4.1 Japanese Player Turn
Transport Phase (Japanese Player Only)- Oil to Mainland Japan, DD’s to/from Convoy Escort Box

Economic Warfare (Allied Player Only)- Allied Player may use Sub Points to attack Japanese Merchant Pool.  Japanese Player conducts ASW for DD’s in Convoy Box (expending oil), each hit eliminating an Allied Sub Point.  Allied player rolls a die for each surviving Sub Point, each hit reducing Merchant Pool by one.

Reinforcement Phase- New units and scheduled repaired units go to HomeBases.  (Jpn Naval Aviation units may become land based air, or await a damaged CV unit)

Submarine Points are reset to “2”

Transport Points are reset according to current Japanese Merchant Pool

Replacement Markers are placed in friendly Home Bases.

First Deployment Phase- units may Sea Deploy (using Transport Points, from friendly base to friendly base, within 4 hexes, stop upon entering AirZOC.  If starting in AirZOC, may only move 1 hex.  May use this movement multiple times…paying transport each time) or One Hex Deploy (Naval/Air units can only 1 hex between friendly bases)

Operational Phase- naval units can move up to movement allowance.  (Japanese units spend oil at 1x Transport cost up to 4 hexes, and 1.5x Transport cost over 4 hexes)  Land and Air units using Op Movement spend transport points equal to it Transport Rating, to move 4 hexes.   Land units can only invade/amphibious assault within 2 hexes of a friendly base.  (this need not be the base it embarked from)  Assault/Disembark may only be completed if player has Sea Control. 
>>>>Units using Op Move must for Task Forces of not more than 4 naval & 1 land/air unit.  All start together and move together, moving as fast as its slowest unit.

If entering an enemy AirZOC, units may stop or move 1 more hex.  If staring in enemy AirZOC, may only move 1 hex.

Reaction Phase- any opposing naval (only) may move up to ½ its movement allowance (round up), must end in an enemy occupied hex (of any type).  If entering enemy AirZOC, may stop or move 1 more hex.  If starting in enemy AirZOC, may only move 1 more hex…and only if it contains an enemy unit.  Japanese reaction movement cost oil points.  Use of reaction movement requires forming Task Forces.
Air Commitment Phase- phasing air can commit in its own hex or adjacent hex.  Non-phasing air can only commit in its own hex.

Combat Phase- 
1) Sub attack.  Phasing play designates targets, then non-phasing.  1 sub per TF.

2) ASW.  Defending DD’s (if any) attempt to intercept

3) Attack.  Unintercepted subs attack targets

4) Battle Segment.  Phasing player determines order:

Battle Board Prep:  Establish Carrier or Bombardment Task Forces

Air To Air:  player with more surviving Air Points has Superiority or Supremacy
Target Determination: Surviving air points may strike enemy base or Task Forces.

                                    Player with Superiority/Supremacy announces targets last.
Air Strike Phase: Player being attacked conducts AA fire.  Surviving air points


    may attack attack the target Task Force or Land/Air unit OR 



    provide Ground Support in following land combat phase.

Surface Combat: Player without Superiority places his units in Sea Control or 


    Bombardment boxes, followed by the player with Superiority

Players now create combat groups (nonsuperiority player first) Units are paired up, assigning extras after all ships have at least 
one opponent.  Either player may now declare a withdrawl (nonsuperiority player first)  A round of Surface combat is resolved with the exception the withdrawing units can not fire, and non withdrawing units can only fire at units with a lower movement allowance.  Withdrawn units are placed on the turn record for next turn as reinforcements.

FIRE: each unit fires at opponent, attacks occurring simultaneously.  After combat rolls,  every unit makes a Damage Check.  Units return to Sea Control box.  A new round commences if both sides have forces to engage.  (withdraw, surface combat, damage roll)  Play continues until only one side has forces in Sea Control.  If both sides have vacated, no one exercises control.

Opposing units in Bombardment are removed to the turn record chart as reinforcements next turn.  Opposing land units are Out of Supply.

Amphibious Round:  Land units may invade (if within 2 hexes of friendly base).


Air and Land units being transported may disembark into Friendly 




controlled bases (if they have Sea Control)  Units that suffered a 




hit from subs or air can not land.

Replacement Round: Replacement markers land and flip same/adjacent/connected


units to full strength.

Ground Support: Bombardment/Air Support points roll dice… any hits are added 


Combat results in Land Combat phase.

Supply:  Both sides check for Supply status.
Land Combat: Only phasing player can initiate combat with unbracketed land 
units.  Roll dice.  Hits plus,  Hits from Ground/Bombardment support.  Nonphasing player adds # of friendly Air steps on Base.

Apply Damage.

Administrative Step- surviving units return to map.  Units of player controlling base are placed under those that don’t.  Naval units return to map in battle hex.  Air units return to battle hex.  Long Range air returns to their originating hex.  Air units in Bombardment Task Forces may disembark if they have Sea Control is the base is friendly or friendly occupied.  Air units unable to disembark go to next turn on the turn track, as reinforcements.  Land units return to battle hex, those unable to land go to the turn track for next turn.
Return to Base Phase- Naval units that moved during Operational or Reaction are placed in their nation’s Home Base hexes.  Base Control: naval units under an Occupied Base marker are sunk, air units eliminated.

Second Deployment- Same as First Deployment, except: Air/Land units that moved Operationally can not move during Second Deployment.  Units can not use One Hex Deployment

End Phase- remove Replacement markers, phasing player may disband any friendly units and place them no turn track as friendly reinforcements. (air unit counter go into the force pool for reuse)  Victory Points are adjusted.
