
Untitled-2   1 2019-09-24   10:07 PM



Old School Tactical - Volume 3

	 Welcome	OST	players	to	war	in	the	Pacific	
theater.  A vast battleground stretching over thousands 
of miles of ocean where countless soldiers, sailors and 
airmen of many countries clashed for supremecy.  Where 
deadly battles were fought over islands and atolls with 
names never heard of before.
 The Japanese empire spread out quickly in the 
Pacific	to	achieve	its	expansionist	goals.		A	growing	
power seeking to modernize and take its place on the 
world stage, Japan unleashed its Imperial Army and 
Navy. 
 The allies were slow to react, but with time they 
checked	the	Japanese	advance	and	started	to	fight	back	
with everything in their arsenal. 
 Grand strategies were played out by admirals 
and generals, but they were carried out by the soldiers, 
sailors and airmen. 

	 There	are	new	units,	terrain,	fortifications	and	rules	in	this	volume	to	reflect	the	specifics	of	the	war	in	the	Pacific	
theater.  The core rulebook ( Version 5.6 ) forms the basis of the game and these new rules are added on.

  New Terrain and Fortifications

1/ Kunai
1. Thick grasses 1 to 2 meters in height.
2. Degrades LOS.
3. Costs 2 MP for foot, 3 MP ( Bog roll ) for wheeled, 2 MP for tracked.
4. +1	Defense	for	units	in	hex.

2/ Palms
1. Widely spaced trees with no undergrowth.
2. Degrades LOS.
3. Costs 1 MP for foot, 2 MP for wheeled, 2 MP for tracked.
4. +1	Defense	for	units	in	hex.
5. Artillery does not cause airburst.

3/ Palm Debris
1. Destroyed trees littering the ground.
2. Degrades LOS.
3. Costs 2 MP for foot, 2 MP ( Bog roll ) for tracked.
4. Wheeled	vehicles	cannot	enter	hex.
5. +2	Defense	for	units	in	hex.

4/ Jungle
1. Thick vegetation with many heights of tropical trees.
2. Varying heights, blocks LOS from all levels.
3. Costs 3 MP for foot.
4. Wheeled	and	tracked	vehicles	cannot	enter	hex.
5. +2	Defense	for	units	in	hex.
6. Artillery does not cause airburst.
7. Hex	corners	marked	with	white	on	map	for	visual	aid.
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5/ Jungle Path
1. Paths in the heavy jungle. 
2. Varying heights, blocks LOS from all levels.
3. Costs 2 MP for foot, 3 MP ( Bog roll ) for tracked.
4. Wheeled	vehicles	cannot	enter	hex.
5. +2	Defense	for	units	in	hex.
6. Artillery does not cause airburst.

6/ Ocean
1. Represents shallower water leading to shore. 
2. Costs 3 MP for foot.
3. Costs 2 MP for wheeled and tracked ( amphibious vehicles only ).
4. -2	Defense	for	units	in	hex.
5. Center	dot	denotes	Ocean	or	Beach	hex.

7/ Beach
1. Exposed	sandy	ground	next	to	water.
2. Any	hex	adjacent	to	Ocean	hex.		
3. Costs 2 MP for foot, 3 MP ( Bog roll ) for wheeled, 2 MP ( Bog roll ) for tracked.
4. -1	Defense	for	units	in	hex.

8/ Airstrip
1. Exposed	runway.
2. Costs 1 MP for foot, 1 MP for wheeled, 1 MP for tracked.
3. -1	Defense	for	units	in	hex.

9/ Caves
1. Natural	and	man	made	caves	fortified	for	defense.
2. Units in a cave gain +3 Defense.
3. Maximum	of	1	foot	unit	in	a	cave,	plus	any	support	weapons	and	1	attached	Leader.
4. Vehicles may not enter caves.
5. Have	a	covered	arc	of	1	hex	only.		
6. Red	triangle	on	counter	is	placed	facing	a	hex	side.		Ranged	fire	can	only	be	traced	into	or	out	of	the	

cave	on	that	hexline.
7. Adjacent enemy units can attack into the 

cave	and	the	unit	inside	can	fire	back.
8. It	costs	1	MP	to	enter	or	exit	a	cave.
9. Place unit under the Cave counter when 

in the cave.
10. Only	1	cave	may	be	placed	in	a	hex.		
11. Cannot be placed in structure, ocean or 

river	hexes.
12. Caves will collapse on a 1D6 roll of 5 

or 6 when attacked by artillery, airstrikes 
and satchel charges.  +1 to roll when a 
satchel charge is used.

13. Units inside are immune to attacks 
by artillery, mortars and airstrikes                 
(	exception	:	Napalm	).		But	collapse	
rolls are still made.

14. Units inside a collapsed cave are 
destroyed.

15. Melee occurs when an enemy unit 
moves	into	the	hex.

2

New Rules.indd   2 2019-10-03   7:36 PM



10/ Trench
1. Fortification	which	remains	on	the	battlefield.
2. Adds	+2	Defense	to	any	foot	unit	in	the	hex	with	trench	counter.
3. Offers	no	benefit	to	vehicles	in	hex.
4. Cannot	be	placed	in	structure,	ocean	or	river	hexes.

  
New Rules and Units

11/ Japanese Units
 Japanese armed forces followed a code of honor with an unthinking obedience to their leaders and their 
emperor.  Death in battle was a virtue and surrender was not an option.  This applies certain rules to the Japanese player 
in this game.

1. Units will not Shake or Break and will only take casualties in battle.
2. Japanese player has no Gut check number ( X ).
3. Any combat result of Shaken or Broken on the ICT and VCT is ignored.
4. Only	exception	to	this	is	when	Japanese	unit	uses	Intensive	Fire.		Unit	is	Shaken	and	follows	normal	rules	for	

Intensive	Fire	but	automatically	rallies	in	the	Free	Rally	phase	of	the	next	turn.
5. As	the	they	were	trained	to	close	with	the	enemy,	Japanese	units	in	Melee	receive	a	+1	die	roll	modifier.
6. Japanese	units	must	still	stop	in	place	when	taking	casualties	from	opportunity	fire.		(	Exception:		Banzai	).

12/ Banzai Attack
	 Many	times	in	the	Pacific	war,	Japanese	soldiers	would	charge	the	enemy	in	fanatical,	often	suicidal	charges.		
Sometimes	it	occured	with	a	large	group	of	soldiers	whipped	into	a	frenzy	by	their	officers	and	often	with	smaller	groups	
of	men	fighting	for	a	honorable	death.

1. A Banzai attack is an option available to the Japanese player.
2. A	Banzai	attack	must	be	declared	by	the	Japanese	player	on	their	first	Impulse	of	any	turn.
3. Once activated, the Banzai attack remains in effect until the end of the scenario or until all units 

involved are destroyed.
4. Only one Banzai attack may be activated in a scenario.
5. Player chooses which Leader is activating the Banzai attack and which units are participating.  Each is 

marked with a Banzai counter.  Eligible units are not required to participate.
6. Any foot unit squad in the Leader’s command range may participate.
7. Other Leaders in this range may also join in and add their command range to the Banzai attack.  Which can thus add 

more units and make the attack larger in scope.
8. Crewed	weapons	may	join	by	removing	the	weapon	counter	and	replacing	it	with	a	reduced	Rifle	squad.
9. Vehicles, tank killers and snipers may not join.
10. All support weapons can be taken and used.
11. It costs 2 Impulse Points per turn to use the Banzai charge regardless of the number of units involved.
12. The	Banzai	charge	is	the	first	action	performed	by	the	Japanese	player	on	their	first	impulse	of	every	turn.

13/ Banzai Mechanics
	 A	Banzai	charge	is	a	free	flowing	move	of	Japanese	units	closing	with	the	enemy	and	entering	into	Melee.		On	
an individual level, it is basically a Movement action merged with an Assault move.  All units in the Banzai charge will 
follow these mechanics.

1. Unit can move up to its full allotment of Movement points, and then as part of the same action Assault move into an 
enemy	occupied	hex.		Normal	terrain	costs	applied	to	movement.

2. A Melee marker is placed immediately.  
3. Unit	can	move	into	a	hex	with	a	Melee	marker	already	placed	following	stacking	limits.
4. Melee	hexes	are	locked	out	after	all	units	in	Banzai	attack	have	acted.		Melees	then	resolved	normally	in	Melee	

phase.
5. Unit	must	seek	to	close	with	the	nearest	enemy.		If	that	hex	has	reached	its	stacking	limitations,	it	must	close	with	the	

next	nearest	enemy	unit.
6. It is Japanese players choice when enemy targets are equally distant.
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7. If	after	its	full	movement	is	used	and	no	enemy	is	adjacent,	the	unit	may	still	move	1	extra	space	into	an	empty	hex.
8. One	unit,	or	stack	is	activated	at	a	time	and	uses	it	full	action	before	the	next	unit	or	stack	is	activated.
9. Unit	must	Assault	move	into	enemy	hex	if	eligible.
10. If	unit	has	moved	and	is	not	in	Melee,	its	Banzai	counter	is	flipped	to	its	Moved	side	to	remind	players	

that unit has acted.
11. Units	can	move	in	a	stack	when	starting	and	ending	in	the	same	hex.
12. Units starting in a stack may separate and move independently.
13. Units in Banzai attack may not Fire on enemy units, they may only Move and Assault move.
14. Units may be attacked with Opportunity Fire normally over the course of their movement, but they do not have to 

stop when taking casualties.
15. Any continuing Melees from previous turns may be moved into up to stacking limits.
16. Lone	Japanese	Leaders	can	Assault	move	into	an	enemy	hex.		Their	Firepower	is	1	and	Defense	is	1	and	no	

Leadership	modifier	applied.
17. After	all	units	in	the	Banzai	attack	have	acted,	the	turn	continues	normally	with	the	opposing	players	next	Impulse.
18. Units in the Banzai attack which are not in Melee may be attacked normally during the rest of the turn.
19. On	subsequent	turns,	the	Banzai	attack	continues	on	the	Japanese	players	first	Impulse.

14/  Banzai Examples
 

 A Banzai attack is declared by the Japanese player.  Lt. Yoshida is leading the attack.  Sgt. Ikeda joins the attack 
and	adds	his	command	range	of	2	to	the	activation.		Rifle	units	and	their	support	weapons	in	range	of	the	2	Leaders	are	
activated.  All units are marked with Banzai counters.
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	 The	Japanese	Rifle	squad	moves	towards	nearest	enemy	unit.		The	Marine	squad	uses	
Opportunity	Fire	when	it	moves	adjacent.		The	Rifle	squad	suffers	a	casualty	but	is	not	stopped.

	 The	Japanese	reduced	Rifle	squad	Assault	moves	into	the	enemy	hex	and	a	Melee	
marker is placed immediately.

	 The	Japanese	Rifle	squad	with	a	LMG	moves	adjacent	and	also	Assault	moves	into	the	
hex	to	join	the	Melee.

5

New Rules.indd   5 2019-10-03   7:36 PM



 

 Design note:  As the Banzai attack is a free floating attack, a lot of leeway is given to the Japanese player in the 
form that it will take on the battlefield.  
 As was the case historically, in game these attacks are often suicidal.  They should be used carefully by the 
Japanese player, if at all.  But in the right circumstances, at the right time  they may achieve their goals.  At the very least 
they will cause the American player some troubles.
 As the American facing a Banzai attack, choose your Opp Fire opportunities with care as you will need Impulse 
Points for the rest of the turn.

15/  Tank Killers
   These	are	Japanese	soldiers	packed	with	explosives,	willing	to	sacrifice	themselves	to	destroy	an	enemy	tank.	
 
1. Single person counters.
2. Suicide unit which destroys itself in the attack.
3. No Casualty Point value for the unit.
4. Moves normally, but attack is carried out automatically when it moves adjacent to an 

enemy vehicle.  
5. Tank	Killer	counter	is	flipped	immediately	to	its	Detonate	side	and	the	attack	is	resolved	on	the	VCT.
6. Firepower	used	in	the	attack	is	an	unmodified	5.
7. Attack is resolved against armor facing the attack.
8. No attack value against non-vehicles. 
9. Tank	Killer	can	be	attacked	with	Opportunity	Fire,	including	the	final	hex	before	it	detonates.
10. If Tank Killer is hidden and enemy vehicle moves adjacent, Japanese player may reveal and attack it as an 

Opportunity Fire action.  In this case, the Tank Killer may not be attacked prior to the detonation. 
11. Does not have to reveal itself when moved onto by enemy 

foot units, but automatically activated by vehicle moving 
into	the	hex.

12. May not stack or move with other units.

	 Lt.	Yoshida	and	the	Rifle	squad	then	use	their	4	Movement	points	and	then	add	1	extra	hex	
of	movement.		They	end	their	movement	adjacent	to	the	Melee	and	their	Banzai	counter	is	flipped	
to its Moved side.

 Hidden Tank Killer reveals itself and closes with the 
Stuart tank.
 The Stuart Opp Fires at the unit when it moves adjacent.  
The result is Shaken, so it is ignored.
	 The	Tank	Killer	flips	to	Detonate	in	hex	X11	and	attacks	
the vehicle’s Flank Defense.  The tank is in open terrain so its 
Flank Defense of 2 is compared to the attack Firepower of 5.  
The attack is carried out on the +3 column of the VCT.  
 The Tank Killer counter is removed and the results of the 
attack are carried out.
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16/  Canister Rounds
	 The	American	37mm	M3	Gun	and	the	M3	Stuart	tank	both	have	the	option	of	firing	canister	rounds	at	enemy	
foot	units	at	short	range.		These	acted	much	like	a	shotgun	blast,	firing	ball	bearings	to	shred	enemy	infantry.

1. Canister round capability is noted by the underscored HE attack value on counters.
2. Can	be	fired	at	soft	targets	up	to	a	maximum	of	3	hexes	away.
3. Must be declared by the US player when used.
4. Canister	fire	can	be	directed	at	units	in	2	contiguous	hexes	in	the	weapons	covered	arc.
5. All	units	in	both	hexes	undergo	the	attack,	and	separate	attack	rolls	are	made	against	

each target.  Attached Leaders are subject to 
Leader Casualty rolls.

6. HE Firepower is doubled to 4.
7. Degrading terrain between the gun and target 

reduces the Firepower normally.
8. May	not	fire	canister	rounds	through	friendly	units	

or Melees.
9. Canister rounds can be used in Melee as long as at 

least one enemy unit is a foot unit.
    

17/  Starshells
	 Starshells	were	rounds	fired	from	mortars	and	guns	to	illuminate	the	battlefield	at	night.

1. Any	unit	in	the	same	hex	or	adjacent	to	a	Starshell	counter	is	visible	to	all	units	in	LOS	and	may	be	attacked	by	those	
units. 

2. Illuminated units are still limited to night visibility rules.
3. Starshell availability is listed in the scenario setup.
4. Starshells are placed at the start of a turn and last for that turn only.  They are removed at the turn’s end.
5. At the start of a turn, the player declares how many starshells are being used and places them on board.  
6. Placement can be anywhere in the playing area, does not require LOS to target area.
7. An	unmodified	1D6	accuracy	roll	is	made	for	each	counter.		
8. A roll of 3 or higher is accurate and the counter is left in place.
9. If	inaccurate,	a	1D6	roll	is	required	for	drift	direction.		1	is	the	hex	directly	North	of	counter	and	

follow clockwise around the counter with ascending numbers.  See artillery drift procedures.
10. Now	a	1D6	roll	/	2	determines	the	number	of	hexes	the	shell	drifts.		Fractions	are	rounded	down.
11. Move	the	inaccurate	Starshell	counter	to	its	new	hex.	
12. Placement of Starshells has no Impulse Point Cost.
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	 This	M3	Gun	elects	to	fire	canister	at	these	
approaching	Japanese	Rifle	squads	in	open	terrain.
 The HE Firepower is doubled to 4 and 
separate	attack	rolls	are	made	against	each	Rifle	squad.		
Since the squads are in open terrain, the attacks are 
made against their base Defense of 3.  The attacks are 
made on the +1 column of the ICT ( 4FP - 3 Def = 1 ).
	 If	the	Rifle	squad	with	the	attached	Sergeant	
takes casualties, then Sgt. Yamazaki would take a 
Leader Casualty roll.
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18/  Napalm Air Strike
	 In	the	latter	stages	of	the	war	in	the	Pacific,	napalm	was	introduced	and	used	against	the	Japanese.		Napalm	is	an	
incendiary	mixture	of	gasoline	and	a	gelling	agent	which	when	dropped	by	aircraft	proved	to	be	a	devastating	weapon.

1. It costs a player 1 Impulse Point to carry out a Napalm Strike.
2. Napalm	Strikes	affect	1	hex	only.
3. Choose	a	target	hex	in	LOS	of	a	good	order	unit.		Place	a	Napalm	counter.
4. Attacking player now rolls 1D6 to check for pilot quality.
5. A roll of 1-2 and the pilot is Green.  A roll of 3-5 and the pilot is Veteran.  A roll of 6 and the pilot is an 

Ace.
6. A Green pilot attacks with a Firepower of 6.
7. A Veteran pilot attacks with a Firepower of 8.
8. An Ace pilot attacks with a Firepower of 10.
9. The Firepower used in the attack is the same against all target types.
10. Napalm	is	an	area	effect	weapon,	so	all	units	in	the	target	hex	are	attacked.		
11. Separate	attack	rolls	are	made	against	each	target	in	the	hex.		Attached	Leaders	are	subject	to	Leader	Casualty	rolls.
12. Vehicles	are	hit	automatically	and	resolve	the	attack	against	their	flank	Defense.
13. If	target	hex	contains	a	vehicle	with	riders,	the	vehicle	and	the	riders	are	attacked	separately.
14. Defending	units	receive	all	modifiers	for	terrain	and	fortifications.		Hedges,	stone	walls	and	bocage	provide	no	

defensive bonus.
15. Hexes	with	structures	check	for	structure	collapse	after	the	attack	on	the	units	in	the	hex.
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