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Now that | have a keyboard and can type more easily, | will clarify that | would treat all of these questionable counters the same way.

@M Anyvariable but generally static marker or unit (HQs, Sub Commands, forts, bases, dry dock, construction, OSBs, etc.) should be placed on the board to ease gameplay.
HOWEVER, | see no reason that they need to be placed on the board if the opponent does not know their location; in those cases, | play that they can go in Force Markers.

By way of specific examples:

In Strategic Scenario 1, all Japanese HQs Sub Commands and Bases are placed on the board, because their locations are fixed and known to the Allied player. The China HQ and
China OSBs may be placed in Force Markers. Once the Allied player achieves any search result against their Force Marker, they are placed on the board. The other HQs have fixed
setups and are placed on the board. All Allied Sub Commands and Bases are placed on the board. The SEAC and ANZAC HQs are placed in Force markers; the other HQs are
placed on the board. HQs that are withdrawn are placed into Force Markers when they return to play (and are placed on the board if/when searched).

Construction markers go into Force Markers until searched. Newly-constructed bases go into Force Markers until searched or an Air mission begins or ends in the hex. Newly-
upgraded bases leave the small base on the map with a large base in the Force (marker pool permitting) until searched or more than 6 steps of Air leave the base on a single
mission.

For any of these, the controlling player always has the option to reveal the location for consistency or ease of play. This is just my take on a reasonable interpretation of Fog of War,
which the rules don't specifically cover for many of the non-unit markers. Note that all units, including Bases and Forts, can be in Force markers — even though the convention is

ovenwhelmingly to put Bases on the map.

Finally, on the Search charts, do not apply the modifier for "more than one unit in the hex searched" for any units that are on the board for ease-of-play purposes.
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