
Two Australian Commando Scenarios during the Salamaua-

Lae Campaign  
 

Australian Commandos 

Australian Commandos had a larger company than normal infantry, about 275 men.  The assault 

platoons were commanded by captains; each had three sections commanded by a lieutenant, consisting of 

two subsections of 9-10 men each.  Each subsection had a Bren light machinegun team with two men 

carrying ammunition and rifles.  One man in the squad carried a sniper rifle, and another was a grenadier 

who carried rifle grenades.  The rest of the assault men carried Owen submachineguns.  Each platoon 

included a 2” mortar team and a #208 wireless set.  The company also included engineer, signals, 

transport, and quartermaster sections.  The signals section carried a powerful but cumbersome #11 radio 

set.  It was cumbersome since it was powered by lead-acid batteries charged with petrol generators.  

Many men were required to carry the entire setup and the excessive noise it generated would likely be 

heard by the Japanese. 

 

Scenario 1, the Battle of Bobdubi Ridge May 3-15, 1943 

Patrolling ahead of the Australian 3
rd

 Division, 

the 2/3 Independent Commando Company saw that the 

Japanese garrison holding Bobdubi ridge was weak.  They 

requested and received permission to attack it.  The attack 

took place on the 3rd and 4th of May, concentrating on 

what they dubbed as “Ambush Knoll,” a high point that 

dominated the ridge.  The Japanese realized that their 

lines of communications between Salamaua and Mubo 

were being threatened and they moved to retake it.  Over 

the course of three days and four nights the 2/3 defended 

the knoll against fierce attacks.  But the platoon clung to 

their position tenaciously, by the time that the Japanese gave up they only had 52 effective men left.
 

Now they were in a position to launch raids and ambush convoys.  The 2/3 had been so 

successful, and so far in advance of support, that Major General Stanley Savige, commander of the 

Australian 3rd Division, told them by radio to be careful, since they could not be supported at that time.  

Nevertheless, the dauntless 2/3 maintained their press on the remainder of Bobdubi Ridge and on May 

11th a patrol found it to be abandoned.  The Commandos quickly moved to occupy it and were able to 

exchange fire with Japanese positions on the Komiatum Ridge, upon which lay the Komiatum Track, the 

Japanese supply line.  Naturally, the Japanese also reacted to this threat and on May 15th over 100 aircraft 

in three raids assault the Australians.  Then the air raids moved on, leaving the Ridge firmly in Allied 

hands. 

 

The Scenario 
Scenario – this scenario can be played two ways – the Australians attacking the ridge or the 

Japanese attempting to retake it.  Players may want to play these back-to-back. 

Setup – Each side must select 1300 points of troops from the Troop Selector below (no tanks).  

The defending player may include defenses in his point selection.  The attackers are setup on their long 



side of the board, within 12” from the edge.  The defenders are dug-in on the hill and have sandbag and/or 

earthen entrenchments. 

Terrain – the terrain is medium jungle (soft cover -1) and Rough Ground over the entire board 

(no running).  Visibility is limited to 24”. 

Game Duration – The conflict will last six game turns.   

Victory Conditions – One victory point is awarded for each heavy weapons team destroyed, and 

two for each infantry squad.  The player with the most victory points wins.  If the game is tied the player 

that inflicted the most pins wins.  If the game is still tied the players will each roll a die and the highest 

roll wins.   

 

 
Painting by Ivor Hele of the Assault on Bobdubi Ridge 
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rd
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Scenario 2, the Battle of Kaiapit, 19 September, 1943 
The village of Kaiapit in the Finisterre Range of New Guinea became the focus of opposing 

strategies during the Lae campaign.  The Australians wanted to use it to control the upper Markham 

Valley to secure their beachheads at Nadzab in the Lae vicinity from landward assault and to establish a 

fighter air base there.  That would put the fighters in range to attack the Japanese at their base in Wewak.   

The Japanese commander, Major General Masutaro Nakai of the 20th Division, also wanted to 

secure it in order to assist the Japanese garrison at Lae, to escape the ever-tightening noose the Allies 

were threatening them with.  He sent a force including the 9th and 10th Companies of the 78th Infantry 

Regiment, the 5th Company of the 80th Infantry Regiment, a heavy machine-gun section, a signals 

section and an engineer company – a total of about 500 troops.
 
 From Kaiapit they would be able to attack 

the Allies at Nadzab, hopefully creating a diversion for the garrison at Lae. 

The Australian 2/6th Independent Commando Company, currently commanded by Captain 

Gordon Grimsley King, was carried in thirteen US C-47 Dakotas to the airstrip at Leron.  The airstrip was 

in bad shape and the landing was rough.  Two of the transports crashed upon landing, one blew a tire and 

the other could only lower one wheel which collapsed, but the troops were apparently not hurt.  The latter 

plane was a total loss. 

Patrols soon made contact with Captain J. A. Chalk’s B Company of Papuan Infantry.  After 

sending one section under Lieutenant E. F. Maxwell ahead to scout the area, King mustered his men at 

Sangan, about 11-12 miles south of Kaiapit and moved out on the morning of September 19th.  The 

Quartermaster, Transport, and Engineering sections were to move the supplies from the airstrip to Sangan 

and then to Kaiapit.  One section of Chalk’s Papuans accompanied the assault platoons while the rest of 

the company escorted the native carriers who would help with the supplies.  The assault platoons reached 

Ragitumkiap, a village within striking distance of Kaiapit, at 14:45.  While his men had a brief rest, King 

attempted to contact his signal section with the large #11 Wireless Set he had left behind at Sangan.  

Through them, he was able to contact Major General George Alan Vasey, commander of the 7th Division 

at Nadzab. 

King formed his men up in the tall kunai grass about 1300 yards from the village around 15:15.  

Then they began to advance and soon came under fire from the enemy who was dug in with foxholes on 

the edge of the village.  Using a 2” mortar the Australians destroyed a machine gun emplacement.  Then 

they flanked the foxholes and charged, clearing them out with grenades and bayonets.  After taking about 

30 casualties the Japanese retreated.  The Australians had lost two killed and seven wounded, including 

King, who was wounded in a leg. 

Night was coming so they dug in on the opposite side of the village.  As they were doing so 

Lieutenant D.B. Smith, a Papuan platoon commander, arrived.  They had been sent out to find them after 

radio contact was lost.  King ordered him to bring up the remaining Papuans from Sangan with more 

ammunition and the spare radio set.   

At around 17:30 hours, a native appeared with a message for the Japanese commander.  The 

paper was taken from him and he was shot when he tried to escape.  Later, a Japanese patrol returned to 

Kaiapit, unaware that it was now in Australian hands.  They were killed when they stumbled across a 

Bren gun position.  Four more Japanese soldiers returned after midnight; only one of them escaped. 

Yonekura and his men had reached Kaiapit after an exhausting night march.  He was now aware 

that the Australians had reached Kaiapit but his main concern was not to be caught in the open by Allied 

aircraft.  Spotting the Australian positions in the pre-dawn light of the 20th, the Japanese column opened 

up a torrent of fire.  The Australians replied sporadically, attempting to conserve their ammunition.  
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Despite the ammunition problem, King launched an immediate counter-attack, which took the Japanese 

by surprise.  

Lieutenant Derrick Watson’s ‘C’ Platoon set out at around 06:15 and advanced to the edge of 

Village #3, a distance of about 200 yards, before becoming pinned down by heavy Japanese fire.  In the 

meantime, some of the 2/6
th
 Independent Company’s signalers and headquarters personnel gathered 

together what ammunition they could, and delivered it to ‘C’ Platoon at around 07:00.  ‘C’ Platoon then 

continued its advance.  The commander of No. 9 Section of ‘C’ Platoon, Lieutenant Bob Balderstone, was 

nicked by a bullet, apparently fired by one of his own men, as he led his section in an advance across 70 

yards of open ground, and attacked three Japanese machine gun posts with hand grenades.  He was later 

awarded the Military Cross for his “high courage and leadership.”  By 10:00 hours, the action was over.  

 

Afteraction 

After the battle, King’s men counted 214 Japanese bodies, and estimated that another 50 or more 

lay dead in the tall grass.  Yonekura was among the dead.  The Australians suffered 14 killed and 23 

wounded.  They also picked up 19 machine guns, 150 rifles, 6 grenade launchers and 12 Japanese swords.  

However, the airstrip at Leron was assessed to be unfit for Dakotas and a new airfield began construction 

near Mission Hill.  Despite the less than optimum airstrips the Australian 2/16
 
Battalion commenced to be 

flown in to secure the area.  The 2/6’s wounded were flown out and food and supplies and ammunition 

were brought in for the 2/6.  The Australian victory at Kaiapit accomplished the 7
th
 Division’s primary 

mission, and with a major airbase being developed, the Japanese could no longer threaten Lae or Nadzab.  

The victory also led to the capture of the entire Ramu Valley, which provided new forward fighter 

airstrips for the air war against the Japan.   

 

 
Japanese dead at Kaiapit after the battle. 

  



The Scenario 
Scenario – this scenario represents Lieutenant Derrick Watson’s C Platoon’s participation during 

the all-out advance.  The capture of the village is their objective.  ‘A’ Platoon is off-board on their right 

flank and ‘B’ Platoon is on their left.  The Japanese are intent on holding the town. 

Setup – Each side may choose up to 1300 points (no tanks) from the Troop Selector below.   

The Japanese must setup within 12” of their short side of the board and may purchase defenses from their 

point allotment.  The Australians are located on their side of the village, up to 18” from their edge of the 

board.  Either side may start the game using the Reserves Rules.   

Terrain – the terrain is light jungle (soft cover -1) over the entire board except in the village 

which is clear.  The village is located in the center of the board, and the 3-4 huts block line of sight.  

Movement is unimpeded and visibility in the Jungle is 36”. 

Game Duration – the conflict will last six game turns.   

Victory Conditions – one victory point is awarded for each enemy heavy weapons team 

destroyed, and two for each infantry squad.  The player with the most victory points wins.  If the game is 

tied the player that inflicted the most pins wins.  If the game is still tied the players will each roll a die and 

the highest roll wins.   

 

 
The 2/6 Independent Company displaying flags captured during the Battle of Kaiapit. 
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Papua New Guinea Theater Troop Selectors 
Reinforced Australian Commando Platoon (all Veteran) 

1 Captain          

 (Captain may call for air support)      

1 Medic          

1 Signalman          

1 Platoon Sergeant         

1 Infantry Section (armed with SMGs, w 1 Bren team; led by 1
st
 LT)   

1 Infantry Section (armed with SMGs, w 1 Bren team; led by 2
nd

 LT)   

Plus additional: 

0-1 Infantry Section (armed with SMGs, w 1 Bren team; led by 2
nd

 LT)   

0-1 Medium Machine Gun Team       

0-1 Light Mortar Team         

0-1 Medium Mortar Team        

0-1 Anti-Tank Team (PIAT)        

0-1 Sniper Team         

0-1 Flamethrower Team         

 

Reinforced Imperial Japanese Platoon (Regular, unless noted otherwise) 

1 2
nd

 LT          

1 Radioman          

1 Bugler          

2 IJA Infantry Squads (10 men, armed with bolt-action rifles, w 1 LMG team)  

Plus additional: 

0-1 1
st
 LT or Captain         

0-1 Medic Team         

0-1 Air Forward Observer w Radioman       

0-4 IJA Infantry or Veteran Infantry Squads (10 men)     

0-2 Medium Machine Gun Teams       

0-1 Anti-Tank Rifle Team        

0-1 Mortar Team (light or medium)       

0-1 Flamethrower Team         

0-2 Sniper Teams         

0-1 Type 92 70mm Infantry Gun       

0-1 Type 95 Ha-go Light Tank        

 


