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PACIFIC WAR PLAYER CHECKLIST and TACTICS (version 11)



(All HOTKEYS are listed on the HELP MENU (press / or ?)). 

 

NOTE:  The rule book and the game do not always agree.  The rules were sent to the printers 4�6 weeks before the game was published. There were been hundreds of changes in that time and many of those are undocumented.  There were also many undocumented changes AFTER the game was published. 





 REPORTS SUBPHASE 

 

REVIEW LAST TURN'S BATTLE REPORTS (ALT/B). 

 

a.  Although all movement/action appears to be consecutive in the game during execution, it is actually concurrent for that week.  Task Forces that appear to be in the same hex at the same time may NOT actually be in the same place, they may only be passing through that hex at different times during the week.  Understanding this concept is critical for reducing frustration and increasing appreciation of the game. 

 

b.  To move a little faster do not follow the screen combat, but rather wait until completion and use <Alt/B> to check out what happened. 

 

c.  When a base is captured all of the supply is lost but half of the fuel is captured.  Many of the ships in the port will escape into a Task Force (TF) and head for the nearest friendly base.  The remaining ships will be destroyed in port. 

 

d.  Moderate damage to a supply depot should destroy about 20% of the fuel and 20% of the supplies at the base.  

 

e.  LCU's with HIGH ENTRENCHMENT levels will take few losses from air bombardment.  Air strikes against entrenched LCU's can only hope for DISRUPTION (reduced readiness).  Disruption is not indicated on the after action Combat Report.  

The rules on base disruption should read:  Base Disruption is reduced to ZERO before the start of each Execution Phase.  Bases that receive TWO levels of disruption may not be supplied by routine convoys (they will show up on the ISOLATED BASE display).  A base will never exceed level 2 disruption.  This is how to isolate an enemy base and make it more vulnerable to attack on the ground. 

 

f.  The combat reports will usually have inflated claims of enemy units destroyed.  Combat reports relate to the number of personnel killed.  1 squad = 10 men, 1 tank = 3 men and one gun = 5 men. 

 

g.  The asterisks after a ship means additional penetration damage has been done to the ship.   Each "*" means 20% damage has been done, so a "*****" means the ship is doomed.  The periods seem to indicate the end of combat from that ship for that round. h.  Land combat is rather strange sometimes.  Look at the experience and readiness ratings of the Land Combat Units (LCU's).  If both of those are low, not many squads will attack OR defend. 

 









USE SIGINT TO REVIEW ENEMY  TF'S, BASES, AND....... 

                    LAND COMBAT UNITS (LCU'S) THAT HAVE BEEN SPOTTED (F5). 

1)  The best selections have been to ask about enemy HQ's, because sometimes you get a message that the HQ is planning an operation and what the target is (no dates).  Use SIGINT to locate the important HQ's, then check on them each turn to see where they are targeting.  Once you know an HQ's plans, you can count on it sticking to the plan for awhile and spend some SIGINT watching TF's that support that HQ. 

 

2)  Use SIGINT to check ports for task forces and troops.  You can click on a TF and select SIGINT.  Hit the 'T' and SIGINT may tell you where an enemy TF is heading, what it is carrying and the names of specific ships in the TF. 

 a.  The information you receive by clicking an enemy TF is FREE SIGINT.  However, not all enemy TF's will be displayed because only those TF's (randomly) detected by radio traffic will show up.  TF's are also SPOTTED in the execution segment (if you watch on higher detail levels you will see which TF's are spotted). 

b.  To use SIGINT put the cursor on an enemy port, TF or LCU and hit F5.  Then hit the key corresponding to what you want to know about (P��Port, A��Airfield, R��Army, H��HQ, T��TF). 

c.  The only way for the Japanese player to get intelligence on enemy bases is to attack them.  Only the Allies can get info from SIGINT. 

d.  The Japanese usually keep their CV's in support of their main effort. 

 CHECK LOSSES/SCORE (F9). 

CHECK SUNKEN SHIPS (F8). 

CHECK SHIP POOLS (F4). 

 

a.  Page 24 of the rulebook states that excess ships will be returned to the pool after a unit is loaded.  In this case the rulebook is wrong, the game was never programmed to do this.  The game allows multiple ship units the OPTION of sending ships back to the pool or taking ships from the pool.  

The NUMBER of ships in a unit may be adjusted by moving ships into or out of the ship pool.  The ship units may only alter their size while in a non�isolated port.  

The Ship Display will have (G)et Pool and (T)o Pool functions.  

(G)et Pool allows a ship unit to draw ships from the pool. 

(T)o Pool function allows a ship unit to send ships back to the pool. 

CVE type ships may not use these functions.  The normal limits for maximum ships in a unit will still apply. 

 

b.  Ships in the pool are automatically allocated during the Routine Convoy Phase.  

Japanese Routine Convoys (RC's) originate in NAGOYA.  

Allied RC's originate in LOS ANGELES (LA) and from the map edge south of INDIA.  

All ships that participate in RC's will end their turn in Nagoya, Los Angeles or Calcutta.  

For ESCORTS to participate in RC's they must START their turn in Nagoya, LA or Calcutta.  

Ships that are used in RC's may not be used by the player that turn.  

BEWARE:  escorts that are sent to one of the above cities will become unavailable to the player as long as they see RC action.  The game allows escorts to be available for removal from RC duty during the first week of each month. 

 

c.  The Commonwealth ships are colored differently than the U.S. ships in the ship pools. 

 

d.  If ALL your MCS units are assigned to TF's then there will be no routine convoys.  

To keep MCS from being utilized for routine convoys, put them in a TF and park it.  However, it's hard to find a way to use all your MCS in TF's.  There is not much YOU can do with ships in the pool.  These ships automatically flow into and out of MCS, AP, LST, (etc.) units as required. 

 

e.  The routine convoy system should be sending supplies and fuel to bases with airgroups, HQ's, LCU's and ships (assuming that there no supply or ship shortage and that the bases are not isolated/disrupted).  Bases with HQ's which are close to their target bases will generally acquire a lot more supplies, especially if multiple HQ's have the same target. 

Example:  Johnston Island southwest of the Hawaiian Islands is the base HQ for the Japanese 17th Army.  The 17th Army, Combined Fleet and South Seas Fleet all have a target base of one of the Hawaiian Islands.  Johnston Island may receive as much as 6000 points of supplies in one convoy phase if it was low on supplies at the beginning of the turn. 

 

REINFORCEMENT SUBPHASE 

 

CHECK FOR REINFORCEMENTS  

(In Sydney, Calcutta, Columbo, Kweiyang, Kunming, Soerabaja, Auckland, And Manila If Allied; 

In Tokyo, Shanghai, And Port Arthur If Japanese). 

 

a.  Reinforcement ships are automatically activated if there are enough shipyard points.  Ship production is affected by how many damaged ships you are repairing in port.  More damaged ships in a port means less ship construction points to be used for new ships, so they may appear later or not at all. 



b.  If under 'computer control', the artificial intelligence (AI) may 'temporarily disband' badly depleted air groups.  These groups will show up as reinforcements on the next turn at San Francisco/Tokyo/Calcutta.  If you have no use for these groups you can disband them.  Their aircraft will go into the pool and the group will return as a reinforcement in six months. 

 

c.  Ship and armor/artillery production is handled by the computer and cannot be changed.  [See Section on PacEdit .]  Armor/artillery can be affected by bombing or oil and resource shortage. 

 

d.  British capital ships (carriers, battleships and cruisers) are periodically withdrawn from the Eastern Fleet.  This may happen at any time before 1944. 

 

e.  US CV's that are sunk return as Essex class, CVL's return as Independence class, CA's as Baltimore class, CL's as Cleveland class and DD's as Fletcher class roughly one year later as replacements.  If the ships are not sunk they will not be replaced. 

 

f.  If an HQ is destroyed, it's subordinate units should be assigned to another HQ.  Most destroyed HQ's will return within a month at the player's home country.  

ABDA and Malaya AG will never return if they are destroyed.  At least one of them is withdrawn automatically even if they aren't destroyed.  Whether the Allied Player wants to preserve them depends on what the game date is and how he wants to have his new HQ PP (Preparation Points) distributed. 

 

g.  Air groups that are at the base where reinforcements show up (Calcutta, San Francisco, etc.) may not build up very quickly.  It may have something to do about the number of PP available, but move the land�based air (LBA) units to forward bases as soon as possible.  They fill out nicely when moved to another base.  Same principle with respect to LCU's.  They fill out (get to their maximum size) very slowly at the reinforcement base, but grow rapidly at another base. 

 

h.  British ground reinforcements get rerouted to Auckland if all other Commonwealth bases (such as Columbo) are captured. 



i.  Ver 1.1x12 allows allied LCU's to come back 6 months after destruction and also eliminates delay of task force reorganization.  



j.  The MOST the game allows on the map at any one time are a total of 12 US CV of ANY kind by 6/44, 16 by 12/44 and 17 total by the end of the war.  (US ships only, of course, I'm not talking Brits.)  If the Allied player loses only 3 US CV, he will get one LESS than historical, since 17 + 3 = 20 and 21 US CV apparently served in the Pacific.  And it would be kind of hard to lose 15 by a year before the end of the game, so as to exceed the 1946 total of 23 Essex plus 6 earlier CV plus perhaps 2 Midway  don't you think?  (The 24th Essex, Oriskany, wasn't finished until 1950 although launched in 1945.) 



CHECK REPLACEMENT POOLS (F7). 

 

a.  Replacement pool planes can be used to replace air groups with different planes.   After clicking on an air group, use the CHANGE option to access the possible replacements from the pool.  If the air group remains at a base with ample supply and the aircraft pool has the type of aircraft available for a particular group, it will gradually fill out (replacements). 

 (As an example, you can always replace Hudsons and Sunderlands with Catalinas, but you cannot add new patrol squadrons until they show up at one of the reinforcement bases.  Check Calcutta, San Francisco and Sydney to see if there are any reinforcements there.)  

Page 51 says land based air groups (LBA) can receive a maximum of 10 aircraft per group per turn as replacements.  It is usually less.  It can take a long time to build an air unit up to full strength.  A table also shows the supply cost for each type of replacement.  Air groups on remote islands will continue to take on replacement aircraft as long there are supply points to spend. 

 

b.  The highlights on the planes don't mean anything, it was just used to make for easier reading.  On the aircraft replacement display, every fifth line is highlighted to make it easier to read.  The data space set aside for aircraft names did not allow completely spelling out of P�38F Lightning and SB2U Vindicator. 

 

c.  Air groups in San Francisco and other reinforcement areas can be air transferred or shipped to different bases by ship.  New air groups that enter at San Francisco or elsewhere often only start with 4 aircraft.  Small groups of planes that show up may be reinforcments or the return of destroyed/disbanded air groups. 

New groups show up with 3�4 planes.  What your factories are producing has nothing to do with what shows up.  You may have a group of P�40s that show up in '43 when you do not have a single P�40 on the map or in production.  They are now waiting for the P�47 to go into production so they can switch (meanwhile they are training). 

Put these groups on Training missions as soon as they arrive.  Move the air groups to San Diego, Seattle, or Los Angeles if San Francisco gets above nine air groups.  Be sure to put those units on training missions as they fill out.  When they grow to 50 for Army fighters, 40 for Army bombers, and 30 for Navy/Marine air groups, load those groups on cargo ships and ship them to the bases you want them to operate from. Leave the new Allied air groups at the West Coast ports until they fill out.  Use similar tactics in India and Australia also. 

 

d.  Historically, the Marines converted most of their VMSB squadrons into VMTB squadrons during 1944.  This happens in the game and may be reconsidered later versions.  At this stage of the war, ground support was more important than bombing ships and Avengers were better in that role.  Also, by 1944 American torpedo performance had improved dramatically. 

 

e.  The Japanese Oil Reserve is displayed when you view the Aircraft Replacement Pools.   To find out the OIL & RESOURCE levels press the F7 key � they are displayed at the bottom of the screen.  Unless OIL & RESOURCE centers are isolated, the routine convoy system will automatically ship the entire production of those centers back to Japan every week.  

Supply and Fuel points are moved around on land automatically and slowly from hexes that have high levels to hexes that have low levels.  Players have no control over this.  

As an example, the transportation links between India and Burma are almost non�existent.  The supply movement through heavy jungle is very slow.  Historically the Burma Campaign turned into a stalemate because neither the Japanese or British could keep a large force supplied in that area.   



1)  When oil production areas are reduced by bombing, they rebuild up to a maximum of 5.  This creates a wildly unrealistic way for the Allied player to win the game; bomb Palembang early on and reduce its oil production from 45 to 5 for the rest of the game.  This game feature is a major flaw which should be eliminated as soon as possible.  Players should voluntarily refrain from exploiting it.  Japanese players facing an Allied AI opponent should keep lots of fighters guarding Palembang. 

 

2)  Fuel IS transported directly from base to base during the Routine Convoy Phase but this is only done when the Oil Reserve falls below 3000.  The way the rules are supposed to work (but might not) is:  Heavy Industry consumes oil each week at a rate of 25 oil per heavy industry point.  Oil reserves are converted into fuel (1 oil converts to 4 fuel).  The fuel is used to stock the depots in Japan.  Fuel is used whenever aircraft fly or ships move.  If a city in Japan has fuel fall below 10,000 then 1000 will be subtracted from the oil reserve and 4000 will be added to the city's fuel depot.  Forming TF's to do transport oil or resources is a waste of PP.  Historically, the Japanese experienced an oil shortage AFTER they captured the oilfields and BEFORE the Allied subs started taking their toll.  Keeping IJN TF's in port will NOT conserve fuel.  It is a preset system for the most part.   



 CYCLE THROUGH FACTORY CITIES 

 TO SEE WHICH PLANES ARE BEING PRODUCED AND UPGRADE TO NEWER MODELS WHEN APPLICABLE (F6). 

A.  A new feature, alt/n can be used to toggle human/computer factory control.  If you do not want the computer to automatically update your aircraft production, set it to human factory control. 

 

b.  New planes usually appear in San Francisco prior to the factory availability.  When the F2M, B�29, and P�47 aircraft appear for the first time in San Francisco as air groups, with 4 aircraft in each group, they appear a month or so before they can be selected for production.  If they show up you should be able to convert a factory in a month or so to produce them. 

 

c.  If there are adequate supplies at a base and adequate numbers in the aircraft pool then your air groups should receive replacements. 

 

d.  Air groups located in HUMAN CONTROLLED bases or ships will 

NOT automatically change their type.   If under COMPUTER CONTROL, the computer automatically upgrades your air groups with new types of aircraft.  The computer will follow a historical pattern in its upgrade decisions.  The advanced models you see showing up in limited numbers are the prototypes of the new planes.  When they show up, the factories will be able to produce them soon afterward. 

 

e.  Even if your factories are under HUMAN CONTROL, the computer will still change aircraft at bases or TF's that are under a COMPUTER CONTROLLED HQ. 

 

f.  The computer changes aircraft during the game in the most historical manner possible.  The Wellington is the only British bomber that changes to Liberators.  As for other British Tactical Bombers, the Blenheims will change into Beauforts.  The Beauforts and Beaufighters will not be changed. 

 

g.  The rules are wrong about the appearance date of the OHKAs. They become available in MARCH 1945. 



h.  Hudsons convert to Beauforts.  Catalinas do not turn into Beauforts.  Beauforts and Wellingtons convert to B�24's.  B�24's don't work well shooting at ships. B�17 bombers are withdrawn for the European Theater.  The Beauforts are a better aircraft compared to the Hudsons.



 HQ SUBPHASE 

 

 EXAMINE HQ'S (ALT/F). 

 

Various Japanese Army HQ's are associated with a particular Naval HQ.  When a combat TF is formed in a port controlled by a Japanese Army HQ it will ALWAYS be attached to the Combined Fleet.  Japanese Combined Fleet HQ commands all surface combat, bombardment & air combat TF's.  When a non�combat TF is formed, it will be attached to the Army HQ's associated Navy HQ.  The 14th, 15th, 16th, and 25th Armies are associated with the Combined Fleet.  The 17th Army is associated with South Seas Fleet. 

 

LIST HQ UNITS (ALT/D). 

 

When an HQ is destroyed (such as ABDA or Malaya AG) the units subordinate to that HQ will automatically be transferred to another HQ. 

 

RELOCATE HQ's (ALT/E). 

 

a.  To relocate a land HQ (such as SWPAC):

1)  Place the cursor on the NEW location.  (The initial HQ location CANNOT be isolated.)  

2)  Place the cursor on a target base (that is under SWPAC control), pull down the HQ menu, choose CHANGE BASE and then pick SWPAC.  

3)  Next reselect the target base and pull down the HQ menu again and select RELOCATE HQ.  The HQ will immediately move to its new destination.  

You can only move an HQ to a base it controls.  If the HQ IS ISOLATED you can move the leader to a SWPAC base by putting him in charge of that base directly.  (This is how historically MacArthur moved his SWPAC and the Asian Fleet HQ back to Australia from the Philippines.) 

 

b.  You cannot move an ARMY HQ onto a TF because it cannot be located on ships. 

 

c.  Japanese players should not try to shift an army HQ's geographic area of authority away from what it was historically.  The game's AI routines will try to shift things back when on partial or full computer control.  That wastes time and PPs.  Do it only temporarily for the bases containing land units whose control you want to shift to a different HQ. 

 

d.  The Japanese Combined Fleet HQ controls most major combat task forces (TF's) regardless of where they are formed.  This means that placement of the Combined Fleet HQ is important. 

 

e.  It is possible for a base to belong to more than one HQ, even if there are more than one HQ on the base.  This can only occur if the HQ's are related to each other (such as the Japanese South Seas Fleet and the Japanese 17th Army).  Only the AI seems able to do this. 

 

MOVE HQ'S TO TF IN THE SAME SQUARE (ALT/S). 

 

ASSIGN NEW LEADER TO HQ'S (ALT/L). 

 

a.  There was a problem in early versions in that it was not possible to examine the leader of an HQ without losing the one you started with.  This has been corrected. 

 

b.  An HQ's leaders may gain experience.  They gain it FASTER if they are NEARER to the action.  Leader ratings will go up if they are involved in a lot of combat actions.  There is a very small chance that a leader will be promoted (usually the losing commander gets the promotion). 

 

c.  There are significant errors and possible bugs in the leader database.  Some leaders are never available.  Others are available only as base commanders and leave the game entirely if removed from control of that base (Admiral Matsunaga at Saigon in the 1941 campaign and Rising Sun scenario is an example � he was historically only a rear admiral then).  

Other leaders are listed incorrectly in the rules as being available 12/41 when in fact they are not due until much later.  Also Dutch leaders are only available in ABDA bases and TF's with Dutch flagships.  Another major problem is that in the beginning the Allied Central Pacific and South Pacific HQ's seem limited in the land leaders available to them; only Marine leaders and the historic and the US Army General Short. 

 

d.  Press the space bar or click the right mouse button to display the 2nd page of leaders. 

 

SET HQ CONTROL (ALT/K). 

 

a.  When you run the HISTORIC first turn, all Allied HQ's are computer controlled and the human Allied player has NO controlover what his HQ's or units will do on the first turn.  The Japanese have surprise in almost every land and sea battle during the first turn even when not using the historic attacks. 

 

b.  Carrier TF's ordered to attack ships in port will almost always ignore enemy TF's in the same hex.  Carrier TF's ordered to attack enemy TF's will almost always enemy ignore ships in port in the same hex.  It is not possible to order carriers to attack any ships at sea OR in port in a given spot.  They will almost always only do one or the other.  Sometimes they will do both but this is rare.  Players seem to have little control over this.  

The best chance of hitting both seems to be to give a carrier TF a destination of the target hex, with a different home port, a target of ships in port and set its return orders to leader discretion.  It might then remain on station and make reaction moves (maximum of one per turn) to nail an enemy TF that comes within its reaction range. 

 

c.  The key to learning the game is to pick one HQ to run and set the others to full computer control.  Gradually move the HQ's to operational control and set their objectives, etc.  You may never want FULL player control for all HQ's. 

 

d.  If an HQ is under 'Full Computer' or 'Computer Operational' control then the AI routines will automatically send reinforcement ships, planes and troops to the base where the HQ is located.  Problems sometimes originate in changing HQ's from full human control to one of the two varieties of computer control.  

As an example, the US AI sometimes gets real excited about Wake Island if the Japanese does not capture it early.  You may have to run Central Pacific Command (CenPac) on full human control in order to keep from making Wake the base HQ for CenPac, which can result in it transferring most of the Pacific Fleet and several LCU divisions to Wake.  One solution may be to transfer control of Wake Island to ANZAC or SEAC.  These HQ's do not care what happens to Wake.  

The Japanese Combined Fleet HQ has a similar fixation about Truk; it will continually attempt to protect it, or retake it, long after Allied forces pose greater threats closer to the Japanese Home Islands.  And the US AI somehow absolutely refuses to defend Johnston Island.  It seems to consistently disband any surface combat TF's sent there to protect the place, and remove airgroups based there.  The only solution to this is to set whichever Allied HQ controls Johnston Island to full human control.  Hopefully these significant AI problems will be corrected in later versions. 

 

e.  If the HQ is under 'Computer Operational' control you can set the 'target' and the AI will automatically try to capture (or defend) the target. 

 

CHANGE BASE HQ (ALT/C). 

 

One way to get more control of forces is to Change Base HQ from an undesirable HQ to a more desirable HQ, and only then begin creating TF's and activating LCU's under the control of that desired HQ.  It may be necessary to change a Base HQ before changing that Base's control. 

 

SET HQ TARGET (ALT/G). 

 

LIST HQ AIRCRAFT (ALT/X). 

 

ASSIGN HQ AIR LEADER (ALT/P). 

 

The HQ air leader should only be selected if their air rating is greater that the HQ commander.  Air HQ leaders handle air missions for that HQ's bases.  If your main HQ commander's air rating is as good or better than the air rating of the proposed air leader, do not utilize him.  Generally an air rating seems to run back up the ladder to the HQ's commander level, so a local base leader's air rating are not REAL important.  When in doubt, assign base leaders that have good air ratings in the hot aircombat spots.  

 

REINFORCE HQ (ALT/R). 

 

a.  Only the HQ that is commanding your MAIN EFFORT should use REINFORCE HQ. 

 

b.  The REINFORCE HQ routine will send ships and reinforcements to ANY non�isolated friendly base. 

 

LAND SUBPHASE 

 

EXAMINE LAND UNITS IN SEQUENCE (S/W). 

 

a.  LCU's automatically gain 1 experience point each turn until they reach 50.  Units of PHIL, DUT and IND nationality and all engineer units only gain experience up to 25.  CHIN units never gain experience in this manner.  Anything under 50 experience is a BIG risk for LCU's attacking atolls.  If the LCU's miss a leadership check (or even two) they are history if there are any decent Japanese on the island. 

 

b.  The routine convoy system should provide enough supply to keep army units at 99 readiness.  This assumes that the base is not ISOLATED.  If Adelaide comes up as a isolated base it is a bug and should be ignored. 

 

c.  There are no shore batteries in the game, though there may be in a future version. 

 

d.  U.S. LCU's:  Grey LCU's are Marines while white units are U.S. Army. 

 

e.  When invading Japanese home islands watch out for 'militia'.  ALL the Japanese home island bases will create new 'militia' units in their hex after the Allies take one.  The only way to stop this from happening is to have enough LCU's in the port over a certain strength so the militia units do not form.  As an example, the unexpected arrival of the Japanese LCU's at Sasebo indicates the presence of 'militia'.  You must garrison bases in Japan to prevent the militia from retaking them.  The militia can show up whether the base is garrisoned or not.  The population of Japan never becomes passive.  This is an undocumented feature. 

 

f.  Shifting control of land units from one HQ to another is a cumbersome process.  You can change the HQ commanding LCU's by changing the base HQ to the desired HQ with the ALT/C command, then activate the LCU's you want to be attached to the desired HQ.  The land unit first has to be inactive.  If the LCU is already activated, deactivate it with the activate command, then reactivate it with the same activate command. 

Always FIRST transfer control of the base the LCU is on to the desired HQ and THEN activate the unit, at which point it should show up as being attached to that HQ.  Reinforcements must also FIRST be removed from the base where they arrived to do this, as they generally arrive at a RESTRICTED home area base HQ where base control cannot be changed.  Failure to follow these guidelines will result in an HQ having units all over the Pacific and significantly reduce LCU's effectiveness in battle. 



g.  There is no "depot/factory" available when the troops are outside a base. They have no supply depot in that situation, so all you can do is bombard the troops. Any supply they get goes to maintaining their readiness and does not go to building up a reserve. 

 

DIVIDE UNITS AS NEEDED (D ON UNIT DATA DISPLAY). 

 

a.  Dividing an LCU will decrease its combat effectiveness.  Prior to separating an LCU division, increase it to an oversized division. 

 

b.  Fractional LCU's that are stacked with their parent LCU may recombine with them automatically during the supply phase.  Another method to reassemble divided divisions is to load both pieces onto the same TF, then unload them somewhere or just leave them at the same base for awhile.  They will recombine eventually. 

c.  The NEW unit you create when dividing an LCU should only receive replacements when it fall below 30 squads while the parent unit (original cadre) builds back to full strength. 

 

d.  Engineers DO NOT need to be activated in order to build airfields and ports. One of the most important facts, and you will NOT find this in the manual, is any base that is not at it's limit for airfield size will get a single BP (build point) towards the next size as long as there is a FULL size (100 squad) Eng. unit stationed there.  Supply level has NO affect on this "automatic" increase. 

In ADDITION to the above, for each 100 squad Eng. unit at the base and if there is a least 1100 supply they will ALL contribute a single build point to the base.  What this means is that the ideal number of Eng. units for expansion is either 2 or 4. 

Two full size units will expand the airfield size every other turn and four full size units will expand the airfield EVERY turn as long as the 1100+ supplies are present. And in case you are wondering, 8 units will increase the base TWO full jumps in a single turn (need 1200+ supply I think).  After the airfield expansion, the squads "roll" as per page 49 of the manual for port increase.  Once the airfield size is at it's maximum, the Eng. units are no longer divided by 4 for the port roll and the ports are expanded just as quickly. 



So the important points are: 

1) Keep the engineers at full size � 100+ squads. 

2) Divide and recombine the SBF's until they are at 200+ squads so they will not miss the "roll" page 49. 

3) Keep 1100+ supplies at the base every turn. 

Oversizing the units will not matter in the BP's produced, ie, a 200+ engineer squad does NOT produce two build points. There is no carry over to the next size for left over build points.  Readiness does not seem to matter in the performance of the building process. 

 

ACTIVATE ALL LCU's THAT WILL BE LOADED, MOVED, OR ATTACK 

     (A ON UNIT DATA DISPLAY). 

 

a.  If there is a '$' sign next to the unit then it is NOT ACTIVATED.   LCU's are automatically deactivated at the end of the execution phase.  For them to attack enemy LCU's between the time you activated them and the end of the phase, several conditions must be met:  there has to be enemy LCU's/bases in the same area, sufficiently high odds or have an aggressive leader assigned.  

To achieve numerical advantage, you need men, good troop quality and good readiness.  If a LCU is under 50 readiness it probably will not attack. 

 

b.  The Chinese LCU's are a good example of poor leadership and readiness.  There is only one leader in China.  You cannot change leaders there.  Chinese HQ's are examples of the restricted HQ's.  It costs 120PP to activate a division or army attached to that HQ.  If your troop experience is less than 50, and you do not have a really good leader, your LCU's may be virtually useless (read p. 35 of the manual). 

 

c.  Activated LCU's may still not attack if the odds are bad.  However, if the LEADER passes an aggressiveness roll they will attack at any odds.  If your leader is not aggressive AND has fails experience checks, then you may not have a sufficient advantage to initiate an attack.  There are 3 leader rolls involved in each land combat.  

The failure to pass a leader roll when low quality LCU's are involved may result in the units 'failing to fight'.  This would explain why a 52 squad LCU failed to fight in one battle and while only a 2 squad LCU fought in the next battle. 

 

d.  If you activate LCU's while your HQ's are low in PP, your readiness will be halved, further curtailing your offensive firepower.  You may activate LCU's without the necessary PP but you will lose half of the LCU's readiness in the process.  This really hurts the Japanese ability to attack in China and is quite realistic. 

 

e.  An attack by LCU's uses a number of PPs equal to the land leader's land rating.  If there are not enough PPs, there may be no attack.  This also hurts the Japanese ability to attack in China.  If the "on the spot" commander fails an aggressiveness roll (random (10) less than aggressiveness), then he will be bypassed as commander and the commander of the controlling HQ will take charge of the hostilities.  This means the leadership duties will shift up the chain of command.  (See page 33, paragraph 4). 

 

f.  To get the Japanese to retreat you need 125:1 odds.  They are tenacious units, and this IS historical.  They don't surrender.  It is tough to get heavy damage in jungle when the effects are divided by NINE. 

 g.  Sometimes you may see only 2 squads attack or defend.  Look closely at the 1st paragraph in column 2 on page 35.  If the LCU fails both its experience check and its leader check then its readiness may be reduced to 1.  This happens when poor LCU's are lead by poor commanders. 

 

h.  Check the rules on page 41:  Special Headquarters Movement Restrictions.  LCU's subordinate to restricted HQ's (ANZAC, West Coast, China AG, Kwantung and Imperial GHQ) pay 10 times the normal activation cost.  When activated, these units do not change their HQ.  SOME LCU's may NOT be loaded onto ships.  You can move the LCU's in their home country but they take x10 PP to activate.  These rules are necessary in order to keep the Japanese from pulling all their forces out of China and Manchuria, and the Allies from pulling their "Home Defense" forces out of Australia and the U.S. 

 

i.  At various times during the game, ANZAC LCU's will be transferred to the SWPAC HQ.  To determine when ANZAC units have switched to SWPAC, click on the LCU as if you were going to activate it and look at the HQ's they are attached to.  If it is ANZAC, the LCU is tied up in home defense duties.  If it is SWPAC, the LCU is released to go fight outside their home country.  

To ensure the ANZAC LCU's transfer occurs, you may need to put the Southwest Pacific HQ under computer control for one turn (either operational or total control).  You will need to do this each time an ANZAC LCU is scheduled to be transferred to SWPAC.  (Until ANZAC releases LCU's, take a division from Central Pacific Command, break it into smaller units, and use them to garrison the Solomons and New Guinea.)  When an ANZAC LCU activates it will switch to SWPAC control and may arrive as a reinforcement in Sydney.  

Listed below is the ANZAC transfer schedule: 

 

1)  Apr 42 1st AUS Engr. 

2)  May 42 7th AUS Inf Div. 

3)  Sep 42 6th AUS Inf Div. 

4)  Nov 42 9th AUS Inf Div. 

5)  Jul 43 3rd NZ Inf Div. 

6)  Aug 43 8th NZ Inf Bde. 

 

j.  In the last year of the war the Japanese started transferring divisions out of China and Manchuria for use in the Western Pacific.  The divisions transferred out of China will show up in Shanghai (probably attached to 14th or 35th Army).  The divisions transferred out of Manchuria will show up in Port Arthur. 

 

k.  When an LCU is ACTIVATED it will become attached to the same HQ that controls the base.  This is not true for LCU's that are attached to RESTRICTED HQ's (such as ANZAC). 

 

l.  Inactive LCU's will always DEFEND in land combat.  Activating in LCU does not help its performance while defending. 

 

m.  A computer controlled HQ may activate some of your LCU's. 

 

n.  The gung�ho 1st Marine Division is influenced by a 'minor' bug which keeps the readiness of the LCU active.  However, this should have been fixed in later version updates.

 

o.  LCU's can receive a maximum of 20 squads per turn as replacements if not isolated.  Thus if a division takes 50% losses in combat it will take 6 weeks to rebuild it to full strength. 

 

p.  Look at the type of terrain enemy LCU's are in.  Heavy jungle and jungle terrain reduce bombardment effects drastically, so does entrenchment level.  Japanese jungle defense is really hard to beat.  Weekly air strikes also do not impact much on jungle defenders. 

 To destroy Japanese LCU's you need lots of experienced LCU's, air strikes and shore bombardments.  If the enemy units drop to a readiness of 9�15% they are being affected.  Do this turn after turn and you will see the odds climb until the magic 125:1 odds shows up and the defender will be gone. 

 Another secret to getting Japanese troops out of the jungle is to cut their line of supply.  This usually requires a surface combat TF on station in the hex.  It does not have to be a good TF, use PT's or DD's or CA's when enemy air is around.  Once their supply is cut, 3 or 4 divisions under a good leader can usually get 125:1 odds in 3 or 4 turns. 

 

q.  If your LCU's have gotten into a battle with enemy units, you CANNOT change their controlling HQ's UNTIL they have captured the enemy base.  When you capture the base, an HQ is selected by the computer. 

 The HQ that is selected by the computer for the base is the same as the one the lowest numbered LCU (in the game's database) is attached to.  

The captured base gets assigned to that HQ at the end of combat phase.  Next turn, if you check your units, they will still have DIFFERENT controlling HQ's.  What you can do is look at the captured base, decide which HQ's the base should belong to, change BASE HQ if necessary, and then activate the LCU's to get them all assigned to that HQ. 

 

r.  After combat or movement, you can activate a unit again to return it to an inactive status.  You can use that technique just after capturing a base.  This makes LCU's have the same appropriate HQ's.  If the enemy is still in a base hex, after you capture the base, you can activate your LCU's to turn these units back to inactive status so they can dig in and wait for the supplies to roll in and restore their readiness. 



s.  It appears that only the experience rating of the land unit on the top of the stack in a hex is used for the experience check at the beginning of a land combat phase.  If a unit with a low experience rating is on top of the stack, its experience rating will be used no matter how good the other units in the stack are.   

As an example, the British player should always arrange his forces so that a unit with an experience rating over 50 is on the top of any stack that is going to fight the Japanese.  It also means that divisions will always be higher in stacks than non�divisional units, because their database ID #'s are lower. 



ASSIGN LEADERS TO LAND UNITS (F1 ON UNIT DATA DISPLAY). 

 

a.  If there are LCU's belonging to various HQ's at a location and there is no onsite leader then the leader will be chosen randomly from among the represented HQ's. 

 

b.  Allied land leaders cannot command an amphibious assault � only the naval leaders of transport TF carrying the attacking troops can affect the initial landings.  If enemy resistance continues then an Army/Marine commander can be assigned to the base on the following turn.  

Japanese HQ commanders command the troops making amphibious assaults (the aggressiveness of the Japanese naval leader commanding the transport TF is vital in determining whether the TF turns back under air attack though). 

 

c.  Both Japanese and Allied leaders have an equal chance of becoming casualties.  Leaders that are wounded in action will be unavailable for 6�12 months while recuperating.  The game system seems to inflict unusually high losses on friendly leaders from friendly air attack on enemy LCU's in the same hex, so be careful. 

 

d.  To see the available leaders, check the land units under the control of each Allied HQ by pressing W on a ground unit under the control of each HQ and then press F1.  Press the space bar to see more leaders if the screen is full. 



e.  Your HQ leaders should have the highest land ratings available.  This also includes naval HQs.  

Your TF and base commanders should have high aggressiveness ratings so they will contribute more often to the conduct of a particular battle.  This is especially true for carrier TF commanders;  Halsey with an aggressiveness of 9 is far more useful as a carrier TF commander because he will contribute his 7 air rating to carrier battles 90% of the time, as opposed to 60% of the time for the next best Allied carrier leaders, Mitscher and Spruance.  

As an example, almost always appoint Kinkaid as commander of the South Pacific (SoPac), with Fitch or McCain as his air leader, in lieu of Halsey.  Kinkaid has a land rating of 4 to Halsey's 3.  If you keep Halsey as SoPac commander, you should not have a SoPac air leader.  Halsey is the best air leader the US has. 



f.  The skill rating of the leader on the spot is used when he passes his aggressiveness check.  If he fails, the skill rating of the appropriate HQ leader is used.  If the base/TF leader fails the aggressiveness check and there is no HQ leader, the base/TF fights as though it had a leader with a skill rating of 5.  



MARCH LCU's OVERLAND (ALT/W). 

 

a.  Marching (or retreating) to another base requires the LCU to start with at least a 50 readiness. 

 

b.  LCU's may not move from a hex containing enemy units to another hex or base controlled by the enemy (whether or not the latter contains any LCU's) unless they have 125�1 superiority in the hex they are leaving. 

 

c.  You also cannot march an LCU from an enemy occupied/controlled base to an enemy controlled/empty base and capture it.  CURRENTLY LCU's can ONLY march to a connected location IF either the starting OR ending location is FREE OF ENEMY LCU's. 

 

d.  The game system fosters holding attacks.  Moving a LCU into a hex containing enemy units pins them down there.  An AI group of enemy LCU's dug in on a large island with march paths, like Rabaul or the Philippines, can resort to sneaky tactics to force base hopping.  After you obtain a toehold base with 7�8 friendly LCU's, the AI opposition may retreat one turn to another base, then advance back 1 or more units effectively preventing your advance.  To prevent this, invade behind the AI forces to pin them down and prevent retreats and/or end�of�turn advances. 

 

e.  The marching paths in New Guinea are not exactly correct.  Some parts of the island must have amphibious assaults to get to bases.  Many New Guinea bases can be reached by marching from one to another.  You cannot march to an enemy occupied base if there are enemy units in the base where you are trying to march from. 

 

CALL FOR IMMEDIATE SEALIFT FORCES (ALT/T). 

 

AIR SUBPHASE 

 

CHECK ENEMY (AZOC) (ALT/Z). 

 

a.  Each time an undetected TF enters an enemy AZOC it will trigger searches and attacks by all enemy air groups in range.  This point is very important because of the way TF Preparation Points (PP) work.  The best way to drive off an amphibious invasion is to hit the transport TF carrying the LCU's with as many separate airstrikes as possible, because each airstrike reduces the TF's PPs by 9.  A transport TF reduced to few or no PP will likely retire or fail to unload. 

 The airstrikes need not be strong; what counts is making them numerous.  This means that you should spread your airgroups around on multiple bases within a small area, preferably each with a bomber and a fighter squadron (tactical, dive or torpedo bombers preferred), and with a Patrol squadron covering them all.  If the HQ for that area does not have an air leader, assign local leaders with air ratings of 3+ to each such base. 

 You'll be surprised how effective Allied airpower can be in defending Malaya, Java and Sumatra from Japanese invasions in this fashion in 1941 and early 1942.  The counter to this is to reduce or eliminate the AZOC's with massive airstrikes (6+ bomber and fighter squadrons in a single raid) or naval bombardments by surface combat or bombardment TF's with 4+ heavy cruisers or better.  

It may be necessary to pound defending airbases in this fashion for several turns before a transport TF can get through.  The weakness of this air defense tactic is that you need really strong airstrikes from a single base to hurt enemy combat TF's.  Those rarely turn back under air attack.  

It is difficult to hurt enemy combat TF's if you spread your airpower around on multiple bases to maximize the number of strikes to reduce amphibious transport TF PPs. 

 

b.  Air Combat TF's will only cancel enemy AZOC if THEY ENTER THEM.  The AZOC will be cancelled AFTER the Air Combat TF triggers any reaction combat or movement.  As an example, in order to perform an effective amphibious assault in an enemy AZOC, you may need to send a Combat Air TF to the enemy base and set the STANDOFF RANGE to ZERO.  This may (but might not) CANCEL the enemy AZOC.  Your transport TF's might then follow and may be immune to reaction air strikes.  Of course, your carriers will have to withstand the full brunt of enemy airpower. 

 

c.  After an enemy naval force retires they can no longer be targeted by aircraft in the normal combat phase � they may only be subjected to reaction attacks as they move towards their home port. 

 

CHECK WHICH FRIENDLY BASES ARE EXERTING AZOC (SHFT/Z). 

 

a.  If you have good air cover in an area, any enemy TF's entering your air zones of control (AZOC) will have a good chance of running into any reaction forces you have sitting in port.  Repeated bombing of a base will reduce the effectiveness of it's AZOC.  A group of aircraft may not be enough to generate a AZOC at a disrupted base.  Try moving more bombers to the base and see if a AZOC appears.  AZOC exerted by TF's are not shown (either friendly or enemy).  Only LBA AZOC are displayed. 

 

b.  All TF's are much more vulnerable to enemy aircraft, both from carriers and land bases, when they are not covered by friendly Patrol squadrons' AZOC. 

 

c.  The most important aircraft in the game are the patrol (reconnaissance) bombers.  Patrol planes do not do anything but patrol. [...and attack submarines.]  Just move them to a supplied base and they will start to patrol.  They locate enemy TF's, reduce the effectiveness of enemy submarines and greatly enhance the effectiveness of combat aircraft on bases containing the Patrol units (apparently including air defense).  

You should IMMEDIATELY move a Patrol air unit onto any newly conquered base.  It will then exert AZOC as well as providing targeting information concerning enemy TF's. 

 

d.  Fighters DO NOT exert an AZOC but fighter�bombers DO. However, friendly fighter AZOCs DO cancel enemy bomber AZOCs. 



e.  There is a fresh reaction roll everytime an enemy TF enters a new AZOC. Keep in mind that bases exert more than one AZOC, depending on the type of aircraft.  A base with patrol, tactical bomber and fighter aircraft exerts three, not one, AZOC, though only the patrol AZOC will appear on the screen.   This means that it helps to have more but weaker airbases exerting different types of AZOC around a carrier TF that you want to have make a reaction move. 

 

f.  Enemy fighter AZOC, both from land bases and carrier TF's, can negate friendly AZOC.   

 

EXAMINE AIRFIELDS IN SEQUENCE (Z OR A). 

 

a.  The most important step in improving air bases is to get it from size 1 to size 2 (using an engineer unit).  This changes a base which can only handle one patrol squadron to a base which can handle two fighter, fighter�bomber, dive or torpedo bomber squadrons plus a patrol squadron.  

The next is from a size 3 to size 4, because that lets tactical and heavy bombers operate there.  Building bases up to an airfield level of 4 allows you to stage bombers from the U.S. to Australia, and points in between, by successive air transfers from base to base.  Also, the bigger the base the more aircraft that are active in your squadrons. 

 

b.  The larger the airfield rating of a base, the harder it will be to destroy aircraft at that base.  The high airfield rating implies MORE air strips and a better ability to disperse the air groups. 

 

c.  The engineer construction rate of airfields is unpredictable.  Some airfield levels may increase from two to six in eight weeks while other bases with more engineers, supply, and better terrain may take up to three to four months.  The key is to have 1000 supply points available for construction. [ Multiple engineer units accelerate construction rate.  See above.

 

d.  The maximum size for a land based fighter group is fifty aircraft. 

 

e.  The big�wigs in the Pentagon plan to send all B�17s to Europe starting late 1942. 

 

SET PRIORITY TARGET BASE (B). 

 

a.  To set a priority air target, hit 'B' while on a friendly airbase.  The screen should then show up that asks to click on an air target, or hit 'C' to cancel a previous air target.  That should remove old air targets. 

 

SET MISSIONS (D, N, NI, SA, OA, AB, T, D ON AIR UNIT DISPLAY). 

 

a.  When viewing air groups, following the group name/number there is a designation in parentheses such as (D�USA) or (T�USMC). 

"T" designates a Training unit and only holds four aircraft each. 

"D" stands for Day Combat,

"NI" stands for Naval Interdiction, and so on.  

(D�USMC) at the top of the air group display the 'D' stands for DAY mission (T=Training, N=Night, etc.). 

 

b.  You are not required to set a group's air mission.  All groups will start with a mission already set � usually Day Combat.  If nothing is next to the air group data on the display then the group has a Day Combat mission.  An air group will remain active and perform it's assigned mission every turn without spending PPs every turn. 

 

c.  If you set tac�bombers or attack planes (not fighters) to Naval Interdiction, they will intercept spotted TF's that are in range IF they have enough supply and fuel to do so.  Air groups with Naval Interdiction missions should only attack naval targets.  

Example:  a carrier has F4Fs, SBD's and TBF's � if the SBD's have an NI mission then only the F4F's and TBF's would be allowed to attack an airfield.  The TF's target priorities would not override this.  You can control this somewhat when CV's launch planes.  

Set the reaction range to 1 or 2 after giving them a destination, and they won't attack until within that range.  

American and Japanese ARMY bombers will not attack ships unless they have a Naval Interdiction mission.  Bombers with NI missions should perform reaction attacks against enemy TF's that enter nearby AZOC.  



d.  When torpedo bombers and Bettys attack from MAXIMUM range they will carry bombs instead of torpedoes.  This does not apply to TBD's (Avengers). 

 

e.  Air groups with Training missions will not perform any combat.  They should be moved to the rear areas. 

 

f.  There is no reason to put patrol aircraft, such as seaplanes, on Night missions. 

 

g.  With the exception of HEAVY BOMBERS, land based bombers are reluctant to fly daylight missions against targets defended by CAP unless they have a fighter escort or very good.  The mission may get scrubbed. 

 On LBA attacking TF's:  the airbases need several things to detect, locate and attack a TF: 

 First, they need to be well supplied with supplies AND fuel.  When the gas is gone, they don't fly!  Second, the airbases need to be protected from enemy airstrikes.  (Those 2 **'s behind the name of a base means severe air disruption, reducing all flights from that base.)  

Third, a patrol group is critical.  The more patrol groups that can see an enemy TF, the greater chance there is that LBA will attack them.  

Fourth, of course, you need planes that will attack TF's.  Tac�bombers will do it, but naval airgroups (dive and torpedo bombers) do the best job.  Fighters will perform sweeps over enemy TF's and will strafe non�combat units, and tac�bombers will occasionally attack, but dive bombers have the best accuracy rating.  

A good HQ leader is useful to keep the reinforcements coming, too. 

 

h.  At close range (2�3 hexes) the air bases put up a few fighters (4�8) over any TF.  If you do not want fighters to move away from their airfield, put them on naval interception (NI) missions.  Fighters may provide CAP over the base.   Fighters will not strafe/attack COMBAT TF's.   The only mission they will perform, other than CAP, is strafe/attack are NON�COMBAT TF's. 

 

i.  Transport aircraft, at a well supplied base, can airdrop supplies to ALL undersupplied units.  They can supply up to two times their normal aircraft travel distance.  Transport aircraft can airdrop supplies up to their maximum allowable distance to LCU's (to increase their readiness up to 49%) located with an enemy unit.  This is handy as long as you can neutralize the AZOC.  Transport aircraft will not drop supplies into an area covered by an enemy fighter AZOC.  Transport aircraft supply function is controlled by the computer. 

The combat system in Pacific War required that aircraft ordnance be automatically selected by the computer according to range/type of target. Japanese NAVAL bombers are better off attacking ships with torpedoes so the computer ALWAYS selects this weapon.  Japanese transport aircraft that may show up on the Allied side may be the result of the 'data contamination' bug.  Version x12 in the Library is intended to fix that bug. 

 

j.  Changing an air group's mission requires PPs.  If you do not have enough PPs, the mission can be changed but all the aircraft in the group become damaged. 

 

k.  Fighters over their own bases perform almost 3 times as effectively in kill rates. 

 

l.  Night mission bombing allows one to attack strategic targets without encountering swarms of daylight interceptors.  The flak is halved and CAP is limited to those fighters assigned Night missions.  You can reduce supply capability to Rabaul (neutralize it) by the use of night bombing with B�17s.  Night raids by large numbers of B�29s can cause terrific damage to the Japanese cities late in the war.  The Japanese can also use well trained Betty groups (experience 80+) to attack Allied TF's at night and avoid CAP. 

 

m.  ARMY bombers will never attack ships unless they have an NI or SA mission assigned to their group.  Army Air Groups will also not attack LCU's if they have an NI mission.  Set your airfield target priority to Ground Attack to guarantee that bombers will attack LCU's.  Aircraft do not have their range multiplied x1.5 when attacking LCU's.  See the data card comments for page 21. 



n.  Random forces come into play in determining WILL THERE BE A REACTION AIR STRIKE.  Once it is determined that there will be a reaction strike then all ELIGIBLE air groups will fly the mission.  More random forces come into play in determining HOW MANY AIRCRAFT IN A GROUP WILL FLY THE MISSION. 

 

o.  Japanese ARMY bombers are not well suited to defending island bases. When attacking ships they will only carry 250kg bombs and their accuracy will be reduced (Japanese Army pilots seldom received any training in locating or attacking naval targets). 

 

p.  The higher the experience level of your air groups the better they perform.  If your experience is below 70 you will not do very well.  Try putting some of those groups on training missions in your rear areas, or don't deploy the groups to the battle area until they have a 75 � 80 experience rating.  Taking losses may also keep your experience down as you receive replacements. 

 

q.  Airgroups can attack supply depots and airfields within 150% of their rated range but can attack LCU's and task forces only within their normal rated range.  This means that a Lily with a range of 4 can attack supply depots and airfields at ranges of 6 but LCU's only at a range of 4.  

Note that it is almost impossible to bombard the US supply depot on Bataan with aircraft unless their bases are out of normal range.  There are usually so many US LCU's in Bataan that the program will have all airgroups attack the LCU's rather than the supply depot no matter what the base target is.  This means that 4�hex range Lilys must be based on Formosa (Takao or Chilung) if you want them to attack the Bataan supply depot, with Sallys being based on Okinawa.  Hopefully this problem will be corrected in a future version. 

 

r.  The ranges for planes on naval strikes are cut back to account for forming up, searching, and waiting their turn to land on the carrier/airbase. The planes have their correct range when they attack land targets. Zero fighters have a range of 6 while most Japanese tactical bombers (naval Bettys & Nells, Army Sallys & Helens) have ranges of 5�9. 

 The most effective anti�shipping weapons are land�based air (LBA) units � the US SBD Dauntless dive�bomber and the Japanese G4M Betty tactical bomber.  Dive�bombers are the most accurate anti�shipping planes (accuracy 9) and SBDs can deliver the devastating 1000 lb. bomb at 2 hexes range or a 500 lb. bomb at 3 hexes range. 

 Bettys have a range of 9 hexes, an accuracy of 7, and can sometimes carry torpedoes.  American SBD dive�bombers using 1000 lb. bombs can really hurt Japanese battleships. 

 Battleship TF's seem excessively powerful in this game so it is essential for the Japanese to sink most of the old US ones at Pearl Harbor on the first turn.  Large battleship TF's have high anti�aircraft ratings which greatly reduces the effectiveness of air raids.   US battleships are almost invulnerable to Japanese 250 kg. (550 lb.) bombs.  

Torpedoes are more effective but torpedo bombers are exceptionally vulnerable to AA fire.  Vals and Kates can attack at 4 hexes range only with 250 kg. bombs.  Val divebombers always use 250 kg. bombs.  Kates use torpedoes at ranges 0, 1 & 2 but 250 kg. bombs at range 3.  Japanese planes do have a longer range than the US planes and will keep this advantage throughout the war. 

 All TAC�BOMBERS in the game that attack with BOMBS are assumed to be skip�bombing. The aircraft accuracy of all TAC�BOMBERS is the same. Thus a B�25 and a Betty both have a ship attack accuracy of 7. 

The Type 99 No.80 Mk.3 HC bomb was the Japanese Navy's heavy "General Purpose" bomb.   This bomb was used throughout the Pacific.  The Type 99 No.80 Mk.5 AP bomb was used only at Pearl Harbor and was replaced with the redesigned Type 2 No.80 800kg AP bomb in 1942.  

800kg bombs also added in version X14 and X15, making contact with the IJN more risky.  The IJN planes will use torpedoes if they can carry them and if the range is advantageous to use them, but at very close ranges (1�5 hexes) they will carry 800 kg bombs (if possible) about 50% of the time. 

 

s.  Air squadrons from your base fight in the order that they are listed at the base:  first squadron A fights the enemy, than B, then C, etc.  As an example, Allied squadrons are ordered in the following manner:  USMC Ftr, USMC Bomber, USAAF Ftr, USAAF Bomber, Commonwealth Ftr, Commonwealth Bomber 

 

What does this mean?  If you put USMC bombers with Commonwealth fighters, for example, the fighters will not protect the bombers:  the enemy does not have to fight through your Commonwealth fighters to get to the USMC bombers because they see them straight away. 

 

t.  Set fragile Bettys to NI (naval interdiction) missions to  keep them from hitting defended enemy bases and taking horrible  losses. 



u.  After the poor performance of level bombers vs ships early in the war the Japanese lost confidence in this form of weapons delivery.  Late in the war, big WARHEADS are factored into twin engined kamikaze aircraft. 



v.  ARMY pilots have their experience modified when attacking ships. Their experience rating is squared and then divided by 100. Thus the LOWER an ARMY�AIR GROUP'S experience the greater the loss of effectiveness in attacking naval targets. IJN, RN, USN and USMC air groups do not have their experience modified for attacking ships. 



w. Ground units that are entrenched are not "immune" to air attack but more than 40�60 bombers are required to have an effect.  Send about 100�200 bombers and watch the result. You should get "heavy" to "massive" results then.  Aircraft experience also goes up which is a standard tactic to increase air units' experience. 



x.  Air units on NI will not search or attack subs.  Japanese naval air units (TB, T, DB), patrol craft and American naval air (DB, T) will search and attack subs.  Fighters on both sides will not attack subs.  



TRANSFER AIR UNITS (ALT/A). 

 

a.  Adding a patrol air group to an airfield should not count  toward the maximum allowable number of units.   As an example, a level four airfield can have four air groups, not counting  transport or patrol planes, and each air group can have up to forty undamaged active aircraft.  But if there are already four air groups at the airfield, you cannot add another  non�patrol/transport airgroup (even if all four of the others are patrol/transport). [This problem appears to have been fixed in later versions.]  In order to add a non�patrol/transport air group, move out one group to reduce the number to three, transfer the non�patrol/transport group to the airfield and then bring  back the patrol/transport unit.  This appears to apply with all  sizes of airfields. [ Alternate method:  Save the turn.  Exit the game.  Restart and load the turn.  Apparently the database occasionally requires "refreshing". 

 

b.  The only aircraft that can be based at a size 1 airfield are Patrol types. 

 

c.   Air groups may be moved around within China (those bases attached to China Exp. Force).  However, air group may not transfer OUT OF or INTO China or Manchuria.  Any airgroups sent to China or the Kwantung Army can't come out unless you move them with PW Reports. Also, air groups in China and Manchuria will not be allowed to disband.  

Keep your air groups out of the China and Kwantung areas or you will lose control of them.  This is not really a bug, but a necessary side effect of the restricted HQ functions. 

 

d.   Only heavy bombers and patrol bombers can fly directly to Oahu from San Francisco (SF), so if you have maxed out Oahu already, only the patrol planes will be allowed to go there.  [Later versions of the P-38 Lightning can fly directly to Oahu.]  Move some planes from Oahu to the other islands, then try again.  If the heavy bombers are not transferring, look at the size of the airport they are going to.  A size of 4 or greater is needed to put the heavies there.  The shorter ranged planes (Dauntless, P�40, etc.) must be loaded on a MCS or CS type ship to move across the big ocean gaps.  They will show up as damaged at their new port when the TF gets there, but repair quickly.  CS type ships will unload the planes and have them ready to go immediately. 

 

e.  You can only get the nuclear mission as the Allies, and only starting in August 1945. 



f.  You cannot split squadrons or remove air groups from CVs. 



UPGRADE OLDER PLANE TYPES (C ON AIR UNIT DISPLAY). 

 

a.  It is not possible to disband all the air units in China and have them reappear in Tokyo 6 months later for reassignment, nor is it possible to reequip them with biplanes to free up more  modern types for the force pool. 

 

b.  You may not want to convert all of your Japanese carrier fighter aircraft A6M2 Zeros to A6M5 Zeros when they become available in 1943.  The A6M5 Zeros are fighter�bombers.  When they bomb airfields or TF's, the A6M5 may suffer horrendous losses due to flak.  The A6M5 may be only an adequate bomber when attacking units with minimal flack protection.  A6M2s are also fragile, are more prudent vs. ground targets.  They are fine for defensive purposes if you are not doing well.  You should keep one AC TF equipped with A6M2 for offensive purposes.  You should also keep some ground based squadrons of A6M2s.  Otherwise, Bettys and Peggys will attack TF's without escorts during reaction air strikes. 

 

c.  If you want older plane types upgraded to the more numerous, newer types, you have to do it manually.  Optimally, your pools of older types will be large enough, when you cease production of those types, to carry your air groups through until you phase in the newer aircraft.  I found that as the Japanese, it wasn't hard to achieve this balance - although I had simplified my task by not producing some types at all. 

 

d.  If the IJN, dump the Lily ASAP, since it costs more to produce than do Sonia's and Mary's, and there is little to choose among the three types otherwise.  My personal favourites were the Mary, Nick, Sally and Helen (and later of course the Peggy and Frances).  The Nick's are great because you can fly them from small, forward airbases (Airfield rating of two or more will support Nick's). 



e.  Convert B-25s to Wellingtons and they may convert themselves into B�24s.  That isn't a bug. Sometime in 1943 all Wellingtons get converted to B�24's. Try changing to Human control and it shouldn't do that anymore. In one scenario, a fully developed Andaman Island base of Wellingtons held off repeated invasion attempts, and all of a sudden they became B�24's!  Needless to say, Liberators weren't as good at stopping invasion attempts, the island was captured. 

 

TRANSFER AIRCRAFT FACTORY CONTROL 

    FROM COMPUTER TO HUMAN OR VICE�VERSA (ALT/N). 

 

a.  Alt/N can be used to toggle HUMAN/COMPUTER factory control.  If you do not want the computer to automatically update your  aircraft production, set it to HUMAN FACTORY CONTROL. 

 

b.  Players should shift the production numbers of each type on an as needed basis while keeping at least one factory producing some of each type.  There will be times when a given type is taking exceptionally heavy losses and its replacement pool shrinks dangerously so it is important to keep one of each type in production. 

 

c.  Do not transfer all Japanese fighter production to Zeroes (a Navy fighter), even though the Japanese Army fighter designs are inferior until late 1942.  The Japanese Army fighter squadrons will not re�equip with Zeroes and will gradually vanish due to attrition. 

 

d.  Do not terminate production of the Japanese twin�engine Ki�45 Nick fighter�bomber in favor of the Ki�34�I Oscar fighter either.  This is because of the game's use of air bases.  Fighters, fighter�bombers, torpedo bombers and dive bombers are the only combat aircraft which may be based on size 2 and 3 airfields.  

The Japanese have only one land�based torpedo bomber squadron from December 1941 through about May 1942, and no land�based dive bombers (the US has lots of land�based Marine Corps dive�bomber squadrons).  The only way the Japanese can attack ships and ground units from size 2 and 3 airfields from December 1941 through May 1942 is with the Ki�45 Nick fighter�bomber.  This makes a difference for Japanese AZOC.  

Fighters DO NOT exert an AZOC but fighter�bombers do.  This is the ONLY redeeming virtue of the US P�39 Aircobra, and then only early in the war before many USMC SBD dive�bomber squadrons become available. 



TASK FORCE SUBPHASE 

 

EXAMINE PORTS IN SEQUENCE (O OR P) / PREP POINTS 

 

a.  In Campaign 41 or the Rising Sun Campaign, when you decide not to use the historical first move, there is a chance that some of the US Fleet at Oahu will put to sea. 

 

b.  Look at the port of Los Angeles (LA) or Nagoya to see the ships used in routine convoys.  If you access the port display, and see a # sign next to a transport ID, this means that transport is being used for routine convoy duty that turn and will be unavailable for any missions.  If you want to verify this, access target base (B), you will see a one turn delay next to it.  A delay flag is set to prevent it from being added to a TF.  [ # has not been used for routine convoy vessels, from x19 on, perhaps earlier.  # appears to be reserved  in current versions for rebased submarines.]  

When a port is expanded it may receive more supplies during routine convoy supply and TF's based at large ports will receive more PP.  Ports with HQ's present also receive additional supplies during the routine convoy phase.  

The maximum fuel/supply level at a base is 50,000.  The routine supply situation is dependent on who the HQ leader is.  If your HQ's is not receiving routine supply, consider changing leaders.  Routine supply seems to take into account the HQ, the level of supply currently at the base and the MCS units in routine convoys.  Obviously all bases can not receive routine supply each turn.  Make sure to have lots of MCS in LA and you may receive routine convoys with supply. 

 

c.  The Preparation Point Allocation System is very complicated.  It is vital to be aware that HQ Preparation Points (PPs) are not the same as TF PPs.  They are considerably different.  Read page 32 of the manual VERY carefully.  

Unused HQ PPs are accumulated from one turn to the next, subject to an upper limit for each side (and each HQ) which seems to vary according to game date.  

Unused TF PPs are NOT, repeat, NOT, accumulated from one turn to the next.  While HQ PPs are sometimes transferred to TF's, this is rarely (if ever) done on a one HQ PPs to one TF PPs basis. 

PPs are allocated to TF's at the start of each EXECUTION PHASE.  TF's will always have ZERO PP during the ORDERS PHASE.  ALL task forces, including Cargo TF's, use PPs.  You CANNOT see how many PPs the TF has been allocated.  

Disbanding TF's will save PPs for the HQ's that is listed on the TF's display.  Disbanding a TF will PREVENT the TF's HQ's from spending PPs on the TF at the start of the EXECUTION PHASE.  

The PPs number seen when clicking on a port is the PPs for HQ's commanding the port.  The first and last TF PPs assignment rules are key, especially the last.  

A shortage of PPs indicates exhausted resources or unpreparedness (at the start of the war).  Only NAVY HQ's will provide TF's with PPs.  All PPs allocation is done by the computer.  The players have no control over PPs allocation.  

The Japanese maximum HQ PPs is generally 125 compared to the Allied 200.  The TF PPs assignment rules are designed to ensure that any given HQ concentrates on only one or two major operations each week in order to be historically accurate. 

 

1)  The first rule states that if a TF starts the execution phase with their destination the SAME as their home base (which is under friendly control), the TF will receive 25 TF PPs.  The TF will gain additional PPs based on 2x the size of the port if the TF starts at its home port.  The TF's HQ's will subsequently spend 1 HQ PP. 

 

2)  If the TF destination is DIFFERENT than its home base, then the TF will start with a MINIMUM of 5 TF PPs, with the following procedures used to assign ADDITIONAL PPs: 

 

a)  If a TF has a DESTINATION that is the SAME as its HQ's TARGET 

      it will receive an additional 20 PPs. 

 

b)  If a TF starts a move in its Home Port then  

      it will receive PP bonus based on the 2x the size of the port. 

 

c)  A TF will receive 5 additional PPs if it has moved 

      less than 60 hexes since it was last in port. 

 

d)  A TF will receive 10 additional PPs if it has moved 

      less than 30 hexes since it was last in port.



[(a), (b) and (c) are the only ways written in the rules which explain the

known PP weakness of TF's which remain at sea at the end of a turn

instead of returning to port.  TF's which remain at sea are known to be

much weaker than TF's which return to port so there may be some other

factors at work here which are not yet known to the players.]

 

3)  If the TF has a leader, add the Naval Leader's appropriate rating as additional PPs (air rating for AC TF, land rating for transport TF or naval rating for any other type of TF). 

 

4)  If a TF's HQ has more than 9 PPs, the TF will receive 5 additional PPs plus the Naval Leader's rating.  However, 10 PPswill subsequently be subtracted from the HQ's PPs.  

Losing 10 PPs/TF can greatly reduce an HQ's PPs fast.  This is especially critical if you are the Japanese player with all of your TF's attached to Combined Fleet.  

Assuming you have done nothing else with Combined Fleet's HQ's PPs, the first 12 TF's created may reduce the HQ's PPs to only 5 (125 HQ's PP � 12 TF's x 10 HQ's PP/TF). 



5)  TF's are NOT supposed to retain unused PPs from one turn to next.  The manual states that when TF's are away from home port for multiple turns, they will receive a reduced number of PPs.  However, the manual also states forming a TF and leaving it in its home port for a few turns will increase PP allocation.  PP are NOT supposed to be carried over from week to week, but game play seems to indicate this may not be completely accurate. 

 

6)  If a HQ's is low on PPs then the TF will also have reduced PPs.  However, a minimum of 5 PPs is ALWAYS allocated to TF's. 

 

7)  The number of PPs a TF receives at the beginning of the execution phase may greatly affect its movement and speed.  

Once reduced to below 10 PPs a TF seems to "abort" its mission.  A TF that starts the execution phase with fewer that 10 PPs may not move!  

TF PPs are also deducted throughout the execution phase based on what happens to the TF.  PPs seem to be deducted when a TF undergoes ANY sort of air attack, engages in surface combat, or simply completes its mission (e.g., a transport TF may drop to 9 PPs as soon as it unloads at its destination).  

This would explain why an large invasion TF can be turned back by a couple of otherwise ineffectual strafings by fighters.  It might also explain the problems with getting some transport TF's to a destination to carry out its mission.  

For example, a reduced PPs transport TF may not move through an enemy AZOC and may not carry out its mission to unload.  A large AC TF containing CV's may act as a meek, leaderless cargo group once it gets low on PPs.  The ability of ANY TF to carry out its mission is affected by its PPs.  When low on PPs, even a SC TF, with the most aggressive leader, will seek to hide from the enemy rather than attack. 



8)  To maximize your IJN CV TFs PPs, look at how many PPs Combined Fleet has available.  Try to limit the number of Combined Fleet TFs to maximize the available PPs for your carrier TFs.  

Make sure carrier TFs are numbered TF1 and TF2.  Try to put leaders with higher aggressiveness ratings in charge of TFs.  

Try to create one big carrier TF, of four CVs (Shokaku, Zuikaku, Hiyo, Junyo) and two CVL (Ryujo, Zuiho) instead of having two TFs, to increase the TF's PPs.  This is especially effective if this is the only Combined Fleet TF on that turn.  

Keep in mind that it is the controlling HQ which determines whether a TF will drag PPs away from Combined Fleet.  A cargo TF under Combined Fleet control will drag 10 PPs away from Combined Fleet.  A cargo TF under South Seas Fleet will not, though the South Seas Fleet HQ can grab PP's from Combined Fleet HQ provided the latter has more than 100.  



9)  A bug in the program will create new Japanese TF's even when all HQ's are on full human control.  This can trash planned Japanese TF PP allocation.  A solution is to load all Japanese ships not in Nagoya or under repair in Japan into existing non�combat TF's to keep the AI from forming them into new TF's.  The trick to saving PPs is to put all warships not in the Combined Fleet combat TFs created for that turn, into cargo TFs of subordinate fleets (Northern, Southern & 8th), to keep the AI from creating Combined Fleet combat TFs.  This will prevent the AI from draining PPs away from your combat TFs.  



10) Fleets are not assigned to pure "Army" HQ's.  If formed in a base controlled by a pure "Army" HQ, they are assigned to a related fleet HQ.  However, there are "Combined Arms" HQ's which can control both armies and fleets. 



11)  Two ground units may conduct separate invasions if they are in separate TF's. Always send invasion forces to an enemy base in ONE TASK FORCE.  [The IJN does not always play the game this way..]  Make sure that TF has a good land rating as well s a good naval rating so the landing will go off better. 



EXAMINE EXISTING TF'S FOR DAMAGE, FUEL, AND THREAT LEVELS

 

a.  You can determine the vital statistics of any ship by examining the ship display.  Find the ship in question on the TF/PORT display.  Point the arrow at the ship and click the left mouse button.  Dimmed or different color ships are actually British, Australian or Dutch ships. 

 

b.  The number of asterisk(s) displayed after a bomb, torpedo, or gun hit reflects additional or critical damage has been inflicted.  Each asterisk represents about 20% damage to the ship. 

 

c.  You do not need a shipyard to repair.  However, the ports with shipyards get more repair points.  Some ports with shipyard ratings include Sydney, Calcutta, the West Coast ports, and Pearl Harbor.  These are good places to leave damaged ships.  One disadvantage in repairing ships in shipyard facilities is that it may cause a delay in receiving 'new construction' reinforcements. 

 If a non�shipyard port has enough repair points then there is no problem EXCEPT that a shipyard port has a higher chance of accelerated repairs (since it has more repair points).  Ships should be placed in port or they will only perform at sea repairs (possible 1 point per turn).  The higher the port rating, the quicker the ship is repaired.  Ports with a lot of repair points will NOT expend their repair points over and over again on the same ship until all their points are gone.  

If a port has sufficient repair points, it will automatically repair one damage point per turn for each damaged ship in port.  Subsequently each damaged ship in port will undergo two random checks with the possibility of removing two additional points.  

As an example, the maximum a battleship can repair in 1 turn is THREE damage points.  Even though a port may have a number of excess repair points remaining after performing repairs on the battleship, it will not USE these points even if there are no other damaged ships in port.  The maximum number of damage points that will be removed in this example is 3 but the odds are only 1 or 2 will be repaired. 

 

d.  It is possible to obtain a critical hit on battleships.  This will affect the outcome of the Pearl Harbor attack on the first turn.  It will also hinder attempts to send BB's charging through heavily defended areas. 

 

e.  Computer�controlled TF's disband when they complete their missions.  Human�controlled TF's do not disband. 

 

UNLOAD TF's AT DESTINATION BASES (U). 

 

a.  Transport TF's will only unload if their standoff range is zero.  Both Transport and Cargo TF's should unload automatically.  The Unload TF feature is useful if you load a ship and then change your mind.  Be wary of unloading LCU's though, as that will reduce their effectiveness. 

 

b.  Oil cargo has one purpose in the game � to feed Japan's Oil Reserves.  Therefore the only place Oil can be unloaded is in Japan. 

 

c.  Unloading a TF containing an air group which overloads an airfield will increase the number of damaged aircraft.  Until the situation is corrected, you will not have the FULL USE of any of the air groups at that airfield. 

 

d.  When ships unload supplies in support of an amphibious assault, the supplies may be used in two different ways:  

If the assault units capture the base then the supplies are unloaded at the port.  These supplies go into the base supply depot and may be used normally by LCU's, air groups and ships at the base.  

If the assaulting units failed to capture the base then the supplies are unloaded 'over the beach'.  These supplies must be used immediately to raise LCU readiness (to a maximum of 49) or replace losses in the LCU's.  Those supplies that are left over are lost. 

 

REPLENISH TF's IF POSSIBLE (Y). 

 

a.  CV's will always attempt to replenish their air groups while in port.  You can get replacement A/C for CV's by returning to a well supplied friendly port, or via a replenishment CVE group with ac:r as their load.  The port will require enough supplies for the normal replacement costs for the a/c types involved (generally 2�3 supply points per replacement aircraft) plus a buffer so the port isn't unsupplied.  Air units will not fly from their land bases to carriers to replenish them.  The replacements for CV's come from the aircraft pool for that particular needed plane type and not from active air groups.  The carriers also have to be in a non�isolated port in order to take on replacement aircraft. 

 

b.  CVE's may replenish carrier air groups while AT SEA.  If the carrier has depleted air groups and the Replenish TF has CVE's loaded with replacement aircraft ([ar:r]) are within range (usually about 10 hexes) the transfer should occur.  When you go to replenish, select the AC TF to be replenished, then pick "Replenish" from the menu.  The CVE TF should automatically move to the AC TF.  Now select "Replenish" a SECOND time.  There is no special message to inform you that replacement aircraft are being transferred.  Oilers and tankers can also refuel TF's in this manner.  A CVE will NOT replenish a CV TF unless the replenishment TF also contains a TK/AO.  Fuel must be transferred for the aircraft transfer to take place.  Strange but true (at least for the Japanese).  

 

c.  To refuel long�distance missions, create replenishment TF's at islands along the way, assign them a Destination of the island where you want them to be and a Home Base someplace else, and a Stand�0ff range of 1�2 hexes with a Remain On Station command.  They can refuel any TF's passing by that need it if you order them to. 

 

d.  Replenishment TF's should periodically disband and then reform at a well supplied base.  It takes a lot of supply points to load up those CVE's with replacement aircraft (20x200).  If supplies are not adequate then the CVE's will reactivate their own air groups. 



e.  The larger ships in a TF can refuel the smaller ships in it by pressing Y (provided they have more than 40 fuel points).  [Note:  An active AO or TK  replenishment unit  will  pre-empt  the  Y command BEFORE this happens; it  will occur  even if the replenishment TF has empty tanks.  Empty tankers will steam out, meet the TF and you will not  get as much as a gallon of fuel.]  

Carriers, battleships and cruisers can refuel destroyers in their TF this way.  Tankers, oilers and merchant vessels may also be able to refuel other ships in their TF in this manner.  Ships that are moved around with the Reinforce Base command are sometimes short of fuel.  ..(If the port is low on fuel) .....Disbanding a TF does not always refuel them .  You must ensure the TF includes a ship with enough fuel points to replenish the rest of the ships.  

Check the fuel status of the ships in a TF.  If some of them are low, press the Y key and check them out again.  If they are still low, disband the TF and then create a new TF.  If there is a replenishment TF within a number of hexes equal to about half the speed of the slowest ship in the replenishment TF, it will move to the TF you had the cursor on when you pressed Y.  In some instances the replenishment TF will not transfer fuel to the target TF. 

In that instance, use the Transfer Ship command (T) to transfer a loaded oiler or tanker (AO/TK) from the replenishment TF to the low�fuel TF, then click on the low�fuel TF and press Y again.  That will refuel all the ships in the low�fuel TF.  Do not forget to transfer (T) the AO/TK unit back into the replenishment TF. 

 

f.  The Replenish command can also be used as a 'scenario' editor to transfer ships and any cargo (airgroups, fuel, LCU's and supplies) from one base to another.  Create any kind of TF and load the ships you want to move into it, but be certain to have an AO, TK, CVE, DD, DE or PC be the flagship.  If you want to transfer airgroups fuel, LCU's or supplies in this manner, the TF must be a cargo or transport one.  Then load the AP's and/or MCS units with airgroups, troops, fuel and/or supplies.  Then create a replenishment TF at the same base, but be sure to answer No when the program asks if you want it to create the TF automatically.  Then press Escape to not, repeat, not, load any ships from port into the replenishment TF.  Press Escape again if necessary to get out of the TF creation menu.  Press the space bar to get the empty replenishment TF number at the bottom of the screen.  Then press T to invoke the transfer ships menu, and press the space bar.  Move the mouse cursor to the TF you want to transfer ships from and click on it.  Then click on the ships you want to transfer into the replenishment TF.  Then create a TF (even an empty one) at the destination base (which must be no further away than half the movement value in hexes of the slowest ship in the replenishment TF) and press Y.  That will drag the replenishment TF over.  As an example, use the Replenish command to move ships short distances to where you want them to be.  If you have some DD at Efate that you want to join with a TF at Espiritu Santo, form the DD into a replenishment TF, create an empty cargo TF at Espiritu Santo, and then press the Y key when the cursor is on the empty cargo TF.  The DD�only replenishment TF at Efate will move to Espiritu Santo.  Then remove both TFs and form the combat TF you want including the new DD. 



TRANSFER DAMAGED (OR UNDAMAGED) SHIPS TO NEW TF'S (T). 

 

You cannot change the leaders of TF's which have had ships transferred into them from another TF.  The TF must be disbanded and then reformed. 

 

SCUTTLE BADLY DISABLED SHIPS (S ON SHIP DISPLAY). 

 

DISBAND TF'S AT DESTINATION PORTS (R). 

 

CHECK FOR ISOLATED BASES 

THAT MAY REQUIRE SPECIAL CONVOYS IN ORDER TO RECEIVE ADEQUATE SUPPLIES (ALT/O). 

 

CREATE TRANSPORT TF'S

(AND/OR TOKYO EXPRESSES, IF JAPANESE) TO RESUPPLY (ISOLATED) BASES IN RANGE OF ENEMY AIR OR SEA ZONES OF CONTROL (C). 

 

a.  Create supply TF's when building an amphibious assault force (include MCS ships in TF) and to supply ISOLATED bases.  Also create TF's to move some supply to a base that has engineers doing construction work, but only if the base has a supply level less than 1000.  If a base is not isolated, supply will get there fine, either by routine supply convoys or overland.  Locations where your HQ's are located receive large amounts of routine supply. 

 

b.  The GET TRANSPORT function will automatically send ships and reinforcements to ANY NON�isolated friendly port.  The GET TRANSPORT function will NOT work at a base that is isolated.  When GET TRANSPORT is used, the ship units come from the nearest eligible base.  If you want transports (AP) to show up, be sure that an LCU is activated at the base in question. 

 

1)  Activate a LCU before you AUTO�SELECT the Transport TF.  It should form a TF with an AP or LST unit of exactly the correct size to load the LARGEST ACTIVE LCU at the base.  If you select GET TRANSPORT and the PP level DOES NOT decrease by 10, no AP or LST units showed up.  If it DOES decrease by 10, enough units showed up to move all your activated LCU's.  REMEMBER:  activate the LCU's before asking for transports, or nothing will show up.  

2)  GET TRANSPORT should only take units from areas subordinate to the requesting HQ or areas subordinate to computer controlled HQ's. 

3)  GET TRANSPORT moves AP, APD and/or MCS units directly into the desired port.  These ships should be immediately formed into TF's to prevent them from being moved the next time you use the GET TRANSPORT function.  You should receive extra MCS units each time GET TRANSPORT is used.  In order to increase the number of AP's or LST's in a TF, you need a few initially in port.  Disband some AP's or LST's out of a TF into port and then Get Transport.  The ships in port will move to your base, where you can increase their number from the pool.  You then can reinforce the unit from the ship pool if there are equivalent units (small AP, medium AP, large AP, LST, APD) in the pool. 

4)  If a British HQ uses the GET TRANSPORT command it will try to find a BRITISH AP unit.  If all British AP's have been sunk or assigned to TF's then you will not receive any AP's.  The same applies to APD's. 

 

c.  For Transport TF's, the number of PPs will effect the READINESS level of combat troops that are unloaded.  This is very important for Amphibious Assaults. 

 

d.  You cannot change the mission of a TF.  You must disband it in port and reform it with a new mission. 



CREATE CARGO TF's TO RESUPPLY BASES IN REAR AREAS (C). 

 

a.  Cargo TF's behave exactly like Transport TF's with one exception:  Cargo TF's will never enter an enemy AZOC unless there is no other way to return to base.  Cargo TF's will always try to avoid enemy AZOC's.  Unless you are PLANNING to penetrate into enemy areas you should send your troops and cargo in Cargo TF's to minimize PPs use. 

 

b.  To get ships from Columbo to SF, create a Cargo TF, give them a Destination of Perth and a Home Base of Suva.  When they get to Suva they can be routed anywhere on the east side of the map. 



CREATE REPLENISHMENT TF's (C). 

 

a.  Seaplane carriers in PW are at best fast aircraft transports with a minor special ability to deliver fighters, dive bombers and torpedo bombers in an undamaged, ready to fight condition. Only CVE type ships may carry reserve aircraft to replenish carriers at sea.  In order to get reserve aircraft on a CVE, you can manually assign the ship from a port (it must start the turn manually attached to a port with an adequate supply level) and add the CVE to a Replenish TF.  

You can also AUTO�SELECT a Replenish TF and get CVE's in the TF pre�loaded with replacement aircraft (ac:r).  Oilers and tankers also come loaded with fuel when selected in this fashion.  

After a replenish mission, you have to go back to a port, disband the TF and create a new replenish TF.  Aircraft replenish missions seem to be a one time deal.  If a CVE is in a TF or shows aircraft squadrons, it's in escort mode, and you can't load replenishment aircraft.  Whenever CVE's are NOT carrying reserve aircraft they will be able to operate with their normal complement of 2 squadrons.   CVE's may carry replacement aircraft equal to DOUBLE their capacity. 

 

b.  CS ships do NOT perform replenishment missions.   CS ships do NOT have the ability to LAUNCH fighters, dive�bombers and torpedo bombers from their decks.  CS ships can only launch float planes.  CS ships may TRANSPORT land based air groups.   Japanese fast seaplane tenders are best used as 28�knot troop transports.  

 

CREATE COMBAT TF's AT FRIENDLY PORTS (C). 

 

a.  For Air Combat TF's the number of PPs will determine the number of FULL airstrikes the TF can launch and chances of achieving surprise. 

 

b.  For Surface Combat TF's the number of PPs will effect the chances of achieving surprise and which TF fires first. 

 

c.  For Bombardment TF's the number of PPs will effect the TF's chances of firing three bombardments instead of two. 

 

d.  When forming a Japanese combat TF in a port controlled by South Seas Fleet or North Seas Fleet, the TF will be attached to Combined Fleet.  ALL Air Combat, Surface Combat and Bombardment TF's will ALWAYS be attached to Combined Fleet, no matter what HQ controlled the base where the TF was formed.   

All other types of TF's (Transport, Cargo, etc.) will be attached to the Naval HQ that controlled the base.  The problem with Combined Fleet is that it is the only HQ that can control Combat TF's for the Japanese.  The main battle fleet was never entrusted to the backwater North Seas, South Seas or 8th Fleets.  Combined Fleet also transfers some of it's PPs to the subordinate fleets.  In order to build up the PPs for Combined Fleet you need to restrict the number of TF's.  These TF's cost 10 PPs each and Combined Fleet pays for all of them, directly or indirectly.  This feature was included to reflect the real�life logistical bottleneck that the Japanese Navy experienced in 1942.  

 

e.  If you use the AUTO�SELECT TF feature when building any type of task force the computer AUTOMATICALLY selects, as the destination for that TF, the Target base of the originating HQ.  For example, if you created a Air Combat TF at Oahu, with Oahu being under CENTPAC HQ, and CENTPAC has Wake Island as the HQ target, using the auto�select feature builds the AC TF, assigns a leader, and sets TF the destination to Wake Island and assigns your home port as Oahu. 

 

f.  There is a limit to the number of AP UNITS and LST UNITS available.  The USN get a total of 5 Large, 7 Medium, and 8 Small AP Units and 6 LST Units; the Brit get 2 Large, 3 Medium and 2 Small AP Units and 1 LST Units during the entire war.  Look in the Appendices of the manual where it lists ship production times.  Any ship marked by an "x" and not a name is a single unit and ones marked by "(#x)" is that # of units.  This is why the USN only gets 6 PT boat units and each is limited to 10 ships and the ship pool soon rises into the hundreds of PT's available.  You cannot move them out of the pool since you cannot create new ship units. 

 

ASSIGN LEADERS TO TF's (F1 on TF display). 

 

a.  If you are having trouble getting a particular leader, you might try changing the flagship to various ships in a TF to see if you can get a specific TF leader to come aboard. 

 

b.  Any TF that might see combat should have a TF leader.  Do not assume that if you leave the TF leaderless then the leader of the TF's HQ will conduct operations unhindered.  This assumption is incorrect because in surface combat, an HQ leader is NEVER used.  Only a TF leader can effect the outcome of surface combat.  TF's without leaders are VERY quick to withdraw and/or abort.  This includes Amphibious Transport TF's.  There are BIG combat penalties for not having a leader in a TF.  

Leaderless TF's will frequently abort their missions if attacked by a handful of bombers.  Leaderless TF's can be badly outclassed in surface combat (being surprised or the opponent will get the first shot).  If no leader is present then a default rating of 2 is used.  

In deciding if a TF will retire after being attacked, only the TF leader's aggressiveness rating can be used.  If the TF has no leader then a default aggressiveness of 3 is used.  When conducting amphibious assaults, 1 is added to a TF leader's rating.  If an HQ leader is used then 1 is subtracted from his rating if the HQ is located more than 10 hexes from the site of the assault.  For carrier air operations add 1 for a TF leader, subtract one for an HQ or HQ AIR leader that is more than 10 hexes away from the battle. 

 

c.  You can include an American ship in a TF in a ANZAC TF and make it the flag giving you access to the American commanders for that TF or vice versa for other nations by picking it as the first ship in the TF, or by changing the flagship to a ship of the desired nationality after creation of the TF.  It helps to toss in a few American merchant ships in ANZAC TF's so that you can use some aggressive invasion commanders. 

 

d.  Routinely cycle through all TF's at ports at the beginning of each turn and disband them to free up their leaders.  Then create new TF's in order of priority to make certain they get the appropriate leader. 

 

e.  The leaders of Japanese Amphibious TF's do not influence land battles. 

 

LOAD TF's WITH TROOPS, SUPPLIES, AIRCRAFT OR FUEL (L). 

 

a.  When LCU's are loaded onto ships a percentage number will appear for each ship unit.  This represents the percentage of the combat unit that can be loaded onto that ship unit.  The LCU's lift capacity of a CS is 5 times its printed (aircraft) capacity.  b.  British transports can only carry British troops.  Japanese CL's and CS's can only load troops.  Any nationality ship can carry supplies. 

 

c.  To load an air group onto ships select a CARGO TF and load the group onto MCS, CVE or CS type ships.  AP type ships may not transport air groups. 

 

1)  When an air group is loaded onto MCS type ships they must be taken apart and CRATED for the journey.  Thus when they arrive they are NOT READY to fly (they are damaged).  



2)  Single engine aircraft that are loaded onto CVE or CS type ships are not crated.  The advantage of using CVE and CS ships is that single engine aircraft are not crated (damaged or disassembled) on loading, and are immediately operational once unloaded at their destination.  This is very useful as a quick reinforcement strategy for airfields. 



3)  CS ships may only be used to transport LAND based air groups.  When transporting air groups, the capacity of a CS type ship is equal to the capacity shown on the display x20.  You may need at least three CS ships to carry an air group.  Examples of transport capacity include:  a CS with a capacity of 12 could carry 12 fighters (uncrated) or 8 tac�bombers (crated) or 6 heavy bombers (crated).  CS ships are also a bit more survivable than typical MCS units, though not enough to send them into harm's way without escort. 



4)  As an example of adding air groups on ships in a CARGO TF:  A fighter takes up 20 cargo points, so a 30 fighter air group totals 600 cargo points.  A 8000 ton freighter has a load capacity of 100 (100 cargo points).  It takes six 8000 ton ships to carry those 600 points.  Create a CARGO or TRANSPORT TF, don't use AUTOSELECT, rather select the ships from PORT.  Select a ship unit of 8000 ton cargo ships that has at least six ships in it and exit.  That TF you just created should be listed in the bottom right hand of the display.  Now select the LOAD TF Ships (L key or from unit menu), choose Air Group from Load choice menu, and then the air groups at that base are listed.  Select an air group and it gets loaded on the ships.  Note that crating the a/c for shipment damages them, but don't worry, they will be repaired/reassembled quickly at your TF's destination.  In your case select Oahu as TF destination.  Aircraft will be unloaded automatically at TF's destination.  You can adjust the number of Cargo ships in groups when viewing them IN PORT (if port isn't isolated), so you can size those ship groups PRIOR to assigning them to a TF. 

 

5)  The number of MCS in a group will NOT change when planes are added as cargo.  This was a mistake in the documentation that got through in the manual. 

   

6)  Excess planes sent to a CS or MCS unit will go back to the pool for that type of plane. 

 

7)  Here is a list of transport costs for all types of aircraft:  

a)  20 for fighter, fighter�bomber, dive�bomber ,torpedo bomber and patrol. 

b)  30 for tactical bomber. 

c)  40 heavy bomber and transport

 

8)  It is wise to have AP/MCS groups carrying a particular LCU or airgroup have more capacity than the minimum required to reduce losses to the LCU/airgroup cargo if the ship group takes losses to enemy action.  This is especially true if the TF is expected to see action. 

 

SET TF's' DESTINATIONS (D). 

 

a.  The DEFAULT <D> feature is intended to make it easier to give multiple TF groups the same destination, home port or target.  It remembers the last destination picked.  As an example, if you assign 5 TF's to hit Guadalcanal, you target the first TF normally.  With the second TF, you hit <D>estination and the screen shows "...or <D>efault:  Guadalcanal." It eliminates a lot of mouse�work (especially if your destination is a long way from your starting point), as well as making it easier to switch the home port of a TF to the next target destination.  You can target the TF, then <H> to change home Port and then <D> to set home port at the default destination. 

 

b.  When steering your ships around enemy bases it is best to retain as much control as possible.  Set the Destination and Home Base so that your TF's dogleg around enemy bases. 

 

c.  Clark Field cannot be set as a TF destination because it is not a coastal area.  You must land units in one of the connected bases and march them to Clark Field. 

 

d.  If you are having trouble with task forces aborting their missions due to low PP in the face of air attacks you can make the TF's home port the same as the destination.  The ships will not run away from their destination, even in the face of huge air attacks. 



e.  A transport TF will turn and run depending on several variables. 

One is the amount of PP's assigned to it, another is the naval rating of its leader. If the TF has no leader, even fighter strafing could turn it back. 

Another variable is the distance to the target. The number of warships isn't a factor. Basically, ANY TF sent to an enemy base should have some leader, as that one thing makes it harder to force the TF to abort its mission. 



SET TF FUNCTIONS/MOVE OPTIONS (F). 

 

a.  There is a limit of 15 different ship UNITS in a TF.  That is one full screen.  Each UNIT can have multiple ships, depending on what the ship unit is.  One UNIT can range from 1 to 50 ships (i.e., 1 BB to 50 MCS).  If you had a number of large AP groups, that one fleet could have many landing field units (1 Marine Div, 37th Inf Div, 2nd Raider Btn, etc.). 

 

b.  Bombardment TF's will only bombard if their standoff range is zero.  Bombardment TF's will never initiate surface combat.  Surface Combat TF's will both initiate surface combat AND bombard.  A Surface Combat TF may only fire one (but usually two) bombardments during a turn.  If you want to keep your options open, you should assign Surface Combat missions even to those TF's you expect to bombard. 

 

c.  Setting a Surface Combat TF standoff range to GREATER than ZERO will greatly REDUCE the chances of having surface combat with an enemy TF.  The best way to get a surface combat is to send your Surface TF's to friendly bases that you expect will be invaded or use SIGINT to see where an enemy fleet is headed, and set your destination there.  

As long as enemy carriers or AZOC are around, going straight for a major enemy port with a Surface TF could be problem.  Surface Combat TF's are fairly immune to air attacks (compared to carriers and merchants) since the enemy aircraft tend to go for carriers and transports as a priority.  

On the other hand, one critical hit can kill a battleship.  Surface combat opportunities are increased after one or both sides have their carrier forces exhausted.  

Unless you achieve SURPRISE, an enemy Transport TF will always abort and withdraw BEFORE your Surface Combat TF can attack them.  It is possible to catch an Air Combat TF in surface combat.  However, this should be a VERY RARE occurrence.  

It is hard to force a surface combat with carriers.  In all of WW2 it only happened twice (Norway 1940 and Leyte 1944). 

 

d.  STANDOFF RANGE relates to how many hexes you want a TF to remain away from a target or destination.  Its useful to use in order to stay out of the range of some land based bombers.  It can also be used to keep transports offshore until you wish them to move in.  

You can set the STANDOFF RANGE (how far from the target hex you want to be) when a TF's destination is different from it's home port (set base).  If you set the MOVE OPTIONS for a TF whose destination is different from the home port, then you will set a STANDOFF RANGE and give RETURN/REMAIN ON STATION orders.  

A TF, whose destination is their home port, will have a REACTION RANGE.  A TF that is eligible to react does NOT have a STANDOFF RANGE. 

 

e.  TFs are able to REACT if they have a destination and home port which are the same.  If you are on the same spot as your set base � you can REACT.  If a TF has a destination which is the same as the home base it is eligible to REACT.  If you set MOVE OPTIONS for this TF you will only set the REACTION RANGE.  

A TF will not perform a reaction move to a distance greater than it's reaction range (the MAXIMUM reaction range is 15).  Reaction MOVES are NOT automatic when enemy TF's enter a AZOC within reaction range of a Combat TF.  The enemy TF must be spotted before there is even a chance of a reaction move and the chance decreases with range.  

For a reaction to be triggered, it is usually necessary for the enemy TF to plow through friendly AZOC (be detected) or move very close to the reaction TF.  No reaction combat or movement will ever be triggered by an undetected TF.  If a TF is eligible to react, but never gets the chance, then it will never leave it's home port hex.   

The computer will also will randomly set a certain amount of planes to REACT to TF's based on the amount of time they were spotted, supply level, and the local commander available.  If the base was bombarded by planes or naval gunfire then it affects the number of planes that will respond. 



f.  TF's are able to react while ON STATION, even with a destination different from their home port.  A TF REACTION should happen if the RETURN OPTION is set to LEADER'S DISCRETION.  The TF's REACTION RANGE will be equal to their STANDOFF RANGE.  

Since reaction moves ONLY happen in friendly AZOC there should not be too many situations where reaction moves are suicidal.   

REACTING AC TFs have a better chance of gaining the surprise advantage and reaction move if put on Commander Discretion for the return to base orders.  Reactions then are almost always surprise, regardless of the detected status of the reacting TF. Regarding achieving surprise in a normal combat: It may be that the defending TF has to detect the attacker.  

Another possibility is that when a TF moves, it has to be detected in each hex of movement. I've noticed several attacks where the attacking TF was detected & attacked by LBA while moving, but launched an attack from a blank hex (i.e. undetected) later in the move.  

This is all speculation. In order to get a AC TF to react, you need the target TF to be spotted by patrol planes. The more patrols that spot it, the increased chance of a reaction.  Consider that the reacting TF commander is gettng up�to�the minute location reports of the enemy TF and should be able to set up his attack for an optimum time.  This leads to an the increased chance for a surprise attack.  Reaction moves only occur due to an enemy TF being spotted (usually repeatedly) by friendly (usually land�based) air which sets up a hunter versus hunted scenario.  

The AC TF receiving sighting reports from friendly air forces can focus its searches much more efficiently and stealthfully, while the "hunted" TF has to continue normal search operations.  Given such a situation, the TF being stalked hardly ever achieves surprise, although they MAY be able to avoid being surprised, whereas the stalking TF would have a good chance of jumping its prey.  

Whether a reacting TF gets a surprise attack on another TF is also dependant on its leader rating.  Better leaders have better chances to react AND launch surprise attacks. 



g.  Any TF, including AC and SC missions, seem to behave as Cargo TF's when they are reduced to less than 10 PPs.  They may use Cargo TF paths, avoiding enemy AZOCs and any combat like the plague.  We have all been frustrated watching an enemy SC or Bombardment TF waltz in and hit a base right under the very nose of a friendly SC TF put on station to prevent this from happening.  Once the enemy bombards and loses its PPs, it begins moving like a Cargo TF and uses the 100 mile hex space to easily avoid interception.  Check your Air Zones key to see how your patrol coverage is.  You need to do several things in order for your SC TF to successfully intercept enemy TF's utilizing a REACTION MOVE: 

 

1)  Your intercepting SC TF must have a home port the same as its destination and have sufficient TF PPs, fuel and supplies to initiate combat. 

 

2)  You should have as a many patrol units spotting for TF's by creating AZOCs covering the hexes into which the enemy TF may move into.  



3)  Your SC TF should have a reaction range set to cover at least the hex the enemy moves TO when spotted by air patrols. 

 

4)  Your SC TF should have an AGGRESSIVE leader (naval rating does not count until he is in battle). 

 

h.  Air Combat TF's ON STATION will perform REACTION AIR STRIKES against TF's that enter nearby AZOC.  It is possible for more than one air combat TF to do a reaction strike against an enemy TF.  They would do so one at a time.  The first TF would react and resolve combat and then the second TF would react, etc. 

 

i.  If an Air Combat TF is supporting an invasion, set the standoff range to 0 or 1.  If raiding an enemy base set the standoff range to 2 or 3.  Make sure that the standoff range does not exceed the range of any of the aircraft on the carriers. 

 

j.  If an Air Combat TF has a priority target set to attack a port, has more than 45 PPs and the enemy airfield at the target poses a threat, then the carriers will send their FIRST STRIKE to hit the enemy airfield. 

 

k.  If there are TOO MANY carriers in a TF, then there is a problem of coordinating effective airstrikes.  What happens is that some or all of the carriers in the TF will launch HALF or QUARTER strength strikes or the AC TF's may not attack.  

There is a similar problem with coordinating large numbers of CAP.  The US should only have two CV's and one CVL maximum in a carrier TF to get a good chance to launch full airstrikes, though really good naval air leaders such as Halsey, Sherman and Mitscher have a good chance with 3 CV's to launch all their planes, either on attack or defense.  

As an example, Halsey has a 75% chance of using all his fighters for CAP and launching all his planes against targets when he has three CV's in a TF.  The best US naval air technique EARLY in the war is to put three US carriers in a single AC TF, give it an escort of at least a half dozen cruisers and a dozen destroyers (preferably more), assign Admiral Halsey as its Leader, and send him where the enemy is most threatening.  

There is also NO cooperation between two TF's with carriers in the same hex.  They might fly some CAP over the other, but usually they do not.   So US carrier TFs should have either 2 or 3 carriers.  If you have three carriers, have one TF with Halsey in command.  If you have 4 carriers, have two x 2�CV TF's.  If you have 5 carriers, have a 3 CV TF with Halsey in charge and a 2 CV TF with someone else in charge.  

 

l.  In getting CV's to initiate strikes against other CV groups, it is better to put them at a nearby base with a maximum reaction range, instead of sending them to the target hex (where you anticipate the enemy TF will be).  Of course, if you KNOW the carriers are somewhere, go after them.  Another important factor is the number of PPs the TF has.  In order for an AC TF (or any TF for that matter) to initiate combat it must have sufficient PPs, and it is by having significantly more PPs than the target TF so that surprise can be achieved.  The rule is this:  Maximize the number of PPs available to your most important TF's.  The longer AC TF's are on station, the less chance the CV's attack.  Plus NEVER put the airgroups on CV's on Naval Interdiction.  Bases, yes, but not CV's!  AC TF's ALWAYS attack enemy TF's that get close. 



m.  For long�distance deep strike missions (Doolittle Raid, raiding Tokyo with SBD's on carriers instead of B�25's, which will drive the AI running the Japanese berserk), include some oilers (AO) with the strike force and then, when the DD's are about to run out of fuel and you want to make a fast run into the target, create two new TF's, one replenishment and one Air Combat or Bombardment (depending on the mission) TF.  Then transfer (T) ships out of the old TF into the two new ones and then refuel the combat TF (Y).  You can also send the replenishment TF ahead and then send the combat TF the next turn to catch up to it, refuel the latter, etc. 

 

n.  A Transport TF's decision to 'Retire' and not unload is based on the TF leader's aggressiveness rating compared to the number of bombers that attack the TF.  If the TF has more than 9 PPs then the aggressiveness rating is squared.  You should allow retiring TF's to return to port before redirecting them back to an enemy base because these TF's are very low on PPs. 

 

o.  Do not ignore your Patrol Crafts (PC's) when playing the Allied side.  Put the PC's on "reaction" status in small non� priority friendly ports that you do not want to lose too quickly.  Unless the enemy arrives with firepower, the transports will abort their mission.  The Japanese tend to keep trying with the same force until some larger capital ships are in the area or air power.  PC's are also great for soaking up land�based air attacks such as damaging or shooting down a bunch of Bettys.  One method to prevent enemy supplies from getting through is to send a PC TF (PTs or PCs) to a base with orders to remain on station.  

PCs take lots of hits to sink from aircraft using the MGs instead of bombs, so are nearly guaranteed to stay in the target area.  While there and greater than 4 ships, transport missions will abort.  However, a enemy surface action force arriving with thwart most PC forces. If you use this method, your forces will reasonably be able to mount patrols to counter enemy convoys.  To put a surface action force of CAs, CLs, etc. on station means they will have to return for refueling and only be able to do this every other turn. 



p.  The best way to soften up a beachhead for an amphibious assault is in two turns.  

On the first turn, put the enemy base under a friendly AZOC and bombard it with Air Combat TF's and Surface TF's.  The carrier AZOC keeps the enemy troops from receiving supplies to boost their readiness.  Air and surface bombardment tends to help wipe out enemy supplies.  

During the second turn, bring in the troops ships.   Land combat occurs at BOTH the beginning AND at the END of the execution phase.  Activated LCU's will not attack during the first phase unless they can get good odds or make a leader aggressiveness check.  Since all damage during the phase is cumulative, most tough battles happen at the end of the execution phase. 

It is usually not a good idea to have more than one amphibious assault force TF due to a lack of simultaneous attacks.  One LCU can be mauled terribly before the other LCU's land and clear the area.  It is much better to carry all the LCU's in one TF so that way they all land at the same time, and live longer.  When forming invasion TFs, keep in mind that they should have as many ships as possible to give them a better chance of proceeding under air attack.  Fill them up with empty 50�ship groups of MCS if necessary. 

Also include Manley APD units and CS units to provide AA firepower.  You have lots more transports than you need, so there is no excuse for keeping LCUs in rear areas.  Move them to the South Pacific/South�West Pacific combat areas ASAP.  Get them to Port Moresby and Espiritu Santo.   Another possible method to get invasion TF's to their destination: 

 

1)  Make sure they are within ONE turn's movement to their target.  There is no advantage to having the TF formed for several turns before sending it to its target.  Send the TF as soon as it is ready and loaded.  2)  Form a BB Surface Combat or Bombardment TF and send it at the target also.  One BB is enough, but the more the better.  Make the TF BB's and CA's with some DD's and/or DE's for AA and ASW protection.  Other ship types don't add much to the bombardment rating. 

 

3)  Form as many CV TF's and send them at the target with a standoff rating of 1, set to enemy airbases for a target. 



4)  Make sure all the offensive TF's have the best leaders available. 

 

5)  Form a resupply TF with extra MCS units, load them with supplies only, and send them after the target port also.  They need a leader too.  For several turns before the invasion, send CV TF's and SC TF's at the target.  They will damage the airbase, LCU's, supply dumps, and shoot down any attacking planes from adjacent bases before the vulnerable invasion force gets there. 

 

q.  Move MCS to San Francisco (SF) instead of moving them to Los Angeles (LA).  LA tends to accumulate many more MCS than it could ever use, and every so often run a large convoy up the coast so the ships will be at SF where they are needed to load supply and aircraft.  Also scour out the rear area islands every month or two, sending the extra MCS back to SF.  Get Transport works, but it tends to give you 40�odd ship units, which is a waste for carrying a small squadron of F4Fs to Oahu or Tonga.  Sending the ships to SF by hand uses your merchant ships more efficiently. 

 

r.  The computer will build lots of PT's, but you only can have so many PT groups, perhaps six or seven and those groups will only hold six to ten boats.  Use Allied PT boats in MTB TF's on the most advanced bases.  Set the TF with a reaction range of 3 and this may deter enemy transport TF's.  PT boats also seem to draw enemy air strikes. 

 

s.  The SPEED at which a TF travels depends upon the PPs, number of ships and combination of ship sizes present in the group.  In general TF's with a large number of ships tend to travel more slowly than those with few ships.  TF's with a combination of large and small ships seem to move more slowly that those with just large or just small ships.  For example, a group of 20 knot transports will go 20 knots if left to themselves, but combine them with 35 knot destroyers and they'll be lucky to make 18 knots.  

This may be intended to simulate the difficulties of coordinating formation movement in larger TF's.  The map is deceiving for computing ship movements; a heavily modified Mercali scale was used.  Straight line distances are not necessarily the shortest.  

Run some sample execution phases when in preparing a turn to make certain that your TF's can actually make it to their intended destinations (this also helps in finding TF's whose destinations you forgot to set). 



t.  Your carrier TFs should have at least 3 potent AA ships each (CLAA, fast BB or Cleveland/Baltimore class cruisers) plus as many 3�4 DD groups as you can stuff into them.  Get the AA rating of each over 3000 any way you can.  US surface combat TFs should have lots of old BB and CA (preferably New Orleans/Minneapolis class) plus enough DD to keep the TF AA rating over 2000. 



RESET TF's HOME BASES AS NECESSARY (H). 

 

Changing the home base of a TF from an HQ computer operational control to an HQ under full human control does NOT give the latter control of the ship.  The artificial intelligence (AI) will sometimes ignore any orders given to such ships.  The AI sometimes changes an HQ's objective all by itself when it is under computer operational control (a bug which will hopefully be fixed in a future version).  

To change the "control" of a TF, you have to create it in a port under the control of the HQ you want controlling it.  This means sailing to the port, disbanding the TF, then reforming the TF.  This will keep the TF under full human control (assuming the port they are reformed in belongs to a full human controlled HQ). 

 

RESET SUB CONTROL (COMPUTER/HUMAN AS NECESSARY (E).



ADJUST SUBMARINE PATROL LOCATIONS (alt/M). 

 

a.  Shipping lanes are in a constant state of flux.  Watch the opponent's merchant convoy routes during the turn execution phase, look for long delays, and place subs accordingly as reasonably close to the action.  Move the subs approximately every five turns at least one hex.  Moving subs too often means they're off patrol too much and too little means they will get destroyed.   You can also figure out where the busy areas are by moving subs to an area and checking the number of 'attacks' they make. 

 

b.  Watch the resolution of enemy sub battles (since these don't show up on the battle reports) and pick out the main zones where they are patrolling.  Shift engineers, bombers and maybe even some hunter�killer groups to the area.  The engineers will expand airfields and planes will extend AZOC over the area.  Each side should be careful to cover all their convoy routes with friendly AZOC to suppress enemy submarines.  This means keeping a lot of Patrol aircraft squadrons in rear areas and positioning them carefully.  Having more aircraft covering a given area helps, but wider geographic coverage should have a higher priority. 

 

c.  Hunter�killers groups will make the subs move off your convoy route.  Hunter�killer groups refer to AC TF's.  Use a stand�off range to settle an AC TF (and their zone of control) right on the subs if a group is getting too many transports.  This is tactic is probably only viable for the Allies later in the war when ample AC TF's are available. 

 

d.  Shift escorts to the routine convoy ports as mentioned in the manual (Los Angeles, Nagoya, etc.).  Make sure to move DD's to L.A. until the DE's start showing up.  If you have PT boats sitting in LA they will not get used on routine convoy escort duty.  Only the Japanese PC's (not Allied) can be used in convoys.  American and British torpedo boats are strictly offensive, so the computer will never them in routine convoys.  

You can manually assign PT boats to TF supply type convoys you create yourself.  Since PT boats did not carry much in the way of depth charges or ASW electronics, they really were not suited for convoy duty.  The Japanese player should send his subchasers, possibly most of his torpedo boats and 5�10 destroyers to Nagoya in the first few turns to serve as ASW escorts for routine convoys. 

 

e.  Be careful to include ASW escorts for most Japanese cargo and transport convoys.  This is less of a problem for the Allied player unless the Japanese player has his subs on human control or the AI running the Japanese in a solitaire game adopts a mercantile warfare strategy (which it does sometimes).  Also a group of Destroyers with a surface combat mission can be used as ASW decoys if sent from port�to�port in areas of high sub activity.  Be sure carriers have plenty of ASW support.  ASW is factored into the number of DD's in port and the amount of air cover in the area. 

 

f.  Japanese subs were extremely effective during 1942 directing their efforts against American capital ships.  Japanese subs are maddeningly successful in picking off crippled Allied warships enroute to dockyards for repairs.  Give injured aircraft carriers a large ASW escort on their way home.  Allied submarines are less capable at this initially.  Allied ASW technology improved as the war went on and by 1943 Japanese sub successes were rare. 

 

g.  Control of your subs is not determined by HQ control.  Press the 'E' key to toggle SUB CONTROL (Computer/Human).  This will determine who controls ALL of your subs. 

 

h.  The game allows the players to deploy subs at an extreme distance from their home base.  As the distance increases, the subs lose effectiveness.  Coastal submarines (RO,'S',K.XIV classes) have their patrol range doubled for the purpose of determining effectiveness.  Coastal subs have their patrol range multiplied x8.  Thus they will be unable to attack at all when patrolling greater than 19 hexes from their home base.  As examples: Subs based at Broome typically have a patrol radius (PR) of 40�45 when patroling around Borneo and the Philippines.  Subs based at Darwin have PR of 9�12 in the same areas.  Subs from India are not usually as bad if you keep them on your own side of Singapore, but are still always too short.  The only solution for this problem I have found is to base subs in the Central and South Pacific, not ideal for interdicting oil supplies. 



i.  Japanese submarines may also carry supplies. 



j.  Your best bet is to NOT allow the computer to run the subs. It puts them in weird places and does not always base them from the closest ports. The computer does not always move subs if they are spotted.  Subs that are damaged do not leave for port unless you tell them to. If a sub's home port is captured, subs are reissued a new home port so check the subs at that time.



k.  Subs are suppressed in several ways.  Subs may be sighted in the search phase, they may be attacked in the search phase, they may be counterattacked when operating against MCS in the special supply phase, they may be counterattacked operating against TF in the TF phase, and similarly in the TF return phase.  Submarines which have been spotted previously in any fashion, such as by attacking, have their subsequent effectiveness reduced until their patrol zone is changed. 

 

l.  All Japanese and Allied Navy/Marine bombers and all patrol planes may hunt subs with ANY mission. Non�fighter Navy types and Army patrol planes can detect and hunt subs with any mission except TRAINING.  Examples include Kates, Dauntless, Betty, Nell, Catalina and Emilys.  Set your your aircraft to NI and they seem to do OK against subs.  Army non-patrol aircraft and navy fighters cannot detect submarines.  Non�patrol bombers must be assigned a DAY COMBAT mission and have a relatively high experience rating (70+) to be able to attack submarines.  



REBASE ALL SUBS AS NECESSARY (alt/M, R). 

 

a.  The (G) for Get command on submarines at sea will show their home port.  Historically, the subs would go out, patrol, then go back to another port when changing locations. 

 

b.  In order to change the Home Port of a sub you must first move the sub into it's new port.  First select the sub group.  Then move the sub onto the new port's hex.  Then enter SUB MODE (Alt/M) and press R or click the REMV button.  (Place the cursor on the new base and pressing "R" for remove.)  On the next turn the sub should be available to return to patrol at the new home 

port. 

 

REMOVE TF's THAT COMPLETE THEIR MISSIONS (Alt/Y). 

 

a.   Alt/Y routine will move the cursor to each TF that is in port and ask if you want to disband it.  It will put the TF icon display on the screen to give you an idea what you are disbanding.  You should use this routine BEFORE you start forming new TF's.  A ship is sitting in port (NOT in a TF) may still be damaged by bombers that are attacking the port. 

 

b.  Do not release troopships to rear areas.  Try placing cargo task forces into rear area HQ's so that they do not soak up carrier and combat forces PP.  This appears to be more of an issue with the Japanese than the Allies as they are more restricted on PPs in the long run. 

 

c.  If carriers are released to a port controlled by another HQ and that HQ is computer controlled, watch out!  That HQ leader will grab your CV and use it for his own nefarious schemes.  The best thing to do is change the base to a non�computer controlled HQ so that will not happen again. 

 

PACIFIC WAR REPORTS 

 

There is a prototype scenario editor in the SSI section of the Games RT library titled PWReports.zip, uploaded by R.Baldwin15 (Mitch Baldwin).  It can only modify saved game files.  Its use is recommended to repair mistakes (such as reducing the number of aircraft in an airgroup to zero by first changing aircraft types, thereby damaging all the aircraft, and then transferring it (ALT/A) to another base) or game bugs.  An example of the latter is the way sunken Japanese seaplane tenders (CS) will rise from their watery graves and appear in response to Get Transport (T) commands.  You can resink them by assigning them a location of 0 (zero) in PW Reports.  Another possible use of PW Reports is to relocate all unused Japanese ships to Nagoya to keep the program from spontaneously forming them into TF's during the Execution Phase, which it will sometimes do even if all Japanese naval HQ's are on full human control.  The latter will utterly ruin planned TF PP allocation and might seriously screw up a Japanese move. 

 

E�MAIL PLAY  

  

1.  To play an E�Mail game, zip up the three save files (SAVEA, SAVEA.MD, SAVEA.CD for example) and e�mail them to your opponent.  The most appropriate way is to send as an attached Xmodem file utilizing the E�Mail option on page 200 in Genie.  The Aladdin support program is available on page 110 in Genie.  It may save big bucks on reading and posting.  [CIS, AOL and other services now support binary file transmission.]

 

2.  The honor system for E�Mail games is desirable.   When playing E�mail games the players should alternate watching the Execution Phase.    



GENERAL STRATEGY  

  

The general strategic objective of the Allied player in 1942�43 should be to get US forces into a battle of attrition with the Japanese, especially one in which USMC dive�bomber squadrons can hit Japanese shipping.  

The general strategic objective of the Japanese player in 1942�43 should be to rest and rebuild oil reserves, and keep enough accumulated PP in Combined Fleet to allow one good counterattack in 1944 when Allied casualties increase 50% in victory points.  Don't use up fuel and PP, and risk key ships, defending the periphery.  Move fast early on and then do as little as possible to conserve fuel. 





A Quick Game of Tactical Pacwar 

 

Start a game of Coral Sea/Midway with two human players and no historical opening.  Change the Combined Fleet HQ to Operational Computer Control and set an objective of Port Moresby.  End the turn. 

 

As the Allies, change the South Pacific HQ to Full Human Control and step into Admiral Ghormley's shoes.  You have Halsey and two CV, a few planes and a couple of divisions.  Anything sent to your bases can be commandeered. 

 

After the IJN takes Moresby, set their objective for Guadal, and then Espirtu Santo or Noumea.  Try to inflict damage, and even stop the invasions, using only the resources the AI makes available to you. 

 

Check the HQ units and air in the HQ menu frequently � there is a SouthPac division in Oahu and some reinforcements in San Francisco.  You have to arrange the transportation of your LCU south. 

 

The game takes about two hours, faster if you forgo watching execution. I've become much more aware of ways to use the odds and ends, and of PP use from playing the game in such a tactical fashion. 







Frequently Asked Questions.



"Just the FAQ's, Ma'am."...Sgt. Joe Friday.  





Mind Boggling Questions (and confusing answers)



AIR TR ON TRAINING STATUS



ONE:  Can  air  transport  groups still conduct  cargo  missions  while  on TRAINING  STATUS?   It  seems  air transports  conduct  missions  while  in training status and the supplies they carry are being wasted..



1.  Transport groups.  I don't remember, but I would guess that at one time. setting  these  groups  to training mission would keep  them  from  flying.. Don't  know when it changed, if it did, but as many have pointed  out,  who. cares?   They  get experience by flying milk runs or by training  or  both.. Only good for one thing.



AIR GROUPS EXERT AZOC



TWO: Should air groups on training status exert a ZOC? In PacWar, they  do.



2.   Air  ZOC.  Yes, the size of these and the type and missions  of  units. projecting  them  is not understandable.  I have complained  to  Gary  many. times, he says they're fine.  One man's bug is another man's game feature.. 



MESSAGES FLASH TOO QUICK TO READ



THREE: What are the messages flashed during Readiness Recovery? Even  under. max  delay and display, they flash too fast to read.  The messages  discuss. supply flow; Ship/base/airfield upgrade; reinforcements; replacements, etc.



3.   Quick messages.  Most were inserted as part of error trapping routines. intended  to find or correct damage still being caused by the famous  "data. corruption gremlin".  See many previous posts,. esp.  those  dealing  with slowdown of versions  x13  and  x14.   There  is. apparently  a  Task  Force reorganization phase after  each  set  of  naval. combats, as well.



SUPPLIES DISAPPEAR



FOUR:  For week after week I have transported tons of supplies to  a  smallbase  with  NO  COMBAT UNITS, yet the supply remains at  100.  What  is happening  to all this supply? Is it being wasted? Shouldn't it  build  up? Supply  left at a base with no combat units will "decay".



4.   Supply.  There are sometimes bugs in this as well.  See previous postson  Owens Stanley M and isolated bases.  But it sounds like yours  is  just being used or redistributed in automatic supply phase.



AIRGROUP UPGRADES



FIVE:  Even  under  FULL HUMAN CONTROL for EVERYTHING, air  groups  not  on training  status will be upgraded by the computer, so there is  no  way  tomake  sure  that the air group will keep the older planes if that  is  you rwish.  (The computer still will make changes once in a while.)  Change  the factory  control setting to Human and the computer should not  change  your units



5.  Air upgrades.  See above.



KITIKAMI CLASS CL

  

SIX:  With the greater number of torps the Kitikami-class CL has, how  come they rarely get a torp hit during surface combat. My CA's do better.  



6.   Kitikami  ineffective.  They worked fine for me through  x12,  getting many  more torp hits than other types.  Seem toned down to me lately,  too. [Kitami class CLs appear to attack with torpedoes about as often as DDs, making them an expensive substitute. ]



HQ PREP POINTS



SEVEN:  Are  extra PP's allowed to a HQ that already has its max  125  PP's. re-allocated to another HQ or lost? It seems that they are lost.  They will. get a few extra while the rest will flow down to higher numbered TF's which. tend to get less.



7.   PPs.  I believe PP come from a pool (never shown) and only those  used. are replaced.  I would guess that none are thrown away.  Up to x12 overuse,. such as marching a Japanese LCU every turn in China, would cause shortages.[ Some Prep Points are indeed thrown away at the end of a turn.  See above, Checklist and Tactics, Table of contents I F 1, the entry is marked. ]



COMPUTER AI CHEATS



EIGHT:  Is  it realistic to allow the computer opponent to move  some  TF's their  full  movement TWICE in one turn?.



8.  Yes, the computer can move it's TF multiple times, they can move in the orders phase.  Then they can move in the TF move phase, and again in the TF return phase.  They can put themselves into port after, too.  So it cheats.  You can still beat it,  despite  that.  (And that's just the moves we can see.  I  imagine  it teleports ships to whatever base they're needed at.)



WHERE'S THE AC/TF AA?



 NINE:  I  formed  an  Air TF with 1500 AA Factors.  During  combat  it  was attacked by LBA, but only 350 AA Factors were used in defense.  Why did the game  only  give  me  a small fraction of the AA Flak  that  the  TF  could produce?



9.  AA misuse.  How can you tell?  I always resolve combat on Med-Low. That is, when I'm not on None-None.  How can you stand it?



BASE UPGRADE UNEXPLAINABLE



TEN:  Some bases I have had two construction units on them. During the Base Construction Phase these bases flashed TWICE the message that the  port  or airfield  had  been upgraded. However, the base really  only  went  up  one level



10. Multiple base upgrades.  I think it's a bug in the message routine. don't think they are intended to upgrade twice in same turn. [Probably was a port upgrade in addition to airfield.]



UPGRADED BASE WON'T TAKE NEW AIRGROUP



ELEVEN:  Frequently, when a base airfield gets upgraded, I can't  move  any more air groups to it. This penalty seems to go away a turn or two following  a  base size upgrade...So just as in real life, you send the fighters in first!



11.  Xfer  to new base.  Perhaps this IS intentional.  I thought it  was  a bug.   Sometimes  when  I am shuttling numerous bomber  groups  through  an airbase, the base suddenly refuses to accept any more, even though  there's an empty slot.  It's usually OK next turn. [ The database sometimes needs "refreshing", just like yourself:   Save your turn.  Exit PacWar.  Restart PacWar. Load the turn.  Now you should be able to transfer the  additional airgroup to the base. ] 



JAPANESE FUEL/OIL REDUCED LEVELS



TWELVE: Why do the Japanese fuel/oil pools drop to such low levels?  At the start  of  a  scenario,  the Japanese had 44,485 oil and  43,241  resource. During  the  scenario I did NOT create any TF's or transfer any  fuel.  However, by 8 Feb 42, the pools were down to 4,810 oil and 13,035 resources. Granted, I did not conquer any  new oil  bases, how could the pools drop so low while I was not using any fuel?





12. Oil is mostly hardwired into the game, whatever you may have heard.



FIGHTERS REDUCE BOMBER AZOC



THIRTEEN: I had a bomber group at Tinian which exerted a large AZOC. When  I transfered a fighter group to nearby Saipan, the Tinian AZOC shrunk to  half of  its former range. When I removed the fighters, the Tinian AZOC went back to  its  original  range (they were G4M's with a large  AZOC).  Why  do  the addition  of  fighters to a nearby bases cause the large AZOC  of  a  bomber group  to shrink so much?  Is this due to a duplication of effort,  IJA/IJN provincialism, a penalty for mismanagement of resources or a bug?



13. AZOC.  See 2. ----INSERT CROSS-REFERENCE HERE



MAVIS BOMBERS?



FOURTEEN:  The Mavis air groups  have the ability for combat, but why can't I  use  them  for bombing  or torping? 



14. Mavis do not have conventional ship and base attack capabilities in the game.   Just  attack subs.  But their patrol function is VERY important  to naval combat.



WHICH AIRCRAFT ATTACK SUBS?



FIFTEEN: Do any other aircraft attack enemy subs other than search  planes? It  seems that, regardless of the air groups which have a ZOC over an enemy sub,  only  the Mavis' will attack them.



15.  Many types attack or suppress subs in many different ways.. [ From the C&T: Air units on NI will not search or attack subs.  Japanese naval air units (TB, T, DB), patrol craft and American naval air (DB, T) will search and attack subs.  Fighters on both sides will not attack subs.....Also:  If you want IJN TB units to be effective ASW, make certain their experience factor is 70 and above. ]



-------------------------------------------------------------------------------------------------------



More Mind Boggling Questions



DD'S FOR ESCORT?



A.  Which destroyers are best for Escort duty?



a:  First, determine which DD's are your offensive platforms (good  Torpedo complement),  then  determine which ones have the best Anti-Air  capability (good for escort duty if the dest. or path is hot with enemy air; or better yet, as part of Surface/Air TF's).  

As for ASW duty, speed is good, as  all DD's  have the same factor for Depth Charges.  What is needed: is good Zone of  Air  Patrols,  to spot and suppress the subs, even sink/damage  a  few; which then allows the escort DD's to operate more effectively (the more the better).  But if the subs, have NOT been previously spotted, they will most likely  get  a  few  first shots off regardless of  how  many  escorts  are present; though the number of escorts might put a high price on that  first shot capability.  Use the older Tin Cans at first, till the newer Destroyer Escorts come available, which have a higher ASW factor.



PT AND MTB AS ESCORTS



B.  The rules state that if you leave PC, DD in Los Angeles, they will be assigned escort duty, but many (many) times I have had routine convoys sunk with no escorts and yet I have a TON of DD's and PC's there.  What gives?



b:  Allied PT and MTB's will not be used for Routine Convoy duty.



WHERE'S THE "#" SYMBOL?



C.   In  ver1.1  you could see which ships were used in  routine  convoys because  they would be marked with the # symbol.  In ver1.1x19 I can't  see any way to determine which ones were used.



c:   The flags have been removed from units assigned to Convoy duty, due to the time scale involved; thus those units can be used twice.



CARGO TF ENTERS ENEMY AZOC?



D.  The manual also states that if you assign a TF with CARGO orders, they will not enter enemy ZOC.  I found this to not be very true; any feedback?



d:  Depends on the type of ZOC; or if the destination is a Home Port.



PENALTIES FOR SEARCHING ENEMY AZOC?



E.  Are there penalties for search planes that are searching in enemy ZOC and if so, which ZOC's (fighter, bomber?)



e:   Not  sure  on this one; though most likely they operate at  a  reduced

effectiveness level; or consume a higher level of supplies and fuel.



FOG OF WAR BATTLE REPORTS



F.   During the execution phase, the battle reports don't match with  the flashing  reports  prior the the battle report.  For  example,  before  the battle  report during the flashing report at the bottom of the  screen,  it will  read  5  P-40s destroyed during an Airfield strike,  yet  the  battle report will say something like 7 or 8.



f:  Inflated Fog of War; and planes that are actually only damaged, will of course be claimed as kills.



WILL ENGR FIGHT?



G.  Does experience matter with engineers when it comes to building ports and airfields?



g1:   Only the amount of Supplies and number of Engineers; the experience is for combat purposes.



g2:  Experience doesn't matter on how fast the engineers build/improve ports and  airbases, only the number of them and how much supply they have.  I've never  seen  what good an engineer unit does in combat, so  the  experience rating appears to be window dressing.  [Engineer units have been known to acquit themselves reasonably well in battle.  They are, after all, COMBAT engineers. ]



HUMAN WAVE TECHNIQUES



H.   When  the  computer assaults a base, it will land one unit  then  do several  rounds of battle, then land another unit, then several  rounds  of battle, then land another unit.  I can't seem to figure this out.



h1:  Sounds like you are describing the IJN/IJA, which of course is accurate (a  few  good  men,  with  Bushido  and a  Banzai  charge  were  considered sufficient to dislodge a full Marine division; and belief in the Divine Way was  immunity from .50 caliber).  Though the IJN originated amphibious ops, they   NEVER  developed  a  coherent  doctrine,  much  less  the   complex, multi-faceted,  dance  of  art that became the hallmark  of  US  amphibious operations.   Due to lift limitations and conflicting aims and the  highest order of "Lack of Coordination" known to man, the IJN/IJA could never again duplicate the masterpiece they executed at the beginning of the move south. Also, pretty hard to do in the face of Allied Naval and Air superiority.



h2:  That's the way the AI handles amphibious task forces for the  IJN.  The Japanese  only attempted two combat invasion from the sea the  entire  war, both  at  Wake  Island.  The first time the Marines there  slaughtered  the Japanese, the second time they succeeded (but it was still close).



Moral of the story: they weren't good at it.



h3:  In atoll combat (which are pretty much to the death) separating the LCU's is  a  horrible mistake.  Everything rides on that first wave, and  nothing that  comes from the rear will accomplish anything but dying or celebrating the  already accomplished victory. 

On the other hand, when a battle is long and  drawn out, like a historic Guadalcanal fight, you may have good reason to  piecemeal  the  attack.  A turn will contain only two  battles  if  you launch a single attack, and if you are relying on good die rolls, that  may be  insufficient.   Every TF that drops LCUs on the  beach  creates  a  new battle,  and you only have to win one to capture the base. 

If numbers  are on  your  side, and you just need that little push over the cliff, send  as many  separate attacks as you can.  One of them will meet the proverbial  2 squad defense, and the battle is won.



SURRENDERED OR DESTROYED LCU



I.  When an LCU surrenders, does it ever come back (like the air units?)



i1:   Some  of  the 'destroyed' LCU's come back; but if I recall  correctly: units that surrender, do not come back (John L?)



i2:  Once  a  unit is totally destroyed, it is GONE. I've lost the  Americal Division  nearly  every campaign, and I've never seen it return.  It's  the only one I can remember losing totally, but there have been others. If  you split  a unit and lose the "parent" part of it, the other part (the smaller section) becomes the "true" LCU again.







TECHNICAL SECTION - IN-DEPTH ANSWERS



TF MOVEMENT



  In essence, what we're  seeing with the TFs moving or not, or taking strange routes is not  so much a bug as it is a manifestation of how the executable code  divies up PPs and assigns movement paths based on a number of  considerations, including its assigned mission, leadership, its  cargo, the time period during the war, the nationality, and the TF  PPs it starts the turn with.  Let me try to summarize: 



1.  The movement paths are chosen from a set of pre-programmed hex  sequences and represent corresponding routes historically used by  each side.  These change throughout the time period of the game,  and TFs with different mission types have different paths.  Furthermore,  the paths are set up to represent great circle courses as much as  possible and must also conform to the hex grid, so you will almost  never find a straight line path.  The apparent distortion is  compounded by the map projection used in the game which is of the  conical section type (this is why Java appears to run North-South  rather than East-West as it does on the globe or on the more  familiar Mercator projection).  It is due to these considerations  that a TF will sometimes appear to head 90 degrees from the  direction we intend for part of its movement.



2.  The number of TF PPs that a particular TF gets at the beginning  of the execution phase greatly affects how it moves and at what  SPEED(!).  For example, a Transport TF can move as a Cargo TF if  it's low on PPs, to the best of its ability;  that is, it will move  into an enemy AZOC if that's the only way to its destination, but  it may well not carry out its mission (won't unload).  Also, the path  taken by _ANY_ TF can be affected by enemy AZOCs (see game manual,  p21, last para).  Thus, even a monstrous AC floatilla containing  10 CVs can act as a meek, leaderless cargo group once it hits the  bottom of the barrel on PPs.  These findings explain a lot of my  frustrations with this thing.



3.  The speed at which a TF travels depends upon the number and the  combination of ship sizes present in the group.  In general, TFs  with a lot of ships tend to travel more slowly than those with few  ships, and, all else being equal, TFs with a combination of large  and small ships seem to move more slowly that those with just large  or just small ships.  For example, a group of 20 knot transports  will go 20 knots if left to themselves, but combine them with 35  knot destroyers and they'll be lucky to make 18 knots.  I  conjecture that this may be intended to simulate the difficulties of  coordinating formation movement in larger TFs, but I do not have  any confirmation of this from SSI.



4.  The ability of ANY TF to carry out its mission is affected by  its PPs;  when low on these "Precious Puppies" even an SC TF with  the most aggressive leader will seek to hide from the enemy rather  than attack, supplies and troops will stay on the ship, etc.  One  issue relating to this that has been discussed and often frowned  upon here is the practice of assigning a transport group a home base  the same as its destination, thus allowing the group to get in even  when it aborts its mission due to air strikes.  This can also be  looked at another way, however, that being to consider such orders  effectively "get in at all costs."  Under these circumstances, the  player owning the TF can manually unload the supplies, but exposes  his ships to what should be a much larger threat:  they can be  attacked multiple times if the enemy is doing their job (i.e.,  truly trying to keep the base isolated by gunning for the  transports with air groups on NI missions and TF targets).  I don't  feel as strongly about this practice as I used to, since the other  thing is that if the TF does abort then the supplies can't be  manually unloaded until the following turn and so will do the units  there no good when readiness needs to be recovered, etc. at the end  of the current execution phase.  In a game like GGPW, the long term  effects of losing ships usually outweighs the short term benefit  of getting a few supplies in using this method.





ROUTINE CONVOYS EXPLAINED



 Some observations on the Supply Convoy System:  Using v22 of PacWar...



 The primary shipping priority's are the HQ locations, as I'm  sure you know.  You can occasionally "Pack" a supply port to  increase your routine supply... example:



 Pack LA with your Old DD & 14000ton MCS first, then add the 8000ton MCS.  Try and get in several screens of DD, MCS, TK.



 Using the "O" command,  cycle thru to LA.... notice the  screen of ships DOES NOT MATCH the total you actually have in  the port (if you've managed to get enough in).  If you count   the number of ships appearring with the "O" command, that is  what the computer is looking at when determining its convoys.  (Toggle between the O and P commands to see what I'm talking   about)



 If the screen is full of DD and DE, it will only use the next  6 to 8 MCS groups.....knowing this, Pack those groups with  as much as you can find in the Pool.  Cycle thru other ports and  reduce the groups not being used to 1 or 2 each...this  will increase your pool count.  (after a turn, you will notice  the computer will take anything left in the pool, and rebuild  these 1 and 2 count groups, spreading the extra ships around  each turn all across the map)



 If you have more than 6 to 8 mcs groups in LA, the computer   will rotate the usage of the groups...you can alter this by  keeping the first 6 to 8 groups as close to the MAX as   possible.  Also, if your groups are using up the LA supply,  (remember the new Air groups and LCU are soaking off supply   also) put in a shuttle run from San Diego and San Fran,  packing LA with huge amounts of supply and fuel (try and keep  it somewhat balanced for reasons I don't want to get into  right now)



 If you have more than About 8 groups of MCS at LA, you can  move them out and use them elsewhere, keeping in mind the  computer will attempt to rebuild them each turn.



 The first time I tried this, I had a Huge jump in the convoy system.  Went from about 14 DD, 135 MCS to... 56 DD     63 DE     413 MCS



 It will not work all the time, but it does seem to increase  the overall system to about double of what it was.  A typical  tracking would show  299 / 271 / 331 MCS over 3 turns, when  before I would have  155 / 120 / 135 MCS.



 Moving your HQ around will increase the shipping, as the   system attempts to build up the new location, a trick most of  us use already.



 Despite all this, you will still have to establish a manual   line into Australia, since I never trust the computer to pack  enough in for future operations.  Also, the above system is  assuming you play like I do, with Human Full Control on HQ's.



 An average 1800 sized Division of 240 squads, 72 arty, 42 Afv   needs about 510 supply to bring it upto 99 RDY, assuming  no disruption.



GUNFIRE IN SURFACE COMBAT



1.  So gunfire isn't simultaneous?  Yikes!



a1:  Nope, nor was it so in real war,  one side or other always fired first, and Japanese battleships on most parts out ranged US battleships, till later in war when newer US BB came out with bigger guns.



b1  It very much appears that gunfire is not simultaneous.  During the second round (2000yds) of our surface battle, the Yamato fired first;  this fire just "lit up" the Maryland.  When the US TF returned fire, the Maryland's fire on the Yamato had no effect, I think only a 5in. gun or two fired, no 16inchers. 



c1...Gunfire isn't simultaneous. There's some kind of surprise roll, which  allows a free shot without response if successful. Then comes the  main battle. I think there's an "initiative" roll each round that  determines who fires first. Early in the war the IJN has a big  advantage over the Allies.





2.   Do the 25mm anti-aircraft guns actually do any damage?



 a2:   Yes it does some damage, you might even get lucky and  some  slugs might just nail the  admiral in charge of the task force.



b2   I do not know how much damage the 25mm, 20mm, and the 40mm do, but they all fired at this range.  Without immediate "brewing up" of a target ship, I don't think there is a way to tell how much damage any one weapon really does when it hits.  But it would have been a battle to see with everything firing at such close range!



c2...Any hit that doesn't penetrate the armour does one (1) point of  damage. It'd take alot of light calibre hits to do anything  significant to a battleship. Note, a hit can't get criticals (*)  unless it penetrates either.





3    I am unclear on the difference between damage points and the damage # {0,99} that gets reported.



Here's my confusion:



Assume a ship with durability of 200.  (this keeps the math easy)



A.  If that ship gets hit by AA fire, AA fire cannot penetrate since its 

warhead = 0, the ship takes 1 point of damage.  

	1.  Is this a damage # = 1?

	2.  Or is this damage # = 1/200 or around .5?



B.  Let's say the same ship gets hit by a weapon with a warhead of  40.  (easy math).  The warhead penetrates.  It's damage is based on: Damage = 1 damage point + Formula (units not given) Formula = Random (warhead)*Random(40)/Durability



Let's say the Randoms both equal 40.

Formula = 40 * 40/200 = 8.



Warhead does the following damage: 1 point + 8 (?).

What's the damage # going to be on my Dur = 200 ship?



I figure the # is on of the following:



B1. Damage # =  1 + 8 = 9.  So approx. a 1000lb bomb that penetrates a battleship is only 9 times more damaging than a 25mm round. 



B2. Damage # =  1pt/200dur + 8 = .5 + 8 = 8.5 .  The bomb is 16 times more powerful than a 25mm round.



Do the same calculation with the 18inch guns and you'll find that the  guns are between 32 and 64 times more damaging than a 25mm round -  and that's when the 18 inch shell penetrates and does maximum damage.



In either case, I'm think that this ratio is waaaaaay off.  No wonder  you can't sink the bloody big battleships (Yam Class, North Car.  Class)!  What am  I doing wrong?





a3...You can sink battleships with  the big gun rounds,   I think the smaller gun rounds, which do  not  do much  vs armor however could result in  other damage.



 Ever have a Admiral in charge of the Fleet get KIA or Wounded?



 If ships are close enough to fire AA guns at each they sure could  hit personnal,  uh huh the admiral got caught by some AA fire that  ricoherted.



b3...my americans fired first in surface combat cause i had Halsey leading the TF...him and Doorman have already fired first on two ocassions...with an Ag rating of 9 and Nav rating of 7, halsey will send a PT against the yamato...one has to use him carefully early in the war..i only used him as a surface admiral because i the carrier battle was secondary (!)







Version History

===============================================================

===============================================================

 PACIFIC WAR - Changes in Version 1.0 x9



1. FIX- the leader display now scrolls to show ALL of the available

leaders.



2. NEW- Shift/L lists all friendly leaders.



3. CHANGE- the computer will not automatically upgrade aircraft if

the air group is located at a human controlled base/TF and HUMAN

FACTORY CONTROL is in effect.



4. CHANGE- each land based air group must undergo a 'coordination

check' when attacking TFs. If RANDOM(12+RANGE) is greater than

AIRFIELD CAPACITY then only HALF of the ready aircraft will fly the

mission.



=================================================

=================================================



PACIFIC WAR - version 1.1 x13  AND  version x14



This version has been modified to include the following weapons�

types:



ALLIED

Rockets          available 1944

2000 lb Bomb



JAPANESE

800 kg Bomb

T91m7 Torpedo    available 1944



ROCKETS: (warhead 3)

May be carried by Allied fighter, ftr-bomber and torpedo-bombers

with a MAX-LOADF greater than 9.  May only be used against NON-

COMBAT TFs at range 3 or less. Air groups must pass an experience

roll (RANDOM(120)<EXPERIENCE) before rockets may be carried.



2000 LB BOMB: (warhead 95)

May be carried by Allied tac-bombers with a MAX-LOAD greater than

19. May only be used against TFs at less than or equal to HALF the

bombers MAX-RANGE. Air groups must pass an experience roll

(RANDOM(100)<EXPERIENCE) before a 2000 lb Bomb may be carried.

Will only be carried 20% of the time by eligible air groups in

1942. This will increase 10% each year to 50% by 1945.



800 KG BOMB: (warhead 85)

May be carried by Japanese torpedo bombers and tac-bombers with a

MAX-LOAD greater than 15. May only be used against TFs at less than

or equal to HALF the tac-bombers MAX-RANGE or by torpedo-bombers at

no greater than 2 range. Air groups must pass an experience roll

(RANDOM(100)<EXPERIENCE) before an 800 kg Bomb may be carried.

Will only be carried 10% of the time by eligible air groups in

1942. This will increase 5% each year to 25% by 1945.



T91M7 TORPEDO: (warhead 93)

Will be used instead of the Type 91 air-torpedo starting in 1944.



=====================================================

=====================================================

PACIFIC WAR - version 1.1 x15

Changes in this version 1nclude:



1. Routine convoy system has been fixed to prevent the same escort

unit from defending more than one convoy.



2. AI routines have been modified to REDUCE the chance of CARGO and

REPLENISH TFs moving through enemy AIR ZONES.



3. AI routines have been modified to provide a more effective END

GAME strategy.



4. Display memory routines have been altered to reduce the chance

of OUT OF MEMORY warnings when viewing the carrier-air-group

display.



5. This version has been modified to include the following weapons

types:



ALLIED

Rockets             available 1944

2000 lb Bomb



JAPANESE

800 kg Bomb

T91m7 Torpedo       available 1944

Type 93m3 Torpedo   available 1944





ROCKETS: (warhead 3)

May be carried by Allied fighter, ftr-bomber and torpedo-bombers

with a MAX-LOADF greater than 9.  May only be used against NON-

COMBAT TFs at range 3 or less. Air groups must pass an experience

roll (RANDOM(120)<EXPERIENCE) before rockets may be carried.





2000 LB BOMB: (warhead 95)

May be carried by Allied tac-bombers with a MAX-LOAD greater than

19. May only be used against TFs at less than or equal to HALF the

bombers MAX-RANGE. Air groups must pass an experience roll

(RANDOM(100)<EXPERIENCE) before a 2000 lb Bomb may be carried.

Will only be carried 20% of the time by eligible air groups in

1942. This will increase 10% each year to 50% by 1945.





800 KG BOMB: (warhead 85)

May be carried by Japanese torpedo bombers and tac-bombers with a

MAX-LOAD greater than 15. May only be used against TFs at less than

or equal to HALF the tac-bombers MAX-RANGE or by torpedo-bombers at

no greater than 2 range. Air groups must pass an experience roll

(RANDOM(100)<EXPERIENCE) before an 800 kg Bomb may be carried.

Will only be carried 10% of the time by eligible air groups in

1942. This will increase 5% each year to 25% by 1945.



T91M7 TORPEDO: (warhead 93)

Will be used instead of the Type 91 air-torpedo starting in 1944.



TYPE 93M3 TORPEDO (warhead 172 - range 27)

Will be used instead of the Type 93 ship torpedo starting in 1944.

=====================================================

=====================================================

PACIFIC WAR - version 1.1 x19



1.19 continues to send parts  of the Routine Supply fleet to the

incorrect base, requiring frequent trips to  PWReports to swap them

around.  It seems to happen more in the later part of the game. This is

only a minor inconvenience.



1.19 AI for Japanese is much improved.  A word to the wise, don't leave

captured bases ungarrisoned with LCUs, even in the mid-to-later game.

There are surprises lurking.  Also, beware of the old Kudo Butai and

Surface Combat Fleets. They regularly make their presence known, even

when fuel supplies are low.  Your HQ should be whichever port you're

basing your carrier fleets out of.



Migrating TF problem appears to be   99% fixed in x19.  I have played

three full turns since adopting x19 and only 1 Clemson and 1 group of

U.S. MCS have migrated to Calcutta.  There have been no other wanderers

at all. This is a HUGE improvement.  In turns just completed prior to

our switch to x19, I had MCS, TK and DD migrating all over the place.

It was quite common for me to find 8 or 9 groups from Calcutta having

moved to LA, and vice versa. We have seen no further evidence of stalled

TF's (although my human opponent probably wishes his carrier TF had

stalled before my Albacores sunk the Akagi near Sorong! :) ). As far as

I'm concerned x19 is a good fix.



Vx19 is all inclusive; some of the goodies are: rockets, 800Kg bombs, 

various upgraded IJN torpedoes, etc.

Fixes slow down, icon fragmentation, data corruption bugs, etc.  It also

provides a myriad of additional features that evolved over 19 versions

and the majority should be in the latest PwReports; the last several

versions are essentially the same, just an exercise in getting it

right/perfection!



Gary Grigsby informs me it is unlikely the AI will use new carrier

aircraft types.  It is safer to take an existing carrier aircraft type

and modify it. Also do not use a carrier aircraft type slot for any

purpose but carrier aircraft.



Japanese LCU's are hard-wired.  It is NOT safe to edit them if the AI

will play the Japanese.  A human player for the Japanese can notice

problems and correct them.  The AI, OTOH, will turn minor problems into

bigger ones with positive feedback.



============================================================

============================================================

PACIFIC WAR - Version x22



Version x22 fixes some of the AI's quirks and makes it more reactive to

your strategy, as well as tightens up some of the other loopholes Gary

has been working on for some time (like the migrating MCS units for the

Allies). The reappearing seaplane carriers are still there, though. It

also lightens the impact of the long lance torpedo - making single hit

sinkings less frequent.



x22 has more aggressive IJ AI (or so it is said), a less fatal long

lance torpedo...and no copy protection. <amen> Version x22 makes the AI

more responsive toward what you do, and it will take advantage of

mistakes you may make.  I've had it for awhile now and it has given me

more of a challenge than any of the other versions.



The supply level of bases that have no LCU's there are set to zero no

matter how many resupply flights are made to that base. Air transports

do work when flying supplies to surrounded combat units. However, please

recall that the amount of supplies flown in to a unit is way below the

amount needed to actually do much for that unit. You cannot STOCKPILE

supplies like this.  It only helps if you have LCUs at the base

receiving supplies



x22 decreased the chance for a critical kill on the long lance,

increased the aggressiveness of the IJ AI and removed the copy

protection - tho I still reach for the manual everytime I tell it which

savegame to load.  Old habits....









PACEDITING - AMAZE YOUR OPPONENT!!



MITCH AND THE BEAR



Gary Grigsby's original release of Pacific War did not include an editor.  Difficulties of this order will not stop the real gamer, not for long.  First on the scene, with liimited but real editing capability, was Mitch Baldwin's pwreport (See Above, Section I-G).  Initially, most of us used Mitch's creation  as a profound source of information about the game's elements, others recognized another entire world was in there.   

Changing the mix of weapons, aircraft and ship types, fudging the Prep Points heightened interest in the game, and by now there was a solid core of us, hopelessly addicted to Grigsby's magnum opus.  David BEAR Yeager followed on rapidly with his entry:  PacEdit.  

PacEdit v1.19 is the current rendering:  In terms of "user friendliness" and width and depth of coverage, version 1.19 is the one to have. 

 (A detailed outline of features is included below.)  



Price as of this writing, Sept. 1996:  $15.00 + $4.50 S&H and well worth it. 

You can obtain PacEdit v1.19, which includes two alternate scenarios, from:



Novastar Game Co.

P.O. Box 10

Rocklin, CA #95677

Voice#:  (916) 624-7113

Fax#:  (916) 630-1009

E-Mail Address:  novastar@vfr.net

Web Page:  http//:www.vfr.net/~novastar/novastar.htm



FEATURE LIST OF PACEDIT V1.19



  Edit all the following:

  =======================



  Scenario dates:   All



  Ship stats:  Ship Name, Class Type, Cargo, Damage, Location/Arrival/sunk,

               Nation, Fuel, Ammo



  Ship Class stats:  Class Name, Ship Type, Weapons Carried, Weapon Counts,

                     Durab, Armor, Capacity, Speed, Pool amounts.



  Plane stats:  Name, Type, Mvr, Cannon, Capacity, Range, Durab, Arrival,

                Cost, Pool amount



  Factories:  Base Location, Factory Type, Amount Produced, Status, Arrival



  Weapons:  (Still twitchy however..) Name, Type, War, Range, Flak, Acc



  Air Groups:  Name, Type, Nation, Mission, Location/Arrival, Exp, #Dmg,

               #Operational



  Prep. Points:   Allocation all/separate HQ's



  Land Combat Units:  Name, Type, Nation, Exp,Rdy,Afv,

                      Inf,Art,En,HQ

  Leader Names:



  Bases:  Name, Oil, Res, HQ, Air, Port, Terrain, Fuel, Supply



  =====================================================

  In addition, the following Aids & Utilities Included:

  =====================================================



 * Print Mission Codes/Nationality Codes/Air Group Codes to screen or Printer



 * Base Number ID listings in Alphabetical Order, Print to Screen or printer.



 * Base Number ID listings in Numerical Order, Print to Screen or printer.



 * Base Number ID listings by x and y Location, Print to Screen or printer.



 * PacWar Turn Checklist (all the crucial items you need to check each turn)

   Print to screen or Printer (convenient to make a copy before a new game)



 * Fix CVE excessive Delay Problem  (By popular Demand!!)



THE OLD DAYS



Before PacEdit 1.19, here is what you had to go through to create even the simplest of changes:

If you feel like giving a hex-edit a try, here is the technique:

1--Create a new "test" directory on your hard-drive. 

2--Copy all your Pacific War files into this new "test" directory. 

3-- Run Pacific War in the \test directory. 

4-- Setup as follows--> Choose 1941, Computer as Japan, Odds Even,    Historical First Move.

5--After Historical First Move has Completed,  BEFORE DOING ANYTHING,  immediately save the game under "a".

6-- Quit PW.  Start up your Hex-Editor Program.  

7--Go into your "\test" directory  (note: If you don't feel at home with  a Hex-Editor, you can copy the file  "savea.   " (no ext.letters) to  a floppy, and perform the edit on the floppy, THEN copy it back to your \test directory on your hard- drive.)  Out of the multitude of files, only --3-- concern us.  All 3 are named  "savea", however, for right now,  ignore the two files with ext.letters.

8--Choose "savea.   " to Hex-Edit  (savea.   is about 65k in size)

9--Goto RELATIVE SECTOR-97   (not disk abs sector) 10-Find ROW-0448(01C0)

11-It should look something like this:  03 00 03 00 28 00 00 00 00 00 00 00 00 00 00 00 

   Change the last part of the row, producing this:    03 00 03 00 28 00 00 00 00 00 00 00 FF 00 00 00

   The only change in the row is-------^^ (FF= 255 in Decimal) 

12-SAVE YOUR CHANGE TO DISK Before you exit the  Editor!

13-Exit editor, Fire-up Pacific War, Choose Saved Game "a"

14-Reward yourself by going to your Plane Pool for Allies and reviewing  your new State Of The Art   Aircraft--- Several years ahead of schedule!

15-ENJOY!!



WONDERS OF MODERN TECHNOLOGY



Enter PacEdit and greatly increased capabilities:





        In addition to the hints Tom dropped, the editor allows you to change a multitude of things..... between Pac- Edit and Mitch's PWreport, you can D*mn Near change just about everything.



        For example:



        In a test run of the editor, I created a Fantasy - Super- Montana that had  <<chuckle>>  Four 18" guns and Eight 16"/50 guns!!! Seemed to work like a -charm-!  (of course, everytime the ship fired all guns simultaneously.......  it performs an underwater -Rollover-..... ehehhheh.... ;)



        To change planes on CV's, first write down the ship numbers that you want to change (remember to compensate for the 1.digit offset mentioned in the instructions....ie, Pac-edit ship #2 minus ONE equals true ship number of ONE.)  go into Air Group Edits and look under "Location"  anything over 1000 is a ship location, example "1003" would mean the airgroup is on ship #3



        Once you've located the ships, simple change the aircraft TYPE of the airgroup....and Pesto-chango....you now have  B-25 Bombers launching off the CV Hornet....Destination....Tokyo..!!



        Or, knowing your perspective, how about Bettys flying off the CV Akagi hitting LA??!!  ...Yup, it's Fantasy Island Time!!



        Best advice, just -Play- with the editor for an hour....use a duplicate file that you don't care about and just go wild.  You'll get the picture in short order.



Other  timely and useful editing advice:





 - The computer will recognize whatever weapon that you include on a ship; i.e. 18.1" on an Iowa class will operate properly;

 - Do not (don't; nichts; non; nein; nyet; nada; etc) use empty slots in the weapon tables;

 - Do not use slot 0 (nul/zed/zero) of any category (ships, class, planes, etc);

 - Recommend IMHO that weapon stats NOT be altered; just change the TYPE and number of weapons on a given platform if necessary!



Look carefully at the existing designs for DE's & PC's.  Try a sample modification but just press Enter to retain the existing values, and watch which default values are assigned.  That's how I discovered that 22 really means 222 on DE's & PC's.





Couple of pointers:



1...Icons cannot be altered at this time (I have not researched Icons) Jean-Claude is our resident expert on this.



2...You edited a plane slot NOT -LISTED- ?  >>Don't Do Dat!<<



I was NOT expecting someone to make up their own numbers.  That input error was not checked for.  You overwrote the wrong section by trying to "create" a new plane slot.  All the slots are fixed...you cannot create new ones.



Erase this file and use your backup file.I Give you credit for -Originalty- though !!... :)



3...Don't move carrier air groups...they appear to be hardwired into carriers (allthough moving it carrier to carrier should be ok) Generally speaking, keep airgroups assigned to their original duty...ie...land on land, ship on ship.



4...Welcome to the unexplored regions of PacWar!



There isn't enough -time- for one person to check/test every combination of edits...how  all the variables fit together, work or don't work in certain combinations....so in many respects, we will all learn together.  You guys may figure out a way to do something that has stumped me for months....the key to this is simply TRY the edit and see if it works



 You stated you set the air group arrival for "0"  Go back and re-edit the group.  READ THE PROMPTS.



You have three choices for location.  YOU CAN ONLY CHOOSE ONE CHOICE.



1...Base location

2...Ship location

3...Turn Till Arrival



When you set the Turns till arrival, you removed the air group from its

location on the carrier.  (Don't blame ME for this....That's the way GARY programmed it. :)



Try this:



...Simply Activate the CV by assigning it to a base. (Option #4...edit Ships)



The air groups will -activate- also because they've been assigned the CV to

begin with.



Let me know if that helps.





    Off the top of -me- Head.... I basically used the Hellcat as the "starting"

point for the improved Bearcat stats, used the B-24 as the foundation for the

Privateer stats, modelled the IJ jet off the Me-262, the B-32 was similar to the

B-29 stats allthough not as robust as the B-29.



    Another item to consider in the Bearcats....Deck officers were quick to note

that 50 Bearcats could be spotted in the same space used by -36- Hellcats...Darn

near 40% storage improvement! You might consider upping the CV capacity when

carrying Bearcats.



    I didn't model the Skyraider, allthough that would be another interesting

aircraft to simulate.....anybody got the Skyraider performance specs handy?

Post'm if ya Got'm.



    The big problem is setting the "dogfight" aka "MVR" rating variable.  I

usually use a percentage calculation based off the known stats, since that is a

"no-brainer" to get a quick - aproximate- of the stats.



    Base edits... as previously hinted at, the latest version PacEdit will have

this ability. (Yes, it does.)  FYI.... I run PacWar under windows all the time...matter of fact,

it's not unusual for me to be running all of the following at one time,

switching back and force as needed.



    PacWar

    PacEdit

    PWreports

    Program Editor

    Q.Pro 5.0

    Designer

    PC Tools





  For those PACEDITors out there, a couple of things to consider:



 1) Varients of the P-40 --  The current P-40 in the game represents the P- 40B Kittyhawk with two .50 cal and 4 rifle caliber MG's.  Later marks, I specifically remember the P-40E had 6 .50 cal and bomb racks.



  To make that possible, change the Typ to Ftr/Bmr, the Mvr to 20, the Can to 12, Cap to 10.  Wa' la -- instant P- 40E WARHAWK.  If my memory is right, the P-40E came out in the summer of 1942.  You can use an empty fighter slot, or the P-39 slot after you replace it with P-40's.



 2) The "A-38" divebomber -- This is a P-38J fitted with a second crewman and dive flaps. Take the P-38F Change it's Typ to Dvbmr(2?), give it a Cap of 20 and a Rng of 6.



  You also have to edit the P-38F squadrons over to P- 38J's to avoid "instant divebomber syndrome" and edit a factory over to produce the A-38 type.  Plus you have edit a few USAAF tactical bomber squadrons to take the A-38 as well.



  The idea for this plane is the A-36 Apache divebomber version of the early Allison engine powered P-51 Mustang.  Which was used in the Italian theater of operations for a short time in 1943.



Couple of more items to report on the editor.  I have been following the posts and I don't think I'm repeating anyone else's comments.



1) I have been successful in creating various new US planes  using any open slot and they seem to operate the way they're  suppose to.  It doesn't seem to matter if the open slots are  in the US or Japanese sections.  This is the only way I have  been successful against those dreaded auto aircraft  upgrades, that convert all my P-40 workhorses (which were  still being used in 1945) to P-38s and P-51s and prevents me from using those 6 or 8 historical SBD Groups for ground  support in the Philippines in 44 and 45.  But again  the icons for all my new planes show the F4F (a small price  to pay).



2) I have been able to put additional Groups of aircraft on carriers, but as I reported before I have not been able to  move any Groups off them.  I even sank one to see if I could  then manipulate them but no soap.  Anyway, the new groups operated as intended, even though, the carriers capacity was exceeded. Is it possible to set a new maximum aircraft  number for the Groups ?  One other thing in this area is  that you can only access the 1st three groups (A B C)on the carrier, for mission and aircraft changes.  Group D is there  but you can't get to it.



.............when I ran the game after trying to move  the carrier groups to bases, it said "(44000) group ###  fixed".  This automatically put the groups back on the carrier.



3) Aircraft Slots 100 +. t  I was told not to mess around in the land of the unknown,  but couldn't resist just looking around.  Starting with slot  #102 and going to 200, are strange aircraft with ASCII names  that have various values for Mvr, Can, Cap, etc., etc.. A  couple reflect pools in the minus 20,000s.  Are these the  mysterious variables, if not, What Dey Is ??



4)  Lastly, I discovered that factories producing Hvy.  Ind.,  Artillery, Etc., can be changed to produce any new aircraft  you may design/make.  Neat !!  Who needs all that other  stuff anyway ?  (You might not have useable land fighting forces unless you DO produce some of the other stuff.)  





The final form of the alternate history saved game file will be useable both for play against the AI (either side) and for two-player e-mail.



I computed aircraft firepower with the following formula for wing-mounted guns on fighters:  .30 calibre or equivalent = 1, .50 calibre or equivalent = 2, and 20mm = 3.  Add 33% for fixed forward firing guns mounted on the fuselage of twin-engined aircraft - a twin engine plane with four 20mm guns in the nose has a firepower rating of 16, whereas the same four 20mm guns in the wings would have a firepower rating of 12.



I intend to increase the P-38's firepower from 12 to 15.



The aircraft types whose names I have kept are not necessarily identical to their historic counterparts, though they usually are.  My P-40E really should be a C model, I think.  My F4F Wildcat has only four .50 calibre wing guns with the FM2 having six, whereas historically the opposite was true.



I "winged" it on the maneuverability ratings.



EVERYBODY:



File No. 8459 has a huge amount of alternate history information, including new ship class statistics, Pacific War game values for those ships, building rates going back to 1900, political power battles described in detail, conspiracies to misuse arms control treaties, etc.





1) The F4F icon is a hardwire; and all of the available slots 4 Japanese and 8/9 Allied, are hardwired into that particular icon.  There is one free or unused icon slot available that I could edit; but that again is another hardwire that is impossible to get around.  I've checked all of the other icons and everything is used as far as I can tell, so there is nothing that I could swap, as to add something in addition to the F4F.  Though I did find a glitch in one of the engine nacelles of an Allied Patrol Planes.



1a)  Wasn't the P-400 a P-40 with a Zero behind it(or on its tail)?



2)  No way to increase the number of slots; only 0-99 are recognized by the execute.  Slot 100 is not used; though you could put that A/C into the pool, even have factories build it... but you would never get a group to switch to this plane.  Re available plane type, assuming one doesn't change existing slots and this is subject to correction (for I have not tested all possible variables): but the 4 later slots in the Japanese section should be reserved for Japanese planes;  while the 8/9 Allied slots (everything before the A5M Claude) should be reserved for Allied planes... this is a hardwire that [you] cannot get around (once again: this might change due to new info).



2x)  Re plane groups (if memory serves) there are only 9 groups available for editing, and these are recognized by the AI as Japanese air groups... something really weird happened, a bit fuzzy now, but I had all types of strange things happening.  Will have to test it out again, now that I'm thinking about it, and let you know what happens.

==================================================================



�                                              APPENDIX A



TRANSPORT COSTS

                Here are the transport (MCS loading) costs for aircraft: 



fighter..........................�20 ��fighter�bomber ..........�20 ��dive�bomber ..............�20 ��torp�bomber ..............�20 ��tac�bomber.................�30 ��heavy bomber ............�40 ��transport......................�40 ��patrol...........................�20 ��

CARRIER AIRCRAFT COMPLEMENT



The number and types of aircraft assigned to carriers varied wildly during the war.  The number of aircraft aboard a carrier seldom matched it's capacity.  (Carrier plane loads may run approximately 12 planes below capacity.)  The capacity of the carriers is used, somewhat indirectly, to determine the size of the air groups on board. Here are some of the AC complements you can expect at various times during the war: 

FOR YORKTOWN/ESSEX CARRIERS           FOR SHOKAKU CLASS CARRIERS 

 early 42:      24 VF,  24 VB,  24 VT                      early 42:     27 VF,  36 VB,  12 VT 

 late 42:        27 VF,  27 VB,  18 VT                      late 42:       36 VF,  37 VB,  15 VT 

 1943:           36 VF,  37 VB,  18 VT                     1943�44:    27 VF,  27 VB,  18 VT 

 1944:           43 VF,  27 VB,  18 VT                     1945:           27 VF,  18 VB,  18 VT 

 1945:           53 VF,  18 VB,  18 VT                                                                            



BRITISH CARRIER AIRCRAFT COMPLEMENT



The historical airgroups carried by the British fleet carriers (courtesy of Al Nofi from the Military RT) 



March 1945                                                                    July 1945 

Illustrious        36 Corsair,  16 Avenger                          Formidable       6 Hellcat,  35 Corsair,12 Avenger

Indefatigable   40 Seafire,   9 Firefly,     20 Avenger       Implacable     48 Seafire,  12 Firefly,  18 Avenger

Indomitable     29 Hellcat,  15 Avenger                          Indefatigable  40 Seafire,  12 Firefly,   18 Avenger

Victorious       37 Hellcat,  14 Avenger                           Victorious       37 Corsair,  14 Avenger 

�



AIRFIELD TERRAIN AND REQUIREMENTS





MAXIMUM AIRFIELD SIZE TABLE����MINIMUM AIRFIELD SIZE������� REQUIREMENT TABLE����Terrain�Max Size���Min Size��#�Type�Airfield��Plane Type�Field = 1��1�Atoll�4��Fighter�2��2�Island�6��Fighter Bomber�2��3�Island�8��Dive Bomber�2��4�Mixed�9��Torpedo Bomber�2��5�Mixed�9��Tactical Bomber�4��6�Mixed�9��Heavy Bomber�4��7�Mixed�8��Transport�2��8�Jungle�6��Patrol�1��9�Heavy�4������Jungle������















































�

DB = Dive Bomber    HB = Heavy Bomber    TB = Tactical Bomber    F = Fighter  P  = Patrol     TR = Transport 

FB = Fighter-Bomber             T  = Torpedo 

JA = Japanese Army   IJN = Imperial Japanese Navy  USMC = United States Marine Corps

USAAF = United States Army Air Force    USN = United States Navy   BC = British Commonwealth  DUT = Dutch 

                                                      JAPANESE AIRCRAFT TABLE



� EMBED Word.Picture.6  ���

Kamikaze aircraft have different accuracy and 'additional' warhead capability that varies with the type of aircraft as listed below: 

                     ACCURACY        WARHEAD    

fighter                   80                   +10             .

fighter�bmr          90                   +10               An additional warhead rating is also added 

dive�bomber        90                   +20               to the anti�ship weapon the aircraft is carrying  

torp�bomber        80                   +20               (eg. 250 kg bomb or Type 91 Torpedo). 

tac�bomber         70                   +40 

�                                                               ALLIED AIRCRAFT TABLE

� EMBED Word.Picture.6  ���
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