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CONSUMER PANEL TESTED AND APPROVED 
Game Length - Two to five hours 
Age Level - 12 years and up 
Number of Players - Two 

June 4, 1942 . . . Japanese Carrier and Occupation Forces are bear- 
ing down on the most strategic military island in the Pacific - Midway. 
Loss of Midway to the Japanese will place Hawaii in peril. Even the 
west coast of the United States will be within easy striking distance of 
Japanese air bombardment. 

Less than 600 miles divide opposing forces that are to make this day 
one of the most memorable in the history of naval warfare. Here, where 
the invincible Japanese Navy is to meet the outnumbered forces of the 
United States in the decisive battle of the Pacific, you take command. 

Your skill, your judgement and daring can alter the course of history. 
You command all the original Carriers, Battleships, Cruisers and Air- 
craft in this historic battle. 

Midway is another Avalon Hill game designed for the above average 
who enjoy the thrills and excitement of authentic, all-skill battle games. 
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MIDWAY allows you to re-fight the famous naval battle that marked the 
turning point of the battle in the Pacific. It is not a simple game. I t  is 
designed for the person who enjoys a stimulating, intellectual game that 
incorporates highly realistic elements of naval warfare. Nevertheless, the 
game is easy enough for  anyone to learn if he follows the step-by-step 
instructions that follow. 

MIDWAY is really two games in one-a Basic Version and a Tournament 
Version. You should attempt to learn only the Basic Version first. If 
after playing several Basic games you feel you understand the basic con- 
cepts of play go on to the Tournament game. 

EQUIPMENT 
SEARCH BOARD: The Search Board represents the area in the Pacific in 
which the Midway battle took place. Each player has a reproduction of 
this entire area in front of him on which he will move the Order of Battle 
counters tha t  represent each of the ships that were actually engaged in 
the Midway battle. He cannot see what the other player is doing on his 
Search Board because of the screen which is placed between them. 
AREAS : Large blocks such as A-1, B-2, etc. 
ZONES : The small blocks lettered A to I. 

BATTLE. BOARD: Actual battle is conducted on the Battle Board. When 
any air  attacks take place against ships of one side, only ships of, that side 
will be placed on the Battle Board; when, in the Tournament Version only, 
surface combat occurs between enemy ships, the ships of both sides will 
be placed on the Battle Board in accordance with the procedure outlined 
later in the Instructions under Surface Combat. 

HIT RECORD PAD: Use to keep record of hits scored on ships. Also, use 
to record operations and the passage of time. 

SCREEN: Place in the middle of the Search Board so that each player's 
Search Counters can be moved in secret. Screen contains the Surface 
Combat and Fighter vs .  Fighter Results Tables, printed identically on 
both sides. 

SEARCH COUNTERS: The square counters with the ship silhouettes and 
names on them represent all the ships that take part  in the Search Proce- 
dure. They are  used only on the Search Board. 

Type of Ship -PI 
M~kuma Name of Ship 

TYPES: BB-Battleships; CV-Aircraft Carriers; CVL-Light Aircraft Carriers; CA-Heavy 
Cruisers; CL-Light Cruisers. Copyright 1964 T.A.H.C., Baltimore, Maryland Printed in U.S.A. 
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CONSUMER PANEL TESTED AND APPROVED 

Game Length - Two to fi ve hours 

Age Level - 12 years and up 

Number of Players - Two 

June 4, 1942 . Japanese Carrie r and Occupation Forces are bear· 
ing down on the most strategic military island in the Pacific - Midway. 
Loss of Midway to the Japanese will place Hawaii in peril. Even the 
west coast of the United States will be within easy striking distance of 
Japanese air bombardment. 

Less than 600 miles divide opposing forces that are to make this day 
one of the most memorable in the history of naval warfare. Here, where 
the invincible Japanese Navy is to meet the outnumbered forces of the 
United States in the decisive battle of the Pacific, you take command. 

Your skill, your judgement and daring can alter the course of history . 
You command all the original Carriers. Battleships, Cruisers and Air· 
craft in this historic battle. 

Midway is another Avalon Hill game designed fOr the above average 
who enjoy the thrills and excitement of authentic, all·skill battle games. 
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INTRODUCTION 

MIDWAY allows you to re-fight the famous naval battle that marked th e 
turning point of the battle in the Pacific. It is not a simple game. It is 
des igned for the person who enjoys a stimulati ng, intellectual game that 
incorporates highly realist ic clements of naval warfare. Nevertheless. the 
game is easy enough for anyone to learn if he follows the step-by-step 
instructions that follow. 

MIDWAY is really two games in one-a Basic Version and a Tou rnament 
Version. You should attempt to learn only the Basic Version fir st. If 
after playing several Ba.~ic games you feel you understand the bas ic CO Il ­

cepts of play go on to the Tournament game. 

EQUIPMENT 
SEARCH BOARD: The Search Board represents the area in the Pacific in 
which the Midway battle took place. Each player has a reproduction of 
this entire area in front of him on which he will move the Order of Battle 
counters that represent each of the ships that were actually engaged in 
the Midway battle, He cannot see what the other player is doing on hi s 
Search Board because of the screen which is placed between them. 
AREAS: Large blocks such as A-I, B-2, etc. 
ZONES: The s mall blocks lettered A to J. 

BATTLE BOARD: Actual battle is conducted on the Battle Board. When 
any air ~ttacks take place against ships of one side, only ships of that side 
will be placed on the Battle BOllnl; when, in the Toumament Version only, 
surface combat occurs between enemy ships, the ships of both ..-ides will 
be placed on the Battle Boat'd in accordance with the procedu re outlined 
later in the In structions under Surface Combat, 

HIT RECORD PAD: Use to keep record of hi~s scored on s hips. Also, use 
to record operations and the passage of time. 

SCREEN: Place ill the middle of the Search Board so that each player's 
Search CQunters can be moved in secret. Screen contains the SUr/ace 
Combat and Fighter VB. Fighter Results Tables, printed identically 0 11 

both sides. 

S EARCH COUNTERS: The square counters with the ship silhouettes and 
names on them represent all the sh ips that take part in the Seal'clt Proce­
dure. They are used only on the Sea t'ch Board. 

Type of Sh ip -----111+. (A 1 
1t.; 4· --- Name of Sh;p 

TYPES: BS-Battleships; CV-Aircraft Carriers: CVl-light Aircraft Carriers; CA-Heavy 
Cruisers: Cl- light Cruisers. 
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SHIP COUNTERS: The rectangular counters represent ships that  take 
part  in battle on the Battle Board. They are  used only on the Battle Board. 

Surface Combat Factor 

Screening Value 

SURFACE C O M B A T  FACTOR: This number represents the combat value of the ship when 
engaging enemy ships in surface combat. This number is used only in  the Tournament game. 
When learning the Basic game, ignore this number. 

SCREENING VALUE: This number represents the relative defensive value of the ship when 
firing at enemy aircraft. 

AIRCRAFT COUNTERS: The square counters with airplane silhouettes on 
them represent aircraft that  take part  irl the battle. They a re  used only 
on the Battle Board. 

Attack Factor (Number of 
Type of Aircraft Aircraft Squadrons). 

TYPES: D-Dive Bomber, T-Torpedo Bomber, F-Fighter. (Fighters are to be used only in  the 
Tournament game--ignore Fighters completely in the Basic game.) 

ATTACK FACTOR: This number represents the relative attack strength of a particular air- 
craft counter. 

HOW TO WIN 
The player who has accumulated the most points when the game ends is 

declared the winner. If both sides have the same number of points the 
game is a draw. Players accumulate points as  follows: 

U.S. Player: ( 1 )  receives the number of points listed beside a ship's 
name on the Hit Record Sheet when he sinks that ship. That ship is sunk 
when a hit has been marked in each of the boxes next to the ship's name. 
Each time the ship is hit a box is checked off. No partial points are  given 
for ships that are  only damaged but not sunk. ( 2 )  receives one point for 
each turn starting with 0500 June 5th that he keeps the Japanese player 
from taking Midway Island. 

Japanese Player: (1 ) receives points by sinking United States ships in 
the same manner the U.S. Player receives points for sinking Japanese 
ships. ( 2 )  receives 15 points if he captures Midway before the end of 
the game a t  1700 June 6th. 

BASIC GAME 

PREPARE FOR PLAY 
1. Place the Search Board between both players so that the red side is 

facing the Japanese player and the blue side is facing the U.S. player. 

2. Place the Screen in the middle of the Search Board so that  start ing 
placement and subsequent play on both sides can be done in secret. 

3. Place the Battle Board beside the Search Board so that each player 
can conveniently conduct play on the Battle Board without seeing his 
opponent's Search Board. 

4. Each player places a Hit Record Sheet in front of him so that  he can 
mark off Time and Hits on his own and enemy ships. 

5. On the Battle Board, under the name of each Aircraft Carrier is a 
square on which the players place Dive Bomber, Torpedo Bomber, and 
(for the Tournament Version only) Fighter counters with an attack 
factor equal to the value printed on the Battle Board. For  instance, the 
Enterprise would have an F-8, a D-12, and a T-5 counter placed on the 
three squares under her name. ( In  playing the Basic Version of the game 
Fighters are  not used and their squares on the Battle Board a re  left blank. 
No further reference will be made to them until the Fighter Section under 
the Tournament Version rules.) 

As you notice you have many more Aircraft Counters than you can 
place on the spaces provided under the names of each of the Aircraft 
Carriers. These a re  Substitute Counters. When Attack Factors are  lost 
in combat you will need Substitute Counters. You will also need Substi- 
tute Counters when you wish to divide your D's or T's in order to conduct 
several simultaneous attacks. For  instance, instead of having all 12-D's 
attack one ship you may have 5 of them attack one ship and 7 of them 
attack another. You would break the D-12 down into two D-5's and a D-2. 
If after the attack the Aircraft  vs .  Ship Combat Reszllts Table calls for 
the loss of, say, 3 squadrons in each battle you would use the Substitute 
Counters so that you have 6 D squadrons left when your planes are  re- 
turned to  the Enterprise. The Substitute Counters a re  kept to the side 
somewhere and used when needed. Remember-Substitute Counters are  
not additional aircraft or replacements but a re  merely used to break large 
value counters into smaller ones when needed. 

6. Each player places his Search Cozinters on the Search Board. The 
Japanese player must place his ships arriving a t  0500 June 4th in any of 
the shaded Zones along his lefthand edge of the board. He may place as 
many ships as  he wishes in any one zone though he need not place more 
than one ship in any one zone. The U.S. player must place all of his ships 
in any of the shaded zones along his righthand edge of the board. He 
may place a s  many ships as  he wishes in any one zone though he need not 
place more than one ship in any one zone. 

SHIP COUNTERS: The l'I?ctallgular cou n ter~ represent s hi ps t hat ta ke 
part in battle on the Battle Board. T hey a re used ollly on the Battle Board. 

Surface Combat Factor 

Bow 

Screening Value 

SURFACE COMBAT FACTOR: This number represents the combat value of the ship When 
engaging enemy ships in surface combat. This number is used only in the Tournament game, 
When learning the Basic game, ignore this number, 

SCREENING VALUE: This number represents the re lative defensive value of the ship when 
fi ring at enemy aircraft , 

AIRCRAFT CO UNTER S: The :<qUlI re ('oun ters with ai rplane silhouettes 0 11 

them repre,;ent a ircraft t hat take part in t he ba ttle, They a re used only 
on the Battle Boa rd, 

Type of Aircraft I '-} Attack Factor (Number of 
--..j:>-~ 0 12 J Aircraft Squadrons) , 

TYPES: D-Dive Bomber, T- Torpedo Bomber, F- Fighter, (f ighters are to be used only in the 
Tournament game-ignore Fighters completely in the Basic gameJ 

ATTACK FACTOR: This number represents the relative attack strength 01 a particular air­
cra ft coun ter, 

HOW TO WIN 
T he Illa,rer who has accumuluted t he mo~t poi nts when the game ends iii 

declared t he win ner, If bot h :<ide" ha\'c the same nu mbel' of points the 
glulle i:< a dra w, Pla~'e r;; accumulate I)Oll1t ,; as foHows : 

U,S, Player: 111 recei\'es the numbe r of points li:<ted bes ide a flh ip' s 
name 011 t he If it R f'(" ,,'d Sheet when he "i n k.~ that ,.;hip, ThaI s hip is Sli nk 
when a hit ha ,~ lH!Cn markcd in each of the boxefl next to the ship' ~ name, 
Each timj· the ship i:< hit a box is checked off, :-."0 IJunial point" are gi \'cn 
for s hip,.; t hat are I)nly damaged but 11(11 fl unk, 12 1 l'ecl!1\,('s one I)oint for 
each tur l1 ~ I at'lill/{ \\' ith OElOO J une 5tll that he keep" the J ,lpane,.;e pl:l,\'e r 
from takint:: ~lid\I'ay 1"IOlnd, 

,/;Ipanese I'ht,\'('l' : ( 1 1 re('{' i \' e,~ points by ,.; inking L'nit ed State" shi p!' in 
t he ,~ H me 111:11111 \' 1' the l ' ,S , 1' I:I ,\'e r rccein's points f,,1' s inkin~ ,rapane~e 

~hip~ , (21 n'cei\'cs I,) point " if he ca llturc" Midway be fo re the end of 
the game at 1700 ,J une {)th , 
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BASIC GAME 

PREPARE FOR PLAY 
1. Place the Search Board between both players so t hat the red s ide is 

facing the Ja pa nese player and t he blue s ide is faci ng t he U.S . playe r . 

2. Pl ace the Screel1 in t he middle of the Search Board so t hat sta rti ng 
placement and subsequent play on bot h s ides can be done in secret. 

3. Place t he Battle Board bes ide t he Sea rch Boa rd so t hat each player 
can conveniently cond uct 1)lay on the Battle Board wit hout see ing his 
opponent's Sea rch Boa rd. 

4. Each player places a fl it Record Sheet in front of him so that he ca n 
mark off T ime and Hits on his own and enemy ships, 

5, On the Ba ttle Board. under the name of each Aircra ft Ca r rier is a 
square on which the players place Dive Bombe r, Torpedo Bombe r , and 
(for t he Tournament Version only ) Fighte r counte ri! with an attack 
factor equal to t he value pr inted on t he Battle Boa rd . For instance, th e 
E nterprise would have an F-8, a 0 -12, and a T-5 counter placed on th e 
three squares uncle l' he r name, ( [n playi ng the Basic Ve rsion of t he game 
Figh ters are not used and their squares on the Battle Boa rd are left bla nk. 
No furt her reference will be made to them unt il the Fighte r Section unde r 
the Tou rnament Ve rs ion rules,) 

As you not ice you have many more Ai rcraft Count er !> than you can 
place on the spaces provided und er the names of each of the Airc ra ft 
Ca rriers. These are S ubsti t ute Counters , When Attack Factors a l'e 10M 
in comba t you will need Substi t ute Counters , You wi!! a lso need S ub!<t i­
t ute Cou nte rll when you willh to d ivide your D's a I' T's in ol'de r to conduct 
several sim ulta neous attacks, For instance, instead of havinR' all 12-0'.; 
attack one ship .vou may ha\'e 5 of them attack one ship and 7 of them 
a ttack anoth er , You wou ld break t he 0 -12 down into two 0 -5'1'. a nd a D-2, 
If aft er the attack the Ail'c ra! l 1:,~ , Sh ip Com bat R(' ,~ld t ,~ T ab/(' call ;; fOJ' 
t he lo,~s of . .'lay, 3 sq uadron," in each battle you would u;;:e the Su bstitut e 
Counters so tha t you have 6 0 squadrons left wh en you r p l a ne~ are re­
t Ul'n ed to t he E nt(')'p l'(U, The Subll titute Countel's are kept to t he si de 
somewh ere a nd used when need ed, Remember- Su bst itute C(llintel'" :1I'e 
not additional aircraft or repl acements but al'e me rely used tn bre:lk larl{e 
value counters into smalle r ones when needed, 

6, Each I)layer place~ hi ,~ Search C01(lIt('r.Q 011 the Search 130:lrd, The 
Japa nese player mu!'t place his ship!' alTiyi ng at 0500 J une ,!th in an,\' of 
the shaded Zones along his le ft ha nd edge of the boa rd , He ma~' pla('e a ~ 
many ships as he wi!'hes in a nyone wne though he need not 1)l<l\'e morl' 
than one ship in a ny one zone, The U.s, player mu st !lb.ce all of hi ,.; ,.;hips 
in an\' of the !'haded zone,.; alo ll j..( his r ightha nd ed/{e of the b!l:l n!. l-ll' 
may place as many sh ips as he wishe" in a ny one zo ne thou gh he n('ed nnl 
place mOl'e t han one ship in anyone zone, 
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HOW TO PLAY 
You are now ready to play MIDWAY. The following is a condensed, 

step-by-step explanation of how to play the Basic game. 

SEARCH BOARD PROCEDURE: 

STEP 1: The Japanese player moves each of his ships 2 zones on the first 
Turn and all subsequent Turns. The U.S. player moves each of his ships 
6 zones on the first Turn and 2 zones on all subsequent Turns. You may 
move all, some, or none of your ships on each Turn. You need not move 
any ship its maximum per-Turn rate. Moves are  not transferable from 
one ship to another; that is, you may not move one ship 4 zones if you 
do not move some other ship a t  all. 

STEP 2: After moving, each player tells his opponent if he is "readying" 
his planes for take-off. This means that he is arming, fueling, and pre- 
paring his planes for attack. If a player states that he is "readying" 
his planes, he will be able to attack the enemy on the next Turn. (Remem- 
ber-in the Turn when a player says he is "readying" his planes, he 
cannot attack-it takes a Turn to prepare the planes.) Once a player 
"readies" his planes, they remain ready for immediate launching on all 
subsequent Turns unless a t  the beginning of some Turn a player an- 
nounces that he is "de-readying" his planes. It would seem from the 
above that a player would always ready his planes a t  the beginning of the 
game and then forget about them. However, the disadvantage of "ready- 
ing" or "readied" planes on deck is that if an  Aircraft Carrier is  attacked 
while "readying" or "readied" planes are on her, she will sink with one 
less hit than is normally required. For  instance, the Soryu normally re- 
quires 3 hits to sink-but with "readied" planes on deck just 2 hits would 
sink her. 

STEP 3 :  The U.S. player now calls out areas, one a t  a time. He is search- 
ing for  the presence of Japanese ships in the areas he calls out. He may 
call out any and all areas in which he (the U.S. player) has a ship of his 
own. He may also call out 4 additional areas anywhere on the whole board 
(see Midway section for exception) that represent areas covered by ai r  
search. After the call of each area by the U.S. player, the Japanese player 
must tell him if there are any Japanese ships in that area. He must state 
the exact zone within the area they are  in and.the types of ships. He 
need not tell the exact names of the ships (during real air  and sea search, 
identification of ships by name was practically impossible-even type 
identification was often erroneous.) 

STEP 4: After the U.S. player has searched, the Japanese player does 
the same. He calls areas in which he (the Japanese player) has a ship of 
his own. He may also call out 3 additional areas that represent air  
search. However the Japanese player may not conduct a i r  search over 
the whole board but only within 12 zones of one of his ships. (These ships 
need not be Aircraft Carriers-almost all Japanese ships carried search 
planes.) After each call by the Japanese player the U.S. player must state 
the types of ships in the area and the exact zone they are  in just as the 
Japanese player had to do in the previous step. Remember: The U.S. 
player has 4 Air Search calls; the Japanese player 3. 

STEP 5:  Each player now secretly writes on the Operations portion of 
his Hit  Record Sheet whether he is launching an attack this turn. (The 
Range of Aircraft Section gives information about distances from which 
attacks may be launched.) If he chooses not to launch an attack, he simply 
writes nothing or "no attack" on his sheet. If he launches an attack, he 
writes: (1) to what area and zone the attack is going, (2) how many 
attack factors (squadrons) of Dive Bombers and Torpedo Bombers are in 
the attack. (For  the Basic Version of the game Fighters are not used.) 
He may launch as many different attacks as he wishes; however, no 
squadron may attack more than one zone on any particular turn. 

After both players have secretly written their Operations plan for that 
Turn, they exchange record sheets so each can see what the other has 
done that Turn. If neither player has launched an air  attack; one Turn 
representing 2 hours, is checked off on the Time Record and play reverts 
to STEP 1. However, if either or both players have launched an attack 
play proceeds to Step 6. 

BATTLE BOARD PROCEDURE: 

STEP 6 :  The entire Battle Board represents one Search Board zone. 
Therefore for each attack launched on a different Search Board zone a 
separate battle must be fought on the Battle Board. When attacks are 
launched by both players during the same Turn it doesn't matter which 
player sets his ships in Battle Board defensive disposition first . . . but 
for the sake of having a rule let us say that when simultaneous attacks 
have been launched, the U.S. player receives the first attack (for illustra- 
tive purposes our example will consist of U.S. ships under attack by 
Japan.ese Airwaft) .  

STEP 7: The U.S. player must now place the rectangular ship counters, 
representing all the ships in the zone on the Search Board under attack, 
on the Battle Board. He may place them anywhere on the Battle Board 
he wishes, but he may never place more than one ship in a rectangle nor 
may he place any ship in a rectangle adjacent to another ship. See the 
example below. 

With the Atlanta placed where she is, no other ship may be placed in 
any of the rectangles with X's in them. 

HOW TO PLAY 
You are now I'eady to pl ay MIDWAY, The following is a condensed, 

step-by-step explanation of how to play the Basic game, 

SEARCH BOARD PROCEDURE: 
STEP 1 : The Japanese player moves each of his ships 2 zones on the firs t 
Turn and all subsequent TurnB. The U.S. player moves each of his ships 
6 zones on the first Turn and 2 zones on all subsequent Turns, You may 
mo\'e all, some, or 1I0ne of your ships on each Turn. You need not mO\'e 
a ny ship its maximum per-Turn rate. Mo\"es are not transferable from 
one ship to another; that is, you may not move one ship 4 zones if you 
do not move some other ship at a ll. 

STEP 2: Aftel' movi ng, each playe r tells his opponent if he is "readying" 
his planes for take-off. This means that he is arming, fueling, and pre­
paring his planes for attnck. If a player states that he is "ready ing" 
his Illa nes, he will be able to attack the enemy on the next Turn, (Remem­
ber- in the Turn when n plnyel' says he is "readying" his planes, he 
can not attnck- it takes a Turn to prepal'e the planes. ) Once a player 
" I'eadies" his planes, they remai n ready for immediate launching 011 a ll 
subsequent Tul'll s unles~ at the beginning of some Tul'll a player an­
nounces that he is "de-readying" his planes, It would seem f!'Om the 
above that a player would always I'eady his planes at the beginning of the 
~ame and then forget about them. However, the disadvantage of " "eady­
Ing" or ",'eadied" planes on deck is that if an Aircraft Car rier is attacked 
while "readying" or "readied" planes are on her, she will sink with one 
less hit than is normally required. For instance, the Soryu normally re­
qui res 3 hits to s ink- but with "readied" planes on deck just 2 hits would 
sin k her. 

STE P 3: The U.S, player now calls out arc(Ul, one at a time, He is search­
ing for the presence of Japanese ships in the areas he calls out. He may 
call out any and all areas in which he ( the U,S. player) has a ship of his 
own. He may also call out 'I additional are(Ul anywhere on the whole board 
(see Midway section for exception ) that rep resent areas covered by ni l' 
search. After the call of each area by the U.S. player, the Japanese player 
mus t tell h im i f there a l'e any Japanese ships in that area. He mu st s tate 
the exact zone within the urea they al'e in and. the types of ships . He 
need not tell the exact names of the ships (during real air and sea se;\I'c h, 
identification of ships by name was practically impossible-e\'en type 
identification was often erroneous, ) 

STE P II : After the U.S. player has searched, the Japanese player does 
t~e snme. He call s areas in which he (the Japanese playe l' ) has a ship of 
hi S own. He may also call out 3 additiona l areas that represent air 
se:u·ch. However the Japanese player may not conduct ai l' se:wch ovel' 
the whole b01U'd but onl y within 12 zones of one of his ships, (These ships 
need not be Ai rcrnft C:IITiers-almost all Japanese ships ca rried sea rch 
planes., After ench call b~' the Japanese player the U,S. player must state 
the type.~ of ships in the area and the cxact zone they are in just as the 
Japanesc player had to do in the pI'c\'ious step, Remember: The U.S, 
playel' has <1 Ai l' Search calls : the Japanese player 3. 

• 

STEP 5: Each pla~'cr now ~ec rctly writes on the Operati ons portion of 
his H it Record Sheet whether he is launching all nttaek thi :- turn. (The 
Ra nge of Aircrnft Section gives informati on about distances from \\'hich 
attacks mar be launched. ) I f he chooses 1I0 t to laullch 1111 attack, he ;;impl~' 
writes nothing or "no a t tack" Oil hL~ sheet. If he laun (; h c.~ an attack. he 
\niles : ( I l to what al'l'a. and zQne the attack ill going. (2 ) how man r 
attack factors (squadnms I of Di\'c Bombers and Torpedo Bombe r.~ lH'C in 
the attack. ( For the Ra.-: ic Vers ion of the game Fighte rs a re not u>'ed . ~ 
He may launch as ma ny different aUacks as he wi "hes : hu\\'cYcr, n' l 
squadron may att:l.ck more thnll olle ZOll t' on any Iln l'licular turn. 

After both player;; ha \'c "cerel!)' writt en their Opt' ration" Ililin fOI' that 
Turn , they exchange I'ecol"d sheets !!O each C:1Il ~ee wh at the other ha" 
done that Turn, If nei ther player hall launched an air attack: one TUl"II 
rep resenting 2 hour!', is checked 01T on the Timc Record and play re\"erts 
to STEP I. Howe\"er, if eithel' or both players ha\'c launched all attack 
play proceeds to Stcp 6. 

BAITlE BOARD PROCEDURE: 
STEP 6 : The entire Battle Bonrd I'epl'e~ents one Search Board Z(l1II' . 

Therefore for each attack launched on a different Search Board zone a 
!!eparate battle must be foug ht Oil the Battle Boal·d. Wh ell attack.~ III'e 
launched b.\' both playe rs during the ",arne Turn it doe!!n't matter which 
player sets his shipf: in Battle Board de fen .~ i\'c di sposition fir~t ' , , but 
for the sake of having a I'ule let us say thll t wh en simultllneou !! attaek.~ 
ha\'e been launched. the U,S. player I'cceh'es the fi rst attack ( for illustra­
th'e pu rposes our exam ple will con!!il<t of U.S, ship!! under attack by 
Japlillese Aircraft ), 

STEP 7 : The V,S. player must now place the rectangu lar ship l'ounters , 
reprcl<enting all the ;:hil)S in the zO?le Oil the SeuI'ch Board under attack, 
011 the Battle Board . li e may plnce them anywhen:! on the Battle Bmll'd 
he wishes, but he may ne\'er place mOl'e than olle shill in 11 rect:ul/t le nor 
may III' plact' all y !lh;p j ' l (I r('('lallult' ac/jacf'fll 1(1 an"rh t'r .d d1), See the 
example below, 

x X X 

X !~.s;{I;UJta3:> I X 

X X X 

With the Atlanta pilleecl whe re she il-l , no other fl hip may be placed in 
any of the rectangle;;. with X's in them. 
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STEP 8: The attacking player (the Japanese in our example) now places 
his Dive Romber and Torpedo Bomber counters on the Battle Board in 
such a way so as to indicate which ship or ships they are attacking. This 
is done by placing Dive Bomber counters directly on top of the ship they 
are attacking and by placing Torpedo Bomber counters in the rectangle 
directly to either the Port or Starboard beam of  the ship they are  attack- 
ing. See the Diagram (A) .  

Diagram (A) 

In the above example the Vincennes is being attacked by 3 Dive Bomber 
(D-3) squadrons and 2 Torpedo Bomber (T-2) squadrons. Note that the 
Dive Bomber counter is placed on top of the ship and the Torpedo Bomber 
counter is placed in the rectangle on the Port  beam. The Torpedo Bomber 
counter could also have been placed in rectangle C-6 to attack the Vin- 
cennes if the Japanese player had so desired. These are the only two 
rectangles from which Torpedo Bombers could attack. 

The Atlanta is attacked by a D-6, two T-2's on the Starboard beam, and 
a T-4 on the Port beam. 

The New Orleans is attacked by a T-1. Note that since the T-1 attack- 
ing the New Orleans and the T-4 attacking the Atlanta are in the same 
rectangle it is necessary for the attacking player (Japanese in this case) 
to point the Aircraft Counters toward the ships they are  attacking. 

The Minneapolis is not attacked. 

STEP 9: The defender (U.S. Player in this case) now states which of 
his ships are  firing at the various groups of Japanese D's and T's. A ship's 
screening value represents the strength of the anti-aircraft fire that  i t  
can direct a t  a group of  enemy planes. A group of  enemy planes is defined 
as  one or more counters of plane squadrons. I t  may fire at, that is, use its 
screening value against any group of Dive Bombers or Torpedo Planes 
in any one rectangle within one or two rectangles of itself that are  attack- 
ing any one ship. For  instance, in Diagram (A) the Minneapolis may fire 
only a t  Torpedo Planes in E-4 attacking either the New Orleans or the 
Atlanta-not both. The New Orleans may fire a t  either the T-1 attacking 
i t  or the T-4 attacking the Atlanta or the D-6 attacking the Atlanta or 
the T-2 attacking the Vincennes or the D-3 attacking the Vincennes. The 
New Orleans may fire a t  any one of these groups but only one. I ts  entire 
screening value must be used against one and only one attacking group 
of planes. 

The Atlanta may likewise fire a t  any one of the same groups a t  which 
the New Orleans is firing. She need not fire a t  the same group but she 
may do so if she wishes. 

The same is true for the Vincennes. 

STEP 10: After the defending player states which ships are  firing a t  
which groups of aircraft, the battle odds are computed. Again let's use 
our above example. Suppose: (1) the Minneapolis is firing a t  the T-4 
attacking the Atlanta on the Port  beam; (2) the New Orleans fires a t  the 
D-6 attacking the Atlanta; (3) the Atlanta fires a t  the two T-2's attack- 
ing her on the Starboard beam; (4) and the Vincennes fires a t  the D-3 
attacking her. Battle odds are computed by stating the number of 
squadrons (attack factors) in an aircraft group and then the screening 
value of the ship (or combined screening values of the several ships, if 
that is the case) firing a t  that group. In our example, the Battle Odds 
are: (1) 4-3; (2) 6-3; (3) 4-6; (4) 3-3. 

IMPORTANT: As you notice, no ships fired a t  (5) the T-1 attacking the 
New Orleans or (6) the T-2 attacking the Vincennes. These odds are  
therefore defined as  (5) 1-1 and (6) 2-1 respectively. In all cases where 
a group of aircraft are not fired at ,  the odds are  stated as  "the attack 
factor of the aircraft-to 1." In other words, ships that have already 
applied their screening value to a previous attack, retain an arbitrary 
screening value of "1" (not "0") that is applied against any and all 
additional a i r  attacks it receives in the same Turn. 

STEP 11: Each of the battle odds are  reduced to one of the even multiples 
printed in the Aircraft us. Ship Combat Results Table printed on the 
Battle Board. For instance, the above will become (1) 1-1, (2) 2-1, (3) 
1-2, (4) 1-1, (5) 1-1, (6) 2-1. (See the Aircraft  us. Ship Combat Results 
Table section for detailed explanation how to do this.) 

STEP 12: The die is rolled for each battle and the result of each is ob- 
tained from the Aircraft us. Ship Combat Results Table. Hence, in the 
above example, there would be 6 attacks. If the rolls of the die were as 
follows for the 6 battles (1) 2, (2) 6, (3) 1, (4) 6, (5) 3, (6) 2, the 
results would be (1) 1 hit on the Atlanta and a T-2 lost from the T-4 
group in E-4; (2) 3 hits on the Atlanta and a D-3 lost from the D-6 group; 
(3) a miss on the Atlanta and a T-2 destroyed from the T-2 groups in E-6; 
(4) two hits on the Vincennes and the D-3 completely destroyed; (5) one 

S:I'F:I',)o(: The ati;lcking player ( the Japane~e in ou r eX:l.mple l now plllce;; 
h!,.. J)!H! r:nmuCI' and Tm'pedo Bomber coun ter;' on the Battle Roard in 
~u{'h a \\'a,v so l~'" t o i ~l(licate which ship or ships they are attacking, This 
I~ (hme hrylnt lllll Ol\'e R(~mber counte rs di rectl y Oil lOll of the sh ip the~' 
:1I:e :Ittatklll~ nnd by 1)l acLtlJt Torpedo Bomber counters ill the rrelana/I' 
0111" dly /1, ,,1i1"I" /hl.' I',.,/"I m' Sla)'boan/ beam of lite shil) the\' arc attack-
ill~ _ See the Diagram ( A ), - • 

" ." ", C n 

-
'" 

NI~UIlnea~ 

w ~~~-d~I)£nDDI 

U~ '" 
1G 1 

• ~ ~ 
~(2 ) 

( -1 ),-(6 )_ (,I) f--
~ 1: .. AflaDl-[n TI [~ IOc~n{~ J~ 

~ ~ ~ 
(31 

~ 

Diagra m (A) 

iI!, the ahnve example th e Vincennes is being attacked by 3 Dh'e Bomber 
11,1">1 squadrous and? TOJ'pedo Bombe t' (T-2 ) squadrons, Note that the 
Ihw BfI/,nuet' eoul~ter I;; pl:l.ced on top of the ship and the Torpedo Bomher 
l'tlUlltt' r I ~ "Ia('ed In the rectangle on the I)ort beam. The Torpedo Bomber 
l'"unter ,l'nuld also ha,'e bl'en placed in I'eclangle e·6 10 attack the \ 'il\­
l'l'1lI1e" If tht' Japan"se player had ilO desi red, Thelte arc the onh' two 
rt'('tang"le,~ frum which Torpedo Rombers could attack, ' 

The Atlanta is attacked by a 0-6, two T-2's on the Starboard beam, and 
:1 T -.I on the Port beam, 
, T he ~,:w Ol'ieans is attacked by a 1'-1. Xote that si nce the T-I attack­
Ing the :'\~\\', Orleans and the T-4 attacking the Atlanta are in the same 
rl'l'tll~/lle It l" ,n ecesslI l'Y for t he attacking player (,Japanese in this case) 
t •• pOInt the Aircraft Cou nters tOIl'aI'(i the ships they are attacking, 

The :'tlinlleapoiis iii not attacked. 
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STEP 9: The defender ( U.S, Player in this case ) now states which of 
his ships are firillg at the var iou s groups of Japanese D's and T's, A ship'!,! 
Bcree'liny raluf.) repl'esents the strength of the anti-aircraft fire that it 
ca n di rect at a grf)lII' of enemy plalLes, A g)'01l/l of encmy 1lluncil is defined 
as one or mMe counters of plane squadrons, It muy fire at, that is, use it>' 
screening value against any g roup of Di ve Bombers or Torpedo Planelt 
in anyone rectangle within one or two rectangles of itself that are attack­
ing anyone ship, For insta nce, in Diagram ( A ) the Min neapolis may fire 
only at Torpedo Planes in E--1 attacking either the New Orlea ns or the 
Atlanta-not both, The New Orleans may fire at either the T-l attacking 
it or the T-4 attacking t he Atlanta or the O-G lIttackin g the Atla nta o r 
the T-2 attacking the Vincennes or the 0-3 attacking the Yincennes, The 
New Orleans may fire at anyone of these groups but only one, Its entire 
screening value must be used against one and only one attacking group 
of planes, 

The Atlanta mll)' likew ise fire at anyone of the same grou ps at which 
the New Orleans is firing, She need not fire at the l'.ame grou p but !<he 
may do so if she wi shes. 

The same is t rue for the Vincennes. 

STEP 10 : After the defending player states which ships are firing at 
which gmups of u il'craft, the baWl' odds arc computed, Again let's usc 
our above example, Suppose: (J ) the Minneapolis is firing at the T-4 
attacking the Atlant a on the Port benm: (2 ) t he Xew Orlenns fi res at the 
D-6 attncking the Atlanta: (3 ) the Atlanta fires at t he two T-2's attack­
ing her on the Starboard beam; {4 1 and the Vi ncennes fires at. the D-:1 
attncking her, Battle odds are computed b~' stati ng the number of 
squadrons (attack factors) in an ai rcraft group a nd then the screening 
val ue of the ship (01' combined screening values of the several s hip)\, if 
that is the case ) fi r ing at that g rou p, In our example, the Battle Odds 
are : (I ) 4-3: (2 ) 6-3: (3 ) 4-6: (4 ) 3-3, 

IMPORTANT : As you notice, no ships fired at ( 5 ) the T-I aUacking th~ 
New Orleans or ( 6 ) the T-2 attacking the Vincennes. The"e odd" lIrr 
thel'efore defi ned as (5 ) 1-1 lind (6 ) 2-1 res pectively, In all ra~es whel'e 
a group of ai rcraft are not fired at, the odd)\ are stated a!Oo "the attack 
factor of the aircraft-to 1." In ot her words, ships that have already 
applied their screening ,'alue to a previous attack, retain an 31'bitrary 
screeni ng value of ' '1'' (not "0" ) that is applied againlli any and all 
additional air attack>! it receives in t he same Turn, 

STEP II : E ach of the battle odds are r pduced to one of t he cven multiple!' 
printed in the A il'crafl VB , Shill Comba t Res/llts Table printed on the 
Battle Boa rd. For in:-:tance. the above will become (I ) I-I, (2 1 2-1, (3. 
1-2, (4 ) 1-1, (5 ) 1-1, (6 ) 2-1. (Sce the Aircraft r/:. Ship Ct)mllaf Res!l/tll 
Table section for detailed explanation how to do this. ) 

STEP 12 : The die is rolled fOl' each battle and th e res ult of each is ob­
tained from the A il'craft l'S, Shil) Combat RelUllts Tab le, Hence, in the 
abo"e example, t he re would be G nUacks, If the rolls of the die we re as 
follows for the 6 battles (1 ) 2, (2) 6, (3 ) 1. ( 4 ) 6, (5) 3, (6 ) 2, the 
resu lts would be ( 1 ) 1 hit on the Atlnllta and a T-2 lost f l'om the T-4 
group in E-4; (2 ) 3 hits on the Atlanta and a 1)-3 lost from the 0 -6 group; 
(3) a mi ss on the Atlanta and a 1'-2 destroyed from t he 1'-2 gl'Oups in E-6: 
(4) two hits on the Vincennes and the D-3 completely des troyed; (5) one 
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hit on the New Orleans and the T-1 destroyed. (The Result Table calls 
for a T-3 destroyed but only a T-1 attacked so only that one is destroyed) ; 
(6) one hit on the Vincennes and the T-2 destroyed. 

STEP 13: The results are marked on the Hit Record Sheet. In our exam- 
ple, the Atlanta received 4 hits-more than the 3 needed to sink her-so 
she is sunk. The Vincennes receives 3 hits-she can still take 2 more. 
The New Orleans receives 1 hit-she can take 4 more. 

STEP 14: The Japanese player uses Substitute Counters to reduce his 
groups to what they should be after losses. This battle is over. 

STEP 15: If other attacks, either by the other player or by the same 
player on enemy ships in different zones, are necessary;they are  concluded 
in the same manner. 

STEP 16: After all Battle Board attacks are  resolved the players return 
their Aircraft Counters to any Aircraft Carriers (or Midway Island for 
the U.S. player) still afloat within range. 

STEP 17: Each player that has launched an  attack must now tell the 
other player the exact area and zone from which the attack came and the 
exact area and zone to which the attacking aircraft return. 

STEP 18: Check off one Turn on the Time Record and revert to Step 1. 

RANGE OF AIRCRAFT 
All planes may fly a total of 14 zones on any one Turn. This means tha6 

in order for a plane to perform a mission and return to the Aircraft 
Carrier from which i t  took off, its target cannot be more than 7 zones 
away. However, all aircraft (including those on Midway) may take off 
from one Aircraft Carrier and land on another (or on Midway). Hence, 
planes could bomb a target say 10 zones away and fly 4 zones to another 
Aircraft Carrier if there were room for them on that Carrier. 

A player may launch an attack a t  a target so f a r  away that his plane 
cannot return to an Aircraft Carrier (or Midway). After the attack, all 
of these planes are  eliminated regardless of the outcome of the attack. 

AIRCRAFT CAPACITY OF AIRCRAFT CARRIERS 
All Aircraft Carriers may hold no more than the total number of 

squadrons (attack factors) that they held originally. However, this need 
not be of the types of planes originally started with. For instance, in- 
stead of 7-D and 10-T on the Kaga, a player could keep 17-D or any 
other combiaations not exceeding 17 Squadrons on the ship. (In the 
Tournament game this maximum is 24 Squadrons due to the addition of 
Fighters.) 

SINKING OF AIRCRAFT CARRIERS 
When planes are "readying" or "ready" on the deck of an Aircraft 

Carrier when she receives a hit that is one less than the number normally 

required to sink her, she is considered sunk. This is because of the addi- 
tional damage that will be caused by the armament and fuel on her own 
planes. For example, if planes are "ready" when the Hiryu is attacked, 
two (2) hits would sink her. 

When an Aircraft Carrier sinks, only the Aircraft that are  on her 
at that time are lost. Any planes that are participating in an attack on 
that Turn are  considered in the a i r  and may land on any other Aircraft 
Carrier within their range if that Aircraft Carrier has room for them. 
( In  the Tournament Version of the game, Fighters in the a i r  over their 
own fleet may also land elsewhere if there is room.) 

MIDWAY ISLAND 
1. Starting with 0500 June 5th the U.S. player gets one point for each 

turn in which Midway Island is not taken by the Japanese player. 

2. When the U.S. player loses Midway, he loses his Full Board Search 
and may search only within 12 zones of one of his ships from then on. 

3. When the Japanese player takes Midway, he does NOT gain Full 
Board Search but maintains his 12 zone search. (This is because he could 
not bring long range sea or land based patrol planes up in time to take 
advantage of the island within the time limit of the game.) 

4. The Aircraft capacity of Midway for  the U.S. player is 30 squadrons 
(attack factors). Note that this is different from the rule applying to the 
capacity of Aircraft Carriers. 

5. When the Japanese player takes Midway, he may not locate planes 
on the Island. (The destruction of the Island will be too great for him to 
restore i t  in the time limit of the game.) 

HOW JAPANESE PLAYER CAPTURES MIDWAY 
In order to take Midway, in the Basic game, the Japanese player must 

invade for 4 consecutive turns. 
Invasion is accomplished by placing the cruiser Atago on the Midway 

Island zone for 4 consecutive turns. (The Atago was the Flagship of the 
Invasion Fleet and in the game symbolically represents the Troop Trans- 
ports.) Hence, if the Atago is sunk, the transports are considered sunk 
and the Japanese can never capture Midway. Therefore, the Japanese 
player should greatly protect the Atago throughout the game. 

When Midway falls the Japanese player immediately receives 15 points 
and all U.S. planes on the island are considered eliminated. 

SURFACE COMBAT 
Since the likelihood of surface combat between ships occurring in the 

actual battle was very small, this aspect of play has not been provided 
for in the Basic game. (If opposing ships find themselves in the same 
zone on the Search Board merely continue play normally with the as- 
sumption that opposing ships failed to sight each other.) 

hit on the New Orleans and the T-I destroyed. (The Result Table calls 
for a T -3 delltroyed but only a T-I attacked so only that one is destroyed ) ; 
(6) one hit on the Vi ncennes and the T -2 destroyed. 

STEP 13: The results are marked on the Hit Record Sheet. In our exam­
ple, the Atlanta received 4 hits-more than the 3 needed to sink her-so 
she is su nk. The Vincen nes receives 3 hits-she can still take 2 more. 
The >l"ew Orleans receh'elJ 1 hit-she can take 4 more. 

STE P 14 : The Japanese player uses Substitute Countel's to reduce hi !! 
groups to what they should be after losses. This battle is o'·er. 

STEP 15: If other attacks. either by the other player or by the same 
player on enemy lthips in ditTerent zones, are necessary;they are concluded 
in the same manner. 

STEP 16: After ali Battle Board attacks are resoh'ed t he players return 
their Aircraft Countm'S to any Aircraft Caniers (or Mid wny Island for 
the U.S. player) still :dloat within range. 

STEP 17 : Each player that has launched an attack must now tell the 
other player the exact area and zone fl'om which the attack came and the 
exact area and zone to which the attacking aircraft return. 

STEP 18: Check otT one T urn on the Time Record and reve rt to Step 1. 

RANGE OF AIRCRAFT 

All planes may fly a total of 14 zones on anyone Turn. This means tha' 
in orde r fo r a plane to perform a mission and return to the Aircl"llft 
Ca rrier from which it took off. its target ca nnot be more than 7 zones 
away. However, all aircrnft (i ncluding those on Midway ) may take off 
from one Aircra (t Carder and land on another (or on Midway ). Hence, 
planell could bomb a target say 10 zones away and fly 4 zones to another 
Aircraft Ca rrier if there were room for them on that Carrier. 

A player may launch an attack at a target so fa r away that his plane 
cannot retuI'n to an Aircmft CLUTier (or :'I1 idway ). After the attack, all 
of th ese plane~ are eliminated rega rdless of the outcome of the attack. 

AIRCRAFT CAPACITY OF AIRCRAFT CARRIERS 

All Aircraft Canie rs may hold no mOI'e than the tolal number of 
squadrons (attack fuctors f that they held originally. However, this need 
not ue of the types of plane!' origi nall .v started with. Fol' in.~tance, in· 
lltead of 7-0 nnd 10-1' on the Kaga, a playe l' could keep 17·D a i ' any 
othel' comuiHations not exceeding 17 Squad rons on the ship. (In the 
T onnwmel!t game thi .\! maxinlllm is 24 Squadl'ons due to the addition of 
Fighters. ) 

SINKING OF AIRCRAFT CARRIERS 

When planes al'e "readying" or " ready" on the deck of an Airctnft 
Carrie l" when "he receive>! a hit that is one less than the number normally 
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I'equired to !link her, lIhe is cons idered sunk. This is because of the addi­
tional damage that \\'i11 be cau:<ed by the armament and fuel on her own 
planes. For example, if planes are "ready" when the HirYLI ill attacked, 
two (2 ) hits would si nk her. 

When an AiI'craft Carriel' sink"!, on ly the Ail'craft that are on her 
at that time are lost. Any planes that are participating in an attack on 
that Turn are cons idered in the air and may land all any other Aircraft 
Carrier within their range if that Aircraft Carrier hall room for them. 
(In the Tournament Version of the game, F'ighterl! in the air o,'er their 
own fleet may also land elsewhel'e if there ill room. ) 

MIDWAY ISLAND 

1. Starting with 0500 June 5th the U.S. pl ayer gets one point for each 
turn in which Midway Island is not taken by the Japanese player . 

2. When the U.S. player loses Midway, he loses his Full Board Search 
and may search only with in 12 zones of one of his sh ips from then on. 

3. When the Japanese player takes Midway, he does NOT gain Full 
Board Seal'ch but maintains his 12 zone sea rch. (Thi.'! is because he could 
not bring long range sea 01' land bnsed pat l'ol planes up in time to take 
advantage of the island within the time lim it of the game,) 

4. The Aircraft capacity of Midway for the U.S. player is 30 squadrons 
(attack facto rs) . Note that this is different from the rule applying to the 
capacity of Ail'craft Carriers. 

5. When the Japanese player takes Midway, he may not locate planes 
on the Island. (The destruction of the Island will be too great for him to 
restore it in the time limit of the game. ) 

HOW JAPANESE PLAYER CAPTURES MIDWAY 

In order to take Midway. in the Basic game, the Japanese player must 
invade for 4 consecutive turns, 

Invasion is accomplished by placing the cruiser Alago on the Midway 
Ishmd zone for 4 consecutive tums. (The Alago was the Flagship of the 
Invasion Fleet and in the game symbolically represents the Troop Trans­
ports. ) Hence, if the Atago is su nk, the t l'ansports are considered sunk 
and the Japanese can never capture l'Ilidway. Therefore, the Japanese 
p!ayer should g reatly protect the Alago throughout the game. 

When lHidway falls the J allanese playel' immediately receh'es 15 point:>; 
and all U.S. planes on the island are considered eliminated. 

SURFACE COMBAT 
Since the likelihood of su rface combat between ship.\! occu rring in the 

actual battle was "ery small, this aspect of play halt not been provided 
fOI' in the Basic game. ( If oppos ing ships fmd themselves in the same 
zone on the Search B081'd merely cont inue play nOI'mally with the a,,­
sumption that oPI>osing ship.\! failed to s ight each other. ) 
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NIGHT MOVEMENT 
When a night Turn occurs all a i r  activity ceases. Hence, no a i r  search 

or a i r  attacks can take place. Movement and all other rules a re  the same. 
Players may call ship search areas if they so desire. 

SEARCH AND LOCATION COUNTERS 
These Counters are  supplied in case a player wishes to mark the loca- 

tion of enemy ships found; areas he or the enemy have searched; or any- 
thing else he wishes to use them for in aiding him to play the game. 

AIRCRAFT VS. SHIP COMBAT RESULTS TABLE 
To resolve combat, players must first convert battle odds to the 

basic odds comparison appearing on the table. This is done by using 
the following rule : 
RULE: Round off all battle odds in favor of the defender. For  example, 
if battle odds are  29 to 10, thus lying between 2 to 1 and 3 to 1, they are  
rounded off to  2 to 1. In other words, all fractions are  rounded off in 
favor of the defender. Other examples: 9 to 5 converts to  1 to 1 ;  24 to 5 
is 4 to 1 ;  2 to 3 is 1 to 2;  4 to 15 is 1 to 4 ;  etc. 

You have now finished the instructions to the Basic  game. We suggest 
that you play the game; and, a t  a later time, learn to play the Tournament 
Version. 

If during the playing of Midway specific questions arise which a re  not 
covered in the above Instructions, consult the A p p e n d i x  of questions 
concerning unusual situations a t  the end of this manual. Unless you feel 
the need, do not bother with this section; however, we feel that  most 
questions you may have concerning the game that are  not answered in the 
Instructions will be answered in the Appendix. 
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TOURNAMENT GAME 

These additional rules may be used in playing Midway. I t  is not neces- 
sary to use all the sections that follow. The three 'main sections- 
Fighters, Midway Reduction, and Surface Combat-may be used either 
together or alone. 

The other optional rules may or may not be added a t  your discretion. 
They add realism and additional complication for  the player who doesn't 
mind handling many complicated variables in his mind a t  one time. 

FIGHTERS 
Preparation of Fighters: 

1. Place the correct number of Fighter Squadrons (attack factors) in 
the square provided under the name of each Aircraft Carrier (and Mid- 
way) on the Battle Board. 

2. The capacity of the Carrier is  increased by this number of squadrons. 

3. Fighter Substitute Counters a re  used in the same manner as  they 
are  used with Torpedo Bombers and Dive Bombers. 

Use of Fighters: 

4. At Step 5 of the Basic  game Instructions (when both players secretly 
write down their attacks) each player writes down his Fighter disposition 
for that  Turn. For instance, he may send some of his Fighters with his 
attacking Dive and Torpedo Bombers to protect them against enemy 
Fighters and he may send some up over his own ships on Combat Air 
Patrol (CAP) to t ry  to intercept any enemy attack he thinks may come 
that Turn. All refueling, i.e., "reading" rules that apply to Dive Bombers 
and Torpedo Bombers also apply to Fighters. That is, all planes must 
"ready" a t  least one Turn before they may be used again. 

5. The attack factors of Fighter Counters can be used in only two ways: 
a. A g a i n s t  e n e m y  figlzters. 
b. A s  a n  additional screening value aga ins t  e n e m y  Dive  B o m b e r  and 

Torpedo  B o m b e r  a t tack .  
They may n o t  be used to bomb ships. 

6. U s e  o f  F i g h t e r s  aga ins t  e n e m y  F i g h t e r s :  If after secretly writing 
down their plane dispositions for a given Turn, opposing players discover 
that they have Fighters in the a i r  in the same zone, Fighter combat occurs. 
The odds are obtained in the usual manner; the die is rolled and the 
Figlr ter  us .  F i g h t e r  Table  is consulted for the result. Example: 14-D, 14-T, 
and 7-F arrive over a group of U.S. ships in a particular zone. The U.S. 
player has sent up 10-F on CAP over his ships. The Fighter Combat odds 
a re  7-10 or 1-2. Note: since the Japanese player is attacking his odds are  
given first. If a 4 is rolled the result means the defender (U.S. player) 
loses 3 Fighter Squadrons and the attacker ( Japaneue player) loses 5 

NIGHT MOVEMENT 
When a night Tum occu rs all a il' activity ceases. il ence, no ai l' sea rch 

o r ail' attack!>: cun take place. !\Iovement and all othet' rules are the same. 
Pla.I'c r" may call :<lIi l) !'careh a reas if they so desire. 

SEARCH AND lOCATION COUNTERS 
These Cou nter." are i'l UPlliied in case a player wis hes t o mnrk the locn­

tiun of enemy ~hil)" fou nd: al'eas he 01' the enemy h:lxe ;;earched : or anl'­
th ing el:"e he wi :-thes to u!le them for in aid ing him to play the game. 

AIRCRAFT VS. SHIP COMBAT RESULTS TABLE 
To re~o l \"e com but, playel':" mus t fi r s t conve r t battle od ds to the 

ba" ic odd ;! compari ;!on allpeal"ing o n the tHble. Th is ill done by ll" illg 
the followin g" r ule: 
I{C LE : Round off all hattie odd;; in fa \'or of the defender . F01' example. 
if battle odds a l'e 29 til 10, thu :<- lyi ng between 2 to I and 3 to I. t hey a l'e 
l"Ou nded ofT to 2 to 1. In tither words. a ll f ractions a re rou nded ofT in 
f~w('r of the de fende r . Othe r example~: 9 to 5 conve l"t~ to 1 to I : 2,1 to 5 
i ~ .j to I : 2 tn :l i:< I to 2: <l to 15 ili 1 to 4 : etc. 

You have 1I0 W filli.~hed the ill ~ l1'uc tions \0 the BUAic game. We sugge;; t 
that you I)lay the game: and . at a bltel' time, tea rn to p lay t he Toul"Illlmcnt 
, 'c r:"ion, 

If duri ng the pla.\' ing of Midway !'pecifie que~t ions arise which lU'e not 
covercd in the a bove In!'tl'uctiolls, con!'uit the A pPclI(lix o f (jue:" tiol1 s 
conce rn ing unus ual s ituatiollS at the end o f thi s ma nual. Unles;< you feci 
the need . do not bothe r with t h i" :"e<:t ion: howe\'e r, we feel that mo~ t 
tjuestioll!' you may ha\'e concerning t he game that are not answered in the 
i n"tructions will be answe red in the Ap pendix. 
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TOURNAMENT GAME 

These addi t ional niles rna," be used in pinying )I idway . It j !< not net'C"­
sa ry to use all the !<ect ion s that follow, T he t hree 'main !<cctions­
Fighters . Midway Reduction. and Su r face Combat- may be used e ither 
together o r alone. 

The other optional rule!' may or may not be added at your di!'cretion. 
T hey add realiMll and additional comillicnt ion for t he Illayct' who doe!' n', 
mind handling many cornillicnted variables in hi s mind at one time. 

FIGHTERS 
Preparation of Fighters: 

I. Place the coned !l umber of Fighte1' S(IUad l"ons ( attack fact or:" ) in 
the Ml uare p ro\'ided under the na mc of each Ail"tl"aft Cu r rier (ami Mid­
way ) on Ihe Battle Boa rd, 

2. T he capaci ty o f the Ca rd er i~ incl"ca;;cd by th i~ numbe r of ;;(lllHd ron .~ . 

3. F ighter Substi tute Counler.'l are ll .'lefl in the :-ta me ma nne r a:" the.\" 
a rc used with Torpedo Romben; a nd Di ve Humbe rs . 

Use of Fighters: 

4. At Step 5 of the Busic game Instruct ions ( when both player f<. se<' retl~· 
write down thei r auacks I elleh playe r writes down his F ighte r di '<: pu:" itiol1 
for that Turn. Fo r instance, he may send some of hi" Fighter" with his 
attacking Di\'e a nd Tor ped o Bombe r:" to protect the m IIgain!'t enemy 
F ighte rs and he mny :"end :"ome up O\'e l' h is own shipi< on Combat Air 
Pat rol tC AP I to try to inte rCel)t allY enemy a ttack he think.~ may come 
that Turn. All re fuel ing , Le" '" reading" r ules th nt apply to Di\'e Bumber;; 
a nd Torpedo Rombel';; also apply to F i),{hte rs, That i:", all pla nei'; mu !'l 
'"l'eady" at lea;; t one T u rll be£OI'e they may be u ~ed aga in. 

5. The at t ack facto r;. o f f ighte r Cou llte l';< clln be u!led in only two ways : 
a. Aga i l! ,~t f'lu' my fiyh ln'lI. 
b. A i!" a ll (Idd il inllol "rJ"f't' lli ll !J ,.ulile (I yaill !l l ellcmy D il"c 8 fJm lJ r )' allfl 

T Ql" f)(,(/1I B omb e1' attack . 

Th ey may not be used to bomb sh ips. 

G. U.~r nf f'iflh/"I"x u(J(l in"t rll l'm/! F ifj h f rl's : If afte r secretly writi ng 
dOll" n the il ' piane di ;;po~ i t iul1 :" for a gi\"en Turn, oppo~ i ng pla.\·C1"" di,,' cQ\"er 
that t hey hnve F ig hte r:" in t he ,1il" in the :"anl(! ZM/f' , F ighte r combat occur~ . 

T he odd" are Qhtained in the u .~ ual nHlI1l1C1": th e di e i.~ roiled and t he 
F iyh '"" !".~ . Fiy" "!" Tabll i ~ t'nn "u1t ed fUI" t he I" (oO' ul t. F: xa mIJl e : I I- D. 14-T. 
lind 7· F alTi\'e O\'e r a g roup o f V.S. "hi I):" in a particular zone. T he t; .S. 
IJlayel' ha .'< ~ellt up IO-F un r.~p {We I" hi .~ .'< hips. The F igh ter Combat ndd" 
a re 7-10 or 1-2. :-\ ote: ;; inl'C the .la IJane:"e playe r is attacking his od d" are 
gi\'en fir;; t , If 11" is I'olled the re.~ lI ! t mcan:" the de fender ( C.S. I)layel' ) 
l o~e:" ~~ Fighter Sqllad rnn .~ nlHl t he atta(·kc1· ( .J allal1c~ e playc1' 1 \I •. ~e ;: 5 
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Fighter Squadrons. Thus the Japanese player will have 2 Fighter Squad- 
rons left and the U.S. player will have 7 Fighter Squadrons left. 

After Fighter Combat, regular Dive Bomber and Torpedo Plane vs. 
Ship combat is resolved after which surviving Fighters are returned to 
a Carrier. 

7. Use of Fighters as additional screening value against enemy air- 
craft: When a defending player has more Fighters in the air over his 
own ships than an attacker has Fighters escorting his attacking planes, 
the defender may use the excess Fighters as additional screening value 
rather than against enemy Fighters in Fighter combat. For instance; 
in our previous example 7 Fighter Squadrons were escorting an attack 
that came upon 10 Fighter Squadrons defending. Jnstead of fighting 
Fighter combat a t  7-10 odds the defender could have "stripped off" (taken 
away) up to 3 Squadrons to screen with. He then would have fought the 
attacking fighters a t  7-7 or 1-1. Note: the defender may never strip off 
Fighters so that his number of Squadrons falls below that of the attacker 
in Fighter combat. 

The stripped off screening values of Fighters may be used against any 
enemy Dive Bombers and Torpedo Planes on the Battle Board. After the 
attacker has set up his attack the defender simply adds the number of 
stripped off Fighter Squadrons to the screening value of any ships firing 
a t  a particular group of attacking aircraft. The defender has complete 
choice as to which attacking group he wishes to use his Fighters against. 
Fighters used in this manner may be broken down with Substitute Count- 
ers and used against different attacking groups. For instance; an F-3 
Counter may be broken down into three F-1 Counters with each F-1 
Counter used against three different attacking groups of aircraft. 

EXAMPLE : In Diagram (A) under STEP 8: Battle Board Procedure- 
suppose the Japanese player had 10 Fighter Squadrons with his Dive and 
Torpedo Planes and the U.S. player had 16-Fighter Squadrons over his 
ships on CAP. The U.S. player could strip off up to 6 Fighter Squadrons 
to use as additional screening value against the attacking Japanese air- 
craft. He might then defend as follows: (1) 3-F against the T-2 attack- 
ing the Vincennes a t  2-3 (1-2), (2) 3-F against the T-2's attacking the 
Atlanta's starboard beam a t  4-3 (1-1)' (3) the Vincennes fires a t  the 
Japanese D-3 attacking her a t  3-3, (4) the Atlanta fires a t  the D-6 
attacking her a t  6-6, (5) the Minneapolis and the New Orleans fire a t  the 
T-4 attacking the Atlanta's port beam a t  4-6 (1-2), (6) the T-1 attacking 
the New Orleans is not fired a t  so odds are 1-1. The battle would now be 
resolved in the usual manner. 

8. No Fighter Squadron may fight more than one attacking group per 
Turn. 

MIDWAY REDUCTION 
In the Tournament game an additional requirement exists for the cap- 

ture of Midway by the Japanese. Before the Atago can be placed on the 
Midway zone to start  the 4 consecutive Turns needed to capture the island, 
the defenses of the Island must be "softened up" by air attack, ship 
bombardment, or a combination of both. This is done as follows: 

1. Midway starts with a relative fortification strength of 20 which the 
Japanese player must reduce to zero before he may invade, i.e. place the 
Atago on the Midway zone. 

2. If the Japanese player launches an air strike against the island, the 
attack factor of all the Dive Bombers and Torpedo Bombers (not Fight- 
ers) are added together to get an attack strength. 

3. This is compared to the relative fortification strength of 20 to get 
an odds comparison in the usual manner. For instance; if 20 Dive Bomb- 
ers and 15 Torpedo Planes attack Midway, odds are 35-20 (1-1). If 25 
Dive Bombers and 20 Torpedo Planes attack, odds are 45-20 (2-1). 

4. The die is rolled and reference is made to the Midway Reduction 
Table. The numbers in the Table represent both the amount that Midway's 
relative fortification strength has been reduced and the number of U.S. 
aircraft squadrons destroyed on the ground a t  Midway. Note: if there 
are fewer squadrons than that number on the ground only those planes 
are lost-any planes in the air that Turn are not affected. 

MIDWAY REDUCTION TABLE 

5. In future attacks odds comparisons are made to the reduced relative 
fortificatzon strength of Midway. 

Dl E 
ROLL 

1 

6. The relative fortification strength can be reduced one point for each 
Turn in which a Japanese battleship stands on the Midway zone of the 
Search Board. 

7. When the relative fortification strength reaches zero, the Atago may 
start invading. 

1-3 

1 

8. When the relative fortification strength reaches zero, no planes may 
use Midway. However, the U.S. player still has full board search until the 
Atago completes its invasion. 

1-2 

1 

1-1 

6 

2- 1 

10 

3-1 
- 

15 

Fi ghter Squad ro rl ~ . Th us the J apanese player will have 2 Fighter Squad­
rOni; left and th e U. S. plarcr wi!! have 7 Fighter Squad rons left. 

A fter Figh ter Combat. regular Dive Hombet· and Torpedo Plane \'S. 
Ship combat is resoh'ed nftel' wh ich survivi ng F ighte rs are l'etul'lled to 
a Lanie l'. 

7. Usc of Fi{) hl e r.~ as adrl it imlul 8c l'eeu il! {J I'ul lte a[Juili st ellem y ah'­
cruft.- When a defending playel' hlo! more Fighters in the a il' over his 
own ships than an attacker has F ighters escorting his a ttacking planes, 
the defender may use the excess Fighters as add itional screening \'alue 
rather than against enemy Fighters in Fighter combat. For im,tance; 
in our previous exa mple 7 Fighter Squadrons were esco lting all attack 
that came upon 10 Fighter Squadrons defending. {nstead of fighting 
F ighter combat at 7-10 oddR the defender could have "st r ipped off" (t aken 
away ) up to 3 S<luad l'ons to sCI'cen with. He then would have fought the 
attacki ng fig hte rs at 7-7 or 1-1. ;.,rote : the defender ma~' never strip off 
Fighters so that hi s number of Squadrons fall s below that of t he attacker 
in F ighte r combat. 

The str ipped off sc reeni ng values of F ighters may be used agai nst any 
enemy Dive Bombe rs and Torpedo Planes on the Battle Boa rd. After the 
attacker haR Ret up his attack the defender simply adds the number of 
stripped off F ighte r Squadrons to the sereening value of any ships fi ri ng 
a t a particular group of attacking aircraft. The defe nder has complete 
choice as to which attacking g roup he wishes to u.~e h is F ighte rs against. 
Fighters uRed in thi s manner may be broken down with Subst itute Cou nt ­
ers and u~ed against different attacking g roups. For instance; an F -3 
Cou nter may be broken down into three F-l Counte rs with each F-l 
Cou nter uRed agai nst three different attacking groups of ai rcraft. 

EXAMPLE: In Diagram ( A ) under STEP 8 : Battle Boa rd Procedure­
su ppose the J apanese player had 10 F ighter Squadl'ons with his Dive and 
Torpedo Planes and the U.S. player had 16-F ighter Squadrons over his 
ships on CA P. The U.S. player could str ip off up to 6 F ighter Squadrons 
to use as addit ional sCI'eening va lue agai nst the attacking J apanese air­
craft . He might then defend as follows: (1 ) 3-F aga inst the T-2 attack­
ing the Vincennes at 2-3 0-2 ). (2 ) 3-F against t he T-2's attacking the 
At lanta 's starboard beam at 4-3 ( I-I ) , (3 ) t he Vincennes fires at the 
Japanese D-3 attacking her at 3-3, (4) the Atlanta fires at t he D-6 
attacki ng her at 6-6, (5 ) the Minneapolis and the New Orleans fi re a t the 
T-4 attacking the Atlanta's por t beam at 4-6 0-2), (6) the 1'-1 attacking 
the New Orleans is not fi red at. so odds are 1-1. T he battle wou ld now be 
resolved in the usual ma nner. 

8. No Fi ghter Squadron may fight mo re than one attacki ng gl"Ou p pel' 
Turn. 

MIDWAY REDUCTION 
In the Tournament game an add it ional requirement exists fo r t he cap­

ture of Midway by the J apanese. Before the Ala[JO can be placed on the 
Midway zone to start the 4 consecutive TunIS needed to capture the is land, 
the defenses nf the Island mu st be "softe ned up" by a ir attack. ship 
bomba rdment. or 11 combi nation of both. Th is is done as follows : 

14 

1. Midway sta r ts with a r elati ve for tification strength of 20 which the 
Japanese player mu st reduce to zero before he may invade, i.e. place the 
.4. tago on the Midway zone. 

2. If t he J apanese player la unches an ai l' st rike agai nst the islnnd, t he 
attack facto r of all the Dive Bombers and Torpedo Bombe rs (not F ight. 
e rs ) are added together to get an attack st rength. 

3. This is compal'ed to the relali ve fOl'tifi cation strength of 20 to get 
an odds compari son in the usual mnnncr. For ins tance; if 20 Dive Bomb­
ers and 15 TOl'l)edo Planes attack Midway , odds a re 35-20 (I- I ) . If 25 
Dive Bombers and 20 TOI'pedo Pla nes attack. odds a re 45-20 (2-1) . 

4. The die is rolled and I'eference is made to the M idway Reduction 
Table. The numbers in the Table represent both t he amount that :Midway's 
relat i ve fortificat ion strengt h has been red uced and t he nu mber of U.S. 
a ircra ft squad rons destroyed on the gl'Ou nd at Midway. Note: if there 
a re fewer squadrons than that nu mber on the ground only those pla nes 
a re lost- any planes in the ai l' that Turn are not affected . 

MIDWAY REDUCTION TABLE 

DIE 
1-3 1-2 I -I 2-1 3-1 ROLL 

1 I 1 6 10 15 

2 2 3 8 13 17 

3 3 5 10 15 20 

4 3 5 10 17 20 

5 4 7 12 20 20 

6 5 10 15 20 20 

5. In futu re attacks odds compar isons a re made to the reduced relat ive 
f01'lificatwn strellgth of Midway. 

6. The -relalive fortification st r ength ca n be red uced one point for each 
Turn in wh ich a J apanese battleship stands on the Midway zone of the 
Search Boa rd . ' 

7. When the relative fort ificati on stl'clIglh reaches zero, the Atago may 
start invad ing. 

8. When the relalive fortification Jf tl'en[Jth reaches zero, no planes may 
use Midway. However, t he U.S. player st ill has full board search unt il t he 
Atago completes its invasion. 
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9. If opposing Fighters meet over Midway simply fight a Fighter vs. 
Fighter combat a t  the normal odds. If the U.S. player has Fighter squad- 
rons to strip off he may do so (consult Appendix, Midway #5, in this 
event). 

SURFACE COMBAT 
1. After both sides have finished calling out their search in Step 4: 

Search Board Procedure-each player is responsible for stating whether 
he has any ships that he knows of in a zone with an enemy ship. If he 
does he tells the other player. 

2. Any and all air attacks are then resolved in the usual manner. 

3. If after air attacks unsunk ships of opposing sides remain in the 
same zone, play goes to the Battle Board for Surface Combat. 

4. A Japanese player places all of his ships. in the zone on the Battle 
Board along the edge nearest him. (In Surface Combat ships may be 
placed next to each other on the Battle Board. However, you are still 
allowed only one ship to a rectangle.) 

5. The United States player does the same. 

6. The Japanese player moves any or all of his ships one rectangle. 

7. The United States player does the same. 

8. The Japanese player now fires if the United States ships are within 
range. Range of ships are as follows : Battleships--4 rectangles ; all other 
ships-3 rectangles. A player may direct the fire of his ships on any or 
all of his opponent's ships within range. He need not fire at all ships 
within range. No ship may fire a t  more than one enemy ship per turn. 

9. Odds are obtained by comparing surface combat factors. For in- 
stance; if the Nagato-13 and the Kongo-10 fire a t  the Portland-6, odds are 
23-6 (3-1). 

10. The die is rolled and the result is obtained from the Surface Combat 
Table. 

11. All hits are recorded on the Hit Record Sheet. 

12. The U.S. player fires in the same manner. (On the first Battle 
Board Turn he could not possibly get within range of a Japanese ship so 
he doesn't fire on the first Turn.) 

13. Either or both players may elect to use the Battle Board Withdrawal 
Table after each Turn of battle. If a 5 or 6 is rolled, that player has suc- 
cessfully withdrawn from battle and play immediately reverts to Search 
Board Procedure, Step 1. In this event, check off one Turn on the Time 
Record. 

14. If neither player withdraws, repeat Steps 6 through 13. Do not 
mark off time. 

15. If the Japanese player sinks a U.S. ship on his portion of a Battle 
Board Turn, that U.S. ship still fires on his portion of that Turn because 
in reality these Turns would be simultaneous. 

16. All rules regarding hits scored under air  attack also hold under 
surface combat. 

17. After 4 Battle Board turns are completed a regular Turn is marked 
off on the Time Record. Players then go through the regular Search 
Board Procedure including movement and air  attack. EXCEPTION : 
Ships engaged in the previous surface combat may not move. However, 
all other ships may move two zones and those within two zones of the 
previous surface combat zone may move into that zone and engage on the 
Battle Board. 

OPTIONAL RULES 
These rules may be added if additional realism is desired. 

1. If any ship has received hits totaling one less than the normal needed 
to sink her, the ship loses all fire power (i.e. screening value and surface 
combat value) and its speed is reduced to one zone per Turn. 

2. During air attack, a player may attack an enemy ship with Torpedo 
Bombers from the rectangle directly in front of the bow of the ship I F  
OTHER Torpedo Bombers are simultaneously attacking the ship from one 
of the beam rectangles. Example: Rectangle A in the diagram below 
may be used to attack the Mikuma if either rectangle B or C or both are 
being used by Torpedo Bombers in attacking her. 

This rule allows for increasing the probability of sinking ships and also 
simulates the "anvil" Torpedo attack method used with much success in 
the Pacific campaigns. When attacking an enemy ship, Torpedo planes 
would attack with torpedos from the beam while another group of planes 
would drop a spread of torpedoes toward the oncoming bow of the ship 
so that if she turned to avoid the torpedos aimed a t  her side she would be 
perpendicular to those originally aimed a t  her bow. 

3. During air attack, a player whose attacking group of planes are being 
fired a t  may break down an attack against the same ship into waves. For 
instance, suppose 8 Dive Bombers attack the New Orleans (Screening 
Value-3) while they, themselves, are being fired a t  by either the New 
Orleans or another ship within range. Normally, odds would be 8-3 (2-1). 
But, if 2 waves go in of 6 squadrons in the. first wave and 2 squadrons in 
the second wave, there are two battles. The first wave odds are 6-3 (2-1) 
and the second wave odds are 2-3 (1-2) . . . thus there is a chance of 
scoring an additional hit upon the New Orleans. Note, however, that the 
New Orleans is allowed to apply its screening value in both battles. At 
first glance, this seems contradictory to the rule : Battle Board Procedure, 
Step 9 ;  that states that a ship's, "entire screening value d u s t  be used 
against one and only one attacking group of planes." However, this situa- 
tion is different in that the waves consist of attacks from that "one attack- 
ing group of planes," the 8 Dive Bomber group in the above example. 

!), If (1 1) 1}(l~i ng Fi ghte l'i< meet over Midway simply fight a Fighter vs, 
F ight er combat at the no rmal odds, If the U.S. player has Fighter squad· 
rons to ::t rip off he may do so (consult Appendix, Midway #5, in this 
e\·ent ). 

SURFACE COMBAT 
I. Aft e r both !lides have fini shed calling out their search in S tep 4: 

Se~ll'ch HOl\ rd Procedul'e---each player is responsible for stat ing whether 
he has any ::hi ps that he know,; of in a zone with an enemy ship, If he 
does he tell:-l the oWeI' player . 

2. Any and all ail' attacks are then resolved in the usual manner. 

3, If lifter air attack:..: ullllunk ships of opposi ng sides remain in the 
~ame lOne, play goes \(1 the Battle Boa rd for Surface Combat. 

4. A Japane::e player pluce:: all of hi s ships in the zone on the Battle 
BOIH'd along the edge ncarcst him, ( In Su r face Combat l! hiJ>s mal' be 
plat'e(i nex t tn each other on the BlitHe Board. Howevcr, you a re i<till 
allo\\'ed on ly one "hip 10 a rectangle. ) 

~. The l!ni led Stat!!.'; pla~'e r does the same. 

6. The ,J:II)f1ne"e player mO\'e~ any 0 1' all of his ships one reclangle, 

7. The United SUI te!! playel' doell t he same, 

8, The Japane!;.c player now fires if the l"ni ted Stutes ~hips are within 
range, Hange of ~h i llS IU'e as follows: Battleshipl!--4 rectangles: all othc r 
shillS-3 rectangles. A player nlay dil'ed the fire of his !;.hips on any 0 1' 

all of hi :! oPllonent'1i sh ips within range, He need 1I0t fire at all shillS 
within range, :\0 ,;hip may fire at more than olle enemy ship pel' turn. 

9. Odds arc obtai ned by cum llllring su rface combat factors. For in­
stance: if Ihe :\agato- 13 and the Kongo.lO fire at the Portland-G, odd" are 
23-6 (3- 11. 

10. The die i" rolled and the result i" obtai ned from the Su rface Combat 
Table. 

11 . All hit s are recol'ded on the H it Record Sheet. 

12. The e.S. player fire i< in the same manner. ( On the fin"t Bll ttle 
Boa rd Turn he cou ld n() \ pol'.~ibly gPI within range of a J apllnese !<hip !<u 
he rloei< n', lire all t he firli! Turn. 1 

I:t Either or both IlllI ,\'e r~ mar elect to use the Battle BOlIl'd Withdl'llwal 
Table lifte r each Turn of battle, If :I 5 01' G is rolled, that player ha~ "uc· 
cc~ .~ full\' withdrawn from hattIe and pl:l~' immediately rcvc r ts to Search 
Boanl j'rocedul'e, S tcp I. In thi;.. e\'e nl, check off aile TUI'Jl OJl the Time 
Record . 

1,1. If neithcr pla~'c r withdraws , l'elleat Steps G through l :t Do not 
mark off time. 

15. If Ihe Japane.~e playel' :;i l1k~ a e.S . ':'hip on hi" I)OI,tion of a Baltic 
Hoan] Turn, that C.S. ;;hi ll litill fin:" Oil hi~ ponion of thin Turn beca\l~e 
In I'eality thelie Turll !!. would be :;i rnultaneoll~. ,. 

16. All rules regarding hits scored under air attack also hold under 
surface combat. 

17. After 4 Battle Board turns are completed a regular Turn is marked 
off on the Time Record. Players then go through the regular Search 
Board Procedure including movement and air attack. EXCEPTIO::\,: 
Ships engaged in the previou s su rface combat may not move. However , 
all other ships may Olove two zones and those within two zones of the 
previous surface combat zone may move into that zone and engage on the 
Battle Board, 

OPTIONAL RULES 
These rules may be added if additional l'ealism is desired. 

1. If allY shi p has received hits tota ling one less than the normal needed 
to sink her, the ship loses all fire power ( Le, screening "alue and su rface 
combat value) and its speed is I'educed to one zone per Turn. 

2, Dur ing air attack, a player may attllck nn enemy ship with Torpedo 
Bombe rs from the rectangle directly in front o f the bow of the llhip IF 
OT HER Torpedo Bombers are simultaneou sly attacking the ship from one 
of the beam rectangles , Example: Recta ngle A in the diag ram below 
may be used to attack the Mikuma if eithe r rectangle B 0 1' C Or both are 
bei ng used by Torpedo Bombe rs in attacking her, 

B 

A 

c 
This rule allows for increasing the probability of s inking ships and also 
simulates the "anvil" Torpedo attack method used with much success in 
the Pacific ca mpaigns, When attacking an enemy ship, Torpedo planes 
would attack with torpedos from the beam while another group of planes 
wou ld drop a spread of tor])edoes toward the oncoming bow of the ship 
so that if she turned to avoid the torpedos aimed at her side she would be 
perpendicular to those or iginally a imed at her bow. 

3. During air attack, a playe r whose attacking group of pla nes are being 
fired at mar break down nn attack Ilgainst the same ship into waves . For 
instance, suppose 8 Di\'e Bombe r:! attack the New Orleans (Screening 
Value-3 ) while they, themilelves, a re be ing fired lit by eit her the New 
Orlea ns 0 1' anot her ship within range, Normally, odds would be 8-3 (2-1). 
But, if 2 waves go in of 6 squlldl'OlI S in the first wave lind 2 squadrons in 
the second \Va"e, the l'e a re two battles. The fir fl t wave odds are 6-3 ( 2-1) 
and the second Wllve odds are 2-3 ( 1·2 ) ... thus there is 11 chance of 
sco r ing an additional hit upon the Ncw Orlea ns, Note, however, that the 
New Orleans is allowed to apply itil ;olc l'eening vulue in bol h battles, At 
first glance, this seem:; contl'lldictory to the rule: BaUle BOIl.1'd Procedure, 
Step 9; that state" that a s hi p's , "entire f\c r ecning value m'u!<t be used 
agai nst one and only onc attacking g l'ou p of ]llanes." Howe\'e l', thi~ s itua­
tion is diffe rent in that the Wl\\'C:< consi!!t of attll.ckll from that "one attat'k­
ing group of pl ane!'." the 8 Dh'e Bomber g roup in the abo\'e example, 
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1 HIST( CAL CC----- NTARY 1 
by Rear Admiral C. Wade McClusky, U.S.N. (Ret.) 

OFFICIAL U.S. NAVY PHOTOGRAPH 

T h e  following i s  a n  eyewitness account wr i t t en  
b y  Rear Admiral  C. Wade  McClusky. Admiral 
McClusky was  the  Air-group Commander aboard 
the Carrier ENTERPRISE during the  actual battle 
and, h imse l f ,  led the  initial bombing that  re- 
sulted in the  sinking o f  several Japanese Car- 
riers. T h e  following commentary i s  only part o f  
the  story. T h e  Admiral  modestly neglects to  tell 
you what  exhaustive research from additional 
historical sources disclosed to  the  Avalon Hill 
design s t a f f :  t ha t  "L t .  Comdr." C.  Wade  Mc- 
Clusky's methodical and tenacious pursuit of the  
enemy was  probably the  mos t  important  con- 
tr ibutory factor toward the  success o f  the  battle. 

On the ENTERPRISE, reveille came early that fateful morning of 4 June 
1942, 3:30 a.m. to be exact. Breakfast was served as usual but the usual 
quips were missing. Rather a hushed note of expectancy prevailed 
throughout the wardroom. 

We pilots waited impatiently in our respective "ready rooms". Finally 
orders came from Flag Plot. The position of the enemy striking force was 
given as of 0930 (based on a 0810 contact report) as Lat. 30-05N, Long. 
179-03W, heading 135", speed 25 knots. My orders were to make a Group 
attack on this Force. Radio silence was to be maintained until sight con- 
tact with the enemy made. That was the extent of my instructions. 
The HORNET Group was likewise to be launched and although the HORNET 
Group Commander was senior, no command relationship or coordination 
between the groups was prescribed. No information was received to indi- 
cate how the YORKTOWN Group was to participate. So with this meager 
information we manned our planes on the flight deck. 

At 0902, the ENTERPRISE launched a combat patrol of 8 Wildcats (Grum- 
man F4F's).  At 0906, the dive bombers started launching. This group 
composed of my group section, 3 SBD's, Scouting SIX and Bombing SIX, 
for a total of 33 SBD's. We rendezvoused and circled the carrier waiting 
for the Torpedo Squadron and fighter escort. Action seemed to come to a 
standstill on the ENTERPRISE. Finally, a t  0945, by flashing light signal, 
I was ordered to "proceed on mission assigned". No information was given 
as to why the torpedo planes and fighters were delayed. This meant, of 
course, that we would be without fighter protection, a rather serious pre- 
dicament. The Dauntless, as the SBD was called, on account of its slow 
speed, was an obsolescent plane a t  the time of Pearl Harbor. 

Climbing to gain altitude, I led this small force on a southwesterly 
course and figured to intercept the enemy about 1120. At our departure 
time they were believed to bear about 240°, distance 155 miles and heading 
toward Midway a t  25 knots. Our Task Force was to maintain a course of 
240" to close the enemy except when flight operations dictated otherwise. 

Arriving a t  the estimated point of contact the sea was empty. Not a 

Jap  vessel was in sight! A hurried review of my navigation convinced me 
that I had not erred. What then was wrong! 

With the clear visibility i t  was a certainty we hadn't passed them un- 
sighted. Allowing for their maximum advance of 25 knots, I was positive 
they couldn't be in my left semi-circle, that is, between my position and 
the island of Midway. Then they must be in the right semi-circle, had 
changed course easterly o r  westerly, or most likely, reversed course. To 
allow for  a possible westerly change of course, I decided to fly west for  35 
miles, then to turn northwest in the precise reverse of the original Japa- 
nese course. After making this decision, my next concern was just how fa r  
could we go. We had climbed, heavily loaded, to a high altitude. I knew 
the planes following were probably using more gas than I was. So with 
another quick calculation, I decided to stay on course 315" until 12:00 
o'clock, then turn northeastwardly before making a final decision to termi- 
nate the hunt and return to the ENTERPRISE. 

Call i t  fate, luck, or what you may, because a t  11:55 I spied a lone Jap  
cruiser scurrying under full power to the northeast. Concluding that she 
possibly was a liaison ship between the occupation forces and the striking 
force, I altered my Group's course to that of the cruiser. At  12:05 that 
decision paid dividends. 

Peering through my binoculars which were practically glued to my eyes, 
I saw dead ahead about 35 miles distance, the welcome sight of the Jap  
carrier striking force. They were in what appeared to be a circular dis- 
position with 4 carriers in the center, well spaced, and an outer screen of 
6 to 8 destroyers and inner support ships composed of 2 battleships and 
either 4 or 6 cruisers. At my altitude positive identification except for the 
carriers was nearly impossible. 

I then broke radio silence and reported the contact to the ENTERPRISE. 
Immediately thereafter I gave attack instructions to my Group. Figuring 
that possibly the HORNET Group Commander would make the same decision 
that I had, i t  seemed best to concentrate my two squadrons on two carriers. 
Any greater division of the bomb-load we had might spread out the damage 
but I believed would not sink or completely put out of action more than 
two. Picking the two nearest carriers in the line of approach, I ordered 
Scouting SIX to follow my section in attacking the carrier on the im- 
mediate left and Bombing SIX to take the right-hand carrier. These two 
carriers were the largest in the formation and later were determined to 
be the KAGA and the AKAGI. As a point for later mention, after radio 
silence was broken, LT. "Dick" Best, skipper of Bombing SIX, radioed that 
he was having oxygen trouble, had dropped to 15,000 feet and would re- 
main a t  that  altitude to commence the attack. One remarkable fact stood 
out as  we approached the diving point-not a Jap fighter plane was there 
to molest us. Our reasoning attributed this to the one-track Jap  mind 
whose principal fear was the torpedo plane and defeat they had sustained 
by that  plane in the Coral Sea. 

I t  was a t  1222 when I started the attack, rolling in a half-roll and 
oming to a steep 70" dive. About half-way down, anti-aircraft fire began 
looming around us-our approach being a complete surprise up to that 

point. As we neared the bomb-dropping point, another stroke of luck met 
our eyes. Both enemy carriers had their decks full of planes which had 
just returned from the attack on Midway. Later it was learned that 

HISTORICAL COMMENTARY 
by Rear Admiral C. Wade McClusky, U.S.N. (Ret.) 

OffICIAl U s. NAVY PHOfOCRAPk 

The followitlf} is un eyeu:itlle88 aCCollllt 1/J1·it/en 
by Rea r Admiral C. Wa(ie McCIIIs/.:y. Admiral 
.l1cCll/sky was the A ir-group Commam/er aboard 
the Can·jer ENTERI'RISE during the actual battle 
and, himself, led the initial bambi"" that re­
Ru/tl'd ill the sin/"·illg of sel·eral Japallese Car­
riel·s. The following commentary iIJ ",dy part of 
ti,e stm·y. The .4dmimi1nodestly 11e(lll'cts to tell 
YOII Ichat exl/anstice research from additio,wl 
histol'ical sOl,rces (iise/ased to the A calOll Hill 
design staff: that "Dt. Comdr." C. Wade .\fc­
Cil/sky's methodical al,d tenacious pUl'suit of IIII'. 
enemy leas probably the mosl impotlala ca1t­
Iribntory factor toward the slIccess of the battle. 

On the El'n;III'lu SE, rc\'cillc eame earl.\" that fateful Illoming of 4 June 
1942, j ::30 a.lll, to be e:>:al't, Breakfast was .~en·ed as usual but the lI.'~ual 
qui llS wen: missing. Bather 1\ hushed note of eX]lectanc~' prevallcd 
throughout the wardroom. 

We pilots waited impatiently in our respective "ready r?o.ms". Finally 
orders came from Flag Plot. The I>osition of the enemy stnklng _fo}·ce Wa!< 
given as of 09:10 (based 011 a 08 10 contr:ct reporll nl< Lat. ~O·OtJ:-':. Long. 
17!l-03W, heading 135· , "peed 25 knots. ~ I y ol"Clel:s w~J"e to m~ke.a Group 
attack on this Force. Radio i"ilence was to bemallltamcdllnt.ll $'IJ::'ht .con­
tact with the enemy made. Thill \\"as the extent of my IIIs1nlclLOns. 
The HORl't:T Group \\"a!l likewise to be launched an.d aitl.lOugh the 1 -~OR~t:T 
Group Commander was seniol', no command rela~lOn"hlil 01· ~oordlll~tlO!1 
between the group" lI"a" Ilre;lcribed. :;0 informatIon was recen·ed to IIIdl ­
cate how the YORKTOWN GI·OUll was to participate. So with this meager 
information we manned our planes on the flight deck. 

At 0902, the ENTERI'RIi't: launcherl a combat patrol of 8 ~\·ildcatf', (Grum­
man F4F's L At 0906, thc di'·e bomber" f'ta rted launchlnl{. ThiS grOup 
composed of my groll il !'ection, 3 SBD'!;, Scouting SIX and Bo~bing ~!X, 
for a total of 33 SBD's. We rendez\·oused and circled the carner \,·altlllg 
for the Torpedo Squadron and fightcr escort. Action see~ed t? com~ to a 
standstill on the ENn:RPRISt::. Finally, at 09-15, by. flashing. hght !H.s:nal , 
I was ordered to "pl·oceed on ml!'~;on n;l;;igned". :\0 1!1formatl~n was given 
as to why the torpedo plnne>; and fighter;; were . delayed. ThIS ~eanl. of 
cou rse, that we would be without fighter protectIOn. a rather SCI"I~U!l pre­
dicament. The Dauntless, as the SBD was called, on account of Its slow 
spced , was an obflolcscent plane at the time of Pead H:nbor. 

Climbing to gain altitude, I led th i;; small force on n southwestcrly 
course and figured tu intercept the enemy nbout 1120.:. A,t our depart~lI'e 
time they were believed to bear about 2·10 ' , di"tance 15" ~l1Ile~ and heading 
toward :\lidway III 25 knots. Our Tlli<k Force was .to ma~ntatn a course. of 
2'10· to close thc encmy except when Uight operat,ons dIctated otherW Ise. 

Arriving at the estimated puint of contact the "ea was empty. :-':ot a I. 

Jap vessel was in sight! A hUlTied review of my nav igation convinced me 
that I had not erred. What then was wrong! 

With the clear visibility it was a certainty we hadn't passed them un­
sighted. Allowing for their maximum advance of 25 knots, I was positi\'e 
they couldn't be in my left semi·ci rcle, that is. between my position and 
the isla nd of Midway. Then they must be in the rigM semi.drcle, had 
changed course easterly or westerly. or most likely, reversed course. To 
allow (or a possible westerly change of course, I decided to fly west for 35 
miles, then to tu rn northwest in the prE'ei!le reverse of the original Japa. 
nese course. After making this decision , my next concern was just how far 
could we go. We had climbed. heavily loaded, to a high altitude. I knew 
the planes following we re probably u:;ing more gas than I was. So with 
another quick calculation, I decided to stay on course 315" until 12 :00 
o'clock, then turn northeastwardly before making a final decision to termi­
nate the hunt and return to the ENTERPRISE. 

Call it fate, luck, or what you may, because at 11 :55 I spied a lone Jap 
cruiser scu rrying unde r full power to the northeast. Concluding that she 
possibly was a liaison shi p between the occupation forces and the str iki ng 
force, I alte l·ed my Group's cou rse to that of the cruiser. At 12 :05 that 
decision paid dividends. 

Peering through my binoculars which were practically glucd to my eyes, 
I saw dead ahead about 35 mile~ d ista nce, the welcome sight of the Jap 
carrie I· striking force. They we l·e in what appeared to be a ci l·cular di s­
position with 4 ca1"l"iers in the ce nter, well spaced, and an outer screen of 
6 to 8 destroye rs and inner sU Pl>o rt shi ps composed of 2 battleships and 
either 4 or 6 cruisers. At my altitude positive identification except for the 
carriers was nearly impossiblc. 

I then broke radio silence and reported the contact to the ENTERPRISE. 
Immediately thereafte r J gave attack instructions to my Group. Figuring 
that possibly the HORNET Group Commander would make the same deci sion 
that I had, it seemed best to concentrate my two sCluadrons on two ca r riers. 
Any greater divis ion of the bomh-load we had mi.stht spread out the damage 
but I believed would not sink or completely put out of action more than 
two. P icking the two nearest carriers in the linc of approach, I ordered 
Scouting SIX to follow my section in attacking the carrier on the im­
mediate left and Bombing S IX to take the right·hand carrier. These two 
ca rriers were the largest in the formation and later were determined to 
be the KAGA and the AKAGI. As a point for later mention, after radio 
si lence was broken, LT. "Dick" Best, skipl)er of Bombing SIX, radioed that 
he was having oxygen t rouble, had dl·opped to 15,000 feet and would re­
main at that altitude to comme nce the attack. One I·emarkable fact stood 
out as we approached the diving point-not a Jap fighte l· plane was the,·e 
to molest us. Ou r ,·easoning attributed this to the one-tl·ack Jap mind 
whose principal fear was the torpedo I)la ne and dcfeat they had sustai ned 
by that plane in the Co ral Sea. 

lt was at 1222 when [ .~tal"ted thc nttack, rolling in a half-roll and 
oming to a f'tee l) 70 dive. Aoout half-wa.\· dowlI. anti-aircraft fire began 
,Domi ng around us-uur allJl I"01u:h being a complete .~urp ri~e up to that 

jloint. A:; we neared the bomb·drolJlling Iwint. another snoke of luck met 
OU I· eyes. Both enem,l· cluTicrs had their decks full tlf planes ,,·hich had 
just retUl·ned from the attack on :'ol itlway. L:nel· it was learned that 
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about the time we had discovered the Jap force, an enemy seaplane had 
detected our forces. Apparently then, the planes on deck were being re- 
fueled and re-armed for an attack on our carriers. 'Supposing then, we, 
Air Group SIX, had turned southward toward MIDWAY as the HORNET 
Group did-I can still vividly imagine the ENTERPRISE and HORNET a t  the 
bottom of the sea as the YORKTOWN was some three days later. 

In the meantime, our bombs began to hit home. Scouting SIX obtained 
at least eight direct hits. The first division of Bombing SIX obtained a t  
least three direct hits on their assigned target with 1,000 Ib. bombs. Both 
carriers were then enveloped in masses of flames and smoke. The second 
and third divisions of Bombing SIX, in accordance with squadron doctrine, 
then divided their attack between both carriers, obtaining many hits. 
Violent explosions resulted. 

The story now for awhile will have to be an individual telling. I leveled 
off at  mast head height, picked the widest opening in their screen and 
dropped to deck-level, figuring any anti-aicraft fire aimed a t  me would 
also be aimed a t  their own ships. All their ships fire must have been pretty 
busy because I was well through the screen before I noted bursting shells 
creeping up behind. With the throttle practically pushed through the in- 
strument panel, I was fortunate in avoiding a contact with death by slight 
changes of altitude and varying the getaway course to right and left. 

Time now to relax and figure my navigation to the home carrier. But 
not for long! I t  was quick work to figure the return course and as I raised 
my head from the plotting board, a stream of tracer bullets started 
chopping the water around the plane. Almost immediately my gunner, 
W. G. Chochalousek, in the rear seat, opened fire. Then a Jap "Zero" 
zoomed out of range ahead of me. A hurried glance around found another 
Zero about a thousand feet above, to the left and astern, about to make 
another attack. Remaining a t  20 feet above the water, I waited until the 
attacking plane was well in his dive then wrapped my plane in a steep turn 
towards him. This not only gave him a more difficult deflection shot but 
also enabled my gunner to have free room to maneuver his guns. Then 
ensued about a 5 minute chase, first one Zero attacking from the right, 
then the second from the left. Each time I would wrap up towards the 
attacker with Chochalousek keeping up a constant return fire. Suddenly 
a burst from a Jap seemed to envelope the whole plane. The left side of my 
cockpit was shattered and I felt my left shoulder had been hit with a sledge 
hammer. Naturally enough it  seemed like the end, we sure were goners. 
After an undeterminable period, probably only two or three seconds, I 
realized there was an unusual quietness except for the purring engine of 
the old Dauntless. Grasping the inner phone I yelled to Chochalousek, but 
no answer. I t  was difficult to turn with the pain in my left shoulder and 
arm, but I finally managed and there was the gunner, facing aft, guns a t  
the ready and unharmed. What happened was that he had shot down one 
of the Zeros (probably the one that got the big burst in on us) and the 
other decided to call i t  quits. 

When we got back we found that our plane had been hit about 55 times, 
including 3 large hits by 20 millimeter shells, and, to boot, our rudder was 
peppered with our own 30 caliber bullets. A new twin mount 30 caliber 
free gun had just been issued, a spread between barrels of about eight 
inches and our enterprising gunner figured he could fire straight a f t  on 

both sides of the rudder at the same time. Fortunately, the effect wasn't 
vital. 

Back on course again, I began a slow climb, anxiously peering about for 
our Task Force. At 1320 I had reached 1,000 feet and the spot I figured 
should be the rendezvous point. Nothing was in sight. Still climbing, I 
called the ENTERPRISE and asked if they had a change in position. Almost 
immediately "Ham" Dow's voice came back from Flag Plot stating simply 
"Wait". At 5,000 feet I began to get a faint signal from my automatic 
navigational radio beam, a special device that gave an approximate course 
back to the source of transmission. While orientating to this new course, 
"Ham" Dow came in by radio giving a "new" position for the Task Force. 
This proved to be about 60 miles south of where they were supposed to be. 
I t  has always been a mystery to me, why, after radio silence was broken, 
they hadn't enlightened us poor pilots on their subsequent changes of 
courses or position. Who knows, maybe some of those lost due to running 
out of fuel might have returned! 

Some 20 minutes later I spotted, in the distance, our Task Force and 
headed for the first carrier I could see. I dropped down to the landing 
circle height, wheels and tail hook down, ready to land aboard. While on 
the down-wind leg, about a minute before landing, i t  dawned on me that 
this was the sister-ship YORKTOWN and not the ENTERPRISE. A glance at 
my gas gauge showed the pointer waivering around 5 gallons. With fingers 
crossed, I pulled off and headed for the ENTERPRISE, then about 5 miles 
away. Talk about luck, this was my day. I made a straight-in approach 
on the ENTERPRISE and landed aboard. The Landing Signal Officer claims 
he waved me off, but I didn't see i t  and furthermore, figured I didn't have 
enough gas to go around again anyway. So, I taxied up the deck, was 
stepping out of the plane when what happened ! The YORKTOWN on whose 
deck I was just about to land, was under heavy attack by bombing and 
torpedo planes from the fourth Jap carrier, the HIRYU. 

Without a word about Torpedo SIX, this phase of telling would not be 
complete. They were launched a t  0950 and like the YORKTOWN and HORNET 
Torpedo squadrons, proceeded to attack independently. As previously 
related, the Japs, profiting by their experience in the Coral Sea, developed 
an excellent Torpedo Defense and in addition, kept all their fighter planes 
a t  a low altitude. The majority of Torpedo Planes were shot down before 
reaching the dropping point. The pilots and men of those planes set an 
example of moral courage and devotion to duty hard to beat anywhere. 
Torpedo SIX lost 10 out of 14 planes; Torpedo EIGHT lost all of her 15 
but one pilot was saved; the YORKTOWN Torpedo Squadron lost 10 out of 
12. From a practical viewpoint, their attack enabled our dive bombers to 
approach unmolested and consequently score the many devastating hits 
that meant victory. 

Admiral McClusky's eyewitness account ends a t  this point. Upon his 
return to the Cawier  he zvas immediately ordered to sick-bay. There were 
five bullets or parts of  bzillets imbedded in  his le f t  arm and shoulder, four 
of  which remain today (according to the Admiral)  leaving no impairment 
o f  any sort.  O f  course, the acttial event lasted several days . . . all o f  which 
was  somewhat anti-climactic. The "fate" of the battle was  decided on the 
initial attack just a f t e r  noon on the 4 th  of  June. 

about the time we had d iscove red the ,Jap force, an enemy seaplane had 
detected ou r force:ol, Appal'enlly then , the plan es on deck were being re· 
f ueled and re-nrmed for an atlack on our ca r riers, 'Su pposi ng then, we, 
Air Gl'OUp S IX , h1\d tumed southward toward MI DWAY as the HORN ET 
Group did- I can !<till \'i\'idl~' imagine the E~TERPRISE and HORNET at the 
bottom of the lIea as the YORK TOWN was some three days later , 

In the mea ntime, ou r bombs began to hit home, Scouting S IX obtained 
at least eight direct hitI', The first division of Bombing SIX obtained at 
least three direct hi t!l on their assigned target with 1.000 Ib, bombs, Both 
car r iers were then en\'eloped in masses of flames and smoke, The second 
and third divj!<ions of Bombing SIX , in accordance with !lquadron doctrine, 
then di \'ided their attack between both car r iers, obtaining many hi ts, 
Violent explosions resulted, 

T he story now fO l' awhile will hal'e to be an individual telli ng, I le\·eled 
off at mast head height. picked the widest opening in their screen and 
d ropped to de<:k-le\'eJ, figuring any a nti-aicraft fire aimed at me would 
also be aimed at t heir own :ohips, All their ships fi r e must have been pretty 
bu sy because I \\'all well through t he screen before I noted bursting shells 
cre~ping up beh ind, With the throttle pract ically pushed through the in· 
stru ment panel. I WIlS fOl' t linate in a vo id ing a contact with death by sl igh t 
chu nge!l of nlt itude and \'nlTing t he geta way course to r igh t and left, 

Time now to relax lind figu re my navigation to the home ca r rier, But 
not for long! il was (Iuick \\'Ol'k to figure the return course and as I ra ised 
m\' head f]'om the plotting board , a stream of t race r bullets started 
ch~pping the water :u 'ound the plane, Almost immediately my gu nne r , 
\\", G, Chochalouiiek, in the rea r seat. opened fire, Then 11 J ap "Zero" 
zoomed out of l'l\l1ge ahead of me, A hurried glance around found anothe r 
Zero abOut a thoUlIand feet above, to the left and astern, about to make 
another attack. Remllining at 20 feet abo\'e the wate r , I waited unt il the 
attacking plane wall well in hill di\'e then wrapped my plane in a steep turn 
tow1lI'ds him, This not only ga\'e him a mo re d ifficult deftection shot but 
also enabled my gunner to han! f ree room to maneu~'er hi s gun~, ,!"hen 
cnllued about a 5 millule cha!le, fi rst one Zero attacklllg from the nght. 
then the second from the left, Each time I would wrap up towa rds the 
attacke r with Chochalousek keeping up a constant return fire, Suddenly 
a burst from II Jap seemed to en\'elope the whole plane, The left side of my 
cockpit was :<hatlered and I felt m~' left shoulder had been hit with a !!.ledge 
hammer. XaturaJly enough it seemed like the end, we !<-ul'e were goners, 
After an undeterminable period, p robably only two 01' three se<:onds, I 
realized there WIl:O an unu;lual quietne;lii except fo r the purring engine of 
the old Dauntle:o:o, Grall l)ing the inner phone I relied to Chochalousek, but 
no anllWel', It wall diflicult to tu r n with the pain in my left :ohoulder and 
Il t'm. but I finally managed and there \\'as the gunnel', facing aft. guns at 
t he rell(h' and unharmed, What happened wa:o that he had shot down one 
of the Z~roll (proLmbly the one that got the big burst in on us) and the 
ot hel' decided to clIll it quit::, 

When we got back we fOllnd that our plane had been hit about 55 times, 
including 3 large hit s by 20 millimeter shells, and, to boot. our rudde r was 
peppered with 0111' own :to caliber bullets, A new twin mount 30 cal!bel' 
fr ee gun had just been issued, a s pread between barrels of about eight 
inches and OUI' ente q )rillLng ll11nner figu red he could fire straight aft on 
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both sides of the I'udder nt the ;tame time, F(II'lunlltely, the effect wa,.;n't 
vita\. 

Back on course again, I began a !llow climb, IUlxiou.-.lr pcel'ing about for 
our Task Force, At [:t~O I had I'cached 1.000 feet and the :O llOt I flgul'ed 
l\hould be the rendez\'ou!; point, :-;-olhing wall in ,~ight. Still climbing, I 
called the E~TERPRIS£ and allked if ther had a change in lX";;ition, Almo:<t 
immediateh' " Ham" Dow'" \'oice came back from Flag Plot lItating ::imply 
'; \\'a it", At 5,000 feet I bega.n to get a faint :<ignal fl'Om my automatic 
navigational I'adio bellm, a ;:[:.ecial de\' ice that g:\\'e:tn npproximate cour"e 
back to the sou l'ce of lJ'unsmis.."iioll, While orientating to thiii new cour"e, 
"Ham" Dow came in by radio giving l\ "new" po!;ition for the Ta"k Force, 
This pl'o\'ed to be about 60 mile;; !louth of where Ihey were ,.;uppo:oed to be, 
lt has alway,.; been a my,~jerr to me, whr, after radio :oilellce wa:o broken, 
they hadn't enlightened Ul! poor pilot ... on their !lub;;equent challge;; of 
courses or pollition, Who know!';, maybe ~ome of tholle lost due to running 
out of fuel might ha\'e returned! 

Some 20 minutes later I spotted, in the dilltance, our Talik Force and 
headed for the first ca rrier J could :<ee, I drupped down to the landing 
circle height, wheels and tail hook down, ready to land abaftI'd, Whi le fm 
the down-wind leg, abou t n minute be fo]'e lunding, it dllwned Oil me that 
this was the siMer-lIhip YORKTOWN and not the E NTERPRISE, A glance at 
my gas gauge showed the pointer wai\'c ring al'ouJl(15 g-al\on;;, With fingel'~ 
crossed, I pulled off lind heuded fol' the ENTERI'RIS~;, Ihen about 5 mile!<­
away, Talk about luck, thill wall my clny, I made a :<tl'llight-in apPl'oa('h 
on the ENTERPRISE and landed abollrd, The Landing SigllllJ Officer claim;: 
he waved me off, but I didn't see it and furthe r morl!, figll l'ed I didn't ha\'e 
enough gas to go arou nd again Itn~'\\'ay, So, I taxied up the deck, was 
lItepping out of the plane when what haPI)ened! The YORKTOWN on who,.;e 
deck I was jU!lt about to land, was under henvy nttnck by bombing and 
torpedo planes from the fourth Jap carrier, the HIRYU, 

Without a word nOOut Torpedo SIX, thi:o pha~e of telling would not be 
complete, They were launched at 09.';0 nnd like the YORKTO\\'X and i-loR:>:ET 
Torpedo Hlund l'QIl", pl'()CC(!ded to nltal'k indep{'Jl(lentl~', A:< 1)I'e\'i!)tl.~lr 

related, the Jap,.:, profiting by thei l' experience in the Coral Sea, de\'eloped 
an excellent Torpedo Defen!<-e and in addition, kept all their flghler plane:< 
at a low altitude, The majority of Tol'pedo Plane>l \\'{'I'e lIhot down befol'l' 
reaching the dl'opping point. The pilots and men of tho,.;e: planes :oet an 
example of mOl'al courage and de\'otion to duty hard to beat anywherc, 
Torpedo SIX lost 10 out of 1,1 plnne,,; TUI'I)ecio EIGHT If)~t alt of her I;) 
but olle pilot wall Ha\'ed: th e YORKTOWS Torpedo ~(llIltdl'oll 1(I!">t 10 out ()f 
12, From 11 pl'attitHI \'lewpoint, th~il' attack !'nabled ollr di\'e! bomber;: to 
approach unmole~ted and con ~t'(llI elllly "t:ol'e the many de\';t.~tating hits 
that meant victor y, 

Admiral McC/uiJky',~ clIclI'iIIH' !t" acc01mt e?ldfl at this point, Upon hi,~ 
I'ttlll'n to the COI'I';I'/, hr /{'O,~ immrdi(!/I'/y nrdered 1(, flick-bay, T here J/'ere 
{i1'f' blll/eis 01' IJal'I,~ of 1)11/11'/" imbcdd('(1 ill hilf leff ann allri IIIiMddet, fillo' 
of which l'I!mail/ f(,(/ay l accnrdi"!1 to tht' Admhall tl'al'illY no impainlll!,/It 
of OilY ,~"rt, Of ("nul',~C, tllp acillal tl'f1ltlaA/cd flf't'(,l'al dall"'" all of I/'Illch 
wall SOIlH!lchat alit i-climactiC', The "fatc" 0/ tilt' ballll' Ica,~ dui(/I'f/ 01/ the 
il/itia! altack j1,,~t aOn' "ti/H/ /"1 tite 4Ih flf JIll/I', 
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SURFACE COMBAT: ship the U.S. player chooses as his target. 

1. What happens i f  surface combat arises i n  
which the Japanese player has more than 17 
ships (the width of the Battle Board) to  bring 
on? 
Answer: Simply bring on 17, move them their 
first Battle Board Turn, then place the rest 
on vacant rectangles behind them. The Japa- 
nese player must move enough ships to make 
room for the excess over 17. 

2. What happens i f  ships st i l l  engaged in 
surface combat from a previous turn undergo 
air attack on the next turn? 
Answer: Only the player undergoing the air 
attack places his ships on the Battle Board. 
I f  both players are attacked they go through 
the normal air attack procedure separately. 

MISCELLANEOUS: 

1. When a player launches an attack against 
the enemy, he must tell him from which zone 
his planes came and the zpne to which they 
are going. Must he tell his opponent this 
same information i f  he merely transfers 
planes between Carriers or Midway? 
Answer: NO. 

2. I f  the U.S. Player is  more experienced can 
anything be done to give the Japanese player 
a better chance without upsetting the balance 
of the game too much? 
Answer: Yes, increase the Japanese air 
search to 4 areas and the U.S. air search to 
5 areas. 

3. I f  the Japanese player is  more experienced 
what can be done for the U.S. player? 
Answer: Incorporate the 6-17 Bomber Attack 
Table. 

8-17 Attack Table 

At any time, either once or twice a day as 
the players choose, the U.S. player may 
launch a 6-17 attack against any one zone on 
the Search Board. The attack is  written dur- 
ing the writing of Operations. The Japanese 
player tells the U.S. player the names of 
ships in  that zone and the die is rolled to 
get the result from the Table for any one 

Note: When Midway Island's relative fortifi- 
cation strength has been reduced t o  zero, 
6-17 attacks are no longer allowed. 

4. Can CAP protect a hex other than the 
one they land in or take off from? 
Answer: Yes. 

5. May units move off the search board? 
Answer: Yes. Japanese units may move off 
the deft edge, U.S. units off the right. The 
U.S. fleet may not leave the board until it 
has been attacked or Midway has been 
reduced. Once off, units may stay off for 
the rest of the game. 

6. I f  a single T I  attacks a ship without 
screening AA fire which is defended only 
by 1 surplus fighter, are the odds 1-1 or 
1 -2? 
Answer: 1-1. The intrinsic strength of 1 is 
used only when there is no other defense. 

7. What happens to new forces entering 
the square where the combatants are held 
in combat when surface combat lasts 
longer than 4 turns? 
Answer: They enter the last row of rectan- 
gles and move from there normally. Once 
in  the same hex the two forces become 
one and both are subject to the same 
Chance Table die rolls. 

8. I f  a ship is sunk before all allotted 
attacks on it are carried out, may the 
planes which have not attacked yet abort 
the attack and be used elsewhere? 
Answer: No. Once committed, planes 
must attack and accept losses whether the 
ship will sink or not. 

9. May Midway island be reduced by 
"wave" attacks? 
Answer: No. 

10. Does the U.S. player still get 4 
searches after Midway falls? 
Answer: Yes-but they are limited to a 12 
square range from any American ship. 

11. Does the invasion of Midway begin 
the turn the Atago lands on Midway? 
Answer: Yes. 

12. Are kamikaze attacks really allowed? 
Answer: Technically, but realistically they 
shouldn't be. Players may agree before- 
hand to  disallow flights which can't land 
safely. 

THE GENERAL 
Now that you know how to play the game, 

the next problem is probably who to  play it with. 
We can help you with that problem and many 
others only through your subscription to  our 
bi-monthly gaming journal, the GENERAL. In  
the GENERAL you'll not only readall there is to 
know about this game, but will also learn about 
our dozens of other exciting simulation games of 
skill. Every 2 color, thirty-six page issue is 
jammed full of professional articles on the 
strategy and tactics of Avalon Hill gaming. Look 
and see what the GENERAL offers: 

FREE ADVERTISING: Our Opponent* 
Wanted Column allows you to advertise free of 
charge for opponents, discontinued games, or 
competition of any sort. Each issue contains 
hundreds of ads which are read by our many 
readers nationwide. The fastest way to find an 
opponent for this game, whether it be across the 
street or the Atlantic Ocean, is in the pages of the 
GENERAL. 

CONTESTS: Every issue poses challenging 
game situations which you can enter and win free 
games utilizing your playing skills for this or any 
of Avalon Hill's many other games. 

TACTICS & STRATEGY: Learn why you 
lose or how to win. The nation's best players and 
our official staff members write many thought- 
provoking articles on the winning ways of the 
entire gamut of Avalon Hill games. Each issue 
contains a "Series Replay" in  which an actual 
move-by-move game is printed - profusely illus- 
trated, and played by recognized experts. 

HISTORY: Curious why one side always 
seems to  win? Each issue contains in-depth 
historical material to enhance your background 
of the game situations. 

GAME DESIGN: Wonder why this game was 
designed the way it was? Read the GENERAL 
and find out! Our regular DESIGN ANALYSIS 
column features explanatory treatises by our 
designers. Only here can you find ready-to-play 
variations, new scenarios, and perhaps even more 
counters for this game. 

QUESTIONS ANSWERED: In  our Question 
Box you'll find the only official source of rules 
interpretations and changes for this and our other 
games. 

PRODUCT REVIEWS: Interested in other 
Avalon Hill games? Check them out in the 
Reader's Buyers Guide. The RBG is a game 
review compiled by our subscribers at large - the 
people who play the games. Realism, complexity, 
play-balance, and excitement level are only a few 
of the categories rated in  the RBG. 

WHAT'S HAPPENING: Like to know what's 
going on in  the gaming hobby? Each issue 
contains an installment of the "Avalon Hill 
Philosophy" where we announce the new games, 
discuss possible new titles, and generally keep 
you informed. In addition, the INFILTRATOR'S 
REPORT keeps you posted on tournaments, 
conventions, club news, and unusual happenings. 

VALUE: In  every issue you'll find a coupon 
worth $1.00 towards the direct mail purchase of 
all Avalon Hill products. All of this for only 
$7.50. How can you lose? I f  you're convinced, 
send $12.00 for a 2 year subscription and save 
$3.00 off the regular price. 

Since its inception in  1964, the GENERAL 
has stood the test of time, Increase your enjoy- 
ment of this and other Avalon Hill games 
many-fold with a subscription. 

Due to the pressures of inflation we cannot 
guarantee this price indefinitely. Any inquiry as 
to  the current price will be promptly answered 
however and any overages cheerfully refunded. 

Copyright 1975 T.A.H.G.C.. Baltimore. Maryland. Pr~nted in U.S.A 

SURFACE COMBAT: 

1. What happens il surfate combat arises in 
which the Japanese player has mOle Ihan 17 
ships IIhe ~idth of the Battle Boardl to bring 
on? 
Answer: Simply bring on 17, move them their 
first Battle Board Turn, Ihen piKe Ihe rest 
on vacant rectangles behind them, The Japa· 
nese player must move enough ships to make 
room for the excess over 17. 

2. What happens il ships slill engaged in 
surface combat Itom a previous turn undergo 
air allack on the ned lurn? 

Answer, Only the player undergoing the air 
attKk places his ships on Ihe Battle Board. 
II bolh players ale attacked they go Ihrough 
Ihe normal air aUack procedure separately. 

MISCELLANEOUS: 

1. When a player launches an attack against 
Ihe enemy, he musl tell him from ~hich lone 
his planes came and Ihe lone to wh ich Ihey 
ale going. Must he tell his opponent tills 
same inlormation il he merely transfers 
planes between Carriers or Midway? 

Answer: No. 

2. IIlhe U.S. Player is more experienced can 
anythink be done to give the Japanese player 
a belter chance ~ithoul upsetting Ihe balance 
ollhe game 100 much? 
Answer: Yes, increase Ihe Japanese air 
search to 4 areas and tile U.S. air search to 
5 areas. 

3. II the Japanese player is more experienced 
what can be done for the U.S. player? 

Answer: Into/porate the 8·17 Bomber Attack 
Table. 

B·17 Attack Ta ble 

o l. Aolll l 12 , • , , I 
! Ruult MISS MI SS MISS OS, HITSI ~ HITS I 

At any time, either once 0/ \wice a day as 
the players choose, the U.S. player may 
launch a B·17 allad. against anyone zone on 
the Search Board. The attack is ~,itten duro 
ing the writing of Operations. The Japanese 
player tells the U.S. player the names or 
ships in that lone and the die is rolled to 
get the lesult Irom the Table lor anyone 

ship the U.S. player chooses as his target. 
Note: When Midway Island's lelalin fortifi· 
cation stren(ih has been reduced to zelO, 
8·17 attacks are no longer allowed. 

4 . Can CAP protect a hell Olher than the 
one Ihey larld in Dr take off from? 
A",wer : Yes. 

5. May units move off the search board? 
Answer : Yu. Japanese unill may move off 
the leI! edge, U.S . units off the fight. The 
U.S. fleet may not leave the board until it 
has been attacked Dr Midway has been 
reduced. Once off, unin may stay off for 
thl rest of the game. 

6 . If a single Tl anacks a ship without 
!iCreening AA lire whiCh is defended only 
by , surplus fighter, afe the odds I·' or 
' ·27 
Answ&r: ' ·1. The intrinsic strength of 1 is 
used only when there is no o ther delen$4l . 

7. What happens to new forces entering 
the square where the combatanu are held 
in combat when surface combat lasts 
longer than 4 turns? 
~_: They enter the last row 01 rectan· 
gl" and mo ... from there norm&llv . Once 
in the same hell the two forc" become 
one and both are subject to the same 
Chance Table die rolls. 

8. II II ship is sunk before all alloned 
anacks on It ar. carried out, may the 
planes which have not anacked yet abor1 
the at1ack and be used el$4lwhere? 
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A",wer: No. Once committed, planes 
mUll attack and accept lones whether the 
ship will sink Dr not. 

g , May Midway island be reduced by 
"wave" attacks? 
Answ.r: No. 

10. Does the U.S. player $Iill get 4 
$88lches after Modway lalls? 
Answer: Yes- bul they ar.limited to a 12 
square range from anv American ship. 

I 1. Does the invasion of Midway begin 
lhe turn the AIBgo larlds on Midway? 
A",wer: Y". 

12. Are kamikllle anacks reallV a llowed? 
Answer: Technically, but realistically they 
shouldn't be. Playars may agree before· 
hand 10 disallow flighu which can't land 
IiIlely. 
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THE GENERAL 
Now that yOU know hOW to ptay th. game, 

the next problem is probably who to play it with. 
We can help you with that problem and many 
Others onlv thf oUoQ h your subscription to our 
bi.monthly gaming journa l, the G EN ERA L. In 
the G ENERA L you'U not DrIly read aU there is to 
kn.ow about this game, but will a lso learn about 
our dozens 01 other eliciting simulation games of 
ski ll . Every 2 color, Ihirty·six page inue is 
jammed full of professional articles on the 
5trategy and tactics 01 Avalon Hill gaming. Look 
and see what the GEN ERAL offers: 

FREE ADVE RTISING : Our Opponenn­
Wanted Column anows vou to advenise tree of 
charge lor opponents, discontinued games, or 
competition 0 1 any sorl. Each issue contains 
hundreds of ads which are read by our many 
readers nationwide. The lastest way to find an 
opponent for Ihis game, whether it be across the 
street or the Atlantic Ocean, is in the pages of the 
GEN ERA L. 

CONTESTS: Every issue poses challenging 
game situations which you can enter and win tree 
games utilizing your playing skills for thi, or any 
of Avalon Hil l' s many other games. 

T ACTICS S. STRATEGV : Learn why you 
lose Dr how to win. The nation·s best playe" and 
our official staff members write many thoUoQht· 
provoking articles on the winning ways of the 
entire gamut of Avalon Hill games. Each issue 
contains a "Series Replay" in which an actual 
move-by·move game is printed - profu$4llv ittus· 
trated, and played by recognized experts. 

HISTORY : CuriOUS why one side a lways 
seems to win? Each issue contains in·depth 
historical mater ial to enhance your background 
of the game situations. 

GAME DESIGN: Wonder why this game was 
designed the way it was? Read the GENERA L 
and find out! Our regular DESIGN ANALYSIS 
column features explanatory treatises by our 
designers. Only here can you find ready·to·plav 
variations, new !iCenarios, and perhaps even more 
counten for this game. 

OUESTIONS ANSWER ED: In our OUIIsrion 
801t '0'01.1'11 find the only off icial $Curce of rules 
interpretations and changes for th is and aUf other 
gamet:. 

PRODUCT R EV IEWS: Interested in other 
Avalon Hill games? Check them out in the 
Reader's Buyers Guide. The RBG is a game 
review compiled by OUf sub!iCribers at large - the 
people who play the games. Realism, complexity, 
play·balance, and exdtement level are only a lew 
of the categorin raled in the RBG. 

WHAT'S HAPPENING: Uke to know what's 
going on in the gaming hobby? Each inue 
contains an installment of the ·'Avalon Hill 
Philosophy" where we announce the new games, 
di!iCUSS possible new tit ln, and generally keep 
Vou informed. In addi tion, the fNFfL TRATOR'S 
REPORT keeps you posted on tournamenlS, 
convent ions, club news. and unusual happenings. 

VALUE : In every issue yOU'll find a coupon 
worth $1.00 towards the direct mail purchase of 
a ll Avalon Hill products. All of th is for only 
$7.50. How can you lose? If you ' re convinced, 
send $12.00 lor a 2 year sub!iCription and save 
53.00 off the regular price. 

Since its inception in 1964. the GENERAL 
has stood the test of time, Increase your enjoy· 
ment of this and other Avalon Hi ll games 
manv·fo ld with a subscript ion. 

Due to the pressures of inflation we cannot 
guarantee this price irldefinitely. Any inquiry as 
to the current price win be promptly answered 
however and any overages cheerfully refunded. 
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