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Now that you know how to play the game, the next problem is
probably who to play. We can help you with that only through
your subscription to our bimonthly gaming journal. In THE
GENERAL you’ll not only discover all there is to know about
this game, but will also learn about our dozens of other excit-
ing simulation games. Every full-color issue is filled with 64
pages of the best strategy and tactics articles on Avalon Hill
and Victory Games. Look at all THE GENERAL offers:

ADVERTISING: Our Opponents Wanted column allows you
to find the players you crave. Each issue contains dozens of
such ads seen by our many readers worldwide. The fastest way
to find an opponent for this game, whether it be across the
street or across the Atlantic Ocean, is probably in the pages of
THE GENERAL.

NATIONAL CHAMPIONSHIPS: Only subscribers receive
the latest information on AVALONCON —the National
boardgaming championships for Avalon Hill games. The
inside of every issue’s protective wrapper contains two pages
of the AVALONCON bulletin board posting the latest news
and event details for the championships of Avalon Hill gam-
ing. Inside the magazine, the latest installment of the AREA
news will keep you posted on who is who in the competitive
gaming world with player ratings, championship match
reports, and details of postal matches played around the world.

SERIES REPLAYS: Follow the course of an entire game
played out move-by-move in our pages—amply illustrated and
accompanied by commentary by a recognized expert.

HISTORY: Curious about the events portrayed in the game?
GENERAL articles are the only way to see inside the heads of
our designers to see what parallels they’ve drawn to real life
events.

VARIANTS: Tired of the same old game? Chances are that
we’ve printed numerous variations on this game, as well as
many others in the pages of THE GENERAL. Many are accom-
panied by a sheet of die-cut counters—all FREE to sub-
scribers —to enhance your enjoyment. Many of our games have
had more scenarios printed in THE GENERAL than in the
game itself.

QUESTIONS & ANSWERS: In our Question Box column
you’ll find the only official source of commonly asked ques-
tions and answers about Avalon Hill games. Be sure to get the
issue featuring this game for answers to any questions that
have been generated to date.

PRODUCT REVIEWS: If you’re interested in other games,
you can check them out in the READER’s BUYERS GUIDE.
The RBG is a game review compiled by our combined reader-
ship—the people who actually play the games—not a self-
appointed critic. Realism, complexity, components, play bal-
ance and playing time are only a few of the categories rated in
the RBG.

VALUE: Each issue contains a coupon good for $1.00 off the
postage charges of mail order purchases. Since its inception in
1964, THE GENERAL has stood the test of time. It remains by
far the oldest and most stable periodical devoted to simulation
gaming. And its subscription rates remain the best value.
Increase your enjoyment of this and our other games with a
subscription. See the Parts List enclosed with your new game
for prices or call Toll Free 1-800-999-3222 to place an order
with any major credit card; or FAX it to: 410-254-0991.

Empire of the Rising Sun
PREFACE

EMPIRE OF THE RISING SUN (henceforth referred to as
RISING SUN for brevity), ADVANCED THIRD REICH’s com-
panion Pacific game, may be played either alone or in conjunc-
tion with ADVANCED THIRD REICH in a simulation of all of
World War II.

In addition, the RISING SUN rules and appendices include
the research rules which add another dimension to ADVANCED
THIRD REICH. The research rules may be used in
ADVANCED THIRD REICH, RISING SUN, or a Global War
game combining the two.

Finally, several important rule modifications to
ADVANCED THIRD REICH are included in RISING SUN. To
some extent these changes grew out of the research rules, but
some are simply compelling improvements which were discov-
ered during play of ADVANCED THIRD REICH following its
release in 1991.

Learning the game

Players familiar with the ADVANCED THIRD REICH game
system will have little difficulty learning RISING SUN. The
transition to RISING SUN will be eased by first reading the
complimentary Summer 1995 issue of ULTRA included with
the game. Newcomers will have to take things more slowly,
but later will find ADVANCED THIRD REICH easier to pick
up. As usual, players are advised to begin with a scenario, but
it will be a rare ADVANCED THIRD REICH player who won’t
ignore this advice and leap into a Global War game at the first
opportunity. Fair enough, but at least don’t try it one-on-one
with your toughest opponent!

In the RISING SUN rulebook, rules which apply only to the
Global War game are clearly marked, to save players time in
finding the correct reference. Players are also advised to use
the index to locate rules dealing with specific topics.

Questions

Questions will be answered in the usual manner if sent to
the Avalon Hill Game Company or ULTRA with a stamped,
self-addressed envelope. The most important questions of the
preceding year are published in each Winter issue of ULTRA,
the quarterly newsletter devoted to ADVANCED THIRD
REICH and, now, RISING SUN as well. A careful reading of
the relevant rules and a subscription to ULTRA are the best
ways to avoid unseemly arguments over rules which detract
unnecessarily from the play of the game.
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Introduction ,

1. OUTLINE OF PLAY

1.1 RISING SUN is a two-player game which is based on the
ADVANCED THIRD REICH rule system. RISING SUN may be
played by more than two players by sharing control of one or
both sides.

1.11 RISING SUN may also be combined with ADVANCED THIRD
REICH in the Global War game. A Global War game may be played

as a two-sided game, with teams of two or three players, or as a -

multi-player game, in which each major power has distinct victory
conditions (using the ADVANCED THIRD REICH multi-player vic-
tory conditions) and players may negotiate directly with both enemy
and allied major powers. ADVANCED THIRD REICH is required
for play of the Global War game. Either the research rules or vari-
ants may be used when playing the Global War game.

1.12 RULE REFERENCES: All rules which apply to RISING SUN
are set out in this rulebook. Since RISING SUN is based on the
ADVANCED THIRD REICH rules system, many of these rules also
apply to ADVANCED THIRD REICH. Rule references are to this
rulebook, except where otherwise indicated. References to the RIS-
ING SUN Appendices are prefaced with a “RS”, and references to the
Global War Appendices are prefaced with a “GW”.

1.13 References to rules which only apply to the Global War game
or the research rules are set out in red type.

1.2 RISING SUN is played in game turns of three months each. The
Campaign Game (RS Appendix I), which begins in Winter 1941, can
last up to 21 turns, for a normal playing time of up to ten to twelve
hours. Players who wish to play a shorter game may use the 1942
scenario (RS Appendix II), which has a playing time of about eight
to ten hours, or the 1944 scenario (RS Appendix III), which has a
playing time of about six hours. The shorter battle scenarios (RS
Appendices IV-VII) may be completed in half an hour or less. More
ambitious players will wish to combine RISING SUN and
ADVANCED THIRD REICH and play the Global War game.

1.3 Each RISING SUN game turn consists of two player turns, dur-
ing which players move their forces, attack enemy forces, construct
unbuilt units and redeploy forces behind friendly lines.

1.4 Many activities in RISING SUN involve the expenditure of eco-
nomic resources. These resources are measured in terms of Basic
Resource Points (BRPs). The acquisition of BRPs through conquest
and the destruction of enemy BRPs are two of the key elements of
the game.

Components and Concepts

2. GAME TERMS

2.1 In RISING SUN, some terms have exact meanings as defined in
the rules. In addition, conventions have developed concerning the
use of acronyms, both in conversation and in the rules themselves.
The following list sets out the definitions and acronyms used in
these rules:

“A”: Attacker eliminated. An offensive operation ground combat
result. See 15.4.

“Allies”, “Allied”: The Allies consist of the United States, Britain
and whichever major powers and minor countries go to war with the
Axis. Russia is not considered Allied until it is at war with the Axis.
In a Global War game, China is not considered Allied until the start
of the first Allied player turn following the outbreak of war between
Japan and the U.S. (60.1).

‘“associated minor countries”: Minor countries which are associat-
ed with, but not fully allied to, a major power. See 55.

|

“ASW?”: Anti-submarine warfare. This term is used to refer both to
SW units which operate against enemy submarines and naval units
assigned to anti-submarine duties.

“Axis”: In RISING SUN, this term includes Japan and any minor
countries which join it in its war with the Allies. In a Global War
game, “Axis” refers to Germany, Italy and whichever countries join
them in their war with the Allies. Japan is not considered to be part
of the Axis until it is at war with a major power other than China.

“BRP”, “BRPs”: Basic Resource Point(s). BRPs are the funda-
mental currency of the game, and are used to measure the economic
strength of each country. See 33.

“CA”, “CA1”, “CA2”, “CA3”: Counterattacks by defending units.
An offensive operation ground combat result. See 15.4.

“CAP”: Combat Air Patrol. Air units may fly CAP over naval
combat groups and air bases during carrier battles in order to protect
friendly units from enemy air attack (27.5772A).

“China”: For game purposes, “China” does not include Manchuria,
Hong Kong, Taiwan or Hainan.

“colonies”: Minor countries which are controlled by a major power
at the start of the game. Colonies do not have independent military
forces.

“‘combat phase”: The portion of a player turn in which combat is
resolved.

“CRT”: Combat Results Table. The CRT is used to resolve ground
combat during offensive operations.

“CVE”, “CVEs”: Escort carrier(s). CVEs are represented by unit
counters of various denominations, and are restricted in the types of
operations they may conduct.

“CVL?”, “CVLs”: Light carrier(s). A CVL is represented by a 2-
factor carrier unit.

“CV”, “CVs”: Fleet carrier(s). A CV is represented by a 3-factor
carrier unit.

“CVB”, “CVBs”: Super carrier(s). A CVB is represented by a 4-
factor carrier unit. Super carriers may only be constructed as a result
of research or the play of Japanese or Allied variants 10.

“D”: Defender eliminated. An offensive operation ground combat
result. See 15.4.

“DM”, “DMSs”: Defense Multiplier(s). The defensive strength of a
ground unit during offensive operations is calculated by multiplying
its combat factor by the net DM. DMs can be both positive and neg-
ative, and are always cumulative. See 15.22.

“DRM?”, “DRMs”’: Die (Dice) Roll Modifier(s). This term refers to
the modifications to a die or dice roll. The result of the roll is deter-
mined by the result after all DRMs are taken into account.

“DoW?”, “DoWs”: Declaration(s) of War. There are no DoWs in
RISING SUN. In a Global War game, a neutral country may not be
attacked without a DoW. DoWs against minor countries cost 10
BRPs. DoWs against major powers normally cost 35 BRPs. See 46.

“Ex”: Exchange - both the attacker and defender suffer losses. An
offensive operation ground combat result. See 15.4.

“fast carrier(s)”’: Light carriers (CVLs), fleet carriers (CVs) and
super carriers (CVBs). Each fast carrier is represented by an indi-
vidual counter bearing the carrier’s name.

“force pool”: The units, built and unbuilt, available to each major
power. A major power may not construct more units of a given type
than are contained in its force pool.

“fronts”: The mapboard is divided into three fronts - the Pacific,
Asian and Southeast Asian. At the start of each player turn, the
moving major powers must select the options they wish to carry out
for each of the three fronts on the mapboard.

“game turns”: Each year consists of four game turns. These are
identified by the seasons: Spring, Summer, Fall and Winter.
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“initiative”: The side with the initiative moves first in a given game
turn. In RISING SUN, in contrast to ADVANCED THIRD REICH,
this is not always the side which has the greater number of BRPs.
See 9.1.

“limited offensive(s)”’: Some units on a front on which an attrition
option has been selected may carry out offensive operations. This is
termed a limited offensive. See 17.

“major powers”: The five countries which have independent BRP
levels and force pools: Japan, the U.S., Britain, China and Russia.

“minor allies”: Certain minor countries may become allied with a
major power as a result of specific events. See 56.

“minor countries”: All countries, including colonies, other than the
five major powers.

“movement phase”: The portion of a player turn in which units are
moved.

“objectives”: Cities or one-hex islands printed in red. There are
fourteen objectives on each front.

“options”: Each player turn, each major power must select an
offensive, attrition or pass option for each front. The option selected
determines the types of activities which may be performed. See 13.

“player turns”: Each game turn is divided into a Japanese and an
Allied player turn.

“SAC”: Strategic Air Command. SAC factors represent American
heavy bombers, and are used in offensive SW operations against
Japan.

“SR”, “SRs”, “SRed”: Strategic Redeployment(s), Strategically
Redeploy(ed). SR takes place during the SR phase, at the end of
each player’s turn, and allows the movement of a limited number of
units behind friendly lines. See 20.

“SW?”: Strategic Warfare. SW involves the use of submarines,
SAC, ASW and interceptors. SW is resolved at the end of each
game turn. Successful SW eliminates enemy BRPs and limits enemy
SRs. See 42.

‘“unit construction phase”: The portion of a player turn in which
units are constructed. See 19.

“Western Allies”, “Western Allied”: All Allied major powers and
minor countries, other than Nationalist China, Communist China and
Russia.

“YSS”: Year Start Sequence. The YSS takes place at the start of
each year, before the first game turn of the year. During the YSS,
the BRP levels of all major powers are determined and decisions as
to SW expenditures for the upcoming year are made. See 32.

“ZoC”, “ZoCs”: Zone(s) of Control. A fully supplied armor unit
may exert a ZoC into adjacent hexes. ZoCs influence énemy move-
ment, unit construction and supply. See 12.’

3. GAME COMPONENTS

3.1 RISING SUN consists of the following components:

Two unmounted 22” x 30” mapsheets.
Five counter sheets.

RISING SUN rulebook.

RISING SUN appendices.

Global War rulebook.

Research rules.

Tables and player aid cards.

Scenario cards.

Two dice.

SrEORHEORE

A complimentary copy of ULTRA.

4. TERRAIN AND THE MAPBOARD

4.1 The mapboard consists of a map of Asia and the northern Pacific
ocean. Superimposed over the mapboard is a hexagonal grid, which
is used to determine movement.

4.11 FRONT BOUNDARIES: Solid red front boundaries separate
the mapboard into three fronts: Pacific, Asian and Southeast Asian.
Fronts are significant with respect to a variety of situations such as
the choice of options by players, weather and oil effects.

4.2 GRID COORDINATES: Each hex of the hex grid superim-
posed over the mapboard may be located by a specific grid coordi-
nate reference.

4.3 PLAYABLE HEXES: National borders (black dashed lines)
and geographical features have been rationalized to conform to the
hexagonal grid. Himalayan hexes (4.31) are impassable to ground
units. All other hexes are playable.

4.31 Ground movement, combat, SR and the tracing of supply lines
is not allowed across all-Himalayan or outback hexsides. This pro-
hibition does not apply to air operations.

4.4 LAND/SEA HEXES: Land terrain is defined as the area inside
the shoreline bordering all bodies of water. Hexsides must contain
land on both sides to allow normal ground movement or combat
across them. Similarly, sea hexsides are defined as any hexside con-
taining blue on both sides of the hexside, provided the blue is not
solely attributable to a river. Naval movement is allowed only across
sea hexsides. Where the red front boundary follows a coastline it is
treated as sea for the purposes of this rule. Lakes which do not com-
pletely cover a hexside have no effect on play and are included on
the mapboard for aesthetic purposes only.

4.41 Hexsides which are partially sea and partially land are consid-
ered both land and sea for all purposes.

4.42 Any completely gray land mass is impassable to ground units.
Such areas are included on the mapboard for aesthetic purposes only.

4.43 LAND MOVEMENT:

4.431 TERRAIN EFFECTS ON GROUND MOVEMENT:
Ground units must end their movement when they enter hexes con-
taining mountain, jungle or swamp (EXCEPTION: Partisans and
Japanese ground units may move through jungle hexes; Australian
units may move through jungle hexes if Allied variant 7 has been
played). Armor units which enter such hexes immediately have their
mechanized component negated (23.2).

4.432 Except at a crossing arrow (4.46), ocean and lake hexsides
may not be crossed by ground units without naval assistance.

4.44 Units are not “adjacent” for the purposes of pass option movement,
exploitation (15.62) or SR when they are separated by all-water (non-
river) hexsides, including those containing crossing arrows.

4.45 The ZoC (12) of armor units does not extend across all-
water hexsides, including those containing crossing arrows, or
across rivers.

4.46 CROSSING ARROWS: Red crossing arrows permit ground
units to move or engage in offensive or attrition combat across all-
water hexsides in either direction.

4.5 CITIES:
4.51 The term “city” includes capitals and ports.

4.52 Capitals (any city designated by a star, including those in
colonies) and objectives (any city printed in red) may not be selected
for attrition occupation (16.5). Infantry and replacement units
defending against exploiting armor in such cities are not subject
to an adverse DM (15.24A). See 29.2 for details of capitals as
supply sources.

4.53 Ports (any city designated by an open, non-solid black or red
circle) may base naval units (27.1). Capital-ports function as both a
port and a capital.




4.54 Other cities, designated only by black dots, have no military
significance except for their ability to base air units (26.11). Such
cities have no effect on combat.

4.6 FORTRESSES:

4.61 Singapore loses its fortress status permanently as soon as it is
occupied by a Japanese unit.

4.62 Allied units in Singapore defending against a seaborne inva-
sion while Singapore is a fortress receive a +2 DM in addition to the
normal +2 DM received by defending units and the +1 DM received
by units attacked by seaborne invasion (15.23A, 15.23B). The forti-
fications in Singapore are disregarded if it is attacked from the land-
ward side or by an airdrop (24.1) (EXCEPTION: Allied variant 1).

4.7 ISLANDS: Islands which have beach hexes may be invaded
only at those beach hexes.

4.71 Islands so small that they are shown in gray are included on the
board for aesthetic purposes only. Such islands are not playable,
may not be invaded and are not considered islands for game purpos-
es.

4,72 One-hex islands may be invaded, provided they do not contain
nine or more enemy naval factors or an enemy task force at the
moment the invasion is resolved (27.432). An island covering more
than one hex is not a one-hex island, even if only one hex of it is
playable.

4.721 While one-hex islands have reduced air (26.11) and naval
(27.112) basing capacity, and no intrinsic air defense, they are con-
sidered ports for the purposes of naval activity.

4.73 Supply may be traced to one-hex islands even if they do not
contain a port or bridgehead (29.331). Units may also be SRed in
and out of such islands (27.67).

4.74 ISLAND GROUPS: A number of adjacent islands form
groups, as follows:

Aleutian Islands (U.S.): Adak, Attu, Kiska, Unalaska, Umnak.
Caroline Islands East (Japan): Oroluk, Ponape, Truk.

Caroline Islands West (Japan): Palau, Ulithi, Woleai, Yap.
Ellice Islands (Britain): Funafuti, Niulakita, Niutao.

Fiji (Britain): Vanua Levu, Viti Levu.

Gilbert Islands (Britain): Beru, Makin, Tamana, Tarawa.
Hawaiian Islands (U.S.): Hawaii, Kauai, Maui, Necker, Oahu.
Kurile Islands (Japan): Etorofu, Paramushiro, Uruppa.

Marianas Islands (U.S. and Japan): Guam (U.S.), Saipan
(Japan).
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Marshall Islands (Japan): Bikini, Eniwetok, Kwajalein, Majuro,
Wotje.

K. New Hebrides (Britain): Efate, Espiritu Santo.

L. Society Islands (France): Bora, Tahiti.

M. Solomon Islands (Britain): Bougainville, Guadalcanal, New
Georgia, San Cristobal, Santa Isabel.

4.741 CONTROL OF ISLAND GROUPS: At the start of each
scenario, each island group is controlled by a major power (EXCEP-
TION: The Marianas are split between the U.S. and Japan). Once
play begins, the control of island groups is governed by 11.23.

4.8 TERRAIN EFFECTS ON LAND COMBAT: The Terrain
Effects Chart summarizes the effects of terrain features on combat.

4.81 The defensive strength of a ground unit attacked during an
offensive option or limited offensive operation equals its printed
combat strength times its net DM (15.22).

4.82 Defending ground units receive a +2 DM (i.e., have their com-
bat factor at least doubled) regardless of terrain (15.23A), subject to
possible negative DMs (15.24).

4.83 Ground units defending against a seaborne invasion receive a
+1 DM, even if they are simultaneously attacked by enemy ground
units from adjacent land hexes or by dropped airborne units (15.23B)
(EXCEPTION: This +1 DM is negated if at least half the invading

ground factors are marines - 24.8). Beach hexes do not otherwise
benefit the defender.

4.84 Defending ground units receive a +1 DM when behind a river
or a hexside crossing arrow if all the attacking ground units are on
the opposite side. This DM is negated if the defending units are
attacked by other ground units on their side of the river or crossing
arrow, including an airborne unit dropped on top of the defenders
(15.23C).

4.85 Defending ground units receive a +1 DM when in a mountain,
swamp or jungle hex (15.23D), or when in a hex containing a
fortification counter (15.23F).

4.86 Defensive benefits are cumulative: a unit defending on a moun-
tain behind a river or in a hex containing jungle and mountain is
quadrupled (+4 DM); a unit defending in a fortified jungle hex
against seaborne invasion is quintupled (+5 DM). Terrain effects on
movement and combat are summarized in the Terrain Effects Chart.
The interaction between positive and negative DMs is detailed in
1522,

4.9 MAPBOARD BOXES: All mapboard boxes have an unlimited
stacking capacity for ground units, and an unlimited basing capacity
for air and naval units, provided the units are otherwise permitted to
enter the box in question.

491 U.S.BOX: The U.S. box represents North America. Japanese
units may never enter the U.S. box. Newly constructed American
units are placed in the U.S. box (19.33) and American ground units
may be broken down or combined there (19.34). American naval
units may change base to, but not from, the U.S. box (27.25). Naval
units may be deployed from the U.S. box to the SW Box (42.4,
42.6), but otherwise units may only leave the U.S. box by initially
deploying (20.7) during the SR phase (EXCEPTION: 20.73). Naval
units based in the U.S. box are subject to certain restrictions (27.17).
The U.S. box is an unlimited Allied supply source (29.214). The
path of naval activities from the U.S. box is traced onto the map-
board through any hex along the eastern edge of the mapboard.
American naval forces in the SW box may protect such activities
(20.843, 29.343). In a Global War game, one U.S. box represents
the Pacific coast of the U.S. and Canada, and the other U.S. box
(which appears on the ADVANCED THIRD REICH mapboard) repre-
sents the Atlantic coast of the U.S. and Canada (20.516).

4.92 SW BOX: The SW box is used to represent the Pacific ship-
ping routes (for both sides) and the air war over Japan. Japanese and
American submarines and ASW, American SAC factors and
Japanese interceptors are inverted to conceal their true number and
placed in the SW box during the SW allocation phase of the YSS and
each Spring, Summer, and Fall game turn (42.4, 42.6). Japanese air
factors and Japanese and American naval units assigned to SW are
openly placed in the SW box. Units may only move in and out of
the SW box during the SW phase. American naval units in the SW
box may protect initial deployment (20.843), SR (20.85), and supply
(29.343) from the U.S. and South Pacific boxes onto the map.
Japanese and Allied raiders may also be subject to interception by
naval forces in the SW box (44 4, 44.7).

493 AUSTRALIA BOX: The Australia box represents southern
Australia (57.2 - 57.6). Australian units, including one fleet factor
per turn, may be rebuilt (19.33, 27.85) and broken down or com-
bined (19.34) in the Australia box. Ground and air units of either
side may pass to and from the Australia box via the Australian hexes
on the southern edge of the board, during the course of movement,
combat, or SR (14.21, 20.511, 26.211, 57.2). Naval units may pass
between the Australia box and the board via hexes NN7 (west map)
and NN24 (east map), which are considered to be eight hexes from
the ports in southern Australia. Naval units based in the Australia
box are subject to certain restrictions (27.18, 57.6). The Australia
box may also be reached from the India and South Pacific boxes
(20.511, 27.161, 57.23B). Combat may occur in the Australia box
(57.3). The Australia box is an unlimited Allied supply source
(29.214) unless conquered by Japan (57.5).
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4.94 SOUTH PACIFIC BOX: The South Pacific box represents
ports and shipping lanes off the south and east edge of the map.
Japanese units may not enter or operate in the South Pacific box.
Allied units may SR between the mapboard and the South Pacific
box and between the South Pacific and Australia boxes (20.513).
Naval units based in the South Pacific box are subject to certain
restrictions (27.16). The South Pacific box is an unlimited Allied
supply source. Naval activities are traced between the South Pacific
box and the map via the hexes in the south-eastern corner of the map
which are adjacent to the box (NN4, MM4, LL3, KK3 and KK2).
SRs and sea supply traced from the South Pacific box onto the map
may be protected by American naval forces in the SW box (20.85,
29.343).

495 SOUTH AFRICA BOX: The South Africa box is located on
the ADVANCED THIRD REICH mapboard, and represents Allied
bases in southern and eastern Africa. Axis units may not enter or
operate in the South Africa box. Allied units which SR between
Europe and India via the Cape of Good Hope in a Global War game
must stop in the South Africa box for one turn while in transit.
Allied naval forces in the South Africa box may attempt interception
of Japanese raiders in the Indian Ocean (44 .45).

496 INDIA BOX: The India box represents off-map ports in west-
ern India (58.2 - 58.7). Indian units may be built in the India box
(19.33). Up to three factors of British infantry or replacements may
also be constructed in the India box each turn. Other newly built
British units arrive in the India box by SR one turn after their con-
struction. British and Indian ground units may be broken down or
combined (19.34) in the India box. Ground and air units of either
side may pass to and from the India box via the Indian hexes on the
western edge of the mapboard, during the course of movement, com-
bat, or SR (14.21, 20.512, 26.211, 58.2). Naval units may pass
between the India box and the board via hex CC26 (west map),
which is considered to be eight hexes from the ports in western
India. Naval units based in the India box are subject to certain
restrictions (27.19, 58.7). The India box may also be reached from
the Australia box, or, in a Global War game, from the South Africa
box, Suez, Basra, or Bushire (20.512, 58.23B, 58.29). Combat may
occur in the India box (58.3). The India box is an unlimited Allied
supply source (29.214) unless conquered by Japan (58.6).

4.97 RUSSIA BOX: Both the ADVANCED THIRD REICH and
RISING SUN mapboards have Russia boxes. The Siberia portion of
the ADVANCED THIRD REICH Russia box represents that part of
Russia which appears on the RISING SUN mapboard, and the Urals
portion of the ADVANCED THIRD REICH Russia box and the RIS-
ING SUN Russia box both represent that part of Russia which is
between the two mapboards. Axis units may never enter the Russia
box. Units constructed in European Russia must be SRed to the
Urals, and then SRed onto the RISING SUN mapboard the following
turn, subject to limits on trans-Siberian SRs (20.514, 20.521C).
Russian ground units may be broken down or combined (19.36) in
the Russia box. Russian units may not leave the Russia box except
by SR. |

5. MAPBOARD CHANGES

5.1 The RISING SUN mapboard generally uses the same terrain fea-
tures and conventions as the ADVANCED THIRD REICH mapboard,
although the scale of the RISING SUN mapboard is different, as a
larger area is depicted. ADVANCED THIRD REICH players should
note the addition of jungle and jungle/mountain hexes, as well as
impassable mountains (the Himalayas) and outback on the RISING
SUN mapboard.

6. COUNTERS

6.1 Ground unit counters show a combat factor as the first (left)
number on the counter, followed by a movement factor (EXCEP-
TION: Replacement counters, which may not move, show only a
combat factor).

=

3

Infantry Armor Airborne Partisan Marine  Replacement

6.2 Army and naval air unit counters also show a combat factor and
a movement factor. Fleet and carrier unit counters show only a com-
bat factor; their range depends on the type of activity in which they
are engaged (27.361). Each country is provided with partial air and
naval counters (26.7, 27.7). Fast carriers are represented by individ-
ual counters which may not be broken down into partial counters.

53 |33 || o Z
Army Air Naval Air Fleet Carrier CVE

6.3 SW counters (submarines, ASW, SAC and interceptors) show
only a number representing the strength of the unit.

Submarine ASW SAC Interceptor

6.4 BRP counters are used on the BRP track on each major power’s
scenario card. Year and season counters are used on the Time Track
on the mapboard. Numbered counters are used to select variants
(69).

BRP

Variant

6.5 Each major power has a limited number of airbase (26.12) and
bridgehead (28) counters. Japan may construct fortifications (28.8)
and the U.S. may construct artificial ports (27.113).

Airbase Bridgehead  Fortification Artificial
Port




7. SCENARIOS

7.1 When beginning a game of RISING SUN, players must choose
the scenario they wish to play. Players may select the Campaign
Game, 1942 or 1944 scenarios (RS Appendices I-III), or one of the
shorter battle scenarios (RS Appendices IV-VII). Players who own
ADVANCED THIRD REICH may also play the Global War game. In
each case, the historical situation at the starting date of the scenario
is set out, along with other information and rules applicable to the
scenario.

7.2 The information contained in each scenario consists of the fol-
lowing:

7.21 DURATION: This defines the length of the scenario.

7.22 SITUATION: This indicates which nations are at war and the

alignment of minor countries at the start of the scenario. No BRPs
are expended to attain these states of war.

7.23 ORDER OF DEPLOYMENT: Prior to play, each nation
involved in the scenario sets up its forces in the indicated order.

7.24 ORDER OF MOVEMENT: Once play begins, the indicated
order of movement is followed.

7.25 VICTORY CONDITIONS: In each scenario, the victory con-
ditions are indicated.

7.251 The winner of the scenario is determined only at the end of
the scenario, unless one side concedes. In a multi-player Global War
game, more than one major power may achieve its victory condi-
tions.

7.252 When victory is determined by the possession of objective
hexes at the end of play, objectives in neutral countries are not cred-
ited to either side.

7.26 BRP LEVEL AND GROWTH RATE: The starting BRP
level for each major power is indicated. The source of these BRPs,
including each major power’s BRP base, is set out in parentheses.
The growth rate (33.2), which determines the rate of BRP increase
each year, is listed below each major power’s BRP level.

7.27 SR LIMIT: The basic SR limit for each major power (20.1) is
listed. For convenience, reference is made to the rules which govern
the possible reduction of this basic SR limit.

7.28 DP ALLOCATION: Diplomatic points (DPs) are not used in
RISING SUN. In a Global War game, DPs are used in Europe and
may be allocated to Japan in 1941.

7.29 FORCE POOL: “At start” forces are placed on the mapboard
during the initial setup of the scenario. Other forces become avail-
able as “allowable builds” as indicated. In each scenario, the num-
ber of units of each type available to each major power is indicated
in brackets (“[ ]”). The number which precedes the brackets indi-
cates units added to each major power’s force pool at a given time.

7.291 Once forces are available, they may be constructed during a
player’s unit construction phase. Units eliminated during the game
are returned to the owning major power’s force pool as allowable
builds. (EXCEPTIONS: Airborne units, marines, Japanese army air
units converted to kamikazes and CVEs may not be rebuilt during
the game turn they are eliminated (24.4, 24.82, 26.841,27.822). The
rebuilding of fast carriers is not completed until a specified number
of turns have elapsed (27.823). Elite Japanese naval air factors are
rebuilt as normal naval air factors (26.182). Naval air rebuilding is
subject to naval air training limits (26.183). Dutch units (63.5) and
Russian naval units (27.85) may never be rebuilt).

EXAMPLE: The United States begins the Campaign Game with 12
infantry factors, four replacements, one 1-2 marine unit, five army air
factors, 20 naval air factors, four fleet carriers (CVs) in the Pacific
and five 9-factor fleets. During the Summer 1942 unit construction
phase, three infantry factors, one 1-2 marine unit, five army air fac-
tors, three escort carriers (CVEs) and one 9-factor fleet are added to
the American force pool. These may be constructed during the Sum-
mer 1942 unit construction phase. In addition, in the Spring 1942 SR
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phase one CV is placed in the U.S. box at no BRP cost, and in the
Summer 1942 SR phase an additional CV is placed in the U.S. box at
no BRP cost. Additional American forces may not be constructed
until they are added to the American force pool during the Winter
1942 and subsequent unit construction phases.

7.292 AIRBASE COUNTERS: The number of airbase counters
(26.12) available to each major power is indicated.

7.3 DEPLOYMENT LIMITS: A major power may be required to
place specific minimum forces in a given location or area. Addition-
al forces may be placed in such areas, subject to stacking limits.
Deployment limits apply only to the opening setups of scenarios.
Forces may move freely once the scenario begins.

EXAMPLE: The United States must begin the Campaign Game with
two infantry factors, one replacement and two Filipino 1-2 infantry
units in the Philippines. These units may be withdrawn or reinforced
once the scenario begins.

731 CONTROL: The indicated areas are controlled by the major
power at the start of the scenario. During the opening setup, units
may only be placed in controlled areas. A player may not set up
unifs in areas controlled by another major power, even if that major
power is an ally. Thus the United States and Britain could not begin
the Campaign Game with units in China, although they could later
move units into China if otherwise able to do so.

7.32 SURPLUS SW: At the start of the 1942 and 1944 scenarios,
both sides may construct SW units. The U.S. begins the 1944 sce-
nario with a surplus of six submarines factors from the previous
year.

7.4 SCENARIO CARDS: Each scenario card contains a summary
of the information set out in the scenarios for each major power. In
addition, each scenario card has a BRP track which players may use
to record BRP levels by moving each major power’s three BRP
counters along the 100’s, 10’s, and 1’s line. Players may wish to
keep a written record of BRPs, as such a record is immune from
table-jostling and is useful in providing reliable answers to questions
such as “Did you subtract 15 BRPs for that offensive option?”

7.5 BEGINNING A GAME: Each player places his at start forces
on the mapboard, following the order of deployment, and places his
allowable builds on the force pool section of his scenario card. Each
major power’s BRP counters are placed on its BRP track, and each
major power’s airbase, bridgehead and substitute air and naval coun-
ters are kept available.

7.51 Once all at start forces have been set up, SW construction takes
place in the 1942 and 1944 scenarios.

7.52 Play then begins as indicated by the order of movement for
the scenario.

8. TABLES

8.1 The following tables are set out on separate sheets to facilitate
reference during play:

A. Combat Results Table.

Attrition Table.

Air Defense Table.

Air Attack Table.

Air Force Nationality DRM Chart.
Naval Interception Table (Pacific).
Naval Search Table.

Naval Surprise Table.

Fleet Combat Table.

Naval Nationality DRM Chart.
Naval Reconstruction Table.

SW Ratio Table.
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. SW Effects Table.
Chinese Resistance Table.
Japanese Resistance Table.
British Resistance Table.
Russian Resistance Table.
BRP Costs Chart.
Minor Country Forces Chart.
Unit Conversion Table.
Pearl Harbor Surprise Table.
SW Research Table.

. Naval Combat Sequence of Play.
Patrol Sequence of Play.

HHrEg<cHnREOTOZE

Year Start Sequence of Play.

9. SEQUENCE OF PLAY

9.1 BRP LEVEL DETERMINATION AND ORDER OF
PLAY:

9.11 CAMPAIGN GAME: In the Campaign Game, Japan begins
the game by moving in Winter 1941, the Allies having already taken
their turn. China then moves to complete the Winter 1941 game
turn. Following the 1942 YSS, Japan moves first in Spring 1942
(thereby obtaining a double move with respect to the U.S. and
Britain, although not with respect to China), after which the U.S.,
Britain and China move together. Japan continues to move first for
the rest of 1942. The Allies move first in Spring 1943, thereby
obtaining a double move in Winter 1942 - Spring 1943. After Spring
1943, the Allies move first for the rest of the game. BRPs are not
counted and the initiative does not change as in ADVANCED THIRD
REICH other than as described.

9.12 1942 SCENARIO: In the 1942 scenario, Japan moves first in
Summer, Fall and Winter 1942. The Allies move first in Spring
1943, obtaining a double move as described in 9.11. After Spring
1943, the Allies move first for the rest of the game.

9.13 1944 SCENARIO: The Allies move first throughout the 1944
scenario.

9.14 GLOBAL WAR GAME:

9.141 JAPAN: Prior to its entry into the war, Japan moves after
both the European Axis and the Allies, including a neutral Russia
and U.S. China then moves after Japan. Once Japan is at war with a
major power other than China, Japan moves at the same time as the
Axis and Japan’s BRPs are included in the Axis total for the purpos-
es of initiative determination.

9.142 RUSSIA: The outbreak of war between Japan and Russia
does not cause the Russian BRPs to be counted as Allied. Russian
BRPs are only counted as Allied after Germany and Russia go
to war.

9.143 UNITED STATES: Before full U.S. participation in the war,
the American BRP levels are recorded separately for Europe and the
Pacific (33.821), and American BRPs are not included in the Allied
total. When the U.S. goes to war with Germany or Japan, the Ameri-
can BRPs for that theater (only) are included in the Allied total.
Once the U.S. is at war with both Germany and Japan, all American
BRPs are included in the Allied total and continue to be included
unless the U.S. signs a separate peace with all surviving Axis
major powers as a result of an adverse U.S. election result (GW
Appendix IV).

9.144 CHINA: China’s BRPs are included in the Allied total only
after the U.S. is at war with Japan. China then moves with the
Allies.

EXAMPLE: In a Global War game, Japan declares war on the U.S.
in Winter 1941, after both the Axis and the Allies have completed
their Winter 1941 player turns. China then moves, completing the

Winter 1941 game turn. After the 1942 YSS, Japan’s BRPs are added
to those of the European Axis to determine the Axis total for the pur-
pose of initiative determination, and China’s BRPs and the Pacific
portion of the American BRPs are added to those of the Allies. The
European portion of the American BRPs are added to the Allied total
only after Germany and the U.S. go to war.

9.2 SEQUENCE OF PLAY DURING PLAYER TURNS:

9.21 The detailed Sequence of Play should be consulted by players
regularly during play. The highlights of each player turn are
summarized below.

9.22 DECLARATIONS OF WAR (DoWs): In a Global War
game, each major power, at the start of its player turn, announces
any DoWs it is making that turn and immediately pays the BRP cost
associated with each DoW.

9.23 OPTION DECLARATIONS: Each major power then
announces its option for each front. Each major power immediately
pays 15 BRPs for each offensive option it selects.

9.24 MOVEMENT: Once options have been declared, movement
of units and patrols (27.319) take place. Supply is determined dur-
ing the movement phase (29.4).

9.25 COMBAT: After all movement is completed, combat takes
place. Limited offensive operations and regular offensive combat are
resolved before attrition combat. Exploitation movement and com-
bat takes place after the resolution of attrition combat.

9.26 UNIT CONSTRUCTION: After post-combat adjustments,

including the removal of unsupplied units, unbuilt units may be con-
structed (19).

9.27 STRATEGIC REDEPLOYMENT (SR): During the SR
phase, units may be SRed (20) and BRPs granted (36).

9.3 MINOR COUNTRY TURNS: Independent minor country
turns only occur in Europe in a Global War game, and are fully
described in the ADVANCED THIRD REICH rules. In RISING SUN,
there are no independent minor countries and therefore no corre-
sponding independent minor country turns.

9.4 SECOND PLAYER TURN: The opposing coalition then
moves, repeating the steps outlined above.

9.5 SW RESOLUTION AND DEPLOYMENT: SW is then
resolved, after which SW forces are deployed for the following
turn (42.6).

Mechanics of Play

10. STACKING

10.1 The basic stacking limit is two ground units per hex, regardless
of their combat strength. There are several exceptions to this
general rule:

10.11 Marine units are not counted for stacking limit purposes and
may be added to any legal stack. This exception applies even if a

‘marine unit moves like a normal infantry unit, without making a

seaborne invasion (24.7).

10.12 Airborne units are not counted for stacking limit purposes and
may be added to any legal stack. This exception applies even if an
airborne unit moves like a normal infantry unit, without dropping. It
does not apply to an airborne unit employed in a seaborne inva-
sion (24.5).

10.13 Up to five ground units may stack on a bridgehead counter
(28.5).

10.14 Armor units may overstack on a breakthrough hex (15.7).
Such overstacking must be remedied by the end of the attacker’s SR
phase, or excess units of his choice are eliminated.



10.15 A defender may temporarily overstack if forced to do so when
retreating during an enemy attrition option (16.54). The defender
must remedy the overstacking during his next movement phase.
If he is unable to do so, excess units of his choice are elimi-
nated (16.56).

10.16 Any number of ground units may stack in a mapboard box
(4.9).

10.2 Stacking limits do not apply to ground units while they are
moving, but do apply at the end of the movement phase.

10.21 Stacking limits do not apply to ground units while they are
embarked on fleets. A ground unit may not end its combat phase or
its turn embarked on a fleet.

10.3 Stacking of air and naval units is unlimited while in the air or
at sea. There are limits to the number of air and naval factors which
may base at air bases (26.1) and ports (27.1).

10.4 There are some restrictions on units of allied nations stacking
together in the same hex (49.4, 50.1). Stacking which is not express-
ly prohibited is allowed.

11. HEX CONTROL

11.1 The areas controlled by each major power at the start of each
scenario are set out in the Appendix relating to that scenario.

11.2 Once play begins, the control of land hexes is determined
as follows:

11.21 Control of enemy and neutral hexes is gained by occupying or
moving through such hexes. Each land hex is controlled by the last
nation to have ground units in it or to pass ground units through it,
subject to 11.22,11.23 and 11.5.

11.22 The initial conquest of a minor country gives the conqueror
control of all hexes in the conquered country, with the exception of
hexes which contain enemy units and hexes in the same supply zone
(29.332) as enemy units. The Japanese therefore gain control of
every hex on every island in the Dutch East Indies when they gain
control of Batavia, Palembang and Balikpapan, and gain control of
all hexes in the Philippines when they gain control of Manila, other
than hexes which contain enemy units and their supply zones.

11.221 If two or more major powers cooperate in the conquest of a
country (54.7), the conquerors must decide, at the moment of con-
quest, which of them controls which hexes in the conquest. The con-
querors may assign the control of hexes in any manner they choose
(EXCEPTION: The capital of a conquest is always controlled by the
conquering major power which first occupies it).

11.23 HEX CONTROL OF ISLAND GROUPS: To gain control
of all the islands in a group (4.74), a player need not occupy each
island in the group, although he may do so. If, at the end of his com-
bat phase, the moving player has at least one unit on an island in the
group and none of the other islands in the group is occupied by any
enemy ground, air or naval unit, airbase counter, bridgehead, artifi-
cial port, fortification or rocket base, all of the islands in the group
become controlled by the moving player.

EXAMPLE: The Marshall Island group consists of Kwajalein, ‘

Wotje, Bikini, Majuro and Eniwetok. A Japanese infantry unit occu-
pies Kwajalein, and a Japanese airbase has been built on Eniwetok.
If U.S. forces successfully invade Kwajalein and Eniwetok, eliminat-
ing the Japanese infantry unit and airbase, Wotje, Bikini and Majuro
also come under American control, without the need for separate
invasions of those islands. ‘

11.24 Hex control may not be transferred from a major power to an
ally. The movement of friendly ground units through hexes con-
trolled by a major power ally does not change the control of those
hexes. A major power may SR into, place airbases or artificial ports
in and trace supply through hexes controlled by its allies (20.2,
26.122,27.113, 29.322).
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11.25 Hexes controlled by the U.S. and Britain are jointly controlled
by both countries. In a Global War game, this applies only after the

U.S. is at war with the Axis.

11.3 When an “Ex” result occurs in combat and the attacker loses
his entire ground force, or for any other reason fails to occupy an
attacked hex with at least one ground unit (15.5), the attacked hex
remains in control of the defender. A hex thus does not necessarily
pass to the control of the attacker when its defenders are eliminated.
An attacker must advance a ground unit into the hex in order to gain
control of it (EXCEPTION: Island groups - 11.23; hexes defended
by partisans - 25.5). Similarly, if an airborne unit drops on enemy
defenders and both forces are eliminated, the defender retains con-
trol of the hex.

11.4 Placing an enemy-controlled hex in the ZoC of a friendly
armor unit does not change the status of the hex. A ground unit must
physically enter a hex in order to gain control of it.

11.5 Isolated hexes controlled by the non-moving player which are
neither occupied by nor adjacent to any of the non-moving player’s
units at the start of the moving player’s turn pass to the moving play-
er’s control at the end of his post-combat supply determination
phase, provided they are adjacent to a supplied hex controlled by the
moving player. Such hexes also immediately receive supply if a
land supply line can be traced to them, although supply may not be
traced through such newly-acquired hexes until the following turn.
Hexes acquired in this manner may thus not be used by the moving
player’s air or naval units during movement and combat, but come
under the control of the moving player and receive supply prior to
his SR phase.

12. ZONES OF CONTROL (ZoCs)

7

12.1 Armor units exert a ZoC into the six hexes adjacent to the hex
they occupy, subject to the qualifications set out in 12.12.

12.11 ZoCs extend into clear terrain and through friendly fortress
and fortification hexsides into adjacent clear hexes.

12.12 ZoCs do not extend across rivers, all-water hexsides and hex-
sides containing crossing arrows, nor through enemy fortress or for-
tification hexsides, nor into or out of jungle, mountain, swamp or
jungle/mountain hexes. Armor units which are in jungle, mountain,
swamp or jungle/mountain hexes do not have ZoCs (4.431).

12.2 ZoCs adversely affect enemy movement (14.63), unit construc-
tion (19.3, 25.23), airdrops (24.1) and supply lines (29.32).

12.3 An armor unit which has its mechanized component temporari-
ly negated acts as an infantry unit and has no ZoC until its mecha-
nized component is restored (23.2).

13. OPTION SELECTIONS

13.1 OFFENSIVE OPTIONS: A major power must pay 15 BRPs
for each offensive option it selects (EXCEPTION: 13.8). A major
power could thus spend as many as 45 BRPs on offensive options in
a single turn if it selected an offensive option for all three fronts.
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13.11 A major power selecting an offensive option for a front must
either make at least one ground combat attack or conduct at least one
offensive air or naval mission against enemy forces on that front.
This requirement is met even if enemy forces intercept and prevent
the mission from being completed.

13.2 ATTRITION OPTIONS: Attrition options require no BRP
expenditure. A major power may select an attrition option for a
front even though none of its forces will engage in attrition combat
on that front. Combat is not a requirement for the selection of an
attrition option. A player may wish to select an attrition option
rather than a pass option in order to enter uncontrolled hexes during
his movement phase, even though he will not be in contact with
adjacent enemy ground units at the end of the movement phase.

13.3 LIMITED OFFENSIVES: Limited offensive operations may
only be carried out on a front where an attrition option has been
selected. Limited offensive operations require BRP expenditures
according to the forces used. No more than 14 BRPs may be
expended for limited offensive operations on a single front.

13.4 PASS OPTIONS: No BRPs are required to conduct a pass option.

13.41 A pass option must be selected on a front in the following
situations:

A. An allied major power wishes to conduct an offensive option on
a front and other major powers are unwilling or unable to do so
themselves. If one allied major power selects an offensive option on
a front, others must do so as well or select a pass option.

B. If a major power finds itself unable to comply with the require-
ments of an already announced offensive option (13.11), it must pass
instead and forfeit the 15 BRPs it paid for the offensive option.

13.5 MORE THAN ONE OPTION ON THE SAME FRONT: If
one major power selects an offensive option on a given front, its
major power allies must join in the offensive option or pass. A
major power may not select an attrition option on a front where
another major power has selected an offensive option, even if no
attrition combat is contemplated. In multi-player games, if allies
cannot agree on the option to be used on a front, the player wishing
to select an offensive option prevails. His allies must then also
select an offensive option or pass on that front. This restriction does
not apply until an alliance is activated.

13.51 When two or more major power allies join in conducting an
offensive option, each major power must pay 15 BRPs.

13.6 If two major powers are conducting attrition options on a front,
and both wish to conduct limited offensive operations as well, no
more than 14 BRPs may be expended in total. In a multi-player
game, if two major powers cannot agree on how to limit the forces
involved in limited offensive operations to comply with this restric-
tion, neither major power may spend more than seven BRPs. If three
major powers cannot agree, none may spend more than four BRPs.

13.7 OPERATIONS ACROSS FRONT BOUNDARIES:

13.71 The hex which receives the action determines the option
required. Operations involving naval units are restricted by the twen-
ty-hex range of naval units, rather than by front boundaries.

~ EXAMPLE: Japanese naval units based in Okinawa, on the Pacific

front, could operate off French Indochina, in the Southeast Asian
front, provided an offensive or an attrition option with limited offen-
sive operations were in effect in the Southeast Asian front. The
Japanese naval units could not operate off India, simply because of
the twenty-hex range limit.

EXAMPLE: Japanese ground units in French Indochina could attack
adjacent units in China during a Japanese Asian front offensive
option, even if Japan selected an attrition or a pass option in South-
east Asia. Similarly, the Japanese units could be counted as part of a
Asian front attrition, even if Japan selected an offensive or pass
option in Southeast Asia. In both cases, the restrictions on movement
during a pass option would not prevent the Japanese units from mov-
ing to the Chinese border.
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13.72 A unit may only participate in an action on two fronts by con-
ducting a single attack against units in several hexes on different
fronts (15.33). A unit at a front boundary may not make separate
attacks against defending units on both fronts, be counted in the
attrition total for both fronts or attrition on one front and make an
offensive attack on the other.

13.73 Armor units may not exploit from one front to another,
because the terrain along the boundary of the Asian and Southeast
Asian fronts makes this impossible (EXCEPTION: 15.658).

13.8 FREE JAPANESE OFFENSIVE OPTION: Japan may
always take an offensive option against Allied units in Japan
(Kyushu, Shikoku, Honshu and Hokkaido), at no BRP cost, regard-
less of the option selected by Japan for the Asian front or the number
of Japanese BRPs available for other purposes.

14. THE OFFENSIVE OPTION -
MOVEMENT

14.1 During an offensive option, a player may move all, some or
none of his units. A player first moves his air units, then his naval
units, then his ground units.

14.11 VOLUNTARY ELIMINATION OF UNITS: Immediately
before beginning his movement phase, a player may voluntarily
eliminate any of his own units and return them to his force pool.
Units which are voluntarily eliminated may not be reconstructed dur-
ing the game turn in which they were eliminated.

14.12 Airbase counters may not be voluntarily eliminated, but one
airbase may be “recycled” each turn (26.123).

14.2 All movement costs one movement factor per hex traversed.
Movement factors may not be transferred from one unit to another,
nor may they be accumulated from one turn to the next. Ground
units must stop when they enter jungle, mountain, swamp or jun-
gle/mountain hexes (EXCEPTIONS: Partisans and Japanese ground
units may move through jungle hexes; Australian units may move
through jungle hexes if Allied variant 7 has been played).

14.21 OFF-BOARD MOVEMENT: Entry on or exit off the map
during the movement phase is not permitted, except for base changes
to the U.S box (27.25), and movement to or from the Australia and
India boxes (57.2, 58.2), as expressly allowed by the rules. Units
may not leave the mapboard unless they have sufficient movement
capability or range to do so. Movement between mapboard boxes
during the movement phase is prohibited.

14.3 AIR UNITS: Air units may stage (change base) during the
movement phase (26.2). Counterair missions (26.43) may be con-
ducted after the staging of air units and before the movement of
naval units and supply determination.

14.4 NAVAL UNITS: Naval units may conduct patrols or change
base during the movement phase. Such base changes are subject to
interception by enemy air and naval units (27.21).




14.5 SUPPLY: Supply is determined during the movement phase,
after air and naval movement, but before ground movement (29.4).

14.6 GROUND UNITS: Ground units may move up to the limit of
their movement factor, subject to the following:

14.61 Ground units which are out of supply may not move (29.531).

14.62 Armor units which are partially supplied have their movement
factor reduced to two (23.2, 29.52B).

14.63 The ZoCs of hostile armor units affect movement. It costs a
ground unit one additional movement factor, for a total of two, to
leave a hex in the ZoC of hostile armor, or to move from one such
hex to another. There is no extra cost to enter a ZoC. ZoCs have no
effect on the movement of air and naval units.

14.64 Ground units must expend one additional movement factor to
execute an overrun (14.81).

14.65 Ground units may be moved together, both for convenience
and to execute overruns (14.8). A ground unit may also defer part of
its movement in order to wait for another ground unit to move, then
continue its movement, alone or in conjunction with the other unit,
up to the limit of its movement factor.

14.66 Ground units must stop when they enter jungle, mountain,
swamp or jungle/mountain hexes (4.431, 14.2) (EXCEPTIONS: Par-
tisans and Japanese ground units may move through jungle hexes;
Australian units may move through jungle hexes if Allied variant 7
has been played -4.431).

14.7 Ground units may not move onto or through hexes occupied by
hostile ground units except when conducting overruns (EXCEP-
TION: Airborne units may airdrop atop hostile ground units - 24.14).

14.8 OVERRUNS: Overruns may be conducted only during offen-
sive options. Overruns may take place during the movement phase
of both regular and exploitation movement or following sea trans-
port. Units being overrun are subject to both positive and negative
DMs (15.22).

14.81 Overruns are conducted by moving no more than two units
(EXCEPTION: Overstacked airborne units or marines), one of which
must be armor, through one hexside onto the attacked unit(s) at odds
of 6-1 or greater. Each overrunning unit must expend one additional
movement point to occupy the overrun hex. If the overrunning units
do not have sufficient movement points, the overrun may not
take place.

14.82 An overrun may be assisted by available offensive air for
ground support. The defender may provide defensive air support to
units being overrun. This defensive air support may be intercepted
by uncommitted offensive air units within range at the time of the
overrun. Such air combat is resolved immediately.

14.821 If defensive air support reduces the overrun odds to less than
6-1, the overrun may not take place. During the ensuing combat
phase the units which unsuccessfully attempted the overrun, includ-
ing any air units which provided ground support, must conduct a
normal attack against the defending unit(s) from the hex from which
they were attempting the overrun. They may be assisted in this
attack by other units.

14.822 Airborne drops may not be used to assist overruns.

14.83 Units which are overrun are eliminated. At the moment of
overrun, a die is rolled to determine whether the attacker suffers any
casualties. On a die roll of “1” the moving player suffers an
exchange result (15.41). These losses may be taken from any attack-
ing ground or air units which contributed to the overrun. On all
other rolls, the moving player suffers no losses. Both sides remove
losses immediately, during the movement phase.

14.84 After an overrun, surviving overrunning units may continue
moving up to their movement allowance, conduct normal combat,
and, if otherwise permitted, may conduct exploitation movement and
combat that turn. Air units which provided ground support for a suc-
cessful overrun are inverted at the end of the movement phase.

14.85 Other units which have not yet moved may enter a hex which

was the scene of an earlier overrun without paying the additional
movement cost required by 14.81.

14.86 Overruns are prohibited on the Southeast Asian front during
Summer turns (31.1)

14.87 Overruns may not take place as a result of seaborne invasions
(27.43), which are resolved after regular movement and combat and
before exploitation.

14.88 A unit in a hex containing jungle, mountain, swamp or jun-
gle/mountain may not be overrun. Units in capitals, objective hexes
and bridgeheads may be overrun, if all other requirements are met.

EXAMPLE: A Russian 4-3 armor unit and 3-2 infantry unit, support-
ed by five Russian air factors, overrun a Japanese 1-2 infantry unit.
The Russian player wishes to overrun a second Japanese 1-2 infantry
unit, but can no longer use the 4-3 armor unit or the 3-2 infantry unit
for this purpose because they would not have sufficient movement
factors. The Russian player may move a second 4-3 armor unit
(14.85) through the hex which contained the first Japanese 1-2
infantry unit, then execute the second overrun using the second 4-3
armor unit and eight additional Russian air factors.

14.9 MOVEMENT FROM ONE FRONT TO ANOTHER:
Ground and air units which move from one front to another must
abide by all rules pertaining to the front they enter, including restric-
tions arising out of the option selected on that front. Units which
move to a front boundary to attack an enemy unit across the front
boundary, whether by offensive or attrition combat, are moved
according to the option employed on the front in which the enemy
unit is located.

15. THE OFFENSIVE OPTION - COMBAT

15.1 GENERAL: During the combat phase of an offensive option,
the following sequence is followed:

15.11 The attacker announces all air and naval missions except for
those launched from carriers (26.311, 27.44) and air missions which
may take place during exploitation, and places his air and naval units
accordingly. Counter-interceptions of defensive naval interceptions
by the attacker’s uncommitted air and naval units are not offensive
missions, and are not announced at this time.

15.12 Counterair missions (26.43) and land-based air attacks on
naval units in port (26.452) are resolved. Some counterair and patrol
missions may already have been resolved during the movement
phase (14.3,27.319). At this stage, the attacker is not committed to
any specific ground attacks.

15.13 The defender announces any allocation of defensive air sup-
port (26.51) to ground units and any naval interceptions (27.5) of the
attacker’s naval missions. Naval forces which successfully intercept
may be assigned defensive air cover (26.52).
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15.14 The attacker announces any interception of defensive air sup-
port by land-based air units (26.44) and any naval counter-intercep-
tion of the defender’s naval interceptions. Counter-intercepting
forces may be assigned air cover (26.46). Combat arising from
counter-interceptions, then interceptions, including land-based air
attacks on naval units at sea (26.453, 27.5631), are resolved.

15.15 Successful sea transport missions (27.42) are concluded, and
all the attacker’s carrier air missions (26.311, 27.44), including
ground support (26.4212), interception of enemy defensive air sup-
port (26.445), and attacks on bases (26.45281B), are first announced
and then resolved. All air combat arising from the interception of
defensive air support is resolved.

15.16 The attacker carries out any airborne drops (24) he wishes
to make.

15.17 The attacker announces and resolves all ground attacks he
wishes to make, in whatever order he chooses, using the Combat
Results Table (CRT). The attacker resolves each announced attack
and, if desired, advances victorious units involved in that attack into
hexes previously occupied by enemy units (15.5), before announcing
and resolving his next attack. Seaborne invasions (27.43) are com-
pleted after all regular ground combat has been resolved. Once all
attacks have been resolved, exploiting armor units are moved to
breakthrough hexes (15.62). All the attacker’s naval missions,
including patrols, are now completed and the naval units employed
return to port. Any of the defender’s forces still at sea on patrol
also return to base.

15.18 Exploitation movement (15.65) by exploiting armor units
takes place. Airborne drops and offensive and defensive air (but not
naval) activity by uncommitted air units may again take place.
Exploitation attacks are resolved (15.66).

15.19 The combat capabilities of air, naval and airborne units are
dealt with in greater detail in the rules relating to those units.

15.2 DETAILS OF GROUND COMBAT:

15.21 The attacker may attack with all, some or none of his ground
units which are adjacent to or, in the case of airborne units, on top
of, enemy ground units (EXCEPTION: Replacement counters, even
when adjacent to the enemy, may not attack except as part of a “CA”
result). An attacker is never forced to attack except when he has
invaded a defended hex, has made an airdrop on top of an enemy
ground unit, has received a “CA” result from a defender’s counterat-
tack, or has had an attempted overrun thwarted by enemy defensive
air support (14.821).

15.211 Attacks from the mapboard into a mapboard box, and vice-
versa, are not allowed. Ground combat within the Australia and
India boxes is resolved by attrition (57.3, 58.3).

15.22 DEFENSE MULTIPLIERS (DMs): The attacking strength of a
unit is always equal to its printed combat factor. The defensive strength
of a unit equals its printed combat strength times its net DM. While the
defensive strength of units may be increased (15.23) or decreased
(15.24), according to terrain and other factors, units never defend at less
than face value. All positive and negative DMs are taken into account in
determining the net DM for defending units (15.26).

15.23 POSITIVE DMs: Units receive a positive DM (their defen-
sive strength is increased) as follows:

A. Defending units receive a basic +2 DM, regardless of terrain.

B. Units defending against seaborne invasion receive a +1 DM, even
if some of the attacking units are attacking from adjacent land hexes
or are dropped airborne units (EXCEPTION: Units defending against
seaborne invasion do not receive a +1 DM if at least half the invad-
ing ground factors are marines - 24.8).

C. Units defending against attack from across a river or crossing
arrow receive a +1 DM. This is negated if some of the attacking
units attack from a hex which is not across a river or crossing arrow.
An airborne drop onto the defending units similarly negates the ter-
rain advantage of a river or crossing arrow.
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D. Units defending in a jungle, mountain or swamp hex receive a +1
DM. Units defending in a jungle/mountain hex receive a +2 DM
(EXCEPTIONS: Japanese units attacked by Australians (Allied vari-
ant 7) and Chindits (Allied variant 8)).

E. Allied units in Singapore defending against a seaborne invasion
while Singapore is a fortress receive a +2 DM in addition to the nor-
mal +2 DM received by defending units and the +1 DM received by
units attacked by seaborne invasion. Units in Singapore attacked
from the landward side or by airdrop do not receive the +2 DM asso-
ciated with fortresses (EXCEPTION: Allied variant 1).

F. Japanese units defending in a hex containing a fortification
counter receive a +1 DM.

15.24 NEGATIVE DMs: Ground units are subject to a -1 DM
as follows:

A. Infantry and replacement units attacked by exploiting armor,
unless defending in a capital, objective hex or bridgehead. Partisans,
marines, airborne units and armor (subject to 15.241) are not subject
to a -1 DM when attacked by exploiting armor.

B. Nationalist Chinese units defending outside China, unless the
Chinese resistance level is +1 or greater. In contrast to ADVANCED
THIRD REICH, minor country units in the Pacific theater are not
subject to a -1 DM when defending outside their home country.

C. Western Allied infantry and replacement units on the turn of a
Japanese surprise attack (66.2) and Nationalist Chinese ground units
if the Chinese Resistance level is -3 or lower.

15.241 Partisans are never subject to negative DMs. Armor treated
as infantry (23.2) because they are in jungle, mountain, swamp or
jungle/mountain hexes (4.431), or because of supply problems
(29.52B, 29.531) or an oil shortage (30.2D) are subject to negative
DMs in the same manner as infantry.

15.25 DMs, both positive and negative, also apply to units which
are being overrun (14.8).

15.26 CUMULATIVE EFFECTS OF DMs: Units may be subject
to positive and negative DMs for more than one reason in a single
turn. Such effects are cumulative, but no unit ever defends at less
than face value.

EXAMPLES: A 2-3 armor unit is attacked on clear terrain. It
receives a +2 DM (15.23A) - its defensive strength is four.

A 3-2 infantry unit on clear terrain is attacked across a river by
exploiting enemy armor. It receives a +2 DM (15.23A), a +1 DM
(15.23C) and a -1 DM (15.24A), for a net DM of +2 - its defensive
strength is six.

A 2-2 Chinese infantry unit on clear terrain in Burma while the Chi-
nese resistance level is zero is attacked by exploiting armor. It
receives a +2 DM (15.23A), a -1 DM (15.24A) and a2 -1 DM
(15.24B), for a net DM of zero. Its defensive strength is two, since a
unit never defends at less than its printed combat strength (15.22).

A 4-3 Russian armor unit and a 3-2 Russian infantry unit on clear ter-
rain are attacked by exploiting armor. Both Russian units receive a
+2 DM (15.23A), but the 3-2 infantry unit receives a -1 DM
(15.24A), so the total defensive strength of the Russian units is
eleven.

15.3 All defending ground units in a hex must be attacked collec-
tively. The combat factors of the defending units are added together,
as if they were one unit. The attacker may not attack them separately.

15.31 If the attacker has more than one ground unit in a hex, they
need not all attack the same enemy hex. For example, one ground
unit could attack in a northeasterly direction while another attacked
to the southeast, or did not attack at all.

15.32 An attacking ground unit may not split its combat factor and
make two or more separate attacks. The entire combat factor must
be applied to one attack.

15.33 Attacking units in a single hex may attack enemy units locat-
ed in two or more hexes in a single attack. All the attacking units
must be adjacent to all the defending units involved in the attack. In



such an attack, air units conducting ground support or defensive air
support may be placed on any of the hexes being attacked. Similar-
ly, an airborne unit may airdrop on any one of the enemy hexes and
participate in such an attack (24.2).

15.34 Attacking units in a single hex may attack defending units on
hexes which are on different fronts in a single attack (15.33), provid-
ed the attacker has paid the BRP cost of the attack for both fronts,
either by declaring an offensive option or paying for a limited offen-
sive operation for each front. A limited offensive on one or both
fronts would have to include the attacking units. It is conceivable
the BRP cost for the attacking units would have to be paid twice.

15.35 A ground unit may only be attacked once during the regular
combat phase (EXCEPTIONS: A “CA” dictated by the CRT, and a
Western Allied/Russian attack against the same hex - 50.3). This
does not preclude a second attack against a defending unit during
exploitation.

15.36 If, following an attrition option retreat, the defender has more
than two units stacked on an attacked hex in excess of the normal
stacking limit (10.1), only two of those units may defend. The
defender determines which two. The excess units, while they are not
counted for defense, are eliminated along with the defending units
on a “D” result, and, unless the attacker had the smaller force and at
least one defending unit survived, are eliminated by an “Ex” result.
The excess units are disregarded in determining the attacker’s losses
after an “Ex” result and the odds of a counterattack, although they
would share the fate of the defending units if the defender were
forced to counterattack.

15.361 The provisions of 15.36 do not apply where excess stacking
is permitted (bridgeheads, marines, airborne units).

15.37 Only two ground units may attack from any one hex (EXCEP-
TIONS: Armor units on a breakthrough hex (15.663), marines, air-
borne units).

15.38 When all preparations for attack and defense are complete,
each attack is resolved. The attacker calculates the strength of his
attacking force, including air factors from ground support air mis-
sions and fleet factors from shore bombardment. The defender cal-
culates the strength of his defending force, including defensive air
support, taking into account the net DM due to terrain and other fac-
tors (15.23, 15.24). The total attacking and defending strengths are
expressed as a ratio (fractions are ignored), one die is rolled and the
appropriate odds column on the CRT consulted. The attacker may
not select a column on the CRT which is lower than the actual odds.
Attacks greater than 5-1 are allowed, but the 5-1 column is used to
resolve the attack. Similarly, attacks at less than 1-4 are allowed,
but these automatically result in the elimination of the attacker with-
out loss to the defender.

EXAMPLES: 20 factors attacking 10 would be a 2-1 attack; 19 fac-
tors attacking 10 would be only a 1-1 attack; five factors attacking 13
would be a 1-3 attack.

154 COMBAT RESULTS TABLE (CRT):

Combat Results Table - 15.4

14 13 12 11 21 31 41 5-1
1 ¢ Ex'y sBxis Ex GBS B B B SRR
2 A Ex Ex CA CA2 CA2 CA3 D
3 A A CA CA CA2 CA3 D D
4 A A A Ex CAl D D D
5 A A A A D D D D
6 A A A D D D D D
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15.41 COMBAT RESULTS:

A: ATTACKER ELIMINATED: All attacking ground and air units
are eliminated. Fleets conducting shore bombardment are eliminated
at the rate of one fleet factor for every three fleet factors used
(27.415). Fleets carrying ground units for a failed invasion are unaf-
fected and return to port. CVEs providing ground support are elimi-
nated at the rate of one CVE factor for every three CVE factors used
(26.4213).

D: DEFENDER ELIMINATED: All defending units, including air
units flying defensive air support, are eliminated.

Ex: EXCHANGE: The side with fewer combat factors loses its
entire force. The larger side removes at least an equal number of
factors. The attacker must match the value of the defender’s units as
reflected by their net DM if the exchange occurs during the attack-
er’s combat die roll. If the exchange arises out of a counterattack,
DMs are disregarded, as the defender no longer receives any advan-
tage for defending. Fleet factors which are conducting shore bom-
bardment are eliminated at the rate of one fleet factor for every three
fleet factors used (27.415). CVEs providing ground support are
eliminated at the rate of one CVE factor for every three CVE factors
used (26.4213).

EXAMPLE: The defending force is a 3-2 infantry unit receiving a +2
DM, together with one air factor of defensive air support. The attack-
ing force consists of 10 factors. The combat odds are 1-1 and an “Ex”
result occurs. The attacker must remove at least seven factors to
match the defender’s losses. The attacker would remove more than
seven factors if he could not exactly match the defender’s losses, or if
he wished to do so in order to preserve certain attacking units (as
where the attacking force consisted of two 4-3 armor units and a 2-2
airborne unit).

CA: COUNTERATTACK: All of the defender’s units must imme-
diately attack all units which originally attacked them. The basic
combat factors involved are compared, the die rolled and the appro-
priate odds column on the CRT consulted. During counterattacks,
all DMs are disregarded. Both the original attacker’s and the original
defender’s units employ their basic combat strength. If the die roll
for the counterattack yields a “CA” result, the original attacker
attacks again and all DMs again apply (i.e., the original attack is
repeated). When the defender counterattacks, an “A” result elimi-
nates the original defender and a “D” result eliminates the original
attacker. If the defender is forced to counterattack at less than 1-4
odds he is automatically eliminated without the need for a die roll.

CAl: COUNTERATTACK AT 1-1 ODDS: The defender counter-
attacks as above, but rolls on the 1-1 column of the CRT regardless
of the relative strength of the forces involved.

CA2: COUNTERATTACK AT 1-2 ODDS: The defender counter-
attacks as above, but rolls on the 1-2 column of the CRT regardless
of the relative strength of the forces involved.

CA3: COUNTERATTACK AT 1-3 ODDS: The defender counter-
attacks as above, but rolls on the 1-3 column of the CRT regardless
of the relative strength of the forces involved.

15.42 Neither side may bring additional forces to bear during
counterattacks, even if unused forces are adjacent to the attacked
hex.

15.43 No battle may end with a counterattack result. Each battle
must ultimately end with an “A”, “D” or “Ex” result.

15.44 If a 2-1 attack results in a “D” result on a 1-1 “CA” (a die roll
of “4” followed by a die roll of “6”), the original attacker’s losses
are limited to the modified value of the defender’s units. The
defender does not suffer any losses (i.e., an “Ex” result, but without
any defender losses, occurs).

15.5 ADVANCE AFTER COMBAT: Whenever combat results in
the elimination of the original defender’s ground units, the original
attacker’s surviving ground units may advance, subject to stacking
limits, into the hex(es) previously occupied by the defender. The

atte
ate]
15.
Exj
bat
dro
and

15.
cor

15.
atte
the

if b
15.
15.

er’:
att:
ady
def
res

the

bre



1its
ted
ed
af-
ni-
sed

air

its
of

ck-
ck,
An-
m-
ree
are
Wy

ne-
sic
ro-
ks,
nal
oll
ker

er-
SR

er-
cSS

SRR

ng
ced

tle

oll
ses
‘he
out

in
nal
ing
‘he

attacker decides which units, if any, he wishes to advance immedi-
ately after resolving the attack, before he resolves any other attacks.

15.51 Unsupplied ground units may not advance after combat.
Exploiting armor units may be prohibited from advancing after com-
bat in certain situations (15.67). Airborne units which have been air-
dropped may only attack the units on which they have been dropped
and thus may not advance after combat (24.2).

15.52 The attacker may place a bridgehead in a hex occupied after
combat, if otherwise allowed to do so (28).

15.53 If two or more allies had ground forces participating in an
attack and they are unable to agree as to which of them will control
the vacated hex, neither may advance units into the vacated hex.

15.54 The original defender may never advance after combat, even
if he wins a counterattack.

15.6 BREAKTHROUGHS AND EXPLOITATION:

15.61 CREATING A BREAKTHROUGH: Whenever the attack-
er’s ground units include at least one supplied armor unit, and any
attacking ground unit survives (it need not be an armor unit) and
advances into the defender’s hex (an airborne unit dropped on the
defender’s hex does not meet this requirement), a breakthrough
results. The defender’s hex becomes a “breakthrough hex”. A sin-
gle attack against more than one defending hex may create two or
more breakthrough hexes.

15.611 Because armor units lose their mechanized capabilities when
they enter jungle, mountain, swamp or jungle/mountain hexes
(4.431), breakthroughs may not take place from such hexes.

15.62 EXPLOITATION: Armor units which were, at the moment
of combat, adjacent to or stacked with any unit which attacked a
breakthrough hex are eligible to exploit and may be placed on that
breakthrough hex after all normal ground combat has been resolved.
Exploiting armor units are placed on a breakthrough hex without
regard to available movement factors or stacking limits.

15.63 To be eligible for exploitation, an armor unit must have been
supplied from an unlimited supply source during the initial supply
determination phase of the current player turn and may not have
attacked during the combat phase in which the breakthrough is creat-
ed. Armored units which attacked the breakthrough hex to create the
breakthrough are ineligible for exploitation and may not move or
attack during exploitation.

15.631 AIRBORNE DROPS: Airborne units may conduct airdrops
during exploitation even if no breakthroughs occurred and no armor
units exploit. An airborne unit may thus airdrop into a hex which
has been cleared by regular ground attacks. An airborne unit which
attacked or airdropped during the regular combat phase may not air-
drop during exploitation.

15.64 Units belonging to a major power which selected a pass
option on a front in which an ally created a breakthrough may not
exploit their ally’s breakthrough, even if the units would only move
over controlled hexes and would not move adjacent to enemy units.

15.65 MOVEMENT OF EXPLOITING ARMOR UNITS: Once
all regular combat has been resolved on all fronts, exploiting armor
units may remain in a breakthrough hex or move from a break-
through hex as set out below. Exploiting armor units may enter
enemy-controlled hexes, move backwards through friendly hexes, or
both, subject to the following restrictions:

15.651 The first exploiting armor unit may move into a hex adjacent
to the breakthrough hex.

15.652 A second exploiting armor unit may move one hex from the
breakthrough hex, using a different route from that used by the first
exploiting armor unit, or it may exactly duplicate the route of the
first exploiting armor unit and then, if it is able to do so, move one
additional hex.

15.653 A third exploiting armor unit may move one hex from the
breakthrough hex, using a different route from that used by the first
two exploiting armor units, or it may duplicate the route of the first,
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second, or first and second, exploiting armor units and then, if it is
able to do so, move one additional hex.

15.654 This process is repeated indefinitely, until all exploiting
armor units have moved. Movement from the location of other
exploiting armor units is subject to the same restrictions as move-
ment from the breakthrough hex itself. In no circumstance may an
exploiting armor unit exceed its movement factor. Terrain (4.431),
the presence of an enemy ZoC and the execution of overruns restricts
movement during exploitation in the same manner as during regular
movement.

15.655 THE CHAIN OF EXPLOITING ARMOR UNITS: At the
end of all exploitation movement, a chain of exploiting armor units
must exist. Each exploiting armor unit must be adjacent to the
breakthrough hex or another exploiting armor unit, and armor units
which moved more than one hex must have followed the path of
other exploiting armor units.

15.656 A player is not required to move exploiting armor units in
sequence, as long as a chain of exploiting armor units is formed at
the end of exploitation movement. Two exploiting armor units may
thus be moved together in order to execute an overrun (14.8). An
exploiting armor unit may move several hexes, wait to be joined by
another exploiting armor unit, then complete its movement (14.65).
Two exploiting armor units may execute an overrun, wait for a third
armor unit to move to the hex they occupy, then continue movement,
leaving the third armor unit to form the first link in the chain. While
the movement of armor units during exploitation is flexible, the
chain of exploiting armor units must always be preserved and armor
units may never exceed their movement factors.

15.657 The chain created by the movement of exploiting armor may
not be broken by advances after exploitation combat (15.67). The
elimination of exploiting armor units in combat, after the completion
of exploitation movement, has no adverse effect on other exploiting
armor units, even if the chain is broken.

15.658 EXPLOITATION INTO OTHER FRONTS: Exploiting
armor units may not cross a front boundary, because the boundary
between the Pacific front and the Asian and Southeast Asian fronts
runs along coastlines and water, and the boundary between the Asian
and Southeast Asian fronts is blocked by terrain which prohibits
exploitation (EXCEPTION: Units may exploit from Hanoi/Haiphong
into the Chinese hex to the northeast).

15.659 Exploiting armor units which move up to, but not across, a
front boundary may make exploitation attacks across the front
boundary only if an offensive option had been selected on the other
front, and could not engage in attrition or limited offensive combat
on another front.

15.66 EXPLOITATION ATTACKS: The only units which may
engage in exploitation attacks are exploiting armor units, airborne
units which airdrop during exploitation (whether or not armor units
are exploiting on that front) and air units which provide ground sup-
port for such attacks. Other units, even if they did not attack earlier
in the turn, may not attack during exploitation, nor may armor units
which have their mechanized component temporarily negated (23.2).
Air units which provide ground support for exploitation attacks may
not have flown previously during the game turn, and airborne units
which airdrop may not have airdropped, moved or engaged in com-
bat previously during the player turn.

15.661 All exploitation movement must be completed before
exploitation attacks are announced and resolved. After movement,
the attacker announces his ground support missions. The defender
then elects to commit unused air units for defensive air support, the
attacker decides whether to intercept the defensive air support with
unused air units, and any air combat which results is resolved. The
attacker then makes his airdrops and exploitation ground combat is
resolved on the CRT.

15.662 No naval missions and no air missions, other than ground
support, defensive air support and interceptions, may be conducted
during exploitation.



15.663 ATTACKS FROM THE BREAKTHROUGH HEX: All
exploiting armor units which remain in a breakthrough hex may
attack out of the breakthrough hex into adjacent hexes. The normal
limit of two ground units attacking out of a hex does not apply in
this situation.

15.67 ADVANCE AFTER COMBAT DURING EXPLOITA-
TION: Exploiting armor units which are victorious in exploitation
combat may advance to occupy the defender’s hex, provided this
does not break the required chain of exploiting armor units (15.655).
Advance after exploitation combat is permitted if the defender’s hex
is adjacent to the previous unit in the chain. Advance after combat
may not leave a more distant unit disconnected from the chain. The
chain may thus be reconstituted by a lateral advance after combat,
but at the end of exploitation the attacker must still be able to trace a
chain in the same manner as after exploitation movement.

15.7 STACKING LIMITS: Overstacking is permitted only on
breakthrough hexes, and only during exploitation movement and
combat. After combat resolution, post-combat advance and SR, the
normal stacking limits apply to all exploiting armor units, including
those still in a breakthrough hex. If a breakthrough hex is over-
stacked after SR is completed, the attacker must eliminate excess
units of his choice. Exploiting armor units that move from the break-
through hex are subject to normal stacking limits on other hexes,
including other breakthrough hexes, and may not be overstacked at
the end of exploitation movement (EXCEPTION: Bridgeheads - 28).

15.8 SUPPLY: In the game turn following exploitation, and only in
that game turn, exploiting armor units are automatically in supply
and need not trace a supply line (29.552), but this special supply sta-
tus is lost if the armor unit is SRed (29.554).

15.9 BREAKTHROUGHS AGAINST VACANT HEXES: Break-
through and exploitation may occur without a defending ground unit
being eliminated from the breakthrough hex only as a result of a
seaborne invasion (27.43) of a hex by more than one armor unit.
One armor unit is required to “attack” and occupy the undefended
hex in order to create a breakthrough. Armor units held in reserve
during the invasion may then exploit from the breakthrough hex.
This procedure is permitted even if the invasion hex was under
friendly control, and even if enemy units were adjacent to the hex.
Breakthroughs against vacant hexes are otherwise prohibited.

16. THE ATTRITION OPTION

16.1 ATTRITION MOVEMENT: During attrition options, ground
units move in the same manner as during offensive options (EXCEP-
TION: During attritions, overruns (14.8) are not permitted).

16.11 ATTRITION COMBAT: Attrition combat differs from
offensive option combat. At the end of the regular combat phase, the
attacker totals the number of ground factors he has in contact (if any)
with adjacent enemy ground units on the front in question. Unsup-
plied units are included, as are units on other fronts which are in
contact with enemy units on the attritioned front, unless those units
are participating in attrition or offensive combat on their own front.
Units which took part in limited offensive attacks (17) or offensive
or attrition attacks on another front are not included in the attrition
total, nor are replacements or units which are in contact only with

enemy units on another front or across all-water hexsides, unless a
crossing arrow is present. The attacker must count all eligible
ground units in his total.

16.12 Combat within the Australia and India boxes is resolved by
attrition, independently of other attrition combat on the Southeast
Asian front (57.3, 58.3).

16.2 Units of all allies participating in an attrition are totalled
together for one attrition die roll. Similarly, all units engaged in
attrition combat against units of enemy allies are totalled and a sin-
gle attrition die roll is made. Nationalist and Communist China are
not considered to be allied unless the Chinese Resistance level from
the previous Chinese player turn was +2 or greater (49.5), nor are the
Western Allies and Russia. Thus Nationalist and Communist China
normally make, and are subject to, separate attrition die rolls.

16.3 ATTRITION TABLE: The attacker rolls one die and consults
the appropriate column on the Attrition Table. The result indicates
the number of ground unit counters (“C”) which the defender must
lose and the number of hexes (“H”) which he must give up to the
attacker.

16.4 ATTRITION COMBAT RESULTS - COUNTERS: The

| Attrition Table (Asia) - 16.3

1-10 11-20 21-30 31-40 41-50 51-60 61+
1C 2C  3C/IH 4C/1H 5C2H 6C/2H 1C/2H
1C 2C 3C 4C/IH 5C/1H 6C/2H 7C/2H
- 1C 3C 4C  5C/IH 6C/IH 7C/2H
1€ 2C 3C 4C  5C/1H 6C/1H
= 1C 2C 3C 3C 4C  5C/H
- - 1C 2C 3C 4C  4CNH

'

defender first chooses which unit counters he will lose and returns
them to his force pool. He may not choose to lose more units than
the number called for. If he does not have enough ground units on
the attritioned front to satisfy the losses, he loses what ground units
he has and disregards the remainder. Air and naval units may not be
taken as attrition losses.

16.41 Ground units removed to satisfy attrition losses must belong
to a defending country which has at least one ground unit in contact
with the enemy somewhere on the attritioned front, although the
eliminated units themselves need not be in contact with enemy units.
Ground units of minor countries associated with or allied to a
defending major power may be taken as losses, provided the minor
country in question has at least one ground unit in contact with the
enemy. Partisans are considered to belong to the major power which
paid for their construction and may be taken as losses. Attrition
losses resulting from an attrition directed solely against partisans
may be taken from units belonging to the partisans’ constructing
major power. Units which are in a mapboard box (4.9) may not be
taken as attrition losses (EXCEPTIONS: Attrition combat in the
Australia and India boxes - 57.3, 58.3).

16.42 If defending allies cannot agree on which units to lose, they
split the losses with the odd unit, if any, coming from the nation with
the larger number of ground factors in contact with the enemy on the
attritioned front. Ties are resolved by a die roll.

16.5 ATTRITION COMBAT RESULTS - HEXES: After the
defender has eliminated the required units, the attacker selects one or
more hexes for occupation as allowed by the attrition die roll. The
attacker may not occupy a capital, objective, bridgehead, fortress,
fortification, jungle, mountain, jungle/mountain or swamp hex, or a
hex which may only be occupied through a hexside containing a
river or crossing arrow (EXCEPTION: Partisans and Japanese
ground units may occupy jungle hexes as a result of attrition).

16.
gail
ber
fror

16.
gro
is e
at |
16.
es |

the-

the
ous
out
adv
sele
tior
16.
end
fail
his

16.
by

sur;
sta
occ

16.
ene
est
air
onl

17.
duc
ed |

17.
a c

17.
sup




ess a
gible

d by
heast

alled
ed in
1 sin-
a are
from
e the
“hina

1sults
cates
must
o the

1H
1H

turns

than
ts on
units
ot be

long
ntact
h the
1nits.
to a
ninor
h the
vhich
ition
isans
cting
ot be
n the

they
with
n the

r the
ne or

The
tress,
ora
ng a
nese

16.51 If attacking allies cannot agree on which hexes are to be
gained, they split the rewards with the nation having the larger num-
ber of ground factors in contact with the enemy on the attritioned
front getting first choice. Ties are resolved by a die roll.

16.52 Hexes selected for attrition occupation must contain an enemy
ground unit and must be adjacent to an attacking ground unit which
is eligible to advance. Replacements and units which are unsupplied
at the start of their turn are not eligible to advance.

16.53 A hex from which the defender has taken all the attrition loss-
es inflicted on him by the attacker’s attrition die roll for that front
may not be selected by the attacker for attrition occupation, even if
the defender has units remaining in the hex after taking the losses.

EXAMPLE: The Japanese player has two 3-2 infantry units and a 1-2
airborne unit in a key hex. The Allies make an attrition die roll in the
“21-30” column. If the die roll is a “1” (a “3C/1H” result), the
Japanese player may retain control of the key hex by eliminating all
three units in the hex.

16.54 The attacker must advance at least one adjacent ground unit
into each selected hex. If the attacker is unable or unwilling to
advance into an enemy-occupied hex, he may not select that hex for
attrition occupation. The defender retreats his unit(s) one hex from
the selected hex(es). The defender may not retreat into a hex which
the attacker will vacate to make his advance, nor into a hex occupied
by any enemy ground, air, naval or airbase counter, bridgehead, arti-
ficial port, fortification or rocket base, nor into a hex from which his
units are prohibited, nor into another hex selected by the attacker for
attrition occupation. If forced to do so, the defender may overstack,
enter an enemy ZoC or enter an enemy-controlled hex. The defender
must, if possible, overstack rather than enter an enemy ZoC; and
must, if possible, enter an enemy ZoC rather than an enemy-con-
trolled hex. Entry into an enemy-controlled hex is permitted only if
no other alternatives exist.

16.55 Once the attacker has designated all the hexes he wishes to
occupy as a result of the attrition die roll, the defender vacates all
the designated hexes simultaneously. The attacker then simultane-
ously occupies all the designated hexes. This process is not carried
out one hex at a time; all hexes must be vacated before the attacker
advances to occupy any of the vacated hexes. The attacker need not
select all, or any, of the hexes to which he is entitled by an “H” attri-
tion die roll result. His forces may remain in their positions.

16.56 If the defender overstacks when retreating, he has until the
end of his next movement phase to meet stacking limits. If he
fails to remedy the overstacking, he must eliminate excess units of
his choice.

16.57 Defending units are eliminated if they are required to retreat
by attrition combat and are unable to do so because they are totally
surrounded by enemy units, friendly units with which they may not
stack, prohibited hexes, including other hexes selected for attrition
occupation, or impassable hexsides.

16.58 Air or naval units which are based in hexes occupied by
enemy units as a result of attrition combat are displaced to the near-
est friendly base. Air units are eliminated only if no other friendly
air bases exist within six hexes (26.24); naval units are eliminated
only if no other friendly ports exist within twenty hexes (27.26).
Displaced naval units are subject to interception (27.262).

LIMITED OFFI

17.1 A major power taking an attrition option on a front may con-
duct one or more of the following offensive operations at the indicat-
ed BRP cost:

17.2 GROUND COMBAT: Engage in offensive ground combat, at
a cost of one BRP per attacking ground factor.

17.3 AIR MISSIONS: Counterair enemy air units, provide ground
support for ground attacks, intercept enemy defensive air support,
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attack enemy naval bases or provide air cover, at a cost of one BRP
for every attacking army air factor or every three land-based naval
air factors (round fractions up).

17.4 NAVAL MISSIONS: Conduct patrols, carry out sea transport,
invasion and shore bombardment missions, attack enemy bases, pro-
vide ground support or intercept enemy defensive air support, at a
cost of one BRP per three naval factors used (round fractions up).
There is no additional BRP cost for the naval air factors used.

17.5 If an invasion is conducted against an undefended beach hex,
the attacker pays only the BRP cost of the naval units he employs. If
the beach hex is defended and combat occurs, the attacker must also
pay the BRP cost of the units which attack the defenders.

17.6 No more than 14 BRPs may be spent on limited offensive oper-
ations on any one front, whether by one or more major powers.
Operations beyond this limit require a normal offensive option.

17.61 If two major powers cannot agree on how to limit the forces
involved in limited offensive operations, neither major power may
spend more than seven BRPs. If three major powers cannot agree,
none may spend more than four BRPs.

17.7 A player indicates which units will be employed in limited
offensive operations and pays the BRP cost for such operations when
he actually carries out the operation in question. Attrition combat is
resolved at the end of the regular combat phase, after all limited
offensive operations have been carried out.

EXAMPLE: A player wishes to carry out an invasion against an
undefended beach hex (using a 9-factor fleet and a 1-2 infantry unit)
and a ground attack (using six ground factors) on a front on which he
selected an attrition option. During the combat phase, the player
announces his naval mission and pays three BRPs. Before any limit-
ed offensive ground attacks are announced, the defender would
decide whether to fly defensive air support, just as in an offensive
option. If he does, the attacker may intercept with available air units,
paying the required BRP cost at that time. After any air combat, the
attacker would announce his ground attack and pay six BRPs. If the
attacker intercepted defensive air support with more than five air fac-
tors, the number of ground factors which could attack would be
reduced accordingly, as a total of no more than 14 BRPs could be
spent on limited offensive operations on that front.

17.8 A limited offensive operation may not be conducted on a front
where an active ally has selected an offensive option (13.5).

17.9 Contested invasions are permitted during limited offensives,
but overruns, breakthroughs, exploitation and airborne drops are not.
Ground units which engage in combat during a limited offensive or
are adjacent only to enemy units subject to such attack are not count-
ed toward the attrition level for that front.

PTION

18.1 During a pass option, all offensive operations are prohibited.
Only defensive air and naval operations are allowed. Movement is
restricted as follows:

18.2 GROUND UNITS: Ground units may only move over already
controlled hexes. Ground units may not move into enemy-controlled
hexes, even if vacant and in a friendly ZoC. Ground units which are
adjacent to an enemy unit may not move, even if the enemy unit is
on another front. Ground units may not move into or through any
hex which is adjacent to an enemy unit (4.44). “Enemy unit”
includes ground, air and naval units, as well as partisans, airbase
counters, bridgeheads, artificial ports, fortifications and rocket bases

1@ ML DACQ
18. THE PASS

18.21 Ground units of a major power taking a pass option may enter
hexes captured by an ally during the same movement phase, provid-
ed no other restrictions apply.

18.3 AIR UNITS: Air units may only stage over already controlled
ground, water or part water, part neutral land hexes (26.21).

18.4 NAVAL UNITS: Naval units may change base only if no
enemy air or naval units are capable of intercepting them (27.21).



18.5 OPERATIONS ON OTHER FRONTS: The above restric-
tions do not apply to ground or air units which change fronts during
movement or which attack enemy units across a front boundary. The
option selected on the front entered or attacked governs. A naval
unit based on a front where a pass option has been selected may
change base to a port on another front in order to carry out a mission
from that port on the new front, even if it were subject to intercep-
tion during its base change. Similarly, during the combat phase, a
naval unit may move through sea hexes on a pass option front to
conduct a sea transport, invasion or shore bombardment mission on
another front. The hex receiving the naval action, including the port
of debarkation for sea transport or the hex targeted by a carrier air
mission, must be on the other front.

19. UNIT CONSTRUCTION

19.1 Each major power may construct units which are in its force
pool as allowable builds, subject to its BRP spending limit (35)
(EXCEPTIONS: Airborne units, marines, Japanese army air units
converted to kamikazes and CVEs eliminated in the current game
turn (24.4, 24.82, 26.841, 27.822), units voluntarily eliminated
(14.11) or eliminated due to lack of supply (29.543) in the current
player turn).

19.2 The construction costs for units in BRPs per combat factor are
as follows:

A. One BRP per factor: Infantry, replacements, naval air,
submarines.

B. Two BRPs per factor: Armor, partisans, ASW, SAC, inter-
ceptors.

C. Three BRPs per factor: Army air, fleets, carriers, airborne,
marines.

D. Five BRPs per counter: Fortifications.

19.3 Units must be constructed and placed in their home country, on
fully supplied hexes, not in an enemy ZoC, which were controlled by
the constructing major power at the beginning of the player turn of
construction. Units may not be constructed on hexes which were
recaptured from the enemy until the turn following their recapture.
Stacking limits must be observed during placement.

19.31 If two countries are not at war, units may be placed in a bor-
der hex despite the ZoC of a future enemy’s armor unit.

19.32 For unit construction purposes, Korea is an integral part of
Japan.

19.33 Australian and Indian units may be constructed either in Aus-
tralian and Indian hexes or in the Australia and India boxes, respec-
tively. American units are constructed in the U.S. box. In a Global
War game, U.S. forces may be constructed in either U.S. box.

19.34 During the unit construction phase, the U.S. and Britain may
construct armor and infantry units of varying denominations as set
out in the Unit Conversion Table. Once ground units are construct-
ed, they may only be broken down or combined in Pearl Harbor or
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the U.S. box (American units), India box (British and Indian units)
or Australia box (Australian units). Once eliminated, these units
may be rebuilt in any denomination allowed by the Unit Conversion
Table.

19.35 Britain may construct up to three BRPs worth of British
infantry and replacements units (only) each turn in the India box.
Air, naval, armor and additional infantry and replacement units con-
structed by Britain are considered to have been constructed in
Britain, and arrive in the India box in the SR phase of the Allied
player turn following the expenditure of BRPs for their construction.
In a Global War game, Britain may construct up to three BRPs worth
of British infantry and replacement units (only) in Suez, Basra and
the India box (in total - not three factors in each location). There is
no limit on the number of Indian units which may be constructed in
India each turn. British air, naval and armor units must be construct-
ed in Britain or, if allowed, in Canada.

19.36 In a Global War game, the restrictions of 19.34 also apply to
Western Allied airborne units and Russian ground units. Russia may
construct up to three BRPs worth of Russian infantry units (only)
each turn in Siberia. Russian air, armor and airborne units must be
constructed in European Russia, then SRed to the Urals box, then
onto the RISING SUN mapboard. While in the Urals box, Russian
ground units may be broken down as allowed by the Unit Con-
version Table.

194 VOLUNTARY ELIMINATION OF BRPs: During the unit
construction phase of a Global War game, a major power belonging
to the coalition which moved second in the current game turn may
voluntarily eliminate BRPs, usually to avoid an unwanted double
move. Such voluntary elimination of BRPs does not count against
that major power’s spending limit (35).

19.41 SCORCHED EARTH: A major power which voluntarily
eliminates BRPs may specify that the BRPs eliminated are those of a
particular conquest or colony. The major power must have received
the BRPs from the conquest or controlled the colony in the previous
YSS, and may not have lost the BRPs for the conquest or colony
since the previous YSS. Should the conquest or colony then be lost
later in the year, no additional BRP losses are incurred. BRPs from
minor allies, associated, economically penetrated or diplomatically
co-opted minor countries, and friendly key economic areas may not
be so designated. The designation of BRPs from a specific conquest
or colony has no effect on control of that conquest or colony or on
the BRP value of the conquest or colony in subsequent years.

S g

20. STRATEGIC REDEPLOYMENT (SR)

20.1 After unit construction, each major power may redeploy a
number of its and its active minor allies’ (56.3H) units, moving them
any distance. BRPs may also be SRed from one major power to
another (20.6). Partisans and units belonging to associated minor
countries may not be SRed. Each unit or 20 BRPs SRed costs one
SR. The SR capacity of each major power is set out below. The
number after the major power’s name is the basic SR level of that
major power. Possible reductions in the basic SR level are then
detailed. The SR level of each major power is recalculated each turn.

20.11 JAPAN: 9. For every three BRPs lost to SW and raiders dur-
ing the previous game turn, the Japanese SR level is reduced by one,
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to a maximum per turn reduction of four. In addition, each turn oil
supplies are interrupted, the Japanese SR level drops by one (30.4).

20.12 UNITED STATES: The U.S. is allowed one SR for every 20
BRPs in its current base. For every three American BRPs lost to SW
and raiders during the previous game turn, the U.S. SR level is
reduced by one. The U.S. SR level cannot be reduced below half its
normal value (rounded up).

EXAMPLE: In Summer 1942, the U.S. BRP base is 205. This would
give the U.S. ten SRs, but during the Spring 1942 SW resolution
phase, Japanese submarines eliminate eight American BRPs, reducing
the U.S. SR level by two. The U.S. SR level in Summer 1942 would
be eight.

20.13 UNITED STATES - GLOBAL WAR: In a Global War
game the U.S. has a worldwide SR level, which is similarly derived
from its current total BRP base. Each turn, no more than two-thirds
(rounded up) of the U.S. SRs may be used in one theater. This limit
applies throughout the game, whether the U.S. is at war in one, both
or neither theater, and also applies to American initial deployments
(20.724). The American worldwide SR level may be reduced by
Axis SW and raiders as described in 20.12.

20.14 BRITAIN: 3. This limit applies to British SRs in the Pacific,
and is distinct from British SRs in Europe in a Global War game.

20.15 RUSSIA: 3. This limit applies to Russian SRs in the Pacific,
and is distinct from SRs between European Russia and Siberia in a
Global War game.

20.16 CHINA: 2.

20.17 SRs are not transferable from one nation to another and may
not be accumulated from one turn to the next. When a unit is sea
escorted by an ally’s fleet factors, the SR is charged against the
nation SRing the unit, not the nation providing the sea escort.

20.2 RESTRICTIONS ON SRs: Units SRed by land may move
only over controlled, fully v partially supplied hexes (including
hexes controlled by an ally, with that ally’s permission). Ports must
similarly be supplied before units may SR into or through them.
Subject to the restrictions of 20.22, units may SR into and through
hexes acquired during the preceding movement or combat phase if
the hexes are fully or partially supplied during the post-combat
adjustment phase which precedes the SR phase.

20.21 Air units may SR from an unsupplied airbase, but only to a
fully supplied airbase. Similarly, naval units may SR from an
unsupplied port, but only to a fully supplied port. In either case, the
new base must be controlled by the SRing major power or an ally.

20.22 Any SRed unit (ground, air, naval or airbase counter) may not
pass adjacent to any enemy unit, including a ground, air, naval or
partisan unit, an airbase counter, bridgehead, artificial port, fortifica-
tion or rocket base, during its SR, nor may it begin or end its SR
adjacent to an enemy unit. A unit is not “adjacent to an enemy unit”
if the enemy is a future enemy, not yet at war (see also 4.44). Units
being SRed by sea may pass by or through hexes containing enemy
units (EXCEPTION: The Strait of Malacca - 20.4), although they
may not begin or end the sea portion of their SR in a port adjacent to
an enemy unit (27.66).

20.23 Units may be SRed in any order, to avoid the risk of over-
stacking at the end of the SR phase. All naval SRs open to intercep-
tion by enemy units (20.8) must be indicated to the opponent before
any SRs are made, after which they may be attempted in any order.
Naval SRs to the same destination port may be made together for
protection against enemy interception. A unit which is SRed may
not be used to cover the SR of other units in the same SR phase
(20.86) (EXCEPTION: 20.843).

20.3 Ground units may not cross any all-water hexside during SR
without sea escort (27.6) (EXCEPTIONS: Crossing arrows, SRs onto
the mapboard, including American initial deployments (20.76), and
SRs between mapboard boxes (20.53)) .

20.31 Air units may SR over water only by the use of sea escort or
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by tracing a path of no more than six hexes from a controlled air
base to another supplied, controlled air base on the far shore. They
may cross a total of more than six water hexes in this manner by
using a chain of air bases no more than six hexes apart. Naval air
units may use supplied, controlled one-hex islands for this purpose.
Air units may SR over partial land-sea hexes unless the land portion
of the hexes is enemy-controlled.

20.32 Airborne units SR as ground units. Their airdrop ability may
not be used during SR.

20.4 Naval units moving by SR and fleets performing sea escort are
not limited in range, although they may not cross more than ten sea
hexes without reaching a controlled, fully-supplied port or one-hex
island (27.3611D; EXCEPTION: The Aleutian islands - 27.3612).
Naval SR through the Strait of Malacca (EE17) is allowed only if
Singapore is controlled by friendly forces. Naval SR may not pass
through straits containing crossing arrows if either of the land hexes
of the strait is controlled by hostile or neutral forces (27.231).

20.5 OFF-BOARD SRs: Off-board SRs in a Global War game are
governed by the applicable rules in ADVANCED THIRD REICH.
20.51 In addition:

20.511 AUSTRALIA BOX: Ground and air units may SR to and
from the Australia box via the Australian hexes adjacent to the
southern edge of the mapboard. Naval units may SR between the
Australia box and Darwin or Cairns via hexes NN7 (west map) and
NN24 (east map) on the southern edge of the mapboard. Allied units
may SR between the Australia and India boxes, and between the
Australia and South Pacific boxes, without sea escort.

20.512 INDIA BOX: Ground and air units may SR to and from the
India box via the Indian hexes adjacent to the western edge of the
mapboard. Naval units may SR to and from the India box and
Colombo or Madras via hex CC26 on the western edge of the map-
board. Allied units may SR between the India and Australia boxes
and between the India box and the ADVANCED THIRD REICH map-
board, without sea escort.

20.513 SOUTH PACIFIC BOX: Allied units may SR to and from
the South Pacific box via the sea hexes in the southeastern corner of
the mapboard adjacent to South Pacific box. Allied units may SR
between the Australia box and the South Pacific box, and between
the South Pacific box and the U.S. box, without sea escort. Initial
deployments to the South Pacific box are governed by 20.723.
20.514 RUSSIA BOX: Russian units may SR to and from the Rus-
sia box via the Russian hexes on the western edge of the mapboard.
The Russia box corresponds to the western (Urals) half of the
ADVANCED THIRD REICH Siberia box.

20.515 Russia may SR one unit per turn to and from Kamchatka via
hex AS.

20.516 In a Global War game, Western Allied units may SR
between the U.S. (Atlantic) and U.S. (Pacific) boxes.

20.52 SRs TO AND FROM THE MAPBOARD:

20.521 SRs ONTO THE BOARD: Units SRed from a mapboard
box onto the board do not require sea escort and incur no SR cost to
the controlling major power unless the unit being SRed continues its
SR on the destination mapboard past the following areas:

A. From the South Africa box to a western front port, Suez, Basra or
Bushire.

B. From the South Pacific box to a port.

C. From the Urals box to Russian hexes along the eastern edge of

the ADVANCED THIRD REICH mapboard or the western edge of the
RISING SUN mapboard.

D. From the India box to a hex in India, the South Africa box, Suez,
Basra or Bushire.
E. From the Australia box to a hex in Australia.

20.522 SRs OFF THE BOARD: A unit SRed off the board to a
mapboard box costs one SR. This is counted against the controlling



major power’s SR limit for the mapboard containing the hex. SRs
off the board to mapboard boxes may require sea escort (27.6) if the
SR is across water. A unit SRed into a mapboard box must end the
SR phase in that box.

20.53 SRs BETWEEN MAPBOARD BOXES: Units SRed
between mapboard boxes do not incur an SR cost, do not require sea
escort and must end the SR phase in their destination box.

20.531 FLEXIBLE DEPLOYMENTS: Flexible deployment SRs
from the U.S. boxes to either the South Africa or the South Pacific
box count against the American initial deployment limit.

20.54 INTERCEPTION PERMITTED: Naval SRs to and from
mapboard boxes are subject to interception (20.8). Interception of
such SRs may only take place in an on-board sea hex. SRs between
mapboard boxes may not be intercepted.

20.6 BRP GRANTS: Each grant of 20 BRPs or fraction thereof
from one major power to another counts as one SR against the grant-
ing major power’s SR limit. BRP grants originate in any fully sup-
plied, Allied-controlled hex in India and must be SRed normally to a
hex in the recipient nation capable of receiving SR (EXCEPTION:
This requirement does not apply to U.S. BRP grants to Britain).

20.61 INTERCEPTION OF BRP GRANTS PROHIBITED: BRP
grants do not cross sea hexes and may not be intercepted (36.2).

20.7 INITIAL DEPLOYMENTS: Special rules apply to units in
the U.S. box:

20.71 SRs from the U.S. box to the Pacific are termed initial
deployments. The number of initial deployments allowed is limited
to half (rounded up) of the current U.S. SR level.

20.711 Each grant of 20 BRPs or fraction thereof from the U.S.
counts as one initial deployment, whether granted to Britain or
China.

20.712 All units which SR from the U.S. box to the Pacific are
counted as initial deployments. This includes naval units which
have initially deployed and returned to the U.S. box, as well as units
which have been eliminated and rebuilt in the U.S. box.

20.72 All initially deploying units must SR into a port capable of
receiving SR (20.2) and must end their SR as follows:

20.721 If Pearl Harbor is unconquered: in Pearl Harbor.

20.722 1If Pearl Harbor is conquered: the Aleutians, Christmas
Island, the Society Islands or the Allied-controlled port closest to
Hawaii.

20.723 Whether or not Pearl Harbor is conquered, in the South
Pacific box after a one-turn delay.

20.7231 If the United States has a flexible deployment capability,
some units may initially deploy from the U.S. to the South Pacific
box without a one-turn delay.

EXAMPLE: Hawaii is under Japanese control. In Summer 1943, an
American 3-2 infantry unit is constructed in the U.S. box. It can ini-
tially deploy to Tahiti or Dutch Harbor, arriving in the SR phase of
the Allied Summer 1943 player turn, or to the South Pacific box,
arriving in the SR phase of the Fall 1943 Allied player turn.

20.724 1In a Global War game the U.S. has a worldwide initial
deployment level equal to half (rounded up) of the current U.S. SR
‘ach turn, no more than two-thirds (rounded up) of the U.S.
This limit applies
the game, whether the U.S. is at war in one, both or nei-

level.

deployments may be used in one thea
throughout
ther theater.

20.725 SRs from one U.S. box to the other in a Global War game do
not count as initial deployr

nents.

20.73 SEA TRANSPORT AND INVASION FROM THE U.S.
BOX: The restrictions set out in 20.72 do not apply to units in the
U.S. box used for sea transport or invasion missions. Subject to the
normal rules governing such missions (27.42, 27.43), sea transport
and invasion from the U.S. box is permitted even if initial deploy-

ment by SR is also possible. For both types of missions, the U.S.
box is treated as the port from which the mission is launched. Naval
units in the SW box may not be used for sea transport and invasion
missions from the U.S. box, nor may they provide protection for
such missions.

20.731 SEA TRANSPORT: Ground and air units in the U.S. box
may sea transport to any port within 10 hexes of the eastern edge of
the mapboard or in the Aleutians controlled by the Western Allies at
the start of the Allied player turn. Four fleet factors are required for
each transported ground or air factor.

20.732 SEA INVASION: Ground units in the U.S. box may invade
any one-hex island or beach hex within 10 hexes of the eastern edge
of the mapboard or in the Aleutians. Six fleet factors are required
for each invading ground factor.

20.733 Units which sea transport or invade from the U.S. box count
against the American initial deployment limit (20.71). Fleets based
in the U.S. box which are used for sea transport or invasion do not
count against initial deployment limits, provided the fleets end their
turn in the U.S. box.

20.74 Naval units based in the U.S. box which deploy to the SW
box during the SW deployment phase for use against Japanese sub-
marines are not counted against U.S. initial deployment limits. U.S.
naval units which withdraw from the SW box must return to the
U.S. box.

20.75 Units which initially deploy by SR may not move farther than
the areas specified by 20.72 in the turn of their initial deployment,
even at the cost of an additional SR.

20.76 No sea escort is required for units which initially deploy by
SR from the U.S. box to the Pacific, or for BRP grants from the U.S.
to Britain or China.

20.8 INTERCEPTION OF SRs: Units which SR by land or air
may not be intercepted. Units SRed by sea are subject to intercep-
tion as set out below.

20.81 Units which SR by sea (SR of naval units or SR involving sea
escort) may be intercepted by uninverted enemy air and naval units
(26.4531, 27.5). SRs by sea to and from mapboard boxes, including
initial deployments, may be intercepted in on-board sea hexes (20.5,
20.84). The SRing player may attempt counter-interceptions of
intercepting enemy naval units (27.56). Naval combat is resolved
normally (27.57).

20.82 If naval units being SRed or conducting sea escort win their
engagement with intercepting enemy naval forces, the SR succeeds.
If they lose the engagement, or if the SRing player abandons his
attempt to SR, the SR fails and the naval units involved return to
their port of origin (27.598), as do any ground or air units which
were being SRed. Ground and air units may be SRed elsewhere, at
no additional SR cost, but naval units which unsuccessfully attempt
to SR may not attempt a second SR. They end their turn in the port
of origin. Such failed SRs count against the SRing power’s SR
limit. If the failed SR results in overstacking in the port of origin,
the excess units are eliminated (27.5972).

20.83 If, as a result of fleet combat or air attack, the number of sur-
viving undamaged fleet factors drops below that required to sea
escort a ground or air unit, that unit is eliminated (27.622). Where
several units are being sea escorted, the SRing player chooses which
unit(s) to eliminate.

20.84 INTERCEPTION OF INITIAL DEPLOYMENTS: Units
initially deploying by sea may be intercepted by Japanese air and
naval units as follows:

20.841 Units which initially deploy by sea must trace a path from
the eastern edge of the mapboard to their destination port. Any
Japanese air and naval interception must take place between the east-
ern edge hex(es) selected and the destination port, inclusive.

20.842 No sea escort is required for initially deploying units
(20.76). For record-keeping purposes only, each ground and air fac-
tor initially deployed from the U.S. box is considered to be carried
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by two transport factors. These transport factors are not represented
by counters. The number of transports is considered to be just what
is required for the initial deployment. If any transports are eliminat-
ed or damaged, there is no surplus and at least some of the units
involved in the initial deployment will be eliminated (20.846).

20.843 Naval units which are initially deploying from the U.S. box
are counted toward the defense of all initially deploying units.
American naval units in the SW box on ASW duty are also counted,
even if they earlier engaged enemy forces while protecting sea sup-
ply from the U.S. If units are being initially deployed to more than
one Pacific port, the Allied player must indicate which routes his
naval units are protecting before Japanese interceptions are attempt-
ed. After combat, surviving undamaged naval units on ASW duty
return to the SW box and are counted for SW resolution.

20.844 If Japanese naval forces succeed in intercepting an initial
deployment, naval combat occurs between the intercepting Japanese
force and all Allied naval forces which are defending the initial
deployment. If the Allied forces lose the resulting naval combat, the
initial deployment is aborted. If no Allied naval forces were defend-
ing the initial deployment, the initial deployment is aborted after one
round of naval combat.

20.845 Japanese air interception of initial deployment is carried out
in the same manner. There is no effect on the initial deployment
unless all Allied naval units which are defending the initial deploy-
ment are eliminated or damaged so that the U.S. transports are
affected. An initial deployment which suffers transport losses solely
from Japanese air attacks may be continued by the Allied player or
aborted, at the Allied player’s option, even though some of the units
involved will already have been lost.

20.846 Allied combat losses which cannot be absorbed by defending
Allied naval units are taken from the transports carrying the initially
deploying units.

20.847 For each transport factor which is eliminated, the U.S.
immediately loses three BRPs. In addition, units being carried by
transports which are eliminated or damaged are lost (27.622).

20.848 The rules relating to the interception of initial deployments
apply only to units initially deployed by sea. If Pearl Harbor is eligi-
ble to receive Allied SRs, Allied air units may initially deploy to
Pearl Harbor by air and are not subject to interception. Similarly,
Allied air units which initially deploy to Dutch Harbor are not sub-
ject to interception.

20.85 INTERCEPTION OF SOUTH PACIFIC SRs: The
interception of SRs between the South Pacific box and the mapboard
is handled in the same as manner as the interception of initial
deployments (20.84). Allied naval units in the SW box are counted
toward the defense of such SRs, unless they have been used to
defend an SR to or from the U.S. box in the same SR phase. The
U.S. incurs any BRP losses for lost transports (20.847 - this would
arise only if the SR were from the South Pacific box, as sea escort is
required for SRs from mapboard hexes to the South Pacific box).

20.86 Air and naval units may perform defensive missions in the
opponent’s portion of the game turn that they are SRed or initially
deployed unless they were employed or constructed in that game
turn. Air and naval units may not be used against enemy units dur-
ing the SR phase in which they are themselves SRed or initially
deployed (20.23) (EXCEPTION: 20.843).

EXAMPLE: The Allies have the initiative. An American air unit
which initially deploys to Pearl Harbor in Fall 1943 could provide
defensive air support or intercept Japanese naval units during the
Japanese Fall 1943 player turn, unless the American air unit had been
constructed during the Allied Fall 1943 unit construction phase. It
could not intercept Japanese naval units which intercepted the sea
escort of an Allied unit from Pearl Harbor to Midway in the Fall 1943
Allied SR phase.

20.9 VOLUNTARY ELIMINATION OF UNITS: At the end of
the SR phase, a player may voluntarily eliminate units.

21

Unit Counters

21. INFANTRY

21.1 Infantry units have a movement factor of two and

operate without impairment even if only supplied from a
limited supply source (29.22).

=

3-2
21.2 Infantry units attacked by exploiting enemy armor

incur a -1 DM unless they are defending in a capital, objective hex
or bridgehead (15.24A).

22. REPLACEMENTS

22.1 Replacement counters represent training organiza-
E:I tions feeding new levies into combat units. One of their
1 main functions is to provide players with cheap units

which they may eliminate when subjected to attrition

combat.

22.2 Replacement counters, once placed on the board, may not
move except by SR or when required to retreat by an opponent’s
attrition hex selection.

22.3 Replacement counters have one combat factor and defend
accordingly against enemy offensive attacks. Replacement counters
may attack only as part of a defender’s counterattack required by a
CRT result. They may not attack during their own side’s offensives,
are not counted toward attrition totals and may not advance to occu-
py a hex gained by attrition.

23. ARMOR

23.1 Armor units consist of an infantry component and a

mechanized component. This mechanized component
@ gives armor units unique abilities, such as a ZoC (12), a
3-3 greater movement factor and the ability to conduct over-

runs (14.8), create breakthroughs and move and attack
during the exploitation phase (15.6).

23.2 An armor unit may have its mechanized component temporari-
ly negated because of supply problems (29.52B), an oil shortage
(30.2D), weather (31.1) or because it enters a jungle, mountain,
swamp or jungle/mountain hex (4.431). When this occurs, the armor
unit acts as an infantry unit, with a movement factor of two, has no
ZoC, and loses the other abilities associated with armor units until
its mechanized component is restored. Its combat factor is unaffect-
ed, although armor units attacked by exploiting enemy armor incur a
-1 DM in the same manner as infantry units (15.24A, 21.2).

EXAMPLE: A Japanese armor unit begins in clear terrain and moves
into a jungle hex; it now has a movement allowance of two, and has
used one movement point. Since it is a Japanese ground unit, it does
not have to stop. If it enters a clear hex, it regains its movement
allowance of three (of which it will have used two), and it can move
one more hex.

24. AIRBORNE, CHINDITS AND MARINES
24.1 AIRBORNE: To airdrop, an airborne unit must

— begin its player turn on a fully supplied city or airbase
which is not in an enemy ZoC. The presence of a neutral
1-2 enemy armor unit next to an airborne unit at the start of

its player turn does not prevent an airdrop, even if the
moving player declares war on that neutral. An airborne unit may
not airdrop if it moves during the movement phase, or if it moves by
sea transport or invasion during the combat phase. An airborne unit
which begins its player turn in a hex which does not contain a city or
airbase may not airdrop during that player turn, even if an airbase is
placed in its hex during that player turn.



24.12 An airborne unit may only airdrop during an offensive option.
Airdrops are prohibited during limited offensives.

24.13 An airborne unit may only airdrop during the combat phase,
either immediately prior to ground combat resolution or immediately
prior to exploitation combat resolution, whether or not any break-
through or exploitation movement by armor units occurred.

24.14 RANGE: Subject to 24.15, an airborne unit may airdrop on
any hex within four hexes of its base, including a hex containing
enemy units. Like air units, an airdropping airborne unit may not
cross over land hexes which are completely neutral, but may cross
over hexes which are part water, part neutral land.

24.15 An airborne unit may not drop on a hex over which enemy
forces have air superiority. The dropping player must have at least
as many uninverted air factors capable of flying offensive air mis-
sions within range of the target hex as the defender. This determina-
tion is made after the attacker and defender have committed air units
to ground support and defensive air support, respectively, and the
attacker has intercepted any defensive air support. Air units used for
these purposes do not count in determining air superiority. Unused
defending air factors may not intercept airdrops. Air combat may
take place as a result of an airdrop only if defending air factors fly
defensive air support in the drop hex and are intercepted by unused
attacking air factors.

24.2 An airborne unit which airdrops may only attack units in the
drop hex itself. It may not attack units in adjacent hexes, either
alone or in conjunction with other attacking units, even if the air-
borne unit drops on an empty hex or a hex occupied by friendly
units. If defending units in two or more hexes are being attacked in
a single attack (15.33), an airborne unit may participate in the attack
by airdropping on any of the attacked hexes.

24.3 An airborne unit may not voluntarily move from the hex on
which it airdrops, except by SR, until the game turn following its air-
drop. Airborne units which airdropped may not advance after com-
bat.

24.31 Airborne units are fully supplied during the game turn follow-
ing an airdrop, unless moved by SR (29.554), but may not airdrop
unless supplied from an unlimited supply source at the start of their
player turn. The special supply status arising out of an airdrop is not
in itself sufficient to allow a second airdrop.

24.4 Airborne units may not be rebuilt in the game turn in which
they were eliminated.

24.5 Airborne units ignore all stacking limits and are never counted
in determining the number of units in a stack. They may both attack
and defend in situations where another unit would be overstacked.
This rule applies even if the airborne unit is moved and used like
infantry. It does not apply to seaborne invasions if the airborne unit
is part of the seaborne invasion force. Only two embarked ground
units may attack in an invasion (EXCEPTION: Marines - 24.7) and
this may not be increased to three by the use of an airborne unit.
This does not prevent the use of an airborne unit in invasion combat
by way of an airdrop, if the requirements for airdrops are met.

24.51 CHINDITS: Britain may construct one Chindit
unit if allowed to do so by Allied variant 8, or by a “7+”

1-2 result for British airborne research in a Global War game.

The Chindit may airdrop on vacant or Allied-controlled

hexes, is always in at least limited supply and eliminates one
Japanese BRP each turn whenever it is in an otherwise Japanese-
controlled hex in Burma or India. If the Chindit is in an otherwise
Japanese-controlled hex and participates in an attack against
Japanese unit(s) in a jungle or jungle/mountain hex, the +1 DM nor-
mally received by the Japanese units for being in jungle is negated.

24.6 MARINES: American and Japanese marines
(Special Naval Landing Forces) each cost three BRPs
3-3 per factor to construct.

24.7 Marines ignore all stacking limits and are never
counted in determining the number of units in a stack. They may
both attack and defend in situations where another unit would be
overstacked. This rule applies both when the marines are moved and
used like infantry and when they are part of a seaborne invasion
force. An invasion force may thus consist of more than two
embarked ground units if the additional units are marines.

24.8 Enemy units attacked during a seaborne invasion do not
receive the +1 DM usually associated with units defending against
invasion (15.23B) if at least half the ground factors engaged in inva-
sion combat are composed of marines. Units attacking by land from
hexes adjacent to the invasion hex, airborne units dropped on the
invasion hex, and invading units which do not take part in invasion
combat, including armor units held in reserve for exploitation, are
not counted in making this determination.

24.81 If an invading force containing marines suffers casualties dur-
ing a seaborne invasion, the marines are the first units eliminated to
satisfy the required combat losses (27.4371).

24.82 Marine units may not be rebuilt in the game turn in which
they were eliminated.

25. PARTISANS

25.1 Partisans represent irregular forces and as such are
[E] governed by special rules concerning their construction,
1 supply, employment and effect on hex control.

25.2 CONSTRUCTION: Partisans may be constructed
as set out below.

25.21 Partisans may be constructed and placed on the board by
Britain, the U.S., Nationalist China and Japan during their unit con-
struction phase, at a cost of two BRPs per partisan. One Communist
Chinese partisan may be built each turn at no cost. No more than
one partisan may be constructed in the same country each turn
(EXCEPTION: One Nationalist and one Communist Chinese parti-
san may be built in China each turn). Partisans may not be con-
structed in Japanese colonies, including Manchuria. The U.S. and
Britain may not build partisans until they are at war with Japan.

25.22 Partisans may be constructed as follows; by the United States:
Philippines: 2, French Indochina: 1; by Britain: Burma: 1; by
Nationalist China: China: 2; by Communist China: China 1939-
1941: 1; 1942: 2; 1943: 3; 1944: 4; 1945: 5; 1946-1948: 6 (EXCEP-
TION: The allowable number of Chinese partisans may be reduced
by Japanese variant 1 or a Chinese occupation policies intelligence
result for Japan); by Japan: India, if permitted by Japanese variant 2
or an Indian subversion intelligence result for Japan: 1 or 2. Parti-
sans may be rebuilt once eliminated, but the number of partisans on
the board in a particular country may not exceed the limit for that
country.

25.23 Partisans may only be placed in an eligible country on vacant,
enemy-controlled hexes or on hexes which contain another partisan
constructed by the same major power. Partisans may not be placed
in an enemy ZoC. If no such hexes are available, no partisans may
be constructed in that turn.

25.24 If Nationalist and Communist China both wish to construct a
partisan in the same hex and cannot resolve their disagreement, the
country with the unit closest to the disputed hex builds its parti-
san first.

5 P

sans are eliminated if the major power which constructed

them surrenders.

25.26 Subject to 25.23, partisans may be constructed after their
country is recaptured by friendly, non-partisan forces. Partisans
remain in play after the liberation of their country, although the
restrictions of 25.3 remain in effect.
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25.3 MOVEMENT AND COMBAT: Partisans are controlled and
moved by the major power which constructed them and must con-
form to that major power’s option selection on their front during the
combat phase. Partisans may always move without regard for hex
control or option selection. Partisans are not required to stop when
they enter jungle hexes (4.431).

25.31 Partisans may not leave their country and may not attack
across its borders, except as required by a CRT dictated counterat-
tack. Partisans are not counted for attrition if in contact with enemy
forces across a national border.

25.32 Partisans may not move by sea and may not be SRed.

25.33 Partisans may stack and attack with friendly units, subject to
Nationalist-Communist Chinese and Russo-Allied cooperation
restrictions (49, 50.4). However, partisans may not receive ground
support or defensive air support. This does not preclude non-parti-
san ground units engaged in combat alongside partisans from receiv-
ing ground support or defensive air support. The allowable amount
of air support would then depend on the number of non-partisan fac-
tors involved.

25.34 Partisans attack in the same manner as infantry, and may
combine with non-partisan units to eliminate the positive DM of a
defender attacked across a river or crossing arrow (15.23C).

25.35 Partisans are counted in attrition totals, may be taken as attri-
tion losses and may advance to occupy hexes after attrition combat,
subject to 25.31. Partisans may occupy jungle hexes by attrition
advance (16.5).

25.4 SUPPLY: Partisans are always in supply and do not need to
trace a supply line (29.551).

25.5 HEX CONTROL: A partisan controls only the hex it occu-
pies, and only temporarily. As soon as a partisan moves to another
hex the hex reverts to the control of the major power which previ-
ously controlled it.

25.51 A partisan-controlled hex is controlled only by the partisan
itself. It is not controlled by either the major power which controls
the partisan or by the major power which previously controlled the
hex. Thus a partisan-controlled port could not receive sea transport
or SR, nor could a partisan-controlled city base air units.

25.52 A partisan-controlled objective is not counted in the total for
either side for victory determination or any other purpose.

25.53 A partisan may force major power air or naval units to change
base by moving into an undefended base hex or by advancing into a
defended base hex after combat.

25.54 A partisan-controlled capital yields no BRPs to the major
power which controls the partisan, although the major power which
previously controlled the capital would lose BRPs for the capital if it
failed to regain control of the capital during its next player turn and
if it had received those BRPs during the previous YSS. Control of a
capital at the start of a scenario meets this requirement. Because
partisans only control hexes while they occupy them (25.5), the
elimination of the partisans would be sufficient to prevent BRP loss.
It would not be necessary to advance into the capital itself.

25.6 ECONOMIC EFFECT OF PARTISANS: For each partisan
in territory controlled by Japan, Japan loses one BRP each turn.
These BRPs are deducted at the end of the Japanese combat phase.
To inflict BRP damage on Japan, partisans must be adjacent to a
Japanese-controlled capital or Chinese objective hex. Partisans
behind friendly lines, adjacent to friendly non-partisan units or on
one-hex islands do not count. This BRP penalty does not apply to a
minor country which has been reconquered from the enemy major
power, either by partisans themselves or another major power.

25.51 For each Japanese partisan in India, Britain loses one BRP.
This penalty does not apply if India has been conquered by Japan.

26. AIR UNITS

26.1 AIR BASES:
26.11 Each city, port and artificial port (27.113) may base five army
air factors. A hex containing two cities may therefore base ten army
air factors. Each one-hex island may base one naval air factor. An
unlimited number of air factors may base in a mapboard box (4.9).

26.12 AIRBASE COUNTERS: Each major power is
@ provided with airbase counters as follows: U.S.: 3; Japan:

3; Russia: 1; Britain: 1; China: 1.

26.121 Japan may place all three of its airbases during the initial
setup of the Campaign Game, 1942 and 1944 scenarios. Britain and
China may each place one airbase during the initial setup of the
Campaign Game, 1942 and 1944 scenarios. The U.S. may not place
any airbases during the initial setup of the Campaign Game, may
place one of its airbases at the start of the 1942 scenario, and may
place all three airbases at the start of the 1944 scenario. Once play
begins, each major power may place no more than one airbase
counter each turn. Airbase counters may be placed on the board
only during the movement, unit construction and strategic redeploy-
ment phases, and never during the opponent’s turn.

26.1211 Airbases may be placed as specified in each battle scenario.

26.122 Airbase counters may be placed in any supplied hex con-
trolled by the placing major power or an ally, if permitted by the
ally, even if the hex is in the ZoC of enemy armor. Airbases may
not be placed on jungle/mountain hexes. No more than one airbase
counter may occupy a single hex.

26.123 Once all of a nation’s available airbase counters are on the
board, a player may only place an additional airbase counter by
simultaneously removing an existing airbase counter from another
hex, so that the total number on the board does not exceed the limit
set out in 26.12. This process is unrelated to SR and does not count
against a nation’s SR limits, but is subject to the prohibition against
placing more than one airbase counter each turn (26.121).

26.124 After initial placement, airbase counters may only be moved
by SR. Each airbase counter so moved counts as one unit against the
owning nation’s SR limit and requires sea escort by a 9-factor fleet
to cross water. SR of airbase counters is unrelated to the recycling
of one airbase counter each turn (26.123).



each theater.
26.13 An airbase counter may base five army air factors. A hex
containing an airbase counter and a city may base ten army air fac-
tors; a hex containing an airbase counter and two cities may base 15
army air factors. A hex containing a one-hex island and a city or air-
base counter may base five army air factors and one naval air factor.

26.14 The Western Allies may use one another’s airbase counters,
but during the phase in which they are placed airbase counters may
be used only by air units belonging to the placing major power.

26.15 An airbase counter is removed from the board if the hex it
occupies comes under enemy control. Airbase counters which
are cut off from supply by enemy action are removed from the
board in the same manner as ground units (29.541). In either case,
the airbase counters may be placed on the board again in accordance
with 26.121.

26.16 If the recycling, removal or SRing of an airbase counter
reduces the basing capacity of a hex below the number of air factors
in that hex, the air factors must be moved or SRed to another city or
airbase counter in the same phase or be eliminated. When an airbase
counter is overrun, the provisions of 26.24 apply.

26.17 TYPES OF AIR UNITS: There are two types of air units:
army air units and naval air units. Naval air units are distinguished
from army air units by their ability to operate from carriers
(26.1721), the accuracy of their attacks on enemy naval units, their
limited rate of reconstruction (26.18) and, for Japan, their unique
ability to operate as kamikazes (26.8). References to air units refer
to both army and naval air units, unless otherwise specified.

26.171 ARMY AIR UNITS: Army air units must base
on cities or airbase counters (26.1). Army air factors

may not operate from carriers in any circumstances.
5-3 Each army air factor costs three BRPs to build.

26.172 NAVAL AIR UNITS: Only naval air units

may operate from carriers. Naval air units may perform

any offensive air mission, as well as engage in naval
3-3 combat as a result of a naval interception. Each naval
air factor costs one BRP to build.

26.1721 Each fast carrier factor may carry one naval air factor.
Carriers and naval air units move, fight and SR as one unit. If
elimination of a carrier in combat causes the number of naval air fac-
tors to exceed the capacity of their carriers, a corresponding number
of naval air factors are eliminated (27.5857). Damaged carriers may
carry, but not land or launch, naval air units.

26.1722 One naval air factor may base at a one-hex island. Naval
air units may also base at cities or airbases.

26.173 DISTINCTIONS BETWEEN AIR UNITS:

26.1731 Each army air factor represents approximately three times
as many planes as a naval air factor. This is reflected in the following:

A. COST: Each army air factor costs three BRPs; each naval air
factor costs one BRP.

B. BASING: Basing capacity is always given in terms of army air
factors. One army air factor is equivalent to three naval air factors,
S0 a city or airbase may base 15 naval air factors, or one army and
12 naval air factors, or two army and nine naval air factors, and so
on. One-hex islands may base one naval air factor, but must contain
a city, port, artificial port or airbase to base army air factors or more than
one naval air factor. Only naval air factors may base on carriers.

C. AIR COMBAT: When army and naval air units engage in air
combat, the army air factors are converted to air squadrons, each of
which is equivalent in size to a naval air factor, at a 1:3 ratio. This
occurs either before or after combat is resolved, depending on the
circumstances giving rise to the air combat (see 26.67).

26.1732 Army and naval air factors are equivalent for the following
activities:
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A. ATTACKING ENEMY NAVAL UNITS: This reflects the spe-
cial training and equipment which characterized naval air units. In
effect, naval air units are considered to be three times as effective in
attacking enemy naval units, both at sea and in port, as are army air
units. However, unlike army air units, naval air units may direct their
attacks against specific enemy carriers.

B. ASSISTING NAVAL INTERCEPTIONS: Army and land-based
naval air factors are equivalent in generating a favorable modifier for
naval interception (27.565).

C. NAVAL SEARCH: Army and land-based naval air factors are
equivalent in generating a favorable modifier for naval search
(27.57731, 27.5841A).

26.1733 Army and naval air factors are not equivalent for other
activities, such as counterair missions, providing ground support or
defensive air support, air supply, and so on. For example, three
naval air factors must be used to provide one factor of ground
support.

26.18 NAVAL AIR CONSTRUCTION AND
TRAINING:

26.181 Naval aviation, especially operations from carriers, required

particularly high levels of training. This is reflected in the fol-

lowing rules.

26.182 ELITE JAPANESE NAVAL AIR UNITS: At the start of
the Campaign Game and 1942 scenarios, and the Global War game,
all Japanese naval air units have a +1 Air Nationality DRM (26.6B).
These elite units are represented by distinctive black on yellow
counters and may not be rebuilt once lost. When elite Japanese
naval air factors are eliminated, the equivalent number of normal
(yellow on black) Japanese naval air factors are substituted in the
Japanese force pool as allowable builds. In a Global War game,
Japanese force pool additions prior to the outbreak of war add elite
naval air factors, but once war has broken out between Japan and the
Western Allies, no additional elite naval air factors are added to the
Japanese force pool.

26.183 NAVAL AIR RECONSTRUCTION RATES: The number
of factors of naval air which may be rebuilt each turn is limited for
all major powers as follows: Japan: 3; Britain: 1; U.S.(1942-1943):
3; U.S.(1944): 4; U.S.(1945): 5; U.S.(1946): 6 (EXCEPTIONS:
Japanese variant 6, Allied variant 4. Japan’s naval air reconstruction
rate is tripled once kamikazes have been used - 26.84). These limits
apply only to naval air units which have been eliminated, and do not
apply to naval air units when they are first added to a major power’s
force pool.

26.1831 Construction or replacement of CVEs or their air compo-
nent does not count against naval air reconstruction limits.

Increas

in the American naval air reconstruction rate do not occur,
1 both the U.S 1 an mt onduc

rch to increase their

increase its naval air

reconstruction rate.

26.19 CARRIER AIR BASING:

26.191 Each fast carrier may base a number of naval air factors
equal to its size in factors.

26.192 Army air factors and kamikazes may never operate from car-
riers.

26.193 Naval air units based on a fast carrier are stacked on top of
their carrier, or are placed by it on the owning player’s Naval
Status Board.

26.194 Naval air factors may stage or SR onto a fast carrier with
sufficient basing capacity. If any of the naval air factors are invert-
ed, the carrier itself is immediately inverted. Likewise, newly con-
structed naval air factors may be placed on board a fast carrier, but
this automatically inverts the fast carrier since the newly constructed
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naval air factors are themselves inverted. Once on board a fast carri-
er, naval air factors themselves are always turned upright, even if
newly constructed (27.599).

26.195 Naval air factors may stage or SR off a fast carrier. If the
carrier is inverted, the departing naval air factors likewise become
inverted upon leaving.

26.196 Naval air factors may be freely transferred among fast carri-
ers in the same naval force (27.5857). If transferred from an invert-
ed carrier to an uninverted one, the receiving carrier also becomes
inverted. Naval air factors flying CAP (but not air strikes) may also
transfer to a land base within three hexes, but are inverted if they do
s0 (27.5857).

26.197 CARRIER AIR OPERATIONS IN PORT: Naval air fac-
tors based on a carrier in port, including those concealed by a task
force marker, are limited to defensive operations over their base.
They may defend their base against land-based (26.4522) or
carrier-based (27.5772A) air attacks, but may perform no other com-
bat-related activities. They may not aid interception (27.5651) or
search (27.57731, 27.5841A), and are not counted when determining
air superiority for airdrops (24.15) or air supply.

26.198 ESCORT CARRIER AIR:

26.1981 A CVE contains an intrinsic naval air factor, the replace-
ment of which does not count against the American naval air training
limit (26.183). These intrinsic naval air factors are not considered to
be part of the American naval air force pool and are not represented
by unit counters.

26.1982 A CVE and its naval air factor always operate together and
are inseparable. CVEs and their air factors are limited to providing
ground support (26.4212) and may perform no other air activities.
The defensive value of a CVE’s air component is abstractly repre-
sented by the air defense value of the CVE itself (26.4542).

26.1983 Ground combat losses from CVEs providing ground sup-
port are taken in the same manner as losses from fleets providing
shore bombardment (27.4213).

26.1984 If a CVE is sunk, its air component is destroyed with it. If
a CVE is damaged, its air component returns to port with it. The air
component of a damaged CVE is replaced, at no cost, when the CVE
returns to base.

26.2 STAGING:

26.21 An air unit may stage (change bases) up to six hexes at the
beginning of the movement phase. The new base hex need not be on
the same front as the old base. It must have been controlled by the
staging side at the start of its movement phase. Air units thus may
not stage to new bases acquired by ground units during the same
movement phase. An air unit may stage to a base which is not fully
supplied, but it may not carry out any activities from the new base
unless supply is later provided to it (29.61B). Staging may not be
intercepted. During a pass option, air units may stage only over con-
trolled, water or part water, part neutral land hexes (18.3).

26.211 Air units may stage off the mapboard to the Australia and
India boxes, provided they have sufficient range to leave the map via
the connecting hexes on the edge of the mapboard, if the box in
question is either under friendly control or contains a friendly
ground unit (57.22B, 58.22B). Air units may otherwise not stage
off the map.

26.22 Air units have an operational radius of three hexes. An air
unit may fly three hexes from its base to perform air missions during
the combat phase of an offensive option or during a limited offen-
sive. This operational range is in addition to staging. An air unit
may stage six hexes during the movement phase, then fly up to three
additional hexes to a target hex during the combat phase, then return
to its base. The defender’s air units may also fly three hexes to per-
form defensive tasks. Surviving air factors always return to the same
base in which they began the combat phase (EXCEPTION: 26.25).

26.221 Air units may be sea transported from one port to another
(27.424). Air units may not stage during a turn in which they are sea
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transported. The destination port becomes the air unit’s new base.
Ground support and interceptions may be flown normally from the
new base, subject to supply requirements (27.4241).

26.23 Air units may not stage over land hexes which are completely
neutral. Air units may fly over hexes which are part water, part neu-
tral land, provided they do not cross a hexside containing exclusively
neutral land. Air units may stage over enemy-controlled territory,
except during pass options.

26.24 Air units on bases which are occupied by enemy units are dis-
placed to the nearest controlled air base that has room to base them.
Should two such bases be equidistant, the owning player chooses.
The new base must be within six hexes of the original base. Should
no such air base exist, the air units are eliminated.

26.241 An air unit in the same hex as a friendly ground unit is not
displaced from its base when an enemy airborne unit airdrops on its
base until the resolution of ground combat in favor of the enemy air-
borne unit.

26.242 The movement of dislodged air units may not be intercepted.
An air unit forced to move in this manner may still perform missions
from its new base, if not counteraired (26.43).

26.25 Should a base be captured while its air units are absent on a
defensive air mission, the provisions of 26.24 are applied at the end
of the combat phase. At that time, the defender’s surviving air units
are placed at their new base. The new base must be as close to the
original base as possible, and must be within six hexes of the origi-
nal base.

26.26 Carrier-based naval air units have an operational radius of
three hexes from the hex from which they are launched.

26.3 EMPLOYMENT:

26.31 During any game turn air units may perform one, and only
one, offensive or defensive mission.

26.311 CARRIER AIR MISSIONS: Carrier-based air units are
limited to flying a single offensive air mission in a given combat
phase, although they may be employed in any number of naval com-
bat and patrol attack rounds over the course of a turn without
exhausting their offensive mission capability (27.3196, 27.599).
Thus a carrier-based air unit may attack an enemy base as an offen-
sive mission (26.45281B), perhaps flying multiple sorties, or fly a
single ground support mission (26.4212), or intercept a single defen-
sive air support mission (26.445), regardless of any offensive or
defensive operations (27.5771) conducted during naval combat or air
strikes conducted while on patrol (27.3196) in the same turn

(EXCEPTION: CVEs may not attack enemy bases or intercept

defensive air support).

26.32 Defending survivors of a counterair mission may not perform
any mission, offensive or defensive, for the remainder of the game
turn, unless the attacker counteraired the defender with fewer factors
and lost the ensuing air combat (26.4331). Newly constructed air
units may not fly any offensive or defensive missions during the
game turn in which they are constructed.

. EXAMPLE: In Spring 1942, Japan moves first. Japanese air units

which flew offensive missions during the Japanese Spring player turn
and newly constructed Japanese air units may not fly defensive mis-
sions during the Allied Spring player turn. Allied survivors of
Japanese counterair attacks (subject to the exception in 26.4331) and
Allied air units which flew defensive missions during the Japanese
Spring player turn also could not fly offensive missions during the



Allied Spring player turn. In the Summer game turn, all air units
could fly missions. During the Spring game turn, all air units could
stage and SR, which is allowed regardless of offensive or defensive
missions flown, provided all other criteria are met.

26.33 Any air unit which performs a mission, is counteraired (sub-
ject to 26.4331), damaged (27.5845), or is newly constructed is
inverted until the end of the current game turn (EXCEPTION: Carri-
er-based naval air units).

26.34 The restrictions of 26.23 governing the movement of air units
over neutral hexes also apply to air units which fly offensive and
defensive missions or SR.

26.35 Air missions may not be flown from the map into a mapboard
box (EXCEPTION: Japanese bombing of Australia and India - 43),
nor from a mapboard box onto the map. Missions within the Aus-
tralia and India boxes are permitted (57.3, 58.3).

26.4 OFFENSIVE AIR MISSIONS:

26.41 Offensive air missions may only be flown from supplied
cities, airbases or (naval air factors only) one-hex islands or carriers
during an offensive option or a limited offensive operation. Most
offensive air missions (ground support, counterair, interception,
attacks on naval units and air cover) are flown during the combat
phase. Four types of offensive air missions may be flown during the
movement phase: counterair missions may be flown immediately
after the staging of air units, attacks on enemy bases from patrolling
carriers (27.319), in a Global War game air supply may be flown
prior to initial supply determination (29.42), and ground support may
be flown for overruns (14.8). Air cover for base changes, sea supply
and naval SRs is not considered a mission and may be flown regard-
less of option selection (26.462, 29.344).

26.42 GROUND SUPPORT:

26.421 Air units within range of a hex capable of being attacked by
ground units may fly to that hex and add their combat factor to that
of any attacking ground units. Overruns and exploitation attacks
may be similarly supported by air units. Air units which provide
ground support for exploitation attacks may not have provided
ground support for overruns or attacks during the regular combat
phase, even against the same hex.

26.4211 Naval air units which provide ground support do so at a 3:1
ratio (26.1733). Thus three naval air factors provide one factor of
ground support, six naval air factors provide two factors of ground
support, and so on. If ground combat losses are taken from naval air
units, the 3:1 ratio is also used. Ground support from naval air units
may be used to supplement shore bombardment, with remnants from
both being added together.

EXAMPLE: Five infantry factors, supported by 12 naval air factors,
invade a one-hex island defended by a 1-2 infantry unit. The ground
combat ratio is 9:3 = 3:1. The attacker rolls a “1”, and an exchange
results. If the attacker wished to preserve his invading units, he
would have to remove nine naval air factors.

Five naval air factors and seven fleet factors provide ground support
and shore bombardment for an invasion. The total increase in attack-
ing strength is four factors.

26.4212 GROUND SUPPORT FROM CARRIERS: Carrier-
based naval air units may provide ground support for regular ground
attacks, including seaborne invasions, as part of an offensive mission
(27.312), so long as the carriers are within air range of the attacked
units.
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26.4213 GROUND SUPPORT FROM CVEs: CVEs which pro-
vide ground support may be eliminated as a result of ground combat
in the same manner as fleets providing shore bombardment (27.415).
However, for every three CVE factors providing ground support,
only one CVE factor is removed to satisfy ground combat losses,
even after an “A” result. The attacker may freely choose from
among participating ground, air and naval units when satisfying
ground combat loss requirements (EXCEPTION: Invading marines -
24.81,27.4371).

26.422 The total number of ground support factors added to an
attack may not exceed three times the total number of attacking
ground factors involved in the attack.

26.4221 Once ground support has been committed to a hex, the
attacking player may decide not to attack that hex, but the air units
providing ground support may not then be withdrawn. If the attacker
chooses not to attack the enemy units in that hex, the air units
providing the ground support are eliminated. Air units providing
ground support are not eliminated when the attacker is unable to
attack as a result of enemy action (26.4222, 26.4223), but a volun-
tary decision not to attack, or a decision to attack with fewer ground
factors than required to comply with 26.422, results in the elimina-
tion of the excess air units providing ground support.

26.4222 Ground support may be provided for seaborne invasions. If
the invasion is successfully intercepted by enemy action and turned
back, or is voluntarily aborted by the attacking player, air units pro-
viding ground support are not eliminated. Such air units return to
base and are inverted.

26.4223 If the interception of a portion of an invasion force or the
sea transport of ground units results in more ground support than is
allowed (26.422), the excess air factors are not eliminated. Such air
units return to base and are inverted.

26.423 Air units which provide ground support are eliminated by an
“A” result in ground combat. If the attacker suffers an “Ex” result
he may elect to take his losses from ground, air or bombarding fleet
units in any combination, so long as he eliminates sufficient factors
(EXCEPTION: Invading marines - 24.81,27.4371).

26.424 If a ground attack against more than one enemy hex is being
conducted (15.33), the attacker may add ground support to his attack
if his air units are able to reach any one of the attacked hexes.

26.43 COUNTERAIR:

26.431 Land-based air units within range of enemy air bases may
attack enemy air units at those air bases. Only uninverted defending
air factors participate in the ensuing air combat, although air combat
losses may be taken from inverted air factors in the attacked hex
(26.62).

26.432 1If the attacker counterairs a hex containing only inverted
enemy air units, the size of the defending force is considered to be
zero when calculating the DRM in favor of the attacker due to size.
When inverted air units are counteraired, nationality modifiers are
only applied if they favor the attacker (26.6).

EXAMPLE: Two Russian air factors counterair four inverted
Japanese air factors. The Russian player receives a +2 DRM for size.
There is no nationality modifier. If the four Japanese air factors had
counteraired two inverted Russian air factors, the Japanese player
would receive a +4 DRM for size and an additional +1 DRM for
nationality.

26.433 After air combat arising out of counterair is resolved, the
surviving factors for both sides normally return to base, are inverted
and may not be used for the remainder of the game turn.

26.4331 If a counteraired defender had the larger force and won the
resulting air combat, the surviving defending air factors are not
inverted and are available for further use during the game turn. Such
factors are not considered to have been counteraired, and the restric-
tions on counteraired air units do not apply to them. The unsuccess-
ful attacking air factors are inverted after they return to their base.
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For multiple air combat (26.66), this exception is applied separately
to each air combat.

26.4332 When air attacks are being made against naval units in port,
counterair combat may occur during each attacking sortie (26.4524).

26.434 COUNTERAIR ATTACKS FROM CARRIERS PRO-
HIBITED: Air attacks against air units by carrier-based naval air
units are carried out using the procedure set out in 27.584. Coun-
terair attacks by carrier-based naval air units are not permitted.

26.44 INTERCEPTION OF DEFENSIVE AIR
SUPPORT:

26.441 After the defender has committed his air units to defensive

air support missions (26.51), the attacker may use uninverted air

units to intercept such support. Defensive air support may also be

intercepted in connection with overruns and exploitation attacks.

26.442 Interception takes place in the hex in which the defender has
placed his defensive air support. The intercepting air must be based
within range of the target hex.

26.443 The attacker may intercept with a force greater than, equal to
or less than the number of air factors flying defensive air support.
All surviving intercepting air factors are inverted after the reso-
lution of air combat with the defending air factors, regardless of
the outcome.

26.444 If at least an equal number of attacking air factors intercept
air factors flying defensive air support, the surviving defending air
factors are also inverted after the resulting air combat, regardless of
the outcome. However, if the defender had more air factors and
won the resulting air combat, the survivors may continue their
defensive air support mission or return to base and invert, at the
defender’s option. For multiple air combat (26.66), this exception is
applied separately to each air combat.

26.445 AIR INTERCEPTION FROM CARRIERS: Naval air
units based on fast carriers may intercept defensive air support as
part of an offensive mission (27.312), so long as the carriers are
within air range of the hex in which the defensive air support has
been placed. If carrier-based and land-based air units combine to
intercept the same defensive air support, combat is resolved in a sin-
gle air battle, subject to 26.66.

26.45 AIR ATTACKS ON NAVAL UNITS:

26.451 GENERAL:

26.4511 Uninverted air units within range of enemy naval units may
attack them while they are in port or at sea.

26.4512 When air units attack naval units, the defender determines
the defensive strength of the fleets and CVEs in the attacked naval
force, rolls two dice and consults the Air Defense Table (26.4542).
If the naval units are in port, the port defenses supplement this air
defense dice roll.

26.4513 If naval air units are involved in the attack, they may select
enemy fast carriers as a target, in which case a second air defense
dice roll is made for each target fast carrier. Attacking army air
units may not select enemy fast carriers as targets, and are never
subject to air defense dice rolls from fast carriers. The attacker then
determines the strength of his surviving attacking air units, rolls two
dice and consults the Air Attack Table (26.4543).

26.4514 The mechanics for resolving air attacks by land-based air
units are set out in rules 26.452 - 26.4534. Attacks by army air units
and naval air units may be resolved differently, because naval air
units can select fast carriers as targets.

26.4515 The mechanics for resolving air attacks by carrier-based
naval air units are set out in rules 27.582 - 27.586.
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26.452 LAND-BASED AIR ATTACKS ON NAVAL
UNITS IN PORT:

26.4521 Uninverted land-based air units within range of an enemy

port may attack enemy naval units in that port. Such attacks are con-

sidered an offensive air mission, and are resolved during the combat

phase, immediately after the resolution of counterair missions, prior

to any interception of naval missions by the attacked naval units.

26.4522 All uninverted enemy air units present in the attacked hex,
including carrier-based naval air factors, must be counteraired by at
least an equal number of attacking air factors. Carrier-based naval
air factors concealed by a task force marker are revealed. Each army
air factor is equivalent to three naval air factors. The defender may
not withhold his air units from combat. Attacking air units which
counterair may not attack enemy naval units in the target hex until a
subsequent air sortie. If there are more defending air factors than
attacking air factors, naval units in the target hex may not be
attacked, no air defense dice roll is made for the port and the air
attack is carried out as a counterair attack. After air combat is
resolved, any surviving defending air factors are added to the air
defense factors for the attacked hex. Three naval air factors are
equivalent to one air defense factor. The effects of the first air sortie
are then determined (26.454) Attacking naval air units may combine
with attacking army air units to attack enemy fleets and CVEs
(26.45221) or may attack enemy fast carriers (26.45222).

26.45221 EFFECTS OF ARMY AIR ATTACKS: Losses to the
defending naval force from attacking army air factors are first taken
from fleets and CVEs, apportioned as per 27.5882, with any remnant
being taken from the more numerous type of naval unit. Fast carri-
ers may only be eliminated or damaged by army air units if there are
not enough fleet factors in the attacked naval force to absorb the
losses. Excess hits are then assigned to the fast carriers as desired
by the attacker.

26.45222 EFFECTS OF NAVAL AIR ATTACKS: Attacking
naval air units which did not attack enemy fleets and CVEs may
attack enemy fast carriers. The procedure used in carrier battles is
followed: an air defense dice roll is made for each attacked fast car-
rier, then an air attack dice roll is made for each attack (27.585).

26.4523 After the first air sortie is completed, the attacker may
launch a second air sortie with his surviving air factors, including air
factors which counteraired enemy air units during the first sortie,
provided at least one enemy naval factor was either sunk or damaged
in the first sortie. If the first sortie was ineffective, no further air
sorties may be flown by those air units in that turn.

26.4524 The defender has the option of committing any surviving
air factors in the port hex to the defense of the naval units in that
port hex against the second air sortie. If the defender commits his
surviving air factors to the defense of the port, the attacker must
again counterair the defending air factors with at least an equal num-
ber of attacking air factors, and the defending air factors which sur-
vive the ensuing air combat are again added to the air defense of the
port. If the defender chooses not to commit his surviving air factors
to the defense of the port, they are inverted, are not subject to further
counterair attacks and do not contribute to the defense of the port.

26.4525 Air factors which attacked enemy naval units during the
first sortie may be used for counterair during the second sortie, and
air units which counteraired enemy air during the first sortie may be
used to attack enemy naval units during subsequent sorties. Air
units which change targets in this manner are still considered to be
performing a single mission (26.31), as the enemy naval and air units
are based in the same hex.



26.4526 After the effects of the second sortie are determined, the
attacker may, if he wishes, fly additional sorties, following the pro-
cedure outlined above. Any number of sorties may be flown, subject
to the limitation set out in 26.4523. After all sorties are flown, all
surviving attacking air units return to base and are inverted, as are
all surviving defending air units.

26.4527 Defending air units near, but not in, a port under air attack
may not assist in the air defense of the port. The attacker need only
concern himself with air units based in the port itself.

26.4528 CARRIER-BASED AIR ATTACKS ON
ENEMY BASES:

26.45281 Naval air units based on carriers may attack enemy ports
or air bases in only three situations:

A. While on patrol (27.319).
B. As an offensive naval mission during the combat phase (27.312).

C. During naval combat in which enemy land-based air units are eli-
gible to participate (27.5773).

26.45282 Carriers which are intercepted by enemy land-based air
units while engaged in other naval activities may not attack the hex
in which the intercepting enemy air units are based other than as set
out above.

26.45283 Air attacks on naval units in port by carrier-based naval
air units are carried out as described in 27.584.

26.453 LAND-BASED AIR ATTACKS ON NAVAL
UNITS AT SEA:

26.4531 Naval units moving at sea during any naval activity are
subject to air attack whenever they move within range of uninverted
land-based air units. Naval units may be attacked while protecting
supply lines, during naval movement, missions, SR, raider move-
ment or while engaged in naval combat. Air attacks against enemy
naval units at sea may be made by either side, regardless of option
selection.

26.4532 During eay naval activity, the naval units involved move
along a specified path of hexes. If a naval force moves into a hex
within range of uninverted enemy land-based air units, that force is
subject to an air attack in that hex. The air attack consists of a single
air sortie (EXCEPTION: If the naval force engages in naval combat:
26.4534). After the results of the sortie are determined, the surviv-
ing attacking air units return to base (but are not yet inverted), and
the naval force moves to the next hex along its chosen path.

26.4533 All uninverted land-based air units within range of the new
hex, including survivors of a previous attack against the same naval
force, may then make another air sortie against the naval force. This
process continues until the attacker runs out of air units or calls off
his attack, or until the naval force completes its naval activity, with-
draws, moves out of range or is eliminated. The attacking air units
then return to base and are inverted.

26.45331 Land-based air units need not attack an enemy naval force
at every opportunity. They may fly an air sortie against the enemy
naval force, decline to fly a sortie as it enters the next hex, then
resume their attacks as the naval force enters a third hex. Similarly,
a naval force which comes within range of air units, passes out of
range, then again comes within range may be attacked as it enters
each hex within range of the air units, provided the naval force is
still engaged in the same activity.

EXAMPLE: Japan has ground units in Rabaul it wishes to use in an
invasion of New Guinea. A Japanese naval force based in the Philip-
pines base changes to Rabaul during the movement phase. It may be
attacked by an uninverted American air unit based within range of
Rabaul as it moves within range, one air sortie per hex. The Ameri-
can air unit would be inverted after the completion of the base
change, which is a naval activity.

If the American air unit did not attack during the movement phase, it
could attack the Japanese naval force during the combat phase as it
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carried out its invasion mission. Once this new naval activity was
completed, the American air unit would be inverted.

Finally, if the American air unit had not previously attacked the
Japanese naval force during its base change or mission, it could
attack the Japanese naval force as it SRed back to the Philippines.
Each naval activity gives the American air unit an opportunity to
attack the Japanese naval force, but the air unit could only attack the
naval force during one of its naval activities.

The American air unit could not attack any other enemy naval forces
during the same turn, even if they were engaged in the same type of
naval activity as the naval force actually attacked. For example, if
two separate Japanese naval forces base changed to Rabaul, only one
could be attacked by that air unit, other than in Rabaul itself. Of
course, if the air unit consisted of more than one air factor, it could
reconstitute itself as two air units, and each could attack a different
Japanese naval force.

26.45332 Each land-based air factor may attack only one enemy
naval force each turn. Air units which are attacking a naval force
may continue their attacks even if that naval force combines with
other naval forces to form a larger naval force. Naval units which
abort their activity and return to port may not be attacked by enemy
air units (26.4536).

EXAMPLE: Five Japanese air factors attack 18 American fleet fac-
tors. One American fleet factor is eliminated and three are damaged.
The 14 remaining American fleet factors continue their mission and
the three damaged American fleet factors return to port. The
Japanese player may again attack the 14 undamaged American fleet
factors. The three damaged fleet factors may not be attacked, nor
could the 14 American fleet factors, had they chosen to abort their
mission (26.4536).

26.45333 AIR ATTACKS AFTER NAVAL INTERCEPTIONS:
Air attacks begin only after all naval interceptions and counter-inter-
ceptions are announced and resolved, their sequence being deter-
mined by the order of interception (27.5631).

26.4534 LAND-BASED AIR ATTACKS DURING NAVAL
COMBAT: If the defending naval force engages in naval combat in
a hex in which it is also subject 1o air attack from land-based air
units, the land-based air units may participate in the naval battle
(27.572), possibly flying repeated sorties against the defending naval
force. This reflects the fact that the movement of the defending
naval force through the exposed hexes is impeded because of the
naval combat. This is the only situation, other than air attacks
against naval units in port, in which naval units may be subject to
more than one land-based air sortie in the same hex.

26.4535 RESOLUTION OF LAND-BASED AIR ATTACKS
AGAINST NAVAL UNITS AT SEA: The following procedure is
used to resolve all land-based air attacks against naval units at sea,
whether or not they occur in conjunction with a naval battle.

A. No surprise is achieved by the attacker (27.579). Air attacks by
land-based air units during naval battles are resolved after the resol-
ution of air strikes by carrier-based naval air units, and before the
resolution of fleet combat.

B. Any naval air units assigned to CAP and air units flying air cover
(27.5772) may engage the attacking land-based air units, whether or
not they engaged attacking enemy naval air units earlier that round.
If the air attack does not take place as part of a naval battle, half
(rounded up) of the defender’s naval air factors are considered to be
assigned to CAP.

C. Air combat involving the attacking air units engaged by the
defender’s CAP and air cover is resolved. If such combat involves
army air factors, each army air factor is converted to three air
squadrons when removing losses (26.672). Once air combat is
resolved, the army air squadrons are converted back into air factors
before resolving the attack against the defender’s naval units.
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D. If the naval force is attacked during a naval battle, the attacking
land-based air units may attack any enemy combat group which was
located during that combat round. Only CAP and air cover assigned
to that combat group may engage the attacking land-based air units
and only the naval units in that combat group may make air defense
dice rolls. If the naval force is not attacked during a naval battle, a
single air defense dice roll is made for the entire attacked naval
force, based on the total number of fleet and CVE factors in the
attacked force (27.583). In both cases, fast carriers are disregarded
and air units assigned to CAP and air cover do not affect the fleet air
defense level.

E. After losses from air defense have been removed, a single air
attack dice roll is made for all attacking army air factors (27.585).
Attacking naval air units may join in this attack or attack enemy fast
carriers.

F. Losses to the defending naval force from attacking army air fac-
tors are first taken from fleets and CVEs, apportioned as per
27.5882, with any remnant being taken from the more numerous type
of naval unit. Fast carriers may only be eliminated or damaged by
army air units if there are not enough fleet factors in the attacked
naval force to absorb the losses. Hits are then assigned to the fast
carriers as desired by the attacker.

G. Attacking naval air units which did not attack enemy fleets and
CVEs may attack enemy fast carriers. The procedure used in carrier
battles is followed: an air defense dice roll is made for each
attacked fast carrier, then an air attack dice roll is made for each
attack (27.585).

26.4536 AIR ATTACKS AGAINST RETURNING NAVAL
UNITS PROHIBITED: Air attacks may not be made against naval
units which have completed their activity, abort their activity or are
damaged and forced to return to port. This prohibition does not
extend to submarine attacks (42.525).

26.4537 Air attacks against enemy sea supply lines are carried out
in the same manner as air attacks against enemy naval units. One air
sortie may be flown against each hex of the sea supply line.

26.4538 Air attacks alone cannot prevent the completion of a naval
activity (EXCEPTION: Disruption of sea supply - 29.36), unless the
losses inflicted on the naval force reduce its size below that required
for the activity.

EXAMPLE: 12 fleet factors sea escort a 3-2 infantry unit. Air
attacks on the escorting fleets would not prevent the SR unless at
least seven fleet factors were eliminated and damaged (six fleet fac-
tors being required for sea escort of a 3-2 infantry unit - 27.62). Of
course, the loss of four or five fleet factors to air attack might cause

~ the SRing player to abandon the SR rather than face further air attacks.

26.4539 CARRIER BATTLES: All rules relating to carrier battles
are found in rule 27.57 and the rules which follow.

26.454 RESOLUTION OF AIR ATTACKS AGAINST
NAVAL UNITS:

26.4541 Air attacks against naval units are resolved according to the

Air Defense and Air Attack Tables.

26.4542 AIR DEFENSE TABLE: Before the effect of each air
sortie is resolved, the defender rolls two dice to determine how many
attacking air factors either are eliminated or abort their attacks. The
number of air defense factors is calculated as indicated in the Air
Defense Table. The number before the “/” indicates the number of
attacking air factors which are eliminated. The number after the “/”
indicates the number of attacking air factors which must abort. Air
factors which abort return to their base without loss, and do not take
part in that air sortie, but may attack in subsequent sorties (EXCEP-
TION: Kamikazes do not abort their missions - 26.825).

26.4543 AIR ATTACK TABLE: Once the air defense dice roll is
made, the attacker rolls two dice and consults the Air Attack Table.
Only those air factors which have not been eliminated or aborted
are considered. The number before the “/” indicates the number
of defending naval factors which are eliminated. The number
after the “/” indicates the number of defending naval factors
which are damaged.

| Air Defense Table - 26.4542

| Dice Roll

6 17 9 10 11 12+

01 10 1/0 11 1/1 12 172

| /1

10 10 11 11 12 12

71 11 172 12 2/1 2/71 272

1/ 12 21 2/1 272 212 23 23 312

2.

10+ |2/1 2/1 2/2 212 2/3 2/3 3/2 3/2 A3/3 3/3

Air Defense Factors (Air DF):
1 each fast carrier (CVL, CV,CVB)

1 for every 9 fleet factors, including damaged factors (round
fractions up). Each CVE factor is equivalent to three fleet
factors.

1 if the attacked units are in a hex containing an objective

1 if the attacked units are in a hex containing a fortification

1 if the attacked air units are in a hex containing an airbase,
but no city

2 if the attacked units are in a hex containing a city or port
(two for each city or port - 27.111)

2 if the attacked units are in a hex containing a fortress

1 each army air factor or three naval air factors surviving a
counterair attack during the current round of an air attack
against a port (26.4522)

Dice Roll Modifiers:
+1 for each air defense factor over ten
-1 if the attacker achieves a surprise level of 3 or greater
+1 CVB
-1 CVL
+# air defense research results

Results: The number before the slash is the number of attacking
air factors which are eliminated. The number after the slash is
the number of attacking air factors which abort their mission and
return to base. Air factors which abort may take part in future air
sorties during the current combat phase.




Air Attack Table - 26.4543

Dice Roll

AF |2 3 4 5 6 7 8 9 10 11 12+
1 (MR ISRV e 0 e D LT D G VR L D Ve S 1)
2 j0/1 01 10 1/0 1/1 11 12 12 1/3 1/3 2/3
30 T 0 A 0 AR 2 SR LS 28 203 24
4 |11 11 12 12 13 1/3 2/3 2/3 2/4 2/4 3/4
5 |12 172 13 13 2/3 2/3 2/4 2/4 3/4 3/4 3/5
6 |12 1/3 1/3 2/3 2/3 2/4 2/4 3/4 3/4 3/5 4/5
7 |13 13 2/3 2/3 2/4 2/4 3/4 3/4 3/5 4/5 4/6
8 |1/3 2/3 2/3 2/4 2/4 3/4 3/4 3/5 4/5 4/6 5/6
9 |23 23 2/4 24 3/4 34 35 45 46 5/6 57
10+ |2/3 2/4 2/4 3/4 3/4 3/5 4/5 4/6 5/6 5/7 6/7

Dice Roll Modifiers:
+1 each attacking air factor (AF) over ten
+1 if the attacker achieves a surprise level of 4 or greater
+/—# Air Force Nationality DRM

Results: The number before the slash is the number of enemy fleet or
air factors which are eliminated. The number after the slash is the
number of enemy fleet factors which are damaged and return to their
port of origin or air factors which are damaged and inverted.

26.4544 Eliminated naval factors are immediately removed from the
board. Damaged naval factors are inverted and, if at sea, immediate-
ly return to their port of origin without risk of further interception
(EXCEPTION: Submarine attacks - 42.5265). A player may also
abort the naval activity of some or all of his force at the end of each
combat round. Naval factors which abort their activity similarly
return to their port of origin without risk of interception.

26.4545 Naval factors may not be attacked while returning to port,
whether after a completed or aborted naval activity, and whether
damaged or undamaged (EXCEPTION: Submarine attacks -
42.5265).

26.4546 AIR ATTACKS AGAINST DAMAGED FLEETS: If, as
a result of previous air sorties against naval forces in a port, a naval
force consists of damaged and undamaged fleet factors, the effects of
additional air sorties must, if possible, be directed against undam-
aged fleet factors. The undamaged fleet factors bear the brunt of the
air attack first. The undamaged fleet factors are first eliminated,
then damaged. Damaged fleet factors are eliminated only when all
the fleet factors in the force have sustained damage. Damaged fleet
factors which then sustain additional damage are eliminated. This
situation may only arise when naval units in port are subject to
repeated air sorties during the same combat phase. CVEs are treated
as fleet factors for the purpose of this rule, so damaged CVEs may
not be eliminated by additional damage until all fleet factors in the
port have incurred damage. Fast carriers in port are treated differ-
ently: they may only be eliminated by land-based air attacks if all
fleet factors and CVEs in their port are eliminated first (26.45221),
and may be targeted separately if attacked by naval air units
(27.584). Damaged fast carriers may be targeted by naval air
units in subsequent sorties even if other fast carriers in the port
are undamaged.

EXAMPLE: Five Japanese air factors attack nine American fleet fac-
tors in port, eliminating two and damaging three. Of the seven sur-
viving fleet factors, three are damaged. A second air sortie elimi-
nates two and damages four fleet factors. Two of the undamaged
fleet factors are eliminated and two are damaged, leaving five dam-
aged fleet factors. Two of the damaged fleet factors sustain addition-
al damage and are eliminated, leaving three damaged fleet factors.

26.45461 AIR ATTACKS AGAINST CARRIERS: Air attacks
against fast carriers by naval air units are directed against specific
carriers (27.585). If a carrier sustains damage which exceeds its
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value, the excess damage is applied to damaged factors on the target
carrier until the carrier is sunk (27.5854).

EXAMPLE: A CV (consisting of three factors) is subject to air
attack and a “2/3” result on the Air Attack Table is achieved. Two of
the carrier factors are eliminated and the third is damaged, leaving
two excess damage hits. The CV is sunk.

26.46 AIR COVER (OFFENSIVE):

26.461 Land-based air units may fly air cover over naval units dur-
ing any naval activity, including movement, patrols, offensive mis-
sions, interceptions, counter-interceptions, sea supply, naval SRs,
sea escort and movement of raiders. Each air unit may provide air
cover for only one naval force each turn, but air units which provide
air cover for a naval force which is changing base may continue to
provide air cover for that naval force’s activity while the naval force
remains within range, even if it joins with other naval units in its
new base to form a larger naval force before beginning its naval
activity. Air units providing air cover for a patrolling force during
the movement phase may continue to provide air cover for that force
during the combat phase. Air units providing air cover during their
own player turn are performing an air activity, are inverted upon
completion of the activity and may not perform any other activities
that turn. Air cover is only assigned to a naval force when it begins
its activity, either when its activity is announced or when it makes a
successful naval interception die roll.

26.462 Land-based air units may provide air cover for base changes,
sea supply, naval SRs and counter-intercepting naval forces at no
BRP cost, regardless of option selection.

26.463 Air cover operates over any hex within range of the air unit
involved. If enemy air units intercept the naval units or sea supply
line in any hex for which air cover is being provided, the covering
air units may engage some, all or none of the attacking air factors.
Once the covering player has decided what portion of the attacking
force he wishes to engage, air combat (26.6) takes place, with the
covering air units receiving a +1 DRM.

26.464 Once air combat between the air units providing air cover
and the engaged attacking air units is resolved, all surviving attack-
ing air factors then attack the target, unless the attacking player vol-
untarily aborts the air sortie. The surviving air units providing air
cover play no part in the resolution of the air sortie, but if additional
air sorties are flown by the attacker, they may again attack some, all
or none of the attacking air factors.

EXAMPLE: Five Japanese air factors attack a British naval force.
Three British air factors are providing air cover. The British player
decides to engage three of the attacking Japanese air factors. The
British player narrowly wins the resulting air combat, thanks to the
+1 DRM he receives (26.463), and one Japanese air factor is elimi-
nated. The remaining four Japanese air factors may then continue
their air sortie or abort, at the Japanese player’s option. The three
British air factors may again engage the surviving Japanese air fac-
tors should the Japanese player decide to fly a second air sortie.

26.465 Air cover does not operate against enemy naval units. Other
air units must be held back to intercept intercepting enemy naval
units.

26466 COMBAT AIR PATROL: Combat air patrol may be flown
by task forces containing carriers or by air bases subject to air attack
from carriers (27.5772A). Air combat involving combat air patrol is
resolved in the same manner as combat involving air units flying air
cover (26.46). Air factors flying CAP which survive air combat
increase the fleet air defense level of their combat group (27.5821).

26.5 DEFENSIVE AIR MISSIONS:
26.51 DEFENSIVE AIR SUPPORT:

26.511 During the combat phase of an enemy offensive or attrition
option, after the attacker has announced his ground support air mis-
sions, uninverted defending land-based air units within range of any
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hex containing units which may be subject to ground attack, includ-
ing seaborne invasions and as yet unannounced airdrops, may pro-
vide defensive air support to those units. Army air factors flying
defensive air support are added to those of the defending ground
units in determining the odds of ground combat. The added air fac-
tors are not affected by any DMs relating to the ground units
they are supporting. Only their basic combat strength is added to
the defense.

26.5111 Land-based naval air units which provide defensive air sup-
port do so at a 3:1 ratio (26.1733). Thus three naval air factors pro-
vide one factor of defensive air support, six naval air factors provide
two factors of defensive air support, and so on. If ground combat
losses are taken from naval air units, the 3:1 ratio is also used.

26.512 The defender may similarly commit land-based air units
which have not yet flown during that game turn to defensive air sup-
port of units being subject to overruns (14.82), or during exploitation
(15.661). Defensive air support placed during movement or regular
combat has no effect on exploitation combat, even if it were not
intercepted and no attack were made on the hex to which it was orig-
inally committed.

26.513 Defensive air support may only be given to ground units and
may not exceed three times the number of ground factors defending
in that hex. Air units providing defensive air support may be inter-
cepted by uncommitted enemy air units (26.44). A player may not
commit excess defensive air support in anticipation of enemy inter-
ception and air combat which, after losses, might reduce the defen-
sive air support to the legal limit.

26.514 If the attacker commits ground support and the defender
commits defensive air support to the same ground battle, there is no
direct air interaction. Each side simply adds its air factors to those
of its ground units.

26.515 Air units which provide defensive air support may be elimi-
nated by adverse results in ground combat. Should an “Ex” result
leave the defender with surviving factors, he may elect to take his
losses from either air or ground units or both, in any combination,
provided he eliminates sufficient factors.

EXAMPLE: Eight Japanese ground factors attack a Russian 2-2
infantry unit, which receives a +2 DM. Four Japanese air factors pro-
vide ground support and three Russian air factors provide defensive
air support, making the odds 12:7 (1:1). A “CA” is rolled on the
CRT, and the Russians must counterattack at 5:12 (1-3). They roll an
“A” and both the Russian 2-2 and the three Russian air factors are
eliminated. The Japanese ground units may occupy the Russian hex
and the Japanese air factors return to base and are inverted.

26.516 Defending air units which do not fly defensive air support
may not be eliminated by an adverse ground combat result. An air
unit which is based in an attacked hex and has not been committed to
defensive air support does not take part in the ground combat and is
simply displaced (26.24) if attacking ground units advance into the
hex after combat.

26.517 Air units committed to defensive air support have performed
a mission and are inverted even if the attacker does not attack
their hex.

26.518 DEFENSIVE AIR SUPPORT FROM CARRIERS PRO-
HIBITED: Carrier-based naval air units may not provide defensive
air support.

26.52 AIR COVER (DEFENSIVE):

26.521 The defender’s intercepting naval units may be provided
with air cover (26.46) if uninverted land-based air units are avail-
able. Defensive air cover functions in the same manner as air cover
provided by the moving player. Air cover may also be provided for
displaced naval units (27.26).
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26.6 AIR COMBAT: When air combat occurs, both sides roll a die
to determine combat losses. The die roll is subject to modification
as follows:

A. The larger side receives a +1 DRM for each factor in excess of
the smaller side.

B. Nationality modifiers are applied as shown in the Air Force
Nationality DRM Chart. When a side consists of units with different
DRMs, the lowest modifier is used.

26.61 The loser in air combat (the side with the lower air combat die
roll after modification) must eliminate air factors equal to the differ-
ence between the modified die rolls. The winner in air combat must
eliminate half as many (rounded down) air factors as were removed
from the board by the loser (EXCEPTION: Kamikaze losses are
ignored when making this calculation - 26.831). If the loser has
eliminated inverted air factors, these are included in the loser’s total.
Thus, if the loser removes one factor, the winner doesn’t remove
any; if the loser removes two or three factors, the winner removes
one factor; if the loser removes four or five factors, the winner
removes two factors, and so on.

26.62 If the loser does not have enough air factors to meet the
required losses, he loses what he has and there is no additional
penalty (EXCEPTION: Inverted defender air factors in a coun-
teraired hex are used to satisfy defender air combat losses once all
uninverted defender air factors are eliminated. Such elimination of
inverted air units only occurs in air combat arising out of a coun-
terair mission. If air combat happens to occur in a hex which also
contains inverted air factors (as where defensive air support is inter-
cepted over such a hex), the inverted air factors are not involved in
the combat and cannot incur losses).

26.63 If one side in an air battle is unable to fulfill its loss require-
ments, this limits the losses incurred by the other side. Thus the
number of air factors actually lost by the loser limits the number lost
by the winner, and the size of the winning force limits the number of
air factors which may be lost by the loser.

EXAMPLES: One British air factor counterairs five inverted
Japanese air factors. The modified die roll of the British is six, the
modified die roll of the Japanese is one. The Japanese lose three air
factors, not five, because of 26.63. Had the British attacked with two
air factors, all five Japanese air factors could have been eliminated.

Five British air factors counterair two Japanese air factors. The mod-

- ified die roll of the British is six, the modified die roll of the Japanese

is two. The Japanese lose only two air factors, not four, and the
British lose only one, not two, because the winner’s losses are calcu-
lated by halving the defender’s actual losses, which are limited by the
number of defending air factors involved.

26.64 Ties are resolved as drawn battles. A third die roll is made
and each side loses that number of air factors, but neither side loses
more factors than were present in the smaller force. If inverted fac-



tors are involved in a counterair attack which results in a tie, these
are taken into account in determining the size of the smaller force,
and thus the maximum number of air factors which may be lost in
that air battle.

26.65 LOSSES FROM MIXED FORCES: Air losses from a force
of mixed types, such as different nationalities, army and naval air
and Japanese elite air, normal air and kamikazes, must be distributed
equally among the types involved, with any remnant being taken by
the type having the most factors involved. If an equal number of
factors were involved, the remnant is taken from the type with the
lower DRM. Similarly, air losses from forces from different air bases
must be distributed equally, subject to type losses, with the remnant
being taken from an air base of the owning player’s choice.

26.66 MULTIPLE AIR BATTLES: Air battles involving more
than five air factors on each side are resolved by more than one air
combat die roll. The smaller force is broken down into groups con-
sisting of five air factors each, with the final group consisting of less
than five air factors. The larger force must then engage each oppos-
ing air group with at least an equal number of air factors. Surplus air
factors belonging to the larger force are allocated between battles as
the owner wishes. Subject to the foregoing, each player determines
the composition of his air groups, including the allocation of air
units of different nationalities and types. Each air battle is then
resolved separately.

EXAMPLE: 14 Japanese air factors counterair 10 American air fac-
tors. Two air battles are fought. Each group of five American air
factors must be attacked by at least five Japanese air factors. The

~ remaining four Japanese air factors may be added to either battle as
the Japanese player sees fit.

26.67 AIR COMBAT BETWEEN ARMY AND NAVAL AIR

UNITS: Army air factors engaged in combat with naval air factors
“over land” enjoy the benefit of their 3:1 numerical advantage, but
army air factors engaged in combat with naval air factors “over
water” fight on an equal basis, as explained below:

26.671 AIR COMBAT OVER LAND: When army air units
engage in air combat involving naval air units as a result of a coun-
terair attack, the interception of defensive air support or army air
units flying CAP over their air base (27.5772A), each army air factor
is broken down into three air squadrons prior to resolving combat.
Each air squadron is equivalent to one naval air factor in air combat.
The air combat rules, including 26.66, are then used to resolve the
air combat. Losses from a force composed of both army and naval
air units are apportioned according to 26.65. Once air combat is
resolved, surviving army air squadrons are recombined into army air
factors, at a 3:1 ratio. Single air squadrons are lost, two air
squadrons are rounded up to a full air factor, and a remnant of one
squadron and one damaged squadron is rounded to an inverted army
air factor. Army air units are also broken down into squadrons when
their base is attacked by carrier-based naval air units (27.5845).

26.672 AIR COMBAT OVER WATER: When army air units
engage in air combat involving naval air units as a result of a land-
based army air attack on naval units or the flying of air cover over a
friendly naval force, the army air factors are only broken down into
squadrons after air combat is resolved, for the purpose of taking
losses. When determining the relative sizes of the opposing forces
(26.6A), army and naval air factors are equivalent, to reflect the
advantages held by naval aviators in such circumstances. Once the
losses incurred by each side have been determined, each army air
factor is worth three air squadrons.

EXAMPLES: Two land-based American naval factors counterair one
Japanese army air factor. The Japanese army air factor is converted
to three air squadrons for the purpose of air combat resolution. The
air combat thus involves two American air factors vs. three Japanese
air squadrons and the Japanese player receives a +1 DRM on his die
roll for size (26.6A). The American player rolls a “3”, and the
Japanese player rolls a “4”, which is increased to a “5”. Both Ameri-
can naval air factors are eliminated, and one Japanese air squadron is
eliminated. This leaves the Japanese player with two air squadrons,
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which is rounded up to an army air factor. The counterair attack has
failed. Had the American player rolled a “5”, and the Japanese player
rolled a “2”, increased to a “3”, the American player would have lost
one naval air factor and the Japanese player would have lost two air
squadrons, eliminating his army air factor.

Six American army air factors attack a Japanese naval force. Five
Japanese naval air factors are flying CAP, and the Japanese engage
four of the attacking air factors. The Japanese player receives a +1
DRM for size (5:4 - 26.6A) and another +1 DRM because he is flying
CAP. The American player rolls a “2” and the Japanese player rolls a
“5”, which is increased to a “7”. Before losses are taken, the four
American army air factors are converted to 12 army air squadrons.

. The Americans lose five air squadrons and the Japanese lose two

naval air factors. The seven remaining attacking American air
squadrons are converted into two air army factors which, in combina-
tion with the two army air factors which were not engaged by the
Japanese, attack the Japanese naval force.

26.7 PARTIAL AIR COUNTERS:

26.71 Air counters may be broken down into smaller
counters of the same nationality at any time during play,
1_3" including during an opponent’s player turn. Similarly,

smaller counters may be recombined into larger ones

at any time.

26.72 A player may never have more air factors in play than are
contained in his force pool. Subject to this limitation, a player may
construct partial air counters. Such units need not be combined with
other partial units into 5-3 air counters. They may SR and operate
independently.

26.73 A player may begin a scenario with his air units broken down
into partial air counters.

26.74 Although a major power may have as many partial air coun-
ters in play as it wishes, air counters in the same hex must be com-
bined at the end of their owner’s player turn if the opposing player
finds the unnecessary partial air counters distracting.

26.75 For SR purposes, air counters of the same nationality and type
in the same hex, up to five army air factors or any number of naval
air factors, count as one unit. Partial air counters on different hexes
count as one unit apiece.

26.76 A player may conduct air missions without actually breaking
down his air units, by announcing the missions of his air factors. If
the opposing player wishes, however, the moving player must break
down his air units in order to ensure the accuracy of his calculations.
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26.8 KAMIKAZES:

26.81 At the start of any round of air/naval combat, when Japan is
assigning its air units to air strikes, it may convert some or all of its
land-based naval air units into kamikazes, provided all the condi-
tions set out below are met. Army air units may not be used as
kamikazes.

26.811 Japan may invoke the kamikaze rule only when all three of
the following conditions are met:

A. The Allies have more BRPs than Japan (in a Global War game, if
the Allies have the initiative);

B. The Allies control or are invading any one of Marcus, Guam,
Saipan, Iwo Jima, Taiwan, Okinawa, or any island in the Philippines
or Japan; and

C. Japan controls fewer than 25 objectives.

26.812 All Japanese naval air units constructed after the kamikaze
rule is invoked enter the game as kamikazes. Naval air units which
were on the board before the kamikaze rule was invoked may oper-
ate normally, but no additional naval air units capable of operating
from carriers may be built. Any surviving elite Japanese naval air
units are converted to regular Japanese naval air units when the
kamikaze rule is invoked.

26.813 Kamikazes are represented by using Japanese elite naval
air counters.

26.82 Kamikazes are distinguished from normal air units by the
following:

26.821 Kamikazes may only attack enemy naval units, either as an
offensive mission or by interception. They may not fly any other
missions, and are inverted before air combat if counteraired.
Kamikazes may not assist naval interception (27.5651) or naval
search (27.57731, 27.5841A).

26.822 Kamikazes have an operational range of four hexes.

26.823 Kamikazes may not operate from carriers (26.192). Naval
air units on carriers may not attack as kamikazes.

26.824 Kamikazes have a -2 nationality modifier in air combat

(26.6). This -2 Air Nationality DRM does not apply to air attacks
against naval units (26.826).

26.825 Although kamikazes may be shot down in the normal man-
ner, either by enemy air units flying combat air patrol, or after an air
defense dice roll, they never abort their attacks. All kamikazes
which are not eliminated are counted in the air attack dice roll -
“abort” results on the Air Defense Table are disregarded. Kamikazes
which survive air combat with Allied air units flying CAP may, if
the Japanese player wishes, attack enemy fast carriers.

26.826 Each attacking kamikaze air factor is counted as two air fac-
tors when resolving air attacks on the Air Attack Table.
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26.827 Kamikazes are eliminated after they complete a single
air sortie.

26.83 Kamikazes may attack in conjunction with other air units. If
any of the kamikazes are engaged by Allied air units flying CAP or
air cover, all the attacking Japanese air units would have a -2 Air
Nationality DRM in the ensuing air combat (26.6B), unless the
forces engaged were large enough that all the kamikazes fought sep-
arately (26.66). Japanese air losses from both air combat with
enemy CAP and enemy air defense dice rolls are apportioned
between kamikaze and non-kamikazes air units according to 26.65.
If only non-kamikaze air units are engaged by enemy CAP or air
cover, the -2 DRM does not apply.

26.831 Kamikazes eliminated in air combat are ignored when apply-
ing rule 26.61. Allied air units are never eliminated as a result of air
combat with kamikazes, although the number of kamikazes engaged
by Allied air units flying CAP will still modify the air combat
die rolls.

EXAMPLE: Eight kamikazes and one land-based air factor based in
Okinawa attack an invading American task force made up of 26 fleet
factors and 3 CVs. Five air factors from the CVs fly CAP over the
American task force. The American player decides to engage five of
the attacking Japanese air factors, hoping to take advantage of his
favorable air combat modifiers (-2 for Japan because of the low level
of Japanese training for kamikazes (26.824), and +1 for the U.S. air-
units flying CAP). The American player rolls a “4”, which is
increased to a “5”, while the Japanese player rolls a “3”, which is
reduced to a “1”. The Japanese player loses two kamikazes and two
army air squadrons (rounded to one army air factor), and the Ameri-
can player loses one naval air factor (because Japan lost two army air
squadrons. No American planes are lost in combat with the
kamikazes - 26.831). The Japanese player is left with seven
kamikazes and no army air factors.

The American player then makes an air defense dice roll. His task
force has a fleet air defense level of seven (three for the naval units
and four for the surviving CAP factors - 27.5821). His air defense
dice roll is “3” (a “1/2” result), which eliminates one kamikaze. The
abort result is ignored, as the kamikazes press home their attack. The
Japanese player has six kamikazes in the attack, and decides to con-
centrate on the American fleets. When the Japanese player makes his
air attack dice roll, he consults the “10+” row and gains an additional
+2 DRM, because each kamikaze counts as two factors. His dice roll
of “6” is increase to “8” and yields a “4/5” result. Four American
fleet factors are eliminated, and five fleet factors are damaged. No
Japanese air units return to base.

26.84 KAMIKAZE CONSTRUCTION: Kamikazes are built at a
cost of one BRP per factor. The Japanese naval air reconstruction
rate (26.183) is tripled once the kamikaze rule is invoked.

26.841 CONVERSION OF ARMY AIR UNITS TO
KAMIKAZES: Japan may convert army air factors to kamikazes
during its unit construction phase. Each army air factor is converted
to three kamikazes. The army air factors must have been on the
board at the start of the Japanese unit construction phase and may
not be rebuilt until the following turn. No BRP expenditure is
required to convert army air factors to kamikazes.

26.842 The total number of kamikazes created by construction and
conversion of army air factors may not exceed three times the nor-
mal Japanese naval air reconstruction rate.



27. NAVAL WARFARE

27.1 NAVAL STACKING AND BASING:

27.11 Each port on the mapboard may base up to 36 naval factors.
Naval bases, indicated on the mapboard by an anchor symbol, are
significant only for naval construction (27.8), and have the same
basing capacity as other ports.

27.111 A hex containing two ports is considered to contain a single
port with the capacity to base up to 72 naval factors. A two-port hex
is treated as a single port for all purposes (EXCEPTIONS: Air
defense - 26.4542 and air search - 27.578).

27.112 One-hex islands without ports may base up to nine naval
factors. A one-hex island with a port may base 36 naval factors.

27.113 ARTIFICIAL PORTS: The U.S. may construct

one artificial port in 1944 and two additional artificial
ports in 1945. Artificial ports may be constructed during

the Allied unit construction phase, at no BRP cost, in any
fully supplied, controlled port, one-hex island or bridgehead placed
by seaborne invasion. The hex is then treated as a port (or a double
or triple port, if built in a hex which already contained a port or dou-
ble port) for the remainder of the game and may be used as a base
for naval and air units. Artificial ports may not be moved or
destroyed once built. Japan may not build artificial ports. In a
Global War game, the ability of the U.S. to construct artificial ports
depends on research.

27.114 The capacity of a port may not be voluntarily exceeded. If
overstacking occurs involuntarily as a result of a failed attempt to
change base during the movement phase (27.211), the excess naval
units may not be used for the remainder of the player turn. If the
overstacking is not remedied by the end of the SR phase, the over-
stacked naval units are eliminated. If overstacking occurs as result
of a failed naval SR, the excess units are eliminated (20.82,
27.5972).

27.115 An unlimited number of naval factors may base in a map-
board box (4.9).

27.12 A naval unit is considered to be based on the front which con-
tains the ocean area on which the port abuts, even though the port
itself may be on a different front.

27.13 Only Russian fleets may base in Siberian ports. Russian
fleets may base only in Russian-controlled ports.

27.14 CARRIERS: There are two categories of carrier units in the
game: escort carriers (CVEs) and fast carriers (CVLs, CVs, CVBs).
Carriers may base and operate only on the RISING SUN mapboard,
and in the ADVANCED THIRD REICH U.S., SW and South Africa
boxes. British CVLs may be built in Britain, but must SR to the
South Africa, U.S. or SW box in the turn in which they appear on the
board. If engaged in combat by Axis air or naval units, they are
treated as fleet factors and are unaffected by enemy action unless all
fleet factors accompanying them are eliminated or damaged.

27.141. Each CVE is represented by a single carrier factor. CVEs
may be broken down into smaller units or combined into larger units,
up to a maximum size of nine factors.

27.142 Unlike fleets or CVEs, fast carriers may not be broken down
or combined into smaller or larger units. Each fast carrier is repre-
sented by a counter which represents a specific ship.

27.143 CAPACITY: Each carrier factor may carry one naval air
factor. Naval air factors carried by CVEs are not represented by sep-
arate unit counters, are limited in their capabilities and are not sub-
ject to naval air rebuilding restrictions (26.198).

27.144 CAPABILITIES: Fast carriers may carry out all functions
associated with carriers. In particular, fast carriers may accompany
any friendly naval activity, if not otherwise prohibited, and may use
their air component for air strikes during patrols and for a variety of
offensive missions in the combat phase (26.311, 27.3196, 27.44).
CVEs may likewise escort friendly naval activities; however, they
may never take part in any patrol, interception or raid, may not pur-
sue raiders, and their air component is restricted to a ground support
role only (27.445). Carriers may also be assigned to anti-submarine
duties in the SW box (42.463).

27.145 CARRIERS AND FLEETS: For basing, naval reconstruc-
tion, SR and other purposes associated with the size of naval forces,
one carrier factor is the equivalent of one fleet factor.

27.1451 A force involved in fleet combat fights at reduced effec-
tiveness if it contains carriers (27.5913). The force containing carri-
ers receives a -1 DRM to its fleet combat dice roll and the opposing
force receives a +1 DRM to its fleet combat dice roll.

27.1452 A +1 DRM is applied to the opposing search die roll for
each friendly combat group that contains CVEs (27.5781), to reflect
the fact that a combat group containing CVEs is slower and therefore
easier to locate and track. The number of such groups is revealed to
the opponent when search die rolls are made.

Ngz= | 27 .15 TASK FORCES: Any naval force consisting of
'/'/“\g at least nine naval factors may operate as a task force,
TF 1 | provided a task force marker is available. A task force

marker is placed on the board to represent the naval units.
The units themselves, including carrier-based naval air factors (but
not transporting, invading or SRing ground or air units), are removed
from the board and placed on the owning player’s Naval Status
Board, hidden from the opposing player. At the start of a game, the
initial placement of naval units may be concealed by a task force
marker. The placement of newly constructed units must be revealed
to the opponent before a task force marker is placed on the board.
The size of a task force may not exceed the stacking capacity of the
port in which the task force is based (27.11). Subject to port capaci-
ty restrictions, two or more task forces may base in a port.

27.151 Japan and the Allies each have six task force markers.

27.16 NAVAL UNITS BASED IN THE SOUTH PACIFIC BOX:
Naval units based in the South Pacific box are subject to the follow-
ing restrictions:

27.161 Fleets based in the South Pacific box may conduct invasions
of the Australia box as allowed by 57.23B.

27.162 Naval units based in the South Pacific box may conduct
shore bombardment or carrier missions only in conjunction with an
invasion of the Australia box.

27.163 Naval units based in the South Pacific box may not attempt
interceptions.
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27.164 Naval units based in the South Pacific box may protect sea
supply and SRs traced from the South Pacific box onto the mapboard.

27.17 NAVAL UNITS BASED IN THE U.S. BOX: Naval units
based in the U.S. box are subject to the following restrictions:

27.171 Fleets based in the U.S. box may carry out sea transport and
invasions as allowed by 20.73.

27.172 Naval units based in the U.S. box may conduct shore
bombardment or carrier missions only in conjunction with an inva-
sion from the U.S. box.

27.173 Naval units in the U.S. box may not attempt interceptions.

27.174 Naval units based in the U.S. box may protect sea supply
and SRs traced from the U.S. box onto the mapboard.

27.18 NAVAL UNITS BASED IN THE AUSTRALIA BOX:
Naval units based in the Australia box may carry out naval activities,
including interceptions. Such naval units appear on the board at
hexes NN7 (west map) or NN24 (east map), where the coasts of Aus-
tralia intersect the southern edge of the mapboard. These hexes are
eight hexes from the ports in the Australia box (57.6).

27.19 NAVAL UNITS BASED IN THE INDIA BOX: Naval units
based in the India box may carry out naval activities, including
interceptions. Such naval units appear on the board at hex CC26,
where the coast of India intersects the eastern edge of the mapboard.
This hex is eight hexes from the ports in the India box (58.7).

27.2 MOVEMENT:

27.21 Naval units, including naval units which intercepted enemy
naval units during the opponent’s turn and are therefore inverted
(27.313), may change base during the movement phase of offensive
or attrition options. A naval unit may move to a base which is not
fully supplied, but may not carry out any activities from the new
base unless supply is later provided to it. Base changes are vulnera-
ble to interception by enemy air and naval units. Naval units may
change base during a pass option only if no enemy air or naval units
are capable of intercepting them (18.4).

27.211 Naval units which are intercepted while trying to change
base and are defeated in the ensuing naval combat return to their
original base, even if this results in an overstacking in the original
base because of other, successful base changes (27.114). The excess
naval units are inverted and may not operate from their original base.
If the excess stacking is not remedied during the SR phase, the
excess naval units are eliminated.

27.212 The new base must be within twenty hexes of the old base.
Naval units may move to a new base on a different front from their
old base, provided it is within the twenty-hex range. The new base
must have been controlled by the moving player’s side at the start of
his movement phase.

27.22 Naval base changes are made after the staging of air units and
before the movement of ground units.

27.23 Naval units may move through any water hex. Naval units
may move through part water hexsides, without regard for whether
the land portion of the hex is controlled or occupied by enemy or
neutral forces, subject to the following restrictions:

27.231 Movement through a strait containing a crossing arrow is
prohibited unless both land sides of the strait are controlled by
friendly (not neutral) forces. Entry into a prohibited strait to carry
out a naval activity is permitted, provided the naval units leave
the strait on the same side they entered and do not pass through
the strait.

27.232 Movement and SR is only permitted past Singapore if it is
controlled by friendly forces (20.4).

27.233 Naval units may not enter rivers.

27.24 Naval units may move into and out of the Australia and India
boxes (27.18,57.6,27.19, 58.7).

27.25 American naval units may change base to, but not from, the
U.S. box during the movement phase. Naval units in the U.S. box
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may only relocate to a new base during the combat phase (following
sea transport) or the SR phase (as an initial deployment). During the
SW deployment phase, naval units based in the U.S. box may enter
the SW box. Naval units moving to and from the U.S. box enter and
leave the board at any east edge hex from I2 to KK2, inclusive.

27.26 DISPLACED NAVAL UNITS: Naval units at bases which
are occupied by enemy ground units are displaced to the nearest con-
trolled port with adequate basing capacity. If no such port exists
within twenty hexes, the displaced naval units are eliminated.

27.261 Naval units may be displaced to the U.S., Australia, South
Pacific and India boxes.

27.262 INTERCEPTION OF DISPLACED NAVAL UNITS: The
movement of displaced naval units to their destination port may be
intercepted by uninverted enemy air and naval units. Displaced
naval units which survive enemy air and naval interception, includ-
ing naval units which are damaged or withdraw from naval combat,
complete their movement to their destination port, which is consid-
ered their “port of origin” (since their actual port of origin is no
longer under friendly control). Once naval combat has concluded,
displaced naval units are no longer subject to interception by enemy
air units.

27.263 Displaced naval units may operate normally from their new
port after their displacement, and may change base during their play-
er turn.

27.3 EMPLOYMENT:

27.31 During any full game turn, naval units may do any one, but no
more than one, of the following:

27.311 Protect a sea supply route (regardless of option selection -
29.34).

27.312 Conduct an offensive mission (fleets: shore bombardment,
sea transport, invasion, patrol; fast carriers: patrol, attack an enemy
port or air base, provide ground support, intercept enemy defensive
air support; CVEs: provide ground support) during an offensive
option or limited offensive operation in a combat phase.

27.313 Intercept opposing naval units (during either player’s turn).
Unsuccessful attempts at interception do not count as a naval func-
tion.

27.314 Perform sea escort (fleets only) or provide additional protec-
tion for naval SRs (during an SR phase).

27.315 Intercept raiders moving to the SW box, Indian Ocean or the
Japanese oil supply route.

27.316 Operate in the SW box against enemy submarines. While in
the SW box, American naval units may perform several roles
(20.843,20.85,42.462,42.5244,44 41).

27.317 CVEs may not patrol, intercept, pursue raiders or attack
enemy naval units, ports or air bases.

27.318 After performing any of the above functions, naval units are
inverted until the end of the current game turn.

27.319 PATROLS:

27.3191 During the movement phase, prior to base changes (27.32),
naval units in a task force may move to a sea hex (the “patrol hex”)
in order to attack enemy bases during the movement phase and assist
in ground attacks and improve their chances of counter-intercepting
enemy naval activities during the ensuing combat phase. The patrol
hex, which functions as the patrolling task force’s base during the
ensuing combat phase, must be a sea hex no more than 20 hexes
from its original base.



27.3192 Patrols are an offensive mission, and are only permitted
during an offensive option or as part of a limited offensive on the
front containing the patrol hex.

27.3193 A task force may not change base during a movement phase
in which it conducts a patrol mission.

27.3194 For basing purposes, a patrol is considered to be in its port
of origin while on patrol. A naval force therefore may not change
base into a port from which a patrol has been sent if the port did not
have sufficient capacity to base both naval forces.

273195 PATROL SEQUENCING: Patrols and base changes are
announced at the same time, but patrols are conducted before base
changes. Patrols are conducted one at a time, after which all base
changes are completed. The following sequence is followed:

A. The moving player announces all patrols, including each intend-
ed patrol hex, and all base changes. The moving player is not com-
mitted to and does not announce any air strikes at this time.

B. If the moving player is conducting more than one patrol, he des-
ignates one patrol as the first to be conducted. This patrol force
begins to move to its patrol hex.

C. If the defender wishes to intercept the patrol before it reaches its
patrol hex, all naval interception attempts, counter-interceptions by
naval units not committed to patrols or base changes, and naval
combat arising from such interceptions and counter-interceptions
is resolved.

D. If the patrol defeats any interception, or is not intercepted, it
moves to its patrol hex. If the patrol is defeated in naval combat, it
returns to port and is inverted. The victorious defender naval forces
may remain in the interception hex or return to port and invert, at the
defender’s option.

E. The moving player then secretly allocates any carrier-based air
units in the patrol to CAP, air strikes against enemy naval units or
air strikes against enemy bases.

F. If the defender did not attempt to intercept the patrol while it
moved to its patrol hex, and wishes to intercept the patrol in its
patrol hex, he announces his naval interception attempts, but waits
before making any naval interception die rolls. The defender may
defer naval interception of the patrol if he wishes. If no defender
naval interceptions are attempted, the moving player resolves his air
strikes against the defender’s bases.

G. If the defender has announced his intention to attempt naval
interception, the moving player makes a die roll to determine
whether he has surprised the defender’s bases within air range of the
patrol hex.

H. If the patrol achieves surprise, all air strikes against the defend-
er’s bases are resolved. The defender then makes his naval intercep-
tion die rolls, which are modified only by air units which were not
eliminated or damaged in the preceding air strikes. Naval combat is
then resolved.

I. If the patrol fails to achieve surprise, the defender makes his
naval interception die rolls before the moving player resolves his air
strikes. Naval combat is then resolved, and the moving player’s air
strikes are resolved normally as set out in the naval combat sequence
of play.

J. If the defender did not attempt naval interception prior to the ini-
tial air strike, the moving player may conduct a second air strike
against any defender bases within range of the patrol hex. Steps E -J
are repeated, with the defender again having the option of attempting
naval interception in the patrol hex.

K. The moving player may continue to launch air strikes against
defender bases within range of the patrol hex as long as at least one
air strike in the preceding round inflicted some damage to enemy air
or naval units. Before each round of air strikes, the defender has the
option of attempting naval interception if he has not done so previously.

L. When the moving player has finished all his air strikes, he
announces whether his patrolling force is returning to port or

remaining in the patrol hex during the combat phase. If the patrol
returns to port it may not be intercepted. If the patrol remains in the
patrol hex, naval interception by the defender is automatic and no
naval interception die rolls are made. Any resulting naval combat is
resolved. The loser returns to port, and the victor has the option of
returning to port-and being inverted or remaining in the patrol hex.

M. If the moving player is conducting a second patrol, steps B.-L
are repeated.

N. Once all patrols are concluded, all base changes are completed.

27.31951 INTERCEPTION OF PATROLS: A patrol may be
intercepted before it reaches its patrol hex (27.3195C), after it reach-
es its patrol hex and before the start of a round of air strikes
(27.3195F) or automatically by defending naval forces within range
if it remains in the patrol hex after completing its air strikes
(27.3195L). However, the normal restriction that interception of a
given force may be attempted only once also applies to patrols. The
defender may not attempt interception of a patrol at one point, then
attempt interception again later with other naval forces. Naval
forces which fail to intercept a patrol may not attempt other intercep-
tions during the same movement phase.

27.3196 A patrolling task force which successfully reaches its patrol
hex and conducts air attacks during the movement phase as
described above may later use any surviving naval air units for
ground support or to intercept enemy defensive air support in the
ensuing combat phase, as well as in any naval battles which might
arise from counter-interceptions during the combat phase. Patrolling
task forces which did not launch air attacks may also support
grounds attacks in this manner.

27.3197 A patrolling task force may also counter-intercept enemy
naval forces during the supply portion of the movement phase or
during the combat phase, with its patrol hex being considered its
base when calculating interception ranges (27.565). A patrolling
force may divide into smaller forces to counter-intercept different
enemy activities. Part of a patrolling force may remain uncommitted
(27.56) in anticipation of future counter-interceptions.

27.3198 A defending task force which defeats a patrol may, at the
defender’s option, remain in the interception hex and attempt
interceptions from that hex during the ensuing supply determination
or combat phase. This is an exception to the rule that naval units
may only intercept once each turn (27.313). Such a defending task
force is considered to be on patrol, and may not be attacked while it
remains in its patrol hex. If it intercepts an enemy naval activity
during the combat phase, it may be counter-intercepted normally in
any hex along its interception route, including its patrol hex. A vic-
torious defending task force which returns to port during the move-
ment phase is inverted.

27.3199 At the end of the combat phase, after all other missions are
resolved, each patrolling task force returns to its original base.

27.32 A naval unit may change base during the movement phase and
still perform any one of the 27.31 functions (EXCEPTIONS: Patrols;
naval units operating against enemy submarines remain in the SW box
for the entire game turn). A naval unit which has performed one of the
27.31 functions during the movement or combat phase may still be SRed
during the SR phase. Fleets which provide sea escort may also SR to the
same port as the units they are carrying (27.64).

27.33 After the movement phase, a naval unit may not again change
base until the SR phase. Naval units which leave their base during
the combat phase must return to that same base (EXCEPTION: Sea
transport - 27.422), as must any naval unit which intercepts an
enemy naval activity. In the course of any one combat phase, a given
naval unit may not return to its base and leave again, nor enter any
other port more than once (except to debark units in case of an abort-
ed mission), nor enter the sea portion of more than one hex targeted
for sea transport or invasion (unless an alternate route to its destina-
tion is unavailable) even though it takes no action there. Naval units
which leave a base during the movement phase may not voluntarily
return to the same base during that phase (EXCEPTION: 27.3195L).
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27.34 Naval units are inverted in their turn of construction and may
not perform any of the 27.31 functions during the game turn they are
placed on the board.

27.35 Naval units protecting sea supply (29.34) move with the sup-
ply line they are protecting, then return to their original port. This
takes place during the movement phase, after the movement of naval
units, or at the end of the combat phase. Otherwise such naval units
may not leave their base unless they are SRed later in the turn.

27.36 RANGE: When determining the range of naval units, their
port hex is not counted as the first hex, even though naval units are
considered to enter the water portion of their port hex for intercep-
tion purposes.

27.361 The range of naval activities is restricted as follows. These
limits apply to both fleets and carriers.

A. No limit: sea supply (29.33), naval SRs and sea escort (27.65),
although such activities must touch on a port or one-hex island at
least once every ten hexes (27.3611).

B. 20 hexes: base changes (27.212), patrols (27.319) and offensive
missions (27.411, 27.421, 27.433; 27.44) (EXCEPTION: a surprise
Japanese air strike against Pearl Harbor - 67.2). This limit refers to
the hex from which carriers may launch their air strikes.

C. 15 hexes: interceptions and counter-interceptions (27.51, 27.56).
27.3611 The following 10-hex restrictions apply:

A. Sea transport is prohibited unless there is a controlled, fully sup-
plied port or one-hex island, controlled by friendly forces at the start
of the player turn, within 10 hexes of the port of debarkation. The
port of debarkation itself may be used to meet this requirement
(27.421).

B. Seaborne invasions are prohibited unless there is a controlled,
fully supplied port or one-hex island no more than 10 hexes from the
invasion hex (27.433).

C. A sea supply line may not cross more than ten sea hexes without
reaching a controlled port or one-hex island (29.331).

D. Naval units moving by SR and fleets performing sea escort may
not cross more than ten sea hexes without reaching a controlled,
fully supplied port or one-hex island (20.4, 27.65) (EXCEPTION:
Magic SRs - 68.4).

27.3612 These 10-hex requirements do not apply to the Allies with
respect to the Aleutian islands, because of the proximity of Alaska.

27.362 Oil shortages may reduce the range of Japanese naval units
to ten hexes (30.2B).

27.37 The restrictions of 27.23 governing the movement of naval
units also apply to naval units carrying out other naval activities.

27.4 OFFENSIVE MISSIONS:
27.41 SHORE BOMBARDMENT:

27411 Shore bombardment may be used by an attacker during an
offensive option or limited offensive operation to support an inva-
sion by ground units, or to support a non-exploitation attack by
ground units, including dropped airborne units, against Singapore or
a one-hex island. Shore bombardment may not be used to support
attacks other than as set out above, or be used to support attacks
across crossing arrows unless the target hex is also a one-hex island.
The presence of an enemy task force in the target hex does not pre-
vent the use of shore bombardment in a non-invasion attack. The
target hex must be no more than twenty hexes from the port in which
the fleets providing shore bombardment are based.

27.412 For every three fleet factors providing shore bombardment,
one combat factor is added to the strength of the attacker’s ground
units when determining the odds for ground combat.

27.413 The total number of combat factors added to a ground attack
by shore bombardment may not exceed three times the total number
of attacking ground factors involved in the attack. This limitation is
distinct from the limitation on ground support from air units (26.422).
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27.414 The attacker may combine ground support from naval air
units or CVEs with shore bombardment to assist his attacking
ground units. Ground support from naval air units may be used to
supplement shore bombardment, with remnants from both being
added together, provided neither of the 3:1 limits on ground support
or shore bombardment is exceeded.

EXAMPLE: A 3-2 infantry unit invades a beach hex. No more than
27 fleet factors may provide shore bombardment (adding nine combat
factors to the attack - 27.412). An additional nine army air factors or
their naval air equivalent could provide ground support.

27.415 Fleets which provide shore bombardment may be eliminated
as a result of ground combat in the same manner as any other units.
However, for every three fleet factors providing shore bombardment,
only one is removed to satisfy ground combat losses, even after an
“A” result. The attacker may freely chose from among participating
ground, air and naval units when satisfying ground combat loss
requirements (EXCEPTION: Marines - 24.81).

EXAMPLE: Two invading 3-2 infantry units and 36 fleet factors
providing shore bombardment (6 + 12 = 18) attack a 2-3 armor unit
on a beach hex (2 x 3 = 6) at 3:1 odds. If an “Ex” result occurs, the
defender loses his 2-3 armor unit and the attacker loses both 3-2
infantry units, one 3-2 infantry unit and three fleet factors, or six fleet
factors (his choice).

If the defender had a 3-2 infantry unit and a 1-2 infantry unit, the
odds would be 18:12 = 1:1. If an “A” result occurred, the attacker
would lose his two infantry units and 12 fleet factors. The other 24
fleet factors would return to port. If an “Ex” result occurred, the
attacker could choose to lose both 3-2 infantry units and six fleet fac-
tors, one 3-2 infantry unit and nine fleet factors or 12 fleet factors. In
all three cases, both defending infantry units would be eliminated.

2742 SEA TRANSPORT:

27.421 Fleets may sea transport ground and air units from one con-
trolled port to another controlled port, regardless of front, provided
the distance the fleets conducting the sea transport move in the com-
bat phase, from their original base to the port of embarkation, then to
the port of debarkation, is no more than twenty hexes in total, and
the port of debarkation is either fully supplied or is no more than ten
hexes from a fully supplied port or one-hex island controlled by
friendly forces at the start of the player turn. Two fleet factors are
required to transport each ground or air factor (EXCEPTION: Sea
transport from the U.S. box requires four fleet factors for each
ground or air factor - 20.731). A unit may not be sea transported
from one port to another, then sea transported again from the
new port.

27.422 Fleets need not be based at the port of embarkation. During
the combat phase, they may move from their base to the port of
embarkation, then to the port of debarkation, then, if the moving
player wishes, back to their original base. Fleets carrying out sea
transport may end the combat phase in either their original base or in
the port of debarkation. There may be more than one port of
embarkation for a sea transport mission; but there may be only one
port of debarkation. Different ports of debarkation require indepen-
dent missions.

27.4221 1If fleets on a sea transport mission are intercepted and
defeated in naval combat before arriving at the port of embarkation,
the transporting fleets return to their original base. If interception
and defeat in naval combat occurs after the embarkation of the trans-
ported ground or air units, the transporting fleets and the units they
are carrying return to the port of embarkation, the transported units



debark, and the transporting fleets return to their original base. Sub-
ject to the normal rules of supply and front options, ground units
incur the usual movement factor cost for debarking (27.423) after a
failed sea transport, but otherwise may move and attack normally.
Air units which are forced to return to their port of embarkation after
a failed sea transport are inverted.

27.423 GROUND UNITS: Ground units may move their full
movement factor during the player turn in which they are sea trans-
ported. There is no movement cost to embark, unless the port of
embarkation is in an enemy ZoC, in which case there is a movement
cost of one movement factor. This applies even if the ground unit
and the transporting fleet begin the turn in the port of embarkation.
There is a movement cost of one movement factor to debark,
whether or not the port of debarkation is in an enemy ZoC. Ground
units which were unsupplied at the start of their turn therefore may
not be sea transported. Ground units which have not exhausted their
movement factor may move after debarkation.

EXAMPLE: A 2-3 armor starts its turn next to a port. It moves to
the port hex (one movement factor), embarks (no movement cost),
and debarks at a distant port (one movement factor); it may then
move one additional hex from the port of debarkation.

27.4231 Ground units may engage in combat after debarkation.

27.424 AIR UNITS: Air units may be sea transported. The air unit
must begin the player turn in the port of embarkation. The port of
debarkation is treated as the air unit’s new base. A transported air
unit may not stage, either before or after sea transport. The trans-
portation of air units is prohibited if the transportation would result
in an overstacking of air factors in the port of debarkation. Trans-
ported air units may fly a normal distance from the port of debarka-
tion. There is no reduction in range to reflect the movement cost of
debarking, which only applies to ground units.

27.4241 Air units which have been sea transported may only pro-
vide ground support or intercept enemy defensive air support during
the combat phase in which they are transported. They may not coun-
terair, attack enemy naval units or carry out any other missions.

27.425 All sea transport must be concluded prior to the resolution of
any ground combat.

27.426 Both ports of embarkation and debarkation must have been
under friendly control at the start of the transporting player’s
player turn.

27.427 Sea transport may not be used to land forces on a bridgehead
counter unless the bridgehead hex also contains a port.

e

27.43 SEABORNE INVASIONS:

27.431 Invasions may be directed against any beach hex, Singapore
or any one-hex island. Ground units defending against invasion
receive a +1 DM, even if simultaneously attacked from an adjacent
land hex or by airborne drop (15.23B), unless at least half of the
invading force consists of marines (24.8). The defenders also
receive the defensive benefit of any other terrain in their hex.

27.432 If the target hex contains nine or more enemy naval factors
or an enemy task force at the moment of seaborne invasion, the inva-
sion may not be carried out. Air attacks earlier in the combat phase
could eliminate enough of the defenders that invasion would be
allowed. If no ground units were in such a hex, an airborne drop
could drive the defending naval units out and permit invasion. If the
airborne drop were not actually made, the invasion would be aborted.

27.4321 1If the target hex does not contain enough enemy naval fac-
tors to prevent the invasion, invasion is permitted and the enemy
naval factors are displaced to the nearest friendly port if the invading
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ground units gain control of the target hex (27.26). Prior to
displacement, the enemy naval factors may attempt interception
(27.5).

27.433 Three fleet factors are required to carry each invading
ground factor, regardless of range (EXCEPTION: Invasions from the
U.S. box require six fleet factors to carry each invading ground fac-
tor - 20.732). The invasion hex may be no more than twenty hexes
from the base of the naval units employed in the invasion, and no
more than ten hexes from a fully supplied port or one-hex island
controlled by the invading side at the beginning of his player turn
(27.3611B; EXCEPTION: The Aleutian islands - 27.3612).

27.4331 Any number of ground units may participate in an invasion,
up to the capacity of the invading fleets, but no more than two of
those ground units may initially attack the target hex by sea
(EXCEPTION: Marines). Airborne units which drop on the target
hex and ground units adjacent to the target hex by land may join
with the invading forces in attacking the beach hex, although this
would not affect the DM for defending against an invasion (15.23B).
The attacking units may receive shore bombardment factors from
any excess fleet factors not engaged in carrying ground units; they
may also receive ground support from any air units within range
(26.42), including ground support from carrier-based naval air units.

27.4332 1If fleets which originally had been carrying invading
ground units engage in combat with intercepting enemy air or naval
units and incur losses which result in the loss of one or more ground
units, any excess fleet factors may be used for shore bombardment to
support an invasion by surviving ground units.

27.434 Invading ground units must start their turn in a fully sup-
plied port or one-hex island. Unlike ground units which are sea
transported, they may not move to the port of embarkation. The
fleets which carry the invading ground units must start the combat
phase in the port of embarkation. Fleets may change base to the port
of embarkation during the movement phase of the turn of invasion.

27.435 If at least one of the invading ground units is an armor unit,
and one initially attacking unit survives to occupy the invasion hex,
a breakthrough may be achieved on the invasion hex. Additional
armor units in reserve aboard the invasion fleet could then exploit.
Armor units adjacent to the invasion hex by land could not exploit,
unless the invasion hex had also been attacked by land in combina-
tion with the invasion. In this case, the required armor unit may
come from either the invasion force or the adjacent land units.
Breakthrough and exploitation from an invasion hex is allowed even
if the invasion hex was undefended (15.9).

27.436 Invading ground units which survive the invasion must occu-
py the invasion hex. If the target hex were enemy-controlled and the
invasion succeeds (at least one initially attacking ground unit sur-
vives and lands), a bridgehead counter may be placed on the invaded
hex (28.11). Ground units aboard the invasion fleet which did not
participate in the attack may also be placed on the bridgehead, up to
the five-unit stacking limit. If the target hex contained no enemy
ground units, success is automatic and a bridgehead counter may be
placed (EXCEPTION: Invasions of friendly hexes - 28.112). Move-
ment into hexes contiguous to the invaded hex and attacks against
enemy units in such hexes are possible only as a result of exploita-
tion (15.62).

27.437 The attacker may not take exchange losses from embarked
units which did not participate in his initial attack or from fleets car-
rying the invasion force. Exchange losses may be taken from fleets
providing shore bombardment (27.415). Uncommitted ground units
are not affected by the results of invasion combat.

27.4371 1If an invading force containing marines suffers casualties,
the marines must be eliminated before any other units, including air
or naval units, when satisfying any required combat losses.

27.438 A bridgehead hex which does not contain a port may not be
reinforced by SR by sea or by sea transport (EXCEPTION: Islands -
27.67). The attacker could reinforce such a bridgehead with ground
units by conducting invasions into the hex in subsequent turns. Air

units -
constr

27 4«
27.44
enem;
of mi

27.44
bat pt
resoly
accon
missi
phase
defen

27.44
one 1
condu
offen:
condt
naval
they
comb:.

27.44
patrol
to cor
carrie
sive 1
alway
comb:

27.44
and mr
naval
interc

27.5
27.51
playe:
TION
Naval
tectin,
phase
SRs b
raider
may 1
war;
order
27.52
the ex
activi
attem,
attack
that h
interr

27.53
only ¢
out it:

27.53
ty, it |
ed ear
ty. A
a sing
naval
ceptec



or to
ption

z{ding
m the
d fac-
hexes
nd no
sland
r turn

asion,
wo of
y sea
target
y join
h this
23B).
from
, they
range
Inits.

ading
naval
round
ent to

' sup-
€ sea
The
ymbat
e port
on.

- unit,
) hex,
Hional
ploit.
ploit,
bina-
- may
nits.
even

occu-
d the
t sur-
vaded
d not
up to
nemy
ay be
love-
yainst
loita-

arked
s car-
fleets
units

\lties,
1g air

ot be
nds -
ound
. Air

units may SR by air into a such a bridgehead and an airbase could be
constructed in, but not SRed into, the hex.

27.44 CARRIER MISSIONS:

27.441 Naval air units based on fast carriers may conduct attacks on
enemy bases as part of a patrol (27.319), and may conduct a variety
of missions (26.311) during the combat phase.

27.442 Missions are not assigned to carrier air units during the com-
bat phase until all combat arising from enemy interceptions has been
resolved. The type of naval mission (27.312) a carrier happens to
accompany during the combat phase does not restrict the type of air
missions to which its air units may be assigned. During the combat
phase patrolling carriers may only fly ground support and intercept
defensive air support (27.3196).

27.443 Carriers and their naval air factors may each conduct only
one mission per turn. Carrier-based air factors are only eligible to
conduct an offensive mission if their carrier is at sea, conducting an
offensive mission, including patrol. Air units at sea aboard a carrier
conducting an activity other than an offensive mission, such as a
naval interception, may not conduct offensive air missions, although
they may conduct offensive or defensive operations during naval
combat (27.577).

27.444 Participation in one or more rounds of naval combat or
patrol attacks does not exhaust the ability of carrier-based air units
to conduct an offensive mission in the combat phase. Conversely,
carrier-based air factors, even those which have conducted an offen-
sive mission earlier in the turn, are never inverted (27.599) and
always participate in any naval (27.57) or air (26.4522, 27.5772A)
combat involving their carrier.

27.445 CVE MISSIONS: CVEs may only provide ground support,
and may not intercept, conduct patrols, pursue raiders, nor may their
naval air component attack enemy naval units, ports, or air bases or
intercept defensive air support (27.144).

27.5 INTERCEPTION:

27.51 When a player undertakes any naval activity, the opposing
player may attempt to intercept with any of his naval units (EXCEP-
TION: CVEs) based within fifteen hexes of the interception point.
Naval activity includes attempted sea supply (with or without pro-
tecting naval units), movement of naval units during the movement
phase (base changes and patrols), missions during the combat phase,
SRs by sea (both of units and naval units themselves), movement of
raiders and interceptions of enemy naval activities. Interceptions
may not be attempted unless the countries involved are already at
war; a player may not declare war during his opponent’s turn in
order to intercept.

27.52 Whenever the defender requests, the attacker must indicate
the exact course of hexes taken by naval units carrying out a naval
activity. The defender then may select a hex in which he will
attempt to intercept that activity. He may select the hex in which the
attacker’s naval units are based (since they enter the water portion of
that hex as soon as they leave port), the destination hex, or any
intermediate hex.

27.53 Naval interception of a given naval force may be attempted at
only one point along the route selected by that naval force to carry
out its naval activity.

27.531 Each time a naval force attempts to carry out a naval activi-
ty, it may be intercepted, even if some or all of it has been intercept-
ed earlier in the same turn while carrying out a different naval activi-
ty. A naval force which joins with other naval units in the course of
a single naval activity creates a new naval force, which is subject to
naval interception even if some or all of its components were inter-
cepted before they combined. However, if a naval force sails to a
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port containing a second naval force in order to combine into a new
naval force in that port hex, the naval force which remained in port
until the first naval force arrived may not be intercepted separately.
Naval forces may thus be picked up without being subject to inter-
ception until they have joined the combined force.

EXAMPLE: Japanese task forces sail independently from Manila,
Okinawa and Tokyo, rendezvous south of Okinawa, and proceed on
their mission. The Americans could attempt three different intercep-
tions against the three task forces prior to their rendezvous, and one
interception afterwards. Had the Japanese combined their task forces
by sailing the Manila task force to Okinawa, then both task forces to
Tokyo, then all three task forces on their mission, the Americans
could have intercepted the Manila task force, the combined Manila
and Okinawa task forces, and all three task forces, but the Okinawa
and Tokyo task forces could not have been intercepted separately.

27.532 The defender’s air units may attack the attacker’s naval units
at any hex or hexes along their route, including a hex where naval
interception occurs. If air and naval interception occur in the same
hex, the intercepting air units participate in the resulting naval com-
bat. The defender announces and commits to naval interceptions
before resolving any air attacks against the attacker’s naval activi-
ties. If the attacker’s naval force turns back after undergoing air
attack, the defender’s intercepting naval force does not engage the
attacker’s naval activity, returns to port and is inverted.

27.54 Naval units, including those in task forces, may be broken
down into smaller units prior to interception attempts. Naval units
based in the same hex may attempt separate interceptions against dif-
ferent enemy targets, but may attempt only one interception against
the same enemy target. Some naval units may be held back to com-
bat enemy counter-interceptions (27.56). If naval units from more
than one base attempt to intercept the same enemy target, they must
select a common hex at which interception will be attempted.

27.541 If two naval activities originate in the same port, and the
defender intercepts in that hex, both naval activities are intercepted
and a single naval battle takes place between the intercepting force
and the naval forces involved in both naval activities. Similarly, if
two or more naval forces combine in a target hex, interception in that
hex results in a single battle between the intercepting force and all
the attacking forces in the target hex.

27.542 If two naval activities cross paths in a single hex, they are
considered to have passed through the hex at different times. A sin-
gle interception in that hex may be directed against either naval
activity, but not both. If the defender wished to intercept both naval
activities, he would have to intercept each naval activity separately
and fight two separate naval battles.

27.543 If two naval activities trace a path with more than one con-
tiguous hex in common, any interception in such a common hex
results in the interception of both naval activities and a single naval
battle. If the defender wished to intercept only one of the naval
activities, he must select an interception hex which contained only
the naval activity he wished to intercept (EXCEPTION: Sea supply
lines to different supply zones).

27.55 During movement the attacker must indicate all naval base
changes and patrols he will make before the defender decides
whether and where to attempt interception. Similarly, during the
combat phase, the attacker must announce all naval missions he will
undertake, including the destination of each mission and which
ground units, if any, are aboard his fleets, before the defender makes
any interception decisions. All naval SRs which are subject to inter-
ception are indicated in the same manner, then carried out sequen-
tially (20.23).

27.56 COUNTER-INTERCEPTIONS: The foregoing does not
prevent the attacker from attempting to counter-intercept the defend-
er’s intercepting naval units with his own uncommitted naval units
(EXCEPTION: CVEs) based within 15 hexes of the interceptor’s
chosen route. A naval unit is considered to be uncommitted if it is
uninverted and is not engaging in the type of naval activity being
carried out at that stage of the turn - thus a naval unit wishing to



attempt counter-interception of an enemy naval unit which intercept-
ed a base change could not itself be changing base during that turn.

27.561 Counter-interception takes place before the defender’s naval
units complete their interception. Counter-interceptions are carried
out in the same manner as interceptions. If counter-interception
takes place in the hex selected by the defender for his interception,
only the counter-intercepting naval units would engage in naval
combat with the intercepting naval units. The naval units originally
being intercepted would not join in this naval battle. If the intercept-
ing naval units defeat the counter-intercepting naval units, they may
move to the indicated interception hex and engage the intercepted
naval units or abort the interception and return to port, at the owning
player’s option.

27.562 Counter-interceptions may be made by naval units belonging
to allies of the nation conducting the intercepted naval activity,
regardless of the option the ally selected on that front. Uncommitted
air units belonging to the nation conducting the intercepted naval
activity or an ally, if in range, may attack the intercepting naval
units, regardless of front options.

27.563 All air and naval counter-interceptions are announced after
the defender has made all interception die rolls, but before any naval
battles resulting from successful interception have been resolved.
Naval combat is resolved in inverse order. The naval units sailing
last resolve their interceptions, including naval combat, first.

27.5631 COMBINED AIR AND NAVAL INTERCEPTION: The
principle “last to intercept - first to sail” governs the sequence of air
attacks as well as naval combat. At any point in a series of intercep-
tions, one force is being intercepted, and another is intercepting it.
The intercepting force first sails to the interception hex, possibly
undergoing air attack en route. The intercepted force then moves to
the interception hex, and is also subject to air attacks en route.
Naval combat, including air attacks in the interception hex itself, is
then resolved.

27.564 Theoretically, a defender who has held back naval units
could counter-counter-intercept the attacker’s counter-interceptors,
and so on, until one player or the other had no more uncommitted
naval units.

27.565 NAVAL INTERCEPTION TABLE (PACIFIC): To deter-
mine whether a naval interception succeeds, the defender counts the
hexes along his chosen route, from his naval base(s) to the intercep-
tion hex, not counting his port hex. The success or failure of naval
interceptions is determined by rolling one die for each intercepting
force and consulting the appropriate row of the Naval Interception
Table (Pacific). If interception succeeds, naval combat occurs.

Naval Interception Table (Pacific) - 27.565

Range Result
' '0-3 i : Automa'tic'
4-5 1-5
67 : 1-4
8-9 1-3
S04 AR
7 7 71>2-13 - 7”717 7
TASES i
7 Die Roll Modifiers:

-1 For every uninverted land-based air factor within range of the
interception hex, whether or not it is used to attack the enemy
naval force or sea supply line.

-1 For each Magic point invoked (U.S. only).

Results: A die roll within or below the indicated range results in
interception. Interception is prohibited at ranges greater than 15 hexes.

27.5651 EFFECTS OF AIR ON NAVAL INTERCEPTIONS:
For each supplied, uninverted, uncommitted friendly land-based air
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factor within range of an interception hex, a -1 DRM is applied to
naval the interception die roll. Army and naval air factors are equiv-
alent for this purpose (26.1732B). The air factors in question need
not attack the intercepted naval activity, and are not inverted as a
result of assisting the interception attempt. A given air factor may
simultaneously influence any number of interception attempts.

27.566 Naval units which fail to intercept are not subject to
counter-interception by enemy air or naval units, are not inverted
and may be used for other purposes during the remainder of the
game turn, but they may not again try to intercept during the current
phase. A naval unit which failed to intercept an enemy base change
could thus attempt to intercept enemy naval activity during the ensu-
ing combat or SR phase.

27.567 Naval units which intercept an enemy naval force, but do not
engage in combat because the enemy naval force was eliminated or
aborted its naval activity as a result of an earlier interception, are
considered to have engaged in combat and are inverted.

27.568 Naval units based in the U.S. and South Pacific boxes may
not attempt interceptions. Naval units based in the South Africa box
may only intercept Japanese raiders operating from Colombo
(44 45).

27.569 1If the Western Allies and Russia both wish to intercept the
same enemy naval activity, the Western Allies prevail.

27.57 NAVAL COMBAT:

27.571 OVERVIEW OF NAVAL COMBAT: There are two forms
of naval combat. Naval combat between fleets is referred to as fleet
combat; naval combat which involves carriers on one or both sides is
referred to as carrier combat.

27.5711 All naval forces engaged in a naval battle are placed in the
interception hex. The first round of carrier-based air strikes (if any)
then takes place.

27.5712 After the first round of air strikes is concluded, fleet com-
bat may occur if one side achieved a surprise level of 5 or more
(27.59). After any fleet combat is resolved, either or both of the
naval forces involved may then withdraw, provided some form of
combat has occurred (27.594). If neither naval force withdraws, a
second round of air strikes then takes place.

27.5713 After the second round of air strikes, fleet combat again
may occur, and either side may again withdraw. If neither side with-
draws, a third round of air strikes takes place.

27.5714 After the third round of air strikes, one round of fleet com-
bat is resolved (27.591), unless one side achieved a surprise level of
3 or more and declines fleet combat. This sequence of air strikes
and fleet combat is repeated until one side withdraws or is eliminat-
ed and the naval battle ends.

27.5715 COUNTER-INTERCEPTIONS: If the moving player
counter-intercepts an intercepting naval force, the intercepting and
the counter-intercepting naval force are placed in the counter-inter-
ception hex and the procedure outlined above (27.5711-27.5714) is
followed. The naval force originally intercepted does not participate
in this naval battle.

27.572 LAND-BASED AIR: Eligible (27.5773) land-based air fac-
tors within range of a naval force involved in a naval battle may par-
ticipate in the battle by providing air cover (26.46) for a friendly
naval force, intercepting an enemy naval force (26.453), being
attacked by carrier-based naval air units (27.584), or searching
(27.57731). In effect, air bases are treated as stationary naval units.
Air units which participate in naval combat may not have intercepted
another enemy naval force during that turn. Whether a land-based
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air unit may participate in a naval battle is determined according to
its location in relation to the interception hex. Land-based air factors
may not attack enemy air or naval bases in the course of naval combat.

27.573 NAVAL COMBAT SEGMENTS: Naval combat consists
of one or more combat rounds, each of which is divided into a num-
ber of segments:

A. Once interception or counter-interception has resulted in naval
combat, each player secretly divides his naval force into separate
naval combat groups, placing the units on his Naval Status Board
(27.576).

B. Each player secretly assigns his available carrier-based naval air
units to offensive (air strikes) and defensive (combat air patrol)
operations for that combat round (27.577) and allocates any land-
based air cover to friendly combat groups.

C. Each player makes a search die roll and consults the Naval
Search Table to determine his success in determining the exact loca-
tion and composition of his opponent’s naval forces (27.578).

D. Each player announces the number and composition of his naval
combat groups as required by the opponent’s search level (27.5781).

E. The search results of both sides are compared and the Naval Sur-
prise Table consulted to see if one side achieved a tactical advantage
(27.579).

F. Air strikes against land bases are resolved (27.584), the player
with the higher search result going first.

G. The side with the higher search result (interceptor if tied) assigns
his attacking air units to one or more eligible enemy combat groups
(27.5812).

H. For each target, the defender announces how many attacking air
factors will be engaged by air units flying combat air patrol. Air
combat is resolved (27.582).

I. After air combat is resolved, an air defense dice roll is made for
the fleet and CVE factors in each target (27.583).

J. The attacker selects his targets within each attacked combat
group (27.585).

K. The defender makes an air defense dice roll for each attacked
fast carrier (27.5851).

L. All air attacks are resolved (27.5852).

M. Steps G. to L. are repeated - the player with the lower search
result assigns his attacking air units to one or more eligible targets,
his opponent engages some or all of the attacking with air factors
flying combat air patrol, fleet air defense dice rolls are made, specif-
ic targets are selected, carrier air defense dice rolls are made, then
air attacks are resolved (27.586).

N. Air strikes by land-based air units are resolved (26.4535), the
player with the higher search result going first.

O. Fleet combat is resolved if one side achieved a surprise level of 5
or more and wishes to engage in fleet combat, or after the third
round of naval combat (27.59), unless one side achieved a surprise
level of 3 or more and declines fleet combat. Submarine attacks
against undamaged naval units may be made (42.525).

P. If combat occurred, combat groups which wish to withdraw may
do so (27.5942). If both sides still have naval forces engaged in
combat, another round of naval combat begins (27.596).

27.574 COMPOSITION OF TASK FORCES: The composition
of all task forces involved in naval combat is initially concealed
from the opposing player. A player may obtain information about
enemy naval units as a result of a successful search, and discovers
the exact composition of any enemy naval units he attacks, but
otherwise the strength and composition of the forces engaged
remains hidden.

27.5741 Naval battles involving forces which are not concealed by a
task force marker are resolved in the same manner as larger naval
battles, although the size and composition of the forces engaged may
make some naval combat segments unnecessary. For example, a
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naval force consisting of less than 18 naval factors must form a sin-
gle combat group, and a naval force with no carriers and out of range
of friendly land-based air units will have no air units to assign to
attack or defense.

27.575 COMBAT ROUND SEGMENTS:

27.576 DEPLOYMENT OF NAVAL UNITS: Each side secretly
deploys its naval forces into combat groups on its Naval Status
Board. Fleets and carriers may be placed in the same combat group,
as may naval forces from different bases. This deployment is subject
to the following restrictions:

A. Each combat group must consist of at least nine naval factors,
unless the naval force itself consists of less than nine naval factors.

B. No combat group may consist of more than 36 naval factors.

C. Each naval force may divide into no more than five combat
groups (EXCEPTION: A naval force consisting of more than 180
naval factors may form a sixth or seventh combat group, because of
the 36-factor size limit for each combat group).

EXAMPLE: A naval force consists of 20 fleet factors and 5 CVs, for
a total of 35 naval factors. It could therefore form anywhere from
one large combat group to three smaller combat groups. The player
could combine his fleets and carriers in combat groups in different
ways, provided no combat group had less than nine naval factors.

27.5761 Once formed, the composition of each combat group may
only be changed as a result of combat losses or entry into fleet com-
bat, although combat groups may be assigned different numbers at
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