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1 Introduction

Everybody knows that wargames are much more likely
than their red courterpartsto fight a battle to the deah
(smply becauseit is not to the deah). Likewise,
everyone knows that this ahistoric behavior can be
easily courteraded. If battles occur as part of alarger
campaign came, players will be much more caitious
and lesslikely to throw away their forces because (like
their red world counterparts) they may need them again
in the next battle. Finally, everyone knowsthat if a
campaign game eists, playerswill play it. Well, so
hereit is, in the simplest form passble: by linking the
individual Solomon Seascenarios together. | cdl thisa
campaign sequence, instead of a canpaign scenario,
because there is no continuots play - no flow of
reinforcements, one simply asaumes things between the
battlesran pretty much asthey did historicadly. Simply
play out eath bettle in the sequence, following the rules
given below to link them together. Youcan even
reasonably well predict how longit will take youto
arrive & a aonclusion, sincetypicdly youwill be aleto
play one scenario per evening (or two-threein a
Saturday afternoon).

Anintriguing passhility isto link in the Command
game onthe Battle of Midway. Note thoughthat dueto
the nature of that battle, its outcome may have drastic
enougheffeds to make playing the later battles moat.
Even withou Midway, obviously being down ou of
the water in the first battle of a sequence means you will
have ahard time getting bad onawinningtrack. So it
goes. Play acaordingly.

Ruleswise, there is one masdve aldition, the damage
control rule. Thisisthelargest pieceof chrome (and
yesit islarge) to be put into the game; thereisnot going
to be anather likeit. Thereasonfor it isthat in
campaign situations (a) it provides anea model for
determining repair times for damaged cariers and (b) it
removes total certainty concerning the fate of enemy
cariers. In other words, it fulfill sthe samerole & the
Alternate Setup table for the individual scenarios. It
dightly reduces lethality (but any carrier hit twiceis dill
much more likely to go davn than na). And provides
more diff erentiated damage dfedsfor cariersasa
bonus, adding qgute abit of flavor. Andin terms of
playingtime it costs no more than threeor four dierolls
over the murse of atypicd scenario. Infad, if youlike
the diff erentiated damage dfeds, just go ahead and use
theruleinindividual scenarios (I do).

2 General Procedure

Play eat scenario using the standard length or three
days, whichever islonger. After ead scenario,
compute which naval units are avail able for the next

scenario. based onthe time of repairs. Sunkshipsare
omitted from the setup d the subsequent battles. A ship
iscdled availableif it has not been sunkandis not
currently under repair.

2.1 Carriersand US battleships. Unless pedfied
differently by the individual sequencerules, ead carier
and US (but not Japanese) battleship that isavailableis
included in the setup for that scenario. Design nde:
The Japareserarely released more than acoupe of
their battleships for use in these battles.

2.2 Smaller ship limits. For ead classof ships except
cariers, US BBs and transports, if the number of shipin
that class pedfied for the setup o the next scenariois
lower than thase avail able for the scenario you just
played, set up as many ships as survived and are now
avail able. Example: There are four CAsin afled in a
battle. Threeare sunk, oneisdamaged (but available).
One was damaged before but is available now. Setup
for the nex battle, B, spedfies3 CAs. Two are set up.

If the number of ships gedfied to be set upin the next
scenario is higher, then set up the avail able ships from
the previous senario plusthe alditional (new) ones.
Example:There are threeCAsin afled in a bdtle. One
is sunk. Setup for the nex battle spedfies4 CAs. Three
are set up.

2.3 Transports. Transport losses are not carried over
to later battles.

2.4 Base damage. All Base damage isrepaired
between scenarios.

2.5 Computing Ship Availability. Thetime between
scenariosis given in terms of the number of weeks that
passbetween the end d one and the start of the next.
Each battle isassumed to last one week. Add upthe
separations between two scenarios A and B and add ore
week for ead bettlein between. Thisis the number of
repair weeks that a ship can be unavail able for combat
and participate in scenario B.

Example: Sana Cruz takes place 9 weels after Eastern
Sdomons. Naval Battle of Guaddcand takes place?2
weels after Sarta Cruz. A ship damaged at Eastern
Sdomons auffers 10 weels of repair time. Itis
available for setup & Naval Battle of Guaddcand (8
weels + 1 week+ 1 weekduration for Saria Cruz).

The rules below are added to the normal Sdomon Sa
rules when playing the linked scenarios.

3 Carrier Damage Control

Play tip: Note that the rule as written assumes the use
of markers for recrding ship damage, which arenat in
the game as pulblished. You can use any unused,
inverted courters from the game instead, with amarker
placed in the Ready box meaning DECK damage, a
marker in the Unready Box touching the deckmeaning



ENG damage, a marker touchingthe arrier’s
waterline meaning FLOT damage.

When a carier is damaged, its behavior (except AA
fire) isnolonger determined by the values shown on
that side. Instead, dothe foll owing.

- if the carier was hit by aD or B unit (or aB5N at
range 3 per advanced rule 13.4), put one ENG and ore
DECK marker onthe carier's air display.

- if the carier was hit by a T or S unit, asubmarine, or a
destroyer, put one ENG and ore FLOT marker onthe
carier'sair display.

- if the carier was hit by a CA or BB unit, put one
ENG, one FLOT, and ore DECK marker onthe
cariers air display

Like dl other information onthe carier display, the
damage markers are never made visible to the other

player.

3.1 Damage Control. Before the Air Return phase of
ead turn onwhich the carier was hit, roll onceonthe
Damage Control Table. Note: Thisroll must be made.

3.2 Sinking. Any carier with as many FLOT markers
as depsinthe'end d turn' Phaseis aunk, asisany
carier with more ENG markers than steps.

3.3 Damage effects. Any carier with ariginal speed 1
with ore ENG marker moves at half speed. It can orly
recver planes, not launch them (which meansit also
canna operate CAP). A CVE with origina speed of
1/2 isdea in the water and canna operate planes.

A carier with ore DECK marker can engage in air
operations at half cgpadty. (Representingminor deck
or elevator hits plus potentially some fire damage.)

3.4 Abandoning. Carriers can be @andored at will by
the owning dayer, before rolling for damage cntrol.
Thedieroll must till be made. (Note: Abandoring
includes ineffedive scuttling atempts.) It can be
reboarded later by moving an undamaged naval unit
into the same hex.

3.5DIW. A carier with as many ENG hits as gepsis
burning and dead in the water (this must betold to the
other player when he next attadks the carier). It doesn't
fire AA and attadks onit are made with a modifier of
+1. At the end d ead turn where it was nat attadked,
roll adie:

1-4 - sinks.

9-10 - stabili zed, stoprolli ng.
If the carier sinks but was nat abandored, the other
player gets 3 VP (for unrecessrily lost crewmen).

3.6 Towing. A DIW carier can be moved at speed 1/4
together with a CA or larger type unit. (Thismeans
moving onevery second 12 speed turn.)

3.7 Damage Control Table

Dieroll Remove

10 FLOT, ENG

9 ENG

8 FLOT, DECK

7 FLOT

6 -

5 FLOT, FLOT, DECK

4 -

3 ENG

2 DECK

1orless F

FLOT or
ENG or
DECK ... remove one marker of that type
F ... Fires out of control - ship abandored and sunk
Modifiers:
2 or more ENG hits -5
ead DECK hit -1
realy aircraft on dedk when attadked -2
untested damage cntrol doctrine* -1
IIN Victory disease & Midway** -1
Victorious per FLOT hit -1
Wasp,Hiyo,Junyo (2 step courters) -3
Hiryu,Soryu (1 step courters) +3
al CVLs -4
al CVEs -5

* Thismodifier is applied to ead side separately up to
the end d thefirst battle where afriendy CV waslost.
If playing individual scenarios, it does not apply to the
USN after Coral Seg or to the |IN after Midway. If
playing a canpaign sequence which starts after Coral
Sea it never appliesto the US. If playing a canpaign
sequencewhich starts after Midway, it never appliesto
the Japanese.

** Particularly sloppy damage control preparations and
ammunition handling

4 Naval Repair

Repair times for damaged ships are given in terms of
cdendar weeks. Thisisthe number of weeks that a ship
isnot available for use in combat.

4.1 Repair time. Thisiscomputed as foll ows:
Carriers (including CVL, CVE, CVS)

Damage repair time for bath sides: 2 weeks per ENG or
DECK hit marker and 3 per FLOT marker.

Addthetravel time & given below.

Japanese cariers 3weeks
US carierswith ore hit marker 2 weeks
US cariers with more than ore 4 weeks




To the sum determined abowe, roll adie and add the
following:

DR 1-2: 0 weeks
3-8: 1 wesk,
9-10: 2 weeks.

A player can dways dedde nat to have a carier
repaired and have it participate in the next scenario with
the damage markers from the previous senario.

Battleships: For both sides, repair timeis 12 weeks plus
result of dieroll asabove.

Other 2-step courters (non-battleships): Roll adie on
table below.

DR 1-2 replaceby undamaged 1-step courter

after 4 weeks; keep ou of adiontill

then

3-6 replaceby undamaged 1-step courter
if avail able (1-step courters may be
merged with 1-step courters of same
typein next setup)

7-10  switchto full strength after 2 months;
keep ou of adiontill then.

1-step counters except cariers canna be damaged, they
are dways destroyed.

4.2 Dockyard space (optional). Both sides have
limited space aail able for ship repairs. The Allied side
can repair two shipsin Peal Harbor, one (honBB-,
non-CV) in Sydney, and rine on the West Coast. The
Japanese side can repair eight in Japan. If insufficient
dockyard spaceis avail able to repair all damaged ships,
excess $ips (player's choice) have the start of their
repair delayed urtil aspaceisfree

US carriers with ore damage marker and all smaller
ships are asumed to berepaired in Peal Harbor in the
standard rule. Therefore, add 2weeks to their repair
timeif they are sent to the West Coast instead.
Battleships and heavily damaged US carriers are
automaticdly sent to the West Coast.

Note: | originaly wanted to leavethis rule out sinceit
requiresthat players kee track of freedockyard dlots,
but everyone asked why it wasn’t considered. So lere
you haveit. Notethat damaged status in the game
means a nee for a significant overhau; minor damage
that could berepaired locally (e.g., in Sydneyor at
Truk) isnot considered. Asa result the potential
maximum repair capecities havebeen a hit reduced;
but it shoud still be noticeable that battlenecls are
unlikdy to devdop, except at Pearl Harbor.

5 Air Group Replacements

Reinforcements always arrive for a particular category
of aircraft until the required number of aircraft for the
next battle has been readed. Excess $eps are lost.

5.1 Japanese carrier air replacements: It isnat
permissble to shift planes between cariersin between
battles. (Japareseair groups were organizationdly
integrated with their carriers andwere not shifted
around) If planeslanded onadifferent carrier during a
battle to avoid having to ditch, then they must be placed
badk ontheir original carier’sair display after the end
of the battle if the original carrier was not sunk

The Japanese recave one naval air unit (2 steps) per
week.

5.2 Japanese land-based air replacements. Japanese
land-based air automaticdly starts ead beattle except the
Naval Battle of Guadalcand at full strength. Inthe
Naval Battle of Guadalcanal, the losses of the Battle of
Santa Cruz (2 weeks ealier) are caried ower.

The Japarese sevaal times completely replaced their
air unitsin the Guaddcand area, rotating dtrited
major units out of the area.

5.3 Allied carrier air replacements. Allied carier air
losses are ompletely replaced upto the available
carier cgpadty within ore morth. If thereislessthan a
month between scenarios, but more than aweek, half
the losses are replace.

5.4 Allied land-based air replacements. Allied land
based air losses are completely replaced for ead battle.
The Alli es constantly rotated individud squadons out
of the area for resting as new squadons cameit. The
period before the Naval Battle of Guaddcand actually
saw a heavy buildup so previous losses would na be
naticeable despite the short time after Sarta Cruz

6 Other Rules

6.1 Bombardment Ammunition. Mark any ships that
are intended to bambard enemy bases during the
scenario with an inverted Fatigue marker. Only these
ships can banbard at full value, al other ships bombard
a half strength. Once the ships have bombarded, turn
the fatigue marker right side up. For surface ombat the
ships behave & if fatigued at &l times (see 13.8).
Carrying a large amourt of spedal bombardment
ammunition together with the internal stacking
arrangements for the bombardment made these ships
less efficient in the initial stages of a surface
engagement.

6.2 Japanese Night Advantage. Japanese ship
strengthsin surface ombat areincreased by 1 at night.

6.3 Fog of War. The other player need be given no
information on dmage ntrol or repair effeds,
including sinkings, other than found ly seaches or
needed for setup.



7 Midway

This sdion lists three posshiliti es of incorporating the
pivotal Battle of Midway in play. They are referenced
in the scenario descriptions below.

7.1 Midway happens: The Battle of Midway, three
weeks after Coral Seg isnot played out sinceit isnot
included in Sdomon Sea. Itshistoricd results are
asumed to have occurred.

- TheUSlost one carier at Midway (historicdly
Yorktown). Asaresult, if any US cariers survive the
Battle of the Coral Seawith at most two damage
markers, one of these must be removed from play
(preferably Yorktown, but use Lexingtonif Y orktown
is heavily damaged or sunk).

- If both Yorktown and Lexington are sunk a have
more than two damage markers after playing the Coral
Seascenario, either Enterprise or Hornet is removed
from the game (since she is asaumed to have been the
ship that was hit by the Japanese & Midway instead of
Y orktown).

Note: Yorktown’s aircraft delivered some of the crucial
strikes at Midway, but we givethe Americans the benefit
of thedoult. The purpose of this ruleisnot to gvea
complete simulation o all hypathetical outcomes of
Midway, but to provide a close to historical outcome for
the subsequent battles.

7.2 Flexible Midway. As sveral people pointed ou to
me, the @owveis adually arather tame gproximation o
what might have happened at Midway, becaise it does
not consider the potentia presence of additional
cariers. For the full monty, try this rule. It can be
added anywhere that 7.1 (Midway Happens) is used,
withou restriction. Be aware that it may bring thingsto
aheal rather quickly.

- Thisruleisan additionto 7.1 (Midway Happens).

- If one of Shokaku or Zuikaku is avail able for Midway
with at least 80% of its planes present, one alditional
UScarier is sunk (choose & randam).

- If both are available & abowve, one more US carrier is
damaged for 12 weeks.

- If at least one of Shokaku and Zuikaku is avail able and
both Lexington and Y orktown are available, roll adie:
1-5 ore of Shokaku and Zuikaku is sunk, 6-10 oreis
under repair for 12 weeks.

7.3 Victory at Midway. This sdion lists the rules
needed to pay XTR's Victory at Midway using the
Sdomon Sarules. Itisnot used in al sequences (it is
used in exadly those where neither of the two previous
rulesis used).

- Play the game exadly to the original time limit.

- Usethe Sdomon Sea victory point scde.

- The US player gets 3 PBY units and threePBY seach
paths at Midway instead of hisfixed threeseaches.

- The Japanese player does nat have freeseaches nea
his cariers; instead he getstwo CAV seaches (as per
Sdomon Sarule 7.7).

- Oncethe Japanese segplane tender has st up shop, the
Japanese get two CV S searches per Sdomon Sa 7.8.
- The weaher number is 1 (3 for the Japanese until they
sight the first US CV). (The Japarese spedal valueis
due to lackadasical searching caused by \ictory

disease).

- The spedal rulein VaM for the vulnerability of
Japanese CVsisreplacal by adamage oontrol table
modifier.

- Note speda damage control modifier for Hiryu and
Soryu. If they survive the battle this also hddsfor all
later scenarios in which they participate. Alternately,
consider them two-step courters and hendle the same
way as Wasp, Junyo, and Hiyo.

- If the Japanese land groundtroops on Midway, but the
island hes naot fallen by the end o the scenario, keep
rolling for groundcombat, but triple the number of US
groundcombat dierolls from then on The Japarese
were prone to making risky assaults if theyfelt their
attacks were not gaining g-oundfast enough

- Even if Shohowere available for Midway after the
Coral Seascenario, sheis nat included (the Japanese
battle plans did na include her). Thisdoes nat affed
her participationin later battles.

- Japanese transport losses on the Solomon Seamap do
not affed Midway setup and Midway transport losses
do nd affed later scenarios. The Midway transports
came from the general merchart shipping pod and
went backto it. The ground uiit for the assaault on
Midway was 9 small that itslossdoes nat affed the
other scenarios.

Helpful suggestions: Volkmar Bose, Eugene Gesner, Brian
McCue.



1. The South Pacific Campaign

Thisisthe scenario that links the standard four Solomon Seascenarios.

Battles:

Cora Sea

Eagern Solomons

Santa Cruz

Naval Battle of Guadalcanal

Separation

Eastern Solomons takes placel4 weeks after Coral Sea Santa Cruz takes place8 weeks after Eastern Solomons.
Naval Battle of Guadalcanal takes place2 weeks after Santa Cruz.

Special Rules: Use 7.1 (Midway Happens). 7.3 (Victory at Midway) isnot used.

Delay: Sincethe later threebattlestook daceon the initiative of the Japanese (who hed to bring troops to Guadalcanal),
the Japanese player can, if so desired, let any of these scenarios except Santa Cruz take placeone week later (i.e., if a
ship that would be present were repaired after one alditional week, he can add it to his stup). All later scenarios are
asumed to be shifted by the same anourt, i.e., there isno change. The Allied payer nead na be told abou this
dedsion (he would na have known historicdly either why the battle would have been delayed). Sara Cruzisan
excetion sincethat battle wastriggered by the incorred information the Japarese Navy receved from the Japarese
Army.

Port Moresby: If the Japanese player achieves the “automatic” victory condtions in the Coral Seascenario, Port
Moresby (“PM”) is considered a Japanese base in all | ater scenarios, and Gili -Gili and Bunado nd exist. The Allied
planesthat start in PM are set upin Australiainstead. Also, the Japanese have four TT units avail able (exadly four, not
four added to ariginal setup) to uroad at Guadalcanal in every subsequent scenario. (Representing troops not needed in
New Guinea.) Conwversely, the Alli es have the foll owing auxili ary airfields avail able: Maredba (hex L14), Cooktown
(K14), Coen/lron Range (114) All have cgadty 6 and 2AA. Maredha dso has SPcagpahility, and the origina PM
PBY seach paths are set upthere. (Cairnswasan Australian PBY base.) It is suggested to use the arstrike and
Rockhampton/Townsvill e displays for these bases, arranging danesin verticd “stripes’ for ead airfield. Invert
aircraft on CAP or placethem diredly on the map.

Other outside events influencing carrier presence:

- Wasp, Saratoga, and North Carolina ae not included after Eastern Solomons (Wasp was sunk by a submarinein
October and the other two were heavily damaged in such incidents).

- In the Santa Cruz and Guadalcana scenarios, roll adie. On aroll of 1-3, include Hiyo in the setup. On aroll of 4-6,
do nd include her in the Japanese setup. (Steislying & Truk with engine problems.) On 4-6, do.

Shopgngfor flight dedks: If the Alli es are reduced to noavail able cariers, they can use Victorious, Longlsland, and
Altamaha (starting with full plane cmplements) until at least one US CV isavailable. Thisisnat pasgblefor the
Naval Battle of Guadalcanal if this condtionisacdieved at Santa Cruz. (Because the time after the Battle of Santa
Cruzwastoo short to have brought these shipsinto front line service) If the Japanese have taken Port Moresby,
Victorious (only) is aready avail able oncethe Alli es are down to ore carrier (the British worrying abot a threat to
Australia).

Victory Conditions

Court victory paints. The player with the higher total wins. However, the Japanese win if the Allieslose dl CVs
before the Naval Battle for Guadalcanal.

2. The Guadalcanal Campaign

Thisisfor playersthat consider Coral Seato be abit remote from the rest, causally and temporally, and want to pay
out only the adual battles of the Guadalcanal campaign. Play like Campaign Sequence 1, except that you start with the
Battle of the Eastern Solomons and ignare the Midway Happens rule.




3. The Great Battles of 1942

Thisisthe canpaign sequencethat links the standard four Sdomon Sea scenarios, but also includes the Battle of
Midway for owners of Victory at Midway.

Battles:

Cora Sea

Midway

Eadern Solomons

Santa Cruz

Naval Battle of Guadalcanal

Procedure

The same & for Campaign Sequence 1. For Midway, play throughthe Victory at Midway standard scenario using rule
7.3. All Japanese cariers that survive the Midway scenario will be added to the later scenarios.

Separation

Midway takes place3 weeks after Coral Sea Eastern Solomons takes place10 weeks after Midway. Santa Cruz takes
place8 weeks after Eastern Solomons. Naval Battle of Guadalcanal takes place2 weeks after Santa Cruz.

Special Rules

All spedal rulesfor Campaign Sequence 1 hdd, except (of course) for the Midway Happensrule: Delay, Port
Moresby, Outside Events, Shopgngfor flight dedks. Any carier repaired in time dter Coral Sea ca participate in the
Battle of Midway, and any carier of both sides that survives Midway can be used in the later scenarios sibjed to the
restrictionslaid down for Wasp and Saratoga.

Emergency repairs: One damage marker onaUS CV can be removed for free dter Coral Sea All other Allied repair
times are considered to be reduced by 1 week asfar as participation in the Midway scenario is concerned (because the
battle took place so close to Pearl Harbor that ships could be on station near Midway within threedays).

Victory at Midway: Userule 7.3 to play Midway.

Dedsive Battle: To prevent any canny |IN player from holding their carriers back at Midway so asto be asaured of
their usein the later scenarios, .the following hdds: If any CV in the Midway scenario that survives undamaged has not
at some point had some of its planes participate in a strike on Midway Island, the game is automaticdly forfeit.
(Yamamoto haslost confidencein himself and has resigned from his post.)

Proteding Peal Harbor: If the Japanese take Midway, the US player seaetly rollsadie. On aresult of 1-5, remove
50% of all US land-based aircraft stepsin the later scenarios. On a 6-10, remove 33%. Thisdoes not apply to
Hudsons, P-40, Beaufighters, and Beauforts, which are Australian. (The removed aircraft haveinstead remained
behindto bdster the defense of the Hawaiian Islands aganst potential |ater attacks.)

Victory Conditions

Court victory paints. The player with the higher total wins. However, the Japanese win if the Allieslose dl CVs
before the Naval Battle for Guadalcanal. Also, if the US has no cariers remaining after Midway, thereisno reed to go
shoppngfor flight dedks, theinvasion d Guadalcana never happens and the Japanese win. Finally, the USwin if all
but two of the Japanese CV's have been sunk.




