
LET LOOSE THE DOGS OF WAR!

Total war rages across the Earth as the forces of Nazi Ger-
many and Imperial Japan strive for world domination with 
the combined might of the United States, Great Britain, and 
Soviet Russia to oppose their march.

This is World War Two - But it’s not the war you remember.  
This is an alternate universe.  Eisenhower has been killed 
over the beaches of Normandy.  The Germans have the 
Atomic Bomb.  Jet aircraft and flying wings streak through 
the skies in aerial combat.  And the war continues long past 
1945…

This is the world of Luftwaffe ’46.  From the pages of Ted 
Nomura’s long-running Families of Alternate Wars comic 
book series comes a role playing game that puts you in the 
cockpit of revolutionary jet fighters and on covert missions 
for the OSI.  The Luftwaffe ’46 game covers all aspects 
of adventuring in World War Two from espionage to com-
mando raids.
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IN THE BEGINNING
I spent my first 10 years of my life in Japan and can only re-

member the second half of that in detail, yet a strong connection 
with my country of birth is still with me, and whenever people 
start to compare Japan and the United States on any given subject, 
I look upon both points of view equally.

I knew very little about the period called the Second World 
War when I was growing up in Japan. My first real indication that 
this important period happened was when I was in first grade in 
the elementary school, Fussa's Dai-Ichi Shogakko. I was helping 
other students carry out school supplies from an abandoned class-
room converted into a storeroom when I noticed a poster show-
ing a long list of Japanese chronology just above the chalkboard. 
What caught my eye was a puzzling period during Showa years 
16-20 (1941-1945) called the "Pacific War." My first impression 
was that this was a time when the Japanese, Australians and the 
Americans fought against the island nations of the Pacific Ocean. 
I actually let it go at that assumption until I reached second grade, 
when I read a particular episode of "Obake no Q-taro" ("Q-taro the 
Ghost") in the weekly Shorten (Boys') Sunday anthology manga 
(comic book). In that episode, the friendly ghost Q-taro was play-
ing baseball with the rest of the kids when he fell into a hole in 
the catcher's mound. When he woke up, he later found out he was 
in a duplicate of a town that was built underground during the 
"war" to avoid getting hit by enemy bombers. I didn't know who 
this enemy was until I read the "Tetsujin 28-go" ("Ironman #28") 
series, created by Mitsuteru Yokoyama, in the monthly Shonen 
anthology manga that the same year.

It was from this series that I realized that the "Pacific War" 
was bigger than I'd suspected because Japan had fought against 
the mighty America. For those who aren't familiar with Tetsujin 
28-go, it's a fictional story about Japan's attempt to build a giant 
armored robot to defend against attack from the United States 
based on a popular Japanese political cartoon from the latter part 
of the war showing a supergiant robot walking over and crushing 
New York. Although the 1950s version of Tetsujin 28-go started 
as a large, human-type robot (about 15 feet tall) looking like a 
Frankenstein monster, the updated version was closer to the war-
time cartoon style, though much smaller (about 35 feet tall). In 
the early 1960s version, Tetsujin 28-go began its life as a secret 
weapon project conducted inside a large bunker hangar on a re-
mote island.

This idea may have been influenced by a real Japanese secret 
bunker hangar that was unknown to the Allies during World War 
II and was discovered after the war, in December 1945, by a sur-
prised US Marine Corps study team on an remote island called 
Chichi Jima, which had been a target of many American sorties 
(including one by a young Ensign George Bush, who nearly lost 
his life when his Avenger torpedo bomber was shot down, killing 
his two other crew, in September 1944) against its above-ground 
radar station, which could track the flight of the B-29 bombers 
heading for Japan. The true nature of its existence was never re-
vealed, yet the underground bunker hangar, named the Kiyose 
vault, was huge, measuring 120 feet long and 16 feet wide, large 
enough for stolen treasures, an idea popularized by the discovery 
of secret Nazi loot just a few months earlier, or an assembly area 

for a military secret weapon, as many Japanese hoped to believe. 
Such secret projects, in addition to the existence of the previously 
unknown giant battleships Yamato and Musashi only known as 
the Superbattleship Number 1 and 2 to a limited number of mili-
tary personnel, not to mention the virtually unknown supercar-
rier Shinano, were enough to fuel the imagination of the postwar 
Japanese population.

Gojira, released in 1954, contained a hidden message against 
the American bombings of the war. It was obvious to the veterans, 
but when I saw it much later in the theaters, I was more fascinated 
by the details of the sets than the monster in a rubber suit. Of 
course, after it was revised and reintroduced in the United States 
as Godzilla in 1955 with the addition of Raymond Burr, much of 
the anti-war message was lost in the succeeding series of films. 
I was far more interested in the mechanical aspects of the story 
than the political message. The first real science fiction series that 
I was interested in was Tetsuwan (Mighty) Atom, better known 
as Astroboy in the United States, created by Osamu Tezuka. This 
was my first conversion.

Tetsuwan was cute enough for a youngster like me to enjoy 
without the fear of getting scared, and the best part of the series 
was the clever storyline. You really got to know the characters, es-
pecially the supporting ones like Ochanomizu Hakase and Hige-
oyaji. This was when I was introduced to the wonder of "phony 
tech," technological drawings that looked good enough to be con-
vincing but were realistically impossible. While both my younger 
sister and I enjoyed the Tetsuwan Atom series for years, I was 
beginning to grow out of it and started to look for something little 
more serious. I didn't have to wait too long because, in the same 
Shonen anthology series was aforementioned giant robot series 
"Tetsujin 28-go," better known to Americans as Gigantor.

This brainless giant robot, controlled by a kid, filled the av-
erage boy's fantasy of having a big brother and/or guardian to 
protect him. Since I myself never felt threatened during my child-
hood days, I saw Tetsujin 28-go as a mechanical fantasy, just like 
Atom. Mechanics that were involved in science-fiction interested 
me greatly, especially where internal and/or exploded views were 
profiled. The main difference was Tetsujin was based in the past 
(World War II history) and the present, while Atom was in the 
future. Ironically, in the Gigantor version, the year is supposed to 
be 2000, while Tezuka's Atom was born on April 7, 2003.

Eight Man (Tobor the Eighth Man), Atom, Tetsujin, Subma-
rine 707 and Super letter all provided me the will to draw my own 
mechanical designs. The only main drawback was that back then, 
when I was just 8-10 years old, I couldn't figure out exactly how 
Tetter's timewatch and Ryusei-go (Meteor) timecar worked.

My last mechanical task in Japan was when* my schoolmates 
and I were designing a five-foot-tall walking robot for our 4th-
grade school project and I was the design leader. It was made of 
wood, rope and actual mechanical gears that I adapted from a 
walking Tetsujin toy by up-scaling them. When I was told that my 
family was moving to the United States, I thought it was tempo-
rary. So when I left, I also left my project by turning the respon-
sibility over to my teammates. I thought that I would return in a 
week or two, but it turned out to be permanent. I never did find 
out if my teammates finished the project or not.
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