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The Way of the Warrior Part
Banzai! Japan’s Grand Attack

By Ed Schoenfeld with Maps by Eric Thobaben

strong perimeter. We will then examine the forces
generated by the Standard Plan for mobilization and
describe how to allocate them against specific targets
for a successful surprise attack, including targets to be
taken on the second turn. Finally, we will review
alternative mobilization and shipbuilding plans and
show how each plan enhances specific attack options.

The Best Laid Plans

At first, conducting Japan’s surprise attack may
seem like a daunting task — the Pacific is huge and
Japan must conquer targets from Rangoon to Rabaul
and the Aleutians, and do so with limited forces. It's
little wonder that many players worry that they have
sufficient options to  www.loc gov/éxhibitions/ukiyo—e doomed themseIV(_es pefon_'—: the game really starts by

o leaving some crucial invasion force even one hex out

challenge even the . . . ... _of position. Worse, whatever can be done if the Allies
most experienced player. Making solid choices with a

sound strategic plan can set Japan up for a successfcrl]ange their defense on the turn before war and leave
mid-game and a potential Axis victory in the Pacific, painstakingly planned Japanese attack horribly out

N o
though ultimate success often requires Japan to takOf position? Fortunately, the task can be simplified by

some risks along the way. Yet attacking with too little gpplylng two basic principles of strategy:

forethought and too much trust in the dice can set the 1) First, Japan can take advantage of its central

stage for a failed attack and a rapid decline in fighting position on the Pacific map. Fleets can change

power. This issue will describe what Japan must do in base up to 20 hexes, and missions also have a

order to seize the necessary resources and establish a range of up to 20 hexes. We can use that
flexibility to make planning easier.

Introduction

In the first issues
of 2008, ULTRA | «
explored the options ©°
Japan has to build ar & "
army and navy that
can triumph in A
World at War. But =
once the forces are
mobilized and built, |
Japan must still
conduct its great ™
surprise attack. Here
too, Japan has'

The Way of the Warrior Ill - I
The Yamamoto Variations: Other Mobilization Plans
BANZAI! Japan’s Grand Attack b. 15
............................................................. Front Cover By Ed Schoenfeld
By Ed Schoenteld Japanese Attack Planner....................ceeeeeee...p. 16
Hit ‘Em Where they Ain't: Japan’s Second Turn Adapted by Ed Schoenfeld, original by Mike Crows

ByEdScrﬁ)oelnSfeld Next Issue: What Might Have Been --

Contrafactual Histories of WWII




Fall 2008

2) Not all targets are equally important. Japan’sA. One-hexislands.

first priority is oil, its second BRPs, and its
third establishing a defensive perimeter. We

can avoid trying to do everything at once.

Reach Out and Touch Someone

B. Palawan, New Ireland and Halmahera, through theaich hexes as

though they were ports (4.75)

Considering the points in order, here are the rules

governing the range of offensive naval missions,

including Japanese exceptions in the Pacific:

21.3614 OFFENSIVE NAVAL MISSIONS: Offensive naval
missions may not exceed 40 (Europe) or 20 (Padixes, and must
touch a port (21.36C) at least once every 20 (E)rop 10 (Pacific)
hexes. (EXCEPTIONS: See 21.3615 and 21.3616 famans in the
Pacific)

21.3616 JAPANESE RANGE EXCEPTIONS IN THE PACIFIC:

A. JAPAN:

The initial leg of a Japanese naval activity begignn Japan may

cross up to 20 hexes before touching a port (21).36Exception —

Midway (21.3616B)

B. MIDWAY, JOHNSTON ISLAND, HAWAIIAN ISLANDS:

- Midway is only within range for a Japam naval activity

beginning in Japan if Japan controls and fully $siespWake. The

activity must pass through Wake and proceed bglhiogtest route.
Johnston Island is within range forapahese naval activity

beginning in Japan if Japan controls and fully $siespWake. The

activity must pass through Wake and proceed bghiogtest route.
Japanese naval activities between thedilan Islands and

Japan may exceed the normal range limits and meequairintervening

ports if Japan controls and fully supplies Wake aitider Midway or

Johnston Island. Naval activities must pass throtigh required

islands and proceed by the shortest route.

C. INITIAL ATTACK ON PEARL HARBOR:

The patrol mission for the initial Japanese attaokPearl Harbor

(51.12)may exceed the range limit and need not touch tgvery 10

hexes.

21.37 ISLANDS WITHOUT PORT ACCESS: Naval units may sea

transport and NR ground and air units into and afutand ground

units may conduct seaborne invasion from, contioitdands which

do not contain a port as follows:
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Map One: Distances from Japan to DoW turn targets

On the surprise turn, the initial strike against Pearl
Harbor has unlimited range; and, invasions conducted
from ports in Japan have a range of 20 hexes without
the need to touch on intervening ports. As the blue
dots on Map One show, there are a great number of
invasion targets within twenty hexes of Japan -
Singapore, Palembang, Lae, Rabaul and Wake all can
be reached from the Home Islands! Japan can take full
advantage of its central position, and planning for the
grand attack can be as easy as moving fleets and
ground units from port to port in Japan.

Of course, there is . |
more to consider tharl T &
simple ease of planning i
After all, Japan may wan
to use units from China o
Manchuria or invade
targets that are a bi

hexes! The Imperial Na :
can still base in Japan, a &
naval units can change

base up to 20 hexes beforzs «."

conducting missions from:%;

their new ports. Ground ... ;%ég
units assigned to T
invasions, however, mus;/ @ ’ “%
begin the turn in the port /| e
or one-hex island of %@ o R

embarkation. Thus, it's a Rob =kl
good idea to deploy

: Ranges from Port Arthur
ground units to forward
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bases before attacking. based air range on the first turn, while air units in Cam
By rule, invasions from ports outside Japan still Ranh Bay, or Tourane can stage to Singora (for use
have an overall range of 20 hexes, but must touch against Singapore), Vientiane (against Burma), and
port every 10 hexes, so units embarking from as fasouthern Taiwan (against Lingayen).
away as Port Arthur in Manchuria can move through a Air base management is particularly important.
chain of ports on combat missions to Singora, theJapan needs one airbase in Taiwan to counterair
Malaysian beach, or Brunei. Units from other ports inLingayen plus others in Saigon and possibly Singora
China can reach targets even further away, includindo help clear the Malayan peninsula. As Japan can
Palembang, Batavia, and Balikpapan. That makes thenly recycle on airbase per turn, it's best to set up the
Chinese ports good sources for units in invasionairbases in Taiwan and Saigon ahead of time. Then
forces, as long as Japan controls French Indochina anthpan can use the attack turn to place an airbase in

the mission can touch Cam Ranh Bay or Saigon. Singora, or, if the plan instead is to conserve
Saigon and Truk are uninverted air for use on the Allied player turn,
the most important redeploy an airbase to the Pacific, where the air will
forward bases. Saigon is be in position to cut sea supply lines.
in range of all seaborne The basic principle remains, however, that the
invasion targets on the easiest way to plan Japan’s surprise attack is to
Southeast Asian front. proceed from the Home Islands outward. Set up your
Japan usually occupies it units in Japanese ports that can reach a number of
in Summer 41, to begin invasion targets. Refine your plan by deploying
taking control of French ground units to forward bases, but remember always
Indochina. Do so using a to have specific tasks and targets in mind. Keep track
1-2 infantry along with a of targets and alternatives by using a “Japanese Attack
marine or the airborne or Planner,” similar to the one game master Mike Crowe
and then leave them in provides to players at the BPA convention each year.
place for an invasion! The sample Attack Planner at the end of this article
Truk, a double port, is will be filled in, but you can find a blank copy at
especially flexible. Not www.aworldatwar.org under ‘Player Contributions.’

only is it is within 10 Ranges from Truk If your opponent shifts his defense at the last minute,

hexes of the Gilberts, most of the Solomons, and Poryou can remain calm and re-task with little effort.
Moresby, but by touching on Palau Korar ground units e ,

from Truk also can invade Brunei, Balikpapan, or Get there the ‘Firstest’ . . .
Lingayen. It's worthwhile to place a fairly heavy force
in Truk — two 1-2 infantry and 2 marines will make
the Allied player think hard about defending Port

The second way to simplify planning for Japan’s
attack turn is to prioritize the targets. The order of

i : . riorities is simple: Get the oil, get the BRPS, and get
Moresby and still allow attacks in Southeast Asia. PriOMlies 1S Simp i, g g

. . ; to your perimeter. Here are the requirements Japan
Invading units can also be ‘picked up’ from one y P a P

! ) ' " must meet in order to ship oil:
hex islands, but remember that invasion range is P

counted from the port the escorting naval units sail33-32 ENEMY CONTROL:

f | . F?] , h K 9 . h 33.3210IL CENTERS: An oil center incurs one level of damage

.rom (or last ‘touch.). That makes Fountmg ex_es whenever the hex in which it is located comes uratesmy control,

important. For example, naval forces in Truk can picksubject to the exceptions set out in 33.3211.

up an infantry unit from Orolak and invade either 33.3211 EXCEPTIONS:OQil centers are captured without damage in

: P he following situations:

Guadalcanal or Wake, but if the 1-2 is in Ponape the s rpRr|SE EFFECTS (PACIFIC): If the effective USJT level is

distance from Truk is 11 hexes and the invasions ar@ss than 40 when Japan declares war on the U.SBricain,

not allowed — though Ponape is perfect placement foPalembang and Brunei are not damaged if capturegapgin during

a unit that will invade the Gilberts the first two turns of the Japanese attack.

Burma must be attacked overland, so Japan shoul8B.452 JAPANESE OIL SOURCES: _

make sure to position strong infantry units and some?3-4522 BRUNEI AND PALEMBANG: Three oil counters from
. . ,_ each of Brunei and Palembang. Japan may only shfpopm Brunei

armor n French Indoc_:hlna. Almost all of Japan’s Palembang if they are under Japanese contrtieastart of the

available land based air should be deployed there aspanese player turn.

We” Targets in the Paciﬁc are usua”y out Of |and_ 33.4523 ASSIGNING TRANSPORTS TO CARRY OIL: Japan
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?;ayggsiigg_ltransrforts to carry Oilbonlsé_as pg?ef_ﬂapanesle Con;/oy the second turn of war, it is equally important to
5.931). QOil in the convoy may be shipped durihg initial supply : ‘ ) : P
determination, construction or redeployment phasfethe Japanese expand Into an ‘outer perlmeter_ conS|st|ng of Port
player turn. ... Japanese transports may carry aih fBsunei only if Moresby, the Solomons, the Gilberts, Midway or
Japan controls Balikpapan at the time the oil ifppstd; Japanese Johnston Island, and the Aleutians. Some of these
transports may carry oil from Palembang only if alapcontrols  targets cannot be reached on the first turn of the war:
Batavia at the time the oil is shipped. . . .
o _ ~ Japan must control Wake before it can invade Midway
~Japan must control four objectives in order to shipor Johnston, and invading the Aleutians is prohibited
six oil counters per turn: Brunei and Palembang, thein Winter, the turn on which Japan normally declares
oil centers, plus Batavia and Balikpapan, which allowwar. The other ‘outer’ perimeter targets, however, all
the oil to be shipped on transports. To ship oil, the oilcan be reached on the first turn from Truk. While the
centers must be cont_rolled at the beginning of the_turnAMies will usually defend Port Moresby strongly, they
but Batavia and Balikpapan are not needed until the:annot defend every island in the Solomons and
redeployment phase, when Japan replenishes its ogilberts, so there will be good possibilities for Japan
reserve. This means that Japan usually will capturgo expand early without using destroyers that are
Brunei and Palembang on the first turn, but can waitheeded for targets higher on the priority list.
until the second to take Batavia and Balikpapan, . B N
because that is the first turn oil can be shipped. .. . with the “Mostest
Malaysia, Singapore, Manila, Burma and Hong
Kong all provide BRPs. In addition, Manila provides a . .
“2 srategc wartare modier to te Alls, whis Y SSe fiects, he deenie value of e lrgets
Singapore controls the Strait of Malacca and allows ' prise-
Japanese raiders in the Indian Ocean. Because ManilélLX\Z(ERS;JSFE’E]SE EFFECTS DURING THE JAPANESE
Slngapore, and Malaya may require m(_)re than Oné GROUND UNITS: All Western Allied and Dutch infantry and
turn to conquer, Japan should make getting the forcegpiacement units are subject to a -1 DM. This doets apply to
that will eventually take them a first-turn priority. Western Allied armor and specialized units or totidvelist and
; i i i linni Communist Chinese units.
Tha.t means mvadmg ngay.en in the Phl|lpp|neS andB. AIR UNITS: Western Allied and Dutch air units are uninverted
getting strong ground units onto the Malayan yng defend normally.
peninsula at Singora or the beach at CC12. Burma and. NAVAL UNITS: British, Australian and Dutch naval units may
Hong Kong, on the other hand, will be attacked interceptJapanese naval activities normally. Aczrisubmarines are
! . ’ . inverted.
overland from, respectively, Fr,enCh I,ndOChma andD. SEA TRANSPORT: Japanese ground units which sea transport do
Canton. Even though the attacking units usually will not incur the basic movement cost for debarkinthoaigh they must
be in position before the surprise turn, it’s still a gooduse a movement factor to debark in hexes contaimmgntain,

. . jungle/mountain or swamp.
idea to account for them in the Japanese plan. E. INVASIONS: Japanese units which invade undefended beaches

_ J_apan’s perimeter in the Pacific includes two ang one-hex islands may move, conduct overrunsagtadk inland,
distinct parts. Guam, Rabaul, Lae, and Wake form arnust as though they sea transported. The normalement cost for
‘inner’ perimeter that prevents attacks deep intodebarking following sea transport applies t0_smn&aa_;|ons'(21.437A).
Japan’s sphere of control. Much of the fightin thatF' AIR TRANSPORT: Japanese ground units which air transport do

p p - ' g g not incur the basic movement cost for debarkinthoaigh they must
eventually will take place in 1943 and (hopefully!) use a movement factor to debark in hexes contaimmgintain,
early 1944 will focus on Japan defending thelunﬁ?ﬂgitﬂéaér;\l CérEsvg\rerURE Ao atedic Magic card
‘Q; - : . : merican strategic Magic cards

Bismarcks Barrier’ as Iong' as pOSSIble. Rabaul ajncﬁay only be used at Pearl Harbor (51.311) and nedyba used for
Lae also are ports from which Japan can expand int@ny other purpose.
the South Pacific, while Guam is important in H. MONSOONS: Japanese forces are not affected by monsoons.

establishing a chain of naval and air bases that make it The most significant surprise effects are the -1 DM
much easier for Japan to'redeploy forces. Japanesg, ajlied infantry and replacements and the
control of Wake, meanwhile, restricts the range ofyqgitional mobility for Japanese units that sea
Allied naval missions from Pearl Harbor to 15 hexestransport or invade empty hexes. The ability to move
instead of 20. (The U.S. receives the same ranggnq attack after invading undefended beaches is
advantage for Pearl Harbor that Japan receives for th@specially effective when combined with Japan’s
Home Islands as long as the Allies control Wake,gyception from paying additional movement points to
Midway, and Johnston Island.) enter Jungle terrain. Both effects can help save
While Japan should secure it's ‘inner’ perimeter by pracious destroyers, and using Marines reduces DD

Japan’s ability to make its conquests is determined
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requirements even more. Additionally, the American81.51 RESTRICTIONS:

- : : A . RUSSIAN DECLARATION OF WAR ON JAPAN: Russia may
submarine, usually stationed in Manila, is inverted ano‘jeclalre war on Japan only if the BRP value of thessan units

the Allies cannot use strategic Magic cards to interferegjacent to or one hex away from Manchuria or Jegamontrolled
with Japanese invasions (though they can be used txes in northern China is at least twice the BR#ues of the

modify the Pearl Harbor table) Note that other Allied Manchurian garrison. Siberian garrison units whilchnot meet this

. oy - . . I
naval units may still intercept Japanese missions, and

the Allies can use tactical magic cards and fly DAS.

quirement are not counted. This restriction dugsapply if:
The BRP value of the Manchurian garrison is lbss 30 BRPs;
* Germany has surrendered; or

Using the Standard Plan for mobilization, Japan * Russia and Japan have been at war and Russigesvie resume

enters Winter 1941 with the following forces:

2 BB4, 4BB3, 4 BC3, CA28, and DD26
6 CVand 2 CVL

1 submarine

35 Elite NAS and16 AAF

13 3-2, 7 2-2, and 30 1-2 infantry

3 2-3 and 3 1-3 armor

3 Marines and 1 airborne

A relatively large force must be left in China an
Manchuria and a few 1-2 will be unbuilt as losses

Chinese attritions. Still, Japan will have sufficient
ground forces to make its attacks, because th
standard plan mobilizes or produces all of the marine
and 1-2s plus a number of stronger infantry units.
Thus, Japan’s surprise turn attacks are limited mainl)fJ
by destroyer capacity, ground support, and shoré

bombardment. In the standard plan, Japan goes to

with 26 destroyer factors, but getting full use out of
Japan'’s force pool requires the Manchurian Garrison:

81.3 MANCHURIAN GARRISON:
81.31 MANCHURIAN GARRISON:
with 45 BRPs of units (two 2-3 and two 1-3 armoitginthree 3-2,
three 2-2 and three 1-2 infantry units; and five AAn Manchuria.
The exact unit types indicated must be present.

81.32 USE OF MANCHURIAN UNITS: Manchurian garrison units
may be used without penalty, although a reductiothe size of the
Manchurian garrison, including the inversion of dlagse army air
units in Manchuria after their use and subsequedeployment,
permits Russia to withdraw units from its Sibergarrison (81.42C)
and may allow a Russian declaration of war on J4Barb1B). The
ZoC of Japanese armor units in Manchuria extengsrzbthe borders
of Manchuria into Chinese and Korean territory.

81.4 SIBERIAN GARRISON:

81.42REDUCING THE SIBERIAN GARRISON: Russia may not
reduce its Siberian garrison by transferring Sdrennits to the Urals
box until the Allied redeployment phase after aisteone of the
following conditions is met:

A. WAR WITH GERMANY: Russia and Germany are at war.

B. OIL EMBARGO AGAINST JAPAN: The U.S. has imposed an
oil embargo on Japan.

C. JAPANESE REDUCTION OF MANCHURIAN GARRISON:
Japan reduces the size of its Manchurian garrison,

81.43 MINIMUM GARRISON REQUIREMENT: Until Russia
and Japan have gone to war, Russia may not redigceSiberian
garrison to less than 30 BRPs of units and musp @& Russian
three-factor armor unit in Siberia.

81.5 DECLARATIONS OF WAR:

Japan begins all scenarios

hostilities against Japan following a Russian sufee (60.82).

For Japan, the role of the Manchurian Garrison is
to prevent a Russian declaration of war and,
secondarily, to assist the European Axis by keeping
Russian units in Asia. The secondary purpose
becomes moot once Germany declares war against
Russia or the US imposes an Oil Embargo against
Japan. Either action reduces the required force in
Russia’s Siberian Garrison to 30 BRPs of units. In a

d normal game, those events happen by Summer 1941.

Keeping the Russian bear away, though, is a task
that continues throughout the game. But until Russia
is able to bring more than 60 BRPs of units to Siberia
which won’t happen until Germany is close to
collapse), Japan needs only 30 BRPs of units in the
arrison, so 15 BRPs of units in the original Garrison
an be removed. Further, 81.32 allows garrison units
wip be employed outside Manchuria as long as force
evels in Manchuria are restored before the next Allied
player turn, when the garrison is counted. That means
units from Manchuria can be used for attacks
elsewhere as long as a unit with equivalent BRP value
is returned there before the end of the Japanese player
turn — the presence of specific utypesis required
only in the opening set up. Since the Standard Plan for
mobilization provides more than enough infantry,
Japan can withdraw 5 AAF and use two 2-3 armor
from the Garrison on the attack turn.

Including forces from Manchuria, the Standard
Plan gives Japan 16 AAF on the surprise turn. As
Japan needs only 22 ENAS to make its carriers
operational, another 13 ENAS will be available. It is
important to allocate these to combats where they will
not take losses — Japan wants to maintain its ENAS
intact as long as possible! Further, only the Japanese
CVs may participate in the Pearl Harbor attack, so
Japan can have its two CVL patrol in a hex where they
can provide ground support or counterair — good
choices are FF13 (18 hexes from Kagoshima) in the
DEI or GG29 (20 hexes from Kagoshima) in the
South Pacific. Since the Flying Tigers cannot be lent
until the second Allied player turn, Japan has a grand
total of 16 AAF and 17 ENAS against the Dutch AAF,

to
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two American AAF at Lingayen, and the two British an attacking force with 5 factors and against a net
AAF in India. defensive value of 3 requires 8 factors (because of
For shore bombardment, Japan must deduct frommounding, 2 factors must be eliminated on an ‘a’
its available forces the two BC3 and one CAZ2 thatresult). Of course, attacking at 3:1 odds will reduce
accompany the Pearl Harbor strike force. That leaveshe chance of casualties by eliminating the ‘a’ result
a total of 52 fleet factors, which can provide up to 17altogether, but 3:1 odds can be difficult to achieve
factors of shore bombardment with one naval factorwith shore bombardment alone. Attacking at higher
left over. However, Japan usually wants its CVLs toodds also reduces the number of targets Japan can take
patrol, and they must be escorted by an equal numbeawvhile it has the advantage of surprise.
of fleet factors. Deducting another CA4 as escorts ,
leaves 48 fleet factors for a net 16 factors of shore Hey! That's MINE!!

bom_ba_rdment. Of course if J_apan_ really wants to With these numbers in mind, Japan can allocate its
maximize the force used for invasions, one of the;

L \ . . “invading units, shore bombardment, and ground
CVLs can sail with an invasion force to provide d g

d ih ENAS bini h support to specific attacks. The Japanese Attack
groun _support, wit combining - SNOT® pianner at the end of the issue shows allocations made
bombarding fleet factors to make up a full attack

fact Usi both ; N thi lo i in one particular surprise attack; options available
actor. sing ~ bo carriers - In IS Tole 1S against various defenses are discussed here. We will
counterproductive, however, as the Dutch AAF will

. L ) . begin with J ' first decisi f the turn.
be tripled when it flies DAS to oppose an invasion. egin with Japan's very first decision ot the furn
Each force providing shore bombardment should Pearl Harbor

be a mix of battleships and cruisers. Many of the first - , ,
turn attacksmust succeed, so it is very likely that The Pearl Harbor Raid is worth an extensive article

Japan will use naval units to take some of theOf its own; this one notes only features that affect the

casualties. Rule 21.538 allows a three-factor ship to bQLanninghof fJapan’s coOrI\quests. ghe ﬁttackh Planner
damaged for one factor of losses, while a CA2 may be'OWS tfe orces used, remem ?]r that the ,-LF IS
sunk to take two factors. Because each factor damaged€MPt from requirements to match carriers with an
or eliminated prevents two other factors from equal number of fleet factors. With unlimited range

providing shore bombardment, lights providing shoret® TF can come from any port — but regardless of
bombardment should be sunk only after the ﬁna|where the TF starts it must return to Japan. The Pearl
combat roll. Harbor strike not only sinks enemy ships, but also

The defensive value will vary from target to target, reduces the ability of the U.S. to redeploy ground and
depending on the defending units, the terrain, and hofir units onto the Pacific front to half its surviving DD
Japan chooses to use its marines. Before looking ctors. A secono! strike IS dangke:cous, be(_:l?use ell(ny
specific attacks, it's worth thinking about the forces Mercepting American carrier task forces will attac

needed to guarantee an attack. In general, an attackiffje Japanese T,F with Surprise, b.Ut can be worth_ the
force with a Combat Training Level of 2 needs odds’ k as o_Iestroylng _the Pacific oil reserve restricts
of 2.5:1 in order to guarantee success — even if théli€d options on their player turn even more.

initial attack fails with an ‘a’ result (attacker lodeaif Dutch East Indies

the defending value), the second attack will still be on .

the 2:1 line and the +1 modifier yields a minimum and Brunei
result of ‘EX,” which should leave a surviving ground The Dutch East Indies
unit to occupy the hex. Most of Japan's invasionand Brunei are among the
targets will be defended by single factors, so the nekasiest attacks to plan,
defensive values will range from 1 to 3 once afterpecause the defense is fixed
applying negative DMs due to surprise and,at one ground factor in each
potentially, the presence of marines. (Remember thagarget hex. The only
to negate the +1 DM for invasions, at least half thevariation will be in the
invading factors must be marines.) Insuring aemployment of the Dutch
successful attack against a net defense of 1 requiresianAF and fleet of CA2 and
3:1 attack (there are no half factors), while gettingDD1, so this is a good targe*

2.5:1 odds against a net defensive value of 2 requiresrea for Japan to patrol witt Defending the DEI & Brunel
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its light carriers. Counterair with one squadron will could stage to Brunei and Palembang). Control of all
neutralize the Dutch air factor; because army air musthe DEI objectives finishes the conquest of the entire
convert back into factors before providing ground colony; since the DEI do not associate until the second
support and the net +3 DRM ensures at least onéurn of war, they will not be reinforced.
Dutch squadron will be inverted. That will leave 3  Daring players — meaning those who are willing to
Japanese ENAS squadrons to help with groundyo without shipping all the oil for a turn — may vary
support. If the Dutch fleet sorties, the Japanese have the order of attacks. Going after Batavia with one
+3 NDRM - even a CA2 and one CVL are almost marine and two factors of shore bombardment, a 3:1
certain to win. Remember, patrols are resolved duringattack on the surprise turn, uses only DD2 and may
movement, so the Japanese player will know if anyfree destroyers for use elsewhere. But if you try this,
ENAS survived to provide ground support. you will need to plot your oil use carefully and make
The first turn attack against Palembang is asure you have enough forces to take the oil centers on
straightforward seaborne invasion against a singléhe second turn, when the surprise effects no longer
infantry factor in a swamp hex. This is a good place tohelp Japan. Taking at least one of the oil centers, so
use a marine to reduce the net DM to 2 (+2 normal, +1Japan can ship three oil counters on the second turn,
terrain, +1 invasion, -1 surprise, -1 marine). Two makes this challenging variation easier to bring off.
attacking units require DD4, and a BB3 plus CA6 will .
provide 3 factors of shore bombardment to make the SlNgapore
odds 5:2 (2.5:1). A daring player can make use of and Malaya
ground support from the patrolling carriers and omit a Singapore and
CAZ2, or a BB3, or even ‘save’ DD2 by invading with gap
) Malaya really form a
the marine alone. The latter, however, can lead tq.. .
single target; they
costly exchanges — because Palembangtbe taken
. can be conquered on
when attacked, any losses will need to be taken frorrt1he first turn if Japan
expensive naval and ENAS units. A safer use of P
ground support from the carrier air would be to , -
. . . : especially air power.
increase the odds to 3:1 here or against Brunei. , :
. . . .. Combat options in
Brunei can be taken by a seaborne invasion S'm'IaM
X T alaya are more
to the one sent against Palembang; as it is a jungle herom lex because
the British replacement there will also defend at 2 piex,

against marines. However, Japan can save a DD factéﬂgirA”'ngecnasr; vatr)))//

Eg:;'}gg aa%-ihngﬁir:ry gp'gg;ggﬁgﬁ ng?frgzg een%EZredeploying units between the Malayan peninsula and
9 ' b Burma. Further, high US-Axis tensions may allow the

allow the mfantry to. d|sempe}rk by paying one Allies to bring additional units to the Pacific map, and
movement point, allowing a unit in Sandakan to attackthese are often placed in Singapore or Malaya

Brunei, or a unit invading Kuching to move to DD15 .
Fortunately, actions on the European map can also

and then attack. The marine invades alone, supporte : : ;
elp Japan - if the Axis are successful, the Allies may

by 3 factors of shore bombardment (another BB3 an . . o
want to keep some Indian or Australian units in that

CAG6) for an attack at net odds of 5:2 (2.5:1). Thistheater instead of brinaing them homel
attack uses only 3 DD instead of the 4 needed if both . ging -
. . . . . If the Allied player chooses a minimal defense
the marine and infantry invade Brunei. To make this . . o
alaysia, he will usually put a one-factor unit in

attack at 3:1 odds, Japan must use the carrier ENA . .

" e D11 and at least two factors in Singapore. Because
as an additional BB3 would exceed the limit on shore ; :

bombardment of the fortress, Singapore will have a net defense of 8

Historically, Japan invaded Balikpapan on the first .(6 against marines) — enough to discourage a seaborne

turn of the war, though in AWAW the usual approach'nvaS'On' The unit in DD11 forces Japan to attack it,

leaves both Balikpapan and Batavia for the second; xeﬁlgi'tr;%osr:ng;ﬂzﬁ C?: gﬁ,;ag\ gzslsnis%rgl)ll dlf;"lg
turn, when they will defend at 2 and 3, respectively, P - Jap P ! Y,

; . . : . attack Malaysia with 2-3 armor units from Port
against invasions with marines. To make sure the

. Arthur, either invading an empty beach at CC12 or, if
attacks succeed, Japan will need lots of shor C12 is defended, sea transporting to Singora. In the
bombardment or ground support (LBA from Malaya ' P 9 gora.

uses enough force,

A strong defense of Malaya
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invasion option, surprise effects allow the invadinginto Singapore. Six ENAS can increase the odds of the
armor units to move through C11 to occupy Kualaattacks to 3:1 or redeploy to the Pacific.

Lumpur. One armor unit and 3 air factors (usually After this attack, Japan replenishes its Manchurian

based in Saigon) then attack CC12 at 5:2 oddsgarrison by redeploying one of the armor plus the 2-3

creating a breakthrough. The other 2-3 then exploitsassigned to Rangoon. If Japan wants to redeploy both
attacking Singapore along with ground support fromarmor units used in Malaya back to Manchuria, the

an additional 3 AAF, which must be based in Singoradefending unit in CC12 also has to be eliminated. As

to be in range. Because the attack is exclusively bysurprise effects mean it defends at face value, Japan
land, the fortress in Singapore does not affect the DMcan include it as a target of the regular attack and still

and the defending unit fights at face value. With noguarantee the result by adding 3 factors of ground

enemy ground factors remaining and every hex ofsupport for net odds of 8:3. That means that an

Malaya under Japanese control, the armor can TR tadditional AAF must be based in Saigon and all the

Singora and use transports to NR back to Manchuria. ENAS are used in the regular combat attack.

A stronger Allied defense places single factors in  The attack just outlined uses as many as 15 air
hexes CC11, DD11, and the beach at CC12, with a 2-actors, a high opportunity cost for one objective hex
infantry in Singapore. Japan could invade the beachand 15 BRPs. Singapore may well be worth the effort,
but then must still overrun one unit before beingthough, as it controls the Straits of Malacca and
making an exploitation attack into Singapore. Becauseallows Japan to invade Columbo or raid in the Indian
the chain of exploiters in the Pacific requires a unit inOcean. On the other hand, Japan has other uses for its
every hex, Japan would need to invade with one armoair. With maximum effort in Malaya, Japan barely has
unit and two more in reserve. That uses a lot of DDlenough additional air factors to counterair Lingayen
An alternative is to sea transport to Singora, but onend intercept DAS against the British in Burma. More
hex can only stack two armor units — if Japaneseair factors in these combats would mean better odds
armor units move into the mountain hex north of and a lower chance of casualties. Besides, it would be
Singora, they lose their mechanized component anaice to end the turn with a few uninverted air units
cannot exploit! Adding the airborne unit, which can that could redeploy to a Pacific island to help cut
overstack, does not help very much because the chasupply on the Allied turn. Japan could save air factors
of exploiters still lacks the number of units required by sea transporting additional ground units. More
advance into Singapore. units, however, require the use of more scarce DD

Yet if Japan wants to it can conquer Malaya andfactors and that may slow down expansion in the
Singapore in one turn even against this defense, aBacific. The negative effects are even greater if the
shown in the Planner. To do so, Japan places aAllies have reinforced Singapore with units drawn
airbase in Singora and stages 3 AAF and 6 ENASrom Europe, or a British Pacific fleet (up to 10
there. Another 7 AAF plus 6 ENAS go to Saigon, factors) based in Singapore intercepted an invasion
which also has an airbase. Japan can then use DD5 &nd forced Japan had to use some of its land based air
sea transport two 2-3 armor and the airborne tcagainst naval units at sea.

Singora. The surprise effects and Japan’s advantage in At some point, it becomes a legitimate choice for
jungle terrain allow these units to overrun the Allied Japan to take Singapore on the second turn of war. In
unit in CC11 during regular movement. As CC11 is athat case, Japan will not need to use as much air, but
jungle hex the unit there defends at a net value of 2, smight still use the armor. Against the stronger
the overrun requires 12 factors — an additional 7 mustlefense, Japan would attack CC11 and make an
be provided by air in based Saigon. (This is a goodexploitation attack against DD11, with each attack
place to use the ENAS — at most 2 factors will be lostrequiring 3 air factors of ground support. The
in the overrun.) If the armor units started in port, theyexploiting armor unit could occupy Kuala Lumpur
will have an unused movement point and can moveduring exploitation movement and still advance after
into Kuala Lumpur to conquer Malaya. Then one 2-3combat into hex DD11 — this is an example of a lateral
and the airborne combine with 2 AAF to attack DD11 advance that does not ‘break the chain’ of exploiters.
at odds of 5:2, creating a breakthrough. That allowsJapan ends the combat phase with control of Malaya
the other armor unit, plus ground support from 3 AAFand a unit adjacent to Singapore that will prevent
in Singora, to make an exploitation attack againstAllied redeployments. Japan can leave enough air in
Singapore, also at 5:2 odds, and advance after combatace cut supply to Singapore on the Allied turn, so
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the port will not be operational. Japan can thenbefore going to war (the Planner shows a 2-3 along
capture Singapore on its second turn. Unfortunatelywith four 3-2 infantry). Any air needed to attack
only one of the armor units used will be able toBurma can base in Vientiane. Against a weaker
redeploy back to Manchuria, but Japan will be able todefense, Japanese units will be able attack U14 from
use additional air in other attacks, such as Rangoon dv14, U15 and T15, thus negating the DM for the
Lingayen, and still have uninverted air to redeploy toriver. If the Allied player adds a unit at T15, Japan

the South Pacific. still attack U14 from U15 and V14, but must attack
T15 across the river, so Japan may have to commit
Burma additional air units to guarantee the attacks. Against
Burma and Malaya Rangoon, an armor unit in Vientiane can move into
are linked by the Allied W14, where jungle terrain allows it to regain its
defense. Normally, only mechanized component and, thus, enough movement
5 Indian factors and the points to enter W13 adjacent to Rangoon. An attack
3 Britsh 1-2 are against Rangoon in regular combat is allowed and can
available for both, so a be guaranteed with ground support. Unfortunately,
strong defense of despite Thailand’s status as an associated minor, Thai
Singapore means a weak units cannot attack, though they can occupy empty
defense of Burma and hexes and defend Rangoon once Japan conquers it.
vice-versa. The Allies Regarding the Burmese-Indian border, surprise
can defend more effects prohibit Allied units from entering jungle-
strongly in both only by mountain hexes in Burma during the first two turns of
producing the Chindit, war. If Japan attacks in Winter 1941, the third turn

. . _ will be Summer 1942, when monsoon weather keeps
using Australian units e of Burma both sides out of jungle-mountain hexes. In a normal
normally committed to game that gives Japan four full turns, up to Fall 1942,
the defense of the Pacific, or redeploying additionalto get units to the Indian border. Japan should move
units from Europe at the cost of reducing the USAT.steadily forward and feed in additional infantry until
Since the planner shows a stronger defense of Malayghe Imperial Army reaches the Indian frontier.
and Singapore, the defense of Burma is weaker. However, some Allied players will make it a point to

In a minimal defense of Burma, the Allies will fight for S14, because it is a mountain hex and allows
place at least one factor each in Rangoon, U14, anflationalist Chinese units to leave China. Japan should
probably Mandalay. This deployment forces Japan tanake sure to occupy it with fairly strong units by the
fight and use some air; an aggressive Allied playersecond turn. If Japan has produced the Indian National

will fly DAS with the British AAF in India. The factor  Army, the partisan can complicate the Allied defense.
in Mandalay screens British units in India on the

second turn. If it is not there, Japanese armor in u1dl he Philippines
could move to the border and attack Dacca. If ;
Mandalay is defended, Japan could attack it and crea 'It'ng Asuﬁ%p?r?znﬁg
a breakthrough, but any exploiters would lose theirsimple _ there are 5
mechanized component when they entered jungl%ne-factor units  and
mountain hexes and thus could not make anthey cannot  stack.
exploitation attack against Dacca. A stronger defensel—hat means the Allies
of Burma places more factors in Rangoon or a facm(/vill almost always use
in T15 to take advantage of the terrain modifiers. a defense like the one
Japan’s tasks in Burma are to take Rangoon, i%hown to the right.
order to get the BRPs, and to occupy the jungle- As a result, Japan
mountain hexes along the Indian border. Then Japaﬂga”y is coﬁcerned
can either create a defensive perimeter or carry th?\/ith only two hexes:
war into India. Because Burma must be attacke ingayen, which wil
overland, Japan should deploy some strong infant%e invadéd on the first

units and at least one armor unit to French Indochinqum and  Manila Defending the Philippines
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which will be taken on the second turn to complete theKong (like China) is on the Asian front, the BRP cost
conquest of the islands. Lingayen will defend at 2of an attack against it is not covered by Japan’s full
unless half the invading factors are marines, but it isoffensive in Southeast Asia. Most players still make
more efficient to use them against invasion hexes irthe attack — a 2-2 and 1-2 in Canton are sure to win
rough terrain. So the invasion force could consist ofagainst a lone replacement defending at face value
two 1-2 supported by BB3 and CAG6 in shore because of surprise effects. Some, however, dislike
bombardment. But since Lingayen is within air rangespending any of the discretionary BRPs Japan has on
of Taiwan, Japan can also use land-based air. That the attack turn for a target worth just 5 BRPs. It’'s easy
easier to do if Japan doesn't insist on sweeping thenough to make the same attack against an isolated
entire Malaysian peninsula, but still possible evenHong Kong on the second turn of war, or even just to
with a strong attack there. A Lingayen invasion isolate Hong Kong and wait for a good attrition result.
supported by BB3 and CA2 in shore bombardment
plus an AAF and one ENAS for ground support will Guam
guarantee success. Additional LBA can make sure the |f japan attacks with
counterair succeeds or improve the invasion odds.  surprise, Guam will be

If there are any losses during the attack, theyndefended. However,
Japanese player will want to consider taking themguam is part of the
from naval or air units. Because Manila is a mountainpmarianas, the first Pacific
hex, it will defend at 3 on the second turn. Japan needgjand group we have
8 attacking factors to guarantee success. That can kgnsidered, so it's worth
done if 2 ground factors survived the invasion andreviewing the rule on
attack with 6 factors of air support. Japan will not control of island groups: The Marianas

have to worry about a changing defense — Allied
29.7 PACIFIC ISLAND GROUPS:

movement and unit construction in the Philippines ar€,q 71 1ex cONTROL OF ISLAND GROUPS: The moving player
prohibited on the surprise turn. gains control of all unoccupied enemy islands Peaific island group

If the Japanese player prefers saving DD factors, hﬁ4-74|) at the end ?]f the postl-lcombat SUpplrxlf det?rmina&kegment of

: : ; : _ is player turn without actually occupying them if:

can try to invade ngaye_n with a single 1-2 on th,e . At the end of his previous player turn, the movpigyer had at
surprise turn and then re-invade the empty beach withast one ground unit or uninverted air or navat en an island in the
armor on the second turn. A 1-3 can invade duringgroup and none of the other islands in the group eeupied by an
regular combat and a 2-3 held in reserve can eXp|oi?nemy ground unit, air or naval unit, airbase, evdiase, bridgehead,

d attack Manila. Unfort tel itti railhead, port counter or fortification;
an a ac anifa. Uniortunately, Comm_l Ing armpr B. The opposing player did not trace sea supply ¢oistand group
to this second turn attack may prevent it from beingduring his player turn; and
used to expand Japan’s perimeter in Burma. C. No enemy ground unit or uninverted air or navat oocupied any

Taking Manila conquers the entire Philippines, so's@"d N the island group during the opposing pfayrn.
there is no need to worry about other islands in the Japan takes Guam if there is a unit in Saipan, no
archipelago. Still, some players like to invade DavaoAllied unit or counter on Guam, and the Allies fail to
with a 1-2 and one DD. Japanese control of Davasupply Guam. However, control passes on &t
establishes a chain of airbases for strategicJapanese player turn after these criteria are met.
redeployments from Southeast Asia to objectives inBecause Manila is an Allied supply source, Japan
the Pacific and also prevents Magic interceptions ormust cut supply on the first turn to conquer Guam by
the second turn. However, the SR capability isn’tthe end of its second turn. But if Japan is patient, a 1-2
strictly necessary because of the range advantage f@an Saipan guarantees control of Guam on the third
NRs from Japan, while a potential magic interceptionturn — since Manila will be conquered on the second
won’t be a problem if Japan takes Balikpapan on theurn, a sea supply line to Guam traced then can not
first turn or uses Sandakan and Palau Korar agouch an Allied controlled port within ten hexes.
airbases to cut unescorted sea supply from Manila (the Wak
jungle-mountain hex at Z31 blocks supply by land.) ake

Hong Kong . Wake WI|| be un_dgfended as long as Japan attacks
with surprise, and it is out of interception range from
Conquering Hong Kong seems straightforward, butany Allied port. Thus, all that is needed is a 1-2
there is one interesting complication. Because Hongarried by a single DD factor. The invasion can be
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made from Japan or, as in the planner, from Trukthere is within range of every island in the group.
picking up the infantry unit from a one hex island. Another common first-turn target for Japan is
. Bougainville, just three hexes from 1127, the tip of

Gilbert Islands New Guinea but four hexes away from Port Moreshy.

The Gilberts are a group of 5 Pacific islands. JapanThat makes Bougainville an important air base in
would like to conquer them as part of its outer maintaining the ‘Bismarcks Barrier.” New Georgia
perimeter because an Allied artificial port there can fill the same function, but is closer to the
threatens an invasion of the Marshall and Easterdfiustralian fleet in Townville, while San Cristobal can
Caroline Islands, because control of the island groufase air for a second-turn invasion of the New
may provide a resistance modifier, and because Japanebrides.
might build its own artificial port to threaten the  If Japan is invading an undefended island, all that
Allies. As the Gilberts are off the main line of Japan'siS needed is a DD carrying a 1-2. If the island is
advance into the South Pacific, the Allies really defended, one factor will defend at 3 with surprise, 2
cannot afford (and usually do not bother) to defend@dainst marines, so an attack would require a force
them. Even if there is an Australian unit on one of the@long the lines of the one used against Palembang. But
Gilberts, Japan can just invade a different island and/@pan has only three marines, and it is probably more
use land based air to cut the Allied supply line, thoughMmportant to use them to take the oil centers and
securing control of the group would require a Rabaul. Using Japan’s CVLs to patrol in this area
subsequent invasion of the defended island. likely will prevent an interception attempt, but means

When choosing which island to invade, rememberthat Japanese missions in the South China Sea may be
Makin makes it easier for Japan to supply the Gilbertsvulnerable. A submarine patrol is useful but won't
while Tamana is the best placed for further expansion@lways stop the Australians. Another solution is to
The attack in the Planner targets Makin, but someave smaller invasion forces sail along the same path
players will invade both. The only forces needed are &S larger forces — if they use the same route for more
DD and a 1-2 for each island; as the Australian fleethan one hex, they are intercepted together. Japan can

must base in Australia it is out of range. trace an invasion route 10 hexes long from Truk to
Bougainville, then to GG28 (adjacent to Rabaul) and
The Solomon Islands then back to Rabaul. Bolder Japanese players,

however, may prefer to take their chances — getting
control of an island in the Solomons on the first turn is
nice, but not essential.

Lae, Rabaul, and
Port Moresby

This entire group of
targets makes up the
‘Bismarcks barrier,” a
chain of airbases that
Japan can use to slow

down Allied advances in
As in the Gilberts, Japan can choose from manwhe Pacific. Much of the

targets in the Solomons. The Allies are more likely tomiddle part of the war

defend here, both because the jungle terrain adds a #dill center on both

DM and the location is along the route Japan muskides’ attempts to gain

take to attack Australia or the South Pacific. Theair superiority over the

Solomons are also within interception range of theBismarcks. In addition _ _
Australian fleet, as Townville is just 7 hexes from to being air bases, La¢ " Suineaandthe Bismarcks

Bougainville and Guadalcanal. and Rabaul are both ports, so taking at least one of

The most important individual island is them is essential if Japan plans to expand quickly into
Guadalcanal. Not only is it an objective, but air basedthe South Pacific or invade Australia. While Port

The Australians defend Guadalcanal!
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Moresby is also a port, it is in a jungle-mountain hex,guaranteed, a Japanese player who is willing to take a
S0 mission ranges are reduced to 5 hexes — Japan cahance can try for Lae at just 6:3 and reassign the two
use it to invade Australia at Cairns, but not for muchBB3 to other attacks. That will increase the odds for
else. Thus, Port Moresby is more significant as an aisome of them to 3:1 and potentially reduce casualties.
base that is within three hexes of Lae and Rabaul.  Alternatively, the force normally allocated to Lae can
Japanese plans for the Bismarcks and New Guinehe used to take Balikpapan in the Dutch east Indies —
are linked because of the Allied defense. Sixthatis why the Attack Planner shows this force sailing
Australian ground factors may deploy outside from Kagoshima, where Japan’s central location and
Australia itself, and those units (usually four 1-2 and arange advantage allow it to threaten both targets.
2-2) must cover these targets as well as any Pacific If the Allies defend all the beaches, Japan could
islands the Allies want to defend. Additionally, the choose to make a 2:1 attack against Lae using just one
Australian air can base in Cairns to fly DAS over Portmarine and 3 factors of shore bombardment while
Moresby, and the Australian navy can try to intercept.invading Rabaul directly with two 1-2 and 6 shore
However, Lae and Rabaul are both adjacent tdbombardment. There is a chance that the attack
beaches and can also be invaded directly. That mearagainst Lae will fail, but Japan has freed up two DD
the Allies must use at least four units — all of thefor attacks against other targets. In the Bismarcks,
Australian 1-2s — to cover all the beaches, leavingkavieng on New Ireland makes a nice airbase, and
only a 2-2 to defend Port Moresby and other islandadditional Pacific islands or more units for sea
groups. Thus, the Allies often will leave one of the transport to the Malayan peninsula can be useful, too.
beaches uncovered and place one of the Australian JAnother option for Japan is to attack both beaches on
2s elsewhere. An empty GG26, adjacent to Lae, wouldNew Britain and clear the entire island so air units can
allow an invading unit to move inland and threatenredeploy from Truk to Rabaul.
Port Moresby, so the Allies are more likely to take the o
unit from New Britain. One interesting variation for ~ F1tching @ Change-Up

the Allies is to place two factors in Rabaul. That |t should be clear that Japan has a lot of options for
defense makes it very attractive for Japan to isolat¢he surprise attack, and that it's fairly simple to set up
Rabaul for a turn or two before attacking it, but freesjn 3 way that can adapt to various Allied defenses and
up DD to carry sea invading units elsewhere — it iSchanging Japanese strategies. One further example
pOS.Sible fOI‘ theAI“eS to over defend one tal‘get to th%ay demonstrate exactly hOW ﬂexible the Japanese
detriment of their cause elsewhere! _ attack can be. With Japan’s units starting in the same
The main Japanese target in this area is Rabauhositions as given in the Planner, let's say Japan wants
because it is an objective and is within range toto take a defended Guadalcanal. Clearly, that means
tactically redeploy air from Truk. On the surprise turn, poth of the marines on Truk will need to be used in
one faCtor in Rabaul W|” defend W|th a net Value Of S,the Paciﬁc_ Does th|s ruin the rest Of the Japanese

or 2 if the attack is made with marines. If the Allies syrprise turn? The answer depends on how efficiently
defend all the beaches, Japan can attack the singlgypan can use its DD.
defending factor at 2.5:1 odds by sea invading with @ Consulting the planner, we see that the attacks in
1-2, a marine, DD4, BC3 and CAG6. If the Allies Byrma are unaffected, as they don’t rely on naval
choose not to defend the adjacent hex, Japan can sajgces. In Malaya, let's switch to the more modest
a DD by having the 1-2 invade the empty beach andyttack that isolates Singapore, a perfectly acceptable
use surprise to have that unit attack Rabaul in concefigsylt. That now will use DD4 and 6 air factors; we
with an invading marine. _ _ will use the airborne elsewhere and also save the
Lae is the next most attractive target. Without agjrhase that was previously placed in Singora. Two of
marine in the invading force, a single factor in Laethe air factors not used against Singapore can stage
will defend at 3. Japan can guarantee success bifom Cam Ranh Bay to Taiwan and fly additional
invading with two 1-2, DD4, 2BB4, 2 BB3 and CA4. ground support over Lingayen — shore bombardment
That adds 6 shore bombardment factors to thgs no longer required for that attack, but we will use
|nvad|ng units for odds of 8:3. It also uses the last OfBB3 anyway so we can invade with just one 1-2 and a
the Imperial Japanese Navy, as you will notice if youpp, planning to take Manila with armor on the second
have been following along in the Planner. Since Laeyrn. Palembang gets a marine, BB3, CA6, DD2, and
isn’'t essential as long as the attack against Rabaul i§ carrier ENAS. We need to conserve the second



Fall 2008 13

marine and shore bombardment for Guadalcanal, andxtended range of naval missions from Japan comes in
so attack Brunei by invading Sandakan with thehandy — since NRs beginning in Japan do not need to
airborne unit, a 1-2 and a 3-2 from Foochow and usingouch a port every 10 hexes, they can easily reach any

the surprise effects to take the oil center. That requiresligible destination.

For example, ground units

another DD5 for a total of 13 used so far. Attacksbeginning in Japan can NR to Truk and be in position
against Wake, Rabaul, Lae, and Makin proceedo make second turn invasions via Rabaul or Lae.

normally, requiring another 9 DD.

With DD4 remaining, Japan can

Further, air units in Malaya can TR to Saigon, SR via

invade a chain of air bases to Japan, NR to Truk, and then TR

Guadalcanal with a marine, a 1-2, BC3 and CA6.to Rabaul (thus eliminating the need to control
Effectively, these are the forces that normally wouldDavao.) Typically, Japan will want a few ENAS in
have invaded Brunei; Japan has easily shifted them t®abaul and perhaps also in Saipan, Sandakan, and
an attack halfway across the map! There is a cost, aalau Korar. Their main function will be as spotters
Japan is a little bit behind against Singapore, buthelping naval units intercept Allied sea supply lines.
Japan is ahead in the Pacific and can redeploy Gapan will also want to redeploy at a few ground units.

uninverted airfactors (not squadrons) to Rabaul (or

Returning the Manchurian Garrison’s 2-3 armor to

other locations where air will be needed to opposePort Arthur has already been discussed, but it's also

Allied sea supply.).

worthwhile to get two 1-2 to Truk to strengthen

The more important point, though, is that the potential second turn invasions in the South Pacific.
Japanese player reallocated forces to an entirely nevnother useful tactic is to keep a few 1-2 in Japan to

attack plan with relative ease the combat phase of

invade the Aleutians, strengthen attacks against

surprise turn There was no need for complex Midway and Johnston, or just clean up any remaining
planning because Japanese units were well positionedoles in the inner perimeter. There will be plenty of
to strike at many different targets. The Allied shift of a transports available — while Japan is allowed to
unit to Guadalcanal, instead of de-railing Japaneseeceive oil from the International Market on the turn it
planning, actually led to a stronger Japanese positiodeclares war, normally the oil embargo will have

in the Pacific! The entire process,

including taken effect on a previous turn and only 3 transports

reallocating units to different attacks, is facilitated by out of 20 will be needed to ship it.

the Attack Planner player aid.

Hit ‘Em Where They Ain’t

Japan’s surprise attack does not end with the firs

turn invasions. Not only must many of Japan

If Japan’s redeployments are limited, so too are the
Allies options to reinforce their position.

51.73 WESTERN ALLIED SURPRISE EFFECTS:

ﬁ. FIRST TURN: During the Allied player turn following a Japanese

declaration of war on either Britain or the U.S:

S *western Allied units in the Philippines may moove.

conquests wait for the second turn, there is also the western Allied units may not enter non-port jigigiountain hexes.
need to bring forces forward to defend Japan’s neW|y* Western Allied offensive operations are proteditin the Pacific

acquired perimeter. Unfortunately, the rules restrict

Japan’s use of transports to escort redeploying units:

21.6 SEA ESCORT:

21.61 OVERVIEW: Ground and air units which redeploy across
water and BRPs and oil counters which are shippeasa water must
be sea escorted by either destroyers or transpastset out below
(EXCEPTIONS: No sea escort is required to crossrsior crossing
arrows).

21.64 DESTROYER AND TRANSPORT REQUIREMENTS:
Transports may be used for:

G. Japanese sea escorts between any ports or eliggsldad
hexes-(21.37) on the Pacific mapboard that weré¢raked by Japan
at the start of its player turn.

theater.

* The construction of Filipino units and Westerdlidd airbases,
ports and fortifications is prohibited in the Pactheater.

* Western Allied naval units which change basdh® Pacific U.S.
box or the South Africa box, then NR to the Pacifeater, are
inverted and may not be uninverted until the follogvturn.

* |f Japan attacked Pearl Harbor, only half of &reerican DDs in
the Pacific theater (round up) at the start ofAHied player turn may
be used for sea escort. Other Western Allied DBsuaaffected by
this restriction.

B. SECOND TURN: During the second Allied player turn following
a Japanese declaration of war on either Britath@iU.S:

* Western Allied units may not enter non-port jleighountain hexes.
51.74 LENDING CHINESE UNITS: Nationalist Chinese ground
units may not operate outside China and the FIyiggrs may not be

Japan can escort NRs to neWIy Canueredent until the second Allied player turn after Rt and Japan go to

war

territories with destroyers, but on the surprise turn all” ™

of those are used for invasions. Thus Japan may only As discussed earlier, surprise effects on the Allied
redeploy ground and air units to ports and islands thaturn will help Japan in the Philippines and Burma. In
it controls at the beginning of the turn. Once again, theaddition, the number of units the U.S. can bring onto
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the board is limited as long as Japan attacked Peadn for dear life. This works well in conjunction with
Harbor. While these restrictions help Japan, it'sattacks against India or China, or as a fallback
difficult to provide sample attack options for Japan’s position after the Allies counter more aggressive
second turn targets because the exact defenses depestrhtegies in the Pacific. Taking Port Moresby is also a
so much on Allied actions. Japanese players simpluseful move in this strategy, as is a conquest of
will have to plan their next round of attacks once theyMidway or Johnston Island, because Japanese control
see the situation. Often units that conquered a firsbf either one reduces US naval ranges from Pearl
turn objective can be used to take the next, so don'Harbor to 10 hexes, eliminating the need to defend the
discount the possibilities for further expansion. Gilberts and Eastern Carolines against attacks from

On the second turn, Japan should take Balikpaparthat direction. Japan’s ability to defend will be
Batavia, Manila, and Singapore as well as fix anyenhanced by producing a lot of land-based air and
holes in its perimeter, as already discussed under thigghting for the Solomons, where islands such as
respective sections. After that, the Japanese player cadBougainville and New Georgia provide useful air
consider doing more. A coherent strategy is importantpases.

because what Japan does on its second turn sets the . ..
course of the rest of the war. There are six options: D) The Aleutians and Hawaii

A) The South Pacific _ Attacking Midway_ and Johnstt_)_n _islano_l yvith the
intent of going on to invade Hawaii will definitely get

Japan can push further into Allied possessions irthe Allied player's attention. Invading the Aleutians
the South Pacific. Invasions passing through Lae camand, eventually, Dutch Harbor, can be a useful
reach New Caledonia and the New Hebrides, whileadjunct. Both strategies may provide resistance points
Rabaul gives enough range to reach the Ellice Islandg$or control of island groups while simultaneously
If Japan really wants to push out along this line, anforcing the Allies to defend rear areas. Even if Japan
artificial port on Tamana in the Giberts can be built onnever gets to the Hawaiian Islands, the threat to do so
the second turn if Tamana was conquered on the firsgan bleed Allied units form the South pacific and, if
it will provide the range to invade Fiji and Pago PagoMidway is taken, channel the Allied advance in a way
on the third turn and cut the chain of Allied ports thatthat is much easier to deal with. This strategy puts a
allows naval redeployments to Australia! The Allies premium on Japanese shipbuilding, because you will
will have to defend against these threats, creatinqieed have a strong naval force active in the South
conditions that are ideal for a fighting JapanesePacific at the same time you use fleets to attack in the
admiral. Additionally, controlling (or disputing central and northern part of the front.
control of) island groups may generate cumulative .
modifiers to the Japanese resistance level. If the Allies E) India
respond too strongly, they will be weak in another Control of three objective hexes in India and
area and Japan can make gains there — but watch thoBerma provides a +1 cumulative resistance modifier.

strategic Magic cards! Japan will get Rangoon on the first turn and strong
. ground units will eventually reach Dacca. If Singapore
B) Australia is controlled, Japan can invade Colombo on the using

Japan can invade Cairns and try to force arnthe units (probably Marines) that survived to occupy
Australian surrender. This strategy is difficult to bring Brunei and Palembang — an invasion embarking from
off and will probably fail against an equally skilled either port can touch on Singapore and hit Columbo
Allied player; if so, Japanese players should note théen hexes further out! If those first-turn invasions took
title of this article and watch for other opportunities. A losses, a few 1-2 redeployed to Saigon can provide
serious Japanese campaign against Australia wilextra muscle. The Colombo invasion will sue much of
require a lot of 3-2 and 2-2 infantry, deliveed turn the Japanese fleet and seriously hamper early progress
after turn via invasion of Cairns and possibly Darwin. in the Pacific; it's usually best to take Rabaul and Lae
Taking Port Moresby will cut down the Allies ability on the first turn and secure the inner perimeter if you

to interfere and also benefits other strategies. contemplate an Indian war. After that, however, there
K does not have to be a lot of naval activity in the Indian
C) Hunker Down Ocean, though raiders and strategic warfare may be

Japan can build up its defensive perimeter and holdble to slow the Allied reinforcements down a bit.
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Military force pool increases and the Indian National Pearl Harbor Oil Reserve and sinks some DD. The
Army are useful production categories. An air cost is not mobilizing as many air units in time for the
transport can be fun, too — if Japan airdrops onsurprise turn, because Japan’'s second mobilization is
Madras, it can open a ‘second front! delayed until Winter 1940.
. Less air doesn’t prevent Japan from planning a
F) China successful surprise attack. Japan will still have 13

Japan also gets cumulative resistance modifiers foAAF and 13 land based ENAS, enough for any task
controlling all five Chinese objectives. Doing so Short of clearing a heavily defended Malayan
requires the conquest of Chungking, which is difficult P€ninsula. More important, Japan uses the Winter
to bring off but equally hard for the Allies to counter, 1940 mobilization to add infantry that can be built in
especially as long as Japan cuts off the Burma Roaddummer 1941, in good time for invasions. The danger
Since any attacks in China will be exclusively Point, thus, will be in 1942 as Japan waits for AAF
overland, it's a little easier to combine this strategymobilized in late 1941 — exactly the time that the
with an active naval war in the Pacific. At some pointAllied carriers will be at their lowest ebb!
though, qapap W|II not haye enough forces, BRPs OEyvtreme Shipbuilding
construction limit to sustain both wars — recognizing
when to stop will be key to Japan’s success. An early This is the favorite mobilization plan of fighting
Ichi-go campaign will need 3-3 armor units, additional admirals, but Japan has a lot of options for naval
AAF, and Wangs to hold the rear areas. An airbuilds even without adding shipbuilding capacity. An
transport to drop on Chungking can be useful, too.  additional CA4 can add to shore bombardment, or a

. CVL laid down in Fall 40 can patrol on the surprise
The Yamamoto Variations turn while any US CV laid down in response is still

As shown in the Spring 2008 issue, Japan Cargelayed. In fact the larger ships built in most extreme
choose among several mobilization plans leading to §h|pbund|ng programs do more to give J_apan an
normal Winter 41 DOW. This issue has concentrateo""dVamage in 1942 than to enhanpe thg surprise atte}ck.
on planning a surprise attack after a ‘Standard Plan’ Of course, Japan can add a fifth shipbuilding point

mobilization, but most of what has been written alsoand lay down four a(_jdltlonal destroyers_ teally
applies to alternative mobilization plans. Each plan supercharge the surprise attack. If attacking another
however, will have its own idiosyncrasies 'defended target, Japan may have to conserve shore

bombardment by landing 5 ground factors at
Maximum Growth Sandakan to attack Brunei. Because this plan has

The Maximum Growth plan provides Japan with Japan defer its third mobilization to Summer 1941,

two fewer air factors in return for more BRPs and onell€’€ Will not ‘be a ot of infantry, but military

3-3 armor for the surprise turn. The big armor Savesorod_uction and units from China and Manchuria will

air when attacking Malaya as the extra factor affectdr0Vide than enough for a successful attack.

both the overrun and one combat. While that may, ;

seem like a wash with regard to mobilization BRPS,('\'onCIUSIOn

the 3-3 provides an edge if Japan plans to attack India It should be clear that Japan has a lot of flexibility

or China. Maximum Growth doesn’t call for any ships in planning its surprise turn. The key step is to start

before the DOW, but can still be useful to a fighting early, as units are added to the force pool and moved

admiral — the extra BRPs can be used to start ships ao forward bases. Once ground units are in congenial

the surprise turn. If accelerated, they will arrive in locations, naval units can change base and undertake

time to extend the fighting ability of the Japanesemissions in many variations — your ‘plan’ doesn'’t

navy into late 1943 and, with luck, even 1944, have to be finalized until you actually strike! Use the

. . Attack Planner to keep track and respond to Allied

Ultimate Surprise defensive changes on the fly. Think a little bit ahead
The point to the Ultimate Surprise plan is to catchto best use your options on the second turn. Above all,

some American carriers at Pearl Harbor. That will putremain calm, smile as the Allied player sweats his

a serious hole in the Allies ability to oppose Japan indefense, and let Japan’s grand surprise attack bring

early 1942, especially if a second strike destroys theonfusion to your enemy!
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Japanese Attack Planner

Target Def_en_se or Value Attac_klng Starting Hex Fleet Factors
Mission Units
P53: Pearl Harbor| Ships in Port 0 18 ENAS Z31: Truk 6 CV, 2BC3, CA2
FF12: Patrol Hex | None 0 N28: Kagoshima | CVL, CA2
[111: Batavia Counter Air 1AAF | 1 ENAS FF12 (Patrol)
CC16: Brunei Ground Support 1 ENAS FF12 (Patrol)
CC16: Brunei 1-2, +2 DM %nEZI’\Ii\-SZ’(GS) Z31: Truk, BB17 8\95 BC3, CAG,
BB17: Sandakan | None 0 1-2 (to CC16) | Z31: Truk DD1
GG11: Palembangd 1-2, + 2 DM 2 1n2, 1-2 AAl4: Saigon DD4, BB3, CA6
BB11: Singora none 2-3,2-31m2 | J27: Pt. Arthur | DD5 (Sea Transport)
CC11: overrun 1-2, +2 DM 2 From Singora
Ground Support 6ENAS, 5AAF | AA14: Saigon
DD10: K.Lumpur | none 0 2-3 (move)
DD11 1-2, +2 DM 2 2-3, 1m2 From C11
Ground Support 2 AAF AAl4: Saigon Airbase
EE11: Singapore | 2-2, +1 DM 2 2-3 (exploit) DD10: K.Lumpur
Ground Support 3 AAF BB11: Singora
W12: Rangoon 1-2, +1 DM 1 2-3, 1 AAF V15: Vientiane
Intercept DAS 2 AAF V15: Vientiane
T15 Attrition China 23-2 (move) | T16
ui4 1-2, +1 DM 1 3-2 Ui5
V14 Attack U14 3-2 (move) uils
V21: Lingayen Counterair 2 AAF | 2 AAF S22 (Taiwan) Airbase
V21: Lingayen 1-2, +2 DM 21-2 M28: Nagasaki | DD4, BB3, CA2
Ground Support AAF, ENAS S22 (Taiwan) Airbase
V30: Guam Supply Line 0 1-2 U31: Saipan Supply Line
R40: Wake None 0 1-2 Z32: Orolak DD1 (from Truk)
AAL17: Makin None 0 1-2 Z34: Ponape DD1 (from Truk)
GG29 Patrol 0 Submarine Truk
GG30: None 0 1-2 732: Orolak | DD1
Bougainville
GG28 none 0 1-2 (to FF29) | Z31: Truk DD1
FF29: Rabaul 1-2, +2 DM 2 1n2, 1-2 Z31: Truk, GG28| DD2, BC3, CA6
GG27: Lae 1-2, +2 DM 2 1-2,1-2 N28: Kagoshima 822 2 BB4, 2 BBS,
T20: Hong Kong | R, +1 DM 1 2-2,1-2 S20: Canton none
Left Over Improve Odds? 6 ENAS Singora? Airbase?
Second Turn
Balikpapan 1-2, +3 DM 3 im2, 1-2 Brunei 2BB4, 2 BB3, CA4
Batavia 1-2, +2 DM 2 im2, 1-2 Palembang BB3, CA6
Aleutians? ?7?7? ?7?7? ??? Japan ??7?
Midway? ?2?? ?2?? ?2?? Japan, Wake ?2??
South Pacific? ??7? ??7? ?27?7? Rabaul, Lae ??7?
Colombo? ?2?? ?2?? ?2?77? Via Singapore ?2??




