Coral Hell: Taking the Beach at Peleliu

A Scenario for Red Sun, Red Death
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Situated in the Palau Island group in the South West pacific, the tiny island of Peleliu was the site of one of the bloodiest battles in the Pacific Theater of operations. The island was home to a Japanese airfield that General Douglas MacArthur considered a threat to his plans of returning to the Philippine Islands. The 1st marine Division was chosen to lead the attack on the island in an operation named Stalemate II. Commanding the First marine Division was Major General William H. Rupertus, who believed that the battle would be over in a couple of days. The 1st, 5th and 7th Marine Regiments would make their landing on Peleliu on September 15, 1944.

The Japanese on the island was commanded by Colonel Kunio Nakagawa, a veteran of China and a pioneer of new defense techniques. Colonel Nakagawa had vowed to make the defense of Peleliu as bloody as possible for the invading Marines. Nakagawa and the Japanese on the Island was all from the 14th Infantry Division a unit that had been ordered to the island in the months prior to the Invasion. The 14th Infantry Division was a tough unit that had successfully taken part in numerous campaigns on the Asian mainland. When Col. Nakagawa arrived on the island he set about building defenses on the beaches that were most likely to be the target of the invasion.

Peleliu itself was characterized by its dense jungle and coral reef that surrounded the Island. Colonel Nakagawa knew that no transports would be able to get close enough to the island to deliver troops and used this natural obstacle in his defensive plans. If the marines were to come ashore they would have to use amphibious tractors known as LVTs. The LVTs would need to cross 600-800 yards of coral before coming ashore the island. Colonel Nakagawa had his men lay a minefield within this coral reef just off the beaches. The mines numbered about 500 and were to be detonated by observers inland by wires that connected the observation posts to the mines themselves. Nakagawa also oversaw the construction of fortifications along the beaches, these included log bunkers for machine-guns, concrete bunkers for anti-tank guns and anti-tank obstacles to slow down armor coming ashore. The island also had a massive coral massif that ran from the north of Peleliu to the south and stopped about 2,000-4,000 yards from the beaches. When the Navy had taken Reconnaissance photos of the massif that would later become known as the Umurbrogol Pocket, it appeared to be a gently rolling hill but was in fact a nightmarish type of terrain in which the Japanese defenders had constructed an intricate series of tunnels and bunkers.
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The island of Peleliu, 1944
On September 15 the Marines hit the beach at 0832, only 2 minutes behind schedule. The Japanese on the island uncharacteristically held their fire at the incoming LVTs so they wouldn’t give away their position to the ships and aircraft supporting the assault. The 1st marine Regiment would attack Peleliu on the northern most beaches of the landing. It was the 1st marine Regiment’s job to disrupt the defenses to the north and cut off the Japanese and prevent them from launching a counter-attack once the airfield was seized. The 5th Marine Regiment would attack the center beaches, and seize the airfield. The 7th Marine Regiment would assault the southern most beaches and clear the defenses south of the airfield.

Coral Hell
The Coral Hell scenario is between a Marine Platoon (USMC) and a Japanese Platoon (IJA). The Marines have just landed on the beach and have moved slightly inland until they have come under fire from the Japanese Defenders. The Objective for the Marines is to neutralize the Japanese in as short a time as possible. The objective for the Japanese is to cause as much damage to the marines as possible and to delay them for as long as possible. Coral Hell uses Tripwire (pg. 47 Disposable Heroes & Coffin For Seven brothers), Japanese infiltrator “Pop-Ups,” and Fortifications (pg. 7 and pg. 14 Red Sun, Red Death) Optional Rules. Other optional rules may be added, but it is recommended that at least these three be used. It is recommended that the Marines have 500-1000 points in the scenario; the Japanese should have ½ of the total Marine points. The Marines should be considered (V) Veteran; the Japanese should be considered (E) Elite. The Japanese get two Japanese HMG Loghouse bunkers as shown on page 15 of Red Sun, Red Death. The Marines should not have LVTs for this scenario; all of the LVTs are either destroyed or are busy evacuating the wounded, neither side should have tanks.  
Setup: Coral Hell takes place on a 6’ X 4’ (or Larger) table. The terrain must be set up before deployment. The terrain on the Marine side of the table should be sparse but should gradually get thicker until it gets fairly dense on the Japanese side of the table.

Objectives: The Japanese have two Machine-gun bunkers that must be destroyed by the marines. The Japanese must prevent the Marines from destroying these bunkers otherwise the Marines will have cleared the beach and prevent a counter-attack from occurring.

Turns: Coral Hell has a varying turn limit. At the beginning of turn 4 but before Initiative is rolled the player who last activated a unit rolls a D10 which has the following result:
	D10 Result: 1-7
	D10 Result: 8-10

	Outcome: The Japanese forces have not yet been able to launch a counter-attack. The battle continues.
	Outcome: The Japanese have launched their inevitable counter-attack the battle comes to an end. Refer to the

Victory Conditions table to see the results.


If a result of 1-7 was the outcome of turn 4 then at the beginning of turn 5 but before Initiative is rolled the player who last activated a unit rolls a D10 which has the following result:

	D10 Result: 1-3
	D10 Result: 4-10

	Outcome: The Japanese forces have not yet been able to launch a counter-attack. The battle continues.
	Outcome: The Japanese have launched their inevitable counter-attack the battle comes to an end. Refer to the

Victory Conditions table to see the results.


If a result of 1-3 was the outcome of turn 5, then at the end of turn 5 the game ends the Japanese have launched their inevitable counter-assault the battle comes to an end. Refer to the Victory Conditions table to see the results.

Deployment Zone: The deployment zone for the Marines is 10” wide along the Marine Board Edge. The Japanese Deployment area is anywhere on their half of the Board. The two Bunkers have their own Deployment areas. One Bunker must be placed in Japanese Deployment Area A and one must be placed in Japanese Deployment Area B.

[image: image3.png][ —— Ipanese Deploymertrea

Maine Deplgnenthea




Deployment: The Marine player deploys all of his units first, then the Japanese Player deploys his units and finally he deploys the two bunkers. Any unit capable of deploying off-board such as mortar or artillery must be declared to be off-board during that player’s deployment.

Initiative: After Deployment but before players roll for Initiative the Japanese bunkers get a free Firing phase against each Marine Unit. Resolve this firing phase as you would Snap Fire with the following differences. Both of the HMGs in the bunkers fire on the unit (they still suffer the ½ ROF as usual. The range of this Snap Fire is 75” and only one bunker can only fire on one Marine Unit (i.e. Bunker A cannot fire on a unit Bunker B has already fired at.) No LOS is required to make this Snap Fire action instead Marine units get fired upon by the Bunker they are closest to. All other actions during this phase is treated just like a normal Firing phase including taking Guts Checks. Any failed guts Checks results are carried over to the first turn of the game, Units that Rout! are removed before the first turn. This Snap Fire Phase represents the gun fire the Marines received while unloading and moving up the beach to where they are now.
The First Turn begins by each player making an initiative roll applying any results from the pre-game Snap Fire. The winner decides to go first or second.

Victory Conditions: How well the Marines do depends on whether or not they destroy the Japanese Bunkers and how much of their total force they lost doing it. How well the Japanese do depends on how many Bunkers they lost and how much of the total marine Force they were able to destroy.
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Japanese bunker at peleliu

Victory Conditions Table
	Major Marine Victory
	Both bunkers were destroyed, less then ¼ of the total Marine force destroyed.
	Major Japanese Defeat

	Minor Marine Victory
	One bunker destroyed, less then ½ of the total Marine force destroyed.
	Minor Japanese Defeat

	Stalemate
	One bunker destroyed, more than ½ of the total marine force destroyed.
	Stalemate

	Minor Marine Defeat
	No bunkers destroyed, less than ½ of the total Marine force destroyed.
	Minor Japanese Victory

	Major Marine Defeat
	No bunkers destroyed, more than ½ of the total Marine force destroyed.
	Major Japanese Victory


Historical Outcome

The 1st Marine Regiment ended up getting stopped at the beaches and made no real progress during D-Day. The 5th marines in the center moved in and secured the airfield from the Japanese repelling a counter-attack of tanks supported by infantry later in the day. The 7th Marine Regiment made some progress in the south but the Japanese defenders made them pay for every foot of land. During D-Day the objectives were not reached by the marines in either the North or the South of the island. 


The battle of Peleliu would end up lasting until November 27, 1944. The Marines on Peleliu suffered 6,526 casualties over 5,000 of which were suffered by the 1st marine Regiment. The Japanese suffered an estimated 10,900 casualties. The USMC won the battle but the Japanese extracted a heavy toll.
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Marines at Peleliu
