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For 2 players / AGES 8 & Up -

Equa.pment

* 2 Decks containing 36 Fleet Cards each
- 5 Ocean Cards i : ?
Object

Be the first player to gain control
of 3 of the 5 oceans.

Setup

* Separate the Fleet cards into 2 decks (3
by card back. Players then each choose _;
a deck (they are identical), shuffle it %
and place it facedown within reach:.
These are your Fleet decks.
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* Place the 5 Ocean cards, faceup,
in a row in the center of the table
between the 2 players. The Ocean
cards can be placed in any order.
See the example below.
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Mission Briefing

Be the first player to gain control of 3

of the 5 oceans. You do this by:

e Establishing Task Forces to any
or all of the 5 oceans of the world;

* Issuing special commands to block
your opponent’s movements;

¢ Engaging your opponent in
head-to-head combat.

The stronger Task Force wins!
Good Luck. ;

Task Forces and Fleets :
As mentioned earlier, there are 5 oceans
in this game. Eventually, an ocean will
have 2 opposing Task Forces dispatched -
to it. A Task Force is a group of cards
played off an Ocean card. IMPORTANT:
You can never play more than 5 cards to a
- Task Force. These cards are usually playéjt%gj
facedown, hidden from your opponent, i
- but may be revealed (turned faceup)
during the course of the game. All of
the cards you play off any one ocean
“are called a Task Force. All of your Task
Forces together make up your Fleet. After
2 opposing Task Forces do combat and
one wins, both Task Forces are placed in :
the discard pile and that ocean is taken
out of play. The discarded Task Forces
_are no longer part of your Fleet.




A Lodk at the Cards
't‘ F‘aners will alternate turns p1aymg ‘Fleet
| cards. On each turn you will play lor2 &
“tards. (This will be explained in detail later *
~ on.) Cards can be played into‘a Task Force,
. or discarded to issue a Special Command. - -
?z_ Let's take a guick
~ Jook at your Fleet
iﬂ cards. Most Fleet
cards have 2 parts
to them. The top
it part shows how
¢\ powerful the card
£ is if it is added to
i one of your Task
Forces. The ‘bottom
| part shows a Special
-_':_Command, which is
i issued if the card
“is discarded instead
f-being added to
[ask Force,
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- Although most Fleet cards perf{}rm as
' explained above some cards do not. Some
cards, such as'the BATTLESHIP cards, do not
have Special Commands and are only useful
I if added to a Task Force; and some cards,
§~ such as the ELEMENT OF SURPRISE cards,
are only used to issue Special Commands.



LIF THE ENERT HAS & BT BOAT,
HE CHODSES THE THREET,
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The MINEFIELD and the DEPTH CHARGES®
cards are played to your Task Forces, and
commands are activated during combat.

Dispatching Your Fleet

(initial setup)
Decide which player will go first. In order to
keep the delicate balance of power, Player #1 1
begins by drawing 6 cards from his/her Fleet
deck; and Player #2 begins by drawing 5 _
cards from his/her Fleet deck. These are your |
starting hands. Keep your hands secret from |
your opponent. i ‘I-L
Player #1 plays one of the cards from hisfhe?@
hand, faceup (revealed) on his/her side of =
one of the 5 oceans. This will establish this
player’s first Task Force. Player #2 then §
does the same by playing a card, faceup, ?‘
on his/her side of one of the oceans. Player + &
#2 may, but does not have to, place his/her
card to the same ocean as Player #1.
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2 players contm “f‘alternatmg tUms S
jing Fleet cards' afaéeup, until Player .
has 3 cards in play and’ Player #2
as 2 cards in play These cards may be
pread throughout the oceans or all may
‘be played on one. Both players will now
ihave 3 cards m hand
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On your turn

Your turn has 3 parts, which are done
in the following order:

. Draw 2 cards

2. Play a card

3. Play a second card OR attack

{1. Draw 2 cards
Draw 2 cards from your Fleet card deck. -
It doesn’t matter how many cards you
have in your hand; you MUST draw 2
cards. You only go through the Fleet card -
deck once. If you run out of cards in your
leet card draw pile, DO NOT reshuffle
your discard pile. IMPORTANT: If on your
"fturn you draw the last card in your draw
~pile, finish your turn and end the game.
The player controlling the most oceans
~WINS! If players are tied for control, the
;player whose draw pile ran out, LOSES!




: ..Play a card
“You MUST play a card from your hand.
"You can either play a card, facedown, off
~of any ocean, thereby adding to one of

your existing Task Forces or starting a new.
-one; OR you may play it faceup to your
- discard pile to issue -a Special Command.

. If you play the card to the discard pile,
| then issue the Special Command by
following the instructions on the card.

If you reveal one of your opponent’s cards

with a Special Command, that card stays
“revealed until it leaves the Fleet.

‘3. Play a second card OR attack
- You must now either play a second card
- OR attack your opponent. B
* To play your second card, use
T the same rules as playing your
_ first one.
- To see if you can attack, check
the following 2 rules:
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You CAN Attack if your entire Fleet is twice
as large as all the oceans on the table.
So, if no one has gained control of an
~ocean yet and all 5 oceans are still on the
-table, then you would need 10 cards in
_your Fleet in order to wage an attack. If
only 1 ocean is left on the table, you only
need 2 cards in your Fleet. REMEMBER:
Your Fleet consists of all of the cards you
have played to all of your Task Forces,

You MUST Attack if all of your Task Forces
have 5 cards in them.



To Declare an Attack

Pick 1 ocean in play and declare that you
are attacking. You must have a Task Force.
in that ocean and, unless you are forced to
attack (see You MUST Attack on the reverse
side), your opponent must have a Task
Force in that ocean as well. Unless you are
forced to attack, you CANNOT attack an =
empty ocean.

Regeolving Battles

Once an attack is declared, bath players -
reveal all of the cards in the Task Forces in
the ocean where the attack is declared.

Let the battle begin!
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All Task Force cards with a value of O are |
resolved first. The defender chooses one of |
his/her O valued cards, plays the Special 'j
Command, and discards it. The attacker !
then chooses one of his/her O valued cards_ﬁ'
and does the same. Players continue alter-
nating turns until all O valued cards are
played and discarded.

Players then compare the remaining cards.
The attacker adds up the value of the
attacking Task Force and the defender
adds up the value of the defending Task
Force. The player with the higher valued
Task Force wins. In the case of a tig, the
defender wins. In the rare case that no
cards are remaining, no one wins,
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* Both players discard all their Task Force

cards in the battie.

The winner of the battle takes the ocean
card for that battle and places it in front of
him/her. This player now controls this
ocean and the ocean is out of play. If no
ane won, the ocean stays in play.



Example , :
Dan is attacking in the North Atlantic. He.:

reveals his 5-card Task Force, which has a:
Carrier, a Fighter Plane, a Sub, a PT Boat.
and a Minefield. Julie reveals her 4-card
Task Force in the North Atlantic, which

has a Sub, a Minefield, Depth Charges,
and a Battleship.

birin CaMREES Julie's Task Force




Both Dan (éftétker) and Julie (defender) have
- 0 value cards. Julie, as the defender, plays

¥testroys any one surface ship. Since Dan hasg‘
¢ a PT Boat in his Task Force, he chooses the

" target. He chooses the PT Boat and discards ;
- it. Julie discards the Minefield.
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- Dan then chooses his O valued card, which

& is also a Minefield. Since Julie does not have
a PT Boat in her Task Force, Dan gets to

_choose the target. He chooses her Battleship

- and Julie discards it. Dan discards his

A
[}
. )

SOUTH NORTH INBIAN NORTH SouTH
PACIFIC || ATLANTIC OCERN PACIFIC || RTLANTIC
QCEAN OCEAN OCEAN OCEAN




i sy

Julie has a second 0 valued card, Depth
_Charges, which destroys all attacking Subs. *
“Dan discards his attacking Sub. Julie ,
" discards her Depth Charges. ‘ ‘ ’
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it, otherwise it would be worth 1.

/ith all O valued cards played, both
layers now add up the value of their
leets. Dan has a Carrier (worth 2} and-
“a Fighter Plane (worth 3) left in his Task
- Force, for a total of 5. The Fighter Plane
is worth 3 because there is a Carrier with
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is normally worth 2. However, since Dan
does not have a Destroyer in his Task

Force, it is now worth 5. Both players
have Task Forces worth 5. Since Julie is

the defender, she wins. Julie takes the
- North Atlantic Ocean card and places it in
. front of her. Both players discard their

Task Force cards.

Winning
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5 oceans wins the game!

The- first player to gain control of 3 of the

We will be happy to hear your questions
Lor comments about this game. Write to:

asbro Games, Consumer Affairs Dept.,

- P.O. Box 200, Pawtucket, Rl 02862. Tel:
: 888-836-7025 (toll free). Canadian con-
- sumers please write to: Hasbro Canada,

. P.O. Box 267, Station A, Longueuil,

! Quebec J4H 3X6.
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