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1. Revised Allied Economic Point cost schedule.
All of the changes equate Allied ship construction costs with the Japanese ones, except where the Allied ship costs are already lower than the Japanese ship costs. US B29 counters cost 4 EP per step.

2. Strategic warfare.
Any use of an aircraft during strategic warfare (to bomb, escort, or intercept) and any use of a submarine during strategic warfare Commits the counters so used. This is a clarification of the badly written PTO original rule, not a rule change.

3. Revised US aircraft notes. 
The following modifications are made to the US land based air units.

a. All US and Chinese P38 and P47 silhouettes are considered to be “fighter bombers.” For air-naval attacks, they are considered to have underlined attack strengths.

b. All US P51 silhouettes are considered to have a range of  ten (10) hexes.

c. All US fighter and bomber aircraft may “ferry” from the “West Coast Ports” box directly to any hex in the Hawaiian Islands or Alaska during Air Movement. Ferrying Commits all fighters and fighter bombers moved in this manner, but ferrying does not Commit any bombers moved in this manner.

4. Revised Japanese aircraft notes. 
The maximum quality rating for any Japanese aircraft, except “Ohka bombs” is 3. Treat all QR4 aircraft as 3s. Ohka bombs remain QR 5.

5. Revised submarine order of battle.
A revised submarine order of battle is provided in an attached page. Counters will be provided that replace the extant WWII:PTO submarine counters. Most submarines at the time of December 1941 represent obsolete or obsolescent submarines in the process of being replaced. All US S-Class submarines, other older US submarines, some early Japanese submarines, UK River Class and all Netherlands East Indies nationality submarines are removed from play when sunk. They may not be rebuilt. The revised submarine OOB contains all the details.

Submarines with movement rates of 28 may remain at sea after Second Naval Movement without EPcost. All submarines with movement rates less than 28 must pay 1 EP for each three submarines (fractions rounded up) that remain at sea after Second Naval Movement.

Submarine attack strengths apply only to attacks against individually named ships. They do not apply to SW rolls or attacks on generic ship types or ship classes (SS, STP, DE, DD, and CL).

6. Naval and air-search die roll for submarines and combat resolution between submarines and ships.
The search number for all aircraft and vessels searching for submarines is 6, regardless of the range from the aircraft’s base to the submarine. Beginning in Summer 1943, the US search number for submarines is 5 or 6. Beginning in Fall 1944, the US search number for submarines is 4, 5, or 6. Beginning in Spring 1945 the US search number is 3, 4, 5 or 6.

When submarines intercept any ship stack or TF that contains escorts (DEs or DDs), combat between submarines and surface vessels is simultaneous. When a ship stack or TF with escort vessels intercepts any submarine, combat between submarines and surface vessels is simultaneous. The player with engaged surface vessels may resolve an attack with each escort vessel counter in the TF or ship stack. After one round of naval combat, the submarine may withdraw.

7. Surprise air strikes in air-naval combat.
Under certain circumstances, a land-based or naval based air unit may surprise an enemy TF or ship stack. The required conditions are as follows:

(i)
The target TF or ship stack has been successfully searched for during the current turn. AND.

(ii)
The target TF or ship stack contains at least one previously committed air unit OR does not contain any air units. AND
(iii)
The TF or ship stack launching aircraft has not been successfully searched during the current turn. OR, if the attacking aircraft were launched from a land base, the land base launching aircraft does not contain a previously committed air unit.

In the event that surprise has occurred, defending aircraft may not apply their QR number to their die roll when attacking another air unit in air-to-air combat. In addition, the aircraft of the non-surprised side are entitled to a +1 die roll modifier when resolving air-naval combat (This includes attacks against ALL enemy naval units, not just individually named ships).

8. CV-based air strike and combat air patrol coordination.
Prior to resolving air to air combat, players with CV-based aircraft must roll one die to determine whether or not their offensive airstrike or defensive combat air patrol is well coordinated. 

(i). An offensive air strike is coordinated if the result of a one-die roll is equal to or greater than the sum of all CV-based (not CVE or CVL) air units in the air strike. If the result of the roll is less than the number rolled, then half of the offensive air units (fractions rounded down) are immediately aborted and marked Committed. Air units so aborted may not return to a base other than their carrier base. The owning player decides which air units are aborted.

(ii). A defensive combat air patrol is coordinated if the result of a one-die roll is equal to or greater than the sum of all CV-based (not CVE or CVL) air units in the defensive combat air patrol. If the result of the roll is less than the number rolled, then half of the defending air units  (fractions rounded down) are immediately aborted and marked Committed. Air units so aborted may not return to a base other than their carrier base. The owning player decides which air units are aborted.

(iii). Land based aircraft never have to roll for defensive or offensive airstrike coordination.

(iv). All Japanese coordination die rolls benefit from a (+1) favorable die roll modifier when conducting an offensive air strikes and are penalized by a  (-1) unfavorable die roll modifier when defending against an air strike.

(v). All US defensive coordination die rolls benefit from a (+1) favorable die-roll modifier when defending against airstrikes in 1942. In 1943, All US coordination die rolls (both offensive and defensive) benefit from a (+1) favorable die roll modifier. In 1944, All US coordination die rolls benefit from a (+3) favorable die roll modifier. In 1945, All US coordination die rolls benefit from a (+4) favorable die roll modifier.

Example 1: 6 Japanese aircraft carriers launch an airstrike against an Allied Island base that is defended by 3 fighters. The Japanese player must make a coordination die roll. The Japanese player rolls a 4 (modified to a 5 for his favorable die roll modifier). His air strike is not coordinated. Three of the Japanese player’s air units (his choice) are immediately aborted to the CVs that launched them and are marked committed. They do not engage in air-to-air combat or air-naval combat during the current combat resolution. Since a land base is not required to pass a coordination die roll, the Allied player does not need to roll for defensive coordination of his units. The ensuing air-to-air combat will involve 3 Japanese naval air units and 3 Allied fighter units.

Example 2: 2 American aircraft carriers launch an airstrike in a naval-offensive in 1942 in the sea area around Midway Island. Their targets are four detected Japanese aircraft carriers, one of which has a committed air unit (presumably, it was committed in a previous Japanese offensive to bomb Midway Island this turn). Since the American aircraft carriers are undetected, surprise has been achieved. Coordination die rolls are still required, however. The American player rolls a 3, so his two CV-based air units are coordinated and may both attack the Japanese TF. The Japanese player rolls a 4, but his natural negative die roll gives him a modifier of –1. This results in a final roll of 3, so his defense is uncoordinated. Only two Japanese air units will participate in air to air combat. The American player has achieved surprise, so the two defending Japanese aircraft receive no attacking quality bonus during air-to-air combat resolution, significantly reducing the chance of Japanese air units fending off the American attack. Any surviving American naval air units being used as a bomber will resolve all of their air-naval attacks against the Japanese TF with an additional (+1) favorable die roll modifier.

9. Default “To Hit” number in air attack against named ships. 
Any unmodified air-naval attack that rolls a 10 or greater against named naval units always results in a hit. Any unmodified air-naval attack that rolls a 12 against a named ship is always a critical hit.

Example: The Japanese Player has activated several stacks of naval units for a naval offensive against US naval units in Leyte Gulf in 1944. The Japanese player moves one strong surface TF towards the US Invasion TF. The US Player decides to activate air units on board six of his carriers to intercept. The air-naval search roll is successful and the US player conducts an air-naval attack with 6 air units. Their offensive coordination roll is successful. Two of them are targeted against Yamato (5-14-39), three more against Musashi (5-14-39) and one more attacks a Japanese heavy cruiser (2-10-44). In the attacks against Yamato the US player rolls a 6,5,7,9,which miss. In the attacks against Musashi the US Player rolls a 4,9,10,7,6,8,11. The last die roll hits because it the sum of the roll (11) and the naval air modifiers (+3) equal the armor rating of Musashi. The die roll of 10 also hits because a die roll of 10 or greater against a named ship always results in a hit, thus Musashi is sunk. For the last air unit the US player rolls a 6  and 12 sinking the cruiser.

10. Surprise surface engagements in naval surface combat.
Under certain circumstances, a TF or ship stack (Player A) may surprise an enemy TF or ship stack (Player B) during surface combat. Surprise occurs when all of the following conditions are in effect:

(i)
Player B’s  TF or ship stack has been successfully searched during the current turn.

(ii)
Player A’s TF or ship stack has not been successfully searched.

(iii)
Player B’s  TF or ship stack has been previously “Activated.”

(iv)
Player A’s TF or ship stack has not been previously activated.

In the event that surprise has occurred. All of Player A’s ships fire simultaneously with the best ship in Player B’s TF or ship stack in the First Naval Combat Round only.

If Player A is Japanese, and Player B’s ship stack or TF contains any US or Dutch ship other than a destroyer, Player A may elect to withdraw all ships immediately after the First Naval Combat Round. The Japanese player is considered to have conducted a surprise night surface torpedo attack. Note, however, that all eligible (not sunk) Allied vessels may conduct their gunfire in the first round. Note also that the Japanese may not conduct a surprise night surface torpedo attack against an all Royal Navy or Royal Australian Navy ship-stack or TF.

11. Clarification of procedures for resolving interception.
(i) Air Interception. When resolving air-to-air combat, in each combat round interceptors must be assigned to attack each escorting fighter before any interceptors may be assigned to attack bombers.

(ii) Air-naval Search, Interception and Attack Sequence. Searches are conducted as opposing TF move within range of bases or TF that contain eligible air units. “Counter searches” may be conducted by aircraft from the moving TFagainst any enemy TFs that attempt surface interception or that come within air-unit range while the TF is moving. When the moving TF enters each hex, the non-moving player announces his intention to search that hex or announces that he declines to search. Then the moving player announces his intention to launch search aircraft from that hex or announces that he declines to search. All searches or attacks out of or into the moving TF’s hex are launched simultaneously.

(iii) Simultaneous airstrikes. When a TF simultaneously conducts an airstrike and is the target of an airstrike, the moving player and non-moving player secretly assign aircraft to defensive and offensive stacks. Once the stacks have been revealed, no further air interceptions are possible and no more aircraft may be assigned to airstrikes. The resulting combats and subsequent airstrikes are considered to occur simultaneously.

12. Airstrikes by strategic bombers
Strategic bombers (bombers with underlined bomb strengths and quality ratings) may only attack ships that are in port hexes and that are not in a TF marked “Activated.”

13. Japanese Gas Guzzlers
If Japan has attacked any nationality other than China, Japanese BBs may only be moved during Second Naval Movement at the cost of 1 EP per two BB so moved. Japanese BBs may only be moved during a friendly naval offensive at the cost of two offensives per TF or ship stack that contains at least one battleship. (Japanese BBs may attempt to intercept any ship stack or TF that enters their sea area during the First Naval Movement or during an enemy Naval Offensive normally, without additional EP cost or the expenditure of offensives.)

14. Japanese Big Guns

IJN Yamato and Musashi have gun ratings of 5, not 6.

15. Aircraft Carrier Defensive Interception Limits
CV-based aircraft may not intercept any airstrike that is directed against any TF or ship stack other than its own TF or ship stack, even if the other TF or ship stack is in the same hex as the CV.

16. Clarification of the use of Fighter-Bombers.
Fighter bombers function both as fighters and as bombers. They may fight air-to-air combat and survivors of air-to-air combat may conduct air-naval attacks, air attacks against installations, or provide ground support as desired.


Revised Submarine Order of Battle

Japan

	Submarine
	Dec 1941 Setup
	1942
	1943
	1944
	1945

	Attack Submarines (SS)
	
	
	
	
	

	KD3 (1-6-20)*
	1
	
	
	
	

	KD4/KD5 (1-6-25)*
	2
	1
	
	
	

	KD6/KD7 (2-6-28)*
	1
	
	
	
	

	J1/J2/J3 (2-7-28)*
	1
	
	
	
	

	C1/C2 (2-7-28)
	1
	1
	
	
	

	C3 (2-7-28)
	
	
	1
	
	

	Submarine Transports (SST)
	
	
	
	
	

	KRS (1-5-28)*
	1
	
	
	
	

	D1/D2 (1-6-28)
	
	
	1
	1
	

	Submarine Carriers (SSV)
	
	
	
	
	

	A1/A2/A3 (2-5-28)
	1
	1 (Spring)
	1
	
	

	B1/B2/B3 (2-5-28)
	
	
	
	1
	

	Sen Toku (2-6-28)
	
	
	
	
	1



*Remove from play when sunk

United States

tc \l1 "United States
	Submarine
	Dec 1941 Setup
	1942
	1943
	1944
	1945

	S (1-6-10)*
	1 x Manila

2 x Pearl Harbor
	
	
	
	

	Nautilus (1-7-28)*
	1 x Pearl Harbor
	
	
	
	

	Porpoise (1-8-20)*
	1 x Manila
	
	
	
	

	Salmon (1-7-24)*
	1 x Manila
	
	
	
	

	Tambor (2-8-20)*
	1 x Pearl Harbor
	
	
	
	

	Gar (2-8-25)*
	
	1 (Winter)
	
	
	

	Gato (2-9-28)
	
	4 (1 Spring)
	3
	1
	

	Balao (2-9-28)
	
	
	2
	7
	3

	Tench (2-9-28)
	
	
	
	1
	2



* Remove from play when sunk

United Kingdom
	Submarine
	Dec 1941 Setup
	1942
	1943
	1944
	1945

	S (1-7-17)
	
	1 (Spring)
	1 (Spring)
	1 (Spring)
	

	River (1-7-28)
	
	
	
	1 (Winter)
	


Netherlands East Indies

	Submarine
	Dec 1941 Setup
	1942
	1943
	1944
	1945

	K (0-6-15)*
	1
	
	
	
	

	K-XIV (1-6-25)*
	1
	
	
	
	



*Remove from play when sunk.

