Notes for PACIFIC WAR Summary


   � TIME \@ "dd-MM-yy" �12-08-9807-07-98�


Scales and Units








Map scale: 100 miles/hex.


Air units have 15 planes/step (normal strength 6 steps).


Ground units come in steps of one battalion each.








Capital ships	CV	aircraft carrier	1/unit


	CVL	light carrier	1/unit


	CVS	seaplane carrier	1/unit


	BB	battleship	1/unit


	BC	battle cruiser	1/unit


Non-capital ships	CVE	escort carrier	2/unit


	CA	cruiser	2/unit*


	CL	light cruiser	2/unit*


	DD	destroyer	6/unit


	DE	destroyer escort	6/unit


	APD	destroyer transport	6/unit


	AA	amphibious transport	6/unit


	ST	seaplane tender	6/unit


	SS	submarine	6/unit





*) The following units are exceptions of 1/unit each:   US CA9 Houston   US CA10 Wichita   Br CA4 Exeter   Aus CL2 Perth


Dutch CA1 DeRuyter   Dutch CL1 Tromp   Jap CL4 Kuma   Jap CL8 Yubari   Jap CL15 Oyodo








"Stacking"





Task Force	:	6 capital ship units	Flak:	per TF: 4 screen or 2 core


		4 non-capital ship units		(number of core units ³ number of screen units)





Forces	:	max. 48 ground steps	Flak:	all ground units + airfield + port


		per hex (of all forces)		+ 4 non-activated naval units








Terrain Effects (other than movement and combat)





Airfield construction	:  in land hexes (large airfields not on atolls).


Port construction	:  in a shoreline hex.


Offensive Support Base	:  in a Port or Named Location.


Headquarters	:  in a Port.


Strategic Transport	:  from Port to Port.


Naval Deactivation	:  in a Port, atoll, or restricted water hex.


Seaplane base	:  in a coastal or restricted water hex.


Paradrops	:  in any non-mountain land hex.











�
Command Links





�
Headquarters�
Port�
OSB in Port�
OSB in Named Location�
�
Water�
Sea Range�
none�
20 hexes�
none�
�
Land�
12 MP�
12 MP�
12 MP�
12 MP�
�






Amphibious and Strategic Transport





Unit equivalence:	1 division/6 air steps	=   3 brigades or regiments	=   9 battalions


	1 air step	=   1 brigade or regiment	=   3 battalions





Strategic Transport:	Allied	: 3 divisions


	Japanese	: 1 division


Amphibious Transport:	AA	: 1 division	(each hit on transport inflicts 2 hits on ground units)


	APD, Jap. DD	: 1 regiment/brigade	(each hit on transport inflicts 1 hit on ground units)








Submarines in fleet roles





When activated, submarines remain activated for the rest of the month. No Time Multiple is paid, and the expenditure for submarines is not included in the calculation of the "level" of an operation. Subma�rines do block Strategic Transport, but do not block Command Links (?). They only move one hex at a time even in the Movement Phase of the Battle Cycle. They can search in both Contact Phases, but not in any Movement Phase. They have a special ability to attack Cripples within 10 hexes (once per Opera�tion per Cripple, or once per Cripple in the Strategic Transport Phase). They cannot participate in Naval Combat but use their own Submarine Combat Procedure. At the end of a month, submarines are simply returned to the nearest friendly Port.


�
Operational Intelligence Effects








	  Surprise Attack





Operation Player Contact Phase	:  The Reaction Player can halt the Operation Player's naval movement at the instant the Reaction player detects one of the Operation Player's task forces.


Air units: 2 moves	Ground units: 1 move (not into an enemy-occupied hex)


Reaction Player Contact Phase	:  There is no Reaction Player Contact Phase.


Lighting Determination Phase	:  The Operation Player can select the Lighting Condition in the first Battle Cycle or he can move the marker 2 spaces in another Battle Cycle (once only).


Advantage Determination Phase	:  First Battle Cycle	: Operation Player is Advantage Player.


Subsequent Battle Cycles	: Operation Player adds 2 to his Advantage die roll.


Advantage Air Mission Phase	:  No special rules.








	  Intercept





Operation Player Contact Phase	:  The Reaction Player can halt the Operation Player's naval movement at any time after the Naval movement marker has entered or passed the "2" space.


Air units: 2 moves	Ground units: 1 move (not into an enemy-occupied hex)


Reaction Player Contact Phase	:  Naval units: As far as the Operation Player moved his naval units or until detected.


Air units: 1 move	Ground units: 1 hex (not into an enemy-occupied hex)


Lighting Determination Phase	:  The Operation Player can select the Lighting Condition in the first Battle Cycle or he can move the marker 2 spaces in another Battle Cycle (once only).


Advantage Determination Phase	:  Normal Advantage die roll - no modification.


Advantage Air Mission Phase	:  No special rules.








	  Ambush (and Ambush-CV)





Operation Player Contact Phase	:  The Reaction Player can halt the Operation Player's naval movement at any time.


Air units: 2 moves	Ground units: 1 move (not into an enemy-occupied hex)


Reaction Player Contact Phase	:  Naval units: Twice as far as the Operation Player moved his naval units or until detected.


Air units: 2 moves	Ground units: 1 move (not into an enemy-occupied hex)


Lighting Determination Phase	:  The Reaction Player can select the Lighting Condition of the first Battle Cycle.


Advantage Determination Phase	:  First Battle Cycle	: Reaction Player is Advantage Player.


		Subsequent Battle Cycles	: Reaction Player adds 2 to his Advantage die roll.


Advantage Air Mission Phase	:  Special rules for Ambush-CV (only):


�SYMBOL 183 \f "Symbol" \s 9 \h�	All activated Operation CV, CVL, and CVE with air units take double hits -- including critical hits.


�SYMBOL 183 \f "Symbol" \s 9 \h�	All Flak Combat from task forces always occurs after the Air Strike Proce�dure.


�SYMBOL 183 \f "Symbol" \s 9 \h�	Only one alerted air unit from an aircraft carrier can conduct CAP. This is done without any modifications due to other air 1E air units present.


�SYMBOL 183 \f "Symbol" \s 9 \h�	Simultaneous Strikes cannot be declared.


�
Naval Combat








Naval Combat Phase 1�
Naval Combat Phase 2�
Naval Combat Phase 3�
�



4 units from each force are placed


�



4 more units from each force are placed�



The Remaining units are placed�
�
No Range Bidding


�
Range Bidding�
Range Bidding�
�
Surprise�
No Surprise�
Surprise�
No Surprise�
�
�
Only Surprise�
Both can fire�
Only Surprise�
Both can fire�
Both can fire�
�
Player can fire�
�
Player can fire�
�
�
�






After 3 naval Combat Phases both can withdraw (Advantage Player first) or else Naval Combat continues next Battle Cycle where all three Naval Combat Phases are conducted like Naval Combat Phase 3 above.





Withdrawal can never be made by


non-activated naval units


AA's (unless accompanied by non-crippled naval units with a gunnery strength)


Cripples (unless accompanied by non-crippled naval units with a gunnery strength)








Air Missions





	Air Strike


Air units:	Any type


Air Mission Phase:	Any Air Mission Phase


Coordination:	One unit: Coordinated; More units: Coordination Roll


Flak:	All ground units + airfield + port + 4 non-activated naval units





	Air Supremacy


Air units:	Only 1E units of status L1 or L2


Air Mission Phase:	Any Air Mission Phase


Coordination:	Always coordinated


Flak:	All ground units + airfield + port





	Ferry


Air units:	Any type


Air Mission Phase:	Any Air Mission Phase


Coordination:	Always uncoordinated


Flak:	N/A





	Paradrop


Air units:	2E or 4E


Air Mission Phase:	Advantage Air Mission Phase


Coordination:	Always uncoordinated


Flak:	All ground units + airfield + port





�
Ground Combat





Retreat and step loss results and are handled in this way:





"Optional Retreat" is completely voluntary; however, only one side can retreat. The Operation Player gets to choose first, if he does not retreat then the Reaction Player can choose.


If retreat is not chosen by any side, both sides take full losses.


else the retreating player refers to "Mandatory Retreat".





"Mandatory Retreat" :


Airfield interdicted,


Broken units:


must retreat*,


take one more step loss than called for,


deactivate.


Non-Broken units:


make Troop Quality check;


if passed:	can choose retreat;


	if retreat chosen:	retreat*	(amphibious assault: reembark),


		½ step losses	(amphibious assault: double losses),


		deactivate.


	else (no retreat): both take full losses.


else (not passed):	retreat*	(amphibious assault: reembark),


	full losses	(amphibious assault: double losses),


	deactivate,


	broken.








_ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ 


*) If retreat is possible, the unit retreats


else (no retreat possible):


if Allied:	the units surrender (are eliminated),


	Japanese take no losses.


else (if Japanese):	if attacked by superior forces:	eliminated,


			Allies lose ½ Japanese step losses.


	else (attacked by inferior or equal forces):	no retreat,


			both take full losses.








The non-retreating side in case of a retreat can choose:


no pursuit:	½ losses called for.


pursuit:	must make a Troop Quality Check;	if passed:	pursuit,


			full losses.


		else (not passed):	no pursuit,


			full losses,


			deactivate.


�
 Accepted Changes and Optional Rules


(We are playing with all optional rules from the rules booklet – these are not reprinted here)





Abbreviations:


M49: Chris Perleberg in Moves #49


Mst: Markus Stumptner, house rules posted in CONSIM-L


Jsis: John Sisson, The General vol 24 no. 3


House: Steen Kastoft Hansen and Christian Strachan (unpublished)





Map Corrections


Mst:�The Manila hex is CLEAR terrain. The Corregidor hex also includes the Bataan peninsula, which is MIXED. Activated units can move from Bataan to Corregidor freely by ground movement.  Place the Corregidor fortress marker on top of forces on Corregidor and place forces on Bataan on top of the fortress marker for clear distinction.  Units cannot attack "across", i.e., they actually have to move to the proper part of the hex to attack, and a subsequent attack still counts as amphibious assault.  An  amphibious assault on either is not possible unless the other is controlled (i.e., the Japanese cannot land troops on Bataan to prevent a retreat there). The Japanese cannot use Manila as a port until Corregidor is free of Allied units.


Mst:�Why this rule? While the resistance level of the US forces on Luzon now corresponds much better to their historical performance, the SW Pac HQ (and with it, Allied control of the Manila port) now survives much longer than it did historically.  That's because the Manila terrain is "mixed".  Historically, of course, the vicinity of Manila was considered indefensible, so the troops retreated to Bataan, while the city was declared open and surrendered to the Japanese in December.  It is arguable whether minor terrain details should figure in a strategic game, but the survival (or not) of an Allied HQ in the first three months of the war does have some strong repercussions on the first year of the war, so this special rule is presented for those who are willing to live with the stacking in the Corregidor hex. As for the port rule - the port entrance to Manila was directly beneath the guns on Corregidor, so the Japanese will have to land on Corregidor to use Manila for strategic transport.


In theory, the important part of the rule is declaring the Manila hex clear - when Manila falls, the Allied troops could just as well retreat into South Luzon and the Bataan part could be omitted. But a crafty Japanese player could prevent that by an auxiliary landing there, whereas the Japanese had no inkling of nor intent to refuse a retreat to Bataan.  So, when giving the Japanese a break in taking Manila, it's only appropriate to give the Allied troops the chance to retreat somewhere to continue as a thorn in the Japanese side for some time.


House:�Kunming (hex 5016) is mistakenly spelled Kumming.


Umnak I. (hex 4855) is mistakenly spelled Umiak I.


Shortland Island (hex 1332) should be a Restricted Water hex, possibly at the expense of New Georgia (hex 1232).


The Japanese used this area as a staging base for the runs to Guadalcanal. Even the Battle Scenario nr. 2, The Battle of the Coral Sea, has a seaplane carrier starting the battle here, which is only poss�ible in a Restricted Water hex.


Hex 5155 should be named Pribilof I.


This is just a whim. Why shouldn’t the Pribilof Islands have their own hex when the Lianski Islands can have it?


Sequence of Play


House:�Add to Air Mission Conclusion Procedure: All alerted units become non-alerted.


Add to Month End Procedure: All deactivated units are set to unactivated status.


The Player who wins the Advantage should decide whether to be the Advantage or Disadvantage Player in a given battle cycle.


The Operations Player must inform the Reaction Player about the size of the operation before the Reac�tion Player Activation Phase.


In the last Phase of the Battle Cycle, the Operation Player must inform the Reaction Player if the Opera�tion Player is deactivating all of his units before the Reaction Player determines what activa�tions/deactivations he is making.


(Q&A) The special rules for Ambush-CV should only be a constraint for the Operation Player? (yes)


Penalty Time


House:�Whenever an operation in a campaign game enters penalty time the day marker is no longer moved after the first cycle (in which combat can still be initiated by the Reaction Player). An alternate marker is used from then on to keep track of the amount of penalty time used. In this way, no player can willingly or unwillingly "steal" real operation time in a month by going into indefinite penalty time with a few units. 


The designer has defended his rules in The General, but we are not convinced that the Reaction Player normally can take advantage of  the Operations Player, if the operation goes into penalty time. The Reaction Player may not have activated troops for such purpose, and may not have the Command Points nor want to risk them on an operation in another theater that might be very brief. It rather seems like the Operations Player may draw out an operation in order to let time pass, so that  the Re�action Player cannot use his points effectively. With our ruling, no waste of time is possible. This rul�ing is especially important in campaign scenarios, where no other theater exists to apply pressure on the Operations Player.


(Q&A) May the Reaction Player buy penalty time? (Yes, if he cannot deactivate within the 5 turns allotted to him.)


Task Force Organization (10L-6)


Jsis:�All CV, CVL, CVE, CVS, AA, APD, ST units, and DD’s with troops are always in the core of the Task Force; never in the screen.


Where a screen is organized for a Task Force, it must contain all of the available DD (without troops) and DE units that are allowed under the Task Force Organization rules.


Ground Unit Movement and Combat


Mst (modified):�Each player can move one division by railroad movement (that is, by continuous movement along roads or clear hexes) inside India, between Rangoon and China, and in Australia south of Cairns during the Strategic Transport Phase.


During battle cycles, ground units can only move once per week. The player can choose in which particular battle cycle to move. Contact phase movement does not count against this limit.


Each unit can only be involved in combat as attacker once per week (counted from the beginning of the operation).


Note: weeks are already kept track of on the Time Display by the Op End markers. Only the first week of an operation is not marked on the track by an explicit marker. We use the inverted Penalty time marker for this purpose.


Note also that the rule does not limit combat in a hex to happen once per week. After a unit has attacked in a hex, a new force of the same side (that has not attacked this week) that enters the hex will still have the choice to attack or deactivate in the next ground combat phase.  The unit that attacked previously will not take part in the attack.


Finally, note that the requirements for movement and combat are independent, i.e., a unit that starts a week in a hex with an enemy, attacks, and remains alone in the hex after combat, can still move in that week (although it cannot initiate combat again before next week even if it should move into another enemy-held hex).  During the first month at least, we've found it advantageous to put markers on them (choose any from any other game), since there's more going on at the same time than in any later month. The increase in the fumble factor is offset by the fact that now you don't move or attack so often. In general though we haven't found using the markers a necessity.


Mst:�The rule on moving units only once per week basically drops ground unit movement during battle cycles to a quarter of the original value. This is a drastic change that we introduced because it became obvious to us that the ahistoric rapidity of ground movement strongly skewed play in the Strategic Scenarios (although our playings of Campaign scenarios have also profited from the change).


Special Forces Raiders


House:�(Clarification) A Special Forces raid does not result in mandatory or optional retreats; only the step loss portion of the combat result is used. A raid is a special kind of attack that is performed independently of any other attack in a hex. All modifiers are used, but the combined step size is considered to be 1-5.


Naval Combat


Jsis:�When a surface action occurs, units in the screen of a Task Force are the first to be committed to naval combat. Only after all units in the screen have been committed to the surface action may core units enter the combat.


Mst:�The following restrictions apply to target selection for naval gunfire:


Only BB's and BC's may fire at BB's at long range.


Only CA's, BB's, and BC's may fire at BB's at medium range, or at  CA's, BC's, CV's, and US CL's at long range.


CA's, BB's, and BC's firing at DD's and APD's at night have their gunnery rating reduced by 1.


Note: There are no such restrictions on torpedo targeting.


Mst:�A complaint that is seen occasionally is that in Pacific War, naval combat is too bloody in general and capital ships in particular die too quickly.  There is little sense of the clashes between escorts that preceded and accompanied virtually every naval engagement in the Pacific, because there is no need - a DD hits a BB at long range just as well as another DD.  These rules reduce lethality and encourage a balanced ship mix in task forces without requiring a separate armor penetration table or similar detail.  (In particular, the -1 modifier to big guns firing at DD's expresses the reason why both sides, and the US in particular, built CL's at all - they used faster-firing guns with shorter range than heavy cruisers, because they were intended as destroyer killers.  Now that is exactly what they are good at in the game.)


M49:�Before conducting each round of naval combat, each player must arrange his naval units according to type. Units must be arranged in the following order: BB, BC, CA, CL, DD, DE, and all others. Within a given type, units may be arranged in any order. The set-up is done in secret and then revealed simulta�neously. If one side has more units than the other, the player with more units may reassign any units in the line (up to the excess number of units) against any targets, but no enemy naval unit can be attacked by three units until all have been attacked by two, and so on.


Each unit must fire at the corresponding unit on the other side. That is, the first unit on one side must fire at the first unit on the other side, the second unit  must fire at the second unit, and so on. If a BB or BC is across from two enemy units, it may attack one at full strength and one at half strength. If a CA is across from two enemy units, one of which is a DD or DE, it may attack one at full strength and one (the DD/DE) at half strength. For example, if the Japanese force consists of 2 CA, 1 CL, and 3 DD, and the Allied force consists of 1 BB, 2 CA, 1 CL, and 1 DD, the opposing lines would look like this:


The Japanese player may reassign any one unit to fire at any Allied target. For example he could reassign one of the CAs to fire at the Allied BB or assign a DD to fire at an Allied CA. In either case, the Japa�nese line would move up to fill the vacant spot.


Torpedoes may be fired at the unit attacked by gunnery combat (i.e. the enemy unit immediately across from the firing unit) or at the unit on either side of that unit (that is, diagonally). An attack against a “diagonal” unit is halved (and may be further reduced because of target defense strength). Unlike gun�nery combat, as many units as possible may fire torpedoes at a given unit, within the restrictions above).


When bombarding fortifications, these rules are not used unless there are naval units friendly to the for�tification in the hex, in which case the fortification is deployed exactly like a naval unit (if “within range”, see additional fortification rules below).


To simulate the confused nature of night combat, both players may arrange their units in any order (or generate a random order), but the first unit on one side must still attack the first unit on the other, and so on.


M49:�These changes fix what I consider the most glaring problem in the game. Too often in naval combat everybody gangs up on the big ships. The first time I played the Naval battle of Guadalcanal scenario, battleships were sinking like stones. Each side would concentrate all its fire against one BB per round. With these changes, other units become more important. Combat resolution is still abstracted, but the results tend to be a little more realistic.


Naval Unit Defense Modifiers


M49:�Attack strength of naval units (not air units) is modified when attacking a BB, BC, CA, or CL naval unit, depending on the defense strength of that unit. Using the following table, look up the defense strength of the naval unit and add the Attack Modifier listed for naval attacks against that unit.:


Note: The 10 CA and CL units that can be totally repaired use the “BB, BC” column when determining defense modification.


M49:�This rule is similar to the rule on fighter quality. It was too easy to sink big battleships with CAs and CLs, especially at close range. This rule lowers naval damage, but, as above, the results are more re�alistic. This change does not apply to attacks by air units, mainly because air attack is somewhat short�changed as it is, and doesn’t need any further handicap.


Fortifications:


M49:�Naval Combat  does not automatically occur if detected Japanese naval units are present in a hex con�taining only an Allied fortification unit. The Japanese player can merely state that he doesn’t want to engage the fortification, and no naval combat takes place. However, he can not then bombard with those naval units, or use them to land Japanese units by amphibious assault. If he does agree to naval combat, the Japanese player has total control over which of his units engage the fortification. He does not have to deploy four units in the naval phases. However, any units withheld may not bombard or disembark troops.


If there are Allied naval units in the hex normal rules apply, but the Japanese player can state that he is out of range of the fortification, which therefore can’t be used to resolve naval combat. Again, the Japa�nese naval units can’t then bombard or disembark troops in the hex.


As stated above, in order to bombard or disembark troops a Japanese naval unit must engage the fortifi�cation in three rounds of naval combat without withdrawing, and must finish at close range. If the Japa�nese player moves into a hex containing an enemy fortification in the disadvantage movement phase, he can not then land troops in the immediately following advantage movement phase (assuming he gets the advantage). He must engage the fortification in at least one Naval Combat phase first.


M49:�This adds a little realism to the rules on fortifications. As it stands now, a fortification unit can “move” during naval combat. This change shows the true role of the fortification — to protect against amphibious landings. Notice that the Japanese player must now engage the guns before making an amphibious landing. Currently he can use the asymmetrical sequence of play to sneak his landing force past the guns.


Mst:�The Singapore fortress is rated as having 10 steps instead of 3 and is rated 2-4-10 for gunnery.


Mst:�The Singapore fortress got an extra upgrade because its installations (10 battleship-caliber guns, 40 8" guns, and still more smaller ones) warranted it.  The IJN treated Singapore with respect historically - when playing PW with the original 3-step fortress, a couple of CA units plus destroyers were often able to take out the fortress even with Force Z still in port within a single naval combat.  Mark Herman's justification for this was that the land-based guns were at a disadvantage when fighting ships - but all my reading indicates that while land-based artillery made for nonmoving targets, it also made for far more stable gun platforms with better rangefinding equipment - and you had to take every emplacement out by itself instead of all turrets going silent when the ship was damaged enough.


Naval Units


(Q&A) Naval units of the same class consisting of 2 ships which have been reduced to 1 ship each may be merged to a single unit with 2 ships.


Submarines


House:�Submarines can make only one attack against a Task Force in a single Battle Cycle, be it in the Advan�tage Movement Phase or the Disadvantage Movement Phase.


Against deactivated naval units only one attack is allowed per month.


Submarines can only gain information about a Task Force (for example, if it is a dummy) if they get an actual attack.


In our opinion submarines are much too strong. Mark Herman has defended his design in The Gen�eral, but we are not convinced. With these rules, submarines have the same strike power, but are no longer able to strike twice at the same force, unless the force stays put. Also, it is now possible to add some protection to a force by including DDs. Finally, the possibility for a submarine unit to entirely clear out an anchorage is removed (Normally anti-submarine nets would protect the ships even at an anchorage).


Mst:�ASW-capable escorts (i.e., ASW-capable units in the screen of a TF and any ASW-capable CVE's) can screen against submarine attacks.


After the submarine player has rolled to determine the number of actual attacks and assigned a target to each eligible attack, the owning player can use each escort unit described above to screen against one attack. Not more than one unit can screen against one attack (but if multiple escorts are present, each can screen against a separate attack).


The success of the screening is checked by rolling against the unit's ASW rating).  A 'hit' result means that attack does not take place, but no damage marker is placed on the submarine.  ASW combat is performed normally after all submarine attacks have been executed (or averted).


Mst:�Previously, apart from the ASW sweep rule, which represents the US intelligence advantage as much as anything else, ASW capability in the game is absolutely passive.  This has led to players successfully sailing around the seas in task forces that contained only carriers, because it is often possible to keep out of the range of submarines, and Destroyers are not used for escort duties, merely for naval combat, and the points thus saved are used for other purposes.  I was appalled when I saw this done the first time, but I have to admit it works in the game although it would have been anathema for any WW2 admiral.  The altered ASW rule gives escorts real protective capacity and encourages players to carry around at least one DD per carrier in a TF without drastically reducing the submarine's chances.


House:�Submarines cannot search (except for the Japanese STO unit which can search with its spotting plane).


(Q&A) Has damage any other effect on submarines other than that the number of attacks is reduced? (no)


(Q&A) Can submarines block Command Links? (no)


(Q&A) (41L-4) During the Month End Procedure all submarines still at sea are returned to the closest friendly port. Do they also return to interdicted ports? (no)


(Q&A) Can submarines participate in naval combat (no)


Damage and ASW Strength


Mst:�The ASW value of a DD or DE unit does not decrease with every hit.  Rather, it decreases by 1 when the unit has suffered 3 hits, and again when the unit has suffered 5.


Mst:�The damage rule for ASW is based on the fact that ASW combat is not really formation work, so 5 DD's will be nearly as effective at it as 6.


Port and Airfield Control


House:�Whenever defending ground units holding an airfield or port receive a Mandated Retreat result, they lose the airfield or port as if they had retreated even if they do not actually retreat. They only lose one installation per combat. If there is an airfield and a port, the attacker chooses which one he wins.


This allows airports and ports to change hands without the controlling side being totally wiped out.


Retreat


House:�When retreating, the defender may retreat in any direction where there is not an enemy entry hexside. Each side has an automatic entry hexside towards a hex which is occupied by troops of that side (Note that entry hexsides of both sides can coexist in this case). The attacker can only retreat into hexes which his own entry hexsides point to and any hexes adjacent to those hexes.


This ruling prevents retreating “to the front”, and it consolidates the idea of a “front line” in that the attacker can only retreat back to those three hexes that are on his “side” of the “front line”.


Pursuit


House:�If a victorious unit deactivates, it loses ½ the strength points called for by the combat result, otherwise it must suffer the full combat result. If it chooses to pursuit, it also suffers the full combat result, and it must make a morale check. In situations where the retreating unit side is eliminated for one reason or another, the victorious unit remains active.


If the victorious player chooses to pursuit, it is not necessary to pursue with all victorious units.


This change helps the interaction of the game. Good troops can keep the attack going through pursuit, while mediocre troops are generally limited to one hex per activation. As the rules stand now, there is almost no reason to attempt pursuit. A victorious ground unit can be deactivated only by a failed pur�suit attempt. On the other hand, if there is no pursuit attempt, the unit is guaranteed that it will remain active, and suffers ½ losses. Add to this the fact that the retreating unit is deactivated, so it isn't going anywhere, and there is no reason to pursue. This rule ensures that a unit only suffers ½ losses when deactivating, and pursuit remains an option to pin the opponent or for keeping an offensive going no matter who gets the initiative for the next battle cycle.


Ground Unit Losses


M49:�The ground unit used to determine the attack column takes the first three losses. Remaining losses are then taken from all the units involved in the combat (determined by the owning player). No unit can take two of these remaining losses until all units have taken one, no unit can receive three until all units have received two, and so on. The ground unit used for the combat must be the first unit selected to accept the next increment of losses. Note that if the attacking ground unit would be destroyed if it took two losses, then losses are handled as described in the rules.


For example, a 6-3, 7-4, and a 4-10 defend in combat. The 7-4 is used for the combat. 7 steps must be lost. The 7-4 loses 3 steps, then the 6-3 loses one step, the 4-10 loses 1 step, the 7-4 loses its last step, and the player must remove a step from either the 6-3 or the 4-10.


M49:�As the rules stand now, all combat losses usually come out of a single unit. This allows some units to get through the war without suffering a loss. This rule distributes losses more realistically.


Ground Unit Withdrawal


House:�Both players can withdraw during the Ground Combat Phase if there is no ground combat. The cost is the same as stated in the rules, and the units are still deactivated.


We have changed the phase when forces can perform Ground Unit Withdrawal because as the rule stands, only the Reaction Player can take advantage of it because the Action Player has to fight or deactivate during the Ground Combat Phase. Now both players also have the option to withdraw. The proviso that this option can only be exercised when there is no ground combat is to ensure that combat cannot be evaded.


Amphibious Operations


M49:�In an amphibious assault, the defending player must first choose whether to defend at the beaches, de�fend in-land, or defend in-depth. If he defends on the beaches, the normal rules apply. If he defends in-land, the attacker’s efficiency is not halved, but defending units subtract 2 from TQ checks required by naval (not air) bombardment. If he defends in-depth, he must designate which units are defending the beaches and which are defending in-land. The first round of combat involves only the attacking units and the units defending the beaches. Subsequent attacks then involve all units. Defending units may not de�fend in-land on atoll island hexes.


M49:�All right, so I stole this idea from East Wind Rain — I know a good idea when I steal it. This change allows the Japanese some flexibility in defending against the island-hopping campaign. As at Okinawa, the Japanese can now let the Marines land unopposed and avoid the massive naval bombardment.


House:�A player is not forced to attack when landing troops in a hex that is occupied by both sides.


It is assumed that each side has access to some beaches in the hex. Without this rule, Japanese rein�forcement of Guadalcanal would be impossible without making a an amphibious assault against the American forces.


(Q&A) Is the free OSB per operation given for any type of amphibious landing or only amphibious as�sault i.e. opposed? (Any type of amphibious landing)


(Q&A) Is landing troops in an empty hex that was last occupied by the enemy allowed for the Reaction Player during Battle Cycles 2-5 after the Operation Player has deactivated his last unit? (No, this is con�sidered 'initiating combat' for the purpose of the rule on p.39L0. Otherwise, a combat resolution in�volving a die roll is necessary to initiate combat)


Phased In Improved and Augmented Flak (Anti-Air) (27L-1)


Jsis:�Improved Flak is gradually phased in for the Allies while the Japanese have their Unimproved Flak die rolls augmented. On the dates listed on the Flak die roll modifiers table the listed modifiers are added to the Allied Improved Flak die rolls and subtracted from the Japanese Unimproved Flak die rolls. If the Unmodified Allied Flak die rolls is equal to or less than the Modified Flak strength the modified die roll cannot reduce the losses inflicted below one hit. Japanese modified die rolls cannot be reduced below zero.


Flak Die Roll Modifiers Table


Allied Improved Flak


Japanese Unimproved Flak





Jsis:�The intent of the modifiers is to decrease the effectiveness of Allied Improved Flak until it has been deployed throughout the fleet whereas the Japanese Unimproved Flak increases in effectiveness due to the significant deployment of additional conventional Flak to Japanese naval units through periodic refits.


Air Attack Strength Modifications


M49:�Air units may combine their air strengths when attacking a single target. For example, if two 3-step Japanese 1E-CV-L1 attack a US ship, they may combine their attack strengths and make 1 attack at 6 instead of two attacks at 3.


Air units subtract 2 from the die roll when attacking naval units with a printed AA strength of 0.


M49:�Air power in Pacific War is somewhat “sawed-off”. Airplanes are not effective enough. It is currently too easy to sail ships around in the presence of hostile air power. These changes upgrade air attack strength somewhat. Combining attack strength allows lots of smaller air units to have a chance of scoring a hit. The modifier for attacking units with a 0 AA strength applies almost exclusively to at�tacks on amphibious transports, which should be vulnerable targets anyway.


Mst:�Air strikes against ports and fortresses (27L-4). Air attacks on ports and fortresses are not made on the AIR VS INSTALLATION line of the Air/Naval Combat Results Table, but on the AIR VS GROUND UNIT line. For the purpose of these attacks, a 'T' result is interpreted as '1', '1' as '2', '2' as '3'.  Attacks on air bases and OSB's ("soft installations") use the AIR VS INSTALLATION line. During the first operation of the Strategic Scenario, the AIR VS INSTALLATION line is also used against the Allied port which is the target of Special Rule 6. (the "Pearl Harbor" attack) to simulate the special surprise conditions.


Mst:�This rule was introduced because it proved too easy to interdict headquarters with airpower alone.. Singapore was previously routinely interdicted entirely by airpower in our games (2 attacks by three 2E planes are usually sufficient). The same will be done to Japanese ports in the second half of the Strategic scenario, again far too easily.  Why spend effort on the Japanese merchant marine when you can simply interdict any port that contains a Japanese HQ with B-24 attacks in a few turns?


With the change, it's still quite possible to take a port out by air, but it requires some effort.  Note that historically, the Japanese bombarded Rangoon throughout December, and the port was a shambles, but reinforcements were still arriving by "strategic transport" - the same goes for Singapore in late January (actually, the British fed reinforcements in virtually up to its fall - so obviously the Japanese were not able to interdict the port).


Mst:�Any 4E air unit attacking a ground unit uses its NAVAL rating instead of its ground rating.


Mst:�What is the best ground attack aircraft and ground support aircraft in the game?  The B-17! Great for flushing enemy battalions out of the jungle or breaking divisions in New Guinea.  Have you ever played the Guadalcanal Campaign scenario and wondered why the US did not historically simply blast Guadalcanal for months with B-17s before wiping the broken Japanese remains off the island?  Because this was not what 4E bombers could be used for - they were used for searching and bombarding infrastructure.


With this rule change, 2E and 1E units will be preferred for ground support, just as in reality.  (Note that previously there was little reason for the Allies to build 2E units - now there suddenly is a place for tactical airpower.)


Fighter Patrol and CAP


House:�(Q&A) Is it possible to fly Fighter Patrol over enemy-occupied hexes? (No, missions over enemy terri�tory must be flown as Air Superiority missions)


(Q&A) How are Fighter Patrol and normal CAP to be coordinated? (Fighter Patrol is regarded as automatic CAP and is used together with normal CAP)


(Q&A) Can Fighter Patrols be intercepted en route (Yes)


(Q&A) If a player is flying Fighter Patrol over his forces in a hex, can the other player use flak against the Fighter Patrol if he also has units in the hex? (no)


(Q&A) Is it correct that CAP is only flown in the target hex and that Interception is flown in all interme�diate hexes? (yes)


CAP


M49:�If the defending player has so much CAP that he reaches the end of the CRT, he may make a second CAP attack with the excess.


M49:�Currently, this excess capacity is wasted. This change is especially important when the US player fi�nally faces those waves of Kamikazes.


House:�CAP or alerted aircraft can land on an alternate airbase when their carrier has been sunk if that airbase is in the same task force.


Air Units


Mst:�The range of 4E air units does not increase from 20 to 26 hexes in June 1942 (as specified by Special Rule 7 of the Strategic Scenario). Instead, it increases by 2 hexes to 22 and by 2 hexes every June thereafter (i.e., it reaches the maximum of 26 hexes in June 1944).


Mst:�As for the bomber ranges, Mark Herman states that such long-range missions were flown and the reduced bomb loads are already incorporated in the rating.  True, but even B-24s with the reduced bomb load flew 2600 mile round trip missions only rarely, and only from 1944 onwards (when the required fuel-saving flight procedures had been learnt, partly developed by British Liberator crews in India).  Source: Alwyn Lloyd's "Liberator."





House:�(Q&A) Can activated and non-activated air units be combined? (Yes, in this way activated air units may pick up unactivated replacements)


At first it seems like a major change, but it only strengthens air power a little by removing the need for spending points on moving very small air units around, and then waiting for them to be merged. This rule gives those small units a function in the game. The official rules are actually silent on this point.


China


House:�Japanese units in China may be activated by other headquarters than the China Headquarters if the only hexes they are going to enter are outside China (Only units in port hexes or border hexes like Hanoi can take advantage of this).


This rule enables the Japanese player to move troops out of China from border areas without paying the triple cost.


One Chinese unit in China (NC or CC) can be activated per turn at half cost to the Allied player, but this unit can only attack at odds of 4-1 or better, otherwise it will deactivate. This single unit does not need to be linked in order to be activated, but the cost is drawn from the same headquarters unit that normally links most of the Chinese units.


Nationalist units cannot be isolated if they can be linked to a city within 12 MP. This city does not in turn need to be linked to a headquarters unit. For activation purposes, the normal rules apply, except for the single unit mentioned above.


Communist units are never isolated, but can only be activated as the single unit available to the Allied Player at half cost.


The single Nationalist Chinese air unit is for command link purposes treated as a U.S. unit.


The China rules allow the Japanese to make a vigorous attack and knock China out of the war, only hampered by the steep triple activation cost. However, as the Chinese units are also very expensive to move, and very ineffective at that, the Japanese still has a tremendous advantage. The rule about the Chinese unit at half cost is designed to give the Chinese a limited defensive capability, just enough to prevent the Japanese from running wild in China. At the same time, the Communist units are prevented from being activated for offensive purposes, emphasizing the “Sitzkrieg” situation of the China thea�ter.


We also added some rules to give the Chinese units more staying power. Before these rules, there were some areas in China, where Chinese units simply could not be linked, even with Air Transport in place. As most Chinese units were starving anyway, even when in supply, the difference would not be too great, so we made the Chinese more difficult to isolate.


Dummy forces and task forces


House:�It is not necessary to remove a force when it is empty, as long as the opponent has no air units based within two hexes of the force, or ground units in the same hex.


(Q&A) Does the detection of dummy Task Force give the Reaction player opportunity to end the Op�eration Player Contact Phase? (no)


Detection


House:�After Naval combat, all units that have fought should be considered detected.


(Q&A) Are bombarding Naval units considered detected? (Yes)


Searches


House:�Searches for forces during the contact phases can only be conducted once per day.


In order to reduce the number of searches during the game, the players should at all times give “blue” information to the opposing player on all forces within 3 hexes of an enemy air base, regardless of whether the air base is occupied by air units or not.


When opposing air units are based within two hexes of each other, the opposing player should always be informed about air movement to and from the friendly base. For purpose of determining Command Links, the opposing player must be informed of the presence of friendly 1E air units within two hexes of enemy occupied hexes.


The best possible search result depends on the searching unit: searching ground units provide full info, whereas searching air units only provide strength and type (for ground units) and full info for other units.


Barges/PT-boats


House:�PT-boats can be placed within one hex of  an American-occupied hex.


(Q&A) American PT-boats can only be placed in American-occupied hexes. This does not make sense if  Japanese barges cannot be placed in such hexes. Can it really be true that barges can transfer troops to American occupied hexes? (Yes, but only if  Japanese troops are already present. Barges cannot be used for amphibious assault.)


Construction


Mst:�Airfield construction cannot be aborted by breaking the constructing engineer unit.  Airfield construction is aborted by gaining the requisite five hits on the airfield under construction, UNLESS the constructing player pays another 2 (Japanese player) or 4 (Allied player) command points immediately.  If the CP's are paid, the damage markers are removed.


Mst:�So, how many airfields do your Japanese construct in the game?  It is extremely easy to break the Japanese engineers (and even the Allies have trouble till 1943 to just improve an airfield if the Japanese don't want it). Historically, airfields, once built, were virtually indestructible, and the game shows this. However, while being constructed, the same was true - bulldozed terrain largely stayed that way even under attack, and as late as 1943, determined Allied air attacks to prevent construction of the airfield at Munda were a failure. All that was needed was sufficient determination of the constructing player to keep shipping in troops and equipment if his preparations were discovered - which is represented by the CP payments.  The CP payments for the US are higher because the Japanese airfields were built on a shoestring anyway (that's why they took so long).


House:�(Q&A) Is it necessary to the inform the opponent if an installation is constructed? (No, only when a blue search result is achieved against the hex)


Airfield Repair


M49:�No more than 3 hits on an airfield can be repaired in a single airfield repair phase. If an engineer unit is present in the hex, 5 hits can be repaired.


Currently it’s impossible for the advantage player to disable an airbase, as the sequence of play allows the other player to remove all hits. With this change, there is a limit to how much damage can be re�paired.


Repair


House:�The Command Point Cost to repair a port is equal to the number of hits repaired.


It is possible to partially repair Co-Prosperity Sphere hexes by paying only a part of the price.


15 Command Points seemed to us a steep price to pay for repairing a few hits and would have encouraged players to postpone repair until more damage was taken.


The partial repair rule was prompted by the fact that paying 90 points in order to repair a Co-Prosperity Sphere hex of 45 points is simply too much for one month. In reality the Japanese never fully repaired the oil fields of Sumatra.


Weather effects


House:�Monsoon effects: Command links cannot pass through a Mountain or Mixed hex, except when traced along a Transport Route.


The effect of Monsoon on Command Links is not spelled out in the rules. This house ruling takes a middle approach rather than full or no effect of Monsoon on Mountain or Mixed terrain.


Kamikazes


House:�(Change) A Kamikaze cannot expend its entire range to reach a target unit. In this respect they are treated like any other air unit.


Kamikazes were accompanied by experienced, non-kamikaze pilots to guide them, and they often had to return because they failed to contact the enemy.


Headquarters


House:�(Clarification) A Headquarters unit can be placed in any non-interdicted port linked to an Ultimate Supply Source.


How to Affect the Strategic Initiative Level (37L-4)


House:�(Change) Spaces on the Strategic Initiative Track that are lost to the Japanese player because the Allies have occupied a Japanese airfield or port are regained if the Japanese reoccupy the airfield or port. Note that while the Allies move the Initiative marker in their favor every time they occupy a Japanese airfield or port, the Japanese only moves the marker if they reoccupy an installation that has been in Japanese possession earlier in the game.


This ruling has been made to prevent the Allies from rushing airfields and ports with no hope of keeping them only in order to gain the Strategic Initiative.


(Addition) When the Japanese occupy a hex in mainland America (Alaska), the Strategic Initiative is moved one space to the right. When they no longer occupy a hex in mainland America, the marker is moved one space to the right.


Historically the Americans were extremely sensitive about the Japanese occupation of a couple of Aleutian islands and they spent a lot of resources to throw the Japanese back out - especially in the light of the meager strategic value of the piece of ground in question. Without a ruling such as this one, the Allied player could safely ignore an invasion of Alaska.


Strategic Scenario.


House:�(Change) The Allied player cannot place American planes outside Luzon. They must placed so that they do not exceed the launch capacity of the airfields.


We believe that the American planes should be placed within reach of the Japanese bombers. Historically most were destroyed within a few days. As the rules stand, the planes could be placed out of reach on Davao, or even Johnston Island! With these changes, the planes will be spaced all over Luzon, and not just bunched together on one small airfield in the farthest corner of Luzon.


(Change) US Reinforcements must be placed with a US HQ or ANZAC HQ.


Otherwise US reinforcements could appear in India or with the other non-US HQs.
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