RULES MODIFICATIONS FOR FLAT TOP BY E-MAIL

By Kirk Hoffman and Pat McCormick, with an assist from various online and offline sources.  Note that some of these have been lifted unchanged from previously posted variants, other parts modified from existing variants, and other parts introduced by us.  We claim no authorship of, or credit for, rules below that have been posted prior to August 26, 2003.

(Note:  Sections modified are noted at the beginning of each change or addition.) 

6.3 Cloud Markers:  Rather than rolling one die and using that to determine both direction and distance, a 1d6 is rolled for direction and a 1d8 for distance from center, thus allowing more variation in cloud placement.

6.4.1  Relocation change:  A cloud which moves into a hex shared by two board sections is relocated in the even numbered turn following its arrival in that hex.

7 – Observation:  (General Rule) Searches (and all other air movement) are considered to take place simultaneously in a given player’s segment. Search paths are E-mailed with conditions (if any) as regards enemy units observed along the path.  For example, search instructions may indicate that the path is not to be deviated from, or that if the AF in question spots ships he is to move close enough to receive a Condition 2 report, then back off to two hexes away if he has MPs left, etc.   However, searches and other air movement may not be changed to react to something found by a DIFFERENT AF in the current turn. (Exception: see second paragraph below.) 

    Search and non-search movement can be combined as long as the instructions are explicit.  For example, an armed strike searching for the enemy can be joined along its path by another (non-searching) armed AF as long as a specific rendezvous hex is listed, and that the movement of the non-searching AF is stated to conform to that of the searcher for the remainder of the move.  Except for such a situation, all non-searching movement is conducted before all search movement.

    A searching AF MAY be directed to join a specific friendly AF that is searching for, and attacking if found, enemy ships.  In this case the second AF must find both the enemy TF and the friendly AF by search die rolls.  The TF and AF must be in the same hex for this search objective to be allowable.  If the second AF only finds one of the two, it may not join up.  In essence, it is allowed to react to the findings of another AF in the same turn ONLY if that AF is seen attacking a TF.  This is primarily useful for AF’s that are approaching from separate directions and cannot “join up” en route as in the previous paragraph.  (Thus there is a chance that they may miss connections.)  This is the only way a searcher may react to the results of another searcher in the same turn, and the orders must be written to specifically attempt this join-up.  (Of course, an AF that was simply ordered to find ships, that finds a TF, and discovers upon entering the hex that more of his aircraft are attacking the same TF, is not prohibited from joining the attack.)            

7.3 – Searching during the plane movement phase is not subject to the search die roll.  Rather, the player searching indicates which hexes his searching air formation will move into, and the opposing player rolls on the following chart if the search plane comes into range of any units.  Roll once for each hex containing enemy units for each hex the searcher is in sighting range.  Within each hex, roll once per sighting attempt for each potential target. Searchers may also expend additional MP in a given hex for additional rolls.  Each additional MP gives the searcher one additional attempt per potential sighting (i.e. per AF or TF in the hex.)

     Example:  A Catalina at high altitude approaches within two hexes of a Japanese TF containing seven ships, and a Japanese AF in the same hex containing 3 factors low.  There are no clouds in either hex or between them.  The Japanese player rolls a “4” for the TF.  Since the TF can be spotted with a roll of 2-6, the Japanese player gives the US player a Condition One report on the TF.  Next the Japanese player rolls for the AF, and rolls a 7.  This modifies to a 9 because the searching AF is at a different altitude (+1) and the hex contains only 3 air factors (+1.)  The attempt fails and no report is given on the aircraft.  The Catalina moves one hex closer.  Now the Japanese player rolls for the AF again; this time it is a 4.  It modifies to a 6, which is within the range for discovery, so he gives the US player Condition Two reports on the newly-found aircraft and the previously-found ships. 
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Dice Roll    +2 if AF/TF contains 1 or 2 air factors or ships

Modifiers:   +1 if AF/TF contains 3 to 5 air factors or ships

             +1 *if clouds exist in both the searchers and targets hex

             +1 if searcher and target are air formations at different altitudes

             +1 if target is a TF and the searcher is a low AF two hexes away

Modifiers are cumulative.  If a searcher is in a cloud hex and his potential target TF is in an adjacent cloud hex and contains 2 ships, the modifier is +3.  However, a “natural” roll of 2 is always successful regardless of modifiers. 

7.5 – A TF may always observe enemy TF’s within one hex of its location (exception, see 11.7 in the standard rules.)  But TF’s may not observe enemy ships or low-altitude aircraft at two hexes away, only high-altitude aircraft.                

7.9.5 – Variable coastwatchers:  In a given scenario, coastwatchers are only present on islands that they actually occupied at the time.  By scenario, coastwatchers are present as listed below:

     CORAL SEA-

           Allied only:  Espiritu Santo, Ndeni, San Cristobal, Malaita, 

                         Guadalcanal, New Georgia, Furgusson

           Japanese only: Rendova, Kolombomgara, Treasury

           Both:  New Guinea, Bougainville, New Britain, New Ireland

     EASTERN SOLOMONS – 

           Allied only:  San Cristobal, Malaita, Florida, Furgusson

           Japanese only: Rendova, Kolombangara, Treasury, Choiseul, 

                          Vella Lavella

           Both:  New Guinea, Guadalcanal, Bougainville, Santa Isabel,

                  New Britain, New Ireland, New Georgia

     SANTA CRUZ:  Same as Eastern Solomons except Vella Lavella is now “Both.”

     GUADALCANAL: Same as Santa Cruz except that Russell Island is now “Allied.”

7.9.6 – Coastwatchers are assumed to exist only in coastal (sea/land) hexes of their assigned islands.  They see anything in these hexes (except of course enemy bases) and in adjacent all-sea and all-land hexes. Conditions are as in the following table:
1. AF over all-land  or sea/land hex:  Condition 2 (Clear) or Condition 1 (Cloud) during day turns; Condition 1 at night

2. AF over all-sea hex:  Condition 1 (day only)
3. TF in sea/land hex:  Condition 2 (day), Condition 1 (night)
4. TF in all-sea hex: Condition 1 (day only)
     Note that the restriction limiting coastwatchers to adjacent all-land hexes still allows all hexes of every island with watchers to be observed, with the exception of New Guinea.  New Guinea is a special case.  In the Japanese zone, in additon to their alloted adjacent hexes, the Japanese can see AF’s over ANY other all-land hexes.  Condition in these hexes is always 1, day or night.  Similarly, over the rest of New Guinea (but not in the Japanese zone) the Allies can observe AF’s at Condition 1 day or night.  Allied CW’s in the Japanese zone follow the basic condition outlined in 7.9.6 above; in other words, they cannot see into all-land hexes in the Japanese zone unless those hexes are adjacent to the coastline.  Thus an AF over hex I-F20 can be seen at Condition 1 only by the Japanese; an AF over hex I-F22 can be sen at Condition 1 by only the Allies; an AF in I-G20 can be seen by both players at Condition 2 in a clear day turn; and an AF in V-F24 can be seen by the Allies only at Condition 2 in a clear day turn.  

7.12 – Condition number clarification:  Bases or TFs that are radar-equipped are at Condition 3 in regards to any enemy air formations in the same hex in clear weather, and with regards to any enemy TF’s in the same hex in any daytime weather (except storms), just like non-radar bases & TF’s.

7.12.1 – at Condition one, in addition to the presence of aircraft being noted, it is stated whether there are planes at high, low or both levels. 

7.12.2 (Major change) Condition 2 reports use the following guidelines:

1. No determination of numbers of AF’s or TF’s in a hex is announced - just the approximate number of planes/ships in the sighted AFs/TFs in the hex (+/- 50%) and what classes of each are present (but no estimate of numbers per class.)

2. Aircraft altitude is reported as all high, all low, or some at each height, depending on the actual status; but no approximation is made as to counts at each level.  It is only stated whether there are aircraft at either or both levels.

3. For each Condition 2 report on a TF that contains carriers and/or capital ships, roll 2d6.  If the “error” range comes up, the TF owner may mis-report the presence of carriers in the hex, within a range of +/- 2.  In other words, up to two carriers may be reported as capital ships instead, and up to two capital ships may be reported as carriers instead.  (Thus in the unlikely event that a hex contains three carriers, the presence of carriers  must still be reported.)

       The “error” range is 10-12.  Dice roll modifier: +1 if the searcher is at high altitude. 

7.12.3 – Clarification:  Conditions of ships (damaged, crippled, in tow) are only revealed in a Condition 3 report.

11.2  Shadowing may not be attempted unless the target was visible to the shadowing player (not necessarily the shadowing unit itself) in the previous turn.

11.3 Shadowing attempts are rolled in secret by the player whose TF is the object of the attempt.  The roll itself, and modifiers, are not revealed; only the result.  (This is strongly recommended for face to face play as well.)

11.11 Revised shadowing modifiers:

         -1 if shadowing TF has radar

         +2 at night (except submarine is +1 at night)

         -1 if shadower is at Condition 3 

       Cloud modifier for shadowing only occurs if an AF is attempting to shadow.

12.7.3    BBs, CAVs & AVs do not have to stop to launch float planes.  They

have to stop in a hex for 1 turn to recover them.  (This does not supersede special scenario rules, such as the rule concerning “Pete” floatplanes in the Coral Sea scenario.) 

13 – Initiative:  A player who did not have the initiative in the turn immediately previous to the current one adds 1 to his initiative roll.  If he did not have initiative in the previous TWO consecutive turns, he would add 2 to the roll and would add “3” if his opponent had had initiative for three straight turns, etc.

14 – Air movement:  Air movement in a given player’s segment is considered to be simultaneous.  As a result, all air movements must be planned before any are executed.  Movements may not be changed (except as noted in “observation,” above.)

14.10.1 Night landings:  Seaplanes (Catalina, Mavis, Emily) add “1” to their night landing roll.  They are assumed to land in the water at a safe distance and then taxi on the surface to their docking position.  They only receive this benefit if landing at bases equipped for SP handling.

14.11 – Altitude: Going from low to high altitude costs one extra MP in the hex in which it occurs.  Aircraft intending to execute an attack must enter the target hex at the proper attack altitude.

14.13.2 – This type (only) of Special Interception is allowed in any hex on the map.  If the attempt is made in a hex where combat cannot usually occur, subtract one from the die roll.  In addition, a previously unobserved AF attempting this interception in a “non-combat” hex must reveal its presence whether the attempt is successful or not.

14.13.1 does not fall under this change – it is still restricted per standard rules.

15:  COMBAT

   Combat tables: Use Kirk’s modification of the “curve fitted” tables.  This is available in a separate file.  Also, if a “-“ comes up on the BHT, then a “2” or “12” on a 2d6 will result in one hit.

15.2 – Air-To-Air Combat is also allowed three hexes from a base or TF that is radar equipped, but only at High altitude.   

   Limited Intelligence:  Playing by E-mail allows more realistic limits to be placed on intelligence.  Combat is resolved by the defender, so intelligence is limited as below:

1. Air Attack:  A player Air Attacking enemy TF’s is told the precise makeup of the TF’s in the hex (ship types and numbers of each type, plus visible damage, but never ship names) when he declares that he will be making an attack in that hex.  (For damage reports see below.)  After the precise report is given, he then declares what TF’s/ships he will attack.  If co-existing in a hex with enemy ships but not declaring an attack, he receives only the standard Condition 2 or 3 report, depending on which is appropriate for that hex.  

        Example:  Japanese attackers enter a hex with two US TF’s.  One contains  Washington, Pensacola, New Orleans, 3 DD and 2 AP.  The second consists of Enterprise, South Dakota, Salt Lake City, Indianapolis, Atlanta and 5 DD.  The Pensacola has absorbed two hits so far in the game.  Thus the initial Condition 3 report was:  One TF with 3 capital and 5 small ships (one capital ship is smoking); one with one carrier, 4 capital and 5 small ships.  The Japanese player declares that he will attack ships in that hex.  He is then informed that one TF consists of 1 BB, 2 CA (one smoking), 3 DD and 2 AP, and that the other consists of 1 CV, 1 BB, 2 CA, 1 CL and 5 DD.  The Japanese player then states which TF’s, and which ships within those TF’s, he will attack.  Then proceed to Air Combat and AA.  Had the Japanese player decided not to make any ship attacks that turn, he would not have received any info beyond the initial Condition 3 report. 

2. Attacking screening ships:  If a TF contains CV’s, CVL’s, AV’s, CA’s, CAV’s or BB’s, and an AF does not send any planes to attack those ships but concentrates on ships of CL or smaller class instead, the AF only receives fire from one half (rounded down) of the AA factors in the TF.

3. Damage reports:  The defender will need to report exact air factor losses of the attacker’s planes, of course.  But hits on ships and bases are reported abstractly.  For base, a general statement about observed damage will need to be made.  1-3 hits can be reported as light damage, 4 or more as heavy damage.  In cases where the attacker gets to choose the aircraft types lost in an attack, the defender need only tell the attacker what type of aircraft are present, not the exact numbers.  The attacker then ranks them in desired order of elimination.

       For ships, reports are as follows:        

         Damage less than half of ship’s damage factor:  Ship is seen smoking

         Damage at least half of DF, but ship not crippled:  Ship is burning    

         and/or listing heavily

         Crippled:  No change.  Ship is dead in water and is reported as such.

        Night damage reports:  These are less precise than during the day.

           Ships: Gunfire hits can be reported at +/- 50%, listing a total number           

           of hits instead of the terms above.  Cripples are not reported.

           Bases:  Damage of any kind is reported simply as “installations   

           burning.”  In addition, 0 hits can be reported as damage, and up to 

           two hits can be reported as no damage.  

           Aircraft:  Aircraft losses at night due to attacks on bases or aircraft-   

           carrying ships are never reported.  The defender always chooses which 

           factors to eliminate but may not choose planes from “Readying” unless  

           there are none in “Ready” or “Just Landed.”           

4. Delayed sinking:  Larger ships may take several hours to actually sink 

(possibly leading the opponent to waste more ordnance on a doomed ship.)

Sinking times vary as follows:

        Ship damage factor             Sinking time
             1 or 2                   Always immediate

             3 to 5                     1 to 3 hours

             6 or more                  1 to 6 hours

Delayed sinking times are considered randomly, rolling 1d6 and assigning 

Each possible outcome an equal chance (so if a ship with a 5 DF is sunk, a 

Roll of 1 or 2 would be 1 hour delay, 3-4 would be 2, 5-6 would be 3.)  A ship that is officially destroyed but is delayed in sinking is reported to 

Be crippled.

           Each hit that a ship takes beyond its damage factor will drop an hour 

        Off of its sinking time.  So if the Wasp takes 8 hits, two beyond its 

        Damage factor, and rolls a 4, it will sink in two hours instead of four.

        Hits taken after the ship is “sunk” but is still on the board will each 

        Reduce the time by an hour also.  Note that ships with damage factors 

        Of 3 or greater will not sink immediately unless their hits exceed their

        damage factor by the required amount.

5. Interceptor-Escort combat:  If more than one type of interceptor is 

Attacking the escorts, the player with the escorts must prioritize the 

Types of interceptor he wishes to shoot at, as in #3 above (prioritizing 

Factors lost to bomb hits.)  Escorts are given vague reports on enemy interceptors destroyed.  The player with the interceptors (who is the 

overall defender, and thus rolling the entire combat in question) can report his own losses with an error of +/- 50%.  (In cases where 50%

is less than 1, such as a case where the loss is 1 or 0, use +/- 1 instead.)  

6. Other air combat:  Since the defender in air attacks rolls all combat, he may report the same 50% error in planes the attacker’s bombers may have downed while defending themselves.  If planes are lost on the ground from air attack, nothing need be said apart from that fact (and a request for the attacker to prioritize enemy plane types present for destruction as in #3 above.)

7. Interceptors that attack bomber formations may only be attacked in that combat by a maximum number of bomber factors that is three times the number of interceptors.  Example:  6 Zero factors attack 24 factors of B-26’s.  Only 18 of the B-26 factors may fire back in defense.     

16.10.4 (Addition): These same plane types have their MF reduced by 1 when armed. 

16.11 Ready CAP: Aircraft in the “ready” box of a base or TF may be able to scramble if the base or TF receives warning of the approach of enemy AF’s.

This will only occur at the instant enemy AF’s enter the hex containing the base or TF; the “warning” is then figured from the approach route used.  The following table determines how many air factors may scramble to each altitude under a given warning time:


warning hexes




Altitude
1
2
3
4
5

Low
-
Min
Nor
Nor
Max

High
-
-
Min
Nor
Nor

The hexes must be contiguous; for example, if a coastwatcher sees two approach hexes, the enemy AF moves out of sight, and then is picked up two 

hexes from its destination, “2” is used rather than 4. 

     Ready CAP is subject to plane handling restrictions in that turn (in other words, if a base/TF has already used its maximum launch that turn, then the Ready CAP cannot be launched.  If there is less available launch left than there is ready CAP, then only a portion of the CAP can launch.)  Ready CAP may only be used during day turns.  

   Scrambled air factors can be used as interceptors, or can just be “kept out of the way” if they were launched to clear the deck before the bombs start falling.  

16.12 Diving CAP – Interceptors on CAP over a TF or base may be able to change 

Altitude to attack enemy AF’s at low altitude.  When an enemy AF enters a

Target hex Low, and all CAP in the hex is High, roll 1d6 on the following table to determine what percentage of the CAP may dive:

Die Roll
1 or less
2
3
4
5
6
7

Diving CAP
0
1/4
1/3
1/3
1/2
2/3
All

        Modifiers:  All enemy attackers are Low:  +1

                    Enemy has at least a 2-1 ratio of high to low attackers: -1

         Diving is always voluntary – the table is used solely to determine the 

         Maximum number of air factors eligible to dive.  Factors that elect to 

         Dive MUST expend an RF for the combat; they may not take the –6 modifier.

         Fractions round up to next full air factor (except all factors may only 

         Dive if “ALL” is rolled.)

18.2.1 – If a target(s) comes under attack from two or more different AF’s in the same Air Attack Phase, the AF’s are considered to attack consecutively.  The attacker must declare which AF attacks first, and all damage results are applied to the target(s) before the second AF attacks.  Then further damage is applied before a third attack, etc. 

19 – Surface Attack combat (general rule):  Each participant reveals to his opponent the types of ships in his TF, but not the names, and secretly numbers each type (BB #1, BB #2, CA #1, etc.)  He also reveals which group (gunnery, torpedo, screened) each ship is in, and gives an approximate damage report on any damaged ships in his group, as in “Limited Intelligence” above.  Also, each combatant will need to send his desired BHT number (1 through 6.)  Since this is to be kept secret until both players are ready, it should be sent in a separate message with “Surface BHT number” as the header, so the opponent will know not to open it until he has selected his BHT number.

     Once ship types, attack positions and BHT’s are known, each combatant simply declares how many gunnery factors are attacking each ship (example:  “19 factors fire at BB #2”.)  Then the same is done for the torpedo round.  After combat, each side may report its total surviving gunnery factor at +/- 10%, rounding fractions up.  If it appears that the ratio could possibly be 3-1, then exact factors must be reported to determine if a breakthrough occurs.  Breakthroughs are handled in the same manner (minus torpedo rounds, of course) as the initial battle.  Note:  When reporting gunnery factors remaining, report just the total, not its distribution among ships. 

     Individual ships may not split their gunnery factors among different targets.

19.8 Ammunition:  Basic rule unchanged, except: DD’s and APD’s can fire twice before requiring replenishing.  This can be one surface combat and one bombardment, or two of either.  

19.9.4    DDs may bombard but only with a BHT of 4.  Their CRT number is added to the CRT number of the other ships (for example, if a CA with a 5 gunnery factor and 6 DD’s are bombarding, add the CA’s 1.5 and the DDs’ 0.7 to make a 2.2 overall.)

19.10.3 Bombardments on Night turns have a base BHT modifier of (-1.)

19.11 – Surface combat against anchored or crippled ships that are unescorted by non-crippled, non-anchored ships:  Each side selects BHT normally.  Attacker uses his own declared BHT plus 50%; the defender (if able to respond) does so with a BHT of half of the attacker’s declaration, and his own BHT is ignored.  Torpedo attacks may always be made against such ships, regardless of BHT.  If the target uses gunnery against the torpedo line, he uses the average of the two BHT’s as per normal rules. Crippled or anchored ships may not launch torpedo attacks.     

21.3 Changes to damage:  The status of aircraft on ships or bases, the dispersed 

Nature of AA on bases, and the nature of torpedo hits all are considered to 

Have different effects than in the standard rules.  The chart below summarizes

The effects.  Unless specifically stated, the number of hits rolled on the CRT

Does not change.

Target   Hit type    Damage modification
1. Ship or  Bomb(a) or  *Planes in “Ready”:  2X (# of hits)

   Base     Gunnery     *Planes in “Just Landed” but not “Ready”: (# hits) +1 (b)
2. Base     Bomb(a) or  *AA factor reduced by 1 for each FOUR hits received in  

            Gunnery     a given attack; round fractions up (c)
3. Ship     Torpedo     *Planes on board do NOT affect number of hits taken

                        *Each torpedo hit counts as two towards speed reduction 

                         but only one for actual ship damage(d)
                        *AA reduced by one for every two torpedo hits taken

                      (round fractions down.)  This is cumulative, not per attack.

   Notes:  (a) GP bombs cannot cause critical hits on ships, while AP bombs

               Cannot cause critical hits on bases.

           (b) Exception:  If “0” total hits are rolled, do not add one.

           (c) Base AA still repairs at one factor per turn(but no more than one.) 

           (d) However, a ship is not caused to be dead in the water unless actual

               hits taken cripple it (or on critical hit #6.)               

21.6.2 If a base or CV/CVL is attacked on the same turn that a maximum launch was 

Used, it is possible that air factors may be caught in the process of 

taking off.  Roll 1d6; on a 1 through 4 any aircraft that used a maximum

Launch in that turn are considered to still be in the “ready” box when the 

Enemy strike arrives.  The damage increase due to having air factors in “ready” is in effect.  Also, these factors are the first ones from which losses due to bomb hits are taken.  Any surviving factors then are considered to have taken off normally.  Aircraft using a max launch to 

Scramble via radar warning (16.11) ARE affected by this rule.  

21.7.1 (addition):  If aircraft losses are taken from the “readying” box, the 

        defender always chooses which factors to eliminate.  Since factors in the 

        “readying” box are not visible to the attackers, any loss taken from this 

        box need not be disclosed.

21.8 Critical Hits: Critical hits are checked for only on hits taken from the “n>1” portion of the chart.  If the hits were produced from a base roll of 3,7 or 11, roll 1d6.  A 6 will result in one critical hit.

21.8.1  "Half-speed" restrictions are cumulative.  A ship restricted to

half-speed for more than one reason at the same time is crippled, and

cannot move as long as two or more such restrictions are in effect.  For

example, a ship with a damage factor of "6" has received three hits and is

thus restricted to half-speed for the remainder of the game, but has

suffered a critical hit that slows it to half-speed next turn; the ship

cannot move next turn and is restricted to half speed thereafter.  (Such a ship is reported as “dead in the water;” – imagine the enemy’s surprise when it subsequently moves!)

21.8.2  All direct and critical hit damage inflicted by a single AF takes

effect immediately, before any attacks by additional AFs (even during the

same turn).  An AF attacks a ship and scores hits that reduce her to half

speed, for example; thirty minutes later (still the same turn if FT)

another AF attacks & receives the "+1" modifier for attacking a less-mobile

target.  This does not apply to damage resulting from Fire or Major Fire

started earlier that same turn, because such damage is not assessed until

the end of the Combat Phase.

   OPTIONAL RULES AUTOMATICALLY USED:  Critical Hits (with changes above); Expanded Plane Functions (#’s 1, 2, 5, 6 and 7 only); Expanded Ship Functions (All except 1 & 4.  The latter is replaced by our “attacking screening ships” rule.)  Changes are as called for in these rules, otherwise follow the original rules.

   Change to the Air Modifier Chart:  The following aircraft have modifiers added:

            Mavis, Catalina, Betty, Nell, Devastator (+1); Emily (-1.)

   Towing (modification):  For towing purposes, ships are divided into four “classes”:

            1: CV/BB   2: CA/CAV/CL   3: DD/APD/CVL   4: All others

   Only ships currently capable of moving two hexes per turn may tow.  Tow ships may not fire any weaponry except AA (full strength) and gunnery (half strength, rounded up.)  Tow ships may not launch or recover aircraft.  If attacked, the towing “pair” is treated as an anchored target.

   A ship may tow any other ship up to one class above itself.  Thus a DD can tow a CL but not a BB.  If towing a ship one class above, the pair moves one hex every three turns instead of one every two.

   Survivors – Note that this section replaces the rules in the booklet in their entirety.

    When a ship is sunk, survivors may be rescued from the sea in the hex where the sinking took place.  Different ship types produce different factors of survivors:

6: CV,BB  5: CA,CAV,fully loaded AP/APD  4: CL,AV  

   These numbers are the maximum survivor counts that can be produced.  Roll 1d6 on the following table to determine what percentage of survivors makes it to the water:

Die Roll
1
2
3
4
5
6+

Survivor Percentage
None
1/4
1/3
1/2
2/3
All

  Round fractions up.  If ship stays afloat 3 or more hours after it is considered sunk, add 1 to the die roll.

  Only CA’s, CAV’s, CL’s, DD’s and empty AP/APD’s can pick up survivors.  CA/CAV’s can pick up 4 factors, CL/AP/APD’s 3 and DD’s 2.  DD’s and AO’s never leave survivors; PG/SS never leave survivors and cannot rescue survivors.  Ships that load survivors are considered to be anchored if attacked in that turn.  Survivors are observed by ships in the same hex (exact number of factors reported) or by aircraft at low altitude that spend half of their MP (rounded down) in the hex (number of survivors not reported, merely their presence.)  

     Survivors may not be observed in the turn that their ship has taken enough hits to sink it, but are visible afterwards.  (In other words, in the case of delayed sinking, they are not visible in the turn in which the ship takes the fatal damage but are visible in the following turns in which the “sunken” ship remains afloat.)  Survivors are never visible to a TF or AF that has failed in a shadowing attempt and is thus unable to observe per 11.7. 

   At the beginning of the turn every 2 hours after a ship has been considered sunk, survivors of that ship that are still in the water automatically lose one factor.  This is counted from the turn the ship is considered sunk, not the actual turn of its sinking (the modifier to the survivor roll only affects what portion of the factors safely escape the ship, not their survival once in the drink.)  For example, if two CA’s sink at 0700 and each deposits two survivor factors in the water, at 0900 each of those groups will reduce to one factor.  If they are still in the water at the beginning of the 1100 turn, they will disappear altogether.  In another example, a CV is destroyed at 1100 but does not sink until 1600; starting at 1300 its survivors will drop by one factor, even though the ship is still sinking.  The delayed sinking just gave the CV a better chance at a high survivor percentage to start with.

     Survivors may also be taken from crippled ships.  Each cripple can offload one factor per turn to another ship in its TF.  The rescue ship is considered as anchored for that turn.  Roll for available survivors on each crippled ship, with a modifier of +1 to the die roll.  Only one factor per turn may be offloaded, regardless of how many eligible rescue ships are in the TF.

     Each survivor factor rescued that is still carried (or has been unloaded on friendly territory) at game’s end is worth 2 VP if the same nationality as the player who rescued them, 1 VP if of the opposite nationality.  Thus US survivors are worth 1 VP to the Japanese, and vise versa.

27. Submarines (Optional, of course.  Existing rules apply when not superseded here.)

27.1    Submarines may operate at three levels -- surface, periscope, & deep.  The deep level may not be used in partial land hexes.

27.2    A submarine may move 1 hex per turn on the surface, one hex every other hour at periscope depth, and may not move if deep.

27.2.1  A submarine is moved based on its depth at the beginning of the movement phase.  Thus if a surfaced sub moves during a turn, and submerges to periscope depth during that turn, it may not move the next turn since it moved in the current turn.   

27.2.2 A submarine may change to any depth during movement.  It may also change to any depth while remaining stationary; this does not count as movement per 27.2.3 below.

27.2.3  Up to one half (rounded up) of a player’s submarines may move in a given turn; a minimum of three may always move as long as the player has at least three.  Submarines may not move the turn after engaging in combat.

27.3    A sub may observe up to condition three only in its own hex if it is on the surface (air units may be observed at condition one if one hex away and at HI and any sub with radar may observe normally); up to condition two in its own hex if at periscope depth; and only condition 1 if deep.  Submarines may attempt to shadow one TF or one submarine in its own hex; there is an automatic +1 modifier but no cloud modifier.

27.4    A sub on the surface is subject to normal detection in its own hex only.  It is not visible from adjacent hexes.  It also does not count towards ship density in a hex (for search roll modification.)

27.5.1  A sub at periscope depth is only observed if it attacks a ship or is in a hex with DDs which did not move that turn.

27.5.2 A deep sub is only observed by a TF with at least 4 DDs which did not move that turn; and the sub is told only that there are ships overhead.

27.5.3  Subs at periscope depth may also be observed by aircraft flying at low level.  The aircraft must spend 3MP per “sub search” roll and can only spot a sub in the same hex.  A TF whose plotted move takes it into the sub’s hex may attack the sub as long as the aircraft remains in the hex to spot.

27.6    “Normal” situation:  If a sub is on the surface and is involved in combat, the attack against the sub is resolved first. If a sub is at periscope depth, the sub's attack is resolved first.  This situation can be modified; see table below.

27.6.2 Deep subs may only receive ASW attacks.  They may never attack.

27.6.4 A sub may be ordered to dive upon receiving an attack (e.g. from surface to periscope depth for an air or surface attack and from surface or periscope to deep for an ASW attack).  This will happen during the combat phase & will have an effect upon the movement capabilities for the next movement phase.

27.6.5 A sub which dives under an air attack cannot make an attack itself that turn.

27.6.55  Submarines may only use their AA factor if surfaced.

27.6.6 A sub which dives under a gunnery or ASW attack before making its own attack has the enemy attack resolved at its new depth.

27.6.7 A sub which dives after making an attack has the surface attack resolved at surface level and the ASW attack resolved at periscope depth.

27.6.8 A sub which begins and ends a turn in the same hex with ASW units has the ASW attack resolved at the most favorable depth to the ASW combat which the sub was at during movement.

27.6.9 Per the above, it would be possible for a sub on the surface to dive to periscope depth before combat, fire its torpedoes at periscope depth, then suffer gunnery and ASW attack at that depth, and then dive deep.  If the ASW units remained overhead during the next turn and the sub elected not to rise, it would only suffer deep ASW attack that turn.

27.8 For night attacks, submarines cannot combine their attack factors.  During night attacks, targets will be chosen at random.

27.9   Surfaced subs may only be attacked by gunnery; periscope depth subs may be attacked by gunnery (-2 BHT modifier) or ASW (no modifier); deep subs can only be attacked by ASW (-1 BHT modifier.)  Ships may not attack subs by gunnery if they have used their gunnery factor in the current turn.

27.9.1 A submarine has four attack factors.  They may be used individually or in any combination (each represents a single torpedo tube.)  A sub may only make one attack per combat phase, however.  If the target ship is crippled or anchored, and no friendly non-crippled/non-anchored ships are in the hex, add 2 to the BHT.

27.9.2 Submarines have two reloads for each attack factor (this gives them 12 total attack factors that may be used before they are out of ammo.  Per above, no more than four factors may be used in a given attack.)  ASW ships of DD class and above have two reloads, giving them the capacity to make three ASW attacks before being depleted.  PG’s have one reload (two total attacks.)  Submarine and ASW ordnance is reloaded at eligible bases like gunnery and torpedo supplies (per Expanded Ship Function rule #7.)

SUBMARINE ATTACK SEQUENCE TABLE

Die Roll
Result

1 or less
The TF may attack the sub, but the sub may not fire back

2,3
The attack is resolved normally

4,5
The sub may attack first and then the TF may return fire

6+
The sub may attack but the TF may not return fire

 Modifiers to the results above:

   +1 if at night.

   +1 if in a storm.

   +1 if the TF has been involved in other combat (air attack or surface) that turn.

   +2 if TF is anchored

   -1 if there is a low level enemy air formation in the hex (-2 if the AF has

      spotted or shadowed the sub in the current turn.) 

   -1 If the TF has been attacked by a sub in the last 12 hours.

27.10  Damage reports in sub combat:  Subs that remain surfaced after their attacks, or subs that attack before the TF attacks and then dive, get normal “approximate” damage reports.  Subs that are attacked before they execute their own attack, and finish their attack submerged,  are only told that they have hit something – no further details.  Surfaced subs that are sunk report this accurately; those that are submerged and then sunk report an oil slick appearing on the surface.  Subs that dive deep after their attack roll 1d6; on a 1 or 2 they may report a slick even if they survived the attack, or not report one even if they have been sunk.  Subtract one from roll at night. 

VICTORY POINT CHANGE:  For each turn that Henderson or Rabaul STARTS at 0 LF or below, score 4 points.  For all other bases, score 2 points. 

Design Notes

By Pat McCormick 

     The heart and soul of “E-mail Flat Top” is the increased limit on intelligence.  This, in our opinion, makes this game better by E-mail than face-to-face.  We’re still trying to find ways to make intelligence even less certain, but these rules are certainly a good start.  And many of them can be used face-to-face as well.

     A few rules sections (Ready CAP, diving CAP, submarines, variable coastwatchers) and some other stray rules will be immediately recognizable from previously posted variants.  Some have been changed, others left wholly or largely intact.  As stated in the intro, we are not trying to claim credit for these.

     A couple of rules were translated from specific historical events.  The “delayed sinking” concept was partially inspired by the saga of the Yorktown at Midway, when after suffering heavy damage it was located again and thought to be a different ship.  Obviously that’s not precisely the case our rule covers, but it did lead to the opinion that a ship might take some hours to sink, and that a follow-up strike might not realize that it is doomed and could waste more ordnance on it.  And the extension of Special Interception type 14.13.2 to any hex on the map comes from Santa Cruz, when US and Japanese strikes passed each other en route to their respective destinations.  The Japanese escort peeled off and knocked down quite a few US planes.

     The changes in damage come from a few discussions.  For starters, the reduction to AA strength on base hits comes from an idea posted at ConSimWorld’s Flat Top forum.  AA at bases tended to be more dispersed than on ships, and thus harder to knock out.  The changes on torpedo damage just seem more logical to us; after all, few if any carriers had aircraft storage below the waterline, and thus if aircraft were being worked on in the hangar deck we don’t see how that would matter on a torpedo hit.  On the other hand, torpedo hits, due to their location, would be quicker to slow a ship than bomb hits.  It also seemed to me that the presence of armed, fueled planes in “Ready” would have a much bigger impact on the damage done by bombs or gunnery than planes that have just landed near-empty, which is why the modifier for planes in “Just Landed” is reduced.

    The revamp of the air search system is the other major system change (besides intelligence), and is primarily Kirk’s doing.  We feel that it is more realistic to have search planes eligible to search every turn, but have to roll for sightings, than it is to have the searchers roll to see if they can search, then automatically see anything they come within range of.  The ease of finding the enemy is a facet of Flat Top that is often criticized; these rules make it a little more difficult.  And we’ve made the search reports less precise, too.  I always though that having to provide an estimate of the number of TF’s and AF’s in a hex, not just the estimated number of planes or ships, in a Condition Two report was a disadvantage to the Japanese since, with their TF’s being limited to ten ships, they had less leeway to lie.  And the addition of possible error in carrier identification was adapted from the old SPI game “The Fast Carriers.”  That game’s search system was somewhat flawed, using dummy TF’s, but its report system was outstanding.  (For those that remember the game, “Fast Carriers” also had the best tactical system I’ve ever seen in a WWII carrier game, at least as regards air attacks.  But FT’s combat system works very well by E-mail, whereas “Fast Carriers’” would not.) 

     Lastly, a couple of major VP changes were made, concerning bases and survivors.  Keeping a base below zero launch factor, particularly Henderson and Rabaul, was just too high a VP total.  For example, if Henderson was below zero for four hours, it was as many VP’s as the sinking of a cruiser.  This seemed seriously out of whack to us.  Likewise, picking up 8 factors of survivors was equal to a cruiser.  And it would make sense that picking up friendly survivors would be worth more than picking up enemy, because if the enemy are left to wither away they are still just as lost to their owner as they would be if saved and transported to POW camps.

     I also cannot say enough about the value of Cyberboard for E-play.  It is an outstanding tool, as I describe in further detail in the Coral Sea replay posted along with this file.

     We hope people find at least some of these rules useful, whether in current form or changed to suit individual idiosyncracies (just like the ones we “lifted.”)  Hell, we expect to keep tweaking these over time.  But what you see here is the result of much playtesting and discussion.  We think that they make Flat Top, especially by E-mail, an even better game than it was – and it was already a classic.  Enjoy!       

