Jutland Opening Moves

Pre-meeting general summary

s

General Summary for the Opening Moves of the Battle of
Jutland

(For use with the Great War at Sea battle system as amended for tabletop)
Background & Fleet Composition

At the time of the Battle of Jutland (31 May — 1 June 1916), both the British Royal Navy and
the German Imperial Navy had devised strategies based on their respective naval doctrines
and fleet compositions.

The British Royal Navy: The Grand Fleet, led by Admiral Sir John Jellicoe, was numerically
superior, possessing more dreadnoughts and battlecruisers. However, its organization into
squadrons of heavily armored battleships and supporting battlecruisers limited its ability
to respond quickly to sudden engagements. The British battlecruiser force under Admiral
David Beatty was designed to operate as a fast-moving scouting force to locate and harass
the enemy before the Grand Fleet arrived to deliver the decisive blow.

The German Imperial Navy: The High Seas Fleet, under Admiral Reinhard Scheer, was
smaller but well-prepared for a carefully planned engagement. German warships generally
had superior armor protection and excellent damage control systems but were slightly
under-gunned compared to their British counterparts. Admiral Franz von Hipper's
Scouting Group of battlecruisers played a key role in the opening phases, drawing British
forces into a larger battle under favorable conditions for the German fleet.

Tactical and Strategic Considerations
Both sides had different expectations and strategic objectives at the start of the battle:

The British aimed to force a decisive fleet engagement, leveraging their numerical
superiority to destroy the German fleet. However, communication between different
elements of the Royal Navy, particularly between Beatty and Jellicoe, was complex and
had limitations.

The Germans sought to lure out portions of the British fleet, particularly Beatty's
battlecruisers, into a trap where they could be overwhelmed before the main British forces
arrived. This strategy relied on a carefully orchestrated withdrawal, where Hipper’'s
battlecruisers would engage and then retreat towards Scheer’s main fleet.



Naval Tactics and Engagement Methods

Formation and Maneuvering:

The British Grand Fleet was structured into columns of battle squadrons, aiming to
cross the T (positioning their ships to fire broadsides against advancing enemy
vessels).
The German fleet emphasized coordinated movement and flexibility, including the
ability to perform an emergency turn-away to avoid massed enemy gunfire if
needed.

Gunnery and Firepower:

British warships, particularly battlecruisers, prioritized high-speed engagement
with long-range gunnery, but their armor protection was often lacking, leading to
catastrophic magazine explosions when hit.

German ships had superior protection and better damage control, but their main
guns had slightly shorter range. However, they made up for this with excellent
ballistic performance at mid-range.

Torpedo and Destroyer Tactics:

Both sides deployed destroyer flotillas to screen their fleets, launch torpedo
attacks, and disrupt enemy formations.

The Germans had more experience in night fighting, a factor that could play a role if
the battle extended into darkness.

Ruleset Considerations (GWAS Advanced Tactical Rules Vol )

Fog of War (7.21): All ships are initially placed face-down until spotted, reflecting
the uncertain early moments of the engagement.
Fleet Organization (7.22): Ships from the same fleet must be placed within 6” of
another ship from their force, reflecting realistic fleet formations.
Initiative and Placement (7.24):
* The initiative player (determined by dice roll) places their ships first,
influencing how the battle develops.
* The non-initiative player may set up within 6" of the table center,
representing their reaction to an unexpected contact.
Sighting and Spotting (7.27):
» Daylight maximum sighting range is 30,000 yards (40").
* Ships placed at this range are face-down until an enemy vessel enters
spotting range, introducing the uncertainty of long-range engagements.
Movement and Turning Restrictions (7.32):
» Capital ships turn more slowly, reflecting their cumbersome nature.
* The German High Seas Fleet Emergency Turn Away maneuver allows them
to disengage if needed, but at the cost of a round of gunnery.



* Gunnery and Firepower (7.5 - 7.6):
* British battlecruisers rely on long-range accuracy but suffer armor
vulnerabilities (rules for plunging fire and critical damage apply).
* German armour is more resilient, meaning British players need to focus on
coordinated firepower.
* Torpedo Attacks (7.7):
* Destroyers and torpedo boats can disrupt enemy formations, making careful
fleet positioning critical.
* Smoke Screens (7.27c¢):
* German destroyers can deploy smoke screens, which can block line of sight
and disrupt British gunfire, a potential defensive tactic if facing superior
firepower.

Final Notes

This summary provides both sides with a fair overview of the situation without revealing
any key strategic details about their initial maneuvers. Each commander must use their
knowledge of their fleet’'s strengths and weaknesses, as well as the game’s advanced
tactical rules, to dictate the flow of battle. The stage is set for a grand naval engagement,
where scouting, gunnery, and maneuvering will determine the victor.
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