


Manchukuo was a puppet state of the Japanese Empire.  The Japanese seized the area in 1931 on 
the pretext of Chinese aggression known as the Mukden Incident.  In truth, the Japanese desired the 
region (known as Manchuria) for its extensive wealth of minerals.  The Japanese attempted to bring 
large numbers of colonist into the area.  During the Japanese occupation, Manchukuo’s industrial 
base expanded rapidly.  Cities, factories and railways were modernized.  Between 1938 and 1942 
about 200,000 Japanese farmers immigrated to Manchukuo.  The Soviets reportedly captured and 
repatriated 850,000 Japanese settlers after their invasion of Manchukuo in 1945.  The Japanese 
used Manchuria to prepare for war, creating industry and infrastructure to support their planned 

conquest of Asia.  

 

Resistance to the Japanese occupation grew with time.  By 1935 a combination of anti-Japanese 
forces including Communists and Korean resistance fighters, totaling about 40,000 men, formed into 
armies.  The Communist Chinese (CCP) operated guerilla units inside the occupied territory that 
targeted Japanese occupiers, and spread the social ideals of the party. Until 1937, resistance 
fighters engaged in anti-government operations designed to subvert Japanese governance.  After 
the war began, these fighters presented a serious threat to the Japanese and Manchukoan 
governments who were continually forced to use their troops to deal with them.  It took until 1942 for 

the Japanese to pacify the region. 
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The Japanese were not without competition; the Soviet Union also 
harbored many plans for Manchuria.   The Japanese and Soviets fought 
a number of border skirmishes between 1935 and 1939 and eventually 

occupied the region in 1945. 

 

Welcome to Manchukuo!  A 
battleground of occupiers, 
liberators, and revolutionaries!  In 
the expansion set Manchukuo, your 
alliance will battle for the control of 
resources, industry and ultimately, 

the destiny of this important region.  

 

 

 
· Manchukuo Nation Roundel (x5) 
· CCP Nation Roundel (x3) 
· Infantry (x6) 
· Motorized Infantry (x1) 
· BA-6 Armored Car (x1) 
· Cavalry (Painted) x1 
· Artillery (x2) 
· Militia Marker (x2) 
· Manchukuo Imperial Guard Marker (x1) 
· Kwangtung Army Marker (x4) 
· Patrol River Boat Marker (x2) 
· Minor Factory Marker (x2) 
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1.1 Manchukuo: Manchukuo is a Japanese-Aligned nation beginning in any scenario that starts 

in January 1932 or later. The territory consists of Eastern, Western, and Northern Manchuria and 
Jehol. 

 1.2 Manchukuo Production: Manchukuo’s IPPs and production are completely 

controlled by Japan. 

 1.3 Railway: The rail capacity within Manchukuo is 2. 

 1.4 Manchukuo Military: The Manchukuo military forces are provided in a 

Pumpkin Orange color which functions as Japanese forces.  
 

 
The following rules modify the Soviet-Japanese border clash Rules in Global 
War: 
 

2.1  Soviet-Japanese Border Clashes: The USSR and Manchukuo may 

take Northern Manchuria and Chita from one another during border clashes 
without being at war.   
 

2.2  Mongolian Border Clashes: The Japanese may also fight border 

clashes with Mongolian forces in Kerulan.  As soon as the Japanese do this, 
give the USSR Control * of Mongolia.  These sides may capture Kerulan and 
Western Manchuria from each other. 

 

* NOTE: Remember that Control is different from Alignment. 

 



3.1  Manchukuo Imperial Guard: The Manchukuo Imperial Guard is an elite infantry unit, if 

destroyed, it may not be replaced. 

 

3.2  Patrol Boat (River): A river patrol boat allows a nation to treat a river as if it were a railroad 

for purposes of tracing supply paths and for strategic rail movement.  It may move only along a river.   
A River Patrol Boat is produced at a factory and can then be placed in any zone within a supply path 

of that factory.    

(a) Combat: A river patrol boat has no combat value.  It cannot combat move, attack, defend or be 

taken as a casualty – except as noted below. 

(b) Elimination: A river patrol boat is immediately eliminated if it is alone in a zone with enemy land 
units, or if it is the only viable target of an air attack.  Two river patrol boats in the same river can 

attack each other with an Attack/Defense of 2 each. 

(c) River Border: River boats on a river that is the border between two nations (as occurs between 

Amur and two Manchurian zones) act as if they are in the zone of their nation and are never 
eliminated unless an enemy owns both sides of the border.  A river boat pairs 1:1 with attacking land 

units to negate the (-1) attacker penalty. 

 

 

 

 

 

Availability: Always available.                 Like a Torpedo Boat Destroyed 
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Unit Attack Defense Move Cost 

Manchukuo Imperial 

Guard 
3 5 1 NA 

Unit Attack Defense Move Cost 

River Patrol Boat 
2 

(see notes) 

2 

(see notes) 

2 

(river only) 
1 



Unit Attack Defense Move Cost 

Kwangtung Army 2 4 1 4 

Unit Attack Defense Move Cost 

Armored Car 3 2 2 3 

3.3  Armored Car 

 

 

 

 

Availability:  July 1917 

 

3.4  Kwangtung Army 

 

 

 

 
 

Availability:  July 1932 

Use: The Japanese may build a total of four infantry units in Manchukuo (no factory is required).  

These units are each marked with a Kwangtung Army marker. 

 

 

4.1 General Resistance: The Japanese must have at least one 

Infantry-Class Unit in each of the Manchukuo land zones during their 
Place Units and Collect Income Phase or they may not collect the 
income from that land zone.  This does not affect bonus income from 

those regions. 

 

4.2 Soviet (Pro-CCP) Resistance: During the Place Units and 

Collect Income phase the CCP may place a regular militia unit it has 
purchased in any Manchukuo land zone.  If it does, that unit is immediately the attacker and fights all 
units that are in that zone as if it were the attacking unit in regular combat.  If the CCP militia wins (or 

there are no units to fight), place a CCP control marker in that zone.   
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5.1  Civil War Victory: Upon resolution of the Chinese Civil War, the winner may do any / all of 

the following: 

 

(a) Construct a major factory in any former Manchukuo land zone in 

their Possession and use it as if it were in Chinese Home Country. 

(b) Demand that any member of their Alliance that occupies a 
Manchukuo land zone place a Chinese KMT or CCP roundel there 

and return it to Chinese Possession. 

(c) Build militia and Chinese units in a former Manchukuo land zone 

in their possession as if it were Chinese Home Country. 

(d) Receive lend-lease in Manchukuo as if it were Chinese Home 

Country. 
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Manchukuo Pieces: You may replace the Japanese units in Manchuria with yellow or another 

color of units if desired. 

Replace the set up listed on the Japanese player sheet with the following: 

Manchukuo Land 
Zones 

Units 1936 

Rehe 

1 Minor Factory 

1 Militia 

1 Manchukuo Roundel 

Jan. 1939: Add 1 Infantry 

N. Manchuria 

1 Militia 

1 Motorized Infantry 

1 Patrol Boat (River) 

1 Manchukuo Roundel 

E. Manchuria 

1 Infantry 

1 Manchukuo Imperial Guard 

1 Militia 

1 Cavalry 

1 Manchukuo Roundel 

W. Manchuria 

1 Manchukuo Roundel 

1 Infantry (Kwantung Army) 

1 Cavalry 

1 Minor Factory 

Keurlan Mongolia 
1 Mongolian Cavalry  

1 Militia 

Soviet Forces 

Chita 

1 Infantry 

1 Militia 

1 River Patrol Boat (on border river) 

1 Light Armor 
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