With Mark’s promise of a ’43 tournament this Fall, I thought it would be useful to post, while still fresh, this summary of a FtF game that took place tonight. Pablo Garcia was in town, and we took the opportunity to have a rematch of the WBC semis but changing sides: Mark playing Japan and Pablo taking the Allies. 

Turn 5: 

The Allies started by launching Toenails to take Lae and Eniwetok (the latter starts the scenario vacant). Japan played a 3 OC to redeploy two armies (including KOR) to Burma and various army garrisons to key locations (Biak, Kwaj, Saipan). Allies play a SEAC 3 OC to move the largest CW Corps into Dakka. Japan plays a Force Card to take Dimasur and Akyab, and seal off the Chinese. Allies launch air raids on Wewak and Rabual, move up to Madang, take Keopang, and send a big USN force to Darwin, while Japan reinforces Attu and redeploys to meet the threat in the lower DEI, including landing a (9-12) at Vogelkopf. Japan also attempts to whittle down a divided USN with a Force Card raid on Darwin, but fails with a .25 result and the loss of minor smothering forces elsewhere. Allies try an OC play to grab Kendari without the USN, but Japan makes special reaction and reaction, and the Vogelkopf (9-12) reacts to spoil the SF X’s party. Both sides ended the turn still under ISR, the Allies having played an ISR creator after Japan played a 3 OC. Japan loses substantial air assets moving up in Burma and keeping Wewak in supply, barely achieved by avoiding surprise on the last Allied card play. 

Turn 6: 

Subs hit. The Allies move 4 corps adjacent to Wewak, causing Japan to evacuate two 18-12s and ceding the northern NG Coast. The Allies then take advantage of Japan vacating Vogelkop the prior turn and land there with the Australians, avoiding special reaction. After Japanese repositioning, the Allies attempt to reinforce Dakka with Slim’s Armor X, but an Indian Workers’ Strike prevents the action and flips the 4th Indian XXX in Calcutta. Japan decides it is Dakka or Bust, and launches Force Card #3 at Dakka with 3 Japanese armies. Despite losing yet more elite air (because still under ISR and thus unable to use the replaceable naval air in the South HQ area), Japan gets a 7/1 split on the dice and wraps-up Northern India. But with so many Japanese ground units committed in Burma, Japan cannot garrison all ports within 11 hexes of Tokyo. The Allies, thus launch a massive attack to take Palau which, with smothering of key reaction forces, succeeds. Japan ends this turn with a two-card advantage (and out of ISR but the Allies under ISR), and has the luxury of playing the escort card as an event. With Palau’s and Wewak’s fall, the Allies achieve 4 VPs worth of objectives, but Japan seemed posed to rack up huge VPs in Northern India, which was placed in unrest, and the Allies had not made new conquests in the Mandates. 

Turn 7 

Subs hit, although the escort event makes it close. Allies open by placing Japan under ISR, requiring Japan to play a 3 OC to escape it. The Allies in turn escape ISR with a 3 OC play. Japan gets air replacements and sends forces from Burma to create reaction-invasion forces in Miri and the Philippines. The Allies take Sarong and then try to land in Balikpapkan, but Japan sends a massive reaction and wins the A/N combat to turn back the invasion. The Allies then launch a surprise attack to kill Japanese CVs stacked with reaction forces. Japan repositions increasingly scarce ships to maintain reaction capabilities. The Allies try to take most the Mandates with Cascade, but run into Halsey’s Typhoon. After the dust settled from these initial maneuvers, the Allies have 2 cards and 4 ASPs, with Japan holding one card and the Allies up. 

The Allies surveyed the Board and the victory conditions: N India had fallen and was in unrest (net 8 VPs); Burma Road closed (1); PW at 5 (1, because Attu held); Rabual was still Japanese and very strongly held (3), so Japan had 13 VPs. The Allied had Palau (3), 3 NG ports (1) and Vogelkopf (1), for –5. VPs thus stood at 8, and Pablo needed 3 VPs with his final two cards to eek out an Allied marginal victory. With 4 ASPs and two cards, this meant either Dakka or Kwaj. Pablo launched Forager II at Kwaj but encountered another Monsoon. With PoW still not made, Pablo had not choice but again to try for the Marshalls – this time with Galvanic, which he played as a 3 OC. 

But how to source the invasion confronted the Allies with one of those subtle choices that makes Empire of the Sun great: Send 3 ground units, which meant something would survive on a 1.5x result on the ground combat table against the Japanese 18-12 army, or 2 ground units and four ships, which meant the Allies would have a greater chance of landing against the maximum Japanese reaction. Pablo elected the latter course. Japan missed the 0-5 intel roll, but rolled a 5 (modified to an eight) on the ground combat, wiping out the Allied ground forces and securing a Japanese victory (two more VPs lost: one for PoW and one for Allied ground losses in the Kwaj, leaving VPs at 10). Had Pablo sent the three ground units, the Allies (given surprise) would have taken Kwaj and won the scenario with 5 VPs, but of course Pablo didn’t know that Nimitz’s armada would be spared an engagement with Yamato & Co. Japan thus secured what by the victory conditions was a major victory by the slimmest of margins on the last card of the game. 

A great game with, as always, a great opponent. 


