I had a blast umpiring this match, and recommend it to anyone interested in understanding more about the scenarios.  It affords one the opportunity to see how players approach each side, and the many roads not traveled during the course of play.  Overall, I did not want the umpire to be the deciding factor.  My perspective was to add value by creating a little fog of war, a little role play, and by not penalizing the players too much when they forgot some arcane rule.  I was surprised at the amount of stuff one can forget, even with a rules set as brief as SWWAS’.
Based on the creativity of a lot of guys who frequent this forum, I adapted a spreadsheet (enclosed) useful for just about any scenario in GWAS/SWWAS series, which I believe you will find helpful in keeping the antagonists on track.  You will have to edit ship data and turn numbers, but not too much more than that.  I made a table to track salvaged/eliminated aircraft, the need for which was not apparent until planes started going down.  I suspect it will be of use in face-to-face matches too.
Fuel tracking was difficult.  Made more so by splitting/combining TF’s during the game.  Nevertheless, it was worth the trouble.  I am confident that Craig had a much better time accounting for fuel than he would have had without it, especially during his early trek across that large empty expanse of ocean between Pearl and Wake.
Flight Deck damage repair slipped by the wayside until I inadvertently realized I had forgotten it.  It was several turns before I remembered that if he had been repairing his flight deck, he would have the ability to fly off planes remaining in Lexington’s air group.  I gave him some retroactive die rolls to try some repairs.  He succeeded in repairing just enough factors to launch the planes.  Another detail easily missed was the requirement to split flights between torpedo bombers and dive bombers.  Both players forgot about this.
A rule of thumb I picked up is that if one must split mutually supporting CV TF’s, it will help to keep them within CAP distance of each other.  On the second to last turn of the game, the USN TF’s had drifted three zones apart, too far from each other for respective CAP to intercept an enemy strike in the other TF’s zone.  Interceptions would have to rely on the chance that the attacker’s strikes flew through a CAP zone.  As luck would have it, the IJN found and attacked one of the CV TF’s encountering only half the CAP they would have otherwise confronted were the TF’s within two zones of each other.
Searches were hampered by the air search mechanic I employed.  Rather than combining all steps on an air search, I considered each base’s searching steps separately.  This often took away the favorable drm for number of searching steps.  Next time, I will try it the way it was intended.  At least, I can say I tried a different method and did not like it.  As a result, the Marcus searches were completely ineffective.  Nevertheless, air searches need plenty of assets devoted toward them.  Craig and Bill must have thought they needed ready a/c for strikes, because they did not assign many steps to searches, but since they were not finding each other, they were seldom able to bring their ready planes to bear.  

Also, I tried using an expanding search ring for the H6K seaplane.  I do not like this mechanic either.  Too fiddly at this level and does not sync with the normal air strike mechanic.  Why should the search take three turns to reach 27 zones when an airstrike could reach the same distance in one turn?
We started the game with a house rule barring referred pain from bomb and gunnery damage, but not from torpedo damage, a rule which worked well in GWAS, but didn’t work well here.  The problem was that aircraft bomb damage was too ineffective without referred pain.  Also, the rule for excess damage from bombs could not come into play on a hit rendered “no effect” by not having used referred pain.  After seeing the paltry effects of this rule on an airstrike against large transports, we amended the rule to incorporate referred pain for bombs.  Per Craig’s comments, he has a different perspective on referred pain.
“Detected” counters – Would appreciate it if Avalanche Press had included a couple of these done up in appropriate motif.  I borrowed some from Victory Games’ fleet series.  However, the phrase “Soviet detect” on the counters does not quite “sing” for the IJN.  
It almost goes without saying that if your strikes do not locate the target, you will not be a happy camper.  On one strike, Craig had three different flights fail to locate the IJN carriers after successfully sighting them that turn.  Man, he was upset.  All I could do was chuckle at his misfortune.  The game turned out to have been better for it, because the IJN does not start the game with many AA assets in the CV task force.  If Craig’s strike had located the IJN CV’s on that turn, it would have been a short match indeed.  For that matter, the IJN might consider adding ships from the bombardment TF to the CV TF for added AA defense.
IJN submarines were out of position.  Combination of tethering imposed by the rules and by the low speed of subs.  IJN moved one flot to Midway and left the other off coast of Oahu.  To make them more effective, they’d have to be on their way to Wake right from the beginning of the match.  The IJN could use them effectively as pickets to the eastern approaches to Wake.

Lexington was damaged early in the game by IJN G4M’s striking from Marcus Island.  Massed G4M’s were incredibly effective as torpedo bombers once they made it through CAP and the flak screen.  The IJN begins the game with 7 steps, each step getting 2 shots on the torpedo hit table.

USN was right to get Lex out of harm’s way.  However, it could have been used to ferry salvaged planes from Pearl to Wake.

IJN salvaged planes are assigned to Marcus Island.  USN salvaged planes are assigned to Pearl Harbor.  The USN might consider the idea of flying an entire air group (or all the air groups?) to Wake and using the empty carriers as ferries for salvaged air units.  If the USN employed this plan, the IJN sub flotilla off Oahu would have come into play more often.  On the other hand, since the carriers would be heading to Wake, leaving the subs off the eastern approaches would still be an effective placement.
I wish I had been keeping notes as the game progressed.  I have to recall the flow of events solely from memory using the the movement files as a reference.

First turns, USN spent in making way across the map.  Had to plan several fueling evolutions.  IJN spent early game bombing and sweeping Wake in preparation for naval gunfire bombardment leading to invasion.

Interesting to note that the carriers have quite different AA values.  The Lexington has an AA value of 4, Enterprise has 5 and the Saratoga has 8.  Along with a tight ring of AA ships, the Saratoga can be a tough target to hit, let alone sink.  The first IJN airstrike against the Lexington was able to pierce the AA screen and make a concerted attack against the carrier.  On the second strike, however, against the Saratoga, all planes either aborted or were shot down by AA.
Well, that is it.  I am out of steam.  I could write a novella on this particular match.  Both players went at it like two porcupines in heat instead of wading in and slugging it out toe to toe.  I was duly impressed with their handling of their forces and with their tenacity to stick it out over 7 - 8 months.  We are about to start an 1898 scenario.  I expect it will not take nearly as much time as this scenario did.  This time, I will keep notes as we go so that I can offer a better game narrative.
Admiral Nimimoto (Umpire)

