“Forgotten Victory”: Battle for Wilkes Island

Introduction/Background/Teaser
In early December 1941the Japanese were achieving victory after victory in the Pacific.  One Allied strongpoint after another fell to the forces of the Rising Sun.  Only one outpost on a tiny coral atoll defied the Japanese...Wake.  The members of the USMC 1st Defense Battalion and VFM-211 handed the Japanese their first setback of WW2.  On 11 December 1941 after several days of preliminary aerial bombardment, the Japanese landing forces were repelled by the accurate fire of the USMC coastal artillery.  (This was the only time in WW2 that an amphibious landing was stopped by coastal fire.)

 

Admiral Kajioka, the Japanese officer tasked with taking Wake, returned on 23 December 1941 with more forces than he had on the 11th.  In an attempt to surprise the USMC garrison, he had his forces land in the pre-dawn darkness without a preparatory barrage.  His ploy almost worked as his forces weren’t spotted until they were close to shore....but the Marines were ready.  Starting before dawn and lasting after noon on 23 Dec 1941, United Stated Marines and Imperial Japanese Special Naval Landing Forces fought each other for control of Wilkes Island (part of Wake Atoll).  

 

Will the SNLF troops secure yet another victory for the Emperor?  Or will the gallant defenders achieve a second miraculous victory and give the American people a Christmas present of hope?

Scenario Description 

Under the cover of the load surf and the pre-dawn darkness of 23 Dec 1941, Japanese from the Takano Unit of the Special Naval Landing Forces (SNLF) landed on Wilkes Island.  The US Marines defending this island were spread very thin and only detected the Japanese as the landing barges were unloading.  They took the Japanese under heavy machine gun and rifle fire (not to mention the aborted grenade attack on the landing barges!).  However, the Marines faced superior numbers and executed a fighting withdrawal during the remainder of the darkness.  

The Japanese forces seized the four 3” anti-aircraft guns and probed west toward the 5” coastal guns that repelled Admiral Kajioka’s force on 11 Dec.  However, stiff resistance from the US Marines prevented the Japanese from taking this gun position and they fell back to the 3” guns to await daylight

As daylight approached, the USMC forces were preparing to assault the Japanese.  Since the USMC forces were separated and the communication lines had been cut by the Japanese, the attacks were not coordinated but, seridipously, they were simultaneous.  The attacks came from all three land-ward sides (North, East, and West).  

From the West (Japanese left flank) came Captain Platt’s unit, two (2) 0.30-cal MMG teams, and Gun #9 (0.50 cal HMG position).  These units start at the edge of the brush-line and 18 inches from the enemy.

From the North (“top” of the Japanese salient), came the two (2) gun crews of Battery L.  These units start in the edge of the brush on the far side of the road.  They don’t have LOS to the enemy position because of the other brush-line between the road and the 3” gun positions.

Finally from the East (Japanese right flank) come the units lead by LT. McAlister and WO McKinstry (with McAlister on McKinstry’s left).

Scenario Objective

Both sides have the same objective: eliminate the other force.

Terrain Details

There is not much by way of terrain in this scenario.  Here’s a short description of what there was and how it affects game-play.

Brush 

· has a cover modifier of 2

· blocks LOS

· figures can “see” 6 inches when inside (but not see out/in unless at the edge)

· counts has “linear obstacle” when close assaulted from the open

3” Gun Emplacements
· blocks LOS

· no cover modifier when outside…no LOS when inside (these emplacements were too deep to be fought from)

0.50 cal HMG Emplacement
· does not block LOS

· cover modifier of 4

· counts has “linear obstacle” when close assaulted from outside

Trucks (I added some to my games for “looks”)

· does not block LOS

· cover modifier of 2

Optional Rules

To make things more interesting, the following optional rules can be added to the scenario:

1) Since the attack by the USMC forces caught the Japanese forces unawares, there is no initiative roll for Turn One (the USMC side automatically has initiative

2) Give the Japanese forces in the “open” a cover modifier of 1 (this accounts for the fact that the beach had numerous shell holes from the days of preparatory bombardment and had lots of coral “boulders” strewn about).

3) Make up cards for each Japanese unit.  When it is the Japanese-side’s turn, have the player flip a card to determine which unit is activated (this mimics the confusion on the part of the Japanese in reaction to the unexpected attack from all sides).

4) Notice that I’ve listed all units by squads not teams.  This was done to increase the “flow” of the game.  The units can be broken down by teams if desired.

5) Add a turn limit of 6-8 turns for the USMC to wipe out the Japanese so they will be free to help the fight on Wake proper.

Force Lists
	Unit Summary

	#
	SNLF
	Points
	USMC
	Points

	1
	Platoon #1 – HQ Team
	55
	Capt Platt
	86

	2
	Platoon #1 – Squad 1
	176
	0.30 cal MG #1
	88

	3
	Platoon #1 – Squad 2
	176
	0.30 cal MG #2
	88

	4
	Platoon #1 – Squad 3
	176
	0.50 cal MG #9
	88

	5
	Platoon #1 – Squad 4
	176
	Btty L – Gun 1
	165

	6
	Platoon #2 – HQ Team
	55
	Btty L – Gun 2
	165

	7
	Platoon #2 – Squad 1
	176
	Lt. McAlister
	121

	8
	Platoon #2 – Squad 2
	176
	WO McKinstry
	264

	9
	Platoon #3 – Squad 3
	176
	
	

	10
	Platoon #3 – Squad 4
	176
	
	

	
	10 Units
	1518
	8 Units
	1065


Note: since the forces are based on what was there historically, the points are for reference only.  Also, I had to do some “guesstimation” one these numbers because they’re not typical forces.  Finally, remember that see “note 4” in the Japanese force section.  There one can see that the SNLF squads are reduced to account for the night-time combat.

Japanese Forces

Two (2) companies of Special Naval Landing Forces…each comprised of one (1) HQ unit and four (4) Rifle Platoons as shown below.  All forces are “elite”.  The Japanese forces start the game positioned between the 3” guns and the surf.  Make sure to place them at least 18” from the USMC positions.

SNLF HQ Unit (x 2) [55 points each]

	Rank/Role
	Qty
	ACC
	CC
	Guts
	Weapon
	Class
	Range
	ROF
	AP
	MM

	Chui (Lt)
	1
	5
	6
	11
	Pistol/sword
	0
	10
	2
	6
	-

	Joto-Heiso (NCO)
	1
	5
	5
	10
	Rifle
	2
	30
	2
	7
	-

	Nitto-Suihei (Pvt)
	4
	5
	5
	7
	Rifle
	2
	30
	2
	7
	-


SNLF Rifle Platoon (x 8) [176 points each]

	Rank/Role
	Qty
	ACC
	CC
	Guts
	Weapon
	Class
	Range
	ROF
	AP
	MM

	Suihei-cho (Cpl)
	1
	5
	5
	9
	Rifle
	2
	30
	2
	7
	-

	Nitto-Suihei (Pvt)
	1
	5
	5
	7
	LMG
	2
	48
	3
	7
	-2

	Nitto-Suihei (Pvt)
	12
	5
	5
	7
	Rifle
	2
	30
	2
	7
	-


Notes:

1) AP for all Japanese weapons is downgraded to “7” due to the historical poor performance of the ammo

2) The “Class” column corresponds the table I made that details the effects on a weapon’s range and ROF.

3) When the optional “Morale Reactions” rules for Japanese forces (as detailed in the Red Sun, Red Death supplement) are used, SNLF forces use the “Frenzied”.

4) To account for the loses that SNLF forces took during the landing and night’s fighting, roll eliminate D3 figures for each HQ unit and D6 for each rifle platoon.

US Forces

The USMC forces consist of several units spread out around the “pocket” of Japanese SNLF troops.  The units are listed by their “dispositions”. All forces are “elite”.  Note that even though the historical forces included a spattering of civilian volunteers, I’ve just treated them as Marines for simplicity.  I still left the forces as “elite” because all accounts show that the civilians acquitted themselves very with much élan.

The US Marine units are as follows:

From the West (4 units):

Captain Platt [~(66 + 20) points]

	Rank/Role
	Qty
	ACC
	CC
	Guts
	Weapon
	Class
	Range
	ROF
	AP
	MM

	Captain Platt
	1
	5
	5
	11
	Pistol
	0
	10
	2
	7
	-

	Gunny
	1
	5
	5
	11
	Thompson
	1
	15
	3
	6
	-

	Sgt
	1
	5
	5
	9
	Thompson
	1
	15
	3
	6
	-

	Pvt
	6
	5
	5
	7
	Springfield '03
	2
	30
	2
	8
	-


Corporal Johnston’s MG team (x 2) [~88 points each (used 0.50 cal value)]

	Rank/Role
	Qty
	ACC
	CC
	Guts
	Weapon
	Class
	Range
	ROF
	AP
	MM

	Cpl Johnston
	1
	5
	5
	8
	Thompson
	1
	15
	3
	6
	-

	Pvt
	1
	5
	5
	7
	0.30 cal MMG
	2
	75
	5
	8
	-3

	Pvt
	2
	5
	5
	7
	Springfield '03
	2
	30
	2
	8
	-


Gun #9 (0.50 cal) [88 points]

	Rank/Role
	Qty
	ACC
	CC
	Guts
	Weapon
	Class
	Range
	ROF
	AP
	MM

	Cpl 
	1
	5
	5
	8
	Thompson
	1
	15
	3
	6
	-

	Pvt
	1
	5
	5
	7
	0.50 cal HMG
	4
	75
	3
	9
	-3

	Pvt
	2
	5
	5
	7
	Springfield '03
	2
	30
	2
	8
	-


From the North (2 units):

Battery L Gun Crew (x 2) [~165 points each]

	Rank/Role
	Qty
	ACC
	CC
	Guts
	Weapon
	Class
	Range
	ROF
	AP
	MM

	Sgt
	
	5
	5
	9
	Thompson
	1
	15
	3
	6
	-

	Pvt
	3
	5
	5
	7
	BAR
	2
	48
	3
	8
	-2

	Pvt
	5
	5
	5
	7
	Springfield '03
	2
	30
	2
	8
	-


US Forces (continued)

From the East (2 units):

Lieutenant McAlister [~121 points]

	Rank/Role
	Qty
	ACC
	CC
	Guts
	Weapon
	Class
	Range
	ROF
	AP
	MM

	Lt. McAlister
	1
	5
	5
	11
	Pistol
	0
	10
	2
	7
	-

	Sgt
	1
	5
	5
	9
	Thompson
	1
	15
	3
	6
	-

	Pvt
	1
	5
	5
	7
	BAR
	2
	48
	3
	8
	-2

	Pvt
	7
	5
	5
	7
	Springfield '03
	2
	30
	2
	8
	-


Warrant Officer McKinstry [~(121 + 66 + 77) points]

	Rank/Role
	Qty
	ACC
	CC
	Guts
	Weapon
	Class
	Range
	ROF
	AP
	MM

	WO McKinstry
	1
	5
	5
	11
	Pistol
	0
	10
	2
	7
	-

	Sgt
	1
	5
	5
	9
	Thompson
	1
	15
	3
	6
	-

	Pvt
	4
	5
	5
	7
	BAR
	2
	48
	3
	8
	-2

	Pvt
	10
	5
	5
	7
	Springfield '03
	2
	30
	2
	8
	-


Maps

Map 1 - Black & White Overview (Reference W-2)
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Map 2 - Detailed game board map (part of the map from page 467 of Reference B-1)
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Note that I’ve outlined the game board in pencil.  Each square is 2’x2’ on my game board 

Author’s Notes

I researched and designed this scenario as part of the Greater Pacific War Project.  My research included extensive web searches and the reading of several books.  A list of references is included at the end of this document. 

 
I’ve run this game several times.  These “play tests” resulted in several “tweaks” to the scenario.  The play-time for these games has been slightly more than 2 hours.  The last time I ran is (Fall In 2006) was the most fun.  The game was very well-balanced with the outcome in doubt until the very end.


Historically, the USMC forces wiped out the Japanese to the man (excepting the 3 POWs taken for intelligence purposes.  In fact, after the fight was over, The Marines noticed a group of people carrying a white flag approaching from Wake Island.  He assumed that this was the Japanese coming over to surrender.  How wrong he was.  The battle on Wilkes was the only battle the US won in this fight.  Captain Platt’s men were forced to surrender shortly after their victorious effort on Wilkes.

Another thing to mention is that I feel that this scenario is a great introduction to the Disposable Heroes rule-set.  The main reason for this is that there are no vehicles or any in-direct fire.  This means that the only rules the players need are the basic infantry rules (moving, firing, morale, and close-combat).


I cannot recommend strongly enough that player’s use the optional “Morale Reaction” table in Red Sun, Red Death.  This really gives the battle a truly Pacific Theater of Operations “feel”.


Have fun and good gaming!
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