   Postcard Murmansk, 25Jan24 –  © 2024 Louis R. Coatney –  http://www.CoatneyHistory.com/PostMurmansk.htm    
Win:  Allies getting 8 or more Victory Points – one per turn for getting 8 or more freighters through – or Germans win.  VP lost for each British battleship or Illustrious or American cruisers sunk – 2, if USS Washington – or for more than 7 frtrs lost in a turn.
Shorter game:  If both players wish, just first 6 turns – Allies 4 VPs to win.  No VP loss for warships except Washington just 1.
Setup/1st Turn:  Tirpitz, Scheer/Hipper, 2 u-boat gruppen in Alta. Luetzow/Prinz Eugen and Damaged Scharnhorst in Germany/Wilhelmshaven. Gneisenau also there, ready for sea Fal42, unless bombed. Squadrons KG 26 and SKG 5 on Banak or Kirkenes.
Reinforcements (marked on calendar) & Replacements (arrive on home base – Britain or Wlhvn): All Sunk or Damaged British (not US) warships eligible to be replaced – 1 each per type per turn, after 2 turns – and all frtrs. 1 U-boat group and 1 Luftwaffe squadron replacement or reinforcement per turn. US Navy arrives Sum42. If kept from battle, they leave the game.
German transit between Wlhvn&Alta with 50% Enigma codebreaking (once sailed) or 1 ship of any group in Area A: British subs Dmg (or Sink, if Dmgd) on 1 die roll number.  Ship Dmgd going north must return to Wlhvn instead.
Deployment and Area Movement Phases during Turn – a convoy must be sent every turn – Allies move first: German ships&subs start from Alta Fjord or Wlhvn. Only Dmgd German warships may sail to battle – Allied ships must be UnDmgd.  Allied ships – max. 2 battleships, Illustrious or escort carriers(s), 3 dummies – and convoy enter western edge. Deploy X-Craft or dummy now. Put Allied ships in task force stacks, hidden, max. 4 pieces per group and min. 1 real ship with dummies.  Convoy and u-boats move 1 area across side (not corner) per phase – others 2 unless Dmgd or into area with enemy surface ships.  After 1 surface combat round, other groups in same area may join.  After 2, ships from adjacents may too. Grmns may cancel attacks. (Screened or unattacked) “Convoy to Scatter”: 1-? (All German units left in North) vs. each freighter to Sink.  Turn ends at end of phase when Allies get to Murmansk or (Sum and Fal) Arkhangelsk or back off western edge.
Detecton and Air/Antiair Opns – 1 airstrike per area movement phase:  No Winter air ops, except BmrCmd.  SKG 5 flies only into adjacent area – others another beyond.  An air unit my attack before or after surface ships and u-boats do.  Both CVEs must be in same area to have/use their air unit for strike. Carrier air unit can attack any German group in same area. A squadron sinks 1,2,3 frtrs on those die rolls or Dmgs warship on 5 or 6. Either side’s surface warship group – not convoy without warships/escort – destroys enemy air attacker on a 6 after attack or UnDmgd carrier destroys it before it attacks on 5 or 6. Sqdn transferring from Banak to Kirkenes uses up its phase.
Surface Ship Combat:  Simultaneous gunfiring – may continue more than 1 round if both wish. See CRT on chart. Compare gunpower factor (bow) vs. armor (stern) and/for any differential. 2nd Dmg = Sinks. Fleeing Dmgd ships may be pursued by UnDmgd ships 1 round – fugitives fire first. Ships can screen other ships from enemy surface attack, until instant screeners sunk.  2nd battle round and after, 33% chance KGV and/or DoY fire at 1 instead of normal 2 during round. (Defective quad turrets.)  Against unscreened/not-yet-Scattered convoy each German surface ship unit has a (die roll) 1-2-3-4 freighters sinking ability.
Sub/Anti-Sub Combat next:  U-boats attack first, unless UnDmgd carrier present at start of phase. 1,2,3 die roll (each U-boat gruppe) sinks that many transports.  If attacking warship, 1 or 2 Damages it.  Antisub roll of 1 against each attacking u-boat gruppe. +1 if anti-sub close escort among Allied ships or (and first), if any carrier present – but not both. +1 Fall43 and after.  Russian subs can try to Damage one German warship in Murmansk and Arkhangel areas on a best die roll. 
Damaged ship’s gunpower decreased by 1 on the die and speed reduced to Slow. Dmgd ship stays face up. Dmgd German ships can only be repaired in Wlhvn and only 1 per turn at end of turn before BmrCmd attack. Next turn can sail.  Dmged Allied (in UK) return 2 turns later. Hits sink – not just Dmg – u-boat( group)s, freighters, and escort carriers.
Bomber Command: can then attack one ship in Wlhvn or (Spr44-end) Alta at turn end. Best roll Sinks it. Next best Dmgs it.
Postcard Convoy is Dedicated to our Allied sailors and aviators who fought the convoy battles around the world and to my children Rebecca, Robert, Rohan, and Johanna in the hope they will never suffer another world war.
“The more we learn from the Second World War, the better our chances it will be the LAST world war.” (LRC)
“War must be confined to history books, games, museums and films.” (LRC) www.CoatneyHistory.com for much more
Gameturn sequence:
  All 12 Allied freighters are put on their holding box(es) at the end of the Victory Point track.
  German player designates which surface ships will be sailing/transiting between Wilhelmshaven and which way.
  Allied player makes 50% roll to see if he gets Enigma code-breaking which increases the chance of a British submarine Damaging (or Sinking it, if it is Damaged and heading down to Wilhelmshaven for repair) from 1 out of 6 to 2 out of 6.
  Allied player organizes his warship pieces and the convoy piece into one or more hidden groups and then deploys onto chart, moving 1 or 2 areas – across sides, not corners – depending on speed in each phase.  Surface ships must stop in area with enemy surface ships.
  German player then groups his surface ships and deploys them, his u-boats, and air squadrons in each phase.
  Aircraft may attack first or wait until after surface ships and then u-boats do.
  Surface combat as many rounds as wished, until one side wants to break off action – but can then be pursued, fleeing ship (escorting destroyers) firing (torpedoes, presumably) first.  After first round, other ships in same area may join.  After 2 rounds other ships in adjacent area may join.
  Then U-boat attacks and anti-submarine after or – if carrier in group – before those.
  Next phase, unless convoy in destination port, in which case surviving freighters arrive/dock and are counted.
  At end of turn just one Damaged German surface ship repaired in Wilhelmshaven dockyard. Then Bomber Command makes attack on 1 German ship in Wilhelmshaven or (Spring 1944-end) Alta.
Note that the game can also be used to set up naval miniatures battles … of course using my free print-and-play Naval Action rules at www.CoatneyHistory.com/NavalAction.htm or even my simple family&friends game at www.CoatneyHistory.com/TaskForces.htm 
Examples of play:  Convoy PQ 17, Sum42 – reading this takes A LOT longer than doing/playing it.
Scharnhorst previously repaired in Spr42, but then immediately re-Damaged by Bomber Command so can’t sail north.
When the German player attempted to transit Luetzow and Prinz Eugen to Alta, the Allies rolled Enigma code-breaking, giving a 1 out of 6 chance for Allied/British submarines to Damage the in transit through Area A and forcing them back to Wilhelmshaven, which happened.
Thanks to previous u-boat and Luftwaffe losses, the Germans have u-boat Gruppen I-III, KG26, KG30/I, and SKG 5.  SKG5 on Kirkenes – the others on Banak.
Note the new rule that if kept out of battle (other than by Damage needing repair), the American ships leave the game.  (Don’t waste our time doing anything but fighting.)
The Allied player puts his ships in 3 groups:
Washington, Duke of York, and Illustrious
3 blanks
Tuscaloosa&Wichita, Close Anti-Sub Escort, Convoy PQ 17
Starting Fall 1943 he puts the upside-down X-Craft – one-time use/attempt, only – or Damage marker as blank – in Alta Fjord.
Sub-turn/Pulse 1:
... enters the chartboard in the north, on Area E, out of SKG 5’s Stukas’ range.
By going through Area A, Tirpitz&co.  could  move their 2 areas to E via Area A but would risk the special Allied – transit – attacks in A, so they (can) move the 2 areas to F, to await the Allies’ arrival there, since there are no Allied surface units in B forcing them to stop there.
Germans deploy 1-each u-boat Gruppe to each Allied stack and KG26 and 30/I to two of the others.
KG 26’s British group turns out to be the blanks, so it and u-boat Gruppe I also deployed against it miss contact completely – which often did occur because of weather or some other reason.
KG 30/I’s target turns out to be … The convoy! … and it goes for the freighters, rolling a ...
[I get up to get my 6-sided dice – which include many of the old standard and still-excellent Avalon Hill white dice, but select my notorious black one]
… 5, thus not sinking 1, 2, or 3 freighters – none at all.  Close A/S Escort’s anti-aircraft fire – white, Avalon Hill good-guy die – rolls a 6, shooting KG 30/I down!  (This convoy has a chance.)
U-boat Gruppe II takes its shot at the convoy – 5 again! - ergo missing – and the A/S Escort rolls a 4, not destroying it.
Note that the German player had the option of attacking after the u-boats did, but in this case it makes no difference … that I can see.
U-boat Gruppe III thinks better of attacking the air/Illustrious-supported Allied battleship force – 33% chance of destroying it before it could make an attack – so Sum42 Pulse 1 is over.
Sub-turn/Pulse 2:
All Allied groups enter F and Clear the Decks for Action.
3 Allied task groups of 3 pieces each again – re-hidden.
KG 26 and u-boat Gruppe I take the first group, Tirpitz&gang and Gruppe II the second, and Gruppe III the third.
The first group turns out to be the blanks again! … but meaning the second group Tirpitz et al are going after aren’t.  Hmm ...
So Tirpitz&co. find … AHHHH! … The Battle Force and decide to engage.  Illustrious launches her Swordfish … against Tirpitz … and they roll for a 1 or 2 to Damage her and roll a … 4, missing her.
Duke of York and Washington screen Illustrious from the German surface ships, so those cannot attack her while she has any warship screening her.  Tirpitz chooses to avoid battle, in any case.
Simultaneous combat – high numbers best:  Both German ship units target Washington … for the big strategic propaganda 2 Victory Points, while both Duke of York and Washington target Tirpitz.
Washington - 3 gunpower vs. Tirpitz’s 3 armor - rolls a 3 for no effect.  Since Duke of York has normal battleship gunpower against Tirpitz’s 3 armor, it hits only on a 5 or 6 and then only Damages … and rolls … drumroll … a 3.  :-/  This could be BAD.
Tirpitz fires at Washington – normal battleship gunpower vs. normal battleship armor and rolls a … black die … cringe … 5! Damaging her!
That also cuts Washington’s guns next round by 1.
If Washington and friends were to attempt to flee, they could be pursued with Washington Damaged, but they could shoot first.  But the u-boat Gruppe is yet to attack them, and with Washington damaged, we know which target it will choose.  Hmm …
The Allies elect to fight for another round.
The Germans could break off action, avoiding Illustrious’s Swordfish but also decide to stay and fight – Stringbags looking ridiculous as they do.
And they attack (Tirpitz), rolling a … 4.  :-/
Gunnery time again – same targeting, but Duke of York must now take a 33% 1 or 2 chance of turret defects and reducing its gunpower to a 1 and rolls a … AHHHH! … 1!  (I’m not making this up.)
So Washington fires with its gunpower now Damaged down to normal battleship 2-power at 3-armored Tirpitz, requiring a 5 or 6 to Damage her and rolls a … 6! Damaging the Big T!
Duke of York fires at Tirpitz with 1-gunpower at -2 differential and can hit only on a 6 and rolls a … 1 :-/
Tirpitz would be simultaneously firing her pre-Damage 2-gunpower against Washington’s 2-armor so the normal 0-differential 4 or 5 to Damage (and thus Sink already Damaged) Washington or a 6 to blow her up outright … and rolls a 5!  (I can hear CNO Ernie King screaming from his grave.  -2 Allied Victory Points!
Scheer and Hipper had targeted Washington too, so are left with no target for the round.
What are the British to do?  They’re willing to STAY to fight – permanently getting Tirpitz out of the way is worth it.
AND the Allied player transfers Tuscaloosa&Wichita from the convoy … maybe should have done that after the first battle round … to join the battle.
The Germans? … want to get rid of Illustrious, so they stay to fight another round.
Duke of York’s KGV turret roll:  4.  FULL battleship power.
Illustrious’s ridiculous Swordfish try again and roll a … 3 … miss.  :-/
So DoY and the cruisers target Tirpitz to try to sink her, and the Germans target Duke of York.
DoY firing at T – -1 differential 5-6 sinks her – only 6 if her turrets had malfunctioned again – the German player asking himself why he chose to continue the battle?
… and rolls a … 1!  :-/
What?  Duds?  Optically challenged gunnery officer??
Our US CRUISERS!! take their shot at her – 6 to Damage/Sink her – and roll a 4! :-/
And the Germans shoot back.  Tirpitz Damaged 1-gunpower so 5 or 6 to Damage Duke of York and she rolls a 5!  5?!! … doing so.
(From what I’ve read, big-gun naval combat could be like this, going one way or t’other.)
So now Scheer and Hipper take their shot – now immediately equal – to sink DoY on 5-6, and roll a … 5!! sinking her.
Anglo-American naval CATASTROPHE.
Illustrious and our cruisers elect to FLEE.  Damaged Tirpitz too slow for another, pursuit round, and Scheer and Hipper do not want to risk us getting 2 free shots – Swordfish 1 or 2 and the cruisers 4-6, the latter being Sinks – trying to pursue, so end of surface battle.
U-boat Gruppe II succumbs to the temptation to go after Illustrious, and the carrier-supported Allied task group gets to do antisubmarine first and rolls for a 1 or 2 and gets … 1!! sinking Gruppe II!
That leaves Gruppe III going after the convoy.  1-2-3 to sink that many freighters.  4!  NONE.
Anti-sub … 2 with the Close A/S Escort … 3.  Close.
Sub-turn/Pulse 3:
Convoy moves to G, where it is joined by Illustrious and the cruisers – 4 pieces, so no point trying to hide now.
Will Damaged Tirpitz and Scheer&Hipper engage?  Just the latter?  The Close A/S Escort has 0-gunpower which is a -1 differential against the cruisers – torpedoes – note.
So far, this turn has cost the Allies -3 Victory Points (if playing 12 turns, or 1 if just the first 6).  No freighters have been lost, and if they make it to Murmansk the VP loss will be cut to 2.
Note that there is no VP penalty for the Germans losing their surface ships.  Unlike for the British, German surface ships’ loss is permanent and penalty enough.
The Germans elect to engage … Madness! … with KG26, u-boat Gruppen I und II, and Damaged Tirpitz and S&H.
Swordfish attack! … rolling a 4.
USELESS Fleet Air Arm!  :-/
KG 26 attacks Illustrious, but (combat air patrol) 4-6 to shoot it down before it can, and CAP rolls … 5!! so no more dirty birds to worry about, unless we move into Area C (and SKG 5 StuKa range) to get the convoy over with sooner.
Surface combat, US cruisers screening everybody else:
Cruisers shoot at Scheer&Hipper – equal match – 4&5 to Damage, 6 to Sink outright.  Rolls … it’s time for a 6! … 5 … Damaging them.
Damaged Tirpitz and UnDamaged S&H are at both 1-gunpower and both shoot at the US cruisers … equal matches.  Tirpitz misses.  S&H SINK our US cruisers!
Round 2:
Allies have now lost 4 Victory Points.
Close A/S Escort screens convoy for 1 round to enable it to CONVOY TO SCATTER and Illustrious FLEES.
Tirpitz and S&H both fire on Escort – all 1s so equal match, except Escort can’t fire back … both 3s … Escort FLEES with Illustrious.
Okayy … only 2 u-boat gruppen left and freighters will go to H and D to stay out of SKG 5’s strike range and get to Arkhangel, so  1-2 sinks each freighter, and I have 12 dice, one for each freighter.  2 1s and a 3 means (against the odds) 9 (instead of 8) freighters make it to Arkhangel getting the Victory Point and cutting the Allied Victory Point loss to 3.
Damaged Tirpitz cannot pursue UnDamaged Close A/S Escort and Illustrious, but S&H will do so.  Illustrious’s Swordfish get to strike first for a 1 or 2 to Damage them, and get a … 2!!  (Fleet Air Arm comes through … finally.) So S&H are now Damaged and that immediately stops their pursuit!
Undamaged Illustrious and Close A/S Escort can move 2 areas per turn, while u-boats can only move 1, so the former exit stage-west and survive the turn, then to be matched with King George V and the 2 British cruiser units in next Turn 3, Fall 1942.
Hmm …  I forgot the Germans’ 1/6 anti-aircraft chance against the Swordfish. :-/  Oh well.  Next game.
In Wilhelmshaven, the 1 ship unit to be repaired will be Scharnhorst (not Luetzow and Prinz Eugen), and Gneisenau – with three 15”/380mm twin-gun turrets giving it normal battleship gunpower – will be ready for sea as well.
But Bomber Command may have a say in this – 5 to Damage … Gneisenau … and 6 to destroyer her in the shipyard … as happened historically … and BC rolls a … 5! Damaging her, so only Scharnhorst will be ready to run the Wilhelmshaven to Alta Fjord British sub gauntlet.
Tirpitz and S&H being Damaged is serious.  Damage means Slow movement, if they are to be used, plus their gunnery is reduced (S&H’s down to 0!)  Plus to be repaired they must run the sub gauntlet (risking getting sunk) south to Wilhelmshaven where Bomber Command will be waiting for them.
OK.  End of Turn 2.  Now let’s see if the Allies get Enigma to increase their chances against either Scharnhorst headed north and against Tirpitz and Scheer&Hipper heading south, if the German player chooses to send them.
High 50% roll, please (although the roll comes after the German player has committed his ships to move so):   a 3.  :-/ so no chance of Damaging (or Sinking) the transients.
Fall 1943 turn or later, X-Craft deployed to Alta Fjord may make its attack against any German surface ship there which didn’t go to sea.
Other turns … possibly now without surface action … should go MUCH faster.
Note that the game can also be used to set up naval miniatures battles … of course using my free print-and-play Naval Action rules at www.CoatneyHistory.com/NavalAction.htm or even my simple family&friends game at www.CoatneyHistory.com/TaskForces.htm 
