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These ae the house rules our group ses to play
Padfic War. They are divided into three sedions.
Sedion | deds with important alterations that we
consider necessary for play. Sedion Il deds with
"chrome" and experimental rules. Sedion Il lists
rules developed by aher players or pulished in the
General, and which we use.

. NECESSARY ALTERATIONS

Over time, our playings of the canpaign game have
uncovered some isaues in the Padfic War campaign
game that diredly influence the validity of the game
as a historicd simulation. The result is that we now
play the game in an improved version that
incorporates a number of house rules, and this has
gredly increased ou enjoyment in what was alrealy a
top poduct originally. The dhanges we made satisfy
five (to us) important criteria:

- they corred loophdes in the rules which reward
strongy ahistorica behavior by players

- they are SHORT - there is no increase in playing
time or recordkeeping

- they have been tested using multiple scenarios and
partial campaign games (athough the canpaign
games we started after most of the dchanges were
introduced have nat progressed into the second Helf of
the war yet)

- they are caitious, i.e,, whenever there was a
discusson whether the dteration was sufficient, we
chose to err onthe side doser to the original design.

- they are significant, i.e., they are not mere drome,
but exercise a dired influence on the strategic
planning d the players (with the naval combat rule
being the exception).

The last remark does not mean that we fed the game
isnot good umessit has been significantly atered, but
that unlessan ateration was sgnificant, it was better
to leave the original aone. If it ain't broke, donit fix
it. Note that the first rule change below (which is
clealy the most momentous one) is in ou opinion
aso the one most nealed to gve the full campaign
(the Strategic Scenarios) more historicd acairacy.
The sedion kelow presents the rules. The historicd
(and came-related) rationale for the rules follows
afterwards.

Rule dhanges

1. Ground Unit Movement (19L-7):

During bettle oycles, ground urits can oy move
once per week. The player can chocse in which
particular battle c¢/cle to move. Contad phase
movement does not court againgt thislimit. Each unt
can only be involved in combat as attacker once per
week (on the first turn when the standard conditions
for combat apply). Unloading and loading a ground
unit in one week or viceversais alowed if no gound
combat occurs in between. An empty instalation is
considered owerrun even if a ground urt ends its
move in the hex via naval movement but does not
unload.

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

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

Note dso that the rule does nat limit combat in a hex
to happen orce per week. After aunit has attadked 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 attadk or deadivate in the next ground
combat phase. The unit that attadked previously will
naot take part in the atad.

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, attadks, and remains aonein
the hex after combat, can still move in that week
(athoughit canna initiate combat again before next
week even if it shodd move into another enemy-held
hex). During the first month at least, we've foundit
advantageous to pu markers on them (chocse any
from any ather game), since there's more going onat
the same time than in any later month. The increasein
the fumble fador is offset by the fad that now you
dorit move or attadk so often. In general thoughwe
haven't found wsing the markers a necessty.

2. Air strikes against ports and fortresses
(27L-4).

Air attadks on pats and fortresses are not made on the
AIR VS INSTALLATION line of the Air/Nava
Combat Results Table, but on the AIR VS GROUND
UNIT line. For the purpose of these dtacks, a 'T'
result is interpreted as '1', '1' as '2', '2' as '3'. Attaks
on air bases and OSB's ("soft installations”) use the
AIRVSINSTALLATION line.

During the first operation d the Strategic Scenario,
the AIR VS INSTALLATION line is also used
against the Allied pat which is the target of Speda
Rule 6. (the "Peal Harbor" attad) to simulate the
spedal surprise ondtions.

The Singapore fortress is rated as having 10 steps
instead of 3 andisrated 2-4-10for gunrery.

3. Special 4E bomber effects:

Any 4E air unit attakking a ground urit uses its
NAVAL ratinginstead of its groundrating.

The range of 4E air units does not increase from 20to
26 hexesin June 1942 (as gedfied by Speda Rule 7
of the Strategic Scenario). Instea, it increases by 2
hexesto 22and by 2hexes every June theredter (i.e.,
it reates the maximum of 26 hexesin June 1944).

4. Submarine Combat (23R-2).

ASW-cgpable units in a TF attadked by submarines
can screen against submarine atads.

After the submarine player has rolled to determine the
number of adtual attadks and assgned a target to ead
eligible dtad, the owning dayer can use eabt unt
described above to screen against one atadk. Not
more than ore unit can screen against one atadk (but
if multiple escorts are present, ead can screen against
aseparate dta).

The success of the screening is chedked by rolling
against the unit's ASW rating). A 'hit" result means
that attadk does not take place but no damage marker
isplaced onthe submarine.

ASW combat is performed namaly after all
submarine dtadks have been exeauted (or averted).
Damage and ASW strength: The ASW value of a DD
or DE unit does not deaease with every hit. Rather, it
deaeases by 1 when the unit has auffered 3 hits, and
again when the unit has suffered 5.



5. Task force organization and target

selection in naval surface combat.

No unt other than a DD or DE may be placal in the
screen of a task force unlessno DE or DD is in the
core of the task force AA's (but not APD's) and all
CV, CVL, CVE, CVS, and ST units must always bein
the mre of aTask Force

In naval combat, al screen urits must be placed on
the Naval Display before any core units are placel.
The following restrictions apply to target seledion for
nava gurfire:

- Only BB'sand BC's may fire & BB's at longrange.

- Only CA's, BB's, and BC's may fire & BB's a
medium range, or at CA's, BC's, CV's, and US CL's
at longrange.

- DD’s cannat use gurfire against BB's at any range.

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

Note: There ae no such restrictions on torpedo
targeting.

6. Submarines

All submarines except for the STO submarine caana
seach (not even in their own hex). The STO
submarine caina seach on the first turn of the
Strategic Scenario.

7. Airfield construction.

Airfield construction cannat be @orted by kreaking
the @nstructing enginee unit. Airfield construction
is aborted by caining the requisite five hits on the
airfield under construction, UNLESSthe cnstructing
player pays ancther 2 (Japanese player) or 4 (Allied
player) command padntsimmediately. If the CP's are
paid, the damage markers are removed.

Discussion

1. The rule on moving units only once per week basicdly drops
ground urit movement during hettle gycles to a quarter of the
original value. Thisisadrastic change that we introduced because
it becane obvious to us that the ahistoric rapidity of ground
movement strondy skewed play in the Strategic Scenarios
(athough ouw playings of Campaign scenarios have dso profited
from the change).

Consider the following situation (describing the a¢ual Decenber
15 hettle g/cle of one of our Strategic Scenarios).

In theory, the dcance of being deadivated following a failed
combat result might be considered sufficient to slow the Japanese
down in their conquests. Espedally at the beginning d the game
though their numericd and TQ advantages, together with the
ability to use their armor brigades on Luzon, in Malaya, and all
throughBurmaright to Imphal and orto the Indian plain alow the
Japanese to keg their offensives going, even with average
dieralling. These anazng results are dso na the result of the
defenders inexperience. Our group includes sven people with a
total experience of abou 9 to 10 (at least partialy) played
Strategic Scenarios. And finaly, the historicd Japanese successes
are generdly credited as amazng by hstorians. Yet, they took
monthsinstead of weeks. Why (apart from the fad that the players
in the game have asomewhat better knowledge of their opporent's
initial positions) such ahuge difference?

[Note: | am aware that a Padfic War "Day" does not correspond
diredly to a cdendar day. For the following dscusson, this is
not a problem as it deds with movement over the span of awhole
month, so the variations are mvered.]

The first reasonisthat aground urit in Padfic War can effedtively
advance d a paceof 300 miles per battle gycle - this exceels the
best efforts of the German Wehrmadt in France and Russa, but
here we ae deding with a mostly infantry force alvancing on
junde roads. There is aso a full move in the mntad phase. To
ill ustrate the point, the foll owing table gives ©me roughestimates
of the pure movement ability of atypica Japanese infantry unit for
threedifferent games: Operation Cannibal (on the Burma theare),
Singapore (onthe fal of Malaya), and Padfic War. The Operation
Cannibal numbers assume relatively good weaher and average
chitpulls. It is assumed that no combat occurs. The Padfic War
examples assume a two-week operation with a 6-step (2-day)
contadt phase (leaving 6 kattle g/cles) and a threeweek operation
with a six-day (17-step) contad phase, leaving 8 tattle gycles (this
iseasily sufficient for theinitial operationsin the game).

- The Japanese have broken through the mourtains nea Imphal
into India, with a single half-strength quality 5 dvision Hocking
their way into Calcutta.

- Manilahasfallen in the first week of Decenber.

- Singapore has been interdicted (by two bamber attadks on
Decanber 9 and 11). There ae no Japanese units in Malaya
except one 5 TQ division Hocking the Isthmus.

- The Central Padfic HQ has been interdicted. Enterprise has been
sunk (on turn 4, despite the fad that she started running away on
the first turn of the game). The initial Peal Harbor attadk went in
against the submarines, two more turnsinterdicted the port.

All of these were adieved with Japanese forces adivated for a
threeweek operation (basicdly, 83 pants worth of units), with
several battle gycles left to complete the mnquest of the dties in
India. They are good but not exceptiona. In other words:
Mainland India has a good chance of faling in December
(experiments showed that at least three Chinese amies must be
adivated to slow the Japanese down enoughto have a dance to
prevent this from happening). The campaign on Luzon (which
historicdly took till April) is finished in December. Burma and
mainland Indiafall i nto Japanese hands in December, and there ae
command pants left to try attadks on Mindanao, Sumatra, Rabaul,
and dternately Dutch Harbor or even Noumea ABDA HQ and
Malaya fal in January. If Malaya were dtadked in December, it
would aso fall within a month, as even the designer himself
agrees. But Indiaisof course abetter target.

|injunge | onroads |
Op Cannibal | 400 mi/month [10006:1200 mi/month|
Singapore | 170 mi/month | 512mi/month |
PW 2 weeks | 1400miles | 2100miles |
PW 3 weeks | 1800miles | 2700miles |

It will be noted that even if combat slows the Japanese in Padfic
War down by half, they are still far too fast. Even if only mixed
terrain (the worst that occurs on the PW map apart from
impassable mourtains) were present, this would reduce the totals
to 700 miles and 900 miles, respedively - still far more in 2-3
weeks than the two operational-level games allow in a month.

The seond poblem is auppy. Historicdly, the Japanese had
significant problems in pwhing beyond Rangoon- they neaded to
reorganize their suppy network, and their later, last offensive into
India basicdly was expeded to feel itself on captured stores. In
Padfic War, thisistheoreticdly represented throughthe adivation
mechanism, but given the ground movement rates (which let an
infantry division outrace a transport ship!), a division that starts
Decamber 1941in Indechina can move into Thailand, attadk into
Burma, and push oninto India, al in ore month, still runnng on
the two command pants that were originaly spent on it over a
thousand mil es away .

Why was movement designed the way it was? It appeas that
despite the thorough playtesting (which involved multiple full
campaigns), the development of the game did na experiment with
a Japanese strategy that ignored Malaya to get at India ealy on.
This is excusable given the dfort that was obviously spent on the
game and the strangenessof the strategy, but the strategy works -
for very "gamey" reasons, and nawv that the problem has been
found it nealsfixing.

And the dfeda of the new rule? The reduced pace on land
produwced by the change is amazngly historicd. The theoreticd
top speed of marching infantry is gill fairly fast (900 miles in a
two-week operation onroads), so there is no risk of falling below
historicd advancerates, but we have afourfold reduction ower the
original "jet-powered" land urits with a very simple rule. The



pace of the game overal is not adualy sower, since naval
operations gill proceal withou change. The reduction in combat
frequency aso means that suppy is ent in more dired
propation to the number of attacks one ca attempt with a unit.
One-hex island tettles now can approach their historicd duration
unless the dtadker gets ©me "rout" (i.e., very good ground
combat results. Ultimately the slower movement slows the
Japanese down in the beginning d the game, and will slow the
Allies down during the Japanese ollapse (which went extremely
fast with the original rules, too - now, with four attadks per month,
there shoud be some prolonged fights over well -defended islands,
lasting more than a month just as the red thing). It shoud be
noted thoughthat we have nat tested the rule for the last two yeas
of the war yet - the canpaign games we have started since we
introduced the rule some months ago have not progressd far
enough et due to externa time mnstraints (read, we've got alife).
Nonetheless we @nsider it a drastic improvement. The reason for
the exceptionsisto still provide alimited rapid transport cgpability
behind the front, and to avoid too much of a slowdown for
amphibious operations.

Rule 2 (reducing the dfedivenessof air attacks on ports and
fortresses). Thisrule was introduced becaise it proved too easy to
interdict headquarters with arpower alone - the Malaya
healquarters in Singapore was previously routinely interdicted
entirely by airpower in ou games (2 attadks by three 2E planes are
usually sufficient). The same will be dore to Japanese portsin the
seoond Helf of the Strategic scenario, again far too easily. Why
spend effort on the Japanese merchant marine when you can
simply interdict any pat that contains a Japanese HQ with B-24
attadks in afew turns?

With the dhange, it's gill quite posdsble to take aport out by air,
but it requires me dfort. Note that historicdly, the Japanese
bombarded Rangoonthroughou Decenber 1941 and the port was
a shambles, but reinforcements were still arriving by "strategic
transport” - the same goes for Singapore in late January (acualy,
the British fed reinforcements in virtualy up to its fal - so
obviously the Japanese were not able to interdict the port).

The Singapore fortress got an extra upgade becaise its
install ations (10 kettleship-cdiber gurs, 40 8' gurs, and still more
smaller ones) warranted it. The IIN treaed Singapore with
resped. When playing PW with the original 3-step fortress a
couple of CA units plus destroyers were often able to take out the
fortressand Force Z within asingle naval combat. Mark Herman's
justification for this was that the land-based gurs were & a
disadvantage when fighting ships - but al my reading indicates
that while land-based artill ery made for normoving targets, it also
made for far more stable gun patforms with better rangefinding
equipment - and you lad to take every emplacement out by itself
instead of all turrets going silent when the ship was damaged
enough

Rule 3 (reduced 4E air unit capabilities). What is the best
ground attadk aircraft and gound suppat aircraft in the game?
The B-17! Gred for flushing enemy battalions out of the junde or
bre&ing dvisions in New Guinea Have you ever played the
Guadalcanal Campaign scenario and wondered why the US did na
historicdly simply blast Guadal canal 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
seaching and banbarding infrastructure.

With thisrule change, 2E and 1E units will be preferred for ground
suppat, just as in redity. (Note that previously there was littl e
reason for the Allies to buld 2E units - now there suddenly is a
placefor tadicd airpower.)

As for the bomber ranges, Mark Herman ndes that such long
range missons were flown and the reduced bombloads are dready
incorporated in the rating, which is true, but even B-24s with the
reduced bombload flew 2600mile roundrip missons only rarely,
and orly from 1944 onwards (when the required fuel-saving flight
procedures had been leant, partly developed by British Liberator
crewsin India). Source Alwyn Lloyd's"Liberator."

Rule 4 (ASW screening). Previously, apart from the ASW sweep
rule, which represents the US intelligence alvantage & much as
anything else, ASW cgpability in the game is absolutely passve.
This has led to players siccesdully sailing aroundthe seas in task
forces that contained only cariers, becaise it is often pcssble to
keep ou 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. | was appalled when | saw this
dore the first time, but | have to admit it works in the game
athoughit would have been anathema for any WW2 admiral. The
altered ASW rule gives escorts red protective capadty and
encourages players to carry aroundat least one DD per carierin a
TF withou drasticdly reducing the submarines' chances. The
damage rule for the ASW value is based on the fad that ASW
combat is not redly formation work, so 5 DD's will be nealy as
effedive & it as 6.

Note to Steve Crowley: Given that most DD's have an ASW value
of 2, lossesto screened shipswill sink by 30 (e.g., take aDD per
carier and 306 of the sub attadks on that carier will be
screened).  If you fed subs are ill too pawerful, make the
screening value equal to the ASW value +1 (i.e,, a ASW=2 DD
will screen onaroll of 0-3). Every additional +1 shift will reduce
the sub attadks throughthat screen urit by 10%. Try it out to find
what value you like. For us the unadorned ASW value was
enough

Rule 5 (naval combat restrictions). A complaint that is ®e
occasiondly isthat in Padfic War, naval combat is too Hoodyin
genera and capital shipsin particular die too guckly (becaise dl
other ships smply gang up onthem). There is littl e sense of the
clashes between escorts that precaled and acaompanied virtually
every nava engagement in the Padfic, because there is no red -
a DD hits aBB at longrange just as well as another DD. These
rules reduce lethality and encourage abalanced ship mix in task
forces withou requiring a separate amor penetration table or
similar detail. (In particular, the -1 modifier to big gurs firing at
DD's shows the reason why bah sides, and the US in particular,
built CL's at al - they used faster-firing gurs with shorter range
than heavy cruisers, because they were intended as destroyer
kill ers. Now it’s exadly what they are goodat in the game.)
Alternately, one muld also halve the anti-DD shoding at night
instead of -1. Take your pick.

If you find dayers still focusing al fires on ore BB per battle, try
experimenting with forbidding doulting upagainst targets urtil all
targets are wvered. We donit use this at the moment though
Something similar to the "put DD's into the screen” rule was aso
printed in the GENERAL bad with Mark Herman's article.

Rule 6 (no submarine searches). There is a speda rule in the
Strategic Scenario that forbids the Japanese carier strike force to
seach for the US cariers on the first battle g/cle. However, the
Japanese player knows the exad locaion d two o the US carriers,
so he can simply pil e submarines into thase hexes and conduct in-
hex seaches with them, making a detedion result for at least one
carier very probable. Thisis of course mmpletely artificial. The
Japanese had noideawhere the US carriers were.

In fad, we airrently play with a stronger rule which says that
submarines may not search for task forces at al (since submarines
only provided strategic seach information, but not pinpainting for
airstrikes). | recommend it, but it is not as drasticdly important as
onthefirst turn of the game.

Rule 7 (Airfield construction). So, how many airfields do you
Japanese mnstruct in the game? It is extremely easy to bresk the
Japanese enginees (and even the Allies have troube till 1943to
just improve an airfield if the Japanese dont want it). Historicaly,
airfields, once built, were virtually indestructible, and the game
shows this. However, whil e being constructed, the same was true -
bulldozed terrain largely stayed that way even under attadk, and as
late & 1943 determined Allied air attadks to prevent construction
of the drfield at Munda were afailure. All that was needed was
sufficient determination o the onstructing pdayer to kee
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 becaise the Japanese drfields were
built on a shoestring anyway (that's why they took so long).
Those ae the rules and the reasons why whe
introduced them. Overall, they have made the game
more historicd, and more enjoyable, but not slower or
more mmplex. | recommend trying them in you
next game, and comments are gpredated. While
developed in the mntext of the Strategic Scenarios,
some of these rules (in particular the reduced ground
movement) make some of the ealy Campaign
scenarios (e.g., Malaya and the Phili ppines), which
used to be highly unbalanced and baing, into adua
nail biters. Now the Japanese players have to work to
replicate the historicd Japanese alvance rates instead
of having them dropped in their lap. At the same
time, the aility to ready or exceal the historicd
performanceis gill well within their grasp.

. CHROME AND EXPERIMENTAL
RULES

Here ae several "chrome' rules (rules that are
recommended bu not criticdly necessry, so we
didn't put them on the list with the other rules) and
“experimental” rules (that we think add a bit of fed to
the game, but have not tested their overall effeds on
balance).

Chrome Rule 1: Manila/Luzon

The Manila hex is CLEAR terrain. The Corregidor
hex aso includes the Bataan peninsula, which is
MIXED. Activated urits can move from Bataan to
Corregidor fredy by gound movement. Place the
Corregidor fortress marker on top o forces on
Corregidor and daceforces on Bataan ontop d the
fortress marker for clea distinction. Units canna
attack "aaoss', i.e., they adually have to move to the
proper part of the hex to attadk, and such an attack
courts as amphibious assault. An amphibious assault
on either is not possble unlessthe other is controll ed
(i.e., the Japanese cana land troops on Bataan to
prevent a retred there). The Japanese cana use
Manila & a port except as a submarine-proteced
anchorage until Bataan is freeof Allied units.

Why this rule? The resistance level of the US forces on Luzon
now corresponds much better to their historicad performance but
the SW Pac HQ (and with it, Allied control of the Manila port)
now survives much longer than it did historicaly. That is because
the Manila terrain is "mixed". Historicdly the vicinity of Manila
was considered indefensible, so the troops retreged to Bataan,
whil e the dty was dedared open and surrendered to the Japanese
in Decamber. It is arguable whether minor terrain details shoud
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
repercussons on the first yea of the war, so this gedal rule is
presented for those who are willi ng to live with the stadking in the
Corregidor hex. As for the port rule - the port entrance to Manila
was diredly beneeh the guns on Corregidor, so the Japanese will
have to land onCorregidor to use Manilafor strategic transport.

In theory, the important part of the rule is dedaring the Manila hex
clea - when Manila fals, the Allied troops could just as well
retrea into South Luzon and the Bataan part could be omitted.
But a aafty Japanese player could prevent that by an auxiliary
landing there, whereas the Japanese had no inkling d nor intent to
refuse aretrea to Bataan. So, when giving the Japanese abre& in
taking Manila, it's only appropriate to gve the Allied troops the
chanceto retrea somewhere to continue & a thorn in the Japanese
side for some time. Note: This last modification will again make
the Fal of the Philippines senario quite a bit easier for the
Japanese since US units will be Isolated from Decanber onwards
unlessManiladoes not fall.

Chrome Rule 2: Unknown carrier positions at
war’s start.

Thisisan addition to rule 6. Allow the US player to
set up two dummy task forces within two hexes of the
two fixed carier TF setup hexes nea Oahu. Allow
any o the task forces to contain the adua Enterprise
and Lexington TFs (but the TF compasition shoud
not be dtered). This stup happens after the
Japanese has placed his carriers and submarines. The
dummies canna set up closer to Oahu a the Japanese
cariersthan the arrespondng aigina setup hex for
that carier.

The Japanese did na know where the US cariers were - they
shoud have to search for them just asin redity. Thisisavariant
that we aurrently use but are not perfedly happy with.

Chrome Rule 3: Strategic Transport.

(@ If a unit is grategicdly transported aaoss a
distance of 20 hexes or less it arrives immediately.
(b) If it is transported aadoss more than 20 bu no
more than 40 texes, it arrives on the 15th of the
month.

(c) If it is transported acoss more than 40 hexes, it
arrives during the Strategic transport phase of the next
month.

Kee tradk of units transported acording to (b) and
(c) on ashed of paper or onthe Month Trak. Make
a note of the intended pat of arrival. If the port has
falen to the evemy in the meaitime, has been
interdicted, or is within 2 hexes of an enemy air unit,
switch to the dosest dternate target. If no aternate
target port is available, put the transported urits on
the reinforcement tradk for the next month.

A unit transported acarding to (b) and (c) can absorb
replacament steps while in Strategic Transport as if it
were present in the port of arrival during the
Replacament Phase.

Chrome Rule 4: Building OSB's

OSB's can be built in unramed locaions. To simulate
the necessty of building the necessary infrastructure,
costs are doulded (to 20 CPs). In addition, an
unbroken enginee unit must be present. (The
enginea may till be engaged in bulding an airfield).
These requirements hold even if another OSB existed
at the same locaion hefore (and was destroyed or
disbanded).

With the rules as written, OSB's can orly be built in named
locaions or Linked Ports, but the choice of Named Locations on
the map seemsto be based on historicd choices, not on recessty.

Experimental Rule 5: OSB transport costs

For every OSB occurring as part of a cmmand link
that traces its own command link over water or over
land dredly to a port withou OSB, multiply the
points gent by 1.5. (E.g., a1-point unit that is linked
only via2 OSB's would cost 2.25 pdnts to adivate; a
3-point unit, 6.75.) Round upthe adivation totals (do
not round per unit and then add up.

The purpose of thisrule is to counterad the ploy of building upan
OSB network that covers the whole map, and then asdgn all
command pants to a single HQ so no CPs are ever lost because
they were asdgned to a HQ that did na get a chanceto use them.
| would recommend against using it unlessyou are deding with an
opporent who insists on wsing such a strategy. The problem with
theruleisthat it drasticadly increases costs for units farther inland,
in particular in mainland China (where sts are drealy high).
This is why the rule only affeds OSB's tradng ower water. An
alternative would be to penalize every OSB, but to drop the tripled
Japanese mmmand costsin China and to halve the adivation costs
of Chinese amiesto 2.



Chrome Rule 6: Dutch Troop Quality

All Dutch ground uiits have a TQ of 2 for al
purposes until the end d March, when they change to
their printed rating o 3 (asuming any have
survived).

For a justification of this rule, seethe analysis on my webpage
concerning the Japanese landings in the Dutch East Indies.

[l . “Foreign” house rulesthat we use.

1. China (Gregg Belevick)

Upon conguest of China, the Japanese player must
maintain at least 90 steps of groundforcesin China &
al times. there must be & leat one ground step
within two hexes of every Chinese dty. The units
satisfying this requirement may be in China,
Manchukug Korea or Indachina The Communist
units remain in play but are now considered isolated
until a Chinese aty isrecaptured.

Nationdlists: If isolated, will only suffer attrition
down to ore half of their starting strength.
Communists: Communist units are onsidered linked
if they can trace apath free of enemy units and nd
within 2 hexes of enemy air units to the north bcard
edge. If isolated, they take troop quality chedks but
NEVER suffer attrition.

2. Reinforcement delays (Gregg Belevick)

US reinforcements appea west of the Australian east
coast appea with ore month of delay. British
reinforcements appea east of the Australian west
coast with ore morth delay.

Note: This can be mplemented by wing the
restrictions of Experimental Rule 3 (Strategic
Transport).

3. Reckoning po st-op penalty time (Steen
Kastoft Hansen)

After the Operations player has deadivated al units,
the Day Marker is only advanced orce (after the first
Battle Cycle on which the Readion dayer can still
attadk), but for the other four Battle Cycles it is not
advanced. They have to be kept tradk of by ather
means. The operation dayer has to annource that he
has deadivated al units when this has happened, and
the readion pdayer can then deadivate or adivate
acordingly. During the latter four Battle Cycles,
submarines of both sides canna move dthoughthey
can till attack.

Using this rule, the Readion Player can no longer delay an
operation bya full week by simply keeping a rea areaunit adive.
The submarine rule was added to keep the range of submarines
from increasing over the span of a month.

4. Intercept Condition Operation Player
Contact Movement (Chris Perleberg, F&M 101)
When the Operational Intelligence Condtion is
Intercept, the Readion Player canna automaticdly
stop the Contad Phase dter the second Naval
Movement Impulse. He can stop it the moment that a
task force of the Operation Player is within seach
range of one of his units and that unit seaches for it,
regardless of whether .the seach is successul or not.
Weaher modifiers are ignored.

Note: Mark Herman thinks this will make late-war
dee strikes by the UStoo easy. It will certainly lead
to religious deployment of LRA’s by the Japanese. It
will aso alow the Dodlittle Raid to proceal even
under an Intercept condition, which | consider a good
thing. Thisrule shoud be mnsidered experimental.

5. Rules from The General

Arrival of US Seda Forces units (replace arival
times given in the Scenario Bookiet):

1SE Jul 42, 2 SE Aug 42 3 SE Jul 44.

The dternate (adualy: historicd) SF arrival times soud be used
sincewith his more redistic advance spedls, the Japanese does not
need the ggravation d having these units ¢and in his way six
months ahead of their historicd arrival tmes. The other OOB
changes are unclea in terms of balance so we do nd use them.
(Althoughthe Australian restrictions and the British withdrawals
shoud probably be used if you have an Allied player whois hardy
enough) The distinction ketween fast and slow units from the
same aticle is a nice drome rule but hard to apply in pradice
unlessyou mark the murters.



Modification History

98-10-30: Generdlize screeningto al ASW-cgpable
units. Submarines cannot move during the four
“additional” battle gscles.

98-11-02: Add Perleberg rule for Interception.
Submarines cannot searcch. Add list of General house
rules used.

98-11-06: Subs cannot attadk into Manila port even if
Corregidor is gill held, so Japanese units can safely
Deadivate.

99-01-04: Strengthened PH dummy carrier setup,
easened amphibious movement restrictions.

99-01-11: Simplified alternate ports.

99-09-02: Switched to empty install ations on naval
overrun. Changed Strategic Transport (Exp.Rule 3) to
Chrome. Added Chrome Rule 6 (Dutch TQ). Altered
comment on variant carier setup (Chrome Rule 2).



