci
K20




Havock

V13

Italians--heading in direction 2 at 0 MFs:


British--heading in direction 5 at 3 MFs:

1 Div. CA
Pola

V30


Force C

Greyhound
T16










Griffin

U16

Visibility is 13 hexes.  This is a night action lasting 10 turns.
Special conditions:  Only Barham is equipped with radar.

The CA Pola can neither move nor fire.  It can only be saved by towing.  It can be towed by one CA or two DDs.  The towing ship(s) and the towed ship must occupy the same hex.  To begin towing, the towing ship(s) must spend three movement points; henceforth towing and towed units can move together as if they were a single unit.  The speed of the group depends on which is the towing unit; if it is a CA, its speed is halved (rounded up); if the towing is performed by two DDs, the group speed is one-half the speed of the slowest DD (round down).  If any ship of the group is a target of any kind of attack, the firing unit receives a one-column shift to the right in hits resulting.

The Italian group may exit the map between hexes A1 and A18 inclusive.

The British may never exit the map.

British DDs may use searchlights.

No units may be stacked unless towing. 

Victory Conditions: 
Italians:

Marginal victory:  Succeed in saving one CA, or sink one BB regardless of losses to the Italians.

Decisive victory:  Succeed in saving one CA and sink any of the British ships.

Overwhelming victory:  Succeed in saving two CAs and sink any of the British ships.

Strategic victory:  Succeed in saving three CAs and sink any of the British ships.

British:

Marginal victory:  Sink all the Italian CAs.

Decisive victory:  Sink all the Italian ships.

Overwhelming victory:  Sink all the Italian ships while allowing no sunken ships or DIW ships to the British.

Scenario MN 8:  Secche di Kerkennah  (April 16, 1941)

(See Greene and Massignami, The Naval War in the Mediterranean 1940-1943, pp. 162-164)
Italians--heading in direction 4 at 6 MFs


British--heading in direction 6 at 5 MFs

Parent Unit
Ship name
Starting hex

Parent Unit
Ship name
8 Sqd, DD
Baleno

Q26


Force K

Jervis



Lampo

Q26




 (with Capt.Mack aboard)










Janus










Nubian

16 Sqd. DD
Tarigo

R26




Mohawk



 (with Capt. Cristofaro aboard)


[MAS 501]
within 1 hex



[MAS 502]
of Q26 or R26



[MAS 503]


[MAS 504]


[MAS 506]
All British ships enter from the South edge between hexes A38 and P38 inclusive.

Visibility is 6 hexes.  This is a night action lasting 8 turns.
Special conditions:  No unit is equipped with radar.

Victory conditions:

In addition to regular victory points, the British player receives 1 victory point for every DD exiting the North edge of the map with speed of at least 4-4-4 and efficient, unlaunched torpedoes.  Victory is expressed as a ratio of victory points:



Marginal victory

Decisive victory
           Overwhelming victory
Italians

1 - 1


  1.5 - 1


2 - 1
British

2 - 1


  2.5 - 1


3 - 1
Scenario MN 9:  Operation Mincemeat  (Hypothetical--August 24, 1941)

In actual fact, after mining the port of Livorno (Leghorn), the British force left before the Italians could intercept it.  This hypothetical scenario is intended to simulate what could have happened if the Italians had been able to make contact with the British Task Force.

Italians--heading in direction 4 at 4 MFs.


British--heading in direction 5 at 2 MFs:
All Italian ships enter through the North map edge.

All British units enter through the East map edge.

Parent Unit
Ship name



Parent Unit
Ship name

9 Div. BB
Littorio




Force H

[Ark Royal]


Vittorio Veneto





Nelson









Hermione
3 Div. CA
Trieste






Fury


Trento






Foxhound


Bolzano






Faulknor


Gorizia






Forester









Foresight

7 Div. CL
Abruzzi






[Manxmann]



Attendolo



Montecuccoli

9 Sqd. DD
Gioberti



Oriani

11 Sqd. DD
Geniere



Aviere

12 Sqd. DD
Ascari



Carabiniere



Corazziere



Lanciere

13 Sqd. DD
Granatiere



Alpino



Fuciliere



Bersagliere


Visibility is 16 hexes.  This is a daylight action lasting 18 turns.
Victory conditions:

The British raise their level of victory if they succeed in getting out the Nelson and the Ark Royal through the West map edge.  Victory is expressed as a ratio of victory points:



Marginal victory

Decisive victory
           Strategic victory
Italians

4 - 1


  5 - 1


6 - 1
British

1 - 1


  1.5 - 1


2 - 1
Scenario MN 10:  La lotta per i refornimenti  (December 13, 1941)

(See Greene and Massignami, The Naval War in the Mediterranean 1940-1943, pp. 198-200)
Italians--heading in direction 5 at 3 MFs:


British--heading in direction 5 at 5 MFs:
All Italian ships enter through the North map edge.

All British units enter through the East map edge.

Ship name





Ship name
Da Barbiano





Sikh


Di Giussano





Legion








Maori








Isaac Sweers

Visibility is 16 hexes.  This is a daylight action lasting 12 turns.
Special conditions:  No unit may exit the map.

Victory conditions:

Victory is expressed as a ratio of victory points:



Marginal victory

Decisive victory

Italians

2 - 1



British

2 - 1


  3 - 1

Any other result is a draw.

