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Defender Reaction in EotS tends to be one of two extremes: either a

massive reaction from the defender (with ships and aircraft

coming from all corners of the Pacific), or a complete

surprise achieved by the attacker. Players wishing to add some

intermediate results can use the Intelligence Condition Table

below.

Procedure: The Reaction Player uses the Operation number

on the Offensive player's Strategy card to determine which

column to use on the table. He rolls a 10-sided die and adjusts the

result using the modifiers listed below the table. The result is the

extent of the Reaction.

Note that a die roll of 9 is no longer an automatic failed

Reaction die roll if the Reaction Player has favorable modifiers.

The Patrol Result: The Reaction Player may activate an HQ

within Range and use its Efficiency Rating to activate air units,

but no movement or post battle movement is allowed.

Therefore, if the player had an air unit within normal range of

the battle hex it could contribute to the battle. There are no

additions to the Efficiency Rating so an HQ with an Efficiency of

1 could only activate one air unit.

Taking out the Certainty

The Ambush, Intercept, Counter Offensive and Surprise cards

are often a nasty experience to any EotS player who is on the

receiving end of these 'Acts of God.' To soften these cards some,

and to take out the certainty of their benefits, use the following

modifications to accompany the ICT:

Ambush Strategy Cards are no longer always successful.

Instead they provide a —3 drm to the ICT die roll. If the modified

result is 0 or less then rule 8.2E goes into effect. Note that in some

situations an Ambush is still guaranteed as in the example below:

EXAMPLE: The Japanese player plays a Military Event and

during his movement some of his forces enter an Allied Air ZOI. The

Allied player responds by playing an Ambush Card. He would modify

his die roll by —3 for the Ambush Card, —2 for Japanese forces

entering his Air ZOI, —2 because the Japanese player used a Military

Event, and —2 for being the Allied player. The total drm is —9 which

will ensure an Ambush.

Intercept cards are no longer always successful. Instead

they provide a —3 drm to the ICT die roll. Use the Operation

Value on the Offensive Player's card to determine the column on

the ICT — not the # on the Intercept card.

Surprise Strategy Cards are no longer always successful.

Instead they provide a +3 drm to the ICT die roll and ignore the

—2 drm for using the Strategy card as an Event. If the Logistic

Value of the Surprise card is less than the Operations Value, then

use the Logistic Value to determine the ICT column (example,

you would use the 1 column for Operation Brewer [Logistic Value

11). Note that rule 8.2D is only used if the result on the table

is a Surprise.

Counter Offensive Cards: Each of these cards provide

a —3 drm to the ICT. Use the Operation Value on the Offensive

Player's card to determine the column on the ICT — not the # on

the Counter Offensive card. The conditions of the cards must be

followed. If the modified result is 0 or less, then the Reaction

Player may use the Logistic Value printed on the Counteroffensive

Card instead of the ICT result. Any bonuses on the card can

be used even if the modified die roll is greater than 0.

How Does It Affect the Game?
Basically, the Reaction levels on the ICT matches statistically

the original numbers on the Strategy Cards. For example, on

the 3 column, a player trades away two '3' results to gain two

2's, two I's and a `P' result. On the 2 column he trades away a

`2' result for two l's and two `P' results. On all three columns
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there is a 30% reduction in the number of

surprise attacks — events which I felt were

happening too often in the original system.

Since this reduction in surprise attacks

works for both the Japanese and Allied

players equally, it should not affect

playbalance.

Because the Reaction numbers are

nearly the same if using the original system

or the ICT, it would be a legitimate game

element to allow players to use either one

and let him decide on a card-by-card basis

(before he rolls the die). He could go for

all or nothing and use the original system,

or decide to spread out his luck a little and

use the ICT (with the full reaction being

less likely).

While testing the Optional Rules I was

careful to study how the table influenced

my playing decisions. As the offensive

player I noticed that I felt slightly safer

conducting an offensive because the

ambush and response cards are watered

down some and I was not overly worried

about the '13' and '1' results. As the

defender I felt less anxiety from a surprise

attack and was grateful that there were '13'

and '1' results. The `P' and '1' results give

the defender some measure of protection —

although they are not enough to mount a

powerful reaction against a Military Event

or a 3 OPs card. All-in-all it was a positive

experience for me and helped me to enjoy

this extraordinary game even more.

Special Reaction Moves
It seems to me that the limitations on

Special Reaction Moves are too restrictive,

especially given the small number of air

and ground units in the game. For

example, most Allied players don't garrison

Johnston Island so the Japanese can land

there unopposed. Why would a massive

Japanese invasion force heading to

Johnston Island have no chance of being

intercepted, yet the same force heading to

Midway might (assuming the Allied player

still has an air unit there)? Why would a

ground unit on Midway help the Allied

naval units intercept the invasion

convoy? I also noticed that an Allied

invasion force can sail into the Sea of

Japan and land troops in the hex

northeast of Tokyo without the Japanese

player having any chanceat intercepting it

—because thehexcontains no airfield or

port.

Why not allow Special Reaction Moves

against any friendly hex? If you are open to

this, use the following rule: If the hex

contains a friendly airfield or port, allow

Special Reaction per normal rules. If the

offensive player's forces enter an enemy air

ZOI on the way to that unoccupied hex,

apply a —2 drm to the Special Reaction

roll. If the unoccupied hex does not

contain an airfield or port, apply a +2

drm to the Special Reaction die roll.

(Borodino — Continued from page 27)

map. They do need to maintain the bulk

of the IV corps in the vicinity of Borodino,

as they will be required for the inevitable

assault on the Great Redoubt.

 Strike hard down south, as the

Russiansare relatively weakandoutnum-

bered. The woods just north of Utitsa

(3204) make reinforcing this sector fairly

difficult. Divert the bulk of Davout's I

Corps to assist the Polish Vth Corps.

 Attack the victory objectives

sequentially, as you don't have enough

troops to hit them all simultaneously.

Concentrate your initial efforts on the

Fleches — these earthen redoubts are

located on the hilltop just north of the

woods on the Russian southern flank.

This will give you a secure flank to work

with and keep your troops from getting

into a crossfire from both the Fleches and

the Great Redoubt.

 The Russianartillery, particularly the

Reserve, is deadly. Don't present the

Russians with massed targets to shoot at.

Maximize use of terrain to avoid line of

sight. Stay out of range of the Russian

guns until you are ready to make your

assault. This way, the enemy only gets

one shot.

 You might want to consider a

diversionary attack up north to try and

draw off some of the Russian hordes. If

the Russian player bites and activates the

1" Army by putting some formations

under orders to counterattack, he might

just be stuck with this same order while

you then refocus your attack on the other

flank. Remember, the Russian player

cannot split his activations; he must choose

the 1" Army, 2'd Army or the Reserve for

activation. Note: This rule is specific to the

grand battle scenario and is not part of the

general series rules.

 Your III and VIII Corps are relatively

brittle and likely to collapse if overworked.

If you commit these Corps to battle, make

sure they are amply supported by either

the I or IV Corps at a minimum. No

sense giving the Russian some cheap VPs.

 The French Imperial Guard is the ace

up your sleeve. Their commitment will

oftentimes be decisive. Their cohesion

ratings of 8 and 9 mean they are virtually

indestructible unless surrounded and

forced to retreat. Keep them within

striking range of key objectives. Once

the Russian player shows signs of being

stretched to the limit, give him a taste of

Napoleon's finest.

In Borodino, both sides have the

potential to win the game. The tide of

battle will often seesaw back and forth,

right up to the very last turn. It is left to

the player's skill, and a little luck of course,

to determine who controls the battlefield

and thus can add the battle honor of

Triumph and Glory at Borodino to their

banners. Anyone with an interest in

Napoleonic warfare should seriously

consider adding Borodino to their

gaming library.


