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In the opening stages of the Japanese offensive in EotS, New Guinea and the Solomons (NG&S) might occupy a modest place. Unlike the DEI, it has very little resources (only the Vogelkop peninsula), unlike the DEI, Burma, the PI and the US pacific territories (Midway, Dutch Harbor, Oahu), taking or neutralizing the NG has no direct political benefits to offer (in the form of lowering US Political Will).  Moreover, partially occupying NG&S can give the U.S. fairly easy Progress of War targets. This can lead the Japanese player to disregard partially or altogether NG&S, focusing instead on other more resource-rich and politically important territories. One might even conclude that the historical Japanese struggle over Guadalcanal was a misplaced strategic choice that burned an inordinate amount of resources. 

It might well be the case that these are proper ways to face the game and look at history. However, in this article I want to take the opposite view by highlighting that although the direct economic and political benefits of taking out NG&S are low, the strategic relevance of NG&S in EotS is high. To this end the second section will briefly sketch the main strategic defensive and offensive advantages that Japan reaps by controlling and/or neutralizing NG&S. Then, I want to argue that actually achieving the main strategic benefits need not be a drain of resources on the usually strained Japanese war effort, so I will focusing on how to shift this strategic relevance to the benefit of the Japanese Empire with a proper priorization of objectives in an economically sound way. Hopefully this article will therefore provide some useful ideas to Imperial efforts in our cardboard and bit-driven wars.

The strategic dimension of NG&S
A simple glance at the EotS map shows that the large island of NG forms a barrier between the inner pacific expanses of the Japanese Empire and the Australian east coast, while the Solomons chain extends further this blocking position towards the South Pacific and the New Hebrides.  Thus, in a very material sense NG&S early in the game provide the shield with which the Allies defend against the Japanese onslaught, while later on, if properly conquered or neutralized, it can reverse its role and form the shield by which the Japanese Empire blocks allied offensives towards the Philippine Islands (PI) and the chain of islands that lead to Japan proper. Let’s look first at this second role.

NG&S as allied base of operations

NG&S can form a large and unsinkable base from where large allied air/naval and ground assaults can hammer at the Japanese controlled PI, DEI,  Marianas, Carolines and Marshalls. For instance, an US LRB unit based in Townsville can hop to Lae with a 1OC and smother Truk, or with a 2OC hop to Sarong and attack Tarakan, Balikpapan, Davao and Palau. Flying to Hollandia instead with a 2OC puts Ulihi within range, while flying to the Admiralty Islands allows the bombing of Guam. A 3OC activation means that from Nauru both Kwajalein and Eniwetok are within range of the LRB based in Townsville. Meanwhile, amphibious assaults or naval raids from Wewak can reach Truk with a 1OC, while from Hollandia they can strike Palau. 2OC attacks from those ports puts all Japanese ports in the Marianas within range of the big guns of the 16-16 BBs and the strike planes of the 14-12-3, while naval units in Guadalcanal can raid Truk with a 2OC.  Notably, the Island of Biak - part of NG - is within 2 OC range of the Japanese Home Islands.  From turns 5 onwards this means that a long way to victory can be achieved by the allies by basing naval and ground assets in those ports, under suitable air cover by the USAF. The mere threat to Japan will divert Japanese efforts to defend the naval bases in the inner perimeter.
The NG&S as a strategic chokepoint.

The historical Japanese drive to the Solomons aimed at interfering with the communications between the US and Australia. EotS simulates this quite nicely. Japanese Air Units in the Solomons, through their AZOIs, prevent the Allies' CenPac HQ from supplying or activating units in Eastern NG, which otherwise would be within Nimitz's command.  .  Moreover, , Japanese control of the NG&S can make the transfer of naval, ground and air assets between the Central Pacific and Australia difficult and cumbersome. Let’s first look at air units. An LRB unit in Oahu can with a 2OC move to Espiritu Santo (four legs of movement), either by strategic air transport or by move followed by post battle move). However, from there to Australia the air base link has to go through the Solomons! Japanese control of the Solomons implies that US air units, once they deploy to the Australia or Pacific theaters, can only shift between them by getting killed (and brought back in the reinforcement phase) or being sent off the map by the play of an OC card. This provides the Japanese player in control of the Solomons with full knowledge of where the main smothering efforts by US LRB will occur, and plan accordingly. Thus the inter-theater transfer of the prime attritional weapon in the Allied arsenal (air units) is greatly hindered if the Solomons are controlled by Japan. 
Regarding naval units, although this hindrance is less dire, it nonetheless exists. The distance between Oahu and Townsville/Cains is exactly 30 hexes. Therefore, naval units can potentially be strategically transported from Hawaii to Australia in one activation with the play of a 3OC card. But the path crosses right through the Solomons, in particular between the Bougainville and Guadalcanal ports. Japanese air units there will block therefore this flexibility, as strategic transport is not possible under enemy unneutralized ZOI’s. But what about a 15 hex move from Oahu to the pacific islands followed by a subsequent post battle move to Cairns/Townsville? Well, the closest port to Oahu is Funafuti, which is 16 hexes away from Oahu. The bottom line of this is that once the Solomons fall under the Japanese control and Japanese air zones of influence deploy over Guadalcanal/Bougainville, getting ships from Oahu to Australia is a two card play for the Allies.
NG&S as Japanese base of further operations

Japan’s conquest or proper neutralization of NG&S can also be a stepping stone for further offensive operations. The most obvious one is Australia. Without properly handling NG&S any plan of conquest of Australia is doomed to failure. It might actually be the case that, barring disastrous allied play or luck, any Japanese plan for the conquest of Australia is bound to failure, but that’s matter for a different article. The ability to use NG&S ports and airfields is key to offensively use Japanese naval, air and ground assets to invade the all-important Australian ports and airfields. The east coast of Australia has two key objectives: Cairns and Townsville. Without these ports, the powerful allied ground units needed to fight back the Japanese once they land can only base or deploy a long way west, to Darwin and Wyndham, and/or perform costly amphibious assaults from the New Hebrides and Fiji. Taking out these ports is therefore critical in any Japanese attempt at Australia, and while they are a 2OC away from Rabaul and a 3OC away from Truk, they are only a 1OC away from Port Moresby or Gili-Gili. Moreover, 1OC attacks from those NG ports can limit significantly the ability of the allies to react to the battles. More important for Japan than getting ashore there though is the ability to ship supplies to the Japanese units so that once they land they can do further operations and not die in attrition. Supply from Truk to Japanese units that achieve the daunting task of conquering the eastern Australia ports is impossible under allied air ZOIs from Gili-Gili or Port-Moresby.  Taking one or both of these ports (if Port Morseby, then also Lae) is therefore often a prerequisite for a Japanese drive to Twonsville.
What about the west coast of Australia? Arguably here the southern DEI ports in Kendari and Koepang are the critical launching pads for the offensive, again thanks to the 1OC range that limits potential allied reactions, but Biak and Sarong are also nice additions as they are close enough to Darwin to subject it to naval and air attacks.
The other direction of Japanese offensive operations once NG&S are secured is towards the southern pacific: the New Hebrides and Fiji. However, the barren wastes of this part of the map are probably not worth the effort for Japan. No resource or political benefits are to be achieved here, and the supply situation is difficult at best. Only Espiritu Santo is within supply range of Truk, but Espiritu Santo is here hexes away from the map edge, so the added strategic benefits resulting from the conquest of Guadalcanal (see above) are rather minor: naval units based in Funafuti are still only a 2OC away with strategic movement from Townsville even going around a Japanese AZOI in Espiritu Santo. These issues indicate that any attempt to set a continuous chain of Japanese AZOIs from Truk to Noumea, blocking the naval movement from the Pacific to Australia, would require the placement of a Japanese HQ in Guadalcanal, Bougainville or other ports south-eastward of the Solomons. 
The neutralization of NG&S

Conditions for the outright conquest of NG&S are set out in the rules. These state that in order for Japan o control all ports and airfields in the Solomons chain (the Mandates), both Rabaul and Guadalcanal need to be invaded. What follows is based on the 1942 campaign start. Initially, the plan of taking Guadalcanal looks fairly easy, as Rabaul is already under the Imperial boot and Guadalcanal is 1OC away, with 1 activation using an ASP to ship the SS Bde or a 2 activations if the cruiser escorts the SS Bde there. The US has some limited ability to put some sands in the wheels to make the prospects a bit harder. In the Emergency Naval Move at start of the 1942 campaign the allies can send the Australian CA Kent from Cairns to Guadalcanal. This eliminates the option to invade with the SS Bde unescorted, forcing it to be shipped along with the cruiser from Rabaul (as invasions of ports containing enemy ships require that the invading ground unit also sails from its port of origin with an escorting vessel). More importantly, it forces Japan to burn one of the precious battle hexes available on the first turn of the 1942 campaign. Another common US action down the road in turn 2 is to send the Marines in Wake to take station in Guadalcanal (12 hexes away avoiding the Japanese naval air unit in Kwajalein). If combined with the Kent emergency naval move, this makes a successful invasion of Guadalcanal from Rabaul an operation that succeeds only 60% of the time, with an added chance of flipping the irreplaceable SS Bde 50% of the time. Furthermore, if the US floats some risk and strategically transports the LRB sitting in Oahu to Guadalcanal or Bougainville, Japan will require carrier escort to invade Guadalcanal. Given the inherent risk this last option is probably only available for the US during the last activations of turn 2 in the 1942 campaign, when it might be too late anyway for Japan. Indeed, if Japan does not take Guadalcanal in Turn 2 it can basically write that off the planning stage, as the costs of opposed invasions against Marines or Army units under USAF air cover becomes prohibitively expensive, and Guadalcanal provides some attractive positioning of these units in turn 3. The bottom line is, the starting point towards securing NG&S is the speedy invasion of Guadalcanal in Turn 2. This should take 2 ops and a South Seas activation early in Turn 2.
Conquering New Guinea is a tougher undertaking. Rule XXX details the conditions for the full conquest of the island. All ports (including Biak) and the Volgekop resource need to be taken. This amounts to 7 out of the total 11 locations! There is, however, a more economical path towards the neutralization of New Guinea and the occupation of the key spots. Those key spots reside in the eastern and western tips of the island. I look at each in turn.
The Volgekop area 
The Sarong airfield, the resource hex in the Volgekop and the port/airfield in Biak island form a nice bundle of goodies for the Japanese player. However, seldom the Japanese player will have the luxury of spending three or more activations (and the corresponding ASPs) to take out this area in one single turn. Moreover, as in the case of Guadalcanal, speed is of the essence, otherwise the flood of allied reinforcements can make operations in this area exceedingly difficult. How to balance these requirements? Out of the three objectives, the resource hex can be taken out of the early-priorities list, as Japan has oil reserves until turn 4, while Rangoon can provide the 13th resource for the seven card hand.  Biak looks more promising. A port/airfield, unreachable by land, in activation range of both South Seas and Combined Fleet HQ, it looks like a nice base from where to stage air/naval assets. However, until NG&S have been fully neutralized, any naval units in Biak are subject to raids from allied air units flying to Hollandia, Aitape or Sarong. This brings us to the key to the western NG position: the humble and lowly airfield in Sarong. 
Sarong is an important location for a number of reasons. First, a Japanese air unit there projects an AZOI that nicely mingles with other key air bases to the west, towards the DEI. The chain of AZOIs from Sarong can join up with air units in Davao, thus hindering activation ranges from allied HQ in Western Australia towards the northern coast of NG. The AZOI from Sarong also joins with the potential AZOI from air units in Makassar, thus helping block allied supply and activation paths into the South China Seas. The ground unit that invades Sarong can later be activated from South Seas with a 2OC and simply walk into the resource hex. Allied non-LRB allied units that fly into Biak have to travel westward over the northern coast of NG, as the range from Darwin to Biak is 5 hexes.  From the Volgekop resource to Biak it’s a 1OC 1 activation jump that can be done with Combined Fleet or South Seas HQ activations. Therefore, although Sarong requires to be occupied early on in turn 2, the other two spots in the area can be left for mopping up operations in turn 3.   Japanese players, however, need to be mindful that, unless Japan repositions an HQ, Sarong is only in range of South Seas HQ in Truk.  Thus, unless Japans also stations air in Palau or Biak, Sarong can be isolated by the Allies using CVs during an Offensive.
The eastern tip of New Guinea 
Towards the other end of the Island, the apparently big prize is Port Moresby. After all, in the real war the Japanese aimed at invading it by sea and attacking it by land. Surely the conquest of Port Moresby will put the lock in any Allied attempts at counterattacking? Well, not really. As Sarong, an apparently lowly location has a disproportionate impact on the tactical situation: Gili-Gili. Allied assets in Gili-Gili can be easily supplied from Cairns under the umbrella of the USAF. From there, large US corps can be transported or placed as reinforcements, threatening to march west and not only attacking Port Moresby if it fell under the Japanese boot, but also more effectively to sweep the other Japanese ground or air units that defend the northern locations, such as Buna and Lae. Through this, progress of war is more easily achieved and a Japanese controlled Port Moresby can be isolated. Conquering Gili-Gili is therefore the natural companion to the conquest of Port Moresby. 
The latter might look like an easy task. The Port Moresby garrison (a 5-5 that will flip from attrition to 3-5 end of Turn 2) provides a modest defense, with a loss factor of 9, so an 18-12 army can potentially stomp it away, either attacking overland or by sea. Note that this can be done even in turn 2 (before attrition flips the garrison going into turn 3) with some risk, as the maximum damage the Aussies can inflict is 10 hits. A seaborne invasion by an 18-12 army escorted with a CV or CVL would fail in this case only 8% of the time. Failure can be catastrophic though, and operationally it is more expensive than landing north of Port Moresby with the same army and then assaulting the town. Interestingly, the ED army in Tokio is 15 hexes away from Madang, so implementing that invasion and then marching overland can save one Chinese division (that could be used to unflip a 9-12 army that invaded Lae) at the cost of one card play to assault Port Moresby.

Incidentally, the allied player might consider putting some of the British CVs in Darwin, so as to provide a reaction force into, for instance, Port Moresby with the Australian corps. 

Conclusions
This note has argued that disregarding New Guinea can have difficult consequences for Japan in the long-haul, by providing bases from which the Allies can start early raids into the inner perimeter, while its control can usefully hinder strategically the use of Allied forces, most notably air and naval units, while putting allied ground units to the daunting task of having to contest, through amphibious assault, the bases that will help in the mid to end game hammer the Japanese inner perimeter. It has also argued that the expensive full-blown conquest of New Guinea is not necessary to prevent these costs and achieves these benefits, but rather that a focused approach, based on taking Sarong,  plus Gili-Gili, Guadalcanal and Port Moresby, with the potential additions of the more usual targets Volgekop and Biak, can hinder the allied effort in terms of strategic flexibility, without providing easy pickings for Progress of War. Of course, costs and benefits need to be assessed carefully in each specific case, and a truly bad hand at start can actually not lend itself for the neutralization of New Guinea. 
� The drafting of this article would not have been possible without the lessons, battering and enjoyment gained by playing through Cyberboard and ACTS with a number of graceful and sporty opponents, most notably Mark Popofsky (who also provided useful comments to this note), Thomas Dworshak and Tobias Kriener.  Also the number of illuminating posts in the CSW site and Jay Meyers’s website provide a wonderful motivation to look into the depths of Mark Hermann’s great game.
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