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

By Ed Schoenfeld with Maps by Eric Thobaben 

 

Introduction 
In the first issues 

of 2008, ULTRA 
explored the options 
Japan has to build an 
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 
sufficient options to 
challenge even the 
most experienced player. Making solid choices with a 
sound strategic plan can set Japan up for a successful 
mid-game and a potential Axis victory in the Pacific, 
though ultimate success often requires Japan to take 
some risks along the way. Yet attacking with too little 
forethought and too much trust in the dice can set the 
stage for a failed attack and a rapid decline in fighting 
power. This issue will describe what Japan must do in 
order to seize the necessary resources and establish a 

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 
doomed themselves before the game really starts by 
leaving some crucial invasion force even one hex out 
of position. Worse, whatever can be done if the Allies 
change their defense on the turn before war and leave 
a painstakingly planned Japanese attack horribly out 
of position? Fortunately, the task can be simplified by 
applying two basic principles of strategy:  

1) First, Japan can take advantage of its central 
position on the Pacific map. Fleets can change 
base up to 20 hexes, and missions also have a 
range of up to 20 hexes. We can use that 
flexibility to make planning easier. 

www.loc.gov/exhibitions/ukiyo-e 
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2) Not all targets are equally important. Japan’s 
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 
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 (Pacific) hexes, and must 
touch a port (21.36C) at least once every 20 (Europe) or 10 (Pacific) 
hexes. (EXCEPTIONS: See 21.3615 and 21.3616 for exceptions in the 
Pacific)  

21.3616 JAPANESE RANGE EXCEPTIONS IN THE PACIFIC:  
A. JAPAN: 
The initial leg of a Japanese naval activity beginning in Japan may 
cross up to 20 hexes before touching a port (21.36C).  Exception –
Midway (21.3616B) 
B. MIDWAY, JOHNSTON ISLAND, HAWAIIAN ISLANDS: 
·           Midway is only within range for a Japanese naval activity 
beginning in Japan if Japan controls and fully supplies Wake. The 
activity must pass through Wake and proceed by the shortest route. 
·            Johnston Island is within range for a Japanese naval activity 
beginning in Japan if Japan controls and fully supplies Wake. The 
activity must pass through Wake and proceed by the shortest route. 
·            Japanese naval activities between the Hawaiian Islands and 
Japan may exceed the normal range limits and require no intervening 
ports if Japan controls and fully supplies Wake and either Midway or 
Johnston Island. Naval activities must pass through the required 
islands and proceed by the shortest route. 
C. INITIAL ATTACK ON PEARL HARBOR: 
The patrol mission for the initial Japanese attack on Pearl Harbor 
(51.12) may exceed the range limit and need not touch a port every 10 
hexes. 
21.37 ISLANDS WITHOUT PORT ACCESS: Naval units may sea 
transport and NR ground and air units into and out of, and ground 
units may conduct seaborne invasion from, controlled islands which 
do not contain a port as follows: 

A.  One-hex islands. 
B. Palawan, New Ireland and Halmahera, through their beach hexes as 
though they were ports (4.75) 

 

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 than 
simple ease of planning. 
After all, Japan may want 
to use units from China or 
Manchuria or invade 
targets that are a bit 
further away than twenty 
hexes! The Imperial Navy 
can still base in Japan, as 
naval units can change 
base up to 20 hexes before 
conducting missions from 
their new ports. Ground 
units assigned to 
invasions, however, must 
begin the turn in the port 
or one-hex island of 
embarkation. Thus, it’s a 
good idea to deploy 
ground units to forward 

Map One: Distances from Japan to DoW turn targets 
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bases before attacking. 
By rule, invasions from ports outside Japan still 

have an overall range of 20 hexes, but must touch a 
port every 10 hexes, so units embarking from as far 
away as Port Arthur in Manchuria can move through a 
chain of ports on combat missions to Singora, the 
Malaysian beach, or Brunei. Units from other ports in 
China can reach targets even further away, including 
Palembang, Batavia, and Balikpapan. That makes the 
Chinese ports good sources for units in invasion 
forces, as long as Japan controls French Indochina and 
the mission can touch Cam Ranh Bay or Saigon. 

Saigon and Truk are 
the most important 
forward bases. Saigon is 
in range of all seaborne 
invasion targets on the 
Southeast Asian front. 
Japan usually occupies it 
in Summer 41, to begin 
taking control of French 
Indochina. Do so using a 
1-2 infantry along with a 
marine or the airborne or 
and then leave them in 
place for an invasion! 
Truk, a double port, is 
especially flexible. Not 
only is it is within 10 
hexes of the Gilberts, most of the Solomons, and Port 
Moresby, but by touching on Palau Korar ground units 
from Truk also can invade Brunei, Balikpapan, or 
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 
Moresby and still allow attacks in Southeast Asia. 

Invading units can also be ‘picked up’ from one 
hex islands, but remember that invasion range is 
counted from the port the escorting naval units sail 
from (or last ‘touch.’). That makes counting hexes 
important. For example, naval forces in Truk can pick 
up an infantry unit from Orolak and invade either 
Guadalcanal or Wake, but if the 1-2 is in Ponape the 
distance from Truk is 11 hexes and the invasions are 
not allowed – though Ponape is perfect placement for 
a unit that will invade the Gilberts. 

Burma must be attacked overland, so Japan should 
make sure to position strong infantry units and some 
armor in French Indochina. Almost all of Japan’s 
available land based air should be deployed there as 
well. Targets in the Pacific are usually out of land-

based air range on the first turn, while air units in Cam 
Ranh Bay, or Tourane can stage to Singora (for use 
against Singapore), Vientiane (against Burma), and 
southern Taiwan (against Lingayen). 

Air base management is particularly important. 
Japan needs one airbase in Taiwan to counterair 
Lingayen plus others in Saigon and possibly Singora 
to help clear the Malayan peninsula. As Japan can 
only recycle on airbase per turn, it’s best to set up the 
airbases in Taiwan and Saigon ahead of time. Then 
Japan can use the attack turn to place an airbase in 
Singora, or, if the plan instead is to conserve 
uninverted air for use on the Allied player turn, 
redeploy an airbase to the Pacific, where the air will 
be in position to cut sea supply lines. 

The basic principle remains, however, that the 
easiest way to plan Japan’s surprise attack is to 
proceed from the Home Islands outward. Set up your 
units in Japanese ports that can reach a number of 
invasion targets. Refine your plan by deploying 
ground units to forward bases, but remember always 
to have specific tasks and targets in mind. Keep track 
of targets and alternatives by using a “Japanese Attack 
Planner,” similar to the one game master Mike Crowe 
provides to players at the BPA convention each year. 
The sample Attack Planner at the end of this article 
will be filled in, but you can find a blank copy at 
www.aworldatwar.org, under ‘Player Contributions.’ 
If your opponent shifts his defense at the last minute, 
you can remain calm and re-task with little effort. 

Get there the ‘Firstest’ . . . 
The second way to simplify planning for Japan’s 

attack turn is to prioritize the targets. The order of 
priorities is simple: Get the oil, get the BRPS, and get 
to your perimeter. Here are the requirements Japan 
must meet in order to ship oil: 

33.32 ENEMY CONTROL: 
33.321 OIL CENTERS: An oil center incurs one level of damage 
whenever the hex in which it is located comes under enemy control, 
subject to the exceptions set out in 33.3211. 
33.3211 EXCEPTIONS: Oil centers are captured without damage in 
the following situations: 
C. SURPRISE EFFECTS (PACIFIC): If the effective USJT level is 
less than 40 when Japan declares war on the U.S. or Britain, 
Palembang and Brunei are not damaged if captured by Japan during 
the first two turns of the Japanese attack. 

33.452 JAPANESE OIL SOURCES: 
33.4522 BRUNEI AND PALEMBANG: Three oil counters from 
each of Brunei and Palembang. Japan may only ship oil from Brunei 
or Palembang if they are under Japanese control at the start of the 
Japanese player turn. 
33.4523 ASSIGNING TRANSPORTS TO CARRY OIL:  Japan 

Ranges from Truk 
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may assign transports to carry oil only as part of the Japanese convoy 
(25.931). Oil in the convoy may be shipped during the initial supply 
determination, construction or redeployment phases of the Japanese 
player turn. … Japanese transports may carry oil from Brunei only if 
Japan controls Balikpapan at the time the oil is shipped; Japanese 
transports may carry oil from Palembang only if Japan controls 
Batavia at the time the oil is shipped.  

Japan must control four objectives in order to ship 
six oil counters per turn: Brunei and Palembang, the 
oil centers, plus Batavia and Balikpapan, which allow 
the oil to be shipped on transports. To ship oil, the oil 
centers must be controlled at the beginning of the turn, 
but Batavia and Balikpapan are not needed until the 
redeployment phase, when Japan replenishes its oil 
reserve. This means that Japan usually will capture 
Brunei and Palembang on the first turn, but can wait 
until the second to take Batavia and Balikpapan, 
because that is the first turn oil can be shipped. 

Malaysia, Singapore, Manila, Burma and Hong 
Kong all provide BRPs. In addition, Manila provides a 
+2 strategic warfare modifier to the Allies, while 
Singapore controls the Strait of Malacca and allows 
Japanese raiders in the Indian Ocean. Because Manila, 
Singapore, and Malaya may require more than one 
turn to conquer, Japan should make getting the forces 
that will eventually take them a first-turn priority. 
That means invading Lingayen in the Philippines and 
getting strong ground units onto the Malayan 
peninsula at Singora or the beach at CC12. Burma and 
Hong Kong, on the other hand, will be attacked 
overland from, respectively, French Indochina and 
Canton. Even though the attacking units usually will 
be in position before the surprise turn, it’s still a good 
idea to account for them in the Japanese plan. 

Japan’s perimeter in the Pacific includes two 
distinct parts. Guam, Rabaul, Lae, and Wake form an 
‘inner’ perimeter that prevents attacks deep into 
Japan’s sphere of control. Much of the fighting that 
eventually will take place in 1943 and (hopefully!) 
early 1944 will focus on Japan defending the 
‘Bismarcks Barrier’ as long as possible. Rabaul and 
Lae also are ports from which Japan can expand into 
the South Pacific, while Guam is important in 
establishing a chain of naval and air bases that make it 
much easier for Japan to redeploy forces. Japanese 
control of Wake, meanwhile, restricts the range of 
Allied naval missions from Pearl Harbor to 15 hexes 
instead of 20. (The U.S. receives the same range 
advantage for Pearl Harbor that Japan receives for the 
Home Islands as long as the Allies control Wake, 
Midway, and Johnston Island.) 

While Japan should secure it’s ‘inner’ perimeter by 

the second turn of war, it is equally important to 
expand into an ‘outer’ perimeter consisting of Port 
Moresby, the Solomons, the Gilberts, Midway or 
Johnston Island, and the Aleutians. Some of these 
targets cannot be reached on the first turn of the war: 
Japan must control Wake before it can invade Midway 
or Johnston, and invading the Aleutians is prohibited 
in Winter, the turn on which Japan normally declares 
war. The other ‘outer’ perimeter targets, however, all 
can be reached on the first turn from Truk. While the 
Allies will usually defend Port Moresby strongly, they 
cannot defend every island in the Solomons and 
Gilberts, so there will be good possibilities for Japan 
to expand early without using destroyers that are 
needed for targets higher on the priority list. 

. . . with the “Mostest” 
Japan’s ability to make its conquests is determined 

by surprise effects, the defensive value of the targets, 
and the available forces. Here is the rule on surprise: 

51.72 SURPRISE EFFECTS DURING THE JAPANESE 
PLAYER TURN: 
A. GROUND UNITS: All Western Allied and Dutch infantry and 
replacement units are subject to a -1 DM. This does not apply to 
Western Allied armor and specialized units or to Nationalist and 
Communist Chinese units. 
B. AIR UNITS: Western Allied and Dutch air units are uninverted 
and defend normally. 
C. NAVAL UNITS:  British, Australian and Dutch naval units may 
intercept Japanese naval activities normally. American submarines are 
inverted. 
D. SEA TRANSPORT: Japanese ground units which sea transport do 
not incur the basic movement cost for debarking, although they must 
use a movement factor to debark in hexes containing mountain, 
jungle/mountain or swamp. 
E. INVASIONS:  Japanese units which invade undefended beaches 
and one-hex islands may move, conduct overruns and attack inland, 
just as though they sea transported. The normal movement cost for 
debarking following sea transport applies to such invasions (21.437A). 
F. AIR TRANSPORT:  Japanese ground units which air transport do 
not incur the basic movement cost for debarking, although they must 
use a movement factor to debark in hexes containing mountain, 
jungle/mountain or swamp. 
G. INTELLIGENCE FAILURE:  American strategic Magic cards 
may only be used at Pearl Harbor (51.311) and may not be used for 
any other purpose. 
H. MONSOONS: Japanese forces are not affected by monsoons. 

The most significant surprise effects are the -1 DM 
for Allied infantry and replacements and the 
additional mobility for Japanese units that sea 
transport or invade empty hexes. The ability to move 
and attack after invading undefended beaches is 
especially effective when combined with Japan’s 
exception from paying additional movement points to 
enter Jungle terrain. Both effects can help save 
precious destroyers, and using Marines reduces DD 
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requirements even more. Additionally, the American 
submarine, usually stationed in Manila, is inverted and 
the Allies cannot use strategic Magic cards to interfere 
with Japanese invasions (though they can be used to 
modify the Pearl Harbor table). Note that other Allied 
naval units may still intercept Japanese missions, and 
the Allies can use tactical magic cards and fly DAS. 

Using the Standard Plan for mobilization, Japan 
enters Winter 1941 with the following forces: 

·  2 BB4, 4BB3, 4 BC3, CA28, and DD26 
·  6 CV and 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 and 
Manchuria and a few 1-2 will be unbuilt as losses to 
Chinese attritions. Still, Japan will have sufficient 
ground forces to make its attacks, because the 
standard plan mobilizes or produces all of the marines 
and 1-2s plus a number of stronger infantry units. 
Thus, Japan’s surprise turn attacks are limited mainly 
by destroyer capacity, ground support, and shore 
bombardment. In the standard plan, Japan goes to war 
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:  Japan begins all scenarios 
with 45 BRPs of units (two 2-3 and two 1-3 armor units; three 3-2, 
three 2-2 and three 1-2 infantry units; and five AAF) in 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 reduction in the size of the 
Manchurian garrison, including the inversion of Japanese army air 
units in Manchuria after their use and subsequent redeployment, 
permits Russia to withdraw units from its Siberian garrison (81.42C) 
and may allow a Russian declaration of war on Japan (81.51B). The 
ZoC of Japanese armor units in Manchuria extends beyond the borders 
of Manchuria into Chinese and Korean territory. 
81.4 SIBERIAN GARRISON: 
81.42 REDUCING THE SIBERIAN GARRISON:  Russia may not 
reduce its Siberian garrison by transferring Siberian units to the Urals 
box until the Allied redeployment phase after at least one 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 reduce the Siberian 
garrison to less than 30 BRPs of units and must keep one Russian 
three-factor armor unit in Siberia. 
81.5 DECLARATIONS OF WAR:  

81.51 RESTRICTIONS: 
B. RUSSIAN DECLARATION OF WAR ON JAPAN:  Russia may 
declare war on Japan only if the BRP value of the Russian units 
adjacent to or one hex away from Manchuria or Japanese-controlled 
hexes in northern China is at least twice the BRP value of the 
Manchurian garrison. Siberian garrison units which do not meet this 
requirement are not counted. This restriction does not apply if: 
 * The BRP value of the Manchurian garrison is less than 30 BRPs; 
 * Germany has surrendered; or 
 * Russia and Japan have been at war and Russia wishes to resume 
hostilities against Japan following a Russian surrender (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 
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 
garrison, so 15 BRPs of units in the original Garrison 
can be removed. Further, 81.32 allows garrison units 
to be employed outside Manchuria as long as force 
levels 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 unit types is 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, 
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two American AAF at Lingayen, and the two British 
AAF in India. 

For shore bombardment, Japan must deduct from 
its available forces the two BC3 and one CA2 that 
accompany the Pearl Harbor strike force. That leaves 
a total of 52 fleet factors, which can provide up to 17 
factors of shore bombardment with one naval factor 
left over. However, Japan usually wants its CVLs to 
patrol,  and they must be escorted by an equal number 
of fleet factors. Deducting another CA4 as escorts 
leaves 48 fleet factors for a net 16 factors of shore 
bombardment. Of course if Japan really wants to 
maximize the force used for invasions, one of the 
CVLs can sail with an invasion force to provide 
ground support, with ENAS combining shore 
bombarding fleet factors to make up a full attack 
factor. Using both carriers in this role is 
counterproductive, however, as the Dutch AAF will 
be tripled when it flies DAS to oppose an invasion. 

Each force providing shore bombardment should 
be a mix of battleships and cruisers. Many of the first 
turn attacks must succeed, so it is very likely that 
Japan will use naval units to take some of the 
casualties. Rule 21.538 allows a three-factor ship to be 
damaged for one factor of losses, while a CA2 may be 
sunk to take two factors. Because each factor damaged 
or eliminated prevents two other factors from 
providing shore bombardment, lights providing shore 
bombardment should be sunk only after the final 
combat roll. 

The defensive value will vary from target to target, 
depending on the defending units, the terrain, and how 
Japan chooses to use its marines. Before looking at 
specific attacks, it’s worth thinking about the forces 
needed to guarantee an attack. In general, an attacking 
force with a Combat Training Level of 2 needs odds 
of 2.5:1 in order to guarantee success – even if the 
initial attack fails with an ‘a’ result (attacker loses half 
the defending value), the second attack will still be on 
the 2:1 line and the +1 modifier yields a minimum 
result of ‘EX,’ which should leave a surviving ground 
unit to occupy the hex. Most of Japan’s invasion 
targets will be defended by single factors, so the net 
defensive values will range from 1 to 3 once after 
applying negative DMs due to surprise and, 
potentially, the presence of marines. (Remember that 
to negate the +1 DM for invasions, at least half the 
invading factors must be marines.) Insuring a 
successful attack against a net defense of 1 requires a 
3:1 attack (there are no half factors), while getting 
2.5:1 odds against a net defensive value of 2 requires 

an attacking force with 5 factors and against a net 
defensive value of 3 requires 8 factors (because of 
rounding, 2 factors must be eliminated on an ‘a’ 
result). Of course, attacking at 3:1 odds will reduce 
the chance of casualties by eliminating the ‘a’ result 
altogether, but 3:1 odds can be difficult to achieve 
with shore bombardment alone. Attacking at higher 
odds also reduces the number of targets Japan can take 
while it has the advantage of surprise. 

Hey! That’s MINE!! 
With these numbers in mind, Japan can allocate its 

invading units, shore bombardment, and ground 
support to specific attacks. The Japanese Attack 
Planner at the end of the issue shows allocations made 
in one particular surprise attack; options available 
against various defenses are discussed here. We will 
begin with Japan’s very first decision of the turn. 

Pearl Harbor 
The Pearl Harbor Raid is worth an extensive article 

of its own; this one notes only features that affect the 
planning of Japan’s conquests. The Attack Planner 
shows the forces used, remember that the TF is 
exempt from requirements to match carriers with an 
equal number of fleet factors. With unlimited range 
the TF can come from any port – but regardless of 
where the TF starts it must return to Japan.  The Pearl 
Harbor strike not only sinks enemy ships, but also 
reduces the ability of the U.S. to redeploy ground and 
air units onto the Pacific front to half its surviving DD 
factors. A second strike is dangerous, because any 
intercepting American carrier task forces will attack 
the Japanese TF with surprise, but can be worth the 
risk as destroying the Pacific oil reserve restricts 
Allied options on their player turn even more. 

Dutch East Indies 
and Brunei 
The Dutch East Indies 

and Brunei are among the 
easiest attacks to plan, 
because the defense is fixed 
at one ground factor in each 
target hex. The only 
variation will be in the 
employment of the Dutch 
1AAF and fleet of CA2 and 
DD1, so this is a good target 
area for Japan to patrol with Defending the DEI & Brunei 
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its light carriers. Counterair with one squadron will 
neutralize the Dutch air factor; because army air must 
convert back into factors before providing ground 
support and the net +3 DRM ensures at least one 
Dutch squadron will be inverted. That will leave 3 
Japanese ENAS squadrons to help with ground 
support. If the Dutch fleet sorties, the Japanese have a 
+3 NDRM – even a CA2 and one CVL are almost 
certain to win. Remember, patrols are resolved during 
movement, so the Japanese player will know if any 
ENAS survived to provide ground support. 

The first turn attack against Palembang is a 
straightforward seaborne invasion against a single 
infantry factor in a swamp hex. This is a good place to 
use a marine to reduce the net DM to 2 (+2 normal, +1 
terrain, +1 invasion, -1 surprise, -1 marine). Two 
attacking units require DD4, and a BB3 plus CA6 will 
provide 3 factors of shore bombardment to make the 
odds 5:2 (2.5:1). A daring player can make use of 
ground support from the patrolling carriers and omit a 
CA2, or a BB3, or even ‘save’ DD2 by invading with 
the marine alone. The latter, however, can lead to 
costly exchanges – because Palembang must be taken 
when attacked, any losses will need to be taken from 
expensive naval and ENAS units. A safer use of 
ground support from the carrier air would be to 
increase the odds to 3:1 here or against Brunei. 

Brunei can be taken by a seaborne invasion similar 
to the one sent against Palembang; as it is a jungle hex 
the British replacement there will also defend at 2 
against marines. However, Japan can save a DD factor 
by using a 1-2 infantry unit to invade one of the empty 
beaches at Kuching or Sandakan. Surprise effects 
allow the infantry to disembark by paying one 
movement point, allowing a unit in Sandakan to attack 
Brunei, or a unit invading Kuching to move to DD15 
and then attack. The marine invades alone, supported 
by 3 factors of shore bombardment (another BB3 and 
CA6) for an attack at net odds of 5:2 (2.5:1). This 
attack uses only 3 DD instead of the 4 needed if both 
the marine and infantry invade Brunei. To make this 
attack at 3:1 odds, Japan must use the carrier ENAS, 
as an additional BB3 would exceed the limit on shore 
bombardment. 

Historically, Japan invaded Balikpapan on the first 
turn of the war, though in AWAW the usual approach 
leaves both Balikpapan and Batavia for the second 
turn, when they will defend at 2 and 3, respectively, 
against invasions with marines. To make sure the 
attacks succeed, Japan will need lots of shore 
bombardment or ground support (LBA from Malaya 

could stage to Brunei and Palembang). Control of all 
the DEI objectives finishes the conquest of the entire 
colony; since the DEI do not associate until the second 
turn of war, they will not be reinforced. 

Daring players – meaning those who are willing to 
go without shipping all the oil for a turn – may vary 
the order of attacks. Going after Batavia with one 
marine and two factors of shore bombardment, a 3:1 
attack on the surprise turn, uses only DD2 and may 
free destroyers for use elsewhere. But if you try this, 
you will need to plot your oil use carefully and make 
sure you have enough forces to take the oil centers on 
the second turn, when the surprise effects no longer 
help Japan. Taking at least one of the oil centers, so 
Japan can ship three oil counters on the second turn, 
makes this challenging variation easier to bring off. 

Singapore 
and Malaya 
Singapore and 

Malaya really form a 
single target; they 
can be conquered on 
the first turn if Japan 
uses enough force, 
especially air power. 
Combat options in 
Malaya are more 
complex, because 
the Allies can vary 
their defense by 
redeploying units between the Malayan peninsula and 
Burma. Further, high US-Axis tensions may allow the 
Allies to bring additional units to the Pacific map, and 
these are often placed in Singapore or Malaya. 
Fortunately, actions on the European map can also 
help Japan – if the Axis are successful, the Allies may 
want to keep some Indian or Australian units in that 
theater instead of bringing them home! 

If the Allied player chooses a minimal defense 
Malaysia, he will usually put a one-factor unit in 
DD11 and at least two factors in Singapore. Because 
of the fortress, Singapore will have a net defense of 8 
(6 against marines) – enough to discourage a seaborne 
invasion. The unit in DD11 forces Japan to attack it, 
meaning Singapore can be taken by land only during 
exploitation combat. Japan’s response, usually, is to 
attack Malaysia with 2-3 armor units from Port 
Arthur, either invading an empty beach at CC12 or, if 
CC12 is defended, sea transporting to Singora. In the 

A strong defense of Malaya 
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invasion option, surprise effects allow the invading 
armor units to move through C11 to occupy Kuala 
Lumpur. One armor unit and 3 air factors (usually 
based in Saigon) then attack CC12 at 5:2 odds, 
creating a breakthrough. The other 2-3 then exploits, 
attacking Singapore along with ground support from 
an additional 3 AAF, which must be based in Singora 
to be in range. Because the attack is exclusively by 
land, the fortress in Singapore does not affect the DM 
and the defending unit fights at face value. With no 
enemy ground factors remaining and every hex of 
Malaya under Japanese control, the armor can TR to 
Singora and use transports to NR back to Manchuria. 

A stronger Allied defense places single factors in 
hexes CC11, DD11, and the beach at CC12, with a 2-2 
infantry in Singapore. Japan could invade the beach, 
but then must still overrun one unit before being 
making an exploitation attack into Singapore. Because 
the chain of exploiters in the Pacific requires a unit in 
every hex, Japan would need to invade with one armor 
unit and two more in reserve. That uses a lot of DD! 
An alternative is to sea transport to Singora, but one 
hex can only stack two armor units – if Japanese 
armor units move into the mountain hex north of 
Singora, they lose their mechanized component and 
cannot exploit! Adding the airborne unit, which can 
overstack, does not help very much because the chain 
of exploiters still lacks the number of units required 
advance into Singapore. 

Yet if Japan wants to it can conquer Malaya and 
Singapore in one turn even against this defense, as 
shown in the Planner. To do so, Japan places an 
airbase in Singora and stages 3 AAF and 6 ENAS 
there. Another 7 AAF plus 6 ENAS go to Saigon, 
which also has an airbase. Japan can then use DD5 to 
sea transport two 2-3 armor and the airborne to 
Singora. The surprise effects and Japan’s advantage in 
jungle terrain allow these units to overrun the Allied 
unit in CC11 during regular movement. As CC11 is a 
jungle hex the unit there defends at a net value of 2, so 
the overrun requires 12 factors – an additional 7 must 
be provided by air in based Saigon. (This is a good 
place to use the ENAS – at most 2 factors will be lost 
in the overrun.) If the armor units started in port, they 
will have an unused movement point and can move 
into Kuala Lumpur to conquer Malaya. Then one 2-3 
and the airborne combine with 2 AAF to attack DD11 
at odds of 5:2, creating a breakthrough. That allows 
the other armor unit, plus ground support from 3 AAF 
in Singora, to make an exploitation attack against 
Singapore, also at 5:2 odds, and advance after combat 

into Singapore. Six ENAS can increase the odds of the 
attacks to 3:1 or redeploy to the Pacific. 

After this attack, Japan replenishes its Manchurian 
garrison by redeploying one of the armor plus the 2-3 
assigned to Rangoon. If Japan wants to redeploy both 
armor units used in Malaya back to Manchuria, the 
defending unit in CC12 also has to be eliminated. As 
surprise effects mean it defends at face value, Japan 
can include it as a target of the regular attack and still 
guarantee the result by adding 3 factors of ground 
support for net odds of 8:3. That means that an 
additional AAF must be based in Saigon and all the 
ENAS are used in the regular combat attack. 

The attack just outlined uses as many as 15 air 
factors, a high opportunity cost for one objective hex 
and 15 BRPs. Singapore may well be worth the effort, 
though, as it controls the Straits of Malacca and 
allows Japan to invade Columbo or raid in the Indian 
Ocean. On the other hand, Japan has other uses for its 
air. With maximum effort in Malaya, Japan barely has 
enough additional air factors to counterair Lingayen 
and intercept DAS against the British in Burma. More 
air factors in these combats would mean better odds 
and a lower chance of casualties. Besides, it would be 
nice to end the turn with a few uninverted air units 
that could redeploy to a Pacific island to help cut 
supply on the Allied turn. Japan could save air factors 
by sea transporting additional ground units. More 
units, however, require the use of more scarce DD 
factors and that may slow down expansion in the 
Pacific. The negative effects are even greater if the 
Allies have reinforced Singapore with units drawn 
from Europe, or a British Pacific fleet (up to 10 
factors) based in Singapore intercepted an invasion 
and forced Japan had to use some of its land based air 
against naval units at sea. 

At some point, it becomes a legitimate choice for 
Japan to take Singapore on the second turn of war. In 
that case, Japan will not need to use as much air, but 
might still use the armor. Against the stronger 
defense, Japan would attack CC11 and make an 
exploitation attack against DD11, with each attack 
requiring 3 air factors of ground support. The 
exploiting armor unit could occupy Kuala Lumpur 
during exploitation movement and still advance after 
combat into hex DD11 – this is an example of a lateral 
advance that does not ‘break the chain’ of exploiters. 
Japan ends the combat phase with control of Malaya 
and a unit adjacent to Singapore that will prevent 
Allied redeployments. Japan can leave enough air in 
place cut supply to Singapore on the Allied turn, so 
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the port will not be operational.  Japan can then 
capture Singapore on its second turn.  Unfortunately, 
only one of the armor units used will be able to 
redeploy back to Manchuria, but Japan will be able to 
use additional air in other attacks, such as Rangoon or 
Lingayen, and still have uninverted air to redeploy to 
the South Pacific. 

Burma 
Burma and Malaya 

are linked by the Allied 
defense. Normally, only 
5 Indian factors and the 
3 British 1-2 are 
available for both, so a 
strong defense of 
Singapore means a weak 
defense of Burma and 
vice-versa. The Allies 
can defend more 
strongly in both only by 
producing the Chindit, 

using Australian units 
normally committed to 
the defense of the Pacific, or redeploying additional 
units from Europe at the cost of reducing the USAT. 
Since the planner shows a stronger defense of Malaya 
and Singapore, the defense of Burma is weaker. 

In a minimal defense of Burma, the Allies will 
place at least one factor each in Rangoon, U14, and 
probably Mandalay. This deployment forces Japan to 
fight and use some air; an aggressive Allied player 
will fly DAS with the British AAF in India. The factor 
in Mandalay screens British units in India on the 
second turn. If it is not there, Japanese armor in U14 
could move to the border and attack Dacca. If 
Mandalay is defended, Japan could attack it and create 
a breakthrough, but any exploiters would lose their 
mechanized component when they entered jungle 
mountain hexes and thus could not make an 
exploitation attack against Dacca. A stronger defense 
of Burma places more factors in Rangoon or a factor 
in T15 to take advantage of the terrain modifiers. 

Japan’s tasks in Burma are to take Rangoon, in 
order to get the BRPs, and to occupy the jungle-
mountain hexes along the Indian border. Then Japan 
can either create a defensive perimeter or carry the 
war into India. Because Burma must be attacked 
overland, Japan should deploy some strong infantry 
units and at least one armor unit to French Indochina 

before going to war (the Planner shows a 2-3 along 
with four 3-2 infantry). Any air needed to attack 
Burma can base in Vientiane. Against a weaker 
defense, Japanese units will be able attack U14 from 
V14, U15 and T15, thus negating the DM for the 
river. If the Allied player adds a unit at T15, Japan 
still attack U14 from U15 and V14, but must attack 
T15 across the river, so Japan may have to commit 
additional air units to guarantee the attacks. Against 
Rangoon, an armor unit in Vientiane can move into 
W14, where jungle terrain allows it to regain its 
mechanized component and, thus, enough movement 
points to enter W13 adjacent to Rangoon. An attack 
against Rangoon in regular combat is allowed and can 
be guaranteed with ground support. Unfortunately, 
despite Thailand’s status as an associated minor, Thai 
units cannot attack, though they can occupy empty 
hexes and defend Rangoon once Japan conquers it. 

Regarding the Burmese-Indian border, surprise 
effects prohibit Allied units from entering jungle-
mountain hexes in Burma during the first two turns of 
war. If Japan attacks in Winter 1941, the third turn 
will be Summer 1942, when monsoon weather keeps 
both sides out of jungle-mountain hexes. In a normal 
game that gives Japan four full turns, up to Fall 1942, 
to get units to the Indian border. Japan should move 
steadily forward and feed in additional infantry until 
the Imperial Army reaches the Indian frontier. 
However, some Allied players will make it a point to 
fight for S14, because it is a mountain hex and allows 
Nationalist Chinese units to leave China. Japan should 
make sure to occupy it with fairly strong units by the 
second turn. If Japan has produced the Indian National 
Army, the partisan can complicate the Allied defense. 

The Philippines 
The Allied defense 

of the Philippines is 
simple – there are 5 
one-factor units and 
they cannot stack. 
That means the Allies 
will almost always use 
a defense like the one 
shown to the right. 

As a result, Japan 
really is concerned 
with only two hexes: 
Lingayen, which will 
be invaded on the first 
turn, and Manila, 

A weaker defense of Burma 

Defending the Philippines 
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which will be taken on the second turn to complete the 
conquest of the islands. Lingayen will defend at 2 
unless half the invading factors are marines, but it is 
more efficient to use them against invasion hexes in 
rough terrain. So the invasion force could consist of 
two 1-2 supported by BB3 and CA6 in shore 
bombardment. But since Lingayen is within air range 
of Taiwan, Japan can also use land-based air. That is 
easier to do if Japan doesn’t insist on sweeping the 
entire Malaysian peninsula, but still possible even 
with a strong attack there. A Lingayen invasion 
supported by BB3 and CA2 in shore bombardment 
plus an AAF and one ENAS for ground support will 
guarantee success. Additional LBA can make sure the 
counterair succeeds or improve the invasion odds. 

If there are any losses during the attack, the 
Japanese player will want to consider taking them 
from naval or air units. Because Manila is a mountain 
hex, it will defend at 3 on the second turn. Japan needs 
8 attacking factors to guarantee success. That can be 
done if 2 ground factors survived the invasion and 
attack with 6 factors of air support. Japan will not 
have to worry about a changing defense – Allied 
movement and unit construction in the Philippines are 
prohibited on the surprise turn.  

If the Japanese player prefers saving DD factors, he 
can try to invade Lingayen with a single 1-2 on the 
surprise turn and then re-invade the empty beach with 
armor on the second turn. A 1-3 can invade during 
regular combat and a 2-3 held in reserve can exploit 
and attack Manila. Unfortunately, committing armor 
to this second turn attack may prevent it from being 
used to expand Japan’s perimeter in Burma.  

Taking Manila conquers the entire Philippines, so 
there is no need to worry about other islands in the 
archipelago. Still, some players like to invade Davao 
with a 1-2 and one DD. Japanese control of Davao 
establishes a chain of airbases for strategic 
redeployments from Southeast Asia to objectives in 
the Pacific and also prevents Magic interceptions on 
the second turn. However, the SR capability isn’t 
strictly necessary because of the range advantage for 
NRs from Japan, while a potential magic interception 
won’t be a problem if Japan takes Balikpapan on the 
first turn or uses Sandakan and Palau Korar as 
airbases to cut unescorted sea supply from Manila (the 
jungle-mountain hex at Z31 blocks supply by land.) 

Hong Kong  
Conquering Hong Kong seems straightforward, but 

there is one interesting complication. Because Hong 

Kong (like China) is on the Asian front, the BRP cost 
of an attack against it is not covered by Japan’s full 
offensive in Southeast Asia. Most players still make 
the attack – a 2-2 and 1-2 in Canton are sure to win 
against a lone replacement defending at face value 
because of surprise effects. Some, however, dislike 
spending any of the discretionary BRPs Japan has on 
the attack turn for a target worth just 5 BRPs. It’s easy 
enough to make the same attack against an isolated 
Hong Kong on the second turn of war, or even just to 
isolate Hong Kong and wait for a good attrition result. 

Guam 
If Japan attacks with 

surprise, Guam will be 
undefended. However, 
Guam is part of the 
Marianas, the first Pacific 
island group we have 
considered, so it’s worth 
reviewing the rule on 
control of island groups: 

29.7 PACIFIC ISLAND GROUPS: 
29.71 HEX CONTROL OF ISLAND GROUPS: The moving player 
gains control of all unoccupied enemy islands in a Pacific island group 
(4.74) at the end of the post-combat supply determination segment of 
his player turn without actually occupying them if: 
A. At the end of his previous player turn, the moving player had at 
least one ground unit or uninverted air or naval unit on an island in the 
group and none of the other islands in the group was occupied by an 
enemy ground unit, air or naval unit, airbase, rocket base, bridgehead, 
railhead, port counter or fortification; 
B. The opposing player did not trace sea supply to the island group 
during his player turn; and 
C. No enemy ground unit or uninverted air or naval unit occupied any 
island in the island group during the opposing player turn. 

Japan takes Guam if there is a unit in Saipan, no 
Allied unit or counter on Guam, and the Allies fail to 
supply Guam. However, control passes on the next 
Japanese player turn after these criteria are met. 
Because Manila is an Allied supply source, Japan 
must cut supply on the first turn to conquer Guam by 
the end of its second turn. But if Japan is patient, a 1-2 
on Saipan guarantees control of Guam on the third 
turn – since Manila will be conquered on the second 
turn, a sea supply line to Guam traced then can not 
touch an Allied controlled port within ten hexes. 

Wake  
Wake will be undefended as long as Japan attacks 

with surprise, and it is out of interception range from 
any Allied port. Thus, all that is needed is a 1-2 
carried by a single DD factor. The invasion can be 

The Marianas 
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made from Japan or, as in the planner, from Truk, 
picking up the infantry unit from a one hex island. 

Gilbert Islands 
The Gilberts are a group of 5 Pacific islands. Japan 

would like to conquer them as part of its outer 
perimeter because an Allied artificial port there 
threatens an invasion of the Marshall and Eastern 
Caroline Islands, because control of the island group 
may provide a resistance modifier, and because Japan 
might build its own artificial port to threaten the 
Allies. As the Gilberts are off the main line of Japan’s 
advance into the South Pacific, the Allies really 
cannot afford (and usually do not bother) to defend 
them. Even if there is an Australian unit on one of the 
Gilberts, Japan can just invade a different island and 
use land based air to cut the Allied supply line, though 
securing control of the group would require a 
subsequent invasion of the defended island. 

When choosing which island to invade, remember 
Makin makes it easier for Japan to supply the Gilberts 
while Tamana is the best placed for further expansion. 
The attack in the Planner targets Makin, but some 
players will invade both. The only forces needed are a 
DD and a 1-2 for each island; as the Australian fleet 
must base in Australia it is out of range. 

The Solomon Islands 

As in the Gilberts, Japan can choose from many 
targets in the Solomons. The Allies are more likely to 
defend here, both because the jungle terrain adds a +1 
DM and the location is along the route Japan must 
take to attack Australia or the South Pacific. The 
Solomons are also within interception range of the 
Australian fleet, as Townville is just 7 hexes from 
Bougainville and Guadalcanal. 

The most important individual island is 
Guadalcanal. Not only is it an objective, but air based 

there is within range of every island in the group. 
Another common first-turn target for Japan is 
Bougainville, just three hexes from II27, the tip of 
New Guinea but four hexes away from Port Moresby. 
That makes Bougainville an important air base in 
maintaining the ‘Bismarcks Barrier.’ New Georgia 
can fill the same function, but is closer to the 
Australian fleet in Townville, while San Cristobal can 
base air for a second-turn invasion of the New 
Hebrides. 

If Japan is invading an undefended island, all that 
is needed is a DD carrying a 1-2. If the island is 
defended, one factor will defend at 3 with surprise, 2 
against marines, so an attack would require a force 
along the lines of the one used against Palembang. But 
Japan has only three marines, and it is probably more 
important to use them to take the oil centers and 
Rabaul. Using Japan’s CVLs to patrol in this area 
likely will prevent an interception attempt, but means 
that Japanese missions in the South China Sea may be 
vulnerable. A submarine patrol is useful but won’t 
always stop the Australians. Another solution is to 
have smaller invasion forces sail along the same path 
as larger forces – if they use the same route for more 
than one hex, they are intercepted together. Japan can 
trace an invasion route 10 hexes long from Truk to 
Bougainville, then to GG28 (adjacent to Rabaul) and 
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 
the Pacific. Much of the 
middle part of the war 
will center on both 
sides’ attempts to gain 
air superiority over the 
Bismarcks. In addition 
to being air bases, Lae 
and Rabaul are both ports, so taking at least one of 
them is essential if Japan plans to expand quickly into 
the South Pacific or invade Australia. While Port 

New Guinea and the Bismarcks 

The Australians defend Guadalcanal! 
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Moresby is also a port, it is in a jungle-mountain hex, 
so mission ranges are reduced to 5 hexes – Japan can 
use it to invade Australia at Cairns, but not for much 
else. Thus, Port Moresby is more significant as an air 
base that is within three hexes of Lae and Rabaul. 

Japanese plans for the Bismarcks and New Guinea 
are linked because of the Allied defense. Six 
Australian ground factors may deploy outside 
Australia itself, and those units (usually four 1-2 and a 
2-2) must cover these targets as well as any Pacific 
islands the Allies want to defend. Additionally, the 
Australian air can base in Cairns to fly DAS over Port 
Moresby, and the Australian navy can try to intercept. 
However, Lae and Rabaul are both adjacent to 
beaches and can also be invaded directly. That means 
the Allies must use at least four units – all of the 
Australian 1-2s – to cover all the beaches, leaving 
only a 2-2 to defend Port Moresby and other island 
groups. Thus, the Allies often will leave one of the 
beaches uncovered and place one of the Australian 1-
2s elsewhere. An empty GG26, adjacent to Lae, would 
allow an invading unit to move inland and threaten 
Port Moresby, so the Allies are more likely to take the 
unit from New Britain. One interesting variation for 
the Allies is to place two factors in Rabaul. That 
defense makes it very attractive for Japan to isolate 
Rabaul for a turn or two before attacking it, but frees 
up DD to carry sea invading units elsewhere – it is 
possible for the Allies to over defend one target to the 
detriment of their cause elsewhere! 

The main Japanese target in this area is Rabaul, 
because it is an objective and is within range to 
tactically redeploy air from Truk. On the surprise turn, 
one factor in Rabaul will defend with a net value of 3, 
or 2 if the attack is made with marines. If the Allies 
defend all the beaches, Japan can attack the single 
defending factor at 2.5:1 odds by sea invading with a 
1-2, a marine, DD4, BC3 and CA6. If the Allies 
choose not to defend the adjacent hex, Japan can save 
a DD by having the 1-2 invade the empty beach and 
use surprise to have that unit attack Rabaul in concert 
with an invading marine. 

Lae is the next most attractive target. Without a 
marine in the invading force, a single factor in Lae 
will defend at 3. Japan can guarantee success by 
invading with two 1-2, DD4, 2BB4, 2 BB3 and CA4. 
That adds 6 shore bombardment factors to the 
invading units for odds of 8:3. It also uses the last of 
the Imperial Japanese Navy, as you will notice if you 
have been following along in the Planner. Since Lae 
isn’t essential as long as the attack against Rabaul is 

guaranteed, a Japanese player who is willing to take a 
chance can try for Lae at just 6:3 and reassign the two 
BB3 to other attacks. That will increase the odds for 
some of them to 3:1 and potentially reduce casualties. 
Alternatively, the force normally allocated to Lae can 
be used to take Balikpapan in the Dutch east Indies – 
that is why the Attack Planner shows this force sailing 
from Kagoshima, where Japan’s central location and 
range advantage allow it to threaten both targets. 

If the Allies defend all the beaches, Japan could 
choose to make a 2:1 attack against Lae using just one 
marine and 3 factors of shore bombardment while 
invading Rabaul directly with two 1-2 and 6 shore 
bombardment. There is a chance that the attack 
against Lae will fail, but Japan has freed up two DD 
for attacks against other targets. In the Bismarcks, 
Kavieng on New Ireland makes a nice airbase, and 
additional Pacific islands or more units for sea 
transport to the Malayan peninsula can be useful, too. 
Another option for Japan is to attack both beaches on 
New Britain and clear the entire island so air units can 
redeploy from Truk to Rabaul. 

Pitching a Change-Up 
It should be clear that Japan has a lot of options for 

the surprise attack, and that it’s fairly simple to set up 
in a way that can adapt to various Allied defenses and 
changing Japanese strategies. One further example 
may demonstrate exactly how flexible the Japanese 
attack can be. With Japan’s units starting in the same 
positions as given in the Planner, let’s say Japan wants 
to take a defended Guadalcanal. Clearly, that means 
both of the marines on Truk will need to be used in 
the Pacific. Does this ruin the rest of the Japanese 
surprise turn? The answer depends on how efficiently 
Japan can use its DD. 

Consulting the planner, we see that the attacks in 
Burma are unaffected, as they don’t rely on naval 
forces. In Malaya, let’s switch to the more modest 
attack that isolates Singapore, a perfectly acceptable 
result. That now will use DD4 and 6 air factors; we 
will use the airborne elsewhere and also save the 
airbase that was previously placed in Singora. Two of 
the air factors not used against Singapore can stage 
from Cam Ranh Bay to Taiwan and fly additional 
ground support over Lingayen – shore bombardment 
is no longer required for that attack, but we will use 
BB3 anyway so we can invade with just one 1-2 and a 
DD, planning to take Manila with armor on the second 
turn. Palembang gets a marine, BB3, CA6, DD2, and 
3 carrier ENAS. We need to conserve the second 
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marine and shore bombardment for Guadalcanal, and 
so attack Brunei by invading Sandakan with the 
airborne unit, a 1-2 and a 3-2 from Foochow and using 
the surprise effects to take the oil center. That requires 
another DD5 for a total of 13 used so far. Attacks 
against Wake, Rabaul, Lae, and Makin proceed 
normally, requiring another 9 DD.  

With DD4 remaining, Japan can invade 
Guadalcanal with a marine, a 1-2, BC3 and CA6. 
Effectively, these are the forces that normally would 
have invaded Brunei; Japan has easily shifted them to 
an attack halfway across the map! There is a cost, as 
Japan is a little bit behind against Singapore, but 
Japan is ahead in the Pacific and can redeploy 6 
uninverted air factors (not squadrons) to Rabaul (or 
other locations where air will be needed to oppose 
Allied sea supply.). 

The more important point, though, is that the 
Japanese player reallocated forces to an entirely new 
attack plan with relative ease in the combat phase of 
surprise turn. There was no need for complex 
planning because Japanese units were well positioned 
to strike at many different targets. The Allied shift of a 
unit to Guadalcanal, instead of de-railing Japanese 
planning, actually led to a stronger Japanese position 
in the Pacific! The entire process, including 
reallocating units to different attacks, is facilitated by 
the Attack Planner player aid. 

Hit ‘Em Where They Ain’t 
Japan’s surprise attack does not end with the first 

turn invasions. Not only must many of Japan’s 
conquests wait for the second turn, there is also the 
need to bring forces forward to defend Japan’s newly 
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 shipped across water must 
be sea escorted by either destroyers or transports, as set out below 
(EXCEPTIONS: No sea escort is required to cross rivers or crossing 
arrows). 

21.64 DESTROYER AND TRANSPORT REQUIREMENTS: 
Transports may be used for: 
G. Japanese sea escorts between any ports or eligible island 
hexes·(21.37) on the Pacific mapboard that were controlled by Japan 
at the start of its player turn. 

Japan can escort NRs to newly conquered 
territories with destroyers, but on the surprise turn all 
of those are used for invasions. Thus Japan may only 
redeploy ground and air units to ports and islands that 
it controls at the beginning of the turn. Once again, the 

extended range of naval missions from Japan comes in 
handy – since NRs beginning in Japan do not need to 
touch a port every 10 hexes, they can easily reach any 
eligible destination. For example, ground units 
beginning in Japan can NR to Truk and be in position 
to make second turn invasions via Rabaul or Lae. 
Further, air units in Malaya can TR to Saigon, SR via 
a chain of air bases to Japan, NR to Truk, and then TR 
to Rabaul (thus eliminating the need to control 
Davao.) Typically, Japan will want a few ENAS in 
Rabaul and perhaps also in Saipan, Sandakan, and 
Palau Korar. Their main function will be as spotters 
helping naval units intercept Allied sea supply lines. 
Japan will also want to redeploy at a few ground units. 
Returning the Manchurian Garrison’s 2-3 armor to 
Port Arthur has already been discussed, but it’s also 
worthwhile to get two 1-2 to Truk to strengthen 
potential second turn invasions in the South Pacific. 
Another useful tactic is to keep a few 1-2 in Japan to 
invade the Aleutians, strengthen attacks against 
Midway and Johnston, or just clean up any remaining 
holes in the inner perimeter. There will be plenty of 
transports available – while Japan is allowed to 
receive oil from the International Market on the turn it 
declares war, normally the oil embargo will have 
taken effect on a previous turn and only 3 transports 
out of 20 will be needed to ship it. 

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

51.73 WESTERN ALLIED SURPRISE EFFECTS:  
A. FIRST TURN:  During the Allied player turn following a Japanese 
declaration of war on either Britain or the U.S: 
 * Western Allied units in the Philippines may not move. 
 * Western Allied units may not enter non-port jungle/mountain hexes. 
 * Western Allied offensive operations are prohibited in the Pacific 
theater. 
 * The construction of Filipino units and Western Allied airbases, 
ports and fortifications is prohibited in the Pacific theater. 
 * Western Allied naval units which change base to the Pacific U.S. 
box or the South Africa box, then NR to the Pacific theater, are 
inverted and may not be uninverted until the following turn. 
 * If Japan attacked Pearl Harbor, only half of the American DDs in 
the Pacific theater (round up) at the start of the Allied player turn may 
be used for sea escort. Other Western Allied DDs are unaffected by 
this restriction.  
B. SECOND TURN: During the second Allied player turn following 
a Japanese declaration of war on either Britain or the U.S: 
 * Western Allied units may not enter non-port jungle/mountain hexes. 
51.74 LENDING CHINESE UNITS: Nationalist Chinese ground 
units may not operate outside China and the Flying Tigers may not be 
lent until the second Allied player turn after Britain and Japan go to 
war. 

As discussed earlier, surprise effects on the Allied 
turn will help Japan in the Philippines and Burma. In 
addition, the number of units the U.S. can bring onto 



Fall 2008 
 

14 
 

 

the board is limited as long as Japan attacked Pearl 
Harbor. While these restrictions help Japan, it’s 
difficult to provide sample attack options for Japan’s 
second turn targets because the exact defenses depend 
so much on Allied actions. Japanese players simply 
will have to plan their next round of attacks once they 
see the situation. Often units that conquered a first 
turn objective can be used to take the next, so don’t 
discount the possibilities for further expansion. 

On the second turn, Japan should take Balikpapan, 
Batavia, Manila, and Singapore as well as fix any 
holes in its perimeter, as already discussed under the 
respective sections. After that, the Japanese player can 
consider doing more. A coherent strategy is important, 
because what Japan does on its second turn sets the 
course of the rest of the war. There are six options: 

A) The South Pacific 
Japan can push further into Allied possessions in 

the South Pacific. Invasions passing through Lae can 
reach New Caledonia and the New Hebrides, while 
Rabaul gives enough range to reach the Ellice Islands. 
If Japan really wants to push out along this line, an 
artificial port on Tamana in the Giberts can be built on 
the second turn if Tamana was conquered on the first; 
it will provide the range to invade Fiji and Pago Pago 
on the third turn and cut the chain of Allied ports that 
allows naval redeployments to Australia! The Allies 
will have to defend against these threats, creating 
conditions that are ideal for a fighting Japanese 
admiral. Additionally, controlling (or disputing 
control of) island groups may generate cumulative 
modifiers to the Japanese resistance level. If the Allies 
respond too strongly, they will be weak in another 
area and Japan can make gains there – but watch those 
strategic Magic cards! 

B) Australia 
Japan can invade Cairns and try to force an 

Australian surrender. This strategy is difficult to bring 
off and will probably fail against an equally skilled 
Allied player; if so, Japanese players should note the 
title of this article and watch for other opportunities. A 
serious Japanese campaign against Australia will 
require a lot of 3-2 and 2-2 infantry, deliveed turn 
after turn via invasion of Cairns and possibly Darwin. 
Taking Port Moresby will cut down the Allies ability 
to interfere and also benefits other strategies. 

C) Hunker Down 
Japan can build up its defensive perimeter and hold 

on for dear life. This works well in conjunction with 
attacks against India or China, or as a fallback 
position after the Allies counter more aggressive 
strategies in the Pacific. Taking Port Moresby is also a 
useful move in this strategy, as is a conquest of 
Midway or Johnston Island, because Japanese control 
of either one reduces US naval ranges from Pearl 
Harbor to 10 hexes, eliminating the need to defend the 
Gilberts and Eastern Carolines against attacks from 
that direction. Japan’s ability to defend will be 
enhanced by producing a lot of land-based air and 
fighting for the Solomons, where islands such as 
Bougainville and New Georgia provide useful air 
bases. 

D) The Aleutians and Hawaii 
Attacking Midway and Johnston island with the 

intent of going on to invade Hawaii will definitely get 
the Allied player’s attention. Invading the Aleutians 
and, eventually, Dutch Harbor, can be a useful 
adjunct. Both strategies may provide resistance points 
for control of island groups while simultaneously 
forcing the Allies to defend rear areas. Even if Japan 
never gets to the Hawaiian Islands, the threat to do so 
can bleed Allied units form the South pacific and, if 
Midway is taken, channel the Allied advance in a way 
that is much easier to deal with. This strategy puts a 
premium on Japanese shipbuilding, because you will 
need have a strong naval force active in the South 
Pacific at the same time you use fleets to attack in the 
central and northern part of the front. 

E) India 
Control of three objective hexes in India and 

Burma provides a +1 cumulative resistance modifier. 
Japan will get Rangoon on the first turn and strong 
ground units will eventually reach Dacca. If Singapore 
is controlled, Japan can invade Colombo on the using 
the units (probably Marines) that survived to occupy 
Brunei and Palembang – an invasion embarking from 
either port can touch on Singapore and hit Columbo 
ten hexes further out! If those first-turn invasions took 
losses, a few 1-2 redeployed to Saigon can provide 
extra muscle. The Colombo invasion will sue much of 
the Japanese fleet and seriously hamper early progress 
in the Pacific; it’s usually best to take Rabaul and Lae 
on the first turn and secure the inner perimeter if you 
contemplate an Indian war. After that, however, there 
does not have to be a lot of naval activity in the Indian 
Ocean, though raiders and strategic warfare may be 
able to slow the Allied reinforcements down a bit. 



Fall 2008 
 

15 
 

 

Military force pool increases and the Indian National 
Army are useful production categories. An air 
transport can be fun, too – if Japan airdrops on 
Madras, it can open a ‘second front!’ 

F) China 
Japan also gets cumulative resistance modifiers for 

controlling all five Chinese objectives. Doing so 
requires the conquest of Chungking, which is difficult 
to bring off but equally hard for the Allies to counter, 
especially as long as Japan cuts off the Burma Road. 
Since any attacks in China will be exclusively 
overland, it’s a little easier to combine this strategy 
with an active naval war in the Pacific. At some point 
though, Japan will not have enough forces, BRPs or 
construction limit to sustain both wars – recognizing 
when to stop will be key to Japan’s success. An early 
Ichi-go campaign will need 3-3 armor units, additional 
AAF, and Wangs to hold the rear areas. An air 
transport to drop on Chungking can be useful, too. 

The Yamamoto Variations 
As shown in the Spring 2008 issue, Japan can 

choose among several mobilization plans leading to a 
normal Winter 41 DOW. This issue has concentrated 
on planning a surprise attack after a ‘Standard Plan’ 
mobilization, but most of what has been written also 
applies to alternative mobilization plans. Each plan, 
however, will have its own idiosyncrasies. 

Maximum Growth 
The Maximum Growth plan provides Japan with 

two fewer air factors in return for more BRPs and one 
3-3 armor for the surprise turn. The big armor saves 
air when attacking Malaya as the extra factor affects 
both the overrun and one combat. While that may 
seem like a wash with regard to mobilization BRPs, 
the 3-3 provides an edge if Japan plans to attack India 
or China. Maximum Growth doesn’t call for any ships 
before the DOW, but can still be useful to a fighting 
admiral – the extra BRPs can be used to start ships on 
the surprise turn. If accelerated, they will arrive in 
time to extend the fighting ability of the Japanese 
navy into late 1943 and, with luck, even 1944. 

Ultimate Surprise 
The point to the Ultimate Surprise plan is to catch 

some American carriers at Pearl Harbor. That will put 
a serious hole in the Allies ability to oppose Japan in 
early 1942, especially if a second strike destroys the 

Pearl Harbor Oil Reserve and sinks some DD. The 
cost is not mobilizing as many air units in time for the 
surprise turn, because Japan’s second mobilization is 
delayed until Winter 1940. 

Less air doesn’t prevent Japan from planning a 
successful surprise attack. Japan will still have 13 
AAF and 13 land based ENAS, enough for any task 
short of clearing a heavily defended Malayan 
peninsula. More important, Japan uses the Winter 
1940 mobilization to add infantry that can be built in 
Summer 1941, in good time for invasions. The danger 
point, thus, will be in 1942 as Japan waits for AAF 
mobilized in late 1941 – exactly the time that the 
Allied carriers will be at their lowest ebb! 

Extreme Shipbuilding 
This is the favorite mobilization plan of fighting 

admirals, but Japan has a lot of options for naval 
builds even without adding shipbuilding capacity. An 
additional CA4 can add to shore bombardment, or a 
CVL laid down in Fall 40 can patrol on the surprise 
turn while any US CV laid down in response is still 
delayed. In fact the larger ships built in most extreme 
shipbuilding programs do more to give Japan an 
advantage in 1942 than to enhance the surprise attack. 

Of course, Japan can add a fifth shipbuilding point 
and lay down four additional destroyers to really 
supercharge the surprise attack. If attacking another 
defended target, Japan may have to conserve shore 
bombardment by landing 5 ground factors at 
Sandakan to attack Brunei. Because this plan has 
Japan defer its third mobilization to Summer 1941, 
there will not be a lot of infantry, but military 
production and units from China and Manchuria will 
provide than enough for a successful attack. 

Conclusion 
It should be clear that Japan has a lot of flexibility 

in planning its surprise turn. The key step is to start 
early, as units are added to the force pool and moved 
to forward bases. Once ground units are in congenial 
locations, naval units can change base and undertake 
missions in many variations – your ‘plan’ doesn’t 
have to be finalized until you actually strike! Use the 
Attack Planner to keep track and respond to Allied 
defensive changes on the fly. Think a little bit ahead 
to best use your options on the second turn. Above all, 
remain calm, smile as the Allied player sweats his 
defense, and let Japan’s grand surprise attack bring 
confusion to your enemy! 
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Japanese Attack Planner 

Target Defense or 
Mission Value Attacking 

Units Starting Hex Fleet Factors 

P53: Pearl Harbor Ships in Port 0 18 ENAS Z31: Truk 6 CV, 2 BC3, CA2 
FF12: Patrol Hex None 0  N28: Kagoshima CVL, CA2 
II11: Batavia Counter Air 1AAF 1 ENAS FF12 (Patrol)  
CC16: Brunei Ground Support  1 ENAS FF12 (Patrol)  

CC16: Brunei 1-2, +2 DM 2 1n2, 1-2, 
2 ENAS (GS) Z31: Truk, BB17 DD2, BC3, CA6, 

CVL 
BB17: Sandakan None 0 1-2 (to CC16) Z31: Truk DD1 
GG11: Palembang 1-2, + 2 DM 2 1n2, 1-2 AA14: Saigon DD4, BB3, CA6 
BB11: Singora none  2-3, 2-3 1m2 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 AA14: 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  2 3-2 (move) T16  
U14 1-2, +1 DM 1 3-2 U15  
V14 Attack U14  3-2 (move) U15  
V21: Lingayen Counterair 2 AAF 2 AAF S22 (Taiwan) Airbase 
V21: Lingayen 1-2, +2 DM  2 1-2 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) 
AA17: Makin None 0 1-2 Z34: Ponape DD1 (from Truk) 
GG29 Patrol 0 Submarine Truk  
GG30: 
Bougainville None 0 1-2 Z32: Orolak DD1 

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 DD4, 2 BB4, 2 BB3, 
CA4 

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 1m2, 1-2 Brunei 2BB4, 2 BB3, CA4 
Batavia 1-2, +2 DM 2 1m2, 1-2 Palembang BB3, CA6 
Aleutians? ??? ??? ??? Japan ??? 
Midway? ??? ??? ??? Japan, Wake ??? 
South Pacific? ??? ??? ??? Rabaul, Lae ??? 
Colombo? ??? ??? ??? Via Singapore ??? 

 


