
Naval power & Amphibious landings 
summary

● Ship is a collective term for single vessel (e.g. aircraft 
carrier) or multiple vessel (e.g. cruisers or different 
landing craft) counters.

● Ships never need supply (OCS 18.1a).
● Every ship can move during every friendly Movement 

Segment, ships don’t need Reserve markers (OCS 18.1e) 
nor units they may load.

● White stripe marked slow ships move 10 hexes (DUKWs 8) 
per phase, others 20 (OCS 18.1f). 

Naval combat (ship-to-ship, shore-to-ship, ship-to-shore and air-to-ship)

General

● A ship can barrage only once per friendly Barrage Segment firing at
● a ground target in a hex once per game turn, or
● a naval target in a hex in every friendly Barrage Segment

● A hex can be targeted multiple times in a Barrage Segment, 
but no target may be selected more than once.

● All ships in the target hex are revealed (not their 
cargoes) and a naval target is chosen.

● An aircraft carrier can only be targeted by
● aircrafts, or
● Coastal Artillery, or
● ships, if no other ships are in range (OCS 18.2d)

● Ships always fire Flak against Air Barrage (OCS 14.4a).
● Sum all Flak Points of ships in the target hex (OCS 18.3f).

● Resolve on Barrage Table on a column obtained by (OCS 18.3c A–C)
● multiplying the Barrage Strength of all attacking aircraft by 2, and
● dividing the sum of Barrage Strengths by the target’s Protection Rating (”1”, if not 

printed), and
● shifting by those shifts related to aircraft’s distance from their base 

See Barrage (OCS 10.0) 

A naval target is (OCS 18.3a–c, 18.3g C)
● a single non-Landing Craft, or
● a Coastal Artillery unit (can also be 

chosen as a ground target), or
● all Landing Craft in a hex
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Naval Damage (OCS 18.3d) can be
● a hit on a non-Landing Craft ship, flip the counter and put a DG marker. A second hit 

sinks the ship.
● a hit on Landing Craft, eliminate one randomly chosen point and randomly chosen 

part of cargo, and put a DG marker to all remaining
● A LST is replaced with a 2-valued Landing Craft

● a DG which affects only the target, not even its possible cargo. The first DG does not 
cause anything, but on a second DG remove the marker and apply a hit. 
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Amphibious landings & Beach assaults
● Landing Craft is a collective term for all kinds of landing craft, incl. DUKWs and LSTs, 

and their capacity is counted with points, 1 point carries 1 RE (OCS 18.4a).
● Form groups of 3 RE of cargo (any combination of supply, Combat units and Transport 

Points) that has not moved (OCS 18.4c).
● Loading can only be done in a port, but in any friendly Movement Segment (OCS 18.4c). 

In game specific sea boxes (e.g. Korea 3.7a, S II 3.2b) loading can be done only in 
Movement Phase.
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● Unloading can be done in any friendly Movement Segment (OCS 18.5d).
● Landing vessels must end their movement for unloading (OCS 18.5a).
● Any cargo can be unloaded, but no ”after landing” 

movement is allowed (OCS 18.5h).no
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Amphibious Landing Table (ALT) roll (OCS 18.5f)
● Only Combat units may be unloaded, this is called landing, and 

can be done only during Movement Phase (OCS 18.5d).
● Landing Craft must end their movement for unloading 

(OCS 18.5a).
● Roll two dice per group after all Landing Craft have moved. See 

the game specific ALT for any modifiers.
● Look up the result in the ALT and apply it to that group in a hex.
● When all ALT rolls have been made, unloaded ground units can 

move ½ of their MA. They are assumed to be fueled (OCS 18.5h).

any number of groups, 
but remember (OCS 4.8)

Success means no losses on 
Anything and units land intact.
Mixed and Failure both mean
some kind of losses on Landing
Craft and cargo. These are game
specific. See Naval Damage on 
the other side of the sheet
(OCS 18.5f C).

DUKWs (OCS 18.4e)
● while acting as a Landing Craft

● have MA of 8 MPs (printed on the counter)
● can carry only cargo allowed on Air Transport 

Missions (OCS 14.9c) , and
● can convert to Transport Point by undergoing an ALT 

roll
● which can be the same roll used to unload cargo in 

which case the movement will end (OCS 18.5a), or
● a separate roll in which case the remaining MPs are 

tripled and then halved for ”after landing” 
movement (OCS 18.5h).

● while acting as Transport point
● have MA of 24 MPs (printed 8 tripled)
● can carry only SPs (OCS 13.2) 
● can be captured as Trucks (OCS 9.14c)
● can convert to Landing Craft without any roll  

Move to a coastal hex where you 
want to unload (OCS 18.1c, 18.1e).

LSTs (OCS 18.4f)
● see Naval Damage on other side of the 

sheet 
● can convert to port in a non-port hex by 

undergoing an ALT roll
● which can be the same roll used to 

unload all SPs, no other cargo 
allowed (OCS 18.5e)

● are not functional in the phase they 
are converted 

● while acting as port
● cannot be Barraged
● is destroyed when an enemy Attack-

Capable unit enters the hex
● cannot move nor convert back to LST
● have port capacity of 1 SP  
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