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Marines and Rangers
Up to 4 infantry may be used as
Marines/Rangers each turn for

Up to 6 armored infantry may
be active. Build 2/turn.

Submarines: 3

National Guard U.S.Volunteer Fighter Chinese Infantry Placement
The National guard is called out the The U.S.may send one fighter to Chinese infantry cost 2 IPCs each Sub Hunting
first time the Eastern or Western U.S.or China while not at war with Japan or and may be placed on any Chinese  May attack German subs with

5. Place New Units
6. Collect Income

Limited Production
Receives only half IPCs per
turn(round up) until at war with

income, round up. Roll for
attempts, round up money lost:
1:all money is lost

May designate two transports
to carry 2 tanks instead of 1
infantry and 1 tank.

1: No infantry attack

/ 2: 20% attack

3 40% attack




