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6. CONVOY ESCORT GAME 
 

The convoy escort game described below has been designed to exercise 
Commanding Officers of Escort Vessels and their teams in dealing with attacks 
on convoys. It has been played successfully in England and is recommended as 
an interesting and valuable means in improving efficiency and team work of 
convoy escorts. 
 

The game can be played either in a ship or ashore, being organised on a 
day when several ships are in harbour.  
 
Personnel required 
 

Control 
 

Umpire 
2 Plotting Officers 
Time Keeper 
Recorder 
2 Messengers 

Each Ships’ Team 
 

Commanding Officer 
Plotting Officer 
Signalman (Yeoman or Ldg. Sig.) 
Telegraphist (R/T Operator) 
Time Keeper 
Messenger 

 
The umpire is in charge of the organisation and progress of the game. 

Preparation is necessary in providing personnel and equipment and good 
organisation is essential. 
 
The Game 
 

The control plot should be situated in a convenient place such as the 
Ward Room or Captain's Cabin of a ship with separate nearby cabins for each 
of the ships’ teams. Control personnel plot the movements of the convoy and 
their escorts and any hostile or friendly craft which may be introduced by the 
umpire. Individual ships’ plotting officers keep their own ship and the convoy 
plotted. 
 

Broadcasting arrangements are rigged to represent R/T. The 
microphone should be easily accessible to both umpire and ships’ R/T 
Operators and R/T discipline should be enforced. 
 

It the convoy is attacked the umpire broadcasts occurrences which 
would be observed by all escorts (e.g. rockets, snowflakes, burning ships, etc.). 
In the case of incidents affecting individual ships (e.g. Asdic or Radar 
contacts, the sighting of U-Boats etc.) the ship concerned is informed by chit. 
 

The S.O. Escorts directs the movement of the escorts as he would at sea, 
individual ships reporting attacks, sightings etc. to him and keeping the 
umpire informed by chit of any action they are taking. 
 

It is particularly important that ships should inform the umpire of all 
alterations of course and speed otherwise the control plot will be incorrect. 
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The umpire originates all contacts and sightings. A ship obtaining asdic 

contact will be given 15 minutes in which to hunt after which information will 
be passed as to the result (e.g. U-Boat destroyed, lost contact, non-sub etc.). 
 
Preliminary to starting the game. 
 

The umpire calls ships’ teams into the control room explains the game 
and gives the following information. 
 

(a) Size of convoy 
(b) Course and speed of convoy 
(c) Position of Escorts 
(d) R/T call signs of escorts and Commodore 
(e) Convoy time at commencement of game 
(f) Friendly and enemy forces which may be encountered. 
(g) Policy regarding snowflakes for the night 
(h) Whether Escorts are operating Asdics 
(j) Any other information required 

 
(a), (b), (c) and (d) could be drawn on a blackboard beforehand. 

 
Ships' teams then return to their cabins make certain their plots are in 

order and stand-by. Once the game is started there must be no collaboration 
between ships apart from signalling. 
 
To start the game 
 

The umpire broadcasts: “Standby to start watches - Watches were 
started at (2100)”. 
 

To avoid delay the umpire should have decided on the preliminary 
moves of an attacking U-Boat before the game starts. Having started the 
watches he can then place a U-Boat in position to fire torpedoes or in a 
position where it will be detected by A/S Radar. Thus, he might start the ball 
rolling by broadcasting “Hullo Escorts this is Umpire. Two white rockets from 
convoy. Heavy underwater explosion. Time of Origin 2102.” 
 

The S.O. Escort should then take action e.g. order Operation 
"RASPBERRY" by R/T. Escorts proceed according to his orders, informing the 
umpire of alterations of course and speed and of any other action taken. The 
U-Boat is plotted as trying to escape either on the surface or submerged. 
 
Time keeping 
 

A wooden or cardboard clock dial can easily be made and is useful for 
keeping a check on convoy time. Watches may be stopped by the umpire 
whenever necessary (say every 10 minutes) to allow plots to keep up to date 
and to correct any mistakes. 
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While the watches are stopped convoy time will stand still. 
 
Communications 
 

R/T signals are to be written out for the R/T operator who passes them 
over the common microphone. 
 

W/T - Enemy reports, etc., are to be written out, with the degree of 
security and indication of priority shown, and handed to the umpire. 
 

Y/S signals may be written and passed by message between ships, 
provided they are in V/S touch. One copy of each signal is to be passed to the 
umpire. 
 
Termination of the Game 
 

The game is terminated by the umpire when he considers that no 
further value can be obtained from it. 
 

The movements of escorts, convoy, and enemy forces are then to be 
marked clearly on the control plot, (e.g. with coloured thread) and ships' 
teams can gather round to discuss the tactics employed. 
 
Equipment required 
 

The following equipment is required, although a certain amount of 
improvisation is possible. 
 

By Control 
 

Large plot approximately 5' x 4 
2 Pairs Dividers 
Protractors 
Parallel Ruler 
Ruler 
Pencils, Rubbers etc. 
Broadcasting arrangements for R/T 
2 Stop Watches 
Wooden Clock Dial 
Black Board 
Typed Chits 
S.W.P. Convoy Instructions 
Fleet Signal Book or A.V.S.B. 

By each Ship 
 

Plotting Sheet 
Instruments 
Signal Pad 
Stop Watch 
S.W.P. Convoy Instructions 
Fleet Signal Book or A.V.S.B, 
 

 


