Japanese Team Greatest Hits:
(MH=Mark Herman comments)

(MH: This is a shortened transcript of the decisions and dialog from the Japanese team in a recent CSW forum team game. My intent is to post this so gamers can use it for a resource on how a game can evolve. I have not edited the comments, corrected spelling, or grammar. All I have done is skip back and forth preparation of plans or other conversations that would slow the main narrative down. Players are welcome to examine all of the posts if they want to see all of the information. I was the CoS for the Allied team from July 1st until the games conclusion with an Allied victory.  I was a back bencher for the earlier portions of the game, so my comments on Allied thinking are few. Once the game enters late game turn 4 when I became very active, I have woven in elements of the Allied thinking as a counterpoint to the Japanese narrative. Enjoy…)

A decent opening hand

#10 3 / 2nd Operational Phase: Solomon Island Expansion Activation: Any HQ. Logistic Value: 6 Conditions: May only be played as an event if the Japanese Inter-Service Rivalry marker is on its Strategic Agreement side. 

#16 3 / Operation RI: New Guinea Offensive Activation: Any HQ. Logistic Value: 4 Conditions: Only air and ground units may be activated. 

#47 3 / VADM Kondo: Conquest of the Dutch East Indies Activation: South or South Seas HQs only. Logistic Value: 7 Float Plane Tactics: Japanese CA naval units add 2 to their attack strengths for the duration of this Offensive. 

#11 2 / US/British Second Front Conference - Germany First: US Inter-Service Rivalry Flip the US Inter-Service Rivalry Marker from its Strategic Agreement to its Inter-Service Rivalry side. No additional impact if Inter-Service Rivalry is already in effect. Draw one Strategy Card. 

#67 2 / Japanese Army/Navy: Central Agreement This event ends a Japanese inter-service rivalry. Flip the Japanese Inter-Service Rivalry marker to its Strategic Agreement side. If the Japanese Inter-Service Rivalry marker is already on Strategic Agreement side there is no additional effect. Bonus: If this card is played as an event, the Japanese have the option to discard a card of their choice and re-place it with any card from the discard pile (not those removed from play). 

#48 3 / General Adachi: New Guinea Offensive Activation: South or South Seas HQs only. Logistic Value: 5 Conditions: Only air and ground units may be activated. Bonus: Neither the HQ nor the units being activated need to be in supply in order to be activated. 

#69 1 / JN25 Code Change Intelligence: Intercept Draw one Strategy Card.

I'd call that more than merely "decent".

With both Operation RI and General Adachi in our hand, it seems that push in Burma is in order this turn.

Our first priority is to neutralize the allied HQs at Singapore and Manila, then secure the DEI, Malaya and the Philippines. Between VADM Kondo and 2nd Operational Phase we should be able to get most of that done.

Second is to build momentum toward Rangoon. With General Adachi and Operation RI we should be able to make a lot of progress in that area.

Andrew's final, point-on assessment of the deadly Pablo-Tom-Antero cabal. Not to discourage input from the rest of the team, but, at least for the first two turns, I would favor letting these guys do their thing, especially when they are all on the same wavelength. 

Yes, when the Allies get into trouble early in the CBI they are in for a difficult game. 

I can't prove it yet, but I have come round to the belief that before the cards are dealt and with a starting PW of 8, the Japanese have a significant advantage in the shortened campaign game. (MH: I wonder what the answer is now?)

Hey guys, I don't have the bandwidth to participate in this game (as much as I would like to), but that is a dream opening hand. I've never seen Australia conquered because I've never seen Japan get 4 good offensives in turn 2 (and an ISR card *and* an agreement card that you can use to use 2nd Expansion 2 times in the turn!--to boot). You guys might want to consider going for Oz just for the entertainment factor (at least it would be entertaining for me and the other lurkers). 

I think India is a safer bet for sure and in a competitive game I'd go along the lines that Pablo sketched out. But in a fun game, I'd try for Oz just to see what happens. Keep in mind that on turn 2, once you've isolated all the Allied HQs, you can use the ground/air offensives to invade/attack in the DEI because the Allies can't react. 

Anyway, I haven't looked at the Allies hand and I won't comment on either board any more but when I saw how good that hand was, I couldn't help not throwing out this idea because I'd like to see if it can be done. If you do go south, plan out the turn as much as possible because every activation will count. 

Sadly, I don't think that this hand is conductive to heading for Australia. The limitation of no naval units with Operation RI and General Adachi really slows things too much. Even though the Allies might not be able to react, the lack of airbases before DEI falls makes it near-impossible to get enough speed for southward advance. It's almost always better to go where the cards tell you to go, rather than force the cards go where you want. 

However, a slightly unconventional opening occured to me. With the number of activations we have in our cards combined with the ISR card allows would suggest that we do not invade Batavia with our first card. The idea would be to get the Allies to play the Arcadia Conferece immediatly, so that they could not use it to remove the ISR. We should not have trouble taking out the Dutch Air with our next card, allowing us to put the ABDA HQ out of supply immeadiatly.

"I have come round to the belief that...the Japanese have a significant advantage in the shortened campaign game. "

I don't think so. This is a very complex game with a lot of subtle things going on. In my experience, the player who best understands all the interactions of air/naval/ground units and using them to achieve objectives in a timely manner will win. There are a lot of things that can go horribly wrong for the allies in the early to mid game if they are not careful. Likewise, there are a lot of things that can go horribly wrong for the Japanese in the middle game if they are not careful. 

In the BPA tournament that Mark started in December 2005 there are two games left to complete in round 4. Of the players who have completed four rounds and are still in it, here are their records. 

Bob Heinzman 3-1 (All as Allies)

Andy Bodkin 3-1

Ken Burd 4-0 (All as the Allies!)

Pablo Garcia 4-0 (2 as Allies, 2 as Japan)

Dennis Nicholson 3-1

Tim Tow 4-0 (1 as Allies, 2 as Japan, Round 3 game was a forfeit)

James Pei 4-0 (All 4 as Japan)

Jay Meyers 4-0 (2 as Allies, 2 as Japan)

Not sure what that data proves, but I'm glad Ken Burd isn't at the allied command table!

Both Antero and Pablo attack Manila with 40 A/N factors. Required. We must put SW PAC HQ OOS to prevent the ground units there from escaping to more defensible positions. 

Hitting Singapore with 36 A/N factors is also advised. I am not concerned about the Malaya HQ being in supply, as there is very little it can do. It would be cool to see the allies play the "Operation Matador" response event, but I certainly would not expect them to even if they held it. We can negate this by making a simultaneous landing at Batavia with a CV/CVL to isolate Singapore, if we choose to go that route. 

My early preference is to agree with Pablo and push toward Soerabaja. I would like to see any extra activations used to move air and ground forces from the rear areas forward on the first couple of cards. The Korean army to Hanoi or Bangkok. 2AD attacking Manila. The push into Burma has greater effect if we first reinforce with an army or two. 

I have not yet dismissed Jay's request that we consider the conquest of Australia. There are two aspects of our hand that make it interesting. Second Front Conference allows us to draw a card. This gives us the opportunity to have the final card play of the turn. We could save an operation for the final play to drive SW PAC from the map and eliminate all the single step units. By using A/N attacks to reduce full strength units, such a blow would remove a large number of allied units from the map. The other is the Adachi event, which allows units that are OOS to be activated. We could actually land a couple of reduced strength armies in Australia that are OOS, but in command range of South Seas HQ so they could be activated to attack Darwin. 

But...there are SO many things that can go wrong. How does Japan usually prosecute this effort? My initial impression would be to either land at Gili-Gili then Cairns, or land at Lae, then attack Port Moresby and on to Cairns. 

I would try this in a friendly ftf game, where command decisions are made by one person, me. In a group effort like this I just can't see it happening.

For Australia to go, we need to smash Port Moresby and take the Solomons. 

I think I hold a contrarian view on the relevance of the Solomons. Granted, if New Guinea remains in allied hands taking Guadalcanal can be counterproductive. But, if we take Port Moresby (and Gili Gili!) as well as the Solomons, an offensive into Australia into turn 3 can be something to plan on. 

On the other side of the front lines, getting the DEI this turn with Comb Fleet moved to Manila could be massive, and help into proyecting force into western Australia. 

Korean army should go to Batavia eventually to stomp the Dutch at Tjilatjap. 

Im attaching a strategy piece I wrote a while ago where I put the case for going at Port Moresby and the Solomons. (MH: See Mark Herman's Website on the EoTS Strategy page for a copy)

I think we should first decide if we are going to Burma or Australia. Barring the same kind of freak distribution of WiE cards as in the last game, going after both is a slow, but sure way of conducting seppuku. 

The main problem I have with going for Australia is that by doing that our fate depends largely on next turn's hand. Our cards and the lack of Arcadia also give us a golden opportunity for a quick offensive in Burma. Also, any WiE cards played by Allies this turn pretty much destroys all chance for us to take Australia. 

Allied position in Burma is very vulnarable right at the beginning. Usually, Japan s take advantage of it, since it has to take care of the DEI first. Now we have the luxurity to hit the Allies while they are most vulnarable there. The point of the early attack is to take Rangoon early (preferably with second card if Allies don't have a very high logistics value card to reorder their troops), and ship the reinforcement directly there. No need to waste activations to slog the armies from Hanoi and Bangkok through the jungle if you can ship them directly to the front.

I agree with Antero. Is it the CBI or is it Australia? Interestingly, its the great hand we have that gives us the choice.

Antero makes a compelling case for Burma in one paragraph. I would like the staff to prepare a plan for a strike into the CBI. (MH: Decision made...great debate)

We need one of those cards we had on turn 2 last game that cancelled allied operations in Burma. We don't have one this game, so expect an immediate allied operation to bring the Chinese units and Indian corps to the area around Rangoon. Since speed is essential, we will probably want to AA an army or two adjacent to Rangoon this turn. 

DEI is a priority but can we do anything to help jump start our push in Burma by delaying something we would auto do with a less awesome hand? I think Manila and Sing are a must so... 

I may not have the wrong details but the strategic idea i'm trying to get to is - use all out surprise in Burma and once the defenses start to appear keep up the pressure to keep the allies focused there but circle back for anything we'd bypassed. 

Allied Emergency Naval Move:

1. Exeter to Dacca 

2. Dutch CA to Batavia 

3. (2-6) to Soerbaja 

4. 2-4 to teleok 

5. Kent to Biak

Exeter to Dacca is an allied blunder. Kongo can sail from Indochina and smother Dacca. This allows the attack on Rangoon to proceed unmolested (barring a crit) as well as the attack on 2108 with the big JP army. (MH: Numerous detailed plans are being proposed and debated at this time)

Invading Batavia has become a second nature to most players due to the Arcadia card, but a little deeper analysis shows that it actually useless target if there is not a threat of ABDA HQ. Palembang and Soerabaja have to be invaded anyway, and they can act as airbases to spread the ZoI in the DEI. And taking Tjilatjap is actually cheaper ASP- and activation-wise from Soerabaja than Batavia, if you take into account the fact that Soerabaja has to be invaded anyway. (MH: Nice articulation of the current state of community thinking on JP opening theory)

battle results

Could have been better, but not that much. Flipping the indian corp is nice! I was surprised by the chinese reaction into rangoon. Having mark h as opponent im sure it has to be legal, but it puzzled me. Nrbh. (MH: Posted 30 Mar 2008; Note to self, I need to check this comment, I was not heavily involved in the opening and something may have been missed)

I had to check that from rules after I saw that, and ground units may indeed enter combat hexes using the transport routes as long as there are no opponent ground units there. 

I don't think we should play Central Agreement unless the allies put us under ISR. Even then, which card would you discard to return VADM Kondo to our hand? I would hold it until later in the turn, then store it in the FO. 

The Second Front conference puts the allies under ISR and allows us to draw a replacement card, which gives us the possibility of having the final card play this turn. It would help us to plan the rest of the turn better if we know what our extra card will be. 

Keep in mind that only Adachi allows us to activate naval units. The other two operational events are air and ground only. I never like to turn my back on the Wake Island Marine unit, as it can prove to be a annoying if not dealt with.

I also strongly think that we should stash central agreement in the FOQ. The allies are likely also to play a card in the FOQ, which would give them potentially two last moves next turn, and that could be nasty. 

With regards to hitting the allies with ISR, its true it gives us the last play thir turn, which is an advantage in general. However, in turn 2 its not such a big advantage for us, while the main thing is getting an extra card and shaping our strategy around full information. 

A few other thoughts (which are not mutually consistent): 

Regarding Rangoon. It will be defended by a flipped Indian corp, a flipped chinese army and the small burmese unit, for a total of 12 attack and 27 defense (iirc), or at most 18 attack and 27 defense if they use more cards to bring the full indian corp there (not a given, as that would weaken Dacca). We could AA the big army in Kuala Lumpur next activation and along with the 20-12 attack Rangoon the activation after that. With 38 attack we would for sure flip two steps of defenders, while they would need a 1.5 or 2 result to do the same. Interestingly, due to the sparsity of allied units it seems that supply wont be a problem this turn from South HQ to Rangoon. Radical lines of play could consider sending Comb Fleet to the track and bringing it into Rangoon, so we can proceed right away with the invasion of Ceylon. Another radical line of play would be to push into Mandalay and Lashio this turn and hitting the chinese for a sure succesfull offensive (this requires a 3OC, which we might not want to use there) 

Regarding the DEI. I think we might have enough activations to actually take the DEI this turn, as well as Manila, sending Comb Fleet to the track so it can come into Manila next turn and therefore supply Koepang. Our air reinforcements can then essentially shut down allied advances into the southern DEI very early, denying some useful early bases, such as Koepang and Kendari. This would require however to put a limit into our CBI advances.

long term strategy: is it our long term strategy to try to break china? if so we should consider mandalay / Lashio and the attack

I've yet to see China fold. From the discussions I see our main push on the CBI. If cards are right, we could try to force Indian surrender. I dont see our opponents blundering and letting us land easily in Dacca. We need to keep the pressure though to keep them honest.

(MH: more plans proposed) have just begun to look at the suggested moves but it strikes me as odd that they have not considered we could hit rangoon in strength - this makes me believe they have an ambush up their sleeve (or some similar such plan). (I don't believe Mark et al. would set themselves up for a possible wipe of 2 or 3 units). they spent a long time looking at this so it would seem they have options...therefore i am inclined to go with Pablo's option one but will continue to review and await other's comments... do we have any use for the non-full arms cards? (other than ISR)?

I vote with Antero. Play 2nd Front Conference for the event. I would like to see the card draw. 

I am reluctant to play the only other operational event that allows naval unit activations this early in the turn. I was certainly disappointed that our offensive did not kill the naval unit at Soerabaja, nor damage either air unit in CBI. Still, we did put Singapore and Manila OOS, which was the primary goal. 

Charles - We will refrain from attacking Manila until the very end of the turn. Our ZOI puts the army units there OOS, so they will suffer attrition at the end of the turn, allowing us to attack and win those bases with lower risk on turn 3. The same rule applies to Malaya. Let allied attrition do some of our work. 

The allies have little to do on turn 2, so let them use two of their cards to remove SW PAC from the board, then put him back on the board someplace. The only exception to this would be if we do have the last card play and we can drive SW PAC HQ to the turn track at the end of the turn. This would remove a lot of Dutch units from the board so that we could AA some bases without risk of allied reaction. No unit there = no battle hex = no reaction into hex. 

I do like the idea of using Operation RI to activate units, but I would use it on Combined Fleet HQ to advance more army and air units to the front. For example, 1SNLF, 17th and 19th army to 2119. Unless I missed something, South HQ can trace LOC through 2019 (naval part of hexside) as the Dutch air does not exert an air ZoI. These armies could then be activated with VADM Kondo on South to march into Soerabaja and attack Tjilatjap.

Although I posted three options, as stated before I have a personal preference for hitting the capitalists with ISR. (MH: Interesting Cold War reference, I think the Japanese were capitalists also)

JP play ISR on Allies: Our extra card draw

The military events keep coming. 

50
3 / Ha-Go: Burma Offensive Activation: South or South Seas HQs only. Logistic Value: 6 Conditions: Only air and ground units may be activated.

Truly astounding. Now we need to think hard and decide how to use all this goodness. The *problem* i see us facing is that we only have vadm to activate naval units and therefore to hit batavia or soerabaya, take the borneo resources and pin a/n units in the cbi while we march forward. We probably cant do all that, unless we use our anti isr card to bring vadm back or 2nd op phase. Disregarding the later option, i would use vadm now to take soerabaya, balikpapan, tarakan and palembang. That way we would be free to use our three air/ground milops cards to ship units to soerabaya and march them up to tjilatjap, land next to medan, take bangka, attack tjilatjap, while at the same time sending armies to the cbi and pound rangoon with air bombardment. I would aim at the least at taking rangoon and the dei with this fantastic hand we have this turn. 

Note to newbies. Invading a space with a dutch regiment in jungle with a 9-12 escorted by a cv ensures victory, as the drm is +4 for air naval superiority -1 for jungle for a net +3. In rough terrain like tarakan the odds are 90pct.

I would like to offer one observation of our cards so far: WOW! 

It seems that taking Dacca and Rangoon is a very possible objective this turn if we really go for it - and I think we should with those cards. It just means that we need to eliminate Exeter during one of our mop-up operations in DEI.

With no plans to take out the Wake Island garrison, we do need to provide a garrison of some sort for Saipan and Eniwetok. A good assignment for SNLF units with some of the many activations we have available.

I don't think we can take Wake this turn. The problem is that our military events are 3-OPS cards, so the US Navy could react to any invasion we might try. That makes purely air invasion practically impossible, and any invasion with fleet units would need to use so much overwhelming force, that we would be hard pressed anything else useful with that same card. 

We probably want to play the VADM Kondo next. We have to do all the attacks that require naval units, so I'd suggest at least the following: 25th Army (Kota Bharu) and Zuiho (Davao) to Medan. Ryuho (Miri) and 19th Army (2913) to Balikpapan. Nachi and 16th Army from Davao to Soerabaja. 

The 16th Army is used instead of 2SN because that allows it to attack Tjilatjap together with the Korean Army. We probably want to send two armies to attack if we can't have naval support, since Korean Army alone has only 50% chance of takin Tjilatjap. 

Zuiho is the carrier used to attack Medan since Exeter can react to there. The attack power of 8 that Zuiho has makes it a risky proposition for Allies. 

The above leave two more activations. My first options for using them would be invading Bangka and sending the Nagato to attack Biak.

I don't think we need to be in a hurry to play VADM Kondo. I would argue that we should use one of the other big operation card to deny the allies some easy targets and set up for better use of VADM Kondo. I would play operation RI for the event to activate Combined Fleet. We can activate 7 ground and air units. 

I concur that any attack on Wake Island is out of the question. No need to give the USN a reaction possibility. We need only deny the marines anyplace useful to go. 

The main advantage of actually taking Soerabaya first with VADM is that we can aim at taking the DEI this turn: 

VADM takes Soerabaya 

Op RI sends Koreans to Soerabaya 

Next EC Koreans + 9-12 move up to 2119 

Final EC Koreans + 9-12 take Tjilatjap 

Along the same lines (eg taking the DEI turn 2), I prefer to use VADMs ships to escort the invasions to the jungle resources, saving us an activation and ensuring their capture. Once the DEI falls, we have all turn 3 to send the IJN to smash whatever is in its path in the Indian Ocean. I've seen it happen to me at least!

I believe capturing Rangoon this turn is more important that the conquest of DEI. The allies can do little to add to the defense of the DEI at the start of turn 3. They can certainly put some assets into CBI, and if they have a WiE event they can put a LOT of reinforcements there. The lack of any WiE events in our hand and the surplus of ground/air activations make Rangoon the top priority. 

I am certainly willing to use some of VADM Kondo's activations to capture bases in the DEI. For example, we could still capture Tjilatjap by having CVL Zuiho escort 16th army to Batavia when we play VADM Kondo. The Korean army could then SR to Batavia followed by both units marching on Tjilatjap. With Batavia as a base 5 hexes from Miri we could have naval air units support the attack for drms. 

In the final analysis, VADM Kondo is our one shot for success in CBI. I believe we can make great progress in DEI even if we use most of VADM Kondo to attack elsewhere. 

A five card plan

No plan survives contact with the enemy, but here we go in sequence to put flesh on what I wrote before 

1. VADM for 8 activations with south HQ (this is Antero's move) (MH: I have left out the details, but kept the logic flow)

2. Op RI for 7 activations with Comb Fleet 

3. Col Adachi for 6 activations with South HQ 

4. Op Ha Go for 7 activations with South HQ 

5. JN 25 could be played before the attack on Rangoon: 

If all works Rangoon and the DEI should be ours

I think my esteemed collagues are a bit too concerned with engaging all Allied forces during attack on the CBI. If we send concentrated air units against Rangoon, the Allies have two choices. Either send the pitful air-naval forces have left to die, or let us to bombard their ground units to oblivion. If they get lucky (x1 result), and they risk most of their forces they might able to dent us. However, I would welcome such a chance to kill them off once and for all. (MH: One interesting thread that held up throughout was an underlying concern about taking losses)

(MH: Allies got clobbered by attack)

We have a bit of an egg-and-chicken problem here. Without the ability to activate ships, we need Rangoon as an air base and port before we can hope for quick progress in the area. However, without airbases in the area we cannot take Rangoon quickly. We would also need to place a lot more air units in DEI to prevent the ANZAC HQ popping somewhere we really don't like. 

Note, however, that most of the units Allies have in the theater are not replacable. This means that they are most likely still short of units in the theater during next turn.

one has to be careful to push past Rangoon with japanese armies. Units in Rangoon under air cover will usually be easily supplied from Dacca, and can therefore walk to the Chinese border and cut supply to any japanese armies that move past it. Supply from south HQ can only go overland in this situation.

is it me or allies seem to be taking a while for straightforward decisions, such as taking a pass? do we have any vulnerabilities we havent catched? 

on the other hand, the very short delay from Baron in posting our agreed move is sending the signal that we have the whole thing cooked up. which in some sense we have, but still I do worry. victory disease is fatal!

One thing that I could think of as the reason for the delay is that they have some event (ISR, ISR ending, or WIE) and they are considering the timing of it. Since their only unit that could AA is the Wake garrison and it lacks naval escort, I can't see anything they could do. Other possibility is that they were considering pulling SW Pac HQ out early and playing a card to bring it back this turn.

biak and vogelkop

From other perspective, biak covers vogelkop but not the other way around.sarong is also vy good.

riginally (I thought) we were pushing hard and heavy into burma - we seem to be following a plan to take rangoon and the DEI instead of CBI. 

I, too, had hoped for a stronger push into Burma. It might have been possible if we had eliminated more air/naval units with our initial attack in that direction. Once we decided to use VADM Kondo to support the landings in DEI we had to defer that offensive until turn 3. The naval air units can do some damage while we move up some armies for an offensive. The plan we have adopted is solid, if not fancy. 

There are a couple of things I will point out about the current position. 

First, in any air/naval attack against ground units in Rangoon, the allies first choose which step will be the last step eliminated. They will obviously choose to keep the 1 Ind corps as the last step. 

Second, if DEI falls, the Asiatic DD will conduct an emergency naval move. If we capture Rangoon, then it will be limited to either Singapore or Manila as havens. I don't see where either of them is a problem for us. The LRB can escape to Hollandia if we don't eliminate it by the end of the turn. 

Any port in a storm applies to this game, as ports are the only valid placement hex for HQs, ships and ground units. We take Biak over the resource or Sarong for that very reason. One thing we can do with our 1-Op card, assuming the allies don't error and give us a chance to use it, is to send an air unit to Biak. The air ZoI of that unit hampers allied operations. 

I sure hope the allies don't have a WiE event in their hand. I would very much dislike seeing their turn 3 reinforcements on the board at the start of next turn.

I would come up with the opposite conclusion! If they are taking so long to show us their moves Im worrying that they might have something up their sleeve, which means we woudl like to hold the anti-ISR card in hand in case they pop up something on us, so we can have the flexibility to play that card, dump the JN25, and draw 2nd op phase back. 

But then, maybe Im too paranoid...(MH: 7 Apr 2008, I need to look to see what the Allies were doing, likely we were just over analyzing a bad situation)

The big advantage of putting Comb Fleet to the track is that, if we manage to take Manila, the HQ can be placed there with our newly arriving reinforcements in turn 3. This will allow us a bigger command span to face SEAC, meaning more activations, moves, attacks and reactions than what SEAC can field. Note how HQ Comb Fleet in Manila can activate units up to Northern India. 

Or we could do something also truly radical and place Comb Fleet in Rangoon. As our reinforcements come after the allies, maybe we can surprise them if they dont send any other HQ to bolster SEAC in the Indian Ocean. (MH: I do not think I have ever seen Combined Fleet sent to Rangoon before, this is what in fact was done)

we have an allied move

some shuffling around in Rangoon. By taking out the B Ind they make an eventual Japanese attack on Rangoon a bit less predictable. Im drinking diet coke now so my sanity is flowing back into my head. I feel the plan posted by Antero makes a lot of sense. First, use the JN25 card to attack Bangkok with 3 air units (22,23,2) and send the Hokkaido fellows to Saipan. The air attack would have some decent chance of surprise, and at 46 factors will do 12 hits at minimum on the ground units or flip at least the AVG or FE if they react into the battle. (MH: As I remember, I was on the wrong side of this debate on the Allied side. I was convinced that the Allied team was over reacting to these moves and thought, due to the previous game where this was the JP strategy, that it was all a diversion. I was clearly wrong, but fortunately outvoted by the other members of the team, although for nought as the JP eventually achieved all of their objectives, at least initially)

So odds are we get surprise and hence this forces more reshuffling in Burma for the allies. If this reduces the reaction potential of adjacent ground units, then we could do Antero's plan in reverse: use Adachi first (6 activations) to attack Rangoon, move 28 army up, Korean stack towards Tjilatjap, one air attacks Rangoon, another air attacks adjacent potential stack. With subsequent play of Ha GO (7 activations) we take Tjilatjap, Palembang and three air units move to Rangoon to attack the Indian unit in Dacca and smash whatever air units are around. 

A more conservative approach would use Adachi to move 28 army up, the Korean stack toward Tjilatjap, 19 army and 2ad attack Palembang, 22ad attacks Rangoon. This way we get two shots at Palembang in case the first bounces. Then HaGO allows 38 army and 22ad attacks Rangoon, Korean stack attack Tjilatjap, with three more activations. Given that we're moving last (stored the FOQ before), we dont have to worry about supply issues right away, so maybe with these extra activations we can attempt an attack by 28 army towards Mandalay with air support.

(MH: A series of posts ensued around card count issues, here is a summarizing post) It doesn't matter whether we get 6 or 7 cards. Since the Allies get also one pass, they have 7 actions (not counting their FO card), so they are guaranteed the last action before taking the FO cards into account. And, I don't think we have any reason to go for Philippines this turn if we are not moving Combined Fleet HQ to Manila (which we cannot do if we play the Agreement Card). 

In fact, I believe that we would be better served by moving the Combined Fleet HQ forward this turn and picking up the 2nd Opearational Phase next turn than VADM Kondo this turn. Not only would we have the use of more efficient HQ, the increased command range would also allow us to bring in more fleet assets. One very large problem in using VADM Kondo this turn is that our fleet is totally out of position for operations in the CBI.

In fact, I believe that we would be better served by moving the Combined Fleet HQ forward this turn 

Where would you suggest locating it. 

I think that it is crucial that we take Rangoon this turn in order to drive their CBI base of operations back to Dacca, otherwise, there is no end to the mischief and aggravation they can cause by stuffing Rangoon full of reinforcements at the beginning of next turn.

I think I see a weakness in the CBI defenses. We have enough activations to put the allies into a dilemma. In any case, the play of JN25 is highly conditional on whether we actually take Rangoon. So Ill reverse tack and propose an attack right now using Ha-GO with South HQ and 7 activations. 

Plan RN (rangoon now) 

38 army attacks Rangoon 

(28 army) moves to 2108 

3ad from Bangkok attacks 2007 

23ad from Bangkok attacks Rangoon 

22ad from Bangkok attacks AVG at Akyab 

Koreans and (16 army) move to 2119

These attacks will probably mean that FE AF has to react to Rangoon, which will give us odds to flip AVG and kill B Ind, as well as kill FE AF along with the odds of taking Rangoon. I think it was a blunder to stack the B Ind with the 5 Chinese, a move to Mandalay would have been probably better defensively. Also, the potential reaction into Rangoon by 6 Chinese is actually good for us, as it does not change at all our expected losses and actually exposes the army to death if we roll a 9. 

So I say now lets try to take Rangoon and see what happens.

Ok, Plan RN swapping 22 & 23 AFs

1 38 Army moves from 2108 to Rangoon Battle A 

2 [28 army] moves from 2109 to 2108 

3 3AD at Bangkok Battle B 2007 

4 22AF moves Kuala Lumpur to Bangkok Battle A Rangoon 

5 23AF moves Phnom Penh to Bangkok Battle C Akyab 

6 Kor Army moves from 2220 to 2119 

7 [16 army] moves from 2220 to 2119

bouncing at Rangoon (MH: Allies managed to exchange steps with JP, winning ground battle and holding Rangoon)

Damn! almost. we did clinch a few irreplaceable steps though, which is good. (MH: Allies lost Ist Indian Corps and the B-Ind Division was reduced, this now reduced 1-5 division will eventually win great renown and MVP, most valuable piece, honors in the middle game when it liberates Northern India) 

regarding next move, I dont think we should attack with two armies. They might grab Rangoon but can be easily isolated. We should attack with one army! They cant muster enough strength to kill it with a '1' result and they would have to send, again, some air. So more chances to kill these little buggers. 

Given that Adachi has 6 activations, we could do the Tjilatjap attack (Kor + 16), the Palembang attack (3ad +19) and the Rangoon attack (22ad +28).

dang - wish we had been able to hit them before they got their attack strength to 12, would have been awesome to not lose a step! however all looks well - can't wait to see if/how they rearrange their remaining forces (at least we gave them something to do with their next card!) (MH: Credit for this move goes to the first Allied CoS who fought for this move)

(MH: Various moves proposed, this summarizes the main points) Rangoon or Palembang?

What is worse for us if we dont take it? What is worse? to have Ghormley/ANZAC appear with XI Corp in Rangoon or in a nasty spot in the DEI? 

I think its worse in the DEI, as the attacks would have to be amphibious, while in Rangoon we can march the armies overland to fight the big red one. 

Moreover, china Divisions can bump up our armies next to Rangoon to a fearsome stack. 

So I would go with providing ground support to the Palembang attack. 

Also, after flipping FE AF, if it combines with AVG it cant affect two 9-12 attacking, barring a critical hit.

Returning Kondo this turn (MH: An interesting exchange on operational tempo now ensues, go hard now or invest in the future)

To my mind bringing back Kondo and playing it as our last card greatly outweighs the potential downsides. I believe we can take the DEI, Philippines and Rangoon with Kondo. This would short circuit any games they could play with reinforcement placement.

I still maintain that picking up Kondo would be a bad mistake. It would severely crimp our chances on the following turn. If we wait for next turn before picking the card, we get to plan the use of the card with the knowledge of the rest of our hand. Also, giving two last cards to the Allies - and in a situation where it is clear at the beginning of the turn - is a flirting with disaster. Especially with the amount of planning power in the Allied staff, I feel that we should not give such opportunities to them. 

Finally, we really don't gain that much by using it. There is no real advantage in taking Philippines this turn (in fact, if the Allies count on it, it might be even detrimental). We can capture DEI without it, and we have quite a good shot at taking Rangoon, anyway. And it really doesn't matter that much if the US Corps arrives in Dacca or Rangoon. We will have to deal with it in any case, and even though it would be preferable to deal with it deeper in Burma, it still doesn't make that much of difference if it is in Burma. 

We would be basically dealing a small advantage right now to a big disadvantage on the next turn. We still have strong upper hand on the next turn. We do not have to do everything on this turn.

Also, giving two last cards to the Allies - and in a situation where it is clear at the beginning of the turn - is a flirting with disaster. 

And it really doesn't matter that much if the US Corps arrives in Dacca or Rangoon. 

Upon these two points we are in disagreement. 

The Allies getting two cards in a row at the end of a 1944-45 turn is a disaster. At the end of turn 3, given the Japanese superiority in strength, it's not a big deal. 

It matters a great deal if the Allies can utilize Rangoon as a forward base of operations as opposed to Dacca. In the last challenge match game, Mark H as the Allies stated that the battle for Rangoon was analogous to the historical Guadalcanal campaign in it's effect on his Japanese opponents. He'll do the same to us if given the chance to reinforce that position. It's much better to take the position on the cheap this turn.

In the last challenge match game, Mark H as the Allies stated that the battle for Rangoon was analogous to the historical Guadalcanal campaign in it's effect on his Japanese opponents. 

There will be same kind of potential location in every game. If we take Rangoon, it will just be Dacca, or Lashio, or some place in Pacific - or even Makassar/Tjilatjap if we do not shut DEI. The structure of reinforcements and activation system almost guarantees that it will happen. Rangoon is not geographically any way special so that this would occur more likely there. 

One downside that I did not notice to mention - we forgo chance to move the Combined Fleet HQ closer to CBI. Getting it better positioned will do a lot more to prevent badly ending "CBI-Guadalcanal" than taking Rangoon now. In fact, if we really are planning on pushing further than Rangoon, I would say that moving the HQ has much higher priority than taking Rangoon - after all, if we take Rangoon and turn it to major base in CBI, it would be out of command range from the current position of Combined Fleet HQ. 

I have been following along, but too busy to offer any input. I took some time this morning to look over the situation so I can put in my 2¢. 

The allies still have three cards, so the situation may change before the end of the turn. Any WiE event would bring in significant land forces on turn 3, as the allies would not have to delay the turn 3 reinforcements. We only have one big operational event left, so let's hold on to it for a bit. 

In answer to Pablo's earlier question, I would put a higher priority on Palembang than Rangoon. The fall of DEI would secure the Southwest corner of the map nicely and allow us to move the Korean army to CBI on turn 3. I do not want to allow the allies to establish a base around Kendari or Kopeang, which would require the diversion of forces that we want to deploy into CBI. 

Control of Rangoon is vital to the Japanese cause, as it allows us to SR ground units into the area and take reinforcements/replacements there. But that can wait until next turn. We will probably use some of our ASPs to get ground units into the area next turn. Redeploying Combined Fleet HQ into Southeast Asia gives us lots of offensive potential next turn, so that should be our current plan for using the 1-OP, as the allies are not likely to conduct any attacks on us. I still don't know where the best spot is for Combined Fleet, but it should be able to supply units in Columbo. Either that, or we make plans to remove South HQ from the board next turn and redeploy it closer to India. 

I am completely in agreement with Antero regarding the use of Central Agreement. ISR would severly hinder our ability to wage war against the Royal Navy while advancing into CBI. The only time I would consider playing it simply for the bonus was if we drew no offensive events next turn, when we really need one. To avoid temptation, but that card into the FOQ as our next play. 

I would proceed with Antero's sequence of card plays, since this allows us to see all the allied card plays before we conduct our final offensive. (MH: This may be an interesting artifact of team games that resembles real life, taking an action to shut down chances of future mischief. A great historical example is the Athenian creation of an Emergency fund that could not be touched on pain of death, to avoid someone doing something based on short term goals vice the protection of the city)

If I can be excused for being rethorical again (and a bit excessive), I would say that the Allies getting two cards in a row at the end of a 1944-45 turn is almost inevitable (in 1945 for sure), while at the end of turn 3 it can be a disaster, as it forces Japan to use its superiority in strength to defend against two cards (or even three if we get hit by subs!) in a row instead of destroy everything in its path. (MH: Validated by Allied use of Galvanic late in the game to decimate Japanese air and carrier forces)

Allied T2-5

#16: 1 / Makin Is. Raid as Event 

OC: 1 EC: 0 

Message from Allies: 

Flip 22 AD at Bangkok. 

Now we know why they were taking their time about removing SW Pac HQ. That will probably be their next play. 

Are you guys in agreement about FOing Central Agreement?

I am ok with the proposed sequence of an fo, hq to track, ec

Japan T2-6

FO Central Agreement (MH: Of course the Allies only knew that a card was FOed, but it is usually this type of card or a weather card that goes into the FO for the Japanese at this time in the game)

Allied T2-6

Play Strategy card as Future Offensive 

Message from Allies: 

Allies play card to FO (MH: I need to see which card went to FO)

We don't want to chance losing either [28 Army] or [38 Army] at the end of this turn on a poor attack. 

Are we in agreement about removing CF HQ now, and then playing Adachi?

Combined Fleet HQ to the turn track now. If nothing else, the allies will certainly have something to talk about. I don't believe they will pull SW PAC from the board, which is fine with me. 

Japan T2-7

#69: 1 / JN25 Code Change OC: 3 EC: 0 

Message from Japanese: Send Combined Fleet HQ to the track.

Rangoon

Is consensus moving away from the attack on Rangoon? Currently the best combat the allies can hope for if we attack with two armies is JP/AL 18/11 drm -1. If we wait until next turn, I would bet my shirt that Ghormley will appear there with XI Corp and an air unit (I did something similar in a game vs Antero, but as I had lost Rangoon Ghormley and XI appeared in Colombo, safeguarding India from afar, and sitting out the whole war...). With two china divisions bumping our armies to full strength, the battle for Rangoon would be at best 36/28 drm -1. 

So given this best situation, if we postpone our attack on Rangoon we would trade a 60% chance of getting it now (with a max cost of one army step lost), for a lower (but maximum, with no reaction) 42% chance to take it if we attack first thing next turn. Our maximum potential losses skyrocket to the whole four army steps attacking, with a minimum of one step loss. 

So I say, lets attack Rangoon now. If we lose the combat at most we lose an army step. It can come back in Hanoi or Bangkok along with reinforcements, to push again in turn 3.

Allied T2-7

Play Strategy card as Event #80: 1 / New Submarine Doctrine OC: 1 EC: 0 (MH: Allies make a long term play. Most Japanese players view the Escort Events as poor events. This is true if the first one comes up late in the game as it did historically, but early in the game it is another matter. To pay off an Escort card has to save at least one card, but if it saves two cards then it has made a one card return on investment. This Allied move cancels all of these options)

Tom and Antero, what's your position on attacking Rangoon now? (MH: A staff vote is called)

My math (which is often in error) indicates we have a 56% chance of winning Rangoon. It is possible to lose both our armies if the allies react with both Chinese armies into the hex and an air unit, as the air unit could get a critical hit to eliminate one of our armies before the ground battle. 

I would not make this attack, preferring to hit the reduced LRB instead. But, I am a conservative player by nature. I will not object and if my vote make it unanamous, then let's do it. Attack Rangoon.

DEI this turn?

Is it critical that we take the DEI this turn, particularly since we now know they didn't play a WiE card and that our Palembang attack has a realistic 20% shot at failure? Instead of making the Palembang attack, why not send 21 and 23 AFs to support the Rangoon attack, forcing them to make a tough air support decision and increasing our overall chances of success?

(MH: My view, see my article in the next issue of c3i would be that it is critical that the DEI fall in turn 1. This hand could easily have achieved that result with a decent chance of taking Rangoon. However it had to be one or the other and the tension between both of these objectives led to the turning point in the game)

(MH: There ensued a series of posts around detailed offensive plans and good probability analysis resulting in...) 

Japanese: Play Strategy card as Event 

#48: 3 / General Adachi: New Guinea Offensive OC: 5 EC: 7 

Message from Japanese: South HQ for 6 Activations 

1 Kor Army move 2119 to Tjilatjap Battle A 

2 [16 Army] move 2119 to Tjilatjap Battle A 

3 [19 Army] move Bangka to Palambang Battle B 

4 3 AD at Kuala Lumpur Battle B 

5 [28 Army] move 2108 to Rangoon Battle C 

6 [38 Army] move 2108 to Rangoon Battle C

(MH: The JP staff then philosophized about the intensity of their analysis) Overanalysis Paralysis. It is this type of factor counting and statistical mumbo-jumbo that drives me crazy. Who cares? Either the attack is worth doing because it meets an objective (or supports one like pinning or attrition) and needs to be made, or not. 

Not that I am not impressed that somebody could actually figure all this out, I am. I just don't see the point. 

umber crunching...

I love it. 

Mostly because it allows to dispell voodoo analysis based on fear and/or greed. Not that any of us here is doing that anyway! 

Great that someone is actually putting the numbers down.

Number crunching is essential the first few times you play a game to understand how factors interact. Is it better to attack with two armies, or attack with one army and an air unit to get the +2drm? What are the chances of an allied intercept and the possibility of eliminating the intercepting unit? What are the chances I lose my air unit? People who don't take the time to analyze all these factors and accurately determine the risks and rewards are going to quit this game the first time they are on the wrong end of a 0/9 naval battle with 100 factors on each side. 

Once you have played the game to conclusion a half dozen times or so, you develop a sense of the possibilities and don't bother with the detailed analysis. I usually take a quick look at the worst case scenario and see if I find it acceptable. If so, estimate the most likely outcome and see if it is worth the gamble. All of this is framed by the overall strategic situation, but it takes quite a few games to get a sense of that and great discipline to maintain it when actually considering operations.

(MH: Then the war reared its ugly head) We got burned

In Air/Naval combat they didn't get any critical hits. In Ground Combat Murphy's Law struck with a vengeance. 

Ground Combat Results. 

Tjilatjap 

Jp roll 1 27 x .5= 14 hits flip Du J Div 

Al roll 8 6 x 1.5= 9 hits No effect 

Palembang 

Jp roll 0 9 x .5= 5 hits No effect 

Al roll 3 1 x 1=1 hit No effect 

Rangoon 

Jp roll 1 18 x .5= 9 hits No effect 

Al roll 7 10 x 1.5= 15 hits [38 Army] eliminated (MH: The critical ground battle that once again proves that the dice love no one. In retrospect, it would have been better to make one overwhelming attack than two that required dice. My point is if the objective was that important, then make it happen. With this hand it should have been possible at the expense of something else.)

(MH: The JP team agrees...) Some thoughts

I think we need to do some self-analysis on what went wrong given that we had such a huge hand. Of course, one could blame luck or the fact that the military cards were mostly air/ground. Still I feel we underperformed big time. 

I think the main error was aiming at trying to safely get both Rangoon and the DEI. This was overstretch and we paid for it. With hindsight (always easy), we probably should have secured the DEI with one of the air/naval cards as OPS, in such a way as to use in one battle both ships and air units. I dont see any other obvious missteps in our play, but who knows. 

Should we still pursue the CBI? What about the Pacific? We need to take Malaysia before we can try to push into the CBI and Ceylon. Any takers on what the allies might do? 

One silver lining in the failed Rangoon attack is that now they cant place Ghormley with the big US Corp there. It will likely go to Dacca. 

Where can ANZAC be the most disturbing? Probably Koepang, Kendari or Darwin. As the allies I would take Mac out and place it in Cairns this turn. 

This brings me to the issue of Combined Fleet. Do we really want to put it in Cam Ranh? Last game Hawaii was the clinching point of the allied defeat. Maybe we can catch them napping, so why not put Yamamoto in Kwajalein? its 13 hexes exactly to all hawaian islands. 

Anyway, food for thought...

I would consider this more of a failure of strategic vision rather than operational moves. While we might've had more activations from somewhere, we could've used them effectively only with a clearer and constant goal on what we need to take this turn and at what point of the turn we are going to do it. 

On the positive side, Allies are now paying for not pulling out SW Pac HQ. They can either bring strong reinforcements to CBI or DEI. With just two HQs, one of which would be needed in the Solomons area, they can't do everything. 

I think that our main area of operations - and thus the place for Combined Fleet - should depend on the Allied reinforcement placing. It's always best to hit Allies where they aren't.

I agree with Antero that we should await the allied reinforcements before we discuss ours. Too many variables in play right now. 

That would have been a great turn 3 hand, but the fact of the matter is that the Japanese are not well positioned to take advantage of all those air/ground only offensives on turn 2. We should have conquered DEI on turn 2, but failed because we saw those big events and thought we could take Rangoon. Japan only has two armies in Burma on turn 2, which is usually not enough to take Rangoon, UNLESS you have reaction cards that negate allied moves. It takes a lot of activations to get reinforcements into that area, or ASPs. 

When attacking allied positions where you need a x1 result in the ground battle to eliminate the defender, you need to plan on making two attacks, just in case the 10% or 20% chance that you will fail occurs on the first attack. We needed to have two operational events in hand when we made the final attacks to clear Palembang. 

This exercise has reinforced my believe that Batavia is very important to the Japanese offensive and should be taken on the first card play. A air unit or CVL in that port is essential to maintain LOC back to South HQ and prevent the placement of allied reinforcements in the area. Soerabaja is equally important, but the attempt to march overland from Soerabaja to Tjilatjap instead of landing in Batavia didn't work out well. 

I think we would have been better off following the usual Japanese plan of waiting for attrition to take its toll on the allied units in DEI, while pressing toward Makassar. A CVL in Batavia prevents any allied reinforcements in that area, and an air unit at Makassar prevents allied reinforcement at Kendari. 

Because we didn't take Batavia, and failed to conquer the DEI, the allies are now able to place ANZAC HQ and an air unit at Batavia or Telokbetoeng and isolate all of our forces on Java and Southern Sumatra. We better hope for at least one big offensive event on turn 3 to at least take Batavia or Palembang quickly and restore LOC to those units if they do that.

Allied Turn 3 Reinforcements

XI Corps to Dacca (MH: Destined to become the most decorated unit in this game)

HQ Ghormley to Dacca 

SEAC Air to Jarhat (MH: I was fighting against this and got overruled, but as it turns out the XIth Corps would go down in history as the unit that saved Burma and possibly the game for the Allies) 

CV INdomitable and BB Warspite to Trincomalee 

ANZAC HQ, 2 Mar Brigade, CVL Hermes to Darwin 

BB Mississippi, CA Northampton to Pearl Harbor 

SF Brigade to Gilli Gilli 

1 MAW to Hollandia 

10AF LRB to Lae 

5 AF LRB to Darwin 

5 AF shorter range to Jarhat

Initial reaction

A problem I see with Canton is that South Seas remains a bit hanging, as Truk is too far away to be reached from Canton. What about Tainan? It reaches Truk (barring Vengeance), and gets as far into the CBI as Canton. 

Our first order of business should be to clear the DEI, PI and Malaya. Before that I cannot really definitely think of any important thrusts we could make. 

Midway looks somewhat open with no reaction potential from Hawai (marines are in Darwin) 

Darwin looks set to become a nuisance 

What about the Solomons? they've left them open 

CBI looks pretty dauting right now

Before we decide the placement on reinforcements, especially the placement of Combined Fleet HQ, we should decide on where are we going to concentrate. 

I would discount any major advancement in CBI. We can take Rangoon, but with Ghormley and XI Corps in the area and the number of operations we need to run to secure DEI, PI and Malaysia, I can't see us taking even Burma, let alone pushing into India. Adding to the fact that two of the "no naval" militay operations are already used, I think other avenues would have better chances of success. 

Much better places to run operations would seem to be Midway, maybe even Hawaii, Solomons, New Guinea, and even Australia. Thus, I would place Combined Fleet HQ in Tarakan. It would threaten ANZAC HQ, which is their only HQ and thus the rest of Australia. Davao is other option that I would consider, but Combined Fleet HQ there cannot reach Rangoon, thus South HQ would be unable to move from its current position. (MH: These were the things that worried me)

How about take Rangoon and just sit tight there? With Ghromley in the area they can throw as many of the strong US Corps in the area as they need. That means that it can easily become a black hole for Japanese units, which just sucks in more and more units without any real progress. 

If we had managed to take Rangoon last turn, we would've been in position to push the front line to a position where we would've had upper hand before Allies could've reacted. Now, the Allies have a chance to prepare for us so long that I would consider running any operations beyond Burma a fool's errand.

We didn't get the job done last turn, and it isn't going to get any eaiser this turn. The Marines are in Darwin to take Kendari, so it won't fall when DEI falls. I would give up on Rangoon at this point, or at least make it a very low priority. While we have some flexibility, the top priorities for this turn are DEI, Malaya, Philippines and Wake Island. If we can get all that done, then we want to keep the allies out of Kendari/Koepang followed by throwing them out of Rangoon. At the very end of the turn, maybe we pull South HQ off the board and make a landing in Dutch Harbor, if they don't garrison it. 

The subs struck! 6 cards (MH: In this game the submarines were the game changer. By the time the Allies got their offensive momentum, the JP were low on ASPs significantly reducing their counterattack options)

4
1 / JN25 Code Change 

72
3 / Carrier Conversion: Reinforcement 

21
3 / Mahatma Gandhi: Worker Strikes in India 

Can only be played in reaction to an Offensive activated by the SEAC 

HQ. (MH: We argued endlessly whether the JP were or were not holding this card. I was convinced that they didn't have it, clearly I was wrong again)

15
3 / Mahatma Gandhi: Independence Campaign 

40
3 / Operation U-Go: Burma Offensive 

38
3 / Grand Escort Command: Improved Escort Organization (MH: No way to tell what the JP would have done with this card if the Allies had not pre-empted it with Submarine Doctrine, but as it turned out the submarine warfare effects were huge in this game. The JP lost at least 4 cards to submarine warfare)

Seems like we get our hands one turn too early. That would've been an excellent turn 4 hand if had had the previous hand on turn three. Now, that leaves quite a lot to be desired. My first thought would be using Grand Escort Command as OPS (since we cannot use it as event anymore) with South Seas HQ to take Kendari and move our fleet carriers out of Tokyo. The carriers can reach 3018 from Tokyo, so they would be able to support the landing in Kendari while repositioning somewhere more useful.

The irony...

Indeed, the two Indian cards would have been nice after getting Rangoon and pushing in the CBI. 

I think though we'll get a chance to use the worker strike. The allies will probably at some point this turn try to do a reshuffle of their units there. 

The problem with U-Go is that its a 3OC, so when we use it to attack in the PI, Malaya and DEI the forces in Darwin can interfere. Thats another reason to grab Kendari. A naval air unit (25ad?) from there can smother the potential reaction from Darwin. 

However, Darwin can also mess up the proposed attack on kendari if they decide to intercept with Hermes escorting the Aussies. Surely it uses their ASP's, but what the heck, they probably want to send someone to Kendari anyway and they can still transport into Koepang. This would maybe ease our conquest of Manila and Palembang, but at the potential cost of an army step. 

Of course, we could decide to use a precious combat to smash Hermes in Darwin. Might be worth it as a first action but it requires just too many air forces, of which we have not enough in range yet.

Rangoon Rip-Off

Rangoon is a much more important objective than Kendari. Our position in CBI is precarious unless we take the initiative. The Gandhi Worker Strikes card is just what we need for the job. 

So, how about we go for both: 

Plan Have Cake and Eat It Too: 

Grand Escort Command as 3 OPS with Combined Fleet HQ:

 BB Yamato moves to Miri.

 25th Army AAs to Kendari (around the west side of Celebes).

 17th Army AAs to 2108.

 BB Kongo2 attacks Kendari.

 21 and 23 AFs support attack on Kendari.

Then, cancel Allied move in SEAC with the Worker Strikes. 

Then, hit Rangoon with Yamato, Kongo2, 21 AF, 23 AF, 17th Army and 28th Army with the Independence Campaing. 

We should be able to finish DEI, PI, and Malaya with U-Go and the cards we will draw from Code Change and Worker Strikes.

Yes, that plan looks very good. What do the rest of you guys think?

Japan T3_1

CF HQ for 6 Activations 

1 21 AF move Davao to Balikpapan Battle A Kandari 

2 23 AF at Balikpapan Battle A 

3 BB Yamato moves from Kuri to Miri 

4 [25th Army] AAs From Kota Bharu to Kendari (around the west side of Celebes) Battle A (1/6 ASPs) 

5 [17th Army] AAs from Medan to 2108 (2/6 ASPs) 

6 BB Kongo2 moves from Cam Ranh to Kendari Battle A

Japan T3_1 Combat Results

Allies don't react. 

Jp roll 5 +2 9 x 1.5= 14 hits Du 7 Rgt eliminated 

Al roll 4 1 x 1= 1 hit No effect 

Where to PBM Yamato, Kongo 2, 21 AF and 23 AF?

PBM 

21 AF remains at Balikpapan 

23 AF to Davao 

Yamato remains at Miri 

Kongo 2 to Miri

Allied T3_1

#60: 3 / 20th Bomber Command OC: 3 EC: 0 

Message from Allies: CPAC HQ at Oahu activates 6: 

CV Enterprise to Gilli Gilli 

CV Lexington to Gilli Gilli 

BB Mississippi To Gilli Gilli 

CA Northampton to Gilli Gilli 

1 MAW to Sarong 

Wake Bde to Kusaie

(MH: I will have to check this, but it is my recollection, that our CoS Joel was convinced that the JP were holding the Ghandi, cancel SEAC HQ, card and we debated that, luckily I lost the debate. My rationale was even if they held it we would want to get it out on the table sooner than later, which would have been helpful as future events would show. What I think this move was setting up was one of the big moments in the game, the early Allied counterattack on Soerbaja.)

Allied plans

The file they posted interestingly showed a move in the CBI. Obviously they considered reinforcing Rangoon! Rule discovery: Ghormley (and any US HQ) can activate Chinese armies... (MH: Correct)

Regarding allied intentions. Obviously they decided to postpone reshuffling in the CBI for a bold move in the Pacific. IMO, this can be rationalized in several ways: 

- They feel confident that we cant do harm to them in the Pacific 

- They hold an interrupt card in the CBI 

- They plan to do some real nastiness to us with the fleet in Gili Gili 

- All of the above 

I dont really think they hold an interrupt card. If they did they wouldnt even consider reshuffling in the CBI. The fact that they could feel confident about us operating in the pacific either relates to us having not deployed the fleet or to them having Rochefort stashed in the FOQ. If they plan to do some nastiness from Gili Gili I would bet they hold a surprise card. There are several of those in the deck. 

Anyway, by doing this reshuffling in the pacific they've basically let us do the Rangoon trick.

(MH: What ensued was a debate on various plans, but all had Rangoon as the objective of the offensive)

Ok, here it is

1 [22 AF] move Bangkok to Cam Ranh Battle A-Rangoon 

2 BB Yamato move Miri to Rangoon Battle A 

3 28 Army move 2108 to Rangoon Battle A 

4 [17 Army] move 2108 to Rangoon Battle A 

5 [16 Army] AAs 2108 from Tjilatjap (3/6 ASPs) 

6 2SN AAs Sarong from Miri (4/6 ASPs) 

in PBM, (22AF) moves to Sarong.

Checking the ACTS log, they made the intel roll. 

barely barely

But good enough! I think we should flip an air unit. Should we leave yamato in rangoon?

I think we should flip an air unit. 

We scored a critial hit in air/naval combat. How about applying all 23 hits to the AVG air unit which can't be replaced?

Note that 8.5. says that we get to decide the hex the armies retreat to. I would suggest that we force them to retreat to 2007 instead of 2107 that the Allies posted. They are much less useful there, and we threaten running all the way to Myitkyina if the Allies don't readjust immediatly. 

Thanks for pointing that out. It's something I knew but would have got by me after Joel announced his retreat. 

Leaving Rangoon open might also entice Allies to try and hit it with air-naval attack, giving us a chance to use Gandhi very profitably. (MH: Nice, a trap is set)

Yes, I agree.

angoon as bait

Given that we face herman, chappel, popofsky and others in joel's team, leaving rangoon open with yamato at miri unlikely will work. We need to do something more radical that rationalizes not puttin yamato in rangoon. I say we send it to tjilatjap! That will keep them thinking and maybe draw them into some preemptive action.

What will the allies do? What can we do next?

Lets think about options for the allies: 

1- Do something in the CBI to restore the mess they've gotten into. 

2- Do some nastiness with the USN in Gili Gili. I mean what the heck are they doing there given that the IJN sitting in Tokio?? (MH: This was the right question, it will be interesting to see how it gets answered) 

3- Take Mac out to the track 

4- Pass

If I were them, I would do 1- simply because of all the opportunities we face if they dont redeploy. I see we can do three crazy things in the CBI with their current deployment: 

a- Attack the Chinese/Burmese stack with two armies. They cant react into the hex and their best shot (10%) is killing one JP army. We will at least kill the Burmese and with high odds kill another chinese army. 

b- Walk with the (28) to Mytyikina and back to Mandalay, move the (16) to 2107. Unless they do something we get the Burmese surrender.

c- Send the (28) to Dimasur, attack Akyab with the (17) and the Koreans from Tjilatjap. The Chinese stack can try to cut our guys from supply but South HQ can trace through China and then sweep northern India! 

a- and b. can be done with U-Go and hitting Palembang and maybe even Kuantan at the same time. c- is very risky or impossible as the Koreans require naval escort. Probably it can be better to follow a more mellow or conservative strategy.

We only have one offensive event remaining in our hand. We need to use it for the offensive against Malaya and take a shot at Palembang. I would suggest we mark time and see if the allies give us the opportunity to draw a card. They are not likely to give us a chance to use the intel card. We could PASS, but the allies would probably PASS right after that. 

If they do use SEAC conduct an operation in CBI, do we play the Workers Strike to cancel it and draw a card, or should we play the '3' OP? (MH: The Allied CoS Joel would have none of that, so unless they made us do something in the CBI requiring CW units, it wasn't going to happen with SEAC with Ghormley and the XIth Corps/Chinese units)

f they do use SEAC conduct an operation in CBI, do we play the Workers Strike to cancel it and draw a card, 

Yes. 

Maybe the question is whether we are willing to dump Carrier Conversion as OPS? 

The card is too good as an event to not be played as such. BB Yamato becomes the monster that won't die, continually putting the screws to Allied air/naval attacks as we just saw. (Note: Baron was exactly right here. A subtle point here is the design lowers all the barriers so this unit can be around until the end of the game. Historically the Japanese had a great deal of pride and psychic energy tied up in this unit, so in effect it is the immortal soul of the Japanese navy and the game gives the JP several mechanisms to preserve this unit until the end when the Yamato Suicide Run becomes a possible option)

Maybe we should see the Allied play first? I would bet quite a lot that they will try to activate to SEAC HQ, giving us a card draw before we have to decide on the plan for the rest of the turn.

 wouldn't count on it. S. Pac HQ might allow them to make the adjustments they need.

Ah, right, US HQs may activate Chinese units as well. It's so rare to see that come up (at least in my games) that I had to go back to rules to check it. (MH: Not sure why, the Chinese units are very useful defensively when they are at full strength)

We can burn them

Play Future Offensive card as Event 

#44: 2 / Operation Squarepeg OC: 2 EC: 0 

Message from Allies: ANZAC Activates 3 

CV Enterprise to 3318, attack Sarong (Battle A) 

CV Lexington to 3318, attack Sarong (Battle A) 

BB Mississippi to 3319, bombard Biak (Battle B) 

They gambled that we didn't have an intercept card and came up short. 

It looks like they are risking their only two US carriers on the board. (MH: The Allies would never do this, except by mistake, unless they are holding Heroic Repairs. Given the veteran nature of the Allied team, this should occur to the JP eventually. However, the truth be told this was a potential disaster, not from a PW perspective due to Heroic Repair, but from almost missing the opportunity to attack Soerbaja perspective. The back story on this is I was on a business trip to Hawaii and no one was at Allied HQ except for Joel, Don, Scot, and Stephen. On April 29th, the Allies were at a major impasse and Joel rolled the die on whether to do this attack or re-arrange forces in the CBI. The die roll came up Squarepeg; Allied post 1198. Then Joel, with little to no staff support, executed this attack and miscalculated the size of a potential JP reaction. The result was we dodged a bullet and as MacArthur said, 'there is no substitute for victory'. The basic concept was correct, but the target was too close to a big reaction especially as we were counting on the fact that the JP had an intercept card. So, strategic concept was sound, but the execution was riskier than it needed to be. Its good when you hold out your chin and your opponent misses. Needless to say when I landed and checked my blackberry, literally outside of CinCPacFleet HQ, the real one used by Kimmel and then Nimitz, this is the thread of events post facto that I read, see post 1214.)

Japanese reaction

Very clever. We have no friendly air base in range of either battle, so our LBA units will fight at long range. With the bulk of the carrier fleet too far away, we don't have much to respond with. 

We probably want to respond with Combined Fleet HQ for 3+2=5 units. We can only react to a battle hex, which are Sarong and Biak. We want to send one air unit to the battle at Biak so we won't lose any steps there. We need at least one air to Sarong so we can apply hits to both carriers. 

I would favor only 1 unit to defend Biak and four to Sarong. We won't do any damage to the BB, but we won't lose any air steps either. We can get 48 factors to defend Sarong

All this logistical effort (sending the usn to gili gili) to send their two cvs to attack a lone flipped air unit? What do they plan to do next? What if we sink the two carriers? (MH: Good question, it was a poor move and it made little sense to conduct it the way it was, but at least it caused lots of confusion.)

some thoughts

I would have played a surprise attack closer to the end of the turn. Being in the foq this card couldnt have been played last though, so that likely weighted on the allies decision. 

They are very likely to play one card into the foq. Probably they want to free the slo early and have some time to decide which one to store. 

I agree we are owing sseas and the ijn an activation. However, the cbi is dormant! With a 3oc we can conquer burma and get a shot at palembang, before playing our milops card. 

Also, the allies have a two card advantage for last plays. I think we ll need to play the isr ender to bring back something from the pile (maybe itself?) so we dont lose too much tempo.

Mark Hermann knows the deck like the palm of his hand, and he repeatedly has mentioned that odds are the Japanese will get an intercept card every turn. We lucked out and got two this time. I wouldnt discount this allied play as a way to see if we dump an intel on this surprise attack. I really cannot think of Chappel/Hermann adivising on reckless offensives by the allies so early! 

Which brings me to another point. Its true that the allies are putting their two CV's at risk. By reacting, we put another air step in harms way. Is it worth it? Probably yes. 

Regarding the CBI, note that with two activations in a 3OC we grab Burma, with three armies between Rangoon and Mandalay. To get a city back with the Chinese, the allies need two cards, of which one has to be a 3OC! This, unless they want to send the big US corp from Dacca, which is unlikely, or send the Indian corp from Dacca, allowing us to play the strike!

Allied T2_3 Combat Results

Combat Results 

Sarong 

Jp roll 0 50 x .25= 13 hits Flip Enterprise 

Al roll 5 24 x .5= 12 hits 

Biak 

Jp roll 6 8 x 1= 8 hits No effect 

What about PBM for our two air and three naval units?

5 AF???

Weird, weird... why not an unreplaceable CA step? 

These allies keep puzzling me. (MH: Cruisers are interesting, air units are the soul of the game, go for the soul)

Our new card

35
3 / Operation KE: Guadalcanal Evacuation 

well, there's a candidate for switching with VADM or second operational phase! 

Yes, then placing Gandhi: Worker's Strike in the FOQ at the very end of the turn if we didn't get the opportunity to use it this turn.

SW Pac must go

The US subs hitting and denying us that 7th card was rotten luck. With them having used their FO card they now stand to move twice at the end of the turn if we don't play our FO card. 

My guess is that they are up to some big time end of turn hanky-panky involving putting SW Pac into supply and a lot of our units out of supply. 

Letting SW Pac live and making them pay the card for it's removal was fine as long as we got to go last. That ploy has now become a risky proposition. 

The USN has shifted their assets to Darwin. They were fortunate to escape from the trap at Sarong, but that is how it goes. This is almost certainly in response to the relocation of Combined Fleet HQ to Tarakan. They do not fear a Japanese offensive in the Central Pacific and have acted to contest the conquest of DEI. We sure could use a big offensive event now that allows us to activate naval units. 

The question is, can we exploit this? 

I believe the allies have 2ASPs available. If they can pull off a surprise attack, they can land at Soerabaja with little opposition. From Darwin they can even land at Saigon with a '3' card, but I see little benefit to that. I agree with Baron on one point. They will get the final card play of this turn, and they will probably wait until then to redeploy units or attack to either deny us some conquest or put units OOS. 

I am not terribly concerned about SW PAC at this time. If the allies wanted to put SW PAC into supply, why not PBM a CV to Samar/Leyte and do so? On the other hand, we need to eventually take Manila for the conquest of the Philippines. I can see no reason to delay. 

Palembang and Manila are both beyond the range of any allied HQ that is in supply and can react, but Kuantan is in range of SEAC. The British fleet on Ceylon could react to both the Palembang battle and/or the Kuantan battle. I believe an attack on Kuantan invites trouble, and we should limit our battle hexes to those that do not allow allied reaction. 

(MH: A dialog summary)

Maybe we can still wait for the allies to do the job themselves and send Mac to the track instead of doing it ourselves 

With them going last it ain't gonna happen this turn. They'll use their last card play to put SW Pac back into supply. Then they'll kill us with reinforcement placement. 

Im not in front of the map right now, but iirc Manila is within range of anzac, 

No, it's just outside. Another good reson for doing the job right now. 

I believe an attack on Kuantan invites trouble, 

Yes, but minor trouble. If they want to burn off any of their 2 ASPs to intervene that would be fine. 

One this is certain, we are going to have to play the FO card eventually and take back a major offensive event from the discard pile. 

I agree.

(MH: I'll bookend this, but a great post from Pablo)

long

General aspects 

The strategic situation shows that: 

We face one opening in Burma, an area that can be taken with the activation of one army. 

We have a weak deployment of the IJN, that at Tokio is only in range of south seas HQ and is far from the perimeter. 

We are threatened from Darwin, as ANZAC with a last move in the turn can prevent us from either taking the DEI (by fighting an opposed or SR landing in Kuantan, Soerabaya, or Miri) or opening a path to Manila if SW Pac is still there and flood the area with turn 4 reinforcements. 

We are one or more activations away from conquering the DEI, one or activation away from conquering the PI, and two or more activations from conquering Malaya. 

We have four cards left and one in the FOQ, of which the next three card plays conceivably could be U-GO, ISR ender from the FOQ to dump Guadalcanal evac and refresh with 2ndOP, 2ndOP for event with suitable HQ. 2ndOP gives more HQ flexibility than VADM. 

Taking Burma, getting Palembang/Kuantan/Manila, reinforce resource spaces in the DEI, reposition IJN to more adequate position, possibly with fly-by attacks into Manila, or even Wake, is probably too much to ask given our current hand. It might be achievable if we manage to cancel a SEAC activation and get another military event, two big IFS. 

The most we can try to achieve would be the following card sequence and targets: U-GO with CF HQ takes Burma, Kuantan and Palembang, Indian Strike cancels allied reaction, ISR ender brings 2ndOP, Allies do something irrelevant, 2ndOP phase with South Seas takes Manila, repositions the fleet to form reaction stacks with armies, sends (18 army) to Soerabaya, 3SN to Miri. If our attack on Palembang bounces we can use CF with 2ndOP to take Manila and Palembang, but we forego the repositioning of the fleet and (18 army) and 3SN. 

Last two cards are either event plays or FOQ stashing, but we should do the latter for sure. 

The tactical situation 

The situation in Burma is pretty tight for the allies as they need to put in quite some effort even with minimum action from us. For instance, using the given move of (28army) to Mytikina and back to Mandalay, the allies need to send either 2Ind or XI corp to Mytikina in what can be a one way trip to starvation! Unless they put air units in Ledo or Lashio Japanese armies there can block and isolate the allied unit in Mytikina. The Chinese/Burmese stack next to Rangoon is in a cul-de-sac. At most they can move to Dimasur (with a 3OC) and Akyab to form a screen to Dacca. A more daring move could be to send them to 2107 if we leave that open, threatening to cut Mandalay from Japanese supply. 

Things become even more difficult for the allies with two activations on our part. I initially suggested apart from the given (28) move, to put (16) in 2107. However, we could end up with armies in Mitikina and Mandalay. With Lashio under JP control, this is a two card play to dig us out of Mytikina. 

The DEI is very fragile. We cannot ensure taking Palembang, while Bangka and Miri are open to allied counterplay with a 3OC while Soerabaya is vulnerable to a 2OC. The bad news is that there’s not much we can do to bolster these positions directly, so we will need to rely on reaction (and special reaction too, could be useful). Right now, we only have two potential reaction forces, at Balikpapan and Kendari. If we are able to use 2ndOP with SSHQ (18 army) sent into Soerabaya could be a third one. But we need to send ships to Kendari and Balikpapan. 2ndOP phase is the card to do this, and I think we have enough ships in the DEI area to do this even if we require CF to use 2ndOP phase. 

And then comes the PI. Ideally we want to use SS with 2ndOP to deal with this, giving the allies the “chance” to send Mac to the track before. 

Malaya is tough. Kuantan is not a given to reaction by the royal navy, threatening to flip the army or flip supporting air unit. Then, Singapore is tough and probably should be left for next turn. 

Priorities 

The above is IMHO the priorities. The only theatre where we have an edge and where the allies have limited counterplay is the CBI. The threat of Burmese surrender should be used to incite a SEAC activation. We can threaten a 1 PW hit with a single activation and we hold a powerful intercept card. Incidentally, this means that we want the allies to activate SEAC if any HQ at all, so we don’t want to give them excuses to activate the US corp and we want to give them fat targets for the royal navy. Thus, parking an army or an air unit in Mytikina inviting a ground assault is a more likely way to unleash the US corp, but putting a fresh and nice army air division in Rangoon might be too tempting to pass on. So probably we should leave Mytikina under JP control but unoccupied. 

We should definitely go for Palembang. However, the DEI surrender might not come this turn given the openings the allies have by moving last. A high priority should be given to the creation of army/ship stacks to face invasions and also we should try to reinforce Soerabaya. 

I would generally prefer to delay the attack on Manila, but I see also the risks involved. 

We should probably leave Kuantan alone for now. 

So, I will propose two plans. These are not very original, as they draw on what has been posted. 

RNMY: A revised not manila yet plan 

CF uses UGo for 7 activations 

(28 army) to Mytikina and back to Mandalay

(16 army) to 2107

2ad to Kuala Lumpur attacks Palembang (A) 

(19 army) attacks Palembang (A) 

3SN to Kendari

(25 army) to Soerabaya

4ad to Miri

In pbm, 2ad goes to Rangoon 

This does some of the bolstering of our DEI resources and places the minimum effort into Palembang 

MN: Manila now! 

(28 army) to Mytikina and back to Mandalay

(16 army) to 2107

2ad to Kuala Lumpur attacks Palembang (A) 

(19 army) attacks Palembang (A) 

4ad to Luzon attacks Manila ( 

(14 army) attacks Manila ( 

3SN to Miri

In pbm, 2ad goes to Rangoon (MH: End of Pablo post)

I would like to add one possibility in respects of Myitkyina: we could position an air unit there. Air unit prevents the Allies from just marching in, but will more likely draw a combined attack from SEAC HQ than placing a ground unit there. Both of the plans above have one major problem, 4 AD is outside the activation range of Combined Fleet HQ, otherwise the whole analysis is excellent. With all of the above considered, I offer plan MNR (Manila Now Redux): 

 (28 army) to Mytikina and back to Mandalay

 (16 army) to 2107

 2ad to Kuala Lumpur attacks Palembang

 (19 army) attacks Palembang

 5ad attacks Manila

 (14 army) attacks Manila

 3SN to Miri

PBM: 2 AD to Rangoon, 5 AD to Myikyina.

Well, another big reason to use SS HQ! If things go our way next play and allied response, we should consider VADM instead of 2ndOP. 

Antero's plan has an interesting tweak. If we leave 5 ad in Mytikina and the allies use Ghormley to send XI Corp to Mytikina escorted by 5AF TAC, that air unit can be shot down in the process leaving the big US corp stranded in the jungles of upper Burma. This might be enough to tip the scales and lead the allies to SEAC.

Japan T3_3 Plan MNR (MH: The move)

CF HQ for 7 Activations 

1 5 AD at 2812 Battle A Manila 

2 14 Army move 2812 to Manila Battle A 

3 2 AD move Singora to Kuala Lumpur Battle B Palembang 

4 [19 Army] move Bangka to Palembang Battle B 

5 [28 Army] move to Myitkyina and end move at Mandalay 

6 [16 Army] move 2108 to 2107 

7 3SN strategic move from Guam to Miri

That surprise attack explains some things, but... This seems awfully early point to play it. Even though they will take Soerabaja, wouldn't it better done last in the turn? Especially with the situation in CBI looking grim for the Allies. Are they holding a third surprise attack, or are they just overeager to get something done? (MH: this is posted 6 May 2008, I think the Soerbaja attack went in successfully, I need to check this)

Nothing we can do about this. 

One silver lining to these darkening clouds is that if the dei doesnt fall this turn theyll find making pow a bit harder. 

Anyway it puzzles me how long they've delayed the cbi activations. Its as if they suspected we could interrupt seac. 

Also, squarepeg was clearly a deception. Too bad we fell for it.

ot true. With a 40% shot at taking out both carriers, it was the correct call at the time. (MH: No one has yet mentioned Heroic Repairs yet)

I disagree. It was a risky means to redeploy the CVs to Darwin and attempt to take out some Japanese units along the way. IMHO, it was foolish unless the allies have "Heroic Repair". A Japanese intercept and a 6+ on the die roll would have cost them all their USN CVs and -1 US PW at the end of the turn. 

They got away with it. Next time, perhaps the die roll God's will smile on us.

A good thing is that the allies used two nasty surprise cards early in the game, so they are less likely to be used with the big USN in the late game. (MH: This confirms my earlier question, these posts are post the fall of Soerbaja. See Allied posts The point of using the first surprise attack was to pull an intercept card if they had one, the problem with the attack is it risked the carriers, not from a PW perspective due to Heroic Repairs, but it was not timed well. I also think we telegraphed the move as seen by some of the Japanese posts, so there was probably a more stealthy way to do it, but it worked out. Our CoS revealed the Soerbaja offensive to the team in post 1269 and it gained support. The weakness was the fact that the JP did not garrison Soerbaja or the DEI in general. This attack was well conceived to try and gain the initiative. A good analysis was done by Chappell in post 1300 with a major re-work of the offensive in post 1301. So, from Joel's conception to Don's deep understanding of the map situation a major counteroffensive was born. My view was that our defenses were not set, so the risk was not the operation, but the potential JP reposte. The fall of Soerbaja and the subsequent JP decision to turn away from the DEI and move on Northern India was in my estimation the turning point in the game. The Allied position was very porous, but without a JP reaction, all was good. This offensive sequence was the brain child of Joel and Chappell, so kudos to them.)

(MH: The initial JP conversation) Looking at the map, I think that if they end up with an air capable unit in Soerabaya they'll cut Yamato from supply. I think this will prevent us from playing carrier conversion.

Ok, combat results where actually less bad than expected. Their PBM is pending. 

Soerabaya is vulnerable to counterattack, unfortunately not from the Koreans. 

If indeed Yamato ends up OOS (I dont know why the allies would not put an air capable unit in Soerabaya in their PBM), then before playing Carrier Conversion we need to ship supply to Tjilatjap. There are several alternatives, the bad thing is that we are a bit shorthanded on card plays. 

I think our next play should be either to bring VADM into our hand or pass. 

VADM can then be used to redeploy the IJN from Tokio, attack Manila, maybe also attack Soerabaya? Looks pretty tight. Or we could delay the attack on Manila and concentrate on Soerabaya instead.

Allied T3_3 PBM

CV Hermes To Koepang 

CVs Enterprise and Lexington, BB Mississippi to Darwin 

Dutch Air to Amboina 

Australian Air to Soerbaja

(MH: I won't post too many of the PBMs unless they are significant. This is the only artifact in the posts that indicate which Allied units were used in the successful assault on Soerbaja. I was personally very out of the loop at this point in May 2008 with sporadic input in June, so all of my insights on Allied thinking are coming from the posts. Due to life events for our CoS Joel, I took over the CoS of the Allied team on July 1st, post 1869.)

Play Operation KE as ops

This play takes out SW Pac/Manila (except on a 0) and advances 

air/naval assets from Tokyo. Next plays would be Carrier Conversion as 

event, pass. If they haven't activated SEAC by then, play our FO card 

as an ops and end the turn FOing Gandhi: Worker's Strike. 

barron's last post seems odd in that we don't send a card to the pile to pull VADM...and i can't figure his suggested card sequence 

1 Play Operation KE as operation 

2 Play Carrier Conversion as event 

3 Pass 

Now the big IF. If they haven't activated SEAC HQ at this point, 

4 Play Jp Central Agreement as operation 

5 FOQ the more valuable Gandhi: Worker's Strike 

We can get more done by playing the Kondo as an event than Operation KE and Central Agreement as ops. 

We have two spaces we want to take by the end of this turn. Soerabaja for the conquest of DEI and Manila for the Philippines. We can either conduct two more operations, one against each space, or one single operation to attempt to take both spaces. I believe we need to conduct two operations, as we will need the big carriers to achieve this goal. The overall plan proposed by Baron is the path I would follow. 

I think we should consider using the FO card to swap out the Carrier Conversion for VADM Kondo. There are two more of those events in the deck, so we may have a chance to return it to our hand later. Using Operation KE to attack Manila (no allied reaction possible) and then returning VADM Kondo to our hand would go a long way toward reaching our immediate goal of DEI and Philippines this turn. 

I would use our PASS before committing to the card swap. I highly doubt the allies will activate SEAC HQ. I have followed other games where Mark Herman has been playing the allies and he often puts the S PAC HQ in India so he won't have to use SEAC. Any plan that counts on the allies to activate SEAC at all is wishful thinking. We simply don't have enough pressure in CBI. If, perhaps, Baron's plan were modified to deploy Kido Butai closer to CBI, where they threaten the Royal Navy, we might then prompt an activation of SEAC. I would not dismiss the option of discarding this card late in the turn to replace it with VADM Kondo either. 

Fortunately, the allies have used up their ASP this turn. Barring some event that grants temporary ASP, they won't be making any more landings. Given their rash commitment of the USN CV's, I still believe they have "Heroic Repair" in their hand. If so, they will have no problem committing their CV's to further search and destroy missions in the DEI. (MH: As usual, Tom Thornsen is correct)

I'm not sure how they would be able to forgo SEAC HQ completely. I just can't see how they could run any kind of offensive operations from there without the support of Royal Navy. Even defensive relocations are difficult unless they deploy sizeable portion of the US reinforcements there. However, I don't think we whould count on it either. 

I am basically in agreement with Tom on the our plan for the rest of the turn. While it would be nice to play the carrier conversions, we might have to leave the event unplayed. However, if we do that, I think 2nd Operational Phase might be more useful card. Then we would use the KE as OPS to bring the Kido Butai forward and strike at Manila. Then we would use the 2nd Operational Phase with Combined Fleet HQ to run operations in DEI (and perhaps also in CBI). (MH: The point that I made in the Allied forum, was to use the SEAC on the first card play when the JP did not have the CBI resources to do much with the double move. The Allied CoS did not agree and by this point he was correct in avoiding the SEAC activation as it would be decisive. In actuality the Allied team only disagreed on which cancelation card the JP was holding, based on probability, I always thought it was a weather card, achieving the same effect. What comes next is the critical turning point of the war from the JP perspective.)

Manila and Soerabaya

I think we are heading in a right direction (discussion wise...) 

The allies will at some point reshuffle in the CBI. If they want to prevent the loss of Burma, they will need two cards. They also have a pass, so if we pass first they will be tempted to pass again or else leave us with two card plays back to back later in the turn (or forego the last move) 

I think that to actually take Soerabaya we need to take Manila first. Why? Because the 18-12 army in Manila, stacked with the IJN, is the most economic way to invade Soerabaya or invade next to it and attack overland with our last two ASPs. Right now though, the 8-8 in Soerabaya stands an awfull good chance of knocking the invading 18-12 off the water. Moreover, the allies might have the chance to sneak the 12-12 in Darwin to Soerabaya before we get to attack (unlickely though in my opinion as they woudl need an activation by ANZAC which could be a waste right now).

The fact that they burned off their two ASPs early in the turn, knowing that they will probably go last, is suspicious behavior. Maybe it's because they don't have to make PoW this turn, maybe it's because they hold Olympic/Coronet. With only one ground step holding it and no air/naval support, Rangoon is vulnerable. Sending the CVs to Rangoon would get SEAC's attention. They would have to suspect a 1 op operation with a 70% shot at surprise. (MH: Prudent, but our gamble is now paying cognitive dividends.)

My impression is that leaving DEI for the next turn means Soerabaya will turn into an impregnable fortress. So its DEI this turn or never. Malaya is much easier to isolate and therefore to take next turn. We can though take Kuantan this turn while, if you feel like my plan makes sense, we move the Koreans and the 18-12 towards Soerabaya. 

The problem with DEI right now is that it's easy for them to mess with our lines of communication with air units they can afford to burn off. With them going last our problem is compounded. Malaya is a much easier picking with Singapore then becoming a major base of operations for us. 

I think the surer approach is to take Malaya and ports outside the command reach of their HQs this turn, then, the first part of next turn advance our elite air, and in concert with Kido Butai, smash their DEI position with overwhelming force. 

Because they will go last I think that it is important that we end this turn with a tight, secure perimeter and not risk taking any loses due to isolation.

Of course the problem with that approach is that they might keep shifting their positions around DEI. As long as DEI has not surrendered they so much potential bases that they will be hard to pin down. 

I do believe though that we need to close the DEI this turn, and the 18-12 + 18-18 attack overland is to me the safest and surest way to proceed. That depends on maintaining supply to Tjilatjap.

Allied T3_4

#3: 1 / Prime Minister Curtin OC: 1 EC: 0 (MH: The Allies reinforce their East Java positions) 

Message from Allies: ANZAC Activates 2: 

1 Aus Corps to Soerbaja 

2 Aus Corps to Darwin 

How about using our pass now? 

Yes, I'd agree.

 Soerabaya

Looking at the map I realize we are in a bit of a pickle. To send an 18-12 army next to Soerabaya for a posterior ground attack alongside the Koreans we face blocking allied positions both east and west of Java. 

 East of Java, the Soerabaya space is impassable by sea on the south, so the 18-12 has to sail through Bali, under allied AZOI. 

 West of Java, allied ships in Batavia and Teloekbetoeng prevent the entry and exit of an AA unit that is not escorted by a ship. 

So I see three options for taking Soerabaya 

Plan A "scratch one CV": Send an air/naval assault on Soerabaya, providing AZOI, then swing the 18-12 in Tarakan or Manila around the east tip of Java and into 2119. This can be done with a 3OC or 2OC from our FOQ. This means we cannot attack Kuantan. A 2OC play with CF allows to move the Koreans to 2119, land 18-12 in 2119, and attack Soerabaya with two CV+BB (43 factors). With a 3OC we can attack Soerabaya with three CV and a BB or two CV and two BB (53 or 56 factors). The allies can only respond with CV+(CV)+BB, which along the Soerabaya air goes up to 39 factors. Hefty and risky, but might be worth it. 

Plan B "bye bye Malaya": Send the 18-12 in Kuala Lumpur on a wide swing north of Sumatra, down to Java and into 2119. This foregoes obviously the possibility of attacking Kuantan this turn, unless this is complemented by an 18-12 shipping to Bangkok and posterior move south. To attack Kuantan though would require the use of our three available cards. 

Plan C "slow mo no FOQ but Malaya here we go": Send the 18-12 in Tarakan or Manila to Tjilatjap, attack at the same time Kuantan, then move to 2119 and attack Singapore, final and third card attack Soerabaya overland. Big cost of this is no FOQ available.

So I see three options for taking Soerabaya 

I don't believe it's feasible to take Soerabaya this turn. Better to take Malaya, securing our rear and line of communications, then, the first two cards plays next turn to get set up, then, clobber them in Java. 

Sorry, but I can't let go of Carrier Conversions as an event for our next play. This card is just too good. I've seen what it can do in my games with Tim. 

Historically, Yamato sat in port most of the war and was sent out on a suicide run at the end. In EotS with the naval replacement cards being played as events Yamato never dies. In the early and mid-game it provides a powerful offensive punch. More importantly, it's an invaluable screen for the carriers the entire game, resulting in a large number of wasted Allied air/naval factors and the preservation of our carriers into the end game if we fail to get a PoW victory. It's almost like it's a fluke in the game design. We're foolish not to exploit this. (MH: Definitely not a fluke, the Yamato should be the last ship sunk in the war...this is why.)

If we play Carrier Conversion as our next card we get the immediate benefit of protecting Soryu where we need it's air cover.

If we play Carrier Conversions as an event we won't be taking Malaya either - unless we go without FOQ, which in my opinion is absolutely the worst option we have. 

Remember that we have one naval replacement point coming our way next turn in any case, so even if we use the Carrier Conversion as an OPS, Yamato will be in full strength next turn. (MH: This is an important JP event card, tough situation.)

I have a different view here. Soerabaya IS our rear. The allies move last so if they end up holding Soerabaya for their last card play, what I would do if I was them is move the Dutch air out, a CV in, and in next turn's reinforcement phase, they will dump there a 22-12 Corp plus two ships, and then march overland to Tjilatjap. 

I agree we disagree   

I see three problems in choosing Soerabaya as the "hallowed ground" to face the western devils. 

 It might not work! Its close enough to the air/naval allied bases, unlike Burma 

 It will distract us from the CBI, not only card-wise but also army-wise. If there's a place where we have an edge, its the CBI. Lets make sure we push it.

 Not conquering the DEI now will make us suffer one more turn of supply gimmicks, with all these airfields under allied control. (MH: Spot on analysis)

Point:I see three problems in choosing Soerabaya as the "hallowed ground" to face the western devils. 

It might not work! Its close enough to the air/naval allied bases, unlike Burma 

Counterpoint: We spend the first 2-3 card plays of next turn capturing key DEI ports/airfields and bringing up overwhelming force. 

Point: It will distract us from the CBI, not only card-wise but also army-wise. If there's a place where we have an edge, its the CBI. Lets make sure we push it. 

Counterpoint: Because CBI is a ground campaign it can wait. In another turn or two we want to shut down offensive naval operations in order to avoid a Midway type ambush or a Guadalcanal campaign of attrition. The window for exploiting air/naval superiority is right now. 

Point: Not conquering the DEI now will make us suffer one more turn of supply gimmicks, with all these airfields under allied control. 

Counterpoint: The best way to deal with Allied end of turn supply gimmicks is with sound, conservative play. Removing the Allied HQ at Singapore and placing Japanese air over Singapore, along with PBMing a CV back to Okinawa, is the best way to secure our lines of communication at the end of this turn and avoid any air/ground attrition.

It seems Im alone in the wilderness here, but I strongly think that we should do our best to take Soerabaya this turn. True, this means we'll have to put our carriers at risk, but for next turn we can start shifting armies to the CBI while we clean up Malaya. This will force the allies to at least focus on defending the CBI and not push from Australia into our soft underbelly or make further advances in the Pacific. 

I fell that if we forego the assault on Soerabaya, we will be dancing to their tune next turn. 

I guess I've been unsuccesful in my convincing efforts, wouldnt be the first time! (MH: Although the JP should not sacrifice their carriers for no purpose, not using them when there is a significant objective to be had is worse. In the end the JP will lose their navy, the only choice they have is how to get the most for them while they exist.)

(MH: The debate then re-opened with more voices)

In my opinion, we will never take DEI if we don't take it this turn. Allies have clearly chosen that area for their battleground, and I'm afraid that we would be facing Allies taking one of the other resource spaces next turn if we can't take DEI this turn. This is especially true if we don't store a FO card this turn. 

So, I'd go for Soerabaja here. Don't have the current situation at hand now, so can't give any more detailed thoughts, but I'd keep storing a FO card as a second priority. 

I tend to agree that DEI either falls this turn, or it doesn't, ever. Do it now with as much force as necessary. 

CBI remains a sideshow for now with a large chance for it to become a giant sucking chest wound for us if we choose to let it by getting involved there. 

If we do not conquer DEI this turn, we are unlikely to ever do so. The allied reinforcements will almost surely pour into this area, and we would be faced with a mutual slaughter that will only benefit the allies. I daresay that the allies will start to retake bases in the DEI starting next turn. The carrier conversion event will be of little value since we probably don't even make it to the end game. I would like to see an operation based on Pablo's plan 'A'. 

That being said, we don't HAVE to conquer the DEI. If the allies want to reinforce that area to make life difficult for us, then we have to reinforce CBI and the Central Pacific. We write off Java, but we have to attempt to defend Borneo and Sumatra. Pull the 25th army out of Kendari and get the units out of Tjilatjap, redeployed to someplace they can be more useful. Use the FO card to attack Kuantan (have enough air naval to punish any interference from the Royal Navy), play the Carrier Conversion for the event and then FO Gandhi if it is still in our hand. 

This is not an easy row to hoe. If we are not going for DEI, then we need to go after India or Alaska/Hawaii. The allies are going to have a strong jump off point for operations toward the Japanese homeland. I don't like our chances with this strategy compared to the 'take Soerabaja at all costs' alternative, but I am willing to see how it plays out.

I just reviewed the last 35 messages. There appears to be agreement that Kuantan has to go and the best way is to play Central Agreement for 5 activations. We'll have to activate 15 Army, an air unit and a naval unit for that attack. What about the other activations?

Tough calls, as what we do on this next card play pretty well decides our course for the rest of the turn. How about Kor army and ED army in Tarakan to 2119? Next card we dog pile into Soerabaja. If successful we may yet be able to save a card in the FO for next turn. 

(MH: The JP team now went into a long planning set of posts.)

Given that we didnt play the card in the FOQ before, they probably already know its not a weather card. We might as well play it out. 

Note that if the allies want to prevent the loss of Burma they need two card plays, and then they have an extra one that likely they will put in the FOQ. So if they want to play cards to react to our Malaya/DEI moves they will forego either the FOQ or Burma. 

Note also that if they decide to use the two last cards for Burma, we can mess that up, because assuming we take Singapore in our next card play (after the one we are considering), for our last card play we can send the army in Singapore to Rangoon and reshuffle the area to face the allied countermoves, while doing the Soerabaya attack.

Japan T3_6 Combat

Central Agreement for 5 with Combined Fleet HQ: 

1 CV Akagi move Miri to Kuantan Battle A (PBM to Tarakan) 

2 5 AF move Manila to Hanoi via Hong Kong (on to Lashio in PBM) 

3 15 Army move Kuala Lumpur to Kuantan Battle A 

4 Kor Army move Tjilatjap to 2119 

5 2 SN from Sarong to Vogelkop

All true, but there is one important point to consider. We can take Singapore next turn, we won't be able to take Soerabaja next turn, since Soerabaja is already in supply. Thus, the Allies can reinforce it at will. Also, if we retake Soerabaja, there is no way for the Allies to open a supply line to Singapore for resupply, they just lack the airbases in the area. 

If we won't be taking Soerabaja this turn (either this or next card), we should rather withdraw the Korean Army than to bring in the EDO Army.

apan T3_7 Plan NAM

CF HQ for 6 Activations. 

1 CV Shokaku move Miri to Singapore Battle A 

2 15 Army move Kuantan to Singapore Battle A 

3 3 AD move from Kuala Lumpur to Rangoon 

4 [17 Army] move from Rangoon to 2107 

5-6 CV Akagi and ED Army AA 2119 from Tarakan (6/6 ASPs) (This last move was illegal, due to lack of ZOI cover)

I think it is time to give up on DEI. Without support, the KOR army is not likely to capture Soerabaja. We should reserve our last 2ASPs, just in case the allies offer a good target. Leave ED army at Tarakan and move [16 army] to Myitkyina to better defend our Burma holding. (MH: The JP reluctantly turn away from the DEI.)

(MH: The Allies made an unfortunate offensive into Central Burma, which was not missed by the alert Japanese.)

Looking at the map we have a weird embrace with the allies. They do have some holes that will need to be taken care of. Akyab is devoid of ground troups and easily attacked from Mandalay, Dacca has an air unit stacked so will limit them to putting one BR corp there, and the Royal Navy does not proyect an AZOI over Madras!. 

(MH: After the Allied PBM)

Air pbming to Lashio is a mistake IMHO. 

Now all there is from Mandalay to Dacca is a weak chinese army. 

IF we dont get hit by subs and IF we get a weather card and IF we get a decent military ops, (along with other big IFs of course) we can be having dinner in Dacca next turn.

The allied command takes the weekend off, so I suspect they only began serious discussion of plans on Monday. They have a lot of reinforcements and several opportunities. Knowing Mark, they are looking to commit only enough forces in DEI and Burma to counter any Japanese offensives there. They will want to move the battle to the Central Pacific and advance on the Japanese Home Islands as quickly as possible. (MH: What Tom did not know is I was away on business at this time, so I was just observing for the most part.)

Bad Luck

The US Subs struck again. On the plus side we got two extra draw cards. (MH: the submarines continue to win the war.) 

77
3 / Fuel Shortage: Japanese re-deploy fleet 

13
2 / JN 25 Code Change 

78
1 / Tainan Air Unit: Reinforcement 

36
1 / Submarine Attack 

27
1 / Submarine Attack 

20
2 / Naval Battle of Guadalcanal 

Initial impression of the late 1942 strategic situation - 

With the USN in Australia, Midway is a tempting target. However, we don't have the resources in place to threaten it. I would have to take a long, hard look at the operation before I would consider shifting naval and ground forces into positions to exploit that. 

We appear to be on the strategic defensive already since our turn 3 and turn 4 hands provide little offensive punch. The top priority would be to find a way to compel the allies to activate SEAC so we can use our FO card for a card draw. Our one offensive event should be used in Burma. I would plan on playing the submarine response cards and the air reinforcement for the events, so the other two cards will probably be used for limited operations. Allied PoW requirement is 3 bases and we will be hard pressed to keep them out of Tjilatjap.

Consider this. The allies have no units defending Madras or Columbo. 

We use the Naval Battle of Guadalcanal to attack every non-LRB air unit in CBI. In particular, we want to eliminate any allied air ZOI over Dacca and Calcutta. We need to include a ground attack on Akyab so we can base an air unit there. 

We then hit the British navy on Ceylon while also landing a ground unit, perhaps a full strength SNLF unit, on Columbo to capture that base. Note that a Japanese CV attacking Trincomalee from hex 1607 would put both allied HQs OOS since Japanese air ZOI cover the ports and sea hexes. A CV could then PBM to Columbo. 

Later, we play the Fuel Shortage event to move Combined fleet HQ to Singapore, which would put this CV into supply to threaten the allied supply lines. With luck, we may be able to put Japanese air ZOI over all the important bases in India to put the allies OOS there. 

Does anyone think this idea is worth exploring further? (MH: The CBI is a dangerous place to make a mistake like this. The Allies have left the door open for a disaster. What ensues is the Japanese staff goes to work.)

oh ah... 

Fuel shortage to send Comb Fleet to Rangoon and isolate India? 

That surely gets my vote for style, elegance and ruthlesness!

If the Allied CBI position completely collapses, there's a good chance they'll lose. I believe the fragility of the Allied CBI position in EotS is a design weakness that favors Japan in the Shortened Campaign Game. (MH: I think the results of the game make a powerful design statement.)

(MH: What followed was the development of the plan...)

Our major problem is the lack of cards with any offensive potential. We have 3x 1-OP cards, which don't do anything for us, and we need to use the Fuel Shortage to relocated Combined Fleet HQ to Singapore, along with some CVs and BBs. The allies can foil our plans by activating S PAC and sending 5th AF to Madras. If they use SEAC, we can play the Workers Strike to negate the activation. 

Then, we must get the entire job done with the Guadalcanal event. 37th army to Columbo and a CV to support the landing from hex 1607. This, combined with an air unit at Rangoon will put the allied HQs OOS and prevent any reaction move at all. We use a BB to ensure the destruction of the already reduced FE AF at Akyab and have an army attack Akyab as well. Then throw every available airplane at SEAC AF in Dacca. If we can kill SEAC AF and FE AF, base an air unit at Akyab and a CV at Columbo, we will have cut all supply to India. 

We need to get this done before the allies realize the weakness in their position by leaving both Columbo and Madras without units capable of exerting an air ZoI. 

Now we wait to see the allied opening operation, hoping they give us a chance to use our submarine events and don't mess with the units in CBI at all.  

Allied T4_1

#48: 2 / New China Army 

OC: 2 EC: 4 

Message from Allies: 

Play #48 New China Army as the event on HQ SEAC. 

First, flip 6th Chinese Army to full strength. 

6th Chinese Army to Akyab (for free) 

33 Corps to Kohima/Imphal 

15 Corps to Dimasur 

(FE AF) in Akyab attack Rangoon (Battle A) 

SEAC AF to Ledo attack Mandalay (Battle B ) 

5th AF in Lashio and attack Mandalay (Battle B ) 

With a 70% shot at intercept and a chance to destroy or flip Allied air units (crucial to our Big Plan for CBI) I don't favor playing Worker's Strike right now.

My fear is that they will PBM one of the air units to Madras. That would make things very difficult for us. However, I agree with the assessment that we need to take advantage of every opportunity to damage allied air power. We have a good chance of killing FA AF and any damage to either of the other two air units would be a positive development. 

If we are allowed to react, here is my suggestion. Combined Fleet, 3+2=5 units

 CV Shokaku from Okinawa to 2309, join battle A.

 3AD from Kuala Lampur to Bangkok, join battle B.

 CV Akagi from Singapore to 1907, join battle B.

This gives us 36 factors in battle A and assures the destruction of FE AF. With 42 factors in battle B we have a chance of killing all the allied air. If they get a 1x result, they have to choose between flipping two air units or the CV. I would bet they choose the air units.

Madras is still open

More rotten luck in the air combat department, however, they are apparently still oblivious to any danger to their CBI position. I believe we can completely wreck that position. 

Should we relocate CF HQ to Rangoon or Singapore? Which four naval assets do we relocate? I was thinking BB Nagato and CVL Junyo from South Seas and Kongo 1 and Kongo 2.

My initial reaction would advocate for Singaore, simply because we can still put pressure on in DEI, which is where the allies will focus if we do isolote the allies in India. The one obvious problem is that the allies can mount a counter offensive by pulling an HQ off the map and then setting up shop in the Maldive Is. We would need to conduct a later offensive in the area to secure that island as well. 

We don't need a whole lot to pull this off, assuming that they don't use S PAC to send [5AF] to cover Madras or Columbo. We can take Akyab with the two armies adjacent, Send a CV with [37] army to take Columbo, positioning the CV to isolate the allied HQs by exerting ZoI over Madras while [3AD] exerts ZoI from Rangoon. BB Yamato and 5AD have the 40 factors necessary to eliminate the SEAC AF after it is reduced by the event. That leave two free activations for other things. Note that it is important that we isolate the allied HQs to prevent reaction, since we need to keep the allied air in the battle hex to take advantage of the Guadalcanal special event. 

Now comes the main reason we should consider Rangoon. If the allies smell the Workers Strike event, and opt to activate S PAC HQ to get the [5AF] to Madras or Columbo, we will need 3 CV/CVL units to put that unit OOS. We would require 80 factors attacking, which we don't have available, to assure the destruction of both allied air units. With BB Yamato and 5AD putting 40 factors into the attack on SEAC AF, I don't see any combination of 3xCVs that give us the 40 factors we need to assure the elimination of [5AF] 

One allied response to our relocation of Combined Fleet HQ could be to activate the USN fleet in Darwin with a big operation, attack Singapore or Tjilatjap, then PBM the USN with some CVs to Madras. Not much we can do about that, except hope to react to the allied offensive and do some damage. 

I would move Combined Fleet to Singapore along with BB Yamato. Hopefully, this will not alarm the allies so much that they attempt to send USN forces into that area. Such a concentration of forces in one hex might provoke an allied attack on the base. It is a bit early for that, but these allies have played a very aggressive game. 

If you do decide to go to Rangoon, then take both BB Yamato and CVL Junyo with you. This will give us the 3xCVs capable of isolating allied air at Madras or Columbo, although we would still need a 1/2 result or better result to kill the US air unit. We could pull CV Soryu out of Tjilatjap rather than redeploying CVL Junyo, making it look more like a retreat from DEI than an advance upon CBI. I wonder how they would handle that?  

Yeah you're right. The plan is too risky! So CF to Singapore or Rangoon first. I would send two BB's along (Yamato and Kongo 2) in case we can use the bonus in two battles. For instance if they send (5TAC) to Madras and keep SEAC TAC in Dacca. 

The biggest risk is (5TAC) to Madras as I dont see how we can avoid reaction by cutting supply to everyone in our move. The silver lining in this situation is that SEAC will remain in Dacca. In this case, we need one BB to hit Madras, and another to hit Dacca with enough punch to be able to kill it (Yamato and 5ad as Tom mentioned will do the trick). Also, we would need to smother Tricomalee and also the US LRB (maybe indirectly by bombing Calcutta), so they cant do a special reaction into Colombo when we invade. This means a CV strike needs to be planned for Tricomalee too. 

So, in the worst case situation, (5AF TAC) deploys to Madras. (MH: The Allies do not see the danger.)

Then, we need : 

Kongo 2 into Madras

Yamato+5ad attack Dacca

(3ad) attacks Calcutta (to prevent reaction there of the US LRB) 

A smothering attack into Tricomalee (two CVs or Junyo singly)

Two army attack into Akyab 

Two smothering attacks of nearby CW corps (by a CV or by 3ad) 

Invasion of Colombo

This is several more activations than we have. So if worse comes to worst, we'll need to risk something. 

In any case, given that we need two BBs in range of likely allied air, I suggest sending CF with Kongo 2 and Yamato to Rangoon. Maybe Junyo to boot. 

I would keep Soryu in Tjilatjap though, as it provides air cover over Batavia and Teloekbetoeng. If it moves away the Dutch corp can simply walk into the town. 

Junyo in Eniwetok is useful as it provides ZOI over Ponape. Maybe its too early to let that go too, but then it can provide an interesting deception to the allies.

Japan T4_1 End

Fuel Shortage as Event 

CF HQ to Rangoon 

BB Nagato from Eniwetok to Rangoon 

CVL Junyo from Eniwetok to Rangoon 

BB Kongo 1 from Miri to Rangoon

The Road less traveled

That got their attention! I have never been involved in a game that follows this line of play. I stepped back and considered how our relocation of Combined Fleet HQ to Rangoon affects the strategic situation and how both the allies and Japanese should adjust their lines of play. Here are some thoughts to file away and keep in mind as the turn and game progress. 

First, we must isolate India and all that it supplies, and keep it isolated. If we fail to do this then the move to Rangoon has failed. The entire point of this campaign is to shut this area down and leave enough of a garrison to keep it OOS. Much like we want to keep the allies far enough away from Japan to prevent Strategic bombing at the start of turn 9. 

Second, Tjilatjap just grew in importance. Columbo is within 15 hexes of Tjilatjap, so the allies can conduct an AA to drive out any CV we place in Columbo, thus restoring supply to India. We have to work to keep them out of Tjilatjap. 

Third, the fate of South Seas HQ is critical. It is now the sole supply HQ for many Japanese air and ground units. The allies always apply a lot of pressure to Truk and this game it will be even more so. Our Submarine response cards could come in handy here. 

We must quickly isolate India, taking or exerting unopposed air ZoI over any port where they could deploy an HQ as a reinforcement, then start shifting forces back toward DEI. It would be a difficult conquest at this point, but I have not given up on it. 

We also need to start free up assets to support South Seas HQ. 

South HQ is the better unit to maintain supply for the forces in India. This means we need to conduct an AA landing on Maldive Is. to capture it, then move that ground unit back to where it can be supplied by South HQ from Rangoon. Getting South HQ to Rangoon will be tricky, since we need to remove him from the board, then place him there during the reinforcement phase, then remove Combined Fleet from Rangoon for placement someplace move useful. Note that South HQ in Rangoon cannot supply Tjilatjap. This means Combined fleet HQ will not work well for us in Japan. It would be better in Manila. 

OR - we could simply make this a one turn raid. Keep the allies OOS for this turn so attrition takes its toll, attack them hard in India in early 1943 to hopefully take Northern India, then pull Combined Fleet off the board late next turn for redeployment. (MH: The Allies woke up, but continued to try and wrest the initiative from the Japanese.)

Allied T4_2

Play Strategy card as Event 

#63: 3 / Operation Stalemate 

OC: 3 EC: 5 

Message from Allies: Play to Activate ANZAC 

1) Dut Air from Soerbaja to Batavia 

2) Aus Air from Amboina to Soerbaja 

3) CV Hermes to 1614 attack Medan 

4) 1 Aus Corps Strat Move from Soerbaja to Columbo 

5) CV Wasp Strat Move from Darwin to Columbo 

I think we should play both sub attack cards against the Wasp. (MH: The Wasp survived.)

Our two extra draw cards

53
3 / WAR IN EUROPE: Minor Axis Victory 

43
1 / Tojo Resigns: Moderates in Power

$64,000 Questions

Do we have a realistic shot at taking Dacca on our next two card plays? 

We can't play Tojo as an event at this point in the game. We'll get the reshuffle. How does that impact our long term strategy?

We can't" in the sense we shouldn't. 

A good thing about playing it for ops is that we would get back that bunch of military ops we got early on. 

Im banging my head at our distressed situation. 

A CV in Colombo makes isolating the CBI very hard. We might manage to land there with the Koreans and the army in Rangoon (at very high cost probably), but the potential reaction by the RN in Tricomalee would allow them to pbm to Madras, thus ensuring supply to SEAC and Ghormley until we smash them. 

Maybe we should try to hit Soerabaya now, it looks kind of weaker.

(MH: This last exchange was a surprise. We thought that the CBI was a long range plan, but it looks like it was an opportunistic situation, that good players jumped on. It is clear that Soerbaja was a sore point that needed resolution, but that the CBI offensive that almost won the game for the JP was based on opportunities created by poor Allied force dispositions. There was a vigorous debate on this over in the Allied HQ and at this point work schedules took several veterans. The net impact was the Allies missed the threat.)

Im really feeling depressed about this whole thing. Last turn we manage to get nice reaction events, and then we get "played" into doing the JN thing against a minor surprise event and then get hammered with a big surprise ops that takes Soerabaya out of our greedy fingers. Then, for some reason no SEAC activation, then this turn again no SEAC activation but instead a tricky play by ANZAC that foils our brilliant CBI play, we miss the combo sub attacks (25% chance), and then they ask for a replay of the move that opens up Soerabaya for us. 

(MH: What the JP did not know is Don had dropped off the team and I was very busy at work and I wasn't checking the moves carefully. The Allied CoS was having personal issues, so this reaction is totally reasonable. Thank goodness its only a game.)

Three further ideas in the CBI

Idea A: invade Akyab by sea with a 1OPS. The allies cant react with ground units into the battle and if they want to attack in their turn seriously they need to use SEAC. 

Idea B: invade Dacca by sea with a 1OPS... Damn risky, probably suicidal. 

Idea C: An amend to the plan I posted that aims to kill (5TAC) and SEAC TAC, but not with a 100% shot (I guess we need to float some risk here) 

(MH: This sets off a series of planning posts that lead to gold.)

Press the attack in CBI. We may yet pressure the allies into activating SEAC again. Since this is the only card we have that allows multiple battle hexes it is quite likely that it is the only time we will be able to isolate the allied HQs to deny reaction.

(MH: The JP were really anxious to score that Ghandi card.)

What in the world could they be discussing? There must be some faction in the allied HQ that is adamantly opposed to the activation of SEAC HQ and are desperately seeking an alternative. (MH: The Allied CoS was convinced that the Ghandi card was waiting to be sprung. He was right, but the obvious measures to deal with this were not moving him to remedial action.)

Incredibly, unbelievably, they didn't activate SEAC to keep their CBI HQs from being placed oos again and preventing this. 

Activate CF HQ for 6 Activations 

1 CV Shokaku move Rangoon to 1606 Battle A Dacca 

2 BB Nagato move Rangoon to Dacca Battle A 

3 BB Kongo 1 move Rangoon to Dacca Battle A 

4 5 AD move Medan to Akyab via Bangkok-Mandalay Battle A 

5 16 Army move Akyab to Dacca Battle A 

6 28 Army move Akyab to Dacca Battle A

(MH: The Allied inability to make a decision to deal with the threat allows the trap to be sprung.)

So what about this 

CF for 6 

16 and 28 invade Colombo 

Shokaku, Nagato and Kongo 1 bomb Colombo while proyecting AZOI over Madras 

3ad moves to Akyab

(MH: Before this move is made the wheels fall off the Allied command wagon.)

Allies: We have a major problem. 

Japanese: Let me guess. They need more time to make their move.

(MH: A friendly observer helps solve the mystery.)

Japanese players, I am de-lurking simply to let you know that the delay is due to personal issues, not game issues. Nothing nefarious going on, just life. (I have been watching both boards in this facinating game to try and better learn the strategies and tactics of good players.) 

Japanese: Well, it looks the game is pretty much stalled. I dont see a run by people to grab the allied chief of staff position. I bet they got tired of arguing and they all wanna go home now and call it a day. Victory to the Emperor!

(MH: After being out of the loop for almost 2 months I went on vacation for three weeks, longest of my career. Just as the Allied CoS personal issues that needed immediate attention arose, I was going on vacation. I had time on my hands for the first time in a long while, so I threw myself into the game, Allied post 1869. After some deep analysis I realized that our position in the DEI had possibilities, but that we were in huge trouble in the CBI. I quickly realized that the CBI could not be saved at this time, but if the Allies did not focus on PoW it was going to get much worse. I started getting the team back to their stations and we began to talk. In posts 1897 and 1901 I set the strategy for stabilizing our PW with a plan for moving forward. At this point there were only about four active Allied players, with half the team in Europe. So we got on a regular schedule of posting in the mornings after Europe, Stephen and Andy, had a chance to look things over and give advice and counsel. The regular schedule got player interest back up and things progressed. Another factor was that in the beginning I could not use cyberboard as I had my Mac, so the team was critical in helping me decipher what I was looking at on the small JPEG printouts I was using.)

We hit the jackpot on our extra draw

Hmm, seems like we should cancel this Allied attack, no? 

Yes, I played Gandi: Worker's Strike 

68
2 / Japanese Army/Navy: Central Agreement 

I don't think we can take Soerabaja even with that unless the Allies withdraw even more forces from DEI - and I think that taking Colombo would be only way to do that. Even if we use a big military event, we cannot take Soerabaja with direct invasion. The Allies have 20 attack factors there, enough to wipe out any invasion with 4 ASPs. Also, the air unit in Soerabaja means that we cannot reduce them beforehand, either. 

If we try to land adjacent to Soerabaja, the Allies can reinforce it with the XIV Corps, making any overland advance practically impossible. 

4 ASPs just isn't enough to take Soerabaja. I'd rather use the card draw to really lock up the CBI. If we now try to take both CBI and DEI, we run a high risk of failing (badly) at both. 

So, a suggestion for next card play, Operation Black Tea. CF HQ activates 6:

 CVL Junyo to 1606, attacks Colombo. This move puts all Allied HQs out of supply, and should be done first since it doesn't enter any Allied ZoIs, giving us a maximum chance of surprise.

 2 AD to Akyab.

 BB Nagato to Colombo.

 15th Army from Singapore (alternatively 28th from Akyab) AAs to Colombo.

 16th Army from Akyab AAs to Colombo.

 Korean Army from Rangoon to Akyab.

Then, PBM would be:

 Junyo, Nagato to Colombo.

There is a slight chance of failure here. However, it would require failing to obtain surprise (60% chance), getting .25 result in air-naval battle (30%) and the Allies getting x2 result in ground battle (40%). Giving a total chance of failure at 7.2%. Even then we have a 90% chance of eliminating the defending ground unit.

The main thing I don't like about the Colombo play is that it burns off all our remaining ASPs not even half way through the turn. This gives them a great deal of flexibility for utilizing their three ASPs at a place of their choosing without the worry of Jp ground intervention. 

Another thing I don't like about the play is that it appears to be too clever by half. Except for the Aus unit destroyed at Colombo, all Allied CBI assets remain intact and can possibly be saved at the end of the turn. 

Taking Dacca is the surer, safer play. The isolated Allied pocket is tighter and more secure. Two ground units eliminated, SPac to the track, better than 50:50 shot we don't take a loss, and those four ASPs still in the bank. (MH: In point of fact this is the killer move of the game. Once Ceylon is invaded and Madras is in an enemy ZOI, it is lights out in the CBI.)

The point in moving the Korean Army up to Akyab and using the army in Singapore is that we will still be in position to take Dacca. In fact, I suggest that we take it this turn as well, after Colombo, to avoid any late-turn rescues. 

The reason for taking Colombo is that we effectively neutralise the whole of India and Ceylon as possible bases from where to launch a counterattack against Dacca or Rangoon. If we just settle with Dacca, Allies will secure their supply line through Madras with their next card, and after that they can use the southern India as an unassailable base from which to organise counterattack in CBI. 

Dacca will be vulnerable later, but this will surely be the only point in the game that Colombo is vulnerable. The advantages of taking Colombo are so big that spending the 4 ASPs this early in turn is truly minor price for that. Especially since we have over 90% chance of taking it and shutting out the whole CBI.

My position resides between Baron and Antero. I would attack Dacca first, but Soerabaja seems to be out of reach. We would have to 'lock up' the Indian front before shifting enough forces to the South to really make a fight of it there, and the allies are going to contest Soerabaja. 

The weakness with Columbo is that the allies can make a late move to use a 3OP to send a US CV to Batavia, then PBM to Madras. This would restore supply to the area regardless of what we do. If we take Dacca, there is little they can do restore supply to those ground units in CBI. The allied weak spot is ground steps. Killing Marine steps are best, but any ground steps lost to attrition is good. 

Combined Fleet activates 6 units.

1 - CV Shokaku to 1607 and attack Dacca. Allies are now OOS.

2,3 - BBs Negato and Kongo1 to Dacca.

4 - 5 AD from Medan to Mandalay and attack Dacca.

5,6 - 16th and 28th armies to Dacca

A .25 result in the air/naval attack would be bad, as it would only flip one allied unit. A .5 result or better will do 36 hits, enough to leave them with only a single step. Still, we have to start taking some chances here.

If the Allies do send a US CV to Madras after we take Colombo, it will keep open their supply only as long as the S Pac HQ is in Dacca. Thus my suggestion that we take Dacca after we have taken Colombo - and the placement of those ground units to do that. If we take both Colombo and Dacca there is no way for the Allies to open a supply line to India this turn. However, if we go for both, it has to be Colombo first. 

The problem with taking just Dacca is that it leaves the Royal Navy and the Australian Corps alive and poised to invade anywhere we might should weakness in the area. Unless we neutralise them by taking Colombo, we are forced to keep enough units in the area to prevent them from doing any rescue operations to open supply lines.

I realised there was room for improvement in the plan Black Tea. With these change we have 100% chance of taking Colombo with using just 3 ASPs - and we are still in position to take Dacca on a later card play this turn: 

 CVL Shokaku to 1606, attacks Colombo.

 2 AD to Akyab.

 BBs Nagato and Kongo1 to Colombo.

 15th Army from Singapore AAs to Colombo (2/4 ASPs used).

 [37th Army] from Rangoon AAs to Colombo (3/4 ASPs used).

With 51 attack factors we are guaranteed to flip the Aussie corps in the air-naval battle. That means that we can invade with just 3 army steps, losing at most 2 and killing the Aussie corps for sure. This leaves us with 1 ASP and in position to attack Dacca. 

In PBM Shokaku has to go to Colombo. I would send the Kongo1 to Colombo as well and the to Singapore.

I was precisely thinking on the lines of Antero's revised plan, using three instead of four ASP. I like the plan. 

Havin Mark Hermann as opposing CoS is a challenge. Hopefully it will bring more speedy and stable play. 

i guess what i'm asking is, beyond this battle, does this help us win the war? 

Difficult to answer, since this is the first game I have been involved with where Japan has made a serious effort in CBI. It is virtually impossible to "lock up" this theatre. Unless we occupy the Maldives Is. the allies can eventually deploy an HQ there with naval and ground forces capable of reopening the LOC. Even if we do so, they can still resort to a late turn major operation where a CV unit moves to Batavia, then PBMs to Madras to allow them to place reinforcements into the area. In either event, we have forced them to divert a significant amount of resources to this front. That is our big benefit. 

The conquest of India or China requires a long term committment to this front, as well as some opportune event cards. We might even consider not taking ground replacements to maximize our chances of a successful China Offensive when appropriate. This is the aside to Don's comment that "this game just got a whole lot more interesting." 

The alternative plan is for Japan to simply isolate the allies for one attrition phase, attack and destroy the now reduced allied ground units, then attempt to hold the line in Northern India without putting SEAC HQ OOS. Maybe send the naval units to destroy the British naval units in the area, then send them south as well. This allows us to pull a lot of our forces out of the area early for offensives to the south, but makes it easier for the allies to reinforce the area during the reinforcement/replacement phase. 

Whatever we do, it will be very interesting to see how it plays out.

Moral Obligation 

SW Pac, EC, 10 activations 

Menando: 19th LRB attacks Davao (fulfills Philippine battle requirement, ends ISR) 

Hollandia: 1MAW to Lae (via Madang) attack Rabaul 

Lae: 10th AF LRB (no move) attack Truk 

Darwin: CV Lexington to 2120 attack Tjilatjap 

Darwin: CV Enterprise, BB MS, 1M Div (AA 1ASP) to Biak 

Port Moresby: 13AF to Hollandia attack Biak 

Gili-Gili: 11AF to Hollandia (via Madang) attack Biak 

Darwin: 5th AF LRB to Bandjermasin (via Koepang) attack Singapore 

Looks like Halsey has replaced Ghormley. (MH: Thanks Baron, what I nice thing to say.)

I don't think we have a chance of stopping the invasion of Biak, so sinking the Lexington, reordering our defence, and causing as much losses as possible would be what we could hope here - unless someone can come up with a way to save Biak. 

The Allied removal of ISR gives us also an alternative use for the Central Agreement card. We could use it to pick up the Second Front Conference, store the Conference as FO card, and use it in the beginning of the next turn to put the Allies back under ISR and to get a card draw. (MH: One of the things the Allied move focuses on is it begins to segregate the US Army and Navy units. You have to play EoTS under the assumption that ISR is going to happen, so you have to mitigate its impact through organization. There are no rules for this, but this is the solution.)

We are lacking a reaction-cable forces. The only reason Allies could invade Biak with just one marine division is that we have no single step armies nearby with a naval escort. If we had, we could've sent them to Biak, causing an almost certain failure of the attack. Thus, I tried to generate such pairings in my plan. 

I don't think we need to be afraid of supply lines though the China Sea ports to the Allied units. If we take Dacca next, there are no HQs that could be reached through the China Sea ports. Covering the South HQ might useful though. Also, I would not remove the air units from Medan quite yet. 

We made our intel roll on a 2. 

With Mark taking over the Allied position and being on vacation the game is going to move very quickly and the Allies are going to get aggressive. (MH:  The Allies have to be aggressive to win, its a war after all.)

Target Dacca

Play Code Change as Operation 

CF HQ for 5 Activations 

1. CV Shokaku to 1606 Battle A Dacca 

2. BB Kongo 1 Colombo to Dacca Battle A 

3. 5 AD Medan to Mandalay via Bangkok Battle A (51 a/n factors) 

4-5. 16 and 28 Armies Akyab to Dacca

(MH: The one thing the JP did not know is we were holding Windgate, but to accomplish our objective of making PoW, we had to let Dacca live or die on its own.)

(MH: The Imperial Staff begins to debate Tojo)

I have been deep down in hell with work, so no time for op planning. Good thing you guys are on top of things! I do have a reflection on Tojo. The main implications of playing it as OPS or shuffling it with another card in the deck are: 

- We make a PoW much harder to achieve. - We signal to the allies that they should think hard about fighting it out in Japan in the end game. 

This, in turn, affects both our strategy and the allied strategy. 

On our side, the upside of knocking out India is diminished, as it probably wont be enough to bring PoW down to zero. So we count on the card loss for the allies to do part of the work. 

On their side, the upside for us is that a strategy focused solely on the DEI and the PI might delay the allies too much and exhaust them for an end game in Japan. 

As a conclusion, not playing Tojo makes for a more uncertain game where both on our side and the allied side the shift of focus, away from the CBI and to Japan for us, and away from the DEI and into the Pacific for them, will be critical for the positioning in the end game. 

The key strategic position here is Singapore and the Indochina ports. If they end up falling its probably game over for us.

Reading pablo's message, it did occur to me that we might be better off playing Tojo as event. Now that we have a good lock on CBI we could threaten push the PoW to 1 in few turns (Burma, India, and Tojo). That would put a strong pressure on the Allies. That would put one change on the above plan - we would store the Agreement and use it to pick up a card next turn. So, action 3 would be storing the agreement and action 4 would be playing Tojo. 

Playing Tojo as an event at this point in time is shaky. They are probably going to rip off Vogelkopf this turn. That, along with their subs will reduce us to five cards per turn. If they play Manchurian in the next turn or two we are down to four cards. 

I see sealing off CBI as greatly improving our chances for holding out for the long term win as opposed to gaining a mid-game PW win.

I missed the fact that it was a critical hit, which denies the Japanese aircraft range advantage. Details, details. 

There are several reasons that I want to hold on to the 2-OP card for later. The most important is that we are going to save our only other 2-OP as an FO, so that would leave us with only two 1-OP cards for future plays. If the allies have another 3-OP card, they could send a CV division to Batavia, then PBM to Madras. If that happens, I would like to have CV/CVL units from Singapore within range of Madras so we can get 48 a/n factors to that battle. 

There are two reasons I am in no hurry to send our armies into Dacca. The first is that as long as we keep India OOS the allies need an HQ unit as a reinforcement unit if they want to place reinforcements in the Maldive Is. Make the allies decide if they want to play a card to remove that HQ. The second is that even 48 a/n factors may only flip the full strength Aussie 3rd corps, leaving the allies with 19 factors on defense. I don't like the idea of losing two or three ground steps in the attack, even if the odds of that are small. I would use the last card to invade Maldive Is. and win Dacca. 

The compelling reason to attack Dacca now is the threat of a CV moving to Madras. We could only create one battle hex, so we would have to ignore Dacca to land on Maldive Is. and hit Madras with at least 48 a/n factors and hope to eliminate any defending CV unit. I don't see that as a terrible thing. As Anterro notes, we must keep 5AD, or at least some a 

The allies have not shown the Manchuria event yet, so the odds of that card appearing before long are good. If we do play Tojo for the event, then we need to push for a negotiated settlement quickly. Where are we going to get 4 more hits to US PW? Other than -1 for Burma I don't see any easy gains. We will need some help from the event cards to see India surrender. I dislike counting on the deck, or the die, for any particular event. 

On the other hand, if we play it for OPs then those nice offensive events in the discard pile will be shuffled back into the deck. If we plan on playing Tojo for OPs, then we should consider playing the ISR event this turn to pick up one of those offensive events in exchange for the Tianan air event. That would mean we play the 2-OP card NOW as per Baron's plan. 

So many things to consider for each card play in this game.

What are trying to obtain in CBI if we are not playing Tojo? If we don't play Tojo know, we likely won't see it again before Allies have started regaining PW. And if we are not going for PW victory, there is no use in being in CBI. Important point in playing Tojo would be tha the Allies get a much stronger pressure to try to break our hold in the CBI. By not playing Tojo we signal the Allies that they are free to ignore CBI. 

I totally disagree that sealing CBI would help us holding long term. In fact, CBI is usually totally irrelevasnt in the long term holding. The allied counterattack comes typically across the pacific islands - it is not uncommon for even Rangoon to be still in Japanese hands when the Allies hit the Home Islands

The decision to play Tojo as an event prior to 1944 is the single most important decision the Japanese player can make. The sole benchmark for that decision is whether or not a PW win is within immediate striking range. This typically would occur turns 6-8. Because the downside of Tojo is so great, four card draw for the rest of the game, victory has to come the turn it is played or next turn at the latest. As Tom correctly points out that is not the case in our current situation. 

What we are accomplishing in the CBI at the moment is to strike at the Allies strategic Achilles' heel, ground units. We stand a good shot at eliminating 9 Allied ground steps this turn without the loss of a single Jp ground step. This would be a major operational victory and an important step toward winning the game.

ndeed. Im not of a clear mind regarding the option of Tojo. If anything, I slightly favor not playing it as Event. Playing it for OPS forces the allies to focus at some point in preparing the attack on Japan and moving the focus away from the DEI, Malaya and PI. This also gives us the opportunity to start shifting resources towards the home islands. 

The "downside" is that without Tojo as Event we cannot really count on putting max effort on conquering India, as the PoW hit might not clinch a PoW victory for us. So closing the CBI (and maybe grabbing Burma) is an intermediate objective towards the defense of the Home Islands. Hence the importance of Singapore, so we can ship by sea ships and armies once the CBI is locked down. 

If on the other hand, we do play Tojo as the event, then we need to go wholeheartedly into full conquest of the CBI. Burma for sure, then India and maybe China, so as to get a PoW victory before the bombs and marines start raining on our beloved home islands. This looks like a wild and very risky, strategy. Appropriate for the warriors of the rising sun indeed!

The Official Language of Dacca is Japanese (MH: The key decision for the Allies was to cut their losses and try and gain the initiative. This was no surprise and for the time being had no impact on Allied strategy.)

They did manage to flip 16 Army. 

So, next play we suck it up and take our pass?

Allied T4_5

22 2 / Orde Wingate, 2OC, SW Pac, 4 activations 

Soerbaja: Marine Bde to 2119 

Kusaie: Marine Wake Bde to Marcus Island via AA (1ASP) 

Biak: 13AF (no move) attacks Sarong 

Buna: 11AF moves to Biak (via Hollandia) attack Sarong

Mark continues in the attack mode (MH: The best defense is a good offense.)

[22 AF] at Sarong surprised and wiped out. Little jarhead toad takes Marcus. M Bde advances toward Tjilatjap. I recommend taking our pass or possibly bringing on Tinian air unit at Iwo.

Are we going to allow the Marines to simply walk into Tjilatjap unopposed? Since our last ASP is committed to the Maldives, we won't be able to AA a unit to reinforce Tjulatjap in reaction. The SNLF in Miri is not likely to win the battle there. It means we give up our only port on Java. 

If our plan is to play CA as the event to return the ISR event to our hand, and I believe that is the way to go, then we really don't have a choice. We have to PASS, then play CA as event and discard one of the 1-OP cards, then put the ISR card into the FO, then play our last 1-OP card for a last turn operation to land on Maldive Is. 

If we play one of the 1-OP cards now and use Combined fleet to activate four units, we could land [37th army] on Maldive Is and send Yamato, Akaki and Soryu to attack the Aus air unit in Soerabaja. The only allied unit capable of reacting that battle is the [CV Lexington], and with 37 attacking factors there is a chance of the allied forces being eliminated. 

However, to do this would virtually preclude playing C-A as the event, since we really don't have a card to discard to use the bonus. We would probably want to FO the C-A event to save the other 1-OP for any last card play operation.

My biggest concern is that by doing this we forgo the play of C-A as the event, since we must play the other 1-OP for operations. 

You're right. It means we won't get that extra draw event unless it turns up in the reshuffle. Or we can play Tojo as an operation right now, pass, swap out Tinnian air, FO our new card and forget about the Maldives. 

We need to think on this. I have to go out for a few hours.

How about going big? Why not transport the EDO Army from Tarakan instead? 

By sending in the EDO Army we cause again a strong overland threat against Soerabaja as the Allies have now weakened their ground defence there. If we manage to knock out the Aussie Air, we also put the units out of supply, forcing the Allies to respond right away. 

As for the last card, I would invade Maledives then, even if it means storing the CA. In all likelyhood we will get some useful card that we would like to return to our hand next turn, too - not to mention that the Allies might draw an ISR card. The CA is pretty useful card to have in store as well. 

We also might get a chance to do a nice combined operation with the last card. In addition to invading the Maledives, we could with the Allied positions around Soerabaja again. Their supply lines in the area are rather weak and they are quite low on units that can neutralise a ZoI. With a bit of luck we might be able to put the units in Java out of supply at the end of the turn.

Their supply lines in the area are rather weak and they are quite low on units that can neutralise a ZoI. 

Exactly. After beating the crap out of their ground units in the CBI I'd welcome a major ground campaign in Java under these conditions. 

Play Tojo as Operation 

CF HQ for 4 Activations 

1. CV Akagi move Singapore to 2219 Battle A Soerabaja 

2. CVL Junyo move Balikpapan to 2221 Battle A 

3. BB Yamato move Tjilatjap to Soerabaja Battle A 

4. EDO Army strategic ground transport Tarakan to Tjilatjap via Bali

w, I go skiing for the day and the game is flying! (MH: Forum games go best if there is an implied schedule of a move a day.)

Allied_T4_5

#49: 1 / Roosevelt Threatens Chungking OC: 1 EC: 0 

Message from Allies: SW Pac, 1OC, 3 activations 

Biak: 1 Marine Division moves via AA to Sarong (use of last ASP) 

Hex 2119: Marine Bde moves via Strategic Transport to Soerbaja 

Lae: 10AF LRB moves to Biak 

PBM: 10th AF LRB to Sarong 

Looks like now is a good time to take our pass.

he allies could have a big enough operation to destroy CV Soryu and put our forces on Java OOS, then PBM CV units to Madras. I think the 1-OP is enough to AA Maldive Is, send Akagi to Tjilatjap and attack Madras with 31 factors, which is about the best we can do. 

If the allies send a BB along with a CV to Madras we would need a big operation to counter-attack. But, that won't save any units since they cannot restore supply to the ground units and the British navy is immune to attrition. It would allow them to put reinforcements into Madras, but if they have a good operation event card I see no way to guarantee keeping them OOS. 

I would rather have the FO card in the bank for next turn, so my choice is to FO the Central Agreement event and sweat out their last card. 

Japan_T4_7

Sent Central Agreement to the FOQ.

Antero, you once again show you are more observant than I am. The displacement of S PAC HQ makes the move of US CVs to Madras pointless, as they don't have a suitable HQ available. I had not even considered that as one of the benefits of driving S PAC HQ from the board.

Pablo, I believe it is possible for them to get a ground unit to the Maldive Island. They would have to attack our air unit at Medan with a CV and send an air unit to Batavia negate our ZoI from Tjilatjap. This would allow a ground unit to SR through those hexes to the island.

Maldives

A (US) ground unit or a (US) CV into Maldives would be a pain, as it would allow the placement of SPac there next turn... 

Anyway, lets hope they are thinking of something else. 

Which brings another issue to my attention. At some point we should send a HQ to Japan, right? (MH: We looked at the CBI situation very hard. We made the determination that it would force us to play the Japanese game and we needed them to play ours. We decided to carry on with our plan of pushing into the DEI and the Central Pacific. The big Japanese vulnerability was their entire force structure in the Central Pacific was based on South Seas HQ. We wanted to find a way to hit Truk, but could not muster the force to make it happen. On the other hand as we continued to push up into the DEI we were stretching Japanese assets out and we found a hole at Jolo.) 

We could wait for the allies to diplace South Seas HQ and redeploy it to Japan.   As noted earlier, with Combined Fleet at Rangoon we need to be very careful about protecting South Seas HQ at Truk. The allies will soon have enough ASPs to threaten a landing there, and Mark is keen on doing that if given the chance. 

Combined Fleet at Rangoon has just enough range to put Soerabaja in supply, as long as we cover the LOC with air ZoI. That could stretch us a bit, but it is worth noting. Allied Operation Olympic would put an end to that, but I won't worry about that until the event happens. 

If/when Kendari falls, we can pull South HQ off of the map for redeployment. The home islands are the most likely place for it.

(MH: The Allies seal the deal and make PoW) 

Marines are attacking Vogelkop with support from 13AF. 

If allowed to react, we should send at least 20 a/n factors to the battle to try and kill the air unit. I don't have the map with me to see if that is possible, but with a 10 hex reaction range it should be. 

Only South Seas HQ is in range of the battle.

Allied_T4_8

They took Vogelkof without any loses. Next turn we are going to get 6 cards for resource hexs and probably take a sub hit. (MH: This was a huge success for the Allies. The JP should have used their last ASP to fight for this area. Now the Allies would garner a long term card advantage)

Japan T4_8 End

Pablo, I went for the surprise gambit and it barely worked. Allies rolled a 4 for intel, just missing. 

We had a good turn 4, sealing off the CBI and clobbering them big time in ground combat and ground unit attrition. (MH: Both sides stayed on message, but the Allies made PoW which was critical)

Soerabaja might be takeable now that the Allies are short on ground forces. That would be a prize that would probably be worth the risk. 

This should be our objective for turn 5. We need the resource space and the fall of DEI would secure a lot of bases in the area. I would be looking to attack toward Soerabaja, while keeping an eye on our defenses in the Central Pacific. 

I would use a replacement step to bring a reduced 38th army in at Truk. We should really kill those stinking Wake Island Marines to prevent their harassment. Turn 5 will be a balanceing act between defending in the Central Pacific while attacking the DEI. We should have a secondary priority of taking the three Northern India bases with an eye toward the conquest of Burma if we have enough offensive operations to allow it.

... And the submarines hit for third time in a row, so we are down to five cards for this turn. At least we have the Central Agreement in FOQ and the Allies have no cards stored. (MH: Submarines keep on trucking...)

Delurking for a moment. I'd be wary of Mark, with the Wasp and Marines in Dutch Harbor. Bodes ill for the homeland. (MH: Traitor... :-)  )

Only places they can reach (within 15 hexes) and that are not yet under Allied rule at Hakodate, Ominato, Tokyo, and Nagoya. Even though we could not react to Hakodate or Ominato (no HQs in range), I don't think they could win an invasion against their instrinsic garrisons. And even if they did manage to win, I fail to see what good it would do to them. My guess is that those units are there to throw us immediatly out of Attu or Midway. (MH: The fact that was missed is Hakodate is outside of JP HQ range, no battle hex reaction possible. With a port, the Allies can place reinforcements in this location and with some additional effort cut off all Japanese forces, game over. In any event, fortune stopped this plan as the Allies got no 3OC cards, which is the only thing that stayed our hand.)

Look what poped up again

73
2 / Ants: Japanese Barge Traffic Reinforcement 

48
3 / General Adachi: New Guinea Offensive 

61
2 / Kamikaze Attack 

43
1 / Tojo Resigns: Moderates in Power  

70
1 / JN25 Code Change 

(MH: but only five cards...)

Ok, planning ahead, I feel we have several options/tasks this turn: 

1- Push into Northern India to hope for a surrender over the next few turns 

2- Take Burma 

3- Move a HQ into Japan 

4- Shift armies away from the CBI and into PI, DEI or Japan proper 

5- Take Soerabaya and the DEI 

We might do several of these, but not many. What are the priorities?

I would priotirise the above in the following order. 

 DEI

 North India

 Relocate from CBI

 HQ to Japan

 Burma

I think we should plan on using Adachi to take the North India, we can pretty much secure it with that single card. However, when and with which cards we do the rest is a harder to say. With two of our five cards being reaction cards a lot depends on when we get to use them and what we get on redraw.

Allied T5_1

2OC Operation Romulus as an OC 

SW Pac, 4 activations 

Vogelkop: 1 Marine Division via AA to Jolo (1ASP) 

Darwin: CV Enterprise to Jolo 

Gili-Gili: 5th AF to Biak, pbm to Jolo (via Morotai) 

Biak: 1st MAW to Koepang (via Sarong), pbm to Soerbaja (via Bali) 

No declared battles, no other PBM 

My guess. They're angling for some cute, clever play to put a lot of our units out of supply. Taking out South HQ would be an important part of the plan. We need to get major air/naval assets into the South China Sea area.

(MH: Nothing cute about it, grab the central position, put lots of forces there and start fighting. With this move the Allies have pierced the JP defense perimeter. The failure to capture the DEI gives the Allies Morotai, which was an important position for the invasion of the Philippines. With the fall of Jolo, control of Morotai, Menanado, Amboina, and Sarong; Borneo and Mindanao are untenable over the long haul.)

It seems that we cannot do anything to stop the conquest of Jolo. After that there are two hexes where we cannot react to if they are invaded: 2812 and Ponape. In addition, Tarakan is very vulnarable to 1 OPS invasion from Jolo. If we use the Adachi now, we could fix some of those deficiencies while starting the attack to Northern India: 

I don't think knocking out South HQ would do them much good. With Combined Fleet in Rangoon and the mass of ports around South China Sea, our supply lines are rather secure. We also have enough redundant air units and supply routes that I cannot see any way they could put a lot of out units out of supply. The best the could do would be to knock out the air unit in Leyte, but we can easily open the supply route again. 

I'd be more worried of a 1-OPS surprise invasion of Tarakan.

Antero, the main thing I don't like about your plan is that it leaves Rangoon (CF HQ) buck-ass naked. They'll immediately pick up on that and look for some way to send CF HQ to the track. For activations 5 and 6 how about, 

5. [16 Army] strategic transport Dacca to Rangoon 

6. 15 Army strategic transport Colombo to Tarakan

Luckly, they can't do it. While Jolo is in range of Rangoon, they would need a 3 OPS card to invade. With the Code Change in hand, we are guaranteed interception. They also cannot hit Mandalay or Kohima/Imphal (only the CV in Jolo could hit them, but it has to enter Rangoon as an escort for the invading unit, forcing it to join the battle there). All that means that we are guaranteed to be able to react with Korean Army back to Rangoon. So, as long as we hold the Code Change, Korean Army is able to cover Rangoon as well from Kohima/Imphal as from Rangoon itself. In addition, we have plentiful naval and air assets in the area to react to a possible attack - and their only available escorts is the CV in Jolo. 

If the Allies try to knock out the Combined Fleet HQ, it will not only fail for sure - we will also profit a lot from the attempt. So, let them look for a way to knock it out - and let them try, too. Also, if we do not extract 25th Army with Adachi, it will be stuck in Kendari, also keeping the South HQ in area.

ou often see top players play their one big operational event right away, just to 'spook' the opponent into believing there are more. Since we have to take two both passes at some point, we need to try and cover as many bases as possible with this one activation so we can afford to pass. I would like to use those two passes as soon as possible. 

Good News: Bad News

Good News: There's been a change in luck of our combat die rolls. 

Bad News: The rolls have gone from bad to atrocious. 

(MH: The dice love no one, the comments were around the Allies extracting disproportionate losses, but losing Imphal and Dimasur)

Looks like the Allies are making Jolo a major base. I don't that the attack against Kongo is worth playing the Code Change, better to save it somewhere where we disrupt landings. 

Also, as far as I can see, this makes a good time to use our first pass after the Allied attack is resolved.

I'm all for risk if the return is right, but in my opinion it isn't here. Those air units are pretty useless to Allies reduced - they have weak attack when flipped and they can't be used to absorb losses. They would also get them back for the following turn, while the step of Nagato would be gone for good. So, I don't think we would gain much by killing the air unit vs. flipping them. (MH: This is the beginning of a discussion on how to react to an Allied air attack on Davao. The dice love no one and they are about to stop loving the Allies.)

who hoo!

Finally some good show by the Imperial sailors and airmen! 

I would move one AF to Davao, so it protects some of Kongo

We face a difficult situation. With their base in Jolo the allies can mount an AA anywhere they wish, as long as they are willing to risk the CV to escort the landing. From the current situation they can send a Marine division through 2713 into 2613 and beyond to land where they will. I would expect them to go to Hanoi, which is the gateway for tracing supply overland to Burma. The problem with any such landing is that we can quite readily put that unit out of supply with proper positioning of our air ZoI. An air or CV/CVL unit in Manila would close down that option. 

They have only 4ASP and they need to take four bases to meet their PoW requirement. They cannot afford to be too careless. 

I would still like to consider playing Tojo Resigns for the event, to put even more pressure on them to meet PoW. 

For these reasons I would take a PASS now. We cannot match them card for card until we get those 2 passes out of the way.

Which is why I would strike at Enterprise now that it is vulnarable (it won't be after the Allied play, that's for sure). If we manage to kill it now, their chances of conducting any landings goes out of the windows. Without carriers they can't get their ground troops past our ZoI cover. If the Enterprise was not vulnarable now I would go for pass as well. 

In fact, we might go for double-or-nothing here: do the attack on Jolo, but using the Code Change. Then, we would play Tojo as an event later. Allies would be down to 4 PW, facing a possible PW loss from lack of PoW (since they would lack a carriers to conduct invasions), another loss if they risked and lost Wasp (their last carrier), would be practically certain to lose a PW from Burma some time, being under risk of losing one in DEI, and would be on the clock on losing two more in India. Not to mention, they would be short on ground units and considerable portion of their force left over would be stranded out of supply in Jolo. (MH: What the JP do not know is the Allies are holding Bataan and are not worried about making PoW, but setting up for a major success, Leyte.)

With the complete collapse of the Allied position in the CBI and the extension of our forces into that area, I believe Mark's game design opinion is that we should be made to pay the price by having a lot of our units cut off. Otherwise, if Japan can get away with successfully implementing this strategy in the majority of games, there's a problem with play balance in this scenario. So, they are going to attempt to exploit CF HQ being out of position. 

I think the most important thing for us to do this turn is to go last in order to insure that all our units are in supply. For that reason I agree with Tom about getting our passes out of the way now. After the thumping they took on their last play I think we don't have to worry about any immediate danger. In a worst case scenario our plan B would be to bring back Adachi with Central Agreement. 

I have a feeling that Mark blames the collapse of CBI more on the Allied misplays. We were able to do what we did because first Allies got greedy and attacked us (allowing us to kill their air power) and then had RN in the wrong location (really, what was it doing in Trincomalee instead of Colombo, Madras, or the Maledives). 

Ironically enough, CF has actually quite secure supply lines in Rangoon when comparing it with its usual location around Manila. In addition to the normal seaborne supply routes we can supply it by going across the Yellow Sea and then along the Chinese coast. So, to cut the supply to Rangoon the Allies would have to cut the normal routes and in addition invade Chinese mainland. It's not an easy task with large number of ground units lost, and with the lack of air capable units any invading units are even harder to keep in supply. (MH: As the side trying to make progress, this is true, CF HQ is very effective at Rangoon.)

I played that 2nd pass too quickly. We should have at least discussed hitting the Enterprise. 

My suggestion for playing out the turn. After their next play, they will have 3 cards left to our 4 cards plus 1 in the FOQ. 

1 Play Tojo as 1 op against their air assets 

2 Play Central Agreement to swap Ants for Adachi 

3 FO Kamakaze 

4 Play Adachi in the CBI 

5 Play Code Change to send CF HQ to the track.

I would pull South HQ off the map over Combined Fleet HQ. Pulling CF off the map puts our forces on Ceylon and Maldives OOS. We went through all that effort to put CBI OOS, why would we want to give it back now? We would first need four activations to extricate our forces there. Combined fleet can supply all of our forces in DEI from Rangoon. Right now we may have too many things to do for that or an FO card. 

I would play the Kamikaze card to activate 5 units with combined fleet. Two armies and an air unit to attack Lashio, ED army to 2119 and [37th army] SR from Maldive Is to Tjilatjap. Follow this with the swap of ANTS for Adachi. By then we should have played the intercept response for a card draw. We can reassess the situation then.

Allied_T5_4

Halsey replaced Ghormley and they reshuffled units in the DEI giving us this opportunity to retake Jolo. 

Play Tojo as 1 Op 

CF HQ for 4 Activations 

1 CV Akagi move Singapore to 2514 Battle A Jolo 

2-3 CA Takao and 3SN move Miri to Jolo Battle A 

4 [33 Army] move Davao to Jolo (1/3 ASPs) Battle A

Why would they do this? (MH: Pablo smells an Ambush card, good man.)

Don't know. I just look at the map and see what I see. The key is the 1 op, giving them little chance to react. 

with a 2 ops would they be able to hit davao or miri (AA since no ground units) and tarakan or balikipan (if 3 ops) with XIV overland? 

We have our intercept card to deal with those contingencies. The point of positioning XIV corps where they did and burning 2 of their 4 ASPs for this turn is to take Tarakan or Balikpapan.

They want us to attack Jolo. We didn't take the bait with Enterprise there, so they make it more tempting by leaving a weak air unit there to guard their LOC. Note that the loss of Jolo and the air ZoI there would put XIV corps OOS. Since they need four bases to meet their PoW requirement, this unit must take two bases for them to do so. 

They almost surely have an intel card they are anxious to play for another card draw. Halsey makes it even more difficult for us to deal with this, since they can now send more units in reaction. (MH: Nicely done Tom...)  

I am not anxious to play Tojo, since the event is still tempting. It seems like the ideal card, since the only allied unit that could reach the battle is the 10AF LRB. On the face of it, it looks like we have a good chance of winning Jolo, which will put XIV corps OOS and almost certainly keep them from achieving their PoW. I would almost prefer to play the intel card for this operation instead. Almost... 

If successful, we may want to return Tojo to our hand, rather than Adachi. It sure would be nice to get a chance to use that intel card we have so we can draw another card. The choice between Adachi or Tojo from the discard pile is tough, at least for me. 

Jolo is currently the only base that can keep the supply line to XIV Corps open and it is defended by SF Brigade and a flipped air unit!? Either Jolo is a trap or the whole Allied team has forgotten everything about EotS tactics - they left it empty of naval units, making it possible to invade without naval escort. However, I don't think we can trust the defence of Balikpapan and Tarakan solely to reaction units. Since the Allies can attack overland, two 9-12s (that we would be able to muster) defending would be have around 40-50% of losing. Not to mention that the Allies might be able to suppress all of our reaction-capable ground units. A slightly modified version of the Tom's previous plan should fix all that: 

ANTS with CF HQ for 5 activations:

 Korean Army and 17th Army attack Lashio.

 2 AD to Hanoi, attacks Lashio. PBM to 2911. (returns our ZoI over Tainan and the straits).

 15th Army SRs from Colombo to Balikpapan.

 16th Army SRs from Dacca to Tarakan.

This would likely also mean that the Allies would need to invent new plan as it clearly says that we won't bite on their bait - and that they have an uphill battle if they try to attack overland in Borneo. 

The Allied move is also interesting since they have only one ASP left, but they have still three hexes to take if they want to fulfill the PoW. Even if they manage to take either Balikpapan or Tarakan, I can't see how they could take two bases with one ASP. So, that leaves few possibilities: they either hold Booz, Olympic and Coronet, or Casacade; or they have resigned on not succeeding in PoW this turn. So, before we see what they might try, I would keep open the possiblity that we might play Tojo as an event.

Is everyone ok with this?

ANTS with CF HQ for 5 activations: 

1-2. Korean Army and 17th Army attack Lashio. 

3. 2 AD to Hanoi, attacks Lashio. PBM to 2911. (returns our ZoI over Tainan and the straits). 

4. 15th Army SRs from Colombo to Balikpapan. 

5. 16th Army SRs from Dacca to Tarakan.

(MH: Then you have to roll the dice...)

[Kor Army] and [17 Army] got bounced back to Imphal. (MH: The Japanese made too many attack in the CBI without more assurance that despite losses they would at least work. With 5 cards they cannot afford the activations on doing things twice.)

Now Jarhat becomes more important that Lashio. We will need to pull Adachi back into our hand and one of the attacks will have to be used to secure the last Northern India hex. Who knows? With a timely India event card we could push India to surrender very soon. We will go after Lashio this turn only if we have extra activations to use. 

The conquest of DEI grows more difficult with each passing turn. Taking Soerabaja this turn and defending the other resource hexes is demanding. It doesn't help that the allied submarines have been very effective this game.

Allied T5_5

ANZAC, 3 activations 

Darwin: 3rd Australian Corps Soerbaja 

Port Moresby: NZ Division to Jolo via Strat move 

Darwin: BB MS to Jolo 

They reinforced Soerbaja and Jolo. No battles.

Looks to me that the Allies are calculating that after they played Bataan and we used Tojo last turn they can afford to miss their PoW. I would suggest that we prove them wrong and play Tojo as an event later this turn. Seems also that the failure to conquer DEI might be a blessing in disguise - the Allies have much less eglible targets for fulfilling the PoW. 

At the moment at least, I really don't see much use for Adachi in our hand. I don't think we can take Soerabaja even if we pick it up and can't see any other useful targets for it since it doesn't allow activation of ships. Since we are going last anyway, we might be better off saving the Agreement in the FOQ, guaranteeing us a last play on the next turn as well. If we do that, the rest of the turn would go something like this:

 Play Kamikaze as OPS to take Jarhat.

 Play Tojo as event.

 Use the Code Change (or the card we draw from its use) to withdraw South HQ to turn track.

I disagree. Let's take another shot at Lashio. I would play Central Agreement to swap Kamakaze card for Adachi. 

Why spend the Agreement card for shot at Lashio when it can be done as well by an OPS card and on the next turn? In effect, we would save a single card used as OPS next turn (and if we pull a military event with "extra" usable activations, not even that) while wasting opportunity to pick back something a lot more useful next turn. If the target was something more time-critical (like Soerabaja), the swap would be useful, but we can really take Lashio at our leisure. 

We would actually be better off in using both the Agreement and Kamikaze as OPS (attacking Lashio with one and Jarhat with other) than using Agreement to pick up Adachi and then using it to attack Lashio and Jarhat. Using the two cards as OPS would give us total 10 of activations vs. 6 of Adachi, allow more movement and more flexible attack since the same units could join in on both attacks. 

In addition, if we use the Central Agreement, we would have to put Code Change or whatever we pull as replacement to FOQ to maintain that advantage. That means that we would also forgo either withdrawing the South HQ, or the play of Tojo (either as an event or OPS).

I don't like the fact that we have no air ZoI over hex 2615. It allows the allies to use their last ASP to send a reduced unit through that hex on an AA just about anywhere they want. I don't know if they can trace a supply line through that gap that reaches an HQ, but it still bothers me. We should consider Manila for one of our turn 6 reinforcement air units. 

The benefit of Adachi over Kamikaze is that it allows us to declare multiple battle hexes if played as the event. The fact that it does not allow the activation of naval units is bothersome, but not a big deal. 

The allies could have almost any cards left in their hand. They might have a surprise attack card, waiting for us to play our intel card before they commit to it. My preference would be to save the intel card for the very end of the turn. We have enough firepower in range of Jolo that a final card play of the '1' OP to hit that base is worth considering. 

I would play the FO card now to take Jarhat and shift a few troops or air/naval units around, or swap Kamikaze for Adachi with the intent of attacking both Lashio and Jarhat with Adachi on our next card play. We then get the Emperor to resign and finally play our intel card (if we still have it) at the end to attack Jolo or bank it in the FO.

Well, I'd be really surprised if they left Jolo open during this turn without any reaction cards. Of course the movement of the New Zealanders suggests that their other card might be one of the surprise attack cards that allow only its activation. Anyway, I agree that we should hold the Code Change until Allies have played their cards. 

Of course, we could do something the Allies really don't expect: play the Central Agreement as OPS now and attack Lashio. Then, we would later play Kamikaze as OPS to take Jarhat. That would reach the same conclusion as picking up Adachi, but with two separate plays. It would also mask our hand longer than if we picked the Adachi. They would most likely assume that the card we store at the end of the turn would be another Agreement card, which might be a very good bluff as well. 

So, an alternative to picking up Adachi (this will have the same end result as with playing Adachi but with two OPS cards we would otherwise use to pick it up): 

Central Agreement as OPS with CF HQ:

 Korean Army and 17th Army attack Lashio.

 3 AD attacks Lashio from from Akyab.

 28th Army to Dacca (for shipping out, Korean Army can take Jarhat with the Kamikaze card).

 37th Army SRs from Maledives to Singapore.

With the next card (Kamikaze) Korean Army takes Jarhat, 17th Army moves to Rangoon for shipping out and 28th Army is shipped out. This would thus hasten our movement out of CBI, too, compared to using Adachi (both the 17th and 28th would be inside CBI and not in a port after Adachi).

Are the rest of you guys ok with this?

Central Agreement as OPS with CF HQ: 

1-2. Korean Army and 17th Army attack Lashio. 

3. 3 AD attacks Lashio from from Akyab. 

4. 28th Army to Dacca (for shipping out, Korean Army can take Jarhat with the Kamikaze card). 

5. 37th Army SRs from Maledives to Singapore. (MH: We had written off Burma and Northern India at this point. But the XIth Corps just did not want to give up Lashio. It didn't change the outcome of the game, but it certainly took the tension out of some Allied decisions.)

Japan_T5_5 Combat Results

I'm about to commit hari kari with a ball-peen hammer. (MH: That will hurt...)

Die roll request Request: 10-sided die x 2 

2 

9 (MH: The XIth Corps becomes immortal, the unit did not move for the rest of the game, but had a huge impact on how things progressed)

Message from Japanese: Ground Combat Lashio 

Jp 18 0 Roll 2 18 x .5= 9 hits No effect 

Al 11 0 Roll 9 11 x 2= 22 hits Eliminate [Kor Army]

and i just pop up to see how things are going. dammit!

That last Allied play means that they have no longer any way to obtain PoW this turn. Of the potential three cards they might've had that could've used to obtain the PoW, Booz is obiviously no help. Olympic and Coronet will no help either - the two ASPs wouldn't be enough to reach the PoW since they cannot obtain a base in Borneo that would be have to be the fourth one captured. Finally, Cascade could help them if they could use it in Marshalls, but all of their carriers are too far away to cover such landings. 

I can't see that they would have Manchuria as their last, either. If they had had that card, they would've stored one of the cards used during the previous turn in FOQ. Since they have basically stalled for time this turn, they surely are planning to store some card and that is impossible with Manchuria. 

Playing Tojo as an event now would allow us to use the Kamikaze to move our ships, too, without a risk from the Allied submarines. We would also get a chance to reposition our units for attack somewhere with the kamikaze and then using the Code Change to attack if we are willing to forgo storing a FO card. Amboina is especially vulnarable, since the flipped Dutch Air is the only unit keeping the supply line to Jolo and XIV Corps open.

hat last Allied play means that they have no longer any way to obtain PoW this turn. 

It also means the Essex carriers begin to arrive one turn before we thought they would and we can expect major air/naval battles in the Jolo area. For that reason I favor placing Code Change in the FOQ for our next play, then with the last two cards, positioning our a/n assets and attempting to isolate as many Allied units as possible.

Finally, a WiE event! Too bad the allies get the first one. 

Given our lack of success attacking, I have no reason to believe we will have any luck putting allied units OOS. With the arrival of the Essex class CVs, the Kamikaze event may be more useful next turn than the code change card. In addition, the code change card gives a better chance of surprise and reduces the number of allied units that could react to an attack on Jolo. Remember, we must use one activation from that last card to take Jarhat. 

My preference for the last card plays.

Kamikaze to the FO now.

Emperor resigns.

Intel card (or a replacement card, in case the allies make a last turn attack someplace.)

In addition, the code change card gives a better chance of surprise and reduces the number of allied units that could react to an attack on Jolo. Remember, we must use one activation from that last card to take Jarhat. 

Note that we will not only be using one activation from the last card to take Jarhat, we will also use the only combat hex allowed. So, we can't attack Jolo and take Jarhat with the same card. 

I'm more worried on the possibility of surprise attack here, so I'd bank the Code Change. The Allied deployment is also such that I'd expect combats to occur either on the Pacific Islands or in DEI. Looks to me that the Allies are looking to reduce our resource hex count as much as possible. So, that would mean that we might not even get a chance to use the Kamikaze Attack on the next turn, if the Allies concentrate on the areas further from Tokyo. 

So, I would play as follows:

 FO Code Change.

 play Tojo as an event.

 Play Kamikaze to take Jarhat and move our ships as needed.

Even if the Allies do have a surprise attack card, I'd expect them to store it in the FO. There are no crippling targets they could hit, and they will need it more during the next turn to obtain the PoW.

Yes, the disadvantage to not using two of our 3 cards for operations. With our hand already down to no more than six cards, and probably five, we can ill afford to go into a turn without a card in the FO. Since we won't be attacking anywhere other than Jarhat we might as well FO the code change. 

With CV Wasp and 2Mar division at Dutch Harbor combined with the allied reinforcements that include 3Mar division and CVs, the allies may well go over to the offensive in the Central Pacific. The Marines are already close to the home islands, and the capture of Truk will put the Marshall Islands at risk. We will have to review our defenses there at the start of next turn.

I think we should try to finish what we started, and get the India clock ticking. Maybe we'll get lucky next turn and draw some Indian unrest cards that speed up the process. With the threat of a -2PW through that, plus Tojo (-2), plus eventually, I guess, Burma (-1), with as Antero keenly points out no PoW this turn (-1 PW), we are looking at an underlying PW level of only 2. Tokio Rose is one and then one additional failure to do Progress and its game over before the B29 start raining fiery death. 

Also this means that they will have to defend Soerabaya to the teeth, else they get another -1 PW hit. 

Im of two minds regarding whether to store kamikaze or the intercept card. With Tojo played as event we wont see the deck reshuffled, so I wonder how many JN25 cards are there left in the deck? Has anyone kept a tally?

With CV Wasp and 2Mar division at Dutch Harbor combined with the allied reinforcements that include 3Mar division and CVs, the allies may well go over to the offensive in the Central Pacific. 

I'm still wondering that deployment. The point is that the forces in the Dutch Harbor can't attack anything in Central Pacific. There are no targets within the maximum range of 15 hexes except few (well defended) Home Island location. I'm still at loss why put those units up there where they have absolutely no use - they won't work even as a deterrant that far away! 

Circumstances have changed. With WiE at +1 we can expect an aggressive Allied air/naval strategy in the Philippines area. This will dovetail with their grand strategy of cutting our extended HQs off from the Home Islands. 

Playing the Tojo event all hinges on getting +2 PW for India plus a few other ifs. It ain't gonna happen. They have the naval/AA capacity to reset the India clock within the next 3 turns. Realistically, Tojo will not get us a mid-game PW victory. The question is, will playing it now help our long term prospects of victory? (MH: Right question to ask...)

A landing in the India is extremely hard to without bases in the area. To land there, the Allies would really need to take Malaya back, place a HQ in Singapore and then use it as a springboard. That would mean fighting through bulk of our forces, and they would be moving actually away from the Home Islands. At the same time they would be hindered by having to avoid the PW hit from wiped out invasions. They cannot even trust that they would not have to invade India if they avoid disasters, since we might draw Tokyo Rose. That means that no matter what happens, they must prepare for invading India - and that means effort diverted from the march towards Home Islands. 

So, I'd say that playing Tojo will go towards victory, no matter which type. The pressure it puts on Allies (they can't fail even one single time) is enough to make it profitable. (MH: Probably the right answer given the map positions. The JP defense perimeter is already pierced, so only a PW victory offers any chance of victory.) 

I'm good with Kamikaze in the FOQ, but I still suspect that we might have very little chances to actually use it...

Allied_T5_7 End

As expected, they placed their last card into the FOQ. 

We are left with Code Change and Tojo.

I don't believe we have a realistic shot at a mid-game PW win. Attempting to go for the PW win at this time will only undermine the realistic shot we have at holding out. We have a decent shot at holding out mainly because of the major ground operational victory we won in the CBI in spite of the last few combat rolls. 

Continuing cost effective destruction of their ground steps is the path to victory. 

Toward that end I would use Code Change for a 60% shot at surprise at Jolo in an attempt at destroying the reduced air unit and placing 3 Allied ground units oos. If successful, I would invade Vogelkop with [33 Army] and Kongo 2 from Davao with CVL Junyo and 27 AF in support. (40% shot at surprise). 

During R/R I would place full strength rebuilt 17 Army and air unit at Tainan, their main strategic objective. And air units at Canton and Colombo in preparation for evacuating the CBI. 

However, if you guys reach a consensus on playing Tojo as an event, then that's what we'll do. 

Don't be taken in by Mark openly speculating on invading Rangoon/Colombo on the EotS Board. Their immediate target is Formosa. (MH: Just to set the record straight, this was a real operational plan, but I got confused before having my morning coffee and posted it in the open topic area. So much for good OPSEC.)

I dont think this option is undermined at all by playing Tojo as event and taking Jarhat this turn. Furthermore, I think it is enhanced! The allies will be torn between keeping the pressure on our resources for the A bomb victory (hint: meaning going for Saipan or Formosa at some point too) or moving to Japan for a knockout blow. If we dont play Tojo we make their choice easy: go to Japan ASAP. I doubt that we want them to take that course of action. 

Its true that wiping out Jolo and isolating three ground units is nice in Borneo, but it will be a very temporary measure given the flood of units they are getting now. 

Im leaning towards playing Tojo. Probably Im contradicting myself, but that wouldnt be the first or last time it happens!

I agree with Pablo, and would go on even further. If we are to hold on to the end, we MUST play Tojo as an event and start the clock on the India now. 

While we have more ground units available, the Allies are way ahead of their schedule to Japan. We never formed the outer defensive perimeter and with the loss of Biak and Jolo, the most defensible middle perimeter is already breached. That leaves just the innermost Taiwan-Okinawa-Saipan perimeter - and even that it weakened by the loss of Marcus Island. To make things worse, most of our forces are actually outside the Allied positions - not between the Home Islands and the Allies. 

If we now don't play Tojo and start the clock on India, we will let the Allies keep on hammering on our last perimeter until it falls. They are practially just one or two bases away from being able to invade, and they have the time, resources, and expertise to do that. Saipan looks especially vulnarable to me - there is no way we can keep them out of Saipan long enough to hold for two years and after Saipan is gone, Okinawa goes fast and then our only defensible location is the Home Islands. We just lack the real estate to trade to time if we don't distract the Allies. 

To hold out long enough, it is critical to us that the Allies try invading India. It is the best way we have to keep them busy and cause them enough losses to let us hold on. And the earlier they are forced to try and invade, the more disruptive it is them. Earlier on they both lack the total superiority in the air and they lack the resources to fight both towards the Home Islands and India at the same time. So, it's essential to make India important target for Allies right now. (MH: Great analysis of the situation. This thinking coincides with what the Allies were thinking. However, I never intended to go back to India, except circumstances aligned to make that possible later.)

I agree with Pablo and Antero. Personally, I don't see the Japanese winning a 12 turn game. The key to such a victory is to prevent the allies from securing a base for the B-29s that is in range of Japan. If you can prevent Strategic bombing on turn 9 the allies must conquer Japan. That is no easy task when you don't have a base within B29 range of Japan. 

The allies already have Marcus Island and are building for an offensive into the Philippines, then toward the home islands. The best way to distract them is to play Tojo for the event and start the clock on India. We have those two birds in our hand, which is far better than the 'iffy' chance of a victory at Jolo to put allied units OOS. By playing Tojo the US PW will drop to +4 at the end of this turn. The eventual fall of Burma will take it to +3 and IF we can get India to surrender the US PW is down to +1 and they are down to a six card draw. 

We could secure the DEI a bit better by landing ground units at Sinkawang and Bandjermasin with our ASPs when we kick the allies out of Jarhat. Maybe Morotai as well. 

Depending on our card draws for next turn, we should find a '2' card to clear the marines out of Marcus Island. Of course, we will have a host of other things to do, and no more than 5 cards plus our FO to get it done.

(MH: The JP went on to play Tojo and finish their conquest of India.)

Turn 6 Cards (MH: Submarines hit again...)

After looking at their R&R, I decided to place [17 Army] at Leyte. 

45
3 / Operation Sho-Go

16
3 / Operation RI: New Guinea Offensive

51
3 / WAR IN EUROPE: Minor Axis Victory

74
1 / Tokyo Rose: Mrs. Iva Ikuko D'Aquino

22
2 / Weather: Monsoon Rains Cancel Offensive

The only way our hand could've been better is if we had drawn Gandhi instead of Operation RI. Tokyo Rose should obiviously played as event, as it forces the Allies to land in India. If they don't, Burma and India would give us a PW victory. If we do not have a pressing need for OPS, we might want to play the WiE as an event near the end of the turn as well. If the Allies cannot respond to it with their own event, they won't be getting any reinforcements next run. 

I think we don't have to bait the Sho-Go and Kamikaze at all, they'll be walking into that trap willingly. The deployment of Allied unit seem to suggest that they would be concentrating in the Pacific - I would expect them to try to take Saipan before we can reinforce it, which would give us a chance to hit'em with the Sho-Go and Kamikaze. I would also save the Weather for the eventual try for India (which will probably happen next turn). 

On the other hand, if they settle for taking the outlying Pacific Islands, I would just offer token resistance and save our forces. With Rose in our hand, just obtaining PoW is not enough for Allies, so I'd save our forces and reaction cards for more important locations (resource hexes, Saipan, Taiwan, or India).

(MH: The Allied hand was also good, Doolittle changed the equation. Thank goodness the deck performed within normal design parameters.)

Allied T6_1

The Allies have played an Imperial HQ debate, we are under ISR and they have drawn a card. The extra card draw is very bad news. It means they will probably be going last and attempting to put a lot of our units out of supply. 

I suggest we start with Tokyo Rose in an effort to get them thinking about India. (MH: This dialog is fascinating, I did not realize how badly the JP wanted the Allies to go to India. We were focused on our game by this point and it was never a mainstream strategy for us. The Allies knew we had some time for India and I was fairly sure that it could not be taken back as things stood. What I hoped to accomplish is what happened. The Allies were able to continue to advance to the point where the JP could not ignore us and they redeployed creating a vulnerability that the Allies were able to exploit later in the game.)

I worry about our potential for reaction. Under ISR we cannot react to any invasion vs a 9-12 with four steps. So Saipan or even Truk can fall during the next allied play. 

I would prefer to rearrange our forces to bolster Truk or Saipan and send more heavy hitting ships to range within the possible Pacific battle hexes. 

On the other hand, playing the weather card and Sho-Go, along with the draw the allies just got, means we'll face a string of allied moves at the end of the turn. So we might want to use the pass. We are very tight on card plays, and one should be to take Burma! 

I dont feel we are in much of a comfortable spot now... 

Our best chance for the turn is foiling their play of big military events with Weather and Sho-Go. If they have more than two big military events we are in dire straits anyway. 

So probably pass and hope for our luck.

Actually, the Allied placement of their reinforcements leaves most of our Pacific one-hex islands in a very secure situation. They have their Marine and Army ground units in different bases, which means that they cannot use the army units to support landings in one-hex islands. That, in turn, means that the Allies can't really invade any such islands where we have a 9-12 defending, as they would face an almost certain loss of all attcking ground units. 

That means that I'd expect them to hit Palau, Ulithi, Leyte, or Manila first - all good locations for our reaction with Sho-Go. (MH: A good trap.)

Best to pass now, since the situation is only going to get worse as the turn goes forward. As it currently stands the allies will get the last card play of the turn. If we play the Weather card to cancel an allied offensive they will get the last two card plays of the turn. If we play Sho-Go as a reaction card we give them three unopposed card plays at the end of the turn. That leaves us with only Operation RI for our play, which is limited to Air and Ground units. The odds are we will have to play the WiE for operations, although it would be nice to play it as the event. 

We should get our two passes out of the way as quickly as possible and see where the allies go.

Denying the allies PoW matters very little. Tokyo Rose and Burma will reduce the US PW to +2, the fall of India will reduce it to 0. It will only matter if the allies pull the other US PW + event from the deck. 

We must, must, must keep them from landing at Dacca. Even if any units landed there are immediately OOS, the fact that they took the space will reset the India marker. As soon as the allies have forces in place to conduct an AA against Dacca we must put a groud unit there to make them fight for the space.

Here those suckers come...

S-Day as an EC 

SW Pac, 10 activations 

Gili-Gili: CV Essex to 4516 attack Kwajalein 

Gili-Gili: BB Mass plus 3rd Marine Division AA to Kwajalein (1 ASP) 

Biak: CV Bunker Hill and CVL Cowpens to 4514 attack Kwajalein 

Biak: BB NC to Kwajalein 

Menando: 13th AF to Admiralty Is (via Biak, Wewak) attack Rabaul Sarong: 10th LRB to Kusaie (via Wewak, Baka) attack Eniwetok 

Buna: 11th LRB (no move) attack Truk 

Koepang: 1st Marine Division to Admiralty Is via Strategic movement 

Declared Battle Hexes Kwajalein, Rabaul, Eniwetok, and Truk 

They are attacking the outer perimeter. Not the time for Sho-Go.

I see this offensive by the allies as indicative that they have more military ops. With Kwajalein down progress of war will be an academic excersise. 

They will likely move fleets to Adm Islands, but by moving 1 Mar there a hit on our jugular in the China seas looks less likely. 

Next we'll see the mother of all offensives in the invasion of Truk and or Saipan. That should be the moment to hit them with Sho-Go and Kamikazes.

Yikes! What are we doing with so many 'stacked' bases? Our PBM should have spread out our forces to avoid losing too many in a big battle. 25AD to Yap and 23AD to Guam would have been better. I would also like BB Kongo 2 further back, say in Samar/Leyte or even Okinawa. 

My bet is that Saipan is their next target, largely because we have so many units there. I would not be surprised to see them attempt a landing at Iwo Jima, since ISR prevents us from reacting with a reduced army. 

I would PASS here and take our beating. If they hit Saipan, do we play Sho-Go and Kamikaze?

Before we pass, give some feedback on this.

What happened to SS Bde at Rabaul is an omen of what is going to happen to a lot of our ground units if we don't reposition them. With this play we take Burma and send vulnerable DEI ground units to vital locations. 

I think that our +2 PW for India is a pipe dream. The best we can do is make them pay dearly to deny it to us. After this move we can send Kor Army to Dacca to fight to the death. 

CF HQ for 6 Activations 

1. Kor Army moves Jarhat to Lashio Battle A 

2. [28 Army] moves Dimasur to Lashio Battle A 

3. ED Army Strategic Transports Tjilatjap to Okinawa 

4. [19 Army] Strategic Transports Manila to Iwo Jima 

5. 15 Army Strategic Transports Tarakan to Manila 

6. [35 Army] Strategic Transports Tarakan to Ulithi

I don't think we need to hurry with moving our ground units. The Allied PBM and moving of the 1st Marine Division points that they are going to hit the Pacific Islands next. I can't see any immediate threat to DEI. Thus, better to get our passes done first, so we have seen as much as possible of Allied intentions before we start to relocate our forces. 

Also, one point on the plan: you can't SR anything to Iwo Jima. It lacks a port, so any ground unit going to there has to use AA. 

We will need to do the first moves on the list sometime this turn, but I see no reason whatsoever to withdraw units from Balikpapan or Tarakan. We need those resource hexes much more than we need, say, Ulithi. Even if the supply to Borneo is lost (something I don't see to be any immediate concern), the units won't die, they will survive in reduced state. If the ground units are going be trapped somewhere due to lack of supply, it should be somewhere that has intrinsic value, like resource hexes. In fact, I'd send the EDO Army to Miri rather than Okinawa when we do the moving, since as long as we hold it, we can supply the rest of the Borneo overland. 

Our airforce and navy are also in good shape still - we even have several elite airs in reserve in Japan. Until we start run shorter on air units, the threat to our supply lines are very small - one of the advantage of the more central position compared to the Allies.

Allied T6-3

Halsey as an EC 

SW Pac, 6 activations 

Biak: CVE Sangamon to 3309 Rasa attack Saesbo (fulfills event bonus) 

Kwajalein: BB Mass to Eniwetok 

Gili-Gili: CVL Belleau Wood to 4316 attack Eniwetok 

Adm Is: BB NC to Eniwetok 

Adm Is: CV Essex and CV Bunker Hill to 4216 attack Eniwetok 

Declared Battle hexes: Saesbo, Eniwetok 

Over to the JP, note: if the offensive is not cancelled the card is removed prior to any reaction... 

I think we need to play Moonsoon to cancel this unless the Kamakaze card sinking Sangamon voids the Halsey bonus. (MH: This is what the Japanese did.)

That probably puts a hold on the idea to play Sho-Go as reaction event this turn as it would give the Allies three last cards... Using Kamikaze if at all possible would be nice, though. 

I see one obivious candidate for the Allied last cards and few alternate targets. The obivious target is Truk. If they manage to knock out South Seas HQ after we have no cards left, they would put everything east of Philippines out of supply. Secondary targets would be Iwo Jima/Saipan (air units there would put the units in Japan out of supply unless we relocate them) and first moving to Teloekbetoeng and then invading India/Ceylon (something that would be suicidal without last two cards due to the lousy Allid supply line to Teloek). 

If the Allies invade Truk while we still have cards left, I would suggest that we should let them take it. They would actually doing us a favor by knocking out the South Seas HQ early, as that would allow us to return it to Japan with one card, which would solve our supply vulnarabilities in the area. Barring that, I would aim out last card to be a 3 OPS card that will send some of our ground units from DEI to Truk, Saipan, and Iwo Jima. Before that, I think we need to use at least one other 3 OPS card to take Burma. 

So that would leave approximately following order of card plays (of course depending on the Allied actions):

 Tokyo Rose as an event.

 Operation RI as an event, take Burma, reshffle units (sending any extra units to Philippines in preparation of the last card).

 Use Kamikaze as OPS if we haven't been able to use it as an event sooner (activating the South Seas HQ or withdrawing the South HQ to track).

 Store Sho-Go in FOQ.

 use WiE as OPS (  ) to reinforce Truk and Saipan.

Anyway, we are probably best off leaving the preparations for as late as possible, so now would probably be a good time to play the Tokyo Rose.

Play Tokyo Rose event now

I agree that we probably cannot afford to play Sho-Go as the event. The allies now have the last two card plays of the turn. With two full strength Marine divisions available, they can take Truk with 2ASP by sending in the marines with lots of air/naval support. They are probably planning to make this move after we are out of playable cards. As painful as this may sound, I think we have to consider using one card to remove either South or South Seas HQ from the map and another to return it to Japan before the end of the turn. (MH: They played Tokyo Rose...)

Well, Rose is countered by Doolittle... (MH: Little chance of of a PW victory.)

Thinking about Antero's suggestion, why not collapsing some of the moves he suggests between next play and last play? Specifically, I think we should try to bolster Saipan now as well as take Burma.

Our problems with units being cut off from supply are not in CBI or DEI, but the Central Pacific. If we are serious about using a card to pull South Seas HQ off the map, then place it Japan prior to the end of the turn, then we have to use Operation RI now to extricate units, two of the other cards to remove and replace South Seas HQ and the last card should go into the FO. If we are to consolidate our line, then lets get the air/naval assets out of that area. Maybe the allies will do us a favor and hit Truk early to save us having to remove South Seas HQ. 

Play WiE card for 3OPs to activate South Seas HQ. Five units 

1. [26D] Truk to Guam

2. [CA Tenyru] to Tarakan

3. APD Kamikaze to Manila

4. [24AD] Eniwetok to Yap

5. CA Mogami Eniwetok Okinawa

If we want to take a shot at Burma this turn,, then we must forget about playing a card to the FO since we will need all three remaining cards for operations this turn. One to make a move similar to the above and two to remove and replace the South Seas HQ. Keep in mind that we will not be able to react in the Central Pacific for the interval where South Seas HQ is on the turn track. We could remove South HQ instead, but that would forfeit the two ground units at Turk and Eniwetok. 

Play WiE card for 3OPs to activate Combined Fleet HQ, six units 

1. KOR army Jarhat to Lashio via Mandalay

2. [28 army] Dimisur to Dacca

3. [3AD] Akyab attacks Lashio

4. ED army Tjilatjap to Miri

5. [35 army] Balikpapan to Iwo Jima (1 ASP)

6. [5AD] Singora to Palembang

I don't believe we should abandon the resource spaces in DEI and Philippines without some sort of fight. Leave enough in Balikpapan, Tarakan and Miri to make the allies fight for them.

A bit of reality check is needed here. I have a feeling that we have whipped ourselves into reacting strongly to avoid a something that is very unlikely to pan out. Until we start running low on the air units, we can hold most of these positions without risk of massive supply cuts. At this rate we will speak ourselves to cut off our head to heal a headache. 

Our supply lines to Borneo are actually very secure. We have several redundant supply lines to the are (through Philippines, Hanoi, and Singapore) and plenty of air units available to keep the lines open. As long as we hold Miri, we can supply rest of the Borneo overland. More importantly, we need those resource hexes more than we need the units that are in them. There is no sense to try to save our those units if we give up something a lot more important in progress (those resource hexes that is). Finally, just giving up on Borneo will actually worsen our supply situation as it allows Allies to contest the South China Sea heavily. Thus, not only would we be giving up on the valuable resource hexes, but we would be putting much more units on the risk. However, that said, I would evacuate Tjilatjap as soon as possible. It really serves no purpose anymore. 

Also, withdrawing South Seas HQ with a card is a total non-starter. If we use a card to withdraw it, the Allies will thank us politely and immediatly hit us with the biggest military event they have. As we would not be able to react, the Allies would just take Iwo Jima without any real opposition and pretty much kill all of our elite air in Japan - and there would be nothing we could do. We would lose everything that the withdrawal of South Seas HQ would attempt to preserve with much more certainty than if we leave it in place. Also, we can secure Truk rather easily. Allies have still limited amount of ASPs available, so sending in a 18-12 in addition to the 9-12 already there will secure it - there is no way Allies could even consider invading against those odds. We are short on cards here, let's not waste two when few OPS will have the same result. Withdrawing the South HQ and then returning it as part of the reinforcements is much more efficient and does the job as well if we reinforce Truk as well. 

So, taking all that into account, here's a suggestion on the next card: WiE with Combined Fleet HQ for 6 activations:

 Korean Army and 28th Army attack Lashio.

 EDO Army SRs to Tarakan (around Sumatra).

 25th Army from Tarakan to Miri (arguably the most important base on Borneo, both for supplying our units and the location on South China Sea).

 16th Army from Tarakan to Saipan (or Ulithi, if it is preferred).

 17th Army AAs from Leyte to Okinawa. (Leyte is the least important of the Philippine bases,so it can be left without ground unit for a while, to be replaced by the 18th Army in Japan as soon as we can activate it).

The following action would be to whitdraw the South HQ using Kamikaze (or whatever we draw in its stead), then storing one of our cards into the queue, and the last card would finalise our preparations (including moving the 15th Army from Balikpapan to Truk).

Antero's Plan

Are the rest of you guys ok with this? 

WiE with Combined Fleet HQ for 6 activations: 

1-2. Korean Army and [28th Army] attack Lashio. 

3. EDO Army SRs to Tarakan (around Sumatra). 

4. [25th Army] from Tarakan to Miri (arguably the most important base on Borneo, both for supplying our units and the location on South China Sea). 

5. [16th Army] from Tarakan to Saipan. 

6. [17th Army] AAs from Leyte to Okinawa.(1/2 ASPs)

(MH: The Japanese begin their defense of Japan.)

One thing we should not forget to consider is that the allies are not exactly flush with ASPs. One big assault (with a Corp and Mar Div) on a 9-12 would actually prevent them from achieving PoW. Thus I see more likely an attack on Ulihi and Palau than on Truk. 

Re: PW victory. With PW at 4, if India and Burma surrenders we still nedd one more. This the allies would need to oblige by either missing Progress or getting hammered in a battle. I dont see Mark falling into either. But we can keep them on their toes, by holding the threat to Burma and India and also making sure their landings are hard fought affairs.

A6c5end

81/China Offensive as a 2OC 

SoPac, 5 activations 

Koepang: CV Lexington and BB Washington to Batavia (normal movement) 

Jolo: SF Bde to Telokbetoeng via strategic movement 

Darwin: Marine Bde to Telokbetoeng via strategic movement 

Soerbaja: 1st MAW to Batavia

Interesting. The obivious point is, of course, the threat on two resource hexes. However, on the same time the Allies have once again extended their shaky supply lines. If you think we are in danger of being cut off supply, look what kind of strings of bases the Allied supply lines require to keep them open! 

I think we need to defend Palembang. We can afford a loss of one resource hex, but not a loss of two. That will cost us our last ASP, but with the ISR we can't use them during reactions anyway. We can also get our elite air units into a bit better positions at the same time. So, a suggestion for our next card: 

Operation RI as an event with South Seas HQ:

 18th Army SRs from Tokyo to Manila.

 19th Army AAs from Manila to Palembang.

 31st Army SRs from Eniwetok to Ulithi (or Leyte, if preferred).

 1 AD from Tokyo to Okinawa (in range of South Seas HQ and Combined Fleet HQ).

 4 AD from Nagoya to Manila (ditto).

 7 AD from Okinawa to Palembang (let's make sure the Allied units are tied down supplying Teleokbetoeng) (via Swatow, Hanoi, Bangkok, and Kuantan).

Tornado taskforce, I guess we need to eat it?

I believe Sho-Go is more useful as a card play to the FO. Perhaps played as an operation next turn. With a 70% chance of success, I would make an intel roll. 

If successful, we could Negato to Miri to ensure the elimination of the LRB. We could add support to Palembang to improve the odds of flipping the Marine unit. 

The bigger question would be Tjilatjap. They have 40 factors. Without surprise they get nothing on 0-2 and flip Yamato on 3-6. With a 7-9 they flip Yamato for 18 hits and have 22 more hits to allocate. Short of sending BB Negato into that battle to absorb 14 hits if necessary, I suspect they eliminate the CV. 

We have 25 factors, but only one CV, so 13 hits or 25 only allow us to flip one CV. Sending 27AD from Samar/Leyte would bring us up to 30 factors, where we could flip both CVs on a x1, or a CV and the BB. The down side is that a x1 result for the allies would still allow them to flip the 27AD and eliminate the CV. 

If we are allowed to react, I would suggest Nagato to Miri and Akagi support Palembang. We risk nothing and improve our chances of doing damage. I believe we risk more than we gain by sending more units to Tjilatjap. 

We should also react with both Yamato and Soryu so they can PBM, should they survive the attack.

I have no objection to the reaction plan proposed by Baron. 

This reaction means the allies will certainly do damage to us in this battle. With just the BB and CV a x.25 result does no damage, a x.5 result flips the Yamato and a x1 result will result in two step losses. By adding these forces to the battle an allied x.25 result will flip the Junyo, a x.5 result will flip both Junyo and Akagi (but we can save Akagi step by eliminating the CVL) and a x1 result will do the above and flip the Yamato as well. 

With no reaction we will flip a CV on a x.5 or x1 result. By adding these forces we flip a unit on a x.25, flip two units on a .5 result and do 5 steps of damage on a x1 result. In my calculus we are giving the allies a chance to do more damage on a x.25 or x.5 result. 

By my estimate the allies are ahead of schedule, so we need to take some chances to slow them down. The allies can certainly accept the loss of 5 naval steps in this battle, but it isn't painless for them and it might slow them down a bit.

We won a minor naval victory at Tjilatjap. 

Are we in agreement on playing Kamakaze to send S HQ to the track? (MH: What is interesting is the initial trap is broken up,due to Allied actions.)

I would play the Sho-Go, too. 

I think the best we can get to the fight is 74 factors. Since most of the air units have to fight from extended range, (Guam or Ulithi), their strengths are halved. 

There is no difference of losses caused by 69 and 74 factors, so I'd suggest we save the elite 23 AF and Ryuho and instead send the following units:

 CAs Aoba, Mogami, and Nachi. (34 factors in total)

 24 AF from Eniwetok to Ponape (normal range, 5 factors).

 51 AF in Ulithi (extended range, 4 factors).

 27 AF from Leyte to Yap (extended range, 5 factors).

Together with the 21 factors in Truk that gives us 69, enough to kill one attacking CV and flip the rest of the units on x1 result. 

The maximum we could get into the fight would be by using 23 AF in Saipan instead of 51 AF (8 vs. 4) and Ryuho instead of 27 AF (6 vs. 5). However, that would not allow us to flip anything more, and it would put our higher-valued units in risk. 

In PBM, I suggest that Mogami goes to Ulithi, while Aoba and Nachi go to Truk. That would put so much naval steps in Truk that the Allies could not hope to repeat this attempt with their second-to-last card. It, together with the ground units present, should be enough to secure Truk for this turn, no matter what the Allies have in their hand. The air units would go to their starting positions.

(MH: Both sides exchange blows.)

Good thing we did not send the more valuable units, the Allied critical hit is not that bad, now. We might want to reconsider the PBM based on Allied hits, though...

(MH: On the last Allied card, Watchtower took Leyte.)

They didn't play the card in their FOQ. So, next turn it's going to be their 8 cards to our 4 cards unless the sub roll is 8 or 9. 

I believe they have played 3 out of 4 of their Surprise Attack cards. I think Galvanic is still out there.

There is actually 5 Allied Surprise attacks in the deck, two of them (Operations Brewer and Ash) are left. Luckly, they are the smallest ones, both allowing total of 3 activations (with SW Pac for Brewer and ANZAC with Ash). 

Notably, Allies also have all of their intelligence cards and all but one submarine attack left. Most likely they'll be forced to use them as OPS - a very good thing for us. 

The Allied reinforcements didn't seem to have anything surprising, and neither did the submarine roll (that's 5 of 5 now...).

As good as we could hope for

15
3 / Mahatma Gandhi: Independence Campaign 

33
2 / Imperial Intervention 

36
1 / Submarine Attack 

6
2 / China Operation: Doolittle Raid Reprisal 

We even got a complete throw-away card to use with the Imperial Intervention.   

I think the biggest question is, which card do we want to pick up? I'd be slightly partial for picking up the Central Agreement for storing in the FOQ. Or, use the submarine card, then pick it up for another use. Or the Code Change. Possibly even the WiE as the Allies are getting a load of ground unit reinforcements next turn. 

Playing Gandhi as our last (or second-to-last just before storing a card) would be a nasty surprise to the Allies. They would be then looking at just one turn before the collapse of India...

The main problem with the Kamikaze is that picking it up probably guarantees that we can't use it - at least against anything bigger than a CVE. The Allies have still plenty of targets outside the 11 hexes range from Tokyo, so if they see us picking up the Kamikaze, they can just concentrate further out until we are out of cards. Especially now that we have no FOQ and just four cards. Last time that we elected to store Kamikaze we were forced to use it as OPS since the Allies avoided conducting any fights where the Kamikaze could be used. If we pick it up now, the Allies will even more careful that they don't give us a chance to use it. 

If we are aiming for the use of Kamikaze, I would instead pick up the Central Agreement for storing in the FOQ and for later retrieval of the Kamikaze. Next turn Allies would have much more difficult time in trying to avoid the Kamikaze range, especially if we store a FOQ this turn.

A7c1 combat

Operation Cartwheel as an EC: SWPac, 8 activations 

Leyte: CV Bunker Hill, CV Intrepid, CV Franklin, CVL San Jacinto to 2215 attack Singapore 

Leyte: BB NJ, BB MS to Singapore 

Jolo: CV Lexington to 2215 attack Singapore 

Amboina: 11th AF LRB to Morotai attack Miri 

Declared Battle hexes: Miri and Singapore 

I would use the sub card to take Marcus island. 

Now that we can end ISR I would save our meager 1 ASP and try to use it to put the screws to one of their invasions. 

I favor playing the sub card now against one of their Essex carriers, mainly for the extra draw. We should strive to get our 3 extra draws every turn.

I don't believe the Ghandi card helps us. India surrenders when in unstable for two consecutive National Status segments. The end of this turn will be the first turn and the end of next turn will be the 2nd turn. Since it the marker will advance to the unstable box automatically, playing the card for the event does not speed up the process. 

We might want to consider playing it for a 3OPs to take another shot at Burma late in the turn. 

Allies are out to sink CV Akagi and BB Negato divisions in Singapore. We might as well play the submarine event to see if we can at least sink a ship prior to combat. With 95 factors attacking, it will have no effect on the battle result. If we are allowed to react, then 7AD should join the battle. If the allies roll a x1 all the units are eliminated, but if they roll a x.5 he can save one of the naval steps and PBM.

Getting Marcus back is a difficult issue, but the only shot we have is a 1OC invasion from Saipan as its off the reaction by the allies as long as they dont get Eniwetok. I see that as the only realistic way of avoiding an A bomb defeat. But then, maybe there's really no way to recover our position, as the allies will in any case get a base within b29 range of Tokio, so we are fighting for style points, which is fine with me.

(MH: This was a big concern of mine and the Allies planned to pre-empt by reinforcing the Island. We did not want to lose our B29 bomber base, otherwise we would have to take Saipan.)

We made our intel roll

The sub shot missed. (MH: One of the funny things is I did not realize that we were even attacked until the JP drew their strategy card for this event. Never even saw the wake of the torpedo.)

Indeed we are. I would still go with the following 6 naval activations. 

1. CV Shokaku move Colombo to 1914 

2. Kongo 1 move Colombo to Singapore. 

3. [CVL Junyo] move Balikpapan to 2116 

4. [CVL Kaiyo] move Okinawa to 2113 

5. 50 AF move Tainan to Kota Bahru via Hanoi 

6. CV Akagi at Singapore. 

for 83 a/n factors. The 2 CVLs absorb the hits for Shokaku and Akagi. This turn is our last shot at inflicting real damage without the near certainty of receiving x 1 on the a/n table.

From the Allied point of view the main problem with Marcus is that it's not a port. I would welcome a B-29 on Marcus out there by it's lonesome. On turn 9 I believe we would still have adequate a/n assets to attack and destroy it. (MH: This almost worked.)

(MH: The exchange of blows caused light to moderate damage to both sides.)

And after the last Allied play, I am very strongly against drawing Kamikaze. The Allied attack at Singapore, which moved almost their whole fleet out there almost guarantees that they are planning to concentrate in DEI and India now. The Kamikaze is almost certainly going to waste - and that is even without the Allied knowledge that we have picked it in our hand. At the very least we should see what we draw first.

Our extra draw

57
3 / WAR IN EUROPE: Minor Axis Victory 

(MH: Before the Allies were going to move against India, we wanted to first set our defenses.)

3Mar Div to Marcus...

... and there goes our hope of taking back the island with a 1OC...

Go for Pass...I passed,

what do you people think? 

The attack on Miri is difficult to contest. We could send some valuable units to get slaughtered for what I see is little gain. Note that they have smothered two of our big bases, Singapore and Okinawa, which means that they may not have a bigger card than the ones we've already seen. 

We have 3x10 steps in Miri, and they can kill up to 5x10. If we bring air units to fight at long range, we will risk 2x10 more step losses. I can see we could muster at most 2,5,7,10 and Junyo, for up to 62 factors. But this implies commiting two of our non-flipped air units, which I see more valuable for absorbing hits on bigger fish. 

So, Id say we eat it and dont play an intel card. Worst thing they fail to allocate 2x10 steps of losses. 

What I would do though if allowed to react is get the 7ad out of Tjilatjap to pbm it to Miri after combat. By fighting in Singapore it also prevents a critical hit from killing Soryu. 

Maybe we could activate units in Singapore or Okinawa to reshuffle them, but I dont see any more useful places to build a naval reaction force. Manila is too close to them,

Another pass

Looks to me it time for another pass and seeing what else the Allies can come up with. Too bad about the soryu, though...

nd Pass

Are the rest of you guys in agreement about getting our 2nd pass out of the way?

It would be a shame to see them eliminate one of our air units that maintain the blockade, allowing them to place reinforcements in that area at the start of next turn. 

Yes, but Gandhi alone is not enough. The Allies are getting 4th Australian as reinforcements. That unit alone is as strong as anything they might build from replacements. Thus, playing Gandhi alone is not enough - they can do the job just as well with the units they are getting as reinforcements as they can with the units that they could rebuild with replacements. However, I agree that we probably want to play both as events. I just think that the Gandhi will be useless without the WiE due to the number of reinforcements Allies are about to get. 

The latest move looks to me like the Allies are preparing to play the Black Day offensive next. I would play one of the 3 OPS cards as an event now (can't decide which we should play first...)

A7c5 Air Raids: Singapore and Miri

Not Black Day, Chenualt. I favor playing the intercept card mainly for the extra draw. If we get lucky and draw a military event we could do a major reorganization and evacuate Truk.

We have to play it, and send some air units to support the defense. 

The situation is pretty bleak. The allies could pretty easily destroy our air units at Miri, which would put all our units in Borneo OOS. At a minimum, we must activate CVL Junyo and send it to Tarakan to participate in the Miri battle. We then need another air unit to ensure we can keep our forces in Borneo in supply. 

We will then have to use Gandhi, or our replacement card, to get our troops out of Borneo before they are all put OOS by the final allied offensives.  

(MH: Allies score a critical hit...)

Murphy's Law strikes again!

We need to have some air unit in Miri, otherwise an air unit in Sinkawang would put Borneo out of supply. 

I believe air units at Manila and Tarakan would put Borneo in supply. 

They got the critical hit and eliminated [25 AF] and [5 AD]. 

[CVL Junyo] to Tarakan and 10 AD to Manila will still enable us to evacuate Borneo. 7 AD at Tjilatjap is dead meat. Kongo 1 back to Okinawa. [CA Takao] to Cam Ranh.

Our extra card draw

9 3 / Rear Admiral Matami Ugaki: Seizure of Hawaiian Islands

Evacuate Truk

If they want Borneo, let them dig us out. Here's what I propose for our next play. 

Play Gandhi as operation 

S Seas HQ for 5 Activations 

1. [2 Army] AA Kuantan from Okinawa (1/1 ASP) 

2-3. [18 & 27 Armies] move Truk to Okinawa 

4. 26 AF move Truk to Osaka via Saipan-Iwo 

5. CA Nachi move Truk to Osaka

I played WiE as event for our last play, putting the WiE marker at 0. Yeah, we could use Ugaki to evacuate Truk which would leave us with Gandhi for our last card.

Campaign Game Victory Conditions

I thought to be defeated by Blockade, the Allies have to cut off supply path to all resource hexes for 3 consecutive turns [12.93]. The two controlled resources assure no Allied win for A-bomb victory [16.2]. 

Mark, I misstated the victory conditions. Good catch. 

The three ways Japan surrenders at the end of turn 12 are. 

1. Invasion. All hexes on Honshu are Allied controlled. 

2. Blockade. No ultimate Japanese Supply Source can trace a path of hexes to a Resource hex for three consecutive National Status segments. 

3. Strategic Bombing. Successfully bombed for 4 consecutive turns, has 1 or 0 Resource hexes, and a B-29 is in range of Tokyo.

before leaving...[for WBC]

I would rather kill the small Indian unit. The US corp is well OOS, while the small indian unit, if supplied can do a merry go round in the CBI. (MH: I was wondering if this ever came up. This unit was the key to our turning the Indian situation around.)

They don't intend to let us get India.

They have the last two card plays of this turn and the first card play of next turn to make sure that we don't get India. 

With all their ships at Teloekboteong their next play will be to take out our air unit at Colombo. They may be holding a WiE card or they may send reinforcements to Calcutta with their last card. With their first card of next turn Dacca will be gone. (MH: There was no way to hide this plan indefinitely, so we waited as long as possible before we got into position.)

They achieved surprise!

We got slaughtered. Our air units at Medan, Colombo, and Akyab were destroyed. They also took Colombo. (MH: This was unexpected, but it did make life much easier as witnessed by the next card play.)

Since the India is back to stable, CBI has really become irrelevant to both sides. I don't think either side can really hope to accomplish anything there. The Allied reinforcements are delayed, so I take our reinforcements is the next thing to happen? (MH: Allies were able to activate the reduced Burma Division, which liberated Northern India, problem solved. If the earlier attack had not been a surprise, the JP would have kept a ZOI over Calcutta and we would have used our last card to make Calcutta available for reinforcements. The fly in the ointment would have been the WiE play delayed our reinforcements, so we would have had to get by with replacements and a redeployment to break open Dacca. It would not have stopped up, but it would have taken 3 cards in the next turn to accomplish. The surprise attack and the survival of the Burma Division made all of this moot.)

Turn 8 cards

19
2 / Weather: Monsoon Rains Cancel Offensive 

32
3 / Operation I-Go: Air Offensive 

77
3 / Fuel Shortage: Japanese re-deploy fleet 

18
1 / Bridge on River Kwai: Death Railroad 

 would suggest trying to use the Fuel Shortage as our first card to move the Combined Fleet HQ to a more central location. Shanghai would be my first choice, it can still supply Burma overland, and there is 13 hexes to Singapore. However, that range means that we should not leave anything except a 9-12 in Singapore in case of the Operation Venegance. That does require that we keep the Malacca straits open, however, so if we get to react, I would suggest the following reaction: 

CF HQ for 4:

 61 AF from Rangoon to Singora, joins battle in Singapore.

 10 AD from Manila to Kuantan, joins battle in Singapore.

 7 AD from Singpore to Kuantan, battle in Singapore.

 CVL Junyo from Singapore to 2313, battle in Singapore.

(MH: The Allies opened up with a CV raid of Singapore to shift forces back to the Philippine region.)

Since the Allies have just 3 carriers attacking, they can't kill all of the air units, and with a .5 result they could only flip two air units. In PBM one air unit stays in Kuantan (keeping the straits open), and should the Allies get the .5 result, two others would go to Manila and Akyab. Should Junyo survive, I would send it to Okinawa. Then, the next card would the Fuel Shortage:

 Combined Fleet HQ to Shanghai.

 BB Yamato from Singapore to Shanghai.

 Both CAs and APD Kamikaze from Truk to Shanghai.

They greased [CVL Junyo], [7 AD] and [BB Yamato]. 

I sent 10 AD to Kuantan and 61 AF to Manila. 

I favor relocating CF HQ to Tainan. It's mixed terrain occupied by 14 Army and Truk is also just within command range. Shanghai is clear with no ground unit and Truk is out of command range.

Dacca falls!

I would play the Gandhi card as an op to evacuate Truk. 

S Seas HQ for 5 Activations 

1. [18 Army] move Truk to Okinawa 

2. [27 Army] move Truk to Shanghai 

3. 23 AF move Saipan to Osaka 

4. 26 AF move Truk to Osaka 

5. 51 AF move Palau to Osaka

I would first take advantage of the open Malacca Straits - it probably won't stay that way soon, and the full-strength Korean Army risks reduction by attrition in Rangoon.

The game is moving right along.

Got a feeling Mark isn't waiting around for a lot of advice. (MH: Actually the Allied team discussed our cards and certain plays were pre-loaded. My instructions were to play most of the reaction cards as soon as we had a chance to see our draw card. It certainly speeded up play.)

They sank [CA Takao] with the X-Craft card, then advanced the WiE marker to +3. 

Do we evacuate Truk or take a pass? PASS

A minor victory.

We repulsed the Tarakan attack and sank the Lexington. One of our air units got flipped. We have three air units and [CA Aoba] to PBM. Any suggestions on where?

They played the Manchurian card as an event. 

I would favor sending Monsoon to the FOQ right now. Then, using I-Go to reposition our air units.

Tough call. If we put I-Go in to the FO, holding the Weather event and they don't play an offensive event next card we end up spending it to reposition units. We might as well save it for next turn, so put the Weather response into the FO. 

If the B-29 bombers don't miss on turn 9, we will have to figure out what two resource hexes we need to hold on to for the rest of the game. Looks pretty grim right now.

Allies play their last card to the FO, looking to get 8 card plays next turn. 

Our turn 9 reinforcements are the CVL Amagi, a small army air unit and a reduced army. 

The B-29 roll at the start of next turn will be important. On the 10% chance the allies miss, they will have to invade Japan. On the 90% chance they are successful they need only reduce us to one resource space. As Baron pointed out quite a while ago, what is the 2nd resource space we should attempt to protect? Difficult to say, right now. Since the allies can usually take any place the Japanese choose to defend at this point in the game, best to wait until turn 11 or 12 to see where what we have left and where we might be able to conduct an AA.

Since we are moving last,

this will probably our last chance to move naval units without fear of some sort of disruption. 

Instead of the last two army moves. 

5. CVL Ryuho to Okinawa to screen CV Shokaku 

6. [CL Tenyru] to Saipan

Turn 9 cards

44
3 / Tokyo Express: Bougainville Reinforcements

53
3 / WAR IN EUROPE: Minor Axis Victory

65
1 / Yamato Suicide Run

54
3 / WAR IN EUROPE: Minor Axis Victory 

Not moving 3SN from Sam Ranh to join the cruisers was a mistake. The ability of that unit to make a naval reaction move along with an army could bring in 13 combat factors. With only 1ASP available we should not pass up that combination. 

I would not have abandoned Singapore either. Now the allies can make the landing at Singapore with only 1ASP, then SR in army units to support the attack on Kuantan. We need to delay them as much as possible. 

We still have a couple of very large stacks of units that invite a concentrated attack by the allis or are easy to 'soak off' against as they hit other targets. We also have very few reduced armies stacked with a naval unit capable of making a reaction move to add their defense against an allied landing someplace. We should have a CVL at Ulithi and the (CVL Tenyru) at Pusan. 

The bombers hit, so we have to find a resource space in addtion to Seoul that needs to be defended. I would plan on placing Tokyo Express into the FO for use late next turn. Maybe even hold on to it until turn 11 if our armies and naval units hold up.

A1 T9

Allies jumped at the chance to capture Singapore.   

I would not play either response card now. Assuming both sides play their FO card, the allies will get the last card play this turn. If we play either of our response events the allies will get the last two card plays of the turn. We don't want to encourage them to hold on to any big operational event where we want to use our weather event. 

I believe the presence of allied naval units in 2715 (Jolo) prevents any reaction movement of naval unit through that hex. If the intel condition is intercept, we could send 1AD to Manila and (Kaiyo), Ryuho and Shokaku to guarantee the elimination of the allied naval unit. I would not use our 1ASP here, since there are more important objectives we may want to defend later, like Manila. 

It wouldn't be a bad idea to consider using our 1ASP to garrison Medan. With no port in the area the allies would have to burn a few ASPs to take that base if it is garrisoned. It is just in range of Combined Fleet HQ.

There are 3 conditions that must be satisfied in order for the Allies to achieve an A-Bomb victory at the end of turn 12, 1. Japan successfully bombed for 4 consecutive turns 2. Japan has one or zero Resources hexes 3. a B29 is in range of Tokyo. 

We have no chance of holding at least two Resource hexes at the end of turn 12. For us to attempt to do so is to open ourselves to piecemeal destruction as they methodically and cost effectively pick off one Resource hex at a time over the next turn or two. Not to beat a dead Tojo horse, but when it came to the biggest decision the Japanese player can make in EotS, whether or not to play Tojo as an event prior to 1944, we made the wrong choice. With a reshuffle at the end of 1943 and our 4 card draws throughout 1944, we could have probably dodged Tojo this game and forced an Allied invasion. 

We have a realistic, outside shot at foiling the other two conditions. They placed their first B-29 in the China box. As long as we hold Saipan and Tainan they don't have a secure port to locate the second B-29. Our main object this turn is to deny them a port within 8 hexes of Tokyo. As long as our air/naval assets are intact, we have a real shot at destroying a B-29 if they are foolish enough to place it at an airfield. Also, the Tinian, Special Op, High Altitude Intercept, and several Kamakaze, a/n replacement and weather cards are still in the deck. So, like good samurai we'll tighten our chin straps and stoically face the future. 

I still can't see playing the Tojo as a mistake. Allies can count the cards as well as us, and without the PW pressure from Tojo and the knowledge of almost certain need for invasion of Japan, the Allies wouldn't have bothered with the resource hexes and would've gone directly from Leyte to Okinawa and Saipan while our forces where still further out. I think that the biggest mistake was not defending the India better. Once we took it, we should have held on to it better. Now the Allies just marched in almost free. Without Northern India, Allies could not use China as the base for B-29s. (MH: Good points)

They don't need a port, only an air base. Marcus Is. will do fine for a B-29 base. If we are going to make a play for Marcus Island we will need the 2ASP that come with the Tokyo Express event and some good fortune to avoid or win the air/naval battle.

With the amount of a/n assets that we currently possess they need a port to adequately protect the B-29. If they placed the B-29 at Marcus we could make a 1 op attack with our carriers and have a decent shot at surprise. 

They just used a sub card against APD Kamakaze and brought ABDA HQ back at Tarakan, which means they may have a surprise attack card. 

I'm going to take our first pass.

They sent the two Aus corps to Singapore and the Marine division to invade 2912 (3/8 ASPs) with a 70% chance of surprise. We could use our intercept card for 72 a/n factors and a 70% shot at eliminating 3 Aus ground steps. 

I say go for it. If you look at the map they are weak in ground steps, mainly from the pounding they took in the CBI. If we could eliminate those three Aus ground steps, they'll have to waste time and hopefully more ground steps to do the job at Kuantan. 

If we get lucky and force them to invade, we'll win.

Neither of those moves were an invasion. The withdrawal of all ground units from Singapore (a major mistake IMHO) allowed the Allies to take it without a fight last card, and 2912 laready has the Airborne Division. So, we cannot react at all. 

I would take out another pass now, there is little we can do at the moment.

I think we have an opportunity to use the Tokyo Express rather effectively. How about the following: 

Tokyo Express as an event with Combined Fleet:

 10 AD from Taihoku to Kuala Lumpur via Hong Kong and Cam Rahn. PBM back to Taihoku

 [18th Army] AAs from Wenchow to Medan (first bonus AA).

 [28th Army] and CVL Kaiyo AA from Shanghai to Balikpapan (second bonus AA).

Bonus: Tokyo Express to Rabaul. 

Our best chance to take down Allied ground steps is to force them to invade the resource hexes - and slow their progress wherever possible. In the above move 10 AD opens the way to Medan for garrisoning it. The invasion of Balikpapan has 20% chance of succeeding (Allies failing the intelligence or SR roll), but risks only the Kaiyo. 

The Tokyo Express marker would allow us to extract the South Seas detachment from Rabaul if the Allies do not take care of it with their next card. At the very least running some kind of operation should give the Allies a slight pause. The Allies are determining the pace a bit too much at the moment.

The Allies are determining the pace a bit too much at the moment. 

There's not a lot we can do about that. They will reduce our Resource hexes below two and there is nothing we can do about it. I like your plan because it's a good distraction which could delay them from doing what they really need to be doing, destroying our remaining air/naval assets. 

They don't seem to be concerned about taking Saipan or Tainan this turn for basing their second B-29. That's a mistake. Apparently they plan on basing it at Marcus during their Reinforcement phase, then moving it to a place of safety on their first card play. That's when we spring the weather card, cancel their offensive, and begin planing right now on the best way to destroy that second B-29. If we are lucky and get the High Altitude Intercept card, or even one of the Tinian/Special Op cards, we're back in the game. (MH: A good point and a bit more risk than we needed to take.)

I realised only after seeing the move file that the Tokyo Express marker in the above plan went to Davao. Why place it there instead of Rabaul? 

The main object of this play is to create maximum distraction from what they should be doing, attacking our air/naval assets. They would of probably ignored the brigade. Hopefully, they'll get it into their heads that the Davao army has to be destroyed. (MH: Nah!!)

At this point in the game the possibility of us doing something pro-active/disruptive with the [SS Bde] that could be effective is practically zilch.

You're doing a great job, Baron!   The pace of the game has picked up, so oversights will happen. Mark knows the game pretty well, so he is not likely to make too many, but he does every so often. 

There are lots of times in my ACTS games where I look at the board and can't figure out what to do, so I just sleep on it. This game feels more like a face to face pace now where I will often consider only one or two lines of play and then do something. I end up changing activated units after I start moving, or even picking up the card and redoing the turn. Even at WBC opponents would often let me just pick up the card when I had overlooked something and try again. Right, Pablo?   

Japan 'endures' the end game, at best. Maybe we can reduce or kill a B-29 unit, or by some other miracle the allies miss the Bombing SW roll. There is still a small chance we could hold on to a 2nd resource space, but the allies would have to make a mistake for that to happen.

We caught a breather.

For their 5th play of the turn they activated SEAC and advanced in the CBI. No battles. I think there are some Brits on the Allied team and Mark is trying to keep them happy with all the little Brit flags and assuage their feelings for the drubbing they took the first few turns.  (MH: I am guessing this is a joke. In actuality this was an important move. The JP division in Rangoon could do to the Allies what the Burma Division did to the JP. The Burma road could be cut by a suicide advance putting the B29 in  China box OOS. This move pre-empted any counterplays and effectively ended the relevance of the CBI, except for the fall of Rangoon.

Think we should use our WiE card to fine tune our defenses. I don't believe we have to worry about an Allied sub card. If they had another they would have used it against our carriers on our last play.

I kinda like the stack with Combined Fleet HQ in Shanghai. True, the allies can negate it by attacking with an LRB from the Philippines, but Medan is just within the 13 hex range from there so that is the best place for it. 

I don't like the stack in Kure, as it contains the bulk of our carrier fleet. On the plus side it is out of range of all allied air units, so only naval units can attack it. I would still rather have those ships scattered over multiple bases so they can't all be hit by one Operation card. 

Very bad news

They played MacArthur to return Galvanic to their hand, probably the most dangerous card in the Allied deck, surprise with the highest logistic value. The hope that they would continue wasting this turn going after Resource hexes was another delusion, like taking out India. Since they will go last this turn, that's when they will play Galvanic with no chance of a Japanese intercept, attacking our best air/naval assets with a +6 DRM. 

We have two cards remaining: #19 Weather: Monsoon in the FOQ and #65 Intercept: Yamato Suicide Run 

They have two cards remaing: Galvanic and one other. They have no card in their FOQ.

I would follow Tom's suggestion to spread out in single bases all our units, at most covering with unflipped air the key naval units we dont want to lose and spreading AZOI's everywhere we can for redundancy. 

I disagree here. Galvanic changes the equation here completely. With that card in 1944, we are actually better off piling our units in as few bases as possible. 

The main advantage in spreading out the units is that it forces the Allies to either come in with overkill forces in case of a .5 result, or risk leaving the targets alive. Now, with the guaranteed x1 result, there is not need for that. 

A practical example might help: In case of a normal attack, if there are 4 air units which require 20 hits to kill each in 4 bases, the Allies have to either attack each of them with a strength of 40 (potentially wasing 20 factors), or risking them surviving. In case of a guaranteed x1 result, the Allies can hit all of them with 20 factors, not losing or risking anything. Thus, there is nothing gained in spreading them out compared to keeping them in one stack. 

If we keep the units in few locations we gain two things. First is that the Allies have to go through as many low-values steps (weak air units) as possible before they can start killing the high-value units. Another is that this way we maximise the effect of our return shot. If we spread out, most likely our surviving units are too weak to singly affect any of the attacking forces. Together they might manage to cause some losses.

(MH: Good points)

I don't entirely agree with Antero's assessment that we are better off forming big stacks. By combining our forces into a single hex we allow them to better utilize their attack factors by matching their attack factors to our defense factors. 

For example, we put a single 2 step air unit in three different bases. The allies must attack each with 20 factors, but they need at least two units to get those 20 factors. They would need to commit six naval units to kill all three. But, put three air units in one stack for 60 defense factors they can kill all three units with two BBs and two Essex class CVs (60 attack factors). 

The only advantage to forming a big stack is to give us chance for the survivors to give return fire. At this point in the game that is a zero priority, as any damage return fire did would be almost meaningless. 

They will almost certainly save Galvanic for the last play, when we are out of cards. We should do some math to find out the best defense strength for a base that requires extra allied units to attack to achieve an optimum result. Best to combine full strength units to make this difficult for them. 

It is usually best to combine a full strength air unit with a full strength CV/CVL. Since a 16 factor BB can eliminate a CVL (8 defense), they need a full strength air unit to defend them . The allies then need 26 factors to eliminate the CVL. 

As noted above, it does little good to combine a 12 factor CV and an air unit which requires 34 attack factors to eliminate the CV. The allies will usually combine two CVs (28 factors) and a BB (16 factors) to get the 44 factors required to eliminate BOTH units! Had the CV and air unit been on different bases, they could not eliminate both units with three attacking units. The CVs do better combined with the 14 factor defense of BBs, as the 26 defense factors don't match up well with the allied attack factors. 

It might be just as well to put CVs alone on a base and force the allies to use two units to eliminate each one, as 24 defense factors is a difficult combination for them to match up. 

All we can hope to do is minimize the damage from the surprise attack by making the allies 'waste' attack factors. If there is a target they want to eliminate, they are going to do so.

So then...why not just resign and start a new game? 

After getting beat up the better part of the game, the Allied team deserves to have some fun.

it would be unsporting to leave early 

I agree. Tough as it is, we should do this to completion. When there is a 100% chance of allied victory we can proceed to seppuku. Well maybe not literally!. This will likely be the bombing run in turn 12. (MH: A team with a noble spirit.)

Yamato to the foq

Our Turn 10 Cards

I was hoping against hope, because we sent a card to the FOQ or in the Tower of Babel of the Allied war council, that they would send Galvanic to the FOQ. No such luck. Our premier a/n assets got vaporized. To pour salt in the wound, their first two combat rolls, which would have been their B-29 rolls had Galvanic gone in the FOQ, were two 9's. (MH: I noticed the same thing also, double nines are possible. I do not think the Allies were a tower of Babel, we got very efficient in our decisions. There was some thought of putting Galvanic in the FOQ, but we quickly reached consensus to  keep up the pace of our offensive operations.)

79
2 / Tinian Raid: Japanese Attack B29 Base

58
3 / Western Force: Conquest of Sumatra

50
3 / Ha-Go: Burma Offensive

78
1 / Tainan Air Unit: Reinforcement

Our first play of turn 10

For their first play they took Medan. For our first play I favor withdrawing our outlying ground units to the Home Islands before they are cut off. 

Later in the turn I would send Tinian Raid to the FOQ in the hope that we might draw Special Ops Suicude Drop Squads next turn and then play them together on turn 11. 

Since they don't have a card in their FOQ, it looks like we could go last. I would save Tainan Air Unit as an event for last to break any attempt at an Allied blockade victory. 

On the other hand

We could take a shot at flipping that B-29 on Marcus. Play Tainan Air as an op with a 60% shot at surprise attacking out of Allied air zoc. Then if successful, play Tinian Raid against the B-29 in the China Box.

I agree with your broad plan. A few quirks. I dont feel Sasebo or Hakodate merit reinforcements. There's really not much the allies win by taking those, instead of a Honshu port. Also, there's one key spot for Japanese armies to be on: 3606. They are safer there from bombardment, they can counterattack any invasions in Ominato, Tokio or Nagoya, and the protect the spot against invasion. Its an excellent spot for the Koreans or an 18-12 I believe. 

I would try to hit Marcus with the 1 OPS card as our following play, but I would use this card to move the Kaiyo in range. That way we can gather 22 factors, guaranteeing flipping the B29 unit (it would be annoying to gain a surprise, but fail to flip the B29). We would also get a chance to kill it with a critical hit (one can always hope). 

The Allies are cleaning up the resource spaces, so we have an opportunity to go after the B-29s now before the Allies kill more of our air. There is a big risk that Allies take Iwo before the end of thi turn, so we might not be in position to strike next turn. I would use the Yamato Suicide Run to hit Marcus - Allies are pretty much out of surprise attack cards, so I would think we have more use for the Tainan Wing as an event. We can decide on the use of the Tinian raid after we see the possible success of an attack on Marcus.

If the allies can control 13 of the 14 resource spaces, successfully bomb Japan for the remaining turns and keep at least one B-29 in China then they don't need to invade the home islands at all. This is a very likely outcome at this time. Our best chance to stop this and force the allies to invade is to kill the B-29 on Marcus with an attack and the other B-29 in China with the event. 

Our air/naval assets are going fast, so the sooner we make this play the better. Sure, the allies may well have an intel response card, but if so they are likely to hold it for the end of the turn anyway. If we wait we may well not have enough air/naval units left to get a decent attack on the base. 

I agree with the plan to hit Marcus now.

In fact, we might want to repeat the attack on Marcus using Tainan wing as OPS unless Allies move the reduced B-29 away. Another 20-point hit would kill the B-29 even if the Allies replace the defending unit on Marcus. We will get a chance to hit the bomber currently in the Chinese box. We have the last card this turn, and the Allies have to return the bomber in range of Tokyo before our last card. Thus, we can save the Tinian Raid as our last card with certainty that we indeed get to use it. 

If we don't have an opportunity to hit Marcus immediatly again, I would start using our passes.

We flipped the B29 in the China Box

I expect them to aggressively attack our remaining air/naval assets and try for a blockade victory as their Plan B.

All they have to do to win the A-bomb victory is dodge two 9,9 rolls. 

They are now attacking Okinawa with overwhelming force. The best we could hope to do is sink a few CVEs making pinning attacks. I think it would be best if I just moved the game along as quickly as possible.

I concur. We can probably prevent the isolation victory conditions, but it would take a miracle to avoid the bombing victory conditions. Best to just hunker down and let the allies have their fun planning operations to destroy every unit we have in play until the cards run out.

Gene Billingsley speaks: Classy move on you guys' part to let them have some fun at the end. For my part, just wanted to say that I appreciate all you guys have brought to this game. I am in awe of both your knowledge of the game and your operational art. Even in what looks to be a non-winning situation, your "here's how we could make this work" posts are fascinating and instructive. Thanks much! If any of you are ever stuck in or near Hanford, CA - dinner is on me.

It's over

With the fall of our last Resource hex and a certain Allied blockade victory our chances went from 1% to zero. I've conceded the game and extended our congratulations to the Allied team. 

I want to tell you guys how much I not only enjoyed playing together with you, but getting to know you. For the past few months I always looked forward every day to checking the board for your observations, insights and critiques, always expressed in an engaging, cordial manner. 

In the next day or two I'll write my impressions of the game at the EotS board. I hope you will do the same.

I agree with Pablo, nice job keeping up the pace Baron. 

Just a couple of items from the game that stand out in my mind. 

1. Our opening hand got is in trouble, as we attempted to do too many things. Even though there were several big operational events, some of them did not allow us to activate naval units. We should have kept the focus on DEI and directed a stronger effort there. When attacking with only ground and air units you have to be prepared to attack any resource space twice, just in case the first attack rolls a 1/2 result. 

I can't remember the number of times I had to discard an idea because we did not control Batavia. That base is the key to the area, being four hexes from Singapore and allowing ground units to SR there, then march into Tjilatjap and on to Soerabaja if necessary. 

2. I did like the play for India, but we didn't finish the job properly. Going for the PW win at that point was possible, but we had to get both India and Burma to surrender. We reduced our forces there too quickly and did not finish off the ground units there. True, there were several attacks there where we failed due to a 1/2 result, but not finishing the job was lethal. 

3. We should have retaken Marcus earlier, before the allied naval power made it impractical. This allowed the allies to get a B-29 in range even if we did manage to keep one out of the China box. If Japan cannot achieve a negotiated settlement to the war, the 2nd priority is always to keep the B-29s out of range at the start of turn 9.

(MH: Great summary points. My thanks to all for a great experience.)

