3) Japan 26 IPC

Political Situation

Japan: At war with China.

Allied reinforcement to China is a DOW on Japan.

May declare war on UKfANZAC, SU, USA and France.

DOW on UK/ANZAC allows USA to declare war on Japan.
Acts of war against Dutch are acts of war against UK/ANZAC.

Turn sequence:
1) Tech develocpment

2) Purchase & repair National Objectives Japan:

3) Combtat Movement

4) Resolve combat

5) Non combat movement When Japan is NOT at War with the United States
6) Unit placement 1. Collect 10 IPCs
7) Collect income (check bonus & convoys) each turn that Japan is not at war with the US,
. has not invaded French Indo-China and
National Setup Japan: h
Japan: 6 Infantry, 2 Artillery, 1 Tank, 2 Fighters, 2 Tac Bombers, ac ESMALS, 2N UNProvOREdEREgY on Jaiy AL
2 Bomber, 1 AA Gun, 1 Airbase, 1 Naval Base, 1 Major IC Whendedir hashmes at War With the 2Bl Cidn
Manchuria: 6 Infantry, 1 Mech Infantry, 1 Artillery, P B et 1?%3 ENEE
I%;IL;UGIUSTE;nE d'_:'? lﬁr;sﬁtimc Bombers at the beginning of the turn following
: ked DoW by th :
Kiangsi: 3 Infantry, 1 Artillery 2L SEpscigyy by §ie.SU
Formosa: 1 Fighter When Japan is at War with the Western Allies
Shantur!g: 3 Infantry, 1 All'ti"E"I'}l’ 3. Collect 5 IPCs per turn
I{wang5|:.3 I"f?”tw* 1 Artillery if Axis controls 5 of the 7 following islands:
Iwr? :II!“;E'I' 1“1 Ir; E'”tlr”-‘:ﬁ il Midway, Wake, Marianas, Iwo Jima,
Jenol: SE ISR s . Carolines, Solomon Islands and Guam.
Caroline Islands: 2 Infantry, 1 AA gun, 1 Airbase, 1 Naval Base 4. Collect 5 IPCs per turn
Siam: Zlnfantry . for each of the following major power centers
D_I-(inawa: 1 Infantry, 1 Flg_hl:er' . controlled by an Axis power:
Kiangsu: 3 Infantry, 1 Artillery, 1 Fighter, 1 Tac Bomber. Honolulu, Sydney, Calcutta, and/or Western-US.
Korea: 4 Infantry, 1 Fighter 5. Collect 5 IPCs per turn
Sea Zone 6: 1 5ub, 2 Destroyers, 2 Carriers each with 1 Tac & 1 Ftr., for Axis control of
1 Cruiser, 1 Battleship, 1 Transport
Sea Zone 19: 1 Sub, 1 Battleship, 1 Destroyer, 1 Transport Spmagpglava, ARG AiG COlRoe:
Sea Zone 33: 1 Destroyer, 1 Carrier w/ 1 Tac & 1 Ftr. Kamikaze: Japan can kamikaze up to 6 times, using tokens (not planes).
Sea Fone 20: 1 Cruiser, 1 Transport It's a defense mechanism and occurs before the

Resolve Combat sequence when attacked.

Wctﬂry canditiﬂns: Only allowed on Kamikaze marked S2's,

: : where actual combat is resolved.
Objectives to be met ﬁ::r a full round of play . (NCM by Allied force inte SZ does not allow Kamikaze).
Axis: control & of 8 VC's on Pacific map, OR control 8 of 11 VC's on Europe Map Amphibious assault counts as combat from that SZ.

Allies: Control all Axis Capitals Targets are selected by Japan, not on TP's and 55's.



