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News and Views 
Message from CMH Secretary 

Eric Elder 

 

Thank you to John Owens and Don Cygan for their articles this month.  John explains the options the U.S. 

had for ending the war with Japan.  Don shares his thoughts on The Doolittle Raid GMT game. 

 

Our June monthly meeting had great attendance of about 32 people.  Unfortunately, the swamp cooler was 

out of order, but we did bring a few fans to help. 

 

 
 

Father’s Day I visited the National Museum of World War II Aviation in Colorado Springs.  I had low 

expectations for this museum, but I was pleasantly surprised. There was a good selection of planes and 

lots of history panels on display.  Highlights for me were the PBY and P-38.  There were small sections 

for WWI and post WWII up to Vietnam.  I think those sections can be replaced with more World War II 

content, but I suspect for now they are keeping the planes and maybe trade in the future for something 

else.  I was unable to see the hanger of planes restoration.  I highly recommend visiting the museum. 

 

 

 

 

 

 



  

 

3 

June 

Unit of the Month 

Temporarily no sponsor 
 

 

Each month, at the monthly meeting, CMH members bring their latest painted figures and models to the meeting to display 

their latest efforts. 
 

CMH Member Scale Manufacturer Era Unit 

Eric Elder 1:1200 Spithead Minis Boshin War Japan 1868-69 

JIM RAIRDON 15mm Legio Heroica Ancients Late Imp Roman 

Jim Rairdon 15mm Legio Heroica Medieval Swiss Heavy Cav 

Dave Manley 28mm Firelock 1650-1750 
Dutch West Indies 

Privateers/Civilians 

Doug Wildfong 28mm Perry Napoleonic British Line and Rifles 

Matt Vigil 15mm 
Essex & Old 

Glory 
Medieval Mongols 

Hugh Thompson 28mm Eureka Pirates Aztec Leaders 

Terry Shockey 15mm Old Glory Ancients Med Imperial Roman 

Tom Dye Many Various Buildings  
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Ending the War with Japan 
Article by CMH Member 

John Owens 

 

Among the Pacific War ignorant it has been fashionable to condemn the decision to use nuclear weapons 

against Japanese cities in 1945 as “inhumane.”    When asked what the alternatives were, they typically 

respond with a blank stare, as if the question has no relevance. 

 

If they are asked further, what is their knowledge of the Pacific War up to August 1945, the same reaction 

prevails.    Even as that month began, while there were members in the Japanese Cabinet who wanted to 

sue for peace, the powerful die-hard faction demanded total commitment.   The Constitution in force in 

wartime Japan was incredibly convoluted, even Byzantine in its operation.   Many senior Imperial Army 

officials insisted on continuing the war to the death in hopes of a negotiated settlement that would leave 

Japan with at least some of her conquests in Asia; Korea and Manchuria as a minimum.   Given the 

barbarity with which Japan prosecuted the invasion of China, other Far East nations, and the Pacific War 

generally, this was not going to happen.   These war hawks demanded the entire civilian population be 

mobilized along with the army to resist any invasion attempt.  Even the peace faction was deluded into 

thinking that the Soviet Union could be induced to act as mediator in a negotiated settlement; Stalin’s 

actual goal was to grab as much Japanese occupied territory as possible before hostilities concluded. 

 

Alternatives 

 

The most discussed alternative was full scale land invasion of Japan.   For United States military and 

civilian planners, the campaigns of Iwo Jima and Okinawa provided a model of what they could expect in 

an invasion of the Home Islands.   Such an invasion was estimated to cost between 300,000 and 500,000 

U.S. military deaths, along with 8-10 million Japanese military and civilian deaths.   The Japanese Army 

was perfectly happy to sacrifice 10 million of their citizens to continue the war – this out of a prewar 

population of about 70 million, of which 2 or 3 million were already dead from B-29 raids or starvation-

related issues. 
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In a second alternative, the U.S. Navy proposed gaining Japanese submission through a total blockade of 

the Home Islands.   This would be done using a combination of submarines, aircraft, and mine warfare.    

There were significant problems with this.   Though all major Imperial Navy units were either sunk of 

heavily damaged, a number of destroyers, minesweepers, and small patrol vessels could still be deployed 

for antisubmarine warfare.  In the shallow waters around Japan, these could be a threat to submarines.    

Also, the most potent arm Japan still possessed was in aircraft.   Granted, many of these were obsolete or 

trainers, but employed as kamikaze suicide planes were a force to be reckoned with.  Ships within range 

of these planes were subject to suicide attack, and again Okinawa provided the blueprint, where many tens 

of U.S. Navy ships were sunk or put out of action.  Even if the U.S. Navy were inclined to sustain 

horrendous losses, and food and oil imports completely cut off to Japan, the first victims to starve would 

be the thousands of Allied POWs held in the Home Islands.   Most were already badly malnourished, and 

the death rate already near 30%.    This was a major factor in the ultimate direction chosen.    

 

 
 

The Atomic alternative:   Though WWII U.S. military casualties to date were far lower than the other 

major Allied powers, a war weariness had already infected the Army, and to some extent the home front.   

Veteran units that suffered heavy losses in the European Theater were less than enthusiastic about being 

deployed to the Pacific for further duty.  New draftees could hardly fill the vacancies of veterans.   Given 

the option of using nuclear weapons, President Truman elected to shock the Japanese Government into 

accepting the inevitable rather than incur additional heavy losses predicated by the other alternatives.   

Presumably, should the first two bombs not have the desired effect, the third target might have been 

Tokyo in order to decapitate the leadership of the Imperial Army and its allies; the Emperor would have 

been mere collateral damage.   Had this third strike been required, Japanese civilian casualties would have 

escalated exponentially.   Truman’s decision saved hundreds of thousands of not only Allied, but Japanese 

lives. 
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Historic Location of the Month 
 

National Museum of World War II Aviation 

Colorado Springs, Colorado 

 

The P-38 was employed by the US Army Air Forces during WWII as a bomber escort, tactical bomber 

and photo-reconnaissance. 

 

 
 

 
The P-38 above was restored in 2017 and placed on display at the  

National Museum of World War II Aviation. 
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June 

Game of the Month 
Sponsored by Total Escape Games 

 

 
Each month CMH members host games at the monthly meeting.   This award is for the effort put out by the host. 

 

CMH Member Scale Rules Description 

David Newport 28mm Legion vs Horde Romans vs Gauls 

Terry Shockey 15mm Square Bashing Battle of Iwuy 

HUGH THOMPSON 28mm Muskets & Tomahawks Road to Zndim 
Winner in RED 
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The Doolittle Raid by GMT 
Solitaire Game Review 

by Don Cygan 

 

This Spring I picked up The Doolittle Raid -- GMT’s second 

entry in the Enemy Coast Ahead series (the first was 2014’s 

ECA: The Dambuster Raid) and thoroughly enjoyed adding a 

miniature element to make this game a bit more “three 

dimensional.” 

 

This was also my first dive into a solitaire game, which I figure 

got popular with last year’s lockdowns. But to be honest, I had 

the game for several months but waited to play it until April 18 

in recognition of the 79th anniversary of Doolittle’s Japan raid.  

 

Okay, so what about the game, and what about those 

miniatures? Well, if you play wargames primarily for the 

competitive “I win, you lose” aspect, a solitaire game is not 

going to work for you (obviously). But, if you wargame (as I 

do) to learn, and to learn specifically about the historical 

situations, you’ll like this game. It is very detailed when it 

comes to giving the player the “total Doolittle Raid experience.” 

At the same time, it is marvelously playable and fun. It’s also 

one of those games where you can construct various options which will bring you back to play the same 

scenarios multiple times – tweaked in a variety of ways for that “what-if” factor we all love. 

 

GMT and game designer Jeremy White divided the Doolittle mission into five parts. The booklet 

recommends the player jump into the Attack part (probably because it is the most exciting), but when I 

opened the box, I wanted the whole shebang, so I played all of the parts of the game through from 

Planning (including diplomacy and training), Naval, Flight, Attack, and finally, the Denouement (which 

deals with the fall-out of the raid on both the USA and Japan in 1942).  

 

I had an old Tamiya 1/700 waterline kit of 

the USS Hornet complete with 16 B-25 

bombers. I was pleased to discover this 

scale fit PERFECTLY on the playing 

board. Instead of using the individual 

cardboard pieces for each B-25, I could 

orchestrate my launch operations in a more 

physical way. I also had several Trumpeter 

1/200 scale B-25s, which came in handy 

for the Flight part of the game when you 

have to manage individual flights of four 

aircraft as they progress towards the coast 

of Japan. Trumpeter provides tail number 

decals for all 16 of the aircraft that 

participated in the raid.  

 



  

 

9 

The game really teaches you a lot about the raid, and 

makes you appreciate how many moving parts had to 

come together in order for Doolittle’s daring plan to 

see fruition in early 1942. I remember reading Ted 

Lawson’s “Thirty Seconds over Tokyo” and 

watching the old 1944 Van Johnson/Spencer Tracy 

movie with my dad. That old Black and White flick 

is still the best account of the raid – much better than 

the horrible Doolittle raid scenes in 2001’s “Pearl 

Harbor” and 2019’s “Midway”. 

 

But even the books and movies don’t cover the 

breadth of details in this game. In the Planning part, 

you not only have to sell the Navy on supporting the 

raid with Halsey’s USS Enterprise task force (as 

some of you know, not a popular idea with the navy 

brass at this time – risking two of only four U.S. 

aircraft carriers in the Pacific), but you also have to 

use diplomacy to negotiate landing zones in China 

and the U.S.S.R. Certain factors of chance play an 

important role here, including the possibility that 

every game turn the Japanese Army may overrun 

any of the Chinese airfields you have earmarked at 

the start of the game.    

 

The Planning part of the game also involves careful 

balance. If you decide to add armor to your B-25s, 

or retain the Norden bombsights and turrets, you 

decrease the range. If you load the famous Tokyo 

tanks for added fuel, you increase range but limit 

the amount of ordnance each B-25 can carry. As 

you train your crews, you have to invoke harsh 

security measures, which cause morale to plummet. 

If you decide to allow the crews the opportunity to 

visit their wives, morale increases, but security and 

mission secrecy decreases on a sliding scale (which 

will come back to haunt you later!).  

 

The Naval part is one of the most intriguing. There 

are turns where Japanese submarines, spies, search 

aircraft, or patrol boats might spot your task force as 

it sails towards Japan. The chances increase as you 

get closer. There is even an option where a Japanese 

fleet is sent to intercept the task force and you have 

to battle it out – a fascinating and very possible 

“what-if” scenario. 

 

Weather plays a big role in the Launch portion, and 

here again, if you did not account for calculating 

enough fuel for each plane or flight, a strong 
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headwind and early launch can be catastrophic and result in mission failure. (The B-25s would have to 

launch and make for Hawaii, which was actually the real abort plan). If even one of the first 10 or so 

aircraft stalls or crashes on the Hornet’s deck, the remaining aircraft may not be able to participate in the 

raid, considering the narrow launch window circumstances. 

 

The Flight and Attack phases deal with managing fuel consumption, being spotted, successful bombing 

(either day or night), egress and ingress to target, and surviving/evading Japanese fighters and flak. I only 

played out the Tokyo scenario, but full scenarios are supplied for Kobe, Osaka, and Nagoya.  

 

The Denouement part deals with the aftermath of the raid. In other words, keeping your pilots alive and 

out of Japanese hands. Ditching at sea, crash landings, bail-outs, and the dicey issue of navigating and 

escaping through China while the Japanese are hunting your crews make for an interesting and very 

historical conclusion to this game.  

 

The fickle hand of fate is represented at crucial points in the game by drawing chits or rolling dice, as 

usual. 

 

Overall, this is a great game and a great education on the Doolittle raid. There are some issues, such as 

limitations in making certain adjustments mid-game (i.e. “can’t I choose to dump those tail guns and 

replace them last minute with broomsticks on the deck of the Hornet, instead of during the planning stage 

at Eglin Field?”). As a solitaire game, it involves a bit of “book-keeping.” The game is also a bit pricey, 

just like a lot of GMT’s stuff. 

 

I would love to see GMT and Jeremy White continue this series -- perhaps with Enemy Coast Ahead: 

Ploesti, or Pearl Harbor, Taranto, Schweinfurt, etc.. 
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Colorado Military Historians, Inc. 

 
Colorado Military Historians (CMH) is a non-profit organization whose 

purpose is to promote historical wargaming and the study of military history.    

Founded in 1965, CMH meets monthly on the second Sunday of the month, 

except in May when the meeting is deferred to the third Sunday.  The 

meeting starts at noon at the Baker Recreation Center, 6751 Irving Street 

(just a few blocks west of Federal Blvd), Denver, Colorado.  The club also 

hosts gaming at least one Friday night a month, called “Friday Night Fights” 

(FNF) at 7:00 p.m.  Friday meetings will be held at a future determined 

location.  See website for latest information. 

 

 
 

CMH maintains ties with numerous local, regional, and national groups to 

help promote the hobby.  CMH is governed by member-elected officers 

serving on the Board of Directors (executive board).   Terms of office are 

one year, with elections held at the May meeting.   New members are 

accepted after attending three CMH functions and a vote of the membership.   

Dues are $50.00 per year, payable in January.   Members wishing to receive 

a snail-mailed newsletter subscription must pay an additional fee of $15.00 

per year.  Authors retain ownership of articles and graphics published.   

CMH reserves the right to edit or reject submissions to the newsletter. 

 
One year Adult Membership: $50.00 ($30 for those that paid $50 for 2020) 

Half year Adult Membership: $25.00 

(For NEW members who join after June 30) 

Family Membership: $50.00 (one Adult and any number of offspring) 

Student Membership: $25.00 (16 to 22 years old) 

Children:  free (younger than 16 accompanied by member) 

 

 

 

Club Links: 

Web Site: https://cmhweb.org/ 

Facebook: https://www.facebook.com/groups/cmhgamers/ 

Groups.io Group: https://groups.io/g/cmhweb 

Discord: https://discord.gg/DAP2Gn 

 

CMH Newsletter 
 

The CMH Newsletter is a monthly 
newsletter published by the Colorado 

Military Historians.   Views expressed 

in this publication do not necessarily 
reflect those of all CMH members. 

 

Mailing Address: 
Eric Elder 

9529 Castle Ridge Cir. 

Highlands Ranch, CO  80129 
 

Phone: 303-933-4723 

 
Email: eegist@hotmail.com 

 

Editor/Layout: Eric Elder 
 

Next Issue:  August 2021 

 

2021/2022 CMH Board 

Members 
 

 

President: 
Nate Forte 

natforteg1@gmail.com 

 
Vice-President 

Jim Rairdon 

rairdon8071@comcast.net 
 

Secretary 

Eric Elder 

eegist@hotmail.com 

 

Treasurer 
Larry Irons 

 

Historian 
Doug Wildfong 

dwwild84@gmail.com 
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