TARAWA: THE BATTLE OF BLOODY BETIO (3M)

Unofficial Revised Rules v1.2

1. Errata and Special Rules

1.1. Tables Errata

1.1.1. There are two ‘on map’ tables called ‘Marine Fire Table’.  The table on the left is the correct Marine Fire Table.  The table on the right is the Marine Assault Table.

1.1.2. The Terrain Effect Chart was not printed when the game was originally shipped.  The correct TEC is:

	Terrain
	Foot or Artillery Cost (APs)
	Tank or Amtrack Cost (APs)
	Effect on Combat

	Beach
	2
	1
	NE

	Palm Grove
	3
	2
	-1

	Runway
	1
	½
	+1

	Excavation
	2
	Prohibited
	-1

	Shell Crater
	NE
	NE
	-1

	Supply Dump
	2
	2
	NE

	Road
	1
	1
	NE

	Building
	NE
	NE
	NE

	Revetment
	NE
	NE
	NE

	Anti-Tank Ditch
	+1
	+2
	-1

	Strongpoint
	NE
	NE
	-3

	Reef
	3
	Tank = 2

Amtrack = 1
	+1

	Reef Obstacle
	NE
	Prohibited
	NE

	Pier
	1
	Prohibited
	+1


‘Effect on Combat’ is the die roll modifier for the Fire or Assault die roll against the target hex.  The Anti-Tank Ditch movement modifier adds the relevant amount to the base cost of entering the hex.

1.1.3. The Reinforcement Schedule as printed in the 3W rulebook is one day too late.  The correct one has been reprinted at the bottom of these rules 

1.2. Strongpoint Hexes 

1.2.1. Strongpoints are the whole hex.  The hex is cleared by demolishing the strongpoint by an engineer unit’s Demolition Action.  There is no need to Assault a Strongpoint hex.

1.2.2. Hexes 3330 and 4430 contain two strongpoints.  Each strongpoint must be dealt with separately and both must be destroyed before the hex is cleared.

1.3. Improved Positions

1.3.1. Improved Positions (IPs) may be built by any Marine land unit, except Tanks.  Units building IPs are marked with an brown-and-white In Process Marker.

1.3.2. IPs are created by expending all a units’ APs for a turn.  A unit building the IP may not undertake any activity other than defensive fire against Banzai Attacks, in which case the IP is incomplete.

1.3.3. An IP takes one full Turn to complete.  When completed it provides all units in that hex with an –1 modifier for all attacks against them, except Japanese Defensive Fire.

1.3.4. Units in an IP may perform any action.  However, if at any time the hex containing the IP contains no Marine units then the IP is removed.

1.4. Bairiki Island Box

1.4.1. The player may place as many units of 10th Battalion (Artillery) as he likes in the Bairiki Island Box.  These units may provide support fire for either of the two easternmost areas of Betio.

1.4.2. Units on Bairiki may not be removed once placed there, and are considered to be automatically supplied.  Units landed on Betio may not be moved to Bairiki.

1.5. Runway

1.5.1. A runway hex is any hex which contains the runway symbol and no other terrain feature (other than ‘clear’ or ‘road’).

1.5.2. No Japanese forces are located in any runway hex.  As such, these runway hexes do not need to be assaulted to be occupied.

1.5.3. However, if a Marine unit enters hex containing a runway symbol (even if the hex has been cleared, and the hex is within three hexes of an unsecured hex, then the Marine unit is immediately subject to Japanese Offensive Fire.

1.5.4. Occupying runway hexes in an area is required to meet the conditions for achieving an Area Secured result.

1.5.5. Because there are no Japanese in a runway hex they are not counted as ‘unsecured hexes’ for the purposes of determining Japanese Offensive Fire.

1.6. Anti-Tank Ditch

1.6.1. This feature was not completed at the time, but it does impose a movement penalty (see Terrain Effects Chart).

1.7. Long Pier

1.7.1. Hexes on the Long Pier are not occupied by Japanese forces.  Hex 2632 is considered to be part of the Long Pier.

1.7.2. Marine units travel along the Long Pier in the Invasion Impulses, not during the Ground Phase.

1.7.3. The Long Pier is cleared by either the Hawkins Scout Platoon, or some other infantry combat unit landed onto hex 1431 or 1432, travelling down the length of the Long Pier and clearing hex 2731.  

1.7.4. Two ground units may be landed on the Long Pier each Turn (NOTE: not each Impulse), and landing on the Long Pier is the only action that a unit can perform for that Turn.

1.7.5. The Long Pier does not have to be cleared for infantry and engineer units to land on it, but it must be cleared for artillery units to land on it.

1.7.6. Once the Long Pier is cleared it may be used to land supplies.  However, once a supply head is established at 2731 no units, other than one artillery unit per Turn, may be landed on the Long Pier.

1.7.7. No Tank, LCM, amtrack or Higgins Boat unit may enter a Long Pier hex.  Infantry may not enter a Long Pier hex, other than by being landed at the end of the Long Pier or entering it via hex 2632.  If required to do so by a ‘course change’ result on the Japanese Fire Table, the unit instead moves in hexes adjacent to the Long Pier.

1.7.8. Any unit on or adjacent to the Long Pier ignores all ‘course change’ results.

1.7.9. Units moving on the Long Pier do NOT receive the –1 modifier for ‘Target adjacent to Long Pier’ on the Japanese Fire Table.

1.7.10. Marine units (except artillery) may contribute to Area Suppression Fire from the Long Pier.

1.8. Reef Obstacles

1.8.1. Tanks, amtracs and Higgins boats may not enter a hex with a reef obstacle, however wading infantry and engineer units may do so.

1.9. Landing Beach Hex

1.9.1. Only Landing Beach Hexes may be use to land units on Betio.  They contain no Japanese troops, are assumed to be cleared and may be entered at will.

1.9.2. All other beach hexes must be cleared by Assault Actions. 

1.10. Buildings

1.10.1. All buildings and revetments on the map are decorative features only.  They have no effect on game play.

2. Pre-Invasion Phase

2.1. Pre-Invasion Bombardment

2.1.1. Bombardment is simulated by rolling a die on the Pre-Invasion Bombardment Table.  The result the number of chits drawn at random and placed, inverted, on the area(s) of the player’s choosing.

2.1.2. Only one chit may be placed per area.

2.1.3. The player may decide to increase his chances for a good result by delaying the initial landing.  For each first Turn invasion impulse he gives up, he gains a +1 modifier to the die roll, up to a maximum of +2.

2.2. Modifier Chits

2.2.1. Modifier chits can be –2, -1 or blank.  These modifiers have a negative effect on Japanese fire and positive effects on Marine Assault.

2.2.2. After all chits have been randomly selected and placed in areas on the map, they are all turned face up .

2.2.3. On Turn 2 (NOTE: not Impulse 2) all –2 chits are replaced with –1 chits, and all other –1 and blank chits are removed, prior to the Invasion Phase.

2.2.4. On Turn 3 (NOTE: not Impulse 3) all –1 chits are removed, prior to the Invasion Phase.

3. Invasion Phase

3.1. Beach Hexes

3.1.1. Each land hex which borders the reef is considered to be a beach hex.

3.1.2. Certain beach hexes are designated as Invasion Beach Hexes.  These are the beach hexes where Marines are allowed to land.

3.1.3. Beach hexes do not need to be assaulted in order to be cleared.

3.1.4. Units in beach hexes may be attacked by Japanese Offensive Fire and Japanese Defensive Fire.

3.2. Invasion Entry Hexes

3.2.1. The shaded hexes along the edge of the map are Invasion Entry Hexes.  Each series of Invasion Entry Hexes is identified with a particular invasion beach (Red 1, Red 2, Red 3, Green, Black 1, Black 2).

3.2.2. Units assigned to land on a specific invasion beach must enter the map through the appropriate Invasion Entry Hexes.

3.2.3. During the Invasion Impulses, Marine units are moved towards their assigned beach by the most direct route.

3.2.4. Course shifts caused by Japanese fire may force units to move away from their original courses and cause them to land on beaches other than their designated invasion beach. 

3.3. Stacking

3.3.1. On land, up to two units of a single battalion, plus one tank OR one artillery OR one engineer unit may stack together.

3.3.2. If there are no infantry units in the hex, one engineer unit may stack with one tank OR one artillery unit.

3.3.3. No infantry units from different battalions may stack together.

3.3.4. On the reef, stacking is prohibited except for amtracks (or Higgins boats) carrying a single unit to the shore.

3.4. Vessels

3.4.1. All US non-tank forces, except the Hawkins Scout Platoon, enter the game assigned to amtracks or Higgins boats.  All US tank forces arrive assigned to LCMs.

3.4.2. Each vessel unit may only be used to transport one ground unit.

3.4.3. The Hawkins Scout Platoon commences the Game on either of the two hexes at the end of the pier.  It is the only US unit that does not have to be landed from a vessel.

3.4.4. Prior to the First Invasion Impulse, all units that the player wishes to land that turn are set up in their appropriate Invasion Entry Hexes.  The ground unit is placed under the vessel chit to indicate that it is being transported.

3.4.5. A unit may not be placed on the map if there is not a vessel to stack with that unit.

3.4.6. Higgins boats and LCMs discharge their passenger units at the edge of the reef..  The passengers are either placed in the reef hex on top of the transporting vessel or, if the transporting vessel is adjacent to a pier hex, on to the pier.

3.4.7. Artillery units may NOT wade ashore.  They may only be landed via amtrack onto a beach or at the end of the Long Pier.

3.4.8. Higgins boats and LCMs may never enter a reef hex other than an Invasion Entry Hex.

3.4.9. EXCEPTION: In the middle of the second day of the invasion the erratic Betio tide was high enough for Higgins boats to make it all the way to the beach.  Therefore on turns 11, 12 and 13 Higgins boats may enter a reef hex and proceed to a beach with either supplies or units.

3.4.10. A Higgins boat may also unload a unit onto an adjacent empty amtrack, and this uses all APs for both vessels for that Impulse.  Place the unit under the amtrack to indicate that it is now being transported to the beach by the amtrack.

3.4.11. Amtracks may not pick up Marine units that are already in reef hexes.

3.4.12. Unloading uses the full Action Points for that impulse for both the transport vessel and the unit it is transporting.

3.4.13. Amtracks may enter the reef hexes and proceed towards the shore.  They are not hampered by reef hexes and move at 1AP per hex.

3.4.14. After the have unloaded, amtracks must make their way back out to the reef entry areas before they can bring in more troops.

3.5. Reef Movement

3.5.1. Units are moved across the reef during the invasion impulses.

3.5.2. Each unit must move towards its invasion beach by the shortest possible route.  However, units may be forced to change course due to Japanese fire, in which case the forced direction change overrides the need to travel by the shortest possible route to the beach.

3.5.3. Units must move through each hex consecutively, expending the following APs for each hex entered: 1AP for an amtrack or Higgins boat; 2APs for tanks and 3APs for all other units.

3.5.4. Unis moving across the reef are subject to facing.  They must face the hex joint and may move into either the next left or right hex to their front.

3.5.5. Normally the player may move his units to the beach as he sees fit, limited only by the requirement that he must use either of his front hexes and must take the shortest possible route.

3.5.6. When a ‘shift’ is called for in the Japanese Fire Table, the unit must be moved through the appropriate hex side and continue to follow that column of hexes until all its APs are expended for that impulse or the transporting unit reaches a Landing Beach Hex.

3.6. Disembarking

3.6.1. An amtrack (or a Higgins boat on turns 11-13) disembarks its unit when it reaches any beach hex, including beach hexes that are not the units’ original invasion beach hexes.

3.6.2. When it reaches a beach hex, it disembarks its troops by expending all its remaining APs for the impulse.

3.6.3. If the transport unit reached the beach with its last AP, the ground unit it is carrying is still considered to be disembarked, but the ground unit must start the Ground Phase with 3 fewer APs.

3.6.4. LCMs may only disembark their passengers in the shaded hexes at the edge of the reef.

3.6.5. Higgins boats (other than those on Turns 11-13) and may only disembark their passengers in the shaded hexes at the edge of the reef or onto the end of the Long Pier from hexes 1433 or 1430.

3.7. Japanese Anti-Landing Fire

3.7.1. If a unit is advancing across a reef or along the Long Pier and any part of their invasion beach is in an area that is unsecured and/or adjacent to an uncleared hex, then they may be subject to Japanese Anti-Landing Fire.

3.7.2. These units may also be subject to Japanese Anti-Landing Fire if Night Event #4 is rolled. 

3.7.3. Units in vessels cannot be attacked, but the vessels carrying those units can be attacked.  If a vessel contains no unit or supply point, may not be targeted for Japanese Anti-Landing Fire in the second or third Invasion Impulses.

3.7.4. Each Marine unit approaching an unsecured area across the reef or Long Pier rates one roll on the Japanese Fire Table.  There is no range limit for this type of fire.

3.7.5. The die is rolled, all appropriate die roll modifiers are applied and the results implemented immediately.  But also, for each stronghold in the area which is destroyed, -1 from the die roll.  For example, Japanese Anti-Landing fire is being directed against an infantry unit in Reef Hex 2327 moving toward Red Beach 3.  Japanese Morale is +2 and there is an Area Suppression Marker in the area.  The stronghold at 2728 has been destroyed but the one at 3020 is still functioning.  A ‘4’ is rolled.  4 + 2 (Morale) + 1 (target in reef hex) –1 (area suppression) –1 (one stronghold destroyed) = 5 (shift S*).  Thus the Marine unit receives a shift marker, has one step box marked off and the casualty track moves one box to the right.
3.7.6. A unit may suffer step losses, Pin 1 or Pin 2 results, course shifts or casualties due to this fire.

3.7.7. If a vessel is transporting a unit and the vessel receives step losses, then the unit it is transporting also receives an equivalent number of step losses.

3.7.8. Japanese Anti-Landing Fire never affects units on beach hexes, nor does it affect empty amtracks (or Higgins boats) that are moving back from the beach towards the invasion entry hexes.

3.8. Hit Results

3.8.1. Hit results against Marine combat units may be taken as step losses or Regimental Morale level losses.

3.8.2. Hits on Tank, LCM, Higgins boat and amtrack units are always taken as step losses.

3.8.3. Each hit taken as a morale loss moves the Regimental Morale Marker for the affected unit’s Regiment one box to the left on the US Marine Regimental Morale Track.

3.8.4. When a hit is taken as a step loss, record it by placing a single diagonal slash with a pencil through the appropriate unit’s box on the Unit Roster Sheet.  Recovery can be noted by erasing this slash.  When the Casualty Track indicates that certain step losses are permanent, simply cross the slash to make an X.

3.8.5. A unit which has lost 50% or more of its steps is turned over on to its reverse side.  If, through Recovery Actions, it recovers to have more than half its steps remaining, the unit may be returned to its front side.

3.8.6. A unit which has its final step marked off is immediately eliminated.

3.9. Suppression Fire

3.9.1. In each Suppression Fire Impulse, the player may make one die roll on the Marine Fire Table per Invasion Entry Area currently in use.  ‘In use’ includes beaches that units are currently proceeding towards via the reef.

3.9.2. Each ‘S’ result means that an olive Area Suppression Marker is placed on any area containing one or more of the corresponding Invasion Beach Hexes, and remains in place until the start of the next Suppression Fire Impulse.

3.9.3. The area suppression marker becomes a –1 modifier to the die roll for further Japanese Anti-Landing Fire attacks.

3.9.4. Only one Area Suppression Marker may be placed per area, and only in the area against which the successful die roll was made.

3.9.5. An Area Suppression Marker that is placed in the third Suppression Fire Impulse of each Turn remains in place until the first Suppression Fire Impulse of the following Turn.  However, it does not affect Japanese Offensive Fire, only the following Turn’s Anti-Landing Fire in the First Invasion Impulse.

4. Ground Phase

4.1. Booby Traps and Snipers

4.1.1. Once landed, non-tank Marine unit may suffer losses due to snipers and booby traps.

4.1.2. Each area that is unsecured, or is secured but is adjacent to an unsecured area, rolls once on the Booby Trap/Sniper Table.

4.1.3. If a step loss is the result, the unit that is affected is determined randomly.  If the booby trap loss affects a unit that is attempting recovery, then the recovery attempt automatically fails.

4.1.4. Units in Invasion Beach Hexes are not subject Booby Trap/Sniper loss.

4.1.5. If all the Marine units in an area are in Invasion Beach Hexes, then no die roll is made for that area on the Booby Trap/Sniper Table.

4.2. Actions

4.2.1. Ground unit operations on Betio are handled by the use of Action Points (APs).  Each ground unit has the relevant maximum number of its APs printed on each side the counter.

4.2.2. The AP maximum for each unit is affected by step reductions that require the counter to be turned to its opposite side.  Also, the maximum number of APs for a unit will be reduced if the Regimental Morale for that unit is negative.

4.2.3. The Action Cost Chart on the Map lists all possible actions and their cost in APs.

4.2.4. If an attempted action fails, the same unit may attempt the same action again, as long as it has sufficient APs remaining.

4.2.5. If a unit conducts one or more Actions but does not use up all of its APs, for example, if it conducts a Support Action, it may be necessary to record its remaining APs on a piece of scratch paper.

4.2.6. ‘Battalion Integrity’: Some actions have die roll modifiers if units have battalion integrity.  Units have battalion integrity only if the other infantry unit of their battalion is no more than two hexes away from the unit.  There is no requirement that the units conduct the same action.  Both units could conduct entirely different actions and, provided that they are within two hexes of each other, they will each have ‘battalion integrity’.

4.3. Movement Action

4.3.1. Each type of hex will require varying amounts of APs to enter (see the Terrain Effects Chart).  The cost of entering a particular hex depends on the hexside which is crossed to enter the hex.

4.3.2. If the hexside contains two type of terrain, then the player may chose the lesser cost.  For example, moving from 2623 to 2622 you cross a hexside with Palm Forest and Clear.  The new hex could be entered for 1AP, because the player chooses the lesser amount.  But if it were to be attacked in 2622 it could still defend with a –1 die roll modifier for being in a Palm Hex.  If this sounds too much like ‘having your cake and eating it’, think of it as a rapid advance that meets heavy fire and retreats back to safety of the tree line.
4.3.3. Only cleared hexes may be entered; uncleared hexes must be cleared by assault (except Runway Hexes).

4.4. Fire Action

4.4.1. Only Marine infantry and engineer units may attempt Fire Actions against uncleared hexes or against strongpoint hexes, although Tank, Artillery and Hawkins units may provide support for such fire attacks.

4.4.2. Each unit that choses to fire expends 1AP, selects a target and rolls one die on the Marine Fire Table and modifies the roll accordingly.  If successful, a suppression marker is placed on the hex.

4.4.3. Any number of suppression markers may be placed on a single hex or strongpoint.

4.4.4. If the suppression marker is on a strongpoint hex: -1 modifier for all Japanese Fire die rolls for that Area (NOTE: not just the hex, the area) for the remainder of the Turn and a +1 modifier for any demolition attempts by engineer units.

4.4.5. Target is an uncleared hex: -1 modifier for Japanese Defensive Fire from that hex and +1 modifier for any Marine Assault Actions against that hex for the remainder of the Turn.

4.5. Assault Action

4.5.1. With the exception of landing on an Invasion Beach Hex or moving across an airfield hex, no US unit may enter an uncleared land hex.

4.5.2. The only way a hex may be cleared is by a successful Assault Action.

4.5.3. Only Marine Infantry and Engineer ground units may make Assaults, although any type of unit(s) may be used in support.

4.5.4. Any number of units may participate in an Assault.

4.5.5. It costs each unit 3APs to conduct an assault and the unit conducting the assault may target either one or two hexes.

4.5.6. For each hex attacked, a Japanese Defensive Fire is then conducted for each unit by rolling on the Japanese Fire Table and the results are applied immediately to the Assaulting unit.

4.5.7. If at least one Assaulting unit remains unpinned, then a die is rolled on the Marine Assault Table on the Map (erroneously called the Marine Fire Table) and the results are applied immediately.

4.5.8. When a hex has been cleared by an Assault, place a green-and-white Cleared Hex Marker in the successfully assaulted hex.

4.5.9. When all hexes in an area have Cleared Hex Markers, remove them and replace then with a single green Secured Area Marker.

4.6. Demolition Action

4.6.1. This action may only be attempted by engineers against a strongpoint hex.

4.6.2. Any number of engineer units may attempt to demolish a single strongpoint.

4.6.3. Infantry, Sherman tanks and non-assaulting engineer units (but not artillery or Stuart tanks) may expend APs in support of a demolition action.

4.6.4. The player expends 2APs per engineer unit per demolition attempt and selects the target.  

4.6.5. The Japanese conduct Defensive Fire before a Demolition Action is resolved.  If the Engineer unit is pinned, it may not continue with the Demolition.

4.6.6. If the Engineer unit is not pinned, the player rolls the die and applies the appropriate modifiers to obtain a result on the Demolition Table.

4.6.7. It takes TWO steps of demolition to completely reduce each strongpoint.

4.6.8. All damage from demolition attempts accumulates.  It is not repaired by the Japanese.  For example, an engineer attempts to demolish a two-stronghold hex.  On the first attempt the engineer destroys one step; the next turn he destroys two; then several turns later another engineer unit demolishes the final step.  The two stronghold hex is now cleared.

4.7. Support Action

4.7.1. Any combat unit may conduct a support action for any other unit that is conducting a Fire or Assault Action.

4.7.2. Only Sherman tanks, infantry and engineer units may conduct a support action for a Demolition Action.  Additionally, the normal +2 modifier for Sherman support becomes a +1 modifier for Demolition Actions.

4.7.3. A unit conducting a support action expends 1AP and gains a +1 or +2 die roll modifier (depending on the value on the unit marker) for the unit attempting the Fire, Assault or Demolition Actions.

4.7.4. Tank and Artillery units may only every provide support.  They may not conduct Fire, Assault or Demolition Actions themselves.

4.7.5. Support actions are conducted from hexes adjacent to the target hex and the support units must be in either a cleared hex or an invasion beach hex.  EXECPTION: a 10th Battalion artillery unit that is in a cleared hex may support any Fire or Assault action anywhere on the board.

4.7.6. If more than one unit is used to support the same assault or demolition (but not fire), use the Offshore Support Table to determine if additional die roll modifiers are gained.  Historically, the more units involved, the greater the difficulty in coordinating them.  For example: you have two units supporting an assault.  You get a base of +1 for having any supporting units but because you have more than one unit in support you also roll on the Offshore Support Table.  You roll a ‘5’ which means that the final die roll modifier is +2 (NOTE: Not +3).  However, if you rolled a 1, 2 or 3 you would still only have a +1 die roll modifier and your additional unit in support would have been wasted.
4.8. Offshore Support

4.8.1. Offshore Support Points are support modifiers that represent bombardment by ships or aircraft in support of land actions.

4.8.2. The number of Offshore Support Points available for use by the player is determined at the start of each daylight Turn by rolling on the Offshore Support Table.  The number ranges from 0 to 3 and indicates the number of Offshore Support Points available for that turn.

4.8.3. One Offshore Support Point may be used per Fire or Assault Action, but may not be used in support of Demolition Actions.

4.8.4. Offshore Support Points may be used independently of, or in conjunction with, ground unit Support Actions.  In the latter case, the Offshore Support Point is added to the modifier gained by the supporting ground combat unit(s).  For example: continuing the example above, if an Offshore Support Point were to be used in conjunction with the Assault support, the die roll modifier would be +3 (or +2 in the second case).
4.8.5. Offshore Support Points may not be accumulated from turn to turn and any that are unused at the end of a Turn are lost.

4.9. Recovery Action

4.9.1. Ground combat units that have taken step losses may attempt a Recovery Action.

4.9.2. A unit must be at least three hexes from the nearest uncleared hex to perform recovery, and may do nothing else that turn.  

4.9.3. The unit must also be in General Supply and be no more than four hexes from a functioning Supply Head.  If a unit is not in General Supply and/or is more than four hexes from a Supply Head, it may expend a supply chit to meet the supply requirements for recovery.

4.9.4. A unit that suffered a loss on the Booby Trap/Sniper Table that Turn may not attempt Recovery.

4.9.5. If a unit suffers any losses from Japanese Fire or is a target for a Banzai Attack that Turn, then the Recovery Action automatically fails.

4.9.6. Roll a die and consult the Recovery Table to determine whether any steps are recovered for that unit.

4.9.7. Units are restricted in how many steps they can recover by the total level of casualties for the operation, as recorded on the Casualty Track.

4.9.8. If the Casualty Track is less than 2000, a unit may recover to full strength.

4.9.9. If the Casualty Track is 2000 or more, no unit may recover to full strength.  The maximum allowed would be two steps less than full strength.

4.9.10. If the Casualty Track is 3000 or more no unit may recover beyond four steps below their full strength.

4.9.11. If the Casualty Track in 4000 or more, no unit may recover.

4.9.12. Tank units never recover.

4.9.13. LCMs, Higgins boats and amtracks never recover.  However, when any two of these same units have been eliminated, one may be returned to play on its reverse side.

4.9.14. If all units of a Battalion attempt a recovery at the same time (i.e. both infantry units and the engineer unit), and they have Battalion Integrity, and at least one of the units recovers, then the Regimental Morale Marker for the Battalion is moved one box to the right.  Regimental morale for a single Regiment may never be increased by more than one per Turn due to Recovery Actions, irrespective of the number of successful recoveries by the Regiment’s Battalions.

4.9.15. If the Marine General Morale is positive, there is a +1 modifier for the die roll on the Recovery Table.  If Marine General Morale is negative, there is a –1 modifier for the die roll on the Recovery Table.  There is no modifier if the Morale Marker is in the 0 box.

4.9.16. Recovery Actions may be attempted in either day or night turns.  If attempted at night, there is a +1 modifier for the die roll on the Recovery Table.  

4.9.17. Mark units that are attempting recovery with a blue-and-white Recovery chit.

5. Casualties

5.1. Casualty Track

5.1.1. The Casualty Track is used to record the permanent losses of dead and wounded during the battle.  The higher the casualties, the less effective is recovery.

5.1.2. Casualties occur when there is an asterix (*) on the Japanese Fire Table.  If this occurs, the Casualty Marker must be advances one space to the right on the Casualty Track.

5.1.3. Casualty hits (*) on tanks, amtracks, Higgins boats, LCMs or the Hawkins Scout Platoon are ignored.

5.1.4. The player starts the game with the x1 Casualty Marker.  When that marker reaches the last box, the 1000 box, he replaces the Marker with the 1000 Casualty Marker and places the new marker back at the left-most box on the track and continues from there.  Repeat the same procedure for 2000, 3000, 4000 and 5000 casualties.

5.2. Effects of Casualties

5.2.1. As the casualties rise, units are allowed to recover only to lower and lower levels (see Recovery).

5.2.2. Additionally, for each 1000 lost on the Casualty Track, the Marine General Morale Marker is moved one space to the left on the Marine General Morale Track.

6. Japanese Offensive Fire Segment

6.1. After the player has finished doing all desired Actions, the Japanese have a chance to fire at Marine units on Betio.  This is not the same as Japanese Defensive Fire against assaulting units.

6.2. All units less than three hexes away from an uncleared hex are eligible targets for Japanese Offensive Fire.  Even if the unit is in a cleared area, if it is within two hexes of an uncleared hex, that unit is an eligible target.

6.3. Japanese fire is conducted by area, based on the area where the target units are located.  Each area with at least one eligible target in it allows for one roll on the Japanese Fire Table.  

6.4. If there is more than one eligible target in an area, then the result is applied to one of the eligible targets, chosen at random.  Thus, whether there is one unit or 20 units in an area, only one die roll is permitted per area and only one unit per area will be affected.

6.5. The die is rolled, any modifiers are applied and the results are applied immediately.  

6.6. Pinned results have no effect on Tank or Artillery units.

7. Supply

7.1. Supply Point Generation
7.1.1. To reflect the uncertain nature of supply delivery, especially early in the operation, the player must (commencing on Turn 3) determine Active Supply availability during the Supply Phase of each Turn.

7.1.2. Active Supply availability is determined by rolling a die on the Supply Point Table.  The result of this roll determines how many Active Supply Points are available for distribution to the Marine units ashore.

7.1.3. If the player has a functioning Supply Head at the base of the Long Pier (hex 2731) there is a +1 die roll modifier.

7.1.4. There are two types of supply: General Supply and Active Supply.

7.2.  General Supply

7.2.1. A unit in General Supply is able to move, fire, defend and recover normally.  It is also able to support assault and demolition actions.

7.2.2. A unit is in General Supply if it is able to trace a line of supply to a functioning supply head.  The line of supply may be of any length, but it must go via cleared land hexes only.

7.2.3. A unit with an Active Supply chit that cannot trace a line of supply must expend that supply chit to put the unit into General Supply.

7.3. Active Supply

7.3.1. Active Supply is required for a unit to conduct assault and demolition actions.

7.3.2. For a unit to receive an Active Supply chit it must be able to trace a line of supply to a functioning supply head.  The line of supply may be of any length, but it must go via cleared land hexes only.

7.3.3. Units get Active Supply by the expenditure of a Supply Point from the Accumulated Supply Pool.  

7.3.4. One Accumulated Supply Point will put a single infantry or engineer unit in Active Supply.  

7.3.5. However, if any units of a battalion (including infantry and engineer units) are in the same or adjacent areas as the supplied unit, then all such units are considered to be in Active Supply.

7.3.6. Units which receive Active Supply are marked by placing a blue-and-white supply chit underneath them.  

7.3.7. A unit may not accumulate more than one Active Supply chit at any one time.

7.3.8. If a unit moves, it ‘carries’ its Active Supply chit with it to the new hex(es).

7.3.9. At the end of a Turn in which the unit has performed an Assault or Demolition Action, remove the Active Supply chit from the unit.

7.3.10. Because Tanks and Artillery only provide support, they never need Active Supply, only General Supply.

7.4. Supply Head

7.4.1. A Supply Head may be established in any invasion beach hex or cleared beach hex.  The beach hex supply head must be at least three hexes from the nearest uncleared hex.

7.4.2. A Supply Head may be established at the base of the long pier (hex 2731) with no distance restrictions to enemy hexes.

7.4.3. Supply Heads are marked with a green Supply Head Marker.

7.5. Direct Supply

7.5.1. Amtracks (or Higgins boats) may deliver supply directly to units that are incapable of establishing a Supply Head, but supply may not accumulate there.

7.5.2. Amtracks on Direct Supply Missions follow the same procedure as they would if they were carrying units.  Thus, they are subject to Japanese Anti-Landing Fire in the same manner as if they were landing troops, if their proposed landing beach lies within an area that is still unsecured.

7.5.3. Direct Supply allows units that cannot trace a line of supply to a supply head to receive General and Active Supply.

7.5.4. Only one Supply Point per Battalion may be landed in Direct Supply. 

7.5.5. The supplied unit(s) must be in the area or adjacent area to the beach hex where the Supply Point was landed and must be able to trace a line of supply to that hex.

7.6. Initial Supply

7.6.1. All ground units are considered to be in General and Active Supply on the Turn that they land and the following Turn.

7.6.2. After this time, units must trace a supply line to be in supply.

7.6.3. If a unit does not conduct an assault (or demolition) in the first two Turns that it is on Betio, it automatically receives an Active Supply chit.

7.7. Supply Point Accumulation

7.7.1. Supply points can accumulate as long as at least one Supply Head is functioning on Betio.

7.7.2. Supply accumulation is handled abstractly.  Add the number of supply points that were rolled in supply point generation to the Supply track on the Unit Roster Sheet.  Do not add any supply points that are being transported by amtrack to a unit which is unable to trace a line of supply to a Supply Head.

7.7.3. If a Supply Head is overrun by a Banzai Attack, the player loses the number of accumulated supply points proportional to the number of Supply Heads he has on the board (round to nearest whole number).  For example, a player has three supply heads and 5 accumulated supply points.  A Banzai Attack results in the loss of a supply head.  The player loses 2 supply points (i.e. 5/3 rounded to nearest whole number).
7.7.4. If the Supply Head lost in a Banzai Attack is the one at the base of the long pier (hex 2731), then lose an addition 1D6 supply points.

7.8. Effects of Being Unsupplied

7.8.1. If a unit cannot trace a line of supply to a functioning Supply Head, and cannot expend an Active Supply chit to get General Supply, it is unsupplied.  Such units are marked with a green Unsupplied Marker.

7.8.2. Unsupplied units may not assault or conduct support actions.  Unsupplied Engineers may not attempt demolitions.

7.8.3. Unsupplied units may move through cleared hexes; dig improved positions; conduct defensive fire against Banzai Attacks; conduct fire attacks with a –1 die roll modifier; and attempt recovery.

7.9. Isolation

7.9.1. If a unit remains unsupplied for more than two turns it becomes Isolated.

7.9.2. An Isolated unit may not conduct assault, support, fire or demolition actions; move; or attempt recovery.

7.9.3. An Isolated unit may dig improved positions and conduct defensive fire against Banzai attacks with a –1 die roll modifier.

7.10. Resupply

7.10.1. Unsupplied and Isolated units can be immediately resupplied by other units opening a path to a functioning Supply Head, or by Amtracs providing the units with Direct Supply.

8. Morale

8.1. Morale Types

8.1.1. Morale for each side is handled differently.  The Japanese only have General Morale.  The US Marines have both General Morale and the morale of individual Regiments.  General Morale represents the overall condition of each side.

8.2. Japanese General Morale

8.2.1. The Japanese General Morale Marker starts the game in the first +2 box (i.e. third box from the right) on the Japanese General Morale Track.

8.2.2. Japanese General Morale moves one box to the left each time a strongpoint hex is cleared and each time a Banzai attack is repulsed.

8.2.3. Japanese General Morale moves one box to the right each time a Marine Regiment’s Morale reaches –3 and each time a Banzai Attack succeeds in retaking at least one hex.

8.2.4. Japanese General Morale also moves one box to the right each time a Marine infantry unit is eliminated.

8.2.5. If Japanese General Morale ever reaches the –3 box, begin rolling on the Japanese Collapse Table.  The die is rolled once per Turn for each Turn that Japanese General Morale is at –3.

8.3. Marine General Morale

8.3.1. The Marine General Morale Marker starts the game in the first +2 box (i.e. third box from the right) on the Marine General Morale Track.

8.3.2. Marine General Morale moves one box to the left each time a Regimental Morale Marker reaches –3 and each time the Casualty Level Marker reaches the 1000 box.

8.3.3. Marine General Morale moves one box to the right each time a strongpoint hex is reduced and each time an area is secured.  An area is secured when all hexes within an area have been cleared.

8.3.4. If Marine General Morale ever reaches the –3 box, begin rolling on the Invasion Collapse Table.  The die is rolled once per Turn for each Turn that Marine General Morale is at –3.

8.4. Regimental Morale

8.4.1. Regimental Morale reflects the conditions and fortunes of the Regiments of the 2nd Marine Division as their Battalions attempt to secure the island of Betio.  

8.4.2. Each Regiment’s Morale Marker starts the game in the first +2 box (i.e. third box from the right) on the Marine Regimental Morale Track.

8.4.3. As units take hits, they have the option of taking the hit as a morale loss or as a step loss.  Each hit taken as a morale loss moves the Regimental Morale Marker for that units Regiment one box to the left.

8.4.4. Each time a strongpoint is cleared, any one (but only one) of the assaulting units may have its Regimental Morale Marker moved one box to the right. 

8.4.5. Any unit that repels a Banzai Attack may have its Regimental Morale Marker moved one box to the right.

8.5. Morale Tracks and Die Roll Modifiers

8.5.1. The numbers on the Morale Tracks are used a die roll modifiers.

8.5.2. The Japanese use their number as a positive modifier for all Fire die rolls and as a negative modifier for all Marine assault die rolls.  The negative modifier does not apply for demolitions.

8.5.3. Marine General Morale acts as a positive modifier for all Fire and Assault actions (but not demolitions) and as a negative modifier for Banzai die rolls.

8.5.4. Negative Regimental Morale reduces the number of APs available to all units of that regiment.  NOTE: Positive Regimental Morale does NOT increase the number of APs beyond the number printed on the unit.

8.5.5. At the end of the Morale Phase, complete Recovery for those units that have satisfied the Recovery requirement, and adjust the Unit Roster Sheet and/or Regimental Morale Track accordingly.

8.5.6. If it is a night Turn, roll on the Night Events Table.

9. Final Phase

9.1. Place IPs by turning over the In Progress markers.

9.2. Remove Fire Suppression markers (but not Area Suppression Markers which remain in play until the next Invasion Impulse).

9.3. Turn over Pin 2 markers and remove Pin 1 markers.

10. Night Events

10.1. Japanese Air Raid – Betio
10.1.1. The player rolls one die with no modifiers and on a 1, 2 or 3 suffers that number of hits distributed at random among his units on Betio.

10.1.2. If a 4 or 5 is rolled, the effected unit(s) also suffer a P1 result.

10.1.3. If a 6 is rolled, the bombs fall on Japanese positions.  An Area Suppression Marker is placed at random on an uncleared area which contains Marine units or, if none of these are present, on an uncleared area adjacent to an area with Marine units in it.  This Area Suppression Marker remains in effect for the first TWO daylight Turns.

10.2. Japanese Submarine Sinks Supply Ship

10.2.1. This event can only take place once per Game.  If it is rolled again, there is no effect.

10.2.2. All Supply Point Table die roll receive a –1 modifier for the remainder of the Game.

10.3. Japanese Air Raid – Invasion Fleet

10.3.1. This event can only take place once per Game.  Roll one die.

10.3.2. If the result is 1 or 2, all Supply Point Table die roll receive a –1 modifier for the remainder of the Game.

10.3.3. If the result in 3, 4 or 5, lose one point of Offshore Support each turn.

10.3.4. If the result is a 6, the air raid attack was a failure and there is no effect.

10.4. Japanese Occupy Wrecks on the Reef

10.4.1. Each turn, the Japanese receive an extra Offensive Fire against any one unit (chosen at random) either on the reef or on Betio and within two hexes of a reef hex.

10.4.2. This extra fire will continue until all Offshore Support Points for two turns are allocated to suppress this fire AND one infantry unit is sent to the wreck in hex 1436 and spends one complete Turn there.  Thus, the Japanese will have the extra Offensive Fire for at least three turns.

10.4.3. For the first condition to be satisfied, there must be at least one Offshore Support Point available (i.e. a 3 or better must have been rolled on the Offshore Support Table).

10.5. US Carrier Sunk

10.5.1. This event can only take place once per Game.  If it is rolled again, there is no effect.

10.5.2. Reduce the Offshore Support Points available each turn by one.

10.6. Local Banzai Attack

10.6.1. This occurs immediately and is directed at any unit which is adjacent to an uncleared hex.  If more than one unit satisfies this criteria, choose the unit at random.

10.6.2. Mark the target unit of a Banzai Attack with a tan Banzai Marker.

10.6.3. The target Marine unit makes one Fire attack.  This attack does not cost any APs.  Any other units in the target hex may also support the fire attack, at no cost in APs.  This is the only time that a tank or artillery unit may make a fire attack itself.

10.6.4. If the Marine fire results in a S result on the Marine Fire Table, this results in a –1 die roll modifier on the Banzai Table.

10.6.5. If the Marine fire results in a S* result on the Marine Fire Table, the Banzai Attack is immediately destroyed.

10.6.6. If the Banzai Attack is not destroyed, roll on the Banzai Table.  NOTE: The only modifiers used for a Banzai Table die roll are for a S result and the Regimental Morale of the target unit.  

10.6.7. Apply the results immediately.  

10.6.8. If the Marine unit is forced to retreat and leaves the hex vacant, remove the Cleared Hex Marker from the hex.

10.6.9. If the Marine Unit is forced to retreat but there are still units in the hex, then the Banzai procedure commences from the start with another unit in the original target hex being chosen as the target unit.

10.7.  Two Local Banzai Attacks

10.7.1. Same procedure as above, only there are two separate attacks, one after the other (which may, of course, result in the same unit being attacked twice).

10.8. General Banzai Attack

10.8.1. Marine units in areas that are adjacent to an unsecured hex, are subject to attack.  Select one unit at random in each of these areas as the target unit.

10.8.2. The General Banzai procedure is the same as for a normal Banzai, but if the Banzai forces a retreat and unclears a hex, then it immediately attacks a unit (chosen at random) in a hex adjacent to the target hex.

10.8.3. If there are no units in adjacent hexes, then roll one die and unclear that number of hexes.

10.8.4. In determining which hexes to unclear, choose those adjacent to the first target hex lost to the Banzai Attack, then the second target hex and so on.  If there is a choice of hexes, select the hex(es) randomly.

10.8.5. If, following this procedure, any Supply Head or Marine unit (in that order) becomes adjacent to the newly uncleared hex, continue the General Banzai Attack against the Supply Head or unit.  If more than one unit is contacted in this manner, choose the target unit at random.

10.8.6. A Banzai Attack on a Supply Head with no Marine combat unit in it automatically eliminates the Supply Head.

11. How to Win

11.1. All hexes must be cleared on Betio within the time limit for the game, and with fewer than 5,000 casualties.

12. Reinforcement Schedule

12.1. Using the historical schedule, units enter as follows:

	Date
	Time 
	Units

	20 November 1943
	0900
	2/2 (Amey); Red Beach 2

3/2 (Schoettel); Red Beach 1

2/8 (Crowe); Red Beach 3

Hawkins Scout Platoon; 1431 or 1432

1 Tank; any Beach

	
	1100
	1/2 (Kyle); Red Beach 2

3/8 (Ruud); Red Beach 3

10/1 Artillery; any Beach

2 Tanks; any Beach

	
	1300
	10/2 Artillery; any Beach

2 Tanks; any Beach

	21 November 1943
	0700
	1/8 (Hays); Red Beach 2

2 Tanks; any Beach

	
	0900
	1 Tank: any Beach

	
	1700
	1/6 (Jones); Green Beach

	22 November 1943
	1100
	3/6 (McLeod); any Beach


12.2. 2/6 (Murray) may be landed on any Beach after 1700 on 21November 1943.  However, if Murray is committed, Marine General Morale immediately moves two boxes to the left.

12.3. 10/3 Artillery and 10/4 Artillery may be committed on any Turn after 1300 on 20 November 1943

12.4. A player may voluntarily delay units from entering until a later turn.

13. Turn Sequence

· Pre-Invasion Bombardment Phase (first Turn only)

· Offshore Support Determination Phase (daylight Turns only)

· Supply Points Determination Phase (Not on Turns 1 or 2)

· Allocate Active Supply to various units
· Invasion Phase

· Place Vessels with Units or Supply Points in Invasion Entry Hexes

· Disembark units and/or move units and supply points towards their designated Invasion Beach Hexes

· First Japanese Anti-Land Fire Impulse

· First Direct Suppression Fire Impulse

· Second Movement Impulse

· Second Japanese Anti-Land Fire Impulse

· Second Direct Suppression Fire Impulse

· Third Movement Impulse

· Third Japanese Anti-Land Fire Impulse

· Third Direct Suppression Fire Impulse

· Ground Phase

· Booby Trap/Sniper Attacks

· US Marine Actions

· Japanese Offensive Fire

· Remove Active Supply chits from all units that have performed Assault or Demolition Actions this Turn (not in Turn 1 or Turn 2)

· Place Supply Heads on Betio

· Supply Phase (not in Turn 1 or Turn 2)

· Determine which units are Unsupplied and Isolated and place Markers

· If a night Turn, roll on the Night Events Table

· Morale Phase

· Check for successful Recovery and make necessary Roster Sheet and Regimental Morale adjustments

· Check General Morale to see if Collapse commences for either side

· Final Phase

· Place constructed IPs

· Remove all Fire Suppression Markers

· Turn over Pin Markers 

Any queries or suggestions for improvement, please contact me.

Peter Phelps  (peter_phelps@yahoo.com)

25 September 2003

