Keyboard & Mouse Commands:

[F2] 
Not showing comp. controlled TFs (auto-convoy & others), not showing human TFs, showing all TFs

[F3] 
Plane Range Radius on/off

[F4] 
TF Move Radius on/off

[F5] 
Combat animations on/off

[F6] 
Hexside info on/off

[F7] 
Clouds on/off

[F8] 
Combat Summaries on/off (retains combat reports)
[F9] 
Enter Orders Phase at next opportunity

[F] 
Save Game

[P] 
Preference and Options
[D] 
Aircraft, Troop & Vehicle Database

[V] 
Ship Database

[B] 
List All Bases
[A]
List All Land Based Air Units
[N] 
List All Naval Air Units
[S] 
List All Ships
[T] 
List All TFs
[G] 
List All Land Based Units
[Z] 
Control Zone Map

[H] 
Auto Convoy System

[O] 
Operational Reports
[I] 
Intelligence Reports
[L] 
Signal Intelligence
[C] 
Combat Reports
[E] 
End Turn (Orders Phase)
[Q] 
Quit game

[R] 
Colored Rail/Road/Trail networks on/off
[W]
Hex Control Zones on/off
[1] 
Zone terrain text in each hex on the Tactical Map on/off
[2] 
Zone location text in each hex on the Tactical Map

[3] 
Hex weather forecast on/off
[?] 
Orders selected Unit to return to Home Base
[Ctrl] [A]
Large Strategic Map

[Ctrl] [J] 
Jump Map on/off in the full screen map mode

Right-Click on a TF/Air Unit/LCU in the Hex Info Display close any pop-up & make that Unit the active Unit, 
displaying its Radius circles.

Right-Click on a Ship in a Form New/Transfer To-From TF display shows its name, class, main battery gun size, 
torpedo tubes, ASW devices and the relative AAA strength.
Game Abbrevations
A/C
- Aircraft
ASW 
- Anti-submarine Warfare
CAP 
- Combat Air Patrol

DH 
- Destination Hex
DL 
- Detection Level
Dst 
- Destination

Dur 
- Durability
Flt 
- Floatation damage
HQ 
- Headquarters

MDL 
- Maximum Detection Level
Mvr 
- Maneuverability
Ops 
- Operations

SOPAC 
- South Pacific
SPS 
- Standard Potential Size
SWPAC 
- Southwest Pacific

Sys 
- System damage
TF 
- Task Force
VP 
- Victory Point

Turn Resolution Sequence
Japanese Orders Phase - Japanese player (or Computer AI) views the map, gives orders to Units. 
Allied Orders Phase - Allied player (or Computer AI) views the map, gives orders to Units. 

1) Night Resolution Phase - System processes all orders, which are resolved over a night period (12 hours).

      
a) Load/Unload - Transport TFs load/unload cargos.


b) Coastwatcher Check and Trigger Reactions - Coastwatchers attempt to sight enemy TFs. 

c) TFs Reaction Phase - TFs with “React to Enemy” movement orders are reacting.


d) Auto Minesweeping - Minesweeping TFs on Computer Control conduct minesweeping operations.


e) Naval Movement
- TFs move towards their destinations,



                    
- Ships spend endurance,



                    
- Ships check for sys damage due to being at sea,



                   
- TFs conduct mine warfare operations (including hitting mines).


f) Night Air Operations - Air movement and combat is resolved.


g) Surface Combat - Ship vs. ship surface combat is resolved.


h) Naval Bombardment - Naval bombardments are resolved.


i) Ground Unit Movement - Ground Units move toward their destinations.


j) Repair Ships - Ships undergo repair.


k) Base Construction/Repair - Bases are Built, Repaired and Fortified.


l) Supply Needs Calculation & Overland Supply Movement
- Supply needs of all Units & Bases are calculated,




- Automatic overland movement of Supplies occurs.

m) TF Adjustment - Crippled ships split off into new TFs and return to Bases.

2) Day Resolution Phase - System continues to process all orders, which are resolved over a day period (12 hours).


a) Load/Unload - Transport TFs load/unload cargos.


b) Coastwatcher Check and Trigger Reactions - Coastwatchers attempt to sight enemy TFs. 

c) TFs Reaction Phase - TFs with “React to Enemy” movement orders are reacting.


d) Auto Minesweeping - Minesweeping TFs on Computer Control conduct minesweeping operations.


e) Naval Movement
- TFs move towards their destinations,



                    
- Ships spend endurance,



                    
- Ships check for sys damage due to being at sea,



                   
- TFs conduct mine warfare operations (including hitting mines).


f) Day Air Operations - Air movement and combat is resolved.

g) Surface Combat - Ship vs. ship surface combat is resolved. 

h) Naval Bombardment - Naval bombardments are resolved.

i) Ground Combat - Combat between ground Units is resolved.


j) Ground Movement - Ground Units move toward their destinations.


k) Repair Ships - Ships undergo repair.


l) Base Construction and Repair - Bases are Built, Repaired and Fortified.


m) Supply Needs Calculation & Overland Supply Movement
- Supply needs of all Units & Bases are calculated,



                                                                                     
- Automatic overland movement of Supplies occurs.


n) Supply Operations
- Supply Operations are conducted,




- Supplying Ground/Air Units,




- Planes are repaired.


o) TF Adjustment - Crippled ships split off into new TFs and return to Bases.

3) Several times during Night & Day Phases
- Checks for Sub contacts and Sub attacks,




- Modifies ship's fire/float damage caused by fire or flooding,
4) Air Operations
- Happens in 2 Phases - Day Air Ops Phase & Night Air Ops Phase.

a) Day Sequence
- Units on Patrol, CAP & Training fly both in AM and PM.




- Units on Offensive Strike Missions fly in both Phases only if flown Primary Mission in AM, and 




   there's sufficient time left for Secondary Mission or Naval Attack in PM. 





- It's more likely that Unit flies in both Phases if Targets are at closer ranges.




- Non-Naval Attack Primary Missions only flown in AM, never in PM.




- Unit that flies Primary Mission in AM, can join in Naval Attack Mission in PM.



1) MORNING (AM) AIR PHASE 
a) Launch CAP / Training / Search Missions,



b) Conduct Air Search,



c) Launch Air Strikes,



d) Resolve Air Strikes,



e) Land Aircraft.

To fly an airstrike in AM Phase, following must all be true:



1. Unit has 2+ ready aircraft.


2. Primary Mission = Naval Attack & there's enemy TF spotted; 




Or, Primary Mission = Offensive, non-Naval Attack & it has a valid / worth Target.



3. If on Commander's Discretion, expected CAP over Target less than 2 * Escorts (more 




if Escorting Long Range Mission. If bombing a specific Target, Escorts not needed.





Expected CAP over Target = 1/2 Fighters present at Target hex.


4. Target is within Unit's Extended Range.

Other Units at same Base/ship join in on Strike, if all is true:





1. Unit has 2+ ready aircraft.





2. Primary Mission = Naval Attack & Target is TF.






Or, Primary Mission=Offensive, non-Naval Attack & its Target - same as Target bombed.






Or, Primary Mission = Offensive, non-Naval Attack & no specific Target set.





3. Unit has Primary Mission = Airfield Attack & Target hex has an Airfield.





4. Initiating Unit is not flying Recon Mission.





5. If Naval Attack, aircraft already flying aren't considered overkill for target type.





6. Target is within Unit's Extended Range.




Units join on airstrike as Escorts, if all is true:





1. Unit has 2+ ready aircraft.





2. Unit’s Primary Mission =  Escort.





3. If Escorts have a Target set, it's the same as Bombers' Target.




4. Aircraft already planning to fly Escort not exceeding 2 * expected CAP over Target.




5. Unit at same Base / ship as strike's initiating Unit.






Or, it's at another Base / ship, but with same Target set as Bombers' Target.







Or, it's at another Base / ship, no Target set, but it decides to focus on same Target.





6. Target is within Unit’s Extended Range.



2) AFTERNOON (PM) AIR PHASE
a) Launch CAP / Training / Search Missions





b) Conduct Air Search





c) Launch Air Strikes





d) Resolve Air Strikes





e) Land Aircraft


To fly an airstrike in PM Phase, following must all be true:



1. Unit has 2+ ready aircraft.


2. Primary Mission = any Offensive & there's valid enemy Target; 




If no Target for Primary, and Secondary Mission = Offensive & there's valid Target.



3. If on Commander's Discretion, expected CAP over Target less than 2 * Escorts (more 





if Escorting Long Range Mission. If bombing a specific Target, Escorts not needed.





Expected CAP over Target = 1/2 Fighters present at Target hex.



4. Target is within Unit's Extended Range, unless Target = TF & Unit doesn't have Naval 





Attack as Primary Mission - Target must be within Normal Range.


5. If Unit flown Missions in AM, must still have enough time to reach Target in PM.


Other Units at same Base/ship join in on Strike, if all is true:





1. Unit has 2+ ready aircraft.





2. Primary Mission = Offensive Mission & Target is TF.






Or, Secondary = Offensive Mission & its Target - same as Target bombed.






Or, Secondary = Offensive Mission & no specific Target set.





3. Target not a TF, Secondary Mission = Airfield Attack & Target hex has an Airfield.





4. Initiating Unit is not flying Recon Mission.





5. If Naval Attack, aircraft already flying aren't considered overkill for target type.



6. Target is within Unit's Extended Range, unless Target = TF & Unit doesn't have Naval 





Attack as Primary Mission - Target must be within Normal Range.



7. If Unit flown Missions in AM, must still have enough time to reach Target in PM.




Units join on airstrike as Escorts, if all is true:





1. Unit has 2+ ready aircraft.





2. Unit’s Primary Mission =  Escort.





3. Aircraft already planning to fly Escort not exceeding 2 * expected CAP over Target.





4. Unit at same Base / ship as strike's initiating Unit.






Or, it's at another Base / ship, but with same Target set as Bombers' Target.







Or, it's at another Base / ship, no Target set, but it decides to focus on same Target.



5. If Unit flown Missions in AM, must still have enough time to reach Target in PM.



3) AIR TRANSPORT / AUTO SUB-UNIT MOVEMENT PHASE
a) Launch CAP





b) Air Transport of Troops





c) Air Transport of Supplies





d) Auto Sub-Unit movement toward parent Units




e) Land all Aircraft



- Transports flying to enemy Bases must face enemy CAP if present.




- Only way to Escort Transports = have LR CAP flying over destination of Transports. 




- Aircraft in Sub-Units automatically transfer to rejoin & merge in their parent Unit.



- If CV Air Unit creates Sub-Unit by emergency landing on Airfield or another CV due to CV Sys




    dmg, aircraft in that Sub-Unit automatically transfer back to its original CV - happens only if 



    CV is in Base and is capable of launching / recovering aircraft.
- Units that begin scenarios or enter as reinforcements with Sub-Unit designation are treated 

    as parent Units - won't move to rejoin another formation
- Automatic Transfer occur only if parent Unit / CV is within 2 Transfer Moves of Sub-Unit.





- Automatic Transfer can create additional Sub-Units, as ready aircraft begin transfer and leave 




    damaged and reserve aircraft behind.

b) Night Sequence
- To fly at Night, Unit must have Night Operations set, 6+ ready aircraft & Morale >= 50.





- No Secondary Mission.





- Escort is not flown.





- Only 1 Air Phase.




- Night Fighter type aircraft are more efficient in CAP than other fighters.




- SEQUENCE:
a) Launch CAP 





b) Launch & Resolve Air Strikes





c) Land Aircraft



- Missions flown at night, by aircraft type:





- Float Fighters - Sweep, CAP, LR CAP.





- Fighters, Fight.Bombers & Night Fight. - Sweep, CAP, LR CAP, Airfield, Port










   Naval & Ground Attack.

- Lvl., Dive, Torpedo Bombers, Patrol & Float Planes - Airfield, Port, Naval & 








         Ground Attack.

Terrain Types & Land Movement

[image: image9.emf]
Clear: Open terrain, excellent visibility, few places to hide.

Mountains: Steep, high terrain, impassible to mech Units, nearly impassible to foot Units.

Forest/Jungle: Heavy foliage, nearly impassible terrain; includes most of the terrain of fighting over.

Desert: Relatively easy to traverse, same as Clear for movement purposes.
Cultivated: Farms & other rural-type terrain, same as Clear for movement purposes, have Trails out in all directions.

Urban: Cities and towns, relatively easy to move through. Same as Clear for movement purposes.
Swamp: Thick marshland and wetlands, greatly hinder movement.

Atoll: Has a dramatic affect on combat
- any attacker assaulting an Atoll suffers higher casualties & Disruption.
- attacking Units automatically launch Shock Attack when unloaded.



- combat on Atoll causes more casualties to both sides than other hexes.
Shallow Water/Deep Water: Subs easier to detect in Shallow Water than Deep Water, 




         Mines disperse faster in Deep Water than Shallow Water.
Hex containing both land and ocean: 
Considered a Coastal hex. 



For ship load/unload purposes, referred to as Beaches.
Rail/Highway: Improved, paved roads and railroads, best way for LCUs to move around.

Road: Smaller roads, much faster than cross country.

Trail: Utilitarian movement routes, LCUs move faster on these than Jungle or Mountains.

Coral Reef: Built up coral, hinder naval movement. Impassable - no Unit may cross.

River:
LCU's crossing a River into non-friendly-Base hex with enemy Units present suffer:

- Increased Disruption,

- If total enemy Assault Value in that hex > Assault Value of friendly Units already present in that hex, Unit 

    crossing River must make Shock Attack in next Phase, and HQ Units can't move into that hex.
Hexsides Details:
- Blue = Ocean/Lake hexside - Naval Unit movement only,
- Dark Blue = River hexside - LCU movement only,
- Green = LCU movement only,
- White = Both Naval and LCU movement,
- Red = Impassable hexside - No Naval or LCU movement.
Hex Zones Of Control (ZOC)

- A - Allied ZOC, J - Japanese ZOC, A J - Contested, both sides occupy hex, niether side can trace a supply.
- LCUs leave Zone Of Control in their hex or hexes they traveled through. 
- Units/Bases can't trace supply or retreat though enemy ZOCs. 
- To change ZOC from enemy control - travel through it with LCU. 

Movement Speed
- Max miles traveled per 24 hours (higher the Unit’s Fatigue, less distance it travels in each 24 hour period):
- No matter how much a Units are Fatigued, they allways move at minimum of 1 mile per 24 hours.

	TERRAIN TYPE
	ART, AA, ENG
	INF, PARA
	ARM
	All Other

	Atoll
	0
	0
	0
	0

	Mountain/Swamp
	2
	3
	2
	1

	Forest/Jungle
	3
	4
	3
	2

	Trail
	4
	5
	5
	3

	Clear/Desert
	10
	10
	30
	3

	Road
	30
	30
	60
	15

	Rail/Highway
	90
	90
	90
	90


- Units moving on Trails over Clear terrain move at Clear terrain speed.

- Units moving from hex with Rail/Highway or Road, into hex with Trail, move at rail/highway or road movement speed.

- Unit stays in current hex until marched for 60 miles, then moves to next hex along the path to Unit's final destination.
- If a Unit already marching is given new Destination resulting in immediate change of direction towards different hex, it’s 
    distance traveled is reset to 0.
- Units that begin turn in enemy occupied hex can move only to friendly Base/beach hex, and only if valid Supply Path can 
    be traced from Unit to destination Base/beach hex.
- Units move along to their destinations in a path that generates least Movement Points, to minimize Supply loss.
- Units can only march to locations where they could trace valid Supply Path.

- Supply Path is Valid if accumulated Movement Points =< 900, using these Movement Points for each hex traveled:




- Rail/Highway: 2



- Road: 5




- Trail: 25




- Cross Country: 50


(Example: Unit can't be ordered to move more than 18 hexes Cross Country: 18 x 50 = 900)
Special Rules

- Losses in Combat Reports = cca. Disabled * 1 + Destroyed * 2.
- If Japanese LCUs move East of column 132
- all US & Canadian air / ground reinforcements' delay reduced by 180 days.




- several US Infantry divisions are immidiately available.




- only refers to Ground Units - TFs / air strikes don't activate this rule.

- If full map scenario & Japan is played by human, Chinese Nationality Bases must be garrisoned to avoid Chinese Partisans.



- Partisans can damage Base facilities, Supply, Fuel & any Resources / industry except Manpower.




- To avoid Partisans, Japan must keep appropriate garrison in Chinese Bases.




- Garrison's Assault Value must be >= all industry / 2 (without Manpower) + 10 * (Airfield + Port size)



     (Example: Shanghai has total industry value (without Manpower) = 570, and combined Airfield +






  Port size = 12.  So, Assault Value of garrison should be 570 / 2 + 120 = 405)
- Chinese Units are not allowed to move into Russia / Mongolia.

- Vietnam Militia
- Each time Allied Unit moves to a border hex inside Indo-China (from China border to even with Hue), 


    Japan receives 1 Milita division (representing Vietnamese/Vichy French forces), up to max 4 divisions.


- They are formed in Hanoi, Haiphong, Luang Prabang and Hue (in that order) at 1/3 TOE strength.

- If Japan is played by human player, he must maintain minimum garrison in Manchukuo to avoid Soviet Activation. 



- Any LCU's Assault Value in Northwest Control Zone counts towards garrison requirement.



- If total Assault Value is not met, there's a small chance each day for Soviet activation.



- Soviets can't move any Units or change their HQs until at war with Japan (activation).



- Only Training Missions are allowed for Soviets before activation.




- Allied Units cannot use Soviet Bases in any way, before Soviet activation.



- Japanese air Units can't target Soviet Units, Japanese TFs can't attack Soviet Ports before activation.



- If Japan moves Unit in Soviet Union / Mongolia, or attacks Soviet Unit or Base, Soviets are activated.



- Soviets activate automatically on August 1, 1945, if not previously activated.

- Allied Coastwatchers
- On non-Atoll, land Coastal hexes south (and inclusive) of line 1,82 to 74,82, and north (and 



    inclusive) of line 74,98 to 103,98. 


- On all of Hawaii, India, Alaska, Canada and US (without Aleutian Islands).

- Japan Coastwatchers - In Japan, Korea, Hainan, Formosa, Indo-China and China.

- British Withdrawal
- British ships are recalled for Home Island defense back in England every 1st of a month.




- Player can refuse to accept these withdrawals, but must pay Political Point penalty.




- Ships are recalled for 1 - 1.5 years - after, they return to Pacific, but are again subject to withdrawal.




- Max. 1 major, non-DD ship must be withdrawed, in which case 2 DDs are also withdrawn as escorts.



- Player has 30 days (by the end of a month) to withdraw ships - if not, PP cost must be payed:







- CV, BB, BC - 2000 PP,







- CVL, CVE - 1200 PP,







- CA - 700 PP,







- CL, CLAA - 500 PP,







- DD - 300 PP.




- To withdraw, ship must be British, in Karachi, Bombay or San Francisco and have < 50 Sys damage.

- Burma Road - (Works only for Allied player) If a Rail/Road/Trail path free of Japanese Units can be traced between 


     Yunan - Ledo, or Yunan - Rangoon, each day 500 Supplies are added to Yunan.

- Sunk Ships Replacements
- Some sunk ships are provided as replacements, with arrival date of 550 days from sunk date:

 


- American CVs sunk prior 1.1.1944. - replaced with Essex class CV (position 240),


 
- American / Australian CA sunk prior 1.1.1944. - replaced with Baltimore class CA (position 



    195), or Cleveland class (position 208) CL (replacement class is chosen at random).

 


- Minesweeper of any navy sunk - replaced by a similar minesweeper.

- Destroyed Air Units
- Non-Dutch air Units destroyed when a Base is captured return as reinforcements after 360 days.



- USAFEE and ABDA air Units destroyed when their Base is captured return as SWPAC Units.




- Allied air Units sunk while on ship (that are not part of that ship’s normal air group), return as 



    reinforcements after 120 days.
- If production is On, Japanese Units use planes from replacement pool to fill them when they return. 

- Destroyed LCUs
- Most destroyed HQ Units return to game as reinforcements.



- Destroyed Chinese INF Units return to Chungking 30 days after being destroyed, at 1/3 TOE strength.




- Chinese returning Units are free - they don't use up any elements from replacement pool.
- Rescuing Ship Survivors
- Whenever ship sinks, other ships in same TF automatically attempt to rescue loaded LCUs.



- Every ship is rated for its emergency rescue capacity.



- Ships carrying survivors unload them at first opportunity - at its Destination Hex or Home Base.

- P-39D / P-400 Manueverability
- These planes are less effective in A2A combat over 10,000 feet.



- 1 point is subtracted from their maneuverability for every 1,000 feet over 10,000, up to 



    max penalty of 15 maneuver points.

- Zero Advantage
- From December 1941 - April 1942, Japanese Zeros are given maneuverability bonus in A2A combat, to 




   reflect surprise to Allied pilots from extreme Zero maneuverability.



- This bonus doesn't apply to AVG pilots.




- Bonus is applied as follows:
- December 1941: +5,
 



- January 1942: +4,
 



- February 1942: +3,




- March 1942: +2,
 



- April 1942: +1.
Special Game Options
- Fog of War
- Displays only info on enemy Units that have been detected, and info displayed is based on Detection Level of  


    Unit (information may be limited, approximate, or inaccurate).
- Losses for LCUs, and number of hits on Bases (Ports, Airfields, Supplies) are randomized to be inaccurate.
- Players will not be shown Victory Points for their opponent’s damaged ships.
- When ship is sunk, date is set when this info will be given to opposing player - until then, ship will not be 
    listed as sunk and will not be reflected in sunk ship victory points for opposing player.
- Delay for sunk ships information is 0 - 60 days.
- Only some ships will be reported sunk during Execution Phase.
- Allied Damage Control - Allied ship crews will be more effective at fighting fires and making repairs at sea.

- Advanced Weather Effects
- Weather forecast is different every day: Clear, Partly Cloudy, Overcast, Rain, Thunderstorms.



- Worse the weather that day, greater a chance for air Mission to miss Target, or even being 



    grounded before takeoff. 
- If set to Off, weather forecast will always be Partly Cloudy.
- Regardless of this option, weather forecast for first day of every scenario is always Clear.

- Japanese Sub Doctrine
- Japanese submarines attempt to attack enemy combat ships, and generally avoid attacking 



    merchant & troop / Supply transport ships. 

- Allied Sub Doctrine
- Allied submarines avoid aggressive posture until middle of 1943.

- Subs manage fewer shots at longer ranges, but also receive fewer depth charge attacks.

- Variable Reinforcement Dates
- Reinforcement arrival dates for LCUs, air Units and ships will vary for set amount of days 




    from historical, fixed arrival date.

- Can be set to Fixed, +/- 15 days, and +/- 60 days.

- In PBEM games, neither player can view reinforcements during first turn of any scenario.

- Historical First Turn
- Human playing against computer cannot issue orders on Turn 1.



- Neither player in head-to-head game can issue orders on Turn 1.



- Neither player in PBEM game can issue orders on Turn 1.



- In computer-vs-computer game, player can issue orders on Turn One, if he desires to.



- This results in historical results for start of a war, on 7th Dec. 1941.

- December 7th Surprise
- Can be selected for Scenarios beginning in December 7th, 1941.




- On turn one, during Morning Phase, following occurs to represent Allied surprise:

 


- Allied air Units on patrols (CAP, Search) have 50% chance of not flying.




- If an air Unit flies, number of aircraft that fly is reduced by 75%.




- Allies will launch no airstrikes.




- Japanese Naval TFs move at 20 * thier normal speed to reach their destinations.




- Aircraft on Port Attack during any Phase attack ships 100 % of time if there are at least 



   10 ships in Port.




- Aircraft hit on Allied Airfields suffer increased damage.




- Japanese ships will not use more than 3 hexes of Fuel, representing tanker support.




- Japanese Fast Transport TFs do not receive bonus movement rate.
- Variable Setup
- If selected, along with Historical First Turn, in a Scenario 8 / Scenario 15 game, it has 1 of 4 openings:



- OPERATION OUTFIELD
- Admiral Kimmel sends US forces to Midway, Johnston Island, and Wake Island. 




- These include ships, air groups, and submarines.





- There's a very good chance that all air Units and AA batteries are put on alert, 




    even if December 7th Surprise has been selected.
- Allied air Units in Central Pacific, Philippines, and Malay are more dispersed.



- OPERATION INFIELD:
- Admiral Kimmel forms surface fleet and keeps it in Pearl Harbor area,  and brings 





    both Carrier TFs close to home port.
- Some air Units and submarines are repositioned and put on alert.




- Allied air Units in Central Pacific, Philippines, and Malay are more dispersed.





- This opening usually produces fierce Carrier battle on turn one near Pearl Harbor.



- OPERATION HOME PLATE:
- Kimmel assumes safer course and is pulling all TFs into port.




- Surprise is likely, and Japanese can find 2 US Carriers in Pearl Harbor port.




- DECEMBER 7th SURPRISE: - Standard turn one is played.

Bases (Ports & Airbases)

- Anchor icon - Port with Ships At Anchor,
- Airfield icon - Airfield with Air Units present,
- Ground Unit (box with a diagonal cross) icon - LCUs present,
- Dot icon (Beach) - Potential Base, to expand them to a Base - attack them (defense ability of an enemy dot is negligible),
 



       bring Unit with Engineer and enough Supplies, so thay can begin building.
- Darker colors for LCUs, Airfields & Anchors - More Units in a hex, or stronger forces.

- When mouse-over a Base, information window lists Air Balance above it - shows which side has air superiority over Base:



- If number is positive, owner of Base has more airpower within reach (higher number - greater air superiority).



- If number is negative, enemy has more airpower within reach.
- Current amount of Supplies / Fuel in Base
- if below Required, numbers are in red,


- if less than double of Required, they are in orange,



- if more than double of Required, they are in white.
- Fuel requirements and usage in Base depend strictly on naval Units that spend it, located at Base.

- Each Base on map is attached to Command Organization - responsible for managing Units under them, and operate best 
   when their Units are closer to their HQ.



Allied Commands: West Coast, North Pacific, Central Pacific, South Pacific, Southwest Pacific, Southeast Asia, 






China Command, Far East Front, ADBA, USAFEE, Australia Command, New Zealand 





Command, Canadian Command.


Japanese Commands: Home Defense Force, Kwangtung Area, Northern Area, Southern Area, 4th Fleet,






      China Expeditionary Army, Burma Area, Southeast Fleet.
- Bases in Malaria / Cold Zones with combined Port + Airfield size >= 8 cancels disabling of LCUs elemenets.
- Port # (#) -
Port size (Standard Potential Size - SPS). 


Build to SPS at normal Engineer/Supply cost; up to 3 + SPS (max 9) at extra Engineers/Supply cost. 
- Airfield # (#) -
Airfield size (Standard Potential Size - SPS)


       
Build to SPS at normal Engineer/Supply cost; up to 3 + SPS (max 9) at extra Engineers/Supply cost.
Size of Port
- Influences
- Chance of being Targeted by enemy Air Strike.



- Additional damage to Ships in Base, due to existing Ships' damage.



- Amount of damage in enemy Air Strikes & Naval Bombardments.



- Port Facilites' damage repair time & Port expand time.


- Ship's Repair Time.



- Loading / Unloading Speed.



- Forts construction speed (combined with Airfield size).



- Garrison required in Chinese Bases (combined with Airfield size and production items in city).



- Reduction of LCU Fatigue (combined with Airfield size).



- Spoilage amount of Fuel / Supplies (combined with Airfield size).



- Victory Points for holding a Base (combined with Airfield size)

- Size 1
- Barges & PT Boats can be activated (requires 10.000+ Supplies at Base).



- Fuel can be produced by HI & Oil centers in city.



- Ship Tenders (AD, AR, MLE...) can perform their duties.


- Can be Mined.

- Size 3
- TFs can be disbanded - ships put At Anchor.


- PT Boats can reload Torpedoes. (requires 3.000+ Supplies at Base).



- Ships Docked /At Anchor  immune to Sub attacks.
- Size 5
- Ship's systems (weapons, radars...) can be repaired.

- Size 8
- Can be used for Auto Sub Ops (requires 10.000+ Supplies at Base).



- SS & Surface Ships can reload Torpedoes.

- Size 9
- ML, DM & SS can reload Mines.
Size of Airfield
- Influences
- Operational Losses at take-off / landing.



- Chance of being Targeted by enemy Air Strike.



- Amount of damage in enemy Air Strikes & Naval Bombardments.



- Airfield Facilities' damage repair time & Airfield expand time.


- Chance to destroy / damage planes on ground.



- Level Bombers on Offensive Missions flying without penalties.



- What Missions planes can fly, when Airfield has sustained Runway Damage.



- Max. number of planes that can fly Missions.



- Max. number of Aviation Support in a main Base Force Unit in Base.



- Forts construction speed (combined with Port size).



- Garrison required in Chinese Bases (combined with Port size and production items in city).



- Reduction of LCU Fatigue (combined with Port size).



- Spoilage amount of Fuel / Supplies (combined with Port size).



- Victory Points for holding a Base (Combined with Port size).
- Size 0
- Float Planes, Float Fighters or Patrol Planes can use - only if Costal hex.



- If SPS = 0, takes 10 * longer than normal to expand to Size 1.

- Size 1
- Airfield / Port / Naval / Ground Attack and Sweep Missions can't be flown.


- Can be Targeted for Air Troop Transport.



- Ships' Air Units can transfer from their Ships.

- Size 4
- Level Bombers with Bomb Load < 6,500 fly Offensive Missions without penalties.

- Size 5
- Level Bombers with 6,500 < Bomb Load < 13,000 fly Offensive Missions without penalties.

- Size 6
- Level Bombers with 13,000 < Bomb Load < 19,500 fly Offensive Missions without penalties.

- Size 7
- Level Bombers with Bomb Load > 19.500 fly Offensive Missions without penalties.
Automatic resupply
- Supply, Fuel, Resources and Oil automatically move overland between Bases or Bases->LCUs, 




    running low on these items, if 2 Bases or Base->LCU are linked by valid Supply Path.

- LCUs in Base are resupplied each day.


- Bases / LCUs overland are resupplied once every 3 days.




- When automatically moved, some of these items are expended during transfer (up to 20% max).




- 2 adjacent Bases separated by Ocean hexside also can automatically move these items.




- Once supplied, LCUs share any excess Supplies with another friendly LCUs or Base in a hex.

Expanding Base's Facilities
- Engineers in Base, that have not conducted repairs, will expand Base facilities.


- This is hard work, often takes many days before a level is increased.

- If Port / Airfield / Forts expansion is all turned On, efforts are split between those 3.



- If a Base is captured by enemy, all construction is immediately turned Off.




- Expanding consumes Supplies - if Base is low on Supplies, construction will slow down.

 



- 1 Supply is consumed for every 12h Phase, for each Engineering Squad (or 





     equivalent) involved with construction.
 



- Construction costs to increase Airfield / Port by 1 increase as current size of Port / 





     Airfield increases (takes longer to expand from size 6 to 7, than size 5 to 6).

 



- Once Port / Airfield reaches its SPS, cost of additional construction increases 





     significantly and consumes large quantities of Supplies


- Increasing size 0 Airfield to size 1 takes 10 * longer than normal expansion.





- Forts construction costs are based on SPS of Airfield + Port in Base, with longer 




     time required for Bases with larger potential, and takes longer as current Fort 





     levels are increased.
Port Damage
- Slows repairing, refueling and loading / unloading of ships,



- Smaller Ports are easier to damage, but also faster to repair.

Airfield Damage
- Airfields suffer 2 types of damage - runway and service damage. (both ranging 0 to 100 %).

- Smaller Airfields are easier to damage, but also faster to repair.


- Airfield Service damage affects
- number of aircraft that can be repaired every turn,





 (in combination with availability of Aviation Support)



- can limit number of planes that may be operational (Ready),



- impacts Morale of pilots.



- Runway damage limits type of Missions that can be flown:




- Strike Mission can be launched only if Runway damage < 20 + (Airfield Size * 5).



- Patrol / CAP Missions can be launched only if Runway damage < 50 + (Airfield Size * 5).
City Fires
- Chance to occur during City Air Attacks.



- Fire level shown when mouse cursor rolled over Base.



- The more Manpower in city, the easier to get firestorm going.



- Fire causes damage to all production items.



- Each 12 hours Fire level = Fire level / 10. Max fire value = 40.000.000.

Repairing Port / Airfield Damage
- Engineer Units in a Base automatically attempt to repair any Port / Airfield damage.


- Number / experience of Engineers present affects speed of repairing.


- Engineers automatically attempt to repair any damage in their Bases, in sequence:





1. Runway damage,






2. Airfield Service damage,






3. Port damage.

Capturing Bases
- Don't change their nationality, but change HQ controlling a Base, based on their geographic position.




- Some enemy ships At Anchor  are scuttled, while some escape to nearest friendly Port.



- Enemy Subs with < 10 Sys damage automatically escape.



- Have a chance of having their facilities, as well as Resources & Oil, damaged before capture.



- Captured Airfields have a chance to sabotage their facilities before capture, all air Units cought on 




    ground are destroyed.



- Presence of enemy Engineers increase chance & amount of damage done.




- In addition to damage:
- Manpower Centers - divided by 10.




- Heavy Industry - halved each time it's captured.
 


- Japanese Naval / Merchant Shipyards - convert to Repair Shipyards.



 
- Captured Aircraft Factories - convert to Vehicle Factories.



- Automatical daily generation of Supplies / Resources is stopped completely.

Naval Units
Ship Types:

AD 
DESTROYER TENDER
AE
AMMUNITION


AG
COLLIER (BARGE)
AGC 
AMPHIBIOUS FORCE COMMAND


AGP 
PT BOAT TENDER
AK 
CARGO


AO
OILER
AP
TROOP TRANSPORT


APD
CONVERTED DESTROYER (FAST TRANSPORT)
AR
REPAIR


AS
SUBMARINE TENDER
AV
SEAPLANE TENDER


AVD
(FAST) SEAPLANE TENDER DESTROYER
BB
BATTLESHIP


BC
BATTLE CRUISER
CA
HEAVY CRUISER


CL
LIGHT CRUISER
CLAA
LIGHT CRUISER, ANTI AIRCRAFT


CS
SCOUT CRUISER
CV
AIRCRAFT CARRIER


CVE
ESCORT CARRIER
CVL
AIRCRAFT CARRIER LIGHT


DD
DESTROYER
DE
DESTROYER ESCORT


DM
DESTROYER - MINELAYER, FOR ASW
DMS
DESTROYER - HIGH SPEED MINE SWEEPER
LCI
LANDING CRAFT (INFANTRY)
LCM
LANDING CRAFT (MECHANIZED)



LCT
LANDING CRAFT (TANK)
LCVP
LANDING CRAFT (VEHICLE PERSONNEL)


LSD
LANDING SHIP (DOCK)
LST
LANDING SHIP (TANK)


ML
MINE LAYER
MLE
MINE LAYER TENDER


MSW
MINE SWEEPER
PC
PATROL COASTAL - OR SUBMARINE CHASER (173’)


PG
PATROL GUNBOAT
PT
PATROL TORPEDO BOAT


SC
SUB CHASER (110’)
SS
SUBMARINE


TK
TANKER

- TFs/Ships status - Docked
- TFs ships still listed as part of that TF,




- TFs automatically Dock if loading/unloading, refueling, replenishing ammo in friendly Port,



- Ships more vulnerable to enemy attack than when being At Sea,




- Ships don't suffer operational (sys) damage,




- Do not spend Endurance/Fuel,



- Ships repair damage faster than at sea, but never < 5.




- Automatically respond to enemy TFs if Max React > 0 or to engage enemy in a same hex.




- At Anchor

- Ships even more vulnerable to enemy attacks than when being Docked,





- Add 1/2 ships AAA firepower to Base's in defense of Port,





- When TF disbands, each ship replenishes ammo,





- Ships don't suffer operational (sys) damage,






- Do not spend Endurance/Fuel,





- Ships maximize repairs & can repair all damage,




- TFs can be disbanded only in size 3+ Port.
- Max React Range
- Max number of hexes TF moves when reacting to enemy TFs - if set to 0, TF never reacts.




- Enemy Units outside this range won't be reacted to.

- Pound sign (#) next to ship's name - Flagship of a TF.
- Sortie
- 1 aircraft flying from Base to Target & back. 
           
- CAP/Search Missions don't spend max sortie number.


 
- Example: 10 aircraft on a naval strike = 10 Sorties. 100 aircraft on a Port attack, return without loss, refuel/rearm 



     and take off to strike again = 2x100 = 200 Sorties. 
- Special Conversions
- Must be in Osaka (Japan) or San Francisco (Allied) to convert. 



- Takes 180 days (+repairing some added damage from conversion/upgrade).



- IJN CS Chitose & Chiyoda -> CVL. (only after 31.12.1942., takes 180 days),




- IJN BB Ise & Hyuga -> BB floatplane carrier. (only after 31.12.1942., takes 330 days),



- IJN Large AK (5000+ Capacity) -> AE, AR, AS, AV or MLE,




- Allied Large AK -> AD,



- Allied PG or LST -> AGP.
- Upgrades
- Must be in Port with Repair Shipyard & must have Upgrade: Yes selected in Ship's Info Screen.


- After upgrade, ships are given new class, and small amount of Sys damage is added.



- Bigger the ship, less the Sys damage will be - range of Sys damage is generally 2-15%.
- Shakedown Cruise
- Ships automatically undergo Shakedown Cruises at the end of each day, when in TF At Sea.



- If Day / Night Expirience < 15, deficient value increased by +1.



- If Day / Night Expirience > 15, 1/5 chance Day Exp increased +1, 1/7 chance Night Exp 



    increased +1. 





- Expirience keeps increasing until it reaches:
- 25 for civilian ships (TK, AK, AP, etc.),






- 35 for non-combat ships (AV, etc.),






- 45 for semi-combat ships (APD, SC, PC, PG etc.),






- 55 for combat ships (DD, CA, BB, CV etc.).
Operation Points (OPs)
- Refueling, Replenishing and Loading/Unloading spends OPs.

- Every ship has 1000 OP for every 12 hr Resollution Phase.

- Every 100 OP spent reduces movement by 10% - eg. 500 OPs spent reduces movement in next 12 hr Phase by 50%.

- Ammo replenishment uses 1000 OPs.

- Ships with all 1000 OPs spent can move 1 hex in 1st Phase and Full/Cruise Speed in 2nd Phase.

List All TFs Screen

- Endure - Endurance of TF, taken from ship with lowest Endurance,

- Endure Needed - Amount of Endurance needed to return to Base TF started from,
- Show Ammo link 
- Gun - % of main gun ammo,




- AAA - % of AAA ammo,




- Torp - % of torpedoes,




- ASW - % of ASW ammo.

Creating the TFs

- Every newly created TF has:


- Home Base set to Port where TF was created.


- Control set to Human Control (except Auto Convoy, Sub TFs & TFs created in computer controlled Control Zones).


- Status set to Retirement Allowed. Sub TFs don't have Patrol/Retreat Status.


- Max React Range set to React to Enemy if it's an Air Combat or Surface Combat TF. Otherwise, defaults to 0.


- May have max 25 ships, except Escort and Transport TFs, with max 100 ships.


- TFs that have >15 ships suffer negative effects in anti-air/surface combat actions.
Naval TF Types:

1) Air Combat
- Seek & destroy (with aircraft) enemy in any form, especially seek out enemy Carriers.


- If Max React > 0 , 30+ aircraft onboard, and enemy Air Combat TF (with carriers) is spoted 2-4 hexes (Allied) or 4-5 hexes (Japan) away, automatically move 1 hex towards enemy TF.


- Ship Types: CV, CVL, CVE, BB, BC, CA, CL, CLAA, CS, DD, DE.
	PATROL/DO NOT RETIRE
	RETIREMENT ALLOWED

	Cruise to DH
	Cruise to DH

	Remain at DH
	Arrive at Night

	React to enemy Carriers (if Max React > 0)
	Sprint Away from DH

	
	Abort if Attacked

	
	Avoid Potential Surface Combat


2) Surface Combat
- Seek out and initiate surface combat with enemy TFs.



- Ship Types: BB, BC, CA, CL, CLAA, CS, DD, DE, AVD, APD, DM, DMS, PC, PG, PT, SC.
	PATROL/DO NOT RETIRE
	RETIREMENT ALLOWED

	Cruise to DH
	Cruise to DH 

(if within 25 hexes of DH, move at Max Speed)

	Remain at DH
	Arrive at Night

	Initiate Surface Combat
	Sprint Away from DH

	React to Defend Friendly Base 

(if Max React > 0)
	Abort if Attacked

	
	Avoid Enemy Carriers

	
	Initiate Surface Combat


3) ASW Combat
- Hunts for enemy Subs. Get a better chance of shooting first if contact is made.



- Subs are much easier to locate/damage when in Shallow Water than Deep Water hexes.



- ASW TFs get better chance of shooting 1st at a Sub if in Coastal/Shallow hex.



- Ship Types: BB, BC, CA, CL, CLAA, CS, DD, DE, AVD, APD, DM, DMS, PC, PG, PT, SC, MSW.
	PATROL/DO NOT RETIRE
	RETIREMENT ALLOWED

	Cruise to DH
	Cruise to DH 

(if within 25 hexes of DH, move at Max Speed)

	Remain at DH
	Arrive at Night

	Initiate Surface Combat
	Sprint Away from DH

	React to Defend Friendly Base 

(if Max React > 0)
	Abort if Attacked

	
	Avoid Enemy Carriers

	
	Initiate Surface Combat


4) Bombardment
- Ships’ big guns shell enemy Bases & LCUs, than initiates Surface Combat



- Ship Types: BB, BC, CA, CL, CLAA, CS, DD, DE, AVD, APD, DM, DMS, PG.
	PATROL/DO NOT RETIRE
	RETIREMENT ALLOWED

	Cruise to DH
	Cruise to DH 

(if within 25 hexes of DH, move at Max Speed)

	Remain at DH
	Arrive at Night

	Bombard
	Bombard

	Initiate Surface Combat
	Sprint Away from DH

	
	Abort if Attacked

	
	Avoid Enemy Carriers

	
	Initiate Surface Combat


5) Fast Transport
- Transport of Supplies/troops in fast, agile combat vessels. Carry far less than transport ships.



- Ship Types: BB, BC, CA, CL, CLAA, CS, DD, DE, APD, ML, MSW, AV, AVD, DM, DMS, AO, AP, PC.
	PATROL/DO NOT RETIRE
	RETIREMENT ALLOWED

	Cruise to DH 

(if within 25 hexes of DH, move at Max Speed)
	Cruise to DH 

(if within 25 hexes of DH, move at Max Speed)

	Arrive at Night
	Arrive at Night

	Fast Unload 

(Fast Load if Evacuation Ordered)
	Fast Unload 

(Fast Load if Evacuation Ordered)

	Sprint Away from DH
	Sprint Away from DH

	
	Abort if Attacked

	
	Avoid Enemy Carriers

	
	Avoid Potential Surface Combat


6) Escort
- Protecting a TF they are Escorting; usually to protect TF from enemy warships.

 
- Ship Types: All Ship Types Allowed.


- Max 100 ships.

	PATROL/DO NOT RETIRE
	RETIREMENT ALLOWED

	Cruise to DH
	Cruise to DH 

	Remain at DH
	Arrive at Night

	
	Sprint Away from DH

	
	Abort if Attacked

	
	Avoid Enemy Carriers

	
	Avoid Potential Surface Combat


7) Transport
- Tasked with moving Supplies, Resources and combat Units. Slow, but carry a vast quantity of war material.


- Ship Types: CVE, CA, CL, CLAA, CS, DD, DE, APD, ML, MSW, AV, DM, DMS, AO, AP, PC, PG, P, T, SC, AG, 





AK, LSD, LST, LCI, LCM, LCVP, TK.


- Max 100 ships.

	PATROL/DO NOT RETIRE
	RETIREMENT ALLOWED

	Cruise to DH
	Cruise to DH

	Remain at DH
	Arrive at Night

	Standard Unload
	Standard Unload

	
	Sprint Away from DH

	
	Abort if Attacked

	
	Avoid Enemy Carriers

	
	Avoid Potential Surface Combat


8) Replenishment

- Carry Fuel, Oil, ammo and Supplies, looking to replenish friendly ships at sea.



- Ship Types: CVE, CL, CLAA, CS, DD, DE, PD, ML, MSW, AV, DM, DMS, AO, AP, PC, PG, SC, TK.
	PATROL/DO NOT RETIRE
	RETIREMENT ALLOWED

	Cruise to DH
	Cruise to DH

	Remain at DH
	Arrive at Night

(if enemy bombers within range)

	Auto Replenish
	Auto Replenish

	
	Sprint Away from DH

	
	Abort if Attacked

	
	Avoid Enemy Carriers

	
	Avoid Potential Surface Combat


9) Mine Warfare
- Lays or sweeps enemy minefields.



- Ship Types: CA, CL, CLAA, CS, DD, DE, APD, ML, MSW, AV, DM, DMS, AO, AP, PC, PG.
	PATROL/DO NOT RETIRE
	RETIREMENT ALLOWED

	Cruise to DH
	Cruise to DH 

(if within 25 hexes of DH, move at Max Speed)

	Remain at DH
	Arrive at Night

	Sweep Minefield
	Lay Minefield

	
	Sprint Away from DH

	
	Abort if Attacked

	
	Avoid Enemy Carriers

	
	Avoid Potential Surface Combat


10) Sub Patrol 
- Gather intelligence & take out enemy targets of opportunity.



- Multiple Subs in a single TF have best chance of detecting, attacking & not suffering from ASW attacks.




- Subs are much easier to locate/damage when in Shallow Water than Deep Water hexes.
	ALL SUB PATROL TFs

	Cruise to DH

	Remain at DH

	Initiate Sub Combat


11) Sub Transport
- Transport of Units & material by Subs, but smaller capacity even compared to Fast Transports.



- Cannot rearm Torpedoes - Torpedoes / Floatplanes replaced with Suplies - 3/torpedo, 5/floatplane.
	ALL SUB TRANSPORT TFs

	Cruise to DH

	Avoid contact with enemy TFs

	Standard Unload

	Initiate Sub Combat


12) Sub Minelaying - Lay mines quietly, but in smaller numbers than Mine Warfare surface TF.



- Torpedoes reduced to 1 torpedo/tube, rest of them replaced with mines, cannot rearm Torpedoes.




- If specially fitted to always carry mines, no torpedoes removed.

	
ALL SUB MINELAYING TFs

	Cruise to DH

	Avoid contact with enemy TFs

	Lay Minefield

	Initiate Sub Combat


Movement Guideline Descriptions

- Cruise to DH
- TF moves at Cruise Speed and moves along shortest path to DH. 


- Avoids moving in Coastal hexes.

- Move at Max Speed - TF moves at Full Speed towards DH, unless making movement adjustment due to Arrive at Night. 
- Sprint Away from DH
- TF moves at Full Speed towards Home Base during first Movement Phase. 



- Occurs if DH is enemy Base, or friendly Base considered to be in dangerous territory.

- Arrive at Night 
- TF adjusts its movement to arrive at DH at Night Naval Movement Phase.



- Moves at Full Speed to DH, during the Night Phase.



- Combined with Move at Full Speed & Sprint Away from DH allows TF to avoid air attacks by sprinting 




   into their destination during night and sprinting out again before sunrise.



- Should be limited to TFs with max speed of at least 27-30 kts to avoid being attacked by aircraft.
- Remain at DH - TF remains at Destination, until something triggers return to Base.
- Avoid Enemy Carriers
- TF moves away at Cruise Speed from spoted enemy carriers, if not protected by friendly carrier or 


    land based aircraft.



- If avoiding, TF moves towards friendly Base, generally towards rear area



- This temporary movement cease as soon as enemy carriers are no longer perceived as a threat.

- Abort If Attacked
- If attacked by more than token enemy air or surface forces, TF returns to Home Base. 



- The more friendly ships/aircraft in the TF, the larger the enemy attack must be, to trigger this effect.
- Avoid Potential Surface Combat
- TF moves away from enemy Surface Combat or Bombardment TFs entering its hex.


- Avoiding happens during Night Movement Phase - TF may temporarily withdraw at Cruise   

      Speed towards friendly Base, generally towards rear area.




- TF returns to original location on next Movement Phase.

- Initiate Surface Combat - TF attempts to initiate surface combat against enemy TFs in same hex.

- Initiate Sub Combat 
- TF attempts to launch torpedoes at enemy ships in same hex. 



- If escort of a defending TF is weak/non-existent, sub may surface and fire its guns.
- Lay Minefield - TF creates Minefield in DH using all mines on DM, ML and SS ships.
- Sweep Minefield
- Any DMS, MSW ship in TF attempts to clear enemy minefield in DH and any adjacent hex.


- DMS, MSW ships attempt to sweep every hex they move into, regardless of their TF's Mission and Status.

- Bombard
- TF bombards enemy Base/visible LCUs at Destination.


- If TF is following another TF, it bombards whenever in hex with enemy Base/visible LCUs.



- TF tends to shoot more often at Bases, CD guns and ships At Anchor, rather than other ground Units.

- Auto Replenish - Any AO/TK ship in TF will automatically refuel friendly ships in same hex that are low on endurance.

- Fast Unload
- TF quickly unloads its cargo in a single Phase, then set its Status to Retirement Allowed.



- Up to 20% cargo may be lost when Fast Unloading.

- Standard Unload - TF unloads cargo at DH, once fully unloaded it set its Status to Retirement Allowed.

- React to Enemy Carriers
- Air Combat TF (if not following another TF) moves during Day Movement Phase towards spotted 



   enemy carriers in Air Combat TF to get within range for airstrike.



- This happens only if enemy TF begins Day Movement Phase 4 - 8 hexes from reacting TF.



- TF never reacts if Max React=0.




- Reacting TF moves directly towards nearest spotted enemy Air Combat TF containing a carrier.



- TF won't react further than number set in Max React.



- Automatic 1 hex movement of CVs to close in on enemy CVs won't happen if Max React=0, but 



   can happen on turns that carrier reacted to enemy carriers.

- React to Defend Friendly Base
- TF moves to defend friendly Base occupied by friendly forces (has Supplies/troops) from 




 any enemy TF that's moving into friendly Base hex.





- If Max React=0, it won't react.




- If Max React > 0, Max React >= range, and distance to Base (at the moment enemy TF   




    enters it) =< Full Speed (in hexes), TF immidiately reacts to defend it.




- After TF reacts, it automatically resets to Retirement Allowed. 



- Combat is avoided if enemy TF follows Avoid Potential Surface Combat, so it appears 




 to move to friendly Base, but avoids contact and retreats.
TF Information Screen
​- Moves (m/c) - Number of hexes a TF can move at (m)ax speed/(c)ruising speed per one 12 hour Phase.
- Fuel (xxx/yy)
- Number of hexes TF can travel with current Fuel / Number of hexes to reach DH and return to Base.


- If yy number not green, not enough Fuel to reach destination, or doesn't have movement orders yet.
- MS (Max Sorties)
- Max number of combat flights TF can support.



- Number in parenthesis - % of remaining sorties

- Guns - Number of ammo (% of full) for the main guns.
- AAA - Number of ammo (% of full) for the AAA guns.
- Torps - Number of torpedoes (% of full).
- ASW - Number of ammo (% of full) for the ASW weapons.
- Mission Speed
- TF uses a speed appropriate for Mission Type and other orders (Patrol, Retire, etc.).


- Full Speed - TF always move at full speed

- Cruise Speed - TF always move at Cruise Speed.
- Do Not Unload 
- TF doesn't unload it's cargo upon reaching destination. 



- Useful when moving TF to a Base (to refuel etc.), but that Base isn't TF's final destination.

- Refueling: OK - TF automatically refuels when located in a friendly Port.
- No Auto Disband - TF won't automatically disband upon returning to friendly Port after completing its orders.
- Follow TF
- Current TF has the same destination as targeted TF.

      
- It always moves to stay in same hex as the followed TF (if possible). 
               
- If TF isn't fast enough to keep up, it'll stay as close as it can. 
- Set Mission 
- Change Mission of a TF. 


- TF is limited to a type of Missions based on current ships present.
- Form New TF
- Forms new TF from ships present in current TF. 


- Only 1 TF at a time may be created in this manner.

- Transfer Ships to/from TF - Available only when 2 or more TFs are in same hex, or in a Port with ships At Anchor.
- Disband TF - Only available in size 3+ Port, disbands TF and moves it's ships At Anchor.
- Dock TF - Current TF Docks, take on Supplies and repairs it's ships.
- Replenish TF from Port - TF immediately spends Supplies from Port to replenish ammo appropriate for current mission.

- Replenish TF at Sea
- TF slows down and immediately replenishes all ships within that need Fuel.

- Amount of time it takes depends on the amount of Fuel a ships need.

        
- TF automatically refuels from their own ships during the first 4 turns of any scenario.
- Load Supplies 
- TF loads Supplies from a current location.


- Available only if in friendly Port with Supplies available to load.
- Load Fuel
- TF loads Fuel in a cargo hold, from current location. 

       
- Available only if in friendly Port with Fuel available to load.
- Load Troops
- TF loads air/ground Units, as well as Supplies to sustain them. 


- Available only if in friendly Port with troops/air Units available to load.



- Ships are filled with Units first, than any excess Capacity is filled by Supplies.

- Load Only Troops - TF loads only air/ground Units, without Supplies.
- Load Oil/Resources - TF loads any Oil and Resources available in current friendly Port.

- Unload Cargo/Troops
- TF unloads any cargo/troops it has aboard.



- Available only if in friendly Port and TF has cargo/troops aboard to unload.
- Cargo Status: - Either Loading (taking on cargo), Unloading (dropping off cargo), or Idle (not loading or unloading).

- Total Load: # of #
- Left number - current cargo load aboard a TF.




- Righ number - max capacity of a TF.

- Activate Barges
- TF/Bases with Supplies converts those Supplies into Barges. 


      
- Barges must be available to be activated (see Ship Availability Screen for number of available Barges).
- Activate PT Boats
- Allied only TFs/Bases with Supplies converts those Supplies into PT Boats.



- PT Boats must be available to be activated (see Ship Availability Screen for number of available PTs).
TF Speed

- TFs speed (in hexes) per Phase = slowest ship’s speed in kts/5 (rounded), up to a max of 6 hexes/Phase.
- Min TFs speed = 1 hex/Phase, even out of Fuel or badly damaged.
- TFs moves correct (unrounded) number of hexes over a sequence of 5 turns:

- For every 1 kts over a whole, unrounded speed (5, 10, 15, 20, 25, 30, 35), TF will move 1 turn out of 5 at a speed 

   of +1 hex/Phase, at both Phases in that turn.

	TFs Speed Table (hexes traveled)

	TFs Speed  (kts)
	Turn 1
	Turn 2
	Turn 3
	Turn 4
	Turn 5
	TOTAL HEXES

	5
	1+1
	1+1
	1+1
	1+1
	1+1
	10

	6
	1+1
	1+1
	1+1
	1+1
	2+2
	12

	7
	1+1
	1+1
	1+1
	2+2
	2+2
	14

	8
	1+1
	1+1
	2+2
	2+2
	2+2
	16

	9
	1+1
	2+2
	2+2
	2+2
	2+2
	18

	10
	2+2
	2+2
	2+2
	2+2
	2+2
	20

	11
	2+2
	2+2
	2+2
	2+2
	3+3
	22

	12
	2+2
	2+2
	2+2
	3+3
	3+3
	24

	13
	2+2
	2+2
	3+3
	3+3
	3+3
	26

	14
	2+2
	3+3
	3+3
	3+3
	3+3
	28

	15
	3+3
	3+3
	3+3
	3+3
	3+3
	30

	16
	3+3
	3+3
	3+3
	3+3
	4+4
	32

	17
	3+3
	3+3
	3+3
	4+4
	4+4
	34

	18
	3+3
	3+3
	4+4
	4+4
	4+4
	36

	19
	3+3
	4+4
	4+4
	4+4
	4+4
	38

	20
	4+4
	4+4
	4+4
	4+4
	4+4
	40

	21
	4+4
	4+4
	4+4
	4+4
	5+5
	42

	22
	4+4
	4+4
	4+4
	5+5
	5+5
	44

	23
	4+4
	4+4
	5+5
	5+5
	5+5
	46

	24
	4+4
	5+5
	5+5
	5+5
	5+5
	48

	25
	5+5
	5+5
	5+5
	5+5
	5+5
	50

	26
	5+5
	5+5
	5+5
	5+5
	6+6
	52

	27
	5+5
	5+5
	5+5
	6+6
	6+6
	54

	28
	5+5
	5+5
	6+6
	6+6
	6+6
	56

	29
	5+5
	6+6
	6+6
	6+6
	6+6
	58

	30
	6+6
	6+6
	6+6
	6+6
	6+6
	60


Automatic Ship Separation from a TF

- Badly damaged ship automatically split off from TF, forms its own TF (so it won’t slow down main TF). 
- This happens when a ship:
a) 
Is in a Fast Transport, Surface Combat, Mine Warfare, Bombardment TF with a Retirement Allowed.

Ship’s max speed drops below 25 kts.
b) Is in any other TF type (except Escort - always stays with the escorted TF), 
Ship's max speed drops below 5 kts (due to always being slow, damage, or being low on Fuel)

c) 
Is damaged and has a significantly lower speed than other ships in a TF (speeds over 25 are counted as 25).

- Transport ship, while unloading, will not split off until it's finished.

- Transport ship, while carrying troops and is 1 hex from destination, will not split off until it's unloaded.

- If ship splits off from TF, it's placed in new TF with same Mission and Home Base as original TF. It has its Destination set to  

   its Home Base, and Status set to Retirement Allowed. 
- Whenever a ship splits off, it's original TF checks to continue or abort its Mission and return to Base (even with Patrol/Do 
   not retire Status). Decision is based on an intensity of enemy attack and how badly it is damaged.
- TFs with Patrol/Do not retire are less likely to abort than with Retirement Allowed Status. 
- Whenever BB, BC or CV splits off, another ship with ASW capability is detached as escort - they never automatically 
    separate from each other.

Automatic Return to Home Base
- Events that cause TF to automatically return to Home Base are:

a) TF is low on Fuel and can't immediately refuel or doesn't have replenishment TF following. 



If it's Transport/Fast Transport TF with cargo onboard and in DH, it won't return.
Subs on Patrol Mission return to Port when they have exhausted Torpedoes or have Fuel reserves less than distance 
  to Home Base * 1.5.
b)
Transport/Fast-Transport TF unloads all its cargo.

c)

If TF is at Destination, and none of the following is true:




- DH is not its Home Base,




- It's not following another TF,




- It's not currently loading/unloading,




- It is not Sub Patrol TF,



- It's Status isn't Patrol/Do Not Retire.

d)
Being or having slow/damaged ships split off from TF attacked (more likely with Retirement Allowed Status).

e) 
Air Combat TF has no more carriers that can launch aircraft.
- When TF decides to return to Home Base, it sets Destination to its Home Base and Status to Retirement Allowed. 
- When Bombardment TF decides to return to Home Base, it sets Mission to Surface Combat. 
- TF that aborted it's Mission can be given new Destination and Mission orders in next Orders Phase.
Patrol/Retreat Status
- Patrol/Retreat Status determines:


- What TF does when reaches it' s Destination Hex,


- How likely TF will abort Mission when faced with enemy attacks. 
- If Patrol/Do not retire
- TF tries to press on to complete Mission, regardless of enemy attacks.

- TF remains at DH while performing Mission and after - returns only when low on endurance or 
      seriously damaged. 
- If Retirement Allowed
- moves to DH, performs Mission and immediately returns.


- TF ignores DH and avoids enemy warships if they are close by.


- When avoiding enemy, DH will not change.


- As long as enemy threat exists, TF ignores its DH.


- For TF to ignore this danger, change TFs status to Patrol/Do not Retire. 


- If attacked, it likely aborts Mission and returns to Base.



- TFs with Missions such as Bombardment plan to arrive at DH at night, move Full Speed 


   into/away of DH for each day/night 12 hr Phase.
Continuous Supply
- Transport TF with Destination already set, are put in Continuous Supply mode by clicking Computer/Human Control 
    switch in TF Info screen.
- CS: Base Name  is displayed in TF Info Screen; Name - Base where cargo is delivered.
- In CS Mode, TF loads its specified materials and move to DH, automatically unload all cargo, then return to its home Port to 
    reload and begin procedure again. 
- TFs in CS mode are set to Retirement Allowed, which cannot be changed.
- Rear Area Bases can safely be supplied with CS Mode. However, sys damage accumulates over time, so ships need periodic    

    damage repairs.
Ship Endurance/Fuel/Ammo
- Endurance - number of miles ship can travel at Cruise Speed.
- Ships without Endurance/Fuel have max speed 1 hex/12h Phase.

- Endurance/Fuel is expended:

a) 
Ship speed =< Cruise Speed, Endurance expended = 60 * hexes traveled.
b) 
Ship speed > Cruise Speed, Endurance expended = 360 * hexes traveled at Full Speed. 



- Cruise Speed of TF is Cruise Speed of it's slowest ship. 



- Each ship checks TF speed against its own Cruise Speed, so ships can spend different amounts of Endurance.
c)

Ships not Docked  or not At Anchor - Endurance expended = 60 * Cruise Speed in hexes.

d) 
Ship involved in surface battle - Endurnace expended = 200.
e) 
Ship bombed/strafed - Endurance expended = 1 / attacking plane.

f)

PT boats on patrol don't use Fuel if they remain in 1 hex.
g) 
Every aircraft on Strike Mission expend 1 Endurance.

h) 
Every aircraft on Search or CAP expend 1/3 Endurance (every 3 aircraft expend 1 Endurance).
- TF Low on Fuel : not enough Endurance to move to DH and return to Home Base (at Cruise Speed).

- Attempts Refuel at Sea from Replenishment TF following it or any other Fuel source in its hex,


- Moves at Cruise Speed max, even when Mission and Patrol/Retreat Status requires higher speed,


- Because max speed=Cruise Speed, TF can't complete Missions that require Full Speed (Fast Transport, Bombard...)

- Ships refuel in any friendly Base with enough Fuel.

- When refueling, TFs automatically dock, ships fill to their max Endurance (if enough Fuel in Base) and replenish ammo.

- Refueling at Sea, if there's friendly ship in same hex with sufficient Fuel load to be a source:


- AO and TK use Fuel in their cargo holds to refuel other ships,


- Ships with high Fuel capacitiy (Large AK/AP, CV, BB...) can refuel other ships - they spend own Endurance/Fuel, but 


    so that remaining Fuel onboard >= max Fuel capacity of ship they refuel.

- Air Combat, Surface Combat or Bombardment TF is Low on Ammo: < 6 main gun ammo and engaged in surface combat.

 
- Automatically set to Retirement Allowed,


- If being at its DH, TF returns to Home Base.
- Once ammo is expended, there are 2 ways in which ships can replenish ammo:


1. TF disbands in Port, Supplies are consumed to replenish ammo on each ship.

2. TF refuels in Port, Supplies are consumed to replenish ammo on each ship, and Fuel is consumed to refuel them.

- Amount of Supplies expended are based on amount and type of ammo needed.

- Torpedo & Mine Reloading:


a) Ships
- CA, CL, DD, etc. reload Torpedoes only in size 8, 9 or 10 Port with enough Supplies.



- DD reload Torpedoes from AD in a Base hex with enough Supplies.



- ML & DM reload Mines only in size 9 or 10 Port with enough Supplies.



- ML & DM reload Mines from MLE in a Base hex with enough Supplies.


b) Subs
- Subs reload Torpedoes only in size 8, 9 or 10 Port with enough Supplies.



- Subs reload Torpedoes from AS in a Base hex with enough Supplies.



- Subs reload Mmines only in size 9 or 10 Port with enough Supplies.



- Subs reload Mines from MLE in a Base hex with enough Supplies.

Damage to Ships
1. System Damage (Sys) 
- Number between 0 - 99. 



- Rating 0 - all ship's systems functioning at full effect, no damage.




- Rating 99 - ship’s systems are 99% damaged.



- Greater the Sys damage, less effective the ship will be in all combat aspects.
2. Flotation Damage (Flt) - Number between 0 - 100.



- Represents amount of flooding on a ship.



- When Flt damage reaches 100, ship will sink.

3. Fire Damage (Fires)
- Represent intensity of any fires currently burning on a ship.



- 0 indicates no fires burning.




- 40+ indicates very large fires burning.

4. Individual weapon systems may be destroyed.


- When system is destroyed, it will be listed in red on Ship’s Info Screen.


- These systems are repaired if At Anchor  in a size 5+ Port (larger the Port and smaller the weapon system,  



quicker the repair time).

5. The maximum speed of a ship may be reduced.



- Happens as a result of both Sys and Flt damage.


- Maximum speed of ship is updated every time Sys / Flt damage increases / decreases.

6. Ships may suffer Critical Hits.


- Cause more damage than normal hits.


- There's 4% chance that every Critical Hit causes ship's immediate destruction.

- Ships carrying Resources, Oil, Supply or Fuel that suffer deck / belt hits, have some of their cargo destroyed - amount of 

    cargo destroyed depends on type and severity of hit and type of cargo.
- Sometimes, Oil / Fuel onboard ships that are hit, can ignite - causing additional Fire damage.

- Ship with Fires / Flt damage may suffer additional damage of any kind as result of flooding/fire/explosions at each turn.
- Each turn all ships attempt to repair Sys, Flt and Fires.

- Amount of repairs made as well as chance of additional damage is impacted by:


- Amount of current damage, 

- Crew experience,


- If a ship is in Port, size of that Port.
- Ships can never repair Sys damage below 50 when At Sea, below 5 when Docked.
- Ships At Sea, moving at Full Speed have a 5/90 chance they will suffer Sys damage, for every hex entered.

- Ships At Sea, moving at Cruise Speed have a 1/90 chance they will suffer Sys damage, for every hex entered.

- This damage occur as TF enters each new hex, and immediately affect TF’s speed for rest of a turn.
Tender Ships
- To succesfully operate, Reload / Repair Tenders must: 
- Be located in hex with size 1+ Port.
- Have 0 Float / Fire damage.
- Have < 50 Sys damage.

- Have Operation Points remaining to perform their duties.

- Base they are in must have sufficient Supplies to perform their duites.

1. Mine Depots/Tenders (MLE)



- Reload Mines on SS, ML, DM ships.


2. Destroyer Depots/Tenders (AD)



- Reload DD ammo & Torpedoes, help 2 DDs per turn repair (giving bonus = increasing Port size by 2).


3. PT Boat Depots/Tenders (AGP)



- Reload PT ammo & Torpedoes, help 2 PTs per turn repair (giving bonus = increasing Port size by 2).


4. Sub Depots/Tenders (AS)


- Reload Sub ammo & Torpedoes, help repair 2 Subs per turn repair (giving bonus = increasing Port size by 2).


5. Ammunition (AE) Ships


- Reloads ship's non-Torpedo, non-Mine ammo.



- AE’s must have sufficient Supplies on board, which are consumed as they replenish friendly ships.



- Before 1945., AE can replenish ammo with effect < 60 (mostly 5” or smaller AA ammo) only if in same hex 


    as friendly Base with size 1+ Port.



- In 1945. or later, AE can replenishes ships At Sea and in same hex with AE that's in Replenishment TF.

6. Repair (AR) Ships



- Help 4 ships (in same hex, in a Base) per turn repair (giving bonus = increasing Port size by 1).


- Up to 4 AR ships' effects of increasing Port size can stack (up to +4 to Port size).


7. Amphibious Force Command (AGC) Ships



- Add bonus that minimizes damage / Disruption to Units when they unload over enemy occupied hex.

8. Seaplane Tenders (AVD / AV) and Scout Cruisers (CS) Ships


- Add Aviation Support for Float Planes, Float Fighters, and Patrol aircraft (seaplanes) at a Base in their hex. 


- Other aircraft does not benefit from ther Support.



- Their Support is listed as “+ xx” to normal Aviation Support in Base.




- Their effect is following:
- Japanese: Capacity + 10 - number of planes on board.
 


- Allied, with Durability > 12: Capacity + 18 - number of planes on board.



- Allied, with Durability =< 12: Capacity + 12 - number of planes on board.
PT Boats/Barges
- Allied PT boats were are useful in narrow waters, especially at Night Surface Combat. They try to hug the coast and close 
   in on enemy ships, then launch torpedoes.
- PT Boats reload torpedoes at Port size 3+ with 3.000+ Supplies, or at Port with AGP ship & enough Supplies.
- Barges (LCVP, LCM and AG) are used for short supply hops between islands. 
- They had to be transported over ocean to their new Base.
- Barges / PT boats must be available before building any. See their availability in Ship Reinforcement Schedule Screen.
To create PT Boat / Barge, either:

a) Load sufficient Supplies on Transport TF and click Activate Barge / PT Boats on  a TF Info Screen,

b) Build them in Base with Port size 1+ and 10.000+ Supplies by clicking Create Barge / PT Boats.
Supplies used & needed:


- PT Boat - 50 Supplies.

- LCT - 60 Supplies,


- LCM - 25 Supplies,

- LCVP - 10 Supplies,

- Large AG - 35 Supplies,

- Small AG - 20 Supplies,
- When created, each Barge / PT Boat TF has max 15 Barges / 12 PT Boats, depending on suplies/boats available.
Transporting, Loading and Unloading Cargo
- Ships with cargo capacity can load LCUs, Air Units, Supplies, Resources, Fuel and Oil when in same hex with items loaded:


- Air groups / Resources can be loaded on AK only.


- Oil can be loaded on TK / AO only.

- TKs / AOs load Fuel automatically whenever in a TF that loads cargo.


- 1 ship can load only 1 Air Unit/LCU.


- 1 ship can load max 10% Supplies out of a Base's stockpile, unless there's more than 30,000 Supplies in Base.


    (Example: if there's 10,000 Supplies in Base, 1 ship can load max 1,000)
Specific Cargo takes up different amount of Capacity:

	TRANSPORT & OTHER TFs

	Ship Type
	Resources

Supply
	Oil
Fuel
	Infantry
	Artillery
	Vehicle
	Tank

	CL
	3
	No
	1
	3
	No
	No

	DD
	3
	No
	1
	3
	No
	No

	APD
	2
	3
	1
	2
	3
	No

	AP
	3
	3
	1
	3
	3
	6

	AG
	2
	8
	1
	2
	3
	6

	LCM
	2
	8
	1
	2
	2
	2

	LCT
	1
	8
	2
	2
	1
	1

	LCVP
	4
	8
	1
	2
	1
	2

	LSD
	1
	2
	2
	1
	1
	1

	LST
	1
	2
	2
	1
	1
	1

	LSV
	2
	2
	1
	1
	1
	1

	LSM
	1
	2
	2
	1
	1
	1

	LCI
	3
	No
	1
	No
	No
	No

	AK
	1
	2
	6
	2
	2
	4

	AE
	1
	No
	No
	No
	No
	No

	AO
	No
	1
	No
	No
	No
	No

	TK
	No
	1
	No
	No
	No
	No

	FAST TRANSPORT TFs

	Ship Type
	Resources

Supply
	Oil

Fuel
	Infantry
	Artillery
	Vehicle
	Tank

	CS
	1
	2
	6
	2
	2
	4

	AV
	1
	2
	6
	2
	2
	4

	ML
	2
	3
	1
	2
	3
	No

	DM
	3
	No
	1
	3
	No
	No

	DMS
	3
	No
	1
	3
	No
	No

	SS
	3
	No
	1
	3
	No
	No

	BB
	3
	No
	1
	3
	No
	No

	BC
	3
	No
	1
	3
	No
	No


Loading Speed for Single Ship:


- On 1st day of all Scenarios loading completed on turn 1.

- Supplies - 200 * Port size (reduced by damage, never < 100) per day. 

- Fuel - 1000 * Port size (reduced by damage, never < 200) per day.

Unloading Speed for Single Ship:


- 100 * Port size + 400 (reduced by damage) per day. 
- Unloading LCUs in a hex with enemy Unit/Base adds Disruption, Fatigue & disabling - can be minimized with: 


- Future planning for target hex (Preparation Points),


- Presence of HQ Unit (with target hex designated for future planning) in same hex,


- Presence of Amphibious Force HQ aboard AGC ship in same hex; being a HQ that's controlling invasion,

- Amphibious Value of ship
- LST, LSD, LSV

  100





- LCVP, LCM, LCT, LSM, AG

    75





- AP, CS, APD

    50





- Japanese Bonus up to 03/1942
 +200
- When invading enemy Atoll
- Units automatically launch Shock Attack, 



- Attacker suffers increased Disruption & Morale hit,



- Combat on Atoll causes more casualties to both sides than other hexes.

- LCUs & Transport ships unloading in a hex with enemy Unit/Base are shot at by CD, DP guns, Artillery, AA guns, Mortars.

- Only ships that need come close to shore when unloading (like LCVPs) are shot by majoritiy of guns. Others, like APs who   

   unload far offshore, are unlikely to be hit, as only large CD guns can reach them.

- Enemy defensive fire is reduced by placing fire support ships in Transport TF that's unloading - best fire support ships 
   are DDs and various specialized landing craft with rockets/mortars. 
- Once TF begins unloading, no ships will split off due to damage/slow speed, until TF completes unloading.
Evacuations

- Special type of amphibious transport, only Fast Transport TF can undertake.

- Order Load Troops, then Pick Up Unit option, then select any friendly LCU on the map.
- TF Arrives at Night, Fast Loads LCU and Sprints Away from DH.

- Only 1 LCU can be loaded aboard Evacuation TF.

Naval Combat
1)
Ships hit / sweep Mines during Movement Phases,



- Mine layers / Subs rearm at size 9 or 10 Port with Supplies, or any Base with MLE ship.



- Number of friendly mines are displayed in Base Info Screen, for size 1+ Ports.



- Minefields are created by DM, ML and SS ships laying a minefield. 


- Multiple minefields can exist in same hex - whenever TF enters mined hex, each minefield has a chance of 



damaging its ships.



- As minefields are detected, chance they will damage ships declines.


- Greater the number of mines in minefield, greater the chance mine will hit a ship.



- There's very small chance that a ship will hit a friendly minefield


- Whenever DMS / MSW enters a hex with enemy minefield - attempts to clear minefield by destroying mines.



- Mine Warfare TF on patrol - clears minefields in their hex, as well as adjacent hexes.



- If Mine Warfare TF is clearing mines in hex that contain enemy CD Unit, TF may be fired on.



- Number of mines in a minefield
- Deep Water - decays by 50% per day, 




- Shallow Water - decays by 5% per day, 




- Friendly Ports of 1+ size - decays by 1% per day. 
2)
Sub attacks occur throughout Resolution Phase (as Ships / Subs become targets by crossing Sub’s / ASW Ships's path),


- Subs attack any ship not Docked  or At anchor in size 3+ Port, in same hex.


- More one-sub TFs in a single hex increase sighting chances, but only 1 Sub can attack enemy TF.


- Subs work best (employing Wolfpack tactics) with multiple Subs in a single TF.


- Most attacks use torpedoes, but Sub may surface to attack Barges & unescorted non-combat ships with guns.


- Subs attack from surface more likely at night than during daylight.


- Sub's durability is function of max diving depth - this greatly impacts effectiveness of any ASW attack.

- When in Coastal hex, Sub may not dive to max depth (Bottoming Out).

- Subs much easier to locate/damage when in Shallow Water than Deep Water hexes.

- ASW TFs get better chance of shooting 1st at a Sub if in Coastal/Shallow hex.

- Chance of a Sub attacking a TF varies with:



1. Sub’s max speed,


2. TF’s cruise speed,


3. Sub crew experience,


4. Prior detection of a Sub.


- Sub attack sequence:



1. Chance for early detection of a Sub by TF escort,


2. Sub attack (only if not detected early),


3. Sub dives to escape,


4. Escort attack.

- Effectiveness of TF escort is determined by:



1. Escorts' max speed,


2. Crew experience,


3. ASW weapons,


4. Total number of escorts in TF.

- At night there's small chance the Escorts may fire guns at a Sub which is considered to be running on surface.

- ASW performance:
- 12/41 - 12/43 Allied crews at 114% (during daylight) / 150% (at night).




- 12/41 - 12/42 Japan crews at 67%



- 01/43 - 06/46 Japan crews at 80%



- British get no bonus at night as they already have extra high night experience.

3)
Naval Bombardment occurs during Naval Bombardment Phases, 


- More likely to target Airfields, Base structures, ships At Anchor, CD, than other LCUs.



- If No Escorts Bombard is selected, only BB, BC, CA, CL and CLAA bombard - smaller ships keep out of range.


- Only way to attack enemy ships At Anchor.
4)
Naval air combat only takes place during Air Operations Phases, 
5)
CD Units fire at Transport TFs during Load/Unload Phases, and Bombardment TFs during Naval Bombardment Phases.


- TFs generally avoid moving through enemy Base hexes when selecting their movement paths


- Every time enemy TF enters Bataan (42,52) hex, they suffer CD fire - all enemy TFs moving to Manila (43,52) 


   must suffer Bataan's fire.
6)
Ship-to-ship surface combat between TFs occurs during Surface Combat Phases. 


- Surface naval combat occurs when warships with certain orders are in same hex as enemy ships. 


- Basics of surface combat:




- TFs spot each other, maneuver for attack, close in on each other.



- Surface combat takes place as series of rounds at different ranges as TFs close in and then disengage. 



- As TFs approach, range is given, firing commences and results are displayed.




- TFs attempt to close in until enough damage has been taken without endangering themselves. 



- TFs close in, range gets shorter, attacks/damage is displayed again, until one (or both) sides retire.




- Surface combat involves guns / torpedoes on ships and considers gun size, type of ship, armor, crew 



    quality, Radar, detection level, damage to ships, officer ratings, ship speed etc. for hit probability.



- As TF’s move away gunnery / torpedo combat still takes place until TFs are out of range of each other.





- Surface combat at night occurs at shorter ranges. 




- Daylight favors BBs & other heavies, Nighttime favors smaller ships with torpedoes. 


- At night, most important factors are: TF Commander / ship Captains' ratings and crew Night Experience. 


- Other factors considered are: Radar, proximity to shoreline, type of fleet, ammo loads, etc. 



- Allied PT Boats try to hug shoreline where possible, to gain tactical advantage, dart out at last minute. 



- Additionaly, PTs small size makes spotting them visually / by Radar very difficult.


- Contact
- Some TFs try to engage in surface combat, while others try to avoid it. 



- Non-combat TFs always try to disengage, while Escorts run interference and engage enemy TF.



- Combat Warships try to maintain longer contact with enemy cargo, transport or replenish TFs.




- Surface and Bombardment TFs seek out enemy ships. 



- Radar, crew expirience and aerial spotting are most useful in finding enemy TFs.




- TF Commander’s aggressiveness, general TF's condition and percieved opposition are critical for 



   determining if TF engages, disengages or maintains contact with enemy TF that's disengageing.



- If one combat TF is especially weakened, opposing TF is usually more anxious to engage.



- Although all ships in enemy TF are always shown, some won't participate in a combat round.




- Ships too far away to target / hidden by fire, smoke or another ship won't have their name displayed 




    on naval combat screen until identified.



- Each ship is given individual DL for purposes of combat resolution only.



- Each ship with Radar attempts to check it against each enemy ship, to increase their DL.



- Each successful Radar check increases DL of enemy ship by 1. 



- Ships on fire have high DL values at night.

- Fleet Tactics
- TF tries to ”Cross the T” of other TF, allowing ships to fire with full broadsides, while only few



of enemy’s ships can return fire (and not with all ther guns). 

- ”Crossing the T” is especially useful at night - back ships in enemy column may not even be 



able to spot TF, so they won't participate in combat.



- Fast Transport, Surface Combat and Bombardment TFs (if they switch to Surface Combat) will 




attempt to ”Cross the T” if range is < 2000 yards.


- Chance of succesfully ”Crossing the T” is increased by naval skill of TF Commander.


- Japanese combat TFs especially good at night - in getting all TFs ships to participate, especially 



during the early war - later, Allied Radar and Crew Experience negates or reverses this effect.


- Gun Work
- Ships fire 1 ammo pack per weapon, per 1 round of combat.




- If / whom at ship fires determined by size of guns - ship attempts to engage ships it can reach.





- Ships try to fire at greatest perceived threat within gun range. 




- Example: DDs fire at other DDs or smaller ships, CAs fire on CAs or smaller etc.




- Higher a ship’s DL during Surface Combat, more likely it's to be fired upon by enemy ships.





- Sometimes (especially at night), when ships don't have line of sight to best target, ship’s Captain





can decide to fire on lesser target, or ship that's firing at him. 



- If opportunity arises, ship's Captain will fire at vulnerable target (AK, AP, TK...).





- Decision if a ship's guns hit or miss depends on:
- Type of weapon firing, 







- Range to target, 






- Crew experience






- Captain’s naval skill,







- Speed / size of target,







- Sys, float and fire damage to a firing ship.





- Once a gun is hit by enemy and knocked out, it can no longer fire.





- Fire dmg from non-penetrating hits depends on ammo type (GP/HE, AP/APC, APHE, incendiary).





- Extra damage depends on weapon type, penetration, and effect.




- Non-penetrating hits can do system damage.



- Torpedo Duds
- In 01/43, torpedoes with Dud Rate > 49 ----> New Dud Rate = Previous Dud Rate - 20.



- In 09/43, torpedoes with New Dud Rate > 20 ----> New Dude Rate = 10.

Air Units
Plane Types:


F
Fighter
NF 
Night fighter
FB 
Fighter bomber


DB 
Dive bomber 
LB 
Level bomber 
TB 
Torpedo bomber



TR 
Transport aircraft
PA 
Patrol aircraft
RC 
Recon aircraft


FP 
Float planes
FF 
Float fighters

Air Unit Transfer
- Occurs immediately, Units ready for action the same turn.


- Unit can execute only 1 transfer per Orders Phase.


- Only ready aircraft move - remaining AC transferred to another Unit with similar aircraft at current Base

    or form air Unit's Sub-Unit.


- "-r" in Transfer Screen - overland movement, Units crated up for transport - arrive damaged.

- Overland transfer
- only to Bases within Supply Path (movement value =< 100).



- Movement value of hexes
- 2 - Rail/Highway,



- 5 - Road,



- 25 - Trail,



- 50 - Cross Country.

 
(Example: Unit could transfer to Base max. 20 Road hexes away: 20 x 5 = 100)
- Squadrons assigned to Day Operations suffer penalties undergoing Night Operations and vice versa.

- Set All commands affect only Units with same Day/Night Ops setting - Unit set for Night Ops won't copy orders from Unit  

   flying Day Ops.
Disband Group - Disbands Air Unit (planes + pilots) into existing Units with same aircraft type, at same location.




- Unit returns in 90 days as reinforcement, using planes & pilots from Aircraft / Pilot Pool.

Withdraw Group 
- Withdraws Air Unit, places planes only into existing Units with same aircraft type, at same location.




- Unit returns in 60 days as reinforcement, with same pilots, using planes from Aircraft Pool.
- Disbanded / Withdrawn USAFEE or ABDA air Units return as SWPAC groups.

- Air Unit cannot be divided / recombined, if any partial Units (fragments) exist.

Atomic Bombs
- (Allied only), used by 393rd NBS Unit only.



- Atomic Attack option displayed for this Unit only in 1945 / 1946, A-Bomb must be available.


- City & Industrial targets allowed, with all industry in city suffering damage.



- Usage of A-Bombs results in negative effects to victory points.

Restricted HQ
- Aircraft under these HQs can't be loaded on ships / transferred to Bases of another command.



- Japan
- Home Defense Force,




- Kwangtung Area Army,




- China Expeditionary Army.



- Allies
- Australia Command,




- West Coast,




- USAFFE,




- ABDA,




- Canada Command,




- New Zealand Command.

Operational Losses
- Aircraft damaged or destroyed due to accidents & other losses.


- Depend on
- Range of Mission, 



- Experience of pilot,



- If it's a Carrier aircraft,




- Carrier Capable, but not Carrier Trained Units - extra Op losses,




- Long range missions from Carriers (2+ hex distance) - extra chance of Op losses.


- When aircraft attempts to land, it could be destroyed / damaged, based on:




- Experience and Fatigue level of pilot,
 


- Size of Airfield / CV,
 


- Damage to Airfield / CV,
 


- Damage suffered by plane in combat,
 


- Range to Target (represents chance to get lost, or damage/Fatigue impact long flight),
 


- Extended Range Missions have 2 * chance of Ops losses.

 


- Patrol / CAP Missions (but not LR CAP) treat Range to Target as 1 hex.



- CAP / Search Missions suffer lowest Op losses - 1/5 of aircraft returns to Base damaged.


- If aircraft's Base has enough Supplies & Aviation Support - damaged aircraft could be repaired 


    before next Orders Phase.

Mission Types 
- Air Units continue executing assigned Missions until destroyed, all damaged, no pilots left or Mission is changed

Escort
- Escorts bombers from same or other Airfields (if fighters are closer to target than bombers). 


- Escort won't initiate airstrike, but join up with bombers on offensive strike.


- If whole flight, Escorts+bombers, have low detection level - there's chance Escort bounces enemy CAP (receiving 


   substantial bonuses to combat). 


- All things equal, it's more likely that CAP will bounce Escorts.


- FIGHTER, FLOAT FIGHT., NIGHT FIGHT., FIGHT.BOMBER.

Sweep
- Attempts to draw enemy CAP over target hex into A2A combat.


- If not driven off by CAP, attempts to strafe target.



- 1 Squadron limited to 1 Fighter Sweep / day (either in AM or PM Air Operations Phase).



- FIGHTER, FLOAT FIGHT., NIGHT FIGHT., FIGHT.BOMBER.

Airfield Attack
- Attempts to bomb / strafe enemy Airfield, aircraft on ground & other targets at Airbase.


- FIGHTER, NIGHT FIGHT., FIGHT.BOMBER, DIVE BOMB., TORPEDO BOMB., LEVEL BOMB., FLOAT PLANE.

Port Attack
- Attempts to bomb enemy Port’s facilities, ships At Anchor & other targets at Port.



- If there's large number of ships At Anchor, some torpedo bombers arm torpedoes.



- FIGHTER, NIGHT FIGHT., FIGHT.BOMBER, DIVE BOMB., TORPEDO BOMB., LEVEL BOMB., FLOAT PLANE.

Naval Attack
- Attempts to attack enemy TF with torpedoes / bombs.



- Torpedo bombers won't perform well in other Missions as in Naval Attack with torpedoes.



- FIGHTER, NIGHT FIGHT., FIGHT.BOMBER, DIVE BOMB., TORPEDO BOMB., LEVEL BOMB., FLOAT PLANE.

Ground Attack
- Attempts to attack enemy LCUs (primarily INF, with high Assault Value).


- FIGHTER, NIGHT FIGHT., FIGHT.BOMBER, DIVE BOMB., TORPEDO BOMB., LEVEL BOMB., FLOAT PLANE.

Recon
- Performs photoreconnaissance of enemy Base, LCU or TF.


- Usually sends 1 plane - large recon air groups may fly 2 planes per Recon Mission.


- Recon increase detection level of target. 


- Recon is especially difficult to shoot down with CAP / Flak.


- Bombing Missions automatically recon their target - less effective than specific Recon Mission.



- RECON, PATROL, DIVE BOMB., TORPEDO BOMB., LEVEL BOMB., FLOAT PLANE.
Naval Search
- Searches for enemy TFs (subs / surface) in all directions, up to their extended range.


- Equipped with Torpedoes or Extended Range bomb load (depends on planes' normal loadout).



- If not driven off by CAP / Flak, attempts to attack spotted TFs.



- Higher the set altitude, less likely to attack spotted TFs.



- Larger chance of sighting TFs with more aircraft in air, searching.


- Larger chance of sighting TFs with shorter range set.




- PATROL, RECON, DIVE BOMB., TORPEDO BOMB., LEVEL BOMB., FLOAT PLANE.
ASW Patrol
- Searches specifically for enemy Subs.


- Range flown = Range / 2.



- Chance of attacking Sub once sighted is increased.


- Larger chance of sighting Subs with more searching aircraft in air, and with shorter Range set.


- Planes carry Extended Range Bomb Load (even if they normally carry Torpedoes).



- PATROL, DIVE BOMB., TORPEDO BOMB., LEVEL BOMB., FLOAT PLANE.
City Attack
- Attempts to attack production items / lay mines in enemy Port.



- Only 1 type of production item (Heavy Industry, Resources, Oil, Manpower) can be selected per strike.



- When attacking Manpower, there's chance for city fire.


- Air dropping mines only from January 1943.


- FIGHTER, NIGHT FIGHT., FIGHT.BOMBER, DIVE BOMB., TORPEDO BOMB., LEVEL BOMB., FLOAT PLANE.

Supply Transport
- Flies Supplies to targeted hex.



- Can also be flown to friendly LCUs in field (hexes without Airfield).



- Air Unit must have friendly Unit set as Destination to drop Supplies.


- Can be flown to 1.2 * Max Range.


- TRANSPORT, PATROL, LEVEL BOMB.

Troop Transport
- Flies LCUs to their Destination - must be Airfield size 1+, unless transporting parachute Unit.


- Pick Up Troops option - available when DH is friendly Base - picks up troops from that Base and



    transports them to Air Unit's current Base.



- Can be flown to Max Range / 2.


- Only weapons with Load Cost < 7 can be transported.




- TRANSPORT, PATROL.

Training
- Flies training Missions to improve pilot experience.



- Planes in Training take Operational Losses, can stumble into combat with enemy planes flying over their hex.



- Gains less expirience than in Combat Missions, but more than Transport Missions.




- ALL TYPES.

CAP
- Combat Air Patrol - protects all friendly Units in fighter's hex from enemy air attack.


- Not assigned as Mission, but rather set as % out of other Mission types.



- When set 100, current Mission automatically becomes Long Range CAP.

- FIGHTER, FLOAT FIGHT., NIGHT FIGHT., FIGHT.BOMBER.

Long Range CAP
- Flies CAP over all friendly Units in DH, attempts to intercept any enemy planes flying into that hex.



- LR CAP has CAP level = 100, meaning all aircraft in Unit tries to fly CAP in DH.



- Amount of fighters at DH - based on a range to DH and aircrafts' Normal Radius.



- LR CAP over Air Combat TF - only 20% effective as over other Units.




- FIGHTER, FLOAT FIGHT., NIGHT FIGHT., FIGHT.BOMBER.

Rest
- Only as secondary Mission to Naval Attack - aircraft rest if no enemy TF to attack in range.


- Air Units on Rest regain Morale & decrease Fatigue.

- ALL TYPES.
Allied Special Bombs
- Allied Dive Bombers after August 1942 can sometimes use 1000 pound AP bombs.
- Allied heavy (4E) Level Bombers from January 1943 can sometimes use 2000 pound AP bombs.
- To carry both of these, Units must pass Skill rolls, Experience rolls and, in case of heavy bombers, there must be Supplies 

    at Base >= 2 * required Supply level.

- These AP bombs can only be used in normal range, against naval targets. 

Number of Planes on Air Missions
- Units on Offensive / Escort Missions with Morale < 50 must pass Morale Test to fly.

- Units on Strike Missions, flying aircraft with Durability < 60, must have Escort planes >= (CAP over target / 3) to fly.
- Units flying Naval Search, ASW Patrol, or CAP must pass 2 Morale Tests to fly all available planes on Mission. 

(for each test failed, number of planes flying is reduced by 25%)
- Units on Strike Missions outside Air HQ’s Command Radius have number of planes flying reduced by 10% (25% for Level 

    Bombers on Offensive Missions).
- Base from which Units fly must have sufficient Supplies, or number of planes flying is reduced by 25%:



- Level Bombers on Offensive Missions - 2 * required Supply level,


- Other planes on Offensive / Escort Missions - 1 * required Supply level,


- Planes on other Missions (Naval Search, CAP, etc.) - required Supply level / 2.
- Air Units flying on Strike Missions, from Bases in Cold Zone, during the winter, have number of planes reduced by 25%.

- If number of planes in a Base
> Airfield size * 50, number of planes flying any Mission is reduced by 25%.



> Airfield size * 100, number of planes flying any Mission is reduced by further 25%.

Level Bomber Rules

- Must pass 3 tests to fly all available planes on Offensive Mission:



1. Experience test,


2. Leadership test, 


3. Morale test.


(for each test failed, number of planes flying is reduced by 25%)
- If not located within Air HQ’s Command Radius, number of Bombers flying Offensive Missions are reduced by 25%. 
- If on Offensive Mission, they require their Base to have Supplies = 2 * required Supply level, or number of planes 

   flying is reduced by 25%.

- To attack LCUs:
1) Level Bombers Units must have < 50% damaged planes,


2) Range to Target must be < 10 (Japanese Bombers) or 8 (Allied Bombers),


3) Targeted LCU must have undamaged elements or Supplies.
- Must fly from Airbase of at least size 4 + (Bomber's Max load / 6500) (rounded down), or else they can't fly at 
   Extended Range, carry only reduced, Extended Range Bomb Load, and suffer increased Operational Losses. 

   (Example: A-20B requires size 4, B17-E requires size 5, and B29 requires min size 7 Base to avoid penalties)

- Level bombers won't hit ships with more than 1 of its bombs.
Aircraft Upgrades

- If air Units' Upgrade is set to On - every day, during Supply Operations Phase, Units check for new aircraft to upgrade to.
- During Orders Phase, if air Unit meets needed requirements, it can be manually upgraded by Upgrade Now button.

- To upgrade it's aircraft, air Unit must meet these requirements:



1) Number of planes to upgrade to = Max Ready level for that Unit,



2) One of four requirements listed for receiving replacement aircraft must be true.
- If these conditions are met, Unit's current aircraft are placed in replacement pool, and it receives Max Ready value of new 

   aircraft as damaged.

- Air Units cannot upgrade to new aircraft types, if any partial Units (fragments) are loaded (crated) onboard transport ship.

- British cannot upgrade their Units until May 1, 1942.

- Dutch cannot upgrade their Units until July 1, 1942.
Aircraft Support & Supply Operations
- Aircraft require Aviation Support + Supplies to remain Ready, or to be Repaired or activated from Reserve.
- 1 Aviation Support is required for 1 aircraft operating at a Base, for air Units to function at max efficiency.

- Base never requires more than 250 Aviation Support.

- Each day, during Supply Operations Phase there's a chance that aircraft change their state:



- Ready - aircraft are capable of flying during next day.
 

- Repaired - damaged planes, require Aviation Support to be repaired and ready for operations.
 

- Reserve - non-damaged planes exceeding max. ready number in Unit, not used unless some planes are lost.
- Ready aircraft may become damaged because Base lacks sufficient Aviation Support / Supplies.

- Chance a plane will be Repaired is based on:
- damage to its Airfield’s service facility, 



- amount of Aviation Support,




- amount of Supplies in Base.
- Planes may be placed in Reserve due to insufficient Supplies / Aviation Support.
- When number of Ready planes < Unit’s Max ready number, it attempts to move Reserve aircraft to Ready - based on 
    amount of Aviation Support / Supplies at Base.

- Ready aircraft may become damaged, due to combat / operational losses from flying (even during transfers).
- Air Units on Carriers assume to have sufficient Aviation Support and Supplies.

- Base from which Units fly must have sufficient Supplies, or number of planes flying is reduced by 25%:



- Level Bombers on Offensive Missions - 2 * required Supply level,


- Other planes on Offensive / Escort Missions - 1 * required Supply level,


- Planes on other Missions (Naval Search, CAP, etc.) - required Supply level / 2.
- 1 Level Bomber flying Offensive Mission expends their Max Load / 1000 Supplies per Mission.
- 1 other plane flying Offensive or Escort Mission expend 1 Supply per Mission.
- 1 Plane flying other Missions (Search, CAP) expend 1/3 Supply per Mission.
- All these Supplies must be available in Base, or planes won't fly.

Target & Destination Selection

- Target setting critical in determining where non-Naval Attack Offensive Missions are flown & which attacks are Escorted.

- Multiple airstrikes aimed at different targets can be launched from same Base/ship.

- To concentrate airpower on a single Target, that Target should be specifically set.


- Only hexes with Bases / LCUs may be set as Target, except friendly TFs may be set as a Target for LR CAP.


- Units on Naval Attack always under computer control for selection of targets.

- Units on Naval Attack can have Target set (not enemy TF’s) - those are for Secondary Missions, if no TFs to attack.


- Targets have no impact for planes on Patrol or Training Missions.

- Planes on Port Attack can hit Port facilities, Supplies, Fuel and Support troops in a Base (HQ, AA, ART, ENG, CD type LCUs).
- Bombers on Port Attack have 50% chance to attack ships At Anchor - uses mainly bombs, with small percentage of 
   Torpedoes (it's assumed ships are in dry dock or behind torpedo nets). 
- If there are < 10 ships at Port, chance of attacking ships lessens with number of ships below 10.

- Planes on Airfield Attack can hit Airfield Runway, Airfield Service Facilities, Supplies, aircraft on ground and support troops

   in a Base (HQ, AA, ART, ENG type LCUs).
- They can also reduce Morale of air Units stationed in a Base.
- Units without Target set (on Commander's Discretion) determine Targets for Strike Missions on their own.

- Units always initiate strike against valid TF if one is spotted, and are more likely to attack TF within 180 miles (3 hexes).

- Units won't always initiate strike against Base or LCU if they deem them unworthy of attack.
- Determining which Naval Targets to attack depends on ship types in TF - CVs most important, than BB, CA, AK/AP/TKs... 
- Units on Port / Airfield / Ground Attack, following factors are considered:



- Greater the Assault Strength in Base/Unit, more likely it will be targeted.



- Greater the size of Port / Airfield, more likely it will be targeted.


- Greater the number of enemy aircraft in Base, more likely it will be targeted.



- Greater the amount of Supplies in Base, more likely it will be targeted.



- If Target is already targeted by Units from another Base, more likely it will be targeted to concentrate attack.



- If Target is at Extended Range, less likely it will be targeted.



- If number of potential Escorts at Unit's Base isn't enough to defend against expected CAP over Target, less

                      likely it will be targeted.



- If Unit's Alt set to 100 feet, Target’s AA defenses may deter Unit from picking Target and cause it to abort.

Impact of Altitude Selection

- Higher Alt softens the effects of flak, but reduce bombing accuracy.

- Search Missions have greater chance to bomb a target when flying at lower Alt, but suffer from more flak.

- Escorts automatically fly few 1,000s feet above Bombers they are Escorting.
- Planes on Offensive Mission at Alt of 100 feet bomb & strafe their Target.

- Sweep Missions always drop to 100 feet and strafe - taking flak at their set Alt, and again at 100 feet.

- Recon Missions more likely to detect enemy at lower Alt.

- Naval Attack Missions with Alt of 100 feet skip bomb & strafe their Target. Skip bombing is very accurate way to bomb 
   a ship if experience of a Unit > 60, accuracy falls considerably when experience < 60.

- Dive & Fighter Bombers always automatically dive to 2,000 feet to release their bombs - they first suffer flak at assigned Alt 

   and then again at 2,000 feet.

- Torpedo Bombers drop down to 200 feet to attack - also suffer flak at assigned Alt, then again at 200 feet.

- Non-Fighter Bombers or Kamikazes must be given Alt of 100 feet to attack TF of all Barges / PT Boats. 
- Fighter Bombers / Kamikazes automatically dive down to 100 feet when attacking Barges / PT Boats.

- When Unit on CAP attacks Bombers, they reset their Alt to that of Bombers.

- When Fighters attack Fighters, ones that have initiative change their Alt to that of Fighters they are attacking.

- If Unit on Escort is over 3,000 feet above nearest Bombers, it drops down to 3,000 feet above highest Bomber Unit.
  If Escorts are below lowest Bombers, they rise up to Alt of lowest Bomber group.

- Alt impacts P-39 / P-400 performance in A2A combat.
- Aircraft with low Climb Speed, reinforcing CAP due to Radar contact, my not be fast enough to engage incoming Bombers.

- Level Bombers attacking below 5,000 feet have their accuracy & effectiveness reduced.

- Level Bomber Units ordered to attack below 6,000 feet, with more damaged than ready aircraft near the end of Resolution 
   Phase, have a possibility of 30 point Morale loss.

- Inexperienced Bomber Units will jettison their bombs early.
- Planes attacking at 100 feet climb to 1,000 feet after attack.
- Bombers flying too high for CAP will not be attacked.

Aircraft Range
- Maximum Range = Number of hexes plane can move when transferring between Bases.
- Transport Radius = 1/2 Max Range.
- Extended Combat Radius = 1/3 Max Range. 

- Normal Combat Radius = 1/4 Max Range.
- When flying Extended Range Missions
- Planes have increased chance of not finding their Target.




- Disruption caused by A2A combat is increased.




- Bombers carry fewer and / or smaller bombs.




- Torpedoes not equipped, instead, reduced payload of bombs is carried.
- Units suffer Fatigue during flight - long range Missions causes high Fatigue and Disruption rate when arriving at Target. 
- If flying long range Mission, damaged planes are less likely to return safely to Base - crediting enemy pilot with Kill.

- Planes that crash due to damage in combat show up as Flak or A2A combat losses.
Weather & Aborted Missions

- Offensive Missions can be aborted prior to take-off, due to bad weather over Unit's Base or Target.

- Bad weather blocks any Units from launching a strike from Base hex and attacking any target in Target Hex.

- Line of bad weather won't stop airstrike flying through that hex, if flying from good weather hex to good weather hex.
- No-fly symbol (cloud) appears on tactical map in case of bad weather. (if Show Clouds preference option is selected)
Failure to Find Targets

- Units can fail to find Targets
- due to bad weather en route to or over Target,



- due to inability to locate Target before forced to return to Base due to Fuel constraints.

- Chance of missing a Target depends on:


- Greater the Range to Target, greater the chance of failing to locate Target.


- Chance of locating Target considerably increased if Target is Base, LCU, TF that's Docked , unloading / loading, or 

    at its DH and set to Patrol.


- Planes flying to Targets between Normal and Extended Range - greater chance of failing to find Target.


- Planes with higher Cruise Speed more likely to fail to locate Target.


- Further the TF moved during a turn,  greater the chance of failing to locate TF as Target.


- Smaller the TF, greater the chance of failing to locate Target.

- Lower the detection level of Target, greater the chance of failing to locate Target.

- Lesser the experience of attacking aircraft, greater the chance of failing to locate Target.


- In each strike, 1 group is designated as lead group for that strike - If it fails to locate Target, all other air groups in 

    strike also fail to locate Target.

Coordinating Strikes

- Planes flying Offensive Missions & their Escorts, flying from same Base/ship to same Target Hex - fly together even with 

   different Missions & orders. 
   Example: 3 Bomber Units with Airfield, Port and Ground Unit Attack orders each, 2 Fighter Units with Escort and Sweep 
                  Mission and a plane on Recon Mission, all flying from same Base to same Target Hex - fly together in a group.
- Planes from different Bases/ships, but with same range to Target, flying to same Target Hex - fly together in a group.
- There's a chance for some Units to separate from main attack - results in partial attacks on Target, rather than as a group.

- Fighters can Escort attacks from another Base/ship if
- they all have same Target Hex (sometimes not needed),




- Escorting Fighters are closer to Target than attacking Bombers.

- Coordination of Carrier airstrikes - affected by number of Carrier aircraft based on a TF that's launching strike.
- Chance of Coordination is halved when:


- Allied TF in 1942, number of aircraft in TF > 100 + rnd (100).


- Allied TF in 1943, number of aircraft in TF > 150 + rnd (150).



- Allied TF in 1944+, number of aircraft in TF > 200 + rnd (200).



- Japanese TF 1941-46, number of aircraft in TF > 200 + rnd (200).

Basing Aircraft on CVs

- Only aircraft that start scenarios on CV have Carrier Trained status.
- Carrier Capable Units are fully functional on CVs, but with higher chance of Operational Losses during take-off / landing.
- Fighters, Fight. Bombers, Dive or Torpedo Bombers not Carier Trained / Capable, located on CV, can only transfer to other    
    CV in same hex, or fly from CV when transferring to another Base in Range.
- Carriers never carry more than 5 Air Units at one time.

- Float Planes / Float Fighters can be based on any non-CV ships with capacity to carry aircraft.
- CVs, CVLs or CVEs can't carry Float Planes.
- Float Planes, Float Fighters and Patrol Planes can be based in any Coastal friendly Base, including those with size 0 Airfield.
- Planes in air, from CV with Sys + Flt dmg > 50 attempt to land on another CV or Airfield within its remaining Range.
- Planes can't take off / land on CV with Sys + Flt dmg > 50, but can be transfered off if Docked /At Anchor  in Base 

   with 1+ size Airfield.
- Planes that have emergency landed elsewhere attempt to return to their CV when damage is repaired.

- Planes won’t make emergency landing on another CV if it causes that CV to exceed 110% it's aircraft capacity.
- If number of aircraft on board > 115% of ship’s capacity, only Transfer Missions can be flown.
- Ship can never have more than 2 * AC capacity planes on board.

- Carriers in Base hexes launch Search, CAP, Strike Missions or reinforce CAP with only 50% of normal amount of aircraft.

Carrier Air Groups Loadout

- Japanese Fleet Carriers (largest Carriers, such as Akagi, Soryu, Zuikaku) carry Fighters, Dive and Torpedo Bombers:

- December 1941 - June 1942, aircraft divided into - 1/3 Fighters, 1/3 Dive Bombers and 1/3 Torpedo Bombers.


- July 1942 ->, aircraft divided into - 3/8 Fighters, 3/8 Dive Bombers, and 2/8 Torpedo Bombers.

- Allied Carrier Wings Composition (VF - Fighter, VS - Scout, VB - Dive Bomber, VT - Torpedo, VBF - Fighter Bomber):

EARLY 42:
VF
27
F4F-3
LATE 42:
VF 
36 
F4F-4
1943:
VF 
36 
F6F






VS
18
SBD

VS 
18 
SBD


VB 
36 
SBD






VB 
18
SBD

VB 
18 
SBD


VT 
18 
TBF






VT 
15
TBD

VT 
15 
TBF


  EARLY 44:
VF 
40 
F6F


LATE 44:
VF 
42 
F6F

1945: 
VF 
36 
F6F






VB 
34 
SB2C



VB 
32 
SB2C

VBF 36 
F4U






VT 
18 
TBF



VT 
18 
TBM


VB
15 
SB2C
















VT 
15 
TBM

Air Combat
- Occurs when aircraft meet in same hex, during Offensive Missions, Sweep, Escort, Search, even Training / Transport.
- If hit, aircraft is either damaged or destroyed - Each time it's damaged / destroyed, it's added to total on Combat Summary  

    (1 plane can be damaged multiple times, then destroyed - causes a report of multiple planes damaged and destroyed).

- Combat Animations reports total number of planes engaging - actual number of planes in combat is usually less, based on 
    temporary Disruption taken during previous combat rounds, or inability of CAP to reach attacking aircraft.

- Cloud cover over general target area is displayed - affects bombing accuracy and ability of CAP to find attacking aircraft.
- CAP (Combat Air Patrol)



- Alt for CAP is not important, all aircraft end up at same Alt, +/- 3,000 feet of enemy Bombers.


- Climb Rate is most important value for CAP - higher it is, more aircraft able to intercept incoming attack.


- Normally, only few planes airborne at once - When enemy aircraft spotted by airborne CAP, Radar or Ground 


    forces assigned to watch for enemy, all planes available for CAP are scrambled.


- High Climb Rate, pilot experience, squadron Commander's skill, Morale, Fatigue, presence of friendly Radar 



    and weather affects success of CAP interception.



- CAP from Bases / TFs with Radars perform better at intercepting enemy airstrikes.



- If enough Bombers in group damaged / destroyed, CAP can force them to abort before it's bombing run.



- CAP can react to defend targets up to 2 hexes away but only if:





- defended hex's CAP has less planes than attacker,




- hex that reacting CAP is coming from is attacked by less aircraft than in it's CAP,





- CAP that reacts must have Extended Range >= 2,




- Attack detected by Radar in time for CAP to reach target (33% chance to react when no Radar). 


- Number of aircraft reacting outside their hex depends on how good Radar detection is on incoming strike.

- A2A (Air-to-Air) Combat


- For A2A combat, most important factors include aircraft type, it's Maneuverability & Speed, Unit's Fatigue, 



    Morale, pilots' Skill, number of aircraft on each side.


- If Maneuverability high - pilot tries to dogfight, if Speed high, pilot tries slashing attacks.


- Pilot experience and squadron Commander’s air skill determines if desired tactic is achieved.



- Higher altitude gains an advantage for both attacking fighters and bombers.



- Group is Climbing to Intercept - it doesn't have adequate climb rate to engage during that impulse.


- Group is Intercepting - it has sufficient altitude and is close enough to attack effectively.


- LR CAP is Intercepting - some CAP approached, while some returned to Base and group is engaging with less 





        effectiveness than if it were all together.



- Group Area CAP is Intercepting - CAP was spread out over a goodly area and is engaging piecemeal.


- Bouncing - attacking from above or with surprise, and repulsing enemy air groups.



- Engaging - Leadert is trying to get his planes to shoot at enemy, however they can.


- After last engaging message is displayed, flights exchange fire - each air group is broken into flights handled 


    separately - each flight is broken in individual planes and these are also handled separately.
- Relative position and conditions under which individual pilots operate are determined by cloud cover, range 
    that attacking group has had to fly, group leader’s characteristics, relative altitude and aircraft quality 
    (mainly Speed / Maneuverability).

- Although flight may be at tactical advantage, individual pilots may not be able to use that advantage.
- Bombers in Combat


- Endurance, Speed and Bomb Load - very important to bomber.


- Damaged medium / heavy bombers suffer losses more often on landing than in A2A combat.


- Manuevarable Bombers can avoid better part of Flak / CAP - allows them to fly unescorted without big losses. 



- Bombers without armor, low Durability, low Speed and moderate firepower, if unescorted suffer higher losses.



- Bomb load is important, because it means more bomb damage and



- Damage to Ground targets depends on ordnance type, hardness of target, Morale / skill of pilots & defenders. 

- Individual LCUs can't be targeted - Units on Ground Attack generally target LCU with highest known Assault 


    Value (Intelligence based on LCU's Detection Level + random factor determine this) in a hex.


- Bombers on Port Attack mostly substitute Torpedoes for bombs, only smaller number carry Torpedoes.
- Ohka Bombs & Kamikazes


- G4M2e Betty Bombers carry jet-powered Ohka kamikaze attack aircraft. 


- They never suffer Flak when on Naval Attack (they launch Ohkas beyond range of TFs Flak), but can suffer 



    CAP attacks.



- Kamikazes activate if Allies own a Base within 15 hexes (traced by sea) of either Tokyo, Takao, or Saigon.


- Kamikazes can be activated only after 1.1.1944.


- Only 1 Air Unit / Day can be activated as Kamikaze.



- Any aircraft type other than Transport can become Kamikaze.



- Kamikaze Unit can't re-convert to regular Unit.



- Once converted to Kamikaze, Unit may only conduct Kamikaze and Training Missions.


- Kamikaze Mission is variant of Naval Attack, attacking enemy TFs for potential high damage & casualties.
Ground Units (LCUs)

 [image: image1.emf]Headquarters 

- Consisting of Support Units - adding to Support of LCUs in same hex.

- Units benefit from being within HQs command range.

- LCUs benefit when being in range of HQs with Preparation Points accumulated for Target hex.

- Types of HQs:
1) Command
- Give bonus to ground combat Units.






- If LCUs not in range of Corps HQs, Command HQ give a same bonus when in range:











- up to 10 % bonus to Assault Value when attacking / defending.







- If LCUs within range of Corps HQ + within 2 * range of Command HQ:











- up to 90%  to Assault Value when attacking.







- Bonuses are impacted by Leadership Rating of Commander in command of HQ.







- Important for Air Replacements / Upgrades.







- If in Base, that Base tries to stockpile extra 25,000 Supplies.






- Bonuses decrease with each hex of distance from HQ.



2) Corps
- Give bonus to ground combat Units within range:






- up to 10 % bonus to Assault Value when attacking / defending.



3) Amphibious - When aboard AGC Ship in amph. invasion hex - LCUs suffer less Disruption & losses.



4) Naval - Speed up ships' repair by giving bonus to increasing Port size by:







- number of HQs Support Squads / 50.



5) Air - Allows more planes to fly
- Units on Strike Missions (other than by Level Bombers), outside range:









- number of planes flying reduced by 10%.



- Level Bombers on Offensive Missions, outside range:






 - number of planes flying reduced by 25%.
[image: image2.emf][image: image3.emf]Combat Infantry, Parachute Infantry, Cavalry
- Consisting of multiple Devices - Infantry Squads, Guns, Mortars, Engineer Squads, Support troops etc...
- Units’ Info Screen displays - total combat infantrymen, no. of vehicles, guns, second-line troops (cooks, armorers, etc.).
[image: image4.emf] Engineers
- 1 Engineering Vehicle is counted as 5 Engineering Squads for repair & Base building purposes.
- Combat Engineers
- IJA/IJN Engineer Squad, USMC Engineer Squad, etc...




- Destroys enemy forts during combat.



- Can construct & repair Base facilities.

- Construction Units
- Construct & repair Base facilities.
- Base Forces / Aviation Units
- Engineer squads within Units can construct & repair Base facilities.





- Contain Aviation Support squads to service / maintain aircraft.
[image: image5.emf] Air Defense Units
- Protect Bases / ground Units from air attacks.
- Weak in ground assault.
[image: image6.emf] Artillery / Anti-Tank Guns
- Consists of Guns & Direct Support troops.
- Can only make Bombardment attacks, no Deliberate / Shock attacks.

[image: image7.emf] Armor
- Tanks & other combat Vehicles.

- Faster movement than INF, but can't move through Woods/Jungles, Mountains.

[image: image8.emf] Coast Defense Units
- Units consisting of various Guns that fire on passing ships & invasion fleets.
- CD Units fire at Transport TFs during Load/Unload Phases, and Bombardment TFs during Naval Bombardment Phases.
- Every time enemy TF enters Base hex with CD Units, they may fire at TF.
- CD Units named “Forts“, or with large Guns marked with “*“ are static - cannot move.
LCU Support
- Support value - amount of support available for LCU.



- Support Required value - amount of support needed to fully support men / equipment in Unit.


- All LCUs share Support squads within themsleves if in friendly Base - INF, ART, ARM, etc. Units can draw 



   Support from HQ / Base Force Units.



- One Support squad needed for every non-Support / Aviation Support squad.
Fatigue
- Units gain Fatigue every turn, more Fatigue is suffered by marching / combat.


- Each turn, Units attempt to reduce Fatigue - amount depends on following items:



1)
- Amount of Support available in hex versus required support - Units with Support available that equals or 




    exceeds required will reduce greatest amount of Fatigue.




- Less the Support available, less Fatigue is reduced.



2)
- Units in Temperate or non-winter Cold zone hexes reduce most of Fatigue.



3)
- Units in Bases reduce more Fatigue - larger the Base (Airfield + Port size), more is reduced.



4)
- Supplies in Unit - if Unit has Supplies equal or more than required, it reduces more Fatigue. 




- Less the Supplies in Unit below required, less Fatigue is reduced.


- When Unit’s Fatigue gets high, elements of Unit become disabled.


- When number of Unit's disabled elements > non-disabled, elements become destroyeded.


- When on Transport Ship at sea, and LCU's Fatigue < 50, it gains 1 extra Fatigue / turn.


- LCUs with Fatigue > 90 and Morale < 10 can't enter enemy occupied hex.
Disruption
- Represents degradation of LCUs combat capabilities caused by combat or poor command control.



- May occur every turn, depending on state of LCU:

 



- Any kind of attack against LCU inflict Disruption.

 



- Moving across River hexside into enemy occupied hex inflict Disruption.

 



- Units remove Disruption every turn - generally remove even high levels of Disruption within few 




    days (recovering Fatigue, however, takes far longer).

 



- Attack at 0 to 1 odds causes large amount of Disruption to Attacker.
Disabled LCU Elements
- Successful fire results in Target Unit gaining Disruption, weapons being disabled or destroyed.




- Shown as number in parenthesis in front of each Unit element.



- Disabled elements won’t fight until repaired / healed & brought back to operational status.


- Disabled elements have 1/2 their troop number counted in Infantry / Second line troop totals.





    (Example: Unit with 100 disabled infantry squads of 12 men each, list as having 600 Infantry 





     instead 1200 - but those 600 Inf is completely useless, as they are disabled and won't fight)





- If all ground Units in a contested hex are disabled / cannot retreat, they will be destroyed.




- Disabled elements are healed/repaired with enough Supplies, Support troops, and low Fatigue.
Accept Replacements
- If selected, allows replacement squads to fill losses of Unit (disabled squads are not losses).

- Taking Replacements uses up Supplies.




- Also, if set to No Replacements - Units doesn't upgrade it's elements.
Preparation Points
- Unit plans & prepares for future Target hex, by collecting Preparation Points.



- 1 Prep.Point = 1% bonus to Assault Value of attacking / defending Units.




    (Example: 40 Prep.Points = +40% to Assault Value, 100 Prep.Points = +100% to Assault Value).


- Points reset to 0 if new objective is set.



- Points increase by 1 or 2 per turn, up to max 100.




- If HQ has Prep. Points accumulated towards objective, nearby LCUs benefit from combat bonuses.




- High Point value is critical in reducing losses when amphibiously invading enemy controlled hex.




- Once Unit reaches 100 Points, it can increase experience, up to each country's max exp level:





- Chinese, Philippines - 45,





- IJ Navy, US Navy, Dutch, Canada - 50,





- IJ Army, New Zealand, British, French, Indian, Commonwealth - 55.






- US Army, Soviet - 60,





- US Marines, Australian - 65.
Rebuilding / Dividing LCUs
- Corps / Divisions can be divided in 3 Sub-Units,




- Brigade can be divided in 2 Sub-Units.




- Rebuild Unit option only available if all Sub-Units in same hex and having same equipment.

Pursue Enemy
- If toggled On while attacking, and all defending Units are forced to retreat, attacking Unit moves toward 



    a hex enemy retreated to, automatically moving 15 miles (or 30 miles if it's ARM Unit).
Forts outside Bases
- LCUs outside Base/beach, and not moving,  automatically attempt to build Forts.

- Engineers in hex help to build these Forts. 

- Forts can be built by Units without Engineers, but work will progress very slowly.

Ground Combat
- Resolved once a day, during Ground Combat Sub-Phase.
- When both sides have attack orders, Japanese attack is resolved 1st, than Allied attack 2nd.

- Weapons fire only if successfully acquired a Target, affected by:
- Target’s Detection Level,



- firing Unit’s fortification level and expirience,


 

- maximum range of both firing & target Unit. 
- During combat, values listed by Unit’s symbol are its true Assault Values (Infantry), or number of tubes engaging (Artillery).
- Effectivness of fire combat is determined by:
- Weapon values.







- soft targets - weapon’s anti-soft value,






- hard targets - comparing weapon’s penetration to Target’s armor.


 

- Unit leader values.

 


- Unit Disruption.



 
- Unit Fatigue.

 


- Unit Supply level.


 

- Type of attack (Bombardment / Deliberate / Shock).
- Firepower, losses, odds of attack are impacted by:
- Units' Fatigue, Disruption, Expirience, Morale.




- Terrain type.




- Unit Commanders' Leadership.

- Defensive / offensive fire is reduced when low on Supplies (LCU has less Supplies than required).

- LCU's with 0 Supplies, have about 1/4 (25%) of normal Assault Value.
- Rivers cause increased Disruption to Units crossing them into enemy occupied hex, and causes attacker to make Shock 

    Attack if Assault Value of his Units already in a hex < Assault Value of defenders' Units.

Sequence:
1. Defenders fire at Attacker.



- Defenders bombard attacking Units.




- Attacking Units ordered to Bombard are fired at by defenders' Artillery type elements only.

- Support type squads (Support, Aviation Support, Engineers) only fire if being attacked in close combat.



2. Attacker fires at Defender.




- Attacker bombards defending Units.




- Attackers' Combat Engineers attempt to reduce Defender's Forts by 1 per day.


3. Assault Values for surviving forces is determined, and minimum odds for successful assault are calculated.


4. Attackers' Combat Engineers attempt to reduce Defender’s Forts.




- If Deliberate Attacking, 1 Fort is reduced if odds >= 1 to 1.




- if Shock Attacking / Bombarding, 1 Fort is reduced for every odds at / above 1 to 1.





(Example: 4 to 1 odds reduce 4 Forts)


5. Assault is resolved - Base holds or is captured.



- If odds >= 2 + Fort level, Base is captured (Example: Base with Fort level 5 requires 7 to 1 odds to fall)




- After Base capture / Unit's retreat, all Forts are destroyed (set to 0), static guns are destroyed.




- If Defenders suffer extremely high casualties or high odds are achieved, they retreat to adjacent hex.
Defending
- More thick / impassible the terrain, more it favors defenders.


- Assault Value of defenders is multiplied by following factors:
- Urban - x4,




- Mountain / Swamp - x3,




- Jungle / Forest - x2.


- Forts can multiply Defender's Assault Value by up to x3, enhance Defender's fire & makes them harder to hit.



- Defending Support type squads have Assault Value 1/10 for odds calculations.

Attacking
- When ordered Deliberate / Shock Attack, Units without combat infantry squads will Bombard enemy instead. 


- Any attack orders remain in effect from day to day, unless 0 to 1 odds achieved - attack orders are cancelled.



- Types of attack:
- Bombardment
- Bombardment Attacks suffer from enemy counter-Bombardment.





- Causes only minor damage and Disruption to Ground Units.




- Only weapons with 3+ Range & 5+ Anti-Soft rating may fire.




- In counter-Bombarding, only CD / DP guns with 15,000+ yards may fire.




- Longer the range of weapon, greater the chance of firing.





- To fire, Unit must have 1+ suitable weapon available and must be INF, 




   ARM, ART or CD Unit.



- Deliberate
- Standard type attack - to attack, Unit must have Assault Value >= 1.



- Shock
- Going all out, risking higher casualties for a chance to overwhelm enemy position.




- To attack, Unit must have Assault Value >= 1.





- Defensive fire is doubled against Shock Attacks.





- Attacking Units' fire is doubled for odds calculations.
Retreating / Surrender
- Hex retreated to must be able to trace valid Supply Path to friendly Base, can't be occupied by 



    enemy Units.

- Retreating Units lose all of their Supplies.



- If Unit is forced to retreat but cannot (no valid hex to retreat to), with odds high enough vs. 



    amount of troops remaining, or on Atoll, it goes into Elimination Routine.



- Elimination Routine

- If Defender is Allied, Unit surrenders.





- If Defender is Japanese, each Unit makes roll - if Assault Value < d10, Unit 





    is destroyed; all non-destroyed Units have Forts set to 0, suffers fire by all





    attacking Units - any survivors then execute Banzai Charge.

Logistics

- Supply comes in 2 categories:


1. Supplies - used to feed, clothe, arm, repair, and build land, sea, and air Units.


2. Fuel - used for naval Units' movement only.
- Each Unit (Air, Ground, Naval) has min requirement of Supplies - constantly calculated & updated automatically.
- Inactive LCUs (not in Base expansion, combat, rebuilding, accepting replacements, etc.) consume approximately Unit's 

    required Supplies / 25 per day.
- Supply requirements are estimate of future Supply needs, based on recent Supply usage - Supply requirements increase if: 


- Aircraft at Base fly lot of Missions or receive lot of replacements,

- LCUs in and around Base are engaging in combat,


- Ships are replenishing ammo from Base.

- As combat activity declines, Supply needs also decline, although Units always require basic minimum level of Supplies.

- Undersupplied Units don’t perform at their maximum efficiency.

- Ships out of Fuel move only 1 hex every 12 hours.
- LCUs with no Supplies operate at about 25% of their peak efficiency (their Assault Value is 1/4 of normal AV).
- Support troops are required for Base to operate efficiently:


- Engineers - for creating, expanding, or repairing Bases.

- Aviation Support - for repairing damaged aircraft.


- Support troops - LCUs at Base will not recover from Fatigue / disablement due to combat / Malaria / Winter.
Spoilage
- Fuel / Supplies in a Base are spoiled (wasted), if Base's size (Port + Airfield size) < 10.


- Base's Size:
0
- Max Fuel - 1.000,  Max Supplies - 5.000.



1
- Max Fuel - 2.000,  Max Supplies - 8.000.



2
- Max Fuel - 5.000,  Max Supplies - 17.000.



3
- Max Fuel - 10.000,  Max Supplies - 32.000.



4
- Max Fuel - 17.000,  Max Supplies - 53.000.



5
- Max Fuel - 26.000,  Max Supplies - 80.000.



6
- Max Fuel - 37.000,  Max Supplies - 113.000.



7
- Max Fuel - 50.000,  Max Supplies - 152.000.



8
- Max Fuel - 65.000,  Max Supplies - 197.000.



 
9
- Max Fuel - 82.000,  Max Supplies - 248.000.




  10
- No Spoilage.

Supply Operations
- Twice a day, during Supply Needs Calculation & Overland Supply Movement Phases:

1. Supply needs of all Units & Bases on map are calculated. 


2. Units / Bases that need Supplies, and ones that have Supply in abundance are determined.



3. Supplies automatically transport overland to needy Units / Bases, if there's clear Supply Path on ground. 
- Many Supply operations occur during daily Supply Operations Phase.

- Supply Operations Sequence:



1. Expend required Supplies to maintain LCUs and air Units.



2. Repair aircraft, determine effect of available Aviation Support on readiness of air Units, add pilots to Units 


     that need them.



3. Adjust Pilot Morale.



4. Adjust LCU Fatigue.



5. Units not at Bases construct Forts.



6. Add replacement aircraft to air Units.



7. Create LCU replacement Sub-Units.



8. Perform aircraft Unit Upgrades.



9. Perform LCU weapon Upgrades.
Supply Overland Transfer
- Supplies can be distributed between Bases by - Air Transport, Transport TFs, Sub Transport, and overland.
- Base can transfer Supplies, Oil, and Resources to adjacent Base regardless of terrain between them - allows inland sea 
    movement of Resources and Oil.
- For Supplies to move overland, path between points of transfer must be =< 100, using these values:
 
- 2 - for each Rail / Highway hex,
 
- 5 - for each Road hex,
 
- 25 - for each Trail hex,
 
- 50 - for each Cross-Country hex.
- Lower the path value, more often Supplies will be moved, and less Supplies are expended during transfer.

(Example: path from Lae, 54,87 to 54,89 hex consists of 1 Trail + 1 Cross-Country hex. Supply Path value is 25 + 50 = 75, 

                which is very high. It allows some Supply transfer, but not every day, and many would be lost during transfer.)

Leader Values
- Leader's Abilities are changed during the war, depending on success / failure.

- Older, more experienced commanders enhance performance more than younger, less experienced commanders.
- Rank is not relevant to command options, can be ignored for purposes of assigning Leaders.

- There's 50% chance that TF Commander is killed when flagship sinks.

- Cost to replace a Leader: his Political Value + 10 - Political Value of new Leader.

- Chang Kai-Shek and Mao Tse-Tung are only leaders in game that cannot be replaced.
- TF Commanders can be changed in Ports only.

- When Creating new TF, if Auto Commander Option:


- Off
- Captain of flagship assumes Command,




- When creating new TF from existing TF, Commander is always Captain of a flagship.



- Cost to change current Commander, in PPs: 0 + 10 - Political Value of new Commander,


- On
- Commander selected by computer, from Leader Pool,




- Cost to change current Commander, in PPs: his Political Value + 10 - Political Value of new Commander. 

Leader's Ratings:
(Skill = Leadership, Morale = Inspiration)
- SKILL - Roll by Unit Leader effects Unit's experience gain.

- MORALE
- Effects number of strike & patrol aircraft that fly,



- Effects LCU Fatigue reduction,



- Effects LCU Morale reduction due to Fatigue,



- Effects LCU element disabled due to Fatigue,



- Effects disabled LCU element destroyed due to Fatigue,



- Effects Air Unit Morale recovery,



- Roll by HQ Leader effects attacking & defending LCU assault value,



- Roll by LCU Leader effects attacking & defending LCU assault value, 
- SURFACE
- Roll by ASW ship Commander effects sub search (ASW TFs only),


- Roll by Sub Captain effects Sub contact chance & Sub's chance to survive ASW attack,


- Roll by TF Commander effects chance of "crossing the T" & attaining surprise in surface combat,


- Roll by ship Captain effects ship's chance of locating a target during surface combat.

- AIR
- Roll by Group Leader effects number of strike aircraft that fly,


- Roll by Air HQ Leader effects number of strike & patrol aircraft that fly,

- LAND
- Roll by HQ Leader effects attacking & defending LCU assault value,


- Roll by LCU Leader effects attacking & defending LCU assault value, firing accuracy and expirience gain,


- Rating of Amphibious HQ Leader effects chance of amphibious unload success.

- ADMINISTRATION
- Roll by HQ Leader effects ability to use support to reduce Disruption and Fatigue,


- Roll by Unit Leader effects ability to use Supply to reduce Disruption and Fatigue.

- AGGRESSION
- Roll by TF Commander effects chance of Bombard TF to change mission to Surface Combat,



- Roll by TF Commander effects chance TFs will converge more rapidly in Surface Combat,



- Aggression rating of Sub Captain effects chance of contacting enemy TFs.
Spotting Units

If “Fog of War” On
- Every LCU, TF, and minefield must be spotted before it is visible on map.


- Messages announcing enemy ships sunk may not appear, depending on Detection Level.


- Messages regarding enemy ships sinking only come up at probability of (DL * 10) %.

- Intel screen won't list sunk enemy ships for up to 60 days, nor points for damaged enemy ships.

Spotting is performed in several ways:

 
- Aerial Recon Missions take photos of Bases / LCUs, giving you intelligence on what's there.

 
- Bombing Missions take photos of their Targets for bomb damage assessment, though results aren’t so good.

 
- Naval spotter planes perform Naval Searches that spot enemy ships.



- TFs are less likely to be spotted when Naval Search aircraft fly > 300 miles from their Base.

 
- Coastwatchers - civilians / soldiers that reported on enemy naval movements.




- Noted during special Coast Watcher Spotting Phase.

 
- LCUs spot enemy LCUs in their hex and all adjacent hexes.




- Unit marching into enemy occupied hex have it's DL raised so enemy can automatically spot it.
Detection Levels (DLs)
- Every Unit, Base, TF or other object has Detection Level (DL) and Maximum Detection Level (MDL), ranging 0 - 10. 

- DL
- very recent intelligence about enemy - impacts combat results.

- Greater the DL,  easier it is to inflict damage on enemy in combat.


- Often even when DL=0, friendly forces take action due to MDL>0.


- DL of every Unit changes constantly during Resolution Phase, based on Unit’s activities and enemy actions.


- Production items have DL of a Base they are in.

- Initially, all Factory information displayed is 100% correct - it's updated only when DL of Base increases ---> even 

   though Base could have expanded / converted some factories, until Recon flies over Base, it shows previous info.
- MDL
- general awareness of enemy, based on both recent & less current information - determines which Units are on map.


- Enemy Bases always shown on map, even if Base has MDL=0.

- Several Minefields can exist in same hex, but only 1 Minefield symbol is displayed per hex.


- MDL = 0
- Unit hasn't been spotted, isn't shown on map.


- MDL > 0
- Unit is spotted, shown on map and enemy is alerted of it's presence.

- MDL = 1
- Only location and Unit type information are displayed.

- MDL > 1
- If LCU - estimated number of troops, guns and vehicles can be given.




- If Base - Port / Airfield damage, number of Fighters, Bombers, and Auxiliary planes can be given.




- If TF - list of ship classes of identified ships, and estimated total number of ships in TF can be given.



- If Minefield - it will be displayed on map - no additional information ever given about enemy minefields.

- Greater the MDL, greater the chance that detailed Unit information will be given.


- Greater the MDL, more will be known about Unit, and displayed on screen.


- If MDL stays high, there are less errors in information displayed about enemy Units. 


- Even though enemy TFs disappear at night, expectations of enemy movements based on following enemy closely 

    previous day, can lead to friendly forces anticipating enemy’s next move.
Changes to DL
DL of Naval TF
- At beginning of each Day & Night Resolution Phase, all TF have DL = 0.
- Add 1 to DL
- TF has Carriers launching air strike Missions (+1 DL for every air Unit that attacks/escorts).

- Add 1 to DL
- Japanese TF moves into Coastal hex with y coordinate > 30, and sighted by Coastwatchers (at night 50% 



    chance of sighting, during day 75% chance - also, if not sighted 1st time during day, have 2nd chance).


- Happens for each Japanese TF in Coastal hex, at beginning of each Resolution Phase.

- Add 1 to DL - TF is Sub TF and is attacked by enemy ship.

- Add 1 to DL - TF spotted by enemy Sub.

- Add 1 to DL - TF attacked by enemy Sub.

- Add 1 to DL
- TF spotted by Search aircraft (+1 DL for every plane, only 1st spotting notified for each Phase).

- Add 2 to DL
- TF attacked by Search aircraft.

- Add 2 to DL
- TF is Air Combat TF & it reacts to enemy TF.

- Add 1, 2 or 4 to DL - TF is spotted by Recon flight.
DL of  Base
- Add 1, 2 or 4 to DL - Base spotted by Recon flight.

- Subtract 1 from DL - End of each Day & Night Resolution Phase (once every 12h).
DL of Ground Unit
- Add 1 to DL - Unit involved in ground combat (attack or defense).

- Add 1 to DL - Unit fires AA weapon in defense of Base or LCU.

- Add 1 to DL - Whenever Unit is in hex with enemy LCU.

- If DL=0, set DL to 1 - Whenever Unit is hex adjacent to enemy LCU.
- Add 1 or 2 to DL - Unit fires CD or DP gun at enemy ships (random +1 / +2 to DL).
- Add 1, 2 or 4 to DL - Unit is spotted by Recon flight.

- Halve DL - Unit marches into new hex.

- Set DL to 0 - Unit is Air Transported.

- Subtract 1 from DL - End of each Day & Night Resolution Phase (once every 12h).
DL of Minefield
- Add 1 to DL - Ship hits mine in Minefield.

- Add 1 to DL - Minesweeper clears a path in Minefield.

- Add 1 or more to DL - Minesweeper widens a path in Minefield.

- Add 10 to DL - Enemy Minefield in hex with enemy Base, when Base is captured by friendly forces.
Recon Flights

- Whenever plane on Recon Mission reaches its Target, or air Unit bombs his Target, every enemy LCU, TF, or Base (not 
    minefield) in hex has a chance of adding 1, 2 or 4 to it's DL.
- Each enemy Unit is checked separately to see if pilot has successfully spotted Unit.
 

- If Recon type plane is on Recon Mission, percentage of adding 4 to Units' DL = Experience of pilot.
 

- If non-Recon type plane is on Recon Mission, percentage of adding 2 to Units' DL = Experience of pilot / 2. 

 

- If air Unit bombs enemy Target, percentage of adding 1 to Units' DL = Experience of 1 random pilot / 2.
Changes to MDL
- MDL go up with DL value, but decline at slower rate than DL.
- Whenever any enemy DL increases, if MDL of enemy < new DL, MDL set to new DL.

- Whenever event causes reduction to DL (including ships with DL=0) & new DL=0, MDL is reduced by 1 - this way MDL has 
    positive value long after DL became 0.
- MDL for Subs are halved (rounded down) every 12h.

Political Points

- Based on Scenario chosen, each side begins with initial pool of Political Points and accumulate additional Points each day. 
- PPs can be spent for:
- Change a HQ that LCU, air Unit, or Base reports to,



- Replace a Leader of LCU, air Unit, or TF with another Leader from Leader pool,



- Refusing British ship withdrawal.
- Larger the size of Unit, more Political Points is required to change HQ:



- Change Base's HQ
- 300 Points.




- Bases under non-restricted commands can change for 10% of normal cost.




- To change Base's command HQ, LCU from a new command must be present at Base.


- Change air Unit's HQ - 4 * number of planes in Unit.

 

- Change LCU's HQ - number of weapon systems / 2 + Assault Value + artillery / 10.
Weather Effects

- Map is divided in 3 Weather Zones:

 
a) Malaria Zones 
- Most areas of Burma, Malaya, Dutch Indies, French Indo-China, Siam, Northern Australia, New 



    Guinea, New Britain, and Solomon Islands.



- Units take extra Fatigue in Malaria Zone hexes - being in friendly Base minimize that impact.




- Bases with combined Port + Airfield size >= 8 cancels disabling of LCUs elements.
 
b) Cold Zones
- Korea, Manchuria, Alaska, Siberia, Aleutian Islands and Southern New Zealand.

- Negative effects only function 4 months of a year (winter), depending on area:





- in North, they function November - February,




- in South, they function May - August.


- Units take extra Fatigue in Cold Zone hexes - being in friendly Base minimize that impact.



- Bases with combined Port + Airfield size >= 8 cancel any ill Cold Zones effects.
 
- Ships moving in Cold Zones suffer operational Sys damage at 2 * normal rate.

 
- All Base construction in Cold Zones takes 2 * longer.
 
- Air Units fly with 25% less aircraft on Strike Missions.

 
- LCUs unloading at enemy occupied Base / Beach / non-Base hex suffer 3 * normal losses.

 
c) Temperate Zones
- All other areas and certain major Bases within Malaria Zones.




- No adverse effects to Units.

- If Advanced Weather Effects is Off, weather forecasts is always Partly Cloudy (except for turn 1, which is always Clear).
- Map is divided in 9 Weather Quadrants (seen on Weather Map) - each generate different weather forecast for all it's hexes:

- Each Base is checked each Air Phase for its weather independent of all other Bases.

- Each day, weather forecast is generated for each hex on map based on forecast in hex’s Quadrant - this forecast 

    impacts checks at each Base, each Phase, to see if weather at Base is bad enough to cancel air Missions.

- Forecast levels, best weather to worst: Clear, Partly Cloudy, Overcast, Rain (Snow in Cold Zones, during winter), and 

    Thunderstorms (Blizzard in Cold Zones, during winter).


- Forecast in each Quadrant, from day to day, generally change slowly (moving only up or down 1 level), however, 


    sometimes it changes dramatically from one day to next.


- Weather at each Base / air Unit's Target is determined each Air Phase - not linked to prior weather at that location.
Effect of weather on Air Missions
- Worse the weather, greater the likelihood of air Strike flight missing Target, or even abort




    it's Strike Mission prior to take-off.




- If cancelled, aircraft won't fly another Mission during that Air Strike Phase.
Production System

- There are 3 types of raw materials that system uses to produce anything:



1) Resources
- Essentially, all raw materials except Oil.




- Produced by Resource Centers in Bases.



- Each day, 1 Resource Center produces 1.25 Resources + 1 Supply.


2) Oil
- Raw material, refined into Fuel for ships to use.




- Produced at Oil Centers in Bases.



- Each day, 1 Oil Center produces 6 Oil + 1 Fuel.



3) Manpower
- Represents city's population that can be drafted into armed forces.



- Produced at Manpower Centers in Bases.




- For Manpower Centers to work, there must be Manpower Centers * 10 Resources in Base.




- Each day, 1 Manpower Center:
- produces 5 Manpower,







- consumes 10 Resources.



- Resource / Oil Centers won't produce Resources, Oil, Fuel or Supplies if enemy LCU is in their hex.


- Oil Centers won't produce Fuel (only Oil) if no size 1+ Port in Base.


- All Raw Material Centers won't produce anything if in Dot / Beach hex - it must be expanded to a Base.
Allied Production

- Allies are not allowed to convert or expand any production factories.

- When Production System is On, Allies are allowed some production of aircraft, Supplies and Fuel, along with Repair 
    Shipyards, but since most production was off map, most material arrives through Build Rate / Replacement System (fills 

    replacement pools on regular basis from off-map areas) & daily automatic arrival of Supplies / Fuel in key rear area Bases.

- If certain equipment's pool is > 6 * Replacement or Build Rate, rate is reduced to 0 until pool drops below this value.
- A-Bombs are built (if scenario is set to produce them) starting in July 1945. at Build Rate 1 / month.

Japanese Production
- If Halted, item won't function until Restarted - it won't expend anything, and won't produce anything.
- Stockpiled Raw materials are processed into weapons of war within Industrial Centers:
- Heavy Industry
- Large-scale production facilities, produce Heavy Industry (HI) Points.



- For factories to work, there must be HI factories * 1 Resources, and HI factories * 2 Oil in Base.



- Each day, 1 HI factory:
- produces 1 Supply + 1 Fuel + 1 HI, 




- consumes 1 Resource + 1 Oil.




- HI factories won't produce Fuel if no size 1+ Port in Base.

- Aircraft Factories
- Factories that produce fighters, bombers, and other planes used in war.



- If game date is equal or greater than Date of Availability of aircraft that's produced, factory produces 




    aircraft and places them in Aircraft Replacement Pool, if not - factory is researching aircraft.

- Number of factories in Base - monthly (not daily!) production rate.

- For factories to work, there must be number of engines mounted on a plane * 18 HI + enough 


    engines in pool per every plane built.

- Each month, AC factories: - produce number of factories + random(1-30), rounded down,


- consume engines needed + 18 HI per engine, per every plane built.

- If Factory is assigned to produce aircraft not yet available - it's considered Researching that aircraft.



- Research speed: for every 100 planes built, there's a chance for availability date to 



    be moved up by 1 month.


- Chance to move up availability - bigger, if game date is closer to original availability date.
- Engine Factories
- Factories that produce engines needed for Aircraft Factories to assemble planes.




- For factories to work, each day there must be number of engine factories in Base * 1 HI in pool.



- Each month, Engine Factories:
- produce number of factories + random(1-30), rounded down,




- consume 18 HI per engine built.
- Vehicle / Armament Factories
- Produce various elements (trucks, tanks, infantry squads, engineers) for LCUs




- Each day, 1 Factory:
- produces 1 Vehicle or Armament Point,





- consumes 6 HI Points.




- Vehicle / Armament Points in pool are consumed when vehicle or weapon/squad is 




    needed to fill an LCU, at a rate of: 




    1 Armament / Vehicle Point + 1 Manpower per 1 Load Cost of needed item.


- Example:
Type 95 Tank's Load Cost=10, so 10 Vehicle + 10 Manpower is consumed,


         
SNLF Squad's Load Cost=12, so 12 Armament + 12 Manpower is consumed,



         
70mm Howitzer's Load Cost=8, so 8 Armament + 8 Manpower is consumed.
- Naval / Merchant Shipyards
- Naval shipyards build Warships - CV, CVL, BB, BC, CA, DD etc.




- Merchant Shipyards build merchant & auxiliary ships - CVE, AK, AP, AO, TK, AV, PG etc.




- Each day, 1 Shipyard:
- produce 1 Naval or Merchant Shipyard Point,





- consume 3 HI Points.




- Shipyard points are used to complete new ships at a rate of:





a) Normal Construction - each day, ship's arrival delay is reduced by 1 day:






Shipyard Points consumed = ship's Durability.




b) Accelerated Construction - each day, ship's arrival delay is reduced by 2 days:





Shipyard Points consumed = 3 * ship's Durability.




c) Halted Construction - ship's arrival delay not reduced:






Shipyard Points consumed = 0.

- If Ship's delay > 10 * Ship's Durability, and construction is Normal / Halted, delay is 

    reduced by 1 day, Shipyard Points consumed = 0.

- If 10 * Ship's Durability < delay < 30 * Ship's Durability, and construction is 

    Accelerated, delay is reduced by 2 days, Points consumed = ship's Durability.
- Repair Shipyards
- Each day, 1 Shipyard : 
- produce 1 Repair Point,





- consume nothing.







- Repair Points at Base can be accumulated up to 4 * number of repair shipyards in Base.



- Points are used to speed up repair of ships in Port, including damage from Upgrading.




- If Repair Points in Base's pool >= ship’s Durability, there's a chance repair rate is doubled, and 




    then Repair Points consumed = ship's Durability.



- AD, AGP or AS ships may help 2 ships per turn repair (giving bonus = increasing Port size by 2).




- AR ship may help 4 ships per turn repair (giving bonus = increasing Port size by 1).



- Fleet HQ in Base - giving bonus = increasing Port size by number of HQs Support Squads / 50.

Converting & Repairing Factories
Aircraft Factories
- Factories can be converted to produce / research various aircraft.



- Converting causes reduction in number of factories, and damage to remaining factories.

- Larger the difference between new and old aircraft's Durability, greater the reduction of factories.




- Aircraft factories with assigned aircraft that hasn't yet reached availability date - considered to be




    researching (marked as -rd) - may move up availability date.


- Aircraft factories automatically upgrade to new aircraft models once they become available, for no 

    damage / reduction to factories - happens only after 1.1.1942.
Vehicle / Armament Factories
- Vehicle factories can be coverted to Armament, and vice versa.



- This conversion causes damage to factories being converted.

Shipyards
- Naval Shipyards can be coverted to Merchant Shipyards, and vice versa.



- This conversion causes damage to shipyards being converted.

Engine Factories
- Factories can be converted to produce various aircraft engine types.



- This conversion causes damage to factories being converted.
Expanding Factories
- Number of factories is doubled (max new, added factories = 100) - new factories start damaged.




- Expanding factories cost 1 Manpower + 1 HI + 100 Supply per 1 new factory added.

Repairing Factories
- All new (expanded), converted, or captured factories must be repaired to start producing.

- To repair a Factory, Base must have >= 10.000 Supplies.


- For every Factory repaired, 1.000 Supplies are consumed.


- Factories repair at a rate of 1 factory per day.

Japanese Scrapping of Excess Planes
- When there's 99+ planes of any type in pool, any planes in excess of 10 * (Max. Ready value for all present Units + 
    Reinforcement Units due to arrive) are scrapped.
- Scrapping will always leave at least 99 planes in pool.

- For every engine of scrapped aircraft - 1 Resource is added to Osaka Base.

   (Example: 2 * Ki-45a Units of 24 max ready aircraft exist on map, no new Ki-45a Units as Reinforcements. Any Ki-45a in 
     pool over 480 (2 * 24 * 10) are scrapped. If 600 Ki-45a were in pool, 120 are scrapped, and 240 Resources (Ki-45a is 
     2-engine plane) added to Osaka, with 480 Ki-45a left in pool).

Reinforcements / Replacements

- Ships, Groups and returning LCUs coming onto map arrive at pre-determined Bases.

- Nationality of Unit is determined, and following Bases are checked in order shown:

 

Japan - Tokyo, Osaka.
 

China - Chungking, Chengtu.
 

Britain (including India & Commonwealth) - Karachi, Bombay.
 

Dutch - Tjilitjap, Soerabaja.
 

Philippines - Manila, Cagayan.
 

Australia - Sydney, Melbourne.
 

New Zealand - Auckland, Christchurch.
 

Soviet Union - Rukhlovo, Ondorhaan.
 

United States - San Francisco, Los Angeles, San Diego, Seattle (including France and all others).

- If all nation's arrival locations are enemy controlled, Unit will not arrive until one of that nation's locations is liberated.
Naval Units
- Ships being converted are removed from map, and placed in Ship Reinforcement list, with certain availability date.
Ground Units
- If Production is On
- Japanese LCUs arriving as Reinforcements must be built from elements in Vehicle / Armament pool.


- There must be enough Armament / Vehicle points in pool to build LCU to it's TOE.




- If not enough points, LCU is placed on map at 25% of its TOE, at no cost.
- LCU can receive replacement elements if these conditions are met:



a) Unit has Accept Replacements set to On,



b) Number of particular disabled + ready LCU element is lower than defined in that Unit's TOE.


c) Sufficient Armament / Vehicle + Manpower points to build elements are in pool,


d) Unit is within supply range of a Base with Supplies > 2 * required Supply level,



- Unit is within supply range of a Base if 100 - Supply Path >= 50.




- Supply Path = sum of all hex movement values:
2 for Rail/Highway,





5 for Road,





25 for Trail,





50 for Cross Country.
- Unit should receive at least 1 of each needed element.

- Unit can receive more needed elements, but must pass a series of checks - each Base with enough Supplies and within 

    Supply range can send replacements.

- Sub-Units never receive replacements, unless it's ENG type Unit under computer control - gets replacements for Aviation

    Support, Support, and Engineers (if Sub-Unit has any), up to 90 Aviation Support, 90 Support, and 48 Engineers.
- For Computer Player, Base Force Units can receive Aviation Support replacements - each Airfield with at least 1 BF Unit 
    picks 1 BF to be its primary BF Unit, then builds it's Aviation Support to 30 * Airfield size (up to max 250).
Ground Unit Upgrades
- LCUs can upgrade their equipment if:
- Accept Replacements is set to On,




- There are enough Armament / Vehicle + Manpower points in pool to build them,




- Unit is within supply range of a Base with Supplies = 2 * required Supply level.

- Both disabled & ready elements are replaced with same number of disabled & ready new elements (Example: 6 disabled + 

    4 ready 37mm AT guns - replaced with 6 disabled + 4 ready 47mm AT guns).

- Old equipment is placed in replacement pool, except for Japanese Infantry & Engineer squads (when Production is On), 

    which add Manpower equal to their load cost in pool.

Air Units

- Air Units receive replacements during Supply Operations Phase.
- Units on Airfields check for replacements 2 times in 3 days, while Units on ships check every day.
- Unit is eligible for replacements when it's Total Ready + Repairing + Reserve aircraft (including any Sub-Units) < 
    Unit's Max Ready aircraft level.

- Units with more losses receive priority for replacements. 
- Units on Carriers with Sys + Flt dmg > 50 cannot receive replacements.

- Air Units automatically gain replacements when:



- Enough aircraft are available in replacement pool, 


- Unit has Accept Replacements set to On,


- One of following cases must be true (1st true will take effect):

 


a) Air Unit is in Base with 20.000+ Supplies.



b) Air Unit is in Base whose HQ is in another Base within transfer range of aircraft, and Base where 




      HQ is located has 20.000+ Supplies.



c) Air Unit is on a ship Docked /At Anchor in a Base with 20.000+ Supplies.



d) Air Unit is on a ship Docked /At Anchor in a Base whose HQ is in another Base within transfer 



      range of aircraft, and Base where HQ is located has 20.000+ Supplies.
- If none of these conditions apply, LBA Unit will have replacement Sub-Unit automatically created at a Base 
    containing HQ of Base where Unit is stationed, if all of following apply:


a) Base with HQ must have Supplies = 2 * required Supply level




          + Supplies expended for creating Sub-Unit.
b) Number of planes in pool = 10 + plane build rate / 2.


- Replacement Sub-Units for 1 particular Unit can be created only every 7 days.
- When Unit receives replacements, Supplies are expended at appropriate Base, and Unit receives damaged planes from 
    pool (they may repair before next Orders Phase).

- In scenarios with production On, all new Units (Reinforcements, Disbanded, Withdrawn) must be created from replacement 
    pool when it arrives.
Pilot Replacements
- Units can receive replacement pilots from Pilot Replacement pool when all these conditions are met:



- Unit has Accept Replacements set to On,



- Unit has more Ready aircraft than pilots,



- Unit is assigned a Mission that requires use of all it's pilots (Transfer, LR CAP, Naval Search at 100%, etc.).
- Pilots can be manually added to air Units by Get Pilot button - only if there are more Ready aircraft than pilots.

- Number of trained pilots, their experience level, and monthly replacement rate are listed on Pilot Replacement screen.
- If there aren't enough pilots in pool, poorly trained pilots are provided with expirience = that nation's expirience / 2.
- Air Units that arrive as reinforcements are generally assigned pilots with experience based on their nationality and year of 
    arrival - but some Units have predetermined, usually higher experience.
	Pilot Expirience Levels

	Nationality
	1941
	1942
	1943
	1944
	1945
	1946

	IJA
	65
	60
	55
	50
	45
	40

	IJN
	80
	75
	60
	45
	40
	40

	US Navy
	70
	70
	75
	75
	75
	75

	US Army
	55
	55
	60
	65
	70
	70

	US Marines
	55
	60
	60
	65
	65
	65

	Australia
	55
	60
	60
	65
	65
	65

	New Zealand
	55
	55
	60
	60
	65
	65

	Great Britain
	55
	60
	60
	65
	70
	70

	France
	55
	60
	60
	65
	65
	65

	Dutch
	55
	60
	60
	65
	65
	65

	China
	45
	45
	45
	50
	50
	55

	Soviet Union
	55
	60
	60
	65
	75
	75

	India
	50
	55
	60
	60
	65
	65

	Commonwealth
	50
	55
	60
	60
	65
	65

	Phillippines
	50
	55
	60
	60
	65
	65

	Canada
	55
	60
	60
	65
	70
	70


Victory Points

- At the end of game, VPs are summed up with points for holding Bases, and then compared to determine which side won.

- Points are awarded in following ways:

 
- Aircraft Destroyed: 1 VP per 1 plane.
 
- Allied LCUs (squads, vehicles, or guns):
- Phillipino / Chinese: 1 VP for every 12 items destroyed.



- Soviet: 1 VP for every 6 items destroyed.



- All Other Allied: 1 VP for every 3 items destroyed.
 
- Japanese LCUs (squads, vehicles, or guns):
1 VP for every 6 items destroyed.
 
- Sunk Ships
- Generally, VPs for sinking a ship = durability of ship.
 
- CV, CVL = durability + 3 * A/C capacity.

 
- CVE = durability + 2 * A/C capacity.

 
- CS = durability + A/C capacity.
 
- BB, BC = durability * 1.33.

 
- LST, LCI, PG, ML = durability / 2.

 
- AP, AK, TK, AO, LSD = durability / 2.


- SS = durability / 3.

 
- Scuttled ships = standard VP - 10%.

 
- Barges = 0 VP.

- Damaged Ships
- In some scenarios VP’s are awarded for ships with Sys dmg at the end of game.



- VPs awarded = normal VPs for sinking * [ (system damage / 2) / 100) ]. 



- In scenarios allowing VPs for damaged ships, they cannot be sent offmap for repairs.




- In these scenarios, Intel Screen lists total number of each side's damaged ships and their VPs.


- Control of Base
- Each Base has basic VP level for Allied ownership and Japanese ownership.



- Final VP value for holding a Base is calculated by following formula:





Final VP = Basic VP * [ Port size + (Airfield size * 2) ]
- Basic VPs & Final VPs for each side are displayed when mouse is placed over a Base (Basic VP 

    value is in parenthesis).


- Final VPs are awarded at the end of game only if Base's Supplies >= required Supply level.



- If Supplies are lower than required, rewarded Final VPs are also lower.




- If Supplies in a Base = 0, rewarded VPs = 25% of a Final VP for fully supplied Base.

- Industry damage:
- VPs are awarded for any kind of Industry, including Manpower.





- 2 VPs awarded per damaged point.





- 20 VPs awarded per destroyed point (item destroyed when damaged will yield 18 more VPs).




- Industry can only be destroyed by firestorms / A-bombs, but can be damaged by any type of 




    attack (including firestorms / A-bombs).
- Industry VP scoring is cumulative - if Industry hex is bombed, damaged, repaired, then bombed 
    again, player keeps earning VPs as long as Industry hex keeps repairing itself.





- For Allies, Industry VPs are scored only for bombing mainland Japan.





- For Japanese, Industry VPs are scored only for bombing N. America, Australia or Hawaii.
Victory Levels
- Victory Levels are displayed at the end of game, they are:

 

- Allied Decisive Victory: Allied VP Score is 1.75 times higher than Japanese.
 

- Allied Marginal Victory: Allied VP Score is 1.25 - 1.74 times higher than Japanese.

 

- Draw: Allied or Japanese VP Score is 1 - 1.24 times higher than opponent’s score.
 

- Japanese Marginal Victory: Japanese VP Score is 1.25 - 1.74 times higher than Allied.

 

- Japanese Decisive Victory: Japanese VP Score is 1.75 times higher than Allied.

- If game ends in March 1946 when scenario time expires, Victory Level moves 2 levels in Japanese favor.

- Example:
Scenario 15 ends when time expires in March 1946 with Allies having 1.8 times Japanese points. Normally, this 
                
would be Decisive Allied Victory, but since it's March 1946, it shifts to  Draw)
- If Allies use 3+ Atomic Bombs during game, level of victory moves 1 level in favor of Japanese (in addition to 2 level 
    move if game ends in March 1946).
- Example:
If Allies achieve Decisive Victory having used more than 3 A-bombs, then Allies win with Marginal Victory.



If game ends in March 1946, and 3 or more A-Bombs have been used, best Victory Level the Allied player can 


  hope for is Marginal Victory for the Japanese.
Automatic Victory
- Once 365 days have been played into scenario, but no sooner than 1.1.1943., there's a chance that game ends 
    immediately due to Automatic Victory Condition.
- If any of Automatic Victory Conditions are met, game immediately ends with winning side earning Decisive Victory, unless: 



- A-bomb rule has been triggered, in which case Allies would at best score Marginal Victory,



- Allies score Automatic Victory after August 31, 1945, in which case Allies would at best score Marginal Victory.

- Automatic Victory in
- 1943 - If one player has 4 * more VPs than other player.



- 1944 - If one player has 3 * more VPs than other player.



- 1945 or 1946 - If one player has 2 * more VPs than other player.
