20152017 Top 10 Invitational
Victory in the Pacific

John Pack {dN; Bid 7.5) vs. Ed Paule (USN)

Adjustments 14I-Boat Arrivaland 2b(Individual CPO Withdrawal) are in effect

Ed Paule wrote therinciplecommentary. Other comments are shown by player. The-pwste, prebattle map is show before the comments
for each turn.

Turn 1

IJN CommentThe air raids are perfect for the IdNinkingevery battleshipand cruiser both Briish andAmericanand even putting a ding on the
7™ Air Force.Edwill be in the hole with just two BB for the entire USN Turn Two.
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Turn 2 move: After losing all 10 ships at Pearl, my fleet is extra weority #1 is to prevent the knoabut. Thus, all three LBA go to the

Mandate. Priority #2 is fleepreservation, so | don't patrol Coral Sea as | may have to abandon thatMoesense in having any cruisers get sunk
unnecessarily Priority #3 is base preservatiohmove my raiders to try and save Lae and Dutch Harbor (as well as lAdkpect © win one area
(probably the Aleutians) and have a good chance to win bbtuking ahead to turn 3, my reinforcements will be trapped at Pearl, so my fleet will
be extra weak still, in order to improve my chances on turn 3, I'll use the British thisottmnand sink some 1IN LBA.

Turn 2 aftermath: RatsSasebo gets through to Dutch Harbdmvas hoping to save DH and Lae; but if | was only going to get one, then Lae is the
preferred choice so that's good.On the other hand, | lost two carrier$was hoping to only lose ondut at least | got the exchangas John's
heavily armored deck in SPO had a good chance to estapalidn’t. With DH lost and my fleet so weak, | have to abandon the NE corhaise

a single BB at Attu to be annoyg - and base almostverything else in Samoa.

IJN CommentsWhen Ed wisely takes the conservative placement of all three Allied LBA defending in the USM, | switch tBragteais attack
with a strongflag-defenseperimeter and tiny diversion in the Coral Sea. Ed naturally evades a big fight (a @moicathe to give the USN).
However, @n very happy with B8 reponse. Besides the flags in two Allied Home Areas, the lack of patrollers m@dase no uncomfdable
flags next turn whil@rying to convert Pearl. Better still, | get all the imfamt bases except Lae and the NE corqeasilydealt with on future
turns. Best of all, | expect to sittkee US carriers and-4 British CVLs against this response.

However, it is in this last indator where the turn heads Southonlytwo USN carriers are sunk (the bare minimum for 1IN sucaes®) of the
survivors are damagedndno British CVL are sunk at all while they shoot down two of my LBA. That makesasgtaimuch tighter next turn
than K like. USN surface losses absovery low (just one Ch the Marshalls).However, | do get one unexpected giftny NLF in the Aleutians
sneeks through and takes Dutch Harbor, thestnmportant NE base.

Turn 3




s [o[7[e[s[4[s[2]s o[ s]2[s]+]s[s[[-]>
[el7leials 212l el

o

o

NGO -y
iy DT Saats




Turn 3 move:John will be making maximum effort this turn to capture PeBut with Lae still under my control, John can't abandon Indonesia like
is often done in other gamesThis combined with his rested LBA corps means the middle of board ought to be John's weakSpdtpatrol both
SPO and the Marshalls with cruiseWith two CVs lost last turn, | need to be very cautious with my CVs this tiarannecessary riskd.sail both
Marines in Hawii - as the threat of pure day and my 6 LBA will force John to strengthen that area or risk failing to converivRidrishould

leave the middle weakl leave the BBs in pottas this gives them the best chance to survias | hope to remove mositf his carriers with my

LBA.1 also decide to abandon the POC game and let it run up tdaH9 allows John to capture New Caledonia deep inside my home area.

Turn 3 aftermath: A really good turn for mélose no carriersl score great attrition gainst John's exposed fleettscore great attrition against
John's carriersl flag SPOwhich will improve my chances of stopping John's assault on Lae and Guadalcanal neixntugil. three BBs escape
Pearl (two of them badly damagedBelieve itor not, the turn was almost even better... On round 1 in Hawaii, my good shooting removed 4 of
John's carriers whilst his poor shooting only sank one of my LBdw had a good chance to save Pearl, but the dice reversed themselves on
round 2 and John @n the battle easily after that.

IJN CommentsUnlike many 1IN players, | ddlike giving up Idonesia on Turn 8 eventhough two British CVL will withdraw at the end of the
turn. | prefer to fight and see the widrawals finishoff British air power for the rest of the game! But with reduced LBA, that will leave my air
power weak everywhere else except for the Pearl conversion. However temteSN surfacddet is so damaged, | can spare some of my heavy
hitters to take down patrollers that Ed puts in SPO and the Marshalls.

Thefinal arrangement of LBA even gives me one magogam ¢ asmall strike force in the US Mandate to force a fight and earhtimehal USN CV
loses. | een risk the Boat on the SPO denialin the hopes of sinking Hornet.

The results for me are poor, however. | save Indonesia andhen@27 threat, but Hermes escapes to keep a tiny air threat in the West. In the
Hawaiians, only the day followed by night on the first round saves me. @slooot down a single LBA on the first round while Ed removes four
flattops. The night roundldws me to dispatch the Marines easily. Hoeewve the ourseof the turn, my chances at USN CV all¢davhile the
USN sink§ive (half) of my carrier fleet. Hle CV attrition indicator has gone from a warning yellow to dangs red!

Whilemy surface units save a flag and a hot zone in the Marshalls, | gahgdbr my investment in the SPO at@indlose all of my assets to

boot. Failing to air raid any of the BB in Pearl Harbor means this turn is solidyUSN surface attrition column todlhe saving graces are the

solid book ends fathe Applebaum linen the Hawaiiansind Indonesia and the easy end of the NE corner. The only worrisome bases now are Lae
and GuadalcanalPOC rings the bell.

Turn 4
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Turn 4 move: | now have a decent fle@&ut it's still not strong enough to face the 1IN fleet he@ad So | will have to rely on a suicide CV in SIPO.
expect to save Guadalcanand | hope to save Lae todf. | can save Lae, then I'll be in a great position going forwanghatrol the Marshalls and
the Marianas.With John fixated on SPO, | should have the opportunity to flag these andash will make maneuvering difficult for John on turn
5.

Turn 4 aftermalh: Ouch! John gets the 16% chance of pure night in SER@member the Wasp!" becomes the battle cry for turn@n the bright
side, the IBoat misses again which leaves me with enougpaiver to threaten John's perimeter line somewhere on turnGherwise John
would be in the driver's seat with a Full Applebaum.

IJN CommentsMy principle obgctives are CV attrition and those last two bases. As a result, my main attack force is Th&B@y problem
there isthat USN flag from last turnl leave cruisens the backfield to rak up POC and draw USN responses while | work on the perimEter.
single LBA in the USM meafiktake one more risk on the offensizeandforce a USN response with the Kaga,ong remainingCV capable of
reasonably handling an LBA on its owrnuse just one LBA in the Hawaiiagisoping for a USN attack that might result in CV attrition.

The Hawaiians gambit doe@ulraw Ed ing but it wins POC and locks down that edge of the perimeter@diK withthat too. The rest of my LBA
lock down Indonesia and help in SPIER sad lnt my fleet alone is already insufficient to gaatee its main missionFortunately, | finally finish off
Hermes.

Ed flags the Marshaltswhich| had no choice it to leave we&. My attack into the USN produces a nigland crippling IJN casualties asose
most of the cruisers and carrier for naugH take more srface attition in the Marianas an€entral Pacific.

The SPGsireally the bright spioas | wn night action onhe fird round aguinst the flag, taking both basesndannihilae Wasp In terms of bases
and ports, this game is reallyigg my wag. Only the CV attrition is still bad (though the surfattation is now getting closer teven).

The NewCaledoniargarrison is unable to exert control over the Coral Sea.

Turn 5
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Turn 5 move: My fleet is now on par with John's fleet; but | still don't want to face his fleet if I've got any otheopi#irte John bases his whole
fleet in Truk. So he can't augmerhnis 2 LBA in Hawaillo poke a hole in his perimeter, I've got two choiebtarshalls or HawaiiMy flag in the
Marshalls means | should get to attack with all my carriers before-Bwat gets a chance to remove one and I'd be able to grab Kwagsein
consolation prize should | faiBut having Kwaj is of little use if John flags the atéaneed to shoot down 2 LBA to make it be useful, then I'd
rather do it in Hawait where the rewards for success are so much higideanwhile, | was veriempted to put a marine unit in Indonesia to try
and sneak into the Philippines at nigiBut the very low odds of that being successful combined with the possibility of failing in Hawaii would
mean game over with John having the Full Applebasml| ekct to use that marine to capture Guadalcanahd give myself a fighting chance
going forwardshould things in Hawaii go badly.

Turn 5 aftermath: | get day action asglash both LBA in Hawaii on the first paSsveet! The pendulum has swung back sgelyin my favor.

IJINCommentsi show the score as 8 toté move the score down to 27The POC iswather miscalalation on my part; along with the misbasing
of the CA and CV. That was a very unusual set of turns.

LQff KIFI@S G2 R2 YdzOK o6SGGSNI FNRY KSNB 2y 2dzi (G2 KI #hé&ghefmybk®dlS 4
zeroresulttk. 2 I G ® LYGiSNBadAy3d K2g YdzOK 2F | RAFFSNBYyOS Al YIlI]1Sao h ¥
USN Responsk: Qf f KIF @S (2 R2 YdzZOK 6SUGGSNI FNRBRY KSNB 2y 2 dzihe diferenkeindit®e | y &
game may be the zeresult k. 2 I G ® LYGSNBaldAy3d K2g YdzOK 2F + RAFFSNBYyOS Al YI 18
too.

IJN Commentst err gredly in trying to push my surface fleet in SPO te thaximum by not paolling NPO, CPO, drthe Japanese Islands (for a
secondanyperimeter if nothing else). With four CV available, the USN will break the perimeter in one place. | should have given into the
inevitability rather than tying to win the entire Applebaum.

Zuikaku andsoryu should have been based in Japan at the end of the last tuhichwould have let me puthem anywhere on the perimeter.
Instead, thee blocked out of the Hawaiians. @ had my druthers, Soryu would have raided in the Hamaiwhile the-Boat backd up the
weakerMarshalls.

As it is, the USN handily wins hretHawaiians while losing only one CV. Again, the attrisiony Achilles Heel meandthat leaves two USN CV
based at Johnston with interior raiding lanes for next turrfdhD

Turn 6
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Turn 6 move: John puts out only two cruisers in his patrol move, which telegraphs his LBA and raider placEmeemtty questions are where he
puts his SNFLs, and whether or not Nagato and Musashi make their speed usksCVL®tpatrol the Marshalls as I'll need every available
surface ship in CPO should | decide to go th&en John puts one of his SNFLs in CPO (I was expecting them to both go to Indo), my mind is
made up- to avoid the potential debacle in CPO and golfae and/or raiding lanes to Japan from Guadalcanal via Indo or the Marianas.

Turn 6 results: Fortune smiles on the USN again as | secure both Lae and a raiding lane through the Marianas.

IJN Commentsthis movdooks much more like a Tuihthan a Turn @ testifyingto how badly | planned my Turn 5 moviespread my LBA in a
last-ditch chance to get thoserucial starting C¥ndhope to beat them one@n-one. As E@ comments show, both of my NLF should have been in
Indonesia. | withe Indo oneon-one but | log completely, with no attrition, in the Marianagssettingup a total disaster for the IIN@1 now a far
cry from the advantage | held at the end of Turn 4. Ed has made aomeback; usinghis attrition edge and contingency planning to full
advantage!

Turn 7







