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For GAG’s last game for 2010 (our 39th) played on 30 

December, Bill M assembled a 1/2400 scale generic World War II 
Pacific Naval scenario using ships provided by Bob based on the 
major engagement depicted in the 1965 John Wayne movie, In 
Harm’s Way.  The fanciful engagement in that movie took place 
early in the Pacific war modeled loosely on the 
Guadalcanal/Solomon Islands Campaign.  So, we have decided 
that our scenario took place during that period.  The game was not 
exactly historically accurate to those campaigns, for we had the 
IJN Yamamoto coming up against the USS Missouri, which in 
1943 was still in dry dock.  Nevertheless, it promised to be a 
thrilling, but short game. 
 
Background (quote, paraphrased & copied from Wikipedia) 

One of the problematic situations during the Solomon 
Islands/Guadalcanal campaigns in the southwest Pacific during 1942 was the 
Japanese ability to resupply their hard-pressed forces on Guadalcanal.  Using the 
cover of darkness, they sent supply convoys of fast ships southeast down the 
New Georgia Sound to Salvo Island and Guadalcanal.  Referred to as “Rat 
Transportation,” or more commonly, “The Tokyo Express,” the technique was

                                                 
* Letter: Captain John Paul Jones to Jacques Donatien Le Ray de Chaumont , dated 16 November 
1778.  See Samuel Eliot Morison, John Paul Jones: A Sailor's Biography. (Boston: Little, Brown 
and Company, 1959): 182. 
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IJN YAMAMOTO, ca. 1942 
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successful until increased U. S. naval power curtailed operations by early 
1943, when the Japanese decided to abandon Guadalcanal.   The area of 
the New Georgia Sound was often referred to as “The Slot.”    

Many pitched battles were fought trying to stop Japanese 
supplies from getting through. So many ships were lost by both sides 
during the Guadalcanal campaign that the southern end of New Georgia 
Sound, the area north of Guadalcanal previously called Savo Sound, 
became known as "Ironbottom Sound". 

Allied success in the Solomon Islands campaign prevented the 
Japanese from cutting Australia and New Zealand off from the United 
States, and enabled its “Operation Cartwheel” the Allied grand strategy 
for the Solomons and New Guinea, that was launched on June 30, 1943. 
It isolated and neutralized Rabaul, a major marshalling area and airbase, 
and destroyed much of Japan's sea and air supremacy.   The Solomons 
campaign culminated in the often bitter fighting of the Bougainville 
Campaign, which continued until the end of the war. 

 
Game System 

 
 The game system was adapted by Bill from several 
game systems. 
 

World War II Naval Rules  
 

Sequence of play: 
- Role for Imitative 
- Player A moves  
- Player B moves 
- Player A fires guns and launches torpedoes 
- Player B fires guns and launch torpedoes. 
- Any hits to ships are assessed by players.   

 
Movement:  Each vessel’s speed points are worth two inches 

of movement.  
Battleships (BB):  Can execute one, 1”, 45° turn per 

game turn.  
Cruisers (CA):  Can execute two, 1”, 45° turns per 

game turn.  
Destroyers (DD):  Can execute three, 1”, 45° turns per 

game. 
Fire Control : D10s 

Main Guns:  May fire at two targets; one target each 
forward/aft.   

Secondary Batteries:  May fire at separate targets, 
starboard/port side.  Target must 
be within 20”  

BB and CA roll 2 dice per broad side at 20-
inch maximum range roll ship’s FC number 
to hit.  (This represents the small 5 inch guns 
on the broadsides.)  

Range:  Distance to target is measured from center of 
ship to center of ship. 

To Hit:  Roll 1D10 per gun fire factors to hit.  Must 
roll your Fire Control (FC) number or less to 
hit. 

 
 
 
 
 

 
Fire Control Modifiers 

- Short Range: +1; Medium: 0; Long:  -1 
- CA firing at a BB: -1 
- DD firing at a CA: -1; firing at a BB –2 

 
Torpedo Fire Control:  

The “fish” are fired in player’s fire phase and move one 
more time in the player’s movement phase of the next turn.  

- US torpedoes: Range - 8 inches  
   To hit - roll 3D10; each hit does 2 points damage to hull. 

  1-4 - Roll needed to hit BB  
  1-3 - Roll needed to hit CA  
  1-2 - Roll needed to hit DD.  

- Japanese torpedoes:  Range - 16 inches  
To Hit - roll 5D10; each hit does 2 points to hull  

  1-5 - Roll needed to hit BB  
  1-4 - Roll needed to hit CA  
  1-3 - Roll needed to hit DD.  

Hit Assessment:  If hit, player re-rolls 1D10 for each hit and Hit 
Table.  If player rolls a 10, roll again using Critical 
Hit Chart   

 
 
 
 
 
 
 
 

“The Slot” 

“Salvo 
Sound” 

USS IOWA, January 1944 
IJN MYOKO,              August 1946.  
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HIT TABLE  
For each hit, roll 1D10 

1-2 ---- Forward Turrets 
3-4 ---- Aft Turrets  
5-6 ---- Speed points 
7-8-9 – Hull points 
10 ----- Roll again on Critical Hit 
NOTE:  If turret and speed points are gone, further hits 

are accessed to hull, if another die roll is odd.   
 

CRITICAL HIT TABLE:  
1-2 ----- Forward Turrets, 2 points damage. 
3-4 ----- Aft Main Turrets, 2 points damage. 
5-6 ----- Speed, 2 points damage. 
7-8-9 --- Hull, 2 points damage. 
10 ------- Hull, 4 points damage,  

 roll again; if 10, Explosion!  
 

 

SHIP DATA TABLES 
Imperial Japanese Navy  
 

Ship Name Class Hull  Fwd Turrets  Aft Turrets  Speed  Torps 

Yamato BB (24) (8) (8) (5)  
  000000000000 

000000000000 
0000 
0000   

0000 
0000  

00000 No 

FC-4 Range Short 0-24 Med 25-48 Long 49-74   
 
 

Ship Name Class Hull  Fwd Turrets  Aft Turrets  Speed  Torps 

Nagoto BB (18) (6) (6) (5)  
  000000000 

000000000 
000 
000  

000 
000  

00000 No 

FC-3 Range Short 0-26 Med 27-52 Long 53-78   
 
 

Ship Name Class Hull  Fwd Turrets  Aft Turrets  Speed  Torps 

Kongo BB (14) (5) (4) (6)  
  0000000000 

0000000000 
00000  0000  000000 No 

FC-3 Range Short 0-24 Med 25-48 Long 49-74   
 
 

Ship Name Class Hull  Fwd Turrets  Aft Turrets  Speed  Torps 

Nachi CA (9) (3) (2) (7)  
  00000000 000  00  0000000 No 

FC-3 Range Short 0-20 Med 21-40 Long 41-60   
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Ship Name Class Hull  Fwd Turrets  Aft Turrets  Speed  Torps 

Takao CA (9) (2) (4) (7)  
  00000000 00  0000  0000000 No 

FC-4 Range Short 0-20 Med 21-40 Long 41-60   
 
 

Ship Name Class Hull  Fwd Turrets  Aft Turrets  Speed  Torps 

Atago CA (9) (2) (4) (7)  
  000000000 00  0000  0000000 No 

FC-4 Range Short 0-20 Med 21-40 Long 41-60   
 
 

Ship Name Class Hull  Fwd Turrets  Aft Turrets  Speed  Torps 

Myoko CA (8) (3) (2) (7)  
  00000000 000  00  0000000 No 

FC-3 Range Short 0-20 Med 21-40 Long 41-60   
 
 

Ship Name Class Hull  Fwd Turrets  Aft Turrets Speed  Torps 

Oyodo CA (6) (3) (0) (7)  
  000000 000  None 0000000 No 

FC-4 Range Short 0-20 Med 21-40 Long 41-60   
 
 

Ship Name Class Hull  Fwd Turrets  Aft Turrets  Speed  Torps 

Mogami CA (8) (4) (0) (7)  
  00000000 0000  None 0000000 No 

FC-4 Range Short 0-20 Med 21-40 Long 41-
60 
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United States Navy 
 

Ship Name Class Hull  Fwd Turrets  Aft Turrets Speed  Torps 

Missouri BB (26) (7) (7) (5)  
  000000000

000000000
00000000 
00000000 

0000 
000 

0000 
000 

00000 No 

FC-4 Range Short 0-26 Med 27-52 Long 53-78   
 

Ship Name Class Hull  Fwd Turrets  Aft Turrets Speed  Torps 

Iowa BB (26) (7) (7) (5)  
  000000000

000000000
00000000 
00000000 

0000 
000 

0000 
000 

00000 No 

FC-4 Range Short 0-26 Med 27-52 Long 53-78   
 

Ship Name Class Hull  Fwd Turrets  Aft Turrets  Speed  Torps 

Indianapolis CA (8) (3) (2) (6)  
  00000000 000  00  000000 No 

FC-4 Range Short 0-16 Med 17-32 Long 33-50   
 

Ship Name Class Hull  Fwd Turrets  Aft Turrets  Speed  Torps 

Atlanta CA (8) (3) (3) (6)  
  00000000 000  000  000000 No 

FC-5 Range Short 0-16 Med 17-32 Long 33-50   
 

Ship Name Class Hull  Fwd Turrets  Aft Turrets  Speed Torps 

Augusta CA (6) (3) (2) (6)  
  000000 000  00  000000 No 

FC-3 Range Short 0-16 Med 17-32 Long 33-50   
 

Ship Name Class Hull  Fwd Turrets  Aft Turrets  Speed  Torps 

Baltimore CA (10) (5) (4) (6)  
  0000000000 00000  0000  000000 No 

FC-5 Range Short 0-19 Med 20-38 Long 39-57   
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Game Scenario 
 
 The Tokyo Express is coming down “The Slot” – two battleships, the Yamamoto and Nagoto, supported by seven cruisers come 

up against a U. S. fleet:  several cruisers and the Battlewagons Iowa and Missouri.  The Japanese need to get through.  Each ship represents 

a number of points accessed on hull and speed points lost.  The side that has the most points will win the game. 

 
 
 
 
The Opponents 
 
 For the U. S. Navy we had Bob, as fleet Admiral commanding the Iowa holding the center of the fleet; Chris commanding the 

south squadron composed of the Missouri and cruisers Baltimore and Augusta; and commanding the north squadron composed of the 

Indianapolis and Atlanta was Jack.   

 Commanding the Imperial Japanese Fleet running the Slot was Woody on the flag ship Yamato; Mike commanding the southern 

squadron composed of cruisers Myoko, Atago, and  Myoko.; and Emmitt in charge of the Battleships Nagoto, Kondo and the cruisers  

Mogami, Takao, and Nachi.     

 
 
 
 
Game Board   
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Game Play in Pictures 
 
 
 
 
 

Movement for the first two turns basically, the 
two fleets closing and changing courses to enable the 
larger ships to bring both their forward and aft turrets to 
bear on the opposition.  At left, Fleet Commander Bob 
with the Iowa (left) and Chris with the Missouri, 
Baltimore and Augusta, have swung to starboard 
preparing to fire.  Game Master Bill M, at far right, 
oversees the action. 
 
 
 
 

 
 
  
 
 At right the pride of the Japanese fleet 
advances in the foreground, the Yamato.  However, do 
you think it’s fair to have the Yamato pitted against 
two, Iowa-class battleboats (distance)?  But, then 
again, was it cricket for the Japanese surprise attack on 
Pearl Harbor?    Note the turning template lower left, 
above the white sheet. 
 
 
 
 
 

 
 
 
 
 Due to miss-communications on the part of 
the Japanese fleet commander Woody, Mike’s 
southern flotilla, the cruisers Atago, Oyodo, and 
Myoko, heads away from the major fight area.  
Though Mike was able to drop some high explosive 
shells onto Chris’s squadron 
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Note the power (and lucky die rolls) of 
the US crews.  In one turn the Yamato has been 
hit by eight shells from the Missouri and Iowa 
(seen in the distance).    Note:  Golf tees cemented 
on small white poker chips with a penny attached below 
represents an initial hit.  Grey poker ships represent 
additional hits.  Bill says the tee form is reminiscent of a 
column of water thrown up by a detonation in water. 
 
 
 
 
 
 
 

 
 Jack, commanding the 
US Navy’s northern squad-
ron, mixes it up with 
Emmitt’s cruisers and two 
battleships.  Jack’s strategy 
was to out flank the Japanese 
and slip into their rear.  
Meanwhile two Japanese 
vessels head toward the 
American rear.  Note several 
hits on the Iowa at right. 

 
 
 
 
 
 
 

During the last few turns, the 
situation near the center of “the Slot” was 
all but chaotic.   Japanese and American 
vessels have had near misses, and at least 
one collision.   The Yamato, though still 
afloat was dead in the water with all 
turrets out of commission.  All that was 
left were their broadside 5” naval guns of 
short range. 
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     Insult to injury, in the foreground, the 
smoking USS Baltimore, with only one 
hull point left steams by the Yamato, 
which was unable to hit at point-blank 
range to sink the passing cruiser.   
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 Over about seven turns, the Japanese were able to inflict damage on the US ships, but the battleships Iowa, 
Missouri, Yamato, Kongo, Nagoto were still afloat due to the number of hull points for each.  At least two Japanese 
cruisers were lost, with only one US vessel sinking the bottom of New Georgia Sound. 
 

The Japanese lost by about ten points.    
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