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      S
tarting a M

ission 
       P
laying a M

ission 
               Ending a M

ission 
                     

                                              

9 pages of easy-to-follow
 rules! 

By Mike Heiman 

Color the pages! 

Create your ow
n  

story! 

P
lay as the S

k
ipper of a 

78
-foot H

iggins P
T B

oat 
during W

orld W
ar II in 

this G
olden Era of 

com
ics coloring book

. 

A
 S

olitaire Cam
paign 

A
dventure! 

 Hours of fun and 
relaxation. 

 R
u
l
e
 B

o
o
k
 

 

 R
u
l
e
 B

o
o
K
 

 

C
opy

 d
am

a
g
e from

 prev
iou

s M
ission onto th

e cu
rrent M

ission
. 

R
ea

d
 th

e H
ea

d
er of th

e cu
rren

t M
ission

 for specific objectiv
es. 

P
la

ce th
e colored

 F
lood

 d
ie on 1 n

ex
t to y

ou
r C

om
m

a
nd

er S
prea

d
 

P
1 - R

oll th
e bla

ck
 an

d
 w

h
ite d

ice. 
P
2
- R

eroll an
y
 u

n
lock

ed
 w

h
ite d

ice u
p to 3

 tim
es. 

P
3
- R

esolv
e H

a
za

rd
s 

P
4
- R

esolv
e W

h
ite d

ice (sta
rtin

g
 w

ith
 all 6

s first) 
P
5
- A

d
v
an

ce T
im

e cu
be by

 fillin
g
 in a

 tim
e h

ex
. 

  E
ra

se a
ll d

ots u
n
d
er y

ou
r S

ta
rs a

nd
 strik

e th
rou

g
h
 th

e w
ord

 
M

ission on y
ou

r C
om

m
an

d
er S

prea
d
 if y

ou
 fa

iled
, or-- 

F
ill in th

e V
P
 S

ta
r n

ex
t to th

e w
ord

 M
ission

 if y
ou

 su
cceed

ed
. 

T
h
en color in a

ll th
e S

ta
rs ov

er th
e d

ots if y
ou

 su
cceed

ed
. If it 

fills u
p a

 row
, fill in

 th
e V

P
 S

ta
r and

 a
d
d
 th

e C
om

m
en

d
a
tion to 

y
ou

r portra
it’s ribbon ba

r (rig
h
t to left, bottom

 to top) by
 colorin

g
 

in th
e specific ribbon u

sin
g
 a

ccu
ra

te colors (fou
nd

 on th
e ba

ck
 of 

th
e M

ission book
). 

  Y
ou

 fa
il th

e m
ission

 if a
ny

 of th
ese cond

ition
s a

re m
et: 

Y
ou

 d
o n

ot com
plete th

e specific objectiv
e in

 th
e H

ead
er. 

Y
ou

r F
lood

 D
ie ex

ceed
s 6

. 
A

ll of y
ou

r W
a
terlin

e H
u

ll bu
bbles a

re filled
. 

A
d
d
 d

ia
log

u
e to W

ord
 B

u
bbles an

d
 color in th

e S
prea

d
. 

  
O
ption

al: V
isit th

e R
&

R
 M

ission on
 pa

g
es 4

-5
. 

  
R

ea
d
 th

e S
u

ccess or F
a
ilu

re F
ooter for th

e M
ission

. F
ollow

 a
ny

 
repa

ir d
irection

s an
d
 copy

 th
e n

a
m

e an
d
 pa

g
e n

u
m

ber for th
e 

n
ex

t M
ission

 on th
e nex

t lin
e.  

  

 M
is
s
io

n
 m

e
c
h
a
n
ic

s
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O
pen

 th
e M

ission
 B

ook
 an

d
 proceed

 to M
ission 2

 to beg
in

 y
ou

r 
ca

m
pa

ig
n
. G

ood
 lu

ck
, an

d
 h

a
v
e fu

n
! 

  
 

   R
eserv

ed
 for pu

blish
er an

d
 cred

its 
                                       

 
 

P
T Com

m
ander 

A
 solitaire cam

paig
n g

a
m

e (crea
te y

ou
r ow

n com
ic) colorin

g
 book

 by
 

M
ik

e H
eim

an
. V

0
3
11. 

 C
o

m
p

o
n

en
t

s
 R

e
q

u
ir

e
d

 
T
h
is R

u
lebook

 Z
ine 

T
h
e M

ission B
ook

 Z
ine 

8
 six

-sid
ed

 d
ice (6

 w
h
ite d

ice, 1 bla
ck

 d
ie, an

d
 1 colored

 d
ie) 

C
olored

 P
en

cils 
P
en

cil w
ith

 era
ser 

 O
b

je
c

t
 o

f
 t

h
e
 g

a
m

e 
The Cam

paign 
T
h
is is a ca

m
paig

n sty
le, ch

oose-y
ou

r-ow
n
 ad

v
en

tu
re g

am
e m

a
d
e u

p 
of a

 v
a
riety

 of m
ission

s. T
h
e object of th

e ca
m

pa
ig

n
 g

am
e is to g

a
in a

s 
m

a
ny

 poin
ts a

s possible before th
e en

d
 of th

e w
a
r. P

oin
ts a

re 

d
eterm

ined
 by

 V
ictory

 S
ta

rs N
 (VP Stars) th

a
t y

ou
 can

 find
 on

 y
ou

r 

C
om

m
an

d
er S

pread
. T

h
e cam

paig
n h

a
s m

u
ltiple en

d
in

g
s, pa

rsed
 by

 
y
ou

r ch
oices, a

nd
 su

ccesses or failu
res on

 m
ission

s.  
 The M

issions 
T
h
e C

am
paig

n is play
ed

 th
rou

g
h
 d

ifferen
t m

ission
s. E

a
ch

 m
ission

 is a 
sprea

d
, a

nd
 a

s y
ou

 com
plete a m

ission (w
in

 or lose) proceed
 to 

a
n
oth

er S
pread

 in th
e ch

oices a
t th

e bottom
 of th

e rig
h
t pa

g
e. 

 T
h
ere a

re ov
er a

 d
ozen m

ission
s in th

is g
am

e, ea
ch

 w
ith

 a
 u

niq
u
e g

oa
l 

or objectiv
e tow

a
rd

s su
ccess. T

h
ere a

re m
a
ny

 w
ay

s to fa
il a m

ission
, 

su
ch

 a
s a

llow
in

g
 y

ou
r F

lood
 lev

el to ex
ceed

 6
, or a

llow
in

g
 a

ll of y
ou

r 
h
u

ll to be d
a
m

a
g
ed

. A
lth

ou
g
h
 som

e m
ission

s on
ly

 req
u

ire y
ou

 to 
su

rv
iv

e, m
ost m

ission
s h

av
e an a

d
d
ition

a
l specific req

u
irem

en
t. F

a
ilin

g
 

m
ission

s resu
lt in ch

eck
in

g
 a F

a
ilu

re box
 on y

ou
r C

om
m

a
n
d
er S

prea
d
.  
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 B
e su

re to read
 th

e M
ission d

escription ca
refu

lly
 to u

nd
ersta

nd
 th

e 
w

inn
in

g
 con

d
ition sin

ce th
ey

 ch
an

g
e often

. 
 The B

ook 
T
h
is g

a
m

e is a
lso a colorin

g
 book

 w
h
ere y

ou
 con

trol th
e n

a
rra

tiv
e. 

Y
ou

 brea
th

e life in
to th

e ch
a
ra

cters by
 th

e d
ia

log
u
e y

ou
 pu

t in
to th

e 
w

ord
 bu

bbles. C
olorin

g
 book

s a
re g

rea
t for reliev

in
g
 stress a

nd
 

ta
k
in

g
 y

ou
r a

ttention
 a

w
ay

 from
 y

ou
rself a

nd
 on

to th
e presen

t 
m

om
en

t, lik
e a

 m
ed

ita
tion

.    
  S

e
t

t
in

g
 u

p
 t

h
e
 g

a
m

e 
Y

ou
 w

ill create y
ou

r C
om

m
an

d
er d

u
rin

g
 th

e in
itia

l setu
p of th

e 
ca

m
pa

ig
n
 g

am
e.  

 P
rin

t ou
t th

e C
om

m
an

d
er’s S

prea
d
 d

ou
ble-sid

ed
. T

h
is pa

g
e (fron

t a
nd

 
ba

ck
) m

a
k
e u

p th
e C

om
m

an
d
er S

prea
d
. It w

ill a
ccom

pan
y
 y

ou
 

th
rou

g
h
 th

e ca
m

pa
ig

n
, g

iv
in

g
 y

ou
 bonu

ses a
nd

 ch
an

g
ing

 th
e w

a
y
 y

ou
 

pla
y
 ea

ch
 g

a
m

e by
 th

e u
pg

ra
d
es y

ou
 ch

oose. U
se th

e C
om

m
an

d
er 

S
pread

 to book
m

a
rk

 y
ou

r prog
ress w

h
en

 y
ou

 pau
se th

e ca
m

pa
ig

n
 by

 
in

sertin
g
 it in

to th
e cu

rren
t m

ission
. 

 F
irst, crea

te a
 n

a
m

e for y
ou

r S
k
ipper a

nd
 w

rite it on y
ou

r 
C
om

m
an

d
er S

pread
 a

t th
e top. 

                      

 M
is

s
io

n
 s

u
c

c
e
s

s
 

F
ill in a

ll of th
e S

ta
rs a

bov
e th

e V
a
lor d

ots y
ou

 pla
ced

 on
 th

e 
C
om

m
an

d
er S

pread
 if y

ou
 su

cceed
ed

 in (w
on

) th
e M

ission
. T

h
is m

ay
 

g
a
in y

ou
 ran

k
, m

ed
a
ls, an

d
 poin

ts a
t th

e en
d
 of th

e ca
m

pa
ig

n
.  

 F
ill in th

e V
P
 S

ta
rs N

 in
 fron

t of th
e M

ission
 n

am
e y

ou
 w

rote on
 th

e 
left sid

e of th
e C

om
m

an
d
er S

pread
. 

 R
ea

d
 an

d
 follow

 th
e d

irection
s for M

ission S
u

ccess at th
e bottom

 of 
th

e M
ission S

pread
. 

  M
is

s
io

n
 f

a
ilu

r
e 

E
ra

se a
ll V

a
lor d

ots pla
ced

 ben
ea

th
 S

ta
rs on y

ou
r C

om
m

a
nd

er 
S
pread

 if y
ou

 failed
 th

e M
ission. T

h
is w

ill in
clu

d
e an

y
 im

m
ed

ia
te d

ots 
pla

ced
 d

u
e to y

ou
r ran

k
’s specia

l ability
. 

 P
u

t a strik
eth

rou
g
h
 lin

e a
cross th

e n
am

e of th
e M

ission in
stea

d
 of 

fillin
g
 in

 th
e V

P
 sta

rs N
. 

 C
h
eck

 a box
 u

n
d
er M

ission
 F

ailu
res on

 th
e C

om
m

an
d
er S

pread
 an

d
 

follow
 th

e d
irection

s n
ex

t to th
e box

.  
 R

ea
d
 an

d
 follow

 th
e d

irection
s for M

ission F
a
ilu

re a
t th

e bottom
 of 

th
e M

ission S
pread

.  
 B
u

t d
epend

in
g
 on y

ou
r d

a
m

a
g
e, y

ou
 m

a
y
 a

lw
ay

s ch
oose to v

isit R
&

R
 

to repair. D
on

’t feel d
ish

ea
rten

ed
 if y

ou
 h

a
v
e to v

isit R
&

R
 ea

rly
 in 

th
e cam

pa
ig

n—
y
ou

 m
a
y
 g

et a specia
l a

bility
/item

 to u
se for th

e rest 
of th

e ca
m

pa
ig

n
, so v

isitin
g
 ea

rly
 can

 be a g
rea

t stra
teg

y
. 

  e
n

d
in

g
 t

h
e C

a
m

p
a

ig
n

 
E
v
en

tu
a
lly

 th
e ca

m
paig

n w
ill en

d
. T

h
ere a

re m
u

ltiple en
d
in

g
s a

nd
 it’s 

lik
ely

 a
 cou

ple of pa
g
es (n

ot m
any

) w
ill n

ot be colored
 or com

pleted
. 

 P
la

y
 it a

g
a
in a

nd
 m

a
k
e som

e d
ifferen

t d
ecision

s or ch
oose a

 d
ifferen

t 
S
k
ipper T

rait to see h
ow

 th
e story

 (th
e story

 y
ou

 crea
te) ch

an
g
es!  

  S
c

o
r

e
 

C
ou

n
t all V

P
 S

ta
rs N

 y
ou

 filled
 in

 on y
ou

r C
om

m
and

er S
prea

d
. 

T
h
is is y

ou
r fin

a
l score.  

 

�
 

�
 

�
 

�
 

�
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 r
e
p

a
ir

in
g

 d
a

m
a

g
e

 
F
illed

 bu
bbles can

 be rem
ov

ed
 betw

een m
ission

s, on th
e R

&
R

 m
ission

, 
or if a

 specia
l note a

llow
s y

ou
 to repair. 

  F
lo

o
d

 Lev
el 

A
t th

e beg
in

nin
g
 of ev

ery
 M

ission y
ou

r F
lood

 D
ie sta

rts a
t 1. T

h
is 

v
a
lu

e in
crea

ses a
s y

ou
r P

T
 B

oa
t en

cou
n
ters h

aza
rd

s an
d
 a

ccid
en

ts. 
A

lw
a
y
s set th

e d
ie th

e sid
e reflectin

g
 th

e F
lood

 L
ev

el (from
 1-6

). If 
th

e F
lood

 L
ev

el ev
er ex

ceed
s 6

 y
ou

 im
m

ed
ia

tely
 F

ail th
e M

ission. 
  M

a
n

a
g

in
g

 F
lo

o
d

 Lev
e
ls

 

E
a
ch

 W
ea

pon
s resu

lt 5
 ca

n
 a

ltern
a
tely

 be u
sed

 a
s B

ilg
e -- to red

u
ce 

y
ou

r F
lood

 L
ev

el by
 1. Y

ou
 can

 u
se m

u
ltiple 5

s to B
ilg

e or m
ix

 an
d
 

m
a
tch

 y
ou

r 5
s to a

ssig
n som

e to B
ilg

e an
d
 oth

ers to W
ea

pon
s. 

  e
n

d
in

g
 a

 m
is

s
io

n
 

T
h
ese m

ission
s a

re n
eith

er in nu
m

erica
l ord

er n
or in

 pag
e ord

er. Y
ou

 
w

ill ju
m

p a
rou

nd
 th

e M
ission

 book
 a

s y
ou

 w
in a

nd
 lose M

ission
s. R

efer 
to th

e m
ission ch

oices a
t th

e bottom
 of th

e spread
 an

d
 pa

y
 close 

a
ttention

 to th
e pa

g
e nu

m
bers. T

ry
 n

ot to peek
 a

t oth
er M

ission
s u

ntil 
y
ou

 a
re d

irected
 th

ere.  
  C

o
lo

r
in

g
 a

n
d

 n
a

r
r

a
t

iv
e 

W
h
en y

ou
 fin

ish
 a

 m
ission, spend

 a few
 m

inu
tes to fill in th

e com
ic’s 

ta
lk

in
g
 bu

bbles an
d
 th

en color th
e sprea

d
. F

illin
g
 in

 th
e ta

lk
in

g
 

bu
bbles allow

s y
ou

 to person
a
lize th

e com
ic. F

or in
stan

ce, if d
u

rin
g
 a 

P
A

T
R

O
L
 m

ission y
ou

 d
a
m

a
g
ed

 a
ll th

ree of y
ou

r C
rew

 y
ou

 cou
ld

 
w

rite som
eth

in
g
 in th

e bu
bble abou

t a stom
a
ch

 flu
 if y

ou
 w

an
ted

. 
E
v
ery

 m
ission en

d
s w

ith
 a m

ission
 d

ebrief by
 y

ou
r com

m
a
nd

er in th
e 

low
er pan

el. B
e crea

tiv
e, it’s y

ou
r story

! 
 E
a
ch

 g
a
m

e is sh
ort. T

h
is sh

ou
ld

 g
iv

e y
ou

 am
ple opportu

n
ity

 to rela
x

, 
crea

te a
 n

a
rra

tiv
e, a

nd
 color th

e sprea
d
 at y

ou
r leisu

re before 
con

tin
u
in

g
 to th

e n
ex

t m
ission

. 
 “C

oloring has the ability to relax the fear center of your brain, the 
am

ygdala. It induces the sam
e state as m

editating by reducing 
the thoughts of a restless m

ind. This generates m
indfulness and 

quietness, w
hich allow

s your m
ind to get som

e rest after a long 
day at w

ork.” – w
w

w
.bea

u
m

on
t.org 

  

T
h
en

, roll a d
ie to d

eterm
in

e y
ou

r S
k
ipper’s specia

l trait a
nd

 w
rite 

th
a
t a

t th
e top of th

e S
prea

d
. A

 S
k
ipper’s trait g

iv
es a

 v
a
ria

ble pow
er 

th
a
t y

ou
 w

ill h
av

e a
ccess to th

rou
g
h
ou

t th
e C

a
m

pa
ig

n
. 

!
 – V

eteran.   
B
eg

in
 th

e g
am

e a
s a L

ieu
ten

a
nt (L

T
). F

ill in th
e S

ta
rs on

 th
e first 

P
rom

otion
 L

in
e an

d
 circle L

T
. 

@
 – P

ilot. 
O
n
ce per tu

rn
, y

ou
 m

a
y
 lock

 a d
ie to a M

an
eu

v
er R

esu
lt 2

 before 
rollin

g
. 

#
 – Corpsm

an. 
R

epair a
ll C

rew
 au

tom
atica

lly
 betw

een m
ission

s in a
d
d
ition to oth

er 
repa

irs. 

$
 – M

echanic.  
Y

ou
 repa

ir one ex
tra

 com
pa

rtm
en

t.  

%
 – G

unner. 
O
n
ce per tu

rn
, y

ou
 m

a
y
 lock

 a d
ie to a W

ea
pon

 R
esu

lt 5
 before 

rollin
g
. 

^
 – Lucky.  

Y
ou

 m
a
y
 eith

er in
crea

se any
 d

ie resu
lt by

 on
e on

ce per M
ission

 or 
reroll it com

pletely
 an

d
 ta

k
e th

e second
 resu

lt. T
h
is in

clu
d
es th

e 
B
la

ck
 D

ie. 
 T
h
ere a

re oth
er pa

rts of y
ou

r C
om

m
a
nd

er S
prea

d
 th

a
t y

ou
 a

lso w
ill 

u
se d

u
rin

g
 m

ission
s an

d
 betw

een
 m

ission
s.  

    �
 

W
rite y

ou
r S

k
ipper’s n

am
e h

ere 
�

 W
rite y

ou
r S

k
ipper’s trait h

ere. R
em

em
ber th

is trait th
rou

g
h
ou

t 
th

e g
am

e! 
�

 R
ecord

 th
e n

am
es of y

ou
r M

ission
s in

 th
e ord

er y
ou

 com
plete 

th
em

 h
ere. 

�
 E

a
ch

 tim
e y

ou
 fail a M

ission
, ch

eck
 on

e of th
ese box

es (sta
rtin

g
 

a
t th

e top an
d
 w

ork
in

g
 y

ou
r w

a
y
 d

ow
n
) a

nd
 follow

 th
e d

irection
s 

before proceed
in

g
 to th

e n
ex

t M
ission

. 
�

 U
se th

is a
rea to record

 item
s, u

pg
ra

d
es, an

d
 oth

er n
otes.  
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                     �
 L

ock
 y

ou
r w

h
ite d

ice abov
e y

ou
r sh

eet h
ere to org

a
n
ize th

em
. 

U
se th

e P
roblem

 T
a
ble nex

t th
e 

6
 to resolv

e a
ll 6

s rolled
. 

�
 P

la
ce d

ots u
n
d
er th

e sta
rs h

ere to g
a
in

 P
rom

otion
s a

nd
 M

ed
a
ls. 

F
ill in th

e sta
rs if y

ou
 w

in y
ou

r M
ission

 or era
se th

e d
ots if y

ou
r fa

il 
th

e m
ission. A

ll S
ta

rs m
u

st be filled
 in from

 th
e top M

ed
a
l or R

an
k
 

(left to rig
h
t) to th

e bottom
. Y

ou
 cann

ot sk
ip a

ny
 

C
om

m
end

a
tion

/M
ed

a
ls. 

�
 A

d
d
 ran

k
 an

d
 m

ed
a
ls in color to th

is pan
el. S

ta
rt at th

e bottom
 

rig
h
t an

d
 w

ork
 y

ou
r w

a
y
 left (th

en
 u

p). T
h
e top ribbon spot is 

reserv
ed

 for th
e M

ed
a
l of H

on
or. 

�
 P

la
ce y

ou
r colored

 d
ie n

ex
t to y

ou
r C

om
m

a
nd

er S
prea

d
 h

ere to 
represen

t y
ou

r F
lood

 L
ev

el. 
�

 T
h
ese a

re specia
l a

ccom
m

od
ation

s on
ly

 a
w

a
rd

ed
 by

 specific 
M

ission
s a

nd
 objectiv

es. 
        

                  �
 F

ront com
pa

rtm
en

ts 
�

 M
id

sh
ip com

pa
rtm

en
ts 

�
 S

h
ip’s illu

stra
tion (for y

ou
 to color) 

�
 A

ft com
pa

rtm
en

ts 
  E

a
ch

 M
an

eu
v
er resu

lt 2
 can

 a
lterna

tely
 be u

sed
 a

s R
a
d
a
r -- to 

m
itig

ate R
an

d
om

 d
a
m

a
g
e from

 th
e w

h
ite P

roblem
 d

ie bu
t n

ot th
e 

B
la

ck
 D

ie. A
fter rollin

g
 for d

a
m

a
g
e loca

tion
, y

ou
 m

ay
 ch

oose th
e 

resu
lt/v

a
lu

e of eith
er th

e B
la

ck
 d

ie or th
e w

h
ite d

ie. If y
ou

 a
lloca

te 
tw

o M
an

eu
v
er resu

lts to ra
d
a
r, y

ou
 can

 ch
a
n
g
e both

 d
ice—

effectiv
ely

 m
a
k
in

g
 it a

 ch
osen

 d
a
m

a
g
e resu

lt. 
 If y

ou
 ta

k
e R

an
d
om

 d
a
m

a
g
e to a

 com
pa

rtm
ent th

a
t’s a

lrea
d
y
 

d
a
m

a
g
ed

 (th
e bu

bble is filled
 in

) th
en in

crea
se y

ou
r F

lood
 L

ev
el by

 1 
if it’s a

n u
pper d

eck
 h

it, or by
 2

 if it’s a w
a
terline h

it.  
     Chosen D

am
age 

C
h
oose a

ny
 u

n
d
a
m

a
g
ed

 com
pa

rtm
en

t w
h
en

 y
ou

 m
u

st ta
k
e C

h
osen 

d
a
m

a
g
e. 

  

�
 

�
 

�
 

�
 

�
 

�
 

�
 

�
 

�
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If th
e P

roblem
 D

ie req
u
ires y

ou
 to ca

n
cel a d

ie y
ou

 d
o n

ot h
a
v
e, th

en 
y
ou

 a
v
oid

ed
 th

at specific problem
. It h

a
s n

o effect!  
 

S
am

ple M
ission S

pread 
   

               A
s

s
ig

n
in

g
 b

o
a

t
 d

a
m

a
g

e 
T
h
e g

rea
test th

rea
t to su

ccessfu
lly

 com
pletin

g
 y

ou
r m

ission is by
 

ta
k
in

g
 B

oa
t d

am
a
g
e or in

crea
sin

g
 y

ou
r F

lood
 L

ev
el a

bov
e 6

. 
B
oa

t d
am

a
g
e is eith

er ran
d
om

 or ch
osen

. 
 R
andom

 dam
age 

A
n
y
tim

e th
e ty

pe of d
am

a
g
e is n

ot specified
, it’s ran

d
om

. T
o a

ssig
n
 

R
a
nd

om
 d

am
a
g
e, roll th

e B
la

ck
 d

ie a
nd

 a W
h
ite d

ie to d
eterm

ine th
e 

h
it com

pa
rtm

en
t. F

ill in
 th

e bu
bble in fron

t of th
e n

am
e of th

e 
com

pa
rtm

en
t w

h
en it’s h

it a
nd

 apply
 th

e pen
a
lty

 listed
. T

h
e pen

a
lty

 
la

st for th
e rest of th

e m
ission

. It m
ay

 ev
en persist th

rou
g
h
 fu

tu
re 

m
ission

s if not repa
ired

. F
or in

stan
ce, if %

 3
 (C

rew
) w

a
s d

a
m

a
g
ed

, 
y
ou

 w
ou

ld
 fill in

 th
e bu

bble for th
a
t sy

stem
 on y

ou
r D

am
a
g
e C

ontrol 
P
a
g
e – rig

h
t sid

e of th
e M

ission S
prea

d
 – a

nd
 roll 1 few

er W
h
ite D

ie 
d
u

rin
g
 P

h
a
se 2

. 
 D
am

age control 
T
h
e rig

h
t pa

g
e of th

e M
ission

 sprea
d
 sh

ow
s y

ou
r boa

t an
d
 h

a
s th

e 
a
rea

 w
h
ere y

ou
’ll apply

 d
a
m

a
g
e by

 fillin
g
 in

 th
e bu

bbles in
 fron

t of 
th

e com
pa

rtm
en

ts. 
  

u
s

in
g

 y
o

u
r

 c
o

m
m

a
n

d
e
r

 s
p

r
e
a

d
 d

u
r

in
g

 a
 m

is
s

io
n

 

Y
ou

 w
ill lik

ely
 a

ssig
n som

e of y
ou

r V
a
lor rolls 4

 to y
ou

r C
om

m
an

d
er 

S
pread

 d
u

rin
g
 th

e g
a
m

e. Y
ou

’ll d
o th

is by
 pu

ttin
g
 a

 sm
a
ll d

ot below
 

ea
ch

 S
ta

r on eith
er th

e P
rom

otion T
ra

ck
 or th

e C
om

m
end

a
tion

 T
ra

ck– 
a
lw

a
y
s w

ork
in

g
 from

 left to rig
h
t. Y

ou
 ca

n fill in th
ese S

ta
rs on

ly
 if 

y
ou

 su
ccessfu

lly
 com

pleted
 th

e M
ission

. D
o n

ot pu
t d

ots u
n
d
er th

e 
N

. O
n
ce y

ou
 h

a
v
e filled

 in a
ll of th

e S
ta

rs on
 a row

 y
ou

 can
 con

tinu
e 

on
to th

e n
ex

t row
.  

 P
rom

otion
s to L

ieu
ten

an
t a

nd
 L

ieu
ten

an
t C

om
m

an
d
er a

lso a
llow

 y
ou

 
to u

se a u
n
iq

u
e sk

ill on
 M

ission
s. 

 B
e a

w
a
re of th

e N
otes section

 a
t th

e bottom
 of y

ou
r C

om
m

an
d
er 

S
pread

. It w
ill lik

ely
 also h

a
v
e rem

ind
ers of n

ew
 a

bilities or 
eq

u
ipm

en
t y

ou
 ca

n u
se d

u
rin

g
 a M

ission
. 

  E
n

d
in

g
 a

 m
is

s
io

n
 in

 y
o

u
r

 c
o

m
m

a
n

d
e
r

 s
p

r
e
a

d
 

Y
ou

 d
o g

ain th
e N

 a
t th

e en
d
 of th

e M
ission

 if y
ou

 su
cceed

ed
. F

illin
g
 

in th
e N

 a
ffect y

ou
r g

am
e in

 fou
r w

ay
s: 

1) 
O
n th

e P
rom

otion
 T

ra
ck

 th
e N

 g
iv

es y
ou

r C
om

m
an

d
er a

 

perm
an

en
t sk

ill th
a
t is h

elpfu
l in la

ter M
ission

s. 

2
) 

O
n th

e C
om

m
end

a
tion T

ra
ck

 th
e N

 g
iv

es y
ou

r C
om

m
a
nd

er a 

M
ed

a
l w

h
ich

 y
ou

 color on
to y

ou
r R

ibbon
 B

oa
rd

 in
 th

e com
ic. 

U
se th

e ba
ck

 cov
er to m

a
k
e th

e R
ibbon

 a
s rea

listic a
s y

ou
’d

 
lik

e. 

3
) 

F
ill in th

e N
 in

 fron
t of th

e M
ission

 L
ist n

ex
t to y

ou
r com

ic 

pa
n
el if y

ou
 su

ccessfu
lly

 com
pleted

 th
e M

ission
. If th

e 
M

ission w
a
s failed

, pu
t a

 strik
eth

rou
g
h
 lin

e a
cross th

e w
ord

 
M

ission
 in

stea
d
. 

4
) 

A
ll N

 filled
 in

 a
t th

e en
d
 of th

e ca
m

pa
ig

n
 a

re y
ou

r poin
ts for 

th
e g

am
e. T

h
e m

ore sta
rs filled

 in
, th

e h
ig

h
er y

ou
r score! 

  C
o

lo
r

in
g

 y
o

u
r

 c
o

m
m

a
n

d
e
r

 s
p

r
e
a

d
 

F
eel free to color y

ou
r com

ic pan
el in th

e C
om

m
an

d
er S

prea
d
. B

u
t d

o 
n
ot color th

e u
n
iform

 (w
h
ich

 is w
h
ite) or th

e R
ibbon

 B
a
r a

nd
 S

h
ou

ld
er 

B
a
r. Y

ou
 on

ly
 color to th

ose a
s y

ou
 g

a
in R

an
k
 an

d
 M

ed
a
ls. 

 T
h
e R

ibbon
s a

re colored
 from

 th
e bottom

 rig
h
t of y

ou
r u

niform
 ba

r to 
th

e u
pper left (th

e la
st ribbon

 spot a
t th

e top by
 itself is reserv

ed
 for 

th
e M

ed
al of H

on
or). R

efer to th
e ribbon

s on
 th

e ba
ck

 cov
er of th

e 
M

ission B
ook

 for a
ccu

ra
cy

. 
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P
la

y
in

g
 a

 m
is

s
io

n
 

G
en

era
lly

 spea
k
in

g
, a m

ission
 w

ill ta
k
e betw

een 5
 an

d
 2

0
 m

in
u
tes 

in
clu

d
in

g
 th

e setu
p a

t th
e beg

inn
in

g
 a

nd
 th

e clea
nu

p a
t th

e en
d
. A

ll 
M

ission
s u

se th
e sam

e d
ice m

ech
a
nics. Y

ou
 w

ill n
orm

a
lly

 roll a
ll of 

y
ou

r w
h
ite d

ice and
 th

e bla
ck

 d
ie d

u
rin

g
 y

ou
r tu

rn
. Y

ou
 g

et a
 ch

a
n
ce 

to reroll y
ou

r w
h
ite d

ice a few
 tim

es before resolv
in

g
 th

em
. Y

ou
 w

ill 
con

tin
u
e d

oin
g
 th

is u
n
til y

ou
 eith

er w
in

 (su
cceed

) th
e m

ission or lose 
(fa

il) it. 
 Y

ou
 sh

ou
ld

 a
lrea

d
y
 be setu

p w
ith

 y
ou

r C
om

m
an

d
er S

h
eet n

ea
rby

 an
d
 

th
e cu

rren
t M

ission
. Y

ou
 a

lw
ay

s sta
rt w

ith
 M

ission
 2

 S
u

lu
 S

ea P
a
trol 

(S
k
ip M

ission 1 for n
ow

) w
h
ich

 is a rela
tiv

ely
 ea

sy
 m

ission to g
et y

ou
 

u
sed

 to th
e m

ech
a
nics of th

e g
a
m

e. Y
ou

 h
a
v
e to fill in

 all of th
e 

h
ex

es to w
in

, w
h
ich

 is com
m

on
 am

on
g
 th

e M
ission

s. W
h
en

ev
er th

ere is 
a
n
 E

x
clam

a
tion P

oin
t, y

ou
 color it. T

h
is is y

ou
r sta

rtin
g
 h

ex
. Y

ou
 ca

n 
on

ly
 color in

 h
ex

es ad
ja

cen
t to oth

er colored
 h

ex
es. O

n
 th

e first tu
rn

 
it’s on

ly
 th

e tw
o h

ex
es a

d
ja

cen
t to th

e E
x

clam
a
tion P

oin
t.  

 A
t a

ny
 tim

e d
u

rin
g
 th

e ca
m

pa
ig

n
, y

ou
 ca

n v
isit th

e R
&

R
 m

ission to 
com

pletely
 fix

 a
ll d

a
m

a
g
e to y

ou
r B

oa
t. T

h
is v

isit w
ill also g

a
in

 y
ou

 a 
specia

l item
/a

bility
 y

ou
 w

ill w
rite in y

ou
r N

otes. A
lth

ou
g
h
 it’s g

ood
 to 

w
a
it u

ntil y
ou

 absolu
tely

 n
eed

 to v
isit th

e R
&

R
 for repa

irs, it a
lso 

m
ig

h
t be h

elpfu
l to g

et th
ose bon

u
ses a

s ea
rly

 in
 th

e ca
m

pa
ig

n
 a

s 
possible. 
 B

a
s

ic
 G

a
m

e
p

la
y

 m
ec

h
a

n
ic

s
 

A
 g

a
m

e ta
k
es pla

ce ov
er a

 n
u
m

ber of tu
rn

s. S
om

e g
a
m

es a
re on

ly
 on

e 
tu

rn w
h
ile oth

ers h
a
v
e an

 ind
eterm

in
a
te n

u
m

ber of tu
rn

s. T
h
a
t 

m
a
k
es ea

ch
 g

a
m

e rela
tiv

ely
 q

u
ick

 -- la
stin

g
 betw

een
 5

 a
n
d
 2

0
 

m
in

u
tes.  

 E
a
ch

 T
u

rn
 ta

k
es pla

ce th
rou

g
h
 a

 nu
m

ber of ph
a
ses: 

 P
h
a
se 1 = R

oll th
e B

la
ck

 D
ie an

d
 th

e six
 W

h
ite D

ice. T
h
e nu

m
ber of 

W
h
ite D

ice m
a
y
 ch

an
g
e d

u
e to d

a
m

a
g
e cau

sed
 to y

ou
r boa

t.  
 P
h
a
se 2

 = R
eroll a

ny
 u

n
lock

ed
 W

h
ite D

ice u
p to th

ree tim
es.  

 P
h
a
se 3

 = R
esolv

e th
e B

la
ck

 H
aza

rd
 d

ie u
sin

g
 th

e ch
a
rt on th

e 
M

ission spread
.  

P
h
a
se 4

 = R
esolv

e A
ction

s (W
h
ite d

ice) sta
rtin

g
 w

ith 6
 
a
nd

 th
en

 in 
a
n
y
 ord

er y
ou

 ch
oose. In

 m
a
ny

 m
ission

s, y
ou

 w
ill h

a
v
e to g

rou
p d

ice 
tog

eth
er. A

ll d
ice ex

cept 1s h
a
v
e m

u
ltiple possible effects or ch

oices. 
 P
h
a
se 5

 = F
ill in

 th
e tim

e h
ex

 (if u
sed

) a
nd

 ch
eck

 for M
ission w

inn
in

g
 

con
d
ition

s. G
o ba

ck
 to P

h
a
se 1 if th

e w
inn

in
g
 con

d
ition

s w
ere n

ot m
et.  

R
e
s

o
lv

e a
c

t
io

n
s

 
If a h

ex
 y

ou
 m

u
st color (or m

ov
e to) h

a
s a

n icon
, y

ou
 m

u
st a

lloca
te 

on
e of th

e m
a
tch

in
g
 d

ice to it. S
om

e h
ex

es m
ay

 h
a
v
e m

u
ltiple icon

s, 
th

u
s req

u
irin

g
 m

u
ltiple d

ice m
a
tch

in
g
 th

e icon
s to be a

lloca
ted

. 

   1
 = L

ock
ed

. C
an

n
ot be rerolled

, u
n
less y

ou
 a

lloca
te a 3

 
Com

m
and Die to this. E

x
pen

d
in

g
 a C

om
m

an
d
 d

ie to reroll m
a
y
 seem

 
u

seless a
t th

e beg
inn

in
g
 of th

e g
a
m

e, bu
t item

s an
d
 h

aza
rd

s in
 la

ter 
m

ission
s in

crea
se its u

tility
. If th

e R
a
d
io is d

am
a
g
ed

, y
ou

 can
n
ot 

ch
a
n
g
e th

ese lock
ed

 d
ice in

 an
y
 w

a
y
. 

2
 = M

an
eu

v
er. T

h
e C

rossed
 A

n
ch

ors icon refers to 
M

a
neu

v
er. U

sed
 in

 v
a
riou

s m
ission

s to a
ccom

plish
 g

oa
ls, or—

 

• 
R

a
d
a
r = m

itig
a
tes R

a
nd

om
 d

am
a
g
e from

 a W
h
ite D

ie 6
 

resu
lt. (D

oes not w
ork

 for B
la

ck
 H

aza
rd

 d
ie.) 

3
 = C

om
m

an
d
. T

h
e O

a
k
 L

ea
f icon refers to C

om
m

an
d
. U

sed
 

in v
a
riou

s m
ission

s to a
ccom

plish
 g

oa
ls, or to—

 

• 
R

eroll = a
 L

ock
ed

 1  

4
 = V

a
lor. T

h
e S

ta
r icon refers to V

a
lor. U

sed
 in m

ission
s to 

a
ccom

plish
 g

oa
ls, or to fill in

 V
a
lor sta

rs A
 on

 y
ou

r C
om

m
an

d
er 

S
h
eet. 

5
 = W

ea
pon

s. T
h
e 2

0
m

m
 A

m
m

u
n
ition

 icon refers to W
ea

pon
s. 

U
sed

 in m
ission

s to a
ccom

plish
 g

oa
ls, or to opera

te B
ilg

e or—
 

• 
B
ilg

e = R
ed

u
ce F

lood
 L

ev
el by

 on
e 

   6
 = L

ock
ed

. P
roblem

. Y
ou

 w
ill h

a
v
e to reroll th

is d
ie to 

d
eterm

ine th
e P

roblem
. If y

ou
 rolled

 m
u

ltiple 6
s, y

ou
 roll a

ll of th
em

 
a
t on

ce. R
efer to th

e ch
a
rt n

ex
t to th

e 6
 to d

eterm
ine th

e im
m

ed
iate 

problem
 y

ou
 m

u
st resolv

e: 

1
 = In

crea
se F

lood
 1    

2
 = C

an
cel a 2

  

3
 = C

an
cel a 3

            

4
 = C

an
cel a 4

  

5
 = C

an
cel a

 5
            

6
 = R

an
d
om

 D
a
m

a
g
e (R

oll th
e bla

ck
 d

ie a
nd

 th
is w

h
ite d

ie) R
an

d
om

 
d
a
m

a
g
e ca

n be m
itig

a
ted

 by
 R

a
d
a
r (see P

g
 11). 

 



                               



           



A
m
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  N
avy Cross 

  M
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avy U
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  P
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W
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36 A
ction-Filled P

ages! 

By Mike Heiman 

Color the pages! 

Create your ow
n  

story! 

P
lay as the S

k
ipper of a 

78
-foot H

iggins P
T B

oat 
during W

orld W
ar II in 

this G
olden Era of 

com
ics coloring book

. 

A
 S

olitaire Cam
paign 

A
dventure! 

 Hours of fun and 
relaxation. 

By Mike Heiman, 2021, version 0329 
 

 M
is
s
io

n
 B

o
o
k
 

 

 M
is
s
io

n
 B

o
o
k
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   A
bout the D

esigner 
   A
 special Thanks to the follow

ing playtesters: 
   A
bout the P

ublisher 
   

P
T

 C
o

m
m

a
n

d
e
r

 
B
y M

ike Heim
an, 20

21 
 P
T Com

m
ander is a com

ic book style narrative gam
e that 

puts you at the helm
 of one of the sm

allest and m
ost 

fragile w
arships of W

W
II. You w

ill try to successfully 
accom

plish a m
ultiple m

ission cam
paign in your 8

0
-foot 

Higgins torpedo boat, w
hile gaining rank and accolades 

along the w
ay. G

ood luck S
kipper!  

C
o

m
p

o
n

e
n

t
s

 R
e
q

u
ir

e
d

 
This M

ission B
ook Zine (20

 sheets) 
The R

ulebook Zine (8
 sheets) 

The Com
m
ander S

pread (1 sheet) 
8
 six-sided dice (6 w

hite dice, 1 black die, and 1 colored die) 
Colored P

encils 
P
encil w

ith eraser 
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 !
 B

ow
 U

pper 

1
 / 2

 
m
 
Cock

pit 
Cannot use 
S
k
ipper’s T

rait 
 

3
 / 4

 
m

 Crew
 

-1 W
hite D

ie. 

5
 / 6

 
m

 Life B
oat 

P
ossible effect 

for failed m
ission. 

@
 B

ow
 W

aterline 

1
 / 2

 
m
 
B
ilge 

Cannot U
se B

ilge. 

3
 / 4

 
m

 Crew
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M1. This is NOT the 
first M

ission. You can 
choose to com

e to this 
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ission at any tim
e to 

Repair all dam
age and 

gain 1d6 Valor. You 
can only visit this 
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proceeding to the next 
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ission (whether you 
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 Choose one of the two 
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You cannot Fail this Mission: Return to your current Campaign already in progress. 
You cannot visit this R&R again. You do get a N

 for completing this mission. 
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M6. Complete the arming and 
firing solution against the supply 
ship in 5 turns or less. You must 
complete three gray hexes to be 
successful. Gain 2d6 Valor if 
successful. You cannot complete 
this mission if your torpedoes are 
damaged. If not successful, this is 
a Failed Mission (even if your 
boat is undamaged).  
Color in the ! to start. Color in 
other hexes as you move to 
them.  
You can only move into hexes 
adjacent to colored hexes and 
must have rolled the requirement 
to enter it. You can move into 
(color) multiple white hexes if you 
have right dice rolls. You can only 
move into one gray hex per turn. 
Three colored gray hexes are 
required to win the mission. 
 

!
 Targeted - Im

m
ediately 

take one R
andom

 dam
age.                   

@
 N

o Tim
e – Im

m
ediately 

fill in a tim
e hex. 

#
 $

 %
 ^

 Clear – 
N
othing bad happens. 

MISSION 6 SUCCESS! Color in this Spread, fill in all Stars gained on your Commander 
Spread. Then advance to Pg 26 Mission 8 Storm. If Mission 8 is completed, go to Mission 
Pg 32 15 Landing Support instead. Repair 2 damage, but copy the rest. 
MISSION FAILED! Color in this Spread, erase all Stars gained on your Commander 
Spread and mark a Failure box there. Then advance to Pg 26 Mission 8 Storm. If Mission 
8 is completed, go to Pg 32 Mission 15 Landing Support instead. Repair 3 damage, but 
copy the rest. 
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R
esult also counts as a Flood. 
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 Clear – N

othing bad happens. 

MISSION 2 SUCCESS! Color in this Spread, fill in all Stars gained on your Commander Spread. 
Then advance to Pg 36 Mission 6 Convoy Strike, Repair 3 damage, but copy the rest. 
MISSION FAILED! Color in this Spread, erase all Stars gained on your Commander Spread and 
mark a Failure box there. Then advance to Pg 12 Mission 5 Midnight Blockade Run. Repair 3 
damage but copy the rest. 
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M2. This is the first m
ission in the cam

paign. Test the enemy ground forces by patrolling 
close to the shore. Complete all hexes.  
W

hen you move into a hex, color it. You can only move into hexes adjacent to colored hexes and 
must have rolled the requirement to enter it. You can move into multiple white hexes in the same 
turn if you have right dice rolls. You must allocate any white die (2-5) to move into the Black Die 
hex. The hex with the black die requires you to roll the black die an extra time and resolve it 
immediately. Start with the ! hex colored in.  



Page 34 
Page 7 

 

 
M

is
s

io
n

 2
 S

u
lu

 S
e

a
 P

a
t

r
o

l
 

!
 B

ow
 U

pper 

1
 / 2

 
m
 
Cock

pit 
Cannot use 
S
k
ipper’s T

rait 
 

3
 / 4

 
m

 Crew
 

-1 W
hite D

ie. 

5
 / 6

 
m

 Life B
oat 

P
ossible effect 

for failed m
ission. 

@
 B

ow
 W

aterline 

1
 / 2

 
m
 
B
ilge 

Cannot U
se B

ilge. 

3
 / 4

 
m

 Crew
 

-1 W
hite D

ie. 

5
 / 6

 
m
 
H
ull 

Fail M
ission if all 

H
ull are dam

aged. 
 

#
 M

idship U
pper 

1
 / 2

 
m

 .50
 cal T

urret  

Cancel 1 5
 during 

R
esolve. 

3
 / 4

 
m

 R
adar 

1 few
er reroll allow

ed. 

5
 / 6

 
m

 .50
 cal T

urret 

Cancel 1 5
 during 

R
esolve

 

$
 M

idship W
aterline 

1
 / 2

 
m

 R
adio 

1
 ’s cannot be 

rero
lled during P

hase 1. 

3
 / 4

 
m

 Fuel 

Cancel 1 4
 during 

R
esolve. 

5
 / 6

 
m

 H
ull 

Fail M
ission if all H

ull 
are dam

aged. 
 

^
 S

tern W
aterline 

1
 / 2

 
m

 Engine 

Cancel 1 4
 during 

R
esolve. 

3
 / 4

 
m

 Crew
 

-1 W
hite D

ie. 

5
 / 6

 
m

 H
ull 

Fail M
ission if all 

H
ull are dam

aged. 
 

%
 S

tern U
pper 

1
 / 2

 
m

 T
orpedoes 

req
uired for 

Convoy S
trik

e.  
 

3
 / 4

 
m

 Crew
 

-1 W
hite D

ie. 

5
 / 6

 
m

 2
0
m
m
 cannon 

Cancel 1 5
 during 

R
esolve. 

 

If your Life Boat is damaged at the end of the last Mission, Left Page of this Spread, Mission X: 
Shell Shock.  After escaping certain death, you and your crew eventually washed up on the 
shores of an abandoned South Pacific island. Days turned to weeks, and then months…

 
 You and your crew were finally rescued two days after the Japanese surrendered. Gain the 
Purple Heart and the W

W
II Victory Medal.  
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Before beginning, choose 1 Permanent Upgrade below and write it into your Notes: 
TRACERS: You may use your Command Reroll function to change one Locked 

1
 into a 

5
  

SUM
P PUMP: Your Bilge Action reduces Flood Level by 2 from now on.  

------------------- 
M3. Color in the hexes with W

eapon Results. 
 Color in a Time hex at the end of each turn. The Mission is a success if you survive five rounds. 
Gain a bonus 2d6 Valor if all 15 W

eapons hexes are filled in before the end of your fifth round.   
 !
 @

 #
 S

trafing R
un – Each 1

 
counts as 1 Flood. 

$
 %

 ^
 Targeted – take one R

andom
 dam

age.                

 

MISSION 3 SUCCESS! Color in this Spread, fill in all Stars gained on your Commander Spread. Then 
advance to Pg 24 Mission 12 Major Battle Skirmish. Repair 3 damage, but copy the rest. 
MISSION FAILED! Color in this Spread, erase all Stars gained on your Commander Spread and mark a 
Failure box there. Then advance to Pg 24 Mission 12 Major Battle Skirmish. Repair 3 damage, but copy 
the rest. 
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^
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M15. Assist the landing of as many Marine Squads as possible in 6 turns. Use a W
eapon + 

Command to land a Squad.  
Gain 1 Valor for each squad landed. You must land at least one squad each turn in order to win. 
You immediately fail the mission on any turn that you cannot land a squad. If you fail in this way, 
DO NOT mark a fail box from your Commander Sheet. 
 

MISSION 15 SUCCESS! Color in this Spread, fill in all Stars gained on your Commander Spread. 
Then advance to Pg 18 Mission 10 Supply Escort. Repair 2 damage, but copy the rest.  
 MISSION 15 FAILED! Color in this Spread, erase all Stars gained on your Commander Spread and 
mark a Failure box there. Then advance to Pg 26 Mission 8 Storm. Repair 3 damage, but copy the 
rest. Gain FLARE as a 1-time use item (write into your notes). On any Mission, you can lock one 
W

hite die to any number before rolling. Then you discard the FLARE and remove or strikethrough 
the FLARE. 
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M4. You must use your smoke canisters to obscure your approaching fleet while taking fire from 
the enemy.  You must assign 1 W

eapon and 1 Maneuver to make 1 smoke. You can make more 
than 1 Smoke each turn. You have six turns to produce as much smoke as possible. Gain a Valor 
for each successful smoke. You only lose if sunk or flooded. 

!
 @

 Targeted - Im
m
ediately take one 

R
andom

 dam
age.                

#
 N

o Tim
e – Fill in a tim

e hex. 

$
 %

 C
lum

sy – You cannot gain V
alor 

in any w
ay this turn. 

^
 Clear – N

othing bad happens. 

MISSION 4 SUCCESS! Color in this Spread, fill in all Stars gained on your Commander Spread. Then 
advance to Pg 36 Mission 6 Convoy Strike. If Convoy Strike is completed, go to Pg 32 Mission 15 Landing 
Support instead. Repair 3 damage, but copy the rest.  
MISSION FAILED! Color in this Spread, erase all Stars gained on your Commander Spread and mark a 
Failure box there. Then advance to PG 36 Mission 6 Convoy Strike. If Convoy Strike is completed, go to Pg 
32 Mission 15 Landing Support instead. Repair 3 damage, but copy the rest.  
Gain 2 uses of Sm

oke Cannister (write it in your notes). You cannot recharge these. You may assign 1 
W

eapon and 1 Maneuver to discard all 6
 rolled this turn at the cost of 1 Cannister. 
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M9. Complete one gray hex. Place a cube to start at the exclamation point and you may only 
complete adjacent hexes. You may complete multiple adjacent hexes during one turn. Color 
in the ! to start. Color in other hexes as you move to them.  
You can only move into hexes adjacent to colored hexes and you must have rolled the 
requirement to enter it. You can move into (color) multiple hexes if you have right dice rolls.  
There are three branches to this hex map; 11 O-clock, 3 O-clock, and 7 O-clock. You must 
color all of the hexes on a given branch before you start coloring hexes of another branch, 
even if you have the requirements for the other branch. 
There is no time limit for this mission. 
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R
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age.                    
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choice. 

#
 $

 Engine Flood – Each M
aneuver 

R
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MISSION 9 SUCCESS! Color in this Spread, fill in all Stars gained on your Commander 
Spread. Then advance to Pg 18 Mission 10 Supply Escort. If mission 10 is completed, go to 
Pg 8 Mission 3 Air Attack instead. Repair 2 damage, but copy the rest. 
MISSION FAILED! Color in this Spread, Then advance to Pg 18 Mission 10 Supply Escort. If 
mission 10 is completed, go to Pg 8Mission 3 Air Attack instead. Repair 3 damage, but copy 
the rest. 
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M5. You must move 11 
hexes to complete this 
mission. Use Maneuver 
+ Command to move 1 
hex. No time limit. Color 
in the ! to start. Color in 
other hexes as you 
move to them. You 
succeed at the mission 
once all hexes are 
colored.  
 You can only move into 
hexes adjacent to 
colored hexes and must 
have rolled the 
requirement to enter it. 
You can move into 
multiple white hexes if 
you have right dice rolls. 
You can only move into 
one gray hex per turn. 
mission. Color all hexes 
to win! 
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MISSION 5 SUCCESS! Color in this Spread, fill in all Stars gained on your Commander 
Spread. Then advance to Pg 10 Mission 4 Smoke Screen. If Mission 4 is completed, go to Pg 
32 Mission 15 Landing Support instead. Repair 3 damage, but copy the rest. 
MISSION FAILED! Color in this Spread, erase all Stars gained on your Commander Spread 
and mark a Failure box there. Then advance to Mission Pg 10 4 Smoke Screen. If Mission 4 is 
completed, go to Pg 32 Mission 15 Landing Support instead. Repair 3 damage, but copy the 
rest. 
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M11. These freighters flying Chinese colors might not be what they seem. 
Color in the ! to start. Color in other hexes as you move to them.  
 You can only move into hexes adjacent to colored hexes and you must have rolled the 
requirement to enter it. You can move into (color) multiple white hexes if you have right dice rolls.  
 !

 Targeted - Im
m
ediately take one 

R
andom

 dam
age.                    

@
 #

 $
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iscard 1 

V
alor result. 

%
 ^
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lear – N

othing bad happens. 

MISSION 11 SUCCESS! Color in this Spread, fill in all Stars gained on your Commander Spread. 
Then advance to Pg 26 Mission 8 Storm. If Mission 8 is completed, go to Pg 8 Mission 3 Air 
Attack instead. Repair 2 damage, but copy the rest. 
MISSION FAILED! Color in this Spread, Then advance to Pg 26 Mission 8 Storm. If Mission 8 is 
completed, go to Pg 8 Mission 3 Air Attack instead. Repair 3 damage, but copy the rest. 
 



Page 14 
Page 27 

 
 

!
 B

ow
 U

pper 

1
 / 2

 
m
 
Cock

pit 
Cannot use 
S
k
ipper’s T

rait 
 

3
 / 4

 
m

 Crew
 

-1 W
hite D

ie. 

5
 / 6

 
m

 Life B
oat 

P
ossible effect 

for failed m
ission. 

@
 B

ow
 W

aterline 

1
 / 2

 
m
 
B
ilge 

Cannot U
se B

ilge. 

3
 / 4

 
m

 Crew
 

-1 W
hite D

ie. 

5
 / 6

 
m
 
H
ull 

Fail M
ission if all 

H
ull are dam

aged. 
 

#
 M

idship U
pper 

1
 / 2

 
m

 .50
 cal T

urret  

Cancel 1 5
 during 

R
esolve. 

3
 / 4

 
m

 R
adar 

1 few
er reroll allow

ed. 

5
 / 6

 
m

 .50
 cal T

urret 

Cancel 1 5
 during 

R
esolve

 

$
 M

idship W
aterline 

1
 / 2

 
m

 R
adio 

1
 ’s cannot be 

rero
lled during P

hase 1. 

3
 / 4

 
m

 Fuel 

Cancel 1 4
 during 

R
esolve. 

5
 / 6

 
m

 H
ull 

Fail M
ission if all H

ull 
are dam

aged. 
 

^
 S

tern W
aterline 

1
 / 2

 
m

 Engine 

Cancel 1 4
 during 

R
esolve. 

3
 / 4

 
m

 Crew
 

-1 W
hite D

ie. 

5
 / 6

 
m

 H
ull 

Fail M
ission if all 

H
ull are dam

aged. 
 

%
 S

tern U
pper 

1
 / 2

 
m

 T
orpedoes 

req
uired for 

Convoy S
trik

e.  
 

3
 / 4

 
m

 Crew
 

-1 W
hite D

ie. 

5
 / 6

 
m

 2
0
m
m
 cannon 

Cancel 1 5
 during 

R
esolve. 

 

M7. Rescue as many sailors as possible in 6 turns. Rescuing requires a 
Maneuver + Command + Valor. Gain 1 Valor for each rescued sailor. Gain the 
Navy Unit Commendation if you rescue 5 sailors without failing the Mission.  
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MISSION 7 SUCCESS! Color in this Spread, fill in all Stars gained on your Commander Spread. 
Then advance to Pg 22 Mission 17 Turkey Shoot. Repair 2 damage but copy the rest. 
MISSION FAILED! Color in this Spread, Erase any dots under your Stars for this mission.  Then 
advance to Pg 22 Mission 17 Turkey Shoot. Repair 2 damage but copy the rest. 
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M8. Survive the storm for 6 turns.  
Take 1 W

aterline damage of your choice at the end of each turn that 
you do not have a combination of at least 1 Maneuver and 1 Command. 

!
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ogue W
ave – Increase Flood 

level by 2. 

@
 Engine Flood – Each M

aneuver 
R
esult also counts as a Flood. 
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 $
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iscard tw
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results this turn. 

%
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lear – N

othing bad happens. 

MISSION 8 SUCCESS! Color in this Spread, fill in all Stars gained on your Commander Spread. Then 
advance to Pg 12 Mission 5 Midnight Blockade. If Mission 5 is completed, go to Pg 32 Mission 15 
Landing Support instead. Repair 3 damage, but copy the rest. 
MISSION FAILED! Color in this Spread, erase all Stars gained on your Commander Spread and mark a 
Failure box there. Then advance to Pg 12 Mission 5 Midnight Blockade. If Mission 5 is completed, go to 
Pg 32 Mission 15 Landing Support instead. Repair 3 damage, but copy the rest. 
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Forced to abandon your boat 
with serious injuries, you float 
for many days before being 
rescued…

 You’re awarded the 
Purple Heart for the significant 
wounds suffered during your 
final battle. You find it difficult 
to walk and to speak. You end 
your service alone and broken. 
Gain the W

W
II Victory Medal.  

 



 

Page 24 
Page 17 

 
 

MISSION 12 SUCCESS! Color in this Spread, fill in all Stars gained on your Commander Spread. 
Then advance to Pg 4 Mission 1 R&R. If R&R is completed, go to Pg 14 Mission 7 Rescue instead. 
Repair 3 damage. Copy the rest. 
MISSION FAILED! Color in this Spread, erase all Stars gained on your Commander Spread and 
mark a Failure box there. Then advance to Pg 4 Mission 1 R&R. If R&R is completed, go to Pg 14 
Mission 7 Rescue instead. Repair 3 damage. Copy the rest. 
 M12. Fill in all hexes that contain stars. You may complete multiple adjacent white hexes during 
one turn. Some hexes require at least 1 Black die to complete that hex. Color in the ! to start. 
Color in other hexes as you move to them. You can only move into hexes adjacent to colored 
hexes and you must have rolled the requirement to enter it. You can move into (color) multiple 
white hexes if you have right dice rolls. You must use 1 white die (2-5) to enter a Black die hex. 
You can only enter 1 gray hex per turn. There is no time limit for this mission. 
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M10. Make sure the ship arrives safely.  
START This scenario with the Radar dam

aged if it isn’t already. 
You win this Mission only after you roll and resolve a small straight (1-5, or 2-6) twice.  
You can still use your Command rerolls or other items to adjust your dice results as usual. 
 You may abandon the mission at any time and take a mission fail. 
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MISSION 10 SUCCESS! Color in this Spread, fill in all Stars gained on your Commander 
Spread. Then advance to Pg 28 Mission 11 Inspect Neutral Ships. If Mission 11 is completed, 
go to Pg 8 Mission 3 Air Attack instead. Repair 2 damage, but copy the rest. 
MISSION FAILED! Color in this Spread, Then advance to Pg 28 Mission 11 Inspect Neutral 
Ships. If Mission 11 is completed, go to Pg 8 Mission 3 Air Attack instead. Repair 3 damage, 
but copy the rest. 
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M17. The Japanese send suicide aircraft after you and the fleet around 
Okinawa in final desperation. You must survive 6 rounds. Each round you 
must roll at least one Maneuver + W

eapon, or one Command + Valor. You 
immediately fail if you end a round without either of those results.  
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MISSION 17 SUCCESS! Color in this Spread, fill in all Stars gained on your 
Commander Spread. Then advance to Pg 20 Mission 14 Victory!  
MISSION FAILED! Color in this Spread, fill in all Stars gained on your Commander 
Spread even though you Failed. Then advance to Pg 34 Mission 13 Stranded. 
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M14. The Japanese have surrendered. You are given the honorable task 
of escorting the U.S.S. Missouri into Tokyo harbor. You have one turn to 
roll as many Valor as you can. Discard the Black die and 6s during this 
mission. Gain the W

W
II Victory Medal.  
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