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This is the first time I play tested the pocket version of the game. The goal is to make a pacific war 

game where the board fit on a letter page so that when folded in half, the game would only require a 

6”x 9” box. 

 

I am very pleased with this play test even if many things did not work correctly. The small board is a 

very nice idea and I think that was one of the main reasons why the game was not playable. 

Fortunately, I will be able to keep almost the same level of details even with a smaller board. Now I am 

thinking to do some changes to reduce the fiddlyness. 

 

Movement: The main fiddlyness problem is the fleet movement and management. Since fleets moves 

from a card to another, the first problem is that you need cross referencing. This does not really make it 

easy to see where you unit come from and where they can go. The second problem is that since ships 

are going to be destroyed, you will always want to reorganize your fleet. If the fleet were on the board, 

it will be less painful to do because there would be no cross referencing. But you would still have to do 

fleet re-organisation. 

 

The solution I am going to try is to remove completely fleet movement. The way it would work is that 

at the end of each turn, all your ships will go back into your reserve. When it's time to deploy, you will 

create your token stack and place them on the destination card. The destination can be anywhere inside 

or adjacent to your supply net. So there will be no need to count movement space anymore and it will 

be much easier to reorganize your fleets since they are all going to be pooled at the same place.  

 

Army movement will stay the same, but since the army tokens are placed directly on the map, it is 

much easier to manage their movement. Submarines will be able to move 2 hex away from the supply 

net since they can move uninterrupted by planes.  

 

Troop limit and occupation: Each hex currently have a troop limit, but I really think it's too low 

because it could prevent unit from moving or prevent reinforcing an area if the limit is reached. So I 

might raise the limit and maybe making it the same for all territories to avoid exceptions. I think having 

unlimited troops could create problem.  

 

Right now 1 unit must stay on every territory because that is the way that territory ownership is 

marked. That already limits the mobility of the units. It could be changed in the future, by using card 

ownership to mark troop location. It might require fewer units on the board to do so. 

 

More data on the map: Eventually, more information on the location card will be placed on the map. 

This is especially useful to find the location of disasters. But for an initial play test, I built something as 

fast as possible. 

 

Productions and Repairs: It currently cost 1/3 of the price to repair a token of ships. In order to 

simplify the management of production, I am thinking to split how the resources are used. Resources 

will only be used to build new units. While the nation’s economy will be used on technology, 



government, etc. But for the repairs, each location will have a certain number of docks and that will be 

the number of ship you can repair every turn for free. So you simply sum up the number of docks and 

repair that many ships. 

 

Combat Damage allocation: Right now, destroyers are mostly used as damage sponge because when a 

player gets hit by a weapon where the defender selects the target, the destroyer are their first target. So 

most of the time, it's the destroyer that dies. Still, there is a rule that forces the player to always choose 

different target, so if there is not enough ships to absorb the hits, good ship will get hit. 

 

One thing I might do is either to make destroyers un-repairable, or either make destroyers only absorb 1 

hit before they die. Another solution would be to group more hits together to make sure there is greater 

odds to exceed the number of destroyers. I could group air strike and fleet damage separately. Else, I 

might find other ways to assign the damage. Targeting before shooting is not a good solution because 

you cannot easily spread your hits. 

 

Conclusion: So as you can see, the results look very positive. The next step would be to test moving 

fleet by placing tokens directly from your reserve. I will also make some test to see how interesting is 

the movement and capture of territories according to the new rules. 

 

There will be more development for resource management between turns. If possible I'll try to design 

all the technologies for the next test.  

 

I really hope this game will eventually get completed because I really like the idea of a compact war 

game. 

 

  

 

 

 

  

 


