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GUADALCANAL
THE ISLAND, THE CAMPAIGN, THE GAME

by Joel S. Davis

Joel Davis is a graduate student at the University of Colorado and a longtime wargamer of the first order. By the time GUADALCANAL came out he had already mastered the remainder of the Avalon Hill line of that time. His fascination for the period has remained high ever since.

That's why when we heard he was about to set out on an extended tour of the South Pacific we handed him this GUADALCANAL assignment. An excellent photographer in his own right, Joel took all the photographs of the island used in this article, and blended them with a keen historical knowledge of the battle, expert gamesmanship, and an eyewitness ac​count of the island as it is today to provide us with the very unusual feature which follows.
[Extracted from Avalon Hill’s General magazine, Volume 10, Number 6, 1974. Some spelling corrections have been made. Fig 4 has been reversed and the caption reworded -- Lunga Point was westward, not eastward, of the Marines’ invasion beach.]
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Fig 1 -- Rusting landing craft on Takra Beach are the last signs of the pivotal combat which took place on the island 32 years ago.


(((((
THE CAMPAIGN
When GUADALCANAL was first in​troduced by Avalon Hill, I bought a copy almost immediately. What a fantastic group of innovations it contained! Factor reduction . . . hidden movement . . . invasions . . . long-range artillery. Of course, check-off pads may be a bit cumbersome, and you really need two copies of the game to make hidden movement convenient, but what a challenge! Guadalcanal was the first U.S. counter-attack in the Pacific War, and was probably the only one where both sides had a chance of victory. It's a name that rings down through history-few may remember Truk, or Peliliu, or Tarawa, but almost everyone has heard of Guadalcanal.
Later, some of the game's problems began to appear: I played Basic GUADALCANAL a few times, but I found the game terribly restricted and one-sided. The tournament version IS very interesting - and moderately balanced - but it has problems of its own. Even late in the game, the American player is almost forced to playa very conservative strategy - it's far too easy for the hidden Japanese to trap you while extended. On the other hand, with all that force bunched around Henderson Field, Japanese attacks are pretty much limited to mid-September. For the most part, Japanese strategy centers around staying within artillery range of Henderson Field without getting caught, while the Americans make occasional, cautious forays to flush them out.
Then there are the sages who will tell you that all the really decisive action went on at sea . . . so why play out the land campaign at all?! Things were decided - they say - in the Naval Battle of Guadalcanal (the last in a series of six major engagements in that area).

To this contention I give a qualified "Pop​pycock"! Qualified, because some of the naval engagements were decisive and could have thrown things either way. No one really disputes that the Naval Battle of Guadalcanal was a decisive factor in leading the Japanese to evacuate the island. But "Poppycock" because the war on land had several decisive battles too! If the Japanese had won anyone of them – and the potential was there-it could have been the United States Marines who were forced to abandon the island.

As I shall point out, the situation pictured in GUADALCANAL the game doesn't match that which existed in the campaign very well. . . but this merely represents some problems in design, not a failure of the basic concept. To understand why this is so, you must be familiar with the story of the 1942 campaign.

In the summer of 1942, most U.S. force was committed to Europe, while the primary ground force available in the Pacific was the largely untried 1st Marine Division, under the com​mand of Major General Alexander Vandegrift. In the battles of Coral Sea and Midway, the United States Navy had wrested the strategic initiative from the Imperial Japanese Navy, and was looking for a way to use this initiative to best advantage. When it was learned that the Japanese were building an airfield and seaplane base in the lower Solomons, it was clear that the intent was to cut the ocean link between America and Australia. Admiral Ernest King proposed to the Joint Chiefs that America act to halt this operation-by the capture of Guadalcanal and Tulagi.

So it was that on 7 August, 1942 - the very day the first Japanese aircraft were to land on the newly constructed airfield on Guadalcanal – 10,000 Americans drove ashore to capture "Henderson Field" (named after an American pilot lost at Midway) with no resistance. The two labor battalions engaged in its construction fled into the jungle. About 6000 troops were landed on Tulagi and other nearby islands to eliminate the seaplane base and other pockets of resistance. Here the fighting was bitter, but the garrisons were small. In a few days, the mopping up was over.

Japanese efforts to throw the Americans off Guadalcanal began almost immediately. Bombers began attacking from Rabaul, and in the early morning hours of 9 August, five heavy cruisers, two light cruisers, and one destroyer badly mauled the Allied (U .S. and Australian) covering force in the Battle of Savo Island.
While the Japanese force did not gain the objective of bombarding the beaches, the covering force did withdraw - an inauspicious begin​ning to the months of naval dueling that lay ahead. Transports were also dispatched from Rabaul . . . Colonel Kiyono Ichiki landed on Guadalcanal on 18 August with 1500 troops (An earlier reinforcement attempt was turned back when transport Meiyo Maru was sunk by submarine S-38). With the 900 troops already on the island, that made 2400. That isn't much with which to attack 10,000, even supported by the Japanese combined fleet. But the Japanese were under the impression that the Americans had only landed a raiding force to destroy the airfield - a regiment of 2000 to 3000 men at most. Such optimistic underestimations - ​usually by a factor of five or so - were to plague the Japanese throughout the campaign. The Japanese, though, had great faith in the spirit of their own troops. One would think they in​vented the line, "My strength is as that of ten, for my heart is pure"!

On numerous occasions, the Japanese Naval Command set up combined air-naval-ground operations to recapture Henderson Field. The reason that Henderson Field was so crucial was that, while it remained operational, the "Cactus Air Force" limited Japanese reinforcement to Destroyer runs at night by the "Tokyo Express." Transports were just too slow. . . Henderson's aircraft would catch them unloading by morn​ing light. Destroyers were fast - but destroyers cannot carry heavy equipment, horses, or bulky supplies. The usual Japanese plan would bring the combined fleet into action. A large number of troops would be landed by the Tokyo Express (this part usually came off). These troops would launch a combined, multi-pronged attack on Henderson Field (these attacks were usually late, under-supplied, and lacked coordination), while the Imperial Japanese Navy would clear the U.S. Fleet from the area (which sometimes was accomplished) and bombard the beaches in support (again, sometimes managed). As soon as the Japanese ground forces captured Hender​son (which never happened, but once almost did), Japanese aircraft would fly in, putting the United States Navy in the same daylight disad​vantage suffered by the Japanese. In some ways it might be worse, since American forces were not used to using destroyers as transports, and were used to more abundant supply than the Japanese would put up with. In addition, Japanese transports with heavy equipment, supplies, etc., could land, greatly expediting the mop-up of American troops. These plans usual​ly included elaborate arrangements for the" surrender ceremonies. What with the over-confidence of the Japanese-on their own combat effectiveness, on how fast they could get to their positions through the jungle, and their general lack of intelligence concerning overall U.S. dis​positions and firepower, as well as the tremen​dous complexity and crucial timing necessary in these operations, things always went wrong.
What finally induced the Japanese to aban​don Guadalcanal was the destruction of a transport fleet by Henderson-based aircraft, combined with a naval defeat in the Naval Battle of Guadalcanal. But, as most of the histories will admit, things were touch-and-go in spots. . . and if the Japanese had played their cards a little better, things might have gone differently.
(((((
THE ISLAND
This was why, on June 18th of 1973, I was so fascinated by the island visible from the window of the Air Nauru jet I was flying to that same island - a little over thirty years after the end of that famous battle. What was I doing on Guadalcanal? Especially since, as my younger brother pointed out, "What's wrong with the French Riviera? How about the Isle du Levant? But no, you choose Guadalcanal. Sigh"!

Actually, Guadalcanal was only three days out of a three month sweep through the South Pacific. I spent about five weeks in Australia . . . but if you're going to buy a ticket to go that far, you really ought to gather in as many intermediate stops as possible. I spent three weeks in the American Trust Territories, Guam, and Nauru. I saw old bunkers at Truk and snorkeled around sunken warships in the lagoon. . . I saw old tanks and artillery on Yap. . . I visited lots of other islands too - ​often getting the impression that the Pacific islands are like a gigantic World War II surplus store. But Guadalcanal . . . GUADALCANAL - with all the magic in the name, I really didn't know what to expect. Some of the American Trust Territory Islands are awfully primitive, despite the amount of money this nation spends. The British don't spend nearly as much as we do (Guadalcanal is in the British Solomons) . . . my only real expectation was a reflection of the war histories I had read​ - a totally undeveloped morass of steaming jungles and deadly mosquitoes.
Surprise number one - Guadalcanal had paved runways! Most of the Micronesian islands (except the Marianas, where there's a lot of military traffic) handle 727 jets - on runways of crushed coral. Henderson Field (it retains the old name, along with a relic anti-aircraft gun in front of the terminal) is a surprisingly modern airport. The rickety old military control tower is still there - but strictly as a monument. The air traffic - a "mixed conglomeration of aircraft ranging from props to small jets - is handled from a modern tower nearby. The airport itself is only a ten minute drive from Honiara (formerly the village of Mantanikau).
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Fig 2 -- The main road into the hills from Mantanikau is much the same today as it was 30 years ago, although other facilities have improved tremendously.

Surprise number two - as far as Pacific Islands go, Guadalcanal is amazingly modern. This is only true within a mile or so of the north coast, but, in comparison with the U.S. Trust Territories (again, except the Marianas), I found much more "civilization" - especially surprising in view of how much less the British spend than the Americans. Guadalcanal, for example, has good roads. The main coastal road is paved for about twenty miles. It's smooth riding from Tasimboko to Tassafaronga, and even beyond Tassafaronga ... though you have to drive through streams at fords. This wasn't difficult - but I was there during the dry season. Later in the year, fording streams could have been a real problem.
Another significant difference is that a relatively large fraction of the natives speak ENGLISH. In fact, the overall standard of education compares quite favorably, for exam​ple, with that in the Caroline Islands. Public utilities - electricity, phones, and running water - are more widespread.
My initial tour of the island was in a vehicle called a minimoke. It looks like a kind of cross between a dune-buggy and the surrey-with-the​-fringe-on-top . . . but it's rugged and will go almost anywhere.
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Fig 3 -- The approach to Mt. Austen is much easier now than it was 32 years ago.
My first stop was Mount Austen. We drove on old U.S. jeep trails-still in use after thirty years-crunching down the tall grass and un​dergrowth which never stays down for long. There were a few of the Japanese memorials dedicated to "eternal world peace" that one sees on so many of these islands, but many lan​downers put up monuments of their own just by stacking up any old military hardware they found on their land. Even the fences brought back war memories. . . they were made of old Marston matting, salvaged from the military airstrips.

Nearby "Red Beach" - where the Americans came ashore - had little to distinguish it from other beaches, save some rusty scraps which thirty years had made unidentifiable. Not too far away, however, was the Betikama Museum & Souvenir shop. I looked over the numerous pieces of artillery and aircraft in relatively good condition before continuing to Edson's ("Bloody") Ridge, where Edson's Raiders held off numerous determined Japanese attacks. One interesting feature was the unusual lack of trees. While thick forest existed around the ridge peaks, the top of the ridge was virtually clear, except for the ubiquitous high grass. I asked and discovered that this had always been so, which checks with some USMC sources. . . though it is contrary to the GUADALCANAL mapboard.
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Fig 4 -- A view of the invasion beach (RED Beach) looking [westward] toward Lunga Point.
It was near Bloody Ridge that I saw what looked like airplane hangars covered with earth - old American supply sheds. We drove down an old jeep trail to look at one of them. The trail hadn't been used in a week or two, so there was about two feet of undergrowth! We found only a few rusting supply drums in the first shed, but a second shed was visible further back. From the amount of undergrowth, I guessed that it was rarely visited. Such finds are often more interesting - but my struggle to get there yielded no relics . . . only a nervous sur​prise when the equally surprised resident bats took off and winged past me in fright. How poignant, though - structures which once shielded men from bullets, bombs, and shells are still shielding bats and spiders from rain, wind, and the tropical sun.
A brief visit to Henderson Field followed. Despite warning signs, I climbed to the top of the old control tower-safe enough, if you watch your step. The reward was a beautiful panoramic view of that part of the island.
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Fig 5 -- A view of Bloody (Edson’s)Ridge from ¼ mile away to the north.
Last on my tour was something the guides like to save for the incurably enthusiastic, since it's some distance away from everything else. On Tetere Beach, I came upon an awe-inspiring sight-dozens of landing craft parked near the coast . . . very overgrown.. .aged thirty years. . . but largely intact. I couldn't (count them all-they extended well back into the jungle and remained as an imaginative reminder of the life and death struggle which once took place here.
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Fig 6 -- The view south from the Henderson Field tower gives the reader a first hand look at the terrain in an Avalon Hill hex.
The next day, I struck out on my own. I rented a car for $2.00 and started driving in the direction of Cape Esperance. I had heard of a sunken Japanese destroyer out that way. I never did find the destroyer, but near Aruligo Point, I did see a cargo barge. With some difficulty I got to the beach, and strolled back along the water's edge to the barge. The identity of the barge was difficult to ascertain although I was able to climb up on it and look the whole ship over very closely. Below the deck was filled with sand washed in over three decades, and any iden​tification marks had long since rusted away. I'd guess it was Japanese, though - they had the most shipping sunk in that area and certainly did try to unload supplies there on occasion.
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Fig 7 -- An abandoned U.S. supply bunker north of Bloody Ridge.
Driving back to Honiara, I found something else of interest. I saw some rusting junk near the road. Upon investigation, I discovered some old 40mm shells. Making souvenirs of them was a temptation, but I didn't really feel like dragging questionable World War II vintage ordnance half-way around the Pacific.
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Fig 8 -- This wrecked bridge over the Tenryu River is all the evidence that remains of the bloody fighting which once raged across its banks.

I left Guadalcanal for Rabaul on a Trans​-Australia Airways DC-3 Thursday morning. Somehow, the airplane seemed fitting - one of the few survivors of the era, the DC-3 has been in use for about forty years . . . and was used extensively throughout the war.
(((((
THE GAME

The big question that now arises to the average gamer is what to do about GUADALCANAL - the game. I've talked about the island, and reviewed the campaign. Now, speaking as one who has thoroughly investigated the official histories, visited the island, and talked to some of the inhabitants, I believe I can outline a few factors that Avalon Hill did not properly allow for . . . and suggest some modifications to the game.

GEOGRAPHY
Actually, Avalon Hill did a pretty fair job on their board. It coordinates quite well with the actual geography except in places developed since the war. I would make KK-26 (the top of Bloody Ridge) a clear square. It was clear . . . and that fact was significant in the actions that occurred there. There's more forest/jungle between Kukumbona and Tenaro along the coast than what is shown . . . but I don't think changing the terrain in that part of the board would affect the game significantly. During the Dry Season, the rivers don't amount to much - but the Wet Season began early in 1942 . . . just before the Americans landed. Rivers can be left the way they are.
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Fig 9 -- It is easy to see that the Lunga River, even in the dry season was a defensive obstacle.

The current movement allowance through jungle is about right - one mile per day - but it must be remembered that all AH movement is drastically reduced to allow time for precautionary delays and for combat. As things stand, jungle movement is half as fast as normal terrain movement. Even though "clear" terrain on Guadalcanal can be pretty difficult, one quarter speed would probably be more reasonable. Therefore, jungle movement should be reduced to 4 BTA per square. To be even more realistic, include a strategic move​ment rule such as that used in ANZIO. I suggest that if a unit does not begin its move in an enemy zone of control, if no part of its move brings it into an enemy zone of control, and if it does not attack during its turn, that unit may move twice during the movement portion of its turn. Along with the 4 BTA jungle movement rule, this should more accurately simulate the movement problems encountered on Guadalcanal.

Bridging rivers is a minor point of contention too. Once a unit has built a bridge and controls both sides of a river, there's no reason why units coming later should pay the same penalty to cross. After all, unless you're crossing against enemy fire, bridges tend to be permanent structures. A blank counter can be used to indicate the existence of a bridge. Presumably a ground unit could destroy it in the same amount of time it takes to build by passing through the square, and it could be destroyed by artillery if one of the factors firing upon it rolls a one.

LIMITED INTELLIGENCE

This is the most serious error in the game in that Avalon Hill had the situation backwards. What with aerial reconnaissance, friendly natives, and less faith in their own assessments, the Americans had far better intelligence than the Japanese did . . . but, of course, no one's intelligence in the jungle was very good. One solution would be a set-up involving three boards, three sets of pieces, and a processor to give out intelligence to both sides. Unfortunate​ly, such solutions are only for the most devoted! For a social game, something simpler is needed.
I suggest leaving the current limited in​telligence procedure as is, but add some things to make it more difficult for the Japanese player:
a) All American units in the jungle are kept upside down.
b) If the Americans can form a continuous line of squares containing either American units or American zones of control from one point on the coast to another point on the coast with no Japanese units inside, then American units INSIDE this line may be off the board if they are in the jungle, or flipped over no matter where they are. American zones of control along the coast (including the existence of American units) should be marked by blank counters, tokens, etc., so that the Japanese player will know if he's allowed to land back there or not.

There is no way to really simulate the continual Japanese ignorance of American strength, but these two additions will bring the situation into at least a somewhat more realistic balance.
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This diagram shows the Battle of the Tenaru, 21 August, 1942, as it would be played in GUADALCANAL. Only units taking part are shown. Beginning at 3:10AM. Colonel Ichiki's infantry and mortars attack 2nd Bn., 1st Marines across the Ilu at 1-2. A two is rolled-each – each side loses one factor and there is no advance or retreat. The Americans counter-attack. Ichiki's troops are shelled by 3rd Arty. Bn., 11th Marines, taking another factor casualties. 1st Bn., 1st Marines advances out of reserve, around Ichiki's left flank, and attacks from the rear. 2nd Bn. joins in, along with tanks of the 1st Armor Bn. at 11-3=3-1 with no retreat. A one, three, or six is rolled - the Japanese are entirely eliminated with no further U.S. casualties. (Note: 1st Armor Bn's exact starting position was unavailable - hence the dashed lines)

HENDERSON FIELD

Right now, players get a strategic advantage - victory points - for holding Henderson Field. In fact, Henderson had some hefty tactical advantages too. Airpower was what forced the Japanese to limit most of their supply and reinforcements to what destroyers could bring in. If Henderson Field were kept out of action or fell into Japanese hands, the Japanese could have landed large numbers of troops, horses, supplies, and heavy equipment. Furthermore, had the Japanese made Hender​son Field operational, they could prevent the Americans from conducting major landings of almost any sort - as well as limiting American supply - virtually forcing a United States evacuation.
Extra Reinforcements: If the Japanese put Henderson Field out of commission or capture it at the end of their turn, they are entitled to land up to two combat units from those available at Rabaul (including regular rein​forcements for that month that have not yet arrived) and four units of fire. These appear at the beginning of the next Japanese turn. If the Japanese possess Henderson Field - or if Henderson Field is out of commission - at the beginning of the Japanese turn, the Japanese player may land up to twelve combat units from those available at Rabaul and 24 units of fire that turn.
Japanese Air Operations: If the Japanese player holds Henderson Field at the beginning and end of his turn, and if Henderson has or is brought up to ten or more reduction factors (see Henderson Operations), then beginning on the following U.S. turn, each Japanese non-artillery unit fights as if it had one additional combat factor. This reflects the increased Japanese supply, reduced American supply, and support by Japanese aircraft. The American player must also roll for any reinforcements he wishes to land. A die is rolled for each unit - if a one, two, or three is rolled, the unit is eliminated instead. Of course, if Henderson Field is out of commis​sion, or if it is recaptured by the Americans, the Japanese player loses the advantages of air operations.

RABAUL REINFORCEMENTS
The Japanese had many forces available in addition to those actually landed on Guadalcanal. Through most of the campaign, tens of thousands of troops on Rabaul, in the Shortlands, and in other areas needed only a safe means of transport to enter the fray. The problem for Admiral Mikawa, on Rabaul, was providing that transport - many units were sunk trying to reach Guadalcanal. Because of the risk, others were never sent.
In listing the additional troops available, numerous problems come up. The Japanese were not German-style record keepers, and American intelligence was not always accurate. Incomplete and contradictory unit iden​tifications were always cropping up. Worse yet, often only a part of a unit was sent to Guadalcanal. Some would be left behind . . . some would be sunk in transit . . . and the elements actually arriving might arrive over a period of many weeks. In trying to stay as close as possible to Avalon Hill's Order of Appearance, I had to contend with the fact that units given sometimes had no real existence - or were far weaker than what is shown - but the extra factors helped represent a myriad of smaller units that couldn't be shown.

I have divided the game into four reinforce​ment periods, showing additional troops that may be landed only DURING THE PERIOD(S) SHOWN. They do NOT ac​cumulate. If a unit is not landed on Guadalcanal, and does not appear in the next period, you can assume that (a) It was sent . . . but sunk in transit, or (b) It was transferred to the Rabaul garrison or elsewhere, or (c) it is landed during the next period by a regular Tokyo Express run as shown in Avalon Hill's order of appearance. These additional units may be landed in accordance with the "Henderson Field" rules. No unit may land twice - i.e., you couldn't land 29/1 on 18 September as extra troops and land a second 29/1 on 9 October when called for by Avalon Hill. You could, in this case, land 10th Mt. Arty and one other 4-10 infantry unit if any are available. Only exactly equivalent units may swap arrival times.
HENDERSON OPERATIONS
Even though the Japanese never captured Henderson Field, it was put out of action a few times by heavy bombardment, and almost put out of action on a few other occasions. Of course, the Japanese kept the area under con​tinual bombardment, but ammunition limitations usually prevented such attacks from having more than nuisance value.
Henderson Field has twenty reduction factors - it requires at least ten to be operational. Reduction factors may be destroyed by artillery fire against Henderson Field . . . and may be replaced or destroyed by combat units present on the field. Henderson Field may never have more than twenty reduc​tion factors or fewer than zero.
Artillery: When artillery (including naval bombardment) attacks square KK-22 (Hender​son Field), a roll of six for any factor firing eliminates one reduction factor. Of course, if face-up units are on Henderson, these will take casualties on rolls of two and/or one, depending on the number of factors present.

Combat units: If an Engineer or Labor unit is on Henderson Field at the beginning of its move, and remains there throughout the move, two reduction factors may be rebuilt. If the unit is eligible for strategic movement, it may spend half its move (10 BTA) on Henderson and rebuild one reduction factor. Other types of units are treated similarly, except that they are not as effective at replacing reduction factors. If their entire move is spent there, a three, four, five, or six must be rolled for each unit to replace one reduction factor. If eligible for strategic movement and half a move is spent there, a five or six must be rolled.
As above, if an Engineer or Labor unit spends its entire move at Henderson Field, it may destroy six reduction factors - or three if only half its move (including strategic) is spent there. For any other type of unit, the figures are two and one respectively.
If Henderson Field is attacked and the units defending it are retreated, some damage to the field results. Roll one die . . . the number of spots showing is the amount of damage.
NAVAL BOMBARDMENT
On several occasions, the Japanese mounted major naval bombardments of Henderson Field, in addition to frequent minor strikes by the Tokyo Express. To reflect this, beginning with the second (14 August) Japanese turn, the Japanese player may attempt a major bombard​ment. To do so, he merely announces a bom​bardment attempt at the beginning of the combat portion of his turn and rolls a die. If a four, five, or six is rolled, the bombardment attempt succeeds. He then rolls the number of dice appropriate for that month and gets that many artillery factors applied to the Henderson Field square. Effects are determined by "Henderson Operations" and "Artillery" rules-note that if American combat units on Henderson are face-down, they are not affected. At least two turns must elapse between bom​bardment attempts by the Japanese, regardless of whether they are successful or not. If Hender​son falls to the Japanese, the Americans may attempt bombardments in exactly the same way, except that the attempt is at the beginning of the U.S. combat segment, and only one turn need elapse between attempts.

	NUMBER OF DICE ROLLED FOR A MAJOR BOMBARDMENT

	NAVY
	AUG
	SEP
	OCT
	NOV
	DEC
	JAN

	Japanese
	3
	3
	3
	3
	2
	1

	American
	1
	2
	1
	1
	2
	2


JAPANESE TENACITY

The value of Japanese "fighting spirit" may be open to question - but it WAS there. They made numerous "human wave" attacks - such as those at Bloody Ridge - often almost to the last man! To simulate this, if the Japanese player rolls a result with no advance or retreat, casualties are removed and he may immediately make the same attack again, though casualties may have changed the odds - in which case the appropriate new odds column is consulted. If the result calls for a Japanese retreat, the Japanese player may take double casualties, ignore the retreat, and immediately attack again, as in the previous case. Both of these tactics are options - not required - and can be exercised only once per attack. Renewed attacks may not be made after the first re-attack.

ARTILLERY FIRE
Artillery used against troops under cover usually did little more than force them to keep their heads down. Where artillery WAS tremen​dously effective was in supporting and breaking up attacks, and in counter-battery fire.

Before artillery fire is exchanged, both sides designate which of their artillery units are firing - and from where - by the use of tokens, blank counters, etc. If you wish, you can imagine this reflects the initial appearance of muzzle flashes, smoke, and loud noise. Next, each side secretly assigns some, all, or none of his artillery units to counter-battery fire. Each artillery unit assigned to counter-battery fire will also have a target square (containing enemy artillery) assigned. After this is done, each player reveals which of the opponent's units are coming under counter-battery fire. For every artillery factor firing in a counter-battery capaci​ty, roll one die. If a four, five, or six is rolled, the targeted unit may not fire OTHER THAN IN A COUNTER-BATTERY CAPACITY during that exchange. If the targeted unit is assigned to counter-battery fire, there is no effect. Counter​battery fire never causes casualties. Units engag​ing in counter-battery fire use up 1/2 of a Unit of Fire per unit . . . units prevented from firing other missions by counter-battery fire use up no ammunition.
After counter-battery fire, artillery fire proceeds normally, except that only face-up units take casualties - including those about to have combat.
The more perceptive readers among you may wonder why units trying to repair Henderson Field don't take casualties from artillery directed at the field. This is a good question ​especially since the Japanese had some nasty tricks right along this line. One was to fire a shell at the field . . . wait for the engineers to start fixing it . . . then fire another shell from the same gun. With no change in gun position, the shell lands in almost exactly the same place.
In point of fact, though, the number of casualties due to such tactics were in the dozens at most. Nerve-wracking as it might be, the Sea Bees got pretty good at second-guessing this sort of thing. They managed to keep the field in good repair as a rule, with a minimum of casualties.
AMBUSH
If a unit is exercising strategic movement and moves on top of or into the zone of control of an enemy unit, it is immediately ambushed. It immediately takes one factor of combat losses and attacks the off-the-board unit(s). Regardless of terrain, the defending unit(s) is doubled. Note that the "defending unit" is assumed to be conducting the ambush. If the ambushed unit is on top of the defending unit, the ambushed unit has no retreat.
VICTORY CONDITIONS
The Japanese Army didn't really care how many casualties it took ... as long as its objectives were obtained. Therefore, add to tournament game victory conditions the follow​ing: "If, at the end of the game (29 January turn), the Japanese are in possession of Hender​son Field, they win, regardless of point totals.
These modifications are far from perfect. A major re-working of the game mechanics would be necessary to accurately reflect all of the important elements of the campaign and still leave a reasonably balanced game.  These changes will, however, yield a more accurate simulation of the difficulties and goals of both sides – notably in the Japanese determination to capture Henderson Field.  If they do manage to capture it, they have probably won the game. * * * * * * * * (
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