Korean:6.25.War
Order of Play:

1. North Korea (NKPA) and China

2. South Korea (ROK)
3. United States

4. United Nations (UN)
Turn Sequence:

1. Collect Income

2. Purchase Units

3. Combat Movement

4. Combat

5. Non-Combat Movement

6. Place New Units

Unit Force Pool:
	Unit
	Cost
	Move
	Attack
	Defense
	Special

	Infantry
	3
	1
	1
	2
	+1 attack with Armor or Air unit

	Mechanized
	4
	2
	2
	2
	Carry one inf. or 2 supply tokens

	Artillery
	5
	1
	3
	2
	Fire one round from adjacent area

	Armor

Anti-Aircraft
	6
5
	1
1
	3

1
	3
1
	Fire one round from adjacent area
Fires at any Aircraft at 1

	Fighter
	10
	8
	3
	3
	Dogfight at 2

	Chopper
	5
	4
	1
	1
	Carry one supply token or Infantry

	Bomber
	15
	12
	4
	2
	Carry Inf. or supply, Dogfight at 1

	Battleship
	20
	2
	4
	4
	Shore Bombard at 2

	Carrier
	16
	2
	1
	3
	Capacity: 2 Fighters/Choppers

	Destroyer
	9
	2
	2
	2
	Shore Bombard at 1

	Transport
	8
	2
	0
	1
	Carry 1 inf, plus any ground unit

	Submarine
	8
	2
	2
	2
	First strike unless destroyer present

	Supply Token
Factory
	1

15
	-

-
	-

-
	-

-
	Need these to have combat
Allows build of 10 units of any type


Unit Special Attributes:
Specific rules for Armor/Artillery:
Armor or Artillery only move one space per turn. The reason is that during the Korean War, tanks could not move rapidly in the mountainous terrain. Armor may not “Blitz” as in original A&A rules. Armor and Artillery units have an option to forgo normal combat and instead may “snipe” at adjacent enemy forces for one round, hitting at a 2 from any adjacent game space. If Armor/Artillery uses this special ability, it may not attack as normal during the game turn. Any units hit by these units are removed from play and do not fire back. 
Specific rules for Artillery in Combat:

Attacking Artillery fighting multiple rounds always fires first before other units and any hits are removed from play. Any defending Artillery fire next in sequence and attacking units hit are removed from play.
Anti-Aircraft Guns cost 5 and fire at any plane flying over or entering their airspace at 1. Each plane is rolled individually.
Bombers may carry two infantries, two supply tokens or any combination thereof as transport but any units carried must start with the bomber in the same territory. Bombers may drop the tokens as they fly over friendly areas. Infantry may also be dropped over either friendly or enemy areas. If they fly over enemy AA guns, they may be fired upon hitting each plane at 1 and if hit both bomber and/or cargo are lost. Bombers may bomb Industrial Factories rolling D6 and the result reduces the economics IPCs of that player.
Mechanized Infantry can allow the movement of one infantry to gain one extra movement point (moving two spaces on land) or carry up to two supply tokens.
Choppers can carry one infantry or one supply token. Enemy AA guns do get a shot if they fly over, hitting at a 1.
Fighters Can also get shot if they fly over enemy AA guns, hitting at 1.
Infantry can get a +1-attack boost as long as they attack with a matching Armor or Air unit each round.
Combat Air Missions
Aerial Combat:

 At the start of each round players must decide which planes are allocated to Close Air Support (fighting ground units) and fighting in the skies for control of the air. Each round as long as both players have air units, the battles of the air and land are independent. All planes fire at 2 while fighting other air units. Once the sky is clear of the enemy, those planes may participate in combat against ground units.
Close Air Support:
    These are either Bombers, Fighters, or Choppers being used to pulverize enemy ground units. If the enemy has allocated DAS, this mission must match plane to plane before using them for this mission.
 Defensive Air Support:
  During combat, the defender may elect to bring any adjacent Fighter or Chopper into his battle by declaring prior to the start of combat. Planes can assist only in the second round of combat. Bombers may not assist in DAS missions.
Supply Tokens: All units attacking from one territory to another must expend a supply token.  All tokens require a unit to facilitate this action by carrying one token by Land, Air, or Sea into the battle. If any unit that was carrying a supply token is selected as a loss, any tokens carried by that unit are also lost. 
Supply Lines:  Any friendly units isolated as a result of combat without supply tokens and with not connected to any contiguous land territories are subject to lack of supply. Each unit defends at -1 starting on the second turn of isolation. The supply source for North Korea/China is either Pyongyang or the areas on the map with North Korean Roundels. The Supply source for USA or UN is Seoul or areas indicated with a roundel. Note: UN and or USA forces arrive in Korea in these same areas indicated by a roundel. A player may elect to drop supply by Air, by sea if the defender is on the coastline, or break at least one land area that isolates the units.
Breakout of Isolation: Units that have just been cut off from supply, on their first turn of isolation may make a one-time movement and attack at full strength, but if they fail to reestablish a supply line by defeating the blocking enemy forces will suffer the -1-combat effect that turn and latter turns.
Defender Retreats:
     Before combat begins the defender may elect to retreat some or all his land units after the first combat round. He must declare which units are staying or leaving before each combat round. Units that are staying behind fight normally in combat, but if the attacker rolls more hits than what is remaining in the area, these extra hits go against those retreating units that were ordered to retreat. All defending units that are ordered to retreat must make a roll to avoid being captured or become Prisoners of War. (See below).
Prisoners of War (POW’s):
     If the defender’s units have elected to retreat, the attacker can attempt to capture enemy infantry as a P.O.W. To take a defeated enemy unit as a P.O.W.; the attacker rolls one D6 for each retreating land unit. On a roll of 1 the retreating unit is destroyed. On a roll of 2 to 3, the enemy unit is captured by the attacker. Results of 4-6 allow the defending unit to retreat.
     Captured units are treated differently to reflect salvage operations. A captured Armor, Mech, or Artillery unit may be instead exchanged with a unit of your forces color and then used as a regular unit. Infantry only can be traded at any negotiated exchange rate or not at all depending entirely upon the players. Meanwhile, as a P.O.W. the captured enemy infantry is moved to any territory according to the non-combat movement turn sequence.

     The captured P.O.W. Infantry may be liberated if they are the last units in a territory under attack.
Factories: Allow 10 units to be placed while its originally controlled by you. Additionally, you may also place units up to the IPC value of the territory. Captured factories allow only the reduced value of ½ rounded up in IPC’s to for number of units that can be placed. Atomic weaponry may reduce these numbers.
Chinese entry into the war:

Once land units of any Allied nation cross north of the 38th parallel, or the date of October 1950 occurs, that starts a clock of which the Chinese player rolls a D6 looking for a 6 result. Each subsequent turn China gets a +1 modifier. If successful, the Chinese player may also elect to withhold entering the war if it so suits him. On the first turn of Chinese entry into the war and combat with the Allied coalition, Chinese units get a +1-combat modifier for all combat rounds that turn.
Note: Chinese Infantry cost 2 IPC’s  
Hidden Chinese Infantry:

At the start of the game, the Red Chinese player may place 18 “free Infantry units” into any three North Korean City- Provinces north of the cities of Pyongyang, Youghung, and Chinnampo. They may secretly be in one or any combination of these three areas. Chinese player writes their location at the beginning of the game, and once at war reveals their locations.
Supply Track:

     The forces of the United Nations must use the Supply Track to gain ALL reinforcements during the game. The South Korean player must also use it to get Armor, Aircraft, and Navy Ships. South Korea does not use it to gain Infantry units. All of the South Korean Infantry are placed immediately onto their factory areas. The supply track is used by putting newly purchased units on the track and moving them one space to the left during the non-combat phase of the turn. Note: aircraft may move two spaces per turn on the supply track.
      Exception: Infantry transported by air can move two spaces if they are considered onboard the Bomber on the supply track. Note: There must be a sea transport or air transport present to move all land units on the supply track. In other words, a transport or plane must be on the same space as an Infantry, Armor, or artillery unit since no units can swim on their own to Korea. 

Sea Transports:

These may carry either: 2 Infantry, or 3 supply tokens, or 1 of either of these and one Armor, Artillery, Mechanized, AA gun.
Game Objectives and winning:

The game lasts 38 turns total. One side is comprised of the capitalist powers of the United Nations, the United States, and South Korea. The opposing side of the communist nations of Red China and North Korea.

     The object of the game is to gain the most IPC in Korean territory by the end of the truce talk phase as the end of the time line.  The team that holds the most Korean IPC by the end of the truce table talks is the winner of the game. Each faction will count only Korean controlled areas and compare. Note: Use of the optional Atomic Weaponry reduces each Korean IPC for this purpose.
Setup issue: Treat Changyon as Chongjin for North Korean placement on the set up.
Optional Rules:

Unit Force Pool D12:
	Unit
	Cost
	Move
	Attack
	Defense
	Special

	Infantry

Chinese Inf.

US Infantry

Tank Destroyer
	3

2

3

9
	1

1

1

1
	2

2

3

6
	4

3

4

5
	+1 attack with Armor or Air unit

+1 attack with Armor or Air unit

+1 attack with Armor or Air unit

Hits can go against non- Inf first



	Mechanized
	4
	2
	3
	4
	Carry one inf. or 2 supply tokens

	Artillery
	5
	1
	6
	4
	Fire one round from adjacent area

	Armor
Anti-Aircraft
	6

5
	1

1
	6

2
	6

2
	Fire one round from adjacent area

Fires at any Aircraft at 1, Bombers 2

	Fighter
	10
	8
	6
	6
	Aerial Combat at 2

	Chopper
	5
	4
	2
	2
	Carry one supply token or Infantry

	Bomber
	15
	12
	8
	5
	Carry Inf. or supply, Dogfight at 1

	Battleship
	20
	2
	8
	8
	Shore Bombard at 4

	Carrier
	16
	2
	3
	5
	Capacity: 2 Fighters/Choppers

	Destroyer
	9
	2
	4
	4
	Shore Bombard at 2

	Transport
	8
	2
	0
	2
	Carry 1 inf, plus any ground unit

	Submarine
	8
	2
	5
	3
	First strike unless destroyer present

	Supply Token
Factory
	1

15
	-

-
	-

-
	-

-
	Need these to have combat

Allows build of 10 units of any type


Atomic Weaponry: Starting on January 1951 Turn, The US player may introduce atomic weaponry to the war. Roll one D12 with a result of 8+ results in the allowable deployment of up to 34 total weapons during the game.  (US player will keep track of what is used and remains) Each weapon costs 6 IPC and permanently destroys the IPC of any given area on a roll of D12, but also results is the Allied players not receiving any points for victory during the final game turn count. The US player deploys each weapon with a Bomber (which cannot be used for any other purpose that turn) and survive any AA fire from any enemy territory they fly over including the target space. Alternatively, the US player may go after military targets. Procedure: Each enemy land unit rolls D12, and is destroyed on 10+. Infantry are destroyed on 8+  
     Note: This also results in point loss counted for victory at games end. It also automatically triggers Chinese intervention and Soviet intervention.
Entry of Soviet Forces: If either Chinese intervention occurs, or the US player options for atomic weaponry, a new intervention from the Soviet Union occurs, which deploys the following starting in the only Soviet Territory:
6 Fighters, 3 Bombers, 6 Mechanized, 12 Supply tokens.
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