Doro Nawa
By Jim Bumpas

Introduction
Doro Nawa simulates the Japanese campaign in Malaya beginning December 8, 1941 and culminating in the surrender of Singapore on February 15, 1942. Japanese staff officers named the plan Doro Nawa, implying a shoe string affair: the Japanese were outnumbered by the Allied forces in Malaya.
Japanese propaganda stressed the colonial British role and bragged that Japan would oust the Europeans from Asia. Nearly one-third of the Indian Army in Malaya joined the Japanese-sponsored Indian National Army during the campaign.
Allied pre-war planning was based on the assumption the Japanese could launch only one major offensive. Precise planning combined with careful execution and clever propaganda overwhelmed the Allies as the Japanese launched multiple offensives against Pearl Harbor, Wake, Guam, Hong Kong, the Philippines, and Malaya. The Allies had sufficient force to repel the Japanese, but the lack of Allied preparation and Japanese successes caused the Allies to become demoralized. 
Japanese control in Malaya was never challenged until the surrender of Japan. The British then used Japanese troops and administration to maintain control and prevent the Communists from cashing in on their war-long resistance. Ironically, the Communists only became important by assuming the anti-Western role of the Japanese.

1.0 Game Play
1.1 General Rules 
The players control air, sea, and ground units to achieve their objectives. The victory conditions are set to reflect the number of turns played. 
1.2 Game Length
The entire campaign game is ten turns, but players may decide beforehand to play a shorter game of less than ten turns. Each turn will require from 30 to 60 minutes, so the players may choose the length of game they wish to play.  Place the Game End Marker on the Turn Record Chart as a reminder of the last game turn. 
1.3 Game Scale
Units are company, battalion, and regiment sized. Turns are weekly. The map scale is approximately 10 km per hex.
1.4 Glossary of Terms
Anti-Air and Air-to-Air Table: Where these two combat types are resolved.

Bombardment Value: The number used by units when bombarding. It is sometimes a unit’s SP (for artillery units) and is sometimes a fixed number (aircraft and naval units).
Combat Results Table (CRT): Where all bombardment combat and ground combat is resolved.

Initiative Value: A unit’s experience, training, equipment, motivation etc. is represented by its initiative value.
Movement Points (MP): A unit’s available points to spend for movement.
Strength Point (SP): A unit’s relative worth in combat is measured by strength points. Each ground unit has a number of SP equal to its face value or its face value minus any losses. Aircraft and naval units have only one SP each. Units are eliminated when they are reduced to zero SP (for artillery units, use the unit’s bombardment value).
Terrain Effects Chart (TEC): The chart that contains the movement and combat effects of terrain. 

West Coast Movement (WCM): The west side of Malay where the Japanese player is restricted in amphibious movement.

“xx13 Line”: The white line across the northern third of the map. It affects Japanese Set-Up and Japanese bombardment (5.2).
1.5 Components

Each copy of Doro Nawa includes:

· One coversheet/TEC

· One map (in four sections)
· One sheet of counters (which must be assembled before play)

· One rulebook

· One Allied Set-Up and Reinforcement Schedule

· One Japanese Set-Up and Reinforcement Schedule

Additionally, one six-sided die is required for play.

2.0 Sequence of Play 
2.1 General Rules
At the start of each turn, players place any reinforcements they are due according to their Reinforcement Schedule and check supply for each of their units (7.0). 
Each turn consists of ten or more impulses. The Japanese player always takes the first half of an impulse; the Allied player always takes the second half. 
At the start of his half of an impulse, the player decides which one of the following impulse options he will use: 
· Movement
· Combat
· Replacement 
After an option is chosen, the player rolls the die. Place the Initiative # Marker on the Impulse Track per the die roll and the Impulse Option Marker in the Impulse Option Box as a reminder. Every unit with an initiative value equal to or greater than the die roll may participate in that impulse.

After all actions of the impulse have been completed, play passes to the opponent. If this was the Allied player’s half of the impulse, advance the Impulse Marker one space on the Impulse Track. 
2.2 Ending the Turn

Starting with the 11th impulse, the Japanese player may choose to end the turn and record its passage. If the Japanese player declines to end the turn and instead uses his 11th impulse, the choice to end the turn falls to the Allied player. The Allied player may return the option by performing an 11th impulse. A turn may continue indefinitely until one player ends the turn.
Play Note: Each unit on a side is eligible to perform an action once per impulse; if the unit’s initiative value and the initiative die roll comparison allows it to act.
3.0 Stacking 

3.1 General Rules

Stacking limits must be observed at all times, including movement, retreat after combat, and when taking replacements.
3.2 Friendly and Enemy Units

Friendly and enemy ground and naval units may not stack in the same hex. Non-based aircraft units of both sides may occupy a hex, regardless of ground or naval units.
3.3 Stacking Limits

Any number of units may stack in a hex as long as their combined Strength Points (SP) is equal to or less than twice the highest initiative value of any unit in the hex. 
Any number of naval units and non-based aircraft units may stack in a hex. Only one aircraft unit may be based at an airfield at one time. An unlimited number of aircraft units may be based at the Japanese Off-Map Airfield Box.
3.4 Reinforcements and Replacements 

Reinforcements and replacements may not be placed in a hex if their placement results in overstacking. Unplaced reinforcements may be placed on the map at the start of any subsequent friendly impulse.
3.5 Overstacking Penalty
If a hex is found to be overstacked, the owning player must eliminate enough SP and/or units of his choice to bring the hex within stacking limits. 
4.0 Movement
4.1 General Rules

If a player chooses a Movement Impulse option, he may move any of his units which have an initiative value equal to or greater than the initiative die roll. 
All naval units and ground units moving amphibiously have an initiative value of 5.

Units are moved individually.
The number of Movement Points (MP) available to a ground unit is equal to the initiative die roll. MP available to armored units and naval units are equal to twice the initiative die roll. Face-up and face-down aircraft units may move with their printed MP in every impulse, regardless of impulse option or initiative die roll.
Coastal artillery units may not move from the hex in which they are deployed, in spite of their initiative value of 3 (which is only used for combat or when taking replacements). As a reminder, coastal artillery units have a red octagon instead of a white box around their initiative value.

4.2 Terrain Effects on Movement
4.21 Ground units pay a variable number of MP to enter each hex. Consult the Terrain Effects Chart (TEC) for the MP cost to enter each hex type. A unit cannot enter a hex if it does not have enough MP to pay the cost of entering the hex. 
4.22 A unit entering a hex containing a road, trail, or railroad through a hexside not crossed by the road, trail, or railroad must pay the MP cost as if the road, trail, or railroad were not present.

4.23 Armored units may only occupy hexes with a road, trail or railroad. They may only move or advance into hexes along contiguous road, trail, or railroads. Unbridged water barriers (river and sea hexsides) may be crossed by armored units only if the hex entered has a road, trail, or railroad, and an engineer unit remained stationary during the entire Movement Impulse in either hex adjacent to the hexside crossed by the armored unit. This costs the moving armored unit +2 MPs.
4.24 Aircraft units may move every impulse regardless of the impulse option chosen. Each hex costs an aircraft 1 MP regardless of terrain. 

4.25 Naval units may only enter sea and partial sea hexes. One-hex islands are considered sea hexes. Exception: Ground units moving amphibiously may enter coastal hexes when they land (4.41). 
4.3 Force March
If a unit has an initiative value greater than the initiative die roll, it may force march. A force march allows a unit to move as though the initiative die roll was equal to the unit’s initiative value.  Each MP of force march spent by a unit costs the unit 1 SP loss. 
4.4 Amphibious Movement

4.41 Procedure
Ground units may move amphibiously (i.e. move through sea hexes). Amphibious movement is a multi-impulse process. 
1. A ground unit that begins a Movement Impulse in a port hex is moved to an adjacent sea hex. This ends the unit’s movement.
2. In subsequent Movement Impulses, the unit is moved through sea hexes as though it were a naval unit (i.e. it has an initiative value of 5 and the initiative die roll is doubled for MP). 
3. A non-armored ground unit that begins a Movement Impulse in a sea hex is moved to an adjacent coastal hex (i.e. it “lands”). Armored units may only land in a port hex. This ends the unit’s movement.
Note: In the original Doro Nawa rules, ground units were allowed to force march while moving amphibiously. Before the game begins, the players may choose to use that rule.

4.42 Landing Restrictions

A unit may not land in a coastal hex which is adjacent to a costal hex occupied by an enemy unit unless a friendly unit is already in the hex they wish to land in.

4.43 Combat vs. Amphibious Units

Units moving amphibiously may be attacked only by bombardment (5.2). Each ground unit must be targeted separately.
4.44 West Coast Movement
The WCM symbol is located in a hex near Singapore. This hex and all coastal and sea hexes west of it are considered to be the “west coast.”  
West coast amphibious movement is prohibited to the Japanese player during any impulse in which an Allied unit is present on Penang Island.
4.5 Bridges

A bridge is considered to exist over any water barrier hexside crossed by a road, trail, or railroad. As long as a bridge is not destroyed, units moving along a road over a water barrier do not incur the +1 MP, the road MP cost is used instead (i.e. an intact road negates the water barrier MP penalty).
A bridge is considered destroyed if an enemy unit is within two hexes of the bridge. Bridges are repaired as soon as there are no enemy units within two hexes. A bridge is not considered destroyed by the presence of enemy units if a friendly unit is adjacent to the bridge and remains stationary for the entire Movement Impulse. 
4.6 Engineers

Engineers may assist units in crossing water barrier hexsides. All hexsides adjacent to the engineer’s hex are affected. The engineer unit must remain stationary during the Movement Impulse it is assisting other units.  
The MP cost for non-armored units is reduced by 1 MP.

Armored units still require a road, trail, or railroad to cross a water barrier hexside and will do so at +2 MPs. (4.23). 
5.0 Combat 

5.1 General Rules

If a player chooses a Combat Impulse option, he may attack with any of his units which have an initiative value equal to or greater than the initiative die roll. 

Combat is voluntary at the discretion of the attacking player. Combat is sequential and may be executed in any order the player desires. 
Units may not attack more than once during an impulse, but a given target hex or defending unit may be attacked multiple times per Combat Impulse. Friendly units in multiple hexes may combine for a single attack. 
There are three types of combat: 
· Bombardment (5.2)
· Ground Combat (5.3)
· Anti-Air and Air-to-Air Combat (8.4 and 8.8).
Note that Anti-Air Combat may be triggered by either side during aircraft bombardment, ground support, and interdiction (8.4).
5.2 Bombardment

Bombardment may be performed only by air, artillery, and naval units. Any number of units may combine for  bombardment as long as each unit has the initiative to participate in the impulse and the range to reach the defending hex.

Face-up aircraft units may bombard in any impulse. Artillery units may bombard in any impulse in which they do not move.  Eligible naval units may bombard in every impulse, not just Combat Impulses. 
Range is counted from the firing unit’s hex, exclusive, to the target hex, inclusive. Units have different ranges and penalties as stated below:

· Aircraft units may bombard only the hex they occupy. They use their full bombardment strength. 

· Naval and costal artillery units bombard adjacent hexes at full strength. At a range of 2-3 hexes, they bombard at half strength (round down by unit, minimum of 1).  They may not bombard at a range greater than 3 hexes. 

· All other non-aircraft bombardment units bombard adjacent hexes at full strength. They may bombard adjacent hexes only.
All bombarding units halve their bombardment strength when firing at armored units. Non-coastal artillery units halve their bombardment strength when firing at naval units, including ground units moving amphibiously. Bombardment strength is affected by TEC strength modifiers, except that it is unaffected by water barriers. 

A bombardment does not have to include all units in the target hex. The attacker may exclude units as he chooses. Units moving amphibiously must be targeted separately, even if stacked.
Non-artillery ground units defend against bombardment with their modified SP. Artillery ground units defend against bombardment with their bombardment strength. Aircraft at base, ground units moving amphibiously and naval units have a defense strength of 0 when bombarded. 
Japanese air and sea bombardment strengths are doubled against any Allied ship unit which is north of the xx13 Line. 
Only one hit is required to eliminate naval and aircraft units and ground units moving amphibiously. Otherwise, units take hits similarly to ground combat (i.e. incrementally, up to the unit’s printed SP).
To resolve a bombardment, the attacking player totals the bombardment strength of all attacking units and declares the target units in a hex. The defending player totals the modified SP of the defending units. Subtract the total modified SP of the defending units from the bombardment strength total. The attacker rolls the die. Cross-reference the result with the modified bombardment total on the CRT. Each target unit suffers a number of SP losses equal to the result. 

5.21 Naval-to-Naval Combat

Naval-to-Naval Combat may be performed by ship units in the same hex with enemy ship units. A single ship unit may bombard in Naval-to-Naval Combat once per impulse. 

Ship units may bombard in Naval-to-Naval Combat (even if it isn’t their impulse) as long as there is an enemy ship unit in their hex. The player who’s impulse is in progress fires first, followed by his opponent. All Naval-to-Naval Combats are simultaneous; do not remove losses until all eligible ships have fired. 

The firing player chooses the enemy ship units to attack. Ship units may combine their bombardment strengths to attack defending ship units.  

Naval-to-Naval Combat is resolved using the Bombardment Table. The player conducting Naval-to-naval Combat chooses how to fire his units and rolls the die on the Bombardment Table for each attack. 
5.3 Ground Combat 

5.31 General Rules
Ground combat occurs between adjacent friendly and enemy units. An attack may include units from multiple hexes, but only one hex may defend. All enemy units in the defending hex total their combat strengths when attacked.

5.32 Combined Arms SP Bonus

Each attacking and defending hex is checked to see if it qualifies for the Combined Arms SP Bonus when determining combat strengths. Each qualifying hex earns SP for its side. This bonus is added after any doubling due to terrain or unit types involved.  

For a hex to qualify, it must include at least one infantry, engineer, or machine-gun unit and:  

· If an armored unit is present, 1 SP is added to the side’s SP total. 

· If an artillery or anti-tank unit is present, 1 SP is added to the side’s SP total. 

Each hex may earn a maximum of 2 SP. 

5.33 Unit Type Bonus

An attacking armored unit’s SP is doubled if the defending hex contains only infantry and machine-gun units. A defending anti-tank unit’s SP is doubled if there are attacking armored units. 
5.34 Terrain Effects on Combat 

Consult the TEC for the effects of terrain on combat. Units which are halved because of terrain lose any Combined Arms SP Bonus or Unit Type Bonus they would have otherwise received. 

Armored units may not attack hexes adjacent to theirs that are not connected by a road, trail or railroad.
5.35 Amphibious Assault

Ground units moving amphibiously may launch an amphibious assault against an adjacent enemy-occupied coastal hex. Their strength is halved (round down by unit, minimum of 1). The defenders must be eliminated or retreated and the attackers must advance into the hex or all attacking units are eliminated. 

In an Amphibious Assault, the defender may not choose to cancel a unit’s retreat by taking an additional SP loss (5.38). 
Armored, cavalry, and artillery units may not conduct an amphibious assault.
5.36 Defending Artillery

Artillery units defending in ground combat alone are considered to have 1 SP each, regardless of their bombardment value. Artillery units defending with non-artillery units contribute nothing.
5.37 Combat Resolution

After both sides have totaled their combat strengths, they are compared as an attacker:defender odds ratio, rounding down in favor of the defender, as expressed on the CRT.

The attacker rolls the die and cross-references the number rolled with the appropriate odds column to determine the result. Each defending unit loses SP equal to the result.

5.38 Retreats

Units suffering SP losses must retreat one hex. If retreat is impossible because of terrain, stacking, or the unit is coastal artillery, it remains in place and must take one additional SP loss. At the player’s discretion, he may choose one or more specific units to not retreat. These units also remain in place and must take one additional SP loss. 

Retreats must be into hexes not adjacent to enemy units if possible. Attacking units may advance into a vacated hex within stacking limits.

6.0 Aircraft

6.1 General Rules

Aircraft are based at airfields. They may move in every impulse and do not have an initiative value. Face-up aircraft may perform a mission and are then turned face-down. Face-down aircraft cannot perform missions. When a face-down aircraft returns to a base, it is turned face-up.

Aircraft may perform several missions each turn provided they return to base between missions. 

There are two types of aircraft: Fighter (F) and Bomber (B). Note: D3A are designated as F-type even though they are dive bombers.
6.2 Movement and Basing
At the start of the game the Allied player controls all airfields on the map except Singora and Patani. Airfields change control to a player when a firendly ground unit enters the airfield’s hex. 

Both players base aircraft at friendly airfields. In addition, Japanese aircraft may base at the Japanese Off-Map Airfield Box. Only one aircraft unit may be based at an airfield at one time. An unlimited number of Japanese aircraft units may be based at the Japanese Off-Map Airfield Box.
When a face-down aircraft unit enters a friendly airfield hex, it may choose to land. If it does so, the aircraft unit stops movement, is turned face-up, and has a Based Marker placed on it. It may move again next impulse. Remove the Based Marker when it moves.

Aircraft units may move every impulse regardless of the impulse option chosen. Each hex costs an aircraft 1 MP regardless of terrain. 

Aircraft units are not affected by the end of a turn.

6.3 Missions

Face-up aircraft units may perform one mission and are then turned face-down. Face-down aircraft units may not perform a mission. The mission may be performed at any time before, during, or after the unit’s movement.  
Aircraft may fly the following missions: 
· Bombardment 

· Ground Support (attack or defense) 

· Interdiction 

· Air-to-Air Combat

6.4 Anti-Aircraft Fire

Aircraft units performing any mission except Air-to-Air Combat are subject to Anti-Aircraft Fire in the mission’s target hex before their mission is resolved. Only aircraft units surviving Anti-Aircraft Fire may resolve their mission. 

All units in the mission’s target hex may participate in Anti-Aircraft Fire. Exception: In a ground support mission, ground units in one attacking hex may conduct Anti-Aircraft Fire at defending ground support aircraft units.
Ground units have an anti-aircraft value equal to half the total unmodified ground SP in the hex (round up). Naval units have an anti-aircraft value equal to their bombardment value. Each unit moving amphibiously, as well as aircraft units at base, have an anti-aircraft value of 1. 

Anti-Aircraft Fire is resolved using the Anti-Air and Air-to-Air Table. The player conducting Anti-Aircraft Fire chooses how to fire his units and at which target units and rolls the die on the Anti-Air Table for each fire. A single aircraft unit may be targeted by Anti-Aircraft Fire only once per mission.
6.5 Bombardment 

Bombardment may be performed in any impulse option against a target hex if the following conditions are met: 
· The aircraft unit has a bombardment value.

· The bombarding aircraft unit survives any Anti-Aircraft Fire. 

· There are no face-up enemy F-type aircraft units in the target hex.
Aircraft units may bombard alone or combine with other air, artillery or naval units.  To combine with other units, some units will have to end their within range of the target hex and  await other units. When a player is ready, he can then  bombard. Aircraft units that combine their bombardment values are finished moving for the impulse. 
To resolve bombardment missions, see 5.2.
6.6 Ground Support 
During a Combat Impulse, aircraft units in the defender’s hex may add their bombardment value to friendly attacking or defending units. The total bombardment value may not be greater than the friendly unmodified ground SP in that combat. The attacking player assigns ground support aircraft units before the defender.

Ground support may be performed if the following conditions are met:
· The ground supporting aircraft units survive Anti-Aircraft Fire.  In this case, aircraft units giving ground support to defending units are subject to Anti-Aircraft Fire from one attacking hex (6.4).
· There are no face-up enemy F-type aircraft units in the target hex unless they are bombarding.
6.7 Interdiction 
Interdiction may be performed in any impulse option against a target hex if the following conditions are met:
· The aircraft unit has a bombardment value.

· The interdiction aircraft units survive any Anti-Aircraft Fire. 
· There are no face-up enemy F-type aircraft units in the target hex.
Total the bombardment value of all aircraft units performing interdiction. Roll the die and locate the result under the bombardment row of the CRT. Any number result from the CRT will interdict the hex. Place an Interdict Marker in the hex on top of the interdicting aircraft units. A supply line may not be traced into an interdicted hex. An interdicted hex costs 1 additional MP to enter. 

Interdiction is lifted and the Interdict Marker is removed when any of the interdicting aircraft units leave the hex.
6.8 Air-to-Air Combat

Air-to-Air Combat may be performed only by face-up F-type aircraft units in the same hex with enemy aircraft units. A single aircraft unit may fire in Air-to-Air Combat once per mission. 

F-type aircraft may fire in Air-to-Air Combat (even if it isn’t their impulse) as long as they are face-up and there is an enemy aircraft unit in their hex. The player who’s impulse is in progress fires first, followed by his opponent. All Air-to-Air Combats are simultaneous; do not remove losses until all eligible aircraft have fired. 

The firing player chooses the enemy aircraft units to attack. Aircraft units may combine air-to-air strengths to attack defending aircraft units.  

Air-to-Air Combat is resolved using the Anti-Air and Air-to-Air Table. The player conducting Air-to-Air Combat chooses how to fire his units and rolls the die on the Air-to-Air Table for each attack. After firing in Air-to-Air Combat, an aircraft unit is turned face-down.
7.0 Supply

7.1 General Rules

Units must be in supply to function at full efficiency. Each unit must trace a supply line to a friendly supply source or it is considered out of supply.
7.2 When to Check Supply
Supply for each unit is determined whenever the penalty for being out of supply might apply to a game function. 

That is, when a Movement, Combat or Replacement Impulse has been chosen and the initiative die roll is made, all units are checked for being out of supply as the out of supply penalty is a -1 to a unit’s initiative value. Similarly, during combat, if a unit receives a SP loss, it must be determined if the unit is out of supply as out of supply units lose 1 additional SP when taking losses. 

Optionally, players may use the following instead:

At the start of every turn each player determines the supply status of each of his units. This supply status remains in effect until supply is checked the following turn.
7.3 Supply Line

To be in supply, a unit must trace a supply line from itself to a road, trail, or railroad equal in MP to the unit’s initiative value minus 1 (i.e., a unit with an initiative value of 4 may be no more than 3 MP from the road). The road, trail, or railroad must then trace an unblocked path to a supply source.
Units may trace a supply line only through terrain which may be entered by the unit. The supply line may not pass through any hex containing enemy ground units or an interdicted hex.
7.4 Supply Sources
Japan may use any friendly controlled port on the north or east coast of the Malay Peninsula as a supply source.
The Allies may use any Singapore Island hex which is adjacent to a sea hex (or the map edge) as a supply source.
7.5 Units Not Affected by Supply 

Naval units, aircraft units, and ground units moving amphibiously are always in supply.  
7.6 Out of Supply Effects
Out of supply units subtract 1 from their initiative value. Unsupplied targets of ground combat lose 1 additional SP whenever the CRT indicates an SP loss. 
8.0 Reinforcements & Replacements 
8.1 Reinforcements
Each side receives reinforcements as indicated on their Set-Up and Reinforcement Schedule. Reinforcements are subject to stacking limits when placed and may be delayed. Reinforcements are placed at the beginning of the turn or any subsequent impulse within stacking limits. 
8.2 Replacements
If a player chooses a Replacement Impulse option, his ground units which have an initiative value equal to or greater than the initiative die roll, are in supply, and are not adjacent to an enemy unit, receive replacements.
Add one SP to a unit receiving replacements. Units may only receive one SP per Replacement Impulse and may not exceed their face-value SP.
Each Replacement Impulse, one eliminated unit may be returned to play with one SP at a friendly supply source. For a unit to return to play, it must have an initiative value equal to or greater than the initiative die roll.

Naval units may not be replaced if eliminated. 

Eliminated aircraft units are placed on the Turn Record Chart two turns ahead of the current turn to appear as a reinforcement. They are placed at any friendly airbase at the beginning of that turn.

9.0 Victory Conditions 
9.1 General Rules

The player with the greatest number of Victory Points (VP) at the end of Turn 10, or sooner by mutual agreement, is the winner.
Each player receives VP for: 
· Each eliminated enemy unit equal to the sum of their printed SP plus initiative values.

· 2 VP for each enemy aircraft unit on the Turn Record Chart at the end of the game.

· Eliminated enemy naval units equal to their printed bombardment strength. 
9.2 Japanese Player

The Japanese player receives additional VP based on how far the Japanese offensive has progressed:

· Determine which Japanese unit is closest to Singapore (hex 3554) and has a supply line to Singora or Patani. Ignore interdiction. Note the last two digits in the hex containing this unit.

· Subtract 13 from these two digits, divide by the number of turns agreed to be played before the game began, and multiply by 10.
9.3 Allied Player

The Allied player receives additional VP based on how much territory Allied units have retained.
· Determine which Allied unit is furthest from Singapore (hex 3554), and has a supply line to an Allied supply source. Ignore interdiction. Note the last two digits of the hex containing this unit.

· Subtract these two digits from 54, divide by 10 minus the number of turns agreed to be played (in a 10-Turn game, divide by 1), and multiply by 10.
Note: This edition of Doro Nawa has no hex numbers. On the east side of the map you’ll notice several boxes with “10,” “20,” etc. and an arrow. The boxes indicate the “xx10,” “xx20,” etc. hexrows. Notice the arrow dips into the southern hex to the left and comes up again in the next leftward hex. Follow this pattern to determine where the southernmost and northernmost units lie (or lay). These numbered boxes are provided to help players count hexes and have no other function.
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