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Great Pacific War: Sequence of Play





Revised 2/15/04

* Most common actions done in reverse order of BRP stockpile. Ie., player with least BRPs goes first.

I. Production: Spring Turn (Only): Generate BRPs and add to stockpile

A. Build new units from those available in the Force Pool.

B. Rebuild reduced strength units.

II. Political Chits
A. British player adds new Political Chits to Political container and randomly draws one chit. Implement result.

III. Impulse Chits
A. Players purchase Impulse Chits for coming turn and place them in the Impulse Container. Major Power not a war w/ another Major Power may only purchase one chit.
IV. Diplomatic Segment: Skip if playing only GPW.

V. Declaration of War Segment

A. Players announce declarations of war. Costs 15 BRPs vs. a Major Power, 5 vs. Minor.

VI. Sea Control Segment: Costs 5 BRPs to place any # units in either or both boxes. Placement in following order: USSR, Britain, US, Japan – when US has more CV factors, US goes last.
A. Players commit  SURF, CV, TAC and SUB units to sea control box. 

B. Players commit  SURF, CV, TAC and SUB units to raiding  box.
C. Resolve Naval Combat where enemy fleets and air occupy the same Sea/Raiding Box.

VII. Strategic Redeployment Segment: Japan: 6/1 Britain: 4/4 Nat China: 1/1 Com China: 1/1 


USSR: 1/1 USA: 7/NA  (Limit 5 from USA to Pacific)

VIII. Operations Segment

A. Soviet player randomly draws one impulse chit from container. That player becomes active player. Active player may operate according to type chit with units that have not yet been activated. Place chit on next empty box on the impulse track (General Offensive Chit placed three boxes ahead).

B. Check for End of Segment. Roll 2d6 adding Mods: At least one power that has not had a chit yet drawn: +1. Five Powers at War: +1. Summer Turn: +1. Winter Turn: -2. Modified result less than or equal to the # in the impulse box, proceed to supply and surrender segment.

C. Upon completing impulse and the segment does not end, the active player randomly draws another impulse chit to see which player is active, repeating steps A & B until segment ends or all chits used. 

D. All non-allied minor powers may conduct an ATTRITION Impulse.

IX. Supply Segment

A. All players check supply status of their units.

B. Out of supply units are flipped to their reduced side or eliminated. Note: Eliminated and out of supply units are permanently removed and do not enter force pool.

X. Surrender Segment

XI. End Segment

A. Return naval units in sea control or raiding boxes to friendly ports within 3 sea zones (count present zone as first). Enemy sea control does not affect move.

B. TAC units in sea control or raiding boxes are returned to friendly air bases in coastal hexes adjacent to the sea zone. Units unable to comply are eliminated and placed in force pool.

C. Reorient cocked counters to indicate that no units have been activated.

D. Adjust the season marker to reflect the new turn and begin new turn with production segment.
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