
Littoral combat 

Under the current systems of rules there is nothing taking into account the depth of the water that is 

being traversed.  This means that the largest of vessels can skirt the edge of an island or coast, that 

there are no submerged terrain pieces like wrecks, reefs, rocks and sandbars.  As the rules stand at 

the moment the continental shelf starts at the edge of the terrain, and this seeks to change that 

concept. 

It is fully acceptable that a massive model like a dreadnaught might travel up a channel to a point on 

a coast or to a dock, but that it could do so from any angle is ‘odd’.  Larger vessel traversing the 

oceans have little issue, until they approach an island or port, then have charts showing depth is of 

critical importance. 

With that in mind here is a set of optional rules covering DRAFT and DEPTH for use with naval 

Dystopian Wars 2.0 

Each NAVAL vessel size class in the game has a DRAFT statistic 

Vessel Size DRAFT 

Massive Size 4 

Large Size 3 

Medium Size 2 

Small Size 1 

Tiny Size 0 

 

The water that these vessels travel through have a depth associated with them.  It would be 

recommended that to represent this depth is pieces of light blue and middle blue fabric, areas that 

have no pieces of cloth on them can be assumed to be the deepest class (unless agreed upon by all 

players beforehand) 

Water Class DEPTH Actual depth in M 

Sandbar/reef/submerged rocks  Depth 0 Up to 1m 

Coastal  Depth 1 1m to 3m 

Shallows Depth 2 3m to 10m 

Deep Depth 3 10m to 20m 

Shelf Depth 5 20m+ 

Vessels are able to travel on the surface height level in any depth of water that is equal to their 

DRAFT size minus one. 

E.g. An Emperor battleship is a size 3 vessel, and it can move through shelf and deep waters, 

but is unable to enter shallows. 

E.g. An Augusta frigate is a size 1 model, and it can travel in shallows, deep and shelf 

E.g. Italian Torpedo boats are a size 0 model, they can cross underwater terrain at depth 0 as 

they can find a way across (note this is for sandbars/reefs/submerged rocks only, islands and 

outcrops will still cause a collision and are impassable) 

 

If any vessel enters a DEPTH less than their DRAFT a collision will occur following the normal rules. 



If a vessel is destroyed in water DEPTH that is greater than the DRAFT the model is removed from 

the game. 

If a vessel is destroyed in water DEPTH that is equal to or less than the DRAFT of the model it is 

tipped on its side to show it has been sunk and is of no more use, but now acts as a piece of 

impassable terrain for the remainder of the game.  Models place in this manner cannot be affected 

by TAC cards or repair vessels. 

Examples 

An Italian Torpedo boat being a SIZE 0 is destroyed while on top of a piece of DEPTH 0 

terrain, it will remain on the board as terrain 

An Italian Torpedo boat being a SIZE 0 is destroyed while in DEPTH 1 (coastal) water is 

removed from the board 

An Augusta Frigate being a SIZE 1 is destroyed while in DEPTH 1 (coastal) water will remain 

on the board as terrain. 

An Augusta Frigate being a SIZE 1 is destroyed while in DEPTH 2 (shallows) water is removed 

from the board 

A Reiver cruiser being a SIZE 2 is destroyed, in DEPTH 2 (shallows) water will remain on the 

board as terrain. 

A Reiver cruiser being a SIZE 2 is destroyed, in DEPTH 3 (deep) water is removed from the 

board 

An Emperor battleship is a SIZE 3 is destroyed, in DEPTH 3 (deep) water will remain on the 

board as terrain. 

An Emperor battleship is a SIZE 3 is destroyed, in DEPTH 5 (shelf) water is removed from the 

board. 

Submersible models have a DRAFT of the same size as surface models. 

Wave Lurker MAR models when the MAR is used will be a DRAFT of one SIZE higher, this is due to 

the model sinking its super structure into the water and thus lowering the vessels keel. 

Skimmers have no issues with DEPTH as they are on top of the water. 

Amphibious models such as the Prussian Metzger, Ottoman Hissar are not limited by depth as they 

have systems to allow for movement across any depth of water, either floating, or walking.  They can 

still collide (or treacherous terrain test with underwater terrain like reefs and rocks) at the players 

agreement. 

A reminder, this is an optional set of rules to add options for undersea terrain, depth and draft, if 

you do not like it, you do not have to use it. 
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