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Design Note: The GMT reprint of Pacific War raised the prominence of Submarines on the historical simulation of the conflict.
One of the unexpected consequences of the changes is in Strategic Scenarios, US players have used the rules to throw all of
their submarine assets at Merchant Shipping attrition that has no CP cost to the detriment of paying CPs to deploy Patrol
Zones (see Play Note). These rules changes are proposed to modulate this behavior and enhance the geographical impact of
where the Submarine Commands are located. The other consideration was allowing Merchant Shipping Attrition to essentially
be a free good was broadly too generous, now all submarine operations cost CPs. At some point I will make this an official part

of the core rules, so for now it ’ s a variant.

Play Note: During the Pandemic playtesting of the Merchant Shipping Attrition the key strategy that kept Merchant Shipping
attrition within the historical bounds was the benefits it gave to Japanese early and mid-war operations. Specifically, an ocean
empty of US submarine patrols seemed to offer more penalties than benefits to the Allied player who deployed all submarines
in the Merchant attrition role. However, these penalties assumed that the Japanese player was taking full advantage of the
empty seas, which for those who play the Strategic scenario once or twice is hard to discover and exploit. Hence, I offer this

Submarine variant for Pacific War (GMT edition).
Strategic Scenario Reinforcement Schedule Changes

Reduce all submarine reinforcements (all nations) dividing the listed reinforcement value by 6 (round up). Do not apply this
reduction to Strategic Scenario 1’ s starting submarine set up values for December 1941.

Player Note: At some point we will post the Scenario booklet with these changes in the text. For now, use a pencil or just do
the math in your head.

Merchant Shipping Attrition: 9.3 (change)

The number of submarines allocated to Merchant shipping is equal to the number of Patrol Areas that have one or more hexes
with a Japanese base (whether in or out of command) within their patrol zone footprint plus up to 10% of total available
submarines for Long Range Merchant Shipping patrols.

Each Patrol Zone contributes the strength of the Patrol Zone submarines (subs divided by 5 from Submarine Command), but
never more than 2 per Patrol zone. Each Patrol Zone can only be counted once per base. Basically, only one Patrol Zone can be

used for Merchant Shipping attrition calculation purposes per base.

Player Note: I am not sure how this concept will be abused, so please feel free to tell me how you are circumventing the rules

intention.
Reinforcements: 14.2 Allied Submarines (Change)

Add E. No more than 10% of total submarines available (round down) may be assigned to Merchant Shipping Attrition in 14.2
A and C.

Player Note: The 10% represents those submarines sent on individual long range patrols into Japanese held waters.



25.0 Submarines: 25.1 Submarine Patrols (Change)

Add C. The cost of Submarines assigned directly to Merchant Shipping Attrition costs 1CP per 6 submarines or fraction. For
example, 27 submarines cost 5 CPs.

Player Note: Basically, every six submarines or fraction thereof cost 1 CP to deploy regardless of their role.
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