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THE WAY OF THE WARRIOR
A Review of Japanese Pre-War Strategies
by Eric Thobaben

i in this issue. These plans included the Standaad, PI
Introductlon Maximum Growth, Extreme Shipbuilding, and Ultimate
The Spring 2008 issue ofiLttRA explored the basics  Surprise. Each of these plans is briefly outlinelbi in

of playing Japan in the early war. Balancing theitg  order to refresh the reader's memory of the benafid
of Japan’s mobilizations with increasing U.S.-J&san hindrances of each pre-war strategy.

tensions is central to any Japanese strategy, egsnke

the USJT level low is key to any Japanese player wh The Standard Plan

wants a better chance at catching American caraiers

Pearl Harbor. But Japan must also mobilize andyz®d of everything, but nothing to the maximum. Japanese

sufficient air and ground forces to capture andigan mobilizations are timed such that random tensidis ro

Ja!oan_s _overseas conquests, W'th . regard tocannot bring about an early American mobilization o
shipbuilding, Japan is well served by building aangn

destroyers as possible before the outbreak of war tany tm, and the USJT level is at 33 when Japan
roy P . ; attacks, which leaves some chance of catching an
maximize Japanese invasion capabilities. In terins o

economics. by arowing the Japanese BRP base earl IAmerican carrier at Pearl Harbor. Japanese groondd a
' Oy 9 g pal ) Y Yir units are available in a timely manner to use i
the war, Japan may enjoy a higher unit construction

limit and more RPs for research and production Japan's opening attack, which will include 26 fastof
Clearly. not all of these qoals arepachievabl.e i a destroyers — a solid level for invasion capabditi€he
Y, goars : : M & Standard Plan is suggested for players new toabiid>

one plan. If Japan seeks to minimize tensionsderdo

sink American carriers at Pearl, then that will eoet theater because it provides a well balanced apprioac

the expense of the Japanese player having all sof hiplaylng Japan without undue risks.

m_obilized gr_ou_nd and air units in play when he_czlﬁa Maximum Growth
Similarly, building as many destroyers as possiblsts
more BRPs and prevents Japan from maximally A strong economy will help Japan rebuild units and
growing its economy before going to war. In short, fight the Western Allies longer at Japan’'s defemsiv
Japan can't do everything, and Japanese playefs in perimeter as well as when the Western Allies near t
WORLD AT WAR have many difficult (but fun!) Japanese home islands. For that reason, some layer
decisions to make during the early war. These esoic favor growing the Japanese economy before thekattac
will influence the flow of the game for the resttbe  on the West. Under the Maximum Growth plan, Japan
war and, therefore, should be considered carefully. takes its second discretionary mobilization in \&fint
The Spring 2008 issue ofLtRA laid out four plans 1940 instead of Spring 1941. The main benefits of
that will be tied into early Japanese shipbuildipgons ~ Maximum Growth are a larger BRP base (by roughly 10

In the Standard Plan, Japan attempts to do abittle
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BRPs), a higher unit construction limit (plus thqge&r  second discretionary mobilization until Summer 1941
turn), and two additional RPs in the 1941 YSS. €hes and any units mobilized this late will enter thpalaese
gains come at a cost of the final USJT level being  force pool too late for use during a Winter 194ack.
point higher (34 instead of 33) and a one in sancle  Overall, Extreme Shipbuilding certainly has its &igs,

of the U.S. mobilizing in Fall 1941. For playersavh but it has its share of drawbacks too.

enjoy maximizing Japan’'s RPs or BRP base, MaximumU . .
Growth is a suitable pre-war plan. ltimate Surprise
Strike early, strike

Extreme Shipbuilding deadly. The fourth and

Among AWORLD AT WAR players, there are those final plan explored in
who are infatuated with big ships. (I am one suchthe Spring 2008 issue
player.) For these players, laying down big shgmsti of ULTRA is that of
just an option — it's the duty of any respectahla-f  Ultimate Surprise.
seeking player. Similarly, there are Japanese pdaye This plan minimizes
who seek to push the envelope of Japan’'s invasiot.S.-Japanese
capabilities in the first two turns after goingviar with tensions in order to
the West. Simply put, the more destroyers, theigrerr significantly increase
If either of these sounds like you, then you ma&¢gtelo  the odds of catching
pursue the Extreme Shipbuilding plan. American carriers at

Under this plan, Japan produces one shipbuildingPearl Harbor. With fewer American carriers in 1942,
increase in Spring 1940 and mobilizes a secondaih F Japan can expand its defensive perimeter stromgly a
1940. With five shipbuilding points by Fall 1940, perhaps maintain carrier superiority through mid3,9
Japanese destroyer levels may reach 30 (insteaf)of delaying the U.S. counterattack. For this plan to
for the first turn of attack, which offers substalhy succeed, Japan must delay its first discretionary
greater options for invasions on the surprise turnmobilization until Winter 1940 and its second until
Alternatively, one might also launch additionaliseus =~ Summer 1941. Like the previous plan, Ultimate
or lay down one or more battleships or carriergrtav =~ Surprise suffers from generating fewer ground and a
the Imperial Navy larger to better fight the U.Sawl. units available for the surprise turn. In additiamdom
But either of these advantages on the seas cons atensions rolls can reduce the effectiveness ofiarrdye
cost. First, building a larger navy costs BRPs, andcases, even spoil this plan.

Japan’s economy is less robust under this plarorfsec .
Conclusion

there are opportunities for early U.S. mobilizasiatue
Regardless of how you prefer to play Japan, you'll

to random tension rolls. Finally, Japan must deiay
want to fine tune your pre-war plan to suit youeds

for each game. The four plans described above lroad
cover Japan’s pre-war options, but in some respeets
just the tip of the iceberg in terms of pre-war
possibilities. A brazen Japanese player might coenbi
Maximum Growth and Extreme Shipbuilding to “go
big” on everything. An unlucky tension roll in Fa1940
might slide an Ultimate Surprise plan into one of
Maximum Growth. The remainder of this issue will

“Battleship Row” at Pearl Harbor
(www.history.navy.mil/photos/events/w
wii-pac/pearlhbr/ph-bbs.htm)
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incorporate these four plans into various early-war
shipbuilding options for Japan. The goal is to esgk

and perhaps push the envelope on — what the rdnge o
Japanese shipbuilding options are and under wifich o
these plans each of these options are best purbhisd.
issue ends with a short article on various usethef

bm Imperial Japanese Navy.
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BUILDING YOUR | MPER
Japanese Shipbuilding O
by Eric Th

Introduction

IAL JAPANESE NAVY
ptions in the Early War

obaben

mobilizations. Every admiral would like to buildshi
navy as large as possible, but for every actioretisea

By December 1941, the Imperial Japanese Navyeaction, and the Japanese player must weigh the ga

included the largest fleet of operational airccatriers
built to date; these would serve as launching quiat$
for one of the most striking surprise attacks byahair
units in history when Japan attacked Pearl Harloor.
addition, two of the largest, heaviest battleshepsr

timing of Japanese shipbuilding

against the costs before expanding his shipbuilding
capacity.

There are numerous options with respect to the
increases and
mobilizations. Considering only the four plans deth

built had been launched and were either beingn the Spring 2008 issue ofLtRA, Japan increases its

commissioned or nearing the final stages of owmgjit

shipbuilding rate via mobilization groduction in the

the Yamato and theMusashi, each displacing 72,800 following turns:

tons when fully loaded. With the hope of negotigtm
peace treaty with the Americans and the Britishyear
the war, the Japanese knew they would need to huild
sizeable and powerful navy that included both eesri
and battleships.

In A WORLD AT WAR, one of the first strategic

1. Standard Plan: Fall 1940/inter 1941.
2. Maximum Growth: Winter 194®/inter 1941.

3. Extreme ShipbuildingSpring 194Q Fall 1940,
Winter 1941.

decisions the Japanese player must make involves 4. Ultimate Surprise: Fall 194%inter 1941.

which naval units to build before the outbreak afrw
Ultimately, these decisions should be customized t
match the Japanese player's overall strategy. If
defensive perimeter, the historical Japanese giraie

of primary concern, then several strong battleshijgba
fine group of carriers will be needed to fight tHeS.
Navy across the Pacific Ocean. A raiding strateghin
warrant the construction of additional carriers or
battleships while the remainder of the Japanesey Nav
engages the Americans. And if the Imperial Japanes
Army, instead of the Japanese Navy, is calling for
stronger attacks into India, China, or perhaps eve
Russia, then the Japanese player may opt for anaini
navy and direct his resources toward building agrew
ful army or air force instead. This article expborbe
benefits and drawbacks of several shipbuildingonsti
available to Japan in the early war. The goal ibeip

(0]

Under each plan, Japan produces (rather than aeg)ili
a shipbuilding increase in Winter 1941 in order to

Finimize USJT increases prior to Japan’s surprise

attack but maximize Japan’s long-term shipbuilding
capacity. Fall 1940 is a typical turn for Japantstf
shipbuilding increase (Standard Plan), althouglefabr
management of the USJT level sometimes requires thi
shipbuilding increase to be delayed until Wintedd.9
Maximum Growth) or even Fall 1941 (Ultimate
urprise). Extreme Shipbuilding generates two
shipbuilding increases in 1940 and offers the wides

rFange of early shipbuilding options of the foumda

For each of these plans, the USJT level increages b
turn and the timing of mobilizations are indicatedhe
table below. See the Spring 2008 issue ofR4 for
more detalils.

Japanese players optimize their naval construgiim

to the outbreak of war between Japan and the West.

U.S.-Japanese Tensions

Effectively managing U.S.-Japanese tensions ig
crucial for the Japanese player in order to enjogrise

when Japan attacks. One factor in those decisiothei

timing and rate at which to increase Japanesg
shipbuilding in  conjunction  with  Japanese

1940 1041

Plan Sp| Sul F& W| Sp Su Ha Wi
Stg?gnard 4 | 7120 12| 16| 22| 27| 33
Mg;‘g\;‘n”hm 4| 7|9 |13] 17| 23| 28| 34
Srﬁ;gjﬁgfng 5| 8|12 14| 17| 23| 28| 34
X L;Eigfi‘:z 4| 7| 8|10 13| 17| 23| 29
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One key factor to consider when balancing USJTPacific mobilization may be delayed until Winter409
increases with increasing Japanese shipbuildirthes in two out of six games.
ability of the Americans to respond — particulatie In contrast with the Standard Plan, under Maximum
first American Pacific mobilization when the efieet ~ Growth Japan delays its first shipbuilding incresse
USJT level reaches 10. Until the first Americaniffac  Winter 1940 and, as a result, has a much betterceha
mobilization is triggered, the U.S. Pacific shigyar (four in six) of delaying the first U.S. Pacific
remains at one SBP. This SBP must be used to centin mobilization until Winter 1940. But since Japanesiks
construction of existing ships. Thus, until thigstfi second mobilization in Winter 1940 instead of Sprin
American Pacific mobilization, the U.S. may not lay 1941, there is also a one in six chance of the fuaes
down any additional ships in its Pacific shipyard i mobilizing in Fall 1941. If we prioritize possibly
1940. The U.S. will likely have increased its Atlan  delaying the first American mobilization over theal
shipbuilding rate to two in Spring or Summer 1940, USJT level when Japan attacks, Maximum Growth
which would allow the U.S. to begin constructionaof actually provides Japan with a good chance of delay
new naval unit each turn in its Atlantic shipyaldit  the construction of a new naval unit in the U.&ifika
that is out of the Japanese player’s control. Anti940  shipyard until Winter 1940. We will return to tipsint
it is common for the second U.S. Atlantic SBP to belater when we discuss restrictions on American fast
used to lay down BB5s or construct additional carrier construction.
destroyers. If we assume that as a given, then the Of all four plans, Extreme Shipbuilding clearly pss
Japanese player is still well served by delayingmtihe  the greatest risk of early American mobilizatiohm
first American Pacific mobilization occurs and, shu other plan risks a Summer 1940 U.S. Pacific
when the U.S. player may begin construction ofmobilization, the consequences of which can be far-
additional ships in the American Pacific shipyard. reaching. If, due to a “6” random tension roll, dafs

For this reason, the Japanese player wants to deldprced to take its first discretionary mobilization
triggering the first American Pacific mobilizatioms  Summer 1940 instead of Fall 1940, the USJT levil wi
long as possible. In addition, Japan should trgdlay  be one higher throughout the rest of the USJT glioje
when the second and third American Pacific (see the table below). Another “6” random tensiolh r
mobilizations (effective USJT 20 and 30, respebtive in Spring 1941 could trigger yahother early American
occur. This delay tactic is contingent on the dffec  mobilization, which further raises tensions anawd
tensions roll, however, and the Japanese playerlmeus the U.S. player to impose an oil embargo in Spring
mindful of the risks his plan poses with respect t01941. (Two “6” random tension rolls on two key tsirn
triggering early American Pacific mobilizations. efh  will only occur in one out of 36 games, but we're
probability of each plan triggering the first, sedpand  considering the worst case scenario here.) And just
third American Pacific mobilizations is as follosith when you thought it couldn’t get any worse, whas\aa
M1, M, and M indicating a guaranteed American one in six chance of the third American mobilizatio

Pacific mobilization): Fall 1941 could become as great as a five in sich.
1940 1941 If all three of these key random tension rolls fathe
Plan Sp| su Fd W sSp_sh Fa Wi Americans, the USJT level would reach 38 in Winter
Standard | i » v 1941._ Another “6” random tension roll would pusle th
Plan ' 2 ° effective USJT level to 40, and Japan would lose
ng"\;‘nuhm 216 | M, M, | 1/6 | Mg surprise for its initial attack. The table belovogls this
E):t‘:eme worst case scenario.
Shipbuilding e | M M2 1040 1541
Ultimate 16 | a6 | m M, | M Plan Sp| Sul F4& W] Sp Sy Ha Wi
Surprise ! il Extreme

. . . . Shipbuilding | ° | 8 | 12| 14| 17} 23 28| 34
It is worthwhile to consider the risk of early Exireme

American Pacific mobilizations under each of tharfo Shipbuilding | 5 | 21 | 13| 15| 20 | 26 | 32 | 40
plans. The color coding reveals the differenceisk r (worst case)
most clearly. The Standard Plan offers the American
player no opportunities for an early Pacific mataition.

The only variation that may occur is that the flis8.

The problems for the initial Japanese attack are
mostly due to the imposition of the oil embargo in
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Spring 1941. With declining oil supply, Japan isllwe analysis is relatively simple due to the way thiese
advised to attack one turn early in Fall 1941. Butplans converge on similar USJT projections in 1941.
because the random tension roll occurs during thédssuming no early American mobilizations through
Spring 1941 Allied player turn, Japan will not have 1940, the Standard Plan, Maximum Growth, and
occupied Saigon the appropriate two turns prigjoiog Extreme Shipbuilding all guarantee that the sed¢o/&i

to war. This will result in Thailand remaining ni&ltin Pacific mobilization will occur in Summer 1941, kit
Fall 1941, which restricts Japan’s options for ckiteg no possibility of this timing being accelerated or
into Burma and the Malaysian peninsula on the s&pr delayed. Ultimate Surprise likewise guaranteesarse
turn. Alternatively, Japan could wait until Wint#@41  U.S. Pacific mobilization, but one turn later (FE3i41).

to attack, but a “6” random tension roll could $pel From Japan’s perspective, after accounting forfitse
disaster when Japan attacks. Without surprisendapa American Pacific shipbuilding increase in late 1,9

early expansion becomes much more difficult. U.S. will not begin construction of additional nava
Of course, if you can convince your European Axisunits until either Summer or Fall of 1941.
partner to delay the capture of Paris (and theltiegu The third U.S. Pacific mobilization has a one i si

+2 USJT increase) until Fall 1940, then this paéént chance of occurring in Fall 1941 under Maximum
domino effect dilemma goes away. But delaying #lie f Growth and Extreme Shipbuilding. But in most games,
of France will likely reduce the effectiveness bet wunder any of these plans, the third American
German submarines by one turn (for not controlitrey  mobilization occurs after Japan attacks in Win@411
French ports), so expect to spend some “DPs” whert this point the Americans are in the war, andith8.
proposing this to your German partner... wartime economy takes off. Once at war, Japanese
The risk of a Summer 1940 American Pacific players no longer need concern themselves with the
mobilization notwithstanding, Extreme Shipbuilding precise shipbuilding levels in the U.S. shipyasidfice
(specifically, the Spring 1940 Tokyo shipbuilding to say that many ships will be laid down, and nwuasr
increase) offers the greatest opportunity for lggdown  American ships will be launched each turn beginning
additional Japanese capital ships and fast caegty  around mid- to late 1943.
in the warbefore the Americans can respond in kind. Having explored the USJT projections under various
But choosing to do so comes with a degree of éskl, plans related to the timing of Japanese mobilinatio
it is a good idea to have a back-up plan in case yo and shipbuilding increases, we can now turn our
USJT projection goes awry. attention to building the Imperial Japanese Nawr O
The fourth and final plan, Ultimate Surprise, is shipbuilding analysis begins by determining how to
geared toward trying to catch American carrierBéarl  maximize the most important naval units for Japanes
Harbor. What is also interesting is that Ultimate expansion: destroyers. After establishing a basetn
Surprise is the most likely plan to delay the fiss. pre-war destroyer construction, we then consider th
Pacific mobilization: a Fall 1940 American mobiliza possibility of pre-war construction of cruisers,stfa
is very unlikely, and it is possible to delay thestf  carriers, and capital ships using any remainingudege
American mobilization until Spring 1941. If you ed¢  shipbuilding capacity. For more advanced Japanese
the eventual goal of Ultimate Surprise is to sink players, we also consider the option of laying down
American carriers at Pearl Harbor and maintainadditional fast carriers or battleships near the sif the
Japanese carrier superiority through 1942. Couplkd  game at the expense of building a few destroyers.
a likely delay in the shipbuilding increase of tHeS.
Pacific shipyard, an Ultimate Surprise plan cowdks Destroyers Aplenty
to both sink carriers at Pearl Harbor and lay dowa
or more Japanese carriers early in the war — béffiere
U.S. may respond in kind. We will discuss this aptin have:
greater detail below. '
Now that we have considered the timing of the first?1-513 DESTROYER AND TRANSPORT REQUIREMENTS:
American mobilization under all four plans, it is A. UNDEFENDED HEXES: One destroyer factor is required to carry

. . . . each invading ground factor if the invasion hexds occupied by an
worthwhile to briefly consider the second and thir&. enemy groun(gj Enit, P Y

Pacific m_obilizations_; each W”_l_ aIm_OSt _ C_ert_ainly B. DEFENDED HEXES: Two destroyer factors are required to carry
generate increases in U.S. Pacific shipbuildingis Th each invading ground factor, including ground unitsich do not

In A WORLD AT WAR your seaborne invasion
capabilities are limited by the number of destreyeiu
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participate in the initial invasion combat, if timvasion hex is occupied  voluntary deferring of naval construction is subjex the following
by an enemy ground unit. restrictions:

Japan’s ab|||ty to capture key overseas possessions Japan may defer naval construction only if Japahthe U.S. are

: . at war or if USJT are 40 or more.
and expand during the Declaration of War (DoW) andE SCUTTLING: A ol untarily eliminat ! unit
. : . E. . A player may voluntarily eliminate a naval unit,

DoW+1 turns (l_Jsua”y Winter 1941 and Sprlng 1942) ! whether or not it is in the column for that tumm,drder to free shipyard
therefore, predicated on the number of destroy®san]  capacity for other uses. Scuttling is subject ® same restrictions as
has available for use when war breaks out. Becafise deferring naval construction (27.7272C; EXCEPTI®kince may never
the one-turn delay in when a destroyer is congclict Scuttie ships).
and launched, So theMusashi must be advanced and thiryu and
27.721 REPAIR AND CONSTRUCTION TIMES: cruiser launched in Fall 1939, which uses all thoke
B. DESTROYERS and CVEs: Destroyers and CVEs are launched in Japan’s SBPs in Fall 1939, leaving no SBPs for
the turn following their construction, at a costoole shipbuilding point  destroyer construction. But from this point forward
and three BRPs for each factor. Japan will have only one capital ship or fast earri
only the destroyers laid down by Japan through Seimm remaining in each column of the Naval Construction
1941 (and launched by Fall 1941) will impact the Chart. Therefore, from Winter 1939 through Summer

Japanese invasion capabilities in Winter 1941. 1941, Japan may lay down two destroyers per turn
Finally, there is this all-important rule: under any of our four plans. These destroyers taimc
27.7221 DESTROYERS, CVEs, ASW AND TRANSPORTS: Spring 1940 through Fall 1941 and, thus, will be

A. Each tum no more than half (round up) of eachomaower available for a Winter 1941 attack. At a rate obtw
shipbuilding rate may be used to construct destsoy@/Es, ASW and destroyers per turn, over these seven turns Jegran c
transports. This limit applies separately to eaejorrpower shipyard. launch 14 destroyers, which, combined with Japhﬁ’s

So at the outset of the game, when the Japanese ;
shipbuilding rate is three, Japan may lay dowroupo Naval Construction - Tokyo
destroyers per turn. Not until the Tokyo shipyard Rate |1]|2]3|4[5[6|7|8|9]|10|11)12
increases to five SBPs may Japan lay down three | capacity |2 |4 |6 |8 |10(12|14]|16]|18]|20|22|24
destroyers per turn. Of our four plans, only Extem Level Spring | Summer Fall Winter
Shipbuilding has the Japanese shipbuilding rate
increasing to five before Japan goes to war. Exdrem
Shipbuilding is, therefore, the best plan for ptay@ho 5
want to increase their invasion capabilities onDio&V
and DoW+1 turns.

Now that we're armed with the necessary knowledge 4 Yarmato
to increase Japan’s invasion capabilities, letle ta (BBS)
look at Japan’'s destroyer levels at the start efgdime
and the Japanese Naval Construction Chart. Japan 3 ,
begins with 12 factors of destroyers. We are seekin el Bikive
augment these at start forces whenever possilganJa
begins the game with three ships in the Fall colain
the Naval Construction Chart: thdusashi BB5, a 2
cruiser (CA), and thédiryu CV. None of these naval
units may be deferred or scuttled, as revealedhby t
rules pertinent to Japan below:

27.7272 During each unit construction phase, the movilaygr has
four options (27.7272A-D) for each naval unit whigppears in the

column for that turn on each of his Naval ConsiarcCharts. Naval Waiting for Repair

units in columns for other turns are ignored unliey are scuttled
(27.7272E): 9 Place damaged ships waiting for repair here.

CA
Hiryu (CV)

Launch

C. DEFERRING CONSTRUCTION: Construction or repair of a Starting Naval Units: CV: Akagi, Kaga, Soryu; CVL:

naval unit may be deferred, at no shipbuilding BFBcost, by moving Ryujo, Zuiho; BB4: Mutsu, Nagato; BC3: Haruna, Hiel
the ship counter along the same row one columieoright. Naval yuo, ! : g gato; ’ U
units in the “Winter’ column are moved to the “Smi column. Kirishima, Kongo, BB3: Fuso, Hyuga, Ise, Yamashiro;
Completion of construction or repairs is thereblagled one turn. The CA26; DD12.
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at start, total 26 destroyers for use on the ssepurn.  shipbuilding rows in use. At the start of Fall 194fe
We will consider 26 destroyers as the baselineafor status of haval construction in Tokyo is as follows
invasion capability sufficient to capture Japan’s :
historical conquests on the DoW and DoW+1 turns. Naval Construction - Tokyo
Unlike the other three plans, Extreme Shipbuilding Level Spring | Summer Fall Winter
offers a key advantage: from Fall 1940 through Semm
1941 (four turns), Japan may lay down one additiona 4
destroyer per turn. This allows Japan to increése i
destroyer levels to 30 instead of 26. Every destroy
counts on the first turn of attack. To help the ioev
player better understand the importance of a few 3 Yamato
additional destroyers, with each additional desroy (BES)
Japan could invade Wake, an island in the Gilbarts,
island in the Solomons, or an undefended hex mear 2 o _—
the Bismarck Archipelago (e.g., Hollandia, the Iheac V) V)
near Lae, or the beach near Rabaul). With an additi
DD4, Japan could do all four! Launch
Much like RPs and DPs (every player wishes he had
more), Japanese players always desire to have more
destroyers available for when Japan attacks. 8slla Cruiser construction begins as follows:
player's skill increases, he will be drawn to explo 57 755 BEGINNING NEW CONSTRUCTION:
other ea_rly'wa_r Japanese shipbuilding options. I@Hﬁ 27.7251 A major power must expend one shipbuilding paeind three
away with laying down one or more fast carriers? OrBRPs to begin construction on a ship, regardieshefship’s size or
should | amass a fleet of large battleships? Kuento  type:
choose one or two capital ships or fast carriemsr ov tBr{ CtrUiS‘?FS ager?'acedt in tthe “_2”60W tW% quumnmﬂﬂe CO'tump (fjor
destroyers, can | still pull off my initial attackRfore g factor increments. Thus a cruiser laid dowrsping would be
we answer some of these questions, and afteplaced on the “2” row in the “Fall” column.

accounting for construction of our destroyerssiéitst 541 could begin construction of two cruisersGaoL
consider the simplest option for additional pre-war gne jn Fall 1940 and a second in Winter 1940. At th
shipbuilding: cruisers. end of 1940, the Japanese Naval Construction Chart

Musashi
(BBS)

DD2

A Eew Good Cruisers would appear as follows:
At this point in our analysis it is helpful to retuto Naval Construction - Tokyo
the Japanese Naval Construction Chart. For mastirof Level Spring | Summer Fall Winter
four plans, Japan’s shipbuilding capacity (3 SBiBSs)
used completely from Winter 1939 through Summer 3
1940 by advancing and launching ships that begin th ’Vzgsg‘ss)h‘
game on the Japanese Naval Construction Chart and
building two destroyers per turn. Under the Stathdar A ca
Plan, Japan increases its shipyard to 4 SBPs in Fal 2 Shokaku |  Zuikaku Yamato
1940, which provides the Japanese player withitsis f V) V) (BBS)
option for beginning construction of an additionalal
unit. We will consider laying down additional cresis, Launch
but first let’s forecast the space in the Japasbig®yard DD2

from Fall 1940 to Fall 1941. By doing so, we cam se

how many cruisers we may be able to launch beforé\IOte that Japan now has eight ships ur_lder corsinct
going to war and, therefore, what benefits thesd? TOKyo: wo CVs, two BBSs, two cruisers, and two

additional cruisers may provide on the DoWw and destrqy ers. Becausg Tokyo has 4 SBPS’.it has?"?"“ip
DoW+1 turns. In the interests of brevity, we wiibsten ~ caPacity of eight ships. So the Tokyo shipyard cipa

the Naval Construction Chart so that it only inelsdhe 'S NOW at its maximum.
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27.741 The total shipyard capacity for each location atdg of would like to build additional cruisers.
building destroyers, CVEs, cruisers and named shipsepairing | trast. Ultimate S . has J delavi .
cruisers and named ships is twice the shipbuildiatg for that n contrast, Ultimate Surprise has Japan delaysig |

location. The number of destroyers, CVEs, cruisedt aamed ship  shipbuilding increase to four until Fall 1941. Tisn
counters on the Naval Construction Chart at any emnfor each ; B ;
shipbuilding location may not exceed the shipyaagacity for that Ie,aves no I"00m for Japan FO build additional crsise
location. New ships may not be laid down, and nepaiay not be  Without cutting into construction of Japanese dgstrs.

started of damaged ships, in excess of this limit. Thus, few players build additional cruisers under

27.742 When the completion of naval construction or nepeesults Ultimate Surprise.

in the transfer of a ship from a Naval Constructiart to the board, . oo .
the construction of a new ship or repair of a dadaghip may be Extreme Shipbuilding, as you might expect, offers

started in the same unit construction phase. an interesting option for cruiser construction. &ese
Back to our cruiser construction. Since our crsiser JaPan increases its shipbuilding to four in Sptigo,

were placed in the Spring and Summer columns the)t;]ere are two additional turns to construct crsishan
will launch (using a second SBP each) in Springl194 _under the Standard Plan, when the first shipbuldin

and Summer 1941. Drawing from this basic formuta, a increase occurs in Fall 1940. In addition, Extreme
additional SBP in Tokyo allows Japan to launch two SNiPbuilding has Tokyo’s shipbuilding rate increasi

cruisers (CA4) each year. Japan could beginto five SBPs in Fall 1940. Assuming maximum

construction of a third cruiser in Fall 1941, buvpuld ~ destroyer and cruiser construction, at the staraif
not launch until Spring 1942, after the criticatipe of 1940, the Japanese Naval Construction Chart appsars

Japanese expansion on the Dow and Dow+1 turnd0llows under an Extreme Shipbuilding plan:
Thus, under the Standard Plan, Japan could laumch a
additional CA4 prior to going to war. , ,

What benefits might these additional CA4 provide? Level | Spring | Summer| Fall | Winter
In most cases, these CA4 would provide one addition
combat factor of shore bombardment each turn. 4 Musashi
21.525 EFFECT OF SHORE BOMBARDMENT: For every three (BBS)
naval factors providing shore bombardment, one edrfaztor is added

to the strength of the attacker’s ground units witetermining the odds
for ground combat.

Naval Construction - Tokyo

Yamato
(BBS5)

At a total cost of 12 BRPs over four turns, it iskmbly
wiser not to build these additional CA4 becausss it

more valuable to grow the Japanese BRP base aad sav 2 Shokaku | Zuikaku
Japan’s scarce BRPs for more important builds in €V v CA CA
Winter 1941, when Japan’s BRP level is near zdilh. S
construction of the additional two cruisers is tian Launch
that we want to consider in case players are lgpton DD2
gain every combat factor possible for the DoW and
DoW-+1 turn invasions.

As Japan continues construction of these two amjise
Up to this point, our cruiser construction options 1€y are launched by the end of 1940. Note that thi
does not prevent Japan from beginning constructfon

have focused on the Standard Plan as a baseliyau If ;
recall, under Maximum Growth, Japan gains its fourt three destroyers each turn in Fall 1940 and Witd0.
In each of these turns, Japan’s five SBPs are ased

SBP in Winter 1940. Therefore, one option under a
Maximum Growth plan would be to use some of follows: one SBP advances a_BBS, one SI_BP launches a
Japan’s additional BRPs to launch CA4 before going CA2, and three SBPs begin construction of three
war. Because the one-year period from Winter 1840 t d€Stroyers. _

Fall 1941 occurs before Japan goes to war, botsersu This brings us to 1941. In Spring 1941, the Jaganes
would be launched before the Japanese attacl@layer may begin construction of a third cruisenjcl
However, one principal benefit of Maximum Growth is 'S Placed in the Fall column of the 2 row (see the
more RPs in the 1941 YSS, and spending even 3 Brplapanese Naval Construction Chart on the following

in Winter 1940 may reduce Japan's BRP level smas tP29€). Come Fall 1941, the third cruiser is laudgbst
negate this RP boost. Japanese players pursuir ime before Japan goes to war. Extreme Shipigid

Maximum Growth must plan very carefully if they therefore, allows Japan to build not only 30 dgsire
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(instead of 26), but also an additional CA6. Shipbuilding provides the best opportunity for ges/to

explore new horizons in early-war Japanese

Naval Construction - Tokyo
Fall

shipbuilding.

Level Summer Winter

3
2

Launch

Spring

Musashi
(BBS)

TheAkagi in April 1942.
More of these would be
nice, no?
(content.answers.com/mai
. n/content/wp/en-
5 commons/thumb/b/b9/300
= px-
| AkagiDeckApril42.jpg)

Zuikaku
V)

Yamato

CA (BBS5)

Shokaku
(CV)

DD3

These six additional fleet factors provide exattlyg p
combat factors of shore bombardment on the DoW an¢ ==
DoW-+1 turns. With an additional DD4 and two combat ™ ' _ _ _
factors of shore bombardment, Japan may have the But before we get too immersed in delusions of
firepower to capture one modefended target in Winter ~ carrier grandeur, we must recall that for everyoact
1941 that would not be possible under the othezethr there is a reaction:
plans or under this plan with only augmented dgetro 27,7325 RESTRICTIONS ON AMERICAN FAST CARRIER
construction. In summary, Japan’'s expansion capCONSTRUCTION: Prior to the outbreak of war between the U.S.

e P : + 4. and Japan, American construction of fast carrensrohibited except
abilities are maximized under an EXtreme_ Shipbogdi as permitted by the events set out below. Thisricisn does not
plan that augments both destroyer and cruiserdevel affect the continued construction of American feastriers laid down

Of course. there are other ShipS that might sdmwe t prior to the start of the game. For each of théofahg events, the

. ' e U.S. may begin the construction of one American tasrier of any
Imperial Navy better after Japan’s first two turols  type:
expansion. One possible order from the menu iS MOrQ. The jaunch of the Hiryu (Fall 1939), Shokaku (8gril941) and
fast carriers. Zuikaku (Summer 1941) (one fast carrier for eaciméding);

B. The laying down of any other Japanese fast cajoiee fast carrier
for each Japanese fast carrier placed on the Jspaiaval

Fix Me Up Some Flattops

What AWORLD AT WAR player hasn'’t looked at the

Construction Chart).
First, the American player is already free to begin

ship counters that come with the game and fanhsizeconstruction of three fast carriers — one in edchati

about how to get them into play? | mean, look as¢h

1939, Spring 1941, and Summer 1941 — due to the

four Japanese CVBs. There’s got to be a way t@get |aunching of theHiryu, Shokaku, andZuikaku. The first
least one of those into play by mid-game, right? carrier is usually laid down in the Pacific U.Sipstard

The short answer is "Yes, but it will cost you."Wo  jn Winter 1939 because there is no at start ship to
much depends on which of the four plans you aréadvance in the Winter row. The other two carriges a
pursuing. As noted earlier, assuming maximumiypically laid down in early 1941. So the Japanese
destroyer construction and the mandatory continuegjayer should anticipate at least three Americarieza
construction of CVs and BB5s from Winter 1939 to be under construction by Winter 1941.
onward, three of Japan’s SBPs are used each turn on second, by laying down an additional Japanese
“upkeep”. In order for Japan to comfortably (i.e., carrier, Japan opens the door for the Americanepliay
without reducing its destroyer construction) laywdo  do likewise. If the Americans will respond with ariger
and advance additional fast carriers, the shipingild of their own, is laying down additional carriersltg in
rate in Tokyo should be increased to four. Thighere Japan’s best interest? Yes and no. If the Japateger
the benefits of the Extreme Shipbuilding plan seall js aple to time when he lays down a carrier, he bay
shine. Unlike the other three strategies, whiclieim®e  gple to gain an advantage in terms of when it is
Japanese shipbuilding to four in Fall 1940 or later |aynched. Recall that until the American Pacific
Extreme Shipbuilding does so in Spring 1940. Exérem shipyard (or the American Atlantic shipyard) inces:
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to two SBPs, the U.S. may not begin constructioangf  limitis 25 naval factors in a TF - 20.162A) andmsition (normally a
. ! . . . TF must contain at least one fleet factor for efas carrier factor -
new ships (other than the carrier in Winter 193D). 20.162F), and counts as one TF for uninversion.

Japan lays down a carrier earlier in the war, tthen

tlfjris rlr;?grnﬁt Jt;e :r?lsgoir:gaég?];:; Sf:t?(?rzrffr:g;ﬂ 1940 comes at the cost of building destroyers. pAirdi
; P 9 the final Japanese destroyer level (from 26 to 24

in Winter 1939 (at the expense of DD1), then th8.U. . -
may not be able to respond until Spring or Summerdestroyers) may not cripple the initial Japanesaciat

) . . but the Japanese player will find himself passingao
1940 (in the U.S. Atlantic shipyard) or Fall 1949 the o
U.S. Pacific shipyard). Alternatively, the Japanesefew undefended targets in Winter 1941. So the J=gean

player could wait until Spring 1940 to lay down an glr?)t/ﬁ; gszvzgetir? hflﬂlshbegazmcr:)%slifu Cglsncgfn?zgs
additional carrier — especially if Japan will produt+l

) ; i more fast carriers early in the war.
?:F;r:nlgzk)é%vlvr;\ ?tgngr%tlgggﬁsniﬁaég:ﬁfj' :[[Prj;t;ooner Let's consider a few options for Japanese carrier
p y ' " construction early in the war by using the Japanese

Othng|se, It mlght be better Ju.St 0 plgy it caod not Naval Construction Chart. These options are asvisl
begin construction of any carriers until the stirthe

Of course, laying down Japanese carriers in 1939-

war, when the 27.7325 restriction is lifted, ane th 1. One CVL. 4. Two CVLs.

Amerlcgns can bglld as many carriers as they want. 2 One CV. 5. Two CVs.
Earlier in this article we discussed how the

Maximum Growth and Ultimate Surprise plans provide 3. One CVB. 6. Two CVBs.

the best chances for delaying the first U.S. Racifi nq we explore each carrier build option, we wiidiss
mobilization. It is appropriate to return to thes®nis |, 1 pajance the timing of beginning constructien
now that we are discussing restrictions on Amerfash the reduction in pre-war destroyers built

carrier construction. If Japan begins construcubra The simplest option is building one additional CVL.
fast carrier in Winter 1939 and is able to delag/first |, 4or any of our four plans, the CVL could be laid
U.S. Pacific mot_)lllzatlon until Winter 1940 (Or, @8 Gown in Winter 1939 at the expense of building one
Ultimate ~ Surprise, maybe even Spring 1941), yegrover. To maintain a level of 26 pre-war desrs,
construction of the Japanese carrier may be um 0 e vy could instead be laid down when Japan
year ahead of any American carrier t_hat IS _Ia'd mja_]w increases its shipbuilding to four. This would h®isy
response (at least in the U.S. Pacific shipyarts T 1949 (Extreme Shipbuilding), Fall 1940 (Standard
allows Japan to either “get ahead” by launchingraer Plan), or Winter 1940 (Maximum Growth). For now,
one year sooner than the corresponding Americalats assume an approach where Japan begins con-
carrier or “size up” and launch a carrier thatne €actor ¢\ ~tion in Winter 1939. At the end of Winter 108%

larger than the corresponding American carrieeitimer Japanese Naval Construction Chart appears as &llow
case, this confers an advantage to Japan in tefms o

carrier superiority in 1942-43, which could infleenthe Naval Construction - Tokyo
outcome of a major carrier battle in the Pacific.

There is one more perk to laying down a carrier in
Winter 1939. If the carrier is a CV, then it walunch in
Winter 1941. For those Japanese players bold erntough 4 Musashi
try to maintain surprise (or not!) and attack inriggp (BBY)
1942, this CV would be the seventh CV in the Jagane
strike force that attacks Pearl Harbor. In fageted has 3 Vet
it that a Japanese player once laid ddwa CVs in (B85)
Winter 1939 and attacked Pearl Harbor vatyht CVs
in Spring 1942, as permitted under the followinigru 2
51.12 JAPANESE STRIKE FORCE: As the first patrol mission of el Bikive o
the turn in which Japan declares war on the Uapad may attack Pearl
Harbor by air with a naval force consisting of amymber of CVs and
CVBs, plus at least two fast three-factor battleshénd one cruiser, Launch
without regard for the normal range limit on patr(21.3614, 21.3616).

CVLs may not be used for the initial attack on Pegarbor. The DD1
Japanese strike force sails as a single TF, detpigize (the normal

Level Spring Summer Fall Winter
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Under any plan other than Ultimate Surprise, Japan Under any plan, Japan may build a CV or CVB
will have a fourth SBP available by Winter 1940,emh  beginning in Winter 1939 at a cost of one destroyer
the CVL is launched. So beginning constructionmé 0  Under Ultimate Surprise, the cost would be two
CVL in Winter 1939 only comes at a cost of one destroyers because that plan does not have Japan
destroyer. Under Extreme Shipbuilding, Japan shouldncreasing its shipbuilding capacity to four urfgll
begin construction of the CVL in Spring 1940 instea 1941. Following the CVB example on the Naval
the CVL is launched in Spring 1941 (before JapanConstruction Chart, Japan would launch this CVB in
attacks), and the maximum 30 destroyers are alWinter 1942, which is still early enough to infleenthe
available for use in Winter 1941. The same is tfutae  outcome of mid-war carrier battles.

Standard Plan: laying down the CVL in Fall 1940ewh Once again, Extreme Shipbuilding offers some
Tokyo's SBPs increase to four, still has the CVL interesting alternatives to early-war naval corcstom.
launching in Fall 1941. Under Maximum Growth, an Under this plan, Japan is likely well off beginning
alternative is to begin construction of the CVL\ifinter construction of a CV in either Winter 1939 (at thosst
1940 and launch it in Winter 1941, after Japarck#fa of one destroyer) or Spring 1940. The CV would then
but still increasing Japan’s carrier levels for 294 launch in either Winter 1941 or Spring 1942. Dewuidi

The problem with building a single CVL is that it which turn is superior depends on how many
allows the American player to lay down a fast earaf  discretionary BRPs Japan will have for builds imt
any size. If the American player opts to use histfi 1941 and what the Japanese player plans to dathveth
opening (usually Spring or Summer 1940) in the U.S.CV. If there isn't a pressing need for the CV oe th
Atlantic shipyard to lay down a carrier, he coddrich  DoW+1 turn (Spring 1942), then beginning constarcti
a CVL by early 1941, a CV by early 1942, or a CVB in Spring 1940 is the better option. First, thisyants
(that is maximally accelerated in early 1942) bie la the loss of one pre-war destroyer that would haenb
1942. If Japan seeks to gain an advantage in ccarriebuilt in Winter 1939. Second, Japan will be flusthw
superiority in 1942, then building an additional ICV BRPs in Spring 1942, and the decision to launciCiie

provides only a small or short-lived benefit attbes will not come at the expense of other key builds in
Construction of one CV or CVB follows a similar Winter 1941.
path to building one CVL except that delaying tteets Similarly, construction of a CVB is best begun in

of carrier construction beyond early 1940 yielddeli  Spring 1940 instead of Winter 1939 under Extreme
benefit to Japan in terms of carrier superioritd@42-  Shipbuilding. As with the CV construction, begingin
1943; by Fall 1940, the American player can likely construction in Spring 1940 prevents the loss efme-
respond in kind, and any time advantage that Jayggn  war destroyer. More importantly, advancing or
have had is lost. For this reason, it is suggetftada  accelerating construction of the CVB in Winter 1941
Japanese player who seeks to build one CV or ori# CV will be either slower to launch the CVB or morettos
begin construction in Winter 1939 or, under Extremein terms of BRPs, which are more scarce in Win®zr1l
Shipbuilding, Spring 1940. Assuming the start ofi-co than Spring 1942. Assuming that construction of the
struction of a CVB in Winter 1939, by the end o409 CVB began in Winter 1939, let's consider the Japane
the Japanese Naval Construction Chart is as fallows ~ Naval Construction Chart at the start of Winter1:94

Naval Construction - Tokyo Naval Construction - Tokyo
Level Spring Summer Fall Winter Level Spring Summer Fall Winter
3 Musashi Shinano 3 Shinano
(BB5) (CVB) (cvB)

2 Shokaku Zuikaku Yamato 2 Musashi Yamato

(cv) (cv) (BB5) (BB5) (BB5)

Launch Launch
DD2
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Any Japanese extreme shipbuilder will choose todau  Still, constructing two CVLs is still an option, see

the Yamato BB5 in Winter 1941. With few discretionary will explore it.

BRPs available, the most likely option for tB&nano As before, beginning construction of a CVL in

CVB would be to advance it to the 2 row and launch Winter 1939 is unnecessary; laying down a CVL in

in Winter 1942. Accelerating construction of the Summer or Fall 1940 still has the carrier launching

Shinano CVB in Winter 1941 at a cost of three or six before Japan goes to war. Unlike building one CVL,

additional BRPs leaves Japan with too few BRPs fotbuilding two CVLs will cost Japan some pre-war

anything else. It's possible, but it would be painfA destroyers — how many will depend on the plan that

fanatical extreme shipbuilder could choose toJapan is pursuing. Let's walk through the calcofeti

maximally accelerate the Shinano CVB in Winter 1941assuming that Japan begins construction of one iGVL

and launch it in Summer 1942. But he would be pgssi each of Summer and Fall 1940. Once again, letisnev

on other key builds in Winter 1941 in order to dist the Japanese Naval Construction Chart at the end of
If instead we lay down the CVB in Spring 1940, then 1940:

the Japanese Naval Construction Chart looks lilsesth

the start of Spring 1942: Naval Construction - Tokyo
- Level Spring Summer Fall Winter
Naval Construction - Tokyo
Level Spring Summer Fall Winter
Musashi
(BB5)
3 Shinano Shoho
(CvB) 2 W)
Shokaku Zuikaku Junyo Yamato
(CV) (V) (CVL) (BB5)

2 Musashi

(BBS5) Launch

DD2

Launch

Similar to the cruiser construction option, the Jok
shipyard is topped off at eight ships. So we areuat
Come Spring 1942, Japan will have the BRPs tomaximum for all plans except Extreme Shipbuilding,
maximally accelerate thghinano CVB from the 3 row  under which the Tokyo shipyard could handle as many
of the Spring column to the 2 row of the Fall colum as ten ships beginning in Fall 1940.
Then theShinano CVB launches in Fall 1942 — one turn It's obvious that theShoho and Junyo CVLs will
earlier than if it had been laid down in Winter @9ata  launch in Summer and Fall 1941, respectively. What
cost of one pre-war destroyer, | might add) andisn’t obvious is how many destroyers will not bélthin
advanced in Winter 1941. In summary, under Extremeorder to build these two CVLs under various plans.
Shipbuilding, it's better to begin construction @fie  Under Ultimate Surprise, where Tokyo gains its flour
CVB in Spring 1940 instead of Winter 1939. SBP in Fall 1941, Japan will have to forego buidin
Now that we have considered the timing of one destroyer in each of Summer 1940, Fall 194@, an
beginning construction of one CVL, CV, or CVB, it's Summer 1941. Thus, Japan’'s pre-war destroyers will
appropriate to consider more aggressive optionprisr  total only 23 instead of 26. That's doable, altHotige
war Japanese fast carrier construction; namely, twaeduced invasion capabilities will hurt.
CVLs, CVs, or CVBs. The reader is left to explore A Maximum Growth plan has Japan’s shipbuilding
different combinations of carrier construction (sage increase in Winter 1940; hence, only one destroyid
CVB and one CVL) on his own. in each of Summer and Fall 1940 need be skippdd. Th
If Japan seeks to build two CVLs, then the sameallows Japan to build two CVLs and still attackin@4
rules apply that applied when building one CVLsEir destroyers.
CVLs are kinda wimpy, and the American responskt wil  Under the Standard Plan, Japan's Fall 1940
probably be two CVs or one CV and one CVL; in the shipbuilding increase would only require passinghan
end, Japan may gain little or actually lose sonoeiigi ~ Summer 1940 destroyer build. This plan sees Japan
in the race to maintain carrier superiority in 194213.  build two CVLs and attack with 25 destroyers. Gidh
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three plans, the Standard Plan is superior fopanise Naval Construction - Tokyo
player who would like to build two CVLs. o Spring | Summer =" Winter

If the Extreme Shipbuilding plan is pursued, then
Japan need not reduce its pre-war destroyer catistiu
at all. In Summer 1940, Japan has four SBPs (one to 3 Shinano Yurel
advance a BB5, two to lay down two destroyers, and (cvB) cvB)
one to lay down a CVL). And come Fall 1940, whes th
Tokyo shipyard goes to five SBPs, the fifth SBP is 2
allocated to building a third destroyer each tlwnder
Extreme Shipbuilding, Japan can build 30 destroyers
and two CVLs before the outbreak of war.

Construction of two CVs or two CVBs becomes
more problematic for Japan, but is still doable nated
earlier when bUIIdIng one CV or CVB, it's betterdimrt In 1942, Japan will max|ma||y accelerate the

construction earlier — in Winter 1939 or early 1940 shinano CVB and theYurei CVB so that they will

depending on the Japanese player's plan. Let'sS@&#ns |aunch in Fall and Winter 1942, respectively. By énd

a few options for building two CVs or CVBs. of 1942, the number of Japanese fast carrier fagtir
The first option is the zany strategy of buildingdt  increase by eight — not too shabby. The American

additional CVs for use in a Spring 1942 attack earP  response in terms of which fast carriers are laidrd
Harbor. For this to work, two CVs are laid down in and when will determine the duration of Japan’s

Winter 1939, advanced in Winter 1940, and launched temporary boost in carrier Superiority_

Winter 1941. Under any of our four plans, this witist Just as constructing two CVLs reduced the number
Japan two destroyers in Winter 1939 and one to tWyf pre-war Japanese destroyers for all plans except
destroyers in Winter 1940. The final pre-war deg@ro Extreme Shipbuilding, so too does constructionwaf t
levels under each of our four plans are as followsiCvs or CVBs. Assuming the construction timing
Standard Plan (23), Maximum Growth (23), Extreme proposed above, Japan will go to war with the foilhgy
Shipbuilding (27), and Ultimate Surprise (22). This number of destroyers: Standard Plan (24), Maximum
reduced level of invasion capabilities for the D@ Growth (24), Extreme Shipbuilding (30), and Ultimat
DoW+1 turns will be felt by Japan under any plan syrprise (22). The implications of these variedrdgsr
except Extreme Shipbuilding. Finally, the USJT leve |evels will be discussed in the Fall 2008 issubJiofRA.
will increase by two in Winter 1941 due to Japan For fun, we will end our discussion of pre-war
launching two three-factor named ships, which ctiéld  carrier construction by briefly considering an erte
problematic given the greater risk of higher USd@lar  option under Extreme Shipbuilding: building two CVs
the Extreme Shipbuilding plan. (initial construction in Winter 1939 and Fall 1946

The second option is to launch two CVs or CVBs intwo CVBs (started in Spring and Summer 1940) to
1942, when Japan and the U.S. are vying for carriegugment the Imperial Navy. First, the Japanese INava

superiority. As when building one CVB, beginning Construction Chart at the beginning of Winter 1941:
construction in Winter 1939 is inadvisable. In Vémt

Musashi
(BBS)

Launch

1941, when Japan attacks, there will be few BRPs Naval Construction - Tokyo
available to launch a CV or advance a CVB. When to Level Spring | Summer Fall Winter
begin construction will, therefore, depend on wtiese

two CVs or CVBs will be needed by Japan. For now,

let's assume that Japan seeks to build two CVBB wit 3 Shinano Yurei

the goal of tilting the balance of carrier supétjoin B | ©vB)

favor of Japan by the end of 1942. In this casanda Unryu Amag
down one CVB in Spring 1940 and another in Summer 2 P IV A
1940 results in the following ship placement on the (BBS5) (BBS5)
Japanese Naval Construction Chart at the staprafics

1942: Launch
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The Tokyo shipyard maxes out at ten by Fall 194@ (t (particularly Extreme Shipbuilding). One advantage
battleships, six carriers, and two destroyersjlagmn is  beginning construction of Japanese battleshipgaddst
limited to building two destroyers per turn in Falld  of fast carriers is that construction of battleshifpes
Winter 1940 — even though Tokyo has 5 SBPs.not prematurely unleash the carrier-building poéof
Consequently, Japan tops off at 27 destroyerst$or i the American wartime economy.
initial attack. On the plus side, Japan launch€&¥/dan As shown on the Japanese Naval Construction Chart
Winter 1941, and the maximum acceleration of the tw on page 6 of this issue, Japan begins the gamdauith
CVBs in 1942 results in launching one CVB and a CV 3-factor battlecruisers built and two 5-factor lesthips
in Fall 1942 and the second CVB in Winter 1942. under construction. These are Japan’s only fastatap
Building a Japanese carrier fleet of this size will ships, and if Japan wants more fast battleships fast-
provoke a strong U.S. response, but beginningstriking task force, then more will need to be touil
construction of four American carriers will stilleb  Similar to carriers, 3-, 4-, and 5-factor battleshthat
limited by space in the U.S. Atlantic and Pacific will enter play in 1942-43 should be laid down @40
shipyards. In addition, laying down these four ieasr  or perhaps even Winter 1939, depending on when they
will likely come at the expense of the Americanygla  will be needed.
laying down as many BB5s in 1940. Rest assured, the The timing of when construction begins on Japanese
carrier battles in a game where Japan follows thisattleships is similar to that of fast carriers most
Extreme Shipbuilding option should be massive! Whoregards. Taking up space and using SBPs reduces the
benefits more will depend on where the naval lmttle  number of destroyers that may be built until Tokgs
fought and the all-important search dice. four SBPs. Battleships laid down in Winter 1939
Now that we have thoroughly explored various difficult to accelerate (and possibly advance) imié&f
options in building more Japanese carriers earlthén 1941 when BRPs are scarce. And the larger the
war, we will briefly consider building more battiégs. battleship, the sooner it should be laid down i&ito
Each carrier is pivotal in Pacific naval battlesjt b have any impact on the outcome of Pacific navaldsat
having a few more big ships in the Imperial Navy ca For our shipbuilding example, we will consider how
also pay dividends. to expeditiously build two BB5s. The timing of nava
construction is identical to that of building twd/Bs:
the BB5s are laid down in Spring and Summer 1940,
generating the following ship placement on the dapa
el Naval Construction Chart at the start of Spring2t94

Naval Construction - Tokyo

Level Spring Summer Fall Winter

4 Satsuma Kii

(BBS5) (BB5)

—

The Yamato in 1941. BB5s always add a little punch to a navy.
(www.history.navy.mil/photos/«fornv/japan/japs-xz/yamato.htr)

The Bigger, the Better 2 Musash

(BB5)

Four words:Satsuma, Owarii, Kii, andHizen. Yes,
just as many veteran Japanese players are drawn to |Launch
bringing a Japanese CVB into play, so do players
wonder whether building an additional BB5 (or two!)
could help stem the tide of the American advante T The BB5s are, thus, laid down in 1940, advanced in
construction of additional Japanese battleships isl941, maximally accelerated twice in 1942 (albeit a
certainly a possibility under each of the four plan some cost), and launched in Spring and Summer 1943,
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when they would still be great assets in navaldsath Conclusion

the mid-war. If the Japanese player favors contbmnic

of BB4s instead of BB5s, the only change is thayth In the end, Japan’s choices in early-war shipbugdi
launch in Fall and Winter 1942 instead of early394 may not influence the outcome of the game. Aftgr al
Similarly, BC3s launch in Spring and Summer 1942the American economy grows so rapidly after war
instead of late 1942 or early 1943. Regardlesshiflw  breaks out that eventually the Imperial Navy wid b
combination of fast battleships you choose, thely wi overwhelmed. On the other hand, Japan may get lucky

nicely complement your fast carriers in a taskdorc in the initial naval skirmishes, and the Americansld
) suffer a Midway-like defeat in 1942. If Japan idight
That Submarine hard to maintain its defensive perimeter for longer

gspecially against a rapidly growing U.S. Navy,nthe
more fast carriers could be necessary to replaceica
Losses as they occur. Alternatively, launching antvo
additional battleships could bolster the Imperiali}or
open other options for its use. Finally, a comlamaof
one or more carriers and one or more battleships ma
provide the best balance in growing the ImperialyNa
but not opening the door for the American player to
begin construction of as many fast carriers in 1940
Whatever ships the Japanese player plans to build
in the early war, he should be careful to planhmw he
will accomplish the task with respect to the timioig
shipbuilding increases and mobilizations. If prdper
planned, a Japanese strategy based on growing the
Imperial Navy larger and stronger can be a blasist®
against the Americans in the Pacific. It could algast
maybe — tilt the balance in Japan’s favor in thd-war
and eventually allow Japan to survive beyond Fadb]
securing victory through use of the Imperial Navy!

A short note should be made regarding the secon
Japanese submarine, which begins the game urfsiilt.
discussed earlier, construction of destroyers take
priority through Summer 1941 (for launch as lat&als
1941). But in Fall 1941, Japan will only have the
Musashi BB5 and perhaps one additional ship to
advance or launch. It is this turn when Japan shoul
build its second submarine. This allows Japan ¢otlus
submarine to intercept sea supply to an island pgrou
such as the Gilberts or the Solomons during thid\ll
Winter 1941 player turn. Alternatively, Japan skoul
build its second submarine in Winter 1941 for usthe
Pacific or Indian Ocean SW box in Spring 1942, tefo
the Western Allied defensive SW combat modifiers
stack up against Japan. One final alternative \wéeib
until 1942 to build the second submarine, althoegth
passing turn makes the sub less useful while Wester
Allied ASW tech research results accumulate.

| GOT THIS NAVY, Now WHAT ?
A Few Pointers on Employing the Imperial Japanese &by
by Eric Thobaben

Expansion Resistance. Contraction 2as it attempts to maintain a defensive perimeteafo
' ' long as possible and fight the Americans whenriast

Now that we have discussed how to augment theprudent to do so.
Imperial Navy in various ways, it is useful to e How the Imperial Navy is employed changes as the
how it might be used to greatest effect. As notedgame progresses. In the first two turns of war glgu
throughout this issue, the overall Japanese planf b Winter 1941 and Spring 1942), the Imperial Navy is
Ultimate Surprise or Maximum Growth, should provide used primarily for offensive missions such as se@bo
guidance as to how the Japanese player approdehes tinvasions and shore bombardment. For the next year
early war. These early-war decisions then impaet th (Summer 1942 through Spring 1943), Japanese ships
options available to Japan in the mid-war (to somemight patrol, raid, conduct seaborne invasionsyigeo
extent). The combination of these mid-war decisionsshore bombardment, and contest American invasions.
and the outcome of several naval battles will hetrthe  From about Summer 1943 onward, the Imperial Navy
stage for Japanese options in the late war. Hobesd  will usually be used defensively to oppose American
utilize the Imperial Navy is crucial to Japan’s\sual invasions and perhaps counter-invade key hexes.
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In summary, use of the Imperial Navy changesany invasions that are intercepted by the WestéigsA
throughout the war, from offensive to defensivee Th By having its strength nearby, Japan ensures agstro
pointers below are meant to provide some guidamce ishowing in the first round of naval combat that may

getting the most out of your Imperial Navy. result in the Americans withdrawing and the invasio
. - going through. Once again, a plan that includelsling
A Raiding We Shall Go a few Japanese carriers may increase and prolong

Hapan’s edge in carrier superiority early in the. wa

Like the Germans and ltalians, Japan has the optio Patrols use oil, however, and should be used

of raiding and, with some luck, disrupting Allied . . . :
convoys. Because the Western Allies typically have sparingly. In 1942, when Japan is still expanding,
or two air range research results in 1942, Japanes%apanese patrols are more common. But by 1943,

raiders are more likely to attrition the Westerrieal maintaining or growing the oll reserve _becomes nabre

navies than sink any transports. For that reasdhgi a priority as Japan goes on the defensive.

Japanese player elects to raid, he should do $othet D-Fence

toughest combination of ships that he can mustas T

excludes BB5s, which were historically directed at By mid-1943 or 1944, the U.S. Navy will have
fighting the U.S. Navy in fleet engagements. grown sufficiently large that Japan will be on the
21,532 RAIDER GROUPS: defensive. Wise use of the Imperial Navy during thi

A. ELIGIBLE SHIPS: Cruisers, capital ships and fast carriers may time may_ result in a Japanese naval \('Ctory thatsl
raid; Japanese five-factor battleships, destrayersslow ships may not. = the American advance or even stops it cold forra. tu

Only fast ships may raid, and Japan’s largest fastVhen on the defensive, be sure to fight 1) under
capital ships are 3-factor battlecruisers. One adge  Japanese land-based air superiority or 2) withnkzgea

of building a Japanese BB4 is that it is the |argesct_arrier superiority if the Americans are invadimgot
Japanese fast battleship that may raid. One of thdistant targets. Under either or both of these
options under Extreme Shipbuilding is to build two Circumstances, Japanese naval losses should ber ligh
BB4s, which would pack a punch as a two-ship rgidin @nd the Imperial Navy should remain a threat fogés.
group or, with a CV in the raider group, a sizeable!f Japan is able to lay down additional carrierarrthe
punch. But without a BB4, a Japanese raiding gafup outbreak of war and launch them by the end of 1943,
one BC3 and one CV or two BC3s still may do Somethe:se. may replace key carrier Iosses_ that allow the
damage and may even escape detection and reach thBPerial Navy to more staunchly defend into 1944.
transports. If Japan’s intent is more to attritibiestern :

Allied ships, a third ship (perhaps a BC3 or CA2) Final Remarks
should be included in the raid. This short list of pointers is geared toward novice
Raiding is risky and sometimes results in the &dss  Japanese players who are new to the Pacific thaater
your raiding ships. Raids should, therefore, ondy b might benefit from a better understanding of how th
conducted when Japan still enjoys a naval natignali initiative changes hands from Japan to the U.Snfro
advantage, the Western Allies only have one aiggan 1942-1944. Reflecting on the early-war shipbuilding
research result, or both. Once these advantagesia®e  options presented earlier, it is clearer how a few

Japan should use its ships in other ways. additional destroyers, fast carriers, or battleshipay
provide key advantages at different points during t
On Patrol war. If this issue was successful, novice Japanese

One popular and effective use of the Imperial NavyPlayers should be excited to play Japan and build a
is, during the movement phase, to put one or twhk ta IMPerial Navy oftheir choosing. Whether or not they
forces on patrol within three hexes of severalndta ~€arn victory will be decided in battle on the hegias.
that will be the targets of seaborne invasionsndutine .
combat phase. Up through 1942, Japan often enjoy How to obtain ULTRA
carrier superiority and has a larger navy than th{ Current and back issues of tka may be downloadet
Western Allies in the Pacific. This allows Japan to| no charge from the AWORLD AT WAR website
invade several targets in the same island groughdid (www.aworldatwar.com).
back one or two beefy patrolling task forces topsup




