
INTRODUCTION- 
VICTORY IN THE PACIFIC is a simulation 

of the strategic naval war in the Pacific in WWII, 
from the first attack on Pearl Harbor to the 
decisive Battle of the Philippine Sea in late 1944. 
Although all the major combat ships in the 
Japanese and Allied navies are portrayed in the 
game, and although the game board shows all the 
Pacific battle areas from Pearl Harbor to Ceylon, 
this game is only a simple simulation of the war on 
a strategic level, with most of the tactical details 
represented by artificial, simple game mechanics. 
As a result the game is easy, fast and fun to play, 
but it is not as realistic as  a normal simulation or  
wargame. 

VICTORY IN THE PACIFIC applies the 
game system from Avalon Hill's popular W A R  
AT SEA (which is about the British struggle 
against the German fleet in the Atlantic) to the 
wide seas and enormous fleets of the Pacific. Due 
to the greater magnitude and scope of the Pacific 
war, it is larger and more complex than WAR AT 
SEA, but VICTORY IN THE PAClFlC is still 
basically an Introductory game suited for players 
who want a simple, easy game. If you feel that this 
game is too unrealistic o r  luck dependent for your 
taste, there are many other Avalon Hill games that 
are more realistic and challenging. If you find this 
game enjoyable, you may wish to progress to our 
other Introductory games; if, on the other hand, 
you find VICTORY IN THE PACIFIC far too 
simple you should try an lntermediate level game. 
The most advanced games are our Tournament 
level games-these are great fun, but they can be 
complex, so you will probably enjoy them most 
afrer mastering the tricks and ploys of an 
lntermediate game. Our enclosed catalog lists our 
games with their ratings. Welcome to the 
fascinating and fast-growing hobby of simulation 
gaming! 
1.  OBJECT- 

VICTORY IN THE PAClFfCis a two-player 
game with one player controlling the Imperial 
Japanese Navy and the other player having the 
Allied fleets (the Unitedstates' Pacific Fleet and 
Asiatic Fleet, and the British Eastern Fleet). The 
object of the game is to "control" the thirteen sea 
areas on the mapboard during the eight turns of 
the game. Each turn the players get "Points of 

Control" (hereafter referred to as POC) for the sea 
areas they "control"; at the end of the game the 
player with the most accumulated POC wins the 
game! 

The number of POC that a player gets for 
controlling a sea area is printed on that sea area on 
the mapboard. There are two POC numbers in 
each area, one that the Japanese player gets if he 
controls the sea area, and one that the Allied 
player gets if the Allies control the sea area; the 
POC numbers are different for each player, and 
vary from sea area to sea area, because each side's 
POC number reflects how valuable that particular 
sea area was to  that side's war effort. Forexample, 
Indonesia was crucial to the Japanese war effort, 
so the Japanese player gets three POC for 
controlling it, while the Allied player would get 
only one POC there; for the Allies the crucial sea 
areas are the Hawaiian Islands, U.S. Mandate and 
Coral Sea-the areas on the vital Hawaii-to- 
Australia supply line. 

To  "control" a sea area a player must have a 
"patrolling" surfaceship o r a  land-based air unit at 
sea in that area at  the end of the turn. Only one 
player at  a time can "control" a given sea area, so if 
both sides have units in the same sea area the units 
must fight until one (or both) side's units have all 
retreated or been sunk. The players use their 
capital ships, land-based air and amphibious units 
to control areas themselves and to  prevent the 
enemy from controlling areas. The players are free 
to use their units to implement the strategies that 
were actually tried during the war, o r  they can try 
strategies that the actual combatants discarded- 
or  never even considered. 

2. THE MAPBOARD- 
2.1 The mapboard portrays the sea areas, 

major ports and island bases that were the centers 
of fighting in the Pacific during World War 11. The 
thirteen sea areas are the large blue areas, 
separated from each other by white lines. Major 
ports are the eight red circlesand areas, and island 
bases are the fourteen green circles and areas, that 
are located within these sea areas or along the 
border between two (or three) sea areas; a port or 
base is assumed to  be part of every sea area that it 
touches, so Guadalcanal (for example) is part of 
both the South Pacific Ocean and Coral Sea sea 
areas. 

2.1 1 New Guinea is divided into two island 
bases, north (labelled "Lae") and south (labelled 
"Port Moresby"). Lae touches the South Pacific 
Ocean and Indonesia sea areas onlv, and Port 
Moresby touches the Indian Ocean and CoralSea 
sea areas only. These two bases d o  not even touch 
each other-they are separated by the Owen 
Stanley Ridge (the mountain ridge pictured on the 
board), which blocked large-scale military opera- 
tions. As a result, land units cannot move directly 
between Lae and Port Moresby-they must go to 
sea and invade to get around the Owen Stanley 
Ridge. 

2.12 Note that the entire Philippines comprise 
one island base that touches both lndonesia and 
the Marianas Islands. 

2.13 The brown areas on the mapboard are 
not used in the play of the game and are shown on 
the board solely to illustrate the geography of the 
Pacific Ocean. 

2.2 Each sea area, major port or island base 
can be controlled by either side, and each area, 
base or port can change sides from turn to turn. 
Counters are placed on each area, base or port 
with the proper side up to indicate possession. 

2.21 The rectangular Control Flag counters 
are placed on  sea areas, one Control Flag perarea 
with the appropriate flag face up to indicate who 
controls that sea area that turn. 

2.22 The eight large circular counters with 
anchors on them are Garrison counters that are 
placed on the eight major ports on the board 
(colored red, with anchors on or  near them). The 
red circle (the Japanese Army symbol) is turned 
face up to indicate Japanese control, and the white 
star is turned face up to indicate Allied control. 

2.23 The fourteen small circles are Garrison 
counters that are placed on the fourteen island 
bases on the board, with the red circle indicating 
Japanese control and the white star indicating 
Allied control. 

2.3 Each major port or island base can be used 
only by the player who controls it that turn. Every 
port and island base is in operation throughout the 
game, but only for the side that controls it. 

2.4 As a general rule, ships and other units 
move onto sea areas during turns and return to 
(friendly) bases or ports between turns. 

2.5 The POC TRACK on the board is used to 
keep track of the players' relative POCaccumula- 
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object of the game is to "control" the thirteen sea 
areas on the mapboa rd during the eight turns of 
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Control" (hereafter referred to as POC) for the sea 
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playe r with the most accumulated POC wins the 
game! 

The. number of POC that a playe r gets for 
controlling a sea area is printed on that sea area on 
the mapboard. There are two POC numbers in 
each area, one that the Japanese player gets if he 
controls the sea area, and one that the Allied 
player gets if the Allies control the sea area; the 
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vary from sea area to sea area, because each side's 
POC number reflects how valuable that particular 
sea area was to that side's war effort. For example, 
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or never even considered. 
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2.1 The mapboard portrays the sea areas, 
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thirteen sea areas are the large blue areas, 
separated from each other by white lines. Major 
ports are the eight red circles and areas, and island 
bases are the fourteen green circles and areas, that 
are located within these sea a reas or along the 
border between two (or three) sea areas; a port or 
base is assumed to be part of every sea area that it 
touches, so Guadalcanal (for example) is part of 
both the South Pacific Ocean and Coral Sea sea 
areas. 
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2.11 New Guinea is divided into two island 

bases, north (labelled "Lae") and south (labelled 
"Port Moresby"). Lae touches the SOUlh Pacific 
Ocean and Indonesia sea areas on~v, and Port 
Moresby touches the Indian Ocean and Coral Sea 
sea areas only. These two bases do not even touch 
each other- they are separated by the Owen 
Stanley Ridge (the mountain ridge pictured on the 
board), which blocked large-scale military opera­
tIOns. As a result , land units cannot move directly 
between Lae and Port Moresby- they must go to 
sea and invade to get around the Owen Stanley 
Ridge. 

2.12 Note that the entire Philippines comprise 
one island base that touches both Indonesia and 
the Marianas Islands. 

2.13 The brown areas on the mapboard are 
not used in the play of the game and are shown on 
the board solely to illustrate the geography of the 
Pacific Ocean. 

2.2 Each sea area, major port or island base 
can be controlled by either side, and each area, 
base or port can change sides from turn to turn. 
Counters are placed on each area, base or port 
with the proper side up to indicate possession. 

2.21 The rectangular Control Flag counters 
are placed on sea areas, one Control Flag per area 
with the appropriate flag face up to indicate who 
controls that sea area that turn. 

2.22 The eight large circular counters with 
anchors on them are Garrison counters that are 
placed on the eight major ports on the board 
(colored red , with anchors on or near them). The 
red circle (the Japanese Army symbol) is turned 
face up to indicate Japanese control , and the white 
star is turned face up to indicate Allied control. 

2.23 The fourteen small circles are Garrison 
counters that are placed on the fourteen island 
bases on the board, with the red circle indicating 
Japanese control and the white star indicating 
Allied control. 

2.3 Each major port or island base can be used 
only by the player who controls it that turn. Every 
port and island base is in operation throughout the 
game, but only for the side that controls it. 

2.4 As a general rule, ships and other units 
move onto sea areas during turns and return to 
(friendly) bases or ports between turns. 

2.5 The POC TRACK on the board is used to 
keep track of the players' relative POC accumula-
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tions. Each turn, each player totals the POClisted 
for his side in all the sea areas hecontrols that turn, 
the POC totals are subtracted from each other, 
and the player whogained the most POCthat turn 
gains the difference and moves the POC counters 
along the POC TRACK to reflect the number of 
POC he gained over his opponent that turn (so if 
the Allied player gained 10 POCand the Japanese 
player got 7, the Allied player would gain 3 POC, 
and he would move the POC counters to  show a 
gain of 3 POC). Japanese gains are shown by 
moving the markers towards the red end of the 
track, Allied gains towards the blue-numbered 
end. The "POC 10" counter is used on  the 10's 
track to keep track of multiples of 10 POC; if 
either player gets 29 POC ahead (the largest 
number that can be shown on  the track) he can 
gain no more, and stays there until his opponent 
starts gaining POC back. 

3. THE PLAYING PIECES- 
3.1 Ships: The game contains four different 

sets of large, differently colored playing pieces that 
represent the capital ships of the four navies that 
fought in the Pacific: the United States Navy 
(colored blue), the Japanese Navy (colored red), 
the British Navy (colored dark green) and the 
Australian and Dutch Navies (colored light 
green-the "De Ruyter" is the only Dutch ship in 
the game). These ships are referred to as "ships" or  
"surface ships" in these rules (note that the I-Boat 
and the F-Boat are not "surface ships7'-they are 
submarines). The following diagram explains the 
symbols on the ship counters: 

Name of ship 

Airstrike Factor 
Turn of arrival (circle indicates 

attack bonus) 

Speed 
Gunnery Factor 
(c~rcle ~ n d ~ c a t e s  Armor Factor 
attack bonus) 

(Nationality is indicated by color) 

Gunnery Factor-Number ofdice the ship rolls when 
attacking during a "night action". 

Airstrike Factor-Number of dice the ship or unit 
rolls when attacking during a "day action". 

Armor Factor-Number of damage points a ship or 
unit can have without sinking. (Note: is doubledforships 
in port). Must have more damage points to sink. 

Attack Bonus: add I to each die roll when the circled 
factor attacks. 

Turn of Arrival: The turn (1-9) that the piece enters 
the game. Letters indicate the starting positions of Allied 
pieces that are on the board turn I: 
"V-Pearl Harbor; "Hm-Hawaiian Islands: "U"-U.S. 
Mandate; "C-Coral Sea; "A"-Australia; "B-Bay of 
Bengal: "I"-Indonesia: "Y-Singapore; "M"- 
Philippines; "W,X.Y,Z-"LOCATION UNCER- 
TAIN". 

Surface ship counters are printed on  both 
sides. The front side is printed in color, with the 
ship silhouette printed in black; when the ship is 
placed in a sea area with this side face up, the ship 
is patrolling in that sea area. The reverse side of 
each ship is white, with the ship silhouette printed 
in the appropriate color; when the ship is placed in 
a sea area with its white side face up, that ship is 
raiding and attacking enemy patrollers instead of 
patrolling. 

3.2 Submarines: There are two large counters 
representing submarines: the Japanese I-Boat, 
bearing a red circle, and the United States' F-Boat 
("Fleet Boat") bearing a blue star. Symbol explan- 
ation: 

Type of Submarine 
I 

Turn of arrival 

Gunnery Factor 
(circle lndlcates 

attack bonus) 

Armor Factor 

3.3 Air a n d  Ground units: The middle-sized 
playing pieces are "land-based air units" and 
"amphibious" units. The Japanese units are yellow 
and the Allied units are green. The counters: 

Land-based air 
Name of unit 

Air unit symbol 

Turn of arrival 

(Indicates special 

Airstrike Factor movement) 

D e f e d  Factor 

Defense Factor-Number of damage points it takes 
to eliminate an air unit. The air unit is sunk if it takes that 
much damage or more. 

Land unlt symbol 

Speed 
~ r d o r  Factor 

3.4 Contro1pieces:The rectangular pieces and 
circular pieces are placed on the board to  show 
which side controls each sea area, major port and 
island base. 

ALLIED JAPANESE 
CONTROL CONTROL 

Control Flags 

Garr~sons @ @ 
(major port) 

Garrtsons 
(~sland base) 

3.5 The small white counters are playing aids 
used to mark disabled, damaged or sunk ships, 
and to keep track of POC on the POC TRACK. 

Disabled Marker Damage Marker sunk Marker 

Points of Control 

4. THE ORDER OF 
APPEARANCE CHARTS- 
4.1 The order of appearauce charts indicate 

what ships and units both sides have at  the start of 
the game, where they must be placed at  the start of 
the game, what sea areas, major ports and island 
bases both sides control at  the start, what ships 
and units enter the game later during play, and the 
repair points that are available each turn. 

4.2 The Japanese player takes the JAPAN- 
ESE ORDER O F  APPEARANCE card and 
places each playing piece on the square identified 
for that piece. Then he places control pieces on all 
the sea areas, ports and bases he controls at  the 
start, which are listed under TURN I on hischart. 
Then he takes as many as he wishes of his ships 
listed at YOKOSUKA NAVY YARD on turn 1 
and places them in the PEARL HARdOR RAlD 
rectangle-only ships with a speed of 5 or  better 
can be placed in the PEARL HARBOR RAID 
rectangle. Finally, he places all his ships in the 
PEARL HARBOR RAlD rectangle in the 
HAWAIIAN ISLANDS sea area, and places all 
the rest of his ships and units listed under TURN I 
on YOKOSUKA NAVY BASE. He is ready to 
start the game. 

4.3 The ships and units that the Allied player 
has available at the start of the game are listed on 
the ALLIED STARTING FORCES chart on the 
back page of this booklet, and the rest of the Allied 
pieces that arrive on later turns are listed on  the 
ALLIED ORDER O F  APPEARANCE chart. 
The Allied player places all of his ships and units 
on the squares identified for them on these charts. 
He places his Control pieces down on the areas, 
ports and bases listed for Allied control; then he 
takes all his TURN I units and places them on the 
sea areas, ports and bases listed for them (Groups 
W, X, Y and Z are left on  the STARTING 
FORCES chart-they enter the game during the 
first turn). 

4.4 At the start of each turn during the game, 
both players consult their order of appearance 
charts and place all their units listed for that turn 
on the major ports listed for those units. Land and 
air units that are returning after having been 
eliminated or used up on previous turns may be 
placed in any major port under friendly control. 
Then the players must remove from play any ships 
that are listed under REMOVALS for that turn; 
these ships are out of play for the rest of thegame. 

4.41 If ships or  units are listed as arriving at a 
port that is controlled by the enemy, the ships or 
units are lost instead. Exception: "Pearl Harbor" 
reinforcements may come on at  Samoa if Pearl 
Harbor has been lost. 

4.42 Removals: The Allied player must come 
as close as he can to removing the exact British 
ships that are listed as removals. If a ship that is 
listed has been sunk, he must remove another 
British ship of the same type in its place-a 
battleship (a 44-3.4-4-4.4-5-6 or 3-3-6) in place of 
a battleship, o r  a 0-2-7 carrier in place of a 0-2-7 
carrier (the Hermes is not treated as being the 
same type as 0-2-7 carriers). If all the ships of the 
listed type are sunk, then the Allied player must 
remove some other British ship (of his choice) in 
place of the listed ship. United States, Australian 
or Dutch ships are never removed, even if he runs 
out of British ships. 

4.5 Amphibious unitsand land-based air units 
always come back as reinforcements two turns 
after they are eliminated. When these units are 
lost, place them in the RETURNING LAND/ 
AIR UNITS box on the second turn to follow. 

4.6 The repair points that areavailableat each 
port on each turn are listed on the chart. 

4.7 VICTORY I N  THE PACIFIC is an eight- 
turn game. An optional ninth turn is included in 
the rules and on lhe charts 

tions. Each turn , each playe r totals the POC listed 
for his side in a ll the sea areas he controls that turn , 
the POC tota ls a re subtracted from each other, 
a nd the player who ga ined the most P OC that turn 
ga ins the difference a nd moves the POC counters 
a long the POC TR AC K to renect the number of 
POC he ga ined over his opponent that turn (so if 
the Allied playe r ga ined IO POC a nd the Ja pa nese 
playe r got 7, the Allied playe r would gain 3 POC, 
a nd he would move the POC counters to show a 
gain of 3 POC)o Ja pa nese ga ins a re shown by 
moving the ma rkers towards the red end of the 
track, Allied ga ins towa rds the blue-numbered 
end . The " POC 10" counter is used on the 10's 
track to keep track of mUltiples of 10 POC; if 
either player gets 29 POC a head (the largest 
number that can be shown on the track) he ca n 
ga in no more, a nd stays there until hi s opponent 
sta rt s ga ining POC back. 

3. THE PLAYING PIECES-

3.1 Ships: The game conta ins four different 
sets of large, differently colored playing pieces tha t 
represent the capita l ships of the four navies that 
fought in the Pacific: the United States Navy 
(co lored blue) , the Japanese Navy (colored red ), 
the British Navy (colored da rk green) a nd the 
Austra lia n a nd Dutch Navies (colored light 
green- the "De Ruyter" is the only Dutch ship in 
the game). These ships a re referred to as "s hips" or 
"surface ships" in these rules (note that the I-Boat 
a nd the F-Boat a re not "surface ships"- they are 
submarines). The fo llowing diagram explains the 
symbols on the ship counters: 

Name of ship 

Tu rn of a rrival 

Gunnery Factor"L ----I!1r--..J. 

(c ircle ind icates 

attack bonusf 
Armor Factor 

Airstrike Fac to r 

(ci rcle indica tes 
a ttack bonus) 

Speed 

(Na ti ona lity is ind ica ted by colo r) 

Gunnery Factor- Number of dice the ship ro lls when 
attacking during a "n ight acti on" . 

Airstrike Factor- Number of dice the ship or unit 
rolls when attacki ng during a "day acti on". 

Armor Factor- Number of damage poi nt s a ship or 
unit ca n have with out sinking. (Note: is doubled for ships 
in port ). Must have more damage poi nts to sin k. 

Attack Bonus: add I to each d ie ro ll when the circled 
fac tor attacks. 

Turn of Arrival : The turn ( 1-9) tha t the piece enters 
the ga me. l.etters indica te the sta rting positi ons of All ied 
pieces that are on the boa rd turn I: 
"P"- Pearl Ha rbor: " H"- Hawa iia n Islands: "U"- U.S. 
Manda te: "C"- Cora l Sea: "A"- Austra lia: " B"- Bay of 
Benga l: " I"- Indonesia: "S"- S ingapore: "M"­
Philippines: " W,X. Y.Z"- "LOCA n ON UNCE R­
TAI N". 

Surface ship co unters a re printed on both 
sides. The fro nt side is printed in co lor, with the 
ship silhouette printed in black; when the ship is 
placed in a sea area with this side face up , the ship 
is patrolling in that sea a rea. The reverse side of 
each ship is white, with the ship silhouette printed 
in the a ppropria te colo r; when the ship is placed in 
a sea a rea with its white side face up , tha t ship is 
raiding and attacking enemy pa tro llers instead of 
patrolling. 

3.2 Submarines: T here a re two la rge counters 
representing subma rines: the Ja pa nese I-Boat. 
bea ring a red ci rcle, a nd the United States' F-Boat 
(" Fleet Boat" ) bearing a blue sta r. Symbo l ex pla n­
ation: 

T urn of arriva l 

G unnery Factor 
(circle ind ica tes 

atlack bonus) 

Type of Submarine 

Armor FaclOr 

(Ind icates spec ial 

movement) 

3.3 Air and Ground units: The middle-sized 
play ing pieces are " land-based a ir units" a nd 
"amphibious" units. T he Japa nese unit s a re ye llow 
a nd the Allied units a re green. The counters: 

Land-based a ir 

T urn of arri va l 

Ai rst rike Facto r 

Name of uni t 

Air unit symbo l 

( Indica tes specia l 

movement) 

Defense Factor- Number of damage points it takes 
to eliminate an ai r unit. The a ir unit is sunk ifit takes that 
much damage or more. 

A mphihious 
Name f uni t 

Turn of a rri val Land un it symbo l 

G unnery F"ctor Speed 

3.4 Control pieces: The rectangula r pieces a nd 
circula r pieces a re placed on the boa rd to show 
which side cont ro ls each sea a rea, major port a nd 
island base . 

Control Flags 

Ga rri sons 
(major port) 

Garrisons 
(island base) 

ALLIED 
CONTROL 

JAPANESE 
CONTROL 

3.5 The sma ll white counte rs a re play ing a ids 
used to ma rk disabled , da maged or sunk ships, 
a nd to keep track of POC o n the POC TRAC K. 

Disa bled Marker Damage Marker 

Cl 
L::J 
Sunk Marker 

Point s of Control I p~cl EJ 
2 

4. THE ORDER OF 
APPEARANCE CHARTS-
4.1 The order of appea ra ltce cha rts indicate 

wha t ships a nd units both sides have at the sta rt of 
the game, where they must be placed at the sta rt of 
the ga me, what sea a reas, major port s and isla nd 
bases both sides control a t the sta rt , what ships 
a nd unit s enter the ga me la ter during play, and the 
repa ir points that a re ava ila ble each turn . 

4.2 The Ja pa nese player ta kes the JAPA N­
ESE ORD ER OF APP EARA NCE card a nd 
places each play ing piece o n the square identified 
fo r that piece. Then he places control pieces on a ll 
the sea a reas, port s a nd bases he controls a t the 
sta rt , which are listed under TU R N I on his cha rt. 
T hen he ta kes as ma ny as he wishes of his ships 
li sted a t YOKOSU KA NAVY YARD o n turn I 
a nd places them in the P EARL HAR g OR RAID 
rectangle- only ships with a speed of 5 or better 
can be placed in the PEA RL HARBOR RAID 
recta ngle. Fina lly, he places all his ships in the 
PEAR L HARBOR RAID rectangle in the 
HAWAII AN ISLAN DS sea a rea, and places a ll 
the rest of his ships a nd units li sted under TU RN I 
on YOKOSUKA NAVY BASE. He is ready to 
sta rt the game. 

4.3 The ships a nd unit s that the Allied player 
has ava ila ble a t the sta rt of the ga me a re listed on 
the A LLI ED START ING FORCES cha rt on the 
back page of thi s boo klet, a nd the rest of the Allied 
pieces that a rrive on la ter turns a re listed on the 
ALLI ED ORD ER O F APPEA RA NCE cha rt. 
The Allied playe r places a ll of his ships a nd units 
on the squa res identified for them on these cha rt s. 
He places his Control pieces down on the a reas, 
ports a nd bases listed fo r Allied contro l; then he 
ta kes a ll his TU R N I unit s a nd places them on the 
sea a reas, ports a nd bases li sted for them (Groups 
W, X, Y a nd Z a re left on the STA RTI NG 
FORCES cha rt - they enter the game du ring the 
first turn). 

4.4 At the sta rt of each turn during the game, 
both playe rs consult their order of a ppeara nce 
charts a nd place all their unit s listed fo r that turn 
on the major ports li sted fo r those unit s. La nd a nd 
a ir unit s that a re returning after hav ing been 
eliminated or used up on previous turns may be 
placed in any maj or port under friendly control. 
Then the playe rs must remove from play a ny ships 
that are listed under REMOVALS fo r that turn; 
these ships a re out of play for the rest of the ga me. 

4.41 If ships or units a re li sted as a rriving a t a 
port tha t is contro lled by the enemy, the ships or 
unit s a re lost instead. Exception: "Pearl Harbor" 
reinforcements may come on at Samoa if Pea rl 
Harbor has been lost. 

4.42 Removals: The A llied player must come 
as close as he can to removing the exact British 
ships that a re li sted as removals. If a ship that is 
listed has been sunk, he must remove a nother 
British ship of the sa me type in it s place- a 
ba ttleship (a 4-4-3, 4-4-4, 4-5-6 or 3-3-6) in place of 
a batt leship, or a 0-2-7 carrier in place of a 0-2-7 
ca rrier (the Hermes is not treated as being the 
sa me type as 0-2-7 carriers). If a ll the ships of the 
listed type a re sunk , then the All ied player must 
remove so me other British ship (of his choice) in 
place of the li sted ship . United States, Austra lia n 
or Dutch ships a re neve r removed , even if he runs 
out of British ships. 

4.5 Amphibious unit s a nd la nd-based air units 
a lways come back as reinforcements two turns 
after they a re eliminated. When these unit s a re 
lost , place them in the R ETU R NING LANDI 
AIR UNITS box on the second turn to follow. 

4.6 The repa ir points that are ava ila ble a t each 
port on each turn a re listed on the cha rt. 

4.7 VIC TORY IN TH E PACIFlC isan eight­
turn game. An optiona l ninth turn is included in 
the rules a nd on the cha rt s 



5. SEQUENCE OF PLAY- 
In each activity the Japanese player moves (or 

fires) first, then the Allied player. This reflects the 
advantage the Allies had in being able to read the 
Japanese code. 

5.1 Both players consult their ORDER O F  
APPEARANCE charts and place their reinforce- 
ments on the board. Any listed REMOVALS are 
removed from play. 

5.2 MOVEMENT SEQUENCE 
5.21 The Japanese player moves his "patrol- 

ling" ships to sea (black silhouette side up), does 
repairs, and turns his "raiding" ships white side up 
in port. After moving, he makes a "speed roll" for 
each "patrolling" ship that moved an extra sea 
area. Then the Allied player moves his "patrol- 
ling" ships, does repairs, and turns his "raiding" 
ships white side up in port; after movement he 
makes his "speed rolls" for Allied "patrollers" that 
moved an extra sea area. 

5.22 Land-based air units are placed one at  a 
time, with the players alternating. The Japanese 
player places one of his units first, then the Allied 
player places an Allied unit, and so on, skipping a 
player once he runs out of units. 

5.23 The Japanese player moves his amphibi- 
ous units to sea; then the Allied player moves his 
amphibious units to sea. 

5.24 The Japanese player moves his "raiding" 
ships from ports and bases to sea, and after 
movement he makes "speed rolls" for his "raiding" 
ships that tried to move an extra sea area. Then the 
Allied player moves his "raiding" ships from ports 
and bases and, after movement, makes his "speed 
rolls" for "raiding" ships. 

5.25 The player who hasa submarine this turn 
places it on any sea area on the board. 

5.3 COMBAT SEQUENCE 
5.31 The Japanese player selects the next sea 

area where combat will be fought. Once combat 
begins in a sea area it is fought to a finish-with 
only one side remaining in that sea area-before 
combat proceeds to the next sea area. 

5.32 Combat within a sea area is fought in 
rounds. Each round consists of one "day action" ' 
(in which only airstrike factors may attack) or one 
"night action" (in which only gunnery factors on 
surface ships may attack) or, rarely, one "day 
action" followed by one "night action" taking 
place on the same round. 

5.33 The players determine whether they are 
fighting a "day action" or a "night action". Their 
decision is in effect only for that round of combat 
in that sea area. If it is a "night action" the Allied 
player must announce which of his aircraft 
carriers (if any) will be firing their gunnery factors. 

5.34 The Japanese player allocates all of his 
attacking forces for this "action" to their targets, 
then resolves their attacks and places the appro- 
priate "damaged", "disabled" and "sunk" markers 
on targets that were affected. These markers do 
not go into effect until the end of that "action", so 
the Allied ships and units get to return fire before 
the Japanese attacks take effect. 

5.35 Then the Allied player allocates his 
attacks and resolves them, placing the appropriate 
markers as he goes. 

5.36 At the end of the "action"al1 "damaged", 
"disabled" and "sunk" markers go into effect. 

5.37 If the players are fighting a "day action" 
followed by a "night action" in the same round, 
they follow steps 5.32 through 5.36 once for the 
"day action", then repeat them once for thewnight 
action". Note that ships lost during the "day 
action" are not available for the "night action". 

5.38 Submarine attacks, amphibious landings 
and "retreats" do not take place until after the 
round. 

5.4 After each round of combat in a sea area, 
the following actions may be taken: 

5.41 First, a submarine in that sea area may 
attack, returning to port as soon as it attacks. 

5.42 Then, either player may choose to 
withdraw from that sea area, whereupon the other 
player may pursue; a player who is already 
pursuing may choose to break off his pursuit. 

5.43 Finally any non-retreating amphibious 
units at sea in that area may land (the Japanese 
player lands first). 

5.5 Combat rounds are repeated, steps 5.32 
through 5.43, until one side no longer has units at 
sea in that sea area, and combat moves to the next 
sea area. 

5.6 Any submarine that is still at sea is 
returned to port; it may attack before it is 
removed. 

5.7 END OF THE TURN: 
5.71 The players place their Control Flags on 

the sea areas they control and add up the POC 
they gain for the turn. The POC TRACK is 
adjusted to show the new POC standing with the 
new POC added in. 

5.72 Any ports or bases that have been 
surrounded by enemy-controlled sea areas for the 
last two turns are converted to enemy control 
(their Garrison counters are turned over to show 
the new control). 

5.73 Any amphibious units still at sea may 
invade enemy island bases in (touching) their sea 
areas. 

5.74 All ships and units still on sea areas must 
be returned to friendly ports or bases. 

5.75 The players proceed to the next turn and 
repeat steps 5.1 through 5.75. At the end of the 
eighth turn, the game is over and theplayer who is 
ahead in the POC standings wins the game. 

6. MOVEMENT 
6.1 When a ship moves,,whether it is placed 

face up or face down depends on when it moves 
during the turn. (The "steps" below refer to the 
TURN SEQUENCE section). 

6.1 1 Ships that move to sea during step 5.2 
(befere air units are placed) are "patrolling" ships 
and are placed black silhouette face up. 

6.12 Ships that move to sea during step 5.5 
(after air units are placed) are "raiding" ships and 
are placed white side face up. Only ships in port, 
white side up, may move during step 5.5. 

6.2 Each ship's "speed" is used only for 
making "speed rolls" and during combat. 

6.21 Both "patrolling" and "raiding" ships 
and amphibious units always start their move 
from a base or port by first moving onto a sea area 
that touches that base or port. 

6.22 Ships and amphibious units may then 
move from that first sea area to an adjacent sea 
area. 

6.221 All "patrolling" ships must make a 
"speed roll" if they move into a second sea area. 

6.222 Red (Japanese) and Blue (United 
States) "raiding" ships do not have to make a 
"speed roll" to enter a second area. 

6.223 Green (British, Australian and Dutch) 
"raiding" ships do have to make a "speed roll" to 
enter a second sea area. 

6.224 Amphibious units do not have to make 
a "speed roll", but they must stop in the second sea 
area they enter. 

6:23 Japanese and United States "raiding" 
ships may move from the second sea area into a 
third sea area. All ships that move three areas must 
make "speed rolls". 

6.2 Ships must always stop whenever they 
enter an enemy-controlled sea area; they can move 
no further that turn. 

6.4 "SPEED R O L L S :  When a "speed roll" is 
made for a ship, one die is rolled and the number is 
compared to that ship's speed. If the ship's speed is 
higher than the die roll, then the ship passes the 
speed roll, and the ship successfully enters the sea 

area; if the die roll is equal or higher, then the ship 
fails the speed roll. Note that speeds of 7 and 8 
always pass. 

6.41 "Patrolling" ships that fail enter the sea 
area but are turned white side face up-they are 
treated like "raiding" ships thereafter. 

6.42 "Raiding" ships that fail must immedi- 
ately return to a friendly port or base (see Section 
10). 

6.43 All speed rolls are doneat the end of each 
step-all "patrolling" ships move before any' 
"speed rolls" are made for them, all "raiding"ships 
move before any of them make "speed rolls". 

6.5 Air units do not "movew-they can simply 
be placed in any sea area that touchesany friendly 
port or base anywhere on the board. Air units are 
placed one at a time, with the players alternating, 
the Japanese player placing first. 

6.6 Submarines may be placed in any sea area, 
regardless of distance or enemy control. 

7. COMBAT- 
7.1 Combat must be fought whenever both 

sides have forces in the same area. 
7.1 1 Combat is resolved one sea area at a time. 

Once combat begins in a sea area, combat is 
resolved only there until only one of the sides is left 
there. 

7.12 The combat procedure is for both sides' 
ships and units in the area to fire at each other 
once, after which losses are removed; then both 
sides' forces fire again, and then new losses are 
removed; and so on until one side is gone in that 
area. 

7.13 Each time both sides fire, it is called a 
"round" of combat. A round represents one battle. 

7.2 There are two different types of battles 
that can be fought; the type of battle determines 
which ships can attack that round. 

7.21 "Night actions" are surface battles 
between capital ships with big guns, usually fought 
at night. 

7.22 "Day actions" are battles fought by 
airstrikes from carriers and island airfields that 
stayed beyond gunnery range. 

7.3 At the start of each round of combat each 
player chooses whether he wants a "day action" or 
a "night action" that round. 

7.31 If the playersagree, they fight that typeof 
action. 

7.32 If the players disagree, each rolls a die. 
The player who wants "day action" adds one to his 
roll, and the player who currently controls that sea 
area (if any) also adds one to his die roll (for a total 
.of +2 if he also wants a "day action"). The higher 
result from the die rolls and additions determines 
the type of "action" for that round. 

7.33 If the result is a tie, the players fight a 
"day action" followed by a "night action" in the 
same round. This combined battle represents 
those rare occasions when surface actions took 
place during the day, when airplanes could fly. 

7.34 The determination of "day action" or 
"night action" applies only to that round of 
combat in that sea area, and the process is 
repeated for every round in every sea area. The 
players may change their selections each time. 

7.4 DESIGNATING TARGETS: During 
each "action," first the Japanese player designates 
the targets for all of his attacking units, then he 
resolves all of his attacks, then the Allied player 
designates his attacks and then resolves them. The 
results of both sides' attacks go into effect only 
after the Allied player has finished attacking, so 
the Allied forces have the opportunity to return 
fire before the Japanese attacks take effect. 

7.41 IN "DAY ACTIONS": 
7.411 Each ship or unit can use only its 

airstrike factor (if any) to attack. 
7.412 Any enemy ship or land unit or air unit 

at sea in that sea area can be attacked (ships in 
ports can be attacked only during AIR RAIDS). 

5. SEQUENCE OF PLAY-
In each activity the Japanese player moves (or 

fires) first , then the Allied player. This reflects the 
advantage the Allies had in being able to read the 
Japanese code. 

5.1 Both players consult their ORDER OF 
APPEARANCE charts and place their reinforce­
ments on the board. Any listed REMOVALS are 
removed from play. 

5.2 MOVEMENT SEQUENCE 
5.21 The Japanese player moves his "patrol­

ling" ships to sea (black silhouette side up), does 
repairs, and turns his "raiding" ships white side up 
in port. After moving, he makes a "speed roll" for 
each "patrolling" ship that moved an extra sea 
area. Then the Allied playe r moves his "patrol­
ling" ships, does repairs, and turns his "raiding" 
ships white side up in port; after movement he 
makes his "speed rolls" for Allied "patrollers" that 
moved an extra sea area. 

5.22 Land-based air units are placed one at a 
time, with the players alternating. The Japanese 
player places one of his units first , then the Allied 
player places an Allied unit , and so on, skipping a 
player once he runs out of units. 

5.23 The Japanese playe r moves his amphibi­
ous units to sea; then the Allied player moves his 
amphibious units to sea. 

5.24 The Japanese player moves his "raiding" 
ships from ports and bases to sea, and after 
movement he makes "speed rolls" for his "raiding" 
ships that tried to move an extra sea area. Then the 
Allied player moves his "raiding" ships from ports 
and bases and, after movement , makes his "speed 
rolls" for "raiding" ships. 

5.25 The player who has a submarine this turn 
places it on any sea area on the board. 

5.3 COMBAT SEQUENCE 
5.31 The Japanese player selects the next sea 

area where combat will be fought. Once combat 
begins in a sea area it is fought to a finish - with 
only one side remaining in that sea area- before 
combat proceeds to the next sea area. 

5.32 Combat within a sea area is fought in 
rounds. Each round consists of one "day action" . 
(in which only airstrike factors may attack) or one 
"night action" (in which only gunnery factors on 
surface ships may attack) or, rarely , one "day 
action" followed by one "night action" taking 
place on the same round. 

5.33 The players determine whether they are 
fighting a "day action" or a "night action". Their 
decision is in effect only for that round of combat 
in that sea area. If it is a "night action" the Allied 
player must announce which of his aircraft 
carriers (if a ny) will be firing their gunnery factors. 

5.34 The Japanese player allocates all of his 
attacking forces for this "action" to their targets , 
then resolves their attacks and places the appro­
priate "damaged", "disabled" and "sunk" markers 
on targets that were affected. These markers do 
not go into effect until the end of that "action", so 
the Allied ships and units get to return fire before 
the Japanese attacks take effect. 

5.35 Then the Allied player allocates his 
attacks and resolves them, placing the appropriate 
markers as he goes. 

5.36 At the end of the "act ion" all "damaged", 
"disabled" and "sunk" markers go into effect. 

5.37 If the players are fighting a "day action" 
followed by a "night action" in the same round, 
they follow steps 5.32 through 5.36 once for the 
"day action", then repeat them once for the "night 
action". Note that ships lost during the "day 
action" are not ava ilable for the "night action". 

5.38 Submarine attacks. amphibious landings 
and "retreats" do not take place until after the 
round. 

5.4 After each round of combat in a sea area, 
the following actions may be taken: 

5.41 First, a submarine in that sea area may 
attack, returning to port as soon as it attacks. 

5.42 Then, either player may choose to 
withdraw from that sea area, whereupon the other 
player may pursue; a player who is already 
pursuing may choose to break off his pursuit. 

5.43 Finally any non-retreating amphibious 
units at sea in that area may land (the Japanese 
player lands first) . 

5.5 Combat rounds are repeated, steps 5.32 
through 5.43, until one side no longer has units at 
sea in that sea area, and combat moves to the next 
sea area. 

5.6 Any submarine that is still at sea IS 

returned to port; it may attack before it IS 

removed. 
5.7 END OF THE TURN: 
5.71 The players place their Control Flags on 

the sea areas they control and add up the POC 
they gain for the turn. The POC TRACK is 
adjusted to show the new POC standing with the 
new POC added in. 

5.72 Any ports or bases that have been 
surrounded by enemy-controlled sea areas for the 
last two turns are converted to enemy control 
(their Garrison counters are turned over to show 
the new control). 

5.73 Any amphibious units still at sea may 
invade enemy island bases in (touching) their sea 
areas. 

5.74 All ships and units still on sea areas must 
be returned to friendly ports or bases. 

5.75 The players proceed to the next turn and 
repeat steps 5.1 through 5.75. At the end of the 
eighth turn, the game is over and the player who is 
ahead in the POC standings wins the game. 

6. MOVEMENT 
6. 1 When a ship moves, ,whether it is placed 

face up or face down depends on when it moves 
during the turn. (The "steps" below refer to the 
TURN SEQUENCE section). 

6. 11 Ships that move to sea during step 5.2 
(before air units are placed) are "patrolling" ships 
and are placed black silhouette face up. 

6.12 Ships that move to sea during step 5.5 
(after air units are placed) are "raiding" ships and 
are placed white side face up. Only ships in port, 
white side up, may move during step 5.5. 

6.2 Each ship's "speed" is used only for 
making "speed rolls" and during combat. 

6.21 Both "patrolling" and "raiding" ships 
and amphibious units always start their move 
from a base or port by first moving onto a sea area 
that touches that base or port. 

6.22 Ships and amphibious units may then 
move from that first sea area to an adjacent sea 
area. 

6.221 All "patrolling" ships must make a 
"speed roll" if they move into a second sea area. 

6.222 Red (Japanese) and Blue (United 
States) "raiding" ships do not have to make a 
"speed roll" to enter a second area. 

6.223 Green (British, Australian and Dutch) 
"raiding" ships do have to make a "speed roll" to 
enter a second sea area. 

6.224 Amphibious units do not have to make 
a "speed roll", but they must stop in the second sea 
area they enter. 

6.23 Japanese and United States "raiding" 
ships may move from the second sea area into a 
third sea area. All ships that move three areas must 
make "speed rolls". 

6.2 Ships must always stop whenever they 
enter an enemy-controlled sea area; they can move 
no further that turn. 

6.4 "SPEED ROLLS": When a "speed roll" is 
made for a ship, one die is rolled and the number is 
compared to that ship's speed. If the ship's speed is 
higher than the die roll, then the ship passes the 
speed roll, and the ship successfully enters the sea 
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area; if the die roll is equal or higher, then the ship 
fails the speed roll . Note that speeds of 7 and 8 
always pass. 

6.41 "Patrolling" ships that fail enter the sea 
area but are turned white side face up- they are 
treated like "raiding" ships thereafter. 

6.42 "Raiding" ships that fail must immedi­
ately return to a friendly port or base (see Section 
10). 

6.43 All speed rolls are done at the end of each 
step- all "patrolling" ships move before any' 
"speed rolls" are made for them, all "raiding" ships 
move before any of them make "speed rolls". 

6.5 Air units do not "move" - they can simply 
be placed in any sea area that touches any friendly 
port or base anywhere on the board. Air units are 
placed one at a time, with the players alternating, 
the Japanese player placing first . 

6.6 Submarines may be placed in any sea area, 
regardless of distance or enemy control. 

7. COMBAT-
7.1 Combat must be fought whenever both 

sides have forces in the same area. 
7. 11 Combat is resolved one sea area at a time. 

Once combat begins in a sea area, combat is 
resolved only there until only one of the sides is left 
there. 

7.12 The combat procedure is for both sides' 
ships and units in the area to fire at each other 
once, after which losses are removed; then both 
sides' forces fire again, and then new losses are 
removed; and so on until one side is gone in that 
area. 

7.13 Each time both sides fire, it is called a 
"round" of combat. A round represents one battle. 

7.2 There are two different types of battles 
that can be fought; the type of battle determines 
which ships can attack that round. 

7.21 "Night actions" are surface battles 
between capital ships with big guns, usually fought 
at night. 

7.22 "Day actions" are battles fought by 
airstrikes from carriers and island airfields that 
stayed beyond gunnery range. 

7.3 At the start of each round of combat each 
player chooses whether he wants a "day action" or 
a "night action" that round . 

7.31 If the players agree, they fight that type of 
action. 

7.32 If the players disagree, each rolls a die. 
The player who wants "day action" adds one to his 
roll, and the player who currently controls that sea 
area (if any) also adds one to his die roll (for a total 
.of +2 if he also wants a "day action") . The higher 
result from the die rolls and additions determines 
the type of "action" for that round . 

7.33 If the result is a tie, the players fight a 
"day action" followed by a "night action" in the 
same round . This combined battle represents 
those rare occasions when surface actions took 
place during the day, when airplanes could fly. 

7.34 The determination of "day action" or 
"night action" applies only to that round of 
combat in that sea area, and the process is 
repeated for every round in every sea area. The 
players may change their selections each time. 

7.4 DESIGNATING TARGETS: During 
each "action," first the Japanese player designates 
the targets for all of his attacking units, then he 
resolves all of his attacks, then the Allied player 
designates his attacks and then resolves them. The 
results of both sides' attacks go into effect only 
after the Allied player has finished attacking, so 
the Allied forces have the opportunity to return 
fire before the Japanese attacks take effect. 

7.41 IN "DA Y ACTIONS": 
7.411 Each ship or unit can use only its 

airstrike factor (if any) to attack. 
7.412 Any enemy ship or land unit or air unit 

at sea in that sea area can be attacked (ships in 
ports can be attacked only during AIR RAIDS). 



7.42 IN "NIGHT ACTIONS": 
7.421 Each ship can use only its gunnery 

factor to attack (air units cannot attack). 
7.422 Land-based air units cannot be at- 

tacked. 
7.423 Enemy amphibious units can be at- 

tacked only if all enemy ships are also being 
attacked during that "night action." 

7.424 An enemy aircraft carrier(any ship with 
an airstrike factor) can be attacked only if all 
enemy ships that are not aircraft carriersare being 
attacked during the same "night action," or if that 
aircraft carrier is firing its gunnery factor during 
that "night action." The Allied player must 
announce at the start of the "night action" which 
(if any) of his carriers are attacking, so they can be 
attacked by the Japanese units. 

7.43 Each attacking ship or unit must execute 
its whole attack against only one enemy ship or 
unit per action. Different attackers can attack 
different targets, or they can combine against the 
same target. 

7.44 Each player resolves his attacks only 
after all of hisattackers have been assigned to their 
targets. Once he has started to resolve combat he 
cannot change any targets for that "action", even if 
this means that he ends up attacking a target that 
has already been sunk. 

7.5 COMBAT RESOLUTION: 
7.51 In a "day action" each ship and land- 

based air unit attacks with a number of "shots" 
equal to its airstrike factor. Gunnery factors do 
not attack. 

7.52 During a "night action" each surface ship 
attacks with a number of "shots" equal to its 
gunnery factor. Airstrike factors do not attack. 

7.53 The attacker rolls one die for each "shot." 
Results: 

7.531 When the target is a ship or an 
amphibious unit, a roll of "5" DISABLES the 
target. A "disabled" marker is placed on the target. 
Land-based air units are never "disabled" and 
ignore a die roll of "5." 

7.532 Against all units a roll of "6" is a HIT. 
The attacker rolls again for each HIT, rolling one 
die per HIT, and the number he rolls on this second 
die roll is the number of damage points suffered by 
the target. A "damaged" marker showing the 
appropriate number is placed on the target. 

7.533 Place a "sunk"-marker on a ship or 
amphibious unit when its "damaged" points 
exceed its armor factor. 

7.534 Place a "sunk" marker on a land-based 
unit when its "damaged" points equalor exceed its 
defense factor. 

7.535 A circle around a gunnery factor or an 
airstrike factor indicates that when that factor 
attacks a ship or an amphibious unit, all of the 
factor's "shots" get the arrack bonus (the arrack 
bonus is ignored if the target is land-based air). 
When the die is rolled for a "shot" with the arrack 
bonus I is added to the number rolled, so a "4" 
becomes a "5" that DISABLES the target, and a 
"5" or "6" is a HIT. Note that I is added to the 
"shot's" die roll-NOT to the damage die roll. 

7.6 After both players have completed their 
attacks for that "action," all the combat results 
markers go into effect. 

7.61 "Sunk" ships and units are removed from 
the board. 

7.62 "Disabled" ships and units must be 
placed on friendly ports and bases (see section 10). 

7.63 "Damaged" markers on the same ship or 
unit arecombined and replaced by one "damaged" 
marker showing the appropriate total damage. 

7.64 Ships and units that are "sunk" and 
"disabled" are sunk; ships and units that are 
"disabled" and "damaged" take their full damage 
before returning to port. 

7.7 EFFECTS OF DAMAGE: 
7.71 Each point of damage reduces a ship's or 

unit's speed by 1, down to the lowest possible 

speed of "I  ." 
7.72 A ship's gunnery factor loses the attack 

bonus if the ship has any damage. 
7.73 If a ship has damage points equal to its 

armor factor, then its armor factor is reduced to 
one (a zero gunnery factor remains a zero) and its 
airstrike factor is reduced to zero. 

7.8 In a "day action" followed by a "night 
action" the same round, the players do steps 7.4 
through 7.6 once for the "day action," then repeat 
them once for the "night action." Note that forces 
lost during the "day action" are not available for 
the "night action." 

7.9 END OF THE ROUND: 
7.91 SUBMARINE ATTACKS: A submar- 

ine gets one "shot," with the arrack bonus, against 
any ship or amphibious unit in that sea area. 
Combat effects take effect immediately. The 
submarine can wait and attack after any round of 
combat, but it attacks only once per turn and 
returns to port once it attacks. Submarinescannot 
be attacked. 

7.92 After each round (after submarine 
attacks, if any) either player may retreat, and the 
other player may pursue to continue the combat. 

7.93 Finally, non-retreating amphibious units 
may land or invade, which is their only mode of 
attacking. 

7.94 Combat rounds are repeated in the area 
until there is a victor there. 
8. RETREATS 

8.1 After each round of battle either player 
may retreat from that sea area (the Japanese 
player decides first). 

8.1 1 When a player retreats, all of his units 
must retreat at the same time, and they are all 
obliged to continue to retreat until they escape or 
are "disabled" or "sunk". 

8.12 A player who retreats cannot control that 
sea area. 

8.2 The retreating player can break his fleeing 
ships and units into groups of one or more ships 
(and units). 

8.21 Retreating land-based air units escape 
immediately by themselves. They cannot be 
grouped with ships or amphibious units. 

8.22 Each different group flees separately; it 
cannot later rejoin with ships from other groups. 

8.23 Each group flees at  the speed of the 
slowest ship or unit currently with the group. 

8.3 When one player retreats, the other player 
may pursue. 

8.31 Land-based air units may nor pursue. 
8.32 The pursuing player specifies which of his 

ships are pursuing and which are not pursuing. 
Each pursuing ship must be assigned to the 
particular group it is pursuing. It cannot be 
reassigned to pursue a different group later. 

8.33 A ship can pursue a particular group only 
if the ship's speed is at least as great as the 
retreating group's. If the ship is slower, then that 
ship cannot continue to pursue that group. 

8.34 Ships that were specified as not pursuing, 
or that stop pursuing, cannot pursue for the rest of 
that turn. 

8.4 As soon as a group is not being pursued, it 
immediately returns to friehdly ports or bases (see 
section 10). 

8.5 Each fleeing group fights a separate battle 
against its pursuers. 

8.51 Normal combat rounds are fought, 
including and affecting only that group and its 
pursuers. Once begun, that group's battle con- 
tinues until it escapes or is sunk. 

8.52 After each round, the retreating group 
may be split up into smaller groups, with the 
pursuer having the option of splitting up his forces 
to pursue. Each split-off group flees and fights 
separately from the others. 

8.53 After each round, the pursuer may have 
any of his ships stop pursuing the group he just 
fought. 

9. AIR RAIDS 
(PORTS A N D  BASES) 
9.1 Whenever a player retreats in a sea area, 

each of his ports and bases touching that sea area 
is treated as if it were a retreating group, (each port 
or base is a separate group). The other player may 
assign "pursuers" to attack such bases or ports. 

9.11 Any ships or units in the port or base at 
that moment can be attacked. 

9.12 The ships and units in port may not 
return fire. 

9.13 The air raid consists of two rounds of 
"day action" combat; then the air rdid is over. 

9.14 "Disabled" results are ignored. 
9.2 A player who has the only forces in an area 

may conduct air raids in that area even if there was 
no retreat there; he just acts as if there were a 
retreat and assigns his "pursuers" to the ports and 
bases touching that sea area. 

9.3 Notice that: land-based air cannot make 
air raids; each "pursuer" can be used in only one 
air raid (two rounds) per turn and if it does air 
raid, it cannot pursue other groups; and that a port 
or base touching several sea areas could be 
attacked by separate air raids from each area. (All 
ships attacking a particular port or base from the 
same area must be combined into one air raid.) 

9.4 Important: Ships (not air nor land units) 
that are attacked in port can take double damage 
before being sunk and removed from play. 

9.41 A ship in port that takes damage greater 
than its armor factor is assumed to be "resting on 
the bottom" of the harbor. The ship cannot move 
to sea, but it can be raised and repaired. 

9.42 A ship that takes damage totalling more 
than twice its armor factor is eliminated from play 
in any case. 

10. PORTS A N D  BASES 
10.1 A ship or unit that is returning to harbor 

can return to any major (red) port on rhe board, or 
to any island base rhar rouches the sea area the 
ship or unit is in. 

10.1 I A ship cannot entera port or base that is 
enemy controlled. 

10.12 United States ships can never enter 
Ceylon. 

10.13 British ships must always return to (if 
friendly) Ceylon, Singapore, Saigon or Yokosuka 
Navy Yard. British ships cannot return to other 
ports or bases. Exceprion: Victorious must return 
to Pearl Harbor. 

10.14 If a ship has nowhere to return to, it is 
removed from the game. 

10.15 Ports and bases that can be returned to 
are listed in each sea area on the board. 

10.16 Ships may return to different ports and 
bases from the same sea area. 

10.2 The above rules govern returning to port 
or base, whether the ship or unit is returning 
because it failed a "speed roll", or is "disabled", is 
retreating, it is the end of the turn, or the ship or 
unit had to retreat from a port that was just 
captured. 

11. REPAIRS 
11.1 Some damage points can be removed 

from ships, if they stay in port and do not move 
that turn. 

11.2 The total number of damage points that 
can be removed in each port each turn varies from 
port to port. (These totals are also listed on the 
ORDER OF APPEARANCE charts). 

11.21 Six points per turn may be removed at 
Yokosuka Navy Base (only the Japanese may use 
these). 

11.22 One point per turn may be removed at 
Ceylon, and one point per turn at Australia (only 
the Allies may use these). 

1 1.23 Pearl Harbor's repair capability in- 
creases by three points each turn (from 0 on turn 

7.42 IN "NIGHT ACTIONS": 
7.421 Each ship can use only its gunnery 

factor to attack (air units cannot attack). 
7.422 Land-based air units cannot be at­

tacked. 
7.423 Enemy amphibious units can be at­

tacked only if all enemy ships are also being 
attacked during that "night action." 

7.424 An enemy aircraft carrier (any ship with 
an airstrike factor) can be attacked only if all 
enemy ships that are not aircraft carriers are being 
attacked during the same "night action," or if that 
aircraft carrier is firing its gunnery factor during 
that "night action." The Allied player must 
announce at the start of the "night action" which 
(if any) of his carriers are attacking, so they can be 
attacked by the Japanese units. 

7.43 Each attacking ship or unit must execute 
its whole attack against only one enemy ship or 
unit per action. Different attackers can attack 
different targets, or they can combine against the 
same target. 

7.44 Each player resolves his attacks only 
after all of his attackers have been assigned to their 
targets. Once he has started to resolve combat he 
cannot change any targets for that "action", even if 
this means that he ends up attacking a target that 
has already been sunk. 

7.5 COMBAT RESOLUTION: 
7.51 In a "day action" each ship and land­

based air unit attacks with a number of "shots" 
equal to its airstrike factor. Gunnery factors do 
not attack. 

7.52 During a "night action" each surface ship 
attacks with a number of "shots" equal to its 
gunnery factor. Airstrike factors do not attack. 

7.53 The attacker rolls one die for each "shot." 
Results: 

7.531 When the target is a ship or an 
amphibious unit, a roll of "5" DISABLES the 
target. A "disabled" marker is placed on the target. 
Land-based air units are never "disabled" and 
ignore a die roll of "5." 

7.532 Against all units a roll of "6" is a HIT. 
The attacker rolls again for each HIT, rolling one 
die per HIT. and the number he rolls on this second 
die roll is the number of damage points suffered by 
the target. A "damaged" marker showing the 
appropriate number is placed on the target. 

7.533 Place a "sunk".marker on a ship or 
amphibious unit when its "damaged" points 
exceed its armor factor. 

7.534 Place a "sunk" marker on a land-based 
unit when its "damaged" points equal or exceed its 
defense factor. 

7 .535 A circle around a gunnery factor or an 
airstrike factor indicates that when that factor 
attacks a ship or an amphibious unit, all of the 
factor's "shots" get the allack bonus (the allack 
bonus is ignored if the target is land-based air). 
When the die is rolled for a "shot" with the allack 
bonus I is added to the number rolled, so a "4" 
becomes a "5" that DISABLES the target, and a 
"5" or "6" is a HIT. Note that I is added to the 
"shot's" die roll- NOT to the damage die roll. 

7.6 After both players have completed their 
attacks for that "action," all the combat results 
markers go into effect. 

7.61 "Sunk" ships and units are removed from 
the board. 

7.62 "Disabled" ships and units must be 
placed on friendly ports and bases (see section 10). 

7.63 "Damaged" markers on the same ship or 
unit are combined and replaced by one "damaged" 
marker showing the appropriate total damage. 

7.64 Ships and units that are "sunk" and 
"disabled" are sunk; ships and units that are 
"disabled" and "damaged" take their full damage 
before returning to port. 

7.7 EFFECTS OF DAMAGE: 
7.71 Each point of damage reduces a ship's or 

unit's speed by I, down to the lowest possible 

speed of "I." 
7.72 A ship's gunnery factor loses the allack 

bonus if the ship has any damage. 
7.73 If a ship has damage points equal to its 

armor factor, then its armor factor is reduced to 
one (a zero gunnery factor remains a zero) and its 
airstrike factor is reduced to zero. 

7.8 In a "day action" followed by a "night 
action" the same round, the players do steps 7.4 
through 7.6 once for the "day action," then repeat 
them once for the "night action." Note that forces 
lost during the "day action" are not available for 
the "night action." 

7.9 END OF THE ROUND: 
7.91 SUBMARINE ATTACKS: A submar­

ine gets one "shot," with the allack bonus. against 
any ship or amphibious unit in that sea area. 
Combat effects take effect immediately. The 
submarine can wait and attack after any round of 
combat, but it attacks only once per turn and 
returns to port once it attacks. Submarines cannot 
be attacked. 

7.92 After each round (after submarine 
attacks, if any) either player may retreat, and the 
other player may pursue to continue the combat. 

7.93 Finally, non-retreating amphibious units 
may land or invade, which is their only mode of 
attacking. 

7.94 Combat rounds are repeated in the area 
until there is a victor there. 

8. RETREATS 
8.1 After each round of battle either player 

may retreat from that sea area (the Japanese 
player decides first) . 

8.11 When a player retreats, all of his units 
must retreat at the same time, and they are all 
obliged to continue to retreat until they escape or 
are "disabled" or "sunk". 

8.12 A player who retreats cannot control that 
sea area. 

8.2 The retreating player can break his fleeing 
ships and units into groups of one or more ships 
(and units). 

8.21 Retreating land-based air units escape 
immediately by themselves. They cannot be 
grouped with ships or amphibious units. 

8.22 Each different group flees separately; it 
cannot later rejoin with ships from other groups. 

8.23 Each group flees at the speed of the 
slowest ship or unit currently with the group. 

8.3 When one player retreats, the other player 
may pursue. 

8.31 Land-based air units may not pursue. 
8.32 The pursuing player specifies which of his 

ships are pursuing and which are not pursuing. 
Each pursuing ship must be assigned to the 
particular group it is pursuing. It cannot be 
reassigned to pursue a different group later. 

8.33 A ship can pursue a particular group only 
if the ship's speed is at least as great as the 
retreating group's. If the ship is slower, then that 
ship cannot continue to pursue that group. 

8.34 Ships that were specified as not pursuing, 
or that stop pursuing, cannot pursue for the rest of 
that turn. 

8.4 As soon as a group is not being pursued, it 
immediately returns to friehdly ports or bases (see 
section 10). 

8.5 Each fleeing group fights a separate battle 
against its pursuers. 

8.51 Normal combat rounds are fought, 
including and affecting only that group and its 
pursuers. Once begun, that group's battle con­
tinues until it escapes or is sunk . 

8.52 After each round, the retreating group 
may be split up into smaller groups, with the 
pursuer having the option of splitting up his forces 
to pursue. Each split-off group flees and fights 
separately from the others. 

8.53 After each round, the pursuer may have 
any of his ships stop pursuing the group he just 
fought. 
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9. AIR RAIDS 
(PORTS AND BASES) 
9.1 Whenever a player retreats in a sea area, 

each of his ports and bases touching that sea area 
is treated as if it were a retreating group, (each port 
or base is a separate group). The other player may 
assign "pursuers" to attack such bases or ports. 

9.11 Any ships or units in the port or base at 
that moment can be attacked . 

9. 12 The ships and units in port may not 
return fire. 

9.13 The air raid consists of two rounds of 
"day action" combat; then the air r,/;d is over. 

9.14 "Disabled" results are ignored. 
9.2 A player who has the only forces in an area 

may conduct air raids in that area even if there was 
no retreat there; he just acts as if there were a 
retreat and assigns his "pursuers" to the ports and 
bases touching that sea area. 

9.3 Notice that: land-based air cannot make 
air raids; each "pursuer" can be used in only one 
air raid (two rounds) per turn and if it does air 
raid. it cannot pursue other groups; and that a port 
or base touching several sea areas could be 
attacked by separate air raids from each area. (All 
ships attacking a particular port or base from the 
same area must be combined into one air raid.) 

9.4 Important: Ships (not air nor land units) 
that are attacked in port can take double damage 
before being sunk and removed from play. 

9.41 A ship in port that takes damage greater 
than its armor factor is assumed to be "resting on 
the bottom" of the harbor. The ship cannot move 
to sea, but it can be raised and repaired. 

9.42 A ship that takes damage totalling more 
than twice its armor factor is eliminated from play 
in any case. 

10. PORTS AND BASES 
10.1 A ship or unit that is returning to harbor 

can return to any major (red) port on the board. or 
to any island base that touches the sea area the 
ship or unit is in. 

10.11 A ship cannot enter a port or base that is 
enemy controlled . 

10.12 United States ships can never enter 
Ceylon. 

10. I3 British ships must always return to (if 
friendly) Ceylon, Singapore, Saigon or Yokosuka 
Navy Yard . British ships cannot return to other 
ports or bases. Exception: Victorious must return 
to Pearl Harbor. 

10.14 If a ship has nowhere to return to, it is 
removed from the game. 

10.15 Ports and bases that can be returned to 
are listed in each sea area on the board. 

10.16 Ships may return to different ports and 
bases from the same sea area. 

10.2 The above rules govern returning to port 
or base, whether the ship or unit is returning 
because it failed a "speed roll", or is "disabled", is 
retreating, it is the end of the turn, or the ship or 
unit had to retreat from a port that was just 
captured. 

11. REPAIRS 
11.1 Some damage points can be removed 

from ships, if they stay in port and do not move 
that turn. 

11.2 The total number of damage points that 
can be removed in each port each turn varies from 
port to port . (These totals are also listed on the 
ORDER OF APPEARANCE charts). 

11.21 Six points per turn may be removed at 
Yokosuka Navy Base (only the Japanese may use 
these). 

11.22 One point per turn may be removed at 
Ceylon, and one point per turn at Australia (only 
the Allies may use these). 

11 .23 Pearl Harbor's repair capability in­
creases by three points each turn {from 0 on turn 



one to 15 or turn 6and thereafter). Only the Allied 
player may use these. 

1 1.24 The points listed are the roralnumber of 
damage points that can be removed in that port 
that turn. Example: in Ceylon, I damage point can 
be removed from one ship-nor I point from each 
ship. A player may break up his repair points in a 
port to repair more than one ship at a time, if he 
wishes. 

11.3 Ships with damage can still go to sea (if 
their damage does not exceed their armor factor). 
The damage does have its normal effects on the 
ship's speed and combat ability. 

1 1.4 Repair points can be used only in the port 
listed and on the turn listed. Repair points that are 
unused on one turn cannot be saved up to be used 
on a later turn. 

12. LAND-BASED AIR 
12.1 Land-based air units are placed on sea 

areas after "patrolling" ships have moved but 
before "raiding" ships have moved. 

12.1 1 The players take turns placing one air 
unit down at a time, the Japanese player placing 
first. 

12.12 Air units ignore distance and enemy- 
controlled sea areas and can be placed on any sea 
area on the board, excepr (see next rule): 

12.13 A player can place an air unit in a sea 
area only if he controls a base or port touching 
that sea area. If he does nor control a port or base 
in the sea area, he may not place an air unit there. 

12.2 Land-based air units can attack and be 
attacked normally, but only during "day actions." 

12.21 Land-based air units do  not get the 
"attack bonus" when they attack. 

12.22 "Shots" fired or land-based air unit; do 
not get the arrack bonus even if the attacking air 
strike is circled. 

12.23 Land-based air units are not affected by 
"disabled" results against them. 

12.24 Land-based air units are "disabled" and 
must return to port immediately if they are in a sea 
area without a friendly port or base, so if the 
enemy invades their only base in that sea area they 
must return to port immediately. 

12.25 Air units are "sunk" when their damage 
exceeds or equals their defense factor. (They are 
removed at the end of the action.) 

12.3 "Sunk" air units are placed on the 
ORDER O F  APPEARANCE chart and re-enter 
the game two turns later. 

12.4 Land-based air units count for control- 
ling a sea area. 

13. AMPHIBIOUS UNITS 
13.1 Amphibious units move to sea just before 

"raiding" ships. They move like ships, except they 
can always move two sea areas and they never 
make "speed rolls". 

13.2 Amphibious units do not take part in 
combat except as targets. 

13.21 During "night actions" they may not be 
attacked unless all friendly ships in the area are 
also being attacked. 

13.22 In other respects, amphibious units are 
treated like ship targets. 

13.3 Amphibious units may "invade" enemy- 
controlled island bases (but not major ports). 

13.31 Amphibious units may not "invade" if 
they have retreated or have been disabled that 
turn. In these cases, the units must return to a 
friendly base or port. 

13.32 Amphibious units can "invade" after 
each round of combat in their sea area, or at the 
end of the turn (step 5.73 in the TURN SE- 
QUENCE). They can also land on friendly ports 
or bases at these times. 

13.4 An amphibious unit that lands on an 
enemy base is automatically eliminated. 

13.41 Each invading amphibious unit that is 

eliminated causes one enemy amphibious unit in 
that base to be eliminated. 

13.42 If there is no enemy amphibious unit in 
the base being invaded, then that base is 
immediately converted to friendly control (the 
invading unit is still eliminated). Other units may 
now land there without being eliminated. 

13.43 Multiple amphibious units may invade 
at the same time. Example: 3 units invade a base 
containing one enemy amphibious unit. One 
invader is lost to eliminate the defending unit, one 
is lost to convert the base, and the third lands 
safely. 

13.5 Amphibious units that are eliminated. 
(either in "invasions" or combat), return two turns 
later. 

13.6 Damage does not affect a unit's ability to 
invade. 

14. CAPTURING PORTS 
AND BASES 

14.1 A major port is captured only when all 
the sea areas that touch it have been enemy- 
controlled for the last two turns. 

14.2 Island bases are captured like ports, or 
they can be invaded. 

14.3 When a port or base is captured, the 
following effects take place: 

14.31 All ships in that port or base must 
immediately return to another friendly port or 
base. 

14.32 Any amphibious units there are elimi- 
nated. 

14.33 If that was the only friendly port or base 
touching a particular sea area, then all friendly air 
units in that sea area are "disabled" and must 
return to port. 

14.4 Returning ships and units may land at a 
base or port as soon as it hhs been captured. 

15. CONTROLLING 
SEA AREAS 

15.1 At the end of a turn, a player controls a 
sea area if he has a "patrolling" ship or a land- 
based air unit on that sea area. 

15.2 "Raiding" ships, amphibious units, 
submarines and ships and units on ports or bases 
do nor count towards controlling a sea area. 

15.3 A .  ship is "patrolling" if it is black 
silhouette side up; it is "raiding" if it is white side 
UP. 

16. SUBMARINES 

16.1 Submarines may attack after a combat 
round or, if they have not yet attacked, after all 
other combat. 

16.2 Each attacking submarine gets one 
"shot" with the attack bonus; it may attack any 
ship or amphibious unit at sea in its area. Combat 
effects take effect immediately. 

16.3 Each submarine attacks only once per 
turn and then immediately returns to base. 

16.4 Submarines can never be attacked. 

17. ALLIED FLEETS 
17.1 Unired States: 
17.1 1 New reinforcements are placed on Pearl 

Harbor. 
17.12 Ships and units may return to any 

friendly port or base except Ceylon. 
17.13 "Raiding" ships may move three sea 

areas, making a "speed roll" to enter the third. 
17.2 British: 
17.21 New reinforcements are placed on 

Ceylon. Ships in play must be removed on certain 
turns as specified on the ORDER O F  APPEAR- 
ANCE card. 

17.22 Ships cannot return to any bases, nor to 
any ports except (when friendly) Ceylon, Singa- 
pore, Saigon or Yokosuka Navy Yard. 

17.23 Exceprion: The Victorious is placed on 
Pearl Harbor and may return there. 

17.24 "Raiding" ships may move only two sea 
areas, and must make a "speed roll" to enter the 
second. 

17.3 Australian and Durch: 
17.31 Ships can return to any friendly port or 

adjacent base. 
17.32 "Raiding" ships may move only two sea 

areas. 

18. THE SURPRISE ATTACK 
18.1 On the first turn of the game, the TURN 

SEQUENCE is altered slightly to reflect the 
effects of the Japanese surprise attacks on Pearl 
Harbor and Indonesia. 

18.2 Movement is executed in sequence 
normally, excepr: 

18.21 The Japanese Pearl Harbor Raid force 
cannot move-it must remain in the Hawaiian 
Islands. Only the ships and units at Yokosuka 
Navy Yard can move. 

18.22 The only Allied units that can move are 
the five cruisers in Australia, Singapore and the 
Philippines. All other ships and unitsare frozen in 
place. 

18.3 PEARL HARBOR: Combat starts with 
two rounds of "day action" air raids against the 
ships and air unit in Pearl Harbor. The two Allied 
cruisers in the Hawaiian Islands are ignored. 

18.31 After the air raids, the Japanese player 
must announce whether he will withdraw or stay 
for more combat. If he retreats now he cannot be 
pursued. 

18.32 Then the Allied player rolls one die for 
each of his "LOCATION UNCERTAIN groups 
in turn. If he rolls a 1, that group is placed in the 
Central Pacijic Ocean; if he rolls a 2 or 3 that 
group is placed in the Hawaiian Islands; if he rolls 
a 4.5, or 6 the group is in the United States and will 
come in as reinforcements on turn 2-put it in the 
turn 2 box on the Allied chart. These groups are 
now normal ships occupying the areas where they 
were placed. 

18.33 Then the Allied player may move any 
surviving ships and units from Pearl Harbor into 
the Hawaiian Islands sea area (ships with damage 
greater than their armor factor may not go to sea). 

18.34 The I-Boat may now attack if it is in the 
Hawaiian Islands. 

18.35 Finally, the Allied player may choose to 
retreat from the Hawaiian Islands (with all his 
ships and units at sea there) before any further 
combat. If he does retreat, he cannot be pursued. 

18.36 After the first two air raids, the 
Japanese fleet can stay in the Hawaiian Islandsfor 
only two more combat rounds (because of fuel 
shortages). He may use these combat rounds for 
additional air raids on Pearl Harbor if the Allies 
retreat or are eliminated, but he must retreat at the 
end of the second round. no matter what. Combat 
and retreats during thdse rounds (and later) is 
normal-retreating units can be pursued. 

18.4 INDONESIA: Next, the Japanese player 
executes two rounds of surprise attack air raids 
against all the Allied ships in Indonesia. All 
Japanese airstrikes in Indonesia can take part 
(including land-based air), and the Allied player 
cannot return fire. 

18.5 This completes the surprise attack. 
Combat now reverts to normal in all sea areas 
where both sides still have forces. 

one to 15 or turn 6 and thereafter). Only the Allied 
player may use these. 

11 .24 The points listed are the total number of 
damage points that can be removed in that port 
that turn. Example: in Ceylon, I damage point can 
be removed from one ship- not I point from each 
ship. A player may break up his repair points in a 
port to repair more than one ship at a time, if he 
wishes. 

11.3 Ships with damage can still go to sea (if 
their damage does not exceed their armor factor). 
The damage does have its normal effects on the 
ship's speed and combat ability. 

11.4 Repair poi'nts can be used only in the port 
listed and on the turn listed . Repair points that are 
unused on one turn cannot be saved up to be used 
on a later turn. 

12. LAND-BASED AIR 
12.1 Land-based air units are placed on sea 

areas after "patrolling" ships have moved but 
before "raiding" ships have moved . 

12. 11 The players take turns placing one air 
unit down at a time, the Japanese player placing 
first. 

12.12 Air units ignore distance and enemy­
controlled sea areas and can be placed on any sea 
area on the board, except (see next rule): 

12.13 A player can place an air unit in a sea 
area only if he controls a base or port touching 
that sea area. If he does not control a port or base 
in the sea area, he may not place an air unit there. 

12.2 Land-based air units can attack and be 
attacked normally, but only during "day actions." 

12.21 Land-based air units do not get the 
"attack bonus" when they attack. 

12.22 "Shots" fired at land-based air unit. uo 
not get the attack bonus even if the attacking air 
strike is circled. 

12.23 Land-based air units are not affected by 
"disabled" results against them. 

12.24 Land-based air units are "disabled" and 
must return to port immediately ifthey are in a sea 
area without a friendly port or base, so if the 
enemy invades their only base in that sea area they 
must return to port immediately. 

12.25 Air units are "sunk" when their damage 
exceeds or equals their defense factor. (They are 
removed at the end of the action.) 

12.3 "Sunk" air units are placed on the 
ORDER OF APPEARANCE chart and re-enter 
the game two turns later. 

12.4 Land-based air units count for control­
ling a sea area. 

13. AMPHIBIOUS UNITS 
13.1 Amphibious units move to sea just before 

"raiding" ships. They move like ships, except they 
can always move two sea areas and they never 
make "speed rolls". 

13 .2 Amphibious units do not take part in 
combat except as targets. 

13.21 During "night actions" they may not be 
attacked unless all friendly ships in the area are 
also being attacked. 

13.22 In other respects, amphibious units are 
treated like ship targets . 

13.3 Amphibious units may "invade" enemy­
controlled island bases (but not major ports). 

13.31 Amphibious units may not "invade" if 
they have retreated or have been disabled that 
turn. In these cases, the units must return to a 
frie'ndly base or port. 

13.32 Amphibious units can "invade" after 
each round of combat in their sea area, or at the 
end of the turn (step 5.73 in the TURN SE­
QUENCE). They can also land on friendly ports 
or bases at these times. 

13.4 An amphibious unit that lands on an 
enemy base is automatically eliminated . 

13 .41 Each invading amphibious unit that is 

eliminated causes one enemy amphibious unit in 
that base to be eliminated . 

13.42 If there is no enemy amphibious unit in 
the base being invaded, then that base is 
immediately converted to friendly control (the 
invading unit is still eliminated). Other units may 
now land there without being eliminated . 

13.43 Multiple amphibious units may invade 
at the same time. Example: 3 units invade a base 
containing one enemy amphibious unit. One 
invader is lost to eliminate the defending unit , one 
is lost to convert the base, and the third lands 
safely. 

13.5 Amphibious units that are eliminated 
(either in "invasions" or combat), return two turns' 
later. 

13.6 Damage does not affect a unit's ability to 
invade. 

14. CAPTURING PORTS 
AND BASES 

14.1 A major port is captured only when all 
the sea areas that touch it have been enemy­
controlled for the last two turns. 

14.2 Island bases are captured like ports, or 
they can be invaded. 

14.3 When a port or base is captured, the 
following effects take place: 

14.31 All ships in that port or base must 
immediately return to another friendly port or 
base. 

14.32 Any amphibious units there are elimi­
nated. 

14.33 If that was the only friendly port or base 
touching a particular sea area, then all friendly air 
units in that sea area are "disabled" and must 
return to port. 

14.4 Returning ships and units may land at a 
base or port as soon as it has been captured. 

15. CONTROLLING 
SEA AREAS 

15.1 At the end of a turn , a player controls a 
sea area if he has a "patrolling" ship or a land­
based air unit on that sea area. 

15.2 "Raiding" ships, amphibious units, 
submarines and ships and units on ports or bases 
do not count towards controlling a sea area. 

15 .3 A ' ship is "patrolling" if it is black 
silhouette side up; it is "raiding" if it is white side 
up. 

16. SUBMARINES 

16.1 Submarines may attack after a combat 
round or, if they have not yet attacked, after all 
other combat. 

16.2 Each attacking submarine gets one 
"shot" with the attack bonus; it may attack any 
ship or amphibious unit at sea in its area. Combat 
effects take effect immediately. 

16.3 Each submarine attacks only once per 
turn and then immediately returns to base. 

16.4 Submarines can never be attacked . 

17. ALLIED FLEETS 
17.1 United States: 
17.11 New reinforcements are placed on Pearl 

Harbor. 
17. 12 Ships and units may return to any 

friendly port or base except Ceylon. 
17.13 "Raiding" ships may move three sea 

areas, making a "speed roll" to enter the third. 
17.2 British: 
17.21 New reinforcements are placed on 

Ceylon. Ships in play must be removed on certain 
turns as specified on the ORDER OF APPEAR­
ANCE card . 

17.22 Ships cannot return to any bases, nor to 
any ports except (when friendly) Ceylon. Singa­
pore. Saigon or Yokosuka Navy Yard. 
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17.23 Exception: The Victorious is placed on 
Pearl Harbor and may return there. 

17.24 "Raiding" ships may move only two sea 
areas, and must make a "speed roll" to enter the 
second. 

17.3 Australian and Dutch: 
17.31 Ships can return to any friendly port or 

adjacent base. 
17.32 "Raiding" ships may move only two sea 

areas. 

18. THE SURPRISE ATTACK 
18.1 On the first turn of the game, the TU RN 

SEQUENCE is altered slightly to reflect the 
effects of the Japanese surprise attacks on Pearl 
Harbor and Indonesia. 

18.2 Movement is executed in sequence 
normally, except: 

18.21 The Japanese Pearl Harbor Raid force 
cannot move- it must remain in the Hawaiian 
Islands. Only the ships and units at Yokosuka 
Navy Yard can move. 

18.22 The only Allied units that can move are 
the five cruisers in Australia, Singapore and the 
Philippines. All other ships and units are frozen in 
place. 

18.3 PEARL HARBOR: Combat starts with 
two rounds of "day action" air raids against the 
ships and air unit in Pearl Harbor. The two Allied 
cruisers in the Hawaiian Islands are ignored. 

18.31 After the air raids, the Japanese player 
must announce whether he will withdraw or stay 
for more combat. If he retreats now he cannot be 
pursued. 

18.32 Then the Allied player rolls one die for 
each of his "LOCA nON UNCERTAIN" groups 
in turn. If he rolls a I, that group is placed in the 
Central Pacific Ocean; if he rolls a 2 or 3 that 
group is placed in the Hawaiian Islands; if he rolls 
a 4, 5, or 6 the group is in the United States and will 
come in as reinforcements on turn 2-put it in the 
turn 2 box' on the Allied chart. These groups are 
now normal ships occupying the areas where they 
were placed . 

18.33 Then the Allied player may move any 
surviving ships and units from Pearl Harbor into 
the Hawaiian Islands sea area (ships with damage 
greater than their armor factor may not go to sea). 

18.34 The I-Boat may now attack if it is in the 
Hawaiian Islands. 

18.35 Finally, the Allied player may choose to 
retreat from the Hawaiian Islands (with all his 
ships and units at sea there) before any further 
combat. If he does retreat, hc cannot be pursued. 

18.36 After the first two air raids. the 
Japanese fleet can stay in the Hawaiian Islands for 
only two more combat rounds (because of fuel 
shortages). He may use these combat rounds for 
additional air raids on Pearl Harbor if the Allies 
retreat or are eliminated, but he must retreat at the 
end of the second round, no matter what. Combat 
and retreats during these rounds (and later) is 
normal- retreating units can be pursued. 

18.4 INDONESIA : Next, the Japanese player 
executes two rounds of surprise attack air raids 
against all the Allied ships in Indonesia. All 
Japanese airstrikes in Indonesia can take part 
(including land-based air), and the Allied player 
cannot return fire . 

18.5 This completes the surprise attack. 
Com"bat now reverts to no"rmal in all sea areas 
where both sides still have forces. " 



OPTIONAL RULES 
The following rules were not included in the 
normal rules section because they make the game 
longer and more complicated. Players who arenot 
deterred by these considerations may agree to 
employ anv or all of them: 

19. THE 9-TURN GAME 
19.1 For those players who wish to extend the 
game beyond the period when the Japanese Navy 
was able to offer effective resistance, (Japanese 
effectiveness really ended at the Battle of the 
Philippine Sea, which is turn 8 in the game), an 
optional 9th turn has been added to  the game. 
Although this carries the game into a period when 
the Japanese Navy was effectively helpless, it does 
cover a number of points that are very 
interesting-so we included turn 9, along with the 
following rules changes. 

19.2 Kamikaze attacks (turn 9 only): 
19.21 Japanese land-based air units must 

make kamikaze attacks. When they attack, they 
get the attack bonus, but they are automatically 
eliminated. 

19.22 Japanese aircraft carriers can also make 
kamikaze attacks; such attacks get the attack 
bonus but the attacking ship is removed from play. 
The Japanese player must announce at  thestart of 
each "day action" which carriers will make 
kamikaze attacks during that action. 

19.3 For game balance, give the Japanese 1 
extra POC each turn they control the Japanese 
Islands during the game. 

20. TASK FORCES 
20.1 Often, forces operating in the same area 

were broken up into separate Task Forces with 
different but related missions (the Japanese in 
particular employed this tactic). T o  simulate this 
and the effects of reconnaissance in the game, use 
the following rules: 

20.2 At the beginning of each round of 
combat in a sea area, both players (the Japanese 
first) group their forces-including land-based 
air-into Task Forces. Task forces can be 
rearranged each combat round. 

20.3 Then the players specify which of their 
Task Forces will be attacking that round, and 
which will not attack. Both players must also 
specify any amphibious units that will invade that 
round. 

20.4 Each player rolls one die for each of his 
Task Forces, to see if it has been sighted by the 
enemy that round. 

20.41 A Task Force containing land-based air 
units o r  invadingamphibious units isautomatical- 
ly sighted. 

20.42 An attacking Task Force is sighted on  a 
die roll of 1, 2, 3 or  4. 

20.43 A Task Force that contains a "patrol- 
ling" ship is sighted on a roll of 1, 2 or 3. 

20.44 Otherwise, a Task Force is sighted on  a 
roll of I o r  2. 

20.5 First the players fight a normal "day 
action", except that only attacking Task Forces 
may attack and only sighted Task Forces can be 
attacked. 

20.6 Then the players fight a "night-action." 
All sighted Task Forces must take part in the 
"night action," and the players may add any of 
their attacking Task Forces to the fray. The "night 
action" is fought as one large, normal night action 
between these forces, except that Task Forces that 
were not specified as attacking may not attack, 
and only Task Forces that were sighted or  added 
to the "action" can be attacked. 

20.7 Repeat steps 20.2 to 20.6 for each round, 
with the normal submarine attack and landings 
(only amphibious units announced as invading 
may invade). 

20.8 A player may retreat with only part of his 
fleet and stay with the rest; the other player may 
then send pursuers. The fleeing and pursuing 
forces are handled normally, and cannot return to 
take part in the main battle again. 

21. GUNNERY RADAR 
All United States battleships (4-4-3's or better) 

have the attack bonus when making gunnery 
attacks on turn 7 or later. 

22. ISLAND COMBAT 
22.1 When amphibious units invade enemy 

bases, they must immediately fight combat rounds 
until one side or  the other owns the island. Units 
must be eliminated in combat-they are not 
automatically eliminated. 

22.2 Each amphibious unit has a number of 
"shots" equal to its armor factor-each damage 
point on the unit reduces its "shots" by 1. 

22.3 When fighting on an island, each "hit" 
causes only 1 damage point-you d o  not roll a die 
for multiple damage caused by one hit. 

22.4 An enemy island base marker (Garrison) 
counts as a combat unit with one "shot" per round. 
An enemy garrison cannot be attacked until it is 
the last enemy unit on the island. One "hit" on a 
Garrison knocks it out and converts control. 

23. ANTI-AIRCRAFT 
23.1 Hits on carrier-based airstrikes are kept 

track of separately from hits on the carriers 
themselves. 

23.2 An air strike (carrier o r  land-based) has 
its attack strength decreased by one "shot" for 
each damage point it has. 

23.3 At the start of each "day action" both 
players specify (the Japanese player first) which 
airstrikes are attacking and which are defending 
during that action. 

23.31 Defending airstrikes can attack only 
enemy attacking airstrikes. 

23.32 All defending airstrike attacks are 
allocated and resolved like normal attacks on  
land-based air units; damage markers are placed 
on attacking airstrikes that suffer hits. This 
damage takes effect immediately. 

23.33 After all defending airstrikes have 
attacked, surviving attacking airstrikes are allo- 
cated to  their targets. 

23.34 Each target then has one "shotv-no 
attack bonus-against each airstrike attacking it. 

23.35 Battleships that are not being attacked 
also each get one "shot" at an attackingairstrike of 
their choice. 

23.36 Damage on the airstrikes takes effect 
 immediate!^. 

23.37 The attacking airstrikes may then 
execute their attacks with what strength they have 
left. 

23.4 Carriers that have lost all their airstrikes 
are "disabled" and return to port at  the end of the 
action. 

23.5 Eliminated air units d o  not automatically 
reappear in two turns. Instead, they (and carrier- 
based airstrikes) may be rebuilt. Each player may 
rebuild a number of airstrike factors equal to his 
whole repair capacity for that turn, (hecan still use, 
his repair points to repair at  the same time). 
Airstrikes are "repaired" at the same time and 
place other repairing is done, and the repairing 
units cannot move that turn. 

When a carrier airstrike takes a casualty, it 
loses a "shot" immediately, whereas a land-based 
air unit attacks at  full strength until eliminated. 
Both carrier- and land-based airstrikes can be 
rebuilt. 

THE GENERAL 
Now that  you know how t o  play the game, 

the next problem is probably who to  play it with. 
We can help you with that problem and many 
others only through your subscription t o  our 
bi-monthly gaming journal, the GENERAL. In 
the GENERAL you'll not only readall there is to 
know about this game, but will also learn about 
our dozens of other exciting simulation games of 
skill. Every 2 color, thirty-six page issue is 
jammed full of professional articles on the 
strategy and tactics of Avalon tiill gamnlg. Look 
and see what the GENERAL offers: 

FREE ADVERTISING: Our Opponents- 
Wanted Column allows you to  advertise free of  
charge for opponents, discontinued games, or 
competition of any sort. Each issue contains 
hundreds o f  ads which are read by our many 
readers nationwide. The fastest way to  find an 
opponent for this game, whether it be across the 
street or the Atlantic Ocean, is in the pages of  the 
GENERAL. 

GAME DESIGN: Wonder why this game was 
designed the way it was? Read the GENERAL 
and find out! Our regular DESIGN ANALYSIS 
column features explanatory treatises by our 
designers. Only here can you find ready-to-play 
variations, new scenarios, and perhaps even more 
counters for this game. 

QUESTIONS ANSWERED: In our Question 
Box you'll find the only official source of rules 
interpretations and changes for this and our other 
games. 

PRODUCT REVIEWS: Interested in other 
Avalon Hill games? Check them out in the 
Reader's Buyers Guide. The RBG is a game 
review compiled by our subscribers at large -- the 
people who play the games. Realism, complexity, 
play-balance, and excitement level are only a few 
of the categories rated in the RBG. 

WHAT'S HAPPENING: Like to  know what's 
going on  in the gaming hobby? Each issue 
contains an installment of the "Avalon Hill 
Philosophy" where we announce the new games, 
discuss possible new titles, and generally keep 
you informed. In addition, the INFILTRATOR'S 
REPORT keeps you posted on tournaments, 
conventions, club news, and unusual happenings. 

VALUE: In every issue you'll find a coupon 
worth $1.00 towards the direct mail purchase of  
all Avalon Hill products. All of this for only, 
$7.50. How can you lose? I f  you're convinced,' 
send $12.00 for a 2 year subscription and save 
$3.00 off the regular price. 

Since its inception in 1964, the GENERAL 
has stood the test of time. Increase your enjoy- 
ment of this and other Avalon Hill games 
many-fold with a subscription. 
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OPTIONAL RULES 
The following rules were not included in the 
normal rules section because they make the game 
longer and more complicated. Players who are not 
deterred by these considerations may agree to 
employ any or all of them: 

19. THE 9-TURN GAME 
19.1 For those players who wish to extend the 
game beyond the period when the Japanese Navy 
was able to offer effective resistance, (Japanese 
effectiveness really ended at the Battle of the 
Philippine Sea, which is turn 8 in the game), an 
optional 9th turn has been added to the game. 
Although this carries the game into a period when 
the Japanese Navy was effectively helpless, it does 
cover a number of points that are very 
interesting- so we included turn 9, along with the 
following rules changes. 

19.2 Kamikaze allacks (turn 9 only): 
19.21 Japanese land-based air units must 

make kamikaze attacks. When they attack, they 
get the allack bonus, but they are automatically 
eliminated. 

19.22 Japanese aircraft carriers can also make 
kamikaze allacks; such attacks get the allack 
bonus but the attacking ship is removed from play. 
The Japanese player must announce at the start of 
each "day action" which carriers will make 
kamikaze allacks during that action. 

19.3 For game balance, give the Japanese I 
extra POC each turn they control the Japanese 
Islands during the game. 

20. TASK FORCES 
20.1 Often, forces operating in the same area 

were broken up into separate Task Forcd with 
different but related missions (the Japanese in 
particular employed this tactic). To simulate this 
and the effects of reconnaissance in the game, use 
the following rules: 

20.2 At the beginning of each round of 
combat in a sea area , both players (the Japanese 
first) group their forces- including land-based 
air- into Task Forces. Task forces can be 
rearranged each combat round . 

20.3 Then the players sp.ecify which of their 
Task Forces will be attacking that round, and 
which will not attack . Both players must also 
specify any amphibious units that will invade that 
round. 

20.4 Each player rolls one die for each of his 
Task Forces, to see if it has been sighted by the 
enemy that round. 

20.41 A Task Force containing land-based air 
units or invading amphibious units is automatical­
ly sighted. 

20.42 An attacking Task Force is sighted on a 
die roll of I, 2, 3 or 4. 

20.43 A Task Force that contains a "patrol­
ling" ship is sighted on a roll of I, 2 or 3. 

20.44 Otherwise, a Task Force is sighted on a 
roll of I or 2. 

20.5 First the playe rs fight a normal "day 
action", except that only attacking Task Forces 
may attack and only sighted Task Forces can be 
attacked . 

20.6 Then the players fight a " night -action." 
All sighted Task Forces must take part in the 
"night action," and the players may add a ny of 
their attacking Task Forces to the fray. The "night 
action" is fought as one large, normal night action 
between these forces, except that Task Forces that 
were not specified as attacking may not a ttack, 
and only Task Forces that were sighted or added 
to the "action" can be attacked. 

20.7 Repeat steps 20.2 to 20.6 for each round. 
with the normal submarine attack and landings 
(only amphibious units announced as invading 
may invade). 

20.8 A player may retreat with only part of his 
fleet and stay with the rest; the other player may 
then send pursuers. The fleeing and pursuing 
forces are handled normally, and cannot return to 
take part in the main battle again. 

21. GUNNERY RADAR 
All United States battleships (4-4-3's or better) 

have the allack bonus when making gunnery 
attacks on turn 7 or later. 

22. ISLAND COMBAT 
22.1 When amphibious units invade enemy 

bases, they must immediately fight combat rounds 
until one side or the other owns the island . Units 
must be eliminated in combat- they are not 
automatically eliminated. 

22.2 Each amphibious unit has a number of 
"shots" equal to its armor factor- each damage 
point on the unit reduces its "shots" by I. 

22.3 When fighting on an island, each "hit" 
causes only I damage point- you do not roll a die 
for mUltiple damage caused by one hit. 

22.4 An enemy island base marker (Garrison) 
counts as a combat unit with one "shot" per round . 
An enemy garrison cannot be attacked until it is 
the last enemy unit on the island. One "hit" on a 
Garrison knocks it out and converts control. 

23. ANTI-AIRCRAFT 
23.1 Hits on carrier-based airstrikes are kept 

track of separately from hits on the carriers 
themselves. 

23.2 An air strike (carrier or land-based) has 
its attack strength decreased by one "shot" for 
each damage point it has. 

23.3 At the start of each "day action" both 
players specify (the Japanese player first) which 
airstrikes are attacking and which are defending 
during that action. 

23.31 Defending airstrikes can attack only 
enemy attacking airstrikes. 

23.32 All defending airstrike attacks are 
allocated and resolved like normal attacks on 
land-based air units; damage markers are placed 
on attacking airstrikes that suffer hits. This 
damage takes effect immediately. 

23.33 After all defending airstrikes have 
attacked, surviving attacking airstrikes are a llo­
cated to their targets. 

23.34 Each target then has one "shot"- no 
allack bonus- against each airstrike attacking it. 

23.35 Battleships that are not being attacked 
also each get one "shot" at an attacking airstrike of 
their choice. 

23.36 Damage on the airstrikes takes effect 
immediately. 

23.37 The attacking airstrikes may then 
execute their attacks with what strength they have 
left. 

23.4 Carriers that have lost all their airstrikes 
are "disabled" and return to port at the end of the 
action. 

23.5 Eliminated air units do not automatically 
reappea r in two turns. Instead , they (and carrier­
based airstrikes) may be rebuilt. Each player may 
rebuild a number of airstrike factors equal to his 
whole repair capacity for that turn , (he can still use . 
his repair points to repair at the same time). 
Airstrikes are "repaired" at the same time and 
place other repairing is done, and the repairing 
units cannot move that turn. 

When a carrier airstrike takes a casualty, it 
loses a "shot" immediately, whereas a land-based 
air unit attacks at full strength until eliminated. 
Both carrier- and land-based airstrikes can be 
rebuilt. 
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THE GENERAL 
Now that you know how to play the game, 

the next problem is probably who to play it with. 
We can help you with that problem and many 
others only through your subscription to our 
bi-monthly gaming journal, the GENERAl. In 
the GENERAL you ' ll not only read all there is to ' 

know about thi s game, but w ill also learn about 
our dozens of other exciting simulation games of 
sk ill. Every 2 color, thirty -six page issue is 
jammed full o f p. o f p.s s ion~1 art icles on the 
strategy and tactics of Avalon Hill gamfl1g. Look 
and see what the GENERAL offe.s : 

FREE ADVERTISING: Our Opponents­
Wanted Column allows you to advert ise free of 
charge for opponents, discontinued games, or 
competition of any sort. Each issue contains 
hundreds of ads which are read by our many 
readers nationwide. The fastest way to find an 
opponent for this game, whether it be across the 
street or the Atlantic Ocean, is in the pages of the 
GENERAL. 

GAME DESIGN : Wonder why this game was 
designed the way it was 7 Read the GENERAL 
and find out l Our regul ar DESIGN ANALYSIS 
column features explanatory tr eat ises by our 
designers. Only here can you find ready-to ·play 
variations, new scenarios, and perhaps even more 
counters for this game. 

QUESTIONS ANSWERED : In our Question 
Box you'll find the only official source of rules 
interpretations and changes for this and our o ther 
games. 

PRODUCT REVIEWS: Interested in other 
Avalon Hill games 7 Check them out in the 
Reader's Buyers Guide . The RBG is a game 
review compiled by our subscribe.rs at large -- the 
people who play the games. Realism , complexity, 
play-balance, and excitement level are only a few 
of the. categories rated in the RBG. 

WHAT'S HAPPENING : Like to know what's 
going on in the gaming hobby? Each issue 
contains an installment of the "Avalon Hill 
Philosophy" where we announce the new games, 
discuss possible new titles, and generally keep 
you informed. In addition, the INFIL TRATOR'S 
REPORT keeps you posted on tournaments, 
conventions, club news, and unusual happenings. 

VALUE : In every issue you'll find a coupon 
worth $1.00 towards the direct mail purchase of 
all Avalon Hill products. All of this for only 
$7.50. How can you lose] If you ' re convinced, 
send $12.00 for a 2 year subscription and save 
$3.00 off the regular price. 

Since its inception in 1964, the GENERAL 
has stood the test of time. Increase your enjoy­
ment of this and other Avalon Hill games 
many-fold with a subscription . 
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Components Design: Richard Hamblen. Donald Green­
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EXAMPLE OF PLAY: This example illustrates one turn's combat in a sea area. It is the Coral Sea, currently controlled by the 
Japanese player (so he adds I to  his daylnight die rolls there), and the only Japanese port o r  base there is Guadalcanal. Arrowsand numbers 
indicate attacks and number of "shots." circles indicate attack bonus. All ships are "raiding." 

Round 1: Japanese choose "day action," roll a 3, +I for  choosing "day," +I for control. Allies choose "night action," roll 6. Result: 6 to  5, "night action." 

25 A~rFlot 

The Saratoga chooses not to fire, but it is attacked anyway because the 
Japanese have overlap after attacking all non-carrier ships. The I Marines 
cannot be attacked until all carrier and non-carrier ships are being attacked. 
Results: against Nevada5 (bonus) = hit, damage roll -4  Against Saratoga 1.2, 
4.4.4.6 = one hit. damage roll = 3. Against Yamato 2.3.5.6 =disabled, one hit. 
damage roll = 2. Combat results take effect after all attacks. 

1 1  th A.F. 

Between Rounds: 

25 AirFlot 

(leaving) 
(leaving) 

Nachi kl The I-Boat attacks the I Marine, rolls a 5 (bonus) = hit, damage roll = 4. Then 
the I-Boat returns to port. The Marines survive (barely) and land on 
Guadalcanal; the 25th Airflot, without a base or port in the area, is"disabled" 
and returns to base. 

(lands) 

Round 2: Japanese choose "night action," roll a 3, + 1 for  control. Allies choose "day action," roll a 3, +1 for choosing"day." Result: tie, 4 to4,"day" followed by "night." 

Day Action: Saratoga cannot attack by airstrike 
because its damage equals its armor factor. 
Results: against I1 A.F. (no attack bonus, no 
"disabled" results) 1.4.5.6 =.I hit, damage roll = 
3. Against Akagi 3, 6 = I hit, damage roll = 2. 
Against Nachi 2, 6 = I hit, damage roll = 1. 
Combat results take effect. 

Night Action: Saratoga will attack. Nevada and 
Sararoga have gunnery factors of 1 because their 
damage equals their armor factors.. Nachi, 
damaged, has no armor bonus. Results: Against 
Nevada 6, 6 = 2 hits, damage rolls = 6 (sunk). 
Against Nachi I = miss. Against Akagi 4 = miss. 

Between Rounds: The Japanese retreat in two groups, the Nachi a t  a speed of 6 and the Akagiat a speed of 4. The Allies pursue as  shown 
below. Saratoga is too slow to  pursue Nachi, and the land-based air (which still has a n  attack strength of 2) cannot pursue at  all. 

(cannot pursue) 

Round 3: Allies win "night," both sides miss. 
Round 4: Allies win "night," both sides miss. 
After round 4 the Saratoga stops pursuing. Akagi 
must keep retreating, and returns to port. Neither I I . i  
ship can loin the other battle. 

Round 5: Japanese win "night action," roll 6 = 
hit. damage roll = 2. Now Baraan with a speed of 
5, cannot keep up with Nachi, so Nachiescapes to 
port. 

End of Combat: Baraan and Saratoga are "raiding" ships, so they d o  not count for control, but the I 1  A.F. air unit does. The Allies control the Coral Sea. 

EXAMPLE OF PLAY: This example illustrates one turn's combat in a sea area. It is the Coral Sea, currently controlled by the 
Japanese player (so he adds I to his day / night die rolls there), and the only Japanese port or base there is Guadalcanal. Arrows and numbers 
indicate attacks and number of "shots," circles indicate allack bonus. All ships are "raiding." 

Round I: Japanese choose "day action," roll a 3, +1 for choosing "day," +1 for control. Allies choose "night action," roll 6. Result: 6 to 5, "night action." 
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The Saratoga chooses not to fire, but it is attacked anyway because the 
Japanese have overlap after attacking all non-carrier ships. The I Marines 
cannot be attacked until all carrier and non-carrier ships are being attacked. 
Results: against Nevada 5 (bonus) = hil, damage roll = 4 Against Saratoga 1, 2, 
4,4,4, 6= one hil. damage roll = 3. Against Yamalo 2,3,5,6 = disabled, onehil. 
damage roll = 2. Combat results take effect after all attacks. 

The /,Boal attacks the I Marine. rolls a 5 (bonus) = hil. damage roll = 4. Then 
the /,Boal returns to port . The Marines survive (barely) and land on 
Guadalcanal; the 251h Airflol. without a base or port in the area, is "disabled" 
and returns to base. 

Round 2: Japanese choose "night action," roll a 3, + I for control. Allies choose "day action," roll a 3, + I for choosing "day." Result : tie, 4 to 4, "day" followed by "night." 

1 
N ~ 

2 

Day Action: Saratoga cannol attack by airstrike 
because its damage equals its armor factor. 
Results: against /I A.F. (no allack bonus, no 
"disabled" results) 1,4, 5,6 =. I hi/. damage roll = 
3. Against Akagi 3, 6 = I hil. damage roll = 2. 
Against Nachi 2, 6 = I hil. damage roll = I. 
Combat results take effect. 

443 

1 
~ 

Night Action: Saratoga will attack. Nevada and 
Saratoga have gunnery factors of I because their 
damage equals their armor factors.. Nachi, 
damaged, has no armor bonus. Results: Against "r-~~--I 
Nevada 6, 6 = 2 hilS, damage rolls = 6 (sunk). 
Against Nachi I = miss. Against Akagi 4 = miss. 

B8188nOO ....... 
027 

Between Rounds: The Japanese retreat in two groups, the Nachi at a speed of 6 and the Akagi at a speed of 4. The Allies pursue as shown 
below. Saratoga is too slow to pursue Nachi, and the land-based air (which still has an attack strength of 2) cannot pursue at all. 

2 
~ 

(cannot pu,rsue) 
Round 3: Allies win "night," both sides miss. 
Round 4: Allies win "night," both sides miss. 
After round 4 the Saratoga stops pursuing. Akagi 
must keep retreating, and returns to port. Neither 
ship can join the other battle. 

['~~T71 
Round 5: Japanese win "night action," roll 6 = . 
hil, damage roll = 2. Now Ba/aan with a speed of 
5, cannot keep up with Nachi, so Nachi escapes to . 
port. Bata 

End of Combat: Bataan and Saratoga are "raiding" ships, so they do not count for control, but the I I A. F. air unit does. The Allies control the Coral Sea. 

7 



"* ALLIED STARTING FORCES "* TURN 1 
TO DECEMBER 1941 

ON BATTLESHIP ROW (PEARL HARBOR) 
STARTING 
CONTROL 

Nevada Arllona W est Virginia Te nnessee 

~ ...A.-. --- ~ 443 443 553 453 

AT SEA (CANNOT MOVE) 
BA Y OF BENGAL INDONESIA , . ......... 

........ 1 
Revenge 

............. 
Prince of 
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III. 

Ok lahoma Maryland 

~ ~ 

443 553 

Repulse . .. 5th A.F 

124 456 336 
-r-r 
24* 443 

IN PORT: (MAY MOVE) 
PHILIPPINES , 

Houston 

~ 

1 1 7 

SINGAPORE 

Exeter DeRuyter - .-.. 
117 11 7 
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Ca lifornia 
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453 
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LouIsville 
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1 1 7 
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443 1 1 7 
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1 1 7 

San Fra ncIsco 

..-wL. 7th A.F 

1 1 7 
-r-r 
24* 

HAWAIIAN ISLANDS 

Indianapolis Minneapolis 

~ ..-......... 
1 1 7 1 1 7 

LOCATION UNCERTAIN _ .. 
Ente rprt S~ Salt Lake City Northampton Chester 

~ ~ ~ ~ 

0 2 7 1 1 7 1 1 7 1 1 7 
-- -- ---- -- --- - ---
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HawaIIan Islands 
U.S. Mandate 
Coral Sea 
South Pacific 
Central Pacific 
Indian Ocean 
Bay of Bengal 
Indonesia 

Pearl Harbor 
Samoa 
Australia 
Ceylon 
Singapore 

LOCATION UNCERTAIN 
GROUP X 

1 = Central Pacific ; 2.3 = Hawai ian Islands; 4-6 = U.S.A.-arrive Turn 2 

GROUP Y 

Le)( lngton 4 Chicago Portland 

•• ~ ~ 

Astoria 

~ 

i 

SaratogCl 4 
...... 

1 3 7 1 1 7 1 1 7 1 1 7 137 
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AVALON HILL ~---<!J 
Game compOD.~lJO 
4517 Harford Road, Baltimore, Md. 21214 00 (a~ 

ROUPZ 

Hornet 4 YOrktown4 
H ~ 

Vincennes QUincy 

..-......... ~ 

Johnston Island 
Dutch Harbor 
Attu 
New Hebrides 
Guadalcanal 

02 7 027 1 1 7 1 1 7 Port Moresby 
Lae 
Midway 
Andaman Islands 
Philippines 

DESIGN DEPARTMENT 

We wi ll an,w~r ljuesti ons about the plav of this 
game at no c harge but on lv if you enclose a 
stamped. self-addressed e nvelo pe w ith yo ur ljuery. 
Before "riting to us however. we s uggest 
th o ughtful reference to the rule s w hich should 

a nswer an y ljues tions and sa\·e yo u time and 
postage . ro r a curren t rep lacement parts price 
li st send a stam ped. self-addressed e nve lo pe to : 
lhe Avalon Hill Co . , 451 7 Harford Rd. Balti­
more MD 2 1214 
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