FLAT TOPS!
These rules give a fast play impression of the great aircraft carrier clashes in the Pacific campaign during World War Two, particularly for the period up to the end of 1942 when the Imperial Japanese Navy (IJN) carriers were still proficient.  Vessels and aircraft used are 1,200th scale. Play is simultaneous for both sides and, to speed play, initial sightings are assumed to have already been made.
SET UP
The opposing fleets are placed at either short end of the playing area. Carriers at the furthest end, separated out by carrier group, then any supporting heavy ships and destroyer screen, if shown. Ship models do not move, they are only representative. The fleets are not deemed to be in sight of one another, indeed often they weren’t even in sight of the other carriers on their own side. They should be spaced apart if that is the case.

Air strikes when in transit are deployed in the centre of the playing area, where they are challenged by any CAP (fighters on defensive Combat Air Patrols protecting the target fleet). Attacking aircraft that pass through the CAP are then moved up to attempt to survive anti-aircraft (AA) defence and engage individual ships.

At the start of the game, players must decide to either launch strikes in the same aircraft numbers as occurred historically, or, if agreed, can determine for themselves how many aircraft they will allocate to each strike, with the recommended provisos that:

- up to 40% of fighters should be held back for CAP;

- a single strike wave should use no more than two thirds of the remaining available aircraft;

- strike waves from one carrier must be launched at least 5 turns apart.
Each player should control one carrier, with a specified number of fighters, dive bombers and torpedo bombers. Players will need to harbour their resources as there are no reinforcements available. 
The engagement is played for up to 20 turns, which allows each carrier two air strikes and a possible third if it still has sufficient daylight or resources remaining. Turns don’t represent a specific period of time, rather they break the engagement up into intervals between significant events. If an engagement stretches over more than one day, each day comprises 20 turns.

The Japanese (IJN) players can meet briefly to determine which turns they will endeavour to launch their strikes (but not how many aircraft they will each send). The American (US) players must determine launches individually. No first strike can be planned to arrive earlier than Turn 3. This commits players to what they have planned, before they roll dice for strike wave arrival. They must then sit back and handle what comes!

STRIKE WAVES
It was not unusual for some or all of a strike wave not to arrive when planned. Some squadrons may go in gung ho, others hang back trying to avoid CAP or just take longer to arrive or not even find the target at all. For instance, on the first day of the Battle of the Coral Sea, both sides’ strike waves failed to find the already spotted major enemy carriers and had to settle for attacking secondary targets. Accordingly, if not attacking their historical target:

· Roll a D6 to determine which enemy task force they will attack, allocating an equal chance of being attacked to each task force.
· Next, for each squadron committed to a strike wave, roll a D6 and record and apply the following:
	Score
	         US Result
	        IJN Result

	6
	Arrive two turns late
	Arrive two turns late

	5
	Arrive one turn late
	Arrive as planned

	4
	Arrive as planned
	Arrive as planned

	3
	Arrive one turn early
	Arrive as planned

	2
	Arrive two turns early
	Arrive one turn early

	1
	Fail to find target
	Fail to find target


Strike wave fighters that don’t arrive in the same turn as their bombers can’t protect them from CAP but can still engage an enemy strike wave they pass that turn.
Any third strike comprising only undamaged aircraft surviving from the first strike can be launched 5 turns after the second strike. Any third strike comprising undamaged aircraft from both the first and second strikes must be launched at least 7 turns after the second strike. 

ALLOCATING CAP (optional rule)
Fighters held back for CAP were not all in the air at once. Fighters currently on CAP can only remain in the air for 5 turns, then must land to rest and refuel. They are then unavailable for the next 5 turns and must be replaced by patrols of other fighters from the CAP group.
Players accordingly must determine how many fighters are on CAP for each block of turns as follows:

· determine Turns 1-5 CAP before start of engagement; 

· determine Turns 6-10 CAP at end of Turn 5; 

· determine Turns 11-15 CAP at end of Turn 10;  and 

· determine Turns 16-20 CAP at end of Turn 15. 

TURN ACTION SEQUENCE
The action sequence each turn is as follows. If you are due to:
1. Determine when strike wave/s will arrive and their target enemy task force.

2. Determine aircraft currently on CAP (use table below & if want to the Allocating CAP optional rule).
3. Deploy any air strikes, by squadron, in the centre of the playing area.
4. Strike waves dogfight.*
5. Opponent rolls for and deploys defensive CAP against attackers and aircraft dogfight.
6. Surviving attacking bombers roll by squadron to determine ship target.
7. Surviving attacking bombers roll against ship AA defence, each still viable bomber rolls to attack a ship.
8. Unused defensive CAP roll to intercept and dogfight retiring attackers, including their fighters.
9. Surviving attackers roll for ditching on the return journey to their carriers.
10. Each side separately determines how many ships remain operational.

*If two opposing strike waves come in sight of one another a player can choose to attack the other strike wave with any fighters accompanying their own strike. After this dogfight these fighters must return to their carrier, they do not continue to accompany their strike wave. This dogfight takes place, and losses from it occur, prior to the attacking strike wave having to dogfight the defensive CAP above the target ships.
COMBAT

For our purposes, representing the individual tactics of ships and aircraft is unnecessary. How successfully they performed is determined by the combat outcome. Combat is abstracted and the number of CAP aircraft in the air that manage to intercept attackers on the way to, or after attacking ships, is determined as follows:
	Score
	For CAP defending ships
	For CAP intercepting 
retiring attackers

	6
	2/3 of allocated CAP intercepts
	1/2 of allocated CAP not already 

engaged in this strike intercepts

	4-5
	1/2 of allocated CAP intercepts
	1/3 of allocated CAP not already 

engaged in this strike intercepts

	2-3
	1/3 of allocated CAP intercepts
	1/4 of allocated CAP not already 

engaged in this strike intercepts

	1
	1/4 of allocated CAP intercepts
	1/4 of allocated CAP not already 

engaged in this strike intercepts


Round numbers up. If roll was too low to achieve any CAP intercept one gung-ho CAP aircraft can still do so. Each CAP aircraft is then lined up against an opposing aircraft. Enemy fighters must be selected first. If the defensive CAP outnumbers the attackers, the defender chooses which attacking aircraft the extra defenders are allocated against. Squadron by squadron, one attacker and one defender then both roll a D6 to determine the outcome. 

If a defender is destroyed or repulsed, a second defender allocated against that aircraft can still dogfight it.
COMBAT TABLE
Roll one D6 for each aircraft vs aircraft or aircraft vs ship AA fire. Add or subtract the combat modifiers, then apply the combat result to the loser, or to both aircraft if a draw.
Roll modifiers:

+1 US dive bomber v ship


-1 Ship that has sustained any heavy hit

-1 US torpedo bomber to July 1942

-2 Ship that has sustained any critical hit

-1 US dive bomber on CAP patrol

-3 Ship that has sustained any catastrophic hit
-1 IJN aircraft v ship to end of 1943

  (count one of these only)
-2 IJN aircraft in 1944/45

-2 obsolete US land-based aircraft in 1942


Combat Result (apply on loser):
	Fighter
	Bomber

	-5 or more
	Shot down
	Shot down

	-4
	Shot down
	Shot down

	-3
	Damaged, misses next patrol 
	Shot down

	-2
	Damaged, misses next patrol
	Damaged, misses next strike

	-1
	Repulsed
	Repulsed

	Draw
	Repulsed
	Repulsed


Damaged aircraft are immediately removed from combat and must return to their carrier, risking ditching.
Attacking aircraft damaged by CAP or AA can be attacked again by CAP intercepting retiring attackers.

Repulsed aircraft are considered driven off, having suffered only negligible or no damage. They still risk ditching. Repulsed CAP aircraft remain aloft for the balance of their 5 Turn patrol (optional rule).
ATTACKING SHIPS

After all air combats are resolved, roll one D6 per bomber squadron to determine which enemy ship/s it will attack:
	Score
	Result

	3-6
	Attack target carrier

	2
	Attack heavy supporting ship (cruiser)

	1
	Attack destroyer screen


Having to attack supporting ships means that the defensive CAP did enough to repel the squadron from its intended target, or that the squadron couldn’t find it. Each bomber aircraft in the squadron then dices off against the ship AA defence. Any bomber aircraft that win then roll to attempt a hit on the ship.

To do so, if they are dive bombers they each place a black explosion marker on the ship then roll a 40K scatter die and a D6 next to it, and if not a direct hit, moving the explosion the number of inches shown on the D6 in the direction shown by the scatter die. If the explosion is now in the water, change the marker to a white one.
If they are torpedo bombers line them up opposite the target and place a torpedo track marker between each aircraft and the ship. These must be at least one inch apart.  Next roll a 40K scatter die and a D6 next to it, and if it wasn’t a direct hit move the explosion the number of inches shown on the D6 in the direction shown by the scatter die. Move the marker 1” per D6 number if Japanese, 2” if US. If the torpedo is still hitting the ship place a black explosion marker against the ship’s hull at that point. If the torpedo misses the ship no explosion marker is placed. 
HITS ON SHIPS
Hits on ships are either Light, which don’t impair operations; Heavy, which can slow a ship or reduce its capacity to launch or land aircraft; Critical, which may stop a ship, making it more vulnerable, or cause fires that may eventually sink the ship (particularly if Japanese); or Catastrophic which means that the ship is afire and largely out of commission. 
	
	Ship Damage Table

	Score
	Result

	6
	Catastrophic hit*

	5
	Critical hit

	4
	Heavy hit

	3
	Heavy hit

	2
	Light hit

	1
	Light hit


* The first time a US carrier receives a Catastrophic hit it is converted instead into a Critical hit in recognition of the heavier armour and better damage control of US carriers.
Explosion markers from Catastrophic, Critical and Heavy hits remain on, or against the hull of the ship for the remainder of the engagement.

DITCHING AIRCRAFT

Attacking aircraft squadrons always suffered attrition as their surviving aircraft made the long journey back to their carriers, particularly if those aircraft had sustained damage in the battle. Accordingly, at the end of a strike, simultaneously throw a D6 for each surviving aircraft in an attacking squadron, using dice of a different colour for any damaged aircraft. On a score of 1 that aircraft is destroyed, either by ditching in the sea or through being written off on its return. An already damaged aircraft suffers a -1 to this throw, as does an IJN aircraft in the fading light of Turns 19 or 20. A US aircraft suffers a -2 in Turns 19 or 20. 
Defending fighters only make this throw if they are damaged.
Attacking squadrons that fail to find their target must still roll for possible losses to ditching.

After all rolls are completed, double ditching losses if the aircraft are returning at night (after Turn 20).

A third strike that would arrive on Turn 19 or later cannot attack, but still suffers losses from ditching.

DAMAGED SHIPS
A damaged carrier must deduct 10% (rounded up) from its allocated CAP aircraft or yet unlaunched air strikes for every Heavy hit it has received, 20% (rounded up) for every Critical hit and 50% (rounded up) for every Catastrophic hit. 
A carrier or heavy supporting ship that receives two Catastrophic hits, or a destroyer that receives one, is considered sunk. 
A heavy supporting ship that receives two Critical hits must withdraw from the battle. 
A destroyer that receives one Critical hit is considered sunk. 

At the end of the first day, players total their losses in ships and aircraft to determine the victor.  Both sides can elect to withdraw at that point and that result holds. Only if both sides elect to resume the engagement does it go into another 20 turns for the next day.
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BACKGROUND NOTES
American torpedoes were less reliable and slower. On occasion the faster of the IJN carriers could even outrun them. At both Coral Sea and Midway, American carriers struck by Japanese torpedoes did not escape eventual destruction.

Japanese aircraft had superior range and manoeuvrability but sacrificed protection for this – they didn’t have armour protecting the pilots or self-sealing fuel tanks. This led to heavy losses in the early battles and catastrophic losses in 1944.

The IJN was far better at coordinated attacks by aircraft from multiple carriers, having practiced this since Pearl Harbor in 1941. American attacks were generally each launched from a single carrier.

IJN tactics were usually to attack simultaneously with dive and torpedo bombers to split the defence and give the slower torpedo bombers more chance of getting through.
Japanese defence of their carriers was however inferior. They took longer to introduce early warning radar, had weaker CAP doctrine and AA capability and poorer damage control. These factors certainly led to their heavy losses at Midway, where four carriers were lost to surprise attacks by US dive bombers. Japanese CAP was also apparently less effective as the radios carried on board fighters were very poor, making it extremely difficult to coordinate aircraft once airborne.
Often CAP was poorly directed by both sides and most of it either failed to intercept attackers or only managed to do so after they had made their attack runs. Many attacking aircraft that survived this phase were lost by ditching in the sea before getting back to their carriers.
Quite often attack waves had difficulty locating earlier spotted carriers and sometimes difficulty locating any enemy ships at all.

The Kido Butai (IJN strike carrier force) was by no means destroyed at Midway, after which they learned to use their larger carriers for offense, supported by small carriers primarily carrying CAP fighters. 

The best intelligence the Japanese got was from long range flying boats, and float planes launched from capital ships. The Americans in addition had radar advantage and could often break Japanese codes and become aware of intended operations though radio traffic, as famously happened at Midway.
To bring in the many smaller incidents that occurred in real life would only overcomplicate the game e.g. attacks by PBYs, small sections of two aircraft and by submarines.

In a nutshell:

· Japanese could launch larger, coordinated air strikes.

· Americans had better CAP and AA defence and better armour on ships and aircraft.

· Americans had better dive bombers but pretty woeful torpedoes.

· Pearl Harbor aside, the Japanese were more likely to be caught by surprise, particularly up to Midway.
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