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Battle of Midway 

 

Background.  The broad outlines of the Battle of Midway are widely known, even as the details 

are subject to continued investigation, elaboration and reinterpretation.  The battle had its 

genesis in a Japanese plan to force the United States Navy to battle in the central Pacific.  The 

Japanese reasoned that they could achieve this by invading the strategic island of Midway.  The 

IJN believed that this move would be perceived as a such a threat to Pearl Harbor that the USN 

would have to intervene, even at unfavorable odds.  When it did, it would face all six of the 

Imperial Japanese Navy’s big fleet carriers. 

 

The IJN plan began to unravel almost from the start.  The Coral Sea battle in May 1942 

scratched  fleet carriers Shokaku and Zuikaku from the IJN order of battle, while taking only one 

USN carrier off the board.  But far worse, the USN was able to break into the IJN naval codes in 

the period leading up to the Midway operation.  This was one of the great intelligence coups of 

World War II, for the IJN  plan essentially depended on surprise to succeed.  But with the USN 

reading the IJN plan in detail, surprise was off the table. 

 

The plan required the IJN fleet carriers to play two roles.  At the start of the operation, they were 

to pulverize Midway in preparation for the invasion.  Once USN forces appeared, they were to 

annihilate those.  The key IJN assumption was that the USN forces would not appear until after 

Midway had been successfully invaded.  While the IJN plan did include some precautions 

against an early appearance by USN forces (perhaps better thought of as some measures to 

take out any targets of opportunity that might by coincidence appear in the area), the whole crux 

of the plan was that the IJN carriers could support the invasion free of significant USN 

interference before turning their attention to the USN carriers. 

 

Of course, the reality was to be far different.  The USN’s leadership resolved to take advantage 

of its intelligence coup by sending a carrier force out to ambush the IJN carriers.   

 

Playing Area (All Scenarios).  The scenarios are played out on a hex grid 30 hexes from north to 

south and 30 hexes from east to west.  A sample of the grid is attached to this scenario 

description.  The northwest corner of the area is hex 0101.  Midway is in hex 1416.  Kure is in 

hex 1316.  Carriers may operate aircraft in the Kure and Midway hexes. 
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Initiative.  Initiative modifiers vary by scenario. 
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The American Plan.  This scenario covers the historical battle, with the orders of battle actually 

appearing and full USN awareness of the IJN’s plans. 

 

Initiative.  The USN player receives a +1 initiative modifier.  The IJN player receives a -1 

initiative modifier. 

 

Scenario Length. 8 turns, from June 4 through June 7. 

 

Victory Conditions.  Victory is determined on points. 

 

Imperial Japanese Navy Order of Battle. 

In hex 1114 or 1213 (but all must be in a single TF): 

Carriers: Akagi, Kaga, Hiryu, Soryu 

Battleships: Haruna, Kirishima 

Cruisers: Tone, Chikuma 

Light Cruiser: Nagara 

Destroyers: 1 x Yugumo, 4 x Kagero 

Air Groups: 

Akagi: 2 A6M2, 2 D3A1, 2 B5N2 

Kaga: 2 A6M2, 2 D3A1, 3 B5N2 

Hiryu: 2 A6M2, 2 D3A1, 2 B5N2 

Soryu: 2 A6M2, 2 D3A1, 2 B5N2 

West of hexrow 04xx, north of hexrow xx13, and south of hexrow xx07: 

Carrier: Hosho 

Battleships: Yamato, Nagato, Mutsu 

Light Cruiser: Sendai 

Destroyers: 4 x Fubuki 

Other: Chiyoda, Nisshin 

Air Group: 

Hosho: 1 B4Y1 

In hexrow 01xx, north of hexrow xx07: 

Battleships: Huyga, Ise, Fuso, Yamashiro 

Light Cruisers: Kitikami, Oi 

Destroyers: 2 x Fubuki, 3 x Shiratsuyu, 2 x Hatsuharu 
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West of hexrow 09xx and south of hexrow xx17: 

Carrier: Zuiho 

Battleships: Kongo, Hiei 

Heavy Cruisers: Atago, Chokai, Myoko, Haguro, Kumano, Suzuya, Mikuma, 

Mogami 

Light Cruisers: Yura, Jintsu 

Destroyers: 2 x Shiratsuyu, 4 x Asashio, 4 x Kagero 

Other: Kiyozumi, Keiyo, Zenyo, Goshu # 2, Toa, Kano, Argentina, Hokuriku, 

Brazil, Kirishima, Azuma, and Nankai Marus, Chitose, Kamikawa Maru, 2 x APD 

Air Groups: 

Zuiho: 1 A6M2 (5F), 1 A5M4, 2 B5N2 (8T) 

Chitose: 1 F1M2 

Kamikawa Maru: 1 F1M2 

West of hexrow 11xx and south of hexrow xx17: 

Other: Soya, Meiyo Maru, Yamafuku Maru 

Submarines: 2 blocks, anywhere in hexrow 30xx. 

 

Imperial Japanese Navy Scenario Rules. 

1. Air strikes from IJN carriers are subject to limits.  Any strike from Akagi or Kaga is limited 

in size to 5 air units, no more than 3 of which may be bombing units.  Any strike from 

Hiryu or Soryu is limited in size to 4 air units, no more than 2 of which may be bombing 

units.  Any strike from Zuiho is limited to 2 air units, no more than 1 of which may be a 

bombing unit.  A “bombing unit” is any air unit with a P, M or A attack strength. 

2. All of the IJN carriers in hex 1114 or 1213 must strike Midway in the first air strike 

segment of the first turn.  Each carrier must contribute 1 A6M2 unit, 1 D3A1 unit, and 1 

B5N2 unit to the strike.  No air units on these carriers may be used for searches until the 

search segment after a USN ship has been spotted. 

3. Searches conducted by ships beginning in hex 1314 or 1413 cannot overlap search 

arcs.  They may search adjoining search arcs. 

4. The IJN player receives VPs for unloading transports in the Midway hex, if Midway is 

successfully invaded.  The IJN player receives VPs equal to the cargo ratings of the M 

defense class ships successfully unloaded. In addition to M defense ships with cargo 

ratings, the 2 APD transport units are also carrying 2 VP of cargo each. 
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5. Invading Midway.  Success of the Japanese invasion is not assured.  Victory depends 

on a combination of air strikes on Midway, ships present in the Midway hex at the time of 

the invasion, and VPs unloaded in the invasion hex.  Midway has a defensive strength of 

20.  The IJN player computes the odds of the invasion succeeding by tracking and 

totaling the following. 

a. The VPs unloaded in the hex in the invasion turn. 

b. The total strength of air attacks made by the IJN player against Midway, adjusted 

as provided in the Air Strike Weapons Effect Table.  Note that the IJN player 

must keep a running tally of this. 

c. The total strength of ship bombardments of Midway, adjusted for attacks on a 

land base as provided in the Surface Combat Weapons Effect Table.  Note that 

the IJN player must keep a running tally of this. 

d. The IJN player totals the air attack strengths and surface attack strengths and 

then adds ½ the VPs being unloaded (if the weather is not stormy) or ¼ the VPs 

being unloaded (if the weather is stormy). 

e. The IJN player then divides the total by 20, dropping fractions, to determine the 

number or less to be rolled on D12 for the invasion to succeed.  The IJN player 

then rolls D12 and announces the result. 

f. The IJN player may only attempt to invade Midway once. 

g. The invasion must take place on a day turn. 

h. If the invasion is unsuccessful, ¼ of the VPs of cargo being unloaded are lost 

and so are credited as VPs to the USN player.  The remaining VPs of cargo are 

on the ships originally carrying them.  The IJN player decides and records which 

ships are unloaded due to VPs being lost. 

6. At the beginning of the third turn after Midway is successfully invaded, the IJN player 

may replace the US Midway base counter with the Japanese Midway base marker.  IJN 

land or carrier-based air units may not operate from Midway in the course of this 

scenario. 

7. Chitose and Kamikawa Maru may operate their aircraft from Midway beginning on the 

turn after a successful IJN invasion, or from Kure at any time. 

8. One of the 2 “6AG” A6M2 air units begins on Akagi and the other begins on Kaga.  They 

may be used for CAP missions but not for strike missions.  These represent components 

of the 6th Air Group, earmarked to operate from Midway. 

9. All IJN ships have used 3 turns of endurance. 
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10. IJN ships may freely exit from the west edge of the map. 

11. IJN ships may not approach within 7 hexes of hex 3022. 

12. The IJN player may designate 2 hexes anywhere north of hexrow xx14 and 2 hexes 

anywhere west of hexrow 09xx as refueling rendezvous. 

13. The IJN player can have up to 15 TF blocks in play, but no dummies. 

14. The IJN player places submarine and TF blocks before the USN player. 

 

USN Order of Battle. 

Anywhere east of hexrow 12xx, having used 7 turns of endurance: 

Carriers: Enterprise, Hornet 

Heavy Cruisers: New Orleans, Minneapolis, Vincennes, Northampton, Pensacola 

Light Cruiser: Atlanta 

Destroyers: Phelps, Balch, 2 x Farragut, 1 x Benham, 1 x Mahan/Gridley 

Air Groups: 

Enterprise: 2 F4F-4, 3 SBD-3, 1 SBD-2, 2 TBD-1 

Hornet: 2 F4F-4, 3 SBD-3, 1 SBD-2, 2 TBD-1 

Anywhere east of hexrow 12xx, having used 5 turns of endurance: 

Carrier: Yorktown 

Heavy Cruisers: Astoria, Portland 

Destroyers: 2 x Sims, 1 x Bristol 

Air Group: 

Yorktown: 2 F4F-4, 4 SBD-3, 2 TBD-1 

At Midway: 

Air Units: 1 F4F-3, 2 F2A-3, 2 SBD-2, 1 SB2U-3, 1 TBF-1, 2 B-17E, 1 B-26A 

Submarines: 3 blocks (speed 3), anywhere on the map 

 

USN Scenario Rules. 

1. Air strikes from USN carriers are limited in their potential composition.   Any P weapon 

bombing units in excess of 3 launched by a carrier in a single strike must be units with 

2P attack strengths. 

2. All attacks by Hornet air units receive a +1 modifier to the die roll. This does not affect 

combat by armed searches. 

3. Midway has radar. 

4. The USN player can designate 2 hexes east of hexrow 14xx as refueling rendezvous. 
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5. USN ships may freely exit from the east edge of the map. 

6. The USN player may have up to 15 TF blocks in play, any number of which may be 

dummies. 

7. The USN player places submarine and TF blocks after the IJN player. 

8. The USN player may have 1 dummy task force composed entirely of dummy ships.  The 

USN player receives as dummy ships 4 ♠, 2 ♥ and 4 ♦. 
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The Japanese Plan.  This version assumes that the USN had no foreknowledge of the 

Japanese plans, and responded to the invasion of Midway as the Japanese hoped it would.  It 

assumes that all USN carriers in the Pacific were at or in the vicinity of Pearl Harbor when the 

Japanese invasion of Midway became known.  It also assumes that with advanced warning of 

the Japanese invasion of the Aleutians some of the ships that were sent from Pearl to Alaska 

were instead retained in the Central Pacific. 

 

Initiative.  Neither side receives an initiative modifier. 

 

Scenario Length. 22 turns, from June 3 through June 13. 

 

Victory Conditions.  Victory is determined on points. 

 

Imperial Japanese Navy Order of Battle. 

West of hex row 07xx: 

Carriers: Akagi, Kaga, Hiryu, Soryu 

Battleships: Haruna, Kirishima 

Cruisers: Tone, Chikuma 

Light Cruiser: Nagara 

Destroyers: 1 x Yugumo, 4 x Kagero 

Air Groups: 

Akagi: 2 A6M2, 2 D3A1, 2 B5N2 

Kaga: 2 A6M2, 2 D3A1, 3 B5N2 

Hiryu: 2 A6M2, 2 D3A1, 2 B5N2 

Soryu: 2 A6M2, 2 D3A1, 2 B5N2 

Enter on the west edge on Turn 2: 

Carrier: Hosho 

Battleships: Yamato, Nagato, Mutsu 

Light Cruiser: Sendai 

Destroyers: 4 x Fubuki 

Other: Chiyoda, Nisshin 

Air Group: 

Hosho: 1 B4Y1 

Enter on the west edge on Turn 3: 
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Battleships: Huyga, Ise, Fuso, Yamashiro 

Light Cruisers: Kitikami, Oi 

Destroyers: 2 x Fubuki, 3 x Shiratsuyu, 2 x Hatsuharu 

West of hexrow 03xx: 

Carrier: Zuiho 

Battleships: Kongo, Hiei 

Heavy Cruisers: Atago, Chokai, Myoko, Haguro, Kumano, Suzuya, Mikuma, 

Mogami 

Light Cruisers: Yura, Jintsu 

Destroyers: 2 x Shiratsuyu, 4 x Asashio, 4 x Kagero 

Other: Kiyozumi, Keiyo, Zenyo, Goshu # 2, Toa, Kano, Argentina, Hokuriku, 

Brazil, Kirishima, Azuma, and Nankai Marus, Chitose, Kamikawa Maru, 2 x APD 

Air Group: 

Zuiho: 1 A6M2 (5F), 1 A5M4, 2 B5N2 (8T) 

Chitose: 1 F1M2 

Kamikawa Maru: 1 F1M2 

West of hexrow 07xx: 

Other: Soya, Meiyo Maru, Yamafuku Maru 

Submarines: 2 blocks, anywhere east of hexrow 25xx. 

 

Imperial Japanese Navy Scenario Rules. 

1. Air strikes from IJN carriers are subject to limits.  Any strike from Akagi or Kaga is limited 

in size to 5 air units, no more than 3 of which may be bombing units.  Any strike from 

Hiryu or Soryu is limited in size to 4 air units, no more than 2 of which may be bombing 

units.  Any strike from Zuiho is limited to 2 air units, no more than 1 of which may be a 

bombing unit.  A “bombing unit” is any air unit with a P, M or A attack strength. 

2. The IJN player receives VPs for unloading transports in the Midway hex, if Midway is 

successfully invaded.  The IJN player receives VPs equal to the cargo ratings of the M 

defense class ships successfully unloaded. In addition to M defense ships with cargo 

ratings, the 2 APD transport units are also carrying 2 VP of cargo each. 

3. Invading Midway.  Success of the Japanese invasion is not assured.  Victory depends 

on a combination of air strikes on Midway, ships present in the Midway hex at the time of 

the invasion, and VPs unloaded in the invasion hex.  Midway has a defensive strength of 
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12.  The IJN player computes the odds of the invasion succeeding by tracking and 

totaling the following. 

a. The VPs unloaded in the hex in the invasion turn. 

b. The total strength of air attacks made by the IJN player against Midway, adjusted 

as provided in the Air Strike Weapons Effect Table.  Note that the IJN player 

must keep a running tally of this. 

c. The total strength of ship bombardments of Midway, adjusted for attacks on a 

land base as provided in the Surface Combat Weapons Effect Table.  Note that 

the IJN player must keep a running tally of this. 

d. The IJN player totals the air attack strengths and surface attack strengths and 

then adds ½ the VPs being unloaded (if the weather is not stormy) or ¼ the VPs 

being unloaded (if the weather is stormy). 

e. The IJN player then divides the total by 12, dropping fractions, to determine the 

number or less to be rolled on D12 for the invasion to succeed.  The IJN player 

then rolls D12 and announces the result. 

f. The IJN player may only attempt to invade Midway once. 

g. Midway must be invaded on a day turn. 

h. If the invasion is unsuccessful, ¼ of the VPs of cargo being unloaded are lost 

and so are credited as VPs to the USN player.  The remaining VPs of cargo are 

on the ships originally carrying them.  The IJN player decides and records which 

ships are unloaded due to VPs being lost. 

4. At the beginning of the third turn after Midway is successfully invaded, the IJN player 

may replace the US Midway base counter with the Japanese Midway base marker.  IJN 

land or carrier-based air units may begin to operate from Midway at that time.  The 

“6AG” A6M2 units on the IJN carriers may fly to Midway.  In addition, the “6AG” G4M1 

unit may fly into Midway from off the map. 

5. Chitose and Kamikawa Maru may operate their aircraft from Midway beginning on the 

turn after a successful IJN invasion, or from Kure at any time. 

6. One of the 2 “6AG” A6M2 air units begins on Akagi and the other begins on Kaga.  They 

may be used for CAP missions but not for strike missions.   

7. All IJN ships have used 1 turn of endurance. 

8. IJN ships may freely exit from the west edge of the map. 

9. IJN ships may not approach within 7 hexes of hex 3022. 



11 
 

10. The IJN player may designate 2 hexes anywhere north of hexrow xx14 and 2 hexes 

anywhere west of hexrow 09xx as refueling rendezvous. 

11. The IJN player can have up to 15 TF blocks in play, any number of which may be 

dummies.  1 of the TFs may be composed entirely of dummy ships. 

12. The IJN player may bring dummy TFs onto the map over the west edge as if they were 

real TFs. 

13. The IJN player receives the following dummy ships: 4 low ♣, 2 high ♣, 2 ♥, 4 ♠, 4 ♦. 

 

USN Order of Battle. 

Enter on the east edge within 4 hexes of hex 3022, 3 turns after the earliest of (1) the 

IJN player attempting to invade Midway, (2) any of the IJN M defense ships being 

spotted: 

Carriers: Saratoga, Enterprise, Hornet, Yorktown 

Heavy Cruisers: New Orleans, Minneapolis, Vincennes, Northampton, 

Pensacola, Salt Lake City, Astoria, Portland, Nashville, St. Louis 

Light Cruiser: Atlanta 

Destroyers: Phelps, Balch, Clark, 3 x Farragut, 3 x Sims, 1 x Benham, 2 x Mahan 

Air groups: 

Enterprise: 2 F4F-4, 3 SBD-3, 1 SBD-2, 2 TBD-1 

Hornet: 2 F4F-4, 3 SBD-3, 1 SBD-2, 2 TBD-1 

Yorktown: 2 F4F-4, 4 SBD-3, 2 TBD-1 

Saratoga: 5 F4F-4, 5 SBD-3, 2 TBF-1 

Midway: 

Air Units: 1 SB2U-3, 2 F2A-3 

Submarines: 2 blocks (speed 3) enter on the east edge within 4 hexes of hex 3022, 1 

turns after the earliest of (1) the IJN player attempting to invade Midway, (2) any of the 

IJN M defense ships being spotted. 

 

USN Scenario Rules. 

1. Air strikes from USN carriers are limited in their potential composition.   Any P weapon 

bombing units in excess of 3 launched by a carrier in a single strike must be units with 

2P attack strengths. 

2. All attacks by Hornet air units receive a +1 modifier to the die roll. This does not affect 

combat by armed searches. 
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3. Air units from the Saratoga may be transferred to the other USN carriers, but only to 

make up losses in the air groups of those carriers.  F4Fs may be transferred for F4F 

losses and SBDs for SBD losses. 

4. Midway has radar. 

5. If Midway is successfully invaded, the USN player receives 25 VP for striking Midway 

with at least 3 bombing units.  The IJN player receives 25 VP if such a strike is not 

made. 

6. The USN player can designate 2 hexes east of hexrow 14xx as refueling rendezvous. 

7. USN ships may freely exit from the east edge of the map. 

8. The USN player may have up to 15 TF blocks in play, any number of which may be 

dummies. 

9. The USN player may bring dummy TFs onto the map through the east edge as if they 

were real TFs. 

10. The USN player may have 1 dummy task force composed entirely of dummy ships.  The 

USN player receives as dummy ships 4 ♠, 2 ♥ and 4 ♦. 
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The American Plan and No Coral Sea.  This version assumes that the USN was aware of the 

IJN plans, but that the IJN had postponed the Coral Sea operation to prepare all of its fleet 

carriers for the Midway battle.  As a consequence, Zuikaku and Shokaku accompany the other 

IJN fleet carriers and Lexington joins the USN order of battle.  The scenario also assumes that 

some of the ships retained in the South Pacific after Lexington’s sinking were instead used as 

part of her screen. 

 

Initiative.  The USN player receives a +1 initiative modifier.  The IJN player receives a -1 

initiative modifier. 

 

Scenario Length. 8 turns, from June 4 through June 7. 

 

Victory Conditions.  Victory is determined on points. 

 

Imperial Japanese Navy Order of Battle. 

In hex 1114 or 1213 (but all must be in a single TF): 

Carriers: Akagi, Kaga, Hiryu, Soryu, Shokaku, Zuikaku 

Battleships: Haruna, Kirishima 

Cruisers: Tone, Chikuma 

Light Cruiser: Nagara 

Destroyers: 1 x Yugumo, 4 x Kagero 

Air Groups: 

Akagi: 2 A6M2, 2 D3A1, 2 B5N2 

Kaga: 2 A6M2, 2 D3A1, 3 B5N2 

Hiryu: 2 A6M2, 2 D3A1, 2 B5N2 

Soryu: 2 A6M2, 2 D3A1, 2 B5N2 

Shokaku: 2 A6M2, 2 D3A1, 2 B5N2 

Zuikaku: 2 A6M2, 2 D3A1, 2 B5N2 

West of hexrow 04xx, north of hexrow xx13, and south of hexrow xx07: 

Carrier: Hosho 

Battleships: Yamato, Nagato, Mutsu 

Light Cruiser: Sendai 

Destroyers: 4 x Fubuki 

Other: Chiyoda, Nisshin 
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Air Group: 

Hosho: 1 B4Y1 

In hexrow 01xx, north of hexrow xx07: 

Battleships: Huyga, Ise, Fuso, Yamashiro 

Light Cruisers: Kitikami, Oi 

Destroyers: 2 x Fubuki, 3 x Shiratsuyu, 2 x Hatsuharu 

West of hexrow 09xx and south of hexrow xx17: 

Carrier: Zuiho 

Battleships: Kongo, Hiei 

Heavy Cruisers: Atago, Chokai, Myoko, Haguro, Kumano, Suzuya, Mikuma, 

Mogami 

Light Cruisers: Yura, Jintsu 

Destroyers: 2 x Shiratsuyu, 4 x Asashio, 4 x Kagero 

Other: Kiyozumi, Keiyo, Zenyo, Goshu # 2, Toa, Kano, Argentina, Hokuriku, 

Brazil, Kirishima, Azuma, and Nankai Marus, Chitose, Kamikawa Maru, 2 x APD 

Air Group: 

Zuiho: 1 A6M2 (5F), 1 A5M4, 2 B5N2 (8T) 

Chitose: 1 F1M2 

Kamikawa Maru: 1 F1M2 

West of hexrow 11xx and south of hexrow xx17: 

Other: Soya, Meiyo Maru, Yamafuku Maru 

Submarines: 2 blocks, anywhere in hexrow 30xx. 

 

Imperial Japanese Navy Scenario Rules. 

1. Air strikes from IJN carriers are subject to limits.  Any strike from Akagi, Kaga, Shokaku 

or Zuikaku is limited in size to 5 air units, no more than 3 of which may be bombing units.  

Any strike from Hiryu or Soryu is limited in size to 4 air units, no more than 2 of which 

may be bombing units.  Any strike from Zuiho is limited to 2 air units, no more than 1 of 

which may be a bombing unit.  A “bombing unit” is any air unit with a P, M or A attack 

strength. 

2. All of the IJN carriers in hex 1114 or 1213 must strike Midway in the first air strike 

segment of the first turn.  Each carrier must contribute 1 A6M2 unit, 1 D3A1 unit, and 1 

B5N2 unit to the strike.  No air units on these carriers may be used for searches until the 

search segment after a USN ship has been spotted. 
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3. Searches conducted by ships beginning in hex 1314 or 1413 cannot overlap search 

arcs.  They may search adjoining search arcs. 

4. The IJN player receives VPs for unloading transports in the Midway hex, if Midway is 

successfully invaded.  The IJN player receives VPs equal to the cargo ratings of the M 

defense class ships successfully unloaded. In addition to M defense ships with cargo 

ratings, the 2 APD transport units are also carrying 2 VP of cargo each. 

5. Invading Midway.  Success of the Japanese invasion is not assured.  Victory depends 

on a combination of air strikes on Midway, ships present in the Midway hex at the time of 

the invasion, and VPs unloaded in the invasion hex.  Midway has a defensive strength of 

20.  The IJN player computes the odds of the invasion succeeding by tracking and 

totaling the following. 

a. The VPs unloaded in the hex in the invasion turn. 

b. The total strength of air attacks made by the IJN player against Midway, adjusted 

as provided in the Air Strike Weapons Effect Table.  Note that the IJN player 

must keep a running tally of this. 

c. The total strength of ship bombardments made against Midway, adjusted for 

attacks on a land base as provided in the Surface Combat Weapons Effect 

Table.  Note that the IJN player must keep a running tally of this. 

d. The IJN player totals the air attack strengths and surface attack strengths and 

then adds ½ the VPs being unloaded (if the weather is not stormy) or ¼ the VPs 

being unloaded (if the weather is stormy). 

e. The IJN player then divides the total by 20, dropping fractions, to determine the 

number or less to be rolled on D12 for the invasion to succeed.  The IJN player 

then rolls D12 and announces the result. 

f. The IJN player may only attempt to invade Midway once. 

g. Midway must be invaded on a day turn. 

h. If the invasion is unsuccessful, ¼ of the VPs of cargo being unloaded are lost 

and so are credited as VPs to the USN player.  The remaining VPs of cargo are 

on the ships originally carrying them.  The IJN player decides and records which 

ships are unloaded due to VPs being lost. 

6. At the beginning of the third turn after Midway is successfully invaded, the IJN player 

may replace the US Midway base counter with the Japanese Midway base marker.  IJN 

land or carrier-based air units may not operate from Midway in the course of this 

scenario. 
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7. Chitose and Kamikawa Maru may operate their aircraft from Midway beginning on the 

turn after a successful IJN invasion, or from Kure at any time. 

8. One of the 2 “6AG” A6M2 air units begins on Akagi and the other begins on Kaga.  They 

may be used for CAP missions but not for strike missions.  These represent components 

of the 6th Air Group, earmarked to operate from Midway. 

9. All IJN ships have used 3 turns of endurance. 

10. IJN ships may freely exit from the west edge of the map. 

11. IJN ships may not approach within 7 hexes of hex 3022. 

12. The IJN player may designate 2 hexes anywhere north of hexrow xx14 and 2 hexes 

anywhere west of hexrow 09xx as refueling rendezvous. 

13. The IJN player can have up to 15 TF blocks in play, but no dummies. 

14. The IJN player places submarine and TF blocks before the USN player. 

 

USN Order of Battle. 

Anywhere east of hexrow 12xx, having used 7 turns of endurance: 

Carriers: Enterprise, Hornet 

Heavy Cruisers: New Orleans, Minneapolis, Vincennes, Northampton, Pensacola 

Light Cruiser: Atlanta 

Destroyers: Phelps, Balch, 2 x Farragut, 1 x Benham, 1 x Mahan/Gridley 

Air Groups: 

Enterprise: 2 F4F-4, 3 SBD-3, 1 SBD-2, 2 TBD-1 

Hornet: 2 F4F-4, 3 SBD-3, 1 SBD-2, 2 TBD-1 

Anywhere east of hexrow 12xx, having used 5 turns of endurance: 

Carriers: Yorktown, Lexington 

Heavy Cruisers: Astoria, Portland, Salt Lake City, Chicago 

Destroyers: Selfridge, 3 x Sims, 1 x Bristol, 1 x Mahan/Sims 

Air Group: 

Yorktown: 2 F4F-4, 4 SBD-3, 2 TBD-1 

Lexington: 2 F4F-3, 3 SBD-3, 1 SBD-2, 2 TBD-1 

At Midway: 

Air Units: 1 F4F-3, 2 F2A-3, 2 SBD-2, 1 SB2U-3, 1 TBF-1, 2 B-17E, 1 B-26A 

Submarines: 3 blocks (speed 3), anywhere on the map 

 

USN Scenario Rules. 



17 
 

1. Air strikes from USN carriers are limited in their potential composition.   Any P weapon 

bombing units in excess of 3 launched by a carrier in a single strike must be units with 

2P attack strengths. 

2. All attacks by Hornet air units receive a +1 modifier to the die roll. This does not affect 

combat by armed searches. 

3. Midway has radar. 

4. The USN player can designate 2 hexes east of hexrow 14xx as refueling rendezvous. 

5. USN ships may freely exit from the east edge of the map. 

6. The USN player may have up to 15 TF blocks in play, any number of which may be 

dummies. 

7. The USN player places submarine and TF blocks after the IJN player. 

8. The USN player may have 1 dummy task force composed entirely of dummy ships.  The 

USN player receives as dummy ships 4 ♠, 2 ♥ and 4 ♦. 
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The Japanese Plan and No Coral Sea.  This version assumes that the USN had no 

foreknowledge of the Japanese plans, and responded to the invasion of Midway as the 

Japanese hoped it would.  It assumes that all USN carriers in the Pacific were at or in the 

vicinity of Pearl Harbor when the Japanese invasion of Midway became known.  It also assumes 

that the IJN and the USN did not fight the battle of Coral Sea. 

 

Initiative.  Neither side receives an initiative modifier. 

 

Scenario Length. 22 turns, from June 3 through June 13. 

 

Victory Conditions.  Victory is determined on points. 

 

Imperial Japanese Navy Order of Battle. 

West of hex row 07xx: 

Carriers: Akagi, Kaga, Hiryu, Soryu, Shokaku, Zuikaku 

Battleships: Haruna, Kirishima 

Cruisers: Tone, Chikuma 

Light Cruiser: Nagara 

Destroyers: 1 x Yugumo, 4 x Kagero 

Air Groups: 

Akagi: 2 A6M2, 2 D3A1, 2 B5N2 

Kaga: 2 A6M2, 2 D3A1, 3 B5N2 

Hiryu: 2 A6M2, 2 D3A1, 2 B5N2 

Soryu: 2 A6M2, 2 D3A1, 2 B5N2 

Shokaku: 2 A6M2, 2 D3A1, 2 B5N2 

Zuikaku: 2 A6M2, 2 D3A1, 2 B5N2 

Enter on the west edge on Turn 2: 

Carrier: Hosho 

Battleships: Yamato, Nagato, Mutsu 

Light Cruiser: Sendai 

Destroyers: 4 x Fubuki 

Other: Chiyoda, Nisshin 

Air Group: 

Hosho: 1 B4Y1 
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Enter on the west edge on Turn 3: 

Battleships: Huyga, Ise, Fuso, Yamashiro 

Light Cruisers: Kitikami, Oi 

Destroyers: 2 x Fubuki, 3 x Shiratsuyu, 2 x Hatsuharu 

West of hexrow 03xx: 

Carrier: Zuiho 

Battleships: Kongo, Hiei 

Heavy Cruisers: Atago, Chokai, Myoko, Haguro, Kumano, Suzuya, Mikuma, 

Mogami 

Light Cruisers: Yura, Jintsu 

Destroyers: 2 x Shiratsuyu, 4 x Asashio, 4 x Kagero 

Other: Kiyozumi, Keiyo, Zenyo, Goshu # 2, Toa, Kano, Argentina, Hokuriku, 

Brazil, Kirishima, Azuma, and Nankai Marus, Chitose, Kamikawa Maru, 2 x APD 

Air Group: 

Zuiho: 1 A6M2 (5F), 1 A5M4, 2 B5N2 (8T) 

Chitose: 1 F1M2 

Kamikawa Maru: 1 F1M2 

West of hexrow 07xx: 

Other: Soya, Meiyo Maru, Yamafuku Maru 

Submarines: 2 blocks, anywhere east of hexrow 25xx. 

 

Imperial Japanese Navy Scenario Rules. 

1. Air strikes from IJN carriers are subject to limits.  Any strike from Akagi, Kaga, Shokaku 

or Zuikaku is limited in size to 5 air units, no more than 3 of which may be bombing units.  

Any strike from Hiryu or Soryu is limited in size to 4 air units, no more than 2 of which 

may be bombing units.  Any strike from Zuiho is limited to 2 air units, no more than 1 of 

which may be a bombing unit.  A “bombing unit” is any air unit with a P, M or A attack 

strength. 

2. The IJN player receives VPs for unloading transports in the Midway hex, if Midway is 

successfully invaded.  The IJN player receives VPs equal to the cargo ratings of the M 

defense class ships successfully unloaded. In addition to M defense ships with cargo 

ratings, the 2 APD transport units are also carrying 2 VP of cargo each. 

3. Invading Midway.  Success of the Japanese invasion is not assured.  Victory depends 

on a combination of air strikes on Midway, ships present in the Midway hex at the time of 
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the invasion, and VPs unloaded in the invasion hex.  Midway has a defensive strength of 

12.  The IJN player computes the odds of the invasion succeeding by tracking and 

totaling the following. 

a. The VPs unloaded in the hex in the invasion turn. 

b. The total strength of air attacks made by the IJN player against Midway, adjusted 

as provided in the Air Strike Weapons Effect Table.  Note that the IJN player 

must keep a running tally of this. 

c. The total strength of ship bombardments of Midway, adjusted for attacks on a 

land base as provided in the Surface Combat Weapons Effect Table.  Note that 

the IJN player must keep a running tally of this. 

d. The IJN player totals the air attack strengths and surface attack strengths and 

then adds ½ the VPs being unloaded (if the weather is not stormy) or ¼ the VPs 

being unloaded (if the weather is stormy). 

e. The IJN player then divides the total by 12, dropping fractions, to determine the 

number or less to be rolled on D12 for the invasion to succeed.  The IJN player 

then rolls D12 and announces the result. 

f. The IJN player may only attempt to invade Midway once. 

g. Midway must be invaded during a day turn. 

h. If the invasion is unsuccessful, ¼ of the VPs of cargo being unloaded are lost 

and so are credited as VPs to the USN player.  The remaining VPs of cargo are 

on the ships originally carrying them.  The IJN player decides and records which 

ships are unloaded due to VPs being lost. 

4. At the beginning of the third turn after Midway is successfully invaded, the IJN player 

may replace the US Midway base counter with the Japanese Midway base marker.  IJN 

land or carrier-based air units may begin to operate from Midway at that time.  The 

“6AG” A6M2 units on the IJN carriers may fly to Midway.  In addition, the “6AG” G4M1 

unit may fly into Midway from off the map. 

5. Chitose and Kamikawa Maru may operate their aircraft from Midway beginning on the 

turn after a successful IJN invasion, or from Kure at any time. 

6. One of the 2 “6AG” A6M2 air units begins on Akagi and the other begins on Kaga.  They 

may be used for CAP missions but not for strike missions.   

7. All IJN ships have used 1 turn of endurance. 

8. IJN ships may freely exit from the west edge of the map. 

9. IJN ships may not approach within 7 hexes of hex 3022. 



21 
 

10. The IJN player may designate 2 hexes anywhere north of hexrow xx14 and 2 hexes 

anywhere west of hexrow 09xx as refueling rendezvous. 

11. The IJN player can have up to 15 TF blocks in play, any number of which may be 

dummies.  1 of the TFs may be composed entirely of dummy ships. 

12. The IJN player can bring dummy TFs on the west edge of the map as if they were real 

TFs. 

13. The IJN player receives the following dummy ships: 4 low ♣, 2 high ♣, 2 ♥, 4 ♠, 4 ♦. 

 

USN Order of Battle. 

Enter on the east edge within 4 hexes of hex 3022, 3 turns after the earliest of (1) the 

IJN player attempting to invade Midway, (2) any of the IJN M defense ships being 

spotted: 

Carriers: Lexington, Saratoga, Enterprise, Hornet, Yorktown 

Heavy Cruisers: New Orleans, Minneapolis, Vincennes, Northampton, 

Pensacola, Salt Lake City, Astoria, Portland, Nashville, St. Louis, Salt Lake City, 

Chicago 

Light Cruiser: Atlanta 

Destroyers: Phelps, Balch, Clark, 3 x Farragut, 4 x Sims, 1 x Benham, 1 x 

Mahan, 1 x Mahan/Gridley 

Air groups: 

Enterprise: 2 F4F-4, 3 SBD-3, 1 SBD-2, 2 TBD-1 

Hornet: 2 F4F-4, 3 SBD-3, 1 SBD-2, 2 TBD-1 

Yorktown: 2 F4F-4, 4 SBD-3, 2 TBD-1 

Lexington: 2 F4F-3, 3 SBD-3, 1 SBD-2, 2 TBD-1 

Saratoga: 5 F4F-4, 5 SBD-3, 2 TBF-1 

Midway: 

Air Units: 1 SB2U-3, 2 F2A-3 

Submarines: 2 blocks (speed 3) enter on the east edge within 4 hexes of hex 3022, 1 

turns after the earliest of (1) the IJN player attempting to invade Midway, (2) any of the 

IJN M defense ships being spotted. 

 

USN Scenario Rules. 
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1. Air strikes from USN carriers are limited in their potential composition.   Any P weapon 

bombing units in excess of 3 launched by a carrier in a single strike must be units with 

2P attack strengths. 

2. All attacks by Hornet air units receive a +1 modifier to the die roll. This does not affect 

combat by armed searches. 

3. Air units from the Saratoga may be transferred to the other USN carriers, but only to 

make up losses in the air groups of those carriers.  F4Fs may be transferred for F4F 

losses and SBDs for SBD losses. 

4. Midway has radar. 

5. If Midway is successfully invaded, the USN player receives 25 VP for striking Midway 

with at least 3 bombing units.  The IJN player receives 25 VP if such a strike is not 

made. 

6. The USN player can designate 2 hexes east of hexrow 14xx as refueling rendezvous. 

7. USN ships may freely exit from the east edge of the map. 

8. The USN player may have up to 15 TF blocks in play, any number of which may be 

dummies. 

9. The USN player may bring dummy TFs on the east edge of the map as if they were real 

TFs. 

10. The USN player may have 1 dummy task force composed entirely of dummy ships.  The 

USN player receives as dummy ships 4 ♠, 2 ♥ and 4 ♦. 
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Outcome.  The USN and US Army Air Forces packed Midway with search and strike aircraft.  

The IJN carriers duly appeared where and when predicted and put in an early morning strike on 

the island.  The USN carriers hovered on their flanks and, together with the forces on Midway, 

sent in a series of strikes.   While the US strikes were not well coordinated, and while some 

went astray, the bulk of the SBDs from the USN carriers caught the IJN carriers with fully armed 

and gassed planes on their decks.  A few well-aimed 1000 pound bombs per carrier sufficed to 

turn Akagi, Kaga and Soryu into infernos.  The Hiryu survived until the afternoon, with her 

aircraft managing to cripple the Yorktown, but she also succumbed to carrier-based by the end 

of the day.  Yorktown looked to have a fair chance of surviving her mauling, but was torpedoed 

and sunk by an IJN submarine on the day after the battle. 

 

The scenarios here explore two of the larger “what-ifs” associated with this battle.  The first 

what-if looks at how the battle might have gone if the USN had no foreknowledge of the IJN 

plan.  It assumes that the USN would have responded to the invasion, but that it would have 

had Saratoga to add to its strength.  In fact, Saratoga arrived at Pearl Harbor two days after the 

battle was fought, and left the next day to join the other carriers at sea.  So the question 

becomes whether Saratoga’s presence would have made up for the USN not knowing the IJN 

plans. 

 

The second what-if looks at the effect on the battle if the Battle of the Coral Sea had not been 

fought.  It presumes that Shokaku and Zuikaku would have then been able to join the IJN carrier 

force, essentially recreating the grouping that launched the initial attack on Pearl Harbor.  It also 

presumes that Lexington, lost at Coral Sea, would have joined the USN forces.  The question 

here is whether two additional IJN carriers would have overcome the USN intelligence coup, or 

whether with Lexington in the fray the additional IJN ships would simply be more grist for the 

SBDs’ mill. 

 

The final scenario combines both what-ifs.  The result is a huge carrier battle, involving all of the 

IJN fleet carriers then afloat and all of the USN fleet carriers save Wasp. 
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