Rules Typhon sur le Pacifique

Stacking.

Thetable is misformated for the Allies :

Atoll=1CA

Archipel=2CA

Coastal=3CA

Asian Mainland=5CA

Full Sea=nacthing

The USrow isused for all Allies: US, UK, AUS, NL, NK and Chinese.

Air Combat Support

For simpler and more @mherent rules, you can asaume that all Air Armies for both camps give their bonwsto all
al naval or land combats around Thisbonuwsisindicaed onthe counter for the own area andthe aea aound
All Air Armiesin range give their bonws. The player cadculates aglobal amourt - paositive or negative, ac@rding
tothe side - that isused by both sides, for all attadks and courter-attadksin the aea

Japanese Army Pool

All Japanese Armies and detachments not on the map, unlessthe three Japanese Homeland Garrisons, are placed
in the pod. When the player spend ore PL (Logisticd Point), or if the aurrent Plan asks for agarrison for an
area one or more units are randamly drawn for the pod. The drawn can gven an Army or a Detachment
withou choicefrom the player.

Japanese Actions after the switch

After the switch, the Japanese side doesn’t use the Logisticd Points anymore, no more Ressources Points, no
more Shipping Points (Navires Marchands), but a simplified Actions Points (AP) system. The number of AP
availableis given by the aurrent Plan, plus gored pants from previous turns (if avail able). The number of AP
from the Plan gves also the length of the Japanese Ligne of Communication (LoC). The spending d the AP is
medhanicd and must foll ow the logic below.

First the Japanese fill sthe friendly areas onthe external perimeter that are enpty andin the LoC. He puts the
maximum stadking for the aea from the pod, plus one Air Army and ore fortressif the aeaisabase. Atolls
are aspedfic case where afortressis placal instead of a detachment, but a detacdhments is added for the bases
(Carolines and Palau). Each area osts one AP to fill (norelated to the size of the aeg). Next, he can reinforce
the aeas not fully stadked onthe external perimeter. He puts the maximum land stadking, plus one Air Army for
the base if one is avail able somewhere dse than onthe external perimeter, but no more fortress Again eat area
costs one AP. Next, he can rebuild the reduced Land and Air Armies, two urts in the LoC anywhere on the map
costs one AP. Next, he can fill one aea aljacent to the external perimeter that is nat fully stadked, maximum one
areaper turn for one AP. Finally, during the Japanese Action Phase if some AP are remaining, he can launch an
attadk in a contested areain Asia, for one AP per area dtadked (not per army). Each army attading from the
areg attadks one enemy unit beginning with the weekest. If there ae no constested areain Asia, the Japanese
can launch ore dtadk in an enemy area @ntaining an enemy Air Army, or randamly. If some AP are remaining,
they are stored for later.

Errata

Rule 0.3 and map - what does mean NM in the Reinforcement Chart ?

NM means Navires Marchands (Shipping). If the player is dill Japarese, one shipping pant is added to the
table, if the player is Alli ed, the NM point isignared.

Rule 3.2 - In the chapter 3 concerning reinforcements and rebuil ding, one word is missng shown by [ ].
«...The Japanese player can rebuild reduced armies by spending PL asindicaed in chapter 5, but [Air] armies
destroyed can never return to play. »

Rule 4.1.1 - Therule says that one Chinese Army can enter Burma when the Japanese invadesit. Isit aLand
offensive or isit automatic ? In this case, if the amy is destroyed, isthe event triggered again ?
The moveis automatic at the next Alli ed Action Phase, but only the first time the japarese enters.

Rule 4.1.1 - When the Alli ed is the inadive player, the Chinese amies arerebuilt in friendly area but can move
in contested areas the next Alli ed Action Phase.



Rule 5.2 - The transportation d a Japanese amy or detachment by a Japanese fled doesn’'t cost any PL , the PL
are spent by the adivation d the fled.

Rule 7.1 - When the Japanese is the inadive side, its Replaceanent Naval Points are used orly to rebuilt the first
naval fled andthefirst carrier fleg units.

Rule 7.1 - To change the Japanese Plan, the range with Japan Homeland foll ows the samerule as LoC, ie, Wake
is 3 areas from Japan, not 2.

Rule 7.1.2 - Clarification: To base Japanese fleds for the A Plan, the choiceisrandam but all flegsgoto the
same base.

Rule 7.11 - Are the three Japanese Homeland Garrison Armies avail able & the beginning d the game ?
No, theyare placed in the homeland during the switch.

Rule 9.2 - Can aLand urit crossa mntested areg, | mean, arriving from one side (friendly areg and leaving by
the other side (again friendly areg ?

Yes, in 2turns. Thefirst turn, the unit stopsin the contested area, andthe secondturn, it canleavethe mntested
areatoreach afriendy or contested area adacent.

Rule 9.2 - If aunit isadjacent to aland arealinked by an archipel link and this land areais empty but enemy,
must the unit use afled transportation ?

Yes, because anpty doesn’t mean urcontroll ed.

Rule 10.1 - Theinitia set up indicaes a Japanese fled in an areawithou base (in Indochina), isit an error ?
Yes, itisanerror ; initially there was a base, but it has been forgotten, you can dacethe fled in Formosa if you
want or, excetiondly let it in Inodchina.

Rule 10.1 - Is aurprise gplied before roughterrain or after ? Isthe first losse remove before or after the
douHingfor the surprise ?

Supriseisappied first. You doulbe the losses and dter, ignare thefirst loss

Rule 10.3.3 - Thereisamistakein the naval combat conclusion. The fleds losing a battle ae not automaticdly
desorganized.

Rule 12.4 - Thetable gives a-2 for the Japanese readion for the Z Plan, isit the same for other plans ?
No, the Z Plan represents the reorganization d the Japarese fled after the lossof the initiative

Rule12.4.1 - To count the aeafor areadion, the rangeisthe shortest, even throughfull sea aess.
Rule 15- UK Units can tracesuppy from Pakistan.

Rule 17 - What are the Chinese aeas ?
There are four : Chine duNord, Chine du Sug Chine Centrale andBassn duTarim.

Rule 19 - Sometimes, the Japanese caitulation arrives too fast, you can change the caitulation numnber from 6
to 7if youwant.

Rule 20.1 - There ae 16initial japanese aeas not 12 asindicaed.
Vaila..
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