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The Way of the Warrior

Playing Japan in A World at War
By Ed Schoenfeld, with contributions by Eric Thobab

Introduction face Japan, prefer to play an apparently more
reasonable position with the Western Allies, the

“The way of the warrior  European Axis, or Russia.
is resolute acceptance Yet those players are missing one of the true joys
of death.” of gaming and one of the challenges that makes A
WORLD AT WAR superior both as a game and as an
interpretation of WWII. Just as the European hélf o
Japan begins the the game truly captures the tactical feel of armore
campaign game of A combat and the strategic opportunities facing
WORLD AT WAR in  Germany, so too the Pacific portion of the game
what appears to be the captures the tactical feel of carrier combat arel th
least fortunate situation strategic opportunities available to Japan. Of seur
of any alliance faction. to appreciate those opportunities, those who play
First, Japan is already at Japan must first accept one basic fact: sooneater |
war, with its Army  Japanwill be destroyed. It simply is not possible for
fighting in China and Japan to survive the power that will eventually be
garrisoning Manchuria.  directed against her. At some point the U.S. carrie
Next, Japan's strategic fleet will overwhelm Japan’s Kido Butai, Allied air
enemies (Russia, Britain, and ground forces will take back Japan’s conquests,
and the United States) are far away and impossible and U.S. strategic forces will cut Japan’s convayte
reach; unlike Germany, Japan will never be able toand bomb her key economic areas into oblivion.
knock an enemy out of the war. As if the military It follows that mere survival cannot be the sole or
situation were not difficult enough, Japan alsatsta even the primary purpose of the Japanese playen Ev
with the lowest BRP base of any faction — and thatthough victory points are awarded in the game for
includes prewar conquests in Taiwan, Korea, andstretching Japan’s survival out as long as possible
Manchuria! As a result, Japan’s paltry basic RPmaking a staunch defense a necessary component of a
allocation of six (plus one intelligence RP) widtrget ~ Japanese victory, a strategy focusedy on survival
much help from BRP levels or growth. Worst of all, will not be sufficient to achieve that victory. Rat,
Japan does not control its own access to oil, thetm Japan must focus on causing the enemy to make
vital resource in the game. Instead, Japan musétrategic mistakes. Those mistakes might well be to
purchase it on the ‘international market', a sotiie¢  attack Japan too weakly or too late, allowing the
inevitably will be cut off by embargo. Little wonde Japanese player to win a victory as defined by the
that many players, after noting all the challentie® ~ game’s rules. But the enemy’s mistake might equally

Miyamoto Musashi
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be to concentrate too much on Japan at the expénse

timely advances on the European map, thus allowing

the Axis as a whole to gain victory. Even bettapah

can make its opponent vacillate between each egtrem

and lose the focus needed for strategic victory.

It is the tension between those possibilities that

offers real opportunity for creative and excitinigyp
as Japan. In other words, once the player reatizds
Japan cannot survive — once he “accepts deathiein t
sense required by the samurai ethic that infuse
Japan’s military culture during WWII — then that
player will be able to concentrate on the sheeiobav

Japan can cause in the Pacific theater. Of course

doing that will require accurate planning and jimlis
play, so over the next few issues we will examime t
ways Japan can create havoc, beginning with th
development of Japan’s forces and the run-up to war

Preparing for War

“The Way of the Warrior is to master the virtuehis
weapons.”

Miyamoto Musashi

In spite of the apparently grim initial situation,
Japan does have several distinct advantages:

1) First, Japan is able to attack with surprise, as

3) Last, and most significant, although the main
enemies are hard for Japan to reach, Japan is
just as far away from her enemies’ centers of
power, and she can make them fight hard for
every step forward.

Accordingly, the Japanese player’s first job is to
maximize these advantages while minimizing Japan’s
disadvantages, including economic weakness and

ntanglement in China and Manchuria. By attacking a

time of maximum opportunity, Japan creates threat
deep into enemy territory that the Allies must egp
and defend against. As they do so, the Japanegerpla
tan exploit his advantages to blunt the Allied
counterthrusts. Only when that part of the game is
over should the Japanese player revert to the siefen
and try mightily to hang on. Even then, the Samurai
mentality will provide opportunities to confoundeth
enemy — but that will be covered in a differenuess
For now, let's examine how to handle each of Japan’
advantages (and disadvantages) in detail.

Surprise and Tensions

“When you want to attack, you remain calm and quiet
then get the jump on your opponent by attacking
suddenly and quickly.”

Miyamoto Musashi

long as the effective U.S.-Japanese tension
level is below 40 when war is declared. The surprise turn is Japan’s single, biggest
Second, Japan has several force advantages: advantage, and maximizing its effect is the govegni
substantial carrier arm is already launched orprinciple of Japanese strategy from 1939 until isar
building, elite naval air squadrons enjoy a +1 actually declared. But it is a mistake for Japafotwus

Air Nationality DRM, the Naval Nationality exclusively on the tension level; maximizing théeeft
DRM of three likewise starts one ahead of theof surprise also requires sufficient forces to take

2)

Western Allies, and Japan can build marines.
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advantage of it. Thus, it is necessary to condidéin
tensions and the ability to project force on the
declaration of war turn and after.

U.S.-Japanese tensions begin at zero and rise
slowly at the beginning; USJT 40 looks like it'$oag
way away. But there are problems with that theory.
Some tension increases, such as ship launchings and
the fall of Paris, are either fixed in time or adésthe
Japanese player’s control. More significantly, tens
‘status’ modifiers applied every turn accelerate
progressively: one point automatically, one more fo
each mobilization after Fall 1939, another aftez th
(necessary) occupation of French Indochina, and yet
another after the (inevitable) oil embargo. Plusrgh
are those pesky random tension rolls.
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tension dice. On the key turns of Summer 1940 and
Fall 1941, actual USJT levels of seven and 27
(respectively) ensure that the U.S. will not matli
before Japan is ready and, more importantly, vatl n
force Japanto mobilize (as is required at effective
USJT 10, 20 and 30) prematurely. In fact, in Fall
1940, random tensions provide a one in three chance
that theAmericanmobilization is delayed by a turn!

Turn USJT | Modifiers
Fall 39 2 +1 Turn
+1 Launch Hiryu
Winter 39 3 +1 Turn
Spring 40 4 +1 Turn
e e Summer 40 7 +1 Turn
+2 Axis capture Paris
Surprise in Japanese legend (from www.loc.gov/etibits/ukiyo-e) Fall 40 10 +1 Turn
. . +1 Mobilizations
If everything goes Japan’s way, the time to declare +1 Shipbuilding increase
war can be pushed back into 1942, but at the risk o Winter 40 12 | +1 Turn
Western Allied reinforcements reaching the Pacific : +1 Mobilizations
after a normal, Winter 1941, European Axis Spungald e el Dl

: L ) +2 Mobilizati
declaration of war! Conversely, it is possible své +1 Lam;aslﬁgiaku

most of the necessary forces in place early in 1941 [ Summer41i| 22 | +1 Tumn

after rapid mobilization, but the U.S. will mob#iz +2 Mobilizations
faster as a result. These variations present Japan +1 French Indochina
the Axis as a whole with opportunities and problems SR
H th orit f this di . il +1 Launch Zuikaku
owever, the majority of this discussion wi EalT a1 57 T =1 Tum
concentrate on more conservative plans that prepare +2 Mobilizations
Japan for war by Winter 1941. There is still pleoty +1 French Indochina

variety, depending on whether Japan chooses to +1 Embargo

guarantee that the U.S. will not mobilize too saon
tries to gain some other advantage such as a sirong
economy, bigger navy, or lower tensions. While
several alternatives will be discussed, the maitiquo

of the issue will focus on a standard path, which
prevents untimely American mobilizations.

Steady mobilizations will be accompanied by other
moves that ensure Japan's readiness to strike in
Winter 1941. Northern French Indochina should be
The Standard Plan occupied as soon as possible (usually Fall 1946r af
Paris falls), and Saigon two turns before Japanspla
%o attack (i.e., Summer 1941). That will ensuretamn
of the rest of French Indochina in Fall and guarant
that Thailand will be available as an associateomi
Miyamoto Musashi  when war is declared in Winter. As Japan buildsenor

The Standard Plan is shown in the table on thisumts' some will be deployed in forward locatiows t

page, shaded to indicate the timing of mobilizagion maximize the range of Japan's invasions.
In this plan, Japan mobilizes in Fall 1940 and Spri Japan will also withdraw 15 BRPs of forces from

1941 but still gains substantial economic growtkd an the Manchurian garison. However, Japan should
St g : 9 delay doing so until either Germany and Russiaaare
adds sufficient naval, ground, and air forces.

This tension plan provides an easy road for Japar\{var or the U.S. has imposed the oil embargo (both

that will not be upset bv uncooperative random usually in Summer 1941). An earlier withdrawal of
P y P units from Manchuria allows Russia to remove the

“The essence of the way is this. ... You mus
thoroughly understand the Middle Attitude, [it] tise
seat of the commandér
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same number and kind of units from the Siberianincreases by one prior to the Japanese declarafionar, with a

: : : possible additional increase if Japan uses the lipation to increase
garrson, and your European AXxis partner will not its shipbuilding rate. If a Japanese mobilizatietriggered by a USJT

thank you for allowing Russia to strengthen its increase during an Allied player turn, that mobitien is considered
defenses before the Barbarossa attack. to have occurred during the preceding Japaneserptamy.

81.42 REDUCING THE SIBERIAN GARRISON: Russia may not i i

reduce its Siberian garrison by transferring Sdoeninits to the Urals Multlplylng Forces

box until the Allied redeployment phase after aasteone of the “When you sacrifice your ||fe, you must make fdlles
following conditions is met: »
A. WAR WITH GERMANY: Russia and Germany are at war. use of your weaponry.
B. OIL EMBARGO AGAINST JAPAN: The U.S. has imposed an
oil embargo on Japan.

C. JAPANESE REDUCTION OF MANCHURIAN GARRISON:
Japan reduces the size of its Manchurian garrisbich it may do at
any time. Russia may then transfer forces of thmesaype from
Siberia to Europe, subject to the minimum Siberigarrison
requirement of 30 BRPs of units, including one Rarsshree-factor
armor unit (81.43). The size of the Japanese Marahwarrison is
determined at the start of the Russian player #rmor fractions are
rounded in favor of Russia: if Japan has fewer tiararmor factors
in Manchuria, a Russian 3-3 armor unit may be temstl to Europe.

Miyamoto Musashi

Research and production will enhance Japan’'s
ability to strike against the Western Allies. Jagam
expect to receive six RPs in 1939, eight in each of
1940 and 1941, and ten in 1942. Also, each yeanlap
receives one IP, an RP useable only in Intelligence
projects. The table below shows an RP allocatian th
will help Japan make the most of its initial attack

After Russia withdraws its choice of 15 BRPs of For clarity, projects to which RPs are not allodate

Siberian units, Japan can remove 15 BRPs of ufits c&r€ excluded, and the allocation runs into 194theo
any type from Manchuria, with the exact choice 'éader can see what will be available on the second

depending on Japan’s plan of attack. turn of Japan's attack. Because of thc? number of
It is important to note that withdrawing units from Projects in most categories and the plan’s relizoce

Manchuria means removing them for more than ong’roduction results, general research is emphasized.

Allied player turn, Japan may actually use ground [Project 1939 1940 1941 1942
units from Manchuria at any time, so long as those | Air General 2 1

units (or units worth an equivalent number of BRPs) | Air Range 1 1 1 1
are redeployed back to Manchuria on the same turn. | Air Production 1

That trick won’t work with air units because theysh Naval Air Tr. 2

be uninverted to count toward the garrison. You wil Xg‘ﬁf;iﬂera' =

want to be _careful though, as Japan must keep 30 Shipbuilding

BRPs of units in Manchuria to prevent Russia from [aAswFp

declaring war. However unlikely, amplannedwar Transport FP

against Russia can turn into disaster for Japan. Military General
By Winter 1941, the standard Japanese plan | Military Prod.

provides Japan with surprise for its invasions, a [ -SP.Units

guaranteed +6 modifier to the surprise roll at Pear :\;‘gife”era'

Harbor, and a modest chance (just under one ie)hre
to catch any given American carrier task forceedrP In the air category, this allocation enhances Japan
Harbor. Japan should produce, not mobilize, itsadvantage in elite naval air squadrons (eNAS). Nava
shipbuilding increase in Winter 1941 as this présen air squadrons constructed (not just added to theefo

another increase in USJT prior to the outbreakanf w

36.11 TIMING: Mobilization represents the conversion of civilian
factories to military production and has the ecoiwoand military
effects set out below in each turn in which mohifian occurs.
Mobilization increments are triggered for each majomwer in the
following turns.

C. JAPAN: Fall 1939, and thereafter at the option of the dapa
player, but in no event later than when the USJ€lleeaches 10, 20
and 30. If USJT increases from status modifierggai a Japanese
mobilization in the turn Japan attacks the U.Se tWSJT level

pool, but actually built and placed on the board)
before Japan declares war on the Western Allies hav
elite status. Allocating two RPs to air production
1940 guarantees that five eNAS may be produced that
year even if Japan does not achieve a breakthriomugh
air general research. More NAS are produced in 1941
and 1942, and some will also be mobilized; incrregsi
Japan’s Naval Air Training (NAT) rate in 1941 allew
more NAS to be built with elite status. Another NAT
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increase in 1942 will help to rebuild losses. Thereasonably be an ASW card to help defend the oil
allocation to air range research takes advantage afonvoys, a tactical card to help in naval combata o
Japan’s pre-war research modifier in this project,strategic card to aid Japanese naval interceptods
yielding key modifiers to help defend Japan’s raiders or to prevent American Magic interceptions.
transports, which will carry oil and BRPs to Japan.  Magic codebreaking is probably the most direct way

In the naval category, this plan assumes that Japafor Japan to use intelligence projects againstUts:
increases its shipbuilding by mobilization in FE®40  Navy, but other projects could also be useful. dndi
and via production for all increases thereafterusTh  Subversion and Chinese Occupation Policies add
Japanese shipbuilding levels increase as follow#: F puppet units to the Japanese force pool and release
1940 (4), Winter 1941 (5), Spring 1942 (6), and some Japanese infantry for other duties. Espionage
Spring 1943 (7). While shipbuilding points can be results may hinder Allied general research, and
used for combat ships, the additional shipbuildingCounter-intelligence may stop Allied spy rings. You
becomes more important later in the war for European Axis partner might appreciate some help,
rebuilding transports sunk by American submarinesand it is quite reasonable to pursue spy ringsaubst
Japan needs seven shipbuilding points to rebuild fo of Magic cards or even intelligence general redearc
transports per turn, a level needed by 1943. This plan does not seem to allow for much leeway
27.7221 DESTROYERS, CVEs, ASW AND TRANSPORTS: in RP allocations, but to a great extent that isabee
A. Each turn no more than half (round up) of each mamwer ~ OUr purpose is to provide a path that less expeg@n
shipbuilding rate may be used to construct destspy€VEs, ASW  Japanese players can easily follow. The assumptions
an_d transports. This limit applies separately teheaajor power built into the expected results are conservativiés—
shipyard. more likely for average luck to save an RP or thamt
One RP in shipbuilding is invested in 1940 for use  for bad luck to derail the program. This will happe
1942. A cursory review of naval projects reveatth more often than not in the air and military produoict
Japan may not allocate RPs to ASW Technology angyrojects, where a breakthrough in 1940 is made more
the production of ASW units and transports until |ikely by the additional RPs in general research in
1942. This creates a high demand for RPs in thalnav 1939. If Japan is lucky, then fewer RPs will bedwezt
category in 1942. Investing an RP in shipbuilding to achieve the desired production results in 194d a
early allows Japan to allocate the maximum five RPs1941, freeing up RPs in 1941 for other projects.
to other, necessary, naval prOjeCtSin 1942. A daring p|ayer m|ght count on good luck in

In the military category, Japan should produce twoessential projects and give other research projects
marines in time for use on the surprise turn.(e.g., Naval Nationality DRM, Radar, etc.) more
Allocating two RPs to military general research in priority. While it is quite plausible for players vary
1939 helps secure an early breakthrough that wilkhis research program to try to achieve more rebear
allow one marine to be produced with one RP in eachesults, variations must be weighed against thes ris
of 1940 and 1941. If Japan does not achieve anvolved. A player should not expose himself to a
breakthrough until 1941, producing both Japanesgotential loss of effectiveness on the surprisen tur
marines in 1941 will cost one additional RP plus ynless he has carefully considered the consequences
another RP for the roll in mllltary general resdarc S|m||ar|y, some research projects were not
The additional RPs may be those ‘saved’ by earlyincluded in the plan. Torpedoes and Harbor Attacks
breakthroughs in the air or naval categories, But, are less effective for Japan because of modifirsh(
necessary, RPs can be diverted from militaryas Allied ASW research, CVE construction, or the -1
production or even shipbuilding (RPs in thesemodifier for each prior Harbor Attack) that areesft
categories will need to be made up later in the)war generated because of events in the European thater
But with normal |UCk, this plan instead pl’OdUCGﬂEﬁ the war. Other projects, such as an air transport 0
BRPs of military production in each of 1941-1942. artificial port, are simply too expensive. Japanese
Japan will need one-factor ground units for seaborn p|ayers Certaimy could choose to pursue these
invasions and larger infantry to defend its contgies  projects, but doing so risks fewer results in nmasic

In the intelligence category, this plan produces aprojects. Since Japanese RPs are always scarce,

Magic card in 1943 or, if the intelligence general players should carefully match their research to a
breakthrough occurs in 1940, 1942 instead. Thisdcou well-considered strategy for each game.
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Ground and Air Forces The only Japanese units that should remain
unbuilt at the end of 1939 or 1940 are attritiosskes

“A warrior carries two swords  taken in the Winter turn, which, by definition, aap
at his belt. This is the way of - could not have rebuilt prior to the YSS becaussdhe
the warrior. losses were incurred during the Allied player turn.
Miyamoto Musashi Any other unbuilt units limit growth of the Japaees
BRP base. Because Japan’s NAT limits the
Now that we know the plan  construction of NAS to three per turn, the six NAS
Japan will follow for tensions  ihat were mobilized in Fall 1939 are all that Japan
and research, we can think may puild in Fall and Winter 1940. Therefore,
about the forces that will do the  geferring five BRPs of mobilization in Fall 1939¢an
work. Most of the initial getivating it in Spring 1940 (to mobilize five NAS)
wwwloc.gov/ round forces will continue to : : :
exhibitions/ukiyo-e) 9 allows Japan to achieve more economic growth in the

_ , be needed in China and 1947 vSS while adding even more elite NAS. The
Manchuria. Aside from 15 BRPs of units withdrawn five NAS and the marine that are produced in 1940

from the Manchurian Garrison, the units used tackit will be built in Spring and Summer 1940.

the Allies will have to come from Japan's four  The second mobilization also takes advantage of
mobilizations (20 BRPs of units each) or from e time required to create air units. Here we Hizbi
production. We will select units as follows from only two NAS to appear in Fall 1941. With an
mobilization (M1, M2, M3, or M4) or production (P):  anticipated NAT of four, Japan can build only 1ieel

Fall 1939 (M1) six eNAS, two AAF, three 1-2 NAS in 1941 before going to war in Winter, and ten
infantry, defer five BRPs. of those (five deferred from the first mobilizatjdive
Spring 1940 (M1) five eNAS (using the deferred from production) will already appear in Spring 1941
BRPs).(P): five eNAS, one 1-2 marine. There is nothing particularly wrong with having reor
Fall 1940 (M2) two eNAS, four AAF, one SBP, one than 35 NAS, and we will produce more in 1942, but
1-2 infantry. any that are built after the declaration of war wit

Spring 1941 (M3) four 3-2 infantry, one 2-2 infantry, be elite. There will be time to produce more NAS
six 1-2 infantry.(P): five eNAS, one NAT, one 3-2 later, and Japan also needs the four AAF and dde 1-

infantry, one 2-2 infantry, one 1-2 marine. infantry from the rest of the second mobilization.
Winter 1941 (M4): five AAF, one 3-2 infantry, one Spring 1941 production increases Japan’s NAT to
2-2 infantry.(P): one SBP. four and adds five NAS (as already mentioned), the

Spring 1942 (P) five NAS, one NAT, one SBP, two third marine, and some large infantry units. The

ASW factors, one transport, one 3-2 infantry, one Spring 1941 mobilization adds infantry units thaym
2-2 infantry. be built in Fall 1941 — just in time for the firtstrn of

L , war in Winter 1941. The larger infantry can be used

Note that this list tells us when the units are g, ma while the one-factor infantry will particigsin
mobilized, not when Japan can build them. This is,,arous seaborne invasions.
especially important for the Fall 1939 mobilization Japan's fourth and final mobilization in Winter
where deferring five BRPs lets Japan mobilize elitt1941 is the last chance to add army air in sigaific
NAS in Spring 1940 that will not be added to the n,nhers. Army air units are particuiarly usefuttiie
Japanese force pool until Spring 1941. This alltves  pacific theater because they provide attack, search
Japanese BRP base to grow more in the 1941 YS$4 4ir cover capabilities in naval combat, buirthe
although the reasoning requires some explanation:  reconstruction is not limited by Japan’s NAT. Ae th

35.32 EFFECT OF UNBUILT UNITS: The BRP value of unbuilt U.S. begins to counterattack, American land-based
ground and air units, including combat losses anckf pool additions and carrier-based air units will counterair Japan’s

from mobilization and production, is deducted frira number of . . . ..
unspent BRPs when determining BRP growth in thievishg land-based air units frequently. Having sufficiwtF

situations: is, therefore, a must for Japan. Japan’'s fourth
B. NEUTRAL MAJOR POWERS: For neutral major powers, in all mobilization is also an Opportunity to add more
YSS (EXCEPTION: Japanese combat losses in Chimaniter turns). infantry to Japan’s force p00| in order to garrison

Japan is considered a neutral major power urigilat war with o ) .
Russia, Britain or the U.S. objectives and key one-hex islands. The exact rhix o
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infantry and air can be tailored to a player’s wdial destroyers for all the other naval missions. Whiis
preferences. Finally, in Winter 1941 the Japanesdempting to add shipbuilding and use it to build an
player should activate one RP to increase Japan’sven larger fleet than Japan starts with, doingao
shipbuilding to five. As noted earlier, the remami create adverse effects with regard to tensions, the
RP in shipbuilding will be activated in Spring 1942 Japanese economy, and (when building carriers) the
when more infantry, NAS, and defensive strategicsize of the U.S. carrier fleet in 1941-1942.

warfare units will be produced.

In general, this mobilization plan allows the Naval Construction — Tokyo
Japanese player to treat various mobilization and Rate [1[2|3]|4]|5| 6| 7| 8 9 1011|1212
production increments as being dedicated to pdaticu Capacity | 2| 4| 6 | 8 | 10{12|14| 16| 18| 20| 22| 24
roles, mainly to make it easier to think about filbev Level Spring | Summer Fall Winter
of play in the Pacific. For example, the one-factor
infantry mobilized in Spring 1941 are sufficientofag 5
with marines) to invade Japan’s essential targets o Musashi

the surprise turn and can readily be deployed By Fa (BBS)

1941. As players gain experience in the Pacific
theater, they will readily be able to “shift roleahd 4 Vamato
use more flexible tactics in preparing for war. (BBS)

3 Shokaku Zuikaku

(CV) (CV)

2 ,

Hiryu (CV)

To better understand how the Imperial Navy is
built, we must first consider the Japanese naval
construction chart at the start of the game, as
presented above. Until at war with the U.S., Japan
must advance and launch the ships on the chart, but
the focus of Japanese pre-war shipbuilding is on
building destroyers, which are required for seaborn
invasions. The standard Japanese shipbuilding p&an,
detailed in the following table, includes one prarw

Internal strife is deadly (from www.loc.gov/exhibits/ukiyo-e)

The Imperial Navy shipbuilding increase mobilized in Fall 1940:
“By the clarity [of water], tenets of the Ichi scbicare Turn Start | Advance Launch BRPs
shown..” Fa39 Musashi Hiryu, CA2 9
; ; Wi39 DD2 Yamato 9
Miyamoto Musashi Sp40 DD2 Shokaky DD2 9
Including ships that start on the shipyard and will | Su40 DD2 Zuikaku DD2 9
be launched by Winter 1941, Japan’s surface fleef Fa40 DD2 Musashi DD2 9
consists of six three-factor fleet carriers (CMot \év;,(i %%22 Yamato DD2DSDh20kak 99
: . , m
two-factor light carriers (CVL), two four-factor ek SUAL 5D2 D2 Zuikaku 5

battleships (BB4), four three-factor t_)attle Crusser a1 Nusashi DD2, Sub 5
(BC3), four three-factor slow battleships (BC3), 28 [~wia1 Yamato? 2
factors of cruisers (CA), and 12 factors of destray . -
(DD). On the turn Japan declares war, Japan willl se As noted earlier in this issue, Japanese shipmgldi
all six CVs, two BC3s, and CA2 in a special tasicéo remains at three or four until Winter 1941. Witther

to attack Pearl Harbor. That leaves just two CVihg a three or four shipbuilding points, Japan may use no
a lot of battleships, battle cruisers, cruisersd an more than two shipbuilding points (half, rounded up
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of its total) on destroyers. Because destroyersclau

in the 1941 YSS. Japan has many options in terms of

the turn after they are laid down, Japan may bidld pre-war shipbuilding, but for the purposes of the
destroyer factors by Fall 1941 that, in addition to Standard plan, we will assume that Japan adds only
Japan’s at start destroyers, provide Japan with 2@lestroyers and no other ships. Various other fians
destroyer factors for use in Winter 1941. Thesepre-war Japanese shipbuilding will be exploredhia t
destroyers could carry up to 13 factors of invadingSummer 2008 issue ofLURA.

units against defended beaches.
21.513 DESTROYER AND TRANSPORT REQUIREMENTS:

Economics and Oil

A. UNDEFENDED HEXES: One destroyer factor is required to “Similar [to the Way of the Warrior], there is timg

carry each invading ground factor if the invasi@x lis not occupied

by an enemy ground unit.

in the way of the merchant, in the rising and fagliof

B. DEFENDED HEXES: Two destroyer factors are required to carry Capital.”

each invading ground factor, including ground unitsich do not

participate in the initial invasion combat, if thevasion hex is

occupied by an enemy ground unit.

Fortunately, some of the targets in the Pacifid bé

Miyamoto Musashi

Now that we know what Japan will mobilize,
produce, and build, we can determine whether Japan

undefended or can be reached by sea transpotieso tcan actually afford it. Japan begins with a BRRehzfs

realistic carrying capacity is closer to 16 or &¢térs
of invading ground units.

70 and BRP level of 40, but the Japanese BRP base
and level increase with each mobilization and ichea

It is tempting to use the shipbuilding increase inYSS if Japan ends the year with any unused BRPs and

Fall 1940 to build more CVLs before the attack.ehft

all, having more carriers in the early war wouldesy

no unbuilt units (other than attrition losses ictfid by
China). Japan’s unit construction limit also inGes

benefit Japan. Unfortunately, if Japan lays down aas its BRP base grows.

carrier — of any size — the U.S. is permitted tp la
down a carrier of any size in response.

In presenting the Standard plan, we have roughly
outlined when Japan adds units to its force poal vi
27.7325 RESTRICTIONS ON AMERICAN FAST CARRIER mobilization and production. The table on the
CONSTRUCTION: Prior to the outbreak of war between the U.S. following page details Japan’s actual BRP spending
and Japan, American construction of fast carrigqsrohibited except  gnd growth. In the table, we assume the previously
as permitted by the events set out below. Thigictish does not : P ™ : :
affect the continued construction of American feastriers laid down dls_cus_se_d t'_mmg of I‘.T‘lOblllza.lt.Ion, productlon,_ and

shipbuilding increases in detailing the constructid

prior to the start of the game. For each of théofahg events, the
U.S. may begin the construction of one American €asrier of any units in the pre-war Japanese economy. In addition,

type:
A. The launch of the Hiryu (Fall 1939), Shokaku (Sgrir®41) and
Zuikaku (Summer 1941) (one fast carrier for eacimd¢ing);

B. The laying down of any other Japanese fast caoige fast carrier

for each Japanese fast carrier placed on the Jspahaval
Construction Chart).

One of the main threats td
Japan’s success can ki
summarized by a simplg
principle:  the
Japan builds up agains
the U.S., thelarger and §
sooner the American |
response will be. In]
addition to prompting the
U.S. to lay down fast]
carriers, laying downj
CVLs will cost precious §
BRPs that could insteac
be wused to maximize
Japan’s BRP base growtl.

Legend’s evil spirit
(www.loc.gov/exhibitions/
ukiyo-e)

we assume average costs of rebuilding attritioedss

in China (three Japanese 1-2 infantry per turn from
Winter 1939 through Fall 1941) and the use of three
SBP per turn from Fall 1939 through Summer 1941
and two SBP in Fall 1941. In the interest of brgvit
these more “constant” builds are not listed inttige,

but account for the following additional spendirgy p
turn:

Fall 1939 9 BRPs
Winter 1939 — Summer 1941 12 BRPs
Fall 1941 6 BRPs

For ease of distinguishing various types of urtitg,
table uses abbreviations for armor (e.g. 203) cair®
(Im2), and marines (1n2).

The economics table may seem as if it is calculated
down to the last precious BRP, but there is actuall
bit of leeway. While three counters is a reasonable
estimate for attrition loses in China, the actuaisks
are often less after the Imperial army starts gnigd
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Turn | BRP Add Cons. Build Spend capture a few hexes. An advance towa_r(_j Foochow and
Level Limit S oNAS Canton can reduce the number of attrition zoned, an
eNAS. i "
Fa39 40 +10 M1 26 203, 103, 26 fevvgr Chinese attrition rolls means fewer Japanese
33.2 attrition losses. But always remember that the West
Wi39 24 26 m2 15 Allies are the main enemy, so concentrate on_w'gmnin
1940 +4 28 that fight before getting stuck in some ultimately
YSS growth useless Chinese adventure. Do not waste your effort
spao | 104 o8 | 3 e'\éAlS_’Zlnl 21 (or your BRPs) on actions that do not contributéhto
S070 53 55 > oNAS 7 most important result — victory, or at least exwhd
survival, against the U.S. and Britain.
3 eNAS, . . - .
Fa40 69 | +10M2f 31 2 AAE 21 Oil consumption isn't a problem until Fall 1941,
Wi40 58 31 3 eNAS 15 when the American embargo starts to have an effect.
1941 +21 38 Japan will only receive three oil counters from the
YSS growth international market in Fall 1941. Even though dile
Spal | 135 | +10M3| 41 43_92'\‘2_52’ 11“3 25 reserve is flush, you don’t want to use more than y
Sual 120 a1 7 eNAS 16 have to, so Japan should tgke two oil effects. The
7 eNAS, economic oil effect would wipe out all the careful
Fa41 104 F+|?: 41 4 AAF, 2-2 41 work done to build up Japan’s BRP base, so the only
432512 real choices are between the air, naval, army, and
wiat | 68 :%OThM“_v 4 15 BRP 50 construction oil effects.
! and S First, it's important to note that any oil effectst

Japan incurs in Fall 1941 can be lifted at thet sifir
down the Nationalists with attritions. Good results the Japanese Winter 1941 player turn by using oil
may free up BRPs to use for additional shipbuilding from the Japanese oil reserve during the oil
growth. If the Chinese get lucky instead, Japan caradjustment phase:
Sav.e BRPs by not using all O.f. the ShIprUIldIng poin 33.535 TIMING: A supply zone retains the supply and oil status of
available after Fall 1940 — failing to build onetao the previous player turn until the end of the litisupply
destroyers will not ruin the surprise turn. If Japa determination segment of the current player tuXGEPTION: If an
chooses to use its fourth SBP in Fall and Winte}019 air, naval or army oil effect from the previous y#a turn is negated
h h d si di .”Ey the use of an oil counter during the oil adjustinphase of the
then those two SBP an S')f BRPs used in 1940 wi urrent turn, air, naval or army operations are a@drately restored to
reduce Japan’s BRP base in 1941 by three, Japani®rmal, prior to initial supply determination - 83). However, the
discretionary builds in Winter 1941 by three, and uninversion of air and naval units in a supply zeeguires the use of
) - P . oil counters in the turn of uninversion; the oiluoters used must

Japan S ConStrUCtlon, limit in 1941 by one. Usmg either have been in an oil reserve or have beetupesl in the turn of
Japan’s fourth SBP in 1941 only decreases Japan’ginversion.
discretionary builds in Winter 1941.

Speaking of Winter 1941, the preceding table
shows that Japan will have 68 + 12 = 80 BRPs fer th

first turn of war. Of those 80 BRPs, 65 will be spe Next let’ ider th fi .
on a declaration of war (35) and full offensive ext 1e1S consider the consequences of Incurring

operations on the Pacific (15) and Southeast Asiar?i‘c?f 0|Ite3‘]e(it n Eta'” 194t1 be re\{levFv";Flgzllx thos
(15) fronts. That leaves only 15 BRPs for buildeeT oil eftects that might impact Japan in a :
choices for Japanese builds in Winter 1941 are many33.61 OIL EFFECTS: During his player turn, as set out in 33.52, the
a fort (five BRPS) using shipbuilding to launcheth moving player determines which, if any, of the fié effects set out

’ . below he wishes to offset. Oil effects apply to mémbers of an
Yamatoor lay down carriers (three BRPs each), or ajiiance faction within the affected supply zonBse effects are:
rebuilding losses (variable). The decision of wtmat A. AR:
build will always lie with the Japanese player and*® Defensive air activities, including providing eesive air support,

, opposing enemy bombing and intercepting enemy rainsport
should always support Japgn s strategy for tha'Egam activities, are permitted only in the hex in whitte air units are
An observant reader might ask why no BRPS are based. Interceptors defend normally.

allocated to offensive actions against China. fi¢ins ~ B. NAVAL:

: : e Naval units may not conduct offensive operatiopsjtect sea
are enough to keep the Chinese in check and perhapsSUIDIDIy or convoy routes, or provide or protecteszort.

That means that taking the air, naval, or army oil
effects in Fall 1941 will not hamstring the Japanes
attack in Winter 1941.
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C. ARMY:
¢ All ground units of all types have their CTL redd by one.
¢ Ground units may not be taken as attrition lodses a supply
zone from which sea supply was last traced to theiition zone
(14.52A).
D. CONSTRUCTION: Construction at normal construction costs
requires the expenditure of oil counters. Subjeot dverall
construction limits, each affected major power nayid up to 25
BRPs of units at normal construction costs if nb adunters are
expended; up to 50 BRPs if one oil counter is egpdn up to 75
BRPs if two oil counters are expended, and so @r86). Additional
units are built at double the normal constructiostd27.13B; see also
27.14). A major power is considered to have inalittee construction
oil effect if it does not spend at least one oili@r to allow up to 50
BRPs of builds at normal construction cost. Se@33%or the use of
additional oil counters for construction in conjtioo with
uninverting air and naval factors and exploitinthar.

33.71Subject to the restrictions set out in 33.74:

A. AIR: If an oil counter is used by an alliance factiorffset the air
oil effect, that alliance faction may uninvert 2Btl-based air factors
at any time during its player turn.

B. NAVAL: If an oil counter is used by an alliance factioroftset
the naval oil effect, that alliance faction maynu@rt 25 naval factors
at any time during its player turn. Carrier-basetiSNare uninverted
along with their carriers, at no extra cost (172312

not be able to fly defensive air support outside likex
in which the air units are based. If you recalljr@se
ground attacks are prohibited at less than 1:1 .odds
With no defensive air support, Chinese ground k#tac
are possible if Japan has not defended well in &hin
But with proper planning, Japan set up its ground
units to ensure that any Chinese attacks wouldtbe a
less than 1:1 odds. Incurring the air oil effectoal
means that Japan may not uninvert any AAF that are
constructed in Fall 1941. But these AAF will likdbg
redeployed to a more forward air base for use in a
Winter 1941 offensive, and redeployment prevents ai
units from being uninverted. So these air units iou
likely remain inverted anyway. Hence, Japan can
safely take the air oil effect in Fall 1941, prostt
ground units in China are set up to prevent Chinese
ground attacks.

The army oil effect is just as easy for Japan ke ta
in Fall 1941. A CTL reduction of one only weakens
the Japanese attritions a little, and if Japan fivas

Review of Japan’s builds in Fall 1941 reveals thatground units in Foochow and Canton, taking atmitio
41 BRPs of construction will be required to build !0Sses from those hexes (instead of a Japanesty supp
nearly all of the infantry that Japan mobilized in ZON€) shouldn't be a problem. Weaker Japanese
Spring 1941 as well as the AAF that were mobilizedattritions in Fall 1941 (and no ZoCs!) may allove th

in Fall 1940. If Japan takes the construction fiéct,

Communist and/or Nationalist Chinese to build one

only 25 BRPs of construction will be at normal cost Partisan each that turn, but there will be no
additional units are built at double the normal irretrievable losses so long as Japanese units have

construction cost. Still, even under this oil effec 9arrisoned the objectives behind the front linese T
Japan would be able to build four eNAS (four), four pesky partisans can be eliminated in 1942, when oil

AAF (12), six BRPs of infantry (six), and advanbe t

Musashi (three) at normal cost. Additional infantry

and BRPs are available.
That concludes our analysis of standard Japanese

ensure that enough ground forces are availabléhéor

construction plans are meant to be a simple roadanap

first turn of war. In the Standard plan, taking the Players who are unfamiliar with playing Japan. fie t

construction oil effect is problematic but possible

sections that follow we will explore three altemat

In Fall 1941, Japan will have just built four 3-2 Plans that Japanese players might pursue in 1989-19

infantry, one 2-2 infantry, and five 1-2 infantry. Each of these alternative plans provides different

useful in attacking Burma, Japan would be bettér of

not incurring the naval oil effect in order to pérsea

Alternative Plans

escort of these infantry in Fall 1941. Unless Japan “The way of the warrior is the spirit of winning,

ground forces that will be used on the first tufrwvar

are already in position by the end of Summer 1941
(which is possible under some mobilization and
production plans), it is easier for inexperienced

Japanese players to avoid taking the naval oiceffe
Fall 1941.

whatever the weapon and whatever its size.”
Miyamoto Musashi

Numerous pre-war plans are possible when playing
Japan. The three that are discussed below allow for
(and will be referred to as) Maximum Growth,

That leaves the air and army oil effects. What areExtreme Shipbuilding, and Ultimate Surprise. Each
the consequences of Japan taking these two odteffe plan varies in terms of tensions, research, and
in Fall 19417 The air oil effect means that Japdh w economics, and a brief analysis of the benefits and
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risks of each (relative to the Standard plan oetlin of catching an American carrier at Pearl even &mth

above) is provided. Because the shipbuilding ogtion
available under each of these three alternativaspla
will be explored in detail in the Summer 2008 isstie
ULTRA, we will make only minor references to
variations in Japanese shipbuilding.

Maximum Growth

“Advance with as strong a spirit as possible, and
when you reach your enemy, move with your feet a
little quicker than normal overwhelming him
sharply.”

Miyamoto Musashi

This plan risks an early U.S. mobilization in Fall
1941 in return for additional Japanese economic
growth. The key element is taking Japan’s second
discretionary mobilization in Winter 1940 insteafd o
Spring 1941, thus adding BRPs to provide additional
BRP base growth in the 1941 YSS. Because Japan
ends the year with approximately 60 BRPs (instdad o
40), Japan’s base grows more than 25 BRPs in the
1941 YSS, and Japan thus enjoys an additional RP.
41.23 ADDITIONAL RPs FROM BRP GROWTH: Each major
power receives one additional RP for every 25 B&Rgowth (round

down) in each YSS. This additional RP is receivadtlat year only.
The BRP growth itself is unaffected. Increaseshia BRP value of

11

Turn

uUsJT

Modifiers

Fall 39

2

+1 Turn
+1 Launch Hiryu

Winter 39

3

+1 Turn

Spring 40

4

+1 Turn

Summer 40

7

+1 Turn
+2 Axis capture Paris

Fall 40

9

+1 Turn
+1 Mobilizations

Winter 40

13

+1 Turn
+2 Mobilizations
+1 Shipbuilding increase

Spring 41

17

+1 Turn
+2 Mobilizations
+1 Launch Shokaku

Summer 41

23

+1 Turn

+2 Mobilizations

+1 French Indochina
+1 Embargo

+1 Launch Zuikaku

Fall 41

28

+1 Turn
+2 Mobilizations

+1 French Indochina
+1 Embargo

Russian ICs and base increases from mobilizati@62{) are not
counted.

Also, because Japan begins 1941 with a BRP level o

150 (instead of 135), Japan receivasother RP,
increasing Japan’s 1941 RP total from 8 to 10.

41.22 ADDITIONAL RPs FROM BRP LEVELS: In addition to its
basic RP allotment, in each YSS (but not duringahening setup of
the Campaign game and 1939 scenarios) each majeerpeceives
one RP for every 50 BRPs in its BRP total.

The first advantage of the Maximum Growth plan
is in research. While RP allocations do not change
ery much, it is now possible to guarantee prodycin
he second marine without reallocating RPs froneoth
projects. If Japan misses its breakthrough in amifit
general research in 1940, then it will take thré&sR
not two, to produce both marines in 1941. In additi
Japan must allocate one RP to military general
research in 1941. Under this plan, the two RPs are
now available in 1941.

Note that, compared to the Standard plan, the net
effect on USJT is to increase tensions by one point
every turn beginning in Winter 1940. The chance of
the U.S. mobilizing one turn early in Fall 194]just
one in six, but possible where it was not under the
Standard plan. If the third American mobilizatiomed
occur in Fall 1941, actual tensions will increase9
in Fall and 35 in Winter. Otherwise, USJT will
normally be 34 (instead of 33) when Japan attaoks.
either case, higher USJT increase the chanceshat
American player can modify the column used on the
Pearl Harbor Surprise Table through some
combination of the random tension die roll and may
strategic Magic cards, which may reduce the chances

Project

Air General

Air Range

Air Production

Naval Air Tr.

Naval General

ASW Tech.

Shipbuilding

ASW FP

Transport FP

Military General

Military Prod.

Sp. Units

Intel. General

Magic
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If probabilities hold and Japan doesn’t need thereduce Japanese BRP base growth, which is contrary
additional RPs to produce both marines, these BRs ¢ to the goals of the plan. Alternatively, Japan rhigh
be used to begin research in projects such as Aiproduce the 1940 shipbuilding increase and use five
Defense, Air or Naval Nationality DRM, Radar, BRPs of mobilization to generate infantry, but this
Indian Subversion, or Chinese Occupation Policiesresults in Japan needing to allocate one RP (ptpbab
Even “fun” production categories such as an airtaken from transports) to shipbuilding in 1942 almy
transport or a port become more plausible. Veterarcase, the 3-3 armor unit has value on its own,
Japanese players might pursue one of the abovparticularly if Japan wants to clear the Malayan
research projects beginning in 1939 or 1940 knowingpeninsula on the first turn of war.
that two additional RPs will be available in 1941. In the BRP calculations that follow, we assume
Alternatively, Japan can simply increase militany o that Japan accepts the trade off in its force
air production. composition. Because the naval construction plah an

Mobilizations and force pool production are also ‘fixed’ BRP expenditures are identical to the Stamid
adjusted to enhance economic growth by delayingplan described earlier, they are omitted.

when mobilized and produced units must be built:
BRP Cons. .
. Turn Add - Build Spend

Fall 1939 (M1) six eNAS, one 3-3 armor, three 1-2 Level Limit

infantry, defer five BRPs. Fa39 | 40 | +iomi| 26 2f§3A§’3?_33’ 26
Spring 1940 (Ml) five eNAS (using the deferred Wi39 o 5 2 5

BRPs).(P): five eNAS. 1940 )
Fall 1940 (M2} two eNAS, five AAF, one 3-2 YSS growth 28

infantry. Sp40 104 28 3eNAS, 31P 18
Winter 1940 (M3): one SBP, two 3-2 infantry, one 2-| _Su40 86 28 2 eNAS 14

2 infantry, seven 1-2 infantry. Fad0 | 72 | +10M2| 31 3 eNAS 15
Spring 1941 (P) five eNAS, one NAT, one 3-2 Wia0 | 67 | +IOM3| 34 3 eNAS 15

: . . 1941 +31

infantry, one 2-2 infantry, two 1-2 marines. YSS growth 45
Winter 1941 (M4): five AAF, one 3-2 infantry, one 2 eNAS,

2-2 infantry.(P): one SBP. Sp4al 155 45 | 21n2,1303,| 36
Spring 1942 (P) five NAS, one NAT, one SBP, two 232,22

ASW factors, two 3-2 infantry, one 2-2 infantry. | sua1 | 119 45 ‘; 93N§‘37 1222 31

Mobilizing one 3-3 armor in Fall 1939 means that ., ,; 88 +5 45 4 eNAS, o5
it won't be added to Japan’s force pool until Sgri 1';'(';4 5 AAF
1941. As a result, six BRPs need not be spent4®19 . * o
and can provide growth in the 1941 YSS. Similarl e %8 +2|aTnZa' 8 15 BRPS 80

both marines are built in 1941, saving 3 BRPs 4019 ] _
for growth. The Maximum Growth plan also saves The first advantage of the Maximum Growth plan
BRPs by minimizing shipbuilding other than destmye Was two additional RPs. The second advantage is
construction. The mobilized shipbuilding increase i Obvious: Japan’s economy is more robust in 1941 and
delayed until Winter 1940 so that five AAF and @re ~ thereafter. By Winter 1941, Japan's BRP base is 135
factor infantry can be mobilized in Fall. This is (instead of 125), and Japan’s construction limiggs
important because the 3-3 armor unit replaces 2 AAHinstead of 45). These changes may seem minor, but
in the Standard Plan’s first mobilization, and the the ability to build three BRPs more units per tton
Winter 1941 shipbuilding increase reduces thethe _remalnder of the game is not insignificant. The
infantry added by the third mobilization. Thus, the Maximum Growth plan generates the same number of
Maximum Growth plan trades one AAF and a 3-2 discretionary BRPs for use in Winter 1941.
infantry for a 3-3 armor unit. The Maximum Growth plan, therefore, offers some
Japan might replace some of the ‘lost’ forces byinteresting options for Japan. For Japanese players
producing infantry factors in 1940 and allocate allWho don’t mind a little risk, this plan offers awfe
three RPs needed for Specialized Unit production inmore RPs and a larger Japanese BRP base and
1941. But building five BRPs of infantry in 1940lwi construction limit. Of course, there are alterrativ
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plans that attempt to maximize other things, likeearly. That means U.S. Pacific shipbuilding will

shipbuilding. increase to two one turn early, and the U.S. player
. - may either lay down a carrier (in response to any
Extreme Shipbuilding Japanese carrier laid down since the beginningef t

game) or begin construction of another battleship o

destroyer. Because the Summer 1940 USJT level is
ultimately a threat due to the capture of Paris, a
persuasive Japanese player might try to coax his
Miyamoto Musashi  European Axis partner into delaying victory in Fzan

The Extreme Shipbuilding plan maximizes the sizeUntil Fall 1940. This costs the Germans ten pr'e_dat
of the Japanese navy at the cost of decreaseBRPs and delays use of the SW combat modifier for
economic growth and the risk of increased tension£ONtrol of the French ports in the Battle of the
and fewer Japanese ground units available for nse g~tiantic, but may allow the European Axis to conque
the first turn of war. In the simplest variatiompan France more thoroughly and secure a better French

increases shipbuilding twice during 1940, to five Surrender Level. . _
shipbuilding  points, which allows additional But even if the capture of Paris is dela_yed until
destroyers to be built in time to participate in Fall 1940, this plan suffers from the same riskrees
invasions on the first turn of war. In more daring Maximum Growth plan: the third American
versions, which will be explored in the Summer 2008 Mobilization will occur in Fall 1941 in one out six
issue of WTRA, Japan may build additional cruisers, 98MeSs. And the sooner the U.S. mobilizes, theegarli

“If your enemy thinks like the mountains, attack
like the seaif he thinks like the sea, attack like the
mountains.”

battleships, and even carriers! its force_s will appear in 1942_, and the soonerutte. _
Navy will grow and unleash its wrath on the Impkria
Turn USJT | Modifiers Navy. Barring any die rolls of six for random temss,
Fall 39 2 +1Tumn the final USJT level under the Extreme Shipbuilding
+1 Launch Hiryu plan is equal to that of the Maximum Growth plan.
Winter 39 3 +1 Turn -
Spring 40 5 +1 Turn P.rOJeCt
+1 Shipbuilding increase Air General
Summer 40 8 +1 Turn Alr Range
+2 Axis capture Paris Air Production
Fall 40 12 | +1Tum Naval Air Tr.
+1 Mobilizations Naval General
+2 Shipbuilding increase ASW Tech.
Winter 40 14 | +1 Turn Shipbuilding
+1 Mobilizations ASW FP
Spring 41 17 +1 Turn Transport FP
+1 Mobilizations Military General
+1 Launch Shokaku Military Prod.
Summer 41| 23 +1 Turn Sp. Units
+2 Mobilizations Intel. General
+1 French Indochina Magic
+1 Embargo
+1 Launch Zuikaku Research allocations under this plan are similar to
Fall 41 28 | +1Tum the Standard plan, with eight RPs in 1941, but the
:i Mr‘;?]'gﬁﬁﬂggihina allocation changes to guarantee one shipbuilding
+1 Embargo result in 1940 and improve chances at a naval géner

research breakthrough in 1940. Note that we aaept
lower chance of a breakthrough in military general
research in 1940, which would prevent Japan from
producing a marine that year. Producing both marine
The first dangerous turn for tensions in this pan then requires achieving the military general resfear
Summer 1940, where a +2 random tension modifieoreakthrough in 1941, carrying forward the RP in
will trigger the first U.S. Pacific mobilization erturn ~ specialized unit production from 1940 to 1941, and
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diverting a 1941 RP from a different project to may seem insignificant, but these additional
specialized units. But normal luck should provide f destroyers provide distinct advantages. In Winter
producing one marine in 1940 and another in 19411941, Japan could invade one additional, defended
Note that there is no allocation to Air Range Q9 target, such as Balikpapan or Batavia. Alternagivel
and the roll for the 1939 RP is delayed one year taJapan could invade up to four undefended targets,
take advantage of a possible breakthrough in aimost notably Pacific islands in the Gilberts or
general research. Solomons. This shipbuilding plan also launches an

Fall 1939 (M1) six eNAS, two AAF, three 1-2 additional CA6 and Japan’s second submarine puior t
infantry, defer five BRI,DS ’ the outbreak of war. The precise sequence of naval

: . . builds can be varied based on the Japanese player's
Spgggpi)g?g)_(';/ilvlg gxligNﬁr?e(gzgg the deferred choice of ships and comfort with spending BRPs.

Fall 1940 (M2} two eNAS, three AAF, one SBP, four | Turn Start Advance Launch BRPs
1-2 infantry. Fa39 Musashi Hiryu, CA2 9
Spring 1941 (P) five eNAS, one NAT, one 3-2 \é\/'i% DI'332D2CA2 ;msti — 912
. Y ) : p , okaky
S mfantr)i,g(‘)lrie |\2/|32 |fr_1fan?§r32/, _o?e 12 marlgez. Su40 | DD2, CA2| Zuikaku DD2 12
ummer (M3) five 3-2 infantry, one 2- Fa40 | DD3 | Musash| _ DD2, CA2 15
infantry, three 1-2 infantry. Wia0 DD3 Yamato DD3, CA2 15
Winter 1941 (M4): five AAF, one 3-2 infantry, one Sp4l | DD3, CA2 DD3, Shokak(i 15
2-2 infantry.(P): one SBP. DD3, Zuikaku,
: . Su41 DD3 15
Spring 1942 (P) five NAS, one NAT, one SBP, two ! . sub
ASW factors, one transport, one 3-2 infantry, one \l/:vgjll . Musashi 3D3v ?A2 76
2-2 infantry. ' ' amato '

The resulting mobilization scheme also diverges
significantly from the Standard plan. Because the
second discretionary mobilization is delayed from

Japan’s BRP expenditures also differ significantly

from the Standard plan, beginning with the ‘constan
builds, which show more shipbuilding.

Spring to Summer 1941, infantry units added from it  Fall 1939, Fall 1941 9 BRPs

will not be available for the surprise attack. &z, Winter 1939 12 BRPs

the Japanese player must use infantry from China or Spring 1940 — Summer 1940 15 BRPs

Manchuria on the first turn of war. The role of the  Fall 1940 — Summer 1941 18 BRPs

Summer 1941 mobilization, thus, is to provide units

that will replace those removed from Manchuria ¢rTurn E;EI Add Ecr’]:‘lts Build Spend

China. Also, recall that Manchurian garrison levefs 2 eNAS. 203

apply only at thébeginningof the Allied player turn. Fa39 40 +10ML 26 103,332 | %°

Japan may use units from Manchuria to invade théVi39 24 26 1m?2 15

Philippines, Brunei, or even Malaya (including leas | 1940 e 28

transport through Singora) on the first turn of wgo |55 R

a certain degree of care by the Japanese player (c&p40 104 28 3319_2'Alsn'2 24

rﬁ_me_dy hlaving fewer molbiliz_ed grOLé;]d unll(tﬁ Btlecau 520 80 28 > eNAS 17

this involves greater planning and/or skill, plae 3 eNAS,

who are less experienced with Japan should ulsga40 63 +10M2 3 2 AAF 21

caution when pursuing the Extreme Shipbuilding plap Wi40 | 46 31 3 eNAS 21
We've discussed the risks and costs of tff 1941 i 35

Extreme Shipbuilding plan; now for the benefitseTh YSS growth 4 6NAS. 1n2

Japanese shipbuilding plan is augmented as indicdteSp41l | 125 35 |32 22412 34

below. For simplicity, we assume that all of Jagan sua1 91 +10 M3 38 4 eNAS 22

additional naval_buﬂds are dest_royers, cruisend, its Fadl 79 5 FIC 3g | 46eNAS,3 29

second submarine. The most important advantageg_of o AAF

the _E_xtreme Shipbuilding plan Is that it providesirf Wial 62 | +2Thai | a1 9 BRPS 24

additional destroyers for the first turn of war.ath land
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It is apparent that the Extreme Shipbuilding plan  The only dangerous turn for tensions is Fall 1940,
substantially weakens the Japanese economy with where a +2 random tensions result will force Jaypan
lower BRP base and construction limit than othermobilize prematurely and increase tensions by ane o
plans. In addition, Japan has only nine BRPs forevery subsequent turn and force Japan to mobilize
builds in Winter 1941. Yet, Japan’'s invasion before declaring war in Winter 1941. However, isth
capabilities are greatly enhanced for the firshtaf  does occur, then only another “6” random tensidh ro
war. Permutations of this plan that maximize in Summer 1941 (raising actual tensions from 18 to
destroyer construction but minimize other navaldsui  20) would spoil this plan. Otherwise, the only effef
result in a better economic position for Japan. Butthe “6” random tension roll in Fall 1940 will beath
what self-respecting “Extreme Shipbuilder” would do Japan will attack with tensions at 31, after actiogn
something as silly as that? If the Japanese pleger for the forced mobilization in Winter 1941.
take advantage of his augmented naval assets he wil The hard choices come if Japan actually succeeds
have gained more than he lost under this plan. in attacking with tensions under 30, as planned. Ai

. . units mobilized on this turn will not be availalfter
Ultimate Surprise use in a Winter 1941 surprise attack, so Japan will

“Many things can cause a loss of balance. Onehave to make do with its at start forces augmehged

cause is danger, another is hardship, and anotker i its ~ first mobilization. ~ Accordingly, research
surprise.” allocations emphasize the air category.
Miyamoto Musashi Project 1939 1942

This third and last alternative plan keeps tensions 2:: gg;‘e{:"
as low as practical at the cost of having feweraail Air Prodguction
ground forces when Japan attacks. The major benefit "Navar air Tr.
is an enhanced Pearl Harbor attack — with USJTrunde [ Naval General
30 at the time war is declared, there is a betten t ASW Tech.
50% chance of catching any one American carrier | Shipbuilding

ASW FP

group and an almost 20% of nabbing all three!

Transport FP

Turn USJT | Modifiers Military General
Fall 39 2 +1 Tumn Mllltary_ Prod.
. Sp. Units

+1 Launch Hiryu TS I
Winter 39 3 +1 Turn I\;lle._ enera
Spring 40 4 +1 Turn agic
Summer 40| 7 +;'1AT.“"‘ wre Par This approach guarantees five BRPs of air

XS CApIUTe Fans production in both 1940 and 1941, but a 1940

Fall 40 8 +1 Turn breakth hoin A | h hich
Winter 40 10 | +1Tum reakthrough in Air general researc (w ich is

+1 Mobilizations assumed under this plan) allows one RP in Air
Spring 41 13 | +1 Turn production to be carried forward to 1941 to produce

+1 Mobilizations
+1 Launch Shokaku
+1 Turn

10 BRPs of air units in 1941. Of course, a die obll
six for Air general research in 1939 makes things

Summer 41 17

+1 Mobilizations
+1 French Indochina
+1 Launch Zuikaku

Fall 41

23

+1 Turn
+2 Mobilizations

+1 Shipbuilding increase
+1 French Indochina

+1 Embargo

easier for Japan! Otherwise, this research plan is
similar to the Standard plan except that one tramsp

is not produced in 1942 and Japan produces agitrate
Magic card in 1941. If this card is drawn in Winter
1941, then Japan can either cancel an American
strategic Magic card or perhaps even reduce the
effective USJT level by one! Either way, the column
used on the Pearl Harbor Surprise Table could be
improved for Japan. In addition, Japan will be more
likely to thwart American Magic interceptions after
the surprise turn.
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Regarding mobilizations, all of the comments

One notable benefit of the Ultimate Surprise plan

made under the Extreme Shipbuilding plan regardings that Japan has a flush 27 BRPs available fdd®ui
the need to use additional units from Manchuria andn Winter 1941. This is because the air units ndisma
China also apply, with the difference that the sinit mobilized in 1940 have not yet been added to Japan’
Japan needs most are AAF instead of ground unitsforce pool. Consequently, Japan is able to rebuild
Because the naval construction plan is identicah&o
Standard plan described earlier, it is omitted Wwelo

Fall 1939 (M1} six eNAS, two AAF, three 1-2

infantry, defer five BRPs.
Spring 1940 (M1) five eNAS (using the deferred

BRPs).(P): five eNAS, one 1-2 marine.
Winter 1940 (M2): three 3-2 infantry, two 2-2

infantry, seven 1-2 infantry.
Spring 1941(P): seven eNAS, one AAF, one NAT,

one 3-2 infantry, one 2-2 infantry, one 1-2 marine.

Fall 1941 (M3} two AAF, one SBP, three 3-2
infantry.
Winter 1941 (M4): five AAF, one 3-2 infantry, one
2-2 infantry.(P): one SBP.
Spring 1942 (P) five NAS, one NAT, one SBP, two
ASW factors, one 3-2 infantry, one 2-2 infantry.

Producing ten BRPs of air units in 1941 allows mobilization, it changes easily intp a Standaraplé
Japan to maximize eNAS construction and add ondh€ Japanese player learns that his German coariterp
more AAF. Other units are added later than under t Chooses not to attack Russia, he can transposklyjuic
Standard plan, so Japan will need to use units forn® Maximum Growt.h. Good attrition results in China
China and Manchuria in Winter 1941. Once again,may allow a cautious player to lay down a few
shipbuilding and “constant” builds are similar teet
Standard plan and not listed in the table below.

BRP Cons. .
Turn Level Add Limit Build Spend
2 eNAS, 203,
Fa39 40 +10 M1 26 103, 33-2 26
Wi39 24 26 im2 15
1940 +4
YSS growth 28
3 eNAS, 1n2,
Sp40 104 28 31.2 21
Su40 83 28 2 eNAS 14
3 eNAS,
Fa40 69 28 2 AAE 21
Wi40 48 +10 M2 31 3 eNAS 15
1941 +21 38
YSS growth
4 eNAS, 1n2,
Sp4l 135 38 32, 2.2 24
4 eNAS, 3 3-
Su41l 111 38 2222712 36
+10 M3
Fa41 75 +5 FIC 41 4 eNAS 10
+10 M4,
Wi41l 80 +2 Thai- 45 27 BRPs 92
land

combat losses, build a fort, and even lay down rsdve
carriers. And if Japan can catch a few American
carriers in the initial attack on Pearl Harbor rthieese
additional carriers may allow Japan to maintaimiear
superiority into 1943!

Conclusion

“The primary thing when you take the sword in
your hands is your intention to cut the enemy,
whatever the means. ...Fixed formation is bad. Study
this well.”

Miyamoto Musashi

Perhaps the most interesting aspect of these
variations in Japanese strategy is how easily lowesf
into the other depending on events during play. If
Ultimate Surprise is thwarted by an early forced

cruisers or capital ships, or an Extreme Shipbuitde
attack with more ground units than anticipated. Or
Japan may combine double mobilizations with double
shipbuilding in a variation of the Maximum Growth
plan that adds shipbuilding in Fall and Winter 1940
and yields three additional destroyers for the fiusn

of war, but with a stronger economy than that
presented under the Extreme Shipbuilding plan.

In short, it is the Japanese player who determines
the course of his war, calmly responding to chatiges
his original plan as the Allies wait in suspense,
wondering what the fiend has up his sleaesv. (An
occasional evil laugh may encourage your opponent’s
dismay.) Following the Way of the Warrior,
regardless of the approach chosen, the Japangse pla
should be able to plan appropriately and secure the
necessary forces for his surprise attack and psrhap
with good strategy and a bit of luck, earn victany
the end. Achieving that victory also will depend on
following the Way of the Warrior — by attacking the
enemy and defending against his counter-attackt— bu
the details of that must be covered in later issues



