1939

Production: 41

JAPAN Starting IPC: 30

JAPAN Order of Play
1. Germany & Axis Minors 4. U.K., France & Minor Allies
= ~lsls 2. Russia, Comm. China 5. Italy i i
2|, § % £ g 3. Japan 6. Umted States, Nationalist
Z| 8 G o |E|E China
K slelals|a
< Z|2 (4] s|la|8|lc|¥|Y|
S| _ < =
S| _|2|2|s|2|2|8|=|8|,|2(2|2|2|2l2lE
SEIMEFEEHBEEIREEE RS
AR EIEE T I R R R I I I R A R A
FID| ||| O|lEXT|0|E(T|w|lun v unl unlvun|lwn|un|ln UNIT TYPE COST | MOVE ATTACK DEFENSE
6| 4 INFANTRY (w/ Artillery) 3 1 2(3) 4*
MECHANIZED (w/ Artillery or Armor ) 5 2 2(3) 4
1 1 2 ARTILLERY (w/ Mech.) 5 1(2) 3 4
1 ARMOR (w/Tactical Bomber) 9 2 5(6) 5
1 1 AA GUN 6 1 0 2
1 FIGHTER (as SBR Escorts & INT.) 10 4 6(2) 6(2)
1 1 TACTICAL BOMBER (SBR vs INT.) 1 4 7 4(1)
1 BOMBER (SBR vs INT.) 14 6 8 2(1)
2 |AIRCRAFT CARRIER 16 2 0 4*
2 BATTLESHIP 20 2 8 8
1 1 2 CRUISER 1 2 6 6
11| 2 2 | 2 |DESTROYER 7 2 4 4
1 1 1 2 SUBMARINE 7 2 4 2
2 2 2 TRANSPORT 7 2 0 1*
1 1 1 1 1 AIR BASE 15 0 0 AA
1] 1 1| 1| 1 |NAVAL BASE 15 0 0 AA
1 1 INDUSTRIAL COMPLEX (major) 30 0 0 0
INDUSTRIAL COMPLEX (minor) 12 0 0 0
FORTIFICATION 20 0 0 2
23| 2 111 2] 3 VETERAN INFANTRY N/A 1 4 5
112 2 VETERAN FIGHTER (SBR) N/A [ 4 8(3) 7(3)
YAMATO CLASS BATTLESHIP 24 2 9 9
NAVAL INFANTRY (SNLF) 6 1 3* 4*
2 |NAVAL FIGHTER 1 4 6" 6
2 INAVAL TORPEDO/DIVE BOMBER 12 4 7* 4
v5.0

SPECIAL UNITS:

A. NAVAL INFANTRY: Naval Infantry (SNLF) attack at a +1 during amphibious assaults. They also defend against amphibious assaults at a +1
during the first round of combat only. Japan can build 2 of these special infantry units per turn, totaling no more than 6 on the board at one
time. These units use the combined arms rule for infantry. Naval infantry cannot be used in a Banzai attack.

B. VETERAN UNITS: Veteran Infantry are experienced infantry that have better morale and use proven tactics to defeat their enemies. These
units use the combined arms rule for infantry. Veteran Fighters are experienced pilots that use advanced tactics to defeat their enemies. Neither
of these units can be purchased. Veteran infantry cannot be used in a Banzai attack. Veteran fighters cannot kamikaze.

C. KAMIKAZE FIGHTER: Starting on Turn 10, 1 Fighter per turn may kamikaze. A Kamikaze fighter can move to maximum range (ignoring the
rule requiring it to land in NCM) and hits on a roll of 8 or less. Veteran fighters cannot kamikaze.

D. NAVAL FIGHTER: This special fighter unit has a targeting capability against surface ships. It hits on a roll of 6 or less, but a roll of 1 allows it
to choose the target it hits.

E. NAVAL TORPEDO BOMBER: This special tactical bomber has a targeting capability against sea units. It hits on a roll of 7 or less, but a roll of 4
or less allows it to choose the target it hits.

F. YAMATO BATTLESHIP: Starting on turn 4, Japan can build only 1 of these special battleship units per turn, totaling no more than 4 on the
board at one time. It takes 3 hits to sink instead of the normal 2. Japanese Yamato class battleship costs 1D6 production to repair 1 hit, 2D6
production to repair 2 hits. Consult the table below for how damage affects these units.

¢ (No Damage) Attack: 9 Defend: 9 Shore bombard at 6.
¢ (1 Damage Point) Attack: 6 Defend: 6 Shore bombard at 4.
¢ (2 Damage Points) Attack: 0 Defend 3 Shore bombard at 0.

SPECIAL RULES:
NATIONAL OBJECTIVES:

1. BANZAI: Regular infantry can make 3 banzai attacks per turn. Up to 2

infantry per battle may attack at a +1 for the first round of combat but 1.+ 5 Production for each major Allied victory city Japan controls
cannot retreat. Infantry using the banzai attack do not get the +1 attack in the Pacific (Singapore, Calcutta, and/or Sydney).

for being paired with artillery for the entire battle. Veteran and naval

infantry cannot be used for banzai attacks. 2. + 5 Production if all of the Dutch East Indies are under

Japanese control and Japan controls all of its original territories.

2. DUG-IN DEFENSE: All Japanese Infantry units defend at a +1 in all
original territories. This includes naval and veteran infantry.

3. SNEAK ATTACK: Japan gets a sneak attack that has to be used before
the start of turn 8.



