
Battleships 
Run of the meeting 

1. The Leader will ask the Beavers to prepare a 10x10 grid as such: 
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 Beavers can either print the above or use pen, paper and a ruler (or other straight edge) to create 

their own. 

 The Leader will need to create the same. 

Rules 

 There are ten ships in the water, all of different lengths 

 The ships are shown by a square being coloured in on the "Defender's" grid (the Leader will prepare 

this in advance) 

 No ship can touch another, but can touch the sides of the grid 

 Ships can be horizontal or vertical on the grid – but not diagonal 



The ships 

 One Carrier (taking up 5 squares) - black 

 One Submarine (taking up 3 squares) - blue 

 Two Destroyers (each taking up 3 squares) - red 

 Two Battleships (each taking up 4 squares) - green 

 Four Patrol Boats (each taking up 2 squares) – purple 

The colours are nominal – if the Beaver wants to colour in the whole ship once it's been sunk with that 

colour, that might be helpful for them. 

The Defender does not need to declare that a particular ship has been sunk – that's the job of the attacker! 

Outline of proceedings 
1. A Leader will take on the role of the "Defender"; all the Beavers will be the "Attackers" 

2. The Defender will position her or his ships around their own grid. 

3. Once the Beavers have created/printed their grid, the Defender will ask one to guess the first 

square to "attack". 

4. The Defender should note the order in which the Beavers have guessed, to ensure each Beaver has 

their chance in the same order. 

5. Each Beaver will attack using a grid reference in the following format (e.g.) F8, J9 and so on. 

6. The Defender will reveal whether it was a "hit" or "miss". 

7. If it was a hit, each Beaver will mark a circle O in that square on their own grid; if it was a miss, 

each Beaver should mark a cross X in that square on their own grid (in black or a standard pen or 

pencil). 

8. Once it is clear that a ship has been sunk, all the squares around it can be marked with a cross and 

the ship's squares can be coloured in. 

9. The turn goes on to the next Beaver. 

The last Beaver to defeat the Leader/Defender gets a BRAVO from everyone else. 


