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[100.0] INTRODUCTION.
[100.1] The objects of these revised rules are to:

(a) implement a game system which moves away from the “Napoleon at Sea” concept used in the original and incorporates concepts more suited to modern naval combat, while keeping to one map and a simple enough system to play in a sitting, without having log sheets and off map displays and the like;

(b) introduce a new sequence of play which while it in essence maintains the simple sequential nature of the original also includes some integration;

(c) in general terms, replace the ZOC with detection zones and simple rules to implement them using the existing “ECM” values, with minimal die rolling;

(d) replace the “retreat” combat result for ships and subs with a “hit” result, and an “effect of hit” roll, but keeps the same CRT;

(e) introduce simple rules for air unit readiness and damage recovery;

(f) avoid the need for separate record keeping, TF displays, damage and ammunition logs and any other “off map” tracking other than the CV air unit boxes on the original game map, along with multi-hex ranged  SSMs, because the Victory Fleet series already includes that level of detail for those who desire it;

(g) utilise the existing game components, in particular the counters, without requiring new or double sided counters;

(h) allow for some new scenarios to be designed using either existing components or DTP counters, either together with new DTP maps or using maps at the same general scale from other games.

[100.2] Any ambiguities or loopholes in these rules should be resolved by applying the objects set out above.

[100.3] This DTP kit is an enhancement for the original game, not a new game. You will need to own a copy of SPI’s Sixth Fleet to use it.

[101.0] CHANGES TO EXISTING RULES

[101.1] The existing rules book should be applied with the following revisions, which follow the existing numbering:

[1.0] No change.

[2.0] Delete first paragraph after the words “friendly units” in eighth line. 

[3.0] No change, except add design note [3.26]: AEW and EW aircraft, and ship based (including CV and CH based) ASW helicopter units are not included as separate units in the game. It is reasonable to infer they are however represented in the ECM and combat values of the ships and air units, and in particular the ASW helos are reflected in ASW combat strengths. Particular examples are the high ECM F14s which benefit from the activities of E2 Hawkeye AEW aircraft, the A6’s which benefit from the presence of EA6B Prowler aircraft supporting their strikes, and the ASW strengths of the US, Soviet, French and Italian CVs and CHs which represent their helo complements. The Italian DE unit #19 is a good example. It is a “6 ship” unit with ASW strength of 36, equivalent to a US or Soviet CV. It is listed in the ship manifest as being made up of Alpino class Destroyer Escorts. This counter (probably) represents the two Alpino class frigates completed in 1968, and either 2 Lupo (improved Alpino) class vessels completed in 1977 and 78, and 2 of the Bergamini class ships completed earlier in the 1960s, or 4 Bergaminis.  Each carried at least one ASW helo (the Alpinos had hanger capacity for two) in addition to ASW mortars and torpedos. Some also carried Sea Sparrow SAMs, hence the AAW rating of 10.
[4.0] Change the second, third and fourth sentences in 4.1 to read  “Each Game turn consists of series of phases. The scenario rules will designate one player as player ‘A’ and the other as ‘B’. These phases regulate the sequence of movement and combat. There is no separate detection phase, detection attempts are made during the movement phases.

[4.01] Wherever the rules call for a value to be halved round fractions down to the nearest number (including zero.) Wherever the rules require a differential column to be selected, and the differential does not coincide with the columns, select the column to the left, ie the column less than or equal to the actual differential. Wherever a differential exceeds the maximum column, use the maximum column. Wherever a differential is less than the minimum column, the action fails.
[4.1] Replace with:

1. Player A ship and sub movement phase.

2. Player B ship and sub movement phase

3. Player B air movement phase

4. Player A air movement phase

5. Combat phase

6. Air unit rebasing and readiness determination phase.

7. Night game turns only: remove all surface ship detection markers.

[5.0] Delete last sentence (starts at eighth line) (and delete rule 9.63).

[5.1] No change

[5.2]  [5.21] – [5.23] no change. Delete [5.24], [5.25] and [5.26]. Substitute new [5.24] and [5.25]:

“[5.24] Units may not move off the map, except damaged ships or subs (and any air units on a damaged CV), which may retreat off their retreat edge, and units which are entitled to exit the map to fulfil victory conditions. Retreat edges and victory conditions are set out in the scenario instructions. 

[5.25] Air and sub units may move through hexes containing enemy units but not end their move in the same hex. Surface ships may move through hexes containing enemy subs or aircraft, but may not end their move in the same hex.”  
[6.0] Delete, and delete all sub cases. Replace with:

[6.0] DETECTION

Design Note: In the later 1970s, the availability of satellite imagery (downloaded by the US as opposed to retrieved), AWACS and AEW aircraft, strategic reconnaissance overflights (by highflying SR71s, MiG 25s and the like, as well passive detection by TU95s and other patrol aircraft), passive intelligence gathering by small trawlers, cryptography and humint, and in places sensor systems such as SOSUS are considered to have the effect that sufficient general information is available so that all ships and subs are visible on map at all times, and either player can inspect the other’s stacks. That general level of information is not however sufficient to enable attacks without further detection and targeting measures.  Air strikes can be sent out to attack any surface or sub unit, but the Strike Contact Table determines if they contact the target. Surface and sub units can only attack other surface or subs if they have been detected.

GENERAL RULE:

Enemy surface and sub units cannot be attacked by friendly surface and sub units unless they are “detected”. There is no separate detection phase. Detection is determined during the movement phase whenever an enemy surface or sub unit is in a moving surface, sub or air unit’s detection zone.  Air units and bases are detected at all times. Air units do not need to detect surface or sub units to attack them, however, if the target unit is detected that gives a modifier on the Strike Contact Table.  It is therefore advisable to attempt detection, even when the only attack will be made by air units, and also because detection ‘sticks’ and units with less ECM value can take advantage of the targeting information provided by the detecting unit.

[6.1] DETECTION ZONE

The six hexes surrounding a unit, and the hex it occupies, are that unit’s detection zone.

[6.2] ATTEMPTING DETECTION

There is no separate detection phase. Detection attempts take place at any time during any movement phase, whenever a unit moves so that either it places a (stationary) enemy non- phasing  unit in its (the moving phasing unit’s) detection zone, or a moving enemy unit  enters  its detection zone , in which case player B or A can attempt detection notwithstanding it is player A or B’s movement phase, respectively. Obviously both players will want to attempt detection if they can. Detection attempts against surface and sub units or stacks are performed separately, and they have separate detection status.  

Air units in a hex perform detection attempts separately to surface units, which perform them separately to sub units. Surface and sub units in the same hex must be detected separately. Therefore, a NATO stack consisting of Air units on cap, two surface units (CV and escort) and a sub, performing detection on a Soviet stack consisting of a sub and a surface unit, may need to make six die rolls. Hint: to reduce “ wristage” , make attempts with your best ECM rated units first. In the above example the NATO CV and escort may well auto detect the surface unit (no roll) and detect the sub on the first attempt, limiting die rolls to one.

[6.21] A unit may attempt to detect enemy surface or sub units that are in its detection zone, as long as it has a positive combat strength (greater than zero) in respect of the target unit. Examples: (1) Soviet CA 29 Kutusov has zero ASW strength. It cannot detect submarine units. (2) NATO player has an F14 with zero ASW strength flying escort for two A7 units, also with zero ASW strength, who fly past a Soviet SSN unit on their way to a target hex. They do not have the ability to detect the SSN. (3) A US P3 unit flying out of Sigonella flies past a Soviet SS unit on its way to seek out an SSN target. It successfully detects the SS unit. It flies on to the SSN, but fails to detect it. The NATO player decides not to tempt fate on the Strike Contact Table against an undetected SSN target, and instead flies back to the SS where the prospects of a successful strike contact are much better. (4) In example 3, the P3 could have stayed with the SSN target, and some Italian DE units which were adjacent to the Soviet SS but had failed to detect it could have taken advantage of the detection by the P3 and attacked it.

[6.22] Each unit or stack of units may only attempt detection of any particular enemy unit or stack once per movement phase. That does not mean that multiple attempts might not be made against one enemy unit, or several attempts might not be made by the same unit against different enemy units. Hint: to reduce “ wristage” move your highest ECM units first . Players may want to move a stack 1 by 1 to have more attempts, even if the stack reforms at the end of the moves. In order to discourage that sort of behaviour, you  may want to introduce a rule that a stack that stays together right through the movement phase benefits from a plus 1 to the defence strength of each unit in the ensuing combat phase, for units with a defence strength of 6 or less. 

[6.23] Units in a stack always use the highest ECM value of any unit when attempting detection, meaning the highest ECM of a unit in the stack which is able to attempt to detect the target unit, and the target units use the highest ECM in their stack. If there are other units with a relevant attack strength in the “detecting” stack, and positive ECM, add 1 point to the best ECM for each such unit, to a maximum of 2.  Example: In example (1) above if a Soviet DE with a positive ASW strength and an ECM of 1 was stacked with the Kutosov, the stack could attempt detection of subs but would use the DE’s ECM of 1 as opposed to the Kutosov’s ECM of 2. Example (5): A US CV with ECM 6 is escorted by a CG and a DD with ECM of 4. A Soviet SSN with an ECM of 5 compares it to the CV’s ECM of 6 when attempting detection. If however the SSN successfully detects the NATO stack, any and all adjacent units can take advantage of that and attack the NATO stack during the combat phase. This is why the air units move after the sub and surface units. If the NATO stack seeks to detect the SSN then its ECM is the best (6 for the CV) plus 1 each for the escorts (ie, 8). 8 less 5 puts the attempt in the plus 3 column instead of the plus 1 column, a significant advantage.

[6.24] Units with zero ECM can attempt detection if they have a positive relevant combat strength, but do not add 1 to the highest ECM in their stack where a stack attempt is made.

[6.3] PROCEDURE

1. Ascertain the ECM value of the target unit/stack, and the detecting unit/stack. If applicable, add 1or 2 to the ECM rating used for a detecting stack [6.23].

2. Subtract the target ECM from the detecting ECM. The difference is expressed as a differential somewhere in the range between minus 6 and plus 6.

3. Find the line on the vertical axis of the table that corresponds to the nationality and ship type of the target.

4. Go along that line to the differential column calculated in step 2.

5. The number indicates the minimum D6 roll at which detection succeeds..

6. Roll the die. Add 2 if the target is in a restricted water or coastal hex.

7. If detection is successful, place a ‘detected’ marker on the target. There are some suitable markers included on the DTP countersheet for the Denmark Strait scenario.

[6.4] AUTOMATIC DETECTION

[6.41] Some results on the detection table are automatic, (D = detected). Required rolls of 7 or 8 can be treated as an automatic failure in open water, but in restricted or coastal water there is still a chance of detection. Similarly a required roll of 1 or 2 can be treated as automatic detection where the target is in a restricted or coastal water hex.

[6.42]Any unit which attacks is detected after the attack is made, whether or not it is in a detection zone after the attack. Note this means if an undetected unit decides to exercise its first strike option (see combat rules) it can be attacked subsequently in the combat.

[6.43] Base hexes do not have a detection zone in the same way units do. However, any enemy surface unit adjacent to a base hex is automatically detected.

[6.5] EFFECTS OF DETECTION

[6.51] Detected surface and sub units can be attacked by surface and sub units. Undetected units cannot be attacked by surface and sub units.

[6.52]Air units attacking detected units receive an advantageous modifier on the Strike Contact Table. 

[6.53] Units that move out of and away from a detected stack remain detected.

[6.6] REMOVAL OF DETECTION

[ 6.61] Once a unit is detected, it remains detected until the appropriate detection removal time.

[6.62]For surface units, the appropriate removal time is phase 7 at the end of the night game turns. This means a unit detected in the AM remains detected in the PM and night turns and can be attacked in the PM and night turns. 

[6.63] For submarine units, the removal time is the beginning of that player’s surface and sub movement phase of every game turn.

[6.64] Units which are in the detection zone of a unit which has the capability to detect them at the times referred to above do not have their detection removed. No actual detection attempt takes place, the effect is automatic. This means for example that Soviet SSNs which moved to attack NATO surface or sub units last turn, became detected, and where the NATO units did not back off in their movement phase and survived the ensuing combat phase, remain detected for as long as the NATO player continues tracking them with surface ships or subs. NATO air units will however have returned to base in phase 6 and can’t achieve the same effect.   NATO subs can similarly be tracked because Soviet surface and sub units move before they do.

[6.65] Surface units adjacent to enemy bases at removal time do not have their detection removed.

[7.0] Delete paragraph 7.22.

[8.0] COMBAT
“PROCEDURE” – delete the last 9 lines. Replace with:  “defending surface and sub units immediately roll on the damage table to see if they take damage. Defending air units immediately undergo the damage/abort procedure set out below.”
“EXAMPLE” – Delete the word retreat from the last line, and replace with the words “undergo the damage procedure”. 

Cases [8-1 – 8.13]  no change.

Add case [8.14] Air units and bases do not need to be detected to be attacked. Ship and sub units can only attack other ship and sub units if the targets are detected. Air units can attack ships and subs that are undetected, but their chance of achieving strike contact is reduced.

Add case [8.15] Air units performing an air strike need to roll successfully on the Strike Contact Table before they can attack. Each stack of attacking air units (i.e. units actually attempting to attack, not escorts or other air units in the hex not involved in this attack) attempts contact as a group.

PROCEDURE: 

1. Calculate the distance in hexes from the striking units’ hex of origin to the target hex. Do not count the hex of origin. If there was more than one origin use the shortest number (more search time).

2. Add up the number of units in the stack.

3. The first number is the vertical axis on the table. The second number is the horizontal axis.  The result on the table is a number. 

4. Roll 1 D6.

5. If the best ECM of the defending units exceeds the best ECM of the attacking units subtract one from the roll.

6. Add 2 to the D6 roll  if the target has been detected. 

7. Add 2 to the D6  roll if the target is in a coastal hex.

8. Add 2 to the D6 roll  if in a restricted hex (7 & 8 are not cumulative).

9. Subtract 2 if it is a night game turn. 

10. Compare modified roll to required minimum number, equal or greater modified roll indicates successful contact.

[8.2] Delete the case, sub cases, and examples. There are no zocs and no mandatory attacks. Replace with a new rule case [8.2] as follows.

[8.2] SEMI -SIMULTANEOUS COMBAT RESOLUTION
GENERAL RULE: There is only one combat phase, and all combat between detected surface and sub units and air units, and bases, is conducted in “Semi- simultaneous” impulses. Play alternates from player to player as they conduct combat with their units.

IMPULSE PROCEDURE:

Player B has the first impulse (because Player A had the advantage of moving air units last). Player B chooses a unit or stack of units to conduct an attack, rolls for strike contact (for the whole stack) if an air unit or air units has been chosen, and then follows the combat procedure. When that combat is completed, or the strike fails to contact, Player B’s impulse is finished.  Player A then conducts a combat impulse with a unit or stack of units. When that is completed, Player B conducts another impulse. The only interruption to this sequence is a bounce attack, which is explained below. When a player has finished all attacks including first strike attacks (but not bounce attacks) and “passes” that player has no more impulses and the other player proceeds through his attacks. The player who has passed may however make a bounce attack in response to an attack by enemy air units.

[8.21] Apply all combat effects immediately. The only exception is that at the option of the player who has the next impulse, a unit (or stack containing a unit) that has suffered damage in the immediately preceding enemy impulse may be the unit/stack chosen to attack in that player’s next impulse. In that case, the unit delivers its attack and then the combat results are applied. 

[8.22] This in effect means that even if a surface/sub unit is sunk (or reaches D2 damage level) or air unit aborted from a combat it does get to attack before it is removed, but only if the owning player exercises the option to use the next combat impulse to attack with it immediately. Obviously there are situations where no attack will be possible, eg where a submarine unit is attacked by aircraft, has zero anti air strength and there are no possible targets adjacent to it.

[8.23] “FIRST STRIKE” AND “BOUNCE” ATTACKS

General rule: Undetected ships and subs, and CAP aircraft that catch bombers without escort, or after their escort has been damaged/aborted, have the opportunity to damage or sink opposing ships, or destroy/abort the bombers, before the opposing units can deliver their attacks.

Design note: It appears from my reading to be the firm view of the cognoscenti that ship and aircraft platforms lacking any or adequate sensor arrays and ECM devices are soft kills on the modern battlefield, and that this was so by the time depicted in this game, the later 1970s, although not perhaps to the full extent demonstrated in the 1990 Gulf War. This rule is intended to show the ability of units with good sensors/ECM to eliminate “blind” units before the latter know where the attack is coming from. It also appears to be reasonable to say that if attacking aircraft with no real air to air ability are caught by intercepting fighter aircraft after their escort has been engaged, there is every chance their mission will be aborted before they deliver their payloads. This indeed was the role envisaged for the F14 as a fleet defence fighter – to turn back the Bears and Backfires at long range before they could launch their ASMs. 

[8.231] Undetected surface/sub units, which are adjacent to detected enemy surface/sub units, may choose to launch a first strike attack on such adjacent  enemy unit, units or stack, which is then conducted  in accordance with the usual combat rules. First strike combat results are applied immediately, before the target can participate in combat that turn. The exception in [8.22] does not apply where a first strike attack has been made. 

[8.232] Where Player X’s air units have just been declared as attacking ships, subs or a base this impulse and have passed their strike contact roll, and Player Y has air units with positive air to air strength which have not already attacked this turn (including but not limited to units on CAP ) adjacent to the Player X  air units,  then  the Player Y air units  have the option of making a bounce attack.  As usual, the units at the top of the stack have to be attacked before the ones below them can be. The bounce attackers will need to first engage any escorting enemy fighters which have not previously been attacked in this combat phase before they can engage the bombers stacked below them. Bounce combat results are applied immediately, before the attack on the ships subs or base is conducted. Note that a player with two stacks of fighter units adjacent to attacking enemy air units can make two bounce attacks before the attacking aircraft can carry out their mission.

[8.233] It should also be noted that as most bomber type units (the Tu16 is the major exception) have a positive air to air strength, they will not be able to attack naval targets until the CAP has been engaged, so shooting down the escort in bounce combat can be advantageous even if you do not abort the bombers. It is difficult for bombers with anti air strengths of only 1, 2 or 3 to muster enough force to comply with the requirements of rule [8.23]. For example, a stack of 2 x A7 and an A6 unit (air to air strength of 3 each) attacking the Kiev, without any fighter escort and where the Kiev has its two Forger units on CAP, will need to expend the attacks of two of the bombing squadrons (probably the A7s) to engage the Forgers in a plus zero column attack with a 1 in 6 chance of aborting them. Whatever the result, only the A6 will be able to attack the Kiev.  If the Forgers survive the attack by the A7s, then the Soviet player would be wise to use his next impulse for the Kiev’s SAMS to attack the A7s, so that they have been engaged, leaving the Forgers to bounce the A6 when the NATO player declares it will attack the Kiev. The Forgers have a 1 in 6 chance of aborting the A6’s attack before it can strike the carrier. The low odds result from the A6’s High ECM value (4). If instead of an A6, there was a third A7 (ECM 2) in the stack, the chance of an abort rises to 1 in 3. (See CRT.)

[8.234] Immediately after any combat results are applied, any attacking surface/sub unit/s is/are detected.

[8.235] Target units that survive first strike or bounce combat must perform their attacks in the usual way. If they are damaged or aborted to the extent that they cannot generate the minimum  differential for attack, then the owning player’s impulse is completed.

Combat Example: The Soviets have detected a US CV unit with a CG and DD escorting it (stacked on top) with an adjacent Soviet SG unit. Each escort already has D1 level damage. The CV also has a “CAP” stack on it consisting of 2 F4s and an S3. The NATO units rolled badly and failed to detect the SG. In the air phase the Soviets move in two stacks of 3 air units each, with a fighter on top and two bombers underneath. One stack MiG 23, a Tu 16, and a Tu 22. The other is a MiG 21 and two Tu 16s.  He uses two stacks so that the NATO player can’t engage both fighters in one attack with a ship firing SAMs in the first impulse, and then attack all the bombers in a bounce attack with his F4s.

The NATO player in the first impulse uses the CV’s (7-1-36/4-12-6) AAA strength to attack the MiG 21. The attack fails to abort the MiG 21. 

2nd impulse: The Soviet player then makes a first strike attack on the two escorts (12-12-9/4-3-4, and 14-14-28/4-4-4) with his undetected Charlie class SG (0-38-14/5-10-5). It has no AAA strength so it ignores air units. 38 points less a combined defence of 7 gives a plus 30 column attack and the Soviets roll a “2” and hit on the 4 ECM line. Each target now checks for damage on the 10 column of the hit table (19 attack points against each) on the line corresponding to their defence strength. Both suffer an additional D1 (one automatically, one on a roll of 1-5), and are now “D2’d” (rendered incapable of attacks. ) They do not get to shoot back because it was a first strike attack, and they have been attacked pursuant to the stacking rules.  The SG is then detected.

3rd impulse: The NATO player now uses one of his F4s to attack the MiG 23, which is damaged and aborts on a roll of “2”.  It then rolls 2 D6, with a result of 8. Its readiness rating of 4 is deducted, and it is placed on the game turn track to return in 4 turns time.

4th impulse: The Soviet player attacks both F4s with the MiG21. 15 to 8, a plus 7, and on the plus 5 column he needs a 1 to succeed. A 5 is rolled and the attack fails.

5th impulse: The NATO player decides not to attack the bombers with his remaining F4. He would rather conduct a bounce attack so that an aborted bomber will not get to immediately opt to attack under rule [8.22]. Instead he attacks the SG with his S3 Vikings, which will be ignored by the Soviet Tu 22 unit anyway because they don’t have a positive AAW value. If the S3 is lucky it might hit, and then damage, the SG. The S3 strike contact roll at one hex requires a modified result of 1 or more, the modifiers are –1 for ECM, plus 2 for detection, so contact is a given. A plus 10 attack against a 5 ECM target gives a 1 in 6 chance of a hit, followed by a 4 in 6 chance of causing a D1 (20 v 10 on the hit table.)

6th impulse: The Soviet player then declares an attack on the CV with the stack of the Tu 16 and Tu 22. It passes its strike contact roll (even at long range the odds favour contact against detected ships.) The NATO player immediately declares a bounce combat by his F4.  The Tu16 is on top and the F4 concentrates on it given its lower ECM and defence strength. There is a 50/50 chance of success. The attack succeeds on a roll of 3 on the plus 10 column at the 1 ECM row, and the Tu16 is aborted before it can attack. The Tu 22 then attacks the carrier. 50 –13 = 37, and the attack has a 1 in 6 chance of a hit on ECM row 6. The TU 22 rolls a 1. The CV now checks the hit table where on the applicable ‘40’ attack column, with a defence strength of 12, there is a 4 in 6 chance of inflicting a D1. The NATO player rolls high and there is no D1 (the Phalanx CIWS must have splashed the AS3 Kitchen launched by the  Tu 22 Blinder even though it had evaded the Sea-Sparrows). 

7th impulse. There is nothing more the NATO player can do here, the Saratoga will have to ride out the next attack as best she can. Instead, the NATO player turns his attention to the west where an RAF Nimrod and a USN P3C Orion (stacked together) are “prosecuting” a contact, a Soviet Victor SSN.  The Soviet sub is not detected, The Nimrod is 5 hexes from Malta, the P3 is 6 from Sigonella. On the strike contact table the “5” row is used, and the “2” column. The Victor’s ECM (5) is better than the P3’s(4) so there is a minus 1 on the roll. The roll is 4, modified to 3, and the strike makes contact. The two squadrons then attack. 40 ASW less 10 defence, on the 30 column, ECM 5 row, they roll a 1 and hit.  The Soviet player cross- indexes the 40 attack and 10 defence rows on the hit table. He rolls a 4 and D-1 damage is applied to the sub.

8th impulse: The Soviet player now attacks the CV with his 2 remaining Tu 16s. The two Tu 16 attacking together have an attack strength of 80, so the attack is in the 40+ column and has a 2 in 6 chance of success. If the attack succeeds on the CRT, there is a 2 in 3 chance of a D1 on the Saratoga. 

At this point the Soviet player realises that unless he stacks most of his air force in one hex, his most potent units in this system are his nuclear attack subs. The NATO player realises he ought to have supported his CV Task force either with some additional land based CAP or one of his US SSNs. An SSN would have had a good chance of detecting the SG so that the escort ships could have attacked the Soviet fighters, freeing up the F4s to perform bounce attacks on the top bomber in both Soviet stacks.

[8.3] and [8.4] No change. [8.5] Delete

[8.6] No change

[8.7] Delete

[8.8] No change.

[8.9] Delete.

Substitute new [8.5] as follows:

[8.5] THE EFFECT OF SUCCESSFUL COMBAT.

GENERAL RULE: A successful combat result on an aircraft, also referred to as a hit or an abort result, causes the aircraft to roll for damage effects. A successful result on a ship or sub unit causes the ship or sub to roll on the hit table to determine the effect of the hit.

[8.51] PROCEDURE FOR AIR UNITS

When an air unit has been aborted, roll 2x D6. Subtract the readiness rating of the aircraft (see below). The resulting number is the number of turns until the unit returns as a reinforcement. Do not count the current turn. Eg, if the current turn is 3 and the result is “7”, the unit returns on turn 10. There is always at least an 8 hour delay, ie the minimum delay is 2 turns.  Units return at the beginning of the air movement phase – it must be based before air units on map are moved.

Air units which are eliminated because they cannot return to base must also follow this procedure.

Design note: When an air unit is subjected to an adverse combat result, that does not mean every plane and every aircrew in the squadron is eliminated. Some planes on the mission will get back to base, some of those damaged, some not. The ground crews, aircraft and aircrews not on the mission are still at base. In the time scale of the game, and depending on the skills of the ground element and robustness of the aircraft, both of which are reflected by the readiness rating, such units can regain combat effectiveness. Note that units with high readiness ratings (eg, “5”) on a most likely 2D6 roll result of 7, will be back in 2 turns. On the other hand a unit with a low readiness rating that rolls a high number might not regain effectiveness before the end of the game.

[8.52] PROCEDURE FOR SURFACE AND SUB UNITS.

A surface or sub unit which suffers a “hit” consults the hit table to see the effect. This may or may not involve a die roll.

1. Total the applicable combat strength of the attacking units. Do not deduct the defending units combat strength. That number appears on the horizontal axis of the hit table. Use the column with the nearest lower number. If more than one unit was attacked, divide the attack strength evenly between units. Any remainder is applied to the top unit in the stack.

2. Locate the line on the vertical axis of the table which corresponds to the defence strength of the defending unit. Do not double for restricted waters.

3. Read the result.

4. A “.” Result means no effect.

5. A # -#  result is the roll range to effect a D1 result.

6. A D-1, D-2, or D-3 result imposes hat level of damage. 

Rather than using a separate log, some suitable damage counters are included with the DTP countersheet for the Denmark Strait scenario.

[8.54] Damage levels are cumulative. A ship at D1 that receives a further D1 increases to D2.

[8.55] EFFECTS OF DAMAGE

Ships or subs at D-1 do not suffer any adverse effects on their capabilities. They simply become more vulnerable because damage levels accumulate. 

At D2, movement is halved, all attacking combat strengths are reduced to zero but ECM and defence strength remains the same. CV units cannot conduct air operations. If its air units are in the air (including on CAP) at the instant it receives its D2 damage, they will have to rebase elsewhere. If they can’t rebase elsewhere they undergo the damage procedure.

At D3 the ship or sub is sunk.

[8.56] Ships and subs cannot repair damage in the course of the scenario.

[8.57] In scenarios where points are awarded for sunk ships, or eliminated air units, ships, subs or bases  with a D1 at the end of the scenario are worth ¼ points, those with a D2 are worth ½ points, and air units that have not returned to the map count as eliminated units. That includes air units which were unable to rebase or NATO units that diverted to another NATO nationality’s base. Retain all fractions.

[9.0] AIR UNITS
[9.1] No changes except to case [9.15]. NATO units which return to a base of a different NATO nationality undergo the air unit damage procedure, but deduct 3 from the 2D6 die roll in addition to their readiness rating.

[9.2] Delete existing rule [9.22] and replace it with the following:

[9.22] In the air unit rebasing and readiness determination phase, all air units from both sides are picked up and placed back on appropriate air bases. They do not move on the map and can not conduct detection attempts, but the destination base must be within their range.

[9.23] As they arrive at base, the owning player rolls 1 D6 to see if the unit passes its readiness test. If it does, it will be available the next turn. If it does not, invert it, and it does not become available until it successfully rolls for readiness in a subsequent air unit rebasing and readiness determination phase. See Readiness ratings table. The unit must roll equal to or less than its readiness rating. Air units inverted at bases are inactive and do not have to be attacked before the base is attacked. 

[9.24] Air units flying cap over their own base (land or CV) do not have to land and do not roll for readiness Note such units can not leave the carrier’s or base hex during the movement phase if they wish to avoid the readiness roll.

[9.25] Stacking limits must be observed in the air unit rebasing and readiness determination phase, but air units ‘recycling’ on the game turn track do not occupy any particular base.

[9.26] CV based air units which have been aborted back to their carrier and are undergoing repair (and are therefore sitting on the game turn track) DO count towards stacking limits on their base CV.  When they return, they return on the carrier.

[9.27] Air units which are on board a CV which reaches D2 damage or is sunk are stuck on the carrier, or sink with it, respectively. Players may want to implement a rule that where a D2 carrier reaches a suitably sized port (which are not marked on the Sixth Fleet map, but would include Istanbul, Thessalonaki, Athens, Taranto, Naples, Genoa and Syracuse or Malta as examples) and stays there for a full movement phase any undamaged air units on board can be offloaded dockside and come on as reinforcements three turns later.

[9.28] CV based air units which were not able to rebase on their parent CV because it reached D2 damage, or was sunk, and because of difficulties rebasing at a base of their nationality underwent the damage procedure, are not subject to rule [9.26].

[9.28] Soviet air units based in Egypt or Syria which undergo the damage procedure return as reinforcements in Egypt or Syria, respectively. If all Egyptian or Syrian (as applicable) bases have been destroyed they do not return. They can return to a D2 airbase (which may repair to operational status). 

[9.29]Air units which are inverted on a base which is destroyed (ie reaches D3 damage level) are not destroyed but do undergo the damage procedure, but with six (6) added to the die roll.

[9.3] delete.

[9.4] No change.

[9.5] Delete [9.51].  No change to [9.52].

[9.6]  In [9.62] (C), change the fourth last line: “A carrier based air unit that moves away from the carrier during the movement phase…” Delete rule [9.63].

[10.0] TERRAIN.  Delete rule [10.2].  Amend rule [10.41]: bases can attack air units during the combat phase. In [10.42] substitute “detection zone” for “zone of control”.  Amend [10.44] to read that a defended hex may be attacked if all friendly units have been removed or eliminated (including in the same combat phase). A hit result on a defended hex produces a hit table roll and the hex suffers the same effects as a surface unit. For the purpose of the hit table, bases are considered to have a defence strength equal to double their ECM value. If it is an airbase a D2 closes air operations. Unlike ship units, a base (not a defended hex which is not also a base) can remove damage levels during the game. At the end of night game turns, only, each damaged base repairs one level of damage on a roll of 1-3 on a D6. A base cannot however recover from a D3 (it has been “destroyed” or more to the point damaged beyond the capacity for repairs in the time frame of the game to restore operations). Air units at a base which is at D2 level damage cannot conduct operations.

[11.0] Standard Scenario. The Soviet Player is player “A”, and the NATO player is player “B”, in all Sixth Fleet scenarios. The Soviet retreat edge runs from 2525 to 2536. The NATO retreat edge runs from 1301 to 2101.

[11.3] The Denmark Strait scenario.
This scenario takes place in the North Atlantic in the late 1970s, in the region stretching from the Barents Sea to Iceland and to the North of Scotland. The Soviet Player is Player A. The Soviet objectives are to prevent a fast reinforcement/supply convoy reaching Tromso in Norway, and to exit submarine units from the west and south-west map edges to interdict NATO shipping in the Atlantic. NATO objectives are to deliver the troops and supplies to the Northern Norway front, and to stop the Soviet surface fleet and sub units seeking to egress southwest through the GIUK gap to interfere with shipping from the US to Europe.

A set of DTP “mount them yourself” counters is provided, although it is possible to use many of the existing Sixth Fleet counters. Play of the game requires a North Atlantic map measuring 30 x 24 hexes. Most of that map depicts open ocean so it can be constructed easily on a hexagon sheet from a “mini map”. Counters depicting the base hexes are included on the DTP sheet (but could be drawn on the map instead.)

The Soviet retreat edge is hexes 3001 and 3002. The NATO retreat edges are any all sea hex on the western, or southern west of hex 1023, map edges.

Deployment:

See attached unit manifest.

Reinforcements:

None.


Special rules: 

1. The CV Nimitz has a capacity of 7 air units, below decks. Stacking rules for air units are not changed. CV air groups are indicated on the unit manifest.

2. Murmansk Soviet base (actually Pechenga, which is the westernmost of a group of 7 major air bases) is considered to be 2 hexes (1 intervening hex) from hex 3003. It has unlimited airbase capacity, and cannot be physically attacked. See victory conditions.

3. Kinloss is both a US and UK base. (The USAF maintains a presence at RAF Leuchars, which is just off map, and Kinloss is the home of the RAF’s Nimrod fleet.)

4. SG units can attack coastal bases with their surface attack strength.. (Note that only the Soviets have SGs. The USN had not deployed Los Angeles class boats with Tomahawks in the time frame of this scenario. The first 4 Los Angeles were completed by December 1977, and operated Harpoons from 1978, but the first boat with operational Tomahawks was the USS Atlanta on 30 November 1983) At the cost of some record keeping, each SG should only be allowed one such attack per game.

5. If the Soviet player can move any stack of three units of the Soviet surface fleet into the Tromso hex, or the Keflavik hex (he will first need to destroy the defences) he is considered to have immediately landed naval infantry and occupied the hex. Keflavik base cannot however be repaired in the time frame of the game. Occupation of Tromso prevents the NATO convoy from docking and achieving one of the NATO victory conditions. Occupation of Keflavik prevents the NATO player from using it, and destroys any air units trapped there at the time of occupation. Notwithstanding D3 status, the Forger VSTOL fighters from Kiev can rebase onto Keflavik, and a (1) Beriev Be 12 amphibious aircraft unit from Murmansk can relocate there during an air movement phase. (Don’t count the range, just pick it up and move it). It does roll for readiness in phase 6, as do the Forgers. Soviet air units based at Keflavik subtract one from their readiness rating.

6. Nuclear sub units, only, can enter pack ice hexes. Nuclear sub units under the pack ice can only be detected and attacked by other nuclear sub units (which could either be under the ice as well or in an adjacent ocean hex.) 

7. The convoy unit [0-0-0/ 3-7-*] is carrying supplies, and ground forces from Canada and the US to Norway. It has only one function – move to Tromso and dock. (We are assuming Narvik port has been closed by Soviet action). It does not matter if Tromso’s defences have been destroyed, although if Soviet naval infantry have been landed the convoy cannot dock and is allowed to divert to Trondheim, or exit the south edge of the map. It does count for stacking limits. It uses the ECM value of the unit (surf or air) stacked immediately above it. If it has no escorts left, its ECM is zero. It is not sunk on D3; it can accumulate damage levels up to D12 (it represents a number of large AP and fast AK vessels.). From D2 onwards, speed is reduced to 2 mp. For each 3 levels of damage, the Soviet player scores victory points equivalent to its elimination, plus points for remainder damage levels as per usual. Think of it as 4 ships. At D12 it is considered sunk. Note the Soviet player may want to sink it even after it docks to get some extra victory points.

8. “Day” rated air units are not halved when their target hex is on or above the line of hexes along the 0010 hexrow from 0110 to 2010, then to 3005,  which is a few degrees north of the Artic circle, and is marked on the map as the “Artic light  line”. Strike contact rolls are not reduced on night turns above this line. (This scenario takes place sometime in the period May-July, the period of ‘midnight-sun’.)

Victory conditions:

1. The Soviet player scores points as follows:

· Points for eliminated/damaged units 

· 20 points if no US CV Task force enters hex 2603 during the game

· 10 points (each) for occupying Tromso or Keflavik at any time.

· Points for each Soviet sub that exits the West map edge or the South map edge west of the UK/Ireland (calculated the same way as for eliminated units.) Cannot exit if damaged.

2. The NATO player scores points as follows: 

· Points for eliminated Soviet subs or air units.

· 20 points if the convoy docks at Tromso at any time in the game.

· 10 points if the convoy docks at Trondheim at any time in the game.

· 20 points if a US CV enters hex 2603 at any time in the game and ceases movement until the next movement phase, with its air units on CAP only.

·  Points (calculated the same way as for eliminated units) if the USS Los Angeles, or the HMS Churchill exit the East edge of the map (ie, heading for the Soviet boomer bastion). Cannot exit if damaged.

3. The Player with the most points at the end of the game wins. The NATO player wins in the event of a draw.

4. Note that no points are awarded for eliminated Soviet surface ships, even for the Kiev. The Soviet surface fleet can either assist its subs’ passage to the shipping lanes, try to implement an amphibious coup de main (usually only if an SSGN strike on the base succeeded), or try and intercept the NATO convoy. Alternately it could sit in hex 2603 under land based air cover. Whatever it does, one of the US CV TF’s alone is more than a match for it, and the absence of points gives the Soviet player some incentive to use it aggressively.  Eliminating the Forger air units does however garner points. Note that the points for the US occupying (or not) hex 2603 represent the value of the Murmansk base area receiving a hosing, and the interdiction of coastal traffic supporting the Norway ground invasion. They were split between the players as the US TF will be susceptible to attack and damage in 2603 which it could avoid by simply not going there.

[11.31] Iceland scenario.
This scenario postulates that the Soviets in a Spesnatz operation occupied the Keflavik base without damaging it at the same time as the 8th Guards Army rolled into the Fulda Gap. It is the same as the Denmark Strait scenario with the following variations:

1. Keflavik starts as a Soviet base. However it has no intrinsic combat strength/ECM value. The Soviet player can base up to 6 air units from Murmansk there instead of at Murmansk. One P3 and one F4 start in the NATO dead pile. 

2. Soviet air units based at Keflavik subtract one from their readiness rating. 

3. The Soviet player may, at his option, place the Kiev TF within 3 hexes of Keflavik, instead of its usual starting position.

4. The NATO player receives the following additional units: the LHA USS Saipan, and a Knox class FF (originally designated DE, redesignated in 1975) unit led by the USS Harold E Holt. These units start as a TF on the west edge of the map south of hex 0121. The NATO player must take one Charles F Adams class DD unit from elsewhere on the map and add it to this TF. The Saipan TF is carrying an MEU to recapture Keflavik.

5. The NATO player may start one of his CV TFs (his choice) within 4 hexes of the Saipan TF (but not adjacent to it) instead of its usual starting position.

6. If the NATO Player moves the Saipan TF into Keflavik, with the Saipan afloat (even if D2) he immediately captures Keflavik base. Any Soviet air units there are destroyed. The base takes D2 damage (but does not become damaged beyond D2 if already there). If it subsequently repairs to D1 status a US P3 unit and F4 unit arrive as reinforcements the next turn. (But the ones in the “dead pile” still count for Victory Points). 

7. The Soviet air units based at Keflavik, assuming the writing is on the wall and they wish to depart, can only return to Murmansk if they have sufficient range. However because this was a “forward deployment” they can if they lack the range voluntarily undergo the damage procedure and come back as reinforcements at Murmansk. They also undergo that procedure anyway if destroyed when the base is recaptured.

8. The only change to the victory conditions is that the Soviet player does not receive any victory points for Keflavik unless he holds it at game’s end, in which case he receives the 10 points. The NATO player does not receive any points for recapturing Keflavik, he simply denies them to the Soviets. If the NATO player thinks he can do better by ignoring Keflavik other than bombing it to D3 status and concentrating on sinking Soviet subs and reinforcing Norway, go for it. 

[11.5] WESTPAC SCENARIO
[11.501] General description. - This scenario takes place in the Western Pacific, and the East Asian littoral, in 1978/9. The OOB was generally set at July 1978, however some ships deployed in 1979, and the Soviet lease of the Cam Ranh base in that year, were included – usually favouring the East Block so as to provide balance.  The East Block consists of the USSR, North Korea, Vietnam, and the PRC. Although the Chinese/Soviet schism was in effect, and their armies had clashed on the Manchurian border, in this scenario the PRC takes the opportunity to seek to resolve the “Taiwan issue” by force. The SEATO alliance opposing the East Block consists of the USA, Japan, South Korea, ROC (Taiwan), the Philippines and forces contributed by the Commonwealth countries – Australia, New Zealand and Canada.

The scenario unfolds in the context of a wider, global, conventional war so that only forces on station in the Western Pacific theatre or earmarked for deployment there are included, with the exception of a few Soviet air regiments, which might be redeployed from the PVO (strategic air defence), the central Asian area, and Southern Strategic Direction. In general terms the East Block seeks to isolate South Korea and Taiwan while they are invaded, and eventually blockade Japan, while resupplying its bases at Petropavlovsk and Cam Ranh Bay, and protecting the “boomer bastion” in the Sea of Okhotsk. SEATO is seeking to establish sea control for supply movements, dominate the Sea of Japan and the Formosa Strait, push convoys through to Taiwan, South Korea, and Okinawa as well as to Japan, and to penetrate the Sea of Okhotsk.

[11.5011]. The components for this DTP scenario include:

1. These scenario rules

2. The SEATO counter sheet.

3. The East Block counter sheet.

4. The scenario map, the reinforcement track, and the east Block variable air unit reinforcement box and table.

5. A set up chart for each of the SEATO and East Block players.

6. A scenario specific air unit readiness ratings chart (included in the charts and tables).

[11.502] The East Block player is player “A”. The SEATO player is player “B”. 

[11.503]  Retreat edges.

[11.5031] The East Block has no retreat edge in this scenario, however, damaged Soviet naval units may be removed from the game immediately if they enter Vladivostok (3033). Damaged Chinese naval units may similarly be removed from 3 ports: Shanghai (1850) Wenzhou (1855) and Zhangzhou (1460). Damaged North Korean units may also be removed from Vladivostok.

[11.5032] The SEATO retreat edge is the south map edge east of hex 2072 inclusive, and the east map edge south of hex 6037 inclusive. US, Australian, New Zealand, Canadian and Japanese units (all heading to the US for repairs) may use these retreat edges. Damaged Japanese units (only) can alternately move into Yokosuka (3945), Nagoya (3546) or Kure (3147) and be immediately removed from the map. Damaged South Korean and Taiwanese units may not be removed.

[11.5033] Damaged naval units which leave the map or are removed do count for victory points at the end of the game, but are not considered eliminated.

[11.504] Game length. The game lasts 48 turns, being 16 days. 

Design note: In the Yom Kippur war in 1973 the Egyptian and Syrian forces expended more ATGMs and SAMs in two weeks than NATO had on hand in Europe at the time. It has also now (since 1991) been concluded on openly available information that the stressed Soviet economy would have started to collapse after three to four weeks of general war with full mobilisation.  The game length is based on a general inference that, at the least, missile and ‘smart’ ammunition would run short after a couple of weeks of intensive operations and an operational pause, if not an armistice, would develop. The other alternative is starkly unattractive. The 16-day length allows the East Block player to delay commencement of hostilities (see below) for 1-2 days or more, if desired, and then have two weeks of action before logistics start to break down.

[11.5041] Reinforcement phase - At the beginning of each AM turn from turns 4 to 43, inclusive, a reinforcement phase is added to the turn sequence. It takes place at the beginning of the turn, before any movement.

[11.505] Set-up – The East Block player sets up first, with the exception of SG unit #36. This is followed by the SEATO player. The East Block player then sets up SG #36 as directed by the set-up chart. 

[11.5051] Each player follows the instructions on the set-up charts. Either player may adjust their set-up within the limits of the instructions before finalising it. Example: After completing his set-up, the East Block player decides to swap the positions of his surface groups, and subs, within the strictures of the allowable set up for those units. When the player is finished, the SEATO player sets up his units, and when any adjustments desired by the SEATO player are complete, the East Block player places SG #36, then the first turn begins. 

[11.5052] Most East Block units have a set-up hex in which they must be placed. These are either marked “SO”, “CH” or “NK” or are named bases. The submarine units whose set up is described as “1 each in [hex numbers]…” are set up one per hex. They may not both or all set up stacked in one of the hexes. The two separate Soviet surface task forces at sea of three stacked units, in effect set up with one TF each in the two hexes listed (3136 or 5823); The East Block player needs to decide which one of the escort units listed with each group will start in Vladivostok instead of at sea. The East Block variable air reinforcements indicated in the on map box must be placed in that box when the East Block player sets up.

[11.5053] Most SEATO units also have a fixed set-up hex, marked either “US” or “JP” or on a named base. The SEATO player decides in which of hexes 3354 or 4338 to set up the CV4 Midway TF; the 3 SSN units are then set up in the hexes indicated, one per hex, not stacked with any other unit. Note that not all the set-up hexes marked “US” will be occupied. The JMSDF ASW surface group (Units #119 & 121) will occupy one of hexes 3251 or 4146; SS #125 will occupy the other hex.

[11.506] Reinforcements – In this scenario, at the beginning of each AM game turn, starting with turn 4, before any movement, there is a reinforcement phase. Each side should check the reinforcement track and place on map the reinforcements listed. The East Block player also consults the variable air unit reinforcement table to see if any additional air units are received. Note there are no reinforcements on the track for turns 1 or 46. The East Block player places reinforcements first. The players may wish to place the units whose images are depicted on the on map track and box on those images to speed play later. Most ‘track’ reinforcements enter at a specific hex.

[11.5061] As a result of damaged air unit recycling, or delayed entry of air units, there may also be further air unit reinforcements on any turn. Each player places these immediately before that player’s air unit movement phase of the turn, on functioning (no damage or D1) airbases of the correct nationality (see below). Note this means that on AM turns track and variable air reinforcements will be placed BEFORE the surface/sub movement phases, and on all turns delayed and ‘recycled’ air units will be placed after those phases, in both cases within stacking limits.

[11.5062] Reinforcements may not be voluntarily delayed and held off map.

[11.5063] Surface ship and Sub reinforcements may enter at the designated hex even if a base or any defences there have been destroyed. They may be placed in excess of stacking limits, but stacking limits must be adhered to by the conclusion of the next movement phase for those units. If they are not, the owning player must remove units (which are considered eliminated for all purposes) sufficient to comply with stacking restrictions. If their entry hex is occupied by enemy surface or sub units, then the reinforcements are placed in an adjacent hex. However, as an exception to the above, if the SEATO player manages to occupy Vladivostok or Petropavlovsk with surface or sub units, Soviet units due to arrive there are delayed until those bases are cleared of enemy units. Such delayed reinforcements are placed at the beginning of the East Block surface and sub movement phase. 

[11.5064] Air unit reinforcements (either from the track or delayed or recycled damaged units) must be placed on functioning (with no damage or D1 only) airbases of the correct nationality availability (see below), within stacking limits. In the case of track reinforcements, if they cannot be placed within those limits on their specific entry hex, then they must be placed instead on the nearest base to the specific entry hex available for their nationality. If there is no such base at which they can be placed within stacking limits, they are delayed until such a base is available. The owning player chooses which units will be delayed if some, but not enough space is available. Units so delayed are placed on the next turn (not day) on which space becomes available, see [11.5061].  

[11.5065] Some SEATO air unit reinforcements (as noted on the reinforcement track) do not have a specific entry hex, but a code consisting of a series of letters. Those reinforcements may be placed by the SEATO player at that player’s discretion at any of the bases indicated by the code that are undamaged or in D1 state, (within stacking limits), but if there is no available hex in which they can be placed, they are not placed elsewhere, but are instead delayed until a ‘spot’ opens up on one of their deployment bases included.

“G, M, K, C” indicates placement at any of Gunsan (2444) in Korea, [or, only, if Gunsan is fully stacked or D2 or D3 damaged, Osan (2543) or Daegu (2644) instead] Misawa (4137) in Japan, Kadena (2557) on Okinawa, or Clark Air Base (1771) in the Philippines.

“M, A, I, K, C, G” indicates placement at any of Misawa (4137), Atsugi (3845) or Iwakuni (3047) in Japan, Kadena (2557) on Okinawa, Cubi Point NAS (1672) in the Philippines, or Guam (4473).

[11.507] East Block variable air reinforcements. In addition to the units received on the reinforcement track, on each AM turn starting with turn 4, the East Block player also consults the variable air unit reinforcement table to see if any additional air units are received. This involves a die roll to ascertain which if any additional air units become available. The rules for the table, and entry of these units are set out in the box on the map. All the units in this category have the counter information and aircraft silhouette printed in green instead of the usual blue. 

[11.508] National co-operation, and bases available to be used by air units. 

[11.5081] All SEATO units may stack with each other, and combine their combat strengths in attack or defence.  All East Block units except for the PRC may also stack with each other, and combine their combat strengths in attack or defence.  PRC units may NOT stack with any other non-PRC unit, nor may they combine their strengths with other non-PRC units in attack. Other East Block air units may not overfly PRC all land hexes (they may fly through or end the air movement phase in coastal hexes). 

[11.5082] The air units of the various combatants may only be operated from, or placed as reinforcements, at the following bases:

	Nationality
	Bases available to air units

	USSR
	Any base in the USSR, including those on the Kamchatka Peninsula, Sakhalin and the Kuriles, and Cam Ranh Bay/ Nha Trang (0573). However, reinforcements may only be initially placed on the ‘mainland’ USSR or Sakhalin Island bases, unless the reinforcement track specifies placement on the Kamchatka Peninsula.

	North Korea
	Any base in North Korea

	Vietnam
	Any base in Vietnam including Cam Ranh Bay/ Nha Trang 

	PRC
	Any base in the PRC, which includes Hainan island.

	USA
	The following bases, which are marked “USA” on the map: Guam (4473) (actually 2 in one hex, Agana and Andersen), Clark AB (1771) and Cubi Pt NAS (1672), Kadena (2557), Iwakuni (3047), Misawa (4137), Atsugi (3845), Osan (2543), Daegu (2644) and Gunsan (2444).

	Japan
	Any base in Japan, Okinawa or Iwo Jima, including those marked “USA”. 

	South Korea
	Any base in South Korea, including those marked “USA”.

	Taiwan
	Any base in Taiwan.

	Philippines
	Any base in the Philippines, including those marked “USA”.

	Australia
	Kadena (2557), Clark AB (1771), Cubi Pt NAS (1672), & Guam (4473).


[11.5083] If because of range limitations, and damage to its base of origin, an air unit cannot land at a base available to its nationality, but can land at some other ‘friendly’ base, then it undergoes the modified damage procedure set out in rule case [9.1] of the revised rules. All bases on each side are generally considered ‘friendly’ for these purposes, except for PRC bases. The PRC is not ‘friendly’ to the other East Block countries, and other East Block air units may NOT divert to its bases, and visa versa.

[11.509] Special units – The LCC, CCL, AK, TK, LHA, LPH, LPD, LST, LSD, LSM units, the Whiskey ‘Long Bin” SSG unit and the Z-5 PRC helicopter transport unit are subject to the following rules.

[11.5091] The LCC #26, Blue Ridge, (actual pennant: LCC-19) and the CCL #13, Admiral Senyavin are command and communications ships (in Russian: Korabl Upravleuiye). They are used as flagships for the fleet commanders, and assist in the co-ordination of operations. They also have a role in controlling special operations such as amphibious assaults. To reflect their role, they must move to all sea hexes (LCC 26 on turn 1 and CCL 13 on entry on turn 31) and remain at sea for the remainder of the game, and to reflect their importance are each worth double the usual victory points if sunk or damaged. (LCC #26 is worth 10 VP, CCL #13 is worth 6 points) They may not exit the map even if damaged. 

[11.5092] The AK and TK units represent convoys of cargo ships, and super-tankers, respectively. Both players earn victory points by moving these units to the applicable destination hexes specified in the victory conditions. There are 4 SEATO AK units, #50-#53 (in US colours), 3 SEATO tanker units,  #129-#131 (in Japanese colours) and 5 East Block AK units, #78-#82 (in Soviet colours).

[11.50921] The AK and TK units have an ECM rating marked ‘*’. They use the ECM value of the unit (surface or air) stacked immediately above them when attacked. If there are no escorts left, the ECM is zero. They are not sunk on D3 and can accumulate damage levels up to D12. From D2 onwards, speed is reduced by 1 mp. For each 3 levels of damage, the opposing player scores victory points equivalent to the unit’s elimination (i.e. 1 VP for a zero ECM unit), plus fractional points for remainder damage levels. At D12 they are considered sunk. 

[11.50922] Once an AK or TK unit reaches a destination hex it remains in place until the next friendly surface and sub movement phase. At the beginning of that phase it is removed from the map and set aside, and victory points earned are recorded. The phasing player should remove the “docked” units before moving any still at sea. 

[11.5093] The SG unit #51 consists of the “Whiskey Long Bin” converted diesel subs, S-142, and S-155. In the game the unit has a surface attack strength marked ‘*’. The unit may only attack coastal bases, with an attack strength of 30.  Once it has expended its missiles in this attack, it is removed from the map as soon as its detected marker is removed.

[11.5094] The following units are amphibious transport units:

	East Block
	SEATO

	SO #33
	LSD Ivan Rogov
	US #27
	LHA Tarawa

	CH #122 
	5 x LSM
	US #28
	LPH Okinawa

	CH #123
	5 x LSM
	US #29
	LPH Tripoli

	
	
	US #30
	5 x LPD, 4x Austin class,

1 x Raleigh

	
	
	US #31
	6 x LST, 4 x Newport class, 2 x Thomaston


[11.50941] The role of these units is to carry ground troops/supplies to target hexes, to earn victory points. The target hexes, and the applicable victory points are set out in the victory conditions below. The amphibious units may only land in a hex that contains no enemy units, or base, or is a defended hex, unless the base or defended hex is at D3 status (i.e. are destroyed).

[11.50942] Once an amphibious unit reaches a destination hex it remains in place until the next friendly surface and sub movement phase. At the beginning of that phase it is removed from the map and set aside, and victory points earned are recorded. The phasing player should remove the “used” units before moving any still at sea.

[11.5095] The Z-5 PRC helicopter transport unit #160 (a division of Harbin /Zhishengji-5 Hound transport helos) operates in a manner similar to an amphibious assault unit. In any turn in which one of the PRC LSM units (CH #122 & CH #123) enter a destination hex, the Z-5 may fly from its base to that hex, if it is within the three hex range, during the surface and sub naval unit movement phase, not during the air movement phase. This represents an air assault landing in coordination with the amphibious assault, and may accrue VP for the East Block player. 

[11.50951] The Z-5 unit then remains in place through the air movement and combat phases, and may be attacked (subject to all the usual rules including that any escorting fighters will need to be engaged first) by the SEATO player with a view to damaging it. 

[11.50952] If the Z-5 survives the combat phase, it is removed from the map during the Air unit rebasing and readiness determination phase and set aside, and victory points are accrued by the East Block Player for the airborne landing (regardless of what ultimately happens to the LSM units).

[11.50953] If the Z-5 is damaged, the airborne assault fails and the unit is removed and recycled like any other air unit (see [8.51]). However it has no readiness rating, and nothing is deducted from the 2D6 die roll.  The unit is returned to the map after the delay time so long as there is still an active PRC LSM unit in play. If when it returns there is no PRC LSM left on map, then the Z-5 will be set aside and will not count for VP.

[11.50954] In any turn other than a turn where the Z-5 is used to deliver the airborne assault, it may move (and change base) like any other air unit, in the air unit movement phase. It is treated in all ways as an air unit if it does move, but does not roll for readiness determination at the end of the turn. Note it has no readiness rating listed on the table. The Z-5 DOES count for stacking as an air unit. If it is damaged, apply rule [11.50953].

[11.510] Commencing hostilities
[11.5101] Hostilities need not commence on the first turn. The East Block player may delay the start of hostilities to a later turn. The East Block player announces at the very beginning of the turn, including turn 1 after set up is complete, (and before any reinforcements are placed or movement of units) if hostilities will commence that turn. 

[11.5102] Before hostilities commence, units are moved normally and may make detection attempts, air units roll for readiness and track reinforcements are received. Players may accrue victory points for allowable ‘peacetime’ activities. There is no combat. Players may not conduct amphibious landings but those vessels can be moved at sea to position them for action on the first turn of hostilities. Note if the East Block player never initiates hostilities, the SEATO player should win (if he/she has paid sufficient attention to the victory conditions).

[11.51021]. The East Block player may also defer PRC entry into hostilities for a longer period, despite other East Block countries commencing them. PRC entry is announced at the very beginning of any turn.

[11.51022]. Taiwan does not enter the war until the PRC commences hostilities. No Taiwanese units may move until the turn the PRC commences hostilities. SEATO AK or amphib units may not unload in Taiwan before the PRC commences hostilities.

[11.5103] The game always ends at the end of turn 48, no matter when hostilities commenced (but see optional rule [11.5132])

[11.511] Artic light line - “Day” rated air units are not halved when their target hex is on or above the line of hexes along the 0019 hex row from 3119 to 6019, which is about 15 degrees south of the Artic circle, and is marked on the map as the “Artic light line”. Strike contact rolls are not reduced on night turns above this line. (This scenario takes place sometime in the period around July, the period of bright twilight nights even below the Artic circle.)

[11.512] Victory conditions

[11. 5121] Each player accumulates victory points for damaging and eliminating enemy units, for moving amphibious assault ships and convoys through to their objectives, and for “sea control” of the Formosa Strait, Sea of Japan and Sea of Okhotsk. To quote Redmond A Simonsen in Moves, “…sometimes, a pencil and paper is better…”, and the players should keep a running tally of points accrued for unloading convoys and amphibious transports in destination hexes, for ships, subs and bases which are eliminated/destroyed (D3 damage), and for turns in which SEATO subs or surface ships penetrate the Sea of Okhotsk. 

[11.5122] Victory points for damaged ships (including those removed and off map) and aircraft which were damaged and recycled and failed to re-enter the game before the end of turn 48 are counted at the end of the game. Note there are no points awarded for aircraft which are damaged in combat, recycled and re-enter the game before the end of turn 48.

[11.5123] The boundaries of each of the Formosa Strait, Sea of Japan and Sea of Okhotsk areas are marked on the map with thick white dotted lines. The areas consist of all sea and coastal hexes within the boundaries. Victory points for sea control of the Formosa Strait, Sea of Japan and Sea of Okhotsk areas are assessed at the end of game. Before they are assessed, any ships and subs with D2 damage in those areas are removed from them – leaving only undamaged or D1 damage ships and subs. Air units will not be present in those zones because they are returned to base at the end of Turn 48. Coastal bases or defended hexes, and air units based on such bases have no effect on sea control of these areas.

[11.5124] Victory point awards table & [11.5126] Notes to table – see end of document

[11.5125]. The player with the larger total of points wins. A tie is a tie.

[11.513] Optional rules

[11.5131] Emergency pre-war improvements to old cruisers. Replace US#13 CG Chicago with US#14 CG Chicago+ . Replace SO#14 CL Alexandr Suvorov, and SO#15 CL Dimitriy Pozharskiy, with SO#16 CL Alexandr Suvorov bis, and SO#17 CL Dimitriy Pozharskiy bis.
[11.5132] Variable game end. To reflect the uncertain effect of developments in the European and other theatres on any moves to negotiate an armistice and end the fighting, on each AM turn, commencing with the first AM turn not less than 7 days (21 turns) after the commencement of hostilities, the East Block player rolls 1D6. On the first roll, on a roll of one, an armistice is agreed and the game ends, and Victory points are assessed. If the game continues, roll 1D6 again on the next AM turn, and on this occasion a 1-2 ends hostilities. On the third, and any subsequent rolls, a roll of 1-3 ends hostilities. This rule can also be applied to extend the game beyond turn 48 if the East Block player waited for many turns before commencing hostilities. There will then always be at least 7 days (21 turns) of hostilities, but with a variable end time after that.

[11.5133] Soviet SG attacks against bases. Allow each soviet SG to make one (only) attack against a coastal base, with its surface attack strength. Players will have to keep a record of which Soviet SGs have made attacks.

[11.5134] SEATO loss of territory in Korean ground war. Each even numbered AM turn the East Block player chooses a hex in South Korea which he ‘captures’ in the land war. This hex then comes under East Block control – place a detection marker in it to signify this. EACH HEX CHOSEN MUST BE ADJACENT TO TWO HEXES EITHER IN NORTH KOREA OR ALREADY EAST BLOCK CONTROLLED. This means Suwon cannot be occupied on turn 4. Any SEATO air units caught in such a hex are considered permanently eliminated and any air base or defended hex is destroyed (and all count for VP).

[11.5124]  Westpac 78 victory point awards table

	East Block 
	
	SEATO 

	Event
	Points
	
	Event
	Points

	SEATO ship or sub sunk, destroyed base or defended hex, or damaged air unit that does not re-enter before the end of turn 48
	ECM value 

(0 ECM = 1vp)
	
	East Block ship or sub sunk, destroyed base or defended hex, or damaged air unit that does not re-enter before the end of turn 48
	ECM value 

(0 ECM = 1vp)

	SEATO ship, sub base or defended hex with D2 damage
	½ ECM
	
	East Block ship, sub base or defended hex with D2 damage
	½ ECM

	SEATO ship, sub base or defended hex with D1 damage
	¼ ECM
	
	East Block ship, sub base or defended hex with D1 damage
	¼ ECM

	Sinking or damaging US#26, LCC Blue Ridge
	Double ECM or applicable fraction
	
	Sinking or damaging  SO#13, CCL Admiral Senyavin
	Double ECM or applicable fraction

	For each three damage levels (up to D12) imposed on SEATO AK or TK units
	ECM value (1)
	
	For each three damage levels (up to D12) imposed on East Block AK units
	ECM value (1)

	For any remaining levels of damage  (D2 or D1) imposed on SEATO AK or TK units
	Applicable fraction 
	
	For any remaining levels of damage  (D2 or D1) imposed on East Block AK units
	Applicable fraction 

	Unloading SO #33 LSD Ivan Rogov on hex 2746, Tsushima Is
	15 
	
	Unloading a USN amphibious vessel (see [11.5094], US #27-31) in South Korea – Pohang 2744, Pusan 2646, Mokpo 2346, or Incheon 2342. 
	5 per unit.

	Unloading SO #33 LSD Ivan Rogov on hex 4129 on Hokkaido
	10
	
	Unloading a USN amphibious vessel (see [11.5094], US #27-31) in Taiwan – Keelung 1858, Makung 1862.
	5 per unit

	Unloading each of CH#122 LSM, CH#123 LSM or CH#160 Z-5 on any coastal hex of Taiwan
	10 (each)
	
	Unloading a USN amphibious vessel (see [11.5094], US #27-31) on Hokkaido at 4034
	2 per unit

	Unloading an AK unit at Cam Ranh Bay, 0573
	30
	
	Unloading an AK unit at Subic Bay 1671, or Atienza (Manila Bay) 1772.
	5

	Unloading an AK unit in Korsakov, 4227
	10
	
	Unloading an AK unit at Naha, 2558
	5

	Unloading an AK unit in Burevestnik, 4730
	10
	
	Unloading an AK unit at Yokosuka 3945 or Ominato 4036
	5

	Unloading an AK unit in Petropavlovsk, 5916
	20
	
	Unloading an AK unit in South Korea – Pohang 2744, Pusan 2646, Mokpo 2346, or Incheon 2342.
	20

	If there are no SEATO ship or sub units in the Sea of Japan at the end of the game, and at least one East Block ship or sub
	50
	
	Unloading an AK unit in Taiwan – Keelung 1858, Makung 1862.
	20

	If there are no SEATO ship or sub units in the Formosa Strait at the end of the game, and at least one East Block ship or sub
	50
	
	Unloading a TK unit in any of the following Japanese ports: Sasebo 2748, Kagoshima 2850, Kure 3147, Osaka 3346, Nagoya 3546 & Yokosuka 3945
	5 points per unit

	If there are no SEATO ship or sub units in the Sea of Okhotsk bastion area at the end of the game, and at least one East Block ship or sub
	50
	
	At the end of each game turn at which time there are at least 3 undamaged US SSN units in the Sea of Okhotsk bastion area
	1 point per turn*

	
	
	
	At the end of each game turn at which time there are at least 3 undamaged US surface naval units each with an ASW strength of at least 12 in the Sea of Okhotsk bastion area
	1 point per turn*

	
	
	
	If there are no East Block ship or sub units in the Sea of Japan at the end of the game, and at least one SEATO ship or sub
	50

	
	
	
	If there are no East Block ship or sub units in the Formosa Strait at the end of the game, and at least one SEATO ship or sub
	50

	
	
	
	If there are no East Block ship or sub units in the Sea of Okhotsk bastion area at the end of the game, and at least one SEATO ship or sub
	50


[11.5126] Notes to table: All fractions are retained. O ECM units are worth 1 VP, and 0.5 or 0.25 VP if in D2 or D1 damage state, respectively. AK and TK units are considered equivalent to 4 units, and are not eliminated until they reach D12 damage. 1 VP is received for each 3 levels of damage they accrue, with fractional points for any remaining D1 or D2 damage levels. The destination hexes for AK and TK units, and SEATO (US) amphibious vessels are marked on the map with an anchor symbol. VP for unloading AK, TK and amphibious assault units are awarded regardless of their damage state – pushing these convoys through is a forceful political statement as well as a delivery of material. The VP awards marked * are accrued at the end of each turn the conditions apply, all other awards are once only events. That includes the unloading of AKs at destination hexes – there is no point sending more than one convoy to the same destination, the points are only awarded once. The East Block player receives one more AK unit than there are destinations, and may not need to use it. The SEATO player conversely has more destinations than AK units. More than one TK unit may however unload at the destination hexes listed, points are awarded per unit. Likewise more than one amphibious assault unit can unload in the same hex and the points are awarded per unit. USN amphibious assault vessels (see [11.5094], US #27-31) cannot unload at a hex in Taiwan (Keelung 1858, Makung 1862) if the PRC player has successfully invaded and unloaded in that base hex in a prior turn.

[100.2] Credit and acknowledgement of sources: SPI’s Sixth Fleet, Next War, and Task Force; S&T 48, 82, and SE1; Victory Games Fleet series; GDW’s Third World War series; Conway’s All the World’s Fighting Ships, Jordan’s Soviet Submarines and Green and Swanborough’s Fighters were the most used books.
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