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The following varient allows players to employ capital ships that actually were either planed or under contruction. the German navy "Plan Z" project , had projected by 1944 , inaddition to ships actually built and in service, a a force of 4 "H" class battleships , 3 "P" class battlecruisers,  , 2 moreHipper class cruisers, and 2 Graf Zepplin class aircraftcarriers plus an assortment of other screen and support units, The British had begun contruction of  the Lion class battleships, simular to the "KG 5" class , but because  of wartime considerations the "KG 5" battleships and aircraftcarriers were given prioty. The soviets embarked unbon a naval expansion program, that in included up to four  Sovietieksy Soyuz class battleships , each armed with  nine 15" guns. The Soviets never completed any of these ships because  of the German invasion that occupied many it's shipyards and wartime diversion of  resources.

These optional rules additions can be used with the original game or The War  Sea 2 expansion kit as noted.

The following ships are available for "construction" :

Germany:  Gross Deutschland, Fredrich der Gross (5-5-6), Moltke, Hindinburg (4-4-7), Sedlitz, Lutzow, (1-2-7), Peter Strasser(same as Graf Zepplin).

Britain: Lion, Tameraire, Thunder, Conquer(5-5-6).

Soviet Union(Russia):  Sovietisksy Soyuz, Sovietisky Ukrainia(5-6-5).

1. Each nationality may begin the construction one battleship(units with attack and defense of three or more) the one of the two German cruisers, and the Peter Strasser.

2. Units are placed in ports of their nationality for construction during the reinforcement phase.

3. Units under construction have a inverted damage marker equal to unit's defense value placed on them. Palyers buld each unit by removing  damage points from each ship on two for one basis, instead of one for one damage point for each repair point.

4. No more than one unit of each type may be placed for building or "launched" upon completion every turn. In addition no one battleship, new German cruiser, or the Peter Strasser may may be launched(used) in the same turn  as a unit of same type is received as a reinforcement.

5. All British units must be placed in England, German(Axis) units in Germany only. The Soviets(Russians) can build no more than one unit per port,in either two ports(three in the expansion) Allied player's choice.

6. Units being built may be attacked in port by land base air same other units . The damage incured marked and repaired normaly. 

7.  The Scharnhorst, Gniesnau, and Hood, can be upgraded by speneding one turns in ports and expending two repair points per unit, raising the Hood's defense by one , the Scharnhorst and Gneisnau's attack by one. This can only be done in Germany and England ports.

These optional rules may be used if both players agree.

8. Turkey is considered a neutral port same as South America, until activated as a Axis port.

9. If  the Axis control the Mediterrean for four turn or more,  Turkey becomes a Axis port , and the Axis receivce the Yavaz  (3-3-3)  in Turkey as a reinforcement. This unit can based in any Axis Mediterrean port.

10. Greece is an Allied port for turn two only. There after is an Axis port and the Greek 2-2-3 units, Kilkis and Lemos are based in Malta or Alexandria.

11. If the Axis control the South Atlantic four or more turns and are six plus POC's ahead, South America(neutral port in original game) becomes a Axis port The Axis pay POC cost to remain there, the Allies still pay this. The Axis recive two 3-3-3's the Moreno and Rivdiva and two 1-1-7s  the Admirlte Brown, Cinco de Mayo in South America. If the Axis fail to control the South Atlantic and have three or less POC, South America is a Allied port with no POC cost to the Allies and get the 3-3-3's Sao Palao and Minas Geraes.  

12. Spain(Gibraltar) becomes a Axis port when the Axis control the Mediterrean four turns or more with a six-twelve POC score. Allied units  based there must relocate to England or Malta. A 1-1-7's unit the Canerias is receivced in Gibraltar, now Spanish.

13. French units in the War at Sea 2, that are scuttled on turn two are rolled for again: 1-3 scuttled as is, 4-6 they are considered Vichy(neutral) and are moved to Oran, which is treated as neutral  port for rest of the game. If the Allied "Troch" unit reachs Oran all Vichy units become Allied on the following turn.

14. Because of their low gun calibre, the Italian 4-3-5 units, are reduced by one to combat value of three.

