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A
dm

iral the B
oard G

am
e is a naval w

argam
e w

hich involves units represented by 
special cards show

ing their m
ain characteristics.

C
ard units m

ove and act on a 8
x8

-square battlefield representing the w
ater sur-

face of the sea w
here the clash is taking place.

The gam
e uses som

e special dice, each allow
ing specific actions for each unit. 

D
uring the battle each player w

ill launch 2 dice for each unit they control and w
ill 

use their results to perform
 actions such as attacking or m

oving.

TH
E B

ATTLEFIELD

The battlefield is represented by an 8x8-square 
area and tw

o dashboards w
ith spaces for m

ar-
kers and card-units w

hen they are not in use.
B

efore the beginning of the gam
e, players can 

add scenery elem
ents if they so w

ish. 

Island card
The Island card cannot be crossed 
by units during their m

ovem
ents, 

and interrupts all lines of sight cros-
sing it.

Shallow
 W

aters card
The Shallow

 W
aters card cannot be crossed by m

ost naval units. O
nly 

D
estroyers (D

D
) and surfaced Subm

arines (SS) can cross Shallow
 W

aters. 
A

 Subm
arine can never cross Shallow

 W
aters w

hen it is subm
erged.

B
ank of Fog

The B
ank of Fog can be crossed by any type of units, but interrupts all 

lines of sight crossing it. If a unit enters a bank of fog, that unit m
ust stop 

im
m

ediately. A
 U

nit cannot attack or be targeted as long as it rem
ains 

in a bank of fog and can only m
ove one square aw

ay w
hen leaving the 

bank. The subm
erged subm

arines are im
m

une to B
ank of Fog effects 

and can be attacked by D
epth C

harges as usual. 

Sand B
ank

The Sand B
ank cannot be crossed by any naval unit, but it doesn’t 

interrupt any line of sight crossing it.

THE BOARD GAM
E TH

E 
BO

AR
D 

GA
M

E

G
reen Special Features

Superior steel: im
prove the A

rm
or value of 2

Low
 draft: this unit can cross any Shallow

 W
aters C

ard.

A
rm

ored Fighters: in a dogfight, if enem
y w

ins they m
ust re-roll its dice: 

how
ever if they lose, none w

ill be destroyed.

Superior fighters: They w
in in the event of a tie.

H
igh rate of fire: at half range the Attack value of the unit increased by 1.

Protection belt: in case of Torpedo dam
age the unit suffer only the C

riti-
cal D

am
age w

ithout losing the Structural Point.
A

dvanced D
am

age Control: The unit can repair 2 Structure Points inste-
ad of 1.
Sm

oke generators: during the M
ovem

ent phase this unit can exhaust 
an Adm

iral Sym
bol to place a Sm

oke screen token on all its m
ovem

ent 
squares. These squares interrupt all lines of sight until the end of the turn..

Torpedoes recharge: the unit regain a Torpedo.

Excellent torpedoes: the range of torpedoes increases by 1

A
im

ing system
: the range of A

rtillery increases by 1

M
agnetic D

etonator:  this units avoids the effects of a Protection B
elt.

A
ll or N

othing: this unit doesn’t suffer C
ritical D

am
ages (it can still lose 

Structure points). 
R

ed Special Features

O
lt A

ttack Planes: in an A
nti aircraft roll, the defender can re-roll all its 

failures.

W
eak D

am
age Control: this unit can’t regain any Structural Point.

O
bsolete unit: If this unit is targeted from

 beyond the enem
y’s artillery 

half range or it is attacked by a D
ive B

om
ber, its arm

our value decreases 
by 2.
W

ithout R
adar: W

hen firing beyond the artillery half range, this unit At-
tack value decreases by 1.

M
alfunctioning torpedoes: one Torpedo has no effects.
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 b
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 c
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 c
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 b
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A
 die can show

 m
ore than one sym

bol. You can’t use both, 
you have to pick one.
O

nce you used a die, rem
ove it and place it in the Exhau-

sted D
ice area on the gam

e board. At the end of the turn 
all dice are considered Exhausted, you can’t keep them

 for 
a future use.

A
dm

iral sym
bol

W
hen rolling the dice, place all the dice show

ing the Adm
iral sym

bol 
on the gam

e board. These dice can be used to activate green Featu-
res on your ow

n units’ cards (positive effect) or the red ones on the 
enem

y’s cards (negative effect). Each one of these effects is explained 
at the end of this rulebook..  

Com
parison of results

Every tim
e dice are rolled in a com

parison (for exam
ple in a clash am

ong airplanes) 
sym

bols have the follow
ing value hierarchy:

A
dm

iral > A
rtillery > Torpedoes > M

ovem
ent

3 - M
O

V
EM

EN
T

Starting from
 the first player (chosen in the 

Initiative phase), players alternative to assi-
gn a M

ovem
ent result to each of their units 

and m
ove it.

Players alternate in assigning M
ovem

ent 
results to their units and m

oving them
. 

In 
this 

phase 
players 

can 
also 

activa-
te 

Features 
that 

involve 
M

ovem
ent 

(Sm
okescreen, Low

 draft and so on) if they 
have the needed Adm

iral Sym
bols.

A
ssigning a M

ovem
ent sym

bol to a U
nit al-

low
s you to m

ove that unit of a num
ber of 

squares equal or less to its M
ovem

ent value 
on its reference card. M

ovem
ent can be ho-

rizontal or vertical but not diagonal.
You can only spend one M

ovem
ent die per turn on a unit (place the die on the pi-

cture of the unit as a rem
inder). Players can use as m

any M
ovem

ent sym
bols they 

w
ant, even none. A

ll the dice that only show
 the M

ovem
ent icon (used or otherw

ise), 
becom

e exhausted as soon as you decide to not m
ove a ship. Place them

 on the 
gam

e board until next turn (but one Adm
iral sym

bol can still be used to m
ake a 

M
ovem

ent later during this pahse).
R

epairs
D

uring the M
ovem

ent phase, players can exhaust M
ovem

ent and A
rtillery results to 

regain Structure Points for their units. For each pair of M
ovem

ent and A
rtillery spent, 

a unit can regain 1 Structure Point.
Protection screen
D

uring M
ovem

ent phase, an aircraft carrier can exhaust an Adm
iral die to launch up to 3 air 

squadrons they have on board to protect specific units (even the carrier itself) for the turn. 
Place the Squadron tokens on the unit cards to protect them

.
Squadrons that are not assigned to a unit as protection screen can be placed on 

any square of the battlefield and used in the follow
ing phase to attack one or m

ore 
enem

y unit. At the end of the Turn, all aircrafts that are not destroyed, land on their 
aircraft carrier autom

atically, but if the carrier is destroyed, they are destroyed w
ith 

it and rem
oved from

 the battlefield.

4 - ATTA
CK

S
B

oth players assign their A
rtillery/Torpedoes/D

epth C
harge/Adm

iral dice to their 
units at the sam

e tim
e. 

The effects of all actions perform
ed during this turn w

ill be resolved during the fol-
low

ing phase (R
esolution). For exam

ple, if an attack sinks a unit, that unit can still 
attack: it w

ill be taken off the battlefield only during the R
esolution phase. O

nly 
aircraft attacks are resolved during the attack phase. 

A
rtillery

U
sing an A

rtillery sym
bol, a unit can target an enem

y in sight and 
in range. The line of sight is an im

aginary line that connects the 
center of the tw

o cards and it m
ust not cross any scenery elem

ent 
nor unit that can conceal the target. D

istance is m
easured coun-

ting the num
ber of squares that separate the tw

o units, including 
the target square.
The dim

ension class of each unit corre-
sponds to the num

ber of Structure Points 
on its reference card. A

 unit conceal other 
units w

ith equal or less Structure Points. A
n 

attack is considered “effective” if its value is 
equal or greater than the A

rm
or Value of 

the target. 
U

sually 
each 

A
rtillery 

has 
tw

o 
spaces 

on 
a 

reference 
card: 

if 
you 

assign 
an 

A
rtillery die to both of them

 the Attack value 
doubles. Im

portant: range w
ill be unaffected. 

If one of the dice show
s an Adm

iral sym
bol, 

the attack can be split: you can target tw
o 

different units, if you w
ish, but the attack value w

ill not double..
If the attack is effective, the attacker places a C

ritical D
am

age token on a black or 
green feature of the target, disabiling it for the next round. If the Attack value exce-
eds the A

rm
or value, the target w

ill also lose a Structure Point. W
hen a U

nit loses its 
last Structure Points is Sunken and w

ill be rem
oved from

 the battlefield during the 
R

esolution phase..

Torpedoes
Torpedoes can attack only a flanking unit (torpedoes have range 1 and 
can’t be launched from

 bow
 or stern).

Torpedoes alw
ays cause a C

ritical D
am

age and the loss of a Structure 
Point regardless of the A

rm
or Value of the target. The num

ber that ap-
pears in the Torpedo space on the card represents the total num

ber of 
torpedoes the unit can use during all the gam

e. You can assign m
ore 

than a die to Torpedoes during an attack but you can never exceed this 
value and once you have used all torpedoes, you cannot use them

 for the rest of the 
gam

e (Torpedo sym
bols w

ill be ignored from
 now

 on). If you use an Adm
iral sym

bol 
on Torpedoes you can split the attack on different units (up to one per die).
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A
 die can show

 m
ore than one sym

bol. You can’t use both, 
you have to pick one.
O

nce you used a die, rem
ove it and place it in the Exhau-

sted D
ice area on the gam

e board. At the end of the turn 
all dice are considered Exhausted, you can’t keep them

 for 
a future use.

A
dm

iral sym
bol

W
hen rolling the dice, place all the dice show

ing the Adm
iral sym

bol 
on the gam

e board. These dice can be used to activate green Featu-
res on your ow

n units’ cards (positive effect) or the red ones on the 
enem

y’s cards (negative effect). Each one of these effects is explained 
at the end of this rulebook..  

Com
parison of results

Every tim
e dice are rolled in a com

parison (for exam
ple in a clash am

ong airplanes) 
sym

bols have the follow
ing value hierarchy:

A
dm

iral > A
rtillery > Torpedoes > M

ovem
ent

3 - M
O

V
EM

EN
T

Starting from
 the first player (chosen in the 

Initiative phase), players alternative to assi-
gn a M

ovem
ent result to each of their units 

and m
ove it.

Players alternate in assigning M
ovem

ent 
results to their units and m

oving them
. 

In 
this 

phase 
players 

can 
also 

activa-
te 

Features 
that 

involve 
M

ovem
ent 

(Sm
okescreen, Low

 draft and so on) if they 
have the needed Adm

iral Sym
bols.

A
ssigning a M

ovem
ent sym

bol to a U
nit al-

low
s you to m

ove that unit of a num
ber of 

squares equal or less to its M
ovem

ent value 
on its reference card. M

ovem
ent can be ho-

rizontal or vertical but not diagonal.
You can only spend one M

ovem
ent die per turn on a unit (place the die on the pi-

cture of the unit as a rem
inder). Players can use as m

any M
ovem

ent sym
bols they 

w
ant, even none. A

ll the dice that only show
 the M

ovem
ent icon (used or otherw

ise), 
becom

e exhausted as soon as you decide to not m
ove a ship. Place them

 on the 
gam

e board until next turn (but one Adm
iral sym

bol can still be used to m
ake a 

M
ovem

ent later during this pahse).
R

epairs
D

uring the M
ovem

ent phase, players can exhaust M
ovem

ent and A
rtillery results to 

regain Structure Points for their units. For each pair of M
ovem

ent and A
rtillery spent, 

a unit can regain 1 Structure Point.
Protection screen
D

uring M
ovem

ent phase, an aircraft carrier can exhaust an Adm
iral die to launch up to 3 air 

squadrons they have on board to protect specific units (even the carrier itself) for the turn. 
Place the Squadron tokens on the unit cards to protect them

.
Squadrons that are not assigned to a unit as protection screen can be placed on 

any square of the battlefield and used in the follow
ing phase to attack one or m

ore 
enem

y unit. At the end of the Turn, all aircrafts that are not destroyed, land on their 
aircraft carrier autom

atically, but if the carrier is destroyed, they are destroyed w
ith 

it and rem
oved from

 the battlefield.

4 - ATTA
CK

S
B

oth players assign their A
rtillery/Torpedoes/D

epth C
harge/Adm

iral dice to their 
units at the sam

e tim
e. 

The effects of all actions perform
ed during this turn w

ill be resolved during the fol-
low

ing phase (R
esolution). For exam

ple, if an attack sinks a unit, that unit can still 
attack: it w

ill be taken off the battlefield only during the R
esolution phase. O

nly 
aircraft attacks are resolved during the attack phase. 

A
rtillery

U
sing an A

rtillery sym
bol, a unit can target an enem

y in sight and 
in range. The line of sight is an im

aginary line that connects the 
center of the tw

o cards and it m
ust not cross any scenery elem

ent 
nor unit that can conceal the target. D

istance is m
easured coun-

ting the num
ber of squares that separate the tw

o units, including 
the target square.
The dim

ension class of each unit corre-
sponds to the num

ber of Structure Points 
on its reference card. A

 unit conceal other 
units w

ith equal or less Structure Points. A
n 

attack is considered “effective” if its value is 
equal or greater than the A

rm
or Value of 

the target. 
U

sually 
each 

A
rtillery 

has 
tw

o 
spaces 

on 
a 

reference 
card: 

if 
you 

assign 
an 

A
rtillery die to both of them

 the Attack value 
doubles. Im

portant: range w
ill be unaffected. 

If one of the dice show
s an Adm

iral sym
bol, 

the attack can be split: you can target tw
o 

different units, if you w
ish, but the attack value w

ill not double..
If the attack is effective, the attacker places a C

ritical D
am

age token on a black or 
green feature of the target, disabiling it for the next round. If the Attack value exce-
eds the A

rm
or value, the target w

ill also lose a Structure Point. W
hen a U

nit loses its 
last Structure Points is Sunken and w

ill be rem
oved from

 the battlefield during the 
R

esolution phase..

Torpedoes
Torpedoes can attack only a flanking unit (torpedoes have range 1 and 
can’t be launched from

 bow
 or stern).

Torpedoes alw
ays cause a C

ritical D
am

age and the loss of a Structure 
Point regardless of the A

rm
or Value of the target. The num

ber that ap-
pears in the Torpedo space on the card represents the total num

ber of 
torpedoes the unit can use during all the gam

e. You can assign m
ore 

than a die to Torpedoes during an attack but you can never exceed this 
value and once you have used all torpedoes, you cannot use them

 for the rest of the 
gam

e (Torpedo sym
bols w

ill be ignored from
 now

 on). If you use an Adm
iral sym

bol 
on Torpedoes you can split the attack on different units (up to one per die).
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GAME MAP
Juxtapose the following sheets

 as the below scheme
(8x8 squares)

CARDS
Front and back are side by side. 

Fold and glue them together

DICE
Cut along the solid line

fold along the dotted line
glue the side tabs

You can also cut out the faces and glue 
them on 15x15 mm dice
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