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Navy & Air Force
in Guadalcanal
By Richard C Giberson

[GUADALCANAL variant published in Avalon Hill’s General magazine. Article furnished by Dan Davis.]
Anyone familiar with the Battle of Guadalcanal realizes that the Navy had a prime role in the overall action. Some of the great naval battles of the war were fought there. This is the first of a two part series describing a method by which naval and air power can be included in Avalon Hill’s Guadalcanal game.

NAVAL STRENGTHS

It is assumed that carriers remained out of range of the present mapboard hence they are not included in the order of battle. The table below lists the type of ships, number for each side, movement factor, surface combat value, etc.

	NAVAL FORCES AVAILABLE

	Type
	No of Ships
	Move
	Surface
Combat
	Firing
Range
	Hits to
Sink

	
	IJN
	USN
	
	
	
	

	BB
	4
	3
	3
	8
	3
	5

	CA
	10
	6
	3
	5
	2
	4

	CL
	2
	0
	3
	4
	2
	3

	DD
	12
	12
	4
	3
	1
	3

	TR
	4
	4
	2/3a
	3b
	0
	4

	a. Transports move 2 when loaded. 3 when empty.

b. Transports have a defensive surface combat factor of 3.


SHIP MOVEMENT

Ship movement consist of 4 turns before each land movement portion and 4 turns after each land movement portion – thus ships move a total of eight turns during one regular Guadalcanal turn:
TURN 1 (Night – Planes not allowed to fly). Each player secretly writes his naval operations stating the number and kind of ships being brought on and from which square(s) that they will enter.
A. American player (AP) brings on his ships and moves them.

B. Japanese player (JP) brings on his ships and moves them.

C. Surface Combat is resolved.

TURN 2 (Night) JP moves ships, AP moves ships, Surface combat.

TURN 3 (Day – Planes may fly) AP moves ships, JP moves ships, Surface combat resolved.

TURN 4 (Day) JP moves ships, AP moves ships, Surface combat.

NORMAL LAND MOVEMENT – INCLUDING TROOP AND SUPPLY LANDINGS.
TURN 5 same as TURN 4.

TURN 6 same as TURN 3.

TURN 7 same as TURN 2.
TURN 8 same as movement portion of TURN 1.

Ships should all be “off the board” at the end of movement on TURN 8. If not it is assumed they were damaged and not able to move. They may not again be moved till the next week on TURN 2. Ships still on the board for two consecutive weeks are automatically sunk.

SHIP MOVEMENT RESTRICTIONS

Ship movement next to the island is restricted as follows: TR and DD can move on the ocean square adjacent to a coast square. They must be on such a square to disembark troops and/or supplies. There must be one ocean square between CA and CL and land, and two ocean squares between BB and land LAND. Ships may move “around” the land areas at a cost of one movement factor from their turn allowances. Movement is allowed on the lettered and numbered squares.

Only one ship can occupy a square (several may enter the board through the same square). Ships have no “zone of control” thus enemy ships may move past each other on adjacent squares without stopping.
Ships leaving the board one week cannot reappear until the third week following. Thus ships leaving the board on Aug. 7 cannot reappear ‘til Aug. 28.  Ships can be “repaired” at the rate of one “hit” removed for each additional week beyond the minimum that they stay off the board.
SCORING

Only ships that are sunk score: BB – 15 pts. CA, TR – 12 pts. CL, DD – 9 pts.

Surface combat, Air power and Logistics will be discussed next month (issue that is). Comments and otherwise to Richard Giberson, 1422 Agnes, Richland, Washington 99352.

	Order of Appearance

	Date*
	Japanese
	American

	7 Aug
	5 CA
	Chokai, Aoba, Kako, Kinugasa, Furutaka
	6 CA
	Australia, Canberra, Chicago, Vincennes, Astoria, Quincy

	
	2 CL
	Tenryu, Yubari
	8 DD
	Patterson, Bagley, Blue, Monssen, Buchanan, Sedfridge, Mugford, Jarvis

	
	1 DD
	Yunagi
	4 TR
	McCawley, Little, Gregory, Elliot

	14 Aug
	3 DD
	Asagumo, Oite, Yamagumo
	
	

	28 Aug
	1 CA
	Tone
	
	

	
	3 DD
	Asugiri, Shirakumo, Yugiri
	
	

	11 Sep
	4 CA
	Atago, Maya, Takao, Myoko
	
	

	
	4 TR
	Nagomaru, Sadomaru, Yamatsukimaro, Nagaramaru
	
	

	9 Oct
	2 BB
	Kongo, Haruna
	1 BB
	North Carolina

	13 Nov
	2 BB
	Hiei, Kirishima
	2 BB
	Washington, South Dakota

	
	5 DD
	Samidare, Teruzuki, Inazuma, Shirayuki,Hatsuyuki
	4 DD
	Benham, Gwin, Preston, Walke

	* Indicates earliest date of arrival on playing board.



Navy & Air Force

in Guadalcanal – Part II
By Richard C. Giberson

AH Note: “Part II” is an extension of Mr. Gibersons’s original article published in the May-June issue.

Judging by the number of comments I’ve received (actually one, from my wife, “They publish anything, don’t they.”) many are anxiously awaiting this information.

SURFACE COMBAT

There are two ways to have surface combat – ala Bismarck and ala Midway, or three – ala Jutland?? Confining ourselves to the presently available ocean: i.e., GUADALCANAL mapboard the Midway method is used.

Both sides fire on each “surface combat turn” (see May-Jun GENERAL). A ship can only fire at a single ship on a given turn. The combat factors of two or more ships can of course be added together against a single ship provided the range is right. Odds are determined in the conventional manner and the results rolled on the following Table.
	SURFACE Combat Results Table

	Die
	1-3
	1-2
	1-1
	2-1
	3-1
	4-1

	1
	x
	x
	x
	1
	1
	2

	2
	x
	x
	1
	1
	2
	2

	3
	x
	x
	1
	1
	2
	3

	4
	x
	1
	1
	2
	2
	3

	5
	x
	1
	2
	2
	3
	3

	6
	1
	1
	2
	2
	3
	4


AIR POWER
The AP, providing that he controls Henderson Field is allowed Bomber Squadrons as follows:18 Aug – 8 Sqds, 16 Oct – 3 Sqds and 13 Nov – 10 Sqds.  Each Squadron is equivalent to one ship combat factor. Planes may be used, during daylight hours as additional fire power with friendly ships, or alone against ships. The results in each case are rolled on the Surface Combat Results Table.
Planes are only destroyed by attacks on Henderson Field.  These attacks can be land based, normal artillery or ship to shore shelling. 1. Land Attacks – if the JP occupies Henderson Field all AP planes are considered destroyed. 2. Artillery Fire – if all supporting troops have been bombed off of the Airfield then for each additional artillery shot rolled as a six one plane is lost. 3. Ship to Shore shelling – Navy ships can fire at any land target within range (range is increased by one square when firing at land based targets). The results are determined on the normal artillery fire Table. The shelling is done during the surface combat portion of the turn and would preclude firing at enemy ships on that turn.

LOGISTICS

Troops and artillery fir units must be carried in by ships. A transport has a 48 unit capacity. 1 combat factor equals 4 units, 1 artillery fire [unit] equals 1 unit. Destroyers, which the Japanese used extensively for supply at Guadalcanal, carry 16 units. The AP in addition must supply gasoline in order to fly his planes. One gas factor equals 1 unit and is used up each time a plane flies. The artillery fire supply table can still be used but delivery of the available units must be by ship.

STRATEGY AND TACTICS

The AP may now guard more of the beaches against possible enemy landings by using troops and ships. Of course the “Order of Appearance” gives only the earliest arrival.  Thus one Admiral may try to outfake the other into committing his ships too soon.

The JP on the other hand can try to get a major naval victory to boost his score over the AP. Also don’t forget the possibilities implied in “shelling the beaches.”

CONCLUSION

The incorporation of these rules should cause a greater amount of the land area to be used by the land troops and also a greater degree of realism in the area of reinforcements and supply. I have received some letters, mostly critical of my Order of Appearance. I did not presume to include all of the ships involved because of the artificial restriction imposed by using the current GUADALCANAL board. This was the main purpose of the effort. Certainly on a different board, with more ocean, the full power of the respective Navies might be unleashed. Thus it is suggested that Avalon Hill move next to providing us with the all inclusive Land – Sea – Air game.  BLITZKRIEG was step in this direction but not enough Navy. A real complete GUADALCANAL would historically do very nicely.

For the “full” O. of A. you may contact me: Richard C Giberson, 1422 Agnes, Richland, Washington 99352.
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