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Setup and Planning:

First I would like to thank Craig and David for the great game! As I saw it I had three critical factors to deal with in order to achieve a successful invasion of Wake. Not being sure of the USN OOB I felt that I had to play it safe. The first factor to contend with was deciding if I would try to prevent his reinforcement of the Wake Island garrison. I looked at this way, if I decided to interdict his operations I would have to set  a course to the east of the island. If I did this I would remove my CVs’ from the most important protection that they had. The land based air at Marcus! Land based air is critical when operating a CV TF that may encounter a very hostile enemy, loaded with bombs and torps and just waiting to put the sons of Nippon on the bottom. So I kept my CV TF well within the reach of our land lubber airedales! Just to keep my opponent honest and to keep him wondering I placed several submarines in Hawaiian waters. They even got a shot off as the US TF’s were putting to sea! Nothing shakes up a captain like being attacked in local waters. So my initial plan was an offensive defense!
The second factor I considered was. What to do once he landed troops and aircraft at Wake? The way I looked at it is, once his reinforcement began and if my scouts picked this up I would slam him with everything I had, but not chase him beyond my land based air umbrella. So after some initial air raids from Marcus, just to let him know I was there! I decided to hold off and not waste my limited resources. I knew that he would get points for successfully landing reinforcements from USS Tangier and for landing additional aircraft but if I could inflict some damage on him in the process I would be in a position to negate his success by successfully invading the Island. Any aircraft landed would be destroyed by my invasion force thus giving me the points.
The third factor was the invasion of Wake itself. I knew that once the SNLF boys started going ashore that my worthy opponent would hit with everything he had. So I decided to play it safe. Keeping all the other factors in mind I kept my forces concentrated and well within the reach of Marcus until the final phase of the game. I had also hoped that as we neared the end that the US fleet would be running into fuel problems while my fleets were refreshed after fueling up at Marcus.

Let the Games Begin:
As the USN departed Pearl one of my sub TFs’ managed to get in a shot. I would have loved to have been on the bridge of one of their CVs’ when the fish was in the water! After that I dispatched a sub TF to Midway. While the transit would be long I was hoping to catch some cripples or ships low on fuel after what I thought would be the main engagement but the plan never paned out.
Just to keep the USN on their toes I planed and executed several air strikes against Wake hoping to whittle down the defenses. All in all the strikes were pretty effective.

The rest of the opening moves were geared towards getting all the TFs’ in place in order to execute my plan.

Mid Game:
As predicted the US fleet conducted operations to reinforce Wake! Once I picked up the Tangier TF I hit them with everything I had. The strikes did not go as well as I wished, Tangier succeeded in reinforcing Wake, but I did get to mix it up with an American carrier that was supporting the operation. Although I did not know it at the time I managed to inflict a good deal of damage basically getting a mission kill. So far so good. No major damage to any of my mission critical forces and my invasion force was preparing to conduct operations.

End Game:

As landing operations began the USN started getting more aggressive! It was really hard to hold back my CV TF till the end when I knew that I would have to go all out in order to succeed with my plan. The US flyboys were giving my transports a pretty good beating. Toward the end of the game I then moved my CV TF nearer the action providing some CAP for the Invasion TF. My search assets were increased and I managed to find the CV conducting ops against my TF invading Wake. So on the next to last turn I launch an all out air strike! Some of my strike package got lost while the crews that made it to target were really chewed up by the AA and CAP. I knew that  it was pressing my luck going for the CV in consideration of his AA defenses but I knew that the game was close enough that I may have really needed to heavily damage another carrier and historically we all know that no strike commander would attack a cruiser or destroyer when there was a nice fat CV around. In the end this strike was a failure but I did manage to successfully invade Wake and with the earlier carrier engagement managed to inflict enough damage to come out with a marginal win.
All in all it was a great game! I tried playing it historically and not by bean counting! I did things that may have seemed odd from a gamey point of view but after studying naval history for so long I felt I had to play like I thought a real admiral would have conducted operations. It proved one thing very well and that is that the game does produce creditable results and you can use realistic tactics and be successful. While the game was extremely close just think back to how many carrier engagements during WWII and naval engagements, in general, throughout history were a close won victory.
Anybody who gets to play with either of these two gentlemen are in for a treat. The game was superbly refereed and Craig is an excellent strategist and a real gamesman!   
