   Postcard Shumshu, August 1945 – Rules Draft, 14Jun25 –  © 2025 Louis R. Coatney –  Use 1 d6 die 
Winning: Russians/Russ win marginal victory taking/keeping 1-star hex – 2-star hex strategic victory; otherwise, Japanese win.
Setup and Gameturn Sequence:  Jpns: 3 Inf Bns, 1 Tnk Bn, and 2 Decoys on Shumshu – all others including Ki-43 Hayabusa (airpower) on Paramushir. All Russians off-board waiting to land.  Russ land/move first, then attack, then Japanese do so.
Russians’ Naval Landing(s?): Russians pick 1 coastal hex to land on and then be their supply base, if their landing succeeds.  Up to 3 battalions may be landed – each Russian unit individually attacking the coastal hex.  Even if the hex is empty, the worst possible die roll eliminates one unit and (permanently) one of the three naval landing capabilities – no more than one of the latter lost per landing.  Russ may not land on a coastal hex within the red-bordered Paramishu artillery’s long range. The die roll is shifted 1 to the Russians’ advantage, if they land withini their black-bordered Kamchatka (to the north) artillery’s long range. If opposed by a Jpns unit, the landed hex is cleared by a DR(out) or DW(withdraw) result, unless in the case of a DW the Jpns have declared No Retreat! to UnDsrptd units. (If so, and the Russ player rolls DR, the Jpns are eliminated instead. Russ can declare No Retreat! Too.)
If no Russ units land or if their beachhead is elimed, they can try another or same hex with surviving units in later turn.
Reinforcements and Russ Replacements: A player can bring over reinforcements  on his AM turn – 1 Jpns to hex 33 and as many surviving Russ naval deliveries to his beachhead. 1 elimed Russ inf bn may be replaced per turn, after all Russ reinforcements come over. Russ Regiment/Rgt (III) creation: If at the start of his turn the Russ player has 3 UnDisrupted (UnDsrptd) inf Battalions/bns (II) from the same rgt on a hex together, he can create the rgt for immediate use.  Stacking: Only one side in a hex, but no limit to their number, except only 3 Russ units or 4 Jpns units may defend it.
Movement and Combat:  UnDsrptd units may attack enemy units in adjacent hexes or just move in if empty. 2 Russ units any size and 3 Jpns units may attack across each hex-side. Bns – not rgts – moving along road get 1 extra hex – tanks 2.  Jpns units hidden until combat unless Dsrptd.  Discovered Jpns decoys removed til next turn. All UnDsrptd units adj to a hex may attack into it, if they could (still) move into it. However, UnDsrptd Jpns units or Russ rgts adj to attacking units must also be attacked. Compute basic attack vs. defense factor odds – round down. Except for a landing, add 1 defense factor to a hex of dfndrs on a mountain – then odds column shifts for rivers and long-range artillery. Both attacks and defenses can be shifted 1 column if attacked hex within friendly artillery range.  If more than half attackers cross-river, shift odds another for defender, unless hex-side is being attacked by Russ engineers. Dfdrs on swamp drop attack 1 column too.  DR or AD against Russ rgt breaks it back down into bns. Victors can advance into defdr’s hex or empty adj one. Pressed Attack: Read best 2 die roll numbers up a column – worst 4 numbers down one.
Die Roll:
1:3
1:2
1:1
3:2
2:1
3:1
4:1
6 or
1
D
DR
DR
DR
DR
DE
DE
DE = Defenders Eliminated.
5
2
D
DW
DW
DW
DR
DR
DE
DR = Dfdrs D-ed&Routed 1 hex by attacker
4
3
AD
D
DW
DW
DW
DR
DR
DW = Dfdrs D-ed Withdrawn 1 hex by dfdr
3
4
AE
AD
D
D
DW
DW
DR
D = Dfdrs Disrupted/”D-ed”
2
5
AE
AE
AD
AD
D
DW
DW
AD = Attackers Disrupted
1
6
AE
AE
AE
AD
AD
D
DW
AE = Attackers Eliminated
Disruption: Disrupted/”D-ed” unit cannot move or attack.  Attacks against D-ed units increased 1 odds column.  D-ed Jpns units             Recovered at the end of his player-turn, but for Russ at the end of next turn’s Jpns combat phase, if they are not re-D-ed.
Japanese Tank Bonus: Each tank unit adds an odds shift to a Jpns attack, if not cross-river, unless the Russian AT guns arrive.
Japanese Airpower: Can add 1 odds column shift to a Jpns attack. During Russ turn, its best roll permanently sinks one landing ship/capacity and passengers – randomly determine which – although it is permanently shot down on the 3 worst numbers.
Japanese Banzai! attack: Adds 1 to a Jpns attack die roll, but eliminates the Jpns attackers on a D or worse combat result.
Postcard Shumshu, August 1945 is Dedicated to all our Allied servicemen in the Asian Pacific War and to my children Rebecca, Robert, Rohan, and Johanna hoping they will never suffer another world war.
My mottos:  “The more we learn from the Second World War, the better our chances it will be the LAST world war.” “War must be confined to history books, games, museums, films.”  www.CoatneyHistory.com for 30+ free games and paper model ship plans
