Grand Strategy:  The Pacific





All naval and air battles are to be handled per standard rules.





Each land unit is initially assigned a combat value and a supply value. Following is a list of combat values of unit types in existence at the start of the pacific war.





United States:


Triangular Infantry Division: 76


Square Infantry Division: 100


Cavalry Division: 53


Infantry Regiment: 20


Japan:


Triangular Infantry Division: 71


Square Infantry Division: 90


Cavalry Division: 18


Dash Forward: 14


Infantry Brigade: 41


Infantry Regiment: 20


SNLF: 12


Type 95 Battalion: 6


Type 97 Battalion: 8


United Kingdom:


Infantry Division: 100


Infantry Brigade: 25


Netherlands East Indies Garrisons:


Java:


1st Division: 55


2nd Division: 51


3rd Division: 61


Sumatra: 39


Borneo: 37


Celebes and Moluccas: 37


Timor: 22





Each unit is given an initial supply value of 100.  These values can be built up to a maximum of 150 once a unit stops moving between islands or land areas.    


Supply is replenished (or added to) at a value of 10 per week as long as at least one supply route is open to the unit.  When no supply routes are open, supply is depleted at a rate of 8 per week as long as there is no ground combat.  When supply drops below 25, a unit loses combat value at a rate of 20 per month.  For the purposes of supply, each island or island group is considered to have 4 supply routes- north, south, east, and west.  To close a supply route to an island or island group, the enemy navy must have a task force of at least 4 ships dedicated to closing that direction, in other words, it takes 16 ships to blockade an island.  Any task force may be engaged by the enemy, but as long as at least 4 ships are dedicated to that direction when the battle ends, the supply route stays closed.  Any effects of a blockade not directly related to the occupying military units should be decided by the GM (i.e. the blockading of Japan resulting in decreased supply for all Japanese forces).  





A unit’s proficiency is determined by the nationality of the unit and past battle experience.  The proficiency rating for different nations is as follows:


Japan 60%


Dutch 40%


British 50%


British Colonial 45%


U.S. 40%


Filipino 35%





For the purposes of this game the following islands or island groups may be occupied, blockaded, or fought over.


Hokkaido


Honshu


Minor Japan


Borneo


Celebes and Moluccas


Sumatra


Java


Minor Indonesia


Luzon


Mindanao


Minor Philippines


New Guinea


North Island New Zealand


South Island New Zealand


Australia


Taiwan


Okinawa


Wake Island


Midway 


Hawaiian Islands


Marshall Islands


Solomon Islands


Marianna Islands


Kuril Islands


Hainan


Jima Islands


Sri Lanka


Malay Peninsula*


Korea*





*considered to have one supply route which has to be closed by land





Shared seas:


South of Hokkaido with North of Honshu


South of Honshu with North of Minor Japan


South of Luzon with North of Minor Philippines


South of Minor Philippines with North of Mindanao


South of North Island New Zealand with North of South Island New Zealand


West of Malay Peninsula with East of Sumatra


South of Sumatra with North of Java


West of Java with East of Minor Indonesia





The following land areas (which do not lose supply due to being blockaded) are also open to use:


Indo-China


India


Manchuria


For the purposes of this game, the rest of China is to be considered an historical battles only area.





For the purposes of defence, land units may improve their defensive rating at a rate of 1 per month up to a maximum of 3.  Defence is reduced at a rate of one per unit per week that the unit is attacked by.  Defence is also reduced by one per month if the island is totally blockaded (and cannot be rebuilt until the blockade is broken).





Combat


Combat occurs in up to 4 one-week long phases per month.  The attacking commander determines how many phases he will use in each month of attack (he doesn’t have to attack all four phases).  Then, pre-landing attacks commence (used before the first phase only).  The following units affect a defending unit selected by the attacking commander (they do not all have to engage the same unit) in the following manner:


Destroyer:  Destroys one unit of combat value per month


Light Cruiser: Destroys two units of combat value per month


Heavy Cruiser:  Destroys three units of combat value per month


Battlecruiser:  Destroys four units of combat value per month


Battleship:  Destroys five units of combat value per month


Unopposed Aircraft: Destroy (total AP strength divided by 100) units of combat value per month





Naval units must not be forced to engage in a naval battle in order to support the landing that month.  


The attacking force commander then designates target units for each of his ground units involved in battle.  For the first phase, any defensive unit not attacked is considered to be idle.  In any following phases, non-engaged defensive units may choose to attack any single attacking unit at the defending commander’s discretion. Then, firepower value is determined for each unit, both attacking and defensive, using the following formula:


Firepower value = (combat value (after bombardment)* supply/100)/100  


Then the damage per week inflicted by that unit is determined by using the following formula at the beginning of each month: 


Damage per week = firepower value * D10 * proficiency – defence rating of the attacked unit


The damage inflicted on a unit is subtracted from its combat value, and each unit involved in combat loses 20 supply points.  


A unit is destroyed when its CV reaches 0.


Obviously, it will be necessary for attacking units to gang up on defending units where possible, and supporting units will be very handy in speeding up the conquering of an island or island group.  Any surviving units have their proficiency increased by the following formula:


(Combat value lost * 1/Current proficiency)/10


