
ALEUTIANS CAMPAIGN AFTER ACTION REPORT 4-23-07
* We chose the standard orders of battle and rules for this AAR, with the exception that optional rules 16.5 (“Fickle Finger of Fate”) and 16.7 (“Increased Japanese Naval Commitment”) are allowed.

Turn 1 - After completing the setup, we started on Turn 1 during the Air and Naval combat stage, as required by the rules.

Japanese Phase 1: The first phase of the first turn is an interesting time.  Neither side yet knows the full strategic situation due to the Battle of Midway not having resolved yet, nor do they know their respective objectives for the campaign.  The first Japanese phase deliberately limits each side to their historic, limited initial missions, which for Japan was to bomb Dutch Harbor and the Allies, to defend.

The Japanese attack Dutch and shoot down a defending P-40 but with no other results.

Light Japanese land units conduct amphibious operations to land on Kiska and Attu, and the main Japanese Task Force retires to Kiska at the end of their phase, where they are joined by Carriers Zuiho and Zuikaku.

Allied Phase 1: The Allies spend their first phase realigning forces, moving transports to the Seattle holding box while holding Cruiser forces in Task Force 1 near Kodiak island.

Battle of Midway Results Determination:  By die roll, it is now determined that Japan has won the battle of Midway!  
Game Strategy Determination:  Japanese strategy is next determined to be ‘Defend Japan’, and Allied Strategy a ‘Holding Action’.

This is not entirely satisfactory to either player.  Japan has, due to the Midway result, a fine chance to really rule the board, but upcoming reinforcements and the all-important supply will make any such operations quite challenging.  The Allies are stuck with their reinforcements severely delayed by three turns, limited supply initially, and strong Japanese forces to deal with the first couple of turns.
Both sides have the option to later re-roll their Strategy posture, if they are willing to give up a victory point to the other side.

The Japanese player decides to try and run amok and cause as much damage as possible, before his large carrier force is withdrawn at the end of turn 2.

Japanese Phase 2:  Japan pays it’s only supply point to take the second phase.

Task force ‘B’ with the 3 Maizuru SNLF is detected moving into the Cold Bay area and is attacked by Torpedo PBY, but the attack fails. Task force ‘C’ was also detected but all other Allied air was earlier withdrawn to Anchorage and Juneau.  Task force ‘A’ moves to B-7, is detected and attacked by B-17’s, but this also is unsuccessful.

The Japanese make an unopposed amphibious assault on Cold Bay,

All Japanese task forces except ‘D’ retire to Paramushiro.  TF ‘D’ is in D-9, covering approaches to the key Dutch Harbor region.  One zero is flown in to Cold Bay as a defender. 

One U.S. B-24 Recon aircraft is lost due to no in-range major airbase, a mistake in placement that costs dearly albeit temporarily. 
Allied Phase 2:  After paying the supply point, The Allies proceed to shore up their position.  

Task force 3 (with Prince Robert, 1 DD and two Transports) enters the map to Juneau and delivers two supply points.  TF ‘1’ moves to D-2 for protection of the naval lines of communications.  Alaska Scouts are sent to Nome via air transport.  Forward positions near Dutch Harbor are virtually abandoned.

U.S. ‘S’ boat submarine detects Japanese Task Force ‘D’ and attacks Ryuho, just missing.

TURN TWO 

The situation is an interesting one.  The Japanese theater commander has a very strong naval force available this turn and he is an extremely aggressive sort.  There are several potential fat targets.  

Valdez, if bombed would upset supply transport and hobble the Allies for several turns. The naval and air bases at Kodiak might be disrupted.  There are also tempting invasion targets farther east – Juneau and Annette Island.  Two Allied transports are at Juneau.
Japanese Phase 1: TF ‘A’ moves toward Annette island, is detected and attacked by torpedo PBY.  A transport DD is damaged and set ahead on the Turn chart to Turn 6.  Nonetheless, the force is in a position to land a company on undefended Annette.
TF ‘B’ moves a Labor battalion to Cold Bay, with intent to improve the airbase there.

TF ‘D’ moves to B-6 while avoiding detection.  Subsequently, the naval air units make a huge airstrike against Valdez.  Each side loses one fighter, but the Valdez Oil Fire marker is successfully placed despite one Japanese air unit being aborted by the ‘fickle finger of fate’ chits.

Nome is also attacked by air, though without effect.  A minor airbase is established on Kiska.  A Japanese company lands on Annette Island, and one VP is awarded Japan.  Task forces are withdrawn to safer waters.
Allied Phase 1: The Allies evacuate their naval task forces to Seattle and bring on air reinforcements.  Miraculously, Valdez is undisrupted and the oil fire put out.
Japanese Phase 2:  Another precious Supply Point is expended.  TF ‘B’ returns to Paramushiro with the 3 Maizuru SNLF.  An air raid by TF ‘D’ disrupts Dutch Harbor and a Torpedo PBY is shot down attempting to attack it.

Allied Phase 2: is skipped and a Supply Point is saved for use later.  The Allies are on thin supply until at least turn 5, plus must risk a TF every time they want to bring additional SP’s onto the playing area.

The Allies hold back on a second strategy die roll for the time being.  Doing so leaves an element of doubt in the Japanese players mind.  Later, around the middle of the game, the correlation of forces becomes better so at that time it will be safer to try that move.  There is some chance the Japanese may be drawn off their balance meanwhile.

The Japanese now have five Victory Points (VP) and a strong forward position.  They are already thinking of attacking Dutch Harbor next turn.

In retrospect and not yet clear, however, Japan would have been wiser to strike at the transports and airbases around Juneau this turn rather than at Valdez.  This error could have devastating effects later in the game.  Meanwhile, powerful TF ‘D’ is withdrawn.
TURN THREE

Japanese Phase 1:  TF ‘C’ with the 3 Maizuru SNLF and 302nd Infantry from Paramushiro move to invade Dutch Harbor.  Task Force ‘A’ escorts.
The Japanese expend their on Supply Point to make an opposed landing against the U.S. anti-aircraft battalion there, and take the island despite 3 Maizuru being disrupted.  TF ‘C’ returns to Paramushiro.  The Japanese VP total now stands at 7, and if optional rule 17.3.1 were in effect the game would end immediately in an automatic Japanese Victory.

Allied Phase 1: A major airstrike on Dutch Harbor shoots down one intercepting Zero from Cold Bay, and disrupts the 302nd Infantry.  Except for disrupting the port as well, no further damage can be made on Dutch.  Land units can only be disrupted a second time in land combat.

(Japanese do not take a second phase due to supply situation).

Allied Strategy Determination Phase (last for the game): The Allies retake their strategy die roll, paying  +1 VP, but still end up with only a ‘Holding Action’!  No more such die rolls are allowed, and now the Allies must try and win the game without the strong reinforcements of the last couple of turns.  This is very painful.

Allied Phase 2: An airstrike on Cold Bay results in loss of a further zero to one P-38, and the airbase is disrupted.  Seaplanes still operate there though.

The U.S. airbase in Nome has become quite pesky due to the fighters stationed there.  Despite the loss of forward airbases and disruption of Unmak, the allies still obviously have a strong air option; a disconcerting realization.

TURN 4
Japanese Phase 1: TF ‘B’ moves to transport a supply point to Cold Bay to undisrupt the airstrip there.  It arrives undetected and the base reopens to air operations.
TF ‘A’ leaves Dutch intending to shell Nome, but is detected and attacked by submarine.  CL Abukama is targeted (having no defense DRM) and missed.  As there are no DD in the TF, the submarine escapes without being attacked.

The U.S. next attempts an airstrike with five bombers and a seaplane.  One Japanese seaplane (a Rufe, the nautical based equivalent of Zero) intercepts.  Three ships are targeted; Nachi, Kiso and Abukama, and the Rufe defends Nachi.  Both sides lose one seaplane and Abukama suffers eight turns of damage.

Being damned determined despite the battering, TF ‘A’ enters B-7 undetected and successfully disrupts Nome airbase by shore bombardment.  Both TF ‘A’ and ‘B’ return to Dutch Harbor.

Allied Phase 1: The loss of Nome airbase plus the dicey supply situation dictate a major Allied naval withdrawal.  All TF move to the Seattle Box and the turn ends.

TURN 5

Strategic Situation - This is the turn the ALCAN Highway from British Colombia to Anchorage opens.  Hereafter, the Allies can always opt to get their allotted two supply points at Anchorage, unless they choose to use a transport operation to deliver to another base.  Both Nome and Unmak airbases are disrupted, although seaplanes can still operate from Nome port.  Currently it appears too risky to send transport to either of these bases, as any TF would have to pass near the Japanese airbase at Cold Bay (with strong air component) and the naval units at Dutch Harbor.  In addition, Japan stations its submarines and air patrols in the restricted sea passages around D7 and D8.
It is now the middle part of the game, a period when operations are typically overwhelmingly of air type.  The Allies will seek to gradually whittle down the Japanese as well as prevent further dangerous operations by this slow air attrition and generally frustrate the Japanese.  The Allied 11th Air Force was historically strong at this point in time, and it is so in this match.

The victory point total is now ‘7’.  One of these points was won due to Allied attempt to change strategy and cannot be won back.  Therefore, to avoid even a Japanese marginal victory, it will be necessary to take all but a 1 VP island.  Even Paramushiro must fall – a very tall undertaking indeed given loss of Allied reinforcements on the last three turns.  Nonetheless, the stoic Allied player will remain in the game and do all that can be done to win.  At least he reasons, it should be possible to retake Annette Island and then Dutch, Adak, Kiska and Attu and limit Japan to a marginal victory.

The Japanese player realizes he is weak in land and naval forces and subject to attrition in air assets, but nonetheless hopes to pull off a strategic victory somehow.  Spoiling operations seem the order of the day, especially between turns 6 and 10.

Japanese Phase 1: Both Japanese subs hunt the U.S. S-Boat in C-7 but fail to detect.
TF ‘C’ with supply moves to Dutch, is detected by the ‘S’ boat and immediately attacked, but that fails as does the Japanese DD attempt on the ‘S’ boat.

An airstrike is launched, with a Zero and P-38 shot down.  All strikes on shipping miss.  The supply undisrupts two Japanese battalions on Dutch.

Allied Phase 1: The Allies, boosted by certain supply, launch a large airstrike from Anchorage against TF ‘B’ in Dutch Harbor.  Another Zero is shot down and one transport is sunk by bombers (a B-17, B-24 and B-26: 3 points on the Air and Naval Combat Table).
Allied Phase 2: Continuing the theme of truncating future Japanese operations, another airstrike is made, this time on Cold Bay.  The result is the base is disrupted.

TURN 6
Japan now has two supply points accumulated vs 4 for the Allies as of the new accruals this turn.  The Allies showed on Turn 5 how new supply has allowed a deadly expansion of the air war.  
Japan is accruing a few land units back in Paramushiro, whilst the Allies receive Cruiser Indianapolis and Anti-Aircraft Cruiser St. Louis.

Japanese Phase 1: All ships in Dutch Harbor combine into one TF (TF ‘B’), evade detection and arrive in Paramushiro.

Allied Phase 1: The Allies bomb and disrupt the 3rd Maizuru battalion but lose a squadron of B-24’s in fog due to a ‘Fickle Finger of Fate’ chit draw.

Allied Phase 2: Allies again bomb, disrupting the other land unit in Dutch (the 302 Inf.) as well as shooting down a Rufe.

The Allies are able to operate both phases now and still accrue supply at the rate of one additional point per turn.

TURN 7
The Japanese player quietly curses.  If he had gotten a more aggressive strategy posture he might have been able to really disrupt the Allied positions in the Gulf of Alaska.  It is too late now though, as the Allies are gaining strength in units and supply posture.  It also seems too late to re-roll for strategy so a decision is taken not to do that.  The failed Allied second strategy roll seems a bit of good luck and also serves as an object lesson.
Japanese Phase 1: The Japanese player sends a supply sub to Dutch Harbor, successfully escaping Allied detection to deliver the supply point needed to undisrupt the 3 Maizuru and 302.

TF ‘B’ lands the North Chikashima battalion on Adak, capturing 1 VP and bringing the total to +8 VP.

Allied Phase 1: The Allies reform their TF in Seattle box, then attempt an opposed invasion of Annette Island, assisted by shore bombardment from TF ‘2’ (which fails to disrupt the Japanese Independent Company there).  After expending a supply point, the U.S. 5th Regiment goes in with support from a B-24 from Anchorage.  The result is both players units are disrupted.

Meanwhile Dutch is bombed again, once more disrupting the 3 Maizuru.

Allies Phase 2:  Another airstrike on Dutch Harbor results in the loss of a Rufe and disruption of the 302nd. 

On Annette Island, a tough battle results in annihilation of both the 5th Regiment and the Japanese company.  Nonetheless, Japan no longer has a unit on the island and the VP is lost.  VP total again stands at 7.

TURN 8
No more Japanese Rufes can be received as reinforcements.  From this time, Japanese forward air strength will be in steep decline.

Japanese Phase 1:  Japan again uses the supply sub to successfully undisrupt the land combat units at Dutch Harbor.

Allied Phase 1: Cruiser Indianapolis is withdrawn as per the reinforcement schedule.

An airstrike on Dutch Harbor fails to disrupt 3 Maizuru but the last Rufe is shot down.

A minor U.S. airbase is established at Valdez.

Japan relocates the Mavis to Kiska.  

Allied Phase 2: Allied TF ‘2’ moves to Dutch to bombard, evading detection.  Also sent is an airstrike, and both Japanese units there are disrupted.

TF ‘2’ remains at sea in C-7, the start of a naval blockade.

TURN 9
It is now possible for the Japanese to try for the Truk and/or Tokyo task forces, but that player instead opts to wait for a later, more critical time.

Japanese Phase 1:  Supply sub reaches Dutch safely after being detected and exchanging shots with Allied destroyers.  Japanese units there are undisrupted.
With Cold Bay shut down, Japanese options to defend Dutch against invasion very gamey.  Only naval elements available.  The Japanese opt to place subs only in C-7 and hope for lucky shots against transports.

As the strategy is not ‘Invade Japan’, the Allies may not receive the large carrier task force described as a ‘Special’ reinforcement.

Allied Phase 1: The Allied player receives the following reinforcements:  CVE Nassau with one SDB dive bomber unit, Battleships Pennsylvania, Nevada, and Idaho, Heavy Cruisers Portland and San Francisco, an ‘F’ boat submarine unit, and a B-25 and B-24 plus replacement air units.   From earlier turns he also has four infantry regiments, PT Boats, and additional transports.  The S-boat and B-26’s are withdrawn.
Having all this material available puts the Allied side in position to launch strong offensives.  However, that player still feels loss of transports from earlier turns and must be judicious in operations.

One TF with a transport with a supply point moves to Unmak, successfully arriving undetected and undisrupting the base.

A naval bombardment of Dutch Harbor by TF ‘2’ fails but a follow airstrike disrupts both Japanese units there.

TF ‘2’ and ‘3’ return to Seattle box and there is a major realignment of air assets to Unmak.

The Japanese move their remaining spotter seaplanes to Adak.

Allied Phase 2: All Allied TF to C-7 for the invasion of Dutch Harbor.  Japanese submarines and mini submarines fail to detect anything.
An airstrike on Adak results in both sides losing one air unit and the airbase being disrupted.

The Allies expend one supply point to land the 4th and 7th Regiments supported by five air units.  After the column shift for amphibious invasion, the Allies still have a comfortable +10, 11 Advantage (a 66% shot at clearing Dutch this turn).  The Japanese try their luck with ‘Fickle Finger’ but do not achieve.  Rolling a ‘3’, both Japanese units (3 Maizuru and 302nd) go into the dead pile permanently and the Allies subtract ‘2’ from the victory point total.

The danger of being spread too thin in land units now becomes clear to the Japanese player, but it may already be far too late to rectify the problem.

Victory point total now stands at ‘6’.
TURN 10
The Japanese player receives his supply point and one transport.  
The situation is that the Allies have Dutch Harbor and an intact invasion force there.  Two Japanese land units, a Labor battalion and the 301st Infantry, sit bypassed at Cold Bay.  The revived Allied airbase at Unmak is a big threat to Japanese Aleutians positions.

The Japanese player calculates that he can afford to lose one of the three islands in the chain and still win a Strategic Victory.  There is, however, a pressing need to guard against an end run on Paramushiro.  Given the weakness in land garrisons and other forces, it seems more reasonable to try for a Marginal Victory, for which they only need to hold Paramushiro.
Pondering all this, the Japanese player decides to try and roll in one or both of the Special TF, with intend to use to upset Allied forward bases.  This offensive can be adequately if briefly supplied, as 3 Supply Points have been painstakingly accrued.

Japanese Phase 1: The Japanese player successfully rolls in the ‘Tokyo’ TF, benefiting from a -1 DRM due to using 16.7 Increased Japanese Naval Commitment.  This force consists of huge battleship Musashi, with BB’s Kongo and Haruna and CA’s Tone and Chikuma plus one DD.  These elements are formed into TF ‘C’.  Unfortunately the roll for the ‘Truk’ TF with its carriers fails.
A supply sub moves a point to undisrupt Adak, which occurs without event.

TF ‘A’ with a DD transport (mission: pick up 301st in Cold Bay and use to reinforce elsewhere) and TF ‘B’ and ‘C’ (mission: attack transports in Dutch Harbor) move in sequence to C-7.

TF ‘A’ is detected and immediately attacked by air.  There is damage to the transport, which due to the lateness of the game cannot return to action.
Both Allied TF in Dutch are automatically detected (being in port) and a pair of naval surface engagements ensue.  The Japanese TF ‘B’ and ‘C’ escape detection and air attack and thus are able to close on the Allied ships in Dutch, which scramble to leave the harbor and take up battleline at sea.
TF ‘B’ goes against TF ‘1’ (with the transports).  This engagement is described in the separate section ‘Examples of Play’ – one Allied transport and the Canadian DD are sunk to the loss from the game of CL Kiso, which was damaged.

Powerful TF ‘C’ goes against the much weaker TF ‘2’ with it’s cruisers.  TF ‘2’ gets lucky though and manages to evade the Japanese battleships due to higher speed rolls in combat rounds one and two, leaving the force un-catchable.  

Deeply annoyed that his battleships did not have their big day, the frustrated Japanese player uses TF ‘C’ to bombard Dutch during the Amphibious Assault Stage, disrupting the 4th Regiment.

But the Japanese player has been successful in the strategic mission.  The Allies do not have the option of using the Dutch force for invasions this turn and must therefore try and achieve all his objectives on the two remaining game turns.

Allied Phase 1: The Allied player has five Supply Points accrued and again has naval superiority, the Japanese battleship force having had to withdraw after one phase as per the rules.  Japanese naval strength now only consists of TF ‘B’ with Nachi and 3 DD plus TF ‘D’ with one transport.
TF ‘3’ with a supply point and an Engineer moves from Seattle box to Dutch.  A Japanese sub detects TF ‘3’ and attacks but misses.
TF ‘2’ goes to sea on a sub hunt, detecting Japanese mini-subs but fail to sink.

An airstrike takes on Kiska airfield, but due to the ‘Fickle Finger’ result “Bomb a Whale”, the force is weakened and the attack fails.

Japanese Phase 2: The Japanese player successfully moves TF ‘D’ undetected to Cold Bay to pick up the 301st Infantry.

Allied Phase 2: Airstrikes are made on Kiska and Adak, disrupting Adak to the loss of a B-24.  

TURN 11
Japanese Phase 1: TF ‘D’ moving from Cold Bay is detected – airstrikes destroy the DD carrying the 301st Infantry and both go into the dead pile.
Allied Phase 1: The Allies receive heavy Cruiser Salt Lake City, two Transports, and the three regiments of 7th Infantry Division (17/7, 32/7, 48/7) plus air replacements for the P-38 and B-24 shot down last turn.
Faced with the stark reality of a rapidly compressing time frame and impressed with the Japanese players demonstrated ability to disrupt his operations, the Allied player commits to very risky operations in order to achieve his objective of a historical victory.

TF ‘2’ moves to Kiska.

TF ‘3’ leaves Dutch for Kiska, is detected and attacked by Japanese air units.  A P-38 is shot down and the transport carrying 7th Infantry Regiment is sunk!

TF ‘4’ arrives successfully with 17th and 48th Infantry Regiments, 7th Infantry Division.

An airstrike from Nassau disrupts the Labor Battalion.  Shore bombardment disrupts the airstrip.

The amphibious operation is executed using 4th, 17th and 48th Infantry regiments.  Kiska falls!  Victory points now stand at 5 VP.

The Japanese player, low on supply and licking a hundred wounds, passes on his opportunity for a second phase.

Allied Phase 2: TF ‘4’ returns to Seattle.

TF ‘3’ lands the 18th Engineers on Kiska.

Airstrikes on Cold Bay and Adak disrupt the land units there.

TURN 12
The Japanese player has lost his chance for a Strategic Victory but still has a good shot at a Marginal.  It is only necessary to hold onto Paramushiro to accomplish this objective.

Japanese Phase 1:  The Japanese player receives his one Supply Point, three air unit replacements (the two Zeros, the Oscar and the Betty automatically return to play if lost) and light cruiser Abukama returns from repair.
The Japanese deploy one submarine in C-11 (Kiska) to attempt and attrit any Allied units moving from there.  The rest of his subs go to C-15, to defend Paramushiro.

Seaplane scouts are set out in C-14 and D-14.

The Allies must now capture both Adak and Attu and Paramushiro in order to win.

Allied Phase 1: The Allies have a total of 4 Supply Points.  

TF ‘1’ forms in the Seattle Box: BB’s Idaho, Nevada, Pennsylvania, CA’s Portland and San Francisco.

TF ‘4’ in Seattle Box: CA Salt Lake City, 1 x DD and 2 x Transports.  Also, the 32/7th Infantry Regiment.

In Kiska - TF ‘2’ (CL’s Brooklyn, St. Louis, Prince Robert and Prince David and 1 x DD) and TF ‘3’ (1 x DD, 2 x Transports with 4th and 11/7th Infantry Regiments).

The Allied player envisions a dangerous, two phase operation with only a 33% chance of success at best.  The following is an outline of the plan of operations -
I. Air Transport moves a Seabee from Valdez to defend Dutch Harbor.  Airpower remains to defend Valdez and Anchorage etc.
II. TF ‘4’ moves to invade Attu and TF ‘3’ to Adak.

III. TF ‘1’ moves to raid Paramushiro and disrupt the airbase there.

IV. On phase 2, TF’s ‘3’ and ‘4’ will invade Paramushiro.
The ‘F’ boat is placed in C-15.  
The respective task forces move to Attu and Adak.

TF ‘1’ moves to C-15 and is detected in C-14.  The Japanese launch a four plane airstrike but the U.S. lucks out and no ships are hit.  The TF manages to arrive in C-15 undetected, thus avoiding attack by submarine and naval force.

TF ‘2’ next moves to C-15, is detected and the light anti-aircraft Cruiser St. Louis is sunk by subs and Prince Robert is damaged.

B-24’s disrupt the defenders of Attu.

Attu is invaded by the 32/7th Infantry Regiment with air support from Nassau.  Attu falls but the 32/7th is disrupted.

The 17/7th and 4th Infantry regiments land on Adak with four air units supporting.  Adak falls without further loss.
The Allies have only 2 Supply Points left, probably not enough.

Japanese Phase 2: The Japanese expend their last supply point to undisrupt the 303rd Infantry on Paramushiro, thus adding some depth to the defenses there.

TF ‘B’ moves to C-10 (Adak), hoping to attack the transports of TF ‘3’ and thus preempt the invasion of Paramushiro.  Unfortunately, the Allied TF is not in port (no port there) and must be detected.  Detection fails and with it, the mission.

In his last move of the game, TF ‘B’ returns to Paramushiro to await it’s fate.

Allied Phase 2: Chances are slim and none, and such an operation would never have been done by the U.S. in WW-II.  But this is a game and the Allied commander is crazy, so…

Besides, it’s a lot of fun!

TF-3 with 17/7th and 4th Infantry regiments picks up from Adak and moves to C-15 for the invasion of Paramushiro.  The force is detected moving in D-14 and attacked, first by mini submarines and next by four air units – both attacks fail.

The invasion force is undetected in C-15 and make their landing on Paramushiro.  The land combat results in two Japanese defending units being disrupted, BUT the Japanese still have units on the island so Paramushiro is not captured.

The Japanese still have 3 (three) Victory Points, so gain a Marginal Victory.
COMMENTS:
This was a lively and volatile match that could have gone either way.  

In retrospect, the ‘bad luck’ of the Japanese in not obtaining more aggressive victory conditions and the additional units and especially supply doomed that player from achieving greater things.  This was not a mistake the player made, but the problems were compounded by overextending the few available land units.  It would have been wiser to concentrate forces at strong points – Paramushiro and Kiska and Dutch Harbor, especially the former two.  More of an economical solution might have been sought in the delaying actions around the Dutch Harbor area, though the risk there would have been earlier recapture.  The Japanese player did prove highly adept at spoiling operations on later turns, and if luck had gone a bit more his way it is entirely possible he could have achieved a Strategic Victory.

For the Allied player, it would have been better to at least wait awhile before re-rolling for a strategy change.  The extra VP this roll gave Japan was very difficult to overcome.  Also worthy of examination was the correct way the Allied player husbanded his forces in the early turns but later squandered them in costly operations such as the Annette Island fiasco.  It would have been much better there to use two units, giving the ability to absorb disruptions without elimination.  Later Allied operations were increasingly desperate in nature – it is nearly miraculous that player got as far as he did.  

With the optional rules, variable reinforcements and situations, there is a lot of potential in Aleutians Campaign for highly varied games.  We look forward to our next match!
