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The past year has been an eventful one with
many new projects initiated in seemingly
machine-gun fashion. We trust you'll bear with
us as we retrench, refrain from new proposals,
and generally try to solidify what we've already
done. What follows may prove old hat to many of
you but it will serve to bring us up to date on the
various efforts initiated thus far and to get a
reading on your reactions to these programs.

A.R.E.A.

The Avalon Reliability, Experience, and
Ability Rating system announced in Vol. 11, No.
5 is off and winging with approximately 700
members. This total was disappointing but we
decided to run the service anyway and give it a
chance to grow. All registered members should
be in receipt of the required materials by now
and doubtless many rated matches are currently
underway. If the system catches on we may go
ahead and sponsor PBM tournaments and “Top
20" lists of gamers in the GENERAL based on
their AREA ratings. See the Reader’s Response
card to register your votes on this matter.

GENERAL MISCELLANY

You don’t need to be told that we've been
having trouble getting the GENERAL out on
time. Each late issue makes it increasingly
difficult to get the next one done on schedule.
We haven’t been making any headway getting
caught up so we've finally given up the ghost
and switched to an announced mailing date of
the end of every second month. This means
we've lost a month but hopefully gives us a
schedule we can adhere to. If we can beat the
system and get them out any faster we'll do so
but in the meantime you can now consider us
“on schedule” with our late deliveries. The
increased size of the magazine and skyrocketing
postal rates have also forced us to switch over to
a bulk rate mailing system as opposed to our old
3rd class methods. Be sure to indicate on the
Reader’s Response whether you've noticed any
appreciable change in delivery times since we
switched to bulk rate delivery, Vol. 11, No. 6 was
the first issue mailed under this system and
wasn't delivered to the Post Office until April
30th. Canadian and overseas readers are not
affected by this change.

We are considering allowing paid advertising
in the GENERAL. We've always rejected this in
the past because it takes valuable space that we
felt most readers would prefer to see devoted to
subject matter. Also under consideration is a
change to a permanent four page colored
lightweight insert such as in this issue as
opposed to the old 2 page index stock used in the
Volume 10 and 11 series. It had been thought
that the latter was better for printing variant
counters which appear occasionally in the
magazine but indications are that many readers
who utilize these counters remount them on
sturdier backing anyway. Again, your chance to
influence these decisions awaits you on the
Reader’s Response card.

Many enthusiasts have wondered why, with
the rebirth of ANZ/O and TACTICS /I, we don't
reissue PBM kits on these games, The answer is
simple—there’s no money in it. With the
increased cost of paper, printing, postage and

labor it simply costs us more to sell one than we
charge for it. But again, we've requested your
opinion on the Reader's Response to see if
sufficient interest is there to warrant our
providing this service.

ORIGINS |

Interest continues to grow in the national
wargaming convention here on July 25th—
27th. Many new dealers have been added to the
list of those attending originally announced in
Vol. 11, No. 6. They include: Imperial Games,
CONSAD (computer sci-fi), Housman Asso-
ciates (for Hippocreme Books), Panzerchiffes,
Alnavco, Polk's Hobbies, Conquest Games, C.-
IN-C., Battle Flag, and the C.H. Johnson Co. Pre-
registrants will not be receiving confirmation
from us until they arrive at the Registration Desk
where their names will be properly listed on
various computer printouts and they can pick up
their convention programs, badges, etc. JHU will
confirm room reservations, however., The $5
double rooms and $6.50 singles cannot be
reserved for 1 day which is why the registration
form in Vol. 11, No. 6 listed prices for two days
only. Parking will not be allowed on campus lots
until after 5 PM Friday so those arriving for 4 PM
registration must park off-campus. A map of the
campus area has been printed in this issue to
familiarize convention attendees with the area
beforehand.

GAMES ‘75

Work on new releases for 1975 has been
slown appreciably by the enormous amount of
work we've had to put into ORIGINS |. If the truth
be known, the convention has probably costusa
fifth title for fall release. However, we are
proceeding with an Ancient game based on the
Roman Legion from Caesar to Vespasianus. It
will be a strategic game borrowing heavily from
the 7776 game system but requiring not nearly
as much time to play. A fourth game, yet
untitled, based on sailing ships of the late 18th
and 19th century will be our last mail order item
for the coming year. All of which leaves us in a
quandary as to what to do with the Elite Club this
year. Those already belonging to the Elite Club
are not affected but those who missed out on the
deal last year are still seeking admission. We
won’'t make the deal as attractive thisyear as we
did for the introductory offer in 1974, It will
probably amount to qualifying for the Elite Club
lifetime $1 discount on mail order only games
plus free postage in return for purchasing all
four new titles. Again—a question to determine
your interest has been provided on the Reader's
Response card.

Vol. 11, No. 6 bounced back with a pretty
good showing on a 2.88 rating—good enough to
be the sixth best effort in the last two years. We
think the Vol. 12 series will be a considerable
improvement due to some outstanding contribu-
tions by various members of our literary staff.
The Best Article ratings of the first 200 random
replies gave us our 1200 point maximum
scoring Laily as follows:

A.H. PHILOSOPHY.....Continued on Page |5
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1776—AMERICAN STYLE
by Robert Beyma

Those wargamers who have had the fortunate
experience of playving /776 will have undoubtedly
noticed that it is a unique game. The /776 game
system introduces many innovations and represents
a sound advance in the art of wargame design. The
Campaign Simulation Game is quite an experience
and has the potential of becoming one of the
classics.

1776 succeeds very well as a simulation of the
Revolutionary War, The War for Independence was
essentially a guerrilla war. Players that lose sight of
this will find the game rough going. British play is
characterized by deliberate subjugation of a region
and the reduction of the American ability to create
troops. The American player must necessarily avoid
major combat while attempting to hold on to as
much area as he can.

1776 is an excellent blend of strategy and tactics.
A well conceived and flexible strategic plan is
essential in this game. The game mechanics allow
considerable room for gamesmanship between the
two opponents. The nature of combat creates a
tactical flavor during many engagements. There isa
lot of room for the “feel” and personality of the
players in 1776,

There is a tendency after playing a new game
once to start analyzing who holds the advantage and
how to win, Most of the people | know seem to feel
that the British have a decided edge in the Campaign
Simulation Game. They seem to trip over their
muskets in their haste to sit down on the British side
of the board. There is a myth that the “Americans
don't stand a chance™, This just isn't so. The British
possibly have an advantage the first couple of times
that the game is played between inexperienced
players. After that, however, the game is about even
with the Americans possibly holding a slight edge.

The following pages will be devoted to analyzing
and playing /776. The emphasis will be placed on
playing and winning with the Americans. This will
include the development and implementation of a
sound American strategic plan.

Analysis of the victory conditions shows that the
British must gain control of 20 or more strategic
towns to win, Since there are only 22 of these towns,
the British must virtually conquer the entire board.

Examining the starting positions reveals that the
Redcoats control only Boston. Clearly, the basic
British strategy will be the expansion of control
from the coastal ports to whole areas of the colonies.
American strategy, in fundamental terms, becomes
one of containing British expansion while minimiz-
ing the risk to the small Continental Army forces.
T'his sounds easy enough but it is a bit more difficult
to accomplish.

Since [776 is essentially a guerrilla warfare
game, there are no rigid front lines. Actions usually
center around major forces contesting a strategic
town hex. There are likely to be several of these
actions going on simultaneously at different places
on the board. There may be some fluid fronts in
areas more or less controlled by both players, Many
of the strategies used in other games will not apply
here. Players will have to develop new ones.

TERRAIN

An elementary knowledge of early American
geography should suffice for appreciating the sound
simulation of the terrain and scope of the playing
board. The entire East edge borders on the sea and
the majority of the interior is mountainous, The
British have the capability to transport large
numbers of troops up and down the coast and even
along some of the larger rivers. Key coastal cities
such as New York, Philadelphia, Norfolk and
Charleston are particularly vulnerable from the sea.
The American Army usually finds itself in a
defensive posture between the coast and the interior.
Time-distance factors prevent any rapid overland
deployment of troops. Thus, the American player
must allocate his [orces carefully and retain as much
mobility as possible. He should always leave open
the option of withdrawing into the interior if the
going gets too rough.

The board is divided into four areas, each
containing 5 or 6 strategic towns. Much of the game
centers around controlling these towns and particu-
larly an entire area.

New England is the most valuable area to the
Americans but is also the most difficult to defend.
This is because all of the strategic towns, except
perhaps Norwich, are easily accessible to the British,

American forces there are vulnerable to naval
landings and a flanking move along the Hudson
Valley. The relative proximity of the strategic towns
makes New England easy for the British to defend
once captured.

The Middle States are the second most valuable
area in terms of troop production. This area is really
the key to the game. Possession of the Middle States
should leave the British player in an excellent
strategic position. Interestingly enough, the Middle
States are also the most difficult area for the British
to capture and hold. This area has the roughest
overall terrain and the strategic towns are well
dispersed. This makes it very difficult for the British
to drive on all of the strategic towns simultaneously.
The enemy columns normally are not mutally
supporting. The American forces can use their
superior mobility to maneuver between towns and
will likelv keep one or two of them free of British
control.

The South Central area is usually a rear area for
the Americans, and a good source of troops and
supplies, The key town is Alexandria. The Ameri-
can north-south line of communications passes
through here. Curiously enough, few British players
launch major drives in this area, particularly during
the first year. American forces can converge on
Virginia from the Middle States and the Carolinas
in the event of a British drive in the South Central
area.

The Deep South can be a tough area for the
British. It is a long way from the main front and is
not extremely valuable to the Americans. There is a
lot of territory to cover and a large number of gritty
American militia to fight. The British may well be
content to grab Charleston. The Americans should
concentrate on holding Hillsboro and moving newly
created forces northward.

ORDER OF BATTLE

The American player is likely to feel that he got
the short end of the order of battle in this game. The
chart below shows the approximate number of
available forces during the first year. These figures
represent the probable number of factors available
but do not include estimated losses.
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AVAILABLE FORCES CHART

CA BR RM ™ AMER BRIT
At Start 19 19 33 16 52 35
April 1776 32 26 17 23 49 49
July 1776 44 65 20 19 64 84
October 1776 52 95 16 19 68 114
January 1777 42 103 13 19 55 122

] and British repl
were mude:

Numbérs shown represent strength points availible a1 the
beginning of the Quarter, They do not include any possible losses.
January 1777 figures include CA Winter Reduction, Winter
Allocati The following assumptions

I. British take New York by June.
2, British control New England by September,
3. Ameticans control all of two southern areas.

The above chart assumes British control of New
England by the end of September. Militia is of only
marginal value in an area in which no significant
action is taking place. The British forces are easily
concentrated while some ol the Americans are
spread out and must be assembled. Also, winter
reduction hits the Americans hard at the end of the
year.

The British should significantly outnumber the
Americans from about mid 1776 until the French
arrive. The Americans just have to live with this.
Actually, this is typical of a guerrilla war. The
British need much larger forces to drive forward
while attempting to engage an elusive enemy and
protect their rear. Properly used, the Americans
have sufficient forces to accomplish their objectives.

The British receive steady reinforcements
throughout the first year. They will have a
maximum force of 99 regulars by November, It is
this force that will win or lose the game for the
British. They receive a small quarterly replacement
rate starting in 1777 of anywhere from 2 to 6 factors
per turn with a maximum of |8 factors per year.
Despite this large army the British cannot afford too
many casualties. Subjugating the entire board will
put a heavy strain on the Crown’s Army.

The Americans start the game with the main
army near Boston and some scattered militia
around the Colonies. The Americans receive
quarterly reinforcements but these originate in a
totally different manner than British reinforce-
ments, These troops arrive as the quarterly
allocation for each of the four areas. The important
point here is that these allocations are dependent
upon the status of each area (see area status chart
below). Obviously, the American order of battle is
closely tied to the game situation, (It always seems
easier to recruit troops when things are going well.)
American supply unit arrivals also depend on area
status.

Assembling American troops from all over the
Colonies quickly and with minimum losses is
essential to the war effort. | refer to this whole
operation as the American supply line. Normally,
the supply line runs from the Carolinas through the
South Central area and up into New York or
Albany. The two biggest threats to this supply line
are British naval movements and the Tory Militia.
The naval threat can be minimized by staying a sale
distance inland. It is helpful to have control of the
Alexandria-Baltimore region. The Tory Militia
tends to be the strongest in the areas through which
vour supply line passes. Nothing is more discourag-
ing than to have a fresh group of reinforcements
bushwacked by a roving band of Tories. Tory
Militia units are expendable to the British so he may
not hesitate to attack you. There are several things
which can be done to counter the Tories. Militia
should *escort” American regulars to absorb
casualties. A supply unit should accompany the
American reserve force. The Tories will almost
always be unsupplied. This will, in effect, double
your force. If your forces are small, they should be
accumulated until enough can move out in safety.
At times the American supply line can seem like
convoys crossing a U-boat infested Atlantic. These
tactics are applicable any time that small forces are
moving around in the rear.

When the British enter an area the emphasis
shifts to contesting British control of the area. The
higher numbers of Rebel Militia can be thrown into
the battle to attrite the British regulars. This is a
particularly good tactic during the last turn of a
quarter as militia are easily replaced during the
interphase. This is one reason why a British player
may be reluctant to enter unless he plans to conquer
the entire area. There is another school of thought
on this subject. Some British players take selected
ports, such as Norfolk and Charleston, without
pursuing further operations in those areas. The

Rebel Tory
AREA STATUS CHART CA aeied R
Repls Militia Militia
A:NO BR Strength Points in Area- |Maximum | Minimum | Maximum
B:8R Strength Points in Area, but [Maximum Average i\verage
NO Strategic Towns Controlled-
C:BR Strength Points in Area, With | Minimum | Average | Minimum
SOME (but not all) Strategic Towns :
Controlled-
D:BR Strength Points in Area, and| Average | Maximum | Average
CA Strength Points in Area, but
NC Strategic Towns Controlled-
E:er Strength Points in Area, and Average Average Average
CA Strength Points in Area, with
SOME (but not all) Strategic Towns'
Controlled-
F:BR Strength Points in Area | NONE |Minimum* | Minimum
{regardless of presence of CA),
with ALL Strategic Towns Controlled-

The Area Status Chart 15 a new concept in simulation games brought on by the intermixing of a hex grid and area qualifiers,
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objective is to reduce CA and supply allocations and
to maintain a base of operations. The tradeoff is the
high Rebel to Tory Militia ratio. The Americans
should attack these enclaves with militia if possible.
The British will have to maintain a sizable garrison
to prevent attrition.

Positioning of units at the end of a guarter is
important. Placement of a CA factor could change
your allocation for the upcoming interphase, Good
positioning at the end of December will minimize
reduction losses. If redistribution of some militia in
an area is desired, they can be moved out of the area.
When the militia totals are readjusted they can then
be brought back into play where desired. If the
British control an area the minimum rebel alloca-
tion should be moved back into the area. Although
no more troops can be brought on in this area, these
militia factors may remain.

The strategy of optimizing American allocation,
their placement. and their movement to the frontisa
very important aspect of /776. The first step, of
course, is to keep open as many areas as possible for
the quarterly interphase. It should be noted that
having but one open strategic town is sufficient to
get most of your allocations for an area. Often times
the American player can retake a strategic townand
reopen an area just before an interphase. The
recapturing force can then be immediately rein-
forced and will constitute a major threat to the
British in that area. Note that the British cannot
control New England or the Middle States unless
they control both Montreal and Quebec.

Players should study the area status chart
carefully, Many times this chart will have a
significant effect on strategy, particularly just before
an interphase. Several important observations
concerning this chart are noted below. Continental
Army Regular allocations are at a maximum only
when the British do not control any strategic towns
in an area. If the British control some towns it is a
good idea to have at least one CA factor in the area.
The Rebel Militia allocations increase rather
sharply when the British move into an area, The
Tory Militia allocations drop off when the British
enter an area. This results in a somewhat ironic
situation for the British but a beneficial one for the
Americans. The ratio of Rebel Militia to Tories is at
a maximum when the British are attempting to seize
control of an area.

Placement of American allocations is one of the
“little details” of the game that demands attention.
Two important points to keep in mind during
placement are:

1. the British move next, and

2. the Tories are placing after you.

Whenever possible the American plaver should
avoid placing units where they can be attacked at
good odds. Remember that you may place units
within one hex of any uncontrolled strategic town.

CA REGULARS

The Continental Army Regulars are the back-
bone of the American army. They constitute the
bulk of what 1 refer to as the main lorces. Large CA
forces will be found in nearly all of the major battles
fought during the war. Strategy will be greatly
influenced by the number of available CA factors.

Creation of new regular troops depends on area
status. Unlike rebel militia they can be accumulated
from quarter to quarter. The American player
should strive to build up and maintain a strong
regular force. Be careful not to prematurely commit
a major CA force against a superior British army
early in the war, Typically, one major force up north
will be watching the British while another one is
assembling further south. Winter reduction will
keep the Continental Army {rom getting too large
but good play should enable the American plaver to
field a good size army by spring.
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The regulars should always attempt to join up
with militia before a battle. This will enable the
militia to fight on even terms and will allow the
casualties to be taken by the militia. If the
Americans hold the area the militia can be easily
replaced, Normally, you should leave at least one
factor of regulars in each area to assist the militia.

REBEL MILITIA

The Rebel Militia is extremely valuable to the
Americans. It might be said that they provide a lot
of the American muscle in this game. Add a regular
factor to a stack of militia and they essentially
become as effective as regulars. Although not
normally capable of forming large stacks., they can
substantially beef up a force of regulars, The
patriotic Rebel Militia generate their greatest
strengths when their area is invaded by the British.

The chief advantage of militia lies in their
capability to “regenerate” themselves each quarter,
This in a sense makes them expendable, particularly
on the last turn of a quarter. Militia can be lost all
day without lowering allocated strength. This is why
the tactic of having militia stack with CA regulars to
absorb casualties is so useful. Another prime use of
militia is delaying actions. One entrenched militia
factor on a key hex can delay an entire British
column for a turn. They can be similarly used to
screen towns or a main force. Small groups of
militia, particularly when accompanied by a CA
regular and a supply unit, constitute a good raiding
force, Other uses include escorting regulars and
supplies along the supply line and garrisoning ports.
Militia may move into other areas and there will
always be a need for more of them in a “hot™ area.

TORY MILITIA

Unlike their rebel counterparts, the Tories do
not play a major role in the game. They are
employed in a similar manner to the Rebel Militia
but are not needed as often. They are rarely more
than an auxiliary to the British. In fact the Tory
strength in an area declines when the British enter.
Their greatest threat is to small groups in American
troops moving around in the rear. Remember that
the Tories are as expendable to the British as the
Rebel Militia is to you.

Speeding Up the British:

The Americans can get some use out of bateaux,
They are very useful in threatening Montreal and

The British force ut St Johns can load into thebateaux, move
down Lake Champlain, and disembark at Ticonderoga, They should
be able to defeat the garrison there and cupture the strategic town.
This s a move that would not have been possible without the
increased mohility of the bateaux. The bateaux could also be used as
ferries to cross Lake Champlain on the following turn

It 15 the beginming of an Interphase { Area Status E). British will
bring on 6 TM: LS -3 CA & 6 RM. Placement of the reinforcements
in EEE-36 rather than Albany prevents a British attack on the lorce
next turn. The militia factor on Fi. Dayton is to prepare a delaying or
defensive position. The placement of Rebel Militia factors in Albany,
lconderoga and Fort Stanwix prevent Tory placement in these
towns. Normally. Tory Militia are placed in a British controlled town.

Quebec from the Lakes region. They can act as
ferries at such places as 00-30 to PP-31 and XX-37
to XX-38. A bateau may be built on a hex by a
supply unit or a magazine that doesn’t perform any
other [unction during that turn, The American
magazine at Montreal could break down into a
supply unit and three bateau counters. Bateaux
can always be destroyed if in danger of being
captured.

SPECIAL RULES

The following section will examine four major
rule subsystems. These are the Combat System,
Seapower, Winter rules and French Intervention.
Each of these will be discussed in some detail and
integrated into the American strategy.

COMBAT SYSTEM

The Combat System is the most intriguing
innovation of /776. The Tactical Results Matrix,
multiple combat and the unique Combat Results
Table add immeasurably to the game. Battles can
have a far greater variety of outcomes than in other
games, This is largely due to the Tactical Results
Matrix and multiple combat. Few battles can be
taken for granted. The structure of the CRT results
in relatively light losses at low odds. Decisive
combat usually takes several rounds. On many
occasions the battle will be broken off before
decisive combat can occur.

The Tactical Results Matrix provides a chance
to outguess your opponent and get an “edge” in the
upcoming roll. It provides for a little psychological
confrontation with your opponent such as in
Football Strategy, The TRM has its risky plays and

If none are available then they may be placed in any strategic town
not occupied by American units, With any “luck” at all the Tories
might end up in Wyoming! Be careful to leave an out of the way town
for the Tories to place. When the British control all of the strategic
towns in either New England or the Middle States but not Montreal
and Quebee, the Americans get # break. They may place their'
allocations adjscent to any strategic town in the area,

its percentage ones. The game or battle situation
should determine to a large entent how much of a
risk one is willing to take.

The Withdrawal card is a key selection. It can
allow a weaker force to disengage from a battle,
Unfortunately, the success of this play depends on
your opponent not expecting a withdrawal. The
consequences of an unsuccessful withdrawal are
pretty grim. A Withdrawal card is normally played
by someone who is losing a battle or finds himself in
a battle that he does not really want to fight, This
usually applies to the American player. Many times
the American strategy is to avoid combat if possible.
The timing of a withdrawal attempt is very
important. An opponent that is expecting a
withdrawal is likely to be playing a lot of Frontal
Assaults. You can burn him with a few Enfilades
while hoping for a No Effectroll onthe CRT. When
the time is right. slip in a Withdrawal card.

A Recon in Force is a good card to play because
it covers both an Enfilade and a Withdrawal, There
is virtually no end to this “double thinking™ when
playing the TRM, Players should try to vary their
play soas to keep their opponents off balance. There
are normally 5 or 6 big battles in a game. A player
that can “get up” for the big ones will be a step
ahead.

The first impression that one might get from the
Combat Results Table is that either big odds or a
large advantage on the die roll is needed to eliminate
the enemy. This may generally be true but is not
always the case. The -1 column shows an almost
symmetric distribution of results and a No Effect.
Two large forces could go at it for several rolls
before someone gains the upper hand. A slightly
larger force can attrition a weaker force to a point
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e SUPPLY 0 8
Supply units are essential to the elficient
conduct of most operations. Major forces should
strive never to be without at least one supply unit.
The combat efficiency of a unit is directly related to
its supply status. Simply stated, units are halved in
combat when not supplied. Roughly speaking a
supplied foree can do the job of an unsupplied force
twice its size. Obviously. the American player does
not have the quantity of troops to allow such
inefficient use. Your main force should have at least
two supply units. If one is used in a battle, vou will
still have one left for what may happen next turn.
Artillery units must be supplied in order to fire, A
supply unit is required to attack during the winter, If
a raiding party is sent out in late fall you had hetter
include a supply unit. The supply problem for the
Americans can be divided into four basic parts:
1. obtaining supplies—The Americans get supplies
during the spring and summer interphases. The
numbers depend on the status of each area. You will
normally get 3 or 4 in the spring and | or 2 in the
summer, Be wary of last minute British efforts to
decrease your supply allocations.
2. gerting supplies to the fromi—This invelves
movement of the supplies north along the supply
line. The objective here i5 to move them along
quickly and safely. Tactics for doing this have been
discussed carlier. A couple supply units should
remain behind in the southern areas.
3. distribution at the frant—The Americans will
normally have sufficient supplies il he nses them
wisely. You should have about 10 supply units the
first year. An effort should be made to save some
because they might not be as plentiful in 1777, The
main American army, probably near the Hudson
Valley. should receive 2 or 3 supply units. Each
additional major force, particularly those in New
England, should get one. At least one should be held
in reserve.
4. ractical use—This is the art of getting the most
out of supply units and not losing them in battle, A
supply unit may be used once in a battle without
being removed. Players should always use their
supply in the first round. Many times one round of
combat is sufficient to eliminate or weaken the
enemy. It may be possible to get good odds and
eliminate him without having to expend a supply
unit. If the battle goes against you, the supply unit
may be used on a succeeding round. During wintera
supply unit may only sustain two attacks. Do not
attack the second round unless you really need to, If
vou have two supplies to your opponent’s one, you
can “trade off” supplies in one battle. Then on the
next turn you will be supplied and the enemy will
not.
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® ARTILLERY ﬂ 5

Artillery units are generally of little use to the
American player. The primary reason is their lack of
mobility. The American forces are usually on the
run and cannot afford to be slowed down by the
slow moving artillery, What should the American
player do with his Artillery units? Basically, he has
the choice of trying to withdraw them toa relatively
safe area or to get as much use out of them as
possible before destroying them to prevent capture.
The artillery units in Springfield and Ticonderoga
can be used effectively in the Ticonderoga-Albany-
Ft. Stanwix area. The artillery unit in Charleston is
probably best used in helping to defend Charleston.
Artillery units are only usable in battles involving
forts and entrenchments and only il they are
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supplied. The Americans probably will not get
much of a chance to use artillery in attacks until the
French arrive.

I'he British player will likely use artillery units to
help garrison such towns as New York and Boston,
They can also be used to help reduce American
strongholds such as Charleston. Captured British
artillery units should be destroyed unless you are
sure of getting away with them.

(1]
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The Indians of the Iroguois Nation play a minor
role in the game. The British plaver will probably
maintain them as a threat to the American rear.
They can attack lightly escorted supplies. seize Fr.
Stanwix at an opportune moment, or join a key
battle near Albany. Once used, the Indians are
usually killed quickly. A good American player will
keep an eve on the Indians but not worry about
them too much.

¢ DRAGOONS

The use of dragoons (mounted infantry) is a
CSG optional rule. | would recommend using
dragoons. They add a little extra to the game
without altering the course of play very much.
Dragoons sacrifice numbers for speed. Their main
functions are to cover ground quickly and to
conduct or threaten raids. (The Swamp Fox rides
again!) The Americans can use them in an effort to
retake a strategic town. The British can use them to
raid the American rear. Oftentimes their threat is
more useful than their employment.

® FORTS

The American player should generally avoid
defending forts in foree. The major purposes of forts
are to controland prevent a high odds attack against
a hex, usually a strategic town. The big disadvan-
tage in defending a fort for the Americans is that
they sacrifice their mobility. The British can move
on top of the fort and trap the American defenders.
Once a battle is joined the attacker will eventually
win. He can reinforce while the defending units
cannot. The defending units cannol move away
either since they must stop upon moving outside of
the fort. Forts find their best use as holding actions.
Artillery units are useful in defending a fort but they
require a supply unit to be effective. It is wasteful for
the Americans to construct forts. The expenditure
of units can rarely be justified. Consideration may
be given to building forts after the French enter the
game. Forts should be dismantled whenever
possible when rétreating because the British can
profit from them.

The British player can utilize forts much more
effectively. He is generally more interested in a static
position such as garrisoning a strategic town. A fort
will permit a smaller garrison and provide a use for
some ol his artillery units.

i e
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o ENTRENCHMENTS

Entrenchments play a key role in American
defensive operations. They can be effectively used
by major forces for defense or by a single factor [or
delay. Entrenchments always subtract one from the
attacker's roll, which is roughly equivalent to
lowering the combat odds by a column. American
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units should always strive to get entrenched when
they anticipate being attacked by the British. Thisis:
not too difficult to do il a little planning goes into
selecting and preparing defensive positions. Unlike
units in forts, entrenched units can always move
away on their turn. Additionally, there is always the
chance of outsmarting the British player on the
Tactical Matrix.

Entrenchments are very valuable in delay
operations. This is because an automatic victory
cannot be achieyed against a unil in one. A single
factor defending in an entrenchment can hold up an
entire enemy column for & month. An example of
good use of entrenchments is shown below.

I'he Americans wish to defuy the British drive on B Stanwix for
twor turns oot the mext gusrterly interphase: The entrenched militia

toetor on- 131313-35 will delay the British force this turn, Another
militia factor has moved to I D-34 1o entrench next turn. The main
liarce andd Ft. Stanwix are being effectiyely sereened. This foree coutd

dismantle the fort and entrench themselves in Ft, Stanwix. In any
event they'can be reinforesd during the quarterly interphase.

I'ie British do not get as much mileage out of
entrenchments as do the Amerieans. This is because
they are normally on the offensive. Thev are
primarily useful to the British in garrisoning towns
and in sereening such towns as Boston and New

York,
* MAGAZINES

Magazines are virtually of no use to the
American player, They are immobile and foree the
Americans to fight from a static position. This can
be almost suicidal in most cases for the American
forces, It is very wasteful for the Americans to use
two supply units to build a magazine. The magazine
at Montreal should be broken down early in the
game and retreated southward along with the army
in Canada. (This army should be hightailing it home
as soon as it is noticed that the British receive 20
factors of regulars at Quebec in May. ) Generally the
Americans should avoid engaging a sizable British
force being supplied by a magazine. You will use up
vour supplies while the British are expending none.
A captured British magazine should either be
broken down into a supply unit and carted away or
destroyed.

)
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® BATEAU

The use of bateaux (small rivercraft) is an
optional rule. | would certainly recommend using
them in the Campaign game. They are realistic and
their use adds a lot of fine features to the game.

Bateaux are useful for transporting troops along
rivers and lakes and as ferries at key points. They are
particularly useful in the Lake Champlain-Hudson
Valley-Montreal region. Units being transported in
bateau can bypass terrain obstacles. They can even
bypass enemy units if operating on class 3 river ar
lake hexsides. An example of bateau usage is
shown on page 5.
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where the odds will change. This snowballing effect
can change a relatively even battle into a decisive
victory. In /776 it is always a good idea to have a
couple of extra factors in a battle,

The combat table also has a 3-2 column. Don’t
snicker at the new boy on the block, A 3-2attack isa
strong one in /776, Only a | or 2 roll will hurt the
attacker while a 6 is a big victory. One may ask why
a No Effect hurts the attacker, The primary reason
for attacking in /776 is to eliminate units. It stands
to reason that if you get 3-2 odds and do not kill
anyone, you have let the cat out of the bag.

A 2-1 antack is sufficient to win most battles,
Players may wish to know what constitutes a safe
attack in this game. 3-1 is a pretty cozy attack, buta
2-1 is not bad. Combat can always be broken off if
the battle starts going against you. As long as you
have more strength points, the defender will have to
attack at 1-2 if he elects to continue combat. The
pluses and minuses from the TR M. entrenchments,
artillery, ete. should be kept in mind. A change of
one to the die roll is roughly equivalent to changing
the odds by a column.

The American player should be well aware of the
possible odds that the British can obtain when
positioning his units. Do not forget the possibility of
forced marches. Generally speaking, a force should
move away if the British can get 3-2 odds or better.
Of course, if you are entrenched the 3-2 is virtually a
I-1. A 1-1 battle puts the Americans in a good
tactical position. The British player will probably be
interested in killing the American force. A No Effect
ora Withdrawal is often equivalent to an American
victory. Sometimes you will be able to anticipate the
British intentions and win the battle. Generally, the
Americans should avoid attacking at odds less than
2-1 unless there is a good reason, One such reason
might be the recapture of a strategic town just before
the quarterly interphase.

* SEAPOWER

Seapower is a major factor in /776. It is one of
the major advantages for the British. The British
player has naval supremacy until French entry. He
can land troops at will anywhere along the coast.
This is a powerful strategic capability—one that
cannot be taken lightly by the American player. A
British force could sail from Newport on one turn
and land in Charleston the following turn. In fact,
one strategic British plan | know advocates
transferring the main British army to the Deep
South early in 1776, The British can overrun the
south before the American army up north can react.
Such key coastal cities as New York, Philadelphia
and Charleston can be seized easily from the sea.
Alexandria, an important town along the American
supply line, is vulnerable to a naval landing,
Another tactic the American player should guard
against is the capability of British transports to sail
up class 2 rivers.

There are several things that the American
player can do to counter the British naval threat.
The first one is to be aware of all of the British naval
capabilities. The locations of the British naval units
should be checked each turn to ascertain what
possible naval operations can be executed. The size
and possible locations of arriving British reinforce-
ments should be carefully noted. The Americans
should maintain a defensive position between the
coast and the mountains. They should keep a
withdrawal route open so that their forces will not
be trapped by a flanking naval landing. There is not
a lot you can do to restrict the British naval
movement until the French fleet arrives. It's a lot
like Allied air power in D-Day—you will just have
to live with it. A supplied artillery unit in a fort can
prevent British naval movement up class 2 rivers.

Any combat unit can prevent bateau movement
along class 1 or 2 river hexsides by being on one of
the adjacent hexes.

e WINTER RULES

The Winter Restriction rules generally favor the
American player. This is primarily because little
campaigning is done during the winter, particularly
in the north. Movement is slow and forced marches
are impossible, Decisive combat is difficult to
achieve and automatic eliminations are not allowed.
All of which means that the Americans can easily
keep the British at bay during the winter. Several
well placed units can hold up a British army all
winter. The American player should use the winter
lull to build up his forces and reposition them for the
upcoming campaign.

An interesting tactic evolves from the winter
rules. | call this “winter jump/spring lag”. The
winter jump refers to the American capability to
move away from the British on their December turn.
The British will only be able to move three on their
January turn. This is a good opportunity for
infiltration or even a withdrawal. The American
force can stay ahead of the British all winter and
possibly retake a strategic town. Unfortunately, life
is not all roses. The opposite happens in March. The
Americans can only move four on their March turn
whereas the British can move seven in April. This is
known as spring lag. Be careful not to get troops
trapped in this manner,

The Winter Reduction rules are certainly not
loved by the American player. This is a realistic rule
that reflects the difficulty of maintaining an
American army during the Revolution. The
American player has to incorporate this yearly
attrition into his overall strategy. Winter reduction
is really not as bad as it appears. The reduction
occurs hefore the winter interphase, Thus you have
two interphases with which to rebuild your army.
The American army can be just hanging on in
December but can be ready for action by April.

Naturally, winter reduction can be minimized by
holding onto areas. If area status cannot be
improved, the next best strategy is to move the
American regulars to a safer area. For example, the
British control New England and partially control
the Middle States. It is safe to say that
movement of regulars from New England to the
Middle States will cut American reduction losses
from 75% to 50%. If this is not possible, or desirable,
then you should strive to optimize the number of
CA factors in each area. Since reduction factors are
rounded down you can often gain from an odd
distribution. In the above example an 8 factor force
in New England will lose 6 factors. By moving just |
factor to the Middle States, losses will be cut to 5
factors.

Beware ol British attempts to grab a strategic
town in an open area just before winter. This
represents a sneaky way of increasing your winter
reduction rate. It will also reduce CA allocation for
the interphase. Good targets are such strategic
towns as Norfolk and Savannah. The American CA
factors tend to become a bit more “expendable”™ in
December. You may wish to take a calculated risk
withafew of them. About half of them will probably
be eliminated anyway.

FRENCH INTERVENTION
French entry can definitely tip the scales in favor
of the Americans if the game is fairly close. The
French forces are not necessarily salvation. The
Americans must fight the first 2)4 years of this war
without French help. Early in 1778 is usually about
the right time to start planning for the Frenchentry,
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It is important to keep in mind that the British can
reduce the probability of entry each turn by
controlling areas.

British naval supremacy vanishes when the
French navy appears. The French army is relatively
small but its employment can be devastating. They
can be landed anywhere along the coast, particular-
ly behind British lines, The key point is that these
small forces can reopen areas and suddenly an
American army appears deep in the British rear. |
have seen one game where the French retook both
New York and Boston in the same turn. On the next
20 rebel factors appeared in these towns.

The British can counter this threat only by
maintaining large garrison forces in their rear, An
example of effective French employment is shown
in the diagram below.

French {orces retake both New York and Hartford, This reopens
these areas, allowing the Americans to bring on allocations there
during the interphase.

The French navy will make it difficult for the
British to transport troops by sea. The British will
likely escort their transports with several battle
fleets. The American player should be careful not to
risk the French fleets unnecessarily. The French
must withdraw their forces from North America if
more than one of their fleets are sunk. The French
fleets give the Americans the capability to transfer
troops along the coast. This will add greatly to the
strategic mobility of the American forces.

The French forces add some badly needed
artillery and supply units to the war effort. The
artillery can be particularly useful in any upcoming
offensives. The French movement rate is less than
the American’s so try to employ them where less
mobility is required. The French units cannot be
replaced nor do they suffer winter reduction. The
French should be employed with some American
units o as to minimize French casualties. When the
French variable force enters, the American player
should land the troops as soon as possible. This way
they will not have to withdraw if the feet is required
to withdraw.

AUTOMATIC ELIMINATION

The American player probably will not get much
of an opportunity to use the automatic victory rule
in [776. What the Americans are interested in is
minimizing the number and effects of British
automatic eliminations. Many times during the
game it will become necessary to delay a British
drive. This cannot be done effectively if the British
can get an automatic victory using only a few of
their factors. These factors may move on with only a
two movement point delay and the rest of the force
is not delayed at all. The trick is to defend where an
automatic elimination is impossible. Such places
include forts, entrenchments, and anywhere during
winter turns, The best units to use for such delays
are militia. If an automatic victory cannot be

prevented cheaply, it must be decided whether or
not the delay is really necessary.

OPTIONAL RULES PACKAGE

FORCED MARCHES

The forced march is one of the most interesting
and realistic innovations in /776, 1 would highly
recommend using it. Forced marches can have a
signilicant effect on the play of the game. /776 s the
first Avalon Hill game in which a unit can move
more than its basic allowance. Curiously enough,
both sides can make good use of lorced marches.
The idea is the same, usually to get additional troops
to a key battle. These forces can often raise the odds
of a battle. Forced marches are also a good way of
getting an extra hex or two a turn from a force
moving cross country. Losing units is not of concern
until a forced march of four or more hexes is
attempted. A word of caution is advisable here.
Unless you are attempting to force march an
expendable force oritis an emergency, remember to
allow room for the units to expend all of their
possible forced march allotment. Units that cannot
physically expend the specified number of move-
ment points are eliminated.

By now you must be convinced that forced
marches are really great. They can be very useful but
there are certain drawbacks. First, supply units
cannot [orce march, That means that if a supply unit
is not gotten to a battle, all of the forced march units
will be fighting at half value. Another mistake is to
force march a stack of troops and leave the supply
and artillery units behind. Oftentimes this exposes

ol L% Ve ¢
It Is the American turn, June 1777, The British control the Deep

South, Two factors move 1o U20 and attempt a Forced March of |
hex 1o Hillshoro. These forces have a 677% chance of getting to
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these units to easy capture, Your [orces may risk
being separated after an unsuccessful forced march
attempt. In many cases these separated forces can be
attacked effectively by the enemy.

Another tactic to improve the chances of a
successful forced march is simply attempting two
separate [orced marches to the same hex. Of course,
they must originate from different hexes. This might
be tried if either force gives enough factors for the
battle. The diagram below shows an example of
forced march usage.

INVERTED AND DECOY COUNTERS

This is another one of the fine innovations of
1776. 1t adds a little secrecy and uncertainty to the
game. This is very realistic considering the nature of
the game and that of warfare two centuries ago.
Players should keep in mind that use of this rule will
significantly add to the time and effort needed to
play a game. The Campaign game is fine without
this rule but it is interesting to use it on occasion.

The Americans get most of the advantages from
this rule. The American player now has another
means of tying up British troops and keeping the
British player off balance. Feints with mostly decoy
counters can keep the British busy., Occasionally,
the Americans can launch a real raid in an attempt
to catch the British napping or just to keep him
honest. A stack of inverted counters will likely cause
a British overcommitment. Sometimes he will
attack a stack but fall short of the desired combat
odds. This leads to a lot of reconnaissance work
particularly for the British. This will normally
consist of sending a militia factor to “check out™an

A i \, P . 3
Hillshoro and probably reopening the Deep South. The remain
entrenches in Charlottesville,

der
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inverted stack. The rest of the British force can move
in or go somewhere else depending on what is found.
It is usually a good idea for the Americans to keep
their main forces more than 8 hexes from the
British. Here is another good use for dragoons.
They can recon up to 13 hexes away. Do not be
lulled into a false sense of security just because your
army is inverted. If brought to battle they must fight
just like anyone else.

CONTINENTAL NAYY

The Continental Navy is added primarily for
historical or psychological purposes. It has very
little effect in the game. 1t only has a 169 chance of
disrupting an unescorted British transport for a
turn. Its best use is to keep it safely in portand as a
threat to the British. If you are lucky, the British
player may alter some of his naval plans because of
vour naval unit.

OTHER CSG OPTIONAL RULES

A few words on the remaining optional rules are
in order. The variable transport capacities, the
variable British garrisoning requirements, and the
variable Continental Army winter reduction rates
have three basic things in common. They are fairly
realistic, add a little to the game, and do not
significantly affect play balance. Players should
oceasionally use these rules for realism and variety.

The Superior British Fire Discipline rule is a
horse of a different color. It is definitely a big help
for the British, Unless the Americans are consistent-
ly winning your game, it is advisable not to use this
optional rule. Also, this rule is of questionable
realism. Supposedly, the relative quality of the
American and British regulars are built into the
combat factors (/776 Designer's notes). The
American militia already lose one on the die roll
when fighting British regulars. Besides, the Ameri-
can colonists had other fighting qualities to
compensate for their early lack of operational
training.

DEVELOPMENT OF AMERICAN STRATEGY
American strategy must necessarily be directed

towards achieving the following two basic and

interrelated goals:

1. keeping areas open, and

2. maintaining effective fighting forces.

The American player must tread a thin line to

accomplish both of these objectives. This will most

likely result in a guerrilla war where the Americans

will fight only in favorable situations or when they

are forced into combat.

The need to keep areas open is twofold. First, the
British need to control areas to satisfy their victory
conditions. Second. and perhaps more important,
the number of forces that the American player can
field is related to how many open areas he can
maintain. For troop allocation purposes one
uncontrolled strategic town in an area is almost as
good as 5 or 6 towns. An area only partially
controlled by the British will produce a large
number of rebel militia. As long as an area is kept
open it will tie down British troops which could be
used elsewhere. Another point to remember is that
the number of controlled areas in 1778 can
significantly affect the chances of French entry.

Maintaining an effective army is very basic
military doctrine. The objective of holding areas will
become impossible if the American forces are
smashed early in the game. The strategy of keeping
areas open while maintaining an intact army is a
difficult one. That may be why so many inexperi-
enced players believe the British have a big
advantage in /776. Yet, this is the essence of the

game for the American plaver. He will find /776 to
be a game of finesse, patience and determination. A
good American player will keep hanging in there
and eventually emerge victorious.

The American Army must avoid a decisive battle
with the British except on favorable terms. The
quickest way to lose the game is to have Washing-
ton’s Army march out and do battle with the main
British Army during the first year. | have heard this
strategy described as the “Worcester Plan™. This
involves a showdown with the British on the plains
of New England in mid 1776. This strategy will
almost invariably result in the demise of the
American Army and the rapid British absorption of
the northern half of the board. The American {orces
must bide their time. Early in the war the American
player should concentrate on building up his forces,
Efforts should be made to threaten premature
British advances and the enemy rear. Later in 1777
or when the French arrive is a better time for
major  engagements. One might argue that one of
the basic principles of strategy is the destruction of
the enemy armed forces. This is true but the
Americans do not possess this capability early in the
war if the British player is the least bit competent.
The Americans must gradually wear the British
down and spread them thin.

IMPLEMENTATION OF AMERICAN
STRATEGY

The essence of American defense is the inability
of the British to bring the American Army to battle
unless the American player wishes to engage. This is
similar to the strategy used by the Russians against
Napoleon in 1812, The American player will
normally be able to choose the time and place of a
major engagement. There are three basic reasons for
this American advantage.

l. Superior American mobility,

2. The size of areas and the fact that the Americans
need really only hold one strategic town in an area.
3. The lack of well defined fronts.

These American advantages should be exploited to
the fullest in a good defense.

Implementation of American strategy generally
includes good positioning, an elastic mobile
defense, delay. threats, raids, infiltration, deception.
maintaining retreat routes, a sound supply line,
spreading the British thin and forcing overcommit-
ment, advanced planning, and courage. The key
ones are position and mobility. Properly done, an
American force can often check an enemy force 2 or
3 times its size.

To demonstrate some of these points of play let
us take a look at a hypothetical situation in the
north during the opening year of the war. The
British are attempting to consolidate New England
and prepare for a drive into the Middle States. The
Americans are outnumbered by about 3to | and are
trying to check the British drives. The situation will
be primarily examined as if it was the American
September, 1776 turn. The situation will also be
looked at from August, 1776 and December, 1776
viewpoints.
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September, 1776 is the last turn before the
quarterly interphase. A lot of strategy in this game
centers around the turns preceding an interphase.
Indeed, the very lifeblood of the American army is
in the quarterly troop allocations. The first point to
look at is the possibility of improving the status of
anarea. Clearly, there is little that can be done about
the British presence in New York. The chances of
reopening New England look a bit more promising.
These possibilities center around the main force on
GGG39 which is well positioned. Obviously, the
strategic town of Springfield can be retaken. This
may not be very wise, however, since both the main
British force adjacent to Springfield and the foree in
New York can counterattack at good odds. (The
troops in New York are transported to New Haven
by sea and then move inland to Springfheld.)

Another possibility is to attack Norwich. This is
a fairly safe move because it places your force just
out of the range of the main British force. Note that
you can only get a 2-1 against the British at
Norwich. Normally, a 2-1 is a relatively safe attack
but there is the possibility of getting a termination of
combat result before eliminating all of the British
garrison. Remember that a lone factor of British
regulars can control a strategic town regardless
of the presence of American troops, It is almost
axiomatic that when the Americans commit a main
force to an attack, particularly early in the war, they
need to win that attack. A closer look at the
situation reveals that the odds may be raised to 3-1
by force marching the militia unit on HHH37 to
Norwich. It can move to KKK41 and attempt to
force march one hex. This gives a 2/3 chance of
success which would raise the odds to 3-1.

A force march could also be used totake Boston.
Move a small force, say | CA and 2 RM factors, to
HHH45. They have an even chance of force
marching 2 hexes and probably retaking Boston. It
is only necessary to eliminate the British unit to
reopen Boston: you are not required to have any
factors remaining. The main British force could
move to HHH46 and blockade Boston on their turn.
However, this would tie up a large portion of this
force for the better part of a quarter. The trick in
reopening a strategic town is that a 2 or 3 factor
force can “grow™ to 10 factors or more during the
interphase.

Another possibility is to launch a raid on
Montreal. The troops in Ticonderoga can load into
the bateau, move up Lake Champlain, and
disembark at Montreal (exactly 15 hexsides). The
bateau can bypass the British units because of the
class 3 lake hexside. Note that a British combat unit
on PPP37 would prevent this move. Retaking
Montreal would mean that the British no longer
control New England. The Americans would then
receive quarterly allocations for New England.
These forces could be placed adjacent to any
strategic town hex in New England. The preceding
examples should give some insight into reopening
areas. Consistently getting more troops and keeping
the British playver busy in his rear will pay rich
dividends.
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The next question to consider is what course of
action to take if there is not much hope of reopening
an area. Let us assume that half of the British main
force had moved to GGG41 and that FFF40 was
blocked. In this case the main American force may
wish to withdraw. You should leave at least the
minimum number of rebel militia in New England.
They may remain in the area even if the British
control all of New England. The important
considerations when withdrawing are to keep the
main force intact, delay the British advance,

preserve an avenue of withdrawal, and present some’

threat to the British position. A good American
player will plan his defensive positions and delay
actions several turns in advance. In this situation
Albany has been held as a main defensive position.
The main force plus a few additional factors from
Ticonderoga could withdraw into Albany. You
have probably noticed by now that the main force
can reach Albany next turn. Although they will
outnumber the American defenders by almosr 2-1,
the best odds that they will be able to attain are 3-2,
subtract 2 from the die roll. The -2 from the die roll
is for the artillery unit and the entrenchment. The
American player should supplement his force by
bringing on some of his allocations in Albany. He
should watch out for a British forced march attempt
or even the sneaky trick of adding the Indian factor
from Unadilla. A 3-2 subtract 2 is not much better
than a normal 1-2 and is a very risky attack for the
British.

While the main force is holding Albany the
Americans should be delaying and building up new
forces elsewhere. The rebel militia factor on ZZ38 is
in an excellent delay position. Entrench this unit
and the entire British force in New York will be
blocked from marching up the Hudson or south
towards Philadelphia for a turn, Delay factors
moved to West Point and/ or YY37 could delay the
column again next turn. Another good spot [or
delay is Ticonderoga. The American player cannot
hold it anyway so there is no point in throwing away
4 factors. You should remove the fort and entrench
one of the militia factors. The artillery unit will have
to be escorted or destroyed during the withdrawal.

A primary consideration is maintaining a retreat
route for the main American force in Albany. Since
New York is occupied by the British the most
promising avenue of withdrawal is towards Ft.
Stanwix. There is an Indian threat to the rear.
Additionally, the Tories in Wyoming could reach
Ft. Stanwix in two turns. (For those of you
unfamiliar with the game, Wyoming is a strategic
town in Pennsylvania.) The Ft. Stanwix garrison
should be beefed up a little by adding a factor of
regulars. A militia factor should be moved into
position on DD34 or DD35 for possible delay next
turn. The main force should be able to retire to Ft.
Stanwix safely if forced out of Albany.

Meanwhile the American player should be
concentrating on building up reserves of men and
supplies further south. This situation shows some
small forces gathering in Philadelphia, Baltimore
and Alexandria. These troops should build up to a
fairly sizable force, maybe 10 to 12 factors, and then
move north. They should be careful to avoid
premature combat with a major British force. While
these forces and others further south are building
up, they can act as a deterrent to minor British
incursions along the coast. These forces should be
careful not to get pounced on by a large Tory force.
The force at Baltimore would be vulnerable to an
attack by the Tories in Wyoming if they move north
by themselves. They should wait for the Alexandria
force or move to Philadelphia and entrench with the
troops already there. There is another, almost
hidden, British threat. The British troops in New
York can load onto transports, sail to Wilmington,
disembark there, and move to Philadelphia . Thisis

just another example of the British naval capability.
In this case a good move would be to combine the
southern reserves and move them to O030. There
they will be relatively safe from attack and will be in
a position to move towards Philadelphia or Wyom-
ing.
The forces back in Albany (after withdrawing)
will provide a good example of infiltration. Let us
assume that the British main force moves to Albany
on their September turn. If they attack the battle
will likely be either an American victory or
indecisive. The Americans can move 8 on their turn
and thus escape this main British force. They could
“infiltrate™ back into New England via Springfield
or Brattleboro. These forces could force the British
to divert troops from the Middle States and possibly
reopen New England, A better British move would
be to FFF38. This would deter an American
infiltration attempt while maintaining a threat to
Albany and Ft. Stanwix,

Let us now consider the situationas if it were the
American August, |776 turn. The strategy employ-
ed will necessarily differ from that of September.
The British will have a turn to react to your moves
before the interphase. Your strategy should be to get
into good position for the turn prior to the
interphase. A good position would be in between
two strategic towns and out of range of the British.
Thus, the British are forced to defend both towns on
his following turn. You could move the force at
Ticonderoga at bateau up to QQQ37. Next turn
they will be in position to attack either Montreal or
Quebec. You could attempt to infiltrate a force this
turn hoping to be able to grab a strategic town
before the interphase.

A December turn entails some additional
considerations. These are the winter restrictions and
Continental Army winter reduction. The most
significant effect of the winter restrictions is “winter
lag”. The Americans can virtually do what they wish
in December without worrying about the British
response. There will be no significant British threat
in the Middle States until spring. The Americans
should be using the winter lull to build up their
forces further south.

Winter reduction presents a problem for the
Americans in this situation. They are faced with
having to lose 75% of their regulars in New England
and 509 in the Middle States. Let us assume that the
two southern areas are free of British controls,
Reopening New England will reduce the American
reduction rate there to 50%. However if they try to
reopen New England and fail, their losses will be
high. The [ollowing example shows a way of
minimizing your reduction losses. Move your
regulars in Philadelphia into Maryland with the
Baltimore force. Leave a single regular factor in
New England. The rest of the American army will
stay in the Middle States. Your losses will be as
follows:

New England—0 factors out of |

Middle States—6 factors out of 13

South Central—1 factor out of 7

Total—7 factors out of 21

Losses are always rounded down. These losses can
be replaced with the winter troop allocation. The
Colonial army would probably increase in size if
New England is reopened.

INFILTRATION

American infiltration can be profitably executed
on either a small or a large scale. A few strength
points can often slip by the British. Such forces can
threaten the British rear and tie down British troops
without weakening the main American force.
Infiltration of a major force, as suggested in the
preceding situation, can be very effective. This tactic
does entail a significant risk.
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Consider the above situation, The British control New England
and Canada und are in the process ol consolidating the Middle States.
There are no significant American forces north of Philadelphia. Il the
Americans sit back and wait for the British to consolidate the
northern hall of the board and advance into Maryland, the game will
be lost. The American army near Philadelphin decides to move north
and attempt infiltration. The strategy is to get an army loose in the
British rear. This army might be ahle to reopen some strategic towns
and upset the British strategic plans. While this action is occuring the
small American force further west should be able to infiltrate
northward through the mountains. Additional American [orces
should be assembling in Virginia and Maryland.

The main American force should move north to TT34, The
British player needs to counter this threatening move and will likely
attack a1 1-1 odds. Obviously, the American move is risky but when
vou have got your back up against the wall you have got to take a
chance. The Americans do have one thing going for them, A bricl,
indecisive battle will work to their advantage. They will be able to
move 8 next turn and suceesslully infiltrate. The British pluyer knows
this and may be anticipating & Withdrawal attempt, The Americans
might be able to obtain anedge using the Tactical Matrix und possibly
win the battle. Inany casc. the Americans stand a fairly good chance
of getting a favorable result from this engagement,

A likely British defense to American infiltration
is the tactic of mutually supporting forces. Basically,
this means that two forces are within one turn of
each other. Any infiltrating force can be attacked by
both stacks. Going around such a defense can be
difficult and time consuming. A loose anti-
infiltration defense can be accomplished by having
the forces two turns apart. One force or the other
can reach all of the hexes in between. This will
probably prevent infiltration of small forces. The
mutual support tactic should be used by the British
during offensives. Mutually supporting forces allow
for much more effective area sweeps.

GAME STRATEGIES

Most of the grand strategy in /776 is dictated by
the British player. The British are on the strategic
offensive and maintain the initiative for the first
several years. Superior forces and naval mobility
will allow the British to decide when and where to
drive. American strategy primarily becomes one of
reacting to the British offensives. This is not to say
that the Americans should sit back and passively
contain the British, They should vigorously pursue
means of disrupting British strategy and seek
opportunities to seize the initiative. The following
paragraphs will take a look at some typical British
strategies and American reaction to them.

A conventional British strategy is to amass all
available forces during the first year to take and
hold New England. This strategy will probably
entail the occupation of New York and possibly
Ticonderoga. The British may also try to grab a port
further south such as Norfolk or Charleston. A
drive into the Middle States will be planned for
1777. American reaction should be to contest New
England, particularly Norwich, for as long as
possible. Be careful 1o avoid a decisive battle there
or your army might look like Panzer Lehr after St.
Lo. Vigorously fight British incursions into the
Middle States except for New York. Retreat when
confronted with a greatly superior British force, Try
to maintain some forces and threats in the British

Continued on Page 30
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The above set-up constitutes the author’s version of the “best”
Confederate initial placement and the Union reaction to it. Note the high
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concentration of Union forces to the extreme north where they will take

In at least two of Lee's major battles he proved
himself not so much a good general as a fortuitous
judge of human nature. Less than a year before
Chancellorsville at Antietam Lee let himself be
caught with his back against the Potomac and
thoroughly outnumbered by the Army of the
Potomac. Since Lee has come to be regarded a
military giant we must presume he knew that the
pusillanimous Federal commander, McClellan,
would never attack in strength nor in a coordinated
manner. He was right, or lucky.

In the spring of 1863 The Army of Northern
Virginia's leader concocted another precarious
situation, By 2 May, Lee’s Army was spread over ten
miles and in three sections. The Union forces were
now under the control of “Fighting Joe™ Hooker.
however. From past performances it might have
been presumed that he would have attacked and
destroyed the Confederates in detail. But Jackson
walked around the Federal right flank and smashed
their rear. Hooker became paralyzed and the Army
of the Potomac retreated. The battle of Chancellors-
ville was finished. Lee was less lucky at Gettysburg,
just two months later.

Avalon Hill's Chancellorsville is a wide-open
game. The Federals can validly attack anywhere
along the Rapidan and Rappahannock, and the
Confederates must maneuver to thwart it. Hackney-
ed situations prevalent in some simulations should
not oceur in Chancellorsville. And despite Union
preponderance in combat factors, the victory
conditions combined with the optional rules make it
quite balanced.

The Confederate should be aware of his assets
and liabilities. His opponent, of course, must also

know them. He is outnumbered and forced to
defend a relatively large area. The Federals can
cross the rivers by boat and ford, and are capable of
night movement at the start of the conflict out-
flanking the rebels all along the Rapidan. In
other words, he is at a considerable strategic dis-
advantage.

On the other hand, the North has great
problems. Crossing the rivers are not all that easy,
especially east of the Falmouth area, inclusive. The
South possesses a considerable number of fortifica-
tions which can be used with terrain that is
propitious for the defense. The victory conditions,
command control rule, and inverted counter rule,
add to the Union's troubles.

Perhaps most significant is the fact that the
Confederates are thoroughly superior tactically.
Armies should always seek to maximize their
advantages while minimizing the problems. So the
South would be foolish to construct a linear defense
and slug it out with the enemy all along the line.
Superior Union numbers would be decisive. But
they are able to get a maximum of only fourteen
factors per hex, the South can manage twenty-two.
A fighting withdrawl therefore is usually advised
while local counter-attacks attempt to disrupt the
offensive and destroy over-extended Federal units.

In the actual Chancellorsville campaign, Union
artillery, which had been divided into Corps by
Hooker, often failed to concentrate and mass
against the Confederate line. Making the same error
in AH’s game will result in, most noticeably, great
difficulty in crossing rivers defended by any
Confederate units. Since the rebels are tactically
superior, one way to defeat them is to spread out

their surprise night moves to cross the Rappahannock and
the Rapidan without opposition.
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over a large area and make use of superior number
of units. Rapid concentration of artillery then is
vital to achieve breakthoughs against the South
which is probably on doubling terrain. Not doing so
will seriously effect Union combat strength. This
then is an example of an attempt to concentrate
strength against weakness.

It is indubious that both sides need to thorough-
ly evaluate each other to be able to take advantage.
All differences should be exploited. The player who
fails to exercise his acumen is predestined for defeat.
An example would be a Union player who attacks
on a six or seven hex front. The Federal superiority
of numbers is not being used to streteh the South to
a breaking point, Such would also be inefficient;
wasting resources (time, troops, ete.). In Chancel-
lorsville, as in all wargames, one must take
advantage of what you have, and more importantly,
what your enemy doesn’t have.

When evaluating a simulation consider combat,
terrain, and movement. Incessantly, these concepts
blend together. You can’t move except through
terrain, you can't have combat unless you moved,
and you can't fight except on terrain,

As for combat, odds worse then 3-1 should be
avoided except in regards to artillery fire, When
attacking doubling terrain (rivers, forts, hills, or
streams) 3-1 odds may be impossible to obtain
often. Therefore massed artillery is advised. For
example, GG34 could only be attacked by two
divisions via assault boats, some six factors. But
that same hex is in range of ten artillery units.
Ideally, a hex can be attacked by units on six
advacent hexes, or additionally rwelve hexes in
range of artillery.
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Terrain directly affects combat. It goes without
saying that in defense doubling terrain is advised.
More significantly is how itaffects combat indirect-
fv. The roads may be the key to the game, If an
enemy is able to move quickly he can concentrate
and smash weak points. Both sides must guard the
roads, especially the defending rebels, and the
casiest way to do this is to hold the junctions, An
ideal position would be Q27.

i

The woods are subtly a decisive factor in
Chancellorsville, The units on Q27 would hold two
roads and a key junction. But the Mine Road is still
open. A fort on R25 would nor suffice. Zones of
Control do not extend into woods, Enemy units can
be infilirated through the woods. The fort would
have to be on Q25. This concept is one of the most
important in Chancellorsville. Unless woods are
guarded defense positions can be rendered useless,
cut-off, and retreat routes eliminated. Example:

forts on Q27 occupied by Colston, and R25
occupied by Heth and Pender would not only be
unsuitable for infiltration but inefficient, there is no
reason for a fort on already doubled terrain, Union
artillery on P24 could move right past those
positions.

The rivers present the North with the possibility
of the always valuable rear attacks, having landed
behind the enemy. But as previously mentioned, it is
extremely difficult to assault a position without
artillery support, And it goes without saying that
pontoon bridges should be placed as quickly as
possible. One might however, when moving across
rivers (or on roads) fail to watch for traffic-jams
resulting from not moving units so as to avoid
stacking violations. The old maxim, “L’audace, et
encore l'audace, toujours l'audace”™ must be re-
called. And you cannot have speed if a corps or two
is blocked on a road or trying to cross a pontoon
bridge.

The Optional Rules create peculiar problems,
Command Control requires units to stay close to
their headquarters units, which must be protected
from destruction. This rule creates problems for the
use of artillery, especially for the Federals. Suffice it
to say when artillery is massed, and it should be,
such units have to be well protected or near the
Army commander unit. The Unit Function rule
makes things all the more difficult for artillery not
attacking in the artillery phase. Concentration of
artillery is all the more useful, The other rules are
“nuisance rules” reflecting historical situations.

To better illustrate important concepts a
hypothetical game has been prepared.

Begining any game of Chancellorsville, the
Confederate player sets up his defense. The Union is
capable of attacking not just across Rapidan but
entirely across the eastern Rappahannock. The first
two night turns means that the North can have half
his army south of the Rappahannock along the
Bowling Green road before the enemy can react if
that area has been left unguarded. It must not be.

Continuing to study the mapboard the Confed-
erate realizes that the central area of the Rappahan-
nock must be garrisoned especially in the vicinity of
the fords. This will prevent Union movement south
of the river during night movement (as it would
violate rules moving adjacent to enemy units). And
since the Rapidan cannot be held as a result of
initial placement restrictions the area around
Chancellorsville must be bolstered with forts.
Finally, the Southern army has to be brigaded to
sufficiently cover all avenues of approach.

The North sees that the enemy has covered the
Rappahannock from Bowling Green road to Scott's
Dam ford and has considerable reserves placed on
the roads for rapid movement. A frontal assault is
conceivable assisted by a “Grand Battery"” of massed
artillery. It may prove costly in that the Confederate
can easily use his lateral communications to
concentrate against it

A landing east of Deep Run is difficult in that it
would have to rely solely on assault boats and
confronts good defensive terrain just cast of
Telegraph Road. It also leaves the enemy with the
whole southwestern area to retreat to and threaten
to march north of the Rappahannock and garner
extra victory points, And as with the frontal assault,
the destruction of sufficient enemy units to meet the
victory conditions may be difficult.

The flanking maneuver across the Rapidan is
probably best in that it takes advantage of the two
free night moves for the Union, may drive the enemy
against the Rappahannock as it heads southeast
along Bowling Green road, and is also historic. Half
the army will go around Lee’s left flank while
remaining units attempt to attack around the
Fredericksburg region.
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rear and Canada il at all possible, Keep building up
new forces in the Middle States and the southern
areas, The situation will get very tense in the Middle
States during 1777 but good play will win for the
Americans.

Another interesting British plan is the Southern
strategy. This involves the British transferring his
major army to the Deep South early in the game.
The British hope to quickly overrun the Deep South
and possibly the South Central area before the
American forces can react. This plan is a gambit in
that it allows more American troops but conquers
more territory during the first yvear. Both major
British plans involve attacking at an end of the
board first. There will usually be a sharp battle in
Virginia as the advancing British meet the Ameri-
cans coming from the north. The British will
attempt to consolidate the southern half of the
board in 1776 and drive northward during 1777, The
American player should remain cool when faced
with this blitz, Large American forces should be
dispatched southward as soon as this plan is
discovered. The Americans should be able to hotly
contest the South Central area. Charleston should
be held as long as possible. You should be able to
threaten any moderate British force advancing from
Canada or landing at a northern port. Protect the
Alexandria-Baltimore-Philadelphia region as the
British might attempt to pincer off the southern
areas with a naval landing. Attempt to infiltrate a
large force into the south at the earliest opportunity,
Your overall chances against this strategy are a little
better than the New England plan.

Other British strategies involve taking one of the
two middle areas and cutting the colonies in half,
The idea is to capture one area and get the other by
default, A repeat of the Hudson Valley Campaign
might even be seen. Generally, the middle areas are
more difficult to take in /776, The American forces
should contest these areas, particularly inland
towns such as Ft. Stanwix and Charlottesville. The
Americans should maintain strong forces on both
flanks of the British advance, If you can contain the
British player to only one weakly controlled area, he
will be in a precarious position starting 1777, These
middle area strategies are risky but do have
possibilities if the Americans are caught napping.

SUMMARY

I have attempted to present a strong case for the
American side. The Americans have a lot of
advantages in the game, many of which are not too
apparent. New players to the game are likely to find
that the British win easily. This is not due so much to
imbalance as it is to lack of experience. Successful
American play requires much finesse which takes
longer to develop. Actually, the trend in many
wargames is for the advantage to shift as the plavers
become more experienced. 1 even remember when
the Germans “couldn’t lose” in Sralingrad. 1776 1s a
new and different type of game. Itis not one that can
be easily stereotyped. Players will have to approach
this game open minded and not try to play it with
other games in mind.

All of this is not meant to imply that the British
are at a big disadvantage in /776, Actually 1 believe
that the Campaign Game is just about even with the
Americans holding a slight edge. The British have
their own advantages, such as seapower, that can be
most effective when properly used. Often, victory
goes to the player that can make the opponent play
his game. In any event, the /776 Campaign Game
should be a very competitive and enjovable contest
between two skilled players. @
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“1981. Across the plains of central Germany
squadrons of American MBTs and West German
Leopards maneuver against advancing formations
of aging East German T-62 tanks. To the north the
infantry clashes beneath the pall of a cloud of
atomic debris from a destroyed American airbase.
Overhead the airmobile choppers race back and
forth across the battlefield, while the little
Northrop F-17 interceptors vainly attempt to
engage the ponderous M1G-25 Foxbat reconnais-
sance flights headed westward . . . "

Fiction. It may only be a scenario today, but
what about six years from now? World War Two
bore a faint but perceptible resemblance to its
First World War predecessor. Will World War
Three, if it occurs, bear any similarity to the last
war, or will the nuclear age create its own unique
history, strategies and tactics?

In the war establishments of the United States
and the Soviet Union the military experts are
pondering every conceivable facet of the next war.
Their thoughts, dreams, hopes and fears are
committed to paper in an endless stream of
studies, analyses and reports. Occasionally the
general public is given a brief glimpse of this type
of work done in the portion of the political world
we euphemistically call the *West’ (e.g. the books
of Herman Kahn, the staff papers of the Rand
Corporation, etc.). But rare indeed is any
opportunity for us to read the thinking of the so-
called *Communist’ world in these matters.

One such rare opportunity recently occurred
with the publication of an English translation of a
1970 Russian military text ominously titled —
THE OFFENSIVE. The author, Colonel A.A.
Sidorenko (Doctor of Military Science and
faculty member of the elite Frunze Military
Academy) of the Red Army, is likely to be a
leading force in the development of Soviet military
science and strategy throughout the 1970s and
1980s. Beneath the rhetoric and propaganda, his
words convey a message with an unmistakable
meaning.

THE OFFENSIVE

Colonel Sidorenko forecasts a future battle-
field environment disturbingly similar to the
nightmarish scenarios that so obsessed our own
generals during the 1950s, The hallmark of such a
battlefield would be massive fronts thousands of
miles long and hundreds of miles deep, filled with
continuous and never-ending offensives carried
out by wave after wave ol armored and mechan-
ized troops. The combatants would become
locked in a mortal struggle that could only end
when one survivor remained.

Sidorenko offers details about the equipment
and tactics that will be necessary to conduct this
apocalyptic style of war. The mobility of ground
forces will be essential; constantly improved
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_ A SOVIET IMAGE
" ' OF FUTURE WAR
i . by Michael W. McGuire

models of tanks and armored personnel carriers
(APC) will be required to transport not only the
shock troops. but all forces engaged in the
offensive. Events will unfold far too guickly fora
combatant to depend upon foot-power to propel
units into battle. Airmobile formations, sustained
by transport and close-support helicopters, will
fully add another dimension to both offensive and
defensive deployments. As in no previous war, the
precision coordination between the various
combat arms (i.e. infantry, armor, artillery,
supply, air support, nuclear weapons, etc.) will be
a crucial concern of commanders who are forced
to make critical decisions at an ever-increasing
frequency.

The leadership capabilities of sub-
commanders will take on a new importance as the
war of the future unfolds. As each day passes the
massive fronts will fragment into a series of
individual and often isolated engagements be-
tween divisions, corps and armies. Formations
must be equipped and trained to conduct
operations on an independent basis. The efficiency
of local command and control (C&C) networks,
and the effectiveness of unit commanders will
largely determine the fate of each combat com-
mand.

Ungquestionably, the most important charac-
teristic of the future battlefield will be the
employment of tactical nuclear artillery and
missiles. Colonel Sidorenko believes that the
‘nuke’ will become an almost common weapon.
Nuclear warheads will be used as a substitute for
traditional high-explosive artillery to soften up
defenses prior to an attack. to destroy enemy
supply depots and other rear area facilities, to
eliminate enemy nuclear weapon launchers and
warheads. to block avenues of advance and
retreat, and to even create long-term zones of
contamination and devastation. Today nuclear
weapons can be delivered onto the battlefield by
conventional tube artillery and mortars, by mobile
rockets, and by aircraft. It is quite possible that
they will be delivered by tank guns, helicopters
and even hand-held launchers in the next few
vears. The availability of nuclear firepower may
lead to the pervasive and wide-ranging use of these
devices in a future war.

Because of the hideous threat posed by nuclear
weapons on the battlefield, Colonel Sidorenko
strongly stresses the need for comprehensive
training of all troops in the nature of atomic
warfare. Troops should be provided with the very
latest in personal protection equipment, and their
vehicles and structures should be designed to act
as effective shelters from atomic flash, shock wave
and radioactivity effects, Training exercises and
maneuvers must educate personnel on how to
avoid contaminated areas, and how to cross them
quickly and safelv when necessary. Nuclear war
indoctrination should ultimately be geared to
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insuring that troops survive all but a direct hit
from nuclear weapons, and that military duties
and combat can be continued without a decrease
in effectiveness or morale.

Naturally. a future nuclear war will include a
variety of new strategies and tactics. Some of the
more important tactics described by Colonel
Sidorenko in his book are depicted in the
accompanying illustrations utilizing the Tactics I
‘board and unit counters.

Movement into the Battlefield

Even something as relatively simple as move-
ment into the Forward Edge of the Battle Area
(FEBA) will become significantly more critical in
a nuclear war environment. Map #1 shows an
Army Corps in basic March formation. This
formation allows forthe most rapid movement of
men and material (particularly along roads), but it
has the disadvantage of exposing the units to the
possibility of a nuclear strike. A single Army or
Army Group-level nuclear weapon in Tactics If
could assure the destruction of two divisions in the
March formation. Consequently, the formation
should only be employed when the units are
moving outside the range of the bulk of the enemy
nuclear weapon launchers.

A

Map 1

MARCH FORMATION:

An Army Corps moving in normal formation outside the range
of enemy nuclear weapons,

Map #2 reflects the deployment of another
Army Corps in Approach March formation. This
formation markedly restricts the speed of move-
ment, but it offers maximum protection against
nuclear attack, while maintaining a cohesive and
cffective deployment. Under no circumstances can
any Tactics [l nuclear weapon destroy more than
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Map 2

APPROACH MARCH FORMATION:

An Army Corps moving into the range of enemy nuclear
weapons
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one division in this Corps. This formation would
thus be utilized as the units entered the range of
enemy nuclear weapons. Care would be taken as
the front lines are approached to insure that a
proper interval is maintained between divisions
until just prior to the launching of the assault.

The Assault Phase

Once the attacking formations have moved
into the FEBA they are quickly positioned to
launch their assault, The Prineiples of War dictate
that a successful attack is achieved through the
massing of numerically superior forces against the
enemy at the critical point. Map #3 is an example
of anattack on a Blue Army Corps by a reinforced
Red Army. Two armored and a single infantry
division would conduct the pivotal breakthrough
attack against the Blue infantry division holding
the road. On either side of this attack, individual
Red infantry divisions are attempting to engage
and tie-down the defending Blue infantry. Farther
to the flanks, armored divisions stand ready to
take up the pursuit once the Blue linesare broken.
Four additional Red infantry divisions are held in
reserve to exploit any breakthrough achieved. In
the rear of the Blue formation two Red paratroop
(orairmobile) divisions would be dropped in order
to seal off Blue’s front lines from their reinforce-
ments. and to launch limited attacks against the
Blue armor reserve (The results of the Yom
Kippur War indicated that properly trained
troops equipped with the Soviet Sagger and RPG-
7 anti-tank rockets can hold their own against
tanks). At the discretion of the Red Army
commander, low-yield (kiloton-range) nuclear
strikes might also be made against the Blue reserve
forces. However, the commander must never
forget that nuclear strikes in the enemy rear will
create contaminated zones which will have to be
dealt with by attacking troops as they advance.
Nuclear weapons should only be employed when
they are essential to a successful assault.
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Map 4

THE PURSUIT PHASE:

A strong attack along the main axis holds the enemy while
mechanized troops pursue along the flanks.

mechanized forces on the flanks can race forward
to seal off avenues of retreat with a variety of
pincer actions, and airmobile units can be landed
to secure footholds in the enemy rear. Map #4 is a
typical pursuit situation. While heavy forces
attack along the main axis, paratroops once again
drop into the rear to engage the enemy armor. As
necessary, the Red commander could launch
limited nuclear strikes against the Blue armor
reserve and other [leeing units. In pursuit, fewer
attacking units are massed and exposed to
effective nuclear counter-strikes. Attacking forces
on the main axis could maintain security by
establishing the closest possible contact with
enemy units.

Special Attack Situations —
The River Crossing

On a fast moving and rapidly evolving
battlefield it is vital that troops be prepared to
breach natural obstacles, such as rivers, as quickly
as possible. If they do not, they could be delayed
on the bank. and become a ripe target for an
enemy nuclear strike, Map #5 depicts a river
crossing undertaken against opposition. A coordi-
nated assault by amphibious troops and para-
troops would be designed to dislodge the enemy
and allow time to secure a bridgehead on the far
bank of the river. Once this crossing has been
established the armor and infantry may move up
and continue the advance and pursuit, Because
any delay could prove so very costly, the Red
commander would likely employ limited nuclear
strikes to suppress enemy reserves and enemy
counter-batteries.
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THE ASSAULT PHASE:
A reinforced Army attacks a defending Army Corps.

Timing is critical for the Red commander at
this particular moment in the battle because he has
massed his forces to achieve local numerical
superiority. As a result, the Red formation has
become extremely vulnerable to a possible nuclear
counter-strike by Blue. The Red commander can
avoid this fate by achieving a rapid breakthrough
so that he can disperse his forces for the pursuit, or
he can attempt to engage the Blue forces so closely
with the bulk of his units that the enemy
commander cannot launch effective nuclear
strikes without killing his own men.

The Pursuit Phase

All breakthroughs achieved must be fully
exploited. Colonel Sidorenko recommends that
the attacking forces along the main axis of assault
keep the enemy engaged so as to preventany wide-
ranging withdrav ul to more favorable defensive
positions. At the same time, armored and

R —4Xe X

Map 5

SPECIAL ATTACK SITUATION — The River Crossing:
Joint amphibious-paratroop assault to dislodge enemy
infantry from river bank.

The Yom Kippur War of 1973 vividly
demonstrated how much destruction our modern
high technology non-nuclear war can achieve, In
any future nuclear engagement casualties will be
extremely high among both personnel and
cquipment. Entire divisions may disappear in a
briel violent radioactive flash: the horrors of
World War One carnage may seem incredibly
tame by comparison. Commanders and decision
makers must adjust to this new stark reality;
tactics and strategies must be reviewed, modified.
and even created. The battlefield of the future will
be a place for technicians and sophisticated
hardware. Gone will be the gentleman soldier’s
chivalry of the past, and so too perhaps even the

THE GENERAL

heroics of individual men. Battles may be
determined primarily by whether an attacker can
achieve his objective before he is inevitably
incinerated. If that war of 1981 comes 1o pass, we
might be inclined to echo the words of Francois
Conrobert during the charge of the Light Brigade
at Balaklava — It is magnificent, but it is not
war.”

Bibliography:
Sidorenko, A.A. The Offensive. Washington:
US Government, 1974

Recommended Readings:
Garthoff, Raymond L The Soviet Image of
Future  War. Washington; Public Affairs
Press, 1959
Sokolovskii, V.D. Sovier Military Strategy.
Englewood Cliffs, New Jersey: Prentice-Hall,
Inc., 1963
von Manteuffel, Hasso E.; White, 1.D.; and
Yale. Wesley W. Alternative to Armageddon.
New York: Modern Literary Editions Publish-
ing Company, 1970,
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BLITZKRIEG RULES

We are now taking orders for the revised
second edition rules for Blitzkrieg. More than just
a clarification and correction of old rules, the new
rulebook makes an entirely new game out of this
old favorite. Gone are the unrealistic and
loophole-ridden air rules of the past. Blitzkrieg
now boasts the most realistic set of au-w-gmund
combat rules in existance. No more static
“Sllzkncgs in the middle of the board—the blitz
is really put back into Blitzkrieg under the new
rules making he who hesitates truly lost.
Renowned game player Dave Roberts used all his
expertise and skill over the past year Lo perfect the
rules for this old favorite and update it to today’s
h;gh standards in game design,

 Here’s just a sampling of what the new rules
offer:

# A Basic Game every bit as challenging and
playable as the old classics

* Realistic stacking rules which really put

 the Blitz back in the Krieg

* Two square range for Breakthrough
artillery and special Barrage tables

*"-. rmor imperyious to infantry ZOC
* 15 turn game limit which ends the all
night marathons

* Strategic Movement

* Greatly simplified and improved supply
system

* Hidden Mavement Option

* Best air combat system ever

# Strategic bombing of crucial industries

* Naval Ascendancy rules

* Ambiguity free! (we hope)

‘We cannot recommend this official rules
revision too highly. All current owners of the game
owe It to thefselves to update their sets and. get
some real enjoyment out of Blitzkrieg. You can
update vour game by ordering just the rules
although we suggest you ulso order the new CRT
vard,

2nd Edition Rules of Play......oo.ieavns 1.25
Revised CRT card ......... s .25

*Plus the usual shipping charges.
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Battle for Berlin
dituation”21

Austria; May, 1945

By the waning days of World War 11, the Allies
and the Soviets were learning that they really
weren't such good friends after all. Churchill
realized this simple fact earlier than most and
constantly pushed for increased Allied influence
to counteract the Russians in Eastern Europe, The
Soviet desire to conquer the world became
apparent to all after the war but there were nol
direct military confrontations between the Allies
and the Soviets.

Things could have been quite different,
however. Patton wasall set todrive on Vienna and
Montgomery was preparing to capture Berlin
when they were halted by Eisenhower's express
orders since these were “political” and not
“military” objectives. Had these orders not been
issued. there would have been a race between the
Allies and the Soviets for the occupation of these
cities.

This variant uses Panzerbfitz and Panzer
Leader boards and counters to simulate clashes
between Allied and Soviet units attempting to
reach the axis capitals. The Panzer Leader rules
are used with the following modifications.

1. STACKING-Four Allied units may stack in a
hex; three Soviet units may stack in a hex
except for Soviet infantry units which can
stack with only one other unit.

2, INDIRECT FIRE-No Soviet unit may use
indirect fire; all Allied M and (H) units may use
indirect fire.

3. RANGE-Soviet infantry units have a range of
%,

NOTES

The Allied player soon learns that his tanks are
inferior to the Soviet heavy tanks and that he has
nothing to match the SU-152'. In fact, it usually
becomes necessary to use the SPA's as assault
guns and the premature loss of these units will
often cost the Allies the game. The Allied anti-
tank gunsare longer-ranged than the Russian ones
and this s a definite advantage on defense; on the
other hand, the British infantry is noticeably
inferior to that of the Soviets. The Soviet SMG
units are excellent for close assaulting and the

Allies have nothing to equal these units. These are

very mobile scenarios and the victor must be very

good at both attack and defense. @

FokAk ok
A.H. Philosophy Continued from Page 2

Third Reich Series Replay Demonstration .344

Design Analysis. ... .ooveevmniiniiiiainn 318
Richthofen’'s War—A Fun Game ......... 172
The Professional Russian ................ 129
Three More Campaign Games ........... 67
1776 OperationS ... ooveecvnneneaaanas 65
Richthofen's War—Solitaire.............. 54
Avalon Hill Philosoph¥. . ccccoseitonssvvss 44
The Infiltrator's Report ..........c.oouveuen 7

This marked the second straight issue in
which the lead article failed to take top honors. It
also marked the best performances ever by a
Series Replay and Design Analysis column—
perhaps an indication that we're finding our
niche with these regular features at last.

&
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A World War 1l Fantasy:

Allies vs. Russians in Europe, 1945

by Roy Easton

Available Units:

Notes:
Use M4/75 counters with M4/76 values,

Boards:
Two Panzerblitz boards and one Panzer Leader
board are used in this scenario.

Soviet Player enters first on hex 1-Q-1.
1.S. Player enters second on hex 2-Q-10,

Victory Conditions:

Each side receives 10 points for each hex of Nece,
Artain, and Merden occupied by its units (which
may be disrupted) at the end of the game. A hex 1s
considered occupied by one side when that side
has units in the hex or its units were the last to pass
through the hex. In addition, each side receives
points for eliminating enemy units:

The Soviet player receives 5 points for each U.S.
tank, tank-destroyer, or M-7 unit eliminated and
10 points for each U.S. infantry unit eliminated.

A task force from Combat Command A of the
I'lth Armored Division of the U.S. Third Army
clashes with the 213th Guards Tank Brigade
(reinforced) on the way to Vienna.

Saviet:
-151! 1648 ::_B 40010 | Mu20 | 1214 5
- L e bl
10'511 sire | zdie | ¥y | 2™ | 2 %0
6 | 2 2 2
2un2]l615 Jer1Jar2foco
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af e ey ls o J1ER
2 2 4
Map Configuration
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Game length; 10 turns

The U.S. player receives 7 points for each Soviet
armored unit eliminated and 15 points for each
Soviet infantry unit eliminated.

Victory Levels:

Marginal victory—Have more points than your
opponent

Tactical victory—Have more points than your
opponent and occupy every hex in 2 of the 3
towns.

Decisive victory—Occupy every hex inall 3 towns.

Situation”22
Germany: May. 1945
Available Units:

Notes:
Use 76mm AT gun counters with 17 pdr values

Boards:

Two Panzer Leader boards and one Panzerblitz
board are used.

Soviet player enters first on hex D-A-8
British player enters second on hex A-Q-1

Yictory Conditions:

British win a decisive victory if there are no
undisrupted Soviet units in Caverge. Grancelles,
Kuhn. Bednost, and Nece at the end of the game.
They win a tactical victory if there are no
undisrupted Soviet units in any 4 of these cities at
the end of the game. The Soviets win a decisive
victory if there are no undisrupted British units in

British armored units of the Guards Armored
Division run into units of the Soviet 17th Tank
Corps as both sides attempt to secure a vital road
to Berlin.

Soviet
'725 5a8] 4K Joco|1245
oy | M= e | = z'"J:"
(3 & 2 [ 3
2 W12 24820 51 4 sl 312
PO TR = =
3t |2=0fw'Nq 2%y |8
2 2 2
Map Configuration

afz|o| ©

~i

Game Length: 10 turns

Bednost, Kuhn, and the five Grancelles hexes
north of the river at the end of the game. They win
a tactical victory if there are no undisrupted
British units within one hex of the north-south
road on board 2 at the end of the game.

Any other result is a draw.
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WHAT YOU ALWAYS NEEDED TO KNOW ABOUT PANZER LEADER

(But Thought You Already Knew From Playing PanzerBlitz)

Now that the dust has settled a bit, a few
observations may be appreciated in regards to some
PANZER LEADER peculiarities, Observers may
have noticed in the game’s design credits that [ am
listed under *Rules Development and Expansion’
and not under *Research and Design'. This is as it
should be since | neither ‘researched’ or *designed’ it.
Rather, | picked up all the loose pieces, re-ordered.
revised, and re-vamped the rules, and made it look
pretty. Inshort, I'm the guy who tried to give gamers
the kind of game they wanted after everyone clse
had finished ‘improving' it. With that bit of
background, the following comments are offered:

The strange lineage of PANZER LEADER (nee
PANZERBLITZ) makes it difficult to classify. Do
we nominate it for ‘Rookie-of-the-Year' or
‘Comeback-Player-of-the-Year™” Obviously, the
game was derived from PANZERBLITZ. But that
derivation was an attempt to preserve the familiar,
venerated aspects of PB while updating and
correcting a five-year old title. Too much ‘re-design’
would yield a new and untried product, thus losing
the advantage of the PB experience. Too little re-
work would smack of ‘re-hash® without improving
upon the basic idea. A fine balance was required.
The end product, however, was two different games,
PBand PL, that stood by themselves.

There have been many people writing to us
pleading for permission to use PANZER LEADER
rules with their PANZERBLITZ games. asking
whether this or that PL rule could be applied to PB,
whether PL rules supercede, blanket-fashion, PB
rules, etc., ete,, ete. Sometimes | could quietly
scream . . . Once and for all, PB and PL are two
different games. The games have their own rules and
stand or fall by those rules. What a gamer cares to
do between the two sets of rules in the privacy of his
own home is his business. A word of caution:
Simply because a rule is changed in PL does not
mean that it was wrong in PB. The two games cover
two different conflicts, locales, and adversaries.

When designing a game, the physical compo-
nents are developed in the order of their complexity.
Thus unit counters, the most complex components,
enter the production pipeline first to be ready when
the easiest components (generally charts and
rulebooks) are completed. Unfortunately, many
small kinks are constantly being worked out of a
game throughout its development. This means that
changes in one element are sometimes not coordi-
nated with other parts. Thus, there is a small list of
‘discrepancies” which must be resolved between
units listed in the situation cards and the actual
number available:

SIT# 13: One German 37mm, instead ol two.
SITH 14: Ditto.
SIT# 15: I. Ditto.

2. 276 VG-Change 4 trucks and
one wagon to one truck and
four wagons.

by Randall C, Reed

SITH# 18: Six German trucks instead of
seven.
SITH 20; Two German halftracks, in-

stead of three,

Also. please note that there is an error in the
Examples of Play section. The Hetzer in the Direct
Fire illustration is NOT doubled in its present
location.

We have received a significant number of queries
regarding LOS/LOF determination on board B.
Most concern direct fire from sea or beach hexes
into the interior hexes. Realize one thing: Board B
consists of special coastal terrain representing sheer
cliffs.coastal bluffs, and a shallow river ‘valley”. Try
to visualize what this hunk ol coastline would look
like in real life. Project the mapboard symbols into
three-dimensional topography. Realize that one
could be standing on a beach hex near the small
river looking towards the little valley and see
directly into areas of the mapboard that would be
blocked by slope hexes one or two hexes down the
beach from that point. Realize that the little valley
gradually flattens out, as one moves inland, to
‘merge’ with the terrain behind the coastal slope
hexes. Yet, because the elevation differences are so
small and so gradual, there are no hex side symbols
to block the LOS. Realize that whether interior
hexes of adjacent mapboards are higher than beach
hexes on board B (and thus halve DF) is inconse-
quentialy if the LOS does not cross a brown/ orange
hex side, elevation is assumed to be the same. That is
the price paid for ‘realistic’ terrain.

Hilltop
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Q & A: The following is a list of most-frequently
asked questions. Changes, corrections, and/or
additions to the existing rules are indicated by a
dot.

MOVEMENT:

Q: May infantry units, using Quick-Time Speed or
road movement, use CAT in the same player
segment?

A: Yes. in both cases.

Q: When blocks are placed on beach hexes, do they
preclude or delay amphibious landings on that hex?
A: No. Vehicles landing on a block could not move
further that turn however.

@® Q: In what manner does the Recon HQ unit move?

A: It moves like a truck (similar to the M3 scout
cars).

Q: May wagons cross green hex sides?

A: No. They are vehicles.

DIRECT FIRE:

@ Q: The rules state that units in a stack may be

attacked individually using direct fire. Yet, when
attacking enemy units on top of a friendly fort, “the
die must be rolled twice, once for the enemy unit and
once for the fortification.” Whycan't the enemy unit
be attacked individually, ignoring the fort (regard-
less of whether it is enemy or friendly)?

A: It CAN be attacked individually (The wording
of the rules is a hold-over rom PANZERBLITZ!)
I'he next edition of the rules will incorporate the
following change (XI1. C. 10. a.):

REPLACE the third sentence with:

“Such enemy units may still be attacked. Note,
however, that in cases where the enemy unit cannot
be attacked individually (DF into town hexes or
CAT) two attacks using the normal AS for each are
required; one against the enemy unit’'s DS and one
against the fort's DS. For IF attacks, merely treat
the fort as another unit in the stack.”

Q: Rule VILF2.b. (target predominance) is
confusing. If you can fire at individual units in a
stack, what is this rule used for?

A: Target predominance is used when attacking
several or all of the units in a hex as one combined,
direct fire attack.

INDIRECT FIRE:

Q: When using indirect fire against units in town
hexes, is the AS divided evenly between the target
units or are the defending units treated as one
combined DS?

A: The indirect fire attack strength is divided as
usual. (Combined defense strengths apply only to
DIRECT fire, CAT and overrun attacks.) Addition-
ally, the AS is halved (units in town treated as
armored targets) and ‘1" is added to the die roll.
Q: May naval and/ or regular indirect [ire attack un-
spotted (or unsighted) units by using the Scatter
Chart (p.6)?

A: NO! Indirect fire may only be targeted (written
down one or two turns in advance) into those hexes
that are spotted or ‘can be seen into” at the time the
indirect fire order is written. The Scatter Chart is
only used when friendly units that spotted or sighted
the hex for the initial targeting are dispersed. move
away, or are otherwise no longer in LOS when the
fire is resolved.

Q: I'm confused about indirect fire ‘targeting’. Why
can't you fire at dispersed artillery units (C.3.p.6)!
A: To target’ a unit is to record a target for that unit
to hit with indirect fire. *Targeted’ in this instances
refers to the FIRING unit. (Ditto for statement 7.)
Q: May a unit be subjected to indirect lire and direct
fire attacks in the same turn?

A: No.
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READER BUYER'S GUIDE
S8

TiTE: CHANCELLORSVILLE ‘74 Edit

Division and Brigade Level Game of the
Civil War Battle

® than 1 coup'm‘r}Tne]]

INSTRUCTIONS: Rate all categories by placing a
number ranging from 1 through 9 in the ap-
propriate spaces to the right (1 equating excel-
lent; S-average; and S-terrible). EXCEPTION:
Rate item No. 10 in terms of minutes necessary
to play game as recorded in 10-minute incre-
ments. EXAMPLE: If you've found that it takes
two and a half hours to play FRANCE 1940, you
would give it a GAME LENGTH rating of 15,

Participate In these reviews only if you are
familiar with the game in question.

I

. Physical Quality
Mapboard

. Components

. Ease of Understanding
. Completeness of Rules
. Play Balance

Realism

. Excitement Level

. Overall Yalue

10. Game Length

The review shest may ba cut out, photocopied,
or merely drawn on a separate sheet of paper.
Mail it to our 4517 Harford Road address with
your contest entry or opponents wanted ad. Mark
such cor dence 1o the ion of the R &
D Department.

D OO =t £ LN e LD R

LR

Game to be reviewed next:

Opponent Wanted

1, Want-ads will be accepled only when printed on this form.

For Sale, Trade, or Wanted-to-Buy sds will be sccepted only when they are dealing with collecior’s items (games
o longer availuble from AH) and wre accompanied by a token 25¢ fee.

Insert copy where requited on lines provided and print mane, sddress, snd phone number where provided. |
Neatness counts: if illegible your ad will not be accepted,

Ads will be secepted only on foms from the preceding issue excepr i those cases where no OpponentsWanted
form uppeared in the preceding issue,

So that s many ads can be printed as possible within  oor limited space, we request you use the following
abbreviations in wording your ad. Likewise with State abbreviations

Afriks Korps = AK: Alexander the Great = Alex, Anzio; Basehall Strategy = BB St; Batile of the Bulps = BB
Basketball Strategy = BK St, Blitz, D-Day = DI); Football Strategy = FT St; France, 1940 = FR'40; Face-to-Face
= FTF; Gettysburg = Gett; Guadaleanal = Guad: Jutland = JUT ! Kriegipiel = Krieg; Lufiwaffe = Lufi; Midway =
Mid; 1914} Otiging of WWIL = ORIG; Outdoor Survival = Out; Panzerblite = PAN: Panzer Leader = Pan Ld;
Play-by-Mail = PBM; Play:by-Phone = PBP. Richthofen's War = RW. 1776: Stalingrad = 'Grad: Tactics I = TAC:
Third Reich = 3R, Waterloo = Wal.
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CONTEST NO. 66
1Y / =il

Itis the Sept. IV, 1943, Allied turn of an Advanced 74 version of ANZIO
with all supplementary rules. The Allies have landed at Termoli, and also
opened the ports of Messina and Taranto. The Germans have sealed off
both South End edges. The contest concerns the Taranto (SE) board edge.
Note that this can be sealed off with only two units, not 3 as mentioned in
the rules (pgs. 32-33). Also, only 3 units, not 4, are needed to seal off the
Messina edge. Total 5 for both edges.

The two German units at Y61 and Y64 cover the entire entry zone from
Y60-YE5. The Allies earlier landed the British 46th Division (3-4-12) and
the British 201 Gds (1-1-12) at Taranto. Among other units, the Allies have
in Sicily the 82nd Para division. No other land units may be used for this
operation.

Problem: How can 201 Gds capture Potenza this turn. Hint: 3 die rolls
arc involved. List the units you'll use in your move by writing their
designations in the hex moved to. Then list the units, attacks odds, and any
other pertinent information for each of the three die rolls needed to solve
this dilemma in the order they'll be accomplished.

1-1-12

Die Roll Attacking Defending | Odds I Other
]
]
|
Name |
.I ISSUEASAWHOLE:. .........(Ratefrom ! to 10 with | equating excellent, 10= terrible)
Address City |
Beit 3 Articies
l' NAME
s ADDRESS
State Zip Phone 13 cITY STATE 2P
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READERS RESPONSE

Your age:

Number of years in wargaming:

Mumber of wargames owned:

MNumber of Avalon Hill wargames owned:

Number of Avalon Hill sports games owned:

Number of Avalon Hill non-battle, non-sport games owned:

Are you an 'Elite Club' member? yes no

Estimata the total amount of money that you spend on ALL facets of your wargaming activities in a
one year period:

less than $20 — 560 to 580
— 52010 540 — 58010 5100
___ %4010 %60 over $100

What type of store do you GENERA LLY purchase most of your games from?

— department store book store
— 'discount’ store — ship's store or PX
1oy store — mail order

hobiby store

#. Have you purchased games through a mail order company within the past year?

ves no

b. H YES, how many games have you purchased?

Have you purchased games through the AVALON HILL mail order service within the past year?
yEs no

a. If YES, how many games have you purchased? .
Have you used our mail order service to buy replacernent parts within the past year?

yes no

If you have purchased games or parts from our mail erder service, how lang does dalivery take from
the time you mail your order until you receive it?
one week or less

— w0 weeks

four weaks
more than four weeks

three weeks

If you have purchased games or parts from our mail order service, have any of the following ever
arrived damaged IN TRANSIT?

single-game packages
— multi-game packages

— PBM kits
parts envelopes

mailing tubes — The GENERAL
Have you bought blank mapshaets, counters, mounting boards, ete. within the past year?
YEs no
a, If YES, did you purchase them from Avalon Hill? ____ yes no
Have you ever played wargames with miniatures? Ves no

a, |f NQ, would you be interestad in a series of introductory rules booklers reaching you the
rudhments of miniature wargaming?

yes no

b, If YES, would you be interested ina series of booklets encompassing rules for different
histarical periods, weapons and equipment statistics, campaign histories and data, unit
organizations, etc.?

YEs no

If available, would you buy pads of reducad-size hex sheets (8 x 10°') either plain or actual,
reduced maphoards? yes no

plain reduced mapboard

If available, would you buy sheets of pressure-sensitive symbols (Chartpak-1ypel containing custom
symbols, lettering, etc. for Avalon Hill games and products? ____ yes no

1f available, would you buy ‘expansion kits' for games like PANZERBLITZ and PANZER LEADER

in which specific battles, campaians, atc. were presented in ‘macro-game’ form, complate with map-
boards, additional countears, rules, charts, etc. (previous purchase of the above titles would be required)?

yes no

Would you consider yourself a ‘science fiction fan'? YEs na

How many games would you like to see us produce gach year for the Mail Ordar line?

no

Would you like 1o see paid commaercial advertising in the GENERAL? YES
It we opened the Elite Club 1o new membership this fall, would you join by buying all the new gamas?

Vs no does not apply — already Elte member

Would you like to sea us sponsor ORIGINS | again in some future year at the expense of an additional
game release for the Mail Order line? ves no don't care

Would you like toseaa "Top 20" listing of wargamers published in tha GENERAL based on thair
AREA ratings? yas no don’t care

Wauld you like 1o see the GENERAL sponsor PEM tournaments for AREA members?
Yes no

Have you noticed any oppreciable change in the delivery of your magazine under the bulk rate permit
instituted with 11, No, 67

yes —it's slower
yes — it's faster

no appreciable changa
does not apply

Which Insert method do you prefer? — 2 page index stock

— 4 page lightweight stock

Would you buy an ANZI0 ptim kit |1 it were ilabile? yias no

Would you buy a TACTICS I/ pbm kit if it were available? yes no

Did you use the Waterioo playing aid in Vol. 11, No. 6 of the GENERAL? yeX —  — -no
Would you like to see more such playing aids for other games?_____ yes no I

Did you use the compartmentalization tray plans in this issua? yes no

Would you like to see more such printed plans for your use? yes _____ no

1f yes, on what game?

COLLECTORS MARKET

Good 1914 with PBM kit selling for 8§10, Gamers
wanted in South West lowa. Michael Roberts, Box
21, Blockton, 1A 50836
For sale: Guad, U-Boat, good condition $10 each,
You pay postage, Also fil in Moscow area, Carl
Bloomsburg, 469 Paradise Drive, Moscow, 1D
#3843 = =7
Will sell 1914, Guad, Jut, 69 Anzio, Hex Gett, 120
games, many out of print. Send stamped envyelope
for list, Vance Yon Borries, 5122 Dunvegan Rd,,
Louisville, KY 40222
For sale: 1914 excellent cond. Played once. $14.50. |
will pay postage, Steve Harvey, 1457-B 5th Ave., Ft,
Knox, KY 40121 624-1662
Want experienced opponents for 3R 1t also willsell
1914, U-Boas, Guad, Lemans, Anzio (Crig), Jutland
(Onig). Allgood or excellent, all under $16. Michael
Scott, CO 23, USNA, Annapolis, MD 21412
For sale 1914 815, Bismark $20. U-Bout $20. All
good condition. LeMans $10 poor condition. Mint
Hex Gett $40, 1 pay all postage. George Brown,
Rocky Hill Rd., Plymouth, MA 02360, 224-6670
For sale: five new and unused copies of 1914, bought
for resale. $15 each. 1 pay postage. All letters
answered. Charles Starks, Windhover, W. Stock-
bridge, MA 01266

or sale: Civil War (exe, cond—played once) and
Hex Gettys (good cond-—one counter missing).
Start bids at $20 apiece. Glenn R. Merritt, 28
Holden Si., Worcester, MA 01605

HELP! | need Vol. 10, No. 4 of the GENERAL
desparately, Am willing to take lowest offer to 3.00.
Complete editions in good condition only. Please!
Steve Petrin, 5076 Compo Rd., Woodland Hills,
CA 91364, (213) 347-1897 _ =

Wanted 1914 good condition. Will pay postage,
Contict by mail only. Jeff Myhre, 8648 E. Easter PL
Englewood. CO, 80110, 771-5483

Wanted to buy—LeMans Game. Will pay reason-
able price for board only, Will pbm Luft, David
Albrecht, 122 Grandview Ct., lowa City, 1A 52240,
(319) 338-1756

Wanted: good 1914 and original Anzio. For sale or
trade. | have: AK, "Grad, DD, 3R, Fr'40, Pan, All
exeellent shape 14 prices or less. Jerrold Gustafson,
308 W. 1ith St., LaPorte, IN, 46350. 219-362-2069
Trade my Guad, for vour AK and Mid. Good
condition, Trade Jut. for 3R. Both games with all
pieces and rules, Steve Schutz, Box 2640—NLL,
Monroe, LA 71201, (318) 342-3711

Wanted: Complete Civil War. Willing to pay
S18.00. Roger Eastep, 17607 Horizon PL, Derwood,
MDD, 20855, (301) 869-5048

Wanted: B-mark ship counters. 2 complete sais.
Name cost. Alsa Orig,, C-ville,, {tl Grad, BB, and
AK. Sean Donohue, 13011 Old Stage Ch. Rd,
Laurel, MDD 20811, 776-8636 —~
Wish to trade good condition 1914 for Guad, Will

ftf or phm most AH games, Daniel Bigelow, 4305

Guad. for sale: game in excellent cond., hox slightly
shabby, Will take best offer. Jim Mottonen, 4910
Baldwin Blvd. Flint, M1 48505 787-0637

For sale; Hex Gett 533, Also 1914, Both in exc.
condition as were seldom played, Money orders
only. 1 pay postage and insurance. Arthur R,
Kutschke, 18423 Woadbine, Fraser, M1 48026, 294-
S056

For sale: Management, excellent cond, Also Guad,
and original 1958 version TAC. Write for details or
send offers 1o: Matthew Gubitosa, 1918 74th St.,
Brooklyn, NY 11204 259-5436

For sale; origmal Anzio 1914, Jut. Guad. Good
cond. $10 each. Adult ftf wanted. Average player,
Leonard Kanterman, 222 Lenox Rd., Apt. 2U,
Brooklyn, NY 11226 (212) 462-3756

TOTd (new) 520, 1914 good condinon $15. Jutland
(original) $15. Dispatcher good condition $20., 1 pay
postage. Gregory A, Rubin, 806 N. Aurora St,,
Ithaca, NY 14850 273-6569

Sell: All mint cond, Guad, U-Boat, 1914, orig, Jut.
$15 each. Post-paid. Also |/1200 ships sale—trade.
Joseph Cullen, 104 E, 4th St., Apt. A, New York,
NY 10003 (212) 777-8924

Sale Hex Gett, orig. Anzio, Guad, Jur, 65 DD;all
components; good-c cond: $10 ea; you pay
postage. Ed Deisley, 1006 Theodore Rd., Schdy,
NY 12303 518-356-1670

'&E}"cml:m St Univ, Pk., MD 20782, 301-927-0317
ANt to by 1914, In gaod condition, Bl Barretl,
PO, Box 8, Lexington, MS, 39095, (601) 834-1618
Witnted to buy: 1914, will pay $20,00, Should be m
good condition. Also looking for Guad,, will answer
all offers. Kevin Garrett, 928 Olive St., Elizabeth,
NJ, 07201, 354-4851

Wanted: complete Verdict 1. Good to exeel
condition. All letters answered. Quote prices
Edward Pulaski, 200 Jersey St,, NY, NY, 10301,
212-981-5316

Wanted Vol. 10, No. 3 of GENERAL with Leyte
Gull pieces. Will pay good price. Original only,
Robert Skinner, 206 LeBlane St.. Fl. Bragg, NC
28307, (919) 497-6378

Wiant to buy B&O,C&O at fair price. Will [tf BB
and others in Tulsa, Muskogee and nearby counties.
Pbm Gett. that have pbm kits, Warren Dunpcan,
General Delivery, Okemah, OK 74859

ORW (Oklahoman Wargamers) wants members? 1
want Guadaleanal! (Ex. condition, $18) OKLAHO-
MA UNITE! PBM AK, | German—1914, cither.
Brent A, Cipps, 113 Rennie Road, Pauls Valley,
OK 73075, 235-3898

Winted Guad. Lowest price accepted. Try to keep
under $15.00. Must be complete inlegible condi. All
letters answered. Will mail you back shipping costs.
Matt Shirley, 1014 Park Bivd., Altoona, PA 16601,
946-125]

For sale ten 1914 unused games $12 plus postage
cach, Also Ft. St flat box $10 plus postage. Leonard
Ances, 204 Lexow Ave, Upper Nyack, NY 10960
914-358-1114

Bismarck. mint cond. Forsale §15. Also 1957 Gett,
($15). I need modern U.S. miniature tanks in HO
scale. Clay Davidson, 7349 Grayson Dr., Spring-
Tield. OH 45502, 964-8305

For sale! 1914 in good to great cond, for $15. Also
C&O/B&O for $15. Will trade 1914 und]or
C&0| B&O for Bismarck and/ or Jut, (old) Richard
Jefiryes, 4089 Hilyard St.. Eugene, OR 974035, (503)
544-6345

For Sale: recent store bought mint copy of U-Boat
for $15. | also have a VG/Ex 1914 for $15. Egon
Hatfietd, 108 N, Walnut St., Bovertown, PA 19512,
215-367-7037

For sale: 1914 excellent cond. $22 plus shipping and
handling. Original Anzio $10 plus s&h. Joseph
Fiordaliso, 2226 5. Clarion St.. Phila., PA 19148 FU
9-3490

Sclling: 1914, Original Jut, Management, all mint
S15 or highest. Original Verdict (nov Verdict 11)
good $12 or highest. Wanted; Hex-Gett, Ciy, War,
Air-emp., Dispatcher, will trade. Ronald Seamans,
P.O, Box 115, Womelsdore, PA 19567, 215-589-
4127

For sale: five copies cach of 1914 and Guad, new and
unused. Bidding starts at S$15.00. All Jetters
answered. Peter Smith, 3200 Palm Blvd., lsle of
Palms, SC 29451 (R03) B86-6587

For sale: 2 new copies of Guad., 512 each; U-Boat
(metal counters) $15; original Chanc'ville, 515, All
prices exclusive of C.O.D. Lytle Buckingham, P,O.
Box 170, Ivor, VA 23866 (804) 859-5861

1914 {unused) Guadalcanal and Jutland (used once)
$25 cach. Bismarck $18. 1 pay postage. Philip Baily,
222 34t} Lachine, P.O., Canadd HET123

The

AVALON HILL
Game Company

4517 Harford Road,
Baltimore, Md. 21214

Fantastic find! Two mint condition Guad. found in
store: Never played, no counters punched out. 535
each, Higher bids mean you'll get the pame. Hurry.
Howie P. Miller, 4749 Overwood Cir. Bham, AL
35222 595-325]

For Sale: Original copies of Anzio, Gettysburg, Us
Boat, 1914, ete. Plus broken set of The General. ).
Cireene, 795 Embarcadero del Norte Isla Vista, CA
g3017

For Sale: Original Chancellorsville, $25.00; U-Boat,
$10.00; original Jutland (2 copies) $7.00 ea. Rich
Taylor, 309 Via La Pagz, Greenbrae, CA 94904, (415)
4611907 N
Chaneellorsville, original version, mint condition,
nothing bent or squashed, two complete sets of
counters—one still in tree. Game is virtually unused.
575,00, R. G. Heller, 1468 Richardson, Los Altos,
CA, 94022

For Sale: original Jutiand in excellent conditian.
SIR00 post-paid. Includes extra search pads,
Robert Wen, 1634 Armacost Ave., No, 6, Los
Angeles. CA 90025, B20-5074

“or_Saler good condiion 1914, unit counter
containers. missing, $10.000 All letters answered.
Larry Revill, 301 West ¥, Rio Linda, CA 95673,
991-5285

For sale, best offer 1914, Guad, Jut, Bism, U-B.
Terry Dotson. 18341 Avolinda, Yorba Linda, CA
92686

For sale, recently purchased 1914 and Guad. Both
unused, counters still in forms. Boxes slightly worn,
Each $16.00. I pay postage, 3. M. Edwards, 1061
Burroughs Rd.. Fairfield, CT, 06430, 372-4438
For Sule; Guad, and original Anzio. Good condi-
tion, $10.each plus postage. Brian Clevenger, 2406
Birdie Drive, Augusta, GA 30906.
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OVERRUN:

Q: May armored units overrun enemy units on
permanent bridge hexes? On temporary bridge
hexes?

A: Yes. in both cases.

Q: What is the PRECISE point at which combat is
resolved in an overrun attack?

A: After all overrunning units involved in that
specific overrun attack have executed their move-
ment. NOTE: When using the optional Opportunity
Fire rule, a lew problems arise when more than one
unit attempts the overrun, In cases where the 4AMA
criterion is reached when the overrunning unit enter
2 woods/town hex as its exit hex, the target unit
cannot spot that hex for other units attempting
Opportunity Fire until ALL enemy units have
executed their movement and the overrun is
resolved. Il the target unit is undispersed AFTER
resolving the overrun, THEN the woods/town hex
may be spotted for Opportunity Fire,

Q: May units being overrun execute Opportunity
Fire attacks against the units doing the overruning?
A: Yes. provided the '"4MA requirement is met
before the attacking units enter the target unit’s hex.
If several units are doing the overrunning, the target
unit may not OF after the lirst unit has executed its
overrun movement,

TERRAIN EFFECTS CHART:

@ Q: The TEC states that, when firing on units on
hilltops, the attacker is not required to halve his AS
il adjacent to the target hex. Rule VIL.H.4. (p.8).
however, states that the attacker is NOT halved
when on another hilltop (no mention of being
adjacent). Which is correct?
A: Whoops! The rulebook is correct; the TEC is in
error, Delete the last line of that entry on the TEC
and it will agree with the rules,

SPOTTING:

@ Q: [f one unit in a stack of units fires-and is spotted,
then leaves the hex in the next movement phase, are
the other units in that hex spotted?

A: No, except for two situations: 1) Indirect fire
could be targeted into that hex while the spotted
unit remains, When it leaves the hex, the indirect fire
is subject to ‘scatter”. 2) If the unit is in a town hex,
all other units may (must) be fired upon also.

0: 11 a *spotted’ unit moves out of a hex and the hex
is re-occupied in the same turn by different units, are
those new units spotted?

A: No, EXCEPT that any indirect fire previously
targeted into that hex may still be applied to the
units subject to ‘scatter’.

ENGINEERS:
Q: If the vehicle assigned to an engineer unit is
dispersed before the engineer unit has completed its
task. must it wait until the vehicle is undispersed
before it may finish the job?
A: Yes. Also, if the vehicle is destroyed. operations
cannot be completed.

® Q: Is there any effect on mine or block removal if,
during removal operations. an enemy unit enters the
block hex itself?
A: Yes, the operations must be suspended until the
enemy units move or are removed.

BRIDGES:

@ Q: Il bridge hexes are “treated as clear terrain forall
purposes.” it becomes possible to move directly
from one unconnected bridge hex to another (i.e..in
GRANCELLES) and thus overrun units on bridge
hexes from other bridge hexes. Correct?

A: NO!! Certain assumptions must be made.
Namely, bridge hexes are treated as clear terrain
only when moving from one adjacent non-stream

hex to another adjacent non-stream hex via the
bridge hex.

Q: May the bridge carried by the Valentine
bridgelayer be attacked separately from the tank as
a ‘passenger’?

A: No.

@0Q: How do you erect those portable truck and tank

bridges?

A: While they do not appear in any scenario, feel
free to apply these broad procedures to scenarios of
vour own design:

I. Tank and truck bridges may be transported by
any truck or halftrack unit. They do not have to
unload in the river hex, but only in the hex adjacent
to the construction hex. They are unloaded like
heavy artillery.

2. The two types of bridges are constructed in the
following number of turns by the indicated number
of engineer units:

TYPE #of engineer platoons #of turns required

required to construct  toconstruct:
bridge;

truck bridge one 12

tank bridge  four 36

3. Engineer units must remain in the construc-
tion hex for the required number of turns. All units
must remain undispersed or none may be used to
construct the bridge. I dispersed, engineer units
may resume construction when undispersed, If
eliminated, they may be replaced with other
engineer units with no loss of construction time,

4. Bridges may be attacked (as per X.C.4., p.12)
during and after construction,

5. Tank bridges may be used by any type of unit.
Truck bridges may only be used by personnel units,
trucks, M3 scout cars, or Bren Carriers.

Q: May infantry and engineer units CAT from a
bridge hex to an adjacent bridge hex (ie, in
Grancelles)?

A: Yes.

Q: Do the bridges in hexes A-V-7 and A-V-§
(Grancelles) count as one or two bridges ineach hex
for demolition purposes?

A: One—they're small bridges anyway!

Q: Can a vehicle cross a bridge if there are three
wrecks on it?

A: Yes—see VILK.6. (p.9).

Q: May vehicular units, when moving onto or off of
a bridge hex, doso via any non-stream hexes or only
the ones containing roads?

A: They may use any adjacent, legal, non-stream
hex.

AIRPOWER:

Q: May Fighter-bomber units execute Opportunity
Fire attacks against enemy ground units?

A: No. nor may they be fired upon by enemy AA
units using Opportunity Fire.

Q: When using the experimental [ield-of-fire
limitations, must AA units abide by the FOF
limitations?

A: Yes, but note that the FOF includes the hex they
occupy.

Q: In some situations, armament is not listed for the
FB’s. What do you use, rockets or bombs?

A: Either, at your option, before players set up their
units. (XIV.B.6.. p.14)

Q: When aircraft attack targets on slopes, hilltops,
etc., is their AS halved?

A: No.
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Q: May aireraft sight or spot units located in towns
or woods hexes that have not fired and are not
adjacent to [riendly units?

A: No.

SITUATIONS:

Q: SITUATION #11; May the Belgian and
American units fire outside of their sector bounda-
ries even though they may not move outside those
boundaries?

A: Yes, the restrictions concern movement only.
Q: SITUATION #11: Is the American sector (in
which he must achieve a 3-1 superiority) boards C
and D combined, despite the fact he deploys only on
D?

A: Yes.

Q: SITUATION #14: When the special rules state,
“Allied engineers may not attempt bridge demoli-
tion until German units are within five hexes.” does
this refer to the commencement of the four turn
procedure or the die roll for actual destruction?
A: “Demolition attempts™ refers to the actual die
roll.

Q: SITUATION #14: May German units on board
C move into half-hex C-t-11 (which it shares with
board D)?

A: NO. The prohibition concerning re-entry onto
board D also includes the half-hexes on that board.

Q: The rules say that you cannot set up on half-
hexes. Does this apply to the sea hexes in invasion
scenarios?

A: No! It refers to the half-hexes in the middle of the
playing area. Units spend only one turn on the sea
hexes in any case.

MISCELLANEOUS:

Q: What are the ‘unloading’ costs when dropping off
German units ina Panzerblitz Assault (optional rule
D.y?

A: There are no MP penalties when executing a,
Panzerblitz Assault.

@Q: On the UFT (p.21), what does the dot in the

Nebelwerfer's artillery facing column signify?
A: It signifies that there should bea ‘C” there instead
of the dot.

Q: Are the strengths, movement allowances, etc., of
the PANZER LEADER and PANZERBLITZ
counters the same so that they are, in effect,
interchangeable?

A: More or less . ..

Q. Can ground units spot for air units by being
adjacent to enemy units?
A. No.

Q. Can the German fire at any planes in range
during the Allied air phase—or only those FB's
which are attacking?

A. They can fire at any plane in range during the
Allied air phase.

Q. Which “carrier” rule takes precedence; A.) thata
unit on a Bren can be attacked separately witha DF
of | because the Bren is an armored unit, or B.) that
the Bren's defense factor (2) must be used for both
passenger and carrier combined?

A. B

Q. If Indirect Fire orders have been written in
advance for a turn, the unit can still hold its fire .
but can it move if it does not fire?

A. Yes

Q. Suppose a unit is in hex Y, and another unit
moves into hex Y and at that instant is hit by
Opportunity Fire. Can it be attacked separate from
other units in the hex?

A. Yes, unless it 1s in a town hex. @
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The Turk Connection

The release of THIRD REICH has spurred
an interest in the might-have-beens of World
War Ill—especially as they relate to the
activities of the neutral powers. The alliance of
Turkey with the Germans in THIRD REICH /s
probably the most devastating variation in the
Minor Chart. Mike Markowtiz has extended
this devastating punch to STALINGRAD
where he makes a strong case for Turkish
intervention. Anyone trying this variant
should be sure to grace the Russians with4-6-
8 replacements—in fact, 4-8-10 might well be
a necessity.

In the diplomacy of World War 11, Spain and
Turkey were the major “armed neutrals™ courted
by both the Allies and the Axis. A division of
Spanish “volunteers” fought on the Eastern Front
against the Soviet Union, but Generalissimo
Franco refused to join the Axis in a full-scale
assault on the vital British bastion of Gibraltar.
Far less is known about the role of Turkey in the
war, but a study of some of the available sources
suggests an interesting variant for STALIN-
GRAD.

The Politics of Prewar Turkey

In the First World War, Turkey fought on the
German side. The defeat of 1918 led to the fall of
the Ottoman Empire and the rise of a Republic
under the leadership of Mustafa Kemal, the best
Turkish general of the war. The new republic
fought a War of Independence against its internal
and external enemies until 1923, then embarked
upon a period of radical social reforms designed to
bring the ancient nation into the Twentieth
Century. An important diplomatic landmark was
the Montreaux Convention (1936) which “neu-
tralized” the Turkish Straits, the strategic water-
way between the Black Sea and the Mediter-
ranean. In 1938, as the threat of war came closer,
Kemal, the “father of Modern Turkey,” died.
“There is an oral tradition that his last political
testament to his people had been ‘to be as ready as
possible and then, come what may. to stay on
England’s side, because that side was certain to
win in the long run.™ (B. Lewis, p. 289). His
successor, Ismet Inonu, duly signed a Treaty of
Alliance with France and Britain in 1939, But
Turkey was also bound by close economic and
emotional ties to Germany. Over half of Turkey's
foreign trade went to Hitler’s Reich, including
Germany's only source of vital chromium. “While
many Turks resented Germany's intention to
make Turkey ...a virtual protectorate, many
others, especially among the military, had a warm
feeling for the martial and efficient Teutonic
nation.” (Lenczowski, p. 139). One by one,
Turkey's Balkan neighbors fell into the German
orbit. In March, 1941 German troops occupied
Bulgaria, bringing Panzer spearheads to within
100 miles of Istanbul. Franz von Papen, Hitler’s
best diplomat, was sent to the Turkish capital,
Ankara

In the Spring of 1941 Germany's position was so
strong after her Balkan victories that Turkey
reluctantly agreed to begin negotiations on a
bilateral treaty. Von Papen sought to secure
Ankara's permission to unlimited transit of
German war materials and passage of a disguised
contingent of troops through Turkish territory
toward lrag, Syria and Iran. (Lenczowski, p.
141).

On June 18, 1941 the Turks and Germans
signed a ten-year non-aggression treaty. Four days
later, the Wehrmacht moved against the Soviet
Union.

When Germany inyaded Russia the Turkish
Government declared its neutrality in the new
conflict, but the Turks were far from neutral in
spirit. The ancient hatred for Russia, despite 25
vears of relative official friendship, was too
strong. The Turkish Foreign Minister, Sara-
coglu, told von Papen privately that “this is no
war, it is a crusade.” (Trimingham, p. 76).

As early as medieval times, Russian Tsars had
coveted the Turkish Straits as an outlet to the rich
Mediterranean world; this is still a strategic
objective of Soviet foreign policy. “After
... 1941, Turkish feelings towards the Axis
began to assume a more positive form. Russia was,
after all, their ancient hereditary enemy, against
whose relentless southward advance they had been
fighting a desperate rearguard defense for centu-
ries.” (B. Lewis, p. 290). In addition, many Turks
felt sympathy and concern for the Turkic-
speaking peoples of Soviet Central Asia, the
Caucasus and the Crimea, who had suffered
cruelly under Stalin’s regime. A “Pan-Turanian™
movement, supported by such high military
officers as Marshall Fevzi Cakmak, Chief of the
Turkish General Staff, promoted the idea of an
independent Turkic state to be carved out of
Soviet territory occupied by the Germans.

THE TURKISH ARMED FORCES IN 1941
“The Turkish soldier has a well deserved
reputation for hardihood, stamina and the ability
to stand privation. With military training
compulsory, some two million men have been
trained . . . ™
(Drucker, “Turkey and the Balance of Power,”
Atlantic, April, "41)

The Turkish Republic inherited the glorious
military traditions of the Ottoman Empire, which
had, in its long history, extinguished the Byzantine
Empire, conquered most of the Arab world and
overrun Europe up to the Walls of Vienna. In 1941
the Turkish Army still contained many veteran
officers and NCO's who had fought in WW land
the Turkish War of Independence. The Army was
first mobilized in January [940 as the war
approached Turkey's borders, and it continued to
grow throughout the war years; from 22 divisions
in 1939 it expanded to 45 divisions by 1945, At the
beginning of the War, German and Soviet
equipment and tactical doctrines were predomi-
nant, but after American lend-lease aid was
extended in late 1941, large quantities of British
and American equipment arrived.

Here is the 1939 Order of Battle (from Dupuy,
World in Arms)

ARMY
22 jons
3 divisions

? (organizing)

Fortress Troops
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A Role for Turkey in STALINGRAD

By
Mike Markowtiz

AIR FORCE

150 Bombers

300 Fighters

100 Recon. Planes

400 second line (obsolete) aircraft
600 trained pilots

NAVY

| Battle Cruiser (the Yavuz, formerly the German
Geoben “most powerful unit in the Black Sea™ this
ship was continuously modernized and served
until 1960.)

2 old light cruisers

4 Destroyers
9 Submarines

Turkey's naval importance was not its fleet,
however, but its straits. After heavy Nazi pressure
on the Turkish government, some light German
naval forces were secretly allowed to pass through
into the Black Sea, where they met with little
Russian opposition. A major effect of Turkish
neutrality was to keep the Royal Navy out of the
Black Sea, where it might have given significant
support to the Soviets.

The deplovment of Turkish forces shilted
decisively Eastward during the early years of the
war. Initially, it appears that Turkish forces were
rather evenly distributed to meet possible threats
from the Germans in Greece and Bulgaria, the
Allies in Syria, Iraq and Persia, and the Russians
in the Caucasus. In January 1940, “Turkish forces
on the Russian frontier were reported to number
200.000—about twice the usual number,” (N ¥
Times, Jan. 17, 1940.) By February, this force had
been built up to 300,000, Ayear later, the total
Turkish Army numbered over 800,000, with
perhaps half facing Russia.

Initially. the Turks had obsolescent Soviet and
Czech armored equipment. A March 1941 photo
of Turkish Army maneuvers in the N Y Times
shows Russian BA-32 armored cars. A year later
“Von Papen suggested that Germany should equip
a Turkish armored division,” and Hitler approved
the plan, even though the Germans were desper-
ately short of tanks for their own Panzer units
(Trimingham, p. 86).

The German strategy with regard to Turkey
was basically simple. First they sought Turkish
permission to move German forces overland
against the British in Syria, and Palestine.
threatening the Suez Canal and the oil of the
Persian Gulf, Next they sought Turkish aid in an
attack on the Soviet Caucasus Front (an entire
Army Group covering the Turkish border; see The
West Point Atlas, map 23), Batum, a major Soviet
port was only 10 miles from the Turkish frontier
and the vital Baku oil fields lay within bomber
range (300 miles) of bases in Eastern Turkey. A
German-Turkish advance through the Caucasus
would directly threaten Stalingrad from the
South. Now we can begin to simulate some of
these possibilities within the format of the game
STALINGRAD.
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A. Counters

We will need to make up some additional
counters to represent the Turkish forces that
might have been available for the campaign, We
can assign combat factors on a comparative basis:
we know that Turkish infantry was, traditionally,
farmore tenacious in the defense than in the attack
(the Turkish brigade that took part in the Korean
War fought some brilliant defensive actions). So
we can assign the Turkish corps anattack factor of
3 {equivalent to the ltalian or Hungarian forces,
who were, in reality, far less motivated to fight
Russia) and a defense factor of 4 (equivalent to the
German line infantry corps). The single Turkish
cavalry corps could be rated as 3-4-6 (somewhat
better than the Italian or Rumanian cavalry, but
not equal to the Soviet cavalry corps, which
incorporated considerable tank elements.Game
design always requires that we make simplifving
assumptions, so we can assume that any armored
units the Germans supply to the Turks would be
employed “off the map™ against the British in the
Mideast, This would also apply to a sizable
proportion of the available Turkish infantry,
regardless of the date at which we have Turkey
entering the war. Six corps in 1941 and eight in
1942 seems like a reasonable figure; six corps or
cighteen divisions would correspond to about
270,00 men, or about the size of the force reported
on the Soviet border in 1940,

B. Replacements

We will need a replacement rate for the
Turkish forces. Germany. with a wartime popula-
tion of about 50 million, gets 4 replacement factors
per month. The wartime population of Turkey
was under 20 million, and we can assume that the
training, conscription and transportation systems
were less efficient. So | replacement factor per
month seems like a reasonable allowance—i.e.,
about three corps per vear could be “rebuilt” from
the “dead pile.”

C. Deployment

Deployment is another problem, The §TA-
LINGRAD Board was not designed to allow for
Turkish participation, and things are a bit
cramped along the Southern edge of the map. We
can give our Turks the benefit of the doubt and
allow them to deploy on the border hexes XX26,
XX27, and XX28 at the top of the Black Sea. As
with Finland, we can allow the Germans to deploy
up to two infantry corps in Turkey as soon as the
Turks enter the war (but mechanized units should
be forbidden due to the difficulties of supplying
such forces over the limited Turkish rail net, or
maneuvering them through the extremely rugged
terrain of the Caucasus. Of course the Turks also
have the option of deploying part of their available
forces in Thrace (the European part of Turkey,
west of Istanbul) and bringing them into action by
rail on the main Eastern Front, just like the other
German allies.

Now we come to the most hypothetical part of this
simulation: the rules for Turkish intervention and
the Intervention Results Table.

D. Intervention

We cannot assign probabilities to events that
never occurred. But we can argue that some
outcomes were more plausible than others and if
“X" had happened, then Y™ would have been
more likely to take place. The following table
represents a serious attempt to evaluate a wide
range of political and military factors. When The

Turkish Intervention Option is being used in
Stalingrad, the German Player will roll the die
hefore the initial set-up. The die roll is then cross-
indexed with the following table:

INTERVENTION RESULTS TABLE (IRT)
June, 1941

Die Roll Result

1 German Player may employ
Turkish army beginning on
Turn |

L]

Turkish army enters war after
German capture of Sevas-
topol and Odessa

3 Turkish army enters waur afler
German capture ol Sevastopol.
Odessa and Stalingrad.

a4 Turks do not enter war, but
Soviet player musr keep at
least two 4-6-4 units in the
Caucasus until Dec, 1942

5 Turks do not enter war, but
Soviet Player must keep at
least two 4-6-4 units in the
Caucasus until May, 1943
(end of game)

6 Turks do not enter war, Soviet
Player need not keep any forces
in the Caucasus.

There are several basic assumptions behind
this table. First, that the better the Germans do,
the greater the likelihood of Turkish intervention.
Second, that the mere threat of Turkish entry
would pin down significant Soviet forces on the
Turkish border. For the purposes of the game, the
“Caucasus” is delined as the belt of Mountain
hexes southeast of Batum on the map. (Soviet
maps call this range the *Maliy Kavkaz™ or “little
Caucasus:)

Special limitations on Turkish Forces:

Turkish forces may not move bevond the
Volga River or on the northern (top) half of the
board. This reflects the political realities of the
situation—no nation wants its army used beyond
its own area of concern. The Finns for example,
advanced into the Soviet Union only as far as the
limit of territory they claimed. There they halted
for the rest of the war, much to the annoyance of
the Germans. At most, the Finns might have
occupied Leningrad (had the Germans taken it)
and perhaps Estonia. which is inhabited by a
people ethnically related to the Finns. In practice.
however, the lack of such a political restriction on
Finnish forces does not greatly affect the realism
of STALINGRAD, since there is usually little
opportunity for the Finns to leave their own
boundaries.

Turkish forces may trace a supply line back to
their border hexes or they may draw supplies from
German sources. Turkish units that begin their
turn at Istanbul may move by sea to Odessa or
Sevastopol if bhorh ports are occupied by Axis
forces. A limit of two units per turn may use this
special sea movement. (Turkish entry into the war
would have virtually assured Axis control of the
Black Sea). Units that use sea movement may
move normally by land in the same turn.
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Implications for other games

The possibility of Turkish intervention should
be considered as an option in any present or future
game dealing with the Eastern Front, or the entire
Second World War. The potential effects on the
Mideast and North African fronts are even more
dramatic than on the Eastern Front. Rules for
such intervention should be tied closely to the
degree of German success. An intriguing possibil-
ity is the provision of a rule allowing Turkish
intervention on the Allied side after 1943, In
February 1943, Church' himsell visited Turkey
in an effort to secure Turkish cooperation against
Germany. Thi§ meeting “was consequently fol-
lowed by visits to Ankara of top British comman-
ders in the Middle East. These men counted on
Turkey's entry into the war by the Fall of 1943"
(Lenczowski, p. 144). In April 1944 the Turks cut
~ff the supnlv of chromium to Germany (accord-
ing to Hitler's armaments minister, Speer, this
move helped to doom Germany's war industry).
Diplomatic relations were broken off in August
1944, and finally, as a formality, Turkey declared
war on Germany in February 1945, in order to
secure a seat at the peace table, although no
military operations were undertaken at that late
date.

In Conclusion: How Credible?

Through skillful diplomacy, the Turks
managed to avoid being drawn into the Second
World War. This is a tribute to the wisdom and
patience of their leaders; it spared them the losses
and suffering which most of the nations of Europe
experienced. But with less luck and a few small
changes in the variables, the event might have
gone quite differently. The case of Thailand is an
interesting comparison. Prewar Thailand had a
pro-western civilian elite and a pro-Japanese
military leadership. As the Japanese overran
Southeast Asia, the pressure on Thailand in-
creased and a military coup brought the Thais into
an unwelcome and disastrous alliance with Japan,
Modern Turkey has seen several military take-
overs since the war. If the Wehrmacht had not
ground to a halt before Moscow, Leningrad and
Stalingrad. the pressure on the Turks to fallin line
with Hitler's New Order might have become
overwhelming, evenif the final outcome of the war
itself was never in doubt.
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The Basic Game of the revised ANZIO provides
us with an excellent medium for a Series Replay. It
is both concise (15 turns) and playable — yet
extremely involved in the tactical options and
possibilities it offers 1o participanits and spectators
alike. This particular match was played face-to-face
at one sitting last December; no mean feat when one
considers the immense amount of written observa-
tions which must be recorded between every move in
any Series Replay. Tom Oleson, for those who don't
read Design Credits, is the author of the revised
ANZIO. Joel Davis who plaved a role in the
plaviesting stage of the game's development
provides us with the neutral commentary. His
remarks are printed in italics after each move.

GERMAN INITIAL SETUP:

The HG unit has been placed at Vesuvio because
this doubled defensive position cramps a Napoli
invasion and assures that a Salerno invasion will not
produce a swift overland drive on Napoli. This
having been decided, it's almost mandatory to place
the NW 71 with HG, because placing such a weak
unit alone at Napoli or Caserta invites an Allied first
turn breakthrough attack (See Rule 13) that could
be very unpleasant indeed.

The 16th Panzer is at U-47 because I happen to
know my opponent strongly favors a Termoli
invasion in the Basic Game, with good reason.
Termoli is not so far north as to risk getting bottled
up — it would be difficult to prevent such a landing
from linking up with South End Option forces —
and gives the Allies immediate possession of terrain
otherwise difficult to capture in an overland drive.

Thus, my setup is basically designed to discour-
age Allied landings at Napoli and Termoli. My
opponent must choose the “safe,” but time consum-
ing Salerno — or risk landing farther north.

SET-UP

The unmodified Basic Game is probably the
only one in which an East Coast first invasion is
really profitable—mostly due to airpower. How-
ever, in the Basic Game, it gives relatively easy
access to three victory cities—while the South End
provides a pincer to grab the other.

The goals for both sides are quite direct. The
rules list eight victory cities, but since the players
include the designer of this game edition, I'll take
their word that Anzio is the 9th. In any case, the
German must hold at least five; alternately, the
Allies must capture and hold at least five. There are
only fifteen turns . . . both sides—but especially the
Allies—must keep the primary objective—five
victory cities—in mind ar all times.

Given these factors, the placement of 16th
Panzer at U-47 is 1o take advantage of one of the few
good delaying positions near the Termoli beaches.
The position of Herman Goering and 71 Nebelwer-
fer is somewhat more subtle. They must be placed
together to keep the allies from gaining extra
movement from overkill on the smaller unit. They
cannot be surrounded in Naples . . . but—if placed
there—would allow Allied units to capiure Salerno

Anzio

ALLIES: Tom Oleson
GERMAN: Mark Saha
COMMENTATOR: Joel S. Davis

and the hills ar M-59. Placement at Vesuvio does
much to hinder a good defensive position for the
Allied invaders anywhere in that area.

Sept. 11 Allied Move:

A strong Vesuvio garrison discourages invasion
at both Napoli and Salerno, although the latter is
still possible. I believe that the Allies have a chance
with an invasion at nearly any beach, but 1 favor
Termoli, for several reasons. Termoli itself is hard to
capture except by invasion because of the rivers to
the South. One can also threaten Pescara, another
victory city, and eventually menace Napoli from the
Northeast.

1 used to think that the presence of 16th Pz near
Termoli prevented invasion there, but after consid-
erable study | conclude that it can still be done,
albeit with an unorthodox approach.

This is the first time | have invaded using only
the beachhead port capacity. | would have said that
it shouldn’t be done, but in this case it appears that
the Vasto area is a secure lodgement if 1 am forced
back into it. Because of my limited beachhead
capacity, I will put stronger forces than usual in the
South.

I've placed the British | Para Divand 2 Para Bde
at Taranto; US 82/504, 36th Div. Cdn Ist Armor
Bde and Br Cdo 2SS at Messina. The balance of the
initial OB remains in Sicilia, Next week the
Germans will be able to attack, so I must
consolidate. Their 4 hex southern front is the
optimal delaying stance,

GERMAN SEPT II:

Termoli it is! He will not be denied. Since 16th
Panzer did not intimidate him, we'll have to see
whether it should have.

: ‘Q".
SN .
D

Allied Sept. Il Move: Invasion—Termoll! Strong Allied forces
are present in Taranto and Messina.

SERIES REPLAY

My position cramps his beach, almost to the
point of putting me on interior lines. The northern
wing of his position is the weakest, and it would be
tempting indeed to roll it up on one turn with a
sequence of Breakthrough and Second Combat.
Unfortunately, 1 can’t do that and hold off the
South End forces at the same time. This is very
frustrating. 1*am overdefending everywhere, yet
unable to deploy efficently for a good first turn
offensive reaction.

11 SEPTEMBER

Since X-60 is the only doubled square on the
eastern side of the sowth end, it is valuable and
should be held more strongly. 15th Panzergrenadier
is not doubled and can be surrounded at V-47; V-48
(doubled and not surroundable) seems safer and just
as effective. Otherwise, this turn went normal-
Iv ... the Allies grabbed as much as possible, while
the Germans threw up a defense ring around it, since
there were no profitable places to launch counter-
attacks. Next turn will be the key for them! The
weakness of the Germans in the north was a
mistake. True, Foggia is now more vulnerable, but it
is bound to fall eventually (remember the South
End), while Pescara may be a hard fight later.

Sept., 111 Allied Move:

The US 34th Div, Indian 8th, and | R arrive at
Taranto; Br 7 Armor Div and 4 Armor Bde plus 2R
land at Messina, The remainder of the unseen Allied
OB remains in Sicilia.

I had to shorten my front drastically to attack
Chieti and capture Ortona. | probably wouldn’t get
another chance. | am counting on pressure from the
South to permit a link-up.

GERMAN SEPT III:

Unfortunately, still no good offensive opportu-
nities. | have more than enough strength, but it is
concentrated in too few units. Advanced Game
substitute counters would allow me a much more
efficient offensive/defensive deployment, and the
difference hurts.

I've decided to shore up the South End and play
for time.

11l SEPTEMBER

While capturing Oriona and Pescara is impor-
tant, the Allied plaver should never forget how many
abjectives lie south and southwest. Considering the
amount of force being poured into the South End,
he obviously hasn't. By not activating a port on the
Termoli Beach—i.e., Termoli—immediately, the
Allied player has taken a substantial risk. For an
extra 10 points in eventual supply capability, he has
limited the forces on his beach quite severely. By
pulling north of the Trigno River, he's made
attacking south so difficult that the entire burden of
a link-up s on the South-End forces. Because there
are so many mountains, those forces are sometimes
delaved a LONG time!
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Meanwhile, X-60) has been garrisoned in
Jorce . . . but V-62 (Frascari and the ERS unit) is a
weakpoint. Ii's  getting very close to  Poten-
W, ..and once Potenza falls, X-60 becomes
almost impossible 1o hold. Onee that happens, the
fall of Foggia and an Allied link-up come very soon.
The more westerly positions are not so crucial.
Putting 15th Panzergrenadier at V-62, and Frascati,
ERS | & 2, and 71 Nebelwerfer at T-64 might have
heen safer.

Sept. IV Allied Move:

The Germans have adjusted their forces to
tliminate any obvious weak spots. Their control of
the hills west of Ortona is a potential threat but there
is nothing | can do about it now,

The 82/325G withdraws to Sicilia to rebuild as
did the Br 201 Gds the turn before,

Basic odds attacksare always advisable for the
Allies although this one failed. The 2-1 in the South
was risky (could have lost 6 steps), but I must break
out there. If' | get a port my beachhead will be fairly
secure.,

GERMAN SEPT 1V:

At last, a chance to strike! Unfortunately, no
luck! I had a 67% chance of destroying the port
under construction at Ortona by putting it within
my ZOC. If | had forced him to retreat, only Ist
Para would have advanced to do the job. It would
have been worth the risk to Ist Para to get the port,
and there was a good chance my unit would have
sotten out alive. No use crying now. The chance to
deal him a crippling blow has been taken, but did
not bear fruit.

Next turn he will have port capacity and interior
lines. He is still pressed hard, but breakout is now
mevitable because of my low unit count, Therefore,
I must revert to the defensive and play for time —
my main ally,

Meanwhile. in the South, Strategic Movement is
another ally. 1 can always switch positions of my
strong and weak units whenever he masses for an
attack — and poor terrain prevents him from doing
the same.

1V SEPTEMBER

Low odds attacks are not “always" advisable for
the Allies . ., bur this one certainly was. The
potential  gain—opening  up  things to  the
southwest—way great; the potential risk was small.

Wuch the same remark applies to the German
attack on the British 78th infantry . . . there was a
213 chance of destroying a valuable port and
tsolating the Allied right wing. The troops could
certainly have extricated themselves . . . but at the
cost of valuable time. The risks were small here
too . . . the Allies are notpowerful enough to pose a
serfous survival risk to the Parachure Corps.
lagree with the Allied Plaver in his doubts about
the German abandoning the powerful 5-43 position.
The reason, however, is obvious. The two ERS units
guarding this position are only worth 8 (doubled 1o
four and atrackers are halved). Leaving the units on
§-43 would not only allow a 1-1 to seize the position
from T-42, but would be a much better soak-off to
surround the parachute units than against 16th
Panzer (tripled!). Leaving this powerful but
inaccessable position held by only two defense
factors was the original error by the German player.
Now the Allied player can attack from T-42, forcing
a German attack to reoccupy S-43 if the Allied units
can remain there.

At the moment, German tactical expertise seems
sporadic. Contrasted with the blunder losing S-43,
we see excellent advantage being taken of the rivers
inthe south. He is using the River Agri, for example,
o wreak awful frustration on the Allied Plaver!

Allied Sept. Il Move: The German 3rd Pz Gr is hit at 3-1 odds, is.
reduced to 2-3 status and retreats to hex V39, The 82/325G
loses a step in the attack and is removed to Sicilia as an inverted
counter. The Allied player has exited 82 /504, Cdn 1 Arm Bde, US

new replacement unit to U39, The Allies have only 1 R left off
board at Taranto. In the south the US 34th and 36th Divisions
plus the British 1 Para Div and 2 Para Bde successfully assault
Frascati and the Ersatz unit at 2-1. The Ersatz unit is eliminated

feinn e s A B
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Allied Oct. | Move: In his turn the German player brought on his
4th replacement unitat Napoli and promptly rushed it 1o the front
at Q66, In a major effort to destroy the Allied port, the German
1st and 2nd Para Divisions attacked the British 78th at U42 at 3-
1 odds but lost a step from the 1st for their efforts, The Allies land
the US 3rd and 45th Divisions and the 82/325G to take partina
1-1 counterattack which costs them a step and turns the latter

Overall, luck was against the German this
turn . . . but not overwhelmingly so. Both sides had
nasity hreaks—the Allies in not winning their I-1 lost
a chance 1o open up the south end of their
beachhead, but the Germans at least made a high
odds (3-1)artack! Furthermore, destroying the port
and dividing the beachhead in half might well have
set the Allies so far behind schedule as to have
decided the game. Bad luck could and did strike
both sides . . . but the German lost a more valuable
prize!

Oct. I Allied Move:
The attack of the German Para corps was cause

36th Div, and the British 285 Cdo from Messina, while the
British 1st Para Div and 2nd Para Bde make their appearance
from Taranto,

e -
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and Frascati retreated to Potenza, On the beachhead the Br. Gds
are brought back from Sicilia and a port city is built at Ortona. A
1-1 attack with the British 5th and Canadian 1st Divisions vs the
2nd Paratroop results in each Allied unit losing a step and
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unit into an inverted counter. Also arriving on the beachhead this
turn are the British 23rd and two replacement units. To the
south, the Allies do better attacking 26th Panzer at 1-1 odds
where they force a retreat 1o S61 and eliminate two steps. Both
British Para units take a step loss in the attack; the 2nd Para Bde
becoming inverted.

for alarm, but even if | had lost Ortona, so long as |
retain the protected position around Vasto, my
beachhead is secure. [ believe they erred in pulling
back from the tremendously strong position at S43,
In the South, he has the advantage of the East/ West
roads running through Potenza, while my commu-
nications are cut by two rivers. He has cleverly left
his weaker units near Sapri where | cannot attack in
strength.

Eight Replacements remain in Sicily. My hopes
for a quick link-up are running high due to my
capture of the vital road junction of Potenza, and
the rebuff of the German Para corps west of Ortona,
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GERMAN OCT I:

The Ers unit at P67 is a sacrifice to gain one more
turn of precious time. The front is going to widen
soon, and due to my low unit count I'm already
stretched to the limit. Fortunately, reinforcements
start to arrive next turn.

1 OCTOBER

This turn, we had the curious example of Allied
gains demonstrating the wisdom of German tactics!
In the Ortona area, the Allies were forced 1o spenda
turn cleaning up their beach-head by forcing out the!
paratroopers, rather than attacking to the south,
where their objectives lie! Meanwhile, the Allies
made the necessary attack on Potenza and were
lucky enough 1o get a defender retreat at I-1. The
weakness of the German right wing is again
deceptive . . . the River Agristill stops large attacks
on the ERS unit at P-67.

Luck favored the Allies this turn . . . forcing the
Potenza position so fast puts real pressure on the
Germans. They will not be able to forestall an Allied
link-up much longer.

Oct. II Allied Move:

Having lost Potenza, and failed to retake
Ortona, the Germans musl revert to the defensive.
Their use of a sacrificial rear-guard in the South is
clever.

Nine R remain in Sicilia. Destroying a unit is
always cause for celebrationin A NZ/O, even a small
unit, since they're useful for coastal defense. Next
turn 1 should be ready to attack out of the
beachhead.

GERMAN OCT II:

Hanging on by the fingernails! Sacrificed the
two Ers units at P64 to gain still another turn. I need
time desperately to allow arriving reinforcements to
deploy efficently in the line.

The situation is tense and not unlike Goebbels’
description of another Italian battle — victory will
probably go to the side that gets reinforcements into
action first!

I1 OCTOBER

It's worth noting that the Allied player violated
stacking rules while rebuilding at Ortona. The three
actual combar units total seven stacking poinis; the
three replacement units total three more. The rules
specify that no more than 8 points may stop on one
hex . . . here it is clear that ten stopped.

Another turn has been used up in the Termoli
area with no realresults . . . though the existence of
all three rebuilt units may justify this later. More
important is the slow progress in the South,
Destroying Nebelwerfer was nice, but it should not
be over-rated. There are a lot of mountains out that
way!

The Germans have somewhat tightened their
defenses, taking neat advantage of the small river
near Vallo. Such tactics are things the German
player should always be thinking about. Rivers will
stop enemy troops a full turn—which is often more
than friendly forces are capable of.

Oct. 111 Allied Move:

The German executed more clever rear-guard
action, this time near Vallo,

Only 5 R units remain in Sicilia. The Germans
are holding me up down South more than |
expected, but surely I can link up in a turn or two,
and then head for Salerno and Napoli.

GERMAN OCT III:
My deployment may look a little odd — but

Allied Oct. Il Move: The German Ersatz unit is brought on at
Napoli and moved to W46. In the south, the Allies make a 4-1
against the Nebelwaerfer and Ersatz unit at R85 which results in
their elimination. The Canadian 1 Armor Bde and 82/504 absorb
1 and i d co

Allied Oct. Il Move: The German has surrendered territory
grudgingly all over the board. New Ersatz units are rushed tothe
front from Roma (V38) and Napoli (P64). In the south the Allies
remove the German ersatz roadblock at 3-1 odds while 82/504
and the Canadian 1st Bde rebuild from inverted counter status.
Results are mixed on the beachhead as the New Zealanders and

Xe i
Allied Oct. IV Move: The German withdrawal is

bacomfng more
pronounced, The 3rd Armor Ersatz unit enters from Roma and
proceeds to S41 to stack with the 3rd Pz Gr. The othar German
Ersatz unit enters from Napoli and restores Frascati to full
strength. The 26th Panzer regains a step to 4-5-12, but is
immediately dropped back to it's original status by a 3-1 anack
legal — because I've done considerable shuffling
around trying to figure out a way to assault Pescara.
It was a serious mistake to let him take it in the first
place. What 1 would really LIKE to do is retake
Pescara and abandon Salerno — trade one city for
the other — because an Ortona-to-Vesuvio line
would be considerably shorter than my present
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absorbs replacements at UB5 10 come up to full strength. The |
New Zealanders and another Replacement unit land on the
beachhead while 82/325G, the British 5th, and Canadian 15t
Division withdraw to Ortona to take on replacements and endthe
turn once again at full strength.

British bth vs the Herman Goering Division. All 3 units are forced
to retreat. Elsewhere they have more luck as the US 3 and 45th
Divisions advance after their successful 3-1 vs. Frascati and the
Ersatz at W46. The Ersatz unit is eliminated and Frascatiretreats
to X47 after becoming an inverted counter. The British 23rd and
201st Gds Brigade each 1ake a step loss in the attack and become
inverted counters.

from the Indian Bth and US 34 and 36th Divisions. The 82/504
and 2 Para Bde each lose astep and are inverted as a result of the
attack. On the beachhead 2 new replacement units arrive and
immediately stack with the US Rangers, 201st GDs and 23rd Bde
to return these units to full strength.

Pescara to Salerno. And | must shorten the line to
create reserves to meet the second invasion threat
that begins Nov, I,

Fortunately, he couldn’t exploit the South End
this turn because mud has set in — another welcome
ally.
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111 OCTOBER

The Allied attack across the Trigno was both
necessary and well executed. Luck was average and
the river position was broken. The German lines
must be broken to the southwest as fast as possible
to threaten the western victory cities.

The Allied attacks in the south were quite
acceprable, gaining a lot of ground. The apparent
German weakness near Eboli is only apparent—
mud will prevent the Allies from bringing more than
six factors to bear on Frascati and the ERS unit.
The undoubled position occupied by 26th Panzer is
a weak one, but resolving this problem would
require at least one additional unit, which is not vet
available. The weakness of the position, then, pretty
much guarantees that the river line will fall. On thar
basis, switching 26th Panzer and Ist Paratrooper
might have been a good idea.

Oct, IV Allied Move:

He's not missing a trick in holding me back in the
South—now using the Ofanto River to gain one
more turn. November in Foggia!

It was disappointing to catch 26 Pz out in the
open and inflict only a one step loss. Salerno should
become untenable soon, giving me 4 of the 5 points
needed. The last point 1 can get with an invasion
along the coast from Napoli to Roma.

GERMAN OCT IV:

I think it was a mistake to call off the Pescara
offensive last turn, no matter how risky. It's too late
now — he's reinforced the position strongly. This
could cost me the game. If | withdraw from Salerno
to shorten my front, he'll have four cities (Foggia,
Pescara, Termoli, and Salerno) and need only pick
up a fifth on the second invasion to win.

I also see the fundamental error that got me into
this mess — not taking hex S-43. It's much stronger
than it appears at first glance. and severely cramped
his invasion perimeter. R-43 and R-44 may look
stronger at a superficial glance, but the difference is
that of winning or losing against a Termoli landing.

All I can do is build 26th Pz, and hang on . . .

IV OCTOBER: ALLIED TURN

Once again the Allied playver is spending a rurn
huilding up ar the Beach-head. This makes sense—
the only really profitable direction to attack is
south, and that's heavily defended for the moment.

In the South, the attack against 26th Panzer was
the obvious move. Rolling a six was a bit
unfortunate—heavily  damaging strong German
units is almost alwavs a good idea—but good luck
was really unnecessary. The position has been
forced—that's the important thing.

IV OCTOBER: GERMAN TURN

I have divided this turn into two parts because so
many significant things happened. The Germans
could no longer hold the South End line and, by
consolidating their own lines, have allowed an
Allied link-up. The Allies now hold Pescara,
Termoli, and (next turn) Foggia. A coastal eity can
he grabbed by a second invasion—that's four cities.
Salerno, at the far right end of the German line, is a
strong choice for the fifth.

Ist Paratrooper, on the heights above Salerno, is
ina good defensive position. Nevertheless, the Allies
have ejght turns to reduce it ... more thought
should have heen given 1o protection to the east. At
this stage, the north and northwest defense lines
around the beach-head are probably  over-
defended . . . there aren’t any really valuable
positions up there, while Salerno is probably the key
to the German's remaining hopes. A large unit
should be posted ar P-58,

Nov. 1 Allied Move:

He is strong enough to attack, but obviously
reluctant to do so because of my upcoming invasion
potential. I have no intention of invading until mud
is over, his line is longer, and untilit is too late for his
invasion reaction 1o matter.

1 really should pose an invasion threat, but |
want to mass for a push north, as he won't expect
that. If 1 can get some good odds attacks | will
lengthen his line so that he has few units for coastal
defense. At last, link-up has been achieved,

GERMAN NOV It

Regret 26th Pz could not complete rebuilding to
strength this turn. 15th Panzer may look exposed,
but it represents 27 defense factors at T59. There
was gravel in the oatmeal when they made that
cookie, so he's perfectly welcome to take a bite. Also
2nd Para at R46 is protected by High Appenines.

Nonetheless, the overall situation is very
gloomy. I am unable to shorten my front to create
reserves, and face second invasion,

I NOVEMBER

As anormal tactic, it is generally good to wait till
late December before launching an invasion. The
Second Invasion Reaction forces don’t have time to
do anything, and the Germans may well not have
time to recapiure critical victory cities. However,
the mere fact that this is true does not mean that a
better invasion opportunity may not show up
sooner! Whenever the German is vulnerable, the
Allied plaver should be ready to pounce. On that
ke.

Allied Nov. | Move: The German has reluctantly conceeded
Allied link-up. The 26th Panzer takes advantage of the
withdrawal to rebuild into a 4-5-12. The Allied player limits
himself to rebuilding also, as the New Zealanders, 82 /504, and
the British 2nd Para Bde rebuild to full strength, Three unused
replacements remain at both Termoli and Foggia.
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They contribute little to Allied defenses, yet are not
threatening invasion—as they could be.

In fact, the situation is not bad even now for an
invasion . . . though it is early, the German player is
virutally ignoring his Eastern coast. How long will
he continue 10 do so!

Meanwhile, assuming no invasion, the logical
point for an Allied attack was Frascati and the ERS
units at 1-1, soaking off against the more powerful
Ist Paratroop unit. Advance is not necessary . . .
even a “"no movement" result would force the
Salerno position—a 50/50 chance.

Alternately, 26th Panzer and the ERS unit with
it could be attacked. Winning here not only takes
the hill. but effectively forces the positions ar R-49
and T-49, The only real disadvantage to this attack
is, of course, the risk of casualties preventing better
attacks later . . . future events, though, will demon-
strate that the Allied plaver didn't really have
anything better in mind.

The German, on the other hand, has responded
in a very careless way. He has reduced forces on the
heights above Salerno to the point where Allied
Jorces could geta 2-1. If the Allies take Salerno, it'sa
small matter for an invasion to grab one more city.
Salerno  is  now  the key 1o the whole
sitwation . . . and neither side seems ro realize it!

It's also clear that the German is not expecting a
major push to the north . . . and with good reason.
The Allied plaver has no real objectives north of
Pescara—just endless possible defense lines! There
are far more profitable places for Allied attacks.

Nov. Il Allied Move:

Some ol the German positions are exposed, but
there is too much chance to lose 4-6 factorsin 1-1 or
2-1 attacks. My plan is to push north, inducing him
to reinforce that sector at the expense of the South,
where I will then push in the direction of Salerno,
Napoli. and Cassino.

Securing a bridgehead over the Pescara River
should enable me to get some basic odds attacks and
to lengthen the German front. Further south, [ was
able to make a basic odds (undoubled position)
attack, but not without a soak-off.

I don't know if | want to push on Salerno after
all. for two reasons: he is defending it strongly on
doubled positions, which could cost me heavy
casualties, and an invasion at Napoli increasingly
appeals to me. One unit at Caserta could block the
Volturno River bridge. A second unit could reach
just north of Salerno. A third could hold Vesuvio.
Moreover, the Initial Lift here is 14 points (75%),
which is plenty for the plan above. 1f I take Salerno,
he will fall back on Vesuvio, and this plan would no
longer work.

The ideal time would be Dec. 111, as fair weather
would enable the units which do not invade to shift
quickly to crush the units between Salerno and
Caserta. It is also late enough now for his
invasion reinforcement not to be able to counter-
attack.

Until then, I will try to extend the front so that he
can spare only 2 or 3 units for coastal defense.

GERMAN NOV II:

The Allied drive north is “a blow into the air™ as
there is nothing of strategic value there.

This turn brings more reinforcements and a
reasonably strong line. Nonetheless, | see no
solution to the fundamental problem of an
overextended front and threat of a second invasion
from the rear. He has plenty of time to win, and
unless | can find a way to free some units there's
nothing | can do to stop him.
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Allied Nov. Il Move: The German has not attempted any attack
or builds, but the Allies launch 4 attacks. The US 3rd, 45th, and
Br. 56th Divisions provide the bulk of the muscle for a 3-1 vs the
German 65th Infantry which reduces itto a 1-2-8 and forces a
retreat to $39. 23 Bde and 201 Gds become inverted counters in
absorbing Allied casualties, The 1-3 soak-off against HuD costsa
step each for the Canadian 1st and British 5th, but also reduces
HuD to a 3-6. The 1-1 against the German 1st Paratroop results
in the latter losing an Ersatz unit while the Br. 41h Bde loses a
step. The US 36th Division loses two stepstoa 2-3-12ini1s 1-3
soak-off vs 16th Panzer

11 NOVEMBER

The Allied plaver demonstrated a very small
sense of proportion this turn. The attacks in the
north significantly weaken the Allied Army for little
positional gain—though luck on these attacks
ranged from average to extremely good (Hul)'s
position was forced!). The German is over-
defending the north 1o begin with . . . “stretching”
that part of his line won't do much.

The big mistake was the 1-1 against Ist
Paratrooper and the Ersatz units, coupled with the
1-3 against 16th Panzer (doubled). Because of the
ERS units, Ist Paratrooper won't be weakened. The
only gain is the hill position—against an expected
Allied loss of 2.84 steps (1.16 on the [-1; 1.67 on the
1-3). How about an aitack against Salerno? A 1-1

against the Salerno heights—with a 50/50 chance of

aking Salerno—has an expected loss of only 2.33
steps—a half-step less, with the same chance of an
immeasurably greater gain! I hardly consider four
factors  (doubled—effectively eight) a “strong”
defense—the Allied plaver is depleting his forces
attacking far less valuable positions that are equally
strong.

Maybe it is confusing the Germans, though. On
the Axis half of the turn, the garrison on the hills
overlooking Salerno was reduced— yes, reduced—
to three factors (doubled—effectively six)! Thanks
to mud, the Allies still can’t get more than 1-1
against the position . . . bur isn't that enough?”

The German line is otherwise strong, excepi that
the 26th Panzer unit could have been stationed at Q-
44 instead of Q-43. This would have been effectively
doubled due to the high appenines, and would have

better held that area, The 65th Infantry is only
partially protected by its position . . . but given that
the Allies are attacking north, the 94th Infantry
should prove more tempting.

Allied Nov. IIl Move:

The Germans are very strong. IU's not impossible
that they could annoy me with a counterattack, but |
suspect they'll prefer to hushand their strength
against the 2nd invasion,

| have available a small invasion force, including
the arriving 1SST. This may annoy him a bit, but |
will just press on extending his line until Dec 111

GERMAN NOV IIIL:

Again, my deplovment may look a little strange

but legal — because I've shilted around in
considering an offensive. Frankly. those “blows into
the air™ up north are starting to hurt they
lengthen my front, and make my lundamental
problem more fundamental than ever. “Unit
hunger™ is starting to set in,

Therefore, | was going to hit the British Ist Para
at §45 at 4-1 odds. It wouldn’t really hurt him, but
he would have to call off that northern offensive a
couple of turns to put the situation right. The reason
I called it off is because | just can't afford to get
committed to an east coast offensive while laced
with a threat of west coast invasion,

However, now that | think about it — since he
hasn’t invaded vet — he's probably not going to do
so until VERY late in the game. The reason being
that my Second Invasion Reaction forces would
have no chance of coming down from the north

Allied Now. Il Move: The Germans have rebullt 3rd Pz Gr to full
strength and even have an uncommitted Armor Ersatz unit 1o
their credit. The Allies rebuild all their losses and attack the
German 94th Infantry at 4-1, eliminating the accompanying 1st
Ersatz unit while dropping 82/505 to inverted counter status.
The Allied player has 6 replacement units saved in Sicilia
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hoard edge and getting into action before the game
is over,

That being his plan, it's clear 1 must stop the
second invasion with force already on the board!
Which means | must find a way to shorten the front
and create those reserves! And right now he's got my
forces stretched tighter than a high wire in dead
winter, He's got me. All | can do is stay alert and
look REAL hard for a mistake on his part — any
chance for an offensive operation — | don’t think
he's expecting an offensive, because I've been
plaving pretty passively and it’s hard for me to
concentrate any substantial amount of force.
Nonetheless, that’s about my only hope — a sudden
counterattack that will gain some territory and
shorten my front.

Frankly. the harder | look. the less likely any
such opportunity seems. It's a dismal situation.

111 NOVEMBER

The Allied plaver still pressed northward this
turn. True enough, the German line is being
extended . . . but opportunities to actually capture
objectives are still being ignored. It certainly would
not fwrt 1o place some strong units within 12
movement factors of positions from which to attack
at Salerno . . . looking forward to a high-odds
arrack.

The German player, meamwhile, continues to
ignore not only the potential threat ar Salerno, but
invasion threats as well. Admintedly, the potential
Allied invasion force is small . . . but one or two
German units in critical spots can do a lot 1o disrupt
invasion possibilities. | can only assume thai these
two plavers have played this before . . . and that the
German plaver has some intuwitive idea of what the
Allied plaver won't take advantage of. Whai I find
funniest iy that the German player speculates on
taking the offensive and complains of a shortage of
units, almost within the same breath! If the German
plaver were truly piece-short, 16th Panzer would
nat be sitting back in a position of only minor
usefulness and only an ERS unit would bhe
reinforcing  29th  Panzergrenadier, if anything.
Between Ioth Panzer, 3rd Panzergrenadier, and one
or iwo spare ERS units, there's adequare sirength o
Jully defend Salerno and do a bit of screening
against potential invasions.

Nov. IV Allied Move:

On the northern flank “Operation Stretch”
continues. To the South, [ figured that the attack on
Salerno couldn’t lose. Although | had not planned
to take Salerno at this time, its weak garrison
alforded an opportunity too good to pass up.
ALTHOUGH Salerno did not fall, the Germans
were lorced to divert more units south, which suits
my basic strategy just fine: fewer units for coastal
defense, and more units which I hope to cut off
south of the Volturno River,

GERMAN NOV IV:

That 1-] assault against Salerno gave me a real
scare. | was careless, then lucky.

But the attack made me realize something else.
Right now he needs two more cities to win. If he
takes Salerno, he needs only one city—and can pick
it off at leisure on a last turn invasion,

If I hold Salerno, he needs two cities—and the
only second invasion prospect for that is Anzio,
where both Anzio and Roma are objectives,
Therefore, by holding Salerno, I force him to invade
al Anzio! And, secure in this knowledge, that is the
only invasion arca | really need to defend.

At last | have some sort of strategy, i.c.. hold
Salerno and prevent him from taking BOTH Anzio
and Roma on a second invasion. Also, | must
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remember that | need a continuous front on the last
game turn to win. I may vet have a chance. But it will
be close! I Salerno goes. | have no chance as he can
strike anywhere!

And so | have strengthened my line accordingly,
Frascati unit may appear weak at P-48, but | can’t be
strong everywhere. Cassino isa false objective; 1 can
easily stop him if he drives on it through the Frascati
unit and would much prefer that to his northern
offensive anyway.

IV NOVEMBER

BRAVO! The Allied plaver has finally made the
attack thar might have put the game in the bag. It's
too had the attack wasn't at higher odds, bur—even
as is—it was a good attack to make. It was just
helow-average luck thar it failed.

Meanwhile, “Operation Stretch” should proba-
blv be called “Operation Procrastinate"—despite
the strengith of the German Line, that sirength in the
North should be used further South.

The Germans, in their part of the turn, should
have stationed more force ar P-48—it's annoyingly
tlose to Cassino—even if that meant fewer defense
factors at places like R-37 and/or P-46. Similarly,
the German playver should be thinking seriously
about invasions. Even now, st Paratroopers could
be surrounded—Ilater, the potential will exist for
other units.

At least, the German plaver now realizes the
importance of the Salerno position. His analysis is
pretty much correct except for one thing—he musi
assure that an invasion taking Naples would not
also bag Salerno by outflanking the position.

Dec. 1 Allied Move:

The Germans did reinforce Salerno. My plan
will be in trouble if they put even 2 defense factors
(=4) on Vesuvio, as that would ruin a Napoli
mvasion. Also. the best | can get against the
Caserta/ Salerno units which 1 hope to trap will be 1-
[, so | will need a little luck, Nonetheless, it's clear
that he is only thinking of a Roma invasion, so | will
enjoy startling him! I note that he is weak north of
Isernia.

I don't really expect to take Cassino by direct
attack. as it is just too stronga position, but 3-1 odds
are hard to come by, and it gives him one more
worry. He can also worry about an invasion armada
at Ortona and Vasto.

GERMAN DEC I:

Still he doesn’t invade! I'm convinced more than
ever now that my analysis is correct.

[ have some strong local superiority but don’t
dare attack because | don’t want to get pulled out of
position. When the invasion comes | need as many
movement options as possible.

I DECEMBER

The Allied plaver correctly picked out the
Frascati unit as the point to attack—significantly
threatening Cassino. A significant invasion force
has also been created. The position of the st
Canadians is unenviable . . . but the German player
would be foolish to amass sufficient forces for a
good atrack at this stage.

Instead, the German plaver wisely beefed-up the
Cassino area. Note that if an invasion occurs at
Rome, 10 enter western Rome on the first turn, HuD
must be attacked across a river—i.e., doubled! In
fact, the Frascati unit might better be placed,
perhaps with an ERS unit, on Vesuvio—guarding
the rear of those German units near the invasion
area.

Allied Nov, IV Move: The Germans have taken advantage of
their withdrawal in the north to rebuild HuD and the 85th
Infantry and now have two Armor Ersatz Replacements in
raserve. The Allies attack Frascatiat 1-1 and are forced to retreat
to N61 but destroy the Ersatz unit in the process. The Allied 23rd

Dec. 11 Allied Move:

| decided to try to cause the most trouble
possible all along the front this turn to maximize the
impact of the invasion, next turn. The results far
exceeded my hopes. Since there is little time left to
refit units, 1 allowed two units to be destroyed in
order not to reduce the strength of the surviving
units,

GERMAN DEC II:

That was quite a slam, but depite losses it only
shows that my line can take it. And time is now fast
running out.

And so I'm digging in for the storm. He MUST
hit at Anzio! Well. let him come —he can have Anzio
or Roma-—but not both,

I DECEMBER

This turn, the Allied player launched mass
attacks to keep the German busy—so obviously that
a lll December invasion is almost certain. In this,
the Allied plaver was lucky—the roll of one against
I5th  Panzergrenadier puis serious pressure on
Cassino, while the success against the 305th infaniry
should force the German ro guard that much more
of his line against attack from the rear. Unfortunate-
v, the German failed ro do this.
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Allied Dec. | Move: The German neither builds or attacks and
still maintains an Armor Ersatz unit off the board. The US 3rd,
45th and British 5th Divisions provide the bulk of the power fora
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Bde becomes an inverted counter after taking partinthe 3-1 on
HuD which reduces that unit a step and forces it to retreat to
38, The US 36th Division and 82,505 are rebuilt leaving two
replacements at Foggia and only three at Sicilia.

The German line is generally quite strong—
provided there is no attack from the rear. The
danger to Ist Paratroopers shows up clearly in the
events  of [l December . .. but the danger 1o
Salerno is equally great.

There was a minor rule violation. The Allies are
over-stacked ar Ortona—23rd US Inf., 5th Brit. Inf.,
and 4th Brit. Arm. Bde together total nine stacking
points,

Dec. II1 Allied Move:

His positions were ideal for my planned
invasion. | am delighted to have destroyed Ist Para
Division, but it may prove a hollow victory if L don't
do better around Salerno, or have some extraordi-
narv luck at Casino.

GERMAN DEC III:

Can't win 'em all! This is embarassing, to say the
least. | completely forgot that with the end of mud—
an ally | had grown accustomed to—all sorts of
things are suddenly possible at Napoli. This is an
incredible catastrophy! 2nd Para division complete-
ly destroyed! Hud, 29th Panzer and Herman
Goering surrounded at Salerno! There's hardly a
German unit in southof Italy that isn’t badly shaken
or isolated.

" 3-1 on Frascati which destroys Ersatz 3 and retreats Frascati 1o

Venafro. The 23rd Bde is rebuilt, leaving the Allies with 3 ®
Replacement units in Sicilia.
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Allied Dec. It Move: The German has pulled HuD out of the line
and rebuilt it at Roma where it is joined by Frascati to form a
mobile reserve. The Allies attack along the length of the front
with good fortune. The 305th is attacked at 1-1, is reducedtoa 1-
2-8 and retreats to N55. The Cdn 1 Bde  is destroyed in the
attack The US 34th and 36th Divisions in
conjunction with the Rangers attack 3rd PzGr at 1-1, and

Moreover—confound!—1've just realized that
Salerno has actually been FRIENDLY TO THE
ALLIES ever since they attacked from that hex on
Nov IV! (See rules, Page 10, “Friendly Terrain”).

Nonetheless, my move into Salerno itself is not
forced. | could simply move a unit from the adjacent
mountain hex into Salerno to make it friendly, and
move right back into the mountain in- one

Allied Dec. Il Move: The German falls back and weathers the

Allied anacks well. He takes advantage of the withdrawal 1o
rebuild 3rd Pz Gr 1o 3-4 status and the 3056th Inf back to a 2-4-8.
The Allied Znd Invasion hits with devastating effect at Napoli but
the Allies may have waited too long to play their ace. Ports are set
up in Napoli. The German 2 Para loses 2 steps o a 4-7 and
retreats to L52. The Fr 4 MT Bde is eliminated in the attack 1o
satisly Allied losses. 1st Para and Ersatz 4 are completely

S
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although forced to retreat, do eliminate a step from the 3rd PzGr.
Elsewhere the 82/505 is destroyed in a 1-2 vs 16th PzGr but
causes the latter unit to lose a step. In the north, the German 2nd
Ersatz Armor unit is eliminated and the balance of the force
retreats to T35, Br, 201 Gds and B2/325G both lose a step and
become inverted counters. Only two Replacement units remain
in Sicilia

movement phase. Nonetheless, my chances are best
to hold in the town itself. Notice. my units in
Salerno are isolated and will be automatically
eliminated at the end of DEC 1V turn. But that
would be game’s end and would leave Salerno
friendly to me because the Allies would have no
movement phase in which to take the hex, This way
he must attack it.

s T

Caserta which cuts off

their retreat. The 1-1 attack on 29 PzGr by the British 7 Armor

and US 34th and 36th Divistons is repulsed but results in

reducing the German unit to 3-5 strength. The all-important 1-2

on Herman Goering succeeds in eliminating 1 step of the unit

and reduces it to 6-7 status but fails 1o hold its ground. The

British 1st Division must retreat to M59 and the 2 Para Bde is
eliminated in the attack.
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| must also assure that he has little chance of
staying in the Cassino hex, even if he does attack
from it. Because | can counterattack from it on the
last turn and again make Cassino friendly to me on
the last turn no matter what the outcome of the
attack.

Finally. | must assure that at the end of my last
movement phase | can form a continuous front as
per victory conditions. But | think the invasion
reaction forces will guarantee my ability to do
that —even though they are too late to get into the
action.

The situation is very grim. Everything now
hangs on Salerno, Who would ever have thought it?
I'm sure anybody who has followed the game this far
can appreciate how shaken I've been by recent
events and unexpected developments. But now a
certain numbness has setin, and | am resigned to my
fate whatever it is to be! Moreover, | find it
absolutely fantastic that | actually still have a
chance despite the incredible debacle of DEC 111

I'he turn of a card, the throw of a die —and there
‘lies victory or defeat.

11l DECEMBER

The basic idea of the Allied invasion was 1o grab
Naples and capture Salerno. Strangely enough,
NEITHER was accomplished. First, Naples. If you
check the position of each Allied unit that landed,
vou'll find that the allotted three movement points
do not allow any of them 1o pass through Naples
and get to their final positions!

The Allied attack on Salerno would have been
successful even if Herman Goering hadn't been
retreated, but it was necessary that there be no
ALLIED retreat. There was only a 1/3 chance of
this at the 1-2 odds used. It would have been far
smarter to put 7th Armored Division ar P-59, and
the brigades and regiments ar O-60. That way, if
either arrack had been successful, Salerno would
have probably fallen. (Admitiedly, both lost, but
that doesn’t change the probabilities).

While fortune was not kind to the Allies this
time, nor was it rerribly cruel. 1-1's and 1-2's do not
usually succeed—strategy should not be based on
their doing so! In any case, good luck on the first 1-1
has pur Cassino in significant danger.

The German was somewhat clever in leaving the
Salerno Heights for Salerno proper. It means the
Allied player will be able to make a 2-1 rather than
Justa (-1 . . . but it also means a defender retrear is
necessary to capture Salerno—one chance in three
at 2-1, whereas there’s a 50% chance of the attacker
remaining where he is at 1-1. The heavy fortification
of Cassino is obviously necessary . . . but [ would
also have run 26th Panzer into Naples, and left
Frascati—perhaps with an ERS unit—ar K-52. It'’s
the nexi-to-last turn, and this would force the Allies
1o use valuable forces to occupy Naples. As is, the
game is riding on the Salerno attack alone. The
Allies have one chance in three of winning!

Allied Dec. IV Move and Final Comments:

The Germans have done the utmost under their
power to stave ofl defeat.

As Vince Lombardi said, “We never lost, the
clock just ran out!™

The Allies first approached Salerno at the end of
October. At that time | don’t think either side
expected. that the Germans could hold it for more
than a few weeks, 1 could have taken the city with a
series of frontal assaults, probably at 1-1. but |
preferred to win by maneuver rather than bludgeon.
and lost instead.
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Allied Dec. IV Move: The Germans hold their ground,
withdrawing enly anough to rebuild 26th Pz to a 5-6 and the
305th Inf to 3-5 status. The big Allied 2-1 attack on the Salerno
garrison fails to draw blood nor repluse either side with a die roll
of 4, The desperation attacks against the Monastery defenders
are both repulsed, although 16th Pz loses a step to 4-5 status.
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Allied Gains—Dec, 1 SIS
Push on Cassino i

Allied Gains—Dee, 11

Push on Cassino and Napoli
Allied Gains—Dee. 111

-As a result of 2nd lpvasion

Second Invasion

Salerno Pocket

Monte Cassino #
Dec. 1V Allied attacks ’
which failed to take Casina® or Salerno
Allied Victory Points (4) *

Operation Stretch -y
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, = e

AS THE GAME UNFOLDS. . .
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The game ends as the German puts his house in order to satisfy
the victory conditions. It is necessary for him to make three 1-4
attacks 1o make Cassino “friendly’’ 1o the Germans once again,
The outcome of these attacks is irrelevant. All German units in
Salerno are eliminated by isolation at the end of the turn, but
Salerno ends the game technically friendly to the Germans also,
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GERMAN DEC IV:

Whew! What can | possibly say? Who wouid
ever believe this that was not here?

The three 1-4 attacks against hexes 0-49, N-50
and N-51 make Cassino automatically [riendly to
the Germans again so it 1s not necessary to roll their
outcomes (which would be [rightening).

And so the sun sets on this catastrophe with Ist
Para destroved. several elite German units isolated,
and the remainder of the German army a badly
battered shambles, 1 really can’t say that my play
was all that clever or that 1 did a very good job with
forces under my command,

Nonetheless, the German continuous front
exists and Salerno and Cassino are friendly to the
German, Herman Goering division, 29th Pz Gr, and
Hud 44 division are isolated at Salerno and
surrender to the Allies.

The German has won the victory?

IV DECEMBER

The Allied player did not list the position of the
2nd Moroccans. I'm charitable enough to assume
they're supposed 1o be in Naples—otherwise the
Allies risk ity recapture by all that German force
near Cassino. They could blow a hole through the
units on the Garigliano River (e.g., lst SSF) at
high odds and roll through on a breakthrough
result! In any case, it doesn’t matter . . . the
Salerno  and  Cassino  attacks  weren't  lucky
enough (o make it.

END OF GAME COMMENTS
Both sides were guilty of some tactical blunders.
While shese largely tended to cancel out, overall I
JSeel the German played an inferior tactical game.
The hasic strategy for the German is quite simple—
set up strong defense lines and hold them as long as
possible. The occasional opportunity for counter-
attack does not change this basic situation. In
general, the German did this—bur not guarding the
rear of the main line against invasion was a serious
ontission . . . and the often weak defense near
Salerno would have been, had not the mind of the

Allied plaver been on other things.

The Allied player, on the other hand, while
occasionally sloppy (e.g., over-stacking, and neg-
lecting to pass through Naples), was guilty of a very
serious strategic hlunder—trying to be too clever.
Diversionary  attacks . . . subtle  maneu-
ver . .. misdirection . . . these are all designed 10
accomplish in a roundabout way that which cannot
he accomplished by direct methods. This was not
the case—a straightforward approach would have
heen far mare certain. The Allied player seemed
positively reluctant 1o seize his objectives . . . that
was hiy real downfall!

The magnitude of the Allied defeat becomes
niore apparent when luck factors are considered.
Except for the last turns at Salerno, the Allied
plaver was fairly lucky on low-odds die rolls.
Overall the same was true—in 29 die rolls, the
average Allied roll was 3.14 (compared with a
statistical average of 3.5). In those 29 rolls, only two
sixes were rolled, compared with six ones! A large
number of 4's were rolled (ten)—one at the crucial |-
1 on Salerno in 1V November—but generally, luck
was with the Allies. In a well-plaved game, the
outcome will not depend on a few crucial die rolls, as
was the case here.

In sum. then, I would have to say the Germans

plaved a berter game.
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More on Compartmentalization » v

Ronald Mazurkiewicz has come up with an
‘excellent addendum to the Playing Aids Compendi-
um of a year ago. Having used his sysiem to improve
unit storage in our own games we can atlest to the
wisdom of his plan. Unfortunarely, the cardboard
trays he used as the basis for his system are being
phased out of production due 1o inflationary
production costs. The next step will be construction
plans for the trays themselves. In the meantime,
adapt the travs you do have to this excellent system.

On page 4 of this issue's insert you'll find plans to
full seale for one of the storage trays described
below. Although the paper is thinner than what is
Fecommended it should give vou an idea of how the
svstem works., We dressed our sample up a bit with
diagrams of the counters to be included in each
compartment section. Three of these travs will fit
quite snugly into a standard bookcase box. If vou
like this playing aid, indicate it by marking the
proper section of the Readers Response Page. If
there is sufficient interest we'll continue 1o present
such plaving aids on the backs of future inserts for
your use.

1 have always thought of making tray compart-
ments for AH games but never did anything until
seeing the article in Vol. |1, No. 1. After seeing the
photo on page 15 1 thought of this idea which I think
you'll see is a bit better. An advantage of this style
compartment tray is that it takes no staples or glue
to hold it in place, although you can use themif you
want to, Even more important, due to the design,
there is no way for pieces to slip under the barriers
from one compartment to another. When put in a
gamebox with the gameboard in place, the pieces
will be held in their compartments by the game-
board resting on top of the dividers. Furthermore |
was surprised to find that the trays provided with
AH games are of enough precision that if the
compartments are made to the indicated dimensions
they will fit any AH tray. It’s definitely worth the
cffort to make these compartmentssince separating
the pieces speeds set up time and takes a lot of
tedium out of game playing.

The material used was thin manila cardboard of
the type used for file folders. It doesn’t matter what
kind you use, just so longasit’s thin, The dimensions
are indicated in Diagram #2. After drawing the
dimension lines, the next step is cutting and then
folding the strip. It's a very good idea to cut lightly
along the lines you will bend the cardboard on so a
neat straight fold is achieved. Cut on the opposite
side to the one vou bend toward you as shown in
Diagram #1:

@ cuT LLiJTLY

BEND

The only cutting that has to be done separates
the side flaps from each other. Cut along the short
lines from A to B all along the sides of each strip:

After this is done fold the strip so the dividers
between each compartment are formed:

Now the side flaps must be folded up. first the
large ones which form the acutal sides of the
compartments:

@

LARGE SIDE FLAPS

Next the small side {laps must be folded over.
They are important since they will keep the dividers
firmly upright when the compartment is finally in

place:

SMALL SIDE FLAPS

Looking from above the compartments should
look like this:

®
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Two of these folded strips are needed to form the
compartments for one tray. They are fitted into the
tray from each end and overlap in the middle.

DIVIDERS m .

SMALL SIDE FLAPS

-~
T 7. LARGE SIDE FLAPS
SHETING,

At first it will be a bit difficult to fit the
compartments into their tray, but the fit must be
tight to keep them in place. Make sure that the last
divider side, the one which fits next to the end of the
tray is firmly fitted up against the tray's end wall,
especially at the floor of the compartment. Use your
finger tips to force the compartment in place:

hhhl

I

\A-H TRAY

Since the dividers will want to unfold themselves
and straighten out, you will have to compress them
like a spring to keep the folded strip in its half of the
tray. The tricky part comes when you try to overlap
the two compartment floors in the middle of the
tray, since both strips are trying to unfold
themselves at the same time. After your first struggle
however, vou should get the knack easily. One way
to simplify matters is to use large more expensive
sheets of manila or other thin cardboard, and make
each strip twice as long (leaving out the extra
duplicate bottom for the middle compartment). |
used the material | did since it was readily available

— and cheap.
&

-
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Gentlemen:

| noticed you were soliciting opinions about
vour latest game release. 1776, In the view of the
fact that the only comments | have seen on the
gime were misleading. i.e., that they suggest that
the game is too he weighted in favor of the
British, | venture to offer some unsolicited insights
wined through the bitter school of harsh experi-
ence. | have played the campaign version of the
game severnl times with a group of witrgamers at
Western Wlinois Univeristy, and we have found
that the game i without exception the most
dramatic and unpredictable of your entire line. It
is for this reason that | wish tocorret the erroneous
report that the British will consistently overwhelm
the Contingntals, Here are some hints that you
might wish to include in future articles on the
l.','imc.

o not hesitate to be scrupulous in your
vhservance of the rules, and encouraging vour
oppanent to do likewise, In spite of the incredible
kngth of the entire campaign game, a single
miscaleulation in the cost of movement can be
disustrous, especially for the Continentals, lgnor-
g any part of the rules for movement will give a
decided advantage to one side or the other,

Hecome [amiliar with the potentials of your
troops is guickly as possible, and again, don’t
negleet any of them. A British commander who
fails to utilize the option for construction of
buteaus. for instance, will soon lind the Continen-
tals running rings around him, It should be
mentioned that although the notion of a 30 page
tule book may be inhibiting, il you take the game
in stuges as suggested, it is easy to acquire a
working [amiliarity with all ol the options,

Use you militia, The worst thing your militia
can do is to hole up in a fort somewhere, as a
girrison for Dismal Swamp or something. Their
best use is to impede the movement of your
opponent, even when sucrificed to Automatic
Victory, The Continental can drive the British to
teurs doing this, especially when it takes them 14
months 1o get from New York to Philadelphia, OF
course, any chance you get to inflict casualties on
your opponent’s regulars with your militia should
he taken,

Remember that while the British have a
tremendous numerical advantage to start with, the
total size of their army is for all practical purposes
finite, while the Continental Army is potentially
infinite. Therefore the British cun no more afford
large buttles at low odds than the American.
Furthermore. the fact that the Continentals can
libernte un entire area by taking a single strategic
city, mikes the British extremely vulnerable to
having large numbers of his troops tied up by a
smaull ruiding force that can move fuster thun they
can,

Two tips for the Continentul commander,
First. plan ahead. Dont be caught by winter
reduction with laree numbers of troops in a high
percentuge reduction zone, Shove excess militia
nto zones completely controlled by the British,
since vou won't get any replacements in those

as. Secondly. if you are playing the long
campaign game, be prepared to leel like you are
losing for three vears. Don't be too quick to throw
in the towel. ly, if you can survive until
the French arrive, you'll probably win. Incidental-
Iy, what the French add is mobility, rather than
strength. Managed properly, there is no way the
British can defend all areas once vou have control
of the sea.

17 vou are the British commander. there is one
thing 1o remember: don't split your forees, Planto
tuke one arei ut i time, and stick to your plan no
mattter how weak the Continentals look in the deep
south. Raids to take cities along the coast just
hefore mterphase are fine to keep the CA strength
Irom building up too rapidly, but don't invade an
ated thut se't adjaecent to one you occupy in
strength, 11 you should fail to win before the
French arrive, stay away from the coast with large
forces. The American will try to catch pieces of
your army with the French fleet adding just
cnough to his overlind forces 1o get good odds on
vou, I this happens, you will gain a new
appreciation of Yorktown,

1 know. 1did.

Stephen B. Tiew
Curbondale, 11

Yook Aok

Gentlemen:

Congratulations on Vol. 11, No, § of the
General, In my apinion, this was the best issue to
date. My opinion of this issue is colored only

Letters to the Editor

slightly by the fuct that it contained my article,
“Richthofen’s War Anulysis.”

Alter reviewing my article, | wish to correct
two errors appearing in it. On manuever diagram
E on page 12, the column of numbers directly
below the aircraft in the center of the diagram is
incorrect, Instead of 7,7, 8, it should be 7,6, 7, 1
apologize for this error and hope that it caused no
one any inconvenience (or casualties),

David Bottger
Mishuwaka, IN

oo fokok

Dear Sir:

In two issues of The Avalon Hill GENERAL
I noticed that Comput-A-Dice was mentioned,
(Vol 11 No. 1."A Compendium of Playing Aides”
P. 16 Col. 3 and Vol, |1 No. 4, “Letters to the
Editor™ P, 29 Cal. 3). In both instances | noted that
this item was referred 1o as Radio Shack’s
Comput-A-Dice. To the best of our knowledge
Comput-A-Dice is nota proprietary item ol Radio
Shack and is available through other retail outlets.
Our Company, Century Game Associntes, s one
of these outlets, We are a4 mail order Compuny
carrving wargames and accessories from a variety
of manufacturers (Avalon Hill included).

Comput-A-Dice is available all year long, for
£3.99 (Postage included), by writing 10!

CENTURY GAME ASSOCIATES
P.O. Box 539
Willow Grove, Pa, 19090
Pa. Residents add 677 sales Tax,

We would appreciite vour setting the record
striight on this matter.

Edward L. Dauginas
Century Game Associates

Ed, Note: Not only will we set the record striuight
hut we'll ndd that Century Game Associates will be
present at ORIGINS [ to sell their wares,

b2 0.0 ¢ ¢

Mr. Greenwood:

| think thut | should offer congrats on the
issuunce of Panzer Leader. 1t is probably the best
game on the market. Every facet of the game
makeup s near perfect — components. balance,
yuality, rules, ete. | commend you on this super
effort,

Now for some additional thoughts — | hope
that vou will not sit back and let this game vegetate
as Panzerblicz did 1o some extent. Yes, | know of
all those Situation 13 but they are not the real
thing, Thank goodness that you finally published
all those wonderful new scenarios by Robert
Harmon, in Vel. |1, #4. They lend a certain
“newness” and authenticity as opposed 1o “choose
your units and light for board two.™ | guess what |
am saying is don’t be afraid 1o put out some new
Panzer Leader scenarios — twenty is nice buta few
more certainly would not hurt.

I hear rumors that you are doing a desert war
type Panzer Leader — il this is true proceed with
utmast speed as | cannot wait, The list of games
that you are thinking about doing has aroused my
interest. So much of it seems to he material that
S&1 has done ne — that is not 4 Knock, as
Third Reich 1o WW [ and Panzer Leader to
Panzerblitz are preat improvements game-wise,
and component-wise you have no match. | wish
wnd hope that vou will do more games more often.,
even il they are “just™ big improvements on
“established” ideas.

111 wits to stm up this letter | guess it would
be “keep producing.™
Steve Spoulos
Pucificu, Calilornia

Eel. Note: We've gor 1o agree that it's (ough 1o
think of a really popular title that hasn't been done
hefore by somebody else. But that doesn’t mean we
can't approach i differenily and try 1o make a
hetrer game, Lesi there he any confusion | should
aeld that the desert warfare game we're work fng on
will not wtilize the Panzer Leader system,

Dear Editor;

1 {found the *Defending Russia” article by Mr,
Bartlett in Vol 11, No, 3, to be very interesting,
This defense which appears to be a variant of the
so enlled “hyper” defense is a good one. A player
using this defense stands o decent chance of
winming {f the rest of his play is comparable to the
delense,

Mr. Bartlett mentioned that he considered the
defense imperfect but nevertheless strong. A lot of
plavers might feel “awed™ by this defense and not
know the best way to go about attacking it. May |
offer the [ollowing suggestions,

Ihis defense offers three 2-3-6%. Take them.
Some defenses only give two. A 4-0-4 can be
pliced on LL-14. The 4-6-4 has to be fought for,
the 2-3-6 in reserve can be used fora 3 square delay
on the following turn, Don'tattack the 6-9-612-1
or 3-1: attack it at 1-2. Using the PBM table vou
have 400 chance of success. A D-back 2 takes the
river this turn. An exchange Kills the viluable 6-9-
6 and the river fulls next tuen. The Russian player
is offering vou basic odds attacks on (3) of his units
on CC-14. Take it. Whenever the German plays
can getl decent attacks against undoubled Russian
units he should hit them, Yoo can make one of the
(3) following attacks:

. One big -1 (a0 40% chunce of killing (3)
Russian Corps — expected losses are: Ger, — 7.8,
Rus  7.2)

2. One 1-2 (watch the Russian players teeth
fall out il you roll a “27. expected losses: Ger
45 Rus  3.6)

3 A 2-1and i |-2{an 89% chance of remaining
on the syuare, expected losses: Ger 6.2, Rus
6.0}

Attrition attacks against undoubled Russian
units eurly in the game can pay big dividends later.
he last suggestion is @ moderate gamble that, it
successful, will really burn the Russians.

Ever hear the story about putting all of your
eggs in one basket? Well, Brest-Litovsk is the
basket, You attuck the two 7-10-4% there at 1-2,
You have a 404 chance of either killing both of
them or retreating them to CC-15. Either way the
Nemunas River fulls next turn and you ire on your
way, ahead of schedule by far. With two 7-10-4'
deud the Russian player will be hard pressed to
form a 3-1 proof line anywhere for awhile, By the
way, never attack from BB-14 against this defense

s a trap and a might costly,

Other than the above mentioned attacks sit
tight on the frst tuen and threaten an advance
through Hungury. Attack the Russians later when
he hax 1o spread out a little,

Robert Beyma
Hampton, Va

oo Aok

Gentlemen:

Re: Mr. Car] Hoffman's letter in the Volume
Il #4 issue of the GENERAL, Mr. Hoffman tells
us that there is an “overblown alfection for
Naziism [which] s fairly widespread throughout
wargaming and is probably the most distressing
aspect of the hobby.™ argue, and | hope | speak
not only for mysell, but for most of the
‘professional Germans” mentioned in his letter,
that it is not Hitler’s cause, the Nazi cause, that
uttracts most plavers to the German side, but the
‘romantic’ ligures in the German arsenal, Oh,
possibly. the regalia of the Third Reich attracts
some. Bub, certainly, few wargamers will be
attracted by the vast amount of blood shed on
account of Hitler and his closest cronies, No, 1
think | can definitely state that the attraction of the
Germans to many wargamers is not the Nuazis or
their cause, but the Wehrmacht. the Kreigsmarine.
and | or the Luftwalfe, Insolar as his statement that
there is nothing romantic about the “Siaughter of
upwirds of 25 million people™ goes, you will find
that almost 90%. if not more, of these murders
were perpetrated, not by the army, but by Nazi
arganizations; the Gestapo, and the infamous 85,
These orgnizations were opposed, and looked
down upon. by most German military leaders,

T sum it up. the Nazi ‘cause’. as such, does
not figure in the average ‘pro-German’ player's
motives, Instead, itis u certain kind of empathy for
the German people; army of 193945,
Jonathan Penner
Landmark, Manitoba
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Dear Sir

My November-December issue plenses me
muchly —or it one article does: “The Pieces
of Panzerblitz2.” | admit I'm partial to that game,
and perhaps the Srafingrad {reaks were disap-
pointed this time, but / liked it, and that one article
will probably make me renew the magazine, With
the addition of *Bevond Situation Thirteen™ | felt 1
was getting a new game of Panzerbliiz {or free, and
we all like that leeling.

Most of Mr. McAneny's comments were
reasonable, some were helpful, and all were
interesting, even when | felt like arguing (1 think
the Crash-hoom came in o high-velocity long
barrel form. ete,). It was like comparing cars witha
neighbor, back when | used to care about cars.
Now I'm a salitaire Panzerblitz freak, u few times
a year. L suggest another article on the same theme:
 tactical lessor by a good player of some of the
technigues MeAneny mentions. Your tournament
replays have not been helpful thus far,

Carl Hoflmann's letter criticizing the Reicho-
philia of many game fans speaks for me also. |
huve u sneaking affection for the reichswehr too,
and when the dogged Russian masses grind them
down again in one of my games | feel personally
deleated; you've built the romance into the Reich
« o burall those Panthers and Elefanten were built
by slave lubor under wretched conditions lor the
purpose of enslaving vet more Untermenschen,
Please remind your designers. and once in awhile
vour readers, of whose side we are on.

Michael Orth
San Luis Obispo, CA

FokAAok

To the Editor.

In Vol 11, No, | of the Generalyou published
i letter written by Lew Pulsipher which contained,
among other things, some information about the
Midwest Gaming Association, I0's possible that
Lew's description ol our club publication, the
Midhwest Gaming Review, has misled some of your
readers.

According to Lew, MGR is devoted to club
information and gaming news only, and carries no
articles. This statement is incorrect. It is possible
that he meant to say that it carries no articles on
military history, which is true,

Club refated materialand gaming news (short
reviews of publications and announcements of
events) take up about one sixth to one quarter of
cuch issue. Most of the remainder is devoted tof
articles. We 1ey 1o cover all aspecis of gaming:
design, variants, play. psvchology. politics, ctc.
For example, the latest MG R (#8) contained a fine
article on Indian Chess written by Lew
Pulsipher.

Len Scensey
Midwest Gaming Review

Fodokok ok

Drear Sir,

| am greatly pleased by the new AREA
service. It is destined to b a land k in
wargaming. | hope you realize the significance of
this move. it will bring us up to par with the chess
world. Every issue you have something new and
wonderful for us; first it was the Elite club, then
Origins | now this . . . What next? | will probably
not be very active now, since | am in school.
However, 1 want this service to be successiul, so
count me in. Besides, it's a lifetime membership, so
how can | lose?

Roberto Camino
Huntington Park, CA

kKK
Dear Mr. Greenwood,

I've had the chance to play Third Reich twice
now and it is definitely o superb game, The multi-
player version is certainly the best way to go on
such a large scale und demanding game. Prados
certainly has estublished himsell as a good
designer.

I look forward to seeing strategy articles on
the game as well as a similiar attempt in the
Pacific. Frankly, the Mighiy Pacific sounds very
interesting even il its going to be hard to play that
scile with two players comfortably, By the time”
July rolls around | hope to have disgested R,

Juck Greene Jr.,
Simulations Design Corporation
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READER BUYER'S GUIDE

mmne: THIRD REICH suskc: Army Level Game of the
European Theatre of WWII

THIRD REICH is the 16th game to undergo
analysis in the RBG and fared extremely weall
with a cumulative rating of 2.57; 4th best to
date. What was really impressive were the
three 'best ever ratings posted for Play
Balance, Excitement Level, and Overall Value.
The game also did extremely well in the
Realism, Physical Quality, and Mapboard
categories where it did no worse than 4th. The
game would have easily set a record for
cumulative rating were it not for an expected
poor performance in the Ease of Understand-
ing category where it managed to best only
1814 among prior RBG rated games.

The Components rating probably suffered
from those who believe they were shorted
Neutral counters, but the game is designed to
have only 2': counter sheets. It is improbable
tha, more than a few neutral counters would

$10

the players to apply the examples given to
other countries in other situations. Neverthe-
less, the rules do stand as the major
drawback—tending towards repetition and
lacking good organization. A list of clarifica-
tions was printed in Vol. 11, No. 6 and will
eventually replace section 13 of the rules in a
future edition,

When all is said and done however, THIRD
REICH presents an immensely interesting
subject in a highly innovative fashion which
makes for @ good simulation and a fantastic
game with a plethora of strategic decisions to
be made. It's main drawbacks are its length,
high piece density, and difficulty to pbm. These
are more than compensated for in overwhelm-
ing fashion by its novel game system and
situation—a statement readily backed by you—

Wean

Board Wargaming Tournaments e
Dealer Exhibition/Sales Area o

cost, On-campus Housing

DATE: July 25, 26, 27, 1975
PLACE: Johns Hopkins Univ.
Baltimore, Md.

ORIGINS |

WARGAMING/MINIATURES
NATIONAL CONVENTION

Miniature Wargaming Tournaments < Diploma-
cy Tournaments e Diorama Displays and Competition e Computer Wargaming e
Most Major Boardgame, Miniatures, Publications
Companies e Closed-circuit TV Demonstrations e Collector's Auction » Low-
More Activities Added Every Week!!!

LUNVENTION oo TAHC » 4517 Harford A e Balio Md 21214 & 301 254.5300

the raters of the RBG.

The playing time is a good estimate of the
1939 and 1942 Scenarios between experi-
enced players. The 1944 Scenario can be
played in under 4 hours while a Campaign
Game which runs the full length may easily
take 12 hours.

come into play at any one time so the “force
pool” counter mix method was adapted for
neutrals 1o conserve space.

We foresaw the Ease of Understanding
problem when we created the new complexity
level of Tournament IV for this game. Complex-
ity can't be avoided in a game of this scope,
even though we tried to lean towards simplicity
wherever possible in its design. Yet, the fact

Now, for the first ime ever, this hobby gets it all together in one BIG package by way of the
largest, most lavish, most exciting convention ever seen. With support from all the major
companies. clubs, and publications, this epic convention promises to be the landmark event
pf the decade. Everyone who is anything in the boardgame, miniatures, model, Diplomacy
fields will be there. Protessionally planned and executed, ORIGINS | will take place in the
new, luxurious Student Cenler (and adjacen! buiidings) on the campus of the Johns
Hopkins University in Baltimore. Get a carload of people together, hit the road, and we'll see
YOU at ORIGINS I!

For Pre-registration, Dealer Exhibition, or further information send an SSAE to:

Q. Can Russia declare war on Norway?

A. Not immediately, See 3.6 (pg. 12) where Russia
is limited to attacking only bordering neutrals
1941,

remains that the only complaint we hear more " }
often than “it's too complex"", is the other side 1. Physical Quality 2,12 CONVENTION' c/o T.A.H.C., 4517 Harford Road, Balto., Md. 21214,
of the coin—that the game is too simple and 2, lw. 2.47 Co-sponsored by interest Group Balnmore and the JHU Histonical Simulanon Society in co-operation
doesn’t include all the fine points to the nth 3. Components 2.34 with The Avalon Hill Game Company
degree. A game with as many strategic options
as this has, defies a concise set of rules for 4. Ease of Understanding 4.15
ible si ; 5. Completeness of Rules 3.22
every possible situation, The rules, of necessi- . *
ty, dealt with generalities and left it up to the 6. Play Balance 2.59 GENERAL beck issues are selling our faxter than we can revise the fist of those still ovailable. The
players 1o utilize common sense in applying 1. Realism 2.24 tollowing comprises the tatest listing of past editions still in stock. They sell for $1.50 plus postage,
them to situations as they arose. Were one to
- T OF
list examples for every possible set of national 8. f.ll:“!lllt l'“" ’ i?}g :a A I: '\I" : g : \: ? f. 3 lj :: ﬁ 5 z t'i Rlm 'T ;
moves, one would have an encyclopedia rather 9. Overall Value ¥ :‘ clalo|rlalelrlafjalr|rjz]iin i 1lalc|y .
thana rule book. And it is left 1o the abilitiesof  10. Game Length S hrs, 49 min. Al e 2 U 00 e B P B M el B il 3
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until Fall, Were Russia 10 take Finland,
Norway could be considered adjacent to their off

board boundaries and thus subject to attack.

Q. If an inactive Minor Ally is invaded, can

@

&
o=
Q. Th ] ed fa uni 3
Germany activate his ally simpl a Declaration -~ LG CNHMAWY aeccpled manner of. 8 uai .=
of War on his turn? yamplyby attacking out of isolation at AV odds to gain a £
A. Yes, and if already at war with the invader, supply for that AV has always been a mystery to : § g
activation of the invaded Minor Ally is automatic. me, . Y : a5
) ) o A. Us also. Somewhere along the line a GENER- L i g G 1 i1 23
Q. If a flect attemy a ion is dand AL answerman thought that a 1-1-6 was too weuk Vol 11.No. 4 | B i [ i A 35
suffers losses, can it abort the mission and return to pin down a 7-7-10 regardless of the supply Vel 17, No. & i T AT HIE 25
o pﬂ_n" . _ : situation. No one dared change sucha widely used Vol 11, No. 6 1 3l k- 3
A. 'r:s or it can continue on to a different ruling . . . until now, We are in the process of U 108100, Trom $5.01 to $7.00, add ] 5.;
destination. redoing the AFRIKA KORPS rules and rather e R g Gk 2 Tom g 9110 4RI 804, corscr 10 25
g . rom 10 $15.00, add ... ==
Q. During an Attrition Option, can a unit forced a0 change the existing rulebook to adapt to the from $3.01 10 $5.00, add ....... 15 $15.01 and up, ada 140 e

to vacate an occupied hex move into the hex the
attacking unit advances from if there are no other
units in that hex?

A. NO!

Q. Can attacking units move through undefended
Objective hexes during an Attrition Option?
A. Yes—during movement —not combat.

Q. In case of Allied Minor Variation 3, does the
entire French fleet join the Allies or is it halved
first like other Vichy units?

A. It is halved first.

PANZERBLITZ

Q. Do terrain qualifications affect odds or die
rolls in a CA atack?

A. Yes

Q. In situation 7, is the Russian player free to
move his other units as soon as the lead unit
comes within 3 hexes of the Germans?

A. Yes, but following Russian units must have
moved up the road in convoy fashion up to that
point in the time span of the turn,

Q. Do units which move onto mines in woods
or town hexes still add 1 to the minefield
attack?

A.No

AFRIKA KORPS:

ruling. we're falling back on the rules as written.
Thus in the new edition of AFRIKA KORPS (not
yet available), isolated units will not be able to use
AV to attack out to gain supply for that AV, The
supply unit must be in & position to supply the
attacker at the time of the attack.

Q. Suppose British units are in their second turn of
isolation, but the British player moves a supply
unit adjacent to the blockading German unit with
a 1-1-6 to make a 1-3 attack on the German 3-3-10,
During this attack, the supply unit is able to trace a
line of supply to the isolated units, Does this count
to break the isolation or must the supply unit be in
position at the end of the turn rather than during
the combat phase before its elimination?

A. The isolation is considered broken and the
process must begin anew.

NOTICE: Due to the great amount of chang.s in
the new BLITZKRIEG and WATERLOO rules
editions, questions and answers on the old edition
of these rules will no longer appear in these pages.
All future questions will be answered in light of the
latest edition of the rules in question.

out of stock
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VEAH TD CALL THEM SHOLK
TROLPS— ESPECIALLY IF
THEY HAVEN'T ATTALKED AT

LESS THAN 3( +o 1!

A fair warning—we have been experiencing a run on back issues
lately. By the time this is printed, it is quite possible that we will be entirely

Don'T wou HATe Poec
LoBERS



THE GENERAL

GEN CON VIl again looms as the biggest
event for wargamers in the Midwest with
another three-day event at Horticultural Hall,
330 Broad St., Lake Geneva, WI 53147.
Scheduled for August 22nd-24th, GEN CON VIl
promises to be just as entertaining as those
which have gone before with plenty of minia-
tures, boardgames, dealers, etc. Inquiries
should be directed to Tactical Studies Rules, 542
Sage St., Lake Geneva, WI 53147.

Cincinnati Games Con V is scheduled for
July 19th and 20th at Xavier University Armory.
Theprice is $1.560 per day at the door or $2.50 for
both days if preregistered, Campus lodging is
available for $6 per night. Further information is
available from A. W. MaclIntyre, 2729 Stratford,
Cincinnati, OH 45220.

The Miniature Wargamers of Western New
York will hold their 2nd Annual Wargaming and
Modeling Convention at the Adam Plewacki
American Legion Post at 385 Paderewski Drive,
Buffalo, NY on September 13th and 14th.
Among the scheduled events will be a Battle of
the Bulge Tournament. For more information,
please contact Robert Sillars, 5274 Thompson
Rd., Clarence, NY 14031.

Antonio Leal informs us that he is teaching a
course at UCLA this spring quarter entitled,
"The Art and Science of Wargaming™ as part of
the UCLA Experimental College. The course is
oriented toward the beginner in the hopes of
introducing more people to the growing hobby of
wargaming. With more and more universities
starting experimental colleges this seems an
excellent way to recruit devotees.

Japan is the latest country to be hit by the
wargaming craze as the photo above provided
through the courtesy of the Taiyo Trading
Company of Tokyo will attest. What little
wargaming that goes on in the land of the
rising sun up to this time has been confined to
miniatures, due largely to the tremendous
problem posed by interpreting the rules of
commercial wargames into Japanese. The
Taiyo Trading Company however will soon be
handling Avalon Hill games in Japan where
brisk sales are anticipated. And like their
western counterparts, the Japanese have
shown a marked preference for WWIl German
armor battles.

Infiltrator’s Report

“Carrying things a bit too far” might be the
comment of a visitor to gamer Paul Tombert's
abode in Washington, VT. Mr, Tomberg goes in
for wargames in a big way as is evidenced by his
mock-ups of KRIEGSPIEL shown above and
below. His unit counters are 2'" across mounted
on 2" plywood. As for the mapboard, that’'s nota
54mm figure there, but his 9 year old son!!

We have been advised of yet another use
for Avalon Hill games in the military class-
room. This time Captain Kenneth D. Phelps, an
Assistant Professor of AF Aerospace Studies
at Norwich University has authored an article
in the SEPT-OCT '74 issue of the Air Force
ROTC Education Journal on the classroom
uses he found for LUFTWAFFE. Captain Phelps
doubled the size of the playing board and
divided his class along a commander-and-
battle staff approach. The results were excel-
lent. In Captain Phelps own words: “Not only
did the students experience a vivid exposure to
the complexity of one segment of the history
course—they also saw at first hand the effects
of ignoring principles of war and organization-
al theory, which before had seemed academic
and not too relevant.”

Just one example of the rising general
acceptance of wargaming can be found in the
pages of Len Deighton's newest book Spy
Story. Deighton, whose Funeralin Berlin spent
many weeks on the best seller charts matter of
factly compares computerized military war-
games "with the latest new boxed game from
Avalon Hill'"" on page 144 of his new book.

Tom Oleson, the hyperactive devotee and
designer of ANZ/O is offering a free Errata
sheet to all Anzio players who request same
and include a stamped, self-addressed enve-
lope for the reply. Interested parties can
contact Tom at his 1200 High Ridge Lane,
Santa Barbara, CA 93103 abode.
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We fouled up the answer to Contest No. 63
when we wrote up the solution for Vol. 11, #5.
Our chief literary nincompoop switched the
target of the 75mm gun to the T-34. It can’t fire
at that unit because it is in a gully. The 75 had to
fire at the SU 76 which (using Real LOS) was
spotted by the Engineer unit. The Engineers and
infantry then make a 2-1 CAT on the T-34.
Overruns were not a factor because the main
German goai is to prevent the Russians from
exiting the board. His own casualties were of
little consequence. Our thanks to alert reader
James Vooys of Latham, NY for picking up this
error. The contest winners remain the same
however as the entries were judged correctly—
the error came in the writing of the solution.

Contest No. 65 involved moving 4 French
units to new locations to prevent the fall of Paris.
Actually, only the most glaring error (the lack of
depth between the 16th Infantry and Paris) had
to be corrected to be sure that Paris would not
fall. However, by moving three more units the
French player could present the best possible
defense against a maximum advance into
France. The solution consisted of moving the
10th Infantry between Paris and the 16th
Infantry;, withdrawing the Alpine Infantry to
Lyons, and shifting the 2 GCM 1 hex to the
west—thus offering the smallest possible gain
to a German exploitation through the south. In
addition, the Parisian air unit should be moved to
Lyons where it can cover both approaches.

Not a single person submitted what we
considered to be the perfect solution. Over 90%
of the entries were immediately tossed out
because they denuded the Italian front to shore
up the German border. Those who robbed the
Italian border defenses have done so believing
that any German penetration would be too weak
and could easily be repulsed by French counter-
attacks. However, the object of the contest was
to deny as much territory as possible to the
Germans, not to lure theminto a trap which they
may or may not have taken. Thus, any defense
which allowed the Germans to take Paris or gave
up half of France by default was automatically
classed as a loser. And moving the French
armored division to the north was just that—a
loser, which allowed exploitation into Paris itself
after a successful 1-1 attack against the French
border guards. Faced with such ineptness, we
settled for those entries which merely moved
the 10th or even the Alpine Infantry to the hex
directly east of Paris. All the hexes further to the
north were protected by the as yet unactivated
forces of the Minor Neutrals whose borders the
Germans would have had to cross. The first ten
entrants to submit what we termed winning
entries included: A, Van Zante, Durham, NC; S.
Bratcher, Westfield, NJ; D. Culhane, Rothsville,
PA; G. Uhl, Crofton, MD; R. Parsons, Ports-
mouth, VA; S. Rich, Springfield, OH; S. Smith,
Toledo, OH; J. Parisi, New Hroe Park, NY; L.
Greenburg,Leonia,NJ; and D. Haase, Mt,
Prospect, IL.
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OPPONENTS WANTED

Expergnced adult wants mature pbm opponents
tor 'Grod and BE. Prefer AREA and regional
vpponents, Bules Nexible, Jood W, Bamsey, 2101
Baker Terrace, Dothan, AL 36301, 7920505,

The Wehrmacht, under the Fulner's command,
will smashy uny daring Allied General's attempt 1o

stop Wim in pban, Fave all AH war games. Tim
McCausland, 3610 E. Montercss. Phosalx, AZ
#3018, 9361

Adull T seks matune
phm oppanents hat are omplele games
in AK. BB, Bliz, DD, "Grad, Pan, Wai. The
Western Allianee, 3130 Jackson FL, Antioch, TA
94509,

Need appanents in cast area far Pan, Mid. DD,
3. Luit. FIF only, am |1 and can play good.
Bruce Bures, $17% American Beauty Ct, Cancoed,
CA 54521 44151 (85-8087,

OPPONENTS WANTED

A i
A gl school player Tor pbm Grad, chiaos:
your side. Bob Howard, 904 E. Michelle, W.
Cowing. CA 91790, 3330454
The great saperior Prussan will kill anyane as
Cerman! Phin 1914, DI, Anzio, Panld, 3R, Send
your death warrants sow? Alse interested in local
|.'|ubes. Adam Lid, 20600 Cezanne P, Woodland
CA %1364, B83-6325, e e e
Il play [ Bl Will learn others. Any clubs
araund? Am in Grade 5. Will have Gett, TAC IL
Rodney A, Clark, Box 2132, Swttler, Alberta
Canads Toc 210, 742-2180.

Ftf or pbm oppoeents for Pan and Panld. All
lenters ansmered promptly or will travel reasooe
able distances for (1. Thomas Hill, 5807 Dalten
Dr., Calgiey, Prov, Alberta. Canada TIA 104,
BE-1638.

Oppanents wanted (oc M, BRt and Pan. Seott
Stokes, 7550 March Ave., Conogs Park, CA 91304,
HEI-Hd6S,

Will phas ar 111 BB, Bitz ar Tas, Will pay for hall
of phm kit. Will akso help design game. Any dubs?
Duffy Wiesenhaln, 366 J Ave,. Comonado, TA
S2L18 (7140 4350328

Tanking for 1T cpponenis? The sublisting for yoir
immaldiale area from my list of over 4000

warginers is uvailable For two 108 stamps and fle
zip code map from your phooe book. Send infa an
your self For inclusion, Andrew Philligs, | 28 Oliver

I’b'm Fan, FanLd. Luit and 40. AREA | X0
hove kits. Woyne Pemsich, 8537 Purror Awve.,
Dawney, CA HI2H)L B9-T855

lelp! Avernge player wlslh.s to phm B, BE,
“Grad, Are fhere any ga s i i 5F &l)‘ anca?
IT tlvere am: plense contact me il

Wish 1T noviee ligh school player for Bliez Witl
abso play pbm, will buy half of kit Kris Ander-
s0n, 4844 Dogwood Dr., Debta, B.C. Canada Vabl
1M3, 943-3652

Wanted: An oppanent for pbem Luft. Have no kit
vet, but will supply 1. Also, need 4 opposents
far phm Orig. Pl o pamemaster. Pl Clarry, 4
Beaverbroak  Ave. lslu@on. rio, Canads,
M9B N3 (416
FIl Boardp. Min Wumd AH GHOQ Armour wi
travel 25 miles average skill. played since 1970,
age 23, Gary Feher, Dept. af AG. Ecen UL of
Guel
Fbm only: AK, BB, DD, Guad, | supply you wilh
a sheet pacd for all units/14 s (o charpsh
Andy Webber, 20 Graydon Hall Dr., Apt. 204,
I'km Milks. Ontario, Canada.

whede new sl of Frustrations al phm
l\D Blite. Wal, Girad. Ksieg or 3R, No letier will
remain unanswered. Hoch den Kalser! Donald G,
Wikran, 98 Sarderlong Cres. Lindsay, Cntaric,
Camada K9V 4N2 {TH) 3242852

el Torre, 6425 Cenral Av
94530 14151 978,

[ fhere amy ane in Fncing who plays war gimes
v bwen booking lor 2 years, without finding any
o wlllm: ta pl.w Call: David Hill, 5031
Densme 436, TH-5410,

Fave phm kits Grad, Wat. Blitz. Desine good and
averse apponeats. Na kit but possess D0, Bl
1914, F40, Gent, Mid, Tac WL 3R, Cville. Ken
Mabon, 409 S Fartuma Blvd.. Fortuna, CA 95540,

54

206, Bl Cerrito, CA

T AH games
witlh wargarmers in the Glendale area, Erik Goelze,
1L} Camulos Ave. Glendale, CA 91208,
244-03a65,

nt: Writer willing 1o collaborate in wr
articles o boardgames, dspecially sc-Netion uo»
flicts. | bave mone imagination than tlme; hope to
salve my dilema this way, Roberio Camino, 6131
Spafford, Huntington Pk. CA 90235 (213)
SHT-KETS,
Good novice player will £t mast AHWWIT games,
o enperience in phin, bt will Iry. Hive 0o kits,
Want to contact SICL, Tustin Chapter. Andrew
Kwan, 4137 Salacia Dr., Ieviee, CA 92705,
5391 348 £
Wanted fii oppooents for meast AH gumes. Ate
there any wargamers in Laguna Niguel anea of high
schaod age? Bret McMurran, 33402 Dasinia Dr..
una Nigael, CA 92677, 496-345 i
Wll T 3R, Pan, Laft, Mid. Grand, T3 Wat, Bl
RW. Play mast others aksa. Wil also trade excellent
condition RW For Jul "T4, Steven May, 432 E,
'35 3

AR game exsept
!s‘ B, Blit: or Onm I am
experienced. K. P Michols, 1109 W, Hickory,

Wanted: Commanders 1o face or join the Los
Alemitos Monper' Association; L-AMIAWe are
near Long Beach, All ages sixtesn aedd up will he
accepted. Alan Emrich, 2912 Angler La, Los
Alamitos, CA 90720 {21 3) 598-5245.
Want pbm or 11 opponents {especially ftF1 for
FR'40, Luft, Mid, Fan, Panld. RW, 3R, "‘Grad
Any chubs aroand? Chris Kkeczko, 907 E Carleton,
Orange, CA Y2667, 6314675,

Fom, pbp, fii most gamees. Il take any side, Will
g0 half and half o kit There is a cluh in Norwalk
Call if interesbed. 5. Rose, Box 123, Pico Rivera,
CA ID6HD, HIIGE6E

Averape adult phyer Tooking for phm all AH
games. FEF all AH Triesadly competiticn. Will splie
pbm kil cosis Lt Brsce ), Degi, 3280 Laurel
Hurst, Apt. 51 Rancha Cordova, CA 95670,
IH2D315, i L O S
Want to il ifl, Panld, Pam or 3R. Woubd
mather play Germaes. Jobn Williams, 1987 Santa
Maria Way, Sacramento, CA 95525, 447-5004,

fIf, in Marin 2t AK, BB,
Blitz, DD, Gett, Guad, Fan, PanLd, Grad, 3R o
Wat. Kevin Burke, 'Il\ Skyline, San Anselmo, CA
D960 {41 5) 453

ks an ewr!budy in I'J'Tli Will alse kick in RW,
3R, Pan, Panld, Mid, [H). Interested in Orig. pbm,
pbp, ML Will try to answer all esped in are,
Jeft Stai, 208 Rosemont, San Gsbriel, CA 91775

(213
Exp 5 tauglt victims tar 111

camhat in Bay arca. Most AH games. Absa infa, an
club. Mike F\.uNon
Man,

1919 The Alamed
IL

£ Toarncy.
August Orig Tourney. Illl !\Iln BB 5L League
Sept-liee, ET St League. 1ROC delayed maybe
Aug write for gaming survey, DOPS. Jim Reilly.
2409 W. Laverne, Santa Ana, CA 92704 (714)
i 7 P .
Wanted players for all AN games. 1 prefer factical
Tevel, bt will play afl, Pan and Panld fworites.
Earl 1. Ryan, 4517 W. Oukfwhd, Santa Ana, CA
9703 (714) 531-3584.

Want phan ar fif in cither 1 776 ar Britz, Ne kits, but
will Improvise, want only eppanents who will com-
plee allumuu:md. Ed Frischer, 8239 Sepulveda,
.gﬁ 3

H:m. IRGD. Gett, Krieg, RW, 1776 or will play
yaurs, Will pbm FR'4D aoy clubs here? Mike
Gunderloy, 176 N. Divermon, Simi, CA 93063,
S26-4191,

and pastage. Steve Shephand, 5
Ay, Stockton, CA 95204, 4044623,
Fil q

ive
Blitz, Dl} Hl‘iU MuL P:m PanL Rw, 197
‘Grad, 3R und Krieg. Am af average abili

Edward Howk, §12 Pierce St Taft, CA 93268,
633593,

Wish 1o il Alex, Mid, Fan,
Fanld, FR'40. In the All

tournamenl ke, Will
anybody. Dennis Smith,
Cowing, CA 91790, 33
You Commies tcok Riev ond | want i1 back
eenario S\‘“t‘u.. Pan.} FIf and pbm Luft and Par.

Potter, %191 EI Rite Dr., Villa

', 637-2650, "
Wanted phm opponents for BE and AR, FIT
epponents wanted for AK, BB 51, BE, Krieg. Luft,
Pan, Panld. Need to play very much Noviee
player. Marcel R, Carbosnesy, 1253 Amader Ave.,
Vista, CA 9283 (T1d) 724- 1976,

e fif Luft. 3R,
FR40, DD, Mid, Anzio, Blitz, consider myself
expert in these, will play area il sucoesshal,
Lecnard Krause, 1465 Atterbury Dr.. Walnut, CA

larn new games. Play
1043 E. Greendale, W,

Fan plm oppenents needed, AREA mting: 1500
All opt. rules. Die ralt generatar and double letter
enclange per move. Eric Young, 48 Bickertan
Crescent, Willawdale, Cmtario, Cangds M2J 3T1
{416 414976,

Will pbm, pbp, [T, AK. Ist Anzw, Bz, DIVAL,
FRA0, 1914, Ovig. Pan. PanLld. RW, Grad, Tac,
Wal, especially RW and Grad. AREA member.
Jumes. Hymas, 250 Gl Mmor Way, Toronta,

kaloa arca, Have
AK, BB, Blitz. D]J Pan, Tﬂ(‘ Geir, Krieg
d. Suite 307, 106 3rd Ave, S

, BanLd, Luft. Cwille 74, BB. Flay
any nmi all phm or Bif ot your own risk. Ston
Genofl. 11214 Allendabe, Arvida, OO 80004 (3031
421-23a3.
Tallepe age player eed 1T opponents in FanLd,
R, 1776, Alan Marrissett, 245 Fir La, Boalder,
C0 441198,
Wanted phe or (1 dulL. novice 10 ALl paming, bui
mi 1o Taclics Learn quickly. Have Mid, Gen,
Luaft, 1776, PanLd. Wil bearn yours. Michael B,
Spamer, 3597 Mottingham Ct, 2, Boulder, (0
B0302 {303] 444-7202.
Reed oppeeent before | go nuts | uve Pankd,
Pan, RW, Luft, Bulpe, 1914, Jut, AK, DD Qut, FIf
anty, sm willing 10 karn others. Steven Albright,
12700 IIcrrulu Rd.. Colorada Springs, OO S0908,
405422
Tand pluyn.r wants FtF or pham for Krieg, Pan, Luit,
FR'40, AK. DD, Chess, Dave Sanborn, 4 Hillside
Manor Ave., Vernon, CT 06066, E75-Tda3.
Average player in Hartford areas wanis 11T Have
ER, Pan, Panld, Mid. Will learn athers. Any dubs
in ara? All letters answered, Mark Kirby, 254 High
“rest Rd., Wethersfield, CT 06109, $29-8750.

AREA rated player with D-rating will pbon C-D-E

rated players foc rated pnses of "Wat, AK. DE:
Grad. William Hill, 210 Hanley St., Harrington, DE
199 =251 1.
Average player wants pom oppoents for 1913 (e
dienmans) DO {Me Germans) 3R {Either Sidel. Jim
Dickey, 12 Hillcrolt Read, Windy Hills, Newark.,
DE 19711, 737-3477.
FIr DI, BB, Anzio {113 3R, Panld. Anybody in N,
Orlanda, Altamonte Springs, Forrest City arca at
lieast call me! Newd opponents fhat can visit, Mark
Owens, 503 Gumwaod Cr.. Alamonte Spring. FL
701, 86299,

Averupe 14 year ol wants pba or {1 opponents m
Lult, Fan, RW, Wat, Blitz. | have ne kits hut will
pay for IN.I[ Uf :m)’ it M{ Matchen 23 Madrid

Help! FL vh)w s nL plant aned phis far BW,
Fan and PanLd. All Jetters answered within. the
week written. D, ory, 23 1125 N.E
L 6ith/Place, FL. ]..md FL 33305, 764-3197,

OPPONENTS WANTED

uxp. alult opponents. Georpe Carlson, 898
Aberdeen Dr., Crystl Lake, 1L 60014 (815}
4598316,

I7 year old pavice will pbm AR, Getl, Luft, Fan,
RW, 1776, No expetience, no kils Patieno:
required while | learn, Wife thinks I'm nuts Bill
Cook, 515 Hristol La, Elk Grove, IL 60007,
PSG-RIS,

High scheal age player needs 11 cpponents in ar
very hose 1o Evansten. Only lransportation is
pubic, will play almost anything. Moo phm.
lnluilnl\ &IMIII. H15 Sewrh B, Evanston, IL

] iy
or learn any ﬁl[ﬂlm and will drive any reasonahle
distamce, No phone calls, Jules Wajcivchowski, RD

Joll L 60435,

Flum for money ool
DD, FR'40, Luft, Pan, Panld, Grad, Wat. | need
club and coavention information. Pad DeVolpi,
03 Columbine, Lisl II. 60532 {312) 420:2063.

1l play A | m in 3R
tf, with chosen v:rlrnl For fove or meaey, Wil
lay nthcr AH g, Bill Day, 660 Thornwood
Dr.. Maps Ltvﬂﬁ40|3|"]!554|
Pl Wal and Ak , Omip. RW
and all others. Will answer all Iclh.rs Any clubs?
Need some good action. Tom MacMillan, 1835
Milon Ave, MNorthbrook, IL 60062 (312}

2724 n‘mu

in BB, Blitz, DD, FR'40, Luft, Mid, Pan, I‘Jni.d
RW, Grad and 3R, 1 can’t travel very far. Henry
Veldenz, 810 N. Cuyler. Oak Park. IL 60302,
3628

Wanted [T players, Tor any AH games,

in Chaincy
IL area. If enaugh people nterested may start club,
Lon Meeller, 2900 State, Apt. 102A. Quincy, 1L
62300
Plesse help mel Are there any sericis 110 or php
oppoents in area? I'm desperate. Will play
anyone, any game! Doa Bush, 5471 lnvrness Dr.,
Rackford, 1L 61107, 399-7505.
Want phma for Luft and RW. Fil' PanLd, My
Gevmans will wipe you out before you know it
Will answer all letters, David Chapel. 234% Wigpins,
Springfield. L 62704, 5466204,
Want phim appanents for mos games, Hine some
kil In prooess of getling mare. Mew ta phm Any
Pl in Clarksille [N area? Ronald Redhbaver, 1717
Greentree Blvd.. Apt. 113, Clarksville, [N 47130,
2834088,
13 year ald in Marion needs opponent. Would like
to try Abex if somecne hog gme. Fri AK, FR'40,
Pan, FPanld, RW, 1776, Joseph Bisesi, 8024 East
20th St., Indianapalis, IN 46219, 8954776
Good player neatds pban and A7 oppancnis far AR,
DD, Wat, etc. Steven Monthey, General Delivery,
Wilten, 1A 53775
Any Kunsis gamers out there? Phm or ftf Pam,
Panld, AK, DD, FR'0, Guad, Luft, Mid, BE, RW.
Prepare to be Beaten! Tim Whitcomb, 520 Rural,
porlp, K8 66801, 343-3138,

e loaking for (0 L F

Kriep, Mid. Pun, Panlid, RW, 1776, Phen using
Wichita paper and hes system, AREA plese,
Marlin Deckert, 213 S Jefferson, Hillshara, KS

67043 {316) 9475755,

an. Wil buy half equip-
ment. Forming <lub, If interessed mail to me. Will
Jim Hawley, 913 8. Santa Fe. Sabma, KS
S7401, 820
Herd pacel TtF appoments Tar BB, Luft, Fan, 1776,
Do et awn, bt can play Pankd, Jut, FR'40, RW,
Greg Tanner, 3907 K. 51, Clair, Wichita, K3 67204,
HIRN54T.
ATE year old of unknown quality needs Ttf o
phen Pam, 1776, RW, 3R, Luft, Mid, BE, DD,
FRM0. Frank Kalisz, I Rt 5, Enghe Puss Rel.,

Eligshethtown, }.Ydti‘.‘ﬂl 43029 7375006, .

BB, AK, DD or Grad. Also wants complete Guad
lowest price acespted. Ton Magary, 61 Saperior
Ave., Ft. Mitchell, KY 41017, 33148
Phm Grad, Blitz. BB. DD, AK. Pan. Have Kits.
Friendly. Very good 16 vear old. Will answer all
fetters, play to end. Soery, no Nf Broor Wallace,
326 N. Ft. Thomas, Ft. Thomas, KY 41073 (606}
4415570,

Lacking for [ in New Crizans, Wil pbm any game
| have, Have 139 Your lcoking for o ride Lo
Origins 1. Can belp. ey A LeBoued, Jr, 1000
Scottsdale, Apt. 307D, Harey, LA TDOSE,
3020679

Doss anyhody here know how 1o ply  thes
gamus? Adull gamer needs ftf opponent for Pankd
andd Pan Blitz. Will travel ressonable distance. Rick
L,amhert. 2617 lowa, Kenewr, LA TOO0G2 (504)

ool T year ald player booking for T appoments
in Orlando arca. Hove many gmes. Larry
Rumbough, 1402 Tanger Dr.. Ovlande. FL 32803
o 1L R s el A A
Fhm wonted. Averpe player 13 wants adult
opponent in ‘Grad or Wat. Have "Grad will gt
for Wat. Serious only. Am AREA member. Joe

Bhaylock. RR2, 555 Fox Rd., Paman City, FL
301 (518) Tk 380,
Oppoment o phen, T have phin Tor

'
Pan, Will absa play "Grod, Panld, 1776, Blitz and
1914, Ame any gamesters around e Eris
Reddoch, 2375 Seenic Hyway, 231, Pensecola, FL
32503, 4369183,

.-\mm player wanis fif in Waterville arca. Lesoy S,
Duy. 25 Barthett St., Fairfield, ME 04937,
45365904, iRl e b S
17 year old looking for AT players. Own & AH
games. Will kearn yours. Anyone interested in GNO
Cinmers' League? Call: Clad Busheed], 6414 Cal
bert, New Orleans, LA 70124, 485-7176

TAT 3R, PFan, FanLd Jsck Avery., 129 Hopkins R,
Baltimore, MIF 21212, 3777564,

P ar fei” Al itz DIY, FR'40, Gett, Laft,
1914, Pan, RW. 1776, Grad, TAC, Wat, C"Ville
taldh Am sversge player, answer all letters, Joseph
Hummel, 54 Byway North. Baltimore, MD 21221,
1656

Fecent callege grall. remrming io playing swis
after six years seeks iestate phin opponents. Fif
possble. Have AR BE, 'Grod. Fan. Cwille Will
Tearn oibwrs, Steven Fellerman, 1300 9eh St N,
1B Pete., FL 33705, &95-5811

Wanted: Expert Ally player in BB, Grad, FR'40 for
when or Ff. Columbin Conflict Clul Jooking For
additional members. John A, Lang. [l 5137
Hnme..ommg La., Calumbia, MD 21044,
730464

Experienced Al wargimer  desperstely needs
apponents for all wargames. FIf only. Glon
Tempfli, 2701 SE 6th St., Pompano Beach, FL
33062, 946-8651,

Tt most AH pames Aba need infc on any
cluhs in Tampa Bay arca, Craig Good, 8002 N,
Huhert, Tampa, FL 33614, 886-7474,

Expert player wants AREA ratedl oppanents of
similar statune in AK. Grad, DD, BB, Pan, pbm
only. Mo turkeys need apply. Joeatlan Lockwand,
3131 El Prade Blvd.. Tampa. FL 3360% (813)
&35.273],

Experienced player, 21, wants fif apponents i FL
Benning, Calumbus areu, Have transportation, Free
evunings amd weekends Patrick W, Egan, B Co. HQ
Comd. USARC, Fi. Benniog, (A 31905, 5455657,
Average player age 6 seeks N7 for [0, B 51,
Orig. Grml, 3R. mast other AH games, or BLM
sports games. Joo G. Fiike, F.O, Box 68, Hilo, HI
96720 (808} 9359825,

I for AR, 1776, Fan, PanLd, o Gia
Looking for players al multiplayer 3R. Any
pmsers In Barrington arec? Mark Huml, 132 Pali
Dr., Barrington, 1L 60010 (312) 381-6918

wice gamer- Tave phm Tz, Lufi,
1914, Fan. Al ft1 For many other |\H wmes. T,
Wagner, P.O. Box 14, Buckingham, [L 60917 (815}
426.6129,

Wanted any and all T appanents in any AT WWI

aame. Must be willing i@ travel, Live near Cal. Ciy
Hammand So. Chicago, Call first. Greg Cichoracki,
13240 S Commercial, (icage. 1L 60633 (3120

546-0065.
Phm Blitz, ftf sl others Wamted: Leyte Guil
Variant Piecus, will pay. Will reply 1o all. Cantact:
John Sheerin, 10846 S Camphel, Chicaga, IL
60655, 459721

Tbm, pbp or 17 B, FRE0, Lufi, Fan, Fanld,
Anzio, 3R, Will bave pbin kits, Beginner desines

5081 HELP In despemate need ol mvernge
apponents n Silver Spring area 1o play AK, Mid,
Grud, 3R, Please reply quickly! Clris Hickean,
2605 Buywood CL, Siber Spring, MD 20906,
4603860
Tl I W and Grad, Wani 10 play
3R, Panld, Ancio if you have them. Jan Sun-
dquist, 1T Riverview St, Dedbam, MA 02026
(617} 3290065,
Wanted 1t AK, Alex, Arcia, BT, Out, Loft, Wi,
RW, 1778, 3R Would like ta make small chsh
based on 3R Ray Fantone, 168 Harris Ave,
Meetham, MA 02192, 40.3149,
Would fike opponents for Pan. Pom Sth grade
beginmer In first yesr. Any clubs i Plymouth MA
area? James Briwn, 66 Spoaner SL, Plymouth, MA
02360, T3,
Aren' twre wargeners in (he Newbury Fort are?
Will fef Pan, PunLd, Grad, AK, Gett, [Hex ar Sqr)
Cville *74 and athers poes te Triten HS. Pele
Hanley, 18 Farnham Rd., Rowley, MA 01969,
948-75 36,
Fhm Wat, Tif 1776, Wat novice. Paul L Cale, 70
Dcllu Ave,, Ronbury, MA 02120 (617) 4421994,
ore Foathall Tams, AH FT. St jeague
lrmnmz far the coming sewon., many openings
mallable, call me far mare information. Cling
Matilews, 433 Morton St., Scoughton, MA 02072,
3449560,
P Gad. Any ssde. Al games aceepied. Hive ki
Will beat all. Anyone interested in pbm club?
Steven Straub, 2021 Second, Bay City, MI 45704
(517} 8920315
Fom BE or 17 ail ofbers Sianiey Sedo, 37308
Weddel, Dearborn, M1 481 24, 563-2535.
Fverupe player Junl school ape wanis phin
opponents Tar 1776, RW, Fan, Mid. will buy half
of pom kit Akl Onder, 35608 Johnstown, Farm-
ingion Hilks, MI 48024, £7 79006,

OPPONENTS WANTED

P B, Grad, Wat, DD, 110 Mid, Get, Blitz. 28
vears old, oul of practice. But ready 1o go ke any
sade | have kits. James R. Penick, 14 Campbell,
Kinchebe ATH, MI 49788 (906) 495-5781,

TTHEY Metre Detroit Ares Club. From instructlon
b master (7 play, Nored taps, Matueity prafereed,
Fun, not “Blood Sport™. {MDG) {MGA} (KGLIPY

[IGHIP alfiliated,  Mike Bartnikowski, 43
Stewart, Purk Lincoln at, 928-774,
FUCAK, FR40, Blitz, R, Pan fine, Yol 11 Mo, 4

Seenarics), Will pm Pan. Need plavers to arganize
malti-player 3R Craig Trebikeock, TO50 edian
Rd, Montague, M1 49437 (616 A%4-3138.
e pamers infe on MDG. Weekly gaming
meetings. No red tape. Maturity preferred. Gamers
sought freen I, TN, MI, OH, ONT for MGA
membership. Paul ). Waod, 24613 Harman, St
Clai Shares, M1 8084,
Average 11T apponents wanied for all AR war-
pames. Have DD, Grad and RW. Al betters
answired, Any clubes aroursd this area? Jobin Harju,
3303 Valley View, St Joe, M1 49085 (614)
424814
Twin City wargamers club. Monthly meeting. Gary
Dayton, 8500 Yaklma, Anoks, MM 53303,
4277248
Plam 3K, 1776, Anzso, TAC, Pan, Panld, RW. No
kits but will pay for 1 of yours. Any &es on phan
Mid* Alan Carlson, B533 Hamrison Cir, Mpls, MN
§3437, B3 1-640. -
Movice, 25, wants pbm Krieg, BH. [, Wat, 17746,
Grad, especially with AREA registered opponenis
don't have Kits for 1776, Gred. Will bay RW if
anybody has phm mathad for it. Tim Granl. 8716
Brentshire Walk, St Louk, MO 6314 (314)
S68-3159.
Tivernps N sohonl player wanis phm opponent
for Pan, Panld, Luft. RW, 1776, Grad and Blitz.
Hive no kits; will buy ' of yours: Learning pbm.
Guy Gasser, 1916 Butte Ave., Helenn, MT 55601
(4400 442-4 193,
Will fiF Blilz, Lalt, Fan, RW, TAL, 3R, BE [am
starting wargame club in Omaba area, call or write
far infe. Craig Talley. 817 Jane's View, Fapillica,
NB 68044, 331-2500. :
Wani Jr. High cpp. for Panld, Grad ond 12 ather
AH wargames. Will pbm in NE us. Will buy ki
Abo fif in Manchester arca. Mark Kalensk
Marcan 51, Mancsester, KH 13102, 625504
Aren pames, 1500, pbm
Guad. Blite, DD, Pan, Anzio, Krieg, 1914, Lufi;
will play twa pames, ane each side. Carl Johnsan.
155 Greylock Phwy.. Belleville, NF 07108 (201
e AL | e e v
Buginmer seeking apposents (or PRS0, Luit, Wil
Panld, ond RW. Terry Bartello. D2 Jefferson Sn..
Beverly, NI OBO10 (6091 577-1 195,
Pom Gett, AK, 1776, DD and RW. Dogfight
seerdrios. Mark Reed, Box 95, Croswicks, NJ
08515, 2982973,
AdUIL returning (0 bobby after 10 years. Dimited
recent fif but agpressive tactichn. Pam, PanLd,
Luft, BB, Grad, e, l'll.lllmnc Walter Cromkite,
others to combat. Benjomin Fisher, Educatipnal
Medll Depr,, Glasshora State Collupe, Ghsubom.
NI 08028,

[ will plw all " AR, MIE Tat, Pan, Kricg, RW, Wai.
Fif anly, Also mest games you have. Chris Kane,
75 Hudson Ave., Maplewoad, NI 07040,
Tad- 38T,

Averape player for (tf ar pbm all ATl games, alio
Chess. Join wargnme cluh. Frank San Miguel, 1114
FRoberts Avi, Mays, NI 08330, 625-274,

T yr. oll overnge player wants fif ar b for T3,

F‘JIIL.\\ Pan, BB, Anzio 74, 1914, FR'40, 1776,
IR, Luft and Mid Nell Allan Rosenberg, 2007
Glenwood D, Nosthlield. NJ 08215,

rape juice Wigh player widhes oppanenis (oo
DD, Grad, 1776, 1914, Mid, Phen 0c f1f, Want to
foem club in my avea. Need | phrsheet to-c
for DI Glenn Robert Williamson. 1066 Wildwood
R, Oradell, NI 07649 (2011 265-3591.
Warted 117 oppanents for Pan, PanLd. RW. 775,
Out. Avernge player. Interested In starting elub,
Richard M. Lash. §2% Estates Rd., Pine Hill, NJ
DEOZ] (o089 T83-8343.

THE GENERAL

OPPONENTS WANTED

answered premplly. Robert A, Broun, 8 Onteoc
1., Shokan, NY | 2481 (914} 657-8261
Tallegs grad wa pbm competition In Fan,
Panld, AK. Blitz. Joseph Wilkowski, 174 Wik
liams Ko NY 12180 (518 283-2500.
Averape T4, secks ftf far Bz, Luft, KW,
1774, 3R Any elubs tearby? Bruce Wagar, 714
Pickwick Dr., Vestal, NY L3850 (607) 7540184
Area cpponents wanied, Fbm BW only. FLpbp
PFanld, RW, 3R. Jul, Mid, possihbly others. | have
all current AH and some ethers. Jim Graham. 111,
5506 Wales St, otte, NC 28213, 39671500
Fom For Grad, BR Novice adali, 30, Any other
gamers in this anw? C. O, Willams, Jr.. 124
Pineview St, Havelock, NC 28532 {919)
4974000 S
Need opponents. Ftf 20 games, relax, drink beer.
Fhm AK, BB, DI, Grad, Must have General 31,
101, My girl can beat your girl. Dovid Antezak,
PO Box 5411, Raleigh, NC 27607,
Will poin Krieg, Blite, Want 1o find any appanent
in Grand Forks area to play 3R, RW, Out for il
of pbm, Noviee ape 19, Jeff Helperson, 506 24th
Ave, 8. Grand Farks, NDS 201, 772-3954,
Tac. Bis. Will ibn

Akran ar Cleveland orea. | have Cleveland rele-
phone. Write for number, Rick Conrad, 571 5
Sunst View Dr. Akron, OH 44330 {21&)
Bhd-3ET4.
AREA member secks pbm for AK, Alex, Anzia,
elther versian, BE, Blitz, DD, FRQ, Gett. Luft,
1914, Pan, partial 3R, Wat. Willlam A. Clumm,
RE 1. Am:svlll» OH 45

Fbm d for m ¢ AH ar non
AH w)rpkm!i. All mpu.cs 0 um al will by
answered, David  Licbman, 185 d#h St

D68,

B.uaru_ OH 411&! 73

n, "Grad. ftf same,
Blltl. I"l' 31 khd Orlg, l‘.ml.d RW, others, Have
small clisb, travels reasonable distances on week-
ends. Mo prisoners! Ron [retz, 1335 Cancond
Ave, SW, Canton, OH 24710, 4559667,

Wanted: FUf appooents for AR, BE, DD, FR40,
Gett, Jur, Krieg, Luft, Orig Pan, Panld, RW,
1776, Grad and many others also willing 1o laam.
Paul Riegel, $226 Meritageln, Milliard, OH 43026,
ET6-4450,

Want Ttf opponent for AK, Alex, BB, DIY, FR40,
Giuad, Jat, Mid, 1776, Wat or 3R, Averape player.
Alan Simmons, 546 Huhert Ave,, Lancwsier, OH
43130 4a14) AEA-AITH,

Badly wanted ftf onmncms. will play all pames.
Any glubs in area? ¢ Moore, 7477 Himwk
Ave,, Mentor, OH 44060, 2553132,

" am Toaking for_interested people for all AH
pames, o farm Warren-¥oungstouwn aren club,
Alsa tookieg for mare opponents. Gary W, Janes,
453 Waverly, NE. Apt. 3, Warren, OH 44482
216y 3FET00.

Flay Mf any pame. Are there any chu

s n the

Akron wrea? I s please contact me: Doug
Fuller,

Bw\ 3%, Westfield Center, OH 44251

ts Prefer land
operational bevel. Nathan Mitchell, 426 E, Ferrill,
Motman, OK 73069, 3210689,
m oppooents needed. I'm man in AK, Laft.
Allies in Pam, Mid, Panld Any side in Blitz.
Interested im proup Orig game. Craig Coleman,
1010% & Broadway, (Hlahoma City, OK 73139
(405} T94-D158.
Adult, average gamer. wants fif opponents for
3R, Alex, 1776 Erich Faust, 6300 SW 188th CL,
Alchs, OR Y05 6498318,
Wargamers get bagether far (17 every 2nd and 41h
Saturday of cach manth at Oregon State MU Bl
Lindow, 817 SW ath. Carvallis, OR 97330,
528684,
Am looking Tar pbm cpponeni for Pan and
Pamld. Will phay any situations: any side. A

optiom] rules. Will finish every pame Roger
Brown, 3310 Saratopa, Eugene, OR 97408,
3442578,

Tollege stsdent coming home June 1. Hlave BE,
Grad and PanLd. Wil nr mm or others. Rate
myself me wrang! Steve

Junior high player desires phen for Lull, IR, AR

Grad. Me Germans. In all alse Chville 74. Either
side bave no kits, Walter H. Placzek, 1103 Clinton
Ave.. So. PIfd.,

Tanior aind senfor Nigh schooT GRPoREAT wAnTed For

ftF play of AK, DD, TAC [I, Grad, Mitz and B.Il.
Own all bug BB, Averige, but experienced

Steven Bratcher, 1219 Rubway Ave,, Westfield, NJ
07090, 634-5028.

UL TRearenant in GErmany nesds 11 opponents
Frankfurt ana  wargmers please contact me.
Phooe Q6181808357 or mail to: 1.5, Forces 2Lt
fan L. Straus, B Biry 1732 FAL AP, NY 09165,
Fow many other dedicated gamers are sationed
here in Germary? Interested in 17 only, Weekinds
free for Pan, Panld, Blitz, DD, 3R - or you name
it David J. Rolfe, 2nd Gen Hosp., Box 1, APOL NY
w

anﬂ\ ftl Anzi
16 Il.earkhmk DI

=
St Krieg.
Ballston

Average player wanls pbm opponents for Blitz,

Pan, 1994, Fof high schocd and collese age

sudinis with any gme. Rabert Alan Granville, 4

Center Ct.. Bethpege, NY 11714 {516) 93895824,

Anyone interested in joinng cubT FH i all

games. WIR learn WW 11 miniatures, Call Henry

Hrr!. T98-9482. 15 Cary Ave.. Binghamton, NY
135048,

Beginning high schoal player wishes fif for any
AH game. Any dubs in ares? Michael Kraft, 131
Stockbridpe, Bulfalo, NY 14215, 835-6523.
Ff IR 1914, OO, TAC, BB, Panid, Fan, 1776
Fbm RW (0o kit) 3R (oo kith Also starting in
micro-armaur like to stare cluh, Donald Cack, 65
E. Main 5, Chatessipay, NY 12920 (518)
4976333,
IE you awn Mid write quick! Will also pbim ches,
BB. DD, Wat, Grad. Hive pbm kit for BE. Wil
soan_have others John D'Addana, 35 Greenbush
81, Cortland, MY 13045 (607) 7530614,
Playsr of averape ability desines Fif opponents for
AK, DB, Blitz ard Mid. Wil phi also. | guaran-
tee o imteresting game. John Quattrini, 15
Wilson St., Carning, NY L4830 (607} 623082
Any Bultalo ares players i joim § gamers 6
form club? Any Armor Minlature rales in ares?
Any ather clubs? Wast Diply, 3K Tourn Fif,
David Lederer, 1052 Ruie Rood, N. Tonawanda,
MY 14120, 6920559,
Altention! The Mt. Sinai Wargame Club is look-
ing dor new members. Anyone who & interested
should contact Andrew Birtle. 15 Old Past Rd.,
Port Jeflerson, NY 11777, HR3-4668,
A strugeling wargame club woubd ke to play
another wargime club. We have 5 steady mem-
bers, 2 new members. Will play BB, DD, FT St,
FR'40. Paud Morabes, 231 Steuben St., Richmond,
KY 103H 4212 27530036,
am modersting o sx player 31 Allance Canr-
paign. Interested? Semd selfmddressed  stamped
envelope.  Wesley Letzin, 172 Duffern Dr,
Rodhester, NY 14616 {716) 6634805,
King George 111 desires o rematch ftf with any
warthy Colanial army General re 1776 Reichs
marshall Goerimg will pbm. Gerald D. Scypura, 20
Rondi Rd., A3, Schemectady, NY 12309,
3704077,
Attention Wargamers faclish enough to side with
the Allies! Meet your doom Nf apainit Field
Marshall Braun in 3R, Pan, BB. All letiers

Hendricks, 810 NW Styhm: ('rh:l Port Lang, OR

9722

9, 2921926,
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Veterun Wargamer desires fif opposents in Lan-
waster ares, Will also phm Griad Tor AREA ratimps
using first turn surprise and playing dual gamees,
Gierman; Russian, Dennis Cullase, 138 Waidler
La., Rothsville, PA 17573, 626-0738
Ff players wanied for (776, Fan, Lufi. 3E any
you hive, Any clubs i Phila. area? Willing 1o
start ome. Mark Zimmerman, 2138 Herblew Rd..
Warvingtan, PA | 976, 436548,
Averape alult i M. Gert, Toc, Scrbble. Bruce
Bringer, Gerbaff R, Schwenksville, RD. 2, FA
19473 (215) 438-52100 Ext. 283,

ant AREA competition. Like 16 pbm ANz
74, Want N7 Tor many games; AH and others.
Will moderate phm blind Pan, ete. for modest
foe. Mark Matuschak, ls (ommr 51, Uniontown,
PA 15401
Averape player secks someone 1o play 01 RW,
1776, 3R, Pan, luft, Punld, Anzia'c9, Out
speak spanish and english, prefer between ages 12
and 5. Jaime Lluch. B3] Marti St. Apt. 6B,
Santuece, Puerio Rieo, D097, 7324220,
Laoking for opponent who will be altending the
Upiversity of Rhode lsand mext year. Will phe
Witz with anyone. Williaom Hogan, 23 Kenyon
Ave, W:Mgld RI 02879 (4014 THI-71 50,
1 wil m 3K, BB or Blilz all challenpes will be
'ucepled Linstsay Blanks, 41 Ranger, Charlestcn,
0 29405, 74748
Attention Wargamaing Clubs? We are interested In
contacting clubs for pbm pamis and ide ex-
changss. Cantact me for Detalls Rabere [
Chenaweth, Secretary: Wargamer™s Sociely ol
University of SC; Box 85085; USC: Columbia, SC
Will £t anyone in Pulnam County. Prefer people
aped 12 60 13, Will Jearn any wasgame. Pick your
side. Mike Panicali, RL 1 221, Cookeville, TN

53 £

Twemape udult player sevks W0 Gpponents (oo

Anzia “74, FR'40 Jur'74, Luft, Ban, Panld, BW,

1776, 3R, Cvilke T4, want 1o contact Austin

ares worgimers. Doug Derby, 1650 B Wst Sixth,

Austin, TX 75703, 476-3732,

Tppanent wanted to pbm Wai, AK, DI Geil,

Guid, GGrad, College ape pamer guarantees excel-

lant opposition. Chester Minshew. 2518 Hampron

Lit, PL Neches, TX 77651, 7227732

Ok fimer sweks sime Tor pbm, php, N7 WW 11

Contemp. games  Hive no phns kits, will sphit

cost. Any ol fimer out there. John W. Wahrenber-
2er, S200 L II:IlIe\ mu- on, TX TT023, 4554656,
The  Houston 2 Sockty of

AR, Ak, Anzio, Bl! 1774, |1|1 et Jur Kriee
Mid, Orig. Pan, PanLd. RW, 3R and much mare.
Benneth F. Meyers, 221 East 1 49, LaPore, TX
F7571, 4710470, e

\wnl...l Tl all AH pames. Central Texas area.
1e. Pan. Larry White, PO Box 833,
Pfl:p.rvllle T TEAG0, H,ar--vm1

Fil game of your chaice i
101 ant kw1t i b It Ave shere any
clubs around? Ron Campbell. 2713 5 Cypress
Cir., Plana, TX 75074, 4136304,

Any gamers in South TX! 13 yr. old will 0T AR
or Pan. Willing to kearn pew games. Will iry pbm,
bat have po kit Lars Hansen, BD1 Okbhama
Ave., Weslaco, TX 78596, 9682397, L
Ftr Pan, PanLd, Grad and Wat. . ). Brawne, 43
Hazelwood Dr., St Albars, Herts UK

Wanted N1 players in Burlington area. Will play
AK, Blitz, Jut, Luft, Mid, Pan, Panld, RW, 1776
James Laframboise, 120 Lakewood Phwy.. Bur-
Jington, VT 05401, 864859

Would o pbin Fan, DD, Wat, FRCa0.
AK or BBtz (No pbm kitsh Patrick Conrad, Box
A0S, Abingden, WA 2 6154413,

Mimbers wanted foc the Washington C(iamers
Amoc. All wargames played. For mons info write:
Robert Blo, 604 Crestwood Dr.. Alexandris, VA
Ptaw (prefer) of fif DD (German onlyh, Grad
Aprofer Russian) Bill Salvstore, 15 W, Ghebst Rl
Aptl. CelT, Alxandria, VA 22308 (703
6831176, i

ITyou are Racking for o game of pbm Orig, T can
fiml you opponents Gamenuster fee 5250 for
Origins. Alse have openings in Dipla. Dennis
Agista, 900 L Foxridpe. Blackburg, VA 24060
{70) @5 13340,

ere in Dallas anea.

Great glaver (BB, Grad) wishes tournament pbim
competition in BB and Grad., and Iselp (phm or
ftfy In Wi, Pam Have all kits. Need ftf in
Rasehurg anea, can travel, have ten games. Henry
Carstens, 2435 W, Wellen, Foscburg. OR 97470,
6722304,

Average or expert oppoeents of any age for phm
AK. Anzio, BB, Blitz, DD, Luft. Mid, 1774,
‘Grad. Seoll Lewis, 3802 Tumer St, Alleniown,
PA 18104, 3954207,

HELF! Desperately need fif oppanents! Have 38,
AK, Bliz, DD, FT S, Gert, Jut. Kriig. Mid,
1914, 1776, Gral, Ledie Howard, 803 Dresmioed
S1., Athens, PA 18810 (717) H58-T059.

Wanted pben for AK. BB, DD, Geit, Fan, Grad
You choose side. Histary teacher wants ta apply
research of WW 11 Tadics 1o AH Games. Jeff
Bulper, 2713 Fairway Dr, Ape. 1B, Altoona, PA

Experienced adult player wanis eppanenis far
1776, Anzle, AK, ‘Grad and others. AREA
Rating: 1500, Jahn Garrelt, 108 Oak Forest, R,
2, Blacksburg, VA 24064, 5538197,

Average player will 1if most AH pames. Alse pbns
'AK. Blitz. €an travel Dan Harker, Rt. 3. Box 40,
Castlewnod, VA 24124, T62-7338,

Beginning warpimer booking for {if oppanents
itz Mic. Also pbm supply kit Ted Coaperstein,

9205 Ashmeade Dr. Fairfax. VA 22030.
STESIEL
Experienced w: il tweniies Iooking

il =

for competant AF opponents for 1776 and mul
tiple player pames sugh 45 3R, DNO, WW I, and
Dipl. Robert 1 Beyma, 9 Twin Lokes Cir.,
Hampton, YA 23666, 8387197,

Wanted FIF opponents [or any wargme. Am fair
to good, ape 5 Bob Perkims, 11 Shea St.
Partsmautls, VA 13701, 4B5-BI38,

Looking far appanents, Jaln attack PA, N5 WS,
DE ar fomn brasch in vour sate. Attack War-
paming Association 314, Edgley Ave., Glenside,
PA 19038, TUT-3876 i, H. Casciana).

Wanted: One or twa players for Coalition gme
of 3R, My friend ad | are desperate. Michael
Beghey, 5605 Mimi Ct, VA Beach, VA 23462,
4975877,

Wanted adull eppanents far 31 ye. old wargimer.
Bom Grad, Pan avy side. Send choice and first
move for quick answer. Robert B Young, 329 &
Front St barg, PA 17104 (717) 2344616,
Fii Pan, L r. Blitz. BE. 1914, AK, DD,
Gett, Tac, Grad. Mid. Jac Sullivan, 407 2nd 51,
Hishspire, PA 17034, 939.0249,

Good gamer (137 desines 1 opponents for AK,
FR'40, Mid. 3R, 1776, Wai. willing to lkarn
uibvers. Dwight E. Homeer, 977 5, Clubhosse Rel..
VA Beach, VA 23452, 4271075,

Fan — php. BW — @, Lult — pop, William
Warner, 3699 Fin Oak O, VA Beach, VA 1462,
A-T439,

Adull novice desires pbm opponents dor Luit,
DD, AK, Grad, Pan, Blitz, Hwe kits, AREA all
letters answared. Ernest Miller, 1544 Bonnie
Brae Dr., Muntingdan Valley, PA 19006 (215

. BB, Lufi, Fun, 1914. Any side, no Kils,

will split cost, Respectabbe adult warganier,

gt oo barrier. John & Barker, 532 5. S0
dlana, FA 15701 (413} 345-3417.

Orig, Fif these plas 3R (anyoee) Alos. FanLd,
1776, BB. Anzio, RW, learn Mid, Grad. Jim Prall,
131 Hamilton Rd., Merion, PA 19066 MO44703,
ts in New Castle, PA area for
any AH games. Aba inferested in starting or
joining ¢lubs, alss wanted pbm opponents will
sphit cost of kit. Gary Hill, | 507 Ridge Ave,. New
Custle, PA 16101, 54933 e
The U. of Pennsyhania Wargsming Club meets
Wednesdny &t T PM in Houston Hall, 3408
Spruce Se.. Phildelphin, on Penn campes. Call
Jahn Desmond gt LO4-4217 or Dave Lugg at
E\" '2-8130 for information. All are welcome. Jahn

F. Desmood. 2320 Green 51, Philadelphia, PA
1"‘130—,_,..____
Fif DI Laft, Out, Pan, RW. Also plm for thise,
Uil pay % or improvie. Jr. high age, averape
player. Want to start or Join club. Fred Gamachie,
13029 Richwood Rd., Philadelphia, PA 19116
1215) 676-8269,

Dppanents wanted for plm in Grad, BB, Fan abo
frr in any AH game. Rick Kurtz, 3% Robert
Richland. Wa 50341, 4 48
A\t:ngc adull player wanls phm oppanents Tar
AK. BE. Wat and Burg Also tf most AH games,
Mike H. Cochran, 1427 Riche C1. Richland. WA
DTS, MH-RI54.
Jr. high ape wanis average/good opponent m
Monroe-Snohcmish area. Have 3R, Lufi. Pan, BE,
DD, AK, Mid. Know athers. Am willing 1o karm.
Gireg Bakk 18013-129th Pl SE. Snchomish,
WA 98260, T94-5524.
Wanted phen opposents for Wat, Blitz. For
AREA scores, rated "B™ In service ratings. Prefer
same rated player, will sccept others. Richard
Domingaez. 615 N Henry, Madion, W1 53703,
2519034, S g s
Wanled M1F Tor most AH games. Average player,
Wamt 1o find any clubs around. Roper Baber,
3616 South 3dth,  Milwoukee, 541-1718
Games to choase fram for toumament; BB, DD,

Blitz, Grod. Bodh wIII m' pben, pbp these and
Mid, 3R, Cville s far lst threel Paul
Raban. 4352 N. ?3|d 51 Mllmll'kc\,. WI 53218

4038756,
Anyone interested in pom TourmmEnt? AvErp
or ahove. Specify gameisl, Foe information send
stamped  self-addressed envelope. Steve Schisd-
helm, 8706 W. Courtland Ave, Milwaukee, W1
83135, 2R37HY,

Junlor Bigh schoal ags player wants 17 ur pin in
enany gmes. Any clabs in South Hills Bitishurgh?
All letters answered. o Barrerr, 315 Willaw Dr.,
ri@mm PA 1034.1_ 563—I26ﬂ.

anld, Té and 20; any 1T in
M' Trying Iu farm .-\Rl:.-\ player poal in Peh.
te or phone Sundays |2 PM-2PM. Bermard C.
w«mm. 100 Bryn Mawr €1, Apt. I-209 Enst,
Fitisburgh, PA 152

7. 24

Fif or pbm Anzio. FR40, 1914, PanLd. 1776,
Grad, 3R, Wali Awerage plaver; no pban kits
James W, Otta, 1826 Union Ave., Shebaygan, W1
53081, 457-3815,

Toud natured oppoment wanted dlmest any e
Ftf only in Central WI srea, Will answer all
replics. 1 have B pames (my ape-23). Mark
Anderson, 2503 N ath 51, Wausaa, W1 54401
{715 B45-D2HS.




NEW GAMES AND THINGS

DIPLOMACY WORLD is a quarterly magazine
on Diplomacy which is edited by Walter
Buchanan, R.R, #3, Box 324, Lebanon, IN
46052 and subsidized by The Avalon Hill Game
Company. The purpose of each 40-page offset
issue is to present a broad overview of the
postal Diplomacy hobby by printing articles on
good play, zine news, listing rating systems,
game openings, and printing a complete
rariant game and map with each issue. Subs
re $4.00 with single copies $1.25 each.

PANZERBLITZ BOOKLETS

After hundreds of requests for it, we've
finally published the best of the GENERAL's
many articles on PANZERBLITZ—conventional
wargaming’s all time best seller. Entitled
“Wargamer's Guide to PANZERBLITZ”, it
initiates and may very well end the "Best of the
GENERAL" series as no other game has been
the target of a comparable volume of literary
attention.

The 36 pp. manual resembles very much an
issue of the GENERAL except that it is devoted
100% to PANZERBLITZ. The articles are taken
almost exclusively from back issues, dating as
far back as 1971. In addition, two never before
published articles appear; Robert Harmon's
“Commanders Notebook™ which analyzes the
original 12 scenarios, plus Phil Kosnett's
“Chopperblitz"—a hypothetical variant utiliz-
ing helicopters with six new scenarios.

Reprints include Larry McAneny's “The
Pieces of Panzerblitz""—voted the best article
ever to appear in the GENERAL, "Beyond
Situation 13" —twelve additional scenarios by
Robert Harmon; “Parablitz”’; “"Panzernacht’;
“Blind Panzerblitz"; “Situation 13"; “Champi-
onship Situations’; “Panzerblitz Conceal-
ment’; and “Incremental Panzerblitz." Top-
ping it all off is a complete listing of all errata
on the game published to date where the
Opponents Wanted Page once ruled supreme,

The Wargamer's Guide to PANZERBLITZ
sells for $3.00 plus 50¢ postage and handling
charges from the Avalon Hill Game Company,
4517 Harford Rd., Baltimore, MD 21214.
Maryland residents add 4% state sales tax.
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Read what others have had to say about DIPLOMACY—

... Surely the greatest indoor board game invented this century.”
... GAMES & PUZZLES, Dec. 1973, p. 16

"“The Kennedys are said to play it at the White House and | understand the Western Alliance is
demanding early assurances that Jack sometimes wins.”
... Angus McGill, London EVENING STANDARD, March 20, 1963

“They play it in the White House. Infact, it's the rage in America. And, at Cambridge, the Dean
of Trinity College, John Gallagher, is an expert. In ecclesiastical circles, the Bishop of Woolwich
knows all about it . . . IT? The game called DIPLOMACY.”

... Greville, London DAILY MAIL, Nov., 1972

For the past 15 years DIPLOMACY, a strategy
game of diplomatic and military conflict in pre-
WWI| Europe, has enjoyed an ever increasing
popularity despite a lack of widespread distribu-
tion. Practically the only game in existence to
attract a following entirely it's own, DIPLOMA -
CY offers a fascinating game system devoid of
luck elements of any kind.

For years, DIPLOMACY has been considered
the third branch of wargaming in and of itself
{conventional board wargames and miniatures
being the other two). Literally dozens of fan
magazines are published about this game as a
forum for postal play. Such postal games are not
only accompanied by colorful and often humor-
ous “'press releases’ by the respective powers,
but are also permanently recorded by an official
whose duty it is to log every postal game ever
played. Over 100 variants of the game have been
published in various D/PLOMACY journals. No
wargame short of chess itself has ever been the
subject of such prolonged scrutiny.

DIPLOMACY is best played by 7 players
though as few as 2 may play. Each player
represents one of the great powers of Europe in
the years just prior to WWI; England, Russia,
Turkey, Austro-Hungary, ltaly and France. At the
start of the game, the players draw lots to
determine which power each will represent.
This is the only element of chance in the game,

Each turn represents 6 months of real time.
Players can increase the size of their forces by
building new armies and fleets during every

“fall” move. However, to build a new unit you
must have gained a supply center. There are
only 34 of these on the board, possession of
which are hotly contested. Powers losing control
of their supply centers are reduced in size and
eventually forced from the game until one player
manages to gain control of 18 centers, and
therefore a majority, and wins.

Secret orders are written by the players for
both movement and the concentration of fleets
and the raising of armies with which they try to
enforce the alliances they exact from each other.
For no agreement in DIPLOMACY is sacred—
they can be broken with no more penalty than
the likelihood of insuring the “'stabbed’’ player’s
distrust and enmity for the balance of that and
possibly future games. The rules do not bind a
player to anything he says, deciding whom to
trust as situations arise is part of the game.
Players are generally constantly engaged in
negotiation with friend and foe alike, for this
turn’s ally may well be next year's enemy. The
winner must command the best marriage of
tactical knowledge of maneuvers, deceit and
cunning, and an intuitive sense of when to form
and break alliances.

DIPLOMACY comes complete with a full-
color, mounted mapboard of early 20th century
Europe, 7 conference maps, rules and 7
separate sets of colored wooden playing pieces
(oblong for fleets, square for armies). The game
is available by mail from Avalon Hill for $11.00
plus the usual postage charges.
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WAR AT SEA

WAR AT SEA is the second Jedco game to
come under the Avalon Hill banner. As was the
case with John Edwards’ RUSSIAN CAMPAIGN
we scoffed long and loud until we played it. The
laughs were soon replaced by serious concen-
tration however as we became engrossed in
game after game of this fast paced classic,
Purchasers of Edwards” RUSSIAN CAMPAIGN
will attest to his ability to make exciting games
and WAR AT SEA is no exception.

WAR AT SEA is an area movement game
which simulates the European naval theatre of
operations in WWII. Possibilities for historic
encounters such as the Battle of Denmark Strait
(Bismarck, Prinz Eugen vs. Hood, Prince of
Wales) abound along with chances for infinite
other encounters which fate previously decreed
would never take place. The game assumes a
bolder stance by the Axis powers in asserting
themselves at sea and follows through by
making the Graf Zeppelin (a never completed
aircraft carrier) available to the Germans
midway through the game. The result is some
highly interesting match-ups and exciting, fast-
paced play.

The game has eight turns, each representing
approximately 6 months of real time. At the
outset of each turn the British player allocates
his force of 47 capital ships to patrol in any of five
sea areas (North Sea, N. Atlantic, S. Atlantic,
Barents Sea and the Mediterranean). The Axis
player, upon seeing the Allied dispositions,
decides where to attempt to place his forces.
After placement and resolution of any U-boat,
air, or surface combat Points Of Control are
awarded 1o the players for control of given sea
areas.

The Allied fleet, while much larger and
stronger, must spread itself thin to attempt to
protect as many shipping lanes as possible, and
by doing so it gives the Axis forces an opportuni-
ty to win limited victories in isolated portions of
the sea. For example, if the British make a strong
Mediterranean committment the ltalian fleet
will probably stay in port, but the Germans may
mass for a major battle in the North Sea to break
the British blockade. If too much force is
committed to the blockade too soon, raiders may
wreak havoc in the North & South Atlantic. Yet,
if the Barents Sea is not heavily patrolled, the
Germans may sortie and destroy a vital convoy.
And so it goes . . . a continuous series of checks
and balances which keeps the participants on
the edge of their chair from start to finish.

Although WAR AT SEA utilizes asimple area
movement system, ship speed, firepower, and
armor protection all play significant roles. The
faster a ship the better its chances of running a
blockade, breaking off a losing battle, or
pursuing a fleeing enemy. Similarly, firepower
and armor ratings affect a ship’s ability to dish
out and take punishment. Carriers pose a
powerful deterrent to any adventurous Axis
surface force, and together with the ASW
elements of convoys provide a lethal strike force
against the U-boat menace.

U-boats are the proverbial ‘ace up the sleeve’
of the Axis player. Unaffected by blockade
attempts, U-boats are free to stalk as they please
in any sea area and remain a thorn in the Allied
side throughout the game. Land-based air also
plays an important role with the Luftwaffe
staging crucial attacks on the Murmansk
convoys from Norwegian bases while reigning
supreme over the Baltic and launching nuisance

raids against Malta and Leningrad. The RAF is
used chiefly for bombing Axis ships in port but is
usually present when the action heats up in the
Mediterranean.

As the game progresses, Britain relies
heavily on the token Russian Baltic fleet to
create diversions in that theatre. Equally import-
ant is the opening of a port in the far North to
receive vital convoys and repair Allied ships
damaged on the Murmansk run. American
participation is limited to token support in the N,
Atlantic and strong port repair facilities.

WAR AT SEA is not a new step forward in
realistic naval warfare simulation dependent on
a maze of charts and sophisticated rules. Indeed,
WAR AT SEA doesn’t even have a CRT. It /s an
extremely simple and enjoyable game system
which is best described as good, old fashioned
fun. Those who are into simulation games with a
sole emphasis on realistic simulation should let
WAR AT SEA pass them by. On the other hand,

those who still enjoy a good, simple, and
competitive game can't afford to let this one get
away.

WAR AT SEA is a great device for winding
down after your all night THIRD REICH game,
breaking the new fellow into wargames, or
showing the wife that she too can have fun
playing wargames. The game is one of those few
with the balance of skill and luck factors which
enable a novice to beat an expert—even though
the odds are against it.

WARAT SEA is rated Introductory | on the AH
Complexity Scale with an average playing time
of 1 hour. It comes boxed with a 4 pp illustrated
rulebook, 14"x22" full color mapboards, and
140 unit counters. Those who bought the
imported Jedco version shelled out $12.00 on
the strength of its strong showing in initial
gaming reviews. It will cost YOU onfy $5.00 plus
the usual postage charges for the improved
Avalon Hill version.

King George V Graf Zeppelin Tirpitz Texas Dctiabrsk Revolutia
4 56 12 8 4 9 6 4 4 3 3 33

Vittorio Veneto Convoy 3C Ark Royal Dorsetshire y
466 1 3 02 7| (117 x

U-Boat
8 x o
1 *
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CAESAR

The Epic Battle of Alesia

It is rare that a game can come back to the
marketplace after a six year absence—even an
"amateur” game, But such is the case with Dr.
Robert Bradley's ALESIA which is now available
in its first professional printing. Back in 1970
Bradley produced 200 crude, mimeographed
copies and sold them immediately by hitting the
summer convention tour. Bradley, an archeolo-
gist, then disappeared from the wargaming
scene to continue his doctoral thesis but word-
of-mouth advertising and a few stray copies
which prompted rave reviews in such hobby
journals as S&7 had created a large demand for
the then unavailable game. No more was heard
of ALESIA until 1973 when a new company,
Thesis Games, announced that it would head a
list of five new titles they would seon offer.
“Soon’’ never materialized and three years later
Thesis still had 150 orders for ALESIA from
gamers who refused refunds—they'd wait for
the game no matter how long it took! Avalon Hill,
which had fruitlessly pursued the rights to this
game for four years, was finally able to purchase
the game from Thesis last fall. Bradley and Don
Greenwood have spent the past 9 months
refining and updating the design techniques of
the original game and are now pleased to
announce that those 150 diehards will soon be
getting their copies in the mail and ALESIA (now
CAESAR) is once again available to the public.

CAESAR is set in 51 B.C. during the Gallic
Wars. Caesar had fought a series of indecisive
battles with the Gauls under Vercingetorix, who
although outnumbering the Romans 2-1 had
gotten the worse of the exchanges. Vercingetor-
ix decided to take refuge in the city of Alesia and
sent his cavalry out of the city toraise arelieving
force from the rest of Gaul. Caesar, refusing to
attack a fortified city, invested Alesia and
prepared for a siege by erecting 25 miles of
fortifications around the town—facing in both
directions! Thus when the relieving force
arrived, a quarter of a million strong, Caesar
found himself outnumbered 6-1 and manning
the walls of a tactical “doughnut”, Faced by an
expanding inner ring of 100,000 moved to
fanaticism by near starvation and a contracting
outer ring of 250,000 determined Gauls, Caesar
was in the worst conceivable battle position. The
two day battle which followed was among the
most desperate and gory of recorded history. Itis
a game of siege and assault which defies belief
and is not to be missed by anyone—be he an
admirer or detractor of the ancient period.

The game is split into two Assault Periods of
12 turns each representing the two days of the
battle. The Roman defends his system of
ramparts and fortifications with ten legions
represented by 100 cohort counters plus 52
auxiliary units representing Germanic cavalry,
Balearic slingers, Numidian archers and Light
Infantry. Twenty-three forts provide missile
engines to further augment the Roman de-
fenses. Roman leader units have special combat
capabilities which can save the day in crucial
battles.

The Gallic player has 210 combat units each
representing roughly 1600 men. The main
Gallic advantage is off-board movement. The
Roman, not knowing exactly where the main
Gallic effort will come, must defend his entire
perimeter while the Gaul may concentrate for
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one overwhelming attack or stage several feints
to draw a Roman reaction before committing his
main force. Thus outnumbered and forced to
defend all avenues of approach, the Roman has
only his fortifications and the discipline of the
Roman legion to save the day.

CAESAR is one of the few conventional
wargames which has arrangements for, and
plays equally well with, 2, 3, or 4 players in
addition to being quite a challenging solitaire
proposition.

CAESAR comes boxed with a full color,
28"x 33" mapboard and 400 unit counters.
Rated Intermediate Il on the Avalon Hill Com-
plexity Scale, CAESAR has an average playing
time of 4-5 hours. Due to the great expense of
this large and unusually shaped board, CAESAR
sells for $12.00 plus the usual postage charges.
Maryland residents add 4% State Sales Tax.
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SUMMER SPECIAL ORDER FORM
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STARSHIP
TROOPERS

2156 A.D. ., . and mankind comes face to face
with an incredible, implacable enemy: the
intelligent hive-spiders of Klendathu—the Bugs!
Earth cities go up in smoke, and from Earth to
Klendathu the battles rage, Bug warriors against
the Starship Troopers!

This is the scene for Robert Heinlein's
Starship Troopers, one of the all-time classics of
Science Fiction—and now Avalon Hill has based
a game on this classic story of congueston alien
worlds. The Starship Troopers strike from space
with telepathic “Special Talents,” nuclear
weapons and power-suited soldiers against the
subterranean hives and machines of the Bugs in
Robert Heinlein's STARSHIP TROOPERS.

STARSHIP TROOPERS recaptures the spirit
and flair of the book, with each scenario
recreating one of the battles that dot the way to
the final climax—the invasion of Klendathu. All
of the battles of the book are here, along with
more battles that are only mentioned in the
book—Raid on the Skinnies, Operation Bug-
house, Sheol, Operation Royalty, and the
Invasion of Klendathu, among others. The game
uses programmed instruction to add weaponry
and rules as the player moves from game to
game—the Bugs appear, moving in their under-
ground passages and suddenly erupting onto
the surface to blast the human Mobile Infantry
away, while the Mobile Infantry counter with
increasing numbers of special weapons—spider
gas, nuclear weapons, engineer teams with
special demolitions, and better weaponry for the
Mobile Infantry troopers themselves—and
“Special Talents”, humans with special ESP
powers to seek and find the Bug colonies.

The unit counters represent individual
Mobile Infantry troopers and small groups of
Bugs, Skinnies (another alien race), and human
engineers. Special weapons and technology are
represented—heavy beam weapons, maobile
missile launchers, sensors and retrieval boats
are among the counters that must be dealt with.
There are rules for gas attacks, radiation,
underground tunnelling and extra-sensory
perception. Victory Conditions change from
scenario to scenario, varying with the orders
given to the Starship Troopers—raid the waver-
ing enemy Skinnies, or make a beachhead on a
Bug world.

“Realistic’” might not be the right word to use
in describing a Science Fiction book and game,
but STARSHIP TROOPERS has been carefully
designed to recreate the scope and “feel” of the
book. The colorful and picturesque counters and
mapboard are dramatic and pleasing to look at,
and the rules have been designed to recapture
the dramatic actions described in the book,
whether landing from space or moving through
the underground tunnels. In addition, the game
extends and fills out the details of the conflict,
adding weaponry and battles that are only
hinted at in the book.

STARSHIP TROOPERS is a new direction in
boardgames—a game that is a simulation and
an extension of a popular science fiction novel.
In the midst of the rising national interest in
science fiction and science fiction games, it has
been carefully designed for the enjoyment of
both science fiction fans and gamers—and it
should be especially enjoyable to everyone who
has read and enjoyed Robert Heinlein's classic
STARSHIP TROOPERS.

Finally, the rulebook has been filled with
diagrams and illustrations and photographs, full
of information and showing the nature of the
units in the game. Have you ever seen a Bug
Brain, or the layout of the Starship Rodger
Young? All are here, as described in the book.

Heinlein, voted the first “Grand Master’ of
Science Fiction, has done more than just lend
his name to the game. After authenticating the
work he wrote the introduction which adorns
the game box itsell. STARSHIP TROOPERS sells
for $10 plus the usual postage charges. Mary-
land residents add 4% state sales tax.
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At last! The long suffered problem of unit
counter storage for Avalon Hill games is
solved, The Avalon Hill compartment tray fits
snugly into the bottom of the bookcase style
box. A clean plastic cover fits over the mold to
prevent counter leakage. Each tray has sixteen
1" x2¥" compartments %" deep which will
accommodate up to 400 unit counters and 4
dice.

The tray is also usable in the flat box
games. By cutting off with a pair of ordinary
scissors three of the four side panels of two

COMPARTMENTTRAYS

trays another perfect fit is arranged for the flat
box games—this time with 32 compartments
and 5 dice depressions.

These trays are available by mail order only
direct from Awvalon Hill. They will not be
included in new game releases in either the
retail or mail order line. The trays are available
only in sets of 3 and sell for $3.25 per set plus
75¢ postage charges, Postage coupons cannot
be utilized to order compartment trays. Mary-
land residents please add 4% state sales tax.






