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Winning: US wins if Okinawa held in Turn 7.  Strategic victory if Japan surrenders in Turn 9 or before.  Otherwise, Japanese win strategic victory.
Control of Sea Areas:  The side that has both day-time and night-time control of an hexagonal sea area controls it.
Setup, including Allied Selection/Sehedule of Forces:  All Japanese forces – except only 3 carrier-based/single-engined fighters – are put face down on any Japanese bases or islands wished, along with one turn’s full supplies and decoys, but only 4 naval fuels.
Fuel from SE Asia unlimited but IJN has at start 15 tankers. 25 freighters. Japanese factories start: 6 aircraft (single-engined or land-based bombers, 8 shells/torps, 8 Air Munitions, 8 Ground Munitions, 
US chooses which 6 naval units to have on Turn 1 and puts the others as reinforceents – 2 per turn - on the Turn Track. 6 naval/single-engined aircraft. 4 Marine divisions. 4 subs. One turn’s full supplies. Fuel and supplies limited only by tanker and freighter capacity.
.
SECRET Magic codebreaking: Allies deploy first, then Japanese, and Allies move first. But 67% US Magic codebreaking chance lets Allies see Japanese surface ships at sea and re-deploy, and Japanese must move first in each Impulse.
.
Turn Sequence – see Task Force Movement about Impulses:
Warships supplied at their bases (or for US if already at sea from UnReps) and deployed from those to sea areas along with – for, subject to submarine attack for any subs so allocated.
Warship units move, impulse by impulse – 10 – count down on the Turn Track.
Air combat/attacks if day-time.  2 night-time Kamikaze attacks.
Surface ship daytime combat in rounds following carrier airstrike in each round.
Surface ship night-time combat.
Land units land and battle, “next morning.”
Supplies produced/chosen and moved to bases by unseen merchant ships, subject to submarine attack forIJN any subs so allocated.
Reinforcements and Replacements
Repair
Hit Results:  1 Hit Damages a warship or destroys an aircraft. 2 Hits or a Hvy Dmg result results in that.  Another Dmg yet would sink the ship unit.  Dmg reduces a warship’s firepower 17% - HvyDmg 33%..
Sub attacks:
Sub units can be assigned to attacking warships or merchant shipping: 
Attacking merchant shipping: 1-2-3-0-0-0 merchant ships sunk – tanker or freighter capacity thus reduced accordingly.
Attacking warships, including auxilliaries: 0-0-0-0-Dmg-HvyDmg
Anti-sub: Against IJN subs before their attack, against US after.
1943, 0-0-0-0-SubSunk-SubSunk; 1944, 0-0-0-SubSunk-SubSunk-SubSunk; 1945, 0-0-SubSunk-SubSunk-SubSunk-SubSunk. 
Shift 1 on the die roll against the convoy escorts.  Warships had anti-submarine priority.
Against US subs 0-0-0-0-0-SubSunk
Sub Attacks on Merchant Shipping:
If enemy subs have been allotted to attacks on merchant shipping the shipping player puts all of his produced, etc. pieces face down and the sub player randomly picks out the number which are destroyed.
Hell Ships: The 2 Hell Ship pieces are added to the face down Japanese merchant ship pieces – only 1, if there are less than 12.
Task Force Movements – US moves first, then Japanese, then Magic is rolled to see if the US can re-deploy:
Task force movements are in up to 10 pulses – 1 mission per turn – 1 area per pulse – out and back.  Put the Pulse marker on the Turn Track. Floating dry docks can be moved then, and they never cost supplies.
A task force can sail 2 areas to attempt to get control of one – 5 areas for US forces supported by UnReps.  Or it can sail 3 areas just for a raid/battle – unlimited for US forces supported by UnReps.
Unless a port/anchorage has been taken on land and a US Advanced Base has been instantly created by our CBs/SeaBees, the task forces must return to a friendly port – unless for US task forces, supported by UnReps.
Underway Replenishment:  US warship units may be refueled at sea by these units which can carry 2 sea fuel markers each – 1 sea fuel marker per unit.  Starting 1945, each may additionally carry 2 of every other kind of supply except aircraft.
Strategic B-29 Bombing of Japan:  Once any of the Marianas – Guam etc – are taken, the first 2 B-29 wings arrive, and Japan can be immediately bombed by them. Each island’s 2 B-29 capacity is 2. 
For Daylight Bombing choose which type of factory each wing is attacking: 0-0-0-1-1-2 factories are knocked out. Each attacking B-29 wing has a 0-0-0-0-X-X chance of then being destroyed. ...0-0-0-0-50%X-X if Iwo Jima is taken. A destroyed B-29 wing can be replaced – 1 per turn, every second turn.
For Night-Time Mass Fire-Bombing, 0-0-0-0-1-2, but those are of types randomly chosen from all 6 types, upside-down.  Risk is then 0-0-0-0-0-X
Land-based and Carrier Air attacks – Daytime only, except for Kamikazes:
Air units can attack one warship unit at 33% or shipping in enemy area at 0-0-0-1-1-2. They can instead be used to support ground attacks wherein they can either inflict or absorb a loss, each matching one friendly ground attack supply or unit.
Kamikazes:  0-0-0-0-0-Hit and roll again 50% Dmg or HvyDmg. If on battleships or British carriers, just Dmg.
Japanese Kamikazes appear when US attacks Philippines, Formosa, Okinawa, or Home Islands
XXI Bomber Command: Is the only air unit which can strike Japan at long range from the Marianas:, Guam, Saipan, Tinian.  If Okinawa is taken, B-24s can hit Japan as well.
.
Surface Ship Combat – Task Forces can fight more than one battle in the sea they are in or transiting: Allied task forces get carrier air strike first – 33% chance of hit. TF surface simulataneous daytime gun combat 50% chance of hitting. UnDamaged TF can pursue Damaged TF to sink it, but fleeing defenders shoot first and if getting Damaging hit on pursuers cannot be attacked.  A neutral result means the pursued escape the pursuit and safely return home.
Carriers, and auxilliary ships can be screened from enemy TFs by friendly surface combat ships: battleships and cruisers. If screening TF defeated/ routed, then enemy surface warships can attack each auxilliary ship unit TFDmgd!-0-Dmg-Dmg-HvyDmg-Sunk!
Night: 50% Allies hit first then alternating, 17% neither and simultaneous, 33% IJN hit first then alternating.
Land Combat:  A ground combat unit have one ammo box supply to battle with per round.  Attacker wages ammo : 33% 1:2 loss ratio, 33% 1:1, 33% 2:1. 
Air units may be included as attacking or defending strength for land combat and may be counted first for losses, even though they are not eliminated.
Actual/irreplaceable Japanese divisions may be voluntarily sacrificed/exchanged.  American may not be, unless Marimes.
Amphibious Landings: Air units and (shore bombarding) warship units (plus their carrier strike air units plus land-based bomber units) may be added to the attacking force, fought like for any land combat.
Supplies – replaceable – for Shipping – US supplies limited only by shipping – each Japanese production increased by 1, every second turn:  .
Ship fuel – submarines, Japanese kamikaze boats, and the numerically small UnReps and CV Spt Gp do not need it.
AvGas
Naval shells & torpedoes
Aerial bombs and other munitions for either land-based or carrier aircraft
Ground combat munitions
Food – for Japanese no worry, except for islands and atolls out in Oceania.  For US must be shipped.
Aircraft
Ground troops can be transported by sea from home or between bases.
Note: Japanese ships and aircraft in Singapore and Brunei are automatically fueled. Ship fuel and aviation gas must be shipped to the Philippines and points north including the Home Islands, though. Munitions are produced in Japan and to be at points south must be shipped. Japanese aircraft produced in Japan can just fly south using AvGas fuel or be shipped not using fuel.
All US/Allied supplies are shipped from the US.
Upon arrival, supplies are immediately distributed at bases and to UnRep units.
Supplies Required – Bases require 1 Food each:
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Reinforcements and Replacements – including for Allies selection of:
Japanese receive 1 addition tanker and freighter each, per turn. US 2 each.
1 additional B-29 every 2nd turn after a Marianas island or Formosa or Okinawa is taken. Put on turn track.
British Pacific Fleet arrives, free, Spring 1945.
Merchant Shipping and Replacements: Destroyed ships and ground units cannot be replaced, except for Japanese ground units defending the Home Islands.
Repair:  At the end of the turn, a Dmged ship unit must be repaired at a port showing a drydock which requires a turn for repair or for the US on a floating drydock – 1 per turn – which immediately returns the unit to combat.. Hvy Dmg requires the unit to “repair” to an actual port with a drydock and requires an additional turn to be repaired. 
Command: Halsey vs. Spruance:  When Spruance is in command – odd numbered turns – air unit first-strike combat results are US-US-sim-sim-sim-JP, where sim means simultaneous.
When Halsey is in command they are US-US-US-sim-JP-JP … subject to other factors.
Fleet Train: WW2 Central Pacific Logistics is Dedicated to
Uncle John Burgett, USS Moray, SS-300 in the mine-infested waters off Japan at the end of the war
Uncle Homer Coatney, US Navy Sea Bee (Construction Battalion) whose life was also saved by the atom bombs
Bob Coatney, USAAF, ConUS and CBI Air Transport Command, Dhaka India
all our Allied servicepeople who served in the Asian-Pacific theater in World War 2
and to my children Rebecca, Robert, Rohan, and Johanna, hoping they will never suffer another world war.
My mottos:
“The more we learn from the Second World War, the better our chances it will be the LAST world war.” 
“War must be confined to history books, games, museums, and films.” 
www.CoatneyHistory.com for 40+ free (but not public domain) games and paper model ship plans
