 7Dec41: Pearl Harbor! – Rules, 11Nov24 –  Draft – © 2024 Louis R. Coatney
Chances: d6 dice 17%, 33%, etc., plus: 12% best (4-6?) 50% of all 3 dice; 25% both best of 2; 75% best either/both of 2.
Most Victory Points Win: Damaging/bottoming-in-harbor/destroying battleship 2/4/6, US carrier 3/6/9. At sea, 3/6, 4/9. Each battleship penned In by Damaged ships, 2 vps. Destroying US B-17 or Jpnse squadron, 2vps ea. Other US sqdns 1 ea. US false alarm matching victory points are added for both games.  Successful Jpnse invasion: Strategic Victory worth 2 games – no vps. Ex: 1st false alarm game 5 mvps, 2nd false alarm game 3 mvps.  So for first 4 real attack vps, Jpnse add 7mvps. 
Additional victory requirement for Jpnse:  4 ships must be bottomed and/or destroyed.  Multiply the number of vps less than those 16 X 4 and subtract from Jpnse vps.
22-24 Jpnse vps a draw.  Less US victory.  More Jpnse victory. 40+ Jpnse Strat Vic (2 games). (Jpnse had 34 vps historically.)
(Secret) Nonhistorical US pre-Confirmed-detection/alert Precautions Matching Victory Point (mvps):
Once a confirmed detection is achieved, there are no more undetected mvp costs (for that service).
With Army-Navy Joint Command Center – Any confirmed detection immediately alerts the other – one-time 12 mvps cost.  
PBY (1mvp ea) or USAAC daylight bomber (2ea) searches, sectors W, NW, or N.  US subs 2mvps ea. Costs are for each game. (Subs may instead leave the harbor as soon as confirmed detection or attack.)
Readying (turn right side up)  US sqdn on O’ahu, 1 mvp each.  Single-engine sqdns sent out on search&attack, 2mvps each.
US player must tell the Japanese player the kind and number of game mvps he spent at the end of a false alarm game or all (including joint command center mvps) spent at the moment of confirmed detection in a real-attack game.
Setups:  Jpnse player decides if he will make actual attack or “false alarm,” (but no more than 2 false alarm games and then attack required for third and last time/game).  Must also decide whether to use mini-subs and/or attempt invasion. Jpnse task forces (TFs) enter from west or (from weather front) northwest and spend first turn on those hexes. Secret 33%Ch Enterprise in harbor. (If Enterprise is in harbor, its air units are on Ford Island. Plus then, another 33%Ch Lexington is in-harbor too.)  If not, 25%Ch Enterprise and/or Lexington enter southern edge at A-1 to C-1 at start of each day. Roll for each.
Gameturn Sequence – within both (hidden) ship movement and air deployment, US always goes first:
Ward and mini-subs – mini-subs enter harbor Turn 2, unless Jpnse player decides not to use them.
Ship movement and detection hex-by-hex, immediate surface combat and US sub attacks, upon completion
Air ops:
USS Ward vs. Mini-subs:  25% destroyed/MIA until first sunk (DWAI 50%!) or if air attack already begun – thereafter, 50% sunk.  Navy alerted if more. Mini-sub hit (50%Ch) bottoms ship in harbor or 50%/50% destroys it if there was no alert. Then mini-subs vanish. Except for beginning players, the mini-subs’ time of attack must be pre-set to the exact air-impulse.
Ship Movement and Dummies:  UnDamaged (UnDmgd) warships can move up to 2 hexes per phase.  Transports and US Battle Squadrons with old battleships and US subs 1.  Damaged ships 66%Ch of 1. 2-hex ships move their first hex (and resolve any surface contacts) and then all ships move their second hex. Jpnse CVs must be in Kido Butai, unless damaged/detached. Dummies anywhere – re-used each turn. Pearl Harbor ships can attempt to put to sea into a Battle Squadron – 1 hex per turn movement with an old battleship – but  if sunk in/blocking Entrance channel, 12 vps to Jpnse.
Ships may not leave harbor, until there is a confirmed detection or an actual attack begins. Jpnse ships can go in any US search area any time.
Both sides may have/use a total of 4 task force and dummies markers, plus any US Battle Squadrons sortying out of the harbor.
Detection – without Combined Command Center, detection/alerts are separate Army and Navy with “Don’t Worry About It.” and “Confirmation, Kaminsky. I want Confirmation!” command denial (ComDen) risk 50%, then 25%, then 0%:
Surface ship detection in same hex – none in Weather Front – during ship movement. Automatic in daylight – at Night 50% US, 75% Jpnse. Immediate combat.  Detection confirmed – no Command Denial risk.
Air-to-sea detection at end of daylight (only) turn’s ship final movement: 1 hex 87%, 2 67%, 350%, 4 33%, 5 25%, 6 12%. ComDen?
O’ahu radar, 1 hex 87% (not worst of all 3 dice), 2 hexes 33% .  US sub air detection: same hex 100%, adjacent hex 50%. ComDen?
One-time air-to-air detection against Jpnse launching/take-off hex where each airstrike wave must spend 1 air-impulse: 25%.
With Army-Navy Joint Command Center, DWAI risk=only 25% then 0% risk, and confirmation immediately alerts both.
If no joint command: 50% DWAI risk for first Army detection, 25% for second, 3rd detection automatic.  Same (separate) for Navy Once one service has a confirmed confirmation, the other service gets it in the following phase, if it too hasn’t gotten a confirmed detection yet.
“Last message received from the China Clipper”:  Each phase, if there is one or more hidden Japanese pieces in the Western Sector, the US player gets to roll a 6% (best of all 4 dice) detection possibility on each.
Daylight (only) Air Attack Ops:  B17 and PBY range 6, A-20 and B-18 4; US TBDs 1 and others 2 – +1 with 25%Ch(Jpnse) 50%Ch(US) crashing afterwards. 
Air-strike contact/detection odds same as for air-sea searches.
Dmgd CV cannot do air ops. Sqdn must return to own carrier, unless that’s sunk. Akagi, Kaga, Shok, &Zuik can host 3 air units.
Air unit mission allocation and readying (with Kate torpedo vs. horiz bomb loading (destroying battleship outright) – make note.  Bombers make 1 attack per mission.  Interceptorss/fighters may attack every air-impulse they are aloft.
Air impulses, up to 9 per 6-hour phase:  Readying (any number of aircraft and can be done overnight), Launching/take-off – 0 hex range cost but must stay above base for 1 impulse – 1 per impulse per carriers, 2 multi-engine and 3 single-engine aircraft per impulse per land base.  If a (carrier) wave is held back to combine with another (or others), it costs the first 1 hex of range.
Hex-by-hex air impulse air movement and detection, then Launching  – 1 sqdn per carrier per air-impulse – 3 fighter and/or divebomber sqdns per air-impulse from US land airbase – for carriers, 1 impulse for launching but 0 range/movement expenditure. (USAAC bombers assumed to return to base within phase regardlesss of air-impulses and distance.)
Air-air interception. Task force with UnDamaged carrier assumed to have Combat Air Patrol squadron(s) aloft.  For US carrier air groups on Ford Island, their Vfs can fly independently as PH-defending interceptors or escorts protecting bombers from Jpnse CAP (as long as they last, against that).
Air strikes.
Return/recovery of air strikes
AntiAircraft Hitting Chances:
unalerted – alerted – UnDamaged carriers having Combat Air Patrol
High Altitude (HA) bombing:

0 – 0 – 12% shot down after bomb run
Low Altitude (LA) horizontal bombing
  and divebombing


0 – 25% shot down after - 50%  (50% before or after?; 50% turned back or destroyed?)
LA torpedoing



0 – 25% shot down before - 50% shot down (50% before or after)
1-engine aircraft may only attack at LA. If multi-engined attack at LA, they are shot down at those %s before bombing.
US P-40B and F4F fighter squadron interceptions:
  33% intercepted (50% before or after?; 50% turned back or destroyed?) - 33% null - 33% shot down by Jpnse
  



P-36 and F2A: 33% intercepted – 17% null – 50% shot down by Jpnse
Airstrike Hitting Chances:
Stationary unalerted - alerted
1-hex-capable at sea
2-hex-capable
HA bombing:



50%


12% (best of 3 dice)
6% (best of 4 dice)
LA bombing



75% - 66%

66%


50%
LA and mini-sub torpedoing

Jpnse 75%-66%
Jpnse 66%, US 50%*
Jpnse 50%, US 33%*
* US torpedo malfunction: 33% against 1-hex-capable, 50% against 2-hex capable
A squadron can attack only 1 ship, but each Jpnse sqdn can attack each US sqdn caught on an airbase.
Sub and Surface Ship Combat:  USN subs have 25%Ch (1-hex-tgt) or 12%Ch (2-hex) to make T hit on IJN CV in same hex.
Carriers and transports can be screened from enemy TFs by escort. Kido Butain has fast battleships Hiei&Kirihima, Invasion Group has Nagato, Mutsu, Haruna, and Kongo.  US carrier divisions have no battleships, unless accompanied by harbor survivors.  If screening TF defeated/routed (1 hex), transports and Dmgd CVs sunk.
TF surface combat daytime 25% Jpnse win, 50% neither, 25% US – but more battleships makes “neither” 25% and the superior side 50%. At Night, Jpnse 50%, 25% neither, 25% US.  Loser must exit own side of chart.
Hit Results – capital ships in harbor must all be Damaged or worse, before fuel tanks and dockyards are hit:
Arizona, Tennessee, Maryland, and Pennsylvania cannot be hit by Torpedoes.
Damaged: Dmgd marker on ship. Bottomed (only in harbor, not at sea): invert Dmgd marker.  Destroyed/Sunk: Invert ship marker.
Just 1 Hit of any kind sinks a transport – move marker down on track – or destroys a fuel tank. Any bomb hit on carrier with Readied aircraft destroys it.  First hit Damages a carrier, destroying air units on/in it and ending its air ops.  2 bomb Hits in the same turn or any torpedo or heavy bomb hit on an already-Damaged ship can sink/destroy it at sea or bottom it if in harbor or destroy it if already bottomed.
Special Japanese armor-piercing bombs: Each Kate squadron can carry one load of armor-piercing bombs which can 50%ch blow up a battleship – not just Damage it – as happened to Arizona.  Make a note of which Kates are carrying the special bombs.
Land Combat on O’ahu:  8 surviving transports 50% chance to take O’ahu; 7, 33%; 6, 25%;  5, 12%; 4, 6%.
Postcard Pearl Harbor! is Dedicated to Bob Coatney, Homer Coatney, John Burgett, Bill Heerde, and our other Allied servicepeople in the Asian Pacific War 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, mu
seums, films.”  www.CoatneyHistory.com for 30+ free games and paper model ship plans
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