


THE SCENARIOS 
Pearl Harbour 

Japanese political and military values in 1941 were differe n 
those in the West. To forewarn an enemy was an act of stup idity - = 
courtesy. The declaration of war upon the US. intended to be prese=:ec. 
just one hour prior to the Pearl Harbour strike, was made in no~ 
conformity to the Geneva Convention. That its delivery was d -ec. 
is history and one can only speculate how much effect, if an y, an ear: 
warning would have had in thwarting the carefully planned Japa::,es.: 
attack . Certainly, as events were to transpire, the US Pac ific Flee: Wc 

caught absolutely unprepared for action. Not since Ne =. s 
destruction of the French squadron at Aboukir Bay had a major w ::.::i 
power suffered such an abject defeat. The losses were formi dah£ · 
seven battleships, three cruisers, five destroyers and nu.mer -= 
auxiliary craft out of action in addition to almost 200 planes de stroy • 
on the ground. Japanese casualties were some 29 aircraft. Yet the nava.:. 
base itself was virtually intact - the vital fuel storage tanks , mac · e 
shops and dry-docks were untouched as were nine new flee: 
submarines. The carriers, of course, were fortunately at sea and unab!e 
to intercept the superior Japanese force. As the course of the war wo 
show, the significant elements of ocean warfare had not been harm ed . 
Japan had simply stirred up more trouble than she could eve r hope 
to handle . 

Coral Sea 
The stunning successes of the Japanese Striking Forces (and espe cially 

of their naval aviators) in just four months had secured all of the original 
objectives deemed necessary for the creation of a defensible oute:­
perimeter. A kind of 'victory disease' began to manifest itself and the 
hitherto careful and realistic Japanese military planning lost sight of i 
earlier principles. The hastily conceived expedition to capture Pon 
Moresby on the southern coast of New Guinea was mounted withou t the 
vital protection afforded by a land-based air umbrella. It also reduced the 
potential striking power of Yamamoto's main Carrier Force, al this time 
preparing for their climactic battle with the US Pacific Fleet. Takagi's 
Carrier Strike Force raced south from Truk to intercept any Allied attemp 
to interfere with Abe's Transport Force as ii slowly worked its way thro ugh 
the Louisiade Archipelago and into the Jomard Passage . US cryptoanal ysts 
had cracked the Japanese naval code and, forewarned of the IJN's 
intentions, Nimitz despatched two fleet carriers to thwart the impen ding 
invasion. In a confused melee lasting two days, US naval aircraft sank the 
light carrier Shoho and severely damaged the Shokaku . 

The cost was high. The Queen of the Flat Tops, the Lexington, was sunk 
along with the oiler Neosho and the destroyer Sims. However, Port 
Moresby was saved and Yamamoto had lost the use of his two modern Ila 
tops. 

Midway 
Fully aware of his country's inability to compete with the aweso me 

US economy, Yamamoto was desperate to force a decisive ba ttle -
success in which, he argued, would provide the only means o 
preventing the inevitable defeat of his homeland. To this end, a mig hty 
fleet of almost 100 warships including four fleet carriers was to desc end 
upon the isolated atoll of Midway some 1000 nautical miles WNW o 
the Hawaiian Islands. The US Pacific Fleet would have to respond an , 
in the ensuing battle, would be annihilated. It was not to be. Sloppy 
planning, over-confidence, poor intelligence, dispersal of forces an 
just plain bad luck would combine with a forewarned US Navy to in.llicl 
a crushing defeat on the hapless Japanese. The four fleet car riers , 
Akagi. Koga. Hiryu and Soryu were sun~ as well as the heavy c ruiser 
Mikuma. two destroyers and a transport. The Yorktown. fatally 
damaged by the small strike launched from the doomed Hiryu, was 
finished off three days later by a submarine. The Japanese striking an:: 
was broken and, though it would be another year before the arri 
of the Essex Class carriers would give the US Navy a decisive carrier 
superiority, the Japanese losses at Miday curtailed their furtheI 

• expansion and guaranteed their eventual defeat. 



THE FORCES 
SARATOGA GAN 1943) 

THE AIRCRAFT THE CARRIERS 
Fighters Dive Bombers Torpedo Bombers 

m ~ m ~ m ~ m Ill§ 

Zero Wildcat Val Dauntless Kate Avenger Kaga Sarcrtog:: 
Vax Speed (kt) 289 276 209 217 205 224 Displacement (Ions) 42541 ~ 
C. Speed (ld) 180 135 160 132 140 133 Length - overall (ft) 812.5 -. 
ll£x 11.a::ge (nm) 1680 700 800 1170 1075 1000 Beam (ft) 106.7 .Cl:': 
5E:TJoi, Ceiling (ft) 32810 34900 30050 27100 27100 21400 Draught (ft) 31.1 33 ! 
:wax leighf (lb) 6164 7952 8047 9407 9039 15905 Max Speed (kts) 28.5 33 

::,;spa.n(fl) 39.4 38.0 47.1 41.5 50.9 54.1 Armour-belt (in) 11 
~J,(fl) 29.7 28.8 33.5 32.7 33.8 40.0 Range (nm @ 15 kts) 10000 Oil: 
, - .. -em 2x20mmC 6x.5inMG 3x7.7mmMG 2x.5inMG lx7 .7mmMG lx.5inMG Armament 10 8inLA 16 . 

2x7.7mmMG 2x.3inMG 2x.3inMG 16 5inDP 32 4<>==,U 
1 1 2 2 3 3 22 25mmAA 54 20==.M 

Load (lb) 264 200 813 1200 1764 1600 Aircraft 90 
or or Crew 2016 232', 

torpedo torpedo 

KAGA (MAY 1942) 

/ 
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THE SCENARIOS 
Eastern Solomons 

By th e middle of August 1942, the US airbase at Henderson Field 
_::_ Gua dalcanal was operational. Marine VF and VB units dominated 

±e wat e rs around the Allied toehold in the Solomons during daylight 
·- , effec tively preventing more than a trickle of Japanese from 
_ ·- orcin g the out-numbered, ill-equipped force surrounding the 
-~-erican encampment. The Imperial General Headquarters 
tie:er:m.i.ned the recapture of Guadalcanal and the destruction of its 
ga__----i.son lo be imperative. An ambitious and, as usual, overly complex 
_ .:.a..;:i was developed whereby not only would Guadalcanal be 
:-ci=.forced with crack troops but also Milne Bay on the eastern tip of 
· · Guin ea would be wrested from the Australian garrison there. Fifty­
e:.ghi warships including three carriers with 177 aircraft enveloped the 
~em Solomons to contend for supremacy with Fletcher's TF 61 -
a forc e of 30 warships and 259 aircraft. It was another confused 
engag ement, over before either side had obtained a clear picture of 
:..._e oth er's intentions. The Japanese lost the light carrier Ryujo while 
De .Enterprise suffered substantial damage. More significantly, the 

ansport convoy was turned back, ending any hope for a quick build­
p an d successful assault. To complete the disaster, the Milne Bay 

:.:ivasion force was repulsed and forced to evacuate after three days 
ha.rd fighting. 

Santa Cruz 
So serious had the situation on Guadalcanal become that on 

Sept ember 18th, Imperial General Headquarters directed a full 
divisio n to reinforce the defeated lkki and Kawaguchi detachments . 
Both sides were suffering fearfully from disease as much as combat 
attriti on and coupled with the extreme difficulty each faced in getting 
reinf orcements successfully ashore, another major naval battle was 
becoming inevitable. From mid October, Japanese battleships and 
heavy cruisers were committed to the nightly bombardment of 
Henderson Field and this, coupled with a determined assault from 
upw ards of 20,000 experienced troops almost succeeded in driving 

e resolute marines from their defensive positions. Frustrated by the 
army' s failure to neutralize Henderson Field, Yamamoto signalled his 

eel south again to eliminate the US carriers and isolate Guadalcanal 
from its source of supply at New Caledonia. The Hornet was sunk and 

e Enterprise damaged in exchange for moderate damage suffered 
by th e Zuiho. It was the best result the Japanese had achieved in a 
carri er battle. Yet strangely, Yamamoto failed to press his advantage 
a:id withdrew. Guadalcanal remained operational and the ever­
expan ding marine air force would soon gain such superiority over the 
a:-ea around the vital island that no Japanese force could further molest 
:L 

Philippine Sea 
Almost two years had elapsed since last the Imperial General 

Headqu arters had contested US advances with carriers. This was to be the 
decisive battle', fought with the support of a vast concent ration of land­
based planes. On paper, the Japanese forces appeared daunting . Upwards 
c: 500 lan d-based planes were deployed between Okinawa and Truk in 
" · ·on to the 450 aircraft carried in the nine flat tops assembled at Tawi­
:awi. Th.ese numbers were misleading. Few Japanese carrier air-crews had 
=zrl any combat experience and many had not even completed proper 
::::::.r::l.!D.g prog rammes. Land-ba:;ied crews were no better. They had lost none 
c: ::=.eir cou.rage but without the skill of their predecessors, the generally 
::--sy Japan ese airframes would stand no chance against the experienced, 

- -train ed US air-crews. Furthermore, US radar and fire control systems 
.::::.ked with the huge numbers of AA guns now carried by all ships would 
=..:ue pen etration, even for experienced airmen, all but impossible . On 
;=e 5th, Allied forces went ashore on Saipan with the protection of TF 

:.s carri ers . US strikes virtually destroyed the land-based component 
o: Ozawa' s plan and the subsequent failure ·of the carrier pilots was a 
:cregon e conclusion. Only the extra range of Ozawa 's planes saved his 
carri ers from destruction - and even so, both Taiho and Shokaku fell 
.. ctim to US submarines. 
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THE BATTLES - In the course of the Pacific War, five carrier battles were fought. Victory went to the 
United States on three occasions (Midway, Eastern Solomons, Philippine Sea), to Japan once (Santa Cruz) 
and the remaining battle (Coral Sea) ended in a draw. They were the first and last battles of their type and 
changed forever the nature of naval warfare. 

THE GAME - In 'Carriers at War', you command the land-based and/ or naval components of either 
nationality in any one of the five historical scenarios provided. An additional scenario recreating 
the Pearl Harbour Raid has been included to introduce new players easily into the game. 
Sophisticated, machine-language programming eliminates all the administrative paperwork involved 
in such detailed operations, reducing your decisions to those actually faced by your historical 
counterpart. The game is equally rewarding whether played solitaire or with two or more human 
players. In fact, team play involving up to 12 players is possible in some scenarios. The full-colour, 
hi-res graphics complement the screen displays, presenting the relevant information in a clear and 
convenient format. Whether novice or veteran, 'Carriers at War' will provide you with hours of 
enjoyable and satisfying gaming as you strive to emulate or even surpass the feats of Yamamoto, 
Fletcher, Halsey or Ozawa . 

THE GAME DESIGN KIT - The nature of the program and the detail of the design decisions allow us to 
complement your game with a complete Game Design Kit. It can be used to create variations on the historical scenarios 
or to produce original scenarios recreating air/naval warfare in any theatre of WWII. These simple to use utilities are 
illustrated with the step-by-step creation of a totally new scenario recreating the Japanese carrier operations again st 
the Royal Navy off the coast of Ceylon in April 1942. You have, at your disposal, all of the following data bases. 
• A massive 84 by 72 hex grid. At 20 nautical miles to the hex, an area in excess of three million square miles is 

represented. 
• Up to 63 individual plane types can be defined. 
• A total of 4000 aircraft can be used in each scenario, divided amongst 126 squadrons. 
• Twenty-three airbases can be constructed. 
• Up to 63 individual ship classes can be defined within 5 major ship types (carriers, capital warships, minor 

warships, submarines and auxiliaries). 
• A total of 31 carriers and 215 other ships can be allocated to 48 Task Groups, each with its own flagship. 
• Task Force creation, deployment and mission assignment. 
• National doctrine and characteristics. 
• Ordnance perfomance. 
• Weather creation and forecasting. 
• Scenario Briefing. 
The Game Design Kit is a powerful and unique tool certain to appeal to any gamer or historian with even a passing 
interest in the Pacific War. The screen illustrations below are just a sample. 
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