Empire of the Sun: History Repeating Itself 
By Mark Herman

One of the most frequently asked questions about any new wargame is how does it recreate the historical events upon which it is based. Empire of the Sun is a strategic simulation that portrays the historical events of World War II in the Pacific at the theater level. The broad themes of the historical campaigns in the Pacific are portrayed, but  many small level actions although accounted for in the aggregate fall below the scope of the game.
The purpose of this short essay is to lay out the basic guidelines for recreating the historical Japanese offensive from January to April 1942 (game turn 2) when the majority of the Japanese conquests were achieved. 

Set Up: Use the 1942 scenario set up as the point of departure for this plan.

Objectives: Capture Malaya, South and Central Burma, Dutch East Indies (Sumatra, Borneo, and Java), Philippines, Wake, Solomons, Gilberts (Tarawa), and raid Darwin. Technically the IJN’s raid of the Indian Ocean (Operation C) occurred during this period, but the timescale of the simulation has the British naval reinforcements (the object of the raid) appearing at the beginning of game turn 3, so that is when this historical event would occur in EOTS. 

Cards and Dice: The Japanese attack was preplanned, so if the Japanese were to get their historical hand accomplishing the Japanese objectives is actually quite easy. However as with any CDG the cards that you draw are very unlikely to be a one for one match with history. The plan listed below is based on having a bit better than average luck, but there are many paths to achieve these objectives, so even if you do not get the identical cards, you should understand the basic pieces of the plan and how it could occur without any special rules.
Historical Japanese Game Turn 2 Hand: 3 (Col. Tsugi), 36 (Sub Attack, 6 on draw Doolittle Raid Reprisal), 47 (VADM Kondo), 58 (Western Force), 59 (Central Force), 60 (East Force), 78 (Tainan Air Unit)
Historical Allied Game Turn 2 Hand: 4 (Arcadia Conference), 6 (Doolittle Raid),  11 (WIE Minor), 10 (General Douglas MacArthur) , 9 (or any 3 OC card for conducting CV raids on the Japanese outer defense perimeter)
One of the challenges when examining an historical set of events in this manner is to determine how probable was what actually occurred. The tension is between how to weight the quantitative and qualitative analysis and is endlessly arguable. It is my judgment that the historical performance for the Japanese was a 95% result versus a 10% result for the Allies. This is not to say that the Japanese would not have gotten the majority of their objectives, but the incredibly low cost of the offensive was way below even their planning estimate. The Allied armies in Malaya and even the Philippines outnumbered the attackers and although poor training and armaments played a big role in the outcome, in the end the Allies also suffered from incredibly poor senior leadership. 

This means that the historical battles in all cases assume that the Japanese are getting near maximum dice results as juxtaposed against the Allies rolling consistently the worst results. When this is taken into account, the historical results whereby the Japanese took less than one step of ground losses, lost no major warships, and suffered some, but less than one step of air losses can be appreciated for what they are, a near perfect game result.
The moves shown in the table, do not trace the actual paths of the units, but they are all within range of their objectives and account for all game rules of Allied ZOI and the known presence of Allied naval units at the start of the turn. If the Allies in a real game move differently or have better cards than historical, the Japanese get less than the historical result. Even if the Japanese in your game do not achieve the historical results, they are achievable in the beginning of game turn 3. Note that many Allied hexes will convert to Japanese control during the National surrender phase at the end of the turn.
Order of Battle comments: The Japanese accomplished their offensive with 11 divisions with some auxillary brigades (65th), detachments (South Seas), and Special Naval Landing Forces (SN). Most of the operations where controlled out of 4 army headquarters, but the scale of EOTs doesn’t permit the army order of battle to be exactly right, since 4 armies cannot become 11 divisions at this scale. So I tried where possible to use a close approximation to what occurred, but since I cannot breakdown the pieces to a granular enough level the absolute amount of resources is right, but not the actual designations in all cases. In addition, the CV Kaga developed engine trouble and returned to base on March 2nd removing it from the latter half of the game turn. Since I cannot split off one carrier at this level, the CV Akagi is kept out of this movement to capture the absence of the CV Kaga.
Historical Allied Moves: Move US CA/DD Asia naval units to Java, CV Carrier Raids of Marshall and Solomon Islands, bring SW Pac into Australia, react to Japanese attack of Dutch East Indies and a  potential, almost historical, move is the relief of Wake battle. Most of these moves are done as reaction moves, with most of the historical hand going to events.
Caveats: This is the historical Japanese plan as simulated in EOTS. It is not necessarily the best plan to follow as we should remember that it did not win the war for Japan. The Japanese plan conquers several vulnerable Western colonies, but does not administer a knock out blow to China, India, or Australia. Consequently the Western allies have major locations from which to organize a counterattack.

	Order
	Card
	HQ: # of Act.
	Units/Objectives
	ASP 

	1
	3 OC
	South HQ: 4
Malaya
	1. 15th + 25th  Armies + 22 Air Flotilla( Kuantan*
2. CA Mogami( Miri
	0

	2
	Event Log: 4+
2OC move
	South HQ: 5
Malaya

Philippines

S. Burma
	1. 14th Army + 5 Air Division( Manila* 

2. 15th + 22 Air Flotilla( Singapore*
3. 38th Army( Burma (2108)*
	0

	3
	3OC
	Comb. Fleet: 6
CVs South

Wake
	1. CV Shokaku + BB Kongo 1 ( Davao

2. CA Mogami + 2SN( Bangka 

3. CV Soryu( Wake*( Davao

4. 3SN (Guam) ( Wake*
	1

	4
	3OC
	South Seas: 5
Gilberts, Solomons
	1. CL Tenyru + 4SN( Tarawa

2. CA Aoba + SS ( Guadalcanal
3. 18th Army Strat Trans(Davao
	0

	5
	Event:
Para

Log: 5+
3OC Move
	Comb. Fleet: 8
Borneo

Celebes

Java
	1. BB Kongo 1 + CV Soryu + CV Shokaku 1(Tarakan/ Tjilatjap/ Soerabaja (respectively)( Singapore 
2. 18th( Tarakan*
3. 17th Army( Balikpapan*
4. 16th Army(Tjilatjap*
5. 19th Army ( Soerabaja*
6. Paratroopers(Kendari (Flag)

7. 21st Air Flotilla(Davao( Kendari (Darwin) (Davao

	4

	6
	Event
Log: 7+

3OC Move
	South: 8
Darwin Raid

Sumatra

S. Burma
	1. 38th Army + 22 Air Flotilla( Rangoon*
2. CV Soryu + CV Shokaku(Darwin*
3. BB Kongo 1 + 25th Army(Medan*
4. 35th Army(Palembang*
5. 15th Army(Bangkok


	2

	7
	2OC
	South: 3
Central Burma
	1. 38th Army + 22 Air Flotilla( Mandalay*
2. 15th Army(toward Burma
	


Key: *= Battle Hex 
