
The Assault on Peleliu, September 15 - 23, 1944 

The Marine 1st Division was selected to make the amphibious landing.  Major General 

William Rupertus, USMC—commander of 1st Marine Division—predicted the island would be 

secured within four days.  All three regiments, the 1st, 5th, and 7th were to make simultaneous 

landings.  The 1st was to land on the north beaches.  Their objective was to take the ridge that 

dominated the landscape and stop any counter attacks on the Marines at the airfield.  The 5th 

Regiment was assigned to land on the middle beaches and capture the airport.  The 7th was to 

land on the south beaches and clear that area of resistance.  The Japanese of the veteran 14th 

Infantry Division were commanded by Colonel Kunio Nakagawa.  He had vowed to make the 

attack as bloody as possible.  Although the beaches had been heavily shelled and strafed, when 

the first wave hit the beach at Approximately 0830, the Japanese opened up with their well-

hidden artillery and anti-tank guns.  In addition, the Japanese forces on Peleliu would not 

employ wasteful Banzai charges, they used disciplined fire from heavy cover instead.  On the 

first day the Marines lost 200 dead and 900 wounded. 
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Scenario 1 – Battle of “The Point,” The First Marine Regiment 
Background: This scenario portrays Captain George P. Hunt’s K Company assault on 

“The Point,” a ridge that dominated the north end (left flank) of the 1st Regiment’s landing zone. 

Table: a 6’x4’ table oriented across the long sides. 

Terrain: the beaches are clear of obstacles.  The Japanese side has a 15-16” strip of 

green vegetation and small hills where the pillboxes are set.  The pillboxes are supported by 

infantry reinforced trenches.  The US Marine side has a 6” strip of water.  In between is sand.  

Visibility and movement are unrestricted. 

Duration: The battle is concluded at the end of game turn 7.  Since this is a difficult 

scenario, play may take longer if both players allow it. 

Forces: The Japanese player may purchase 1700 points of defenses and must include 

at least two machine gun bunkers and one AT concrete bunker in the center, no tanks.  Forces 

may include a full command team.  The Japanese player may split his squads into fire teams 

and place them in separate trenches.  The Late War Marines field 1400 points and may include 

one late-war vehicle.  Their rifle squads are reduced to 10 men including one BAR gunner to 

represent the devastating advance to the beach.  The Marines and the Japanese are both 

Veterans and air support is available for both sides (if purchased). 

Deployment: the Marines must setup troops on the 6” water strip on their long side of the 

board, they are about to step onto the sand.  The Japanese may setup anywhere on their green 

strip along the long side of the board.  Procedure: 

1) The US Navy makes a Preparatory Bombardment on the Japanese positions. 

2) The Marine player lands three rifle squads in the first wave at the water's edge.  As 

they dismount from their LVTs each squad takes up to 1D3 casualties.  Roll a 

damage die for each casualty.  All units must move onto the sand to begin shooting. 

3) Then the players roll for initiative and Game Turn 1 begins. 

4) At the beginning of each successive Game Turn the Marine player rolls a 1D3 to 

represent how many units have reached the shore in successive waves; each unit 

may include 1 tank or 10 figures of rifle squads, command teams, or heavy weapons 

teams (mortars and machine guns count as a figure). 

Victory Conditions: the Marines win if they can take out at least two of the Japanese 

pillboxes; otherwise the Japanese win. 

Historically: the 1st Marine Regiment was stopped on the beaches after taking 

horrendous casualties.  Captain Hunt’s K Company on the left flank was cut off from the rest of 

their battalion and surround by the Japanese.  However, using smoke grenades for cover, one 

platoon was able to advance to the ridge and take out one bunker after another.  They 

destroyed six machine gun emplacements and one AT gun bunker located in a cave.  Corporal 

Henry W. Hahn threw a grenade into the bunker and set off the gun’s ammunition.  Then the 

Japanese counter-attacked and Company K was forced to repulse them, one attack after 

another.  By the time reinforcements arrived they were reduced to 18 effective men and 157 

wounded.  Captain Hunt and Corporal Hahn were awarded Navy Crosses.  Colonel Louis B. 

‘Chesty’ Puller’s First Regiment of the First Marines took 60% casualties in six days.  On the 

21st they were relieved by a portion of the Army’s 81st Infantry Division. 

 

 



 
U.S. Marines struggle to advance up the beach towards the point. 

 

 
The view from the Marine side; facing a medium anti-tank gun in a concrete pillbox. 



 
Japanese Infantry frantically support a light howitzer. 

 

 
A Japanese Palm log pillbox is destroyed. 



Scenario 2 – The Fifth Marine Regiment 
This scenario is adapted from “The Pacific,” a film by Spielberg/Hanks featuring K 

Company 5th Marines in their assault on the airfield. 

Background: this scenario represents the 5th US Marine assault on the airfield, which 

actually turned into a defensive scenario for them.  On the first day of the landing, as soon as 

they reached the airfield the Japanese launched a counterattack with 12-17 tanks supported by 

infantry and artillery.   

Table: at least a 6’x4’ table oriented along the short sides. 

Duration: The battle is concluded at the end of game turn 6. 

Terrain: The airport runways on the Japanese side are clear but the concrete rubble and 

bomb craters in the Marine setup zone 12” from their edge provide a +1 cover for the Marines.  

The rubble area constitutes Rough Ground (no running).  Visibility is unlimited.  The Japanese 

have no cover at all. 

Forces: each side has a late war reinforced platoon of 1400 points.  The Japanese 

player may buy tanks from his point allotment.  The Marines have no tanks until the beginning of 

game turn 4 (if they were purchased).  The Marines and the Japanese are both Veterans.  

Artillery support is available to both sides. 

Deployment: The Marines and Japanese must each setup on a 12” strip on their long 

side of the board.   

Initiative: proceeds as normal. 

Victory Conditions: for each unit destroyed the players receive points.  The loser must 

withdraw and the winner takes the airfield.  If the points are a draw the player that inflicted the 

most pins wins.  Failing that, a random die roll is made.  Points are awarded as follows. 

Weapon Team = 1 point  

US Marine Infantry Squad = 3 points 

Japanese Infantry Squad = 4 points  

Ha-Go tank = 2 points  

Chi-Ha tank = 3 points 

Sherman tank, Shin-Ho-To tank = 4 points 

Historically: the Japanese tanks got out ahead of their supporting infantry and were left 

without cover.  The infantry was mowed down and the tanks were defeated by Shermans and 

anti-tank weapons.  After that, the Japanese fell back and dug-in on the opposite side of the 

airfield.  It was the Marine’s turn to make the dash across the field, which they did with the help 

of mortars and their own tanks. 

Game Option: the second part of this scenario can be the Marine assault on the dug-in 

Japanese forces on the following day.  Both sides may include only the survivors of the previous 

game.  The terrain situation is reversed into the Japanese favor.  They are dug-in at the rubble 

and ruins on their side of the board.  The Marines must assault their position to gain control of 

the airfield.  Historically, the 5th Regiment did secure he airfield on the second day and the air 

units began using the field on the following day. 

 

 



 
The Japanese launch their armored counter-attack at the airport and quickly knock out a U.S. 

Marine half-track.  The Marines have no anti-tank weapons. 

 
U.S. Shermans enter the field and with the help of an air strike, knock out most of the enemy 

tanks, having only one Sherman damaged. 



 
Shermans save the day. 



Scenario 3 – The Seventh Marine Regiment 
This scenario represents the fighting conditions experienced by the Marines on Peleliu 

after they had moved inland to secure the southern part of the island. 

Background: this scenario represents the 7th US Marine assault on the southern part of 

the island.  They found it slow going and had to slug it out for every inch of ground they won. 

Table: at least a 6’x4’ table oriented along the long sides. 

Duration: The battle is concluded at the end of game turn 6. 

Terrain: the entire board is medium jungle and rough ground (no running).  The jungle 

gives a +1 cover, and visibility is 24”, advancing is -1”, and running is -2”. 

Forces: each side has a late war reinforced platoon of 1000 points.  Neither side has 

tanks.  The Japanese player must buy defenses from his allotment.  The Marines and the 

Japanese are both Veterans.  Off-board artillery and/or air force support is available to both 

sides. 

Deployment: The Marines must setup on a 12” strip on their short side of the board.  The 

Japanese may setup up to 24” from their short-side edge of the board. 

Initiative: proceeds as normal. 

Victory Conditions: for each unit destroyed the players receive points.  The loser must 

withdraw and the winner takes the ground; the Japanese retreat north and the Marines will fall 

back to the beach.  If the points are a draw the player that inflicted the most pins wins.  Failing 

that, a random die roll is made.  Points are awarded as follows. 

Weapon Team = 1 point  

US Marine Infantry Squad = 3 points 

Japanese Infantry Squad = 4 points  

Sherman tank, Shin-Ho-To tank = 4 points 

Historically: It took eight days to fully secure the southern half of the island.   

 

 
Marines in their foxholes.  Photo from Wikipedia: 



Scenario 4 – The Battle of “Bloody Nose Ridge,” all regiments 

Background: This scenario represents the fighting conditions experienced by the US 
Marines in the Umurbrogol Mountains - the last bastion of major Japanese resistance.  
Reduction of these mountain defenses would ensure the safety of the airfield planes and crews.  
Nakagawa's defenses were based at Peleliu's highest point, Umurbrogol Mountain, a collection 
of hills and steep ridges located at the center of Peleliu overlooking a large portion of the island, 
including the crucial airfield. The Umurbrogol contained some 500 limestone caves, inter-
connected by tunnels.  Many of these were former mine shafts that were turned into defense 
positions.  Japanese engineers added sliding armored steel doors with multiple openings to 
serve both artillery and machine guns.  Cave entrances were built slanted as a defense against 
grenade and flamethrower attacks.  The caves and bunkers were connected to a vast system 
throughout central Peleliu, which allowed the Japanese to evacuate or reoccupy positions as 
needed, and to take advantage of shrinking interior lines.  

Table: at least a 6’x4’ table oriented along the long sides. 

Duration: The battle is concluded at the end of game turn 6. 

Terrain: the entire board is light jungle and rough ground (no running).  The rocky hills 

and jungle give a +1 cover, and visibility is 36”, advancing is -1”, and running is impossible.  The 

Japanese have dug-in with pillboxes and reinforced trenches. 

Forces: each side has a late war reinforced platoon of 1000 points.  Neither side has 

tanks.  The Japanese player must buy defenses from his allotment.  The Marines and the 

Japanese are both Veterans.  Off-board artillery support is available to both sides. 

Deployment: The Marines must setup on a 12” strip on their short side of the board.  The 

Japanese may setup up to 24” from their short-side edge of the board. 

Initiative: proceeds as normal. 

Victory Conditions: for each unit destroyed the players receive points.  If the points are a 

draw the player that inflicted the most pins wins.  Failing that, a random die roll is made.  Points 

are awarded as follows.   

Weapon Team = 1 point  

US Marine Infantry Squad = 3 points 

Japanese Infantry Squad = 4 points  

Historically: One particularly bloody battle on Bloody Nose came when the 1st Battalion, 

1st Marines, under the command of Major Raymond Davis, attacked Hill 100.  In six days of 

fighting, the battalion suffered 71% casualties.  Captain Everett Pope and his company 

penetrated deep into the ridges, leading his remaining 90 men to assault what he thought was 

Hill 100.  Japanese snipers began targeting stretcher bearers.  After a day of fighting Pope’s 

company reached what he thought was the crest of the hill, behind which, was in fact another 

ridge, occupied by more Japanese defenders.  Trapped at the base of that ridge, Pope’s unit 

was attacked relentlessly by the Japanese throughout the night.  His men ran out of 

ammunition, and had to fight with knives and fists, and even resorted to throwing coral rock and 

empty ammunition boxes.  They held out until dawn which brought on more deadly fire.  When 

they evacuated the position, only nine men remained.  Pope received the Medal of Honor for the 

action. 
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A view of a portion of the Umurbrogol Mountains. 

 

Aftermath 

“The Battle of Peleliu resulted in the highest casualty rate of any amphibious assault in 

American military history: Of the approximately 28,000 Marines and infantry troops involved, a 

full 40 percent of the Marines and soldiers that fought for the island died or were wounded, for a 

total of some 9,800 men (1,800 killed in action and 8,000 wounded). The high cost of the battle 

was later attributed to several factors, including typical Allied overconfidence in the efficacy of 

the pre-landing naval bombardment, a poor understanding of Peleliu's unique terrain, and 

overconfidence on the part of Marine commanders, who refused to admit their need for support 

earlier on at Bloody Nose Ridge” – Battle of Pelelieu: A Controversial Attack. 
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