Red Dragon Rising: House Rules for a New Scenario-“Pacific Storm 2020”  

By Joe Bisio--- JBisio@msn.com—The document below details general house rules for the scenario that came with the game and then expands on the original system to present an entirely new scenario, with new units/rules added, set in a post fall of Taiwan world—“Pacific Storm 2020” it uses some of the original rules and units along with the expansion rules and units for the game in S & T #258. 

General House Rules mods from Basic Rulebook Game in “Pacific Storm 2020”: 

1) DMZ: Whichever player is defending in a Korean War Action #11 (i.e. the one that did not conduct the Action) gets an additional +1 or –1 to his advantage on the die roll—this represents the massive DMZ defenses on both sides of the Korean dividing line.

2) PRC VPs: If the Chinese get control of Okinawa they receive +2 VP—this is reduced to only +1 VP, but a permanent +1 VP, if the Chinese have to evacuate a PRC controlled Okinawa at the instant Japan leaves the war.

3) PRC Replacements: Add a new Chinese only Action/Op #26, “PLA General Staff Calls for Replacements” this replaces the Taiwan Missile Strike Operation detail in 

S & T 258—The Chinese receive back four PRC eliminated units—two land, one naval, and one air unit as follows below. Place the four returned units in any of the three Mainland China base areas. This op is limited to three times per game

PRC Land units Bring back any one heavy unit and one infantry or one recon unit or a SAM unit—the Chinese Player gets to choose which of these land units returns.

Airborne, SSM/ASM and Marine & all others etc. cannot return.  

PRC Air unit: Randomly picks any one eliminated except J-6/J-7/Tu-16/F-16 units. 

PRC Naval unit: Randomly picks any one eliminated SAG or SSK to come back—place all PRC eliminated SAGs and SSKs in one pool to pick from. . 

4) CVN Defenses: US CVN/X cannot be eliminated or damaged via Random Event 6-6.

5) Singapore Sub Sling: The Singapore SSK always stacks for ‘free’ on the Singapore space—it doesn’t count against the three unit limit for an US-side naval stack there. 

6) Large Ground Units: Corps size Immobile Ground units (& the moveable PRC Marine Corps when its ashore) that have two steps or more as their initial strength (including also the Singapore Army unit) cannot have their last step eliminated via an attack by an enemy air or naval unit or by “Rods from the Gods” etc or random events—Such units when ashore can only be eliminated by an enemy ground unit. Two-step+ Corps size units may, however, be reduced by USA “Rods from the Gods” strike/ hyperwar event etc.

7)  Superpower Diplomacy: The US Player may cancel once only per game a random events result of 6-2 or 6-3 or 2-1(Japan or Oz or Vietnam drops out)—such a cancellation scores the Chinese Player a permanent +2 or +1 VP gain. Such cancellation does not prevent a re-roll of these events. The gain for the PRC is +2 VP for Japan and +1 VP for Oz or Vietnam. 

8) WWII Legacy: Japanese Air units may only base in Honshu, Kyushu, and Okinawa. 

New Post Fall of Taiwan Scenario: “Pacific Storm 2020”

“Historical Background”: After the quick collapse of the defacto regime of the so-called “Republic of China” in 2015 and the absorption of Taiwan into the People’s Republic of China (PRC), the international situation on the Western Pacific rim becomes quite tense. The regional states of the area begin to more clearly see the PRC as a hegemonic power in waiting and instinctively look to the old superpower the USA for protection and balance. Japan and Vietnam both take a harder line against Chinese encroachments and claims on their territorial seas as a response to the now renewed build-up of the PRC “blue-water” fleet . Taiwan remains restive under its new ruler’s ineffective security crackdown. Additionally, elsewhere in the world, the Chinese government faces selective US-orchestrated economic embargoes and ramped up attempts to cut Chinese companies out of lucrative trade deals and access to critical world resources. The PLA General Staff, flush with their success in the quick coup that had delivered Taiwan back to the motherland, (a political/military action that had involved little in the way of actual hard fighting), prepare an operational plan to throw the nascent US-led alliance back on its heels and assert Chinese power in the Pacific to an extent not seen since the reigns of almost forgotten emperors—‘Operation Pacific Storm’.

 New Units, Initial Set-up, & Map Changes: --Players should utilize the house rules detailed above in addition to the rulebook rules when playing this new scenario except where changes are indicated in the sections below or noted above. An extra set of counters from the game is helpful along with the expansion counters from S&T 258.

PRC/China & Allies: Initial Forces: set up first note: * units have to be made up
China starts the game with x2 randomly chosen Hyper-War markers.

Chinese Navy (PLAN): Surface forces: Note: PRC CVG & CG are protected units. 

x1 CVG, x1 CG, x2 CVL, x2 Amph., x8 SAG (x4 “2” & x4 “3” SAG), & x1 ACV,  

Set-up: x1 CVL & x2 SAG may set-up in any sea zone adjacent to PRC/Taiwan—the rest up to 6 surface units each in each PRC mainland area & up to 3 units on Taiwan. Chinese ACV may operate only in: Taiwan Strait, South China, East China, or the Yellow Seas. 

Chinese Navy (PLAN): Sub Forces: 12 Sub units total

x2 SSX, x3 SSN, x3 SSK (all “2-3” type), x4 SSK (one “3-3” type & three 3-4 type) 

Set-up: up to x2 SSN, x2 SSK, and x1 SSX in any sea zones—the rest up to 4 sub units each in each Chinese mainland land base area & up to 1 sub unit on Taiwan. 

Chinese Air Forces: Note: PRC STL air units cannot be intercepted in a re-base move.

Long Range: x3 Tu-22M and x2 Tu-16 in any one Chinese mainland land base area.

Others: x2 J-12 STL, x3 J-10, x2 Su-30, x1 Su-27, x6 J-8, x1 F-16 (ex-Taiwan) all set-up in any Chinese mainland land base area up to 10 units in each (including any Long range units) and up to 5 units in Taiwan (incl. the F-16 which must always base only there). 

Obsolete Robot Planes (per 14.7 in S & T 258) set-up off map: x1 J-6 and x3 J-7 which can be used for one-way suicide strikes into South China Sea, Taiwan Strait, East China Sea, or the Yellow Sea against US-Allied surface ships. 

PLA Ground Forces: (Note the PRC Air-Assault (AA) Bdes are assumed deployed to Vietnam border and out to Tibet and Sinkiang—and are not in the scenario)

Set-up in Taiwan: x1 Immobile 2 step Corps (ex-Taiwan), x1 Infantry Bde., x1 Recon Bde., x1 Mech. Bde, x1 Marine Bde.  

Set-up in any Chinese mainland land base area—unlimited stacking:

x4 Para Bdes, x3 Recon Bdes, x3 Infantry Bdes, x3 Marine Bdes, x1 Marine Corps, x3 Mech Bdes, x1 Armor Bde, x1 Artillery Bde, x2 SAM Bdes, x1 SSM Bde., x1 ASM Bde

Chinese Light unit Sea Transport capacity: equals four (4) units--

North Korea units: Rulebook set-up & posture—must indicate which coasts the SSKs are on. North Korea has 2 coasts for naval-basing purposes minimum one SSK per coast. 

Russian units: Rulebook Set-up & initial posture—Total force mix as follows in Russia:

Land Units:x1 Airborne Bde, x1 Marine Bde,x1 “1” Infantry Bde*(all may go to Kyushu)

Naval Units: x1 CGN, x1 CVG, x2 SAG, x2 SSN, x1 SSK (same as the original OB)

Air Units: x1 Su-24 (LR), x2 Tu-22M (LR), and x2 Su-47 STL

Russian Light Sea Transport Capacity is only 1 unit—cannot use PRC capacities

Neutral, US-Allied and USA Set-up: note: * units have to be made up

Malaysia (MY): Neutral- place a 2-step corps immobile unit* located in Malaya—values are 3 Ground/1 Air in front and flip to 2 Ground/0 Air on the back. Also it starts with a mixed immobile fighter wing based there. Values are Equal to the S.Korean F-16*. Country starts neutral. Upon entry into the war the US places a MY SAG* equal to a SK SAG in any sea area adjacent to Malaysia. It operates up to two sea areas from Malaysia. 

Philippines (PH): Neutral-starts with single one-step corps-size immobile ground units each in Luzon and Mindanao. The F-5 air unit starts in Luzon. Once in the war the USA places two other PH units: a “1” Marine Bde* at any Philippine land area regardless of current control status. The Marine Bde. may use US sea transport capacity. Also place the PH SAG in any sea zone adjacent to any PH island upon war entry. 

Singapore: Set-up per original scenario. Starts neutral. 
Indonesia: Still no units at start // starts neutral// Sumatra can be invaded now however. Once in the war place an immobile “1” Marine Brigade* in any of: Sumatra, Borneo, or Celebes regardless of current control status. The Marines are Indonesia’s reaction force.

South Korea: Set-up per original scenario. Starts as Pro-US Neutral with the SK Marine Brigade added to the force mix—see S & T 258—the Brigade uses US Sea Transport.
Vietnam: Place the x5 Vietnam units from S & T 258 in Vietnam at start. Vietnam begins the game as an active US ally. Uses US Sea Transport Capacity.   

Japan: starts with a corps-size immobile unit* located on Kyushu values are 4 Ground/2 Air in front and 2 Ground/1 Air on the back. Also Japan has two other ground units that start on Honshu—the  LW ‘nlos’ Bde. & a value 2 Infantry Bde*. uses its own Transport capacity of: one (1) to move these units by sea—may not use US Transport capacity. 

Japanese Land units may only land/remain ashore in Honshu, Kyushu, or Okinawa. 

Other Japanese units set-up as follows:  (from the original Japan OB)

On Honshu: x4 SAG, x2 SSK, x2 F-15 On Kyushu: x2  SAG, x1 SSK, x1 F-15, x1 P-3

Australia: Up to one naval unit of either type may initially forward deploy in the Java Sea or the Marianas Sea or the Banda Sea or Sunda Strait or instead of a naval unit alternately up to one air unit may forward deploy to Guam-Saipan or Okinawa or Honshu. The remaining units start in the off-map US-Allied bases box as normal. The Oz unit mix is now x1 US type F-16* (replacing the elderly F-111s), x1 SAG, x1 SSK, 

x1 P-3, and x1 “2” Infantry (Inf.) Bde that uses US or Japan (JP) Transport.

UK/Britain British units arrive via random event as per normal random-event rules, but not on a contested Siapan/Guam additionally add one “2” UK Infantry (Inf.) Bde* to the UK OB. Uses US or Japan (JP) Transport. 

India: x1 SAG and x1 CVL may arrive in Singapore if its in war or simply place on map in Strait of Malacca or Sunda Strait sea areas. Can’t arrive any-where else. 

USA: USA starts the game with x2 randomly chosen Hyper-War markers. 

US Initial Set-up: USA has the capacity to sea-transport four (4) Light units at a time

In South Korea: x1 Mechanized Brigade, and x1 F-16

Anywhere at Sea/in any sea zone: x1 CVN, x2 SAG (x1 “3” and x1 “4” SAG), x2 SSN (x1 “4” and x1 “5”), x1 SSGN, x1 DDX  Forces on Guam/Saipan: x1 Inf. Bde, x1 P-3 

US forces in Okinawa: x2 Marine Bdes, x1 F-35, x1 F-16

US forces in the off-map Allied Bases Box: x2 B-2 Long-Range Air/STL, x1 Amph., x1 Airborne Brigade, x1 B-1 (LR), x1 Marine Bde. 

US forces in Kyushu: x1 CVN, x2 SAG (x1 “3” and x1 “4” SAG),
US forces in any of: Marianas Sea, Central Philippine Sea, on Saipan/Guam, Central Pacific Ocean, or South Philippine Sea: x1 CVN, x1 SAG (“4” SAG), x1 SSN, x1 SSGN

US forces in the US Reinforcements Pools: 37 units total

Naval Forces: x2 CVN, x1 CVX, x1 nlos ‘littoral’ Amph., x1 DDX, x4 SAG (x3 “3” x1 “4”) x1 SSGN, x4 SSN (x3 “4” and x1 “5”)—Total 9 Surface and 5 Sub units.

Land Forces: x1 Marine, x1 Airborne, x1 Special Ops, x2 FCS, x2 Mech, x1 Armor,

                     x2 Infantry, x2 Stryker, x2 Air-assault, x1 SAM, --15 Bde units total

Air Forces: x1 B-52 (LR), x1 P-8, x1 F-22, x2 F-35, x3 F-16, –8 units total

Map Changes, Basing/Stacking Limits & Expanded Op #5 Air-raids : 
Kyushu: The Japanese island of Kyushu is now a land area subject to amphibious invasion. The Chinese player gets +2 VP if he gains control of this area, and –2 VP if he loses control. Also if the Chinese actually control Kyushu uncontested the US side may not use the Kyushu Strait for movement. If the Chinese player at any point lands ground units on Kyushu completely ignore any future roll of event 6-2 (Japan drops out). 

Kyushu & Honshu Air-raids: PRC-side Air units based in Kyushu may air-raid Honshu using a variant of OP # 5 to raid back and forth between the two spaces. Ditto US-Allied Air units based in Honshu may air raid Kyushu using Op #5.

Basing/Stacking Limits: 

US-Allied: Up to 5 air units in South Korea, or any other aero-naval bases that have no stacking limit specified in the rule-book—Up to 10 air units in Honshu and Vietnam and unlimited stacking for all unit types in the off-map US bases box. 

Chinese: Up to 5 air units in Taiwan, or any other aero-naval bases (including a captured Kyushu or South Korea if they win the Korean land war) that have no stacking limit specified in the rule-book, Up to 10 air units in any Chinese Mainland base, and up to 10 air units each in North Korea or Russia including any local units, the Chinese may use Malaysia as an aero-naval base—the US may also. Note that per these rules, for example the Chinese Player may base a maximum of five Red PRC Air units each in Luzon and/or Mindanao if those two Philippine locales fall to the PRC. 

Malaysia/Malaya & Singapore: The land area labeled Malaya has an Aero-Naval Base that can be used by both sides depending on control status. Air units on both sides based in Malaya or Singapore may use a variant of OP # 5 to raid back and forth between the two spaces. A maximum of five Air units may base in Malaya. 

Spratley Islands: Only Light Ground units may operate/land on the Spratley islands.

Shikoku Island This major Japanese island is considered to be part of Honshu for all 

                         game purposes to simplify play.  

Naval Stacking: A maximum of ten naval units of any type per side may occupy a sea or aero-naval base or land area at one time if allowed to move there & if no stacking limit for the space is specified in the original rules—up to two amph. type units (including the PRC ACV), or light units using naval transport by themselves can be added “free” to such stacks in those spaces and don’t count against the stacking limit, also land units on board Amph/ACV type units don’t count for naval stacking either. Naval Stacking in North Korea is only five units per coast-each coast is a space. The Aero-Naval base of Malaya may only be entered or left via naval units from the “Mouth of the Mekong” naval area. US-Allied Naval and ground units may never enter any mainland China space, Russia or North Korea, or South Korea following a PRC-side victory in a Korean ground war. China and China allied Naval and ground units may never enter Honshu/, Shikoku,  Java, or the US  Bases off-map box, or Vietnam. Chinese-allied naval units may never move via the Kyushu Strait unless Japan leaves the war via event 6-2. 

Special Note Light units: SAM/ASM units are considered light ground units for move purposes. The Chinese SSM unit is immobile. Light units may be transported by Amph. “2020” Scenario Start: The Scenario Starts with Step III –Chinese Action. The Chinese  take a double Op/actions in their first action of the game to kick off the conflict, but none of these can involve play of any “C/4ISat” Hyperwar chits however. The PRC may not elect to do Op. #2 –Start Ground War in Korea or Op #26 as either of their first actions. 

No roll for random events is made before the PRC double action, which starts the war. 

How to Win the Pacific Storm 2020 Scenario: 

China Side Win:
The Chinese start with 0 VP, and receive no VP in the game for initially controlling Taiwan and may reach Victory via the following methods:

a) At the instant there is no US CVN/CVX on the map (the off-map US base area is not on map)

b) The instant one or more PRC nationality units are the only ground units on Saipan/Guam.

c) If at the end of any US action the PRC has +10 or more VP-scored normally, but of course he gets no points for controlling Taiwan, but +4 VP if he retakes Taiwan from a US-Allied invasion to cancel the US-Allied –4 VP (see below).  

d) For the Chinese to win a special “conquest auto-victory” Chinese/ex-Taiwan non-airborne/ air-assault land units must be present and in uncontested control of four of these five locales a) to e): a) Taiwan, b) Spratley Islands, c) Okinawa, d) any one only of the four Philippine land areas and e) Kyushu. The Chinese Player must accomplish this feat at the end of any US Action Step VI.

US-Allied Side Win: The US-Allied side wins via the following:

a) Forcing the Chinese victory total to –7 VP at any time. If the US-Allied side gains control of Taiwan subtract –4 VP from the Chinese total—the Chinese can regain or cancel these negative 4 VP by retaking Taiwan as noted above. 

b) 40 Chinese actions go by with no Chinese victory (double Chinese actions count as one action here just like in the rulebook). 

c) There are no Red-colored PRC Nationality units anywhere on the map.

d) China Player concedes the game

e) Chinese Sudden death defeat through utilization of Russian units—however the Chinese Player doesn’t have to roll for this until the third Russian action of the game.

Draw—Mutual Loss: Use normal rulebook draw rules via random event 3-5/3-6

Random Events Changes for the Pacific Storm 2020 Scenario: 
Event 2-1—Changes to: Vietnam Drops out of war—remove all Vietnamese units from the map, any US-Allied units in Vietnam must do an immediate emergency re-base. If rolled again treat as “no event”.

Events 2-2 & 3-1—Change both to: Vietnam Land Front heats up—roll one dice and remove permanently Chinese ground and air units just like the Sinkiang/Tibet events—but unlike those events this one can be rolled any number of times—read as ‘no event’ only if Vietnam drops out of the war. Vietnam can be a tough cookie for the PRC. 

Events 4-4 & 4-5—Change both to: Taiwan Revolts/Unrest—The Taiwan Corps unit if on map loses one step (or is eliminated if already reduced) roll one dice for any remaining ex-Taiwan unit on map (the F-16) –on a “5-6” that unit is eliminated. If event rolled again repeat until both ex-Taiwan units have been eliminated. –If all ex-Taiwan units have been eliminated before the rolling (or re-roll) of this event the US Player may pick one Red Chinese Air or Ground unit located in Taiwan to be eliminated. 

Note: If events call for the US to blindly draw units from the Reinforcement units—that Player should draw the needed units firstly from the air/ground pool. Any second one from the naval pool and any third unit needed again comes from the air/ground pool. 

Action/Operation Rule Changes for the Pacific Storm 2020 Scenario: 

Op #2: The USA-Allied Player may start the ground war in Korea if Op #29 “North Korean Nuclear threat” has been played earlier in the game by the PRC. It’s still a one-time only Op—executed by either the PRC or the US-Allied side. US initiation of the ground war in Korea preserves his DMZ advantage if defending after Op #29.  

Op #4: The original one time China-only operation of moving airborne units to Taiwan is still available to the PRC Player. Only two airborne units may move however in this way—its considered to now be a desperate ad-hoc reinforcement of the PRC Taiwan occupation regime.   

Op #5: Air units on both sides based in Singapore and Malaya may now also utilize this operation to air raid back and forth between the two land areas. China Air units based in Kyushu may air-raid Honshu using a variant of OP # 5 to raid back and forth between the two spaces. Ditto US-Allied Air units based in Honshu may air-raid Kyushu using Op #5. 

Op #7: Up to two total light USA-allied units may be air-lifted in this way—but to different ultimate destinations only—and one of these units must be US nationality.

The Chinese player may also now do this operation also with a single PRC light Bde unit, but this move is subject to interception via US Op #10—it is than treated as a air unit target, but if hit with a roll of “1 or 2” it merely aborts the mission and returns to its start.

Op #8: Roll one dice and add two to the result—that’s number of US Reinforcements units that may be picked randomly from two pools of available units: A pool of naval units (surface and sub units together) and a pool of ground/air units. At least half the units randomly picked rounded down from the result must be from the naval pool, the remaining units generated by the die roll result must come randomly from the ground/air units pool. 

Op #9:On a result of 1-4 now the regional nation targeted for diplomatic action joins the US—only on a 5-6 it remains neutral—only Malaysia (or Malaya), the Philippines, or Indonesia can be targeted by this operation. Vietnam starts as part of the US alliance. Each of these three countries, however, may only be targeted once for this Op. 

Op # 21: The Chinese player may also para-land (like the USA and Russia) one airborne unit located in a mainland China area—its range, however, is only up to two intervening sea areas and then into the land area targeted for the air-borne landing. It may not airborne land on South Korea. A PRC Airborne Bde. conducting this type of operation must roll one die—if the roll is “6” its eliminated on landing. A Chinese airborne unit used in this way may also be intercepted via US Op #10—it is than treated as a air unit target, but if hit with a roll of “1 or 2” it merely aborts the mission and returns to its starting point. The roll to eliminate on landing is conducted after any US interception.

Op #24: “Lone Wolves” can only be executed by SSX, SSN, or SSGN types. Russian SSN conducting “Lone Wolf” attacks do so at +1 on the die roll.

Op #26: Add a new Chinese only Action/Op #26, “PLA General Staff Calls for Replacements” this replaces the Taiwan Missile Strike Operation found in S & T 258.

See first section above for details. J-6/J-7 obsolete PRC Robot planes can’t be replaced nor can the ex-Taiwan F-16 “booty” unit or any utterly obsolete & eliminated Tu-16s. 

Op #29: This Op changes to: “North Korean Nuclear/WMD Threat”—Add +1 to the next roll on the Korean War Resolution Table and the US-Allies cannot claim the DMZ (but see Op #2) advantage if defending in that situation on the next roll of Op # 11. This Op can be played even if the Korean ground war hasn’t started via Op # 2, but see the change in Op #2 that may allow the US side to start the Korean ground war. Also note this is a one time per game PRC Op only !!

Op #s 30 This Op changes to: US Missile Strike on China—this can only be done once per game and may not be the first or second action of the game by the US Player—select any 2 PRC units in any of the three mainland China zones except the Chinese SSM—roll 1 dice per unit targeted—on a 3-6 that unit is eliminated—on a “2” it’s a miss, and on a “1” the strike goes wrong and the PRC gets +1 VP due to collateral damage in the strike

Ops #s 31 and 32—these cannot be used –the “Pacific Storm 2020” scenario is assumed to be a non-nuclear conflict with semi-rational actors in charge of their nations and a secure PRC nuclear deterrent capability and doctrine is also in place. It’s assumed the PRC have also extended their nuclear umbrella over the rogue nuke state of North Korea. 

Adm. Boorda’s “Arsenal Ship”& Add’l Special USA-Allied Units & Rules: 

Note: These optional add-ons can be used to rebalance the game in the favor of a novice US Player or to add different aspects to the play of the game. See the separate file that lists ALL the PRC/US options
Adm. Boorda’s “Arsenal Ship” Option

Background: During the early to mid 1990’s US Chief of Naval Operations Admiral Boorda and other littoral warfare US Navy theorists pushed the idea of a so-called “Arsenal Ship”—which would be a very large naval vessel (up to six such ships were proposed) built partly with cheaper commercial tanker ship technology. The mission concept for the Arsenal Ship would be to project heavy-duty naval firepower (cruise missiles and other high-tech weapons) over enemy coastlines to strike at key enemy land-based assets. The ship would have immense stores of precision guided munitions to accomplish this task and be completely automated in its operations so as to reduce crew requirements. The Arsenal Ship future concept in the end died out partly as a consequence of high-ranking naval aviator/submariner opposition (Boorda had come up from the enlisted ranks of the surface fleet) and more directly due to Boorda’s tragic suicide in 1996.

Adding Adm. Boorda’s Arsenal (or BSG) Ship to the US Order of Battle for “2020”

The Arsenal Ship (BSG) has values of 2=ASW 4=Surface  4=Ground  3=Anti-Air and flips like a CVN to 1-2-2-2 if hit & it is considered a protected naval unit (like the US CVN/Amph) and sets-up in the US-Allied off-map bases box initially. It also has “nlos”

Capability when at full strength. The players can agree to use it in the game by itself or with the improvised US CVL outlined below. A flipped Arsenal Ship  (BSG) can be repaired just like the US CVN. A full-strength only USA BSG still on the map will prevent a PRC win just as if it was a CVN or CVX unit. The PRC player doesn’t receive any VPs if the BSG is eliminated. Event 6-6 cannot be used to target this US unit. The BSG if located in the Yellow Sea or Sea of Japan counts for US modifiers in Korea.  

Appeasing the USN Aviators: Adding an ad-hoc USN carrier option—the US CVL

x1 new CVL naval unit—developed/improvised from US Navy Amphibious attack ships—treat as a normal CVL with strengths—3-4-1-4, but flips if hit like CVN to 

1-2-0-1 and is considered a protected target & can be repaired just like a US CVN—

This unit starts as a Reinforcement in the US naval unit pool. The PRC player doesn’t receive any VPs if the CVL is eliminated. Event 6-6 cannot be used to target this US unit.

US 5th Fleet Reinforcements Option: 
Once per game the US Player may, in lieu of doing Op #8, declare instead that he is getting reinforcements from the US 5th Fleet in the Indian Ocean/Persian Gulf region and with maybe also some fleet units of the US 6th Fleet in the Mediterranean in the mix.

This option may not be taken in the first three US actions of the game.

If the US Player decides to go with the 5th Fleet he receives the following three units:

x1 CVN, x1 “3” SAG and x1 “4” SSN. These units are placed exactly like the Indian units arrival described above. 

This option cannot be taken if at any point in the game thus far if any of these events: 3-4, 3-5, or 2-3 & 2-4 have been rolled.  

USA Maintains its SSN Weapon System Technological Edge Option: 

Consider all USA nationality subs be they SSN or SSGN to be “nlos” type units. 

Japanese Self-Defense Forces (JSDF) Build-up Option: * =New units to be made up

This particular option assumes that the Japanese decide to respond to a possible PRC security threat by building up their military forces and removing the bulk of the post WWII legal, political, and other restrictions they currently have in place regarding the function and doctrine of the JSDF. US initial forces are down-graded slightly or are more closely integrated with the JSDF military deployments and alliance joint commands as Japan takes on more of the burden of defense in East Asia. 

Add the following units to the Japanese Force mix:

x1 SSK (value 4) to the forces on Kyushu

x1 F-15 and x1 LW ‘nlos’ Brigade* with the US Forces on Okinawa.

x1 Airborne Bde.* (value 2) on Honshu—may airborne drop (Op #21 like the USA)

x1 Marine Bde* (value 2) on Kyushu—has its own intrinsic sea transport—doesn’t count against the still existing Japanese limit of one ground unit at sea. 

Also Add x1 Japanese SAG (value 3) to the US naval Reinforcement pool—if picked via  Op #8 place on Honshu. Important Note: ALL Japanese Forces may now base and move anywhere US forces can go except South Korea. 

Initial Japanese Naval Deployments: x1 SAG and x1 SSK that initially start in Honshu per the original “2020” set-up may instead start the game in any sea area on the map. 

Change in US initial deployments: x1 Marine Bde in Okinawa starts instead in the US-Allied off-map bases box., x1 SAG (value “4”) that starts at Kyushu is placed instead in the US naval Reinforcements pool. x1 US F-16 that starts in Okinawa instead is placed in Honshu. 

Nationalist Japan Option: 

Obviously any change in the nature and function of the military/JSDF in Japan might also spark cultural and deep political changes in outlooks within Japanese society particularly when coupled with the pressure and mass emotion of a wartime situation.  

If any part of Japan (Kyushu or Okinawa) is invaded by hostile PRC/Russian ground units completely ignore any future roll of event 6-2 (Japan drops out). Also if the US-Allied side ends up losing or winning the Korean ground war any future event roll of 

“6-2” (Japan drops out) is also completely ignored. 

Vietnam as US Ally Pre-Conflict Military Build-up Option: * =New units to be made

Since our projected “2020” war happens five years after the PRC takeover of Taiwan in 2015 the Vietnamese have sufficient time to seek US help and weapons to prepare their military for aero-naval operations. The US Congress grants the Vietnamese military credits to purchase stripped down F-16s and to bolster their small surface navy. 
Add x1 F-16*(S.Korean type) & x1 SAG*(SK type) to the initial Vietnamese units from S & T 258 to round out the Viet OB at seven (7) units. 

Pro-PRC Options List and Sundry Options:

Note: These optional add-ons can be used to rebalance the game in the favor of a novice PRC Player or to add different aspects to the play of the game. See the separate file that lists ALL the PRC/US options
Initial Surprise Attack Option: 
Note: The opening of the war is assumed here to result in a mass PRC surprise military/naval attack almost akin to Pearl Harbor in WWII. The US Navy and National Command Authority (NCA) is caught flat-footed by the sudden out-break of major hostilities.  Use the following Rules:

a) The PRC side sets up after the US-Allied side.

b) The PRC side gets three Op/actions (a “triple action” instead of a double) in a row before the US side can respond to start the play sequence—none of these three Ops can involve play of any “C/4ISat” Hyperwar chits, however, or “Assassin’s Mace” Op #28 or Op #2 for the Korean ground war or Op #26 for Replacements. 

c) During the above three Op Actions above in b) the US-side may not use its “nlos”

capability in combat. “nlos” US-side units fire at the same time as other units.   

PRC New Super-Advanced Fighter Concept-Option: The J13: two new counters

Add one J-13 Fighter* to the initial PRC set-up. May set-up in any Mainland base area.

The J-13 values: are 2: Ground, 5: Air, 3 Surface and 0 ASW and it is a STL unit.

The PRC also receives one additional J-13 when they conduct their 2nd replacement action of the game (Op # 26)—but otherwise once eliminated the two J-13 units cannot

be replaced. PRC STL units cannot be intercepted on a re-base action. 

PRC US-style Marine Corps Option:

Note: We assume here that the PRC use as their model the US Marine Corps air/ground assault team of the WWII/Korea/Vietnam eras as they greatly expand their naval infantry and associated forces both before and after the fall of Taiwan in 2015.
1) The Chinese (PRC) Marine Corps is now a 3-step unit—on the front side if it takes a hit put a –1 marker on it. Its ground strength is now “3”. If it takes another hit remove the marker and flip the counter to the “2” value side which is the last step. If ashore the last hit on the last step must be inflicted by an enemy ground unit in order to eliminate the PRC Marine Corps unit from the game. 
2) The (PRC) Marine Corps may be transported on regular Amph. units—it does not have to use the ACV unit—it counts as three units (full capacity) however aboard the Amph.

The PRC Marine Corps can never be sent to Korea however. It’s now too valuable an asset. PRC Marine Bdes could still be sent there. 

3) Once per game on a PRC Op #26, the PRC Player may boost up the PRC Marine Corps strength by one step if it has become depleted in combat down to the two step, or one step level. This can only be done if the Corps is on the Chinese mainland or if the PRC Marine Corps is located on an island/land area where-in the Chinese have at least two surface ships adjacent to that area in a single adjacent sea area. 

4) Add a single Naval “jump jet” air wing counter* to the PRC air order of battle. –it has the same values as the US Harrier-- values: are 1: Ground, 3: Air, 3 Surface and 0 ASW. This jet wing has the ability to operate from invade-able PRC contested or controlled areas that are NOT aero-naval bases. Once per game it has the ability on a PRC Op # 16 to re-deploy to any land area occupied by the Chinese Marine Corps unit. This ability is in addition to any other air units being re-deployed in the same Op and the land area it goes from or re-bases to need not be the same one as the other units in the Op # 16—in effect it’s a one-time bonus move. The PRC “jump jet” wing counter can NEVER be intercepted by the US Player when conducting any type of re-base via Op #16. The PRC jump-jet also NEVER counts against the air basing capacity of a land area. The PRC jump-jet and PRC Marine Corps usual anti-ground factors always increase by +1 if both are present in the same land area when taking part in combat in that area. 

PRC Subversion in the Philippines Option: 

Here the PLA applies their traditional Maoist “Peoples War” strategy to subvert and take advantage the situation within an unstable Philippines through covert pre-war support of an array of local Communist and Muslim insurgents and garden- variety gangsters. The stage is then set to use such assets when the ‘big war” comes along. 
Issue the Chinese Player x2 +1 Philippine insurgent chits at game start. In any ground combat on any one of the four Philippine land areas the PRC Player can call for local insurgent support for his Chinese ground units in a battle. If a chit is played on a combat ALL Chinese ground units in the combat add +1 to their ground combat value for THAT combat only. The chits can each be used only once per game and they have to be used on two different Philippine land areas in the course of the game (not twice on the same Philippine land/island area with both chits). Also if a 1-1 or 1-2 is rolled on random events when the Philippines is in the war randomly remove one PH unit from the map. 

North Korean Surface to Surface Missile Strikes on Japan Option

Note: The North Koreans have an array of missiles that they could unleash to attack Japan and US bases in Japan. In a war on this scale its unlikely that there will be more than just a few safe areas anywhere close to the fighting on land or sea. 

Whenever the PRC declares Op #2 or Op # 11 or Op #29 after Op #2 he may conduct a “free” surface to surface missile strike on any land area of Japan (in other words: Honshu, Okinawa, or Kyushu). The missile strike can be intercepted by the US play of the “BMD” chit on a roll of “2-6”. The strike may target any one unit in those locales. If the target is a ground unit it is hit on the roll of a “1-2”. If the target is an air/naval unit it is hit on the roll of a “1”. The US Player does not strike back. 

East Asian Alliance Option—Vietnam joins with the PRC & North Korea as an ally 

After the fall of Taiwan Vietnam decides to cozy up to China rather than align itself with the aging USA Superpower. The two countries cut a deal over the disputed Spratly islands. When China moves, Vietnam is ready to join the fight almost immediately to throw the “American Imperialists” out of Asian affairs for good. The Chinese airmobile brigades originally slated to be deployed to the PRC-Viet-Laos borders are now available as part of the planning and long-term procured equipment for “Operation Pacific Storm”.  
a) Vietnam (VN) starts the game under the control of the PRC player and has the five units from S & T 258 available. The VN SAG and Marine Bde. may start the game in the Gulf of Tonkin or in the Vietnam land area. The other 3 VN units (all air units) are based in Vietnam. Vietnam uses PRC Transport capacity to move its Marine Bde. A max. of 10 PRC/VN air units may base out of Vietnam. VN units and North Korean units may now move and fully cooperate with PRC units within the limitations of their national operational areas & existing rules. 

b) The Vietnam Marine Brigade may land in Malaysia, and Palawan island as well as the Spratlys. The Vietnam SAG and the VN Marine Bde. may operate in any sea zone adjacent to Vietnam and also in The Palawan Passage sea zone. 

c) The PRC only receives +2 VP for controlling the Spratlys (they had to reach a pre-war deal with Vietnam on this area of the territorial Asian seas)

d) Events 2-2 & 3-1— become “Crisis in SE Asia”: Vietnam threatens Cambodia and Thailand—the US Player randomly picks 2 units from his air/ground Reinforcement pool to meet the contingency, or alternately if such are not available he must pick the air/ground units from the map. This roll is read as “No Event” if Vietnam has left the war, but otherwise it occurs every time it’s rolled. Event 2-1 remains Vietnam leaves the war—this time leaving their sometime PRC ally in the lurch.  

e) Op #9 can now be used to get Singapore in the war on the side of the USA. An attempt can be made—a roll of “1-3” brings in Singapore. This roll can only be done once per game for the city-state. Singapore may still also enter via random event. 

f) The PRC player may move Chinese ground units to Vietnam from the Mainland or vice versa via Op # 3. If Vietnam leaves the war while they are there, the PRC ground/air units in Vietnam are placed back in South China. PRC naval units may also enter & leave the Vietnam land area-- If Vietnam leaves the war while they are there—any PRC naval units in Vietnam must than be placed immediately in any sea zone adjacent to Vietnam. US-side ground & naval units may not enter Vietnam. 

g) Add 2 air-assault brigades back into the PRC initial set-up mix on the Mainland and 1 air-assault (AA) brigade to the PRC set-up in occupied Taiwan.  Up to two of these brigades can be used in conjunction with up to 2 para bdes in executing Op # 4 to reinforce the Taiwan occupation regime. Also these AA brigades can use Op # 22 just like USA chopper-borne units. The PRC air-assault brigades cannot be transported in any way by sea.

Booty Call Option: More PRC ex-Taiwan Captured Ships & Subs integrated into PLAN:
Add one (ex-Taiwan) SSK and one (ex-Taiwan) SAG to any PRC forces that can normally set-up on Taiwan at game start. These units are treated as normal Red PRC units, may operate anywhere, and never suffer any effects from a “Taiwan Unrest/Revolts” random event result and may be replaced via Op #26 if randomly picked from the pool of eliminated SSK and SAG. 

The “Burma Shave” Pro-PRC Event Option: 

Change event 4-3 to read: “PRC backed Junta in Burma Clashes with Thailand”

Roll one die—on a 1-4 one unit is removed from the US ground/air unit pool on a roll of 

“5-6” two such units are removed from the US ground/air unit pool. This is a one time only event. If the US units are not available from the pool, they must then be removed from the map or the off-map US-Allied Bases box. 

Expanded Indian Expeditionary Force (IEF) in Response to Vietnam Option:

If Vietnam is an active PRC ally add one Indian Infantry Bde (value 1)* to the Indian naval force that enters the game. It is assumed to have its own intrinsic naval transport capacity and comes in stacked with the two Indian Naval units. 

The Indian Infantry Brigade may operate on land only in Malaysia, Singapore, Sumatra, and Borneo. It is withdrawn from the game if the Indian naval units leave. 

“Putin’s Wet Dream” Option: Russian Re-Armament and Revival as a Great Power:

At the height of the Cold War the USSR Pacific Fleet in the Russian Far East was one of the premier forces of the Soviet Navy, a fleet that was the second most powerful USSR fleet after the Northern Red Banner Fleet headquartered in Severomorsk near Norway’s North Cape. On paper at least the old Soviet Pacific Fleet in the mid-1980’s included some 40 SSNs and SSGNs as well as 50+ SS, SSB, and SSK variants plus numerous surface ships including a CVL and had a personnel strength of about 120,000 men.
1) Add the following to the initial Russian Forces in the game: * = new unit to be made

x2 SSN, x2 SAG, x1 SSK, x1 Tu-22M (LR),  x1 Airborne Bde*, x1 Su-30*, x1 Mig-29*,

and one “Quick Reaction” Light Brigade* (value 2). The Russian CGN is considered a protected unit. Add the Russian Ekranoplane amph. style protected STL unit in Russia. 

2) The PRC Player may set-up initially one or two Russian SSN in any one of these sea areas on the map: Sea of Japan, or North Pacific Ocean, or Central Pacific Ocean.

3) Russia now has an “off-map bases” box that is considered to be adjacent to the North Pacific Ocean, and Russia---Only Russian naval units may occupy this box and they are immune to attack while there---up to two surface units and two sub units may start the game in the Russian “off-map bases” box at the option of the PRC Player.

4) The Chinese Player doesn’t have to roll for a Sudden Death US Victory until the fourth Russian action of the game. If the PRC Player conducts Op #12 with Russian units and no combat results from the Op—this Op/Action doesn’t count for purposes of the four Russian actions and no roll is conducted either for Sudden Death victory as a result of this type of Op if it results in no combat.

5) Russian Land units may operate in any invade-able land areas on the map except Saipan/Guam. The Russians may also similarly use the Airlift/Airborne options to any but the Koreas or Mainland China if the land area moved to/from is eligible. Russian Air units: SU-47, Mig-29, Su-30 may re-base to Okinawa, Taiwan, Kyushu, Luzon, and also to Vietnam if pro-PRC . SU-47 STL may not be intercepted by the US in a re-base Op. Russian LR air units must always base in Russia. 

  6) The Russian Ekranoplane unit may carry one Russian brigade of any type and may operate in the Luzon and East China Seas in addition to the areas outlined in S & T 258.

7) Russian SSN conducting “Lone Wolf” attacks do so at no modification on the die roll. If a PRC nationality sub “Lone Wolf” attack fails the PRC Player may still execute such an attack with a Russian SSN until the Russians fail and vice versa. 

Total Russian Order of Battle for “Putin’s Wet Dream” Option: 26 Counters Total

*Counters have to be made up 

Russian Naval Units: 13 Units

Surface Navy (6):  x1 CGN, x1 CVL, x4 SAG

Submarine Force (6): x4 SSN x2 SSK

Special STL Amph (1): x1 Ekranoplane its capacity: 1 Russian Bde. any type

Naval Transport Ability: Any one 1 non-Airborne Russian Bde.

Russian Air Forces: 8 Units

Long Range Air Units (4):  x3 Tu-22M  x1 Su-24

Regular Air Wings (4):  x2 Su-47 STL, x1 Su-30*, x1 Mig-29* 

Russian Land Forces: 5 Units

x5 Combat Brigades: x2 Airborne Bdes (2 Value)*, x1 Marine Bde.(2 Value), 

x1 Infantry Bde. (1 Value)*, x1 “Quick Reaction” Light Brigade (2 Value)*. 

Note: Russian land units & air units may never enter the off-map Russian bases box, even as land units transported via sea or air. The Ekranoplane can’t go off-map either. 

“Sarzo’s War”: French Intervention in “Pacific Storm 2020” Option: 

Its assumed here that the current pro-American French President is still a power in France in 2020 either as president or perhaps as a power behind national policy much like Putin in Russia is as premier these days. The French may join the Great Pacific War!

French Intervention forces are in basic terms identical in strength to the British Intervention Forces: x1 CVL, x1 SAG, x1 SSN, and x1 Foreign Legion Light Infantry Bde. (value 2).These forces arrive exactly the same way as the British forces. French Intervention always happens AFTER British intervention on the NEXT roll of 1-3 or 1-4. But the French are very fickle unlike the stolid Brits: if a 1-3 or 1-4 is rolled again after their entry they then leave the war. The French Foreign Legion Bde. may use US or Japanese Sea Transport just like the British Inf. Bde. 

PRC New Sub Class: Super SSK Attack Squadron: The SSKX
Add a single add’l SSK type (Call it “SSKX”) sub counter to the initial PRC naval order of battle. It may start at sea as one of the two allowed PRC SSKs that can start in any sea zone, or can start on a Mainland base. Its values are 3-4 just like a normal PRC later model SSK but it is STL capable and may, as a special exception, conduct the “Lone Wolf” Operation at a +1 die roll modification. If eliminated this unit cannot be replaced.

The Straits of Malacca Victory Option: 

Note: Obviously this choke point would be a key area to cut off PRC oil supplies and trade from and to the Middle East and Africa. 

The PRC receives +1 VP bonus if its ground units currently control or contest both sides of the Straits of Malacca—i.e. both the land areas of Singapore and Sumatra. 

The Really High Tech Air Edge: USA Killer Drones Fully Integrated with “NLOS” 
The several US air forces with their experience in the Afghan and Iraq wars are currently working on various drone/robot plane concepts that should result in the creation of multi-mission attack drone squadrons by 2020. In many of these projected applications humans might be almost completely taken “out of the loop” in certain war operations. Drones obviously have many inherent advantages over human operated combat aircraft: they can be manufactured and can be supported logistically rather cheaply by comparison to manned fighter aircraft like the F-22, F-16 or F-35, the un-manned planes are usually expendable, and often they can stay on station far longer than conventional fighters. Under this rule the drones act as both ‘nlos’ “force multipliers” for the regular US air-wings and can launch their own semi-independent attacks as well.
“Days of the Drones” Rules: 

1) ALL USA nationality F-35 , F-22, and F-16 Air Wings are ALL considered to be ‘nlos’ capable. Full Strength US CVNs and the CVX are also considered ‘nlos’ capable when utilizing their anti-surface ship combat factor ONLY in a battle. 

2) The USA Player starts the game with four (4) Robot Drone air wings* (new units) that are kept off the map until they are utilized in a US-initiated an Op #5 or Op #17   battle that features USA nationality F-35 , F-22, and F-16 Air Wings. The drone air wings have an anti-air value of 2, an anti-ground value of 2, and an anti-surface value of 3, but have no built-in ‘nlos’ capability or Anti-sub value. 
3) Robot Drone air wings are used ONLY in conjunction with USA nationality F-35, F-22, and F-16 Air Wings when these units conduct an Op #5 or Op #17. Up to one drone may be deployed into battle per such air wing counter involved in the original mission Op. In effect each manned air wing of the three types mentioned can ‘control’ one robot drone attack wing. The drones deployed pursuant to this rule may even be deployed into and have combat in a land or sea area adjacent to the one originally targeted via their USA F-35/F-22/F-16 controllers in Op #5 or Op #17. In effect the drones act as a range extender for their controllers, as well as a method of attacking from the air more than one sea zone/land area at a time in a single Op. 
4) US Robot Drone air wings cannot be used when their US F-35/F-22/F-16 controllers are defending or conducting Op #20. If a Robot Drone air wing survives its participation in Op #5 or Op #17 as described above it is returned to its place off-map for possible re-use in a future Op #5 or Op #17. 
5) Whenever the US Player conducts Op # 8 “Call for Reinforcements” throw one dice—on a result of “5 or 6” add one Robot Drone air wing to the number the US Player has off-map—the US Player may maintain a maximum of up to six such wings off map at any one time. Eliminated USA Robot Drone wings can be returned to play by use of this rule. If the US Player has the maximum number of drones off-map, no new drones, or credit for new drones can be received via the above die roll. 
6) Initial Set-up of US Air units when using drone option: The USA F-16 that starts in South Korea instead sets up on Honshu. The USA F-35 that starts in Okinawa instead sets up on Kyushu. The USA F-16 that starts in Okinawa remains there. This USA air unit set-up is not altered when using the JSDF Build-up option. 
Multiple Ops in the SAME Action Phase Option: 
Note: Some folks who have played Red Dragon Rising (RDR) have pointed out that the chess-like you-go I-go system (Ugo-Igo) prevents the players from executing multiple major operations at the same time when in the real-world its likely that both sides would be looking at moving along different strategies at the same time in an effort to get inside their enemy’s “decision loop” and overload the opposition’s ability to react. 
1) At the start of steps III and VI in the Game-turn the phasing player (PRC in step III & USA in step VI) rolls one die to determine how many Ops he is allowed: “1-2 or less”= 1 Op   “3-5” = 2 Ops  “6+” = 3 Ops. If he had previously rolled a random event 5-1/5-2/5-3/5-4 the Player receives one add’l Op. in addition to those rolled, in addition if the Player plays an un-canceled C4I Hyperwar chit at the start of his step he receives another one add’l Op. During the first PRC step III (the one that kicks off the war) add +2 to the PRC roll. These Ops are resolved in sequence but are subject to the rules outlined below. The PRC may not elect to do Op. #2 –Start Ground War in Korea or Op  #26 PLA Replacements during his first Action Step of the game. A Player cannot elect to use the C4I Chit after his roll—only before his roll, but the PRC Player can use a C4I chit, if available on the very first PRC Action Phase Step III of the game. 

2) A given unit on a side may only participate in movement and/or combat in only one of the Ops selected during a friendly side Step III or Step VI, regardless of what other friendly units have done or may do in future during that same friendly Action Step.

3) The same Player cannot execute op #2 in the same Action Step as Op # 11.

4) The following Ops can only be executed once per Action Step by a given side: #3, #6, #7, #8, #9, #11, #21, #22, #24, #25, #26, and #27.

5) When rolling for whether or not a random event happens in Steps I and IV a roll of 

“1-4” causes a random event to be rolled for. 

6) In Op # 27 (Pick a Hyperwar Chit) the Chit is always retained for future use during a future Action step---it is never used immediately and never used in the same step by the player drawing the chit. 

7) The Spec Ops Hyperwar Chit is now a chit that can be freely used before or after a friendly Op during that player’s own Action Step only. A Player may only use one Spec. Ops Chit per friendly Action Step. Using the chit does not consume an Op. 

8) The C4I Hyperwar Chit can be used (if it was un-canceled) after the first or later enemy Op in the enemy step Action sequence to temporarily interrupt the enemy actions and conduct an Op by the player that played it immediately. Any available Op can be conducted by the interrupting player except Op # 27. Once the action by the interrupted player is resolved, the Action step player continues resolving any remaining Ops/actions he has in his step allotment. A Player may only successfully interrupt his opponent up to once per enemy Action Step and not after the last allotted Enemy Op.   

9) US Op #10 (US interception) counts as a single Op & must be played as the very first Op in the next US Action step regardless of the number of interceptions made during the PRC Action Step III. If Op #10 was taken during the US Action Step (as a result of a PRC C4I interruption Op) the very next US Op taken must be US OP #10. A given US-nationality unit may only engage in a single interception per PRC Step III. 

10) Op # 28 Assassin’s Mace: The Loser of Op #28 “Assassin’s Mace” a) deducts one from any future die rolls to determine the number of Ops received b) Receives NO add’l one OP for roll of random events 5-1/5-2/5-3/5-4  & c) must in future play BOTH C4I chits at the SAME time to achieve the effects noted in sections 1) & 8) above, if BOTH C4I chits are played by the loser in Op #28 his enemy must knock BOTH of them out with ASAT chits to cancel their effect. These three points a), b), and c) replace the effects noted in the original rules for Op #28 “Assassin’s Mace” in S & T 258. The winner of “Assassin’s Mace” and both Players before any play of “Assassin’s Mace” may never otherwise play both C4I chits at the same time—this option is only available to the loser of  “Assassin’s Mace”. 
11)  When playing with this option don’t use the PRC Surprise Attack option rule—this possibility is already largely baked into the initial set-up and situation and possible initial Op roll by the PRC Player with one exception: The US Player units cannot use any “nlos” capabilities during the very first PRC Step III of the game when using the Multiple Ops in the SAME Action Phase option.  
12)  The game ends in a US Victory if after 20 PRC actions the PRC Player is not in a winning situation. (This rule allows for the add’l multiple Ops that will now be generated by both sides). Each Game-turn now is assumed to represent from one to five days of active wartime operations conducted by both sides. The PRC must still have 10+ VP in hand at the end of the USA Action Step VI to win. 
13) To show the increased importance of the Hyperwar Chits when using this option –each player randomly draws 3 chits (instead of 2) to start the game—roll one dice after these draws on a “1-2” the PRC Player draws one additional chit “3-4” the US draws one add’l chit—“5-6” both players stand pat at 3 chits each. 

Pro-US Option Expanded Op #5 abilities: Bombing the Mainland: 

This particular option may only be used if Vietnam starts the game as an ally of the USA. 

Air units from both sides may raid back and forth per Op #5 between Vietnam and South China. If the US-side has air units based on a contested or US controlled Taiwan, those Taiwan based air units may use OP #5 to raid Central China and return to their base on Taiwan. 

Pro-PRC Option: Neutralist Japan:

Given the political changes going on within the Japan of today, and the removal of the former ruling Liberal Democratic Party from the halls of power, the old post-WWII 

certainties as to the future shape of Japanese foreign policy have fallen by the wayside. This option assumes that Japan leaves the American alliance and undertakes to maintain an initial stance of armed neutrality in the midst of war. The US forces and bases in Japan are re-deployed and re-aligned elsewhere. The Japanese government begins to consider the acquisition of an independent nuclear force. Also there is a modest build-up of JSDF air and ground assets. 
1) Japan Initial Set-up: Japan starts the game as a neutral power, the PRC-side may decide to attack Japanese forces thereby bringing Japan into the war on the side of the USA. Once in the war Japan never leaves the war. Neither side may use the Kyushu strait while Japan is neutral. Event # 6-2 now brings Japan into the war on the USA-side—this is a one time event that cannot be repeated or reversed. 

Initial Japanese Set-up with Japan as an armed neutral: US does the set-up 

Ground units: x1 Immobile Corps on Kyushu

                       X1 LW ‘nlos’ Bde. on Okinawa

                       X1 Marine Bde (value 2) on Honshu—has intrinsic sea Transport

                       X1 Infantry Bde (value 2) on Honshu

                       X1 LW ‘nlos’ Bde on Honshu

                    Japan Transport Capability: 1 Bde.(can’t be used until Japan enters)

Air units:       x2 F-15 on Honshu

                      X1 F-15 each on Kyushu and Okinawa

                     X1 P-3  on Kyushu

Naval units: x1 SAG on Okinawa (value “3”)

                    X2 SAG on Kyushu

                    X3 SAG on Honshu

                   X1 SSK on Kyushu

                   X2 SSK on Honshu

2) USA initial set-up with Japan as an armed neutral: 

The 2 US Marine units that normally start in Okinawa are placed one in Saipan/Guam and one in the US off-map bases box. 

The F-16 that normally starts in Okinawa is placed in Saipan/Guam.

The F-35 that normally starts in Okinawa is placed in the US off-map bases box. 

The CVN and the x2 SAG that normally start in Kyushu are placed in the US off-map bases box. If using the USA drones option the US Player starts with only 3 robot drone attack wings off-map. 

Special Armed Neutral Japan Rules: 

1)  PRC initial Surprise option cannot be used with Japan as an armed neutral. 

2) Japan is still subject to its post-WWII restrictions if it enters the war as a result of Event 6-2. If it enters due to PRC-side attack those restrictions are removed (except in the case of sending ground/air units to Korea). 

3) The PRC side suffers a permanent loss of –1 VP if it brings Japan into the war by attacking that nation, however if Japan is in the war, regardless of how it entered,  the PRC side gains +1 VP if the PRC side is the only one to have two or more surface naval units in the Sea of Japan –(judge the situation at the end of each Action Step to determine if this VP is gained or lost by the PRC for surface control of the Sea of Japan, -1 to the PRC VP if it is lost after it was gained).

Japan as a Nuclear Armed Neutral Option: 

 Here we assume that an armed neutral Japan acts to pull together an independent nuclear force to deter both the rogue North Korean state and the rising PRC superpower. 
1) All of the rules outlined above for Japan as an armed neutral are still in effect.

2) Certain actions directed at Japan by the PRC side “might” activate a Japanese nuclear response. 2 dice are rolled to determine the outcome—Add the dice together. 

North Korean Missile Attack on a Japanese land region:

A roll of 11 or 12 results in a Japanese nuclear response—roll each time a NK attack of this nature takes place. 

PRC Op # 25 SSM Attack on ground/air units in a Japanese land region:

A roll of 10, 11, 12 results in a Japanese nuclear response—roll each time a PRC SSM attack of this nature takes place.

PRC-side takes control of Okinawa for the first time in the game: 

A roll of 10, 11, 12 results in a Japanese nuclear response---roll the first time this happens in the game only.

PRC-side takes control of Kyushu for the first time in the game: 

A roll of 9, 10, 11, 12 results in a Japanese nuclear response---roll the first time this happens in the game only.

PRC-side gains the +1 VP for control of the Sea of Japan for the first time in game:

A roll of 11 results in a Japanese nuclear response---roll the first time this happens in the game only.

Results of a Japanese Nuclear Response:

Roll one dice—on a “5-6” the Japanese nuclear response has resulted in a wider nuclear war---the PRC side loses the game for triggering this outcome. The game ends immediately with the US-side as the “winner”. On a roll of “1-4” the Japanese make a limited tactical naval strike with low-yield weapons: The PRC gains +1 VP permanently –and the US side removes any one PRC-nationality surface naval unit from any one of these sea zones: Yellow Sea, Sea of Japan, and North Pacific Ocean. If no such surface naval unit is in play at those locales—the US-Player removes one PRC air unit from Northern China—or one PRC or NK air unit from North Korea if the NKs are now fully in the war. 

Japanese Ballistic Missile Defense (BMD) Option

This feature can be added in regardless of Japan’s stance or option utilized. Today the US and Japan are working on a BMD system to defend the Japanese islands, 

1) The US player starts the game with one Japanese BMD chit—it MUST be expended to attempt to intercept the first NK or PRC missile attack on a Japanese land region. It successfully intercepts on a roll of “3-6”. This is a one-time use chit—it cannot be replaced and it may not be used as an ASAT weapon. 

2) If the Japanese have a nuclear force (per the option above) and the missile strike is successfully intercepted by US or Japanese BMD deduct 1 from the die roll when determining whether or not there is a nuclear response to the attempted NK or PRC missile strike.  

More Depth to the PRC Missile Force Option: 

If the PRC SSM Brigade is eliminated, it may be replaced via OP #26. The PRC Player may replace the SSM Brigade in place of taking a heavy ground unit as a replacement. Place the SSM Brigade in any land area on the mainland of China. 

The SSM Brigade is always immobile—it may never move from the mainland area it starts the game in or is replaced into. The SSM Brigade may not fire during the same Action step it is replaced. The PRC SSM Brigade can be replaced only once per game, if eliminated a second time it is out of the game permanently. 

An “Almost” Reunited Korea Option:

Here we assume that the Kim dynasty of North Korea collapses after a military coup sometime in the 2010-2013 time frame. A brief civil war ensues between rebel military officers and hard-line Kimist “dead-enders”. The rebels ask for help from South Korea and offer to open the DMZ in preparation for a long-term march toward reunification of the two Koreas. Reluctantly the South Koreans offer economic and security assistance to the rebels knowing that at the bottom reunification of the North with the South will be a very expensive, long, and difficult undertaking. North Korea’s missiles and nuclear material end up being handed over to UN inspectors, but the situation inside the former hermit kingdom remains very unstable for a number of years as the North Korean people come out from under decades of brain-washing by the former regime. For its part the PRC is very unhappy over events inside North Korea. The party leaders in Beijing witness the results of the North Korean crack-up, the refugee flows over their border from North Korea, and the apparent demise of their former hard-line ally. When the ‘big war’ comes along with the USA and its allies the PRC leadership is keen to restore some balance among the Koreas and thwart the pending unification of the peninsula. Over the Korean border they find eager allies in this outlook among former “Kimist” elements of the old 
North Korean Peoples Army (NKPA) and the old regime Communist Party organs. 
Note: This option should not be used in conjunction with Japan as an armed neutral.

1) For ALL game purposes when using this option Korea (North and South) is treated as a single land territory located adjacent to the Yellow Sea, Sea of Japan, and China. Only US-side units may enter Korea, and only after the Korean Land War has started (with one minor exception see section 3) below). Korea’s initial status is neutral, it enters the war when the PRC Player selects Op # 2: Initiate Ground War in Korea. Up to ten (10) USA-side air units may base in Korea once the war starts. The PRC player may not use Op #3 to move ground units to Korea, or Op #16 to re-base air units there even if the PRC ends up winning the Korean Ground War. No PRC-side units may ever actually enter & stay in Korea. 

2) There are no North Korean (NK) units in the game since the old North Korean state no longer exists. The initial Korean forces consist of the following South Korean-type units: x2 SAG, x2 SSK, and x2 F-16. Place these in Korea at game start. With the old regime in the North is gone the PRC may not use Op # 29 “North Korean Nuclear Threat”, or conduct NK missile strikes on Japan. The SK Marine Bde. is also not utilized in this scenario (they are part of the joint Korean reaction forces keeping order within the former North Korea). Also deploy in Korea one US-Allied “Joint  Korea Corps” a 2 step ground immobile corps unit* with values of 6 Ground and 3 Air on one side and 4 Ground and 2 Air on the other side. This represents the joint SK/NK security force in the former N. Korea. 

3) The US units that started the game in South Korea are re-deployed as follows in the initial set-up, The US Mech Bde, is placed in the US-off-map bases box. The F-16 is placed in Honshu in Japan (if Japan is still an ally) or Saipan/Guam or the US-off-map bases box at the option of the US Player. Up to one US Mech Bde. can return to Korea via airlift from the US-off-map bases box per game (using Op #7) before or after the start of the new Korean War. In this case it’s assumed that the brigade is picking up its set of heavy equipment from pre-positioned US Army depots located at the former US bases in the old South Korea. 

4) Once the Korean Ground War starts and has not been resolved, both sides, the USA and PRC can do back and forth Op #5 style bombing missions by air units between Korea and North China, or North China and Korea respectively. Once the war has been resolved—regardless of who won the Ground War, the option to conduct these back and forth raids no longer exists for either side. 

5) Resolving the Korean Ground War: This is resolved almost in the same manner as in the original rules however the PRC Player counts only the anti-ground factors of up to all Chinese air and ground units (except the PRC Marine Corps unit) located in North China and receives a favorable modification of +1 on the roll for every ten (10) of these factors. The US player receives the normal –1 per five (5) US-allied anti-ground factors in Korea. combined with the air unit anti-ground factors based on Honshu and Kyushu and the anti-ground factors of any CVN/X or BSG in the Yellow Sea or Sea of Japan. Use the Chart below to determine the result. Since the North Korean regime has already fallen pre-war a win by either side results in only a +3 VP move for the PRC Player and a –2 VP if the Korean ground war is won by the US Player. 
Use the new Korean War table below to resolve Op # 11—neither side can claim the DMZ modification since that area has been turned into a nature preserve by the joint Korean authorities and in any case the bulk of the fighting that is taking place in this new Korean War is going on in the former national territory of the defunct North Korean state and along the old North Korean/PRC border. 

Modified Die Roll/Result: New Korean War Resolution Table: 

0- US-side wins—eliminate 3 PRC ground units and 1 air unit from North China 

-2 VP to US side---remove all Korean units from the game—USA may still base and move into Korea—PRC –side may not attack into Korea any longer.

1-   Stalemate-- eliminate 2 PRC ground units and 1 air unit from North China

2- Stalemate—eliminate 1 PRC ground unit and 1 air unit from North China

3- Stalemate—eliminate 2 PRC ground units from North China & 1 US-Allied ground unit/step or air unit from Korea

4- Stalemate—eliminate 1 PRC ground unit from North China & 2 US-Allied ground units/steps and/or air units from Korea

5- Stalemate—eliminate 1 US-Allied ground unit/step from Korea and 1 PRC ground unit from North China

6- Stalemate-- eliminate 2 US-Allied ground units/steps from Korea and 1 PRC ground unit from North China

7- PRC Wins—eliminate all US-Allied ground and air units from Korea—also any Korean naval units on the map are eliminated—Korea reverts to neutral status---eliminate 1 PRC ground unit from North China. +3 VP to PRC side.

No US-side units may enter Korea for the rest of the game.

US Army Concept: “Digital Division 2020” (DD2020) Option

Note: This particular variant brings together all the technological advances of the 21st Century into a heavy division-sized US Army Expeditionary Group. 
The US Army “Digital Division” (DD) is a 4-step moveable combat unit. It starts the game off map waiting to be created. It is considered a Heavy unit and counts as x3 Bde-size units for Amph. Transport and Stacking. It is also a ‘nlos’ capable counter.

1st Step Strength: Anti-Ground: 6   Anti-Air: 3  (full strength)

2nd Step Strength: Anti-Ground: 5   Anti-Air: 2 (mark with a –1)

3rd Step Strength:  Anti-Ground 3   Anti-Air: 2  (flip counter)

4th Step Strength: Anti-Ground  2    Anti-Air: 1   (mark flip counter with –1)

Creating the “Digital Division”: The Digital Division (DD) can be created (once per game only) at the start of a US Action Step VI in any non-contested land area (or the US off-bases box) that contains both a US FCS Brigade (Bde.) and a US Stryker Recon Bde. Remove BOTH units from the game permanently and replace the two Brigade size units with the DD at its full four step strength at the former location where the two Bdes were. Once created the DD cannot be broken down or removed voluntarily from the map. The creation of the DD does not consume a US-side Op and is essentially a one time “free” activity for the US-Player. The last step of the DD, if ashore in a land area, can only be eliminated by an enemy ground combat unit. 

Hard-line Former North Korean“Kimists” in Exile Option: 

This option is only used in conjunction with the “Almost” Reunited Korea Option. A sizeable number of “Kimist” regime loyalists and former NKPA military elements have taken refuge in North China and augment the PRC forces as a PLA-commanded auxiliary force. The PRC cynically utilizes these deluded and fanatical “men without a country” for its own ruthless purposes.

Add two former-NK “Kimist” commando Brigades to the PRC initial set-up in North China—both have a ground combat value of “1”. These units are treated as, move as, and have combat as any other PRC light ground units, in conjunction with other PRC forces with the following three exceptions:

a) The “commando” units cannot be removed from the map to satisfy a random event directed at the PRC-side.

b) The “commando” units cannot be replaced via Op #26

c) When calculating the modifiers to resolve Op # 11 these fanatic hard-line ex-NK “commando” units, if located in North China, each count for 3 anti-Ground factors when figuring the PRC side of the of the modification, and are always taken off first by the PRC side if there are any losses that have to be satisfied on the new Korean War Resolution Table. 

Note that these former PRC controlled former NK “commando” units have no other special features or abilities.  

Adding a Pint-Size US Ally: The Sultanate of Brunei Option: 
The land space for the relatively tiny, but oil rich state of Brunei, is curved out of the Borneo land area. The Brunei space is an Invade-able aero-naval base (up to five air units may base here) adjacent to the Karimata Strait naval zone. Brunei starts as a full pro-USA ally with one immobile Infantry Brigade Group with the value of 2 Anti-Ground and 2 Anti-Air present. Op #5 out and back air missions can be run from the Brunei space by Brunei-based air units to attack the Borneo space. The PRC player scores the usual +1 VP for controlling the Brunei space and subtracts the normal –1 VP if that land region comes back under USA-side control. Curving out this Sultanate from Borneo does not otherwise change the status of the Borneo space in any way that effects game play except as described above. The PRC player can still score and lose a separate and add’l +1 VP for control of Borneo, which is still considered to be part of neutral Indonesia at game start. In game terms Brunei also roughly represents (at least somewhat) the Malaysian controlled areas of the island of Borneo including the province of Sarawak. If Chinese ground units actually land on the Brunei land region at any point in the game a still neutral Malaysia immediately enters the war on the US-side.  

PRC “Killer Drones” Option: 
Here the PRC bootstraps some stolen US military technology with “off-the-shelf” civilian items to create its own modest multi-role drone strike force—this force uses similar rules to the US Drone force as noted below, this option may only be used in conjunction with the USA “Killer Drones” option.  
a) The PRC Player starts with three (3) robot drone air wings* off-map, values of these are: Anti-air: 1, Anti-ground: 2, Anti-surface: 2 & Anti-sub: 1 (see special rules on using the drone anti-sub value in battle below)

b) These robot drone air wings are controlled and deployed by certain Chinese air-wings in the same manner and under the same Op conditions (see “Days of the Drones” rules) as the US robot drone air wings. The Chinese air-wings that can act as controllers can only be the ex-Taiwan 

F-16, and the PRC J-10s & J-12s. The PRC controllers themselves receive no add’l capabilities or advantages unlike the US controller air wings. 

c) Each time the PRC selects Op #26 roll one die: on a “3-6” the PRC Player adds one robot drone air wing to his off-map force (to a max. of PRC four robot wings at any one time available off-map). Eliminated PRC robot drone air wings can be replaced in this way. 

d) The PRC robot drone air wings may not use their anti-sub value in combat unless there is present a PRC nationality surface naval unit with an anti-sub value of “1” or more in the same sea zone or land area where the combat is taking place with the robot drone air wing. 

Note: This rule section is separate from and in addition to the standard PRC capability to make use of obsolete retro--fitted robot planes (the elderly J-6s and J-7s) for one-way one-time suicide attacks on US-side surface ships in certain sea zones off China. See Section 14.7 in S & T 258 and the notes in the PRC basic order of battle above. 

Vietnam starts the game Neutral Option:
Here Vietnam starts the game as a Neutral country, but with an anti-PRC/pro-USA stance. Initially Vietnam doesn’t want war, but is ready to defend its interests and wishes to oppose the goals of the expansionist Red Chinese regime. 
1) Vietnam’s status is initially neutral—with its five units starting in the Vietnam land region. It enters the war when the PRC lands a ground unit on the Spratly islands or when Event # 2-1 is rolled. While Vietnam is neutral event #s 3-1/2-2 are still played if rolled reflecting increasing tensions along the Vietnam/Laos border with the PRC.

2) If Vietnam starts the game neutral per this option once in the war it never leaves it. 

3)  The “Bombing the Mainland” US option cannot be utilized with this option. 

4) The USA Player may utilize Op # 9 Diplomacy to get a neutral Vietnam into the war as a US ally. Roll one die and its successful on a roll of “1-3”. Only one such diplomacy attempt can be made per game in this way to bring Vietnam into the war.

5) The option for Vietnam to have a pre-conflict US-supported military build-up with the F-16 and an add’l SAG unit is not available when Vietnam starts the game neutral. 

