The Great Pacific War Honor Rules:

Everyone has their own opinions on “House Rules” or “Honor Rules” and each person has a different vision on what should be included or not. I am going to list some mandatory rules and some optional rules that I believe fit my vision of the scenario. The mandatory rules you should follow, the optional rules you can choose to follow or disregard as you wish.

Mandatory Rules:
1) Japanese Commerce Bases: Japan has two bases on the map that represent their commerce with the rest of the world. The following rules apply to these bases. These bases are located in hexes (4,4) and (126,135) [To load tankers just click load supplies and they will load fuel fine]
a. Only Japanese cargo vessels may enter the base or move within 3 hexes of the base.

b. The Allied player may not move any vessels within 3 hexes of the base.

c. No Japanese ground forces may be landed in these bases.

2) Manchurian Army: This force represents the forces of an allied Chinese Warlord. These formations may only operate in Manchuria, China, Korea and the Soviet Union.

3) Soviet Activation: Because the Soviet Activation limit is hard-coded at 500, the Soviets start the game activated. They are not happy with Japan over North Sahkalin Island and the railroad in Manchuria. The following rules govern the Soviet Union. It is highly unlikely that the Soviets will come into the war early in the game but possible

a. The Soviet Union starts the game as a neutral country. 

b. The Soviets will become active if at any time there are fewer than 7 Manchurian and/or Japanese divisions or equivalent (3 regiments = 1 division) in Manchuria and Korea. At least 2 of these divisions must be Japanese. The Japanese player should confirm this at the beginning of every month.
c. The Soviets will become active if the Japanese attack the Soviet Union.

d. If the Chinese capture one of the following cities Mukden, Fushan, Harbin, or Port Arthur the Soviets will become active unless Okha has been returned to them. 
e. The Soviets will become active as a power in June 1929, unless the Japanese have given Okha back to the Soviet Union. (This is accomplished by allowing Soviet troops to occupy Okha prior to June 1929. There are 3 Soviet APs in Vladivostoc that may only be used to move Soviet troops to Okha.)
f. The US player may freely move Soviet troops between their bases and expand their bases.

4)  The British Empire (British, Commonwealth, Australia, New Zealand and Canada) and the Dutch are neutral unless attacked. See Shang Hai rule below.

5)  Sub Minelayers: The Nagasaki ML variant Hiroshima has the potential to unbalance the game. Sub Minelayers are not allowed to lay minefields in port hexes that are size 3 or larger. They are able to do it in hexes with ports 0,1,2 and any shallow water or deep water hex.
Optional Rules:
1) Atoll Stacking Limits: These would apply to all Atolls except for Truk and Palau.
a. Defensive stacking limits.

1 regiment of infantry 
2 artillery or coastal defense units 
1 AA Unit 
1 tank unit 
2 engineer units 
1 HQ unit 
10 aircraft per level of airfield. - Excluding float planes supported by a tender

MAX Fortifications = airfield SBS + port SBS. For example Wotje is port 1 (1) and airfield 0 (1). The max fortifications would be 1+1 = 2. Note some Atolls will start with larger fortifications – these should not be expanded.
b. Offensive (Attack) stacking limits

5 Regiments (Division = 3 Regiments, Brigade = 2 Regiments.)

4 artillery units

3 tank units

1 AA unit

4 Engineer units

2 HQ units

If an atoll is attacked and taken then the new owner should attempt to get to the defensive stacking limit within 1 month.

2) Major Fleet Ports:  The game allows you to refuel and resupply major fleet units at very small ports using AD Tenders. AD tenders should not be used to refuel or resupply Battleships and Dreadnaughts at ports that are smaller than size 3. A simple way to enact this is not to send AD tenders to ports smaller than size 3, unless you intend to use them solely for cruisers and destroyers.

3) Neutral port and airfield expansion. Neutral bases (DEI, French and  British Empire) should not be set to expand. If the game option is all bases expand, then the Allied player should go to the Southeast Command, Australia Command, New Zealand Command, Canada Command, French to turn off expansion at all bases under this HQ. This just generates cheat VPs for the Allied player.
4) Shang Hai and Tientsin: Shang Hai and Tientsin is garrisoned by both British and/or French troops. This requires a special rule. This is not necessarily fair, but life is not fair.
· British and French forces in Shang Hai/Tientsin may not leave the city.

· Allied naval and land forces may freely use the city.

· Japanese Naval forces may freely bombard or launch air strikes against Shang Hai/Tientsin.
· If Japanese land forces land in or attack Shang Hai/Tientsin that will activate the British Empire and the French.

5) Japanese Auto Victory: Japan earns an autovictory if any of the below conditions are met.
1 June 1927 - Japs are 3.5 to 1 VP's, Unless the US has 1000 Assault Points on Guam or in the PI and a stockpile of 20,000 supply. 

1 June 1928 - Japs are 3.0 to 1 VPs, unless the US has 1000 Assualt Points on Guam or in the PI and a stockpile of 20,000 supply.

1 June 1929 – Japs are 2.0 to 1 VPs, unless the US has 1000 Assualt Points on Guam or in the PI and a stockpile of 20,000 supply.

US looses 20 Battleships/Battlecruisers and the Japs are at least 2.0 to 1 VPs.

These may  need to be modified. This is a rough guideline.
