Formula for Calculating Close Action Victory Points Values
Basic Formula:
1.  nominalVp = sqrt(AV * DV) * 0.78

2.  actualVp = (nominalVp * CQmod) + speedadjust - mnvrAdjust
3.  finalVp = round(actualVp)

Where:

CQmod modifiers
A2 = 1.57;
A3 = 1.50

B2 = 1.40;
B3 = 1.37;
B4 = 1.33



C3 = 1.22;
C4 = 1.18;
C5 = 1.13



D3 = 1.07;
D4 = 1.04;
D5 = 1.00



E3 = 0.93;
E4 = 0.89;
E5 = 0.84;
E6 = 0.79

SpeedAdjust modifiers

“fast”

=
+1 vp


“slow”
 
=
no mod


“very slow”
=
-2 vp

mnvrAdjust modifiers
Ships with Poor Maneuvering (CQ A-D) = ceiling(vp*0.02)
Ships with Poor Maneuvering (CQ E-G) = ceiling(vp*0.03)
Other ships = 0
AV (Attack Value) Calculation
1.  AV = (LG + MG + (CR * 1.26)) * FBmod

2.  AV = (AV ^ 1.1) * 3.3
3.  AV = (1-sailorMissing) * AV

Where:

LG: Number of long gun factors
MG: Number of medium gun factors

CR: Number of carronade factors, treating a partial CR as 0.4.
FBmod: If Freeboard is <= 3, use 0.9, otherwise use 1.0. 
sailorMissing: Sum of (0.25 per missing sailor section)
DV (Defense Value) Calculation
1.  RiggV = (r1 * 1.2) + r2 + r3 + (r4 * 0.8)

2.  HullV = (h1 * 1.2) + h2 + h3 + (h4 * 0.8)

3.  CrewV = (s1 * 1.2) + s2 + s3 + (s4 * 0.8) + (m * 0.9)

4.  RhRatio = RiggV / HullV

5.  DV = ((RiggV * 0.5) + (HullV) + (HullV * RhRatio) + 

          (CrewV * 0.7)) * CHmod;

Where: 
Chmod: +1 = 1.03;  0 = 1.00; -1 = .97; -2 = .94;  -3 = .91;  -4 = .87

