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Part 1 ς Design Notes by Bill Peters and David Freer (OB Notes)  

 

Introduction 

 5ǳǊƛƴƎ ŘŜǾŜƭƻǇƳŜƴǘ ƻŦ ǘƘŜ WŀǇŀƴ Ωпр hƭȅƳǇƛŎ ƎŀƳŜΣ 5ŀǾƛŘ CǊŜŜǊ ŀƴŘ L ŀƎǊŜŜŘ ǘƘŀǘ ǘƘŜ ƛƴǾŀǎƛƻƴ ƻŦ IƻƴǎƘǳ, 

codenamed Operation Coronet ǎƘƻǳƭŘ ǊŀǘŜ ƛǘǎ ƻǿƴ ǘƛǘƭŜΦ .ȅ aŀȅ ƻŦ нлмфΣ ŀŦǘŜǊ WŀǇŀƴ Ωпр ǿŀǎ ǊŜƭŜŀǎŜŘΣ ǿŜ 

both were at work on άtŀƴȊŜǊ /ŀƳǇŀƛƎƴǎΥ WŀǇŀƴ Ω46 - Coronet.έ David did the extensive work on bringing the 

order of battle file up to a more accurate level. His work on the order of battle file is documented in the Order 

of Battle notes found later in this document. 

 Operation Coronet, the second phase of Operation Downfall, dealt with the invasion of the Japanese home 

island of Honshu which includes most of their major cities.  The island is bisected by mountains and only in 

certain areas do you find inland plains. The Kanto Plain is the largest of these and along with the capture of 

Tokyo was the main objective of the operation. It contains a large amount of farmland (mainly rice) but also 

has many towns which contain factories important to the Japanese war effort. 

Several people contributed to the project which I would like to mention here. Ryan Crierie helped with 

information on the Allied plans and armies, unit armament, etc. while David Michas added in with help on the 

French expeditionary corps info and other items as well. Rick Bancroft joined the team to help on the Tutorial 

ά{ǘŀǊǘŜŘΦǇŘŦέ ŘƻŎǳƳŜƴǘ ŀǎ ǿŜƭƭ ŀǎ ǇŜǊŦƻǊƳ vǳŀƭƛǘȅ /ƻƴǘǊƻƭ ǿƻǊƪ ƻƴ ǘƘŜ ƳŀǘŜǊƛŀƭǎΦ Their assistance helped 

make this project possible and we are greatly in their debt. 

 



Scenario Designer Notes 

 I approached the project with a sense of excitement. Operation Coronet would have been the largest invasion 

operation of World War Two. It was an honor to be able to work on this project and with no further ado I will 

go into the various phases of the project. 

 While David Freer worked on the order of battle file in May and June of 2019, I was busy reading books and 

website articles on the project. Refer to the Bibliography for these items. I had done some reading on this 

operation before, but every game project always has something that I learn along the way. In the case of 

WŀǇŀƴ Ωпс ǘƘŜǊŜ ǿƻǳƭŘ ōŜ Ƴŀƴȅ ǘƘƛƴƎǎ that I would learn. 

So, ƭŜǘΩǎ start with the map development: 5ŀǾŜ ά.ƭŀŎƪƛŜέ {ŀǳƴŘŜǊǎ ŘƛŘ ǘƘŜ ōǳƭƪ ƻŦ ǘƘŜ ǿƻǊƪ ƻƴ ǘƘŜ ƳŀǇ ƭƻƴƎ 

before I had the project. The map was lovely! The map was another great job by him. During development of 

WŀǇŀƴ Ωпр, in December 2018, I added in some 2000+ map labels to the map. This was over and above what 

was called on for the series, but I feel that the maps are something I take great pride in and for me the extra 

ten days work was well worth it. The customer can zoom out if they feel that the map is too cluttered when 

activating the map label view or zoom in if they want to see all the village labels. Later during the development 

of the game, I would add in the more detail such as missing ferries, rail lines, bridges (David added in a few of 

these too) and the many embankment hex sides for the contours which are more than one level apart. I also 

added in the names of the beaches which were provided to me by Kevin Hankins during development. 

 The initial research during the project had led me to believe that the Japanese were more than likely going to 

place their main defenses back from the beaches. Thus, trenches were used along the coast with CD guns 

being in bunkers for the most part, but the bulk of their defenses would be inland. I could not find any detailed 

map that showed exactly where these were located so I assumed that they would be along the ridges inland 

from the landing areas. A mix of bunkers and trenches were placed inland to show where the defenses were 

located. 

 I next investigated the weather values for the campaign. The programmed weather values had been 

determined by Glenn Saunders and he assured me that they were accurate. Honshu during March can be wet. 

Into April and May it becomes very pleasant. The year 1946 saw more inclement weather than normal thus 

the values are wetter than normal for March. April and May are more pleasant. Note: while the game does not 

extend into May the values are left as is to allow for future hypothetical scenarios in case the Japanese did not 

surrender after the fall of Tokyo and the Kanto Plain. 

 With this in mind I set the Allied and Axis interdiction values based on the weather input and the capability of 

both sides. The Allies, with their air armada from USAAF, USN and allied squadrons, would have had air 

superiority over Japan, weather permitting. The Japanese had stated that they were going to use their 

multitude of air power against the Allied shipping. I took that into consideration when I investigated the units 

to use for the Japanese air support. 

 !ǘ ŀ ŦƛǊǎǘ ƎƭŀƴŎŜ ƛǘ ǿƻǳƭŘ ŀǇǇŜŀǊ ǘƘŀǘ ǿŜ άǎƘƻǊǘ-ŎƘŀƴƎŜŘέ ǘƘŜ !Ȅƛǎ ǇƭŀȅŜǊ ŀǎ ǘƘŜ WŀǇŀƴŜǎŜ ǎǘƛƭƭ ƘŀŘ ǘƘƻǳǎŀƴŘǎ 

of planes. However, those planes were used outside of the combat arena for attacking Allied shipping, for the 

most part, and a smaller number of planes would have been used in air support missions. 



 Thus the Allied Air Interdiction rating is based on the fact that the Allies would have made life difficult for any 

vehicle traffic on the roads while the Axis Air Interdiction rating is based on the fact that some Japanese planes 

would have been able to break through to the battlefield and shoot up a road column or two. They also reflect 

ǘƘŜ άŦǊƛŜƴŘƭȅ ŦƛǊŜέ ǇǊƻōƭŜƳǎ ǘƘŀǘ ǎǘƛƭƭ ǇƭŀƎǳŜ ŀƭƭ ŀǊƳƛŜǎ ŜǾŜƴ ǘƻ ǘƘƛǎ ŘŀȅΦ 

 Next, I had to decide on the supply source values. My thinking was that initially, for the first few weeks in 

March, ǘƘŜ !ƭƭƛŜǎ ǿƻǳƭŘ ƘŀǾŜ ƛǎǎǳŜǎ ǿƛǘƘ ǎǳǇǇƭȅ ǎƻ L ǳǎŜŘ ŀ άслέ ǊŀǘƛƴƎ ŦƻǊ ǘƘŜƳ ōǳǘ ƭŀǘŜǊ ŀŦǘŜǊ ǘƘŜȅ ƘŀŘ ƎƻǘǘŜƴ 

port facilities (those existing and the Mulberry hŀǊōƻǊǎύ ƻǇŜǊŀǘƛƴƎ ǘƘŜƛǊ ǊŀǘƛƴƎ ǿƻǳƭŘ ƘŀǾŜ ǊƛǎŜƴ ǘƻ άтлΦέ ¢ƘŜ 

Japanese, by this time in the war, were feeling the pinch on their ability to supply their forces. So, the rating of 

άтлέ ǿŀǎ ŎƘƻǎŜƴ ŀƴŘ ƭŀǘŜǊΣ ŀŦǘŜǊ ǘƘŜ !ƭƭƛŜs had been able to build or repair existing airbases, interdiction 

became more intense, then ǘƘŀǘ ǊŀǘƛƴƎ ǿƻǳƭŘ ŘǊƻǇ ǘƻ άслέ ŦƻǊ ǘƘŜ ŘǳǊŀǘƛƻƴ ƻŦ ǘƘŜ ŎŀƳǇŀƛƎƴΦ So, ǘƘŜ ǎƛŘŜǎΩ 

ǊŀǘƛƴƎǎ άŦƭƛǇ ŦƭƻǇΣέ ǎƻ ǘƻ ǎǇŜŀƪΣ ŀǎ ǘƘŜ ŎŀƳǇŀƛƎƴ ǿŜŀǊǎ ƻƴΦ 

 Moving on from the supply question, I had to determine the rail capacity rating for the Japanese. Should the 

Allies be given a rail capacity later in the campaign? In the end I decided that the campaign was too short to 

include an Allied rail capacity. From all that I had read I learned that the Allies would have made Japanese rail 

transport very difficult with their air interdiction.Thus, for the scenarios you will see a lot of damaged rail 

locations. The Japanese have a rail capacity that diminishes over time. I felt that this was the best way to 

portray the gradual destruction of the Japanese rail network. 



 The Japanese had constructed a minefield across the opening of Tokyo Bay. This is represented in the game 

by a line of mines (x2) across the opening. Each location is worth 25 VPs. New for the series are minesweeper 

ships which can remove mines from Water hexes. Each US Task Force has anywhere from four to five 

minesweeper ships. Playtesting showed that while they can be destroyed by the coastal guns there were 

sufficient amounts of ships for the Allies to use to clear the minefield. I decided against adding in mines in 

Tokyo Bay as I was uncertain if the Allied aerial bombing campaign of mining certain locations had included 

the bay as well. 

 The deployment of the defenders was similar to that of Kyushu with a moderate force used to guard the 

coastline but with the bulk of the Japanese army waiting in concealed positions inland from the beaches. The 

forces of the reserve 36th Army lay to the north of Tokyo awaiting the signal to move to attack or blocking 

positions. David Freer handled the layout of the campaign scenario and I added in the Allied landing groups.  

Leading the way in the Invasion Phase for the Allies at Sagami Beach was the X and XIV Corps. The XXIV and 

USMC III Amphibious Corps were scheduled to landat Kujukiri Beach. I used the same strategy for the landing 

ŀǎ L ƘŀŘ ƛƴ ǘƘŜ WŀǇŀƴ Ωпр ƎŀƳŜ ǿƛǘƘ ŜƴƎƛƴŜŜǊ ŀƴŘ ŀǊƳƻǊŜŘ companies arriving together in each beach hex on 

the 0400 turn with the follow up groupscomposed of infantry and regimental headquarters arriving on the 

0600 turn. Later on, more armor, the division artillery and the remaining regiment for each division would 

follow. Finally, the corps HQ, artillery, engineer and armored assets would arrive on the following day. 



 CƻǊ ǘƘŜ WŀǇŀƴ Ωпр ƎŀƳŜ L ƘŀŘ ǳǎŜŘ ŀ two-day length format for the invasion scenarios. This time I would use a 

three-day format. The breakout scenarios that followed were five days in length. I decided not to have an 

άLƴǾŀǎƛƻƴ ǘƻ .ǊŜŀƪƻǳǘέ ǘȅǇŜ ƻŦ ǎŎŜƴŀǊƛƻ ŦƻǊ ǘƘŜ ƎŀƳŜ. There would have been a rest day for the Allies to use to 

recoup losses, reorganize their forces and bring on the reserve division for each corps and so on. It also saved 

ƻƴ ŀ ƭƻǘ ƻŦ ǊŜǇŜǘƛǘƛƻƴ ƛƴ ƭŀȅƻǳǘ ŀƴŘ ŎƻǊǊŜŎǘƛƻƴǎ ǿƘƛŎƘ ǇƭŀƎǳŜŘ ƳŜ ŘǳǊƛƴƎ ǘƘŜ WŀǇŀƴ Ωпр ŘŜǾŜƭƻǇƳŜƴǘΦ 

 The same beŀŎƘ ŘŜŦŜƴǎŜǎ ƻŦ ǘƘŜ WŀǇŀƴ Ωпр ƎŀƳe was ǳǎŜŘ ƛƴ WŀǇŀƴ Ωпс ς Coronet. I placed a minefield x1 on 

each beach hex followed by the Japanese defenders in trenches on the shoreline hexes. There are bunkers in 

certain locations near the beaches holding Coastal Defense guns and infantry. 

 CƻǊ ǘƘŜ ƭƻƴƎŜǊ ά!ŘǾŀƴŎŜ ǘƻ ¢ƻƪȅƻΣέ ƻǊ ά[ƛƴƪǳǇ tƘŀǎŜΣέ ǿƘƛŎƘ ŦƻƭƭƻǿŜŘΣ ǘƘŜ Ŧǳƭƭ ά!ƭƭƛŜŘ !ŘǾŀƴŎŜ ƻƴ ¢ƻƪȅƻέ ǿŀǎ 

set to six days. After that I felt the Allies would have had to have broken off the attack to rest their forces. In 

these scenarios the losses of the invasion would have been felt despite some replacements which would have 

come ashore. Units may have run as low as 70% or less in some formations. During this time the clearing of 

the Boso and Miura Peninsulas would have occurred. Both may have taken longer to achieve than the 

ǘƛƳŜŦǊŀƳŜ ƻŦ ǘƘŜ ά!ŘǾŀƴŎŜέ ǇŜǊƛƻŘ ǎƻ ŀ ά.ƻǎƻ tŜƴƛƴǎǳƭŀ CƛƴŀƭŜέ ǎŎŜƴŀǊƛƻ ƛǎ ƛƴŎƭǳŘŜŘΦ 

 

 CƻǊ ǘƘŜ ά.ŀǘǘƭŜ ƻŦ ¢ƻƪȅƻέ ǇƘŀǎŜ the Allies added in two new corps (III and V) and with the frontage 

compressed to tƘŜ ǿŜǎǘ ŀƴŘ Ŝŀǎǘ ƻŦ ¢ƻƪȅƻ ǘƘŀǘ ƳŜŀƴǘ ǘƘŀǘ ǎƻƳŜ ŦƻǊŎŜǎ ǿƻǳƭŘ ƘŀǾŜ ōŜŜƴ άǎǉǳŜŜȊŜŘ ƻǳǘέ ŀƴŘ 

kept in reserve. I held back the bulk of the XXIV Corps in the First Army sector with the 7th Division finishing off 

the work of clearing the Boso Peninsula of the few remaining Japanese troops. The XIV Corps in the Eighth 

Army sector would have by this time been greatly depleted and the men in need of some serious R&R. Thus 

the 32nd Division of that corps is guarding the right flank when this phase kicks off. 

 The lateǊ ά.ŀǘǘƭŜ ƻŦ ǘƘŜ Yŀƴǘƻ tƭŀƛƴǎέ ǇƘŀǎŜ ƛƴǾƻƭǾŜǎ ƻƴƭȅ ǘƘŜ Ŧǳƭƭ ōŀǘǘƭŜ ŦƻǊ ǘƘŜ ƪŜȅ ǇƛŜŎŜ ƻŦ ǊŜŀƭ ŜǎǘŀǘŜ ǿƘƛŎƘ 

included a lot of factories and key farmland. By this time the Japanese would have brought up any forces from 

outlying areas so the X Corps forces on the left flank were not included. Only one division (the 24th) is posted 

on the far left flank up in the hills. The newly arrived VII and VIII Corps take up the assault positions along with 

the III and V Corps with the XIV and XXIV Corps assisting in the assault along with the XIII Armored Corps. 

 ¢ƘŜ ǳǎǳŀƭ άǎǳō-ǎŎŜƴŀǊƛƻǎέ ǿŜǊŜ ŀŘŘŜŘ ƛƴ ǘƻ ōǊŜŀƪ ǳǇ ǘƘŜ ǇƘŀǎŜ ōŀǘǘƭŜǎ ƛƴǘƻ ǎƳŀƭƭŜǊ ǇƛŜŎŜǎΦ L ŀŘŘŜŘ ƛƴ ǎƻƳŜ 

counterattack scenarios to give the players a chance to see how devastating the Japanese could be on the 

attack. 

 While the game seems to cater mainly to an Allied attack at any time during the Phase Three through Five 

operations, the Axis player can launch attacks which could delay or imperil the success of the Allied plan. 

 

  



We play tested the game using the following Options: 

 

For any non-Standard rule that has been used in the series I provide the follow explanation for using those 

rules: 

Alternate Indirect Fire Resolution ς Artillery could not target an individual unit unless it was Line of Sight. The 

fire was not that accurate. Thus, the default rule is to have this OFF but that means that you can fire at the 

ǎŀƳŜ ǳƴƛǘ ǘǿƛŎŜΦ ¢Ƙƛǎ ƛǎ ǊŀǘƘŜǊ ŀ άƎŀƳŜȅέ ǿŀȅ ƻŦ ǇƭŀȅƛƴƎΦ IƛǎǘƻǊƛŎŀƭƭȅΣ ǘƘŜ ǎǇƻǘǘŜǊǎ ŎƻǳƭŘ ŎƻǊǊŜŎǘ ŦƛƭŜ ǘƻ Ƙƛǘ ŀ 

certain area of the battlefield but in a kilometer hex area a battalion of tanks can be spread out in platoons. 

Thus targeting just, the battalion is rather ludicrous. And what of the infantry that is near it? They do not 

receive any losses from the artillery fire. So, for two reasons: 1. Less firing by artillery ς just one shot and 2. No 

individual targeting of units, I chose to go with having this option ON. Note: I realize that artillery units 

probably could have targeted different areas on a battlefield in a two-hour turn. Thus, ǘƘŀǘ ƛǎ ǘƘŜ ƻƴƭȅ ά/ƻƴέ 

that I had to live with when I chose this rule. On the other hand, there are a lot of Allied artillery units in the 

ƎŀƳŜ ŀƴŘ ƛǘΩǎ ǾŜǊȅ ƭŀōƻǊƛƻǳǎ ǘƻ ƘŀǾŜ ǘƻ ŦƛǊŜ ŀƭƭ ƻŦ ǘƘŜ ŀǊǘƛƭƭŜǊȅ Ƴƛǎǎƛƻƴǎ ǘǿƛŎŜΦ CƻǊ Ƴȅ .ǳƭƎŜ Ωпп ŎŀƳǇŀƛƎƴ ƎŀƳŜǎ 

this rule was a must. 

Alternate Air Strike Resolution ς I cite a similar reason as above. Air missions in the game targeted at a specific 

hex location can cause collateral damage to units in that hex. They are near each other and a miss or a hit on a 

tank battalion still could cause losses to infantry and guns. 

Alternate Direct Fire Resolution ς Again, like above ς I felt that firing at a hex to target an individual infantry 

ǳƴƛǘ ŘŜŦŜŀǘŜŘ ǘƘŜ ƘƛǎǘƻǊƛŎŀƭ άŎƻƭƭŀǘŜǊŀƭ ŦƛǊŜέ ǊŜǎǳƭǘǎ ŜǾŜƴ ƛŦ ƛǘ ǿŀǎ Ǿƛŀ ά[ƛƴŜ ƻŦ {ƛƎƘǘΦέ ²ƘƛƭŜ ǘƘƛǎ ƳŜŀƴǎ ǘƘŀǘ ŀ 

ǇƭŀȅŜǊ Ŏŀƴ ǎǘŀŎƪ Ƴƛƭƛǘƛŀ ǳƴƛǘǎ ǿƛǘƘ ŀƴ ŜƭƛǘŜ ǳƴƛǘ ǘƻ ƘŀǾŜ ǘƘŜƳ ƘŜƭǇ άǎƻŀƪ ƻŦŦέ ƭƻǎǎŜǎ ƛǘ ŀƭǎƻ ƳŜŀƴǎ ǘƘŀǘ ǇƭŀȅŜǊǎ 

Ŏŀƴƴƻǘ ǳǎŜ ƎŀƳŜȅ ǘŀŎǘƛŎǎ ŀǎ ǿŜƭƭΦ ¢ƘŜ ǇƭŀȅŜǊǎ Ŏŀƴ ǎǘƛƭƭ ǇŜǊŦƻǊƳ άŘƛǊŜŎǘŜŘ ŦƛǊŜέ ŀǘ ŀǊƳƻǊŜŘ ǳƴƛǘǎ ōǳǘ ǘƘŜ ŎƻƴŎŜǇǘ 

here is one of realism vs. gamey play. 

Recon Spotting ς I chose to have this as a default as some players do not know that their Recon units can spot 

units AND why should we not use the rule? Why give a unit the Recon ability and handcuff it? The Recon units 



then would be next to worthless. They are small units as it is. Players could turn this rule off at their discretion 

as it would not adversely unbalance the game either way. I have never seen Recon Spotting determine victory 

or defeat. 

Optional Surrender ς I feel that if a broken unit has no viable retreat route that it should surrender. This rule 

does not apply to Fanatical units (the Japanese are Fanatical ƛƴ WŀǇŀƴ Ωпсύ. This alleviates the issue of trying to 

eliminate small broken units from the map which in many cases can take up to 5-6 turns or more depending 

on the terrain. 

Optional Fire Results ς early on in playing this series I would see a wide variation in fire results. I felt that this 

was unrealistic so right away I went to using this optional rule. The same thing was happening in the other 

games series I played so this rule is always ON in the other series that have it. 

Optional Assault Results ς same as for the Optional Fire Results. 

Higher Fatigue Recovery ς too many players fight with their units until they have High Fatigue. Thus, the 

reduction from High to Medium Fatigue, using the Default rule, is at the same rate as Medium to Low Fatigue 

which is just not correct. A unit that reached High Fatigue would take longer to recover. This also causes the 

players to take better care of their units. Players should pull their units out of the line in the longer scenarios 

once they reach Medium Fatigue. 

 

Counterbattery Fire ς This rule was not one I would use until later in my playing experience. I also note that 

the Japanese were very good at counterbattery fire so in that they are vastly outnumbered in terms of artillery 

and other types of non-infantry weapons I felt that this rule should be ON for the games including the 

Japanese army. The shorter ranged Allied weapons usually will not be able to fire on the Japanese in this 

fashion. The obvious exception would be those large caliber US Army artillery units. 



Programmed Weather ς The variable factor of having this rule turned OFF means that no day in the game 

would be as it was historically. While this can have some adverse effects such as in the case of MUD it also 

means that the players cannot just refer to the Weather PDT file and note the weather type for a particular 

day and thus plan an offensive with the hindsight of history. Thus if December 16th was historically snow for 

Belgium, but there is a chance that it could clear, then the players will not be able to bank on the weather for 

their planning. 

Limited Air Recon ς The recon units of WW2 were photo-recon units and not forward air controllers. If a unit 

was revealed to the recon unit then that mainly was for their benefit. The discovery of the units by an F-5 

aircraft was not something that could trigger an air mission. These units would return to base and have the 

film from their nose camera developed which was in turn given to planners for future missions. In some cases, 

the pilot may not even have noticed the units on the ground.Thus, L ǳǎŜ ǘƘƛǎ ǊǳƭŜ ŀǎ ƛǘ ŜƭƛƳƛƴŀǘŜǎ ǘƘŜ άƛƴǎǘŀƴǘ 

ŀƛǊ Ƴƛǎǎƛƻƴ ŀǘǘŀŎƪέ ŀǎǇŜŎǘ ƻŦ ǘƘŜ ƎŀƳŜΦ LƴǘŜǊŘƛŎǘƛƻƴ ƛǎ ǘƘŜ ŘƛǎŎƻǾŜǊȅ ƻŦ ŜƴŜƳȅ ǳƴƛǘǎ ǿƘƛƭŜ ǘƘŜ ǎǉǳŀŘǊƻƴǎ ǿƻǳƭŘ 

roam about the battlefield. Air missions were planned events which had as their target a predetermined 

location. In fact, ƻƴŜ ƴŜǿ ƻǇǘƛƻƴŀƭ ǊǳƭŜ ǿŜ ŎƻǳƭŘ ƘŀǾŜ ƛǎ ά5ŜƭŀȅŜŘ !ƛǊ wŜŎƻƴ wŜǎǳƭǘǎέ ōǳǘ ƻŦ ŎƻǳǊǎŜ ǘƘŀǘ ǿƻǳƭŘ 

be something for David Freer to discuss with John Tiller for a future update. 

 Delayed Disruption Reporting ς This is a newer rule to the series and eliminates the instant recognition that a 

unit is not at its best condition. I saw right away that this rule would hinder the attacker to some but that my 

thinking is that we know too much in these games and that the unit status condition should be masked but not 

totally concealed. Thus, I added in the rule to the default list. I do not feel that it hasunbalanced the scenarios 

during playtesting. If the players want to turn the rule off, they can, but I think that they are losing out on a 

more realistic experience as a result. 

The play testers noted right away that the US Army units with Morale C rated were having problems holding 

their own in the Sagami Beach XIV Corps scenario. This is because the Japanese Naval forces are rated Morale 

A so are difficult to dislodge from the terrain. Thus, the players will have to take good care of their Morale C 

troops and pull them back from the action when they have reached Medium Fatigue. 

 The victory levels in the scenarios are for the Head to Head games. When playing Solo vs. the AI consult the 

J46-Solo-Vic-Cond.pdf document. Most of the scenarios can be played Solo as either side but there were cases 

where in the campaign scenarios it juǎǘ ŘƛŘƴΩǘ ƳŀƪŜ ŀƴȅ ǎŜƴǎŜ ǘƻ ǿǊƛǘŜ !ƭƭƛŜŘ ǎŎǊƛǇǘǎΦ ¢ƘŜ WŀǇŀƴŜǎŜ ǿƻǳƭŘ ōŜ 

able to defeat them almost every time. I would have had to make the victory conditions prohibitive for the 

Japanese for the game to be even remotely balanced and the long duration of the game would mean that the 

scripts would have lost their original goal past turn 80. However, the campaign scenarios that deal with a 

month of activity do have Allied scripts so try them out! 

 Our Playtest Team did a great job during this project. Special notice goes to veteran play tester Dennis 

Suttman who played a total of thirteen playtest games including three very large scenarios. Dan 

Constantcompleted three large or very large sized playtest games. Both of these guys love to run through 

enormous amounts of game turns in a short period of time. They continually set the high scores for the team. 

 Jim Pfluecke and Mark Nelms, two veteran play testers from the Napoleonic Battles Playtest Team, added in 

three and five games respectively. David Yomtov, a new play tester I recruited from the online game 

community, joined midway through the project but still finished three playtest scenarios.  



Order of Battle (OOB) notes by David Freer 

In the previously ǊŜƭŜŀǎŜŘ WŀǇŀƴ Ωпр ƎŀƳŜ όhǇŜǊŀǘƛƻƴ hƭȅƳǇƛŎύΣ DƭŜƴƴ {ŀǳƴŘŜǊǎ ŀƴŘ 5ŀǾŜ ά.ƭŀŎƪƛŜέ .ƭŀŎƪōǳǊƴ 

had done most of the research and creation. Bill Peters and members of the team gave the OOB a cursory 

review and moved onto scenario creation. With the release of Japŀƴ ΩпрΣ ǿŜ ƘŀŘ ŀ ƴǳƳōŜǊ ƻŦ ǇŜƻǇƭŜ ǉǳŜǊȅ 

ŀǎǇŜŎǘǎ ƻŦ ǘƘŜ hh. ƻǊ ǇǊƻǾƛŘŜ ŦǳǊǘƘŜǊ ŘŜǘŀƛƭǎΦ aŀƴȅ ƻŦ ǘƘŜǎŜ ƛǎǎǳŜǎ ǿŜǊŜ ŦƛȄŜŘ ƛƴ ǘƘŜ мΦлм ǇŀǘŎƘ ŦƻǊ WŀǇŀƴ ΩпрΦ 

²ƘƛƭŜ WŀǇŀƴ Ωпр ƘŀŘ ƛǘǎ hh. ǳǇŘŀǘŜŘΣ ƛǘ ǿŀǎ ǊŜŀƭƛȊŜŘ ǘƘŀǘ ƳƛƴƛƳŀƭ ǿƻǊƪ ƘŀŘ ōŜŜƴ ŘƻƴŜ ƻƴ ǘƘŜ hǇŜǊŀǘƛƻƴ 

Coronet OOB. Glenn had some formation placeholders but little in the way of fleshed out units. With a range 

of current and new sources a brand-ƴŜǿ WŀǇŀƴ Ωпс hh. ǿŀǎ ŎǊŜŀǘŜŘΦ 

 

DŜƴŜǊŀƭ bƻǘŜǎ ƻƴ ǘƘŜ WŀǇŀƴ Ωпс hh. 

All the forces included in the OOB were validated against a range of sources. Wikipedia had an overall OOB 

summary here: https://en.wikipedia.org/wiki/Orders_of_battle_for_Downfall 

Further details ŀǊŜ ƘŜǊŜ ŀǘ wȅŀƴ /ǊƛŜǊƛŜΩǎ ǎƛǘŜ: http://alternatewars.com/WW2/Downfall/Downfall.htm 

Numerous web searches and book reviews filled most details as laid out below. 

Japanese Forces 

 

All Japanese forces were confirmed againsǘ ǘƘŜ ǾŀǊƛƻǳǎ ƻǾŜǊŀƭƭ hh.ΩǎΦ 5Ŝǘŀƛƭǎ ǿŜǊŜ ŘŜǘŜǊƳƛƴŜŘ ŀǎ Ŧƻƭƭƻǿǎ: 

¶ All divisional and unit layouts were confirmed against various source. Wikipedia had solid lists for 

Divisions and Mixed brigades down to regimental and support units. 

¶ Many of the units of the 36th !ǊƳȅ ǘƘŀǘ ǿŀǎ ƛƴ WŀǇŀƴ Ωпр ǿere reviewed and adjusted where necessary. 

For example, 4th Tank Division was over-represented with attached assets. It was never more than 

three tank regiments in strength. 

¶ Field Artillery at an army level was unable to be determined and several generic units were attached. In 

the main the Japanese tended to put every weapon system upfront and that may explain the lack of 

Army attachments 

¶ Locations for all units was determined from multiple sources and confirmed. 

¶ Japanese Naval forces have been included in the Yokosuka area. This included both infantry and 

coastal defense units. 

¶ The Tokyo Defense Army includes the 1st Anti-Aircraft Division. This unit contains significant forces 

which could be used as anti-armor units. 

¶ ¢ǿƻ ƳƛȄŜŘ .ǊƛƎŀŘŜǎ ŀǊŜ ƻƴ ǘƘŜ LȊǳ LǎƭŀƴŘǎΦ L ƘŀǾŜ ǎŜŜƴ ƴƻǘŜǎ ǿƘŜǊŜ ΨƛǎƭŀƴŘ ŘŜǘŀŎƘƳŜƴǘǎΩ ŀǊŜ ƭƛǎǘŜŘ ŀƴŘ 

a decision on whether to only place the detachments or the whole units had to be made. 

https://en.wikipedia.org/wiki/Orders_of_battle_for_Downfall
http://alternatewars.com/WW2/Downfall/Downfall.htm


¶ The IJA Coastal Defense batteries were based off the statisǘƛŎǎ ǇǊƻǾƛŘŜ ƛƴ ½ŀƭƻƎŀΩǎ hǎǇǊŜȅ Fortress 99 

Defense of Japan 1945 book. All locations were determined from the included maps. Observation Posts 

όhtΩǎύ ƘŀǾŜ ōŜŜƴ ƛƴŎƭǳŘŜŘ ǘƻ ŎƻǾŜǊ ǘƘŜ ŀǊŜŀǎ ǘƘŀǘ ǘƘŜ /5 Ǝǳƴǎ Ŏŀƴƴƻǘ ǎŜŜΦ hƴŜ ŀǊŜŀ ǘƘŀǘ L ƘŀǾŜ ǊŜŀƭƛȊŜŘ 

that is ŘƛŦŦŜǊŜƴǘ ǘƻ WŀǇŀƴ Ωпр ƛǎ ǘƘŀǘ L ƘŀǾŜ ǎŜǘ ǘƘŜ /5 Ǝǳƴǎ ǘƻ ƛƴŘƛǊŜŎǘ ŦƛǊŜΦ 

¶ The Volunteer Fighting Corps was raised from March 1945 with the aim of a home militia to protect 

Japan. There are three distinct components. The Boeitai are essentially ex-military who have been 

reactivated. They are equivalent to the German Volksturm. The regional Militia were civilians that had 

been given basic training in specific tasks such as anti-tank actions. Partisans were bypassed soldiers 

and specific teams left behind to disrupt any Allied advance. All these forces are regional and have 

been based off the significant population centers in each prefecture. Essentially the population number 

in 1945 for each city was determined, halved and then for every 100,000 population a battalion was 

raised. The ratio was always one third Boeitai, two thirds Militia. An equivalent number of partisan 

units to the Militia battalions were also included. The Volunteer Fighting Corps was designed to 

supplement the normal Military, provide replacements and provide a second and third line of forces. 

¶ No naval units are included due to the inability to procure fuel and the assumption that the Allies 

would have disabled every vessel after the fall of Kyushu. 

¶ A nominal number of air units have been included in the 10th Air Fleet. They will be rarely available in 

Ǉƭŀȅ ōǳǘ ǿƛƭƭ ƧǳǎǘƛŦȅ ŀƴȅ ƛƴǘŜǊŎŜǇǘƛƻƴ ǊƻƭƭǎΧ 

 

Allied Forces 

 

¶ A lot of details were determined from here: 

http://alternatewars.com/WW2/Downfall/OOB/OOB_Allied.htm 

¶ Three primary armies are included, First, Eighth and Fourth. The Fourth Army is a shell that can have 

ǳƴƛǘǎ ΨŎƻǊǇǎ ŀǘǘŀŎƘŜŘΩ ƛŦ a third front is desired. 

¶ Four follow-ǳǇ ΨǳƴƪƴƻǿƴΩ ŎƻǊǇǎ ƘŀŘ ǘƻ ōŜ ƛƴŎƭǳŘŜŘΦ ¢ƘŜ ŦƻƭƭƻǿƛƴƎ ǿŜǊŜ ŘŜǘŜǊƳƛƴŜŘΦ CƻǊ CƛǊǎǘ !ǊƳȅΣ ± 

Corps (from Europe). For Eighth Army, III Corps (from Europe). Within the US Army Reserve, two 

further Corps from Europe, the VII & VIII. Very importantly, these Corps can be attached directly to any 

of the above three armies using the Corps Attachment function in the Scenario Designer. This is the 

only place Corps can be moved around. All Corp Attachments in game are below Corps level. 

¶ The above four European Corps have assets derived from the ETO. As a facsimile, the attachments 

used in the Battle of the Bulge were considered a good proxy for the resources that would be available 

for Coronet. The listing of assets used can be provided if necessary 

¶ All artillery battalions and their equipment was determined from here: 

https://www.militaryhistoryonline.com/wwii/usarmy/artillery.aspx 

http://alternatewars.com/WW2/Downfall/OOB/OOB_Allied.htm
https://www.militaryhistoryonline.com/wwii/usarmy/artillery.aspx


¶ All Tank, Tank Destroyer and Amphibious Tank Battalion composition was determined from here: 

https://www.militaryhistoryonline.com/wwii/usarmy/armor.aspx Tank equipment has been updated 

ŀǎ ǇŜǊ wȅŀƴΩǎ ǊŜŎƻƳƳŜƴŘŀǘƛƻƴǎΦ 

¶ A worksheet covering all US attachments for Pacific assets was created. These were spread across all 

three armies and the two Corps that were not at Okinawa (X & XIV). Additionally, some mobile artillery 

is attached to the XIII Corps which consists of two ETO Armor Divisions (13th and 20th). The Marine III 

Amphibious and XXIV Corps carry over all the attachments that they used in Okinawa. It is assumed 

that all assets used in Kyushu would be out of play, just like the Okinawa forces were not included for 

Kyushu. 

¶ Every unit has been checked for appropriate names/attachments. A number of issues were found that 

ǊŜǉǳƛǊŜŘ ŀŘƧǳǎǘƳŜƴǘ ƛƴ WŀǇŀƴ ΩпрΦ ¢ƘŜǎŜ ǿŜǊŜ ƘŀƴŘƭŜŘ ƛƴ ǘƘŜ мΦлм ǇŀǘŎƘΦ 

¶ Airborne troops have been enhanced. Several changes such as the 188th Glider Regiment becoming 

Parachutist have been corrected. The 503rd Parachute Regimental Combat Team has been included as 

has the Australian 1st Parachute Battalion. 

¶ The Commonwealth X Corps has been created with the intended three member divisions. The British 

3rd Infantry Division migrates across in its European format. It is assumed not to have converted to US 

equipment. The Canadian 6th Division due to its basing on the West Coast, proximity to US equipment 

and muster later in the war is using US equipment and divisional layout. The Australian 10th Division 

was an HQ in name only. The division is created by taking a brigade from each of the 3rd, 7th and 9th 

Australian Divisions that had been fighting in Asia to that time. They would have remained on their 

original divisional layout and equipment. Assets for X Corps were taken directly from the Australian II 

Corps that had completed fighting in Borneo. 

¶ A French corps been included. The French BB Richelieu was present in the British Pacific Fleet, and 

attendant ships were expected to arrive from the Mediterranean. The French Army Corps included are 

the units that were planned to return to Vietnam immediately after the German surrender. 

¶ Bill Peters added in the XVIII Corps organization (a shell for the attaching of divisions) to the Eighth 

!ǊƳȅ ǿƘƛŎƘ ƛǎ ǳǎŜŘ ŦƻǊ ǘƘŜ tƘŀǎŜ п .ŀǘǘƭŜ ƻŦ ¢ƻƪȅƻ ǇŜǊƛƻŘ ƛƴ ǘƘŜ ƎŀƳŜ ŀǎ ǿŜƭƭ ŀǎ ŀƴ ά!Ř IƻŎέ /ƻǊǇǎ 

(again, a shell organization) for the First Army to be used for operations in the Boso Peninsula. These 

are temporary organizations with Ridgway commanding the XVIII Corps and an unnamed commander 

for the Ad Hoc Corps. 

¶ No further units for the Dutch have been included. The Dutch CL Tromp is assumed to be working 

South East Asia, as was the Australian Navy, with neither part of the British Pacific Fleet. 

¶ The US Navy Task Force composition was determined from here: 

http://www.ibiblio.org/hyperwar/USN/OOB/PacFleet/Org-450501/index.html. The Naval forces are 

ƎǊƻǳǇŜŘ ƛƴǘƻ ¢ŀǎƪ CƻǊŎŜǎ ŀǎ ǿŜ ŘƛŘ ƛƴ WŀǇŀƴ Ψпр. Earlier experiments with using the Divisions for Corps 

Attachment resulted in this being too bulky for scenario creation. 

¶ Fifth Fleet is assumed to be providing all bombardment and amphibious support. It has four battleship 

divisions, 4 cruiser divisions (3 heavy, 1 light) and seven rocket divisions. The Commonwealth Task 

Force 57 (BB/CL) is also included. Destroyers have been grouped into squadrons. All the battleships 

ƛƴŎƭǳŘŜŘ ŀǊŜ ǘƘŜ ƻƭŘŜǊ ¦{b ǎƘƛǇǎΣ ƴƻǘ ǘƘŜ ΨCŀǎǘΩ ..ΩǎΦ L ōŜƭƛŜǾŜ DƭŜƴƴ Ǝƻǘ ǘƘŜ hh. ǿǊƻƴƎ ŦƻǊ YȅǳǎƘǳ ōȅ 

ƛƴŎƭǳŘƛƴƎ ǘƘŜ Ŧŀǎǘ ..Ωǎ ƛƴ ƎŀƳŜΦ ¢ƘŜȅ ǘǊŀŘƛǘƛƻƴŀƭƭȅ ǿŜǊŜ ŦƭŜŜǘ ǇǊƻǘŜŎǘƛƻƴ ŀǎǎŜǘǎΣ ǇŀǊǘƛŎǳƭŀǊƭȅ ŀǎ !!! 

platforms. 

¶ Third Fleet has all the Carrier based air units. All air groups have been completely revamped based 

upon the listings from here: http://www.wings-aviation.ch/22-USNavy-Carrier/Carrier-Basis-e.htm For 

the British, from here: http://ww w.wings-aviation.ch/32-FAA/3-Carrier/Carrier-Basis-en.htm 

https://www.militaryhistoryonline.com/wwii/usarmy/armor.aspx
http://www.ibiblio.org/hyperwar/USN/OOB/PacFleet/Org-450501/index.html
http://www.wings-aviation.ch/22-USNavy-Carrier/Carrier-Basis-e.htm
http://www.wings-aviation.ch/32-FAA/3-Carrier/Carrier-Basis-en.htm


¶ For land-based ŀƛǊΣ ǘƘŜ ¦{ !ǊƳȅ !ƛǊ CƻǊŎŜ Ƙŀǎ ŎƻƳŜ ǇǊƛƳŀǊƛƭȅ ŦǊƻƳ wȅŀƴΩǎ ƭƛƴƪǎ ǿƛǘƘ:  

Fifth Air Force: http://alternatewars.com/WW2/Downfall/OOB/5_AF.htm  

Seventh Air Force: http://alternatewars.com/WW2/Downfall/OOB/7_AF.htm  

Eighth Air Force: http://altern atewars.com/WW2/Downfall/OOB/8_AF.htm  

Twentieth Air Force: http://alternatewars.com/WW2/Downfall/OOB/20_AF.htm  

All squadrons are 16 strong for Fighters and 12 strong for bombers with B-нфΩǎ ǘƘŜ ŜȄŎŜǇǘƛƻƴ ŀǘ ф ŀƛǊŎǊŀŦǘΦ 

¶ The Commonwealth Tiger Force is included and details were found here: 

https://en.wikipedia.org/wiki/Tiger_Force_(air) and here: http://www.lancaster-

archive.com/lanc_tigerforce.htm 

¶ Recon Aircraft are left at a generic level rather than within each air force. 

 

 

Other Notes 

¶ Morale levels are consistent. The Allies are all C other than the Marines (B). This is partly to reflect war 

weariness and the knowledge that this will be a particularly hard fight and the end of the war is nigh. 

The Japanese formations are more aligned to their front-line status. In the main, Elite are A, First Line B 

and Second Line C. The Boeitai and Militia are D, more to reflect the fact that they are under-armed 

rather than having enoughÉlan. 

¶ Not all air/naval units are expected to be used in scenarios but are provided to allow enough flexibility 

in scenario creation. 

¶ Weather will be a key consideration with the rice paddies potentially playing a large part if the weather 

is considered wet or dry.  

http://alternatewars.com/WW2/Downfall/OOB/5_AF.htm
http://alternatewars.com/WW2/Downfall/OOB/7_AF.htm
http://alternatewars.com/WW2/Downfall/OOB/8_AF.htm
http://alternatewars.com/WW2/Downfall/OOB/20_AF.htm
https://en.wikipedia.org/wiki/Tiger_Force_(air)
http://www.lancaster-archive.com/lanc_tigerforce.htm
http://www.lancaster-archive.com/lanc_tigerforce.htm


Part 2 ς Campaign Notes by Bill Peters 

 

Introduction 

 Had Operation Olympic gone as planned, the Allies would have gained the much needed naval and air 

facilities needed to move on to execute the next phase of Operation Downfall, the plan to defeat the Japanese 

in 1945-46, called Operation Coronet. A mighty armada of ships, planes and troops would have descended on 

the island of Honshu near Tokyo Bay.The campaign would have begun in early March 1946 with the campaign 

planned to finish up by late April or early May at the very latest. The Allies were feeling the discontent of the 

length of the war and enormous losses and hardship on the home front and very much wanted to execute a 

winning strategy from the time they landed on the shores of Honshu to the final act played out on the Kanto 

Plain. 
































































































































