Tora Tora Tora! is a strategic board game depicting the Pacific Theater of World War II. The game takes
place between the attack on Pearl Harbor in December 1941 and the summer of 1945. One player controls
the Allied forces (American, British, Dutch, and Australian), and the other controls the Empire of Japan.

In a game of Tora Tora Tora!, players use their Resources to Move and Battle, aiming to add more Areas to
their territories, each worth from 1 to 3 Victory Points. Their Resources differ in amount depending on the
round (Allies) or the number of Resource Areas controlled on the board (Japan).

Players take alternating turns moving Units. Then, they resolve any Battles and determine the control
of Areas on the map. New Resource Points are then collected, Units (Armies and Fleets) potentially rebuilt,
and all Units located in Sea Areas Return to friendly Areas. Tora Tora Tora! plays for a total of 10 rounds
(unless a player achieves an immediate victory) after which the winner is determined.



COMPONENTS:

17 Army and 25 Fleet wooden Units in five colors:

8 Japanese 6 Japanese 12 American 6 American 4 British 4 British 1 Dutch 1 Australian
Fleets Armies Fleets Armies Fleets Armies Fleet Army
RISERERIR ES 14 Island & Mainland 7 Port Area 15 Sea Area

ATTACIC QN FQRCE 2

control markers control markers control markers

NavaL BATTLE SEGMENT

39 cards 2 Reserves cards 8 RP markers 1 Yamamoto 8 Out of Supply
(2x 1-2, 3-4, 6-8, 10-12) marker markers
1 Extra VP 6 dice 3Rwooden K
marker (3 red, 3 blue) e Rt I

in three colors

+1 game board, 2 player aids and this rulebook.

Note: Allied Units are represented by four colors: green for Americans, brown for British,
for Australians and for Dutch. Japanese Units are red.

SEQUING U TRIE GAMIE

one and either discarding the other, or placing

it on top of the Allied Early War deck.

Cards

1 Japanese player: Shuffles the Japanese Early

War dece e mild i Bleardy 8 Place the red Reserves card in front of the Japa-

2 Allied player: Shuffles the Allied Early War
deck (blue cards) and draws 2 cards, keeping

nese player and the blue Reserves card in front

of the Allied player.
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Markers

4 Place an Island & Mainland Control marker
Allied side up on the Round & Reinforce-
ments Track on the ‘1’ space. It serves as the
Round marker.

5 Place an Island & Mainland Control marker
Japanese-side up on the Resource & Victory
Points Track on the ‘0" space. It serves as the
Victory Points marker.

6 Place the red Resource marker on the Resource
& Victory Points Track on the 20 space. Place
the green Resource marker on the ‘0" space
and the brown Resource marker on the ‘4’
space.

Japanese Units
1 Yokosuka: 1 Fleet
8 Kure: 1 Fleet
9 Truk: 2 Fleets, 1 Army

10 Formosa: 2 Fleets, 2 Armies
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1 /ndochina: 2 Armies

12 East China Sea: 1 Army (note: this Army
cannot be moved in the first Movement

Phase)
American Units
18 Hawaii: 2 Fleets, 1 Army

M Manila: 1 Army (note: place an Out of
Supply marker underneath it)

15 Reserves card: 1 Fleet, 1 Army
British Units

18 Singapore: 1 Fleet, 1 Army

17 Burma: 1 Army
Dutch Unit

18 Batavia: 1 Fleet
Australian Unit

19 Townsville: 1 Army

Place the remaining Fleets and Armies beside the

board.



WINNRG THIE GAMIE

There are two types of victory conditions:

Immediate:

® Allied victory: they control both Kure and
Yokosuka at the same time.

® Japanese victory: they control both Hawaii
and Townsville at the same time.

End of game:

® Allied victory: they have 10 or more Victory
Points.

® Japanese victory: Allies fail to achieve their
victory condition.

CORIE CONCIETS

THE BOARD

The board consists of three types of Areas (Island,
Mainland and Sea), land connections (double-
headed white arrows) between Mainland Areas and
sea borders (black lines) between Sea Areas.
® Island Area is a Land Area represented by a
circle.
® Mainland Area is a Land Area represented by
a square.
® Sea Area is an Area between sea borders, edge
of the map, Land Areas and / or illustrations
of landmasses.

Note: An Island or Mainland Area is adjacent to
a Sea Area if any part of the circle, square or the
Area’s name ribbon touches that Sea Area. For ex-
ample, Balikpapan is adjacent to both the Celebes
Sea and the Java Sea, and Pt. Moresby is adjacent to
both the Solomon Sea and the Coral Sea.

Each Island and Mainland Area is a Home Area to
one of the players.

If an Area has a white background, it is a Japanese
Home Area. If an Area has a gray background, it is
an Allied Home Area.

In addition, each Island or Mainland Area may
also be a:

. ® Port Area if it has an anchor symbol.
ﬁ © It allows friendly Fleets to Return to it
\ in the Return Phase.

© There are 13 Port Areas on the board.

® Resource Area if it has a refinery symbol.

= o If controlled by Japan, it grants Japan 3
Resource Points (RPs).

© There are 6 Resource Areas on the board.

N

® Supply Area if it has a barrel symbol.
° It allows placement of Units in Rein-
forcements and Production Phases.
© There are 2 Supply Areas for Japan (Kure
and Yokosuka) and 3 for the Allies:
— 1 American (Hawaii)
— 1 British and Dutch (/ndia)
— 1 Australian (Zownsville) that also
immediately becomes an American
Supply Area if Hawaii is under Japa-

nese control.

There are no stacking limits; each Area can contain
any number of Units.
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CONTROLLING AREAS

Each Area is always controlled by
one of the players i.e., there are no
neutral Areas in the game. When
control over an Area changes, use
an appropriate Control marker to
show this as follows:

® Round control marker for Island and Main-
land Areas (use a marker with an anchor if it
is a Port).

® Rectangular control marker for Sea Areas.

VICTORY POINTS

When a player gains control of an Area controlled
by the other player, they gain as many Victory
Points (VDPs) as there are stars on that Area.

Victory Points are tracked on the Resource & Victo-
ry Points Track on the board. Any time the control
of an Area changes, the VP marker must be adjusted
(if needed, flip the marker to show which side has
the advantage in VDPs).

2 Example: The VP marker is on the

}| Japanese side and on the ‘1’ space.
3 B The Allied player captures Truk, an
L X — # Lland Area worth 2 VPs. Conse-
W 10111l the marker is flipped to the
Allied side (‘Japan 1°>0">marker flipped>Allied 1).

Japan earns Extra VDs for one of the following:
* Controlling Townsville or Hawaii at any point
during the game (2 VPs).
® Townsville cannot trace a Supply line to Hawaii

at the beginning of the Resource Acquisition
Phase (1 VP).

If both goals are fulfilled, Japan scores only
for controlling Townsville or Hawaii. Once
they are scored, these Extra VPs cannot be lost. The
Japanese player takes the Extra VPs marker and plac-
es it next to the Resource & VP Track as a reminder.

Note: In effect, the Allied player has to obtain 11
or 12 VPs to win the game if the Japanese player
scores Extra VPs.

SUPPLY

An Area (and by extension all Units in that Area) is
in Supply if it can trace an uninterrupted connec-
tion through friendly Sea Areas from that Area to
its Supply Area.
® Supply status for Units is checked at the be-
ginning of the Movement Phase.
® Supply status for Resource Areas is checked
at the beginning of the Resource Acquisition
Phase.

Note: If Hawaii is under Japanese control, Zowns-
ville becomes the new Supply Area for Americans.
Supply connection cannot be traced through the
Torres Strait (the double red line between Java Sea
and Coral Sea).

If a Unit is not in Supply, place an Out of
Supply (OOS) marker underneath it.
The effect of being OOS is threefold:
® Allies must spend 1 RP per OOS Unit, per
each Area moved (in the same way Japan moves
its Units from Round 2 onwards). Note: Japan
does not suffer an additional penalty for mov-
ing an OOS Unit.
® Players must allocate twice as many RPs to
activate an OOS Unit and increase its Roll to
Hit chances.
Example: Allocating 4 RPs to an OOS Unit
allows it to hit on 1-2, instead of 1-4 for a Sup-
plied Unit.
® When defeated, all OOS Units in an Area
where the Battle took place are eliminated and
placed on the Reserves card.

If a Resource Area is under Japanese control and not
in Supply at the beginning of Resource Acquisition
Phase, Japan does not gain 3 RPs for controlling it.

Note: The American Army in Manila begins the
game Out of Supply.

Example (see image on the next page): It is the
start of the Movement Phase. The Japanese player
controls four Sea Areas ‘X . The American Fleet in
Townsville ‘2 and Army in Guadalcanal '8 are
therefore Out of Supply as they cannot trace a Supply
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line to Hawaii. The American Fleet in Fiji ‘& is not
Out of Supply as it is adjacent to two friendly-con-
trolled Sea Areas with a Supply line to Hawaii ‘& .

PLAYING CARDS

Each card can be played for one of two effects:

® The Event described on the card, or
® To re-roll 1 missed die in a Battle.

Each card specifies in which Phase its Event may
be played. A player cannot play more than 1 card
per non-Battle Phase, and 1 card per Battle.

Players must announce their intent to play a card
before playing it, giving the other player the chance
to do the same. If both players want to play a card:

® in the same Phase, the Initiative player goes
first.

® for the Event in the same Battle, the Attacker
goes first.

® to re-roll a die, both players re-roll their dice
at the same time.

There is no hand limit.

YAMAMOTO

The Japanese player has access to Isoroku
Yamamoto — an exceptional admiral who
commanded the main element of the Im-
perial Japanese Navy — represented by a marker
and a card explaining his special ability.

PLACEMENT

Place the Yamamoto marker in 77uk at the begin-
ning of the Initiative Phase of Round 2. If 7ruk
is enemy-controlled, place Yamamoto in any Japa-
nese-controlled Island Area.

Moving Yamamoto is treated like moving a Unit,
i.e., the Japanese player must spend their turn
to move him, however, Yamamoto is never Out
of Supply, and can only move directly from one
friendly Island Area to another friendly Island
Area, ignoring distance and Sea Areas.

ABILITY

Once per Round, pay 1 RP to set any die to 1 in a
Naval Battle adjacent to an Island he is located in.
Yamamoto can only be played on an already activat-
ed Fleet. Note: Yamamoto's Ability must be used after
Allocating RPs instead of a die roll. After using his
Ability, flip Yamamoto’s marker to its inactive side.

The Japanese player may pay 1 RP to move
Yamamoto to another Island Area during the
Movement Phase.

ELIMINATION

Yamamoto can be eliminated by capture, or by the
Admiral’s Last Flight card. If an Allied Army gains
control of an Island Area with Yamamoto, roll a die:
® On 1-2: Yamamoto is captured and eliminated
from the game.
® On 3-6: Yamamoto must Return to a friendly
Port.



GANTEPLAY

SEQUENGE OF PLAY

Tora Tora Tora! is played in Rounds. Each Round is
divided into the following Phases:

Initiative Phase

Card Draw Phase (skip in Round 1)
Reinforcements Phase (skip in Round 1)
Movement Phase

Battle Phase
a. Naval Battle Segment

e

b. Landing Segment

c. Land Battle Segment
Resource Acquisition Phase
Production Phase

Return Phase

Start a new Round from Phase 1

INITIATIVE PHASE

The player in control of 7 or more Ports has the

X RIS

Initiative and goes first in all subsequent Phases.

Move the Round marker 1 space to the right and
flip it to the side of the Initiative player.

CARD DRAW PHASE

® In Rounds 2-5, each player draws 1 card from
their Early War deck.

® In Round 6, each player must discard their
hand and then:

o Japanese player: Shuffles the Japanese Late
War deck and draws 2 cards, keeping one
and either discarding the other, or placing it
on top of the Japanese Late War deck.

o Allied player: Shuffles the Allied Late War
deck and draws 3 cards.

®In Rounds 7-10, each player draws 1 card
from their Late War deck.

REINFORCENMENTS PHASE

Any Armies and/or Fleets slotted to arrive in the
current Round (the Reinforcements Schedule is
on the Player aid) are placed in their Supply Area.

® Japan places Reinforcements in Kure or Yoko-
suka.

® Allies place British Reinforcements in /ndia,
and American Reinforcements in Hawaii (or
in Townsville, it Hawaii is Japanese).

Reinforcements cannot be saved for later Rounds.

NMOVEMENT PHASE

Players alternate spending Resource Points (RPs) to
move their Units i.e., the first player moves one Unit,
then the second player moves one Unit, and so on.

Players can pass instead of making a move. If a
player passes (even several times in a row), they
may move again if their opponent consequently
makes a move. However, once both players pass
one after the other, the Phase ends.

The Phase also ends when players have moved all of

their Units or there are no RPs remaining to be spent.

® A Unit can move only once per Round (you
may place a Unit on its back as a reminder it
has already moved).

¢ A Unit must stop moving upon entering an
enemy-controlled Area, or an Area containing
an enemy Unit.

® An Army may begin its movement in a Main-
land or Island Area containing an enemy
Army. However, such an Army cannot end its
move in an enemy-controlled Area, or an Area
containing an enemy Unit.

® A Unit must end its movement in a Sea Area
(Exception: An Army in a Mainland Area may
end its movement in another Mainland Area).
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Note: The consequence is that an Army may never
move directly from one Island Area to another Is-
land or Mainland Area, or from a Mainland Area
to an Island Area.

MOVEMENT COSTS

Both sides must spend RPs to move Units. How-
ever, movement costs are different for Japan and

Allies.

® Japan must spend 1 RP per Unit, per each Area
moved (Exception: Japanese Surprise Attack,
see below).

® Allies must spend 1 RP per Unit, regardless of
distance.
© American Units can only use American RPs.
O British, Australian and Dutch Units can

only use British RPs.

® For each Sea Area with “# 8§12 a Unit moves

through, the player must spend 1 extra RP.

Example: It is Round 2. The Japanese player moves
a Fleet from Palau. Moving to 'Y would cost 1 RP
since its adjacent to Palau. Moving to (2 would cost
2 RPs since the Fleet would move 2 Areas. Moving
to '8 would cost 3 RPs. It couldn’t move farther
east since the Fleet must stop moving upon entering
an enemy-controlled Area '8 . The Japanese player
would be in the same situation in ‘& , and in a simi-
lar situation in '8 — there, however, the enemy Fleet
there would stop the movement, even though its a
Japanese-controlled Sea Area.

MOVEMENT LIMITATIONS

® Units moving between Sea Areas can move only
through black lines, not through Island Areas.

® The double red border between Java Sea and
Coral Sea represents Torres Strait, which is
shallow and hazardous to navigate. Neither
side can move across that sea border.

® American Armies cannot enter /ndia and Aus-
tralian Armies cannot enter Hawaii.

® The double red circle in the upper-right section
of the board acts as an impassable area.

JAPANESE SURPRISE ATTACK

Only during Round 1, Japan spends 1 RP per
Unit moved, regardless of distance, the same way
as Allies do. It reflects the Japanese preparedness
for the first wave of simultaneous surprise attacks
on Allied territories launched at the same time as
the attack on Pear]l Harbor.

CONTROL OF EMPTY AREAS

At the end of the Movement Phase, if a player’s
Army is in an enemy-controlled Mainland/Island
Area (or a Fleet in a Sea Zone) with no enemy
Unit, change control of that Area to that player.

BATTLE PHASE

During this Phase, Naval Battles, Landings and
Land Battles are resolved, starting with all Naval
Battles. Both sides spend RPs to activate Units and
increase their Roll to Hit chances, and then roll the
dice and apply the results.




First, if an Army is in the same Sea Area as an
enemy Fleet, without a friendly Fleet also present,
that Army automatically Returns to Port. No Battle
is initiated. A Fleet in an Island or Mainland Area
without a friendly Army does the same. Then:

® A Battle is initiated in each Area containing
Units of both Sides.

® The Initiative player decides the order in which
Battles are resolved in each Segment.

® The player not controlling the Area the Battle
is in is the Attacker.

Note: Allied Units of different nationalities occu-
pying the same Area always defend together, and
may attack together. If Allocating different RPs of
different nationalities, they must still be split even-
ly between these Units.

ALLOCATING RPS IN A BATTLE

Both players, simultaneously and in secret, allocate
RPs. After initiating a Battle, both players take RP
markers in their hand equal to the value of RP they
wish to Allocate (which may be 0), and reveal them
at the same time.

® The Attacker must allocate at least 1 RP to the
Battle. If the Attacker is unwilling or unable
to do so in:
© an Island or Sea Area, remove all of the At-
tacker’s Units in the Area and place them on
the Reserves card.
© 3 Mainland Area, all of the Attacker’s Units
in the Area must retreat.
® The Defender does not have to allocate any
RPs.
® FEach Unit can be Allocated a maximum of 4
RPs.
® If there are two or more Units in an Area that
can take part in the Battle*, the player:
© May decide to Allocate 1 RP to activate just
one Unit, or
© Must activate all Units. The RPs Allocated
must be split evenly between these Units.

*An Army cannot take part in a Sea Battle, and a
Fleet cannot take part in a Land Battle.

Example: The Allied player has 2 Fleets in a Battle.
The player may spend 1 RP to activate just 1 Fleet
and roll 1 die, or spend 2, 4, 6 or 8 RPs to activate
both and roll 2 dice. The more RPs the player Al-
locates, the higher the Roll to Hit chance for both
Fleets.

EFFECT OF ALLOCATING RPS

® Allocating 1 RP activates a Unit and allows it
to roll a die. The Unit hits on 1.

® Allocating 2 RPs to a Unit allows it to hit on
1-2.

® Allocating 3 RPs to a Unit allows it to hit on
ety

® Allocating 4 RPs to a Unit allows it to hit on
i 4,

Armies defending 3-star Home Areas (Hawaii,
Townsville, Manila and India for Allies, Kure and
Yokosuka for Japan) receive +1 bonus to hit but
must still be activated (i.e., be Allocated at least 1
RP) in order to apply this effect.

No Units can hit on 5-6, even if defending a 3-star
Home Area, or if boosted by playing cards.

Example: The Japanese player is
playing the Imperial Marines card
that activates a Japanese Army for
1 RP to allow it to hit on 1-3. The
player cannot Allocate more than

1 additional RP to increase its chance
Lo Burn s of scoring a hit to more than 1-4.

RESULTS

Both players roll the dice simultaneously and count
the number of hits inflicted on the opponent. The
side that has inflicted more hits on the opponent
is the winner.

For each excess hit inflicted on the opponent, the
opponent must eliminate 1 Unit from the Area
and place it on the Reserves card (Exception: if the
Battle took place in a Mainland Area, no Units
are eliminated unless retreat is impossible). If
both sides inflict the same number of hits, it is a
draw and no Units are removed.
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NAVAL BATTLE SEGMENT

® Allocate RPs and roll the dice.

® The winner remains in the Sea Area and takes
control of that Sea Area.

® The loser must Return all of their Units.

® If there is a draw, both sides must Return all of
their Units in that Area to Ports.

Note: Fleets in enemy-controlled Sea Areas auto-
matically take control of them if no enemy Unit is
present at the end of the Movement Phase. Armies
never take control of Sea Areas.

Example: A British Fleet enters an enemy-controlled
Sea Area with a Japanese Fleet. In the Battle Phase,
the Japanese player spends 2 RPs 'Y and the Allied
player spends 2 British RPs ‘X . Both players must roll
1-2 to hit. Both roll simultaneously, and both miss by
rolling 3 and 4, respectively. Since its a draw, each
Fleet must Return (2 to its respective friendly Port.

LANDING SEGMENT

After the Naval Battle Segment, starting with the
Initiative player, players alternate by landing an
Army on an Island or Mainland Area adjacent to
the Sea Area containing that Army.

If there is no enemy Army in the landing Area, the
player who has an Army in that Area takes control
of it. Players may choose not to land some or all of
their Armies.

Example: An American Army is in a friendly Sea
Area adjacent to Kwajalein. During the Landing

Segment, the Allied player lands the Army on Kwajalein,
which will lead to a Land Battle in the next Segment.

LAND BATTLE SEGMENT

® Allocate RPs and roll the dice.

® The winner remains in the Area. Additionally,
the winner takes control of the Area if there is
a friendly-controlled Sea Area adjacent to that
Area.

® If the Battle took place in a Mainland Area,
the defeated player must retreat all their
Armies to an adjacent friendly-controlled
Mainland Area. If such an Area does not exist,
the Armies are instead eliminated and placed
on the Reserves card.

® If the Battle took place in an Island Area, the
defeated player must retreat all the remaining
Armies to an adjacent friendly-controlled
Sea Area. If such an Area does not exist, the
Armies are instead eliminated and placed on
the Reserves card.

® If the retreating defeated force contains at least
2 Armies, the defeated player may choose to
eliminate 1 Army to cancel the retreat.

® If, as a result of a Land Battle, a player’s Fleet is
in an enemy-controlled Port Area, there is no
additional Battle, and that Fleet must Return
to a friendly Port.

® If there is a draw, Units remain where they are.

Example: A Japanese Army enters Burma ‘1 . In the
Land Battle Segment ‘2., the Japanese player spends
3 RPs and the Allied player spends 1 British RR The
Japanese player must roll 1-3 to hit, while the British
player must roll a 1 to hit. Both players roll simulta-
neously. The Japanese player rolls a 2 and scores a hit,
the British rolls a 4 and misses. The defeated British
Army must retreat '8 to Imphal (an adjacent friend-
ly Mainland Area). The Japanese Army, however,
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cannot take control of Burma since the Japanese play-
er does not control any Sea Area ‘& (Bay of Bengal or
Indian Ocean) adjacent to Burma.

RESOURGE ACQUISITION
PHASE

Resource Points are used for movement, to activate
Units and increase Roll to Hit chance in Battles,
and to Produce Units.

Both sides gain RPs in a different way.

® Japan gains 3 RPs per Resource Area both un-
der its control, and in Supply.

® British gain 3 RPs per Round.

® Americans gain 10 RPs in Rounds 1-2, 15 RPs
in Round 3, 20 RPs in Rounds 4-6 and 25
RPs in Rounds 7-9.

Unspent RPs remain available for the next Round.
However, the maximum number of RPs available
to both sides at any given point is 39. RPs gained
beyond that point are lost.

PRODUCTION PHASE

Starting with the Initiative player, each may
spend 3 RPs to produce a Unit. The Unit must
be available on the Reserves card in order to be
produced. A player may produce multiple Units
during this Phase.

® Japanese Units must be placed in Kure or Yoko-
suka.

® British Units must be placed in /ndia.

® American Units must be placed in Hawaii, or
Townsville if Hawaii is under Japanese control.

® Australian Units must be placed in Townsville.

® Dutch Units cannot be produced.

A player can produce a Unit in an Area with an
enemy Unit as long as that Area is still controlled
by the player.

RETURN PHASE

All Units in Sea Areas must Return to friendly-con-
trolled Areas.

® A Fleet in a Sea Area must Return to a friendly
Port free of enemy Units through friend-
ly-controlled Sea Areas, ignoring distance.
If the Fleet is Out of Supply and/or cannot
Return through friendly-controlled Sea Areas,
it must instead Return to the closest friendly
Port free of enemy Units.

® An Army in a Sea Area must Return to a
friendly Port free of enemy Units through
friendly-controlled Sea Areas, ignoring dis-
tance, or to an adjacent friendly Island or
Mainland Area. If the Army is Out of Supply
and/or cannot Return through friendly-con-
trolled Sea Areas, it must Return to the closest
friendly Island or Mainland Area free of ene-
my Units.

If two or more Ports are equally as close, the play-
er can choose which of these Ports to Return to.
The Initiative player Returns all of their Fleets and
Armies first.

RESTRICTIONS

® British and Dutch Units can only Return to
friendly Mainland Areas and Batavia.

® The Australian Army can only Return to Zowns-
ville. 1f Townsville is enemy-controlled, the
Army must Return to the closest friendly Port.

® American Units cannot Return to /ndia and

Burma.
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OPUIORAL =\ CARDE

The first edition of the game, published under the
name Pacific Go, was played without cards and
Yamamoto. This edition can also be played with-
out them. However, due to other changes made
between the two editions, the game will not be
balanced, favoring the Allied player.

This optional rule is therefore recommended for
games only between unequally matched players
(for example, if one player is experienced, and the
other has not played the game yet, the experienced
player should play as Japan).
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