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THE HAWK

ASL SCENARIO BRT1

i %

GERIERE - L

VICTORY CONDITIONS: The Marines win immediately upon amassing
> 16 CVP and/or at game end if they Control/have-Eliminated all 4 Pillboxes
[EXC: Bombproofs].

TURN RECORD CHART

Scenario Design: Eddie Zeman and Steve Dethlefsen

RED BEACH ONE, BETIO ISLAND, TARAWA ATOLL, 21 NOVEMBER
1943: Lieutenant Dean Hawkins and his Scout Sniper platoon had the distinction of
being the first American force on the island of Betio. Hawkins led a detachment of
engineers and Scout Snipers along the pier on D-Day taking out bunkers and build-
ings likely to be in the way of the following assault waves. On the second day,
Hawkins was a veritable one man show going after pillboxes and fortified buildings,
personally destroying six pillboxes. He would throw a grenade, then rush the
emplacement, then stuff another grenade or demolition charge into an aperture of the
pillbox. In addition to his individual heroics, Hawkins also repeatedly led assaults
into "the Pocket"—the mass of Japanese strong-points at the juncture between Red
One and Red Two—to relieve pressure on the Marines pinned along the beach and to
stop the deadly enfilading fire from the Japanese pillboxes and other emplacements.

BOARD CONFIGURATION:

A

BALANCE: N

@ Add one Japanese MMG and its crew to
the Japanese OB.

v% Add one American FT to the Marine OB.

(Only hexes numbered > 21 and < 31
/b h I-S are

ey )

@ JAPANESE Sets Up First

Y% MARINE Moves First

END

213|4|5

Elements of 7th Rikusentai and 6th Special Base Force
M-P (see SSR 2): {SAN: 3}

[ELR:4] set up in Hinterland hexes numbered > 23 and < 30 on/between hexrows
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ﬁ Elements of D Company, 2nd Tank Battalion [ELR: 5] set up in any hex outside of the Japanese setup area: {SAN: 4}
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SPECIAL RULES:

1. EC are Moderate, with no wind at start. See BRT SSR. The Marines are con-
ducting a Seaborne Assault (G14.1).

2. The Japanese may Fortify/Bombproof (B23.9; T6.5) < 2 building Locations
(Tunnels are NA). All Japanese units may set up concealed regardless of terrain.
3. All Marine MMC are Assault Engineers (H1.22). The Marine 10-3 starts the
scenario Heroic (A15.21), and is exempt from Wound Severity the first time dur-
ing the scenario he becomes Wounded.

AFTERMATH: As the repeated assaults continued, Lieutenant Hawkins refused
treatment for his mounting wounds. Asked where he was going, Hawkins replied
matter of factly "To kill more Japs." Finally cut down by machine gun fire, he
incredibly remained alive for another four hours. Colonel Shoup, commander of
the 2nd Division landing team, remarked that although "rarely can the credit for
winning a battle go to a lieutenant, this one can." In tribute to Hawkins' valor, the
airstrip so dearly won was renamed Hawkins Field immediately after the battle
for Betio.



CHINA GIRL
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VICTORY CONDITIONS: The Marines win at game end if there are nei-
ther Good Order Japanese MMC nor AFV with functioning MA/MG in any
beach/Hinterland hexes on/north-of hexrow O.

@
1A

TURN RECORD CHART

Scenario Design: Eddie Zeman and Steve Dethlefsen

RED BEACH ONE, BETIO ISLAND, TARAWA ATOLL, 20 November 1943:
The M4A2 "Sherman" was seen by Marine crews for the first time aboard the trans-
port Ashland while en route to "Helen." Company C of the 2nd Tank Battalion was
given the new monsters. The 1st Platoon under Lieutenant Edward Bale would take

Shermans to Red Beach One. The Remaining eight tanks were split evenly to sup-

port the landings on Red Two and Red Three. Scouts were assigned to be pathfinders,
leading the Shermans ashore over the treacherous reef.

BOARD CONFIGURATION:

A
N

(Only hexes numbered < 18 on/
north-of hexrow J are playable)

BALANCE:

Add one Year-41 Type INF Gun and its
crew to the Japanese OB.

Add two American MMG to the Marine
OB.

@ JAPANESE Sets Up First [171]

i\( MARINE Moves First

END

2

3| 4

Elements of Betio Naval Defense Garrison [ELR: 4] set up in Hinterland hexes (see SSR 3): {SAN: 5}
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with each AFV in Motion and ADJACENT to 2 1 other AFV:
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Elements of 1st Platoon, C Company, 2nd Marine Tank Battalion set up in hexes numbered > 11, but > 3 hexes from any Beach hex and

set up in Beach hexes on/between V11 and N18 (see SSR 5): {SAN: 3}

SPECIAL RULES:
1. EC are Moderate, with no wind at start. See BRT SSR.

2. Place one LVT wreck counter each in O14, Q17, Q18, and W11. Place one Breach
counter across the Seawall hexside U10-T10.

3. All Wire counters must be set up in Ocean Locations.

4. After Marine setup, the Japanese must set up six broken Marine 3-4-8s in any hex of Red
Beach One which does not already contain a Good Order Marine unit [EXC: no HS may be
set up in N18]; more than one HS may be set up per hex only if there are no other eligible
hexes with fewer such HS. Each HS begins the game DM if adjacent to a Known enemy
unit, and the Marines may not attempt to self-rally any 3-4-8 during Turn 1.

5. During setup, the Marines may exchange any number of DC for a corresponding number

of breach counters placed across any Seawall hexside of Red Beach One.

6. At the beginning of the Marine Player Turn 1 PFPh, the Marines may place < 3 Smoke
counters in any Hinterland hex adjacent to a Red Beach One hex.

AFTERMATH: Many of the pathfinders died leading the Shermans to the beaches. For every man
killed, though, another would volunteer to take his place. Lieutenant Bale finally reached the beach, but was
unwilling to run over his dead and dying fellow Marines scattered on the beach. He led his platoon back into
the water, without pathfinders, to attempt a landing at the Bird's Beak. Four of the Shermans fell into shell-
holes, drowning out their engines. Bale's tank, China Girl, and another Sherman nick-named Cecilia were
the only tanks to make Red One intact. The Shermans proved indispensable for blasting the well-constructed
fortifications. On D-Day, Lt. Bale got into a gun duel with a Japanese Ha-Go and, incredibly, a 37mm shell
from the smaller tank went straight down the gun barrel of Bale's tank, disabling the main armament. That
night, resourceful Marines salvaged a new breach from another tank and repaired China Girl. The next day
Cecilia, also repaired overnight, and China Girl helped to clear Green Beach.



RYAN’S ORPHANS

Scenario Design: Eddie Zeman and Steve Dethlefsen

GREEN BEACH, BETIO ISLAND, TARAWA ATOLL, 21 November 1943:
D-Day for the 3rd Battalion, 2nd Marines called for K and I Companies to land in
the initial assault wave, followed by L Company under Major Michael P. Ryan on
LCV(P)s in the second wave. The former two companies made it to shore with
acceptable losses. But once on the beach they were pinned down by enfilading fire
from the re-entrant beach, and casualties began to mount. Like everyone in the sec-
ond waves, the men of L Company suddenly found themselves wading across the
exposed reef toward the beach where prospects did not look much better. Ryan final-
ly got his company ashore having suffered 35% casualties. On the beach, Ryan found
himself in charge of not only L Company, but all the remnants of 3/2, plus elements
of the 1st and 2nd Battalions which had diverted from Red Beach Two. Out of radio
contact with the regiment, Ryan took charge and started to gain ground with his mot-

VICTORY CONDITIONS: The Marines win immediately when there are @
no Good Order Japanese units on/adjacent-to any Beach hexes along V10-F3.

¥
TURN RECORD CHART

BALANCE:

ley battalion.

BOARD CONFIGURATION:

A
N

Add one Japanese MMG and one 4-4-8
to the Japanese OB.

Add one U.S. MMG and FT to the

(Only hexes numbered < 17 are
playable)

¥¢ MARINE Moves First [226]

@ JAPANESE Sets Up First [177] 1

END

2/3/4|/5|6

hexes on/south-of hexrow O: {SAN:4}

Elements of 2nd Company, 7th Special Naval Landing Force and 3rd Special Base Force [ELR:4] set up in Hinterland
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Elements of 2nd Marine Regiment, Second Marine Division [ELR: 5] set up on/north-of hexrow Q: {SAN:4}
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SPECIAL RULES:

1. EC are Moderate, with no wind at start. See BRT SSR. No 8-in. Gun Turrets
(T8.2) exist in hexes DS or E6. Place one Breach counter across Seawall hexside
U10-T10.

2. Prior to setup, Random Location DR (A14.2) are use to place eight shellhole
counters; the first four counters are randomly located from hex P11 and the last
four from K11. Each such shellhole counter placed in a palm tree hex is replaced
with a palm debris counter (T4.2), while each placed in a building or hut is
replaced with a rubble or Collapsed (G5.5) counter, respectively. If any counter
is to be placed in a hex containing terrain that is not suitable to shellholes, palm
debris, rubble, or Collapsed huts, or where these already exist, re-roll until a valid
hex is determined for that counter.

3. The Japanese may designate any combination of < 3 Bombproofs (T6.5) or For-
tified Building Locations (Tunnels are NA). At least three pillboxes must be set
up adjacent to Beach hexes, with each having at least one of those Beach hexes in
its CA. Pillboxes may set up in K7, J6, and or 16 provided their CA face north.

4. The Marines receive one 120+mm NOBA (G14.6) battery (HE and WP) con-
trolled by a SFCP (G14.61) that sets up onboard within the Marine setup area,
and whose Ocean hex (G14.62) is any west edge hex. Direct Fire option (T15.4
CG3.21) is available; remove one red chit from the battery's Draw Pile when
using Direct Fire.

5. The first two Marine MMC that pass any type of MC without undergoing a
Heat of Battle result will create a Marine hero in that MMC's Location.

AFTERMATH: Although no one knew it at the time, Major Ryan and his charges had
made some good ground on D-Day. "Ryan's Orphans" had cleared all of the Bird's Beak, but
Ryan felt the line could not be held so he pulled the "battalion" back to a more defensible
spot. On D+1, Ryan was still in command of his makeshift "battalion": two repaired tanks,
elements of three infantry battalions, parts of the engineer regiment, and, most importantly, a
spotter for the supporting naval guns. Ryan began the attack at 1130 and in an hour it was
over—Green Beach was cleared. The 1/6 landed at 1800 with no major casualties, the first
battalion on Betio to do so.



RIKUSENTAI

ASL SCENARIO BRT4

VICTORY CONDITIONS: The Marines win at game end if they have
amassed > 30 Casualty Victory Points and control more buildings/
pillboxes/Bombproofs within the Japanese setup area than the Japanese.

TURN RECORD CHART

Scenario Design: Eddie Zeman and Steve Dethlefsen

BETIO ISLAND, TARAWA ATOLL, GILBERT ISLANDS, 23 November
1943: One objective the Marines should have captured by D+2 was the junction
between Red Beach One and Red Beach Two. But Commander Sugai, second in
command on Betio and commander of the Sasebo 7th Rikusentai, had made the
area—dubbed the "Pocket" by the Marines—into a fortress. Sugai moved his men
defending Black Beach to positions covering the Red Beaches during lulls in the
naval bombardment. His troops were the most disciplined, and deadly, men on the
island. In the fight for the beachhead the rikusentai—Japanese Marines—had disrupt-
ed the landings of four battalions. Now on D+3, the Pocket was still not cleared.
What remained of 1/8 and 3/2 Marines were sent against Sugai and his samurai, to
atone for the last three days and to finally even the score from Wake Island.

BOARD CONFIGURATION:

A

(Only hexes numbered > 18 and < 31

BALANCE: are playable)

@ Add one 75* INF Gun and its crew to the
Japanese OB.

¢ Add two U.S. MMG to the Marine OB.

@ JAPANESE Sets Up First [206]

71:( MARINE Moves First [259]

1123[4|5]|6 |ew

Elements of Sasebo, 7th Special Naval Landing Force

perimeter P23-M22-F23-K25-N26-N30-P31-P23 (see SSR 2): {SAN: 4}

and 3rd Special Base Force [ELR: 4] set up in Hinterland hexes on/within the

10-2

w [ [ 12 4 43[4

2 2

Elements of 1st Battalion, 8th Marines and 3rd Battalion, 2nd Marines [ELR: 5] set up anywhere outside the Japanese setup
area [EXC: only vehicles/PRC may set up in Beach/Ocean hexes] (see SSR 3): {SAN:4}
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SPECIAL RULES:

1. EC are Moist, with no wind at start. See BRT SSR.

2. All Japanese Elite MMC are Fanatic. During setup, the Japanese receive 21
GPP, 153 CAPP, and 65 FPP (T15.6141-.43).

3. During setup, the Marines may place < 2 Breach counters across seawall hex-

sides.
4. The Marines receive one module of 70+mm OBA (HE only).

AFTERMATH: The rikusentai braced for the final onslaught. The main attack
came from the southwest. In addition, Colonel Shoup, the Regimental Landing
Team commander, ordered a platoon of infantry and artillery halftracks into the
lagoon to pin the defenders from the front. Although 1/8 had been attacking the
Pocket for the last 48 hours, expending over 54,000 rounds of small arms ammu-
nition, the Imperial Marines were still fighting back. The rikusentai withstood
numerous flame-thrower and demolition charge attacks, but the end was
inevitable. After an hour, the few remaining defenders performed ritual seppuku.
By 1300 hours, Betio was an American island.



HELL WOULDN’T HAVE IT

ASL SCENARIO BRTS Scenario Design: Eddie Zeman and Steve Dethlefsen

& S ; . BETIO, TARAWA ATOLL, GILBERT ISLANDS, 22 November 1943: By 1930

hours on D+2, General "Howlin' Mad" Smith was on shore to personally take com-
mand of his Second Division. Plans were made for the 6th Marines to clear up the
remaining one thousand or so Japanese rikusentai. Incredibly, by the third night an
expected banzai attack had not materialized. Such a counterattack on D-Day might
possibly have forced the fragile beachhead into the lagoon, stalling American offen-
sive plans for months. The death of General Shibasaki on D-Day (while moving his
command so that the wounded could be placed in his command bunker) doomed all
attempts to coordinate an intelligent counterattack. By D+2, though, the Japanese
were forced into the narrow "tail" of Betio, leaving the rikusentai one last chance to
marshall their forces for a final attempt to force the Marines back into the sea.

BOARD CONFIGURATION:

A
N

- (Only hexes numbered > 32 are
VICTORY CONDITIONS: The Japanese win immediately upon amassing BALANCE: playable)
> 23 Casualty/Exit Victory Points (prisoners do not count double). The vy Addone U.S. MMG to the Marine OB.
Japanese may only exit from west edge Hinterland hexes. @ Replace the two 9-0s in the 6th Special
Base Force with two 9-1s.

TURN RECORD CHART

Y% MARINE Sets Up First [184]
112(3(4|5|6|7)|8 ]|
@ JAPANESE Moves First [305]
ff Elements of A and B Companies, 1st Battalion, 6th Marines [ELR: 5] set up on/west-of Hex Grain 047-D41 (see SSR 2): {SAN: 4}
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‘ Remnants of 6th Special Base Force [ELR: 3] set up on/east-of Hex Grain N48-D43 (see SSR 2 and 3): {SAN: 3}
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Main Assault set up on/east-of Hex Grain L51-C47 (see SSR 5):
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SPECIAL RULES. participating Japanese unit will be the HW target (A25.23); the Japanese may chose the HW target from
L EC are. Moist. with no wind at start. See BRT SSR [EXC: the first sentence of BRT7 is NAJ. Place one  2mong the closest Marine units if more than one are equidistant. Units participating in a Banzai Charge do
Bumt-Out Wreck each in hexes G43 and J38. not expend additional MF for entering Concealment Terrain. Instead, make a DR each time a MMC enters a

Concealment Terrain Location in the MPh; with an Original 12 DR considered failure of an Attack Break

2. Night Rules (E1.) are in effect. The initial Base NVR is 2 hexes with no Cloud Cover and no Moon. Nei- (G1.12) MC.
ther side is considered Scenario Attacker or Defender. All units may set up concealed; no Japanese units
may use HIP. Despite not being the Scenario Defender, Marine SMC/SW may still set up HIP per E1.12. AFTERMATH: The counterattack started with approximately fifty infiltrators using a thick tree line to
. . 5 weave between A and B companies of 1/6. The Cooks and Bakers contained these penetrations after two
3. After Marine set up, the Japanese may set up < 2 non-Crew squad-equivalents of the 6th Special Base hours of close combat. The rikusentai struck again at 2300 hours. This second attack forced the Marines to
Force (and al! SMC/SW stacked with them) in any hexes within the Marine setup area that are not occupied use their machine guns, and reveal their positions. Finally, a third attack came. The Japanese had moved
by Marine units. their own machine guns to some wrecked trucks in order to eliminate the previously exposed Marine fire

b T : 3 : Ranie bases. At 0400, a mad frenzied rush came at A Company, the eerie banzai screams sounding worse than the
?erdl }t‘he Egm or :Tm Ni?fh?:dr:n;blr?: i;\(ﬁon;;m;: :Led(])::();(—jngg 2? fl‘? e/? d(l-tl;:)::d IR) with one Pre-Regis pits of a hell. Hand to hand combat between the Marines and rikusentai lasted for over thirty minutes—both
erec hex (barrage 15 HISIOCES Y & P . companies were at the breaking point. Then, quite suddenly, it was over. The Marines lost forty dead and the
5. The Japanese must make at least one multi-hex Banzai Charge on/before Game Turn 3. This Banzai Japanese over two hundred killed. The final banzai charge broke the back of the Japanese defense on
Charge must include > half of the current on-map Good Order Japanese squad-equivalents. Provided no unit Betio—in five short hours Bctio would bﬁ an American island. When da)fllight finally came and the devasta-
participating in the required Banzai Charge has LOS to an enemy unit, the Marine unit closest in hexes to a tion was revealed, one Marine remarked, "Hell would not have this place.



A LEGEND IS BORN

ASL SCENARIO BRT6 Scenario Design: Eddie Zeman and Steve Dethlefsen

g - S . : BETIO, TARAWA ATOLL, GILBERT ISLANDS, 20 November 1943: In the
pre-dawn light, the first amphibious invasion of a fortified beach began. Marines of
2/2 were slated to hit Red Beach Two, while those of 3/2 were assigned Red Beach
One. Colonel Shoup, commander of the Regimental Landing Team, had planned for
the first waves to travel in on LVTs. At first the Japanese let the "little boats with
wheels" travel unmolested as they concentrated their fire on the larger ships. When
the LVTs rammed up against the reef and kept going, the rikusentai realized that the
reef would not stop these strange new vehicles. As the Marines reached the beach,
overwhelming fire kept them pinned down as the following waves waded in.

BOARD CONFIGURATION:

A

(Only hexes numbered < 31 are

BALANCE: playable)

VICTORY CONDITIONS: Provided they Control > 15 building Locations, @ Add six GPP (T15.6141) to the Japanese OB.
the Marines win at game end if they Control/have-eliminated pillboxes worth
> 21 points (totaling CAPP and CAPP exponent; see SSR 2 and T15.6142)
and/or if the Japanese do not Control Hinterland hexes forming a contiguous
path extending from Green Beach to the east map edge.

TURN RECORD CHART

@ JAPANESE Sets Up First [532]
¢ MARINE Moves First [588] 1 2 3 4 5 6 7 8 9 1 0 END

Y¢ During setup, the Marines may exchange any
number of DC for a corresponding number of
breach counters placed across any Seawall hex-
sides in the Marine setup area.

Elements of 3rd Special Base Force [ELR: per T15.4, SSR CG17] set up in Hinterland hexes (see SSR 2): {SAN: 4}
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Elements of Regimental Landing Team, Second Marines [ELR: 5] set up in Beach/Ocean hexes in two groups, one on the S32-R22 beach
and the other on the V10-Q14 beach; each group must contain at least 13 squad-equivalents and may set up in Ocean hexes adjacent to their

respective beaches [EXC: LVT and their passengers may also set up, in Motion, in Ocean hexes numbered > 11]: {SAN: 2}
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SPECIAL RULES: 4. After all setup, the Japanese must make a dr for each Beach hex containing > 1
1. EC are Moist, with no wind at start. See BRT SSR: T15.4 SSR CG3. CG9 Marine unit; on a "1" or "2" result, every unit in that hex starts the scenario
and CG16 are in effect. Pinned (A7.8-7.821).

2. During setup, the Japanese receive 46 GPP, 485 CAPP, and 97 FPP 5. The Marines r_eceive two 120+mm .NOBA (T1,5'4' SSR _CG 3) modules (HE
(T15.6141-.43). All CAPP must be expended, no concealment may be pur- and WP), each with one extra black chit added to its Draw Pile and controlled by
SFCP (T15.4, SSR CG 3.11) whose Ocean hexes (T15.4, SSR CG3.13) are any
hexes along the north edge and are declared after setup. One SFCP must set up in
each Marine setup area. .

chased, and no more than four wire counters may be purchased. Tetrahedrons
must be set up in Ocean hexes and pillboxes must be set up on/north-of hexrow K

3. During setup, the Marines must place one Burnt-Out wreck in each of six

Beach hexes within their setup a_rea(s)_ Each M4A2 set up in an Ocean hex is AFTERMATH: On both Red Qne and Red Two, the intense fire forced the Marines on shore to

accompanied by a Pathfinder (T1). After Marine setup, the Marines may place remain behind the relative protection of the low seawall. Few of the first LVTs were destroyed, but
: X L ’ 5 A as the survivors headed back out to sea to pick up the next wave scores were sunk due to the many

< 6 Smoke counters in any land hexes; each such Smoke counter is only flipped  pullet holes in the hulls. As the slaughter in the reef became apparent, small groups of Marines

to its Dispersed side at the end of the Marine Turn | MPh, and removed at the  jumped the seawall and worked to silence the devastating guns. The rikusentai, though, were deter-
end of the Japanese Turn 1 PFPh. mined to fight to the bitter end on Betio—seventy-six hours later, only 17 would remain.



DIDN’T HAVE TO BE THERE

ASL SCENARIO BRT7

K

(T6.2).

TURN RECORD CHART

VICTORY CONDITIONS: The Marines win immediately upon Control-
ling/Eliminating/rubbling both the pillbox and the Island Command Bunker

Scenario Design: Eddie Zeman and Steve Dethlefsen

RED BEACH THREE, BETIO ISLAND, TARAWA ATOLL, 22 NOVEMBER
1943: Major Jim Crowe had been tasked with continuing the attack along the north-
east portion of Betio Island. Before the attack could really begin, however, a major
obstacle had to be removed—a large bombproof emplacement stood directly in front
of the avenue of attack. In addition, there was a steel pillbox in this area, as well as a
very strong coconut log emplacement. All three positions were mutually supporting
with good fields of fire; one could not be taken without being subject to withering
fire from the other two.

BOARD CONFIGURATION:

A

(Only hexes numbered > 41 and < 50

BALANCE' on/north of hexrow G are playable)

@® Add one Japanese MMG and its crew to
the Japanese OB.

3% Add one 6-6-8 to the Marine OB.

@ JAPANESE Sets Up First

Sﬁr MARINE Moves First

1123|4]5]|gffe

‘ Elements of 7th Rikusentai and 6th Special Base Force [ELR:4] set up < 2 hexes from hex M45: {SAN: 4}
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ff Elements of K Company, 2nd Battalion, 8th Marines [ELR: 5] set up anywhere outside of the Japanese setup area: {SAN :3}

|| ed | &

768 | 6%6-8

14-9

%

%

81

MMG o FT AT
AR | 2l gl &;(mz
410 30-1 21 | @

JiLL

2 5

4 2

SPECIAL RULES:

1. EC are Moderate, with no wind at start. See BRT SSR.

AFTERMATH: Lieutenant Alexander Bonnyman didn't have to be in the thick of the
fight. As a Beach Master ensuring men and material got to their designated beach, his part of
the invasion was over. Bonnyman went inland, however, and put together a scratch force of

2. The Japanese may designate two Building Locations as Fortified (B23.9; tun-  engineers and riflemen which he subsequently led in an attack against the large bunker. Just

nels are NA).

as elements of this force reached the top of the emplacement, a strong Japanese counterattack
tried to dislodge them. The Japanese came close to sweeping the summit of the bunker, but
Lieutenant Bonnyman and his men held firm, sparing no expense—including Bonnyman's
life—to fight off the attack. After the failure of the counterattack, the remaining Japanese
retreated only to be shredded by rife, machine gun, and canister fire. Lt. Bonnyman's sacri-
fice helped reduce the Japanese defenses enough to allow the 2/8 to continue the attack and
won him America's highest military decoration—the Congressional Medal of Honor.
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