The Battle of Midway

Units & Tactics

Game Units (per Navy)
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1.) Aircraft Carrier (total 3 nos.)
damage points – 4 hits to sink
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2.) Battleship (total 1 nos.) 
damage points – 4 hits to sink
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3.) Cruiser (total 3 nos.)
damage points – 3 hits to sink
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4.) Destroyer (total 6 nos.)
damage points – 2 hits to sink
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5.) Submarine (total 2 nos.)
damage points – 1 hit to sink
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6.) Troop transport (total 4 nos.)
damage points – 2 hits to sink
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Fighter wing (total 7 nos.)
damage points – 1 hit to destroy

8.) Bomber wing (total 5 nos.)
damage points – 1 hit to destroy


9.) Scout plane (total 3 nos.)
damage points – 1 hit to destroy


10.) Ground Marine unit (total 8 nos.)
damage points – 1 hit to destroy

All strikes by units are based on the following throw of 2 dices:

Double sixes – Critical HIT - Damaged inflicted is -2x

Total equals an even numbers – HIT – Damage inflicted is -1x

Total equals an odd numbers – MISS – No damage inflicted

Battle Group Tactics

i.) Close knit groups are harder to detect as a group, but once detected easier to eliminate due to the close ship proximities.

ii.) Cruiser & Destroyer screens are used to protect the vulnerable Battleship & Aircraft Carriers.

iii.) Scout planes are the battle group’s eyes.

iv.) Submarines can serve as part of a defensive screen, as offensive ambush units or as a battle group’s eyes.

v.) Fighter wings are the Aircraft Carrier’s primary defensive cover.

vi.) Bomber wings are the Aircraft Carrier’s primary offensive power.

vii.) Group speed is as fast as the slowest unit.

viii.) Carriers cannot carry onboard more than 3 Air wings/Carrier and 1 Scout planes per Carrier.

Air Wing Tactics

i.) Bombers are highly vulnerable to fighters.  Protect your Bomber wings with Fighter wings.

ii.) Bombers must be fitted with the correct ordinance to be effective; torpedoes against surface sea vessels or bombs against ground based units.

iii.) Enemy air wings can be caught on the ground if the airfield is bombed with your Bomber wings.

iv.) Effective use of your Scout planes in a well planned search pattern will enable you to seize the initiative by spotting the enemy positions early.

v.) Track enemy units with your searches and when initiating a strike, plot probable enemy movement locations before sending your air wings into combat to minimize search time and maximise combat time over the enemy target area.

vi.) Air wings at the end of the Max Fuel Range, unable to land at either an Aircraft Carrier or airfield will be ditched at sea and lost.

vii.) Air wings may be transferred between Aircraft Carriers and airfields up to the maximum carrying capacity of 3 Air wings/Carrier.

Submarine Tactics

i.) Submarines are highly effective ambush units that can strike when least expected.

ii.) Far ranging submarines can be used to extend your visible range enabling you to gain critical battlefield information.

Search Tactics

i.) Plan and execute as wide but overlapping search pattern, using your Scout planes to located the enemy battle groups as early as possible.

ii.) Move your vulnerable Carriers often to avoid the enemy from deducing your Carrier positions from your own searches.

iii.) Estimate probable enemy movement locations from earlier sightings based on enemy unit type and sighted direction of movement.

iv.) Estimate probably enemy locations from enemy searches and enemy strikes on your units.

v.) Twin your units in tandem, to detect and destroy enemy units.

vi.) Keep Air wings in the air flying cap at the ready, to be able to defend your ships from torpedo attack or to strike quickly when enemy is detected.

vii.) Use your Destroyers in a Submarine search screen to prevent an ambush on your vulnerable Carrier.

viii.) Force enemy units into the Visible Zones around land to gain a significant advantage but avoid your units straying into the Visible Zones.

ix.) Work out the enemy movement pattern from the data collected to second guess enemy intentions.

x.) Once an enemy target is located, keep units in a near search pattern to lock the enemy unit in sight for destruction.
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