
 

 
  

Fan Made Expansion 

v 1.5 



Préface 
 

This "Fan Made" SEA PACK (FMSP) expansion is an unofficial expansion for Memoir 44. It offers players a set of simple rules to simulate the air 
conflicts of the Second World War. 
 
Designed, developed and tested by passionate players, it has no other purpose than to offer a variant of the game, adapted to the maritime 
context, at sea and in the air, while respecting the fundamental principles of Memoir 44. 

 
 
 

 

Original Idea : 
Jean Luc « Chee911 » REIGNIER 
Development and tests : 
Jean Luc « Chee911 » REIGNIER 
Sébastien « Artimon » GERVAIS 
Guillaume « EMI44 » RAYER 
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 MatEriAlS requiRED: : 

 
 

 BT Ocean Map :  https://drive.google.com/file/d/1rMODPBcHXKwFbjQu6cm4yEQWj7kUuXqa/view?usp=sharing 
 Expansions : Memoir 44 base game,  Pacific Theater and Winter Wars 
 Markers or 3D Naval Units : 

a) Destroyers >> Troop Card number 12, but with a reduced range of fire 
b) Aircraft Carrier (AC) >> Troop card number 11 
c) Landing Craft (LC) >> Troop Card number 15 
d) Submarines (SM) >> see chap 9 

 Markers or 3D aircraft units : 
a) Fighters (CH) 
b) Fighter-Bombers (CB) 
c) Bombers (B) 

 Colored firing markers (5 markers x 6 colors) numbered from 1 to 4,  
the last marker remaining unnumbered. 
 
 
 
 
 
 
 
 
 
 
 

 Torpedoes tokens 
 Camouflage tokens 
 Battle Star Tokens (Naval Damage Marker) 
 Exit Markers (used as a refuelling aircraft marker) 
 Target markers (used for destroyer fire) 
 Aircraft tokens (to mark an aircraft on the ground or on an AC) 
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EXPANSION SPECIFIC RULES : 

The rules are the same as Memoir 44 with the exception of the following: 

1 - BT Cards used : 
All Green Section Cards – Their Finest Hour (tanks activate ships, grenades activate aircraft and star activates infantry), Direct From  HQ, Counterattack, 
Ambush and Armor Assault (activates up to 3 aircraft in place of armor - > 3 aircraft units may battle with an extra die) 

 
2- Aircraft on an airfield /Aircraft Carrier : 

- An AC can hold up to 2 units of fighters or fighter bombers, but no bombers. 
- Each hex of an airfield can hold up to 2 aircraft units. 
- Aircraft units on the ground are symbolized by markers (possibly with stars indicating the number of remaining figurines if the unit is incomplete). 
- An aircraft may only take off or land from an airfield in the direction of the runway. 
- An aircraft can only take off from an AC from the front. And it can only land on an AC from the rear. 
- Only one aircraft can take off or land per lap of an AC/airfield hex 
- Planes on an AC may not be attacked. 
- Any plane on the ground (on an airfield) suffers a loss for any flag result obtained against it. 

 
3 -  Movement : See summary table by unit 

 These differ from the standard rules for all units (see movement and firing board). 
-  Air, naval or land units are activated according to the green section cards. 

Example: An AC is activated - a fighter on board the AC can advance by 2 hex (AC movement) and then the fighter takes off and can move 5 
hexes. However, the 1st hex of the aircraft's movement must be the one immediately in front of the AC, just as from an airfield an aircraft takes 
off and its 1st hex is in the direction of the runway. The same goes for landing. The landing aircraft must be in line with the runway (airfield) or 
approached from the rear (AC) 

- 1 AC may be re-oriented at the end of its movement during the movement phase. 
- Only 1 activated AC may change orientation. 
- Planes do not block the movement of another unit (see defensive fire) and do not block line of sight. However, if an aircraft is located adjacent to an 

enemy unit, the enemy unit may not fire at a distant target. 
- An airplane may not pass twice through the same hex during it’s movement phase. 
- Ships (with the exception of LC) can only move in deep water. By default, the deep water hexes are the sea hexes located more than one sea hex from a 

land hex (beaches). (Basically, ships cannot be adjacent to land, there must be 1 sea hex between the ship and land.) To make it easier to visualize, you 
can place an anti-tank or barbed wire figure on coastal sea hexes. 

- LC may land troops on beaches and any hexagon of land that is not a hill, cliff or sea bluff. 
-     Sea hexagons are impassable by land units unless they are on an LC. 
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4 - Firing :  See summary table by unit 

- Naval units are also hit on the amor symbol (in addition to a grenade) 
- An aircraft may attack any unit it flies over during its movement, but cannot attack the same unit twice in the same hex. Place a colored firing marker 

on all of the targets, by increasing number, to show the attacking unit's firing run. Also place the unnumbered marker of the same color on the attacking 
unit to identify its firing run. Attacks are resolved in order of the movement, as shown by the numbered markers. 

- Planes are hit on grenades (no confirmation roll (reroll) needed for planes. 
 
5 – Defensive fire : See summary table per unit. 

 When overflying naval units and some ground units, attacking aircraft had to brave defensive Anti- Aircraft (DAA) fire. These DAA-equipped units are able to 
fire during an overflight by an opposing air unit. 

- This defensive fire is automatic during an overflight by an opposing air unit. 
- This defensive fire is simultaneous with the opposing attack and the results of the 2 dice rolls apply at the same time. 
- Only a Grenade result is applied during defensive fire. Flags are ignored. 
 
 
6 – Aircraft autonomy : 
Aircraft had a limited range, to which was added any kind of mechanical failure 
or ammunition failure, requiring immediate return to an AC or airfield for refuelling and repairs. 
 
- During each attack by an aircraft, a "refuelling" die roll is thrown at the same time as the 

attack dice (the supply die must be easily identifiable (use a 1D6) 
- If the refuelling roll result is 1, place an Exit token on the aircraft.  That aircraft may not  

Attack further until it lands on an AC/airfield.  
The result of the attack roll remains applicable.   

- An aircraft unit that rolls a 1 during the refuelling roll cannot continue with the subsequent 
 attacks of the firing run 
- To refuel, an aircraft must land on an AC or airfield. It may not take off again on the  

Same turn that it landed. 
 
 
7 - Retreats : 
Aircraft may retreat up to 2 hexes per flag. If retreating through a unit capable of DAA, then roll for defensive fire. 
A retreating aircraft unit removes all of the opposing fire markers placed on it. 
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EXAMPLE OF AIRCRAFTS MOVEMENT 
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8 – Aircraft carrier : 

- An AC reduced to 1 hit remaining may no longer allow the take-off or landing 
of Aircraft on board because it is too damaged. 

- Each AC destroyed is worth 2 victory medals. 
- A destroyed AC with aircraft units on board is worth 2 victory medals plus 

1 medal for each aircraft unit on board. 
 
 
 
 

9 - Special weapons: Torpedoes 

Torpedoes can equip 2 types of units: Torpedo Fighting Bomber and Submarines (SM). 
  

-  Torpedo Fighting Bomber (CT) >> Specialization of a standard Fighting Bomber. 
 The player decides to equip it with Bombs or Torpedoes when taking off from an AC / Airfield. 

 Therefore, as long as the plane has not landed again, he will keep the same weapon on board. Torpedo Fighting Bomber are identified with a specific 
badge and can only attack ships with a torpedo drop. The air attack is unchanged. 

  
Torpedo attack: 
-  The torpedo is placed on an edge between 2 hexagons (no need to fly over the target by a Torpedo Fighting Bomber to attack by torpedo). 

 The torpedo can be droped from any hex flown during the movement of the Torpedo Fighting Bomber or SM. Only one torpedo can be droped during 
this movement. 

- During the opponent's turn, the torpedo remains in its initial position. The targeted hexagon and the edge where is placed the torpedo become 
impassable, except to suffer a loss by detonating the torpedo (torpedo is then removed from the board). The torpedo is threatening the 2 hexagons in 
front of it. 

-  Movement for the ships targeted by a torpedo requires an Activation: this move is not possible with the free move(s) provided by a BT card. 
-  At the end of the opponent's turn, any ship located in the axis of the torpedo on 1-2 hexes suffers an automatic loss. The torpedo is removed at the first 

ship hit (only one hit possible by the torpedo). If 2 ships are in the axis of the torpedo, only the first one will be hit. Hidden units are not affected by 
torpedoes. 

-  Torpedo planes do not roll supply dice when dropping torpedoes (this is not considered as a shot) 
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EXEMPLE : Torpedo attack 
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10 – Fog of  War / Unit Tracking : 

- All units are camouflaged at the beginning of the game. 
- A unit is spotted if it fires (including defensive fire), is flown over by an aircraft 

or ends up on an adjacent hex of an opposing naval, air or ground unit at the end 
of the enemy unit's movement. Remove the camouflage token from the unit. 

- A unit that moves without firing remains camouflaged until it is spotted. 
- A ground unit in a jungle cannot be spotted by an opposing air unit. 

If the unit is capable of defensive fire during an overflight, it may choose not to fire so as not to disclose its position. 
- An infantry in a cave can only be spotted by an overflight, and can only be attacked by an adjacent ground unit. 
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11 -  Oasis Rule : 
Any aircraft on an AC or airfield may attempt to recover destroyed figurines. Apply 
the Oasis rule (Action card number 10 but applied for aircraft only). Any star allows 
the aircraft unit to recover a destroyed figure. 

12 – Nation Rules : 
Japanese infantry ignore the first flag result rolled during battle. 

13 – VIctory Conditions : 
In case of medals tie, the player who has sunk the most of Aircraft carriers wins. If 
there’s still a tie, the winner is the player who attacks 

 



SUMMARY TABLE OF THE MOVEMENTS / FIRING 

 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 1      on a roll   :     

  on air = retreat up to  2 
hexagons and throught an other 
unit 

 on ground = -1 hit 
 
 A defensive fire is simultaneous 

with the opposing attack and 
the results of the 2 dice rolls 
apply at the same time. 

 1    obtained by a defensive 

fire is without effect 

 
Finest Hour: 

  => Sea ship or Armor 

 =>  Aircraft 
 
Armor assault :  

Activate 3  
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EXAMPLES OF 3D UNITS

CH – A6M « Zéro" 

CB – SDB DAUNTLESS 

CB – AICHI-VAL 

CH – f4f Wildcat 
B – B17 

B – G4M 
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 The PACIFIC WAR 

 

 
 
 
1 -  Battle of the Coral Sea – May 4-8, 1942 
2 - Midway Battle – June 4-7, 1942 
3 - Variant – Midway : Japanese Aircraft carries Attack – June 4, 1942 
4 - Guadalcanal Battle – November 12-15, 1942 
5 - Marianas Battle – June 19-20, 1944 
6 - Leyte Battle South – October 23-26, 1944 
7 - Leyte Battle North – October 23-26, 1944 
8 - Okinawa : April 1 April – June 22, 1945 
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map ready to print, at 1: 1 
https://drive.google.com/file/d/1WwHKdIA6IFOviJa6HlZ863YRYqqt0bqo/view?usp=sharing 
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juNE 4-7, 1942 
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Carte vierge prêt à imprimer, au 1 :1 :  
https://drive.google.com/file/d/1GLpe5NMzFRMcqKoIF2XDgxgBvYBnZWjT/view?usp=sharing 
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The ATLANTIC Battle  

 

 
The Atlantic battle follows the rules of the 
FMSP. However, this scenario requires 
specific set-up as shown below : 
 
 
1 – Distribution of cards: each player takes 
note of his cards 
About the cards to play with, the idea is to 
apply to the ships the rules usually 
associated in M44 with infantry units. 
 
Example : Infantry Assault: All ships in the 
activated section move one additional 
space 

 Assault: Activate 4 ships 
 
 

 
 
The following cards are removed from the game: Behind Ennemy Lines / Medics and Mechanics / 
Dig-in / Artillery Bombard / Barrage / Air Power ... like the FMSP ... but also Ambush and  Their 
Finest Hour which seem irrelevant with SM and transport ships 
On the other hand, Armored Assault is retained as in FMSP : applied only to airplanes 
 
 
2 - The German player places the mine tokens as he wishes on the various Star markers (0 or 1 
depending on the presence or absence of a submarine) - 1 mine token per Star marker 
 
3 - The US player then places: 

a- The 3 transport convoys on the allied Objective Medals. Only one convoy can be 
deployed per level, the choice of the Deployment Medal is free. Each convoy has 3 
transport ships 

 

 
 
-   
 
 
 
 
 
 
 
 
 
 
 
 
 
 

>> Level 1 
 
 
 
>> Level  2 
 
 
 
>> Level 3 
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Rules for the deployment of transport convoys: 
 
The Allied player can deploy his convoys by placing the first transport on the hexagon indicated by 
the Medal and the following ones on the hexes located towards the edge of the Allied board, 
respecting the adjacency of each transport with at least one of the other transports (cf. picture 
below for possible deployment hexes. It is not possible to deploy other transports on the same row of 
hexes than the first transport. 
 
 
 
 
 
 
 
 
 
 
 
 
 

b-  1 escort destroyer on an adjacent square of a transport of one of the 3 convoys. 

c-  1 coastal destroyer on one of the two English Objective Medals. 

4 - Mine tokens are turned over and replaced by the German submarines for those mentioning "1" 
 
 
 
 
 
 
 
 
 
 
 
The game can then begin. 
 
Transport ship : moves up to 2 hex. and cannot fire. 
 
Transport Convoy rule: 
 
1) A transport ship is considered in convoy if it is adjacent to at least one other transport ship before 
the activation phase. 
2) The activation of a transport ship in convoy allows you to activate "for free" a second transport 
ship adjacent to the activated one. These 2 transport ship can then move together while respecting 
their initial formation (their relative position is identical before and after move). Only one free 
activation possible per convoy.  
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